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Type: Shadow Hawk LAM SHD-X2 Name: 000
Tonnage: 55 Tech Base: Inner Sphere [Advanced) BattleMech o . O 0O
. Gunnery Skill: ____ Piloting Skill: ____ O 00
Movement Points:  Role: Sniper Aerospace o ) 00O
BattleMech Mode Fighter Mode Gunnery Skill: _ Piloting Skill: _ 00O
Walking: 4 Safe Thrust: 4 HitsTaken[ 1 ] 21314151 6 © 0O
Running: 6 Max Thrust: 6 Consciousness#| 3 | 5 | 7 (1011 |Dead
Jumping: 4 /
Weapons & Equipment Inventory  [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng Aero
1 LRM5 RT 2 1/Msl B 7 14 21 3[4
1 ERLarge Laser LT 12 8 - 7 14 19 8(4Y
4 LAM Bomb Bay [HighExplosive] LT 0 10 - - - = -
1 Medium Laser RA 3 5 — 3 B 9 5(9
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Left Arm 1. Life Support nght Arm Left T([J;‘%i Right Torso Qrerflow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Avionics 1-3 3. Lower Arm Actuator o
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator o 29
5. Roll Again 6. Life Support 5. Medium Laser o 28*
6. Roll Again 6. Roll Again o 57
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1. Roll Again Cen.ter TFJI"SO 1. Roll Again Left I's Right | 26*
2. Roll Again 1. F“S!U" Eng!ne 2. Roll Again Arm o Arm o5 4
46 3. Roll Again 2. Fus!nn Eng!ne 46 3. Roll Again &) o 9] oA
"O 4. Roll Again 1-3 3. Fusion Engine "O 4. Roll Again
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22 *
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. 3. Fusion Engine )
1. Landing Gear 46, cicion Engine 1. Landing Gear 18
g. Avionics 5. Landing Gear i SVIOE;CSH - 17 %
132 Jump Jet 6. Roll Again 132 ouble Heat S!n 5
4. Jump Jet 4. | Double Heat Sink / HEAT DATA
5. I:EFI Large Laser — N 5. | Double Heat Sink 157
6. LER Large Laser Avionics 000 6. [Double Heat Sink Heat Heat Sinks: 14
R . .
1. Bomb Bay (Ammo 1] [High Explosive] Engine H!tS ooo 1. | Double Heat Sink Lg‘EJEI Sihut’,dtjwr!1sze‘:tS 10[20] 13*
2. Bomb Bay (Ammo 1) [High Explosive] Gyro Hits OO 2. L Double Heat Sink 28 Ammo Bxp auoid on 8¢ Double -
: : ; utdown, avoid on 10+
4-6 3. Bomb Bay (Ammo 1) [Hfgh Explos!ve] Sensor Hits OO 4.6 3. Jump Jet 58 2B Movormont Points O 11
4. Bomb Bay (Ammo 1) [High Explosive] Landing Gear o 4. Jump Jet oa /gell\r)ldd"\{loveml:e'nt 10+ 8 o
5. Roll A . 5. LRM 5 + odifier to Fire
5 Rl A Life Support O 6. Ammo (LRM 5)24 53 Ammo Exp. avoid on 6+ 3 S
. g i . 22  Shutdown, avoid on 8+
Structural Integrity 20 }49 Movement Points 8 8*
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000000000 19 Ammo Exp. avoid on 4+ 7
Left L 000000000 Right L 18  Shutdown, avoid on 6+ O
eit Leg \_ J ight Leg 17 +3 Modifier to Fire @) 8
1. Hip 1. Hip 15 -3 Movement Points () 5*
2. Upper Leg Actuator V 2. Upper Leg Actuator 14 éﬁft@%'anog%?c?gmi O 4
3. Lower Leg Actuator CH.[H Lq S.[ 3. Lower Leg Actuator 13 +2 Modifier to Fire
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