ARMOR DIAGRAM

Standard Armor

Head (9)
Left Torso

BATTLETECH
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Right Torso

/& \ /4 N
MECH DATA N\ WARRIOR DATA
Type: WanetaSWN-1LAM Name:
Tonnage: 55 - Te<|:h Bast;I Mlxed_ » BattleM ech
Movement Points: Ru &s Level: Experiment Gunnery Skill: Piloting Skill:
Battl_eM ech _ Role: Nolne Aerospace
Walking: 4 AirMech Fighter Gunnery Skill: Piloting Skill:
Running: 6 Walking: 2 Cruising: 12 SafeThrust: 4
Jumping: 4 Running: 3 Flanking: 18 Max Thrust: 6 HitsTaken| 1 ) 2 | 3 | 4] 5|6
Engine Type: 220 Fusion Consciousness#| 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Qty Type Loc Ht Dmg Min sht Med Ln
1 ERLagelaser(C) RA 12 10[DE] — 8 15 25 Center
Left Arm Torso Right Arm
1 ERSmall Laser (C) RA 5[DE] — 2 4 6 (13) (15) (13)
1 LRM 15(C) LT UMS[MCS — 7 14 21
2 BombBay LT — [E — — — -
1 LRM15(C) RT 5 UMI[MCS — 7 14 21
- ] Left Right
2 BombBay RT [E] Leg Center Leg
(16) Torso (16)
(12)
Ammo: (LRM 15) 16 Left Right
Torso Rear Torso Rear
Advanced (10) (10)
M ovement
Compass
\ BV: 2,198 ?) INTERNAL STRUCTURE DIAGRAM
/ \ \ / Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (13) Right Torso (13) (Gvetfion
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Sm.all _COCkp't 2. Upper Arm Actuator o 30*
1-3 3. Lower Arm Actuator 4. Avionics 1-3 3. Lower Arm Actuator o 29
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator o -
5.[ Double Heat Sink 6. Roll Again 5. ER LargeLaser [Clan] o 28
6.| Double Heat Sink 6. ER Small Laser [Clan] Left o Right] 27
A
1. Double Heat Sink Center Torso 1.[Double Heat Sink o o A(rg‘) 26
2. Roll Again 1. Fusion Engine 2.| Double Heat Sink O 25
4-6 3. Roll Again 2. Fusion Engine 4-6 3.LDouble Heat Sink Center 24*
"V 4. Roll Again 3. Fusion Engine "V 4. Roll Again Torso 23
5. Roll Again 13 4. Gyro 5. Roll Again (18) oo
6. Roll Again 5. Gyro 6. Roll Again Left Right o1
6. Gyro Leg Leg
20*
1. Gyro . (13) (13)
Left Torso 2. Fusion Engine Right Torso 19*
1. Landing Gear 3. Fusion Engine 1. Landing Gear 18
2. Avionics 4-6 4. Fusion Engine 2. Avionics ,_\ 17%
3.[LRM 15[Clan] 5. Landing Gear 3-[LRM 15[Clan] HEAT DA
1-3 4.[LRM 15[Clan] 6. Roll Again 13 4.LLRM 15[Clan] Hont Double Heat Sinks: N ;'56
5. Ammo (LRM 15) 8 5. Ammo (LRM 15) 8 3 10 (20 .
6. Jump Jet ("AvionicsHitsO O O ) 6. Jump Jet L%/Oel %utdola;ms (AirMec +3)) 14+
EngineHitsO O O 28 Ammo Exp, avoid on 8+ O 13
1. Jump Jet GyroHitsO O 1. Jump Jet 26 Shutdown, avoid on 10+
2. Bomb Bay : 2. Bomb Bay 25 -5 Movement Points O 12
Sensor HitsO O
3. Bomb Bay ; 3. Bomb Bay /Rand. Movement 10+ O 1
4-6 ! Landing Gear O 4-6 : 24 +4Modifier to Fire
4. Roll Again ) 4. Roll Again i O
X Life Support O ) 23 Ammo Exp, avoid on 6+ 10*
5. Roll Again Structural Integrity 5. Roll Again 22 Shutdown, avoid on 8+ ®)
6. Roll Again 6. Roll Again 20 -4 Movement Points O S
000000000 /Rand. Movement 8+ @) 8*
000000000 19 Ammo Exp, avoid on 4+
\_ W, 18  Shutdown, avoid on 6+ O 7
Leitie RighLeg Pt S B
1. Hip Vi 1. Hip /Rand. Movement 7+ O 5¢
2. Upper Leg Actuator [:H'[HL S'[ 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ 2
3. Lower Leg Actuator 1Ly Y 3. Lower Leg Actuator 13 +2Modifier to Fire
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Ports. 3
5. Roll Again 5. Roll Again 8  +1 Modifier to Fire 2
D Transf
6. Roll Again amg?zgr s 6. Roll Again 5 -1Movement Points 1
\ VAN /Rand. Movement 5+ y. o
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