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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA WARRIOR DATA
Type: Hunchback HBK-4H Name: Lo tenant Lilian Allos
Movement Points: Tonnage: 50 Gunnery Skill: 5 Piloting Skill: 6
Walki.ng: 4 Tech Base: Inner Sphere HitsTaken[ 1 1 2 1 31 41 51 6
Running: 6 (Intro] Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Era: Succession Wars ~/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1" Small Laser HD 1 3 - 1 2 3
1 C/10 RT 10 - 5 10 15
[DBS]
2 Medium Laser RT 3 5 [DE] - 3 6 9
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 Medium Laser LA 3 5[] — 3 6 9
Center
(20) Torso
Rear(5)
Left Right
\ BV: 1,067 Torso Rear Torso Rear
\ / (4) (4)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAIM -y
ea
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (12) Right Torso (12)
1. Shoulder 2. 53"50_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. Medium Laser 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_'ter' _Tor'so 1. Roll Again Left Right [26™
2. Roll Again ; l'zus!"" E”g!"e 2. Roll Again A[gn A[g]n S5
3. Roll Again . Fusion Engine 3. Roll Again ) =
4-6 4 Roil Again 1-3 3. FusionEngine 464 Roi again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o+
6. Gyro =1
1. Gyro teft Right o~
. . - e
Left Torso D o Enre Right Torso (12) N K
1. Heat Sink 4-6 4. Fusion Engine 1.[ac/10 18"
2. Heat S!nk 5. Roll Again 2.| Ac/10 17+
13 3. Heat S!nk 6. Roll Again 1-3 3.] Ac/10 s
4. Heat Sink 4.1 Ac/10 / HEAT DATA
5. Heat Sink . . 5. Ac/10 15*
6. Ammo (AC/10) 10 Engine H!ts jofefe) 6.| aAc/10 Heat 13(13) 14~
1. Ammo (AC/10) 10 Gyro Hits 0 O 1.Lac/10 R e Single 13*
2. Roll Again S.BI'ISOI" Hits 0O 2. Medium Laser 28 Ammo Exp. avoid on 8+ 12
4-6 3. Roll Aga?n Life Support O a4-6 3. Medium. Laser 56  Shutdown, avoid on 10+ 00 11
4. Roll Again 4. Roll Again 25 -5 Movement Points Ter
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire (0]0)
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 68+ QO 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Points O =
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 0O 6
1. Hip LYY 1. Hip 17 +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 13 i’s ll\\/l/loo\?tlafrl‘ﬁgr::t? Ifgiﬁts O 3
5. Roll Again Damage Transfer 5. Roll Again 8 +1 Modifier to Fire 2
6. Roll Again i 6. Roll Again 5 -1 Movement Points 1
\ iagram J \\ y. =
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