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ARMOR DIAGRAM
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'MECH DATA WARRIOR DATA
Type: Archer ARC-2W Name:
Movement Points: Tonnage: 70 Gunnery Skill: ___  Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere Hits Taken 3 5] 6
Running: 6 Rules Level: Introductory Consciousness#
Jumping: O Role: Missile Boat
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM20 RT 6 1/Msl B 7 14 21 '
1 SAM4 RT 3 2/Msl — 3 6 O Leftq 2”” R'ghqt;rm
1 LARM20 LT 6 1/Msl 8 7 14 21 (19) (19)
1 SRM4 LT 3 2/Msl — 3 6 9
1 Medium Laser RA 3 5 - 3 6 9
1 Medium Laser LA 3 5 - 3 6 9
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/ \ Heat
CRITICAL HIT TABLE — "X INTERNAL STRUCTURE DIAGRAM JRA00
ea " [
Left Arm 1. Life Support nght Arm Left T([J;‘Sé—ﬂ ﬁl%qt Torso Qrerflow
1. Shoulder 2. Sensors 1. Shoulder \ b
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 307
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator g
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator o 29
5. Medium Laser 6. Life Support 5. Medium Laser o) 28*
6. Roll Again 6. Roll Again o 57
Center Torso of
1. Roll Again . ) 1. Roll Again Left O | 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 1 g “n 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
Left Right
1. Gyr(.J ) Ll;g I_Igg 20+
Left Torso 2. Fusion Engine Right Torso (15) (15) 194
1. TLRM 20 4-6 3. Fusion Engine 1. TLRM 20 m
2' LAM 2 4. Fusion Engine 2' LRM 2 18
: 0 5. Ammo (SRM 4) 25 : 0 17
3. | LRM 20 6. RollA 3. | LRM 20
1 .3 . oll Again 1 .3 186
4.|LRM 20 4.|LRM 20 /4
5. LLRM 20 - - 5. LLRM 20 HEAT DATA 15*
6. SRM4 Engine Hits OO O 6. SRM4 Heat Heat Sinks: | ['14+
i Effects
1. Ammo (LRM 20) 6 Gyro Hits oo 1. Ammo (LRM 20) 6 Lg‘ée'*Shut down 5_1 Dl 13*
2. Ammo (LRM 20) 6 Sensor Hits OO 2. Ammo (LRM 20) 6 28 Ao avoid on B+ ingle =
4.3 ol Agein Life Support O 4. 3 MollAgain 26 Shutdown, avoidon 10+ O 11
4. Roll Again 4. Roll Again 25 -5 Movement Points O -
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 2
3. Lower Leg Actuator ‘game D labs 3. Lower Leg Actuator :ll g ?guﬁﬁoévp a\émg_on 4+
4. Foot Actuator 4. Foot Actuator 10 -2 l\/lgvtlalri;ng Plcrt‘i?‘lts 3
g' EO:: ﬁgam Damage Transfer g EO:: ﬁgam 8  +1 Modifier to Fire 2
\ - holtAgain Diagram - holtAgain PAN 5 -1 Movement Points / ;
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