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'MECH DATA WARRIOR DATA
Type: Wasp WSP-1L Name:
Movement Points: Tonnage: 20 Gunnery Skill: ___ Piloting Skill: __
Walking: 6 Tech Base: Inner Sphere HitsTaken[ 1 1 21314151 6
Running: 9 Rules Level: Introductory Consciousness#| 3 | 5 | 7 [10]11
Jumping: 6 Role: Scout
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CRITICAL HIT TABLE — INTERNAL STRUCTURE DIAGRAM J0%NR
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Left Arm 1. Life Support Right Arm 5] (3 (5)
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. Roll Again 1-3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors 24 srRma 29
5. Roll Again 6. Life Support 5. Roll Again 28+
6. Roll Again 6. Roll Again 27
1. Roll Again Cen.l:er T_OPSO 1. Roll Again Left Right | 26*
2. Roll Again 1. F“S!U" Eng!ne 2. Roll Again Arm Arm o5 4
46 3. Roll Again 2. F“S!Q" Eng!ne 46 3. Roll Again (3] (3 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 *
6. Gyro =1
1. Gyr(.J ) Il:‘;g Rl_'ggt 20+
Left Torso 2. Fusion Engine Right Torso @) @) 197
1. Jump Jet 4-6 3. Fusion Engine 1. Jump Jet !
2' Hu P ik 4. Fusion Engine 2' H P ik 18
5. Heat g!:k S Jump Jet 5. Heat g!:k 17
. 1 . 1
1-3 4. Roll Again 6. Jump Jet 1-3 4. Ammo (SRM 4) 25 /4 16
5. Roll Again - - 5. Roll Again HEAT DATA T
6. Roll Again Engine Hits 000 6. Roll Again Heat Heat Sinks: 144
i Effects
1. Roll Again Gyro Hits 0O 1. Roll Again Lg‘éel*sh g '1G| e
2. Roll Again Sensor Hits OO 2. Roll Again o0 AnilmoovaQp wvoid on B+ Single =
46 3. Roll Again Life Suppgpt (o) 46 3. Roll Again 26  Shutdown, avoid on 10+ (@) 1
4. Roll Again 4. Roll Again 25 -5 Movement Points @) -
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O 10
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@) 9
22  Shutdown, avoid on 8+ O 8+
20 -4 Movement Points O >
. 18  Ammo Exp. avoid on 4+ O
Left Leg Right Leg 18  Shutdown, avoid on B+ O 8
1. Hip \V 1. Hip 17 +3 Modifier to Fire O 5 *
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator 15 -3 Movement Points O P
3. Lower Leg Actuator ‘game D labs 3. Lower Leg Actuator :ll g ?guﬁﬁoévp a\{OIg_Dn 4+
4. Foot Actuator 4. Foot Actuator 10 -2 l\/lgvtlalri;nsc) Plori?_lts 3
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