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1 PPC LT 10 10D 3 6 12 18 ds Right Arm Retacker:
Armmunition Type Rounds ue Statiunér‘y +0
LRM-5 24
Walked +1
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Sensors +2
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Left Arm 1. Life Support Right Arm Fight Torso (13) Moved 25+ hexes +6
1. Shoulder 2. sensors 1. Shoulder Jumped [Additional) +1
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator [507] Partial Cover +1
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator hond p .
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator 29 rone:
5. Roll Again 6. Life Support 5. Roll Again 28* Adjacent -2
6. Roll Again 6. Roll Again 27 | Not Adjacent +1
1. Roll Again 1 antir TOI"SD 1. Roll Again Right | 26* Range:
i . ‘usion Engine . y e
2. Roll Agﬂ!n 2. Fusion Eigats 2. Rol Aga!n Am |25 Short +0
a3 Roll Again 3 FucerEoi 4.8 3. Roll Again © 577 R
4. Roll Again 135 G”S"’" ngine 4. Roll Again Center B Medium +2
5. Roll Again ol D) LS 5. Roll Again . Lon +4
8. Rol Again S. Gyro 6. Roll Again e 227, \ g /
6. Gyro R D ——————
;- Gyro TQ"“ 207 PUNCH CHART
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1-3 3. rpre 6. Roll Again 1-3 3. LRMS G | 2 LT LT RT
4. |PPc : 4. Ammo (LRM 5) 24 HEAT DATA 15 ) G* 3 CT CT CT
5. Lprc " " . Roll Again 15
B. Roll Again Engine Hits 00 O . Roll Again Heat Heat Sinks: | [727] 4 LA RT RA
1 : Gyro Hits O O ; Level* Effects 17 EER 5 LA RA RA
. Roll Again i + Roll Again 30 Shutdown Single —
2. Roll Again Sensor Hits O O . Roll Again 28 Ammo Exp. avoid on B+ 7o 6 HD HD HD /
4-6 3. Roll Again Life Support O - RolliAgain 26 Shutdown, avoid on 10+ 00 11
4. Roll Agsin Roll Again 25 -5 Movement Poaints Fol /, \
5. Roll Again Roll Again 24 +4 Modifier to Fire Q0 — KICK CHART
6. Roll Again Roll Again 23 Ammo Exp. avoidon 6+ QO S N
22  Shutdown, avoid on 8+ (o8] 8" Roll Left Fr/Bk Right
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1. Hi =) 1. Hip 17  +3 Modifier to Fire I 5 |
2. Upper Leg Actuator 2. Upper Leg Actuator 15 éﬁ Nlljuvement F;mntsd le) 4 |
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2u:\:/|00;|/2 éra'\;/glﬁr%n + O =1
4. Foot Actuator 4. Foot Actuator 10 2 Maverrent Points | P
¥ i = er c E) unch +0 Punch 1/10t
5. Heat Sink Damage Transfer 5. Heat Sink 8  +1 Modifier to Fire — y ;
6. Heat Sink Digagram 6. Heat Sink 5 -1 Maverment Points 1 Kick -2 Kick 1/5t
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( CLUSTER HITS

Raol 2 3 4 5 6 7 9 10 12 15 20 30 40
2117 1 1 1 2 2 3 3 4 5 6 10 12
3|11 1 2 2 2 2 3 3 4 5 6 10 12
411 1 2 2 3 3 4 4 5 6 9 12 18
51|11 2 2 3 3 4 5 ] 8 9 12 18 24
6|1 2 2 3 4 4 5 ] 8 9 12 18 24
711 2 3 3 4 4 5 ] 8 9 12 18 24
8|2 2 3 3 4 4 5 ] 8 9 12 18 24
9|2 2 3 4 5 6 7 8 10 12 16 24 32
1012 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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