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'MECH DATA WARRIOR DATA
. O
Type: Phoenix Hawk IIC Name: 0o
Movement Points: Tonnage: 80 Gunnery Skill: ___  Piloting Skill: _ 8
Walking: 5 Tech Base: Clan HitsTaken[ 11 213141516 8
Running: 8 Rules Level: Standard Consciousness# 10111 o
Jumping: 5 Role: Sniper O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Machine Gun CT O 2 - 1 2 3 Right A
1 Ultra AC/10 RT 3 10/Ssht — 6 12 18 '9 2‘:0 rm
1 Machine Gun T 0 2 — 1 2 3 (20)
1 Ultra AC/10 LT 3 10/Sht — 6 12 18
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CRITICAL HIT TABLE " INTERNAL STRUCTURE DIAGRAM
Head (crsg) — _ ’Sﬂ
Left Arm 1. Life Support nght Arm Left T([J,TS% [Be]a Right Torso Qrerflow
1. Shoulder 2. Sensors 1. Shoulder \ b
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 8 307
1-3 3. Lower Arm Actuator 4. Ammo (Machine Gun) 100 1-3 3. Lower Arm Actuator o
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator 8 29
5. Endo Steel 6. Life Support 5. Endo Steel o 28+
6. Endo Steel 6. Endo Steel 8 57
1. Ferro-Fibrous Centef‘ Torso 1. Endo Steel Left 8 Right | 26*
2. Ferro-Fibrous ; i:: Eng!ne 2. Ferro-Fibrous [A,l'"’ST] o) [A’|rg} o5 *
3. Roll Again : ngine 3. Ferro-Fibrous o
- - - O
4-6 4. Roll Again 1-3 3. XLEngine 4-6 4. Roll Again 24
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22 *
6. Gyro =1
Left Right
1. Gyro . Ll:‘_,g L'gg 20*
Left Torso (case) 2. XLEngine Right Torso (casg) (17) (17) 197
1. XLEngine 4.6 3 X-Engine 1. XL Engine "
o ¥LEb 9! 4. XLEngine o ¥LEb g 18
3. dump det 3. Jump Jet 3 dump det 17
. ul N . ul
- 6. Machine G -
1-3 4. Jump Jet achine Bun 1-3 4. Jump Jet / HEAT DATA Endo Steel 16
5. | Ukkra AC/10 " " 5. | Ukkra AC/10 15%
6. | Uttra AC/10 Engine Hits OO O 6. | Uttra AC/10 Heat Heat Sinks: | [72%
i Effects
1. | uitra AC/10 Gyro Hits 0O 1. | uitra AC/10 Lg‘ée'*Shut domn 1DD [12:|D] 137
2. Luitra AC/10 Sensor Hits OO 2. | uttra AC/10 28 SnudoN evoidon &+ ouble =
46 3. Ammo (Ultra AC/10) 10 Life Support (o) 46 3. Ammo (Ultra AC/10) 10 26  Shutdown, laVOid on 10+ @) 1
4. Ammo (Ultra AC/10) 10 4. Ammo (Ultra AC/10) 10 25 -5 Movement Points @)
5. Ammo (Ultra AC/10) 10 5. Ammo (Ultra AC/10) 10 94  +4 Modifier to Fire O 10~
8. Machine Gun 8. FerroFibrous 23  Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8+
20 -4 Movement Points O >
. 19 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 ame Jlabs 3. Lower Leg Actuator 14 ShUtdOW’?r avmd_on 4+
9 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g' ,E:ndo S;Ee‘ Damage Transfer g 'E:ndo SFFEE‘ 8  +1 Modifier to Fire 2
\ . erro-riprous Diagr‘am . erro-riprous / \ 5 _/I Movement POintS / ;




