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'MECH DATA WARRIOR DATA
Type: Awesome AWS-YY Name:
Movement Points: Tonnage: 100 Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: Mixed HitsTaken[ 1 12131 41 5] 6
Running: 5 3070 Consciousness#| 3 | 5 [ 7 | 10| 11 |Dead
Jumping: 3 F/XXD-A
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Anti-Missile System CT 1 [PD] [ - - ‘
1 Gauss Rifle (C) RT 1 15 2 7 15 22 Left Arm Right Arm
[DB, X] (33) (33)
1 Gauss Rifle (C) LT 1 15 2 7 15 22
[DB, X]
1 ERPPC (C) BA 15 15][Dgf] - 7 14 23
1 ERPPC (C) LA 15 15][Dgf] - 7 14 23
Ammunition Type Rounds Left Right
Gauss Rifle 32 Leg Center Leg
Anti-Missile System 24 (42) Torso (42)
Rear (13)
Cost: 23,168,000 C-Bills BV: 3,380 Te R
\ Weapon Heat (33) Ors[cq)“ear TOPT? ,Ilf%]ear
p \\Dissipation (3B)
Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM Zr- s
ea (o=
. H QOverflow
Left Arm 1. Life Support Right Arm Left Torso (21) Right Torso (21)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3.  Cockpit 2. Upper Arm Actuator 30"
1-3 3. Lower Arm Actuator 4. Rol Again 1-3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator 29
5. FERPPC (C) 6. Life Support 5. TERPPC (C) 28*
6. LERPPC (C) 6. LERPPC (C) 57
1. rDouble Heat Sink Cent_er Tqr‘so 1. rDouble Heat Sink 26*
2. Lpouble Heat Sink 1. XL Fusion Engine 2. Lpouble Heat Sink 25
4.6 3 [Double Heat Sink 2. XL Fusion Engine 4.6 3 [Double Heat Sink Y
4. Lbouble Heat Sink 1-3 3 XLFusion Engine 4. Lpouble Heat Sink .
5. Roll Again 4. Gyro 5. Ral Again 23
6. Rol Again g- Gyro 6. Rol Again 22+
. Gyro =1
1. Gyro . ) 20*
Left Torso csse 2. XLFusion Engine Right Torso (cass 19"
1. XL Fusion Engine 4-6 3. XLFusion Engine 1. XL Fusion Engine *
' . ot 4. XL Fusion Engine ’ . 9! 18
2. XLFusion Engine 5. Jump Jet 2. XLFusion Engine 17+
1-3 3. [Gauss R!ﬂe © 6. AntiMissile System 1-3 3. [Gauss R.rfle © s
4. | Gauss Rifle (C) 4. | Gauss Rifle (C) / HEAT DATA
5. | Gauss Rifle (C) N - 5. | Gauss Rifle (C) 15*
6. | Gauss Rifle (C) Engine Hits OO O 6. | Gauss Rifle (C) Heat Heat Sinks: 1a
1. | Gauss Rile (C) Gyro Hits 0 O 1. | Gauss Rifle (C) "6 Shutdown Doudle 13
2. LgaussRifle (€) S_ensor Hits O O 2. LgaussRifle (C) 28 Ammo Exp. avoid on B+ 12
4.6 3 ©CaussRile(®) Life Support O 4.3 ©@GaussRile(8) 26 Shutdown, avoid on 10+ 11
4. @Gauss Rifle (8) 4. @Gauss Rifle (8) 55  —5 Movement Points 88 —
5. Jump Jet 5. Jump Jet 24  +4 Modifier to Fire
6. @AntiMissile System (24) 6. Roll Again 23 Ammo Exp. avoidon 6+ QO 9
22 Shutdown, avoid on 8+ (e]@) 8"
20 -4 Movement Points (e]0) >
. 19 Ammo Exp. avoid on 4+
Left Leg CATA LVS'[ Right Leg 18 Shutdown, avoid on B+ 88 5
1. Hip L4 1. Hp 17 +3 Modifier to Fire 00 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement PD'ntS
14  Shutdown, avoid on 4+ @] 4
3. Lower Leg Actuator 3. Lower Leg Actuator o . o)
4. Foot Actuator 4. Foot Actuator ::8 +§ Il\\/l/lodlﬂer tt?rl,:lrjet 3
) ) -2 Movement Paints
& [orabte tect oo Damage Transfer - [l Hest o0 8 +1 Modiferto e ;
’ Diagram : 5 -1 Movement Points
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