™ ¢ HIT LOCATION CHART )
Armor Pts: 206
B Left Torso Head () Right Torso Roll Left F[‘/Bk Right
- LT (C) CT(C) RT(C)
(20) (20)
RA RL

2
3 LL
’MECH RECORD SHEET %8::: " 4 LA RA RA
QQAQQ) Q0000
——————N 88888 88888 5 LA RL RA
'MECH DATA WARRIOR DA 60000 00000 [60000| 6 LL RT RL
Type: Grasshopper GHR-5N (Joosep C2) Name: 33333 7 cr RT
. . I . le'e'e’e’e] 8 CT LT CT
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill: lo'e’e’e’s] a9 AT LL LT
Walk{ngi 4 Tech Base: ICr]mer' Sphere Hits Taken [M]2[alal5]6] 10 RA LA LA
Running: B Consciousness#| 3 | 5 | 7 | 10] 11]pe
Jumping: 4 E/XXED 11 LA
\ 12 HD
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng /4
1 C3 Computer (Slave) HD O [E] - - - - Center TO HIT
1 LRMHO RT 4 1/m 6 7 14 21 Left Arm Torso Right Arm Attacker:
1 Autocemnon/20 LT 20 - 3 8 9 : @2) 80) @2) acker:
[DB, 8] { Stationary +0
Ammunition Type Rounds Ferro Woalked +1
AC/20 10 i
LRM-10 24 Fibrous Ran 1o
Left Right
Leg Center Leg Jumped +3
(29) T (29) .
HeaﬂrFSﬁ a Damage:
Sensors +2
Shoulder +4
333 Arm Actuator (Each)  +1
83333[8°°°|88888 Target:
Moved 0-2 hexes +0
Lot R Moved 3-4 hexes +1
Cost: 6,803,173 CBills BV: 1.370 T En ot Moved 5-6 hexes +2
\ +80.000 [a_mmo] Weapon Hest (11) or‘S?O ear ans;;:ear M 479 h +3
/ \ Dissipation (11) (10 (10 oved 7-9 hexes
Moved 10-17 hexes +4
Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM JE- ¥ Moved 18-24 hexes +5
. Head oo
Left Arm 1. Life Support Right Arm Left Torso (15) 5 Right Torso (15) o Moved 25+ h-e.xes 6
1. Shoulder 2. sensors 1. Shoulder Jumped (Additional) +1
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307 Partial Cover +1
1 3 3. Lower Arm Actuator 4. c3 Computer (Slave) ,I 3 3. Lower Arm Actuator et P .
"2 4. Hand Actuator 5. Sensors "9 4. Hand Actuator 29 | rone:
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous (o) 28" Adjacent -2
6. FerroFibrous 6. FerroFibrous o7 | Not Adjacent +1
1. FerroFibrous Center TOI‘SO 1. Ferro-Fibrous Left Right | 26* Range:
g. Ferro—Fil?rauS ; ::::::: E:g::: 2. Roll Aga?n Arm o] Arm | 5% Short +0
a3 Roll Again 3 Fudon Enol 4-8 3. Roll Again 1 te)s) N ez R
4. Roll Again -3 - TusionEngine 4. Roll Again Center L — Medium +2
5. Roll Again 4. Gyro 5. Roll Again Tors Q 23 Long +4
8. Roll Again S. Gyro 6. Rol Again orso 227 \ /
6. Gyro 2) 21 | /o \
1 oo L el PUNCH CHART
. Fusion Engine H > eg BT .
Left Torso 3 Fusion Engine Right Torso cass (15) (15) 19 Roll Left Fr/Bk Right
1. rAutocannon/20 4-6 a . . 1. CASE 18%
. Fusion Engine 1 LT LA RT
2. | Autocannon/20 5. Roll A 2. rLRM-10 =
. gain 17
13 3. | Autocannon/20 6. Roll Again 1 33. LRM-10 — 2 LT LT RT
9 4, | autocannon/20 : "94. eLrM10(12) HEAT DATA i 3 cT cT cT
5. | Autocannen/20 - n 5. @LrmM10(12) 15
6. | Autocannon/20 Engine Hits OO O 6. FerroFibrous Heat Heat Sinks: 147 4 LA RT RA
1. | Autocannon/20 Gyl‘D H!tS oo 1. FerroFibrous Lc?"/g* ShUthWE:fE!c‘ts Eji:gle 13* 5 LA RA RA
2. | Autocannon/20 Sensor Hts O O 2. Ferro-Fibrous 28 Ammo Exp. avoid on B+ 12 6 HD HD HD /
4. 3 |Ausocannon,/20 Life Support O 3. FerroFibrous 26 Shutdown, avoid on 10+ 1 |
4. Lautocannon/20 4. Ferro-Fibrous _ i [e]e} o
25 -5 Movement Points 0] /4 \
5. @ac/20(5) 5. FerroFibrous 24  +4 Modifier to Fire 8 E— KlCK CHART
6. @AC/20 (5) 6. FerroFibrous 23 Ammo Exp. avoid on B+ 9 X
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 Leg nght LEg 18 Shutdown, avoid on B+ 8 6 \4'6 LL LL RL /
1. Hip 1. Hip 17  +3 Modifier to Finje o =
2. Upper Leg Actuator 2. Upper Leg Actuator 12 éau’::/é%\(/s;ﬂean\}ozmonr?a+ le) 4 |
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifier to Fire I's} =1
g‘ :::’:pA:::amr z = g jzf:pA:::amr ’Ié] ﬁ l[\\/l/looxlljgfrig?r;glzr‘:?rigts = | Punch +0 Punch 1/10t
) amage Transfer ' I — : :
\ 6. Jump Jet Digagram 6. Jump Jet PAN 5 -1 Mavement Points y 1 Kick -2 Kick 1/5t
5] *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

\12 2 3 4 5 6 7 9 10 12 15 20 30 40,




