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’'MECH RECORD SHEET
'MECH DATA WARRIOR DATA Jummmm
Type: Lynx LNX-8Q Name: _chihawk (Player 6) 0‘0.0
Movement Points: Tonnage: 55 Gunnery Skill: _2_ Piloting Skill: _3 : : :
Walki'ngi 5 Tech Base: Inner Sphere Hits Taken 5]3]al5]86 8 8 8
Running: 8 (Introductory) Consciousness# 5 [ 7 |10]11 [Dead OO0 O
Jumping: 0 Era: Early Succession Wars OO0 O
O O
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser RT 8 8 - 5 10 15
—4—Large-Laser RA—S & 6—40—16
2 Medium Laser LA 3 5 - 3 6 9
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A CRITICAL HIT TABLE Sy \ Seae

. H Overflow
Left Arm 1. Life Support Right Arm Lefs Torso (13] (3] Right Torso [13]
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit. 2. Upper Arm Actuator 0"
1-3 3. Medium Laser 4. Roll Again 1-3%
"9 4. Medium Laser 5. Sensors "o 29
5. Roll Again 6. Life Support 5. Roll Again 28%
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again Left Right [267
2. Roll Again 1. Fusion Engine 2. Roll Again Arm Arm [257
4.6 3 RollAgain 2. Fusion Engine 4.3 RollAgain B o ==
"O 4. Roll Again 1.3 3 Fusion Engine "0 4. Roll Again i
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 207
6. Gyro =
1. Gyro Right 207
Left Torso 2. Fusion Engine Right Torso AR Er
. 3. Fusion Engine . (3]
-4—Heat-Sinl— 4-6 ;' Fusion Engine 1. Heat Sink 18"
2. Heat Sink 5 Rl aoed 2. Heat Sink -
! ) gain 17
13 3. Roll Again 6. Roll Again 13 3. [Large Laser T
4. Roll Again 4. LLarge Laser /
5. Roll Again - - 5. Roll Again HEAT DATA \ﬁ o
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: | [T
1. Roll Again Gyro H!ts oo 1. Roll Again Lesvgl* . Effects 14 137
2. Roll Again Sensor Hits OO 2. Roll Again o8 Ar#:ncCJNEVQp cvoid on B4 Single =
4.6 3 RollAgain Life Support O 4-g 3 RollAgain 26  Shutdown, avoid on 10+ T
4. Roll Again 4. Roll Again 25 -5 Movement Points 00 -
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire ole) 10
6. Roll Again 6. Roll Again 23 Ammo Exp_ avoid on B+ Oo 9
22  Shutdown, avoid on 8+ (@]e) g
20 ,&4 I\/IO\gament F;oints4 (o] | =
. 19 mmo Exp. avoid on 4+
Left Leg Right Leg 18 Shutdown, avoid on 6+ 8 6
1. Hip v 1. Hip 17 +3 Modifier to Fire o =3
2. Upper Leg Actuator CH.[H Lq S.[ 2. Upper Leg Actuator 15 é}? '\goveme”t.so'”t2+ o )
3. Lower Leg Actuator i s 3. Lower Leg Actuator 1 g +2uk/|g(\;\ilgéf\églﬁl?g 'e) =
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Roll Again Damage Transfer 5. Roll Again 38 +1 Modifier to Fire 2
L 6. Roll Again D?agram 6. Roll Again ) {5 -1 Mowement Points ) 1
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