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'MECH RECORD SHEET

ARMOR DIAGRAM

Head (12)
Left Torso

(45]

Right Torso

/4 \ /4 \ W
'MECH DATA WARRIOR DATA
Type: SHP-4X “OMEGA” Name:
Movement Points: Tonnage: 150 Gunnery Skill: ___ Piloting Skill: __
Walking: 2 Tech Base: Inner Sphere HitsTaken[ 1 | 213141 51 6
Running: 3 (Experlmental] Consciousness#| 3 [ 5 | 7 | 10| 11 |Dead
Jumping: O Jihad /
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LB-10-XAC RA 2 10 — B 12 18 Right Arm
[DB,C/F/S] (44)
1  Gauss Rifle RT 1 15[DEX] 2 7 15 22
1 Gauss Rifle CT 1 18[DEX) 2 7 15 22
1 Gauss Rifle LT 1 15[DEX] 2 7 15 22
1 LB10XAC LA 2 10 — 6 12 18 Left Right
[DB,C/F/S] Leg Leg
Improved C3 CPU CT — [E] - = - - ©2 Rear (20) o
Left Right
\ BV: 3,001 Torso Rear Torso Rear
\ / (19) (19)
/ \ Heat
CRITICAL HIT TABLE Hoad "\ INTERNAL STRUCTURE DIAGRAM J 5
ea o
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (32) Right Torso (32)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Superheavy Cockpit 2. Upper Arm Actuator 50"
13 3. Lower Arm Actuator 4. Superheavy Endo Steel 13 3. Lower Arm Actuator
< 4. [LB 10X AC 5. Sensors "9 4. LB 10X AC 29
5. |LB 10-X AC 6. Life Support 5. |LB 10-X AC 28*
6. |LB 10-X AC 6. |LB 10-X AC 27
1. Ammo (LB 10-X AC) 20 Cente_r‘ TOl".SO 1. Ammo (LB 10-X AC Cluster) Right | 26*
2. CASEIl ; it E“SED" E"glne 2. CASEIl Arm [25*
3. Roll Again . usion Engine 3. Roll Again (25) -
464 Roll Again 1-3 3 XL Fusion Engine 4-6 4. Roll Again 22
5. Roll Again 4. Heavy Duty Gyro 5. Roll Again 23
6. Roll Again S. Heavy Duty Gyro 8. Roll Again 22+
6. | Gauss Rifle 51
1. | Gauss Rifle Right 20"
Left Torso 2. |Gauss Rifle Right Torso v KT
. . 3. | Gauss Rifle ) . (32)
1. XL Fusion Engine 4-6 1. XL Fusion Engine 18*
. " 4. Ammo (Gauss) 16 X .
2. XL Fusion Engine 3 2. XL Fusion Engine >
N 5. Improved C® CPU " 17
3. |Gauss Rifle 6. CASE Il 3. |Gauss Rifle
1-3 : : 1-3 ; 16
4. |Gauss Rifle 4. |Gauss Rifle HEAT A
5. |Gauss Rifle - - 5. |Gauss Rifle 15*
6. |Gauss Rifle Engine HtsOO O 6. |Gauss Rifle Heat Heat Sinks: | [71a~
1. Ammo (Gauss) 16 Gyro H!ts 000 1. Ammo (Gauss) 16 L%\"Sl* ShuthvEl]:fECts Silole 13*
2. Ammo (Gauss) 16 Sensor Hits O O 2. Ammo (Gauss) 16 58 Ammo Exp. avoid on 8+ g 12
4.6 3 CASE Life Support O 463 CASE 26  Shutdown, avoid on 10+ T
4. Superheavy Endo Steel 4. Superheavy Endo Steel 25  _5 Movement Points (@) -
5. Roll Again 5. Roll Again 24  +4 Madifier to Fire @] 10
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22 Shutdown, avoid on 8+ (@) g*
20 -4 Movement Points O >
. 19 Ammo Exp. avoid on 4+
Left Leg CH'[HYS'[ nght Leg 18 Shutdown, avoid on B+ Q 6
1. Hip 1Ly Y 1. Hip 17 +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 éﬁ I\/[Ijovement I_:c’10|nts4 8 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 utdown, avoid on 4+
13 +2 Modifier to Fire (@) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Superheavy Endo Steel Damage Transfer 5. Superheavy Endo Steel 8  +1 Modifier to Fire 2
\ 6. Superheavy Endo Steel Diagram 6. Superheavy Endo Steel \ 5 -1 Movement Points y 1
(s]
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