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Movement Points: Tonnage: 80 Gunnery Skl Piloting Skill: 883
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 11 213141516 8 8 8
Running: 6 Rules Level: Introductory Consciousness#| 3 | 5| 7 |[10]11 O O O
Jumping: O Role: Brawler O OOO
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser CT 3 5 - 3 6 9 Right A
1 Large Laser LT 8 8 -— 5 10 15 '9 2‘:2 rm
1 Medium Laser TR 3 5 — 3 6 9 @2)
3 SRM6B RA 4 2/Msl — 3 6 9 )y
1 PPC LA 10 10 3 6 12 18 / W)
oE T =
AR L/ B Right
/] '.' Center L
’ “k\i Torso Iy
i N 24
[ ﬁ';ﬁ&. '!‘]m‘l!wl Rear (9) )
\ W\
p AT
LT Rl
a2y
T Nigw
‘ ,“ Left Right
\ BV: 1,405 5‘) (‘\‘ﬁ.‘\\ﬁ\\\\‘—‘- Torso Rear Torso Rear
\ / o — ®) )
/ \ Heat
CRITICAL HIT TABLE — "X INTERNAL STRUCTURE DIAGRAM JRA00
ea
. Head i (Geeriion)
Left Arm 1. Life Support Right Arm Left T‘fﬁ‘i @ Right Torso Overtl
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 8 307
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator e}
13, PPC 5. Sensors 13, I:SFIM 6 8 29
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5. Roll Again 4. Gyro 5. Roll Again 23
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4. Roll Again 4. Roll Again 25 -5 Movement Points (e]@) -
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire (e]@) 10
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