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Weapons & Equipment Inventory  (hexes)

Qty Type Loc Ht Dmg Min Sht Med Lng /4 \
1 PPC RA 10 10[DE] 3 6 12 18 Fight Arm TOHIT DIFIERS
1 SRM-B RA 4 2/m - 3 B8 9 ' .
2 Medium Laser lIA 3 5D - 3 6 9 (195 Attac.ker‘.
Ammunition Type Rounds Statlonary +0
SRV 15 Walked +1
Ran +2
Center Jumped +3
Torso .
Rear 1) Damage:
Sensors +2
Shoulder +4
gooo Arm Actuator (Each)  +1
Target:
Moved O-2 hexes +0
Lot . Moved 3-4 hexes +1
Cost: 4,960,207 CBills BV: 1,291 ; o Moved 5-6 hexes +2
\ ost: +57.000 [a_mmo] .V\/.eapon Heet: (20) Torso Rear Tarso Rear
3 3 Moved 7-9 hexes +3

Dissipation (13)
Moved 10-17 hexes +4

\N
(CRITICAL HIT TABLE K INTERNAL STRUCTURE DIAGRAM 44 Moved 18-24 hexes  +5

Head
Left Arm 1. Ufes Right Arm erfd Moved 25+ hexes +6
. upport Right Torso (13) P
1. Shoulder 2. sensors 1. Shoulder Jumped (Additional) +1
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator ERY Partial Cover +1
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator o P .
"2 4. Hand Actuator 5. Sensors "9 4. Hand Actuator 2 rone:
5. Medium Laser 6. Life Support 5. PPC 28 Adjacent -2
6. Medium Laser 6. [ppc o7 | Not Adjacent +1
1. Roll Again 1 CFeI’?tEEI" TOI"SO 1. Lprc Right | 26* Range:
. . ‘usion Engine Y o o]
2. Roll Agﬂ!n 2. Fusion Encine 2. [SHM ] Am |25 Short +0
4.5 3. Roll Again . 9l 4-6 3. Lerms © 277 R
4. Roll Agsin 13 2 :”5“’" Engine 4. Roll Again — Medium +2
5. Roll Again - Gyro 5. Roll Again Lon +4
8. Roll Again S. Gyro 6. Rol Again 227\ 9 /
6. Gyro =1 ] X
; . Gyro thht 207 PUNCH CHART
. Fusion Engine H eg — .
Left Torso 3 Fusion Engine Right Torso (13) 197 Roll Left Fr/Bk Right
1. Jump Jet 4-6 a . . 1. Heat Sink 18*
. Fusion Engine 1 LT LA RT
2. Jump Jet 5. Jum) 2. Heat Sink =
. p Jet 17
13 3. @SRM 6 (15) 6. Roll Agsin 13 3. Jump Jet — 2 LT LT RT
"2 4. Roll Again ! 24, Jump Jet 16 3 CcT CcT CcT
5. Roll Again " " 5. Roll Again 15%
B. Rol Agsin Engine Hits OO0 O B. Rol Again Heat Sinks: |\ [72~ 4 LA RT RA
1. Roll Again Gyro Hits 0 O 1. Roll Again Lc?\’/g\* Shutd Effects E.j”‘? o [737] 5 LA RA RA
2. Roll Again Sensor Hits 0 O 2. Roll Again 8 A;mgvézpb avoid on B+ d Ea 6 HD HD HD )
a8 3. Roll Again Life Support O 3. Roll Again 26  Shutdown, avoid on 10+ 1 |
4. Roll Again 4. Roll Again 25 -5 Mavement Points [e]e} o / \
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire Q0 Eh KICK CHART
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ (e]0] 9 .
22  Shutdown, avoid on 8+ O g Roll Left Fr/Bk Right
20 -4 Movement Points O EA 1-3 LL RL RL
. 19  Ammo Exp. avoid on 4+ ]
Left Le Right Le 18 Shutdown, avoid on B+ Q 6 4-6 LL LL RL
X o} \ /
1. Hi e 1. Hip 17  +3 Modifier to Fire o 5|
-3 Movement Points —
2. Upper Leg Actuator 2. Upper Leg Actuator 15 i ) / \
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ Q — KS
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F"?e O 3
- . 10 -2 Movement Points = | Punch +0 Punch 1/10t
5. Roll Again Damage Transfer > Fol Again 8  +1 Modifier to Fire — : ;
6. Roll Again Diagram 6. Roll Again 5 -1 Mavernent Points 1 Kick 2 Kick 1/5t
N\ /7 N\ /[0 *Hatchet -1 Std 1/5t
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(Turn Move Hexes Mod Prev  Move Weap Other Total Sink Level Notes \ \ ~ Add +4 to pick table /

( CLUSTER HITS

Ral 2 3 4 5 6 7 9 10 12 15 20 30 40
211 1 1 1 2 2 3 3 a4 5 6 10 12
3|11 1 2 2 2 2 3 3 a4 5 6 10 12
411 1 2 2 3 3 4 4 5 6 9 12 18
5|1 2 2 3 3 4 5 6 8 9 12 18 24
6|1 2 2 3 4 4 5 6 8 9 12 18 24
711 2 3 3 4 4 5 6 8 9 12 18 24
8|2 2 3 3 4 4 5 6 8 9 12 18 24
9|2 2 3 4 5 6 7 8 10 12 16 24 32
10|12 3 3 4 5 6 7 8 10 12 16 24 32
11|12 3 4 5 6 7 9 10 12 15 20 30 40
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