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'MECH DATA

WARRIOR DATA

Armor Factor - 160

ARMOR DIAGRAM
Head (9)

Left Torso

Right Torso
(17)

Type: Warhammer C Name:

Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Mixed HitsTaken[ 1 1 21314151 6
Running: 6 Rules Level: Experimental Consciousness#| 3 | 5 | 7 [10]11
Jumping: O Role: Brawler

Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng

1 ERMedium Laser(C) RT 5 7 — 5 10 15

1 ERSmall Laser [C) RT 2 5 - 2 4 6

1 Machine Gun RT O 2 - 1 2 3

1 Streak SRM 6 (C) RT 4 2/Msl — 4 8 12

1 ERMedium Laser(C) LT 5 7 — 5 10 15

1 ERSmall Laser [C) LT 2 5 - 2 4 6

1 Machine Gun LT O 2 - 1 2 3

1 Large Pulse Laser (C) RA 10 10 - 6 14 20

1 Large Pulse Laser (C) LA 10 10 — 6 14 20

Right Arm
(20)

Torso
Rear (9)

Left Right

© 2023 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.

\ BV: 1 ,748 (ﬁ) Torso Rear Torso Rear
/ \\ ad / (8) (8)
Heat
CRITICAL HIT TABLE "X INTERNAL STRUCTURE DIAGRAM JRA00
Head Left T Head Right T (Ovcriion)
Left Arm 1. Life Support Right Arm © ‘fﬁﬁ 3) ‘gt forso eriow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 307
1-3 3. Lower Arm Actuator 4. Heat Sink 1-3 3. Lower Arm Actuator g
"2 4. Heat Sink 5. Sensors "2 4. Heat Sink o 29
5. I:Large Pulse Laser (C) 6. Life Support 5. I:Large Pulse Laser (C) o 28*
6. | Large Pulse Laser (C) 6. | Large Pulse Laser (C) o 27
O
1. Roll Again Cen.ter TFJI"SO (CASE] 1. Roll Again O} Right | 26%
2. Roll Again 1. F“S!U" Eng!ne 2. Roll Again o¢ Arm o5 *
46 3. Roll Again 2. Fus!nn Eng!ne 46 3. Roll Again 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
. 21
1. Gyr(.J ) Rl_'ggt 20+
Left Torso 2 Fusen E:g::: Right Torso (case) (15) 197
;. :eat Sint 4-6 4. Fusion Engine ; I:Strea: ng 6 (C) 18+
- Heat Sin 5. Ammo [Machine Gun) 200 - LStreak SRM 6 (C) 17
3. ER Medium Laser (C) 3. ER Medium Laser (C)
1-3 6. Roll Again 1-3 186
4. ER Small Laser (C) 4. ER Small Laser (C) /
5. Machine Gun - - 5. Machine Gun HEAT DATA 157
6. Roll Again Engine Hts OO O 6. Ammo (Streak SRM 6] 15 (C) Heat Heat Sinks: | [72%
i Effects
1. Roll Again Gyro H!ts oo 1. Roll Again Lg‘é]el*Shutdown S'QDI 137
2. Roll Again Sensor Hits OO 2. Roll Again 28  Ammo Bxp. avoid on 8+ ingle =
4.3 ol Agein Life Support O 4. 3 MollAgain 26 Shutdown, avoidon 10+ Q9 11
4. Roll Again 4. Roll Again 25 -5 Movement Points (e]@) -
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire (e]e) 10
6. Roll Again 6. Roll Again 23 AmmoExp.avoidonB+ OO 9
22 Shutdown, avoidon8+ QO 8+
20 -4 Movement Points (@]e) >
. 19 AmmoExp.avoidon4+ QQ
Left Leg Right Leg 18 Shutdown,avoidon 6+ QO 8
1. Hip v 1. Hip 17 +3 Modifier to Fire 00 5 *
2. Upper Leg Actuator CH.[HL s.[ 2. Upper Leg Actuator 15 -3 Movement Points 00 P
3. Lower Leg Actuator ‘game D labs 3. Lower Leg Actuator 14 ShUtdOW’?r avmd_on 4+
13  +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g' E::: :::t Damage Transfer g E::: :::t 8  +1 Modifier to Fire f
’ Diagram ) 5 -1 Movement Points
\ /7 \ / o
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