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PROTOMECH 1

Type: Harpy (Standard)

HIT LOCATIONS AND CRITICAL HITS ARMOR DIAGRAM

WEAPONS INVENTORY

Tons: 2 Gty Type Loc Dmg Min Sht MedLng 2D6 LOCATION 1stHIT 2nd HIT 3rd HIT
Role: Ambusher 1 Machine Gun T 2@DBA] — 1 2 3 2  MainGun (JMsin Gun Destroyed
Movement Points: 4 RightArm  (J+1toHit [Oright Arm Destroyed
Walk: 3 59 Legs Oawakme  (J1/2wakmp (JNo Move
Run: 5 678 Torso O wumpmps (D172 dump Mp+ @ Proto
Jump: 3 (ﬁ) Ammo: (Machine Gun) 20 10 LeftArm  (J+1toHic ([Diefe Arm Destroyed Destroved
12 Head O+1tohie DO+atoit
No Long Range Shots
Name: Hits Taker

*Torso Weapon Destroyed, Roll 1D6:
Gunnery Skill: Consciousness - v

1-2: Machine Gun 3-6: No Effect
\—\ BV: 56 Armor: Standard
/4
PROTOME —e
WEAPONS INVENTORY HIT LOCATIONS AND CRITICAL HI

Type: Procyon 2
Tons: 5 Gty Type Loc Dmg Min Sht MedLng 2D6 LOCATION 1stHIT 2nd HIT 3rd HIT
2 LRM4 T 1/Msl — 7 14 21 2 MainGun (JMain Gun Destroyed

Role: Missile Boat
Movement Points: MCS] 4 RightArm  (J+1toHie [Opright Arm Destroyed

Walk: 5 59 Legs Oawakmve  (J1/2wakmp (JNo Move
Run: 8 67,8 Torso O-19umpmpr (172 Jump vp+ @ Proto
Destroyed
10 LeftArm +1toHit Left Arm Destroyed
12 Head O+ toHie DO+2totiic

No Long Range Shots

*Torso Weapon Destroyed, Roll 1D6:
1-2:.LRM 4 3-4:LRM 4 5-6: No Effect

WEAPONS INVENTORY HIT LOCATIONS AND CRITICAL HITS

Type: Basilisk ProtoMech (Quad)

Tons: 7 (Standard) Qty Type Loc Dmg Min Sht MedLng 2D6 LOCATION 1stHIT 2nd HIT 3rd HIT
Role: 1 SRM 4 T 2/Msl - 3 6 9 2 MainGun  (JMain Gun Destroyed

M t Points:

ovsment Foints MCS] 45 Legs Oawakme  (J1/2wakmp (JNo Move

Walk: 5 1 QuadMelee System T [E] IR 910

Run: 8 @ 67.8 Torso O uumpmer (D172 dump M+ @ Proto

: D d

Jump: 0 G) Ammo: (SRM 4) 10 12 Head O+ toHie DO+2totiic ostroye

No Long Range Shots

Pl

T DA

Hits Taker

*Torso Weapon Destroyed, Roll 1D6:
1:SRM 4 2: Quad Melee System 3-6: No Effect

Consciousness

\—\ BV: 213 Armor: Standard
( PROTOME
WEAPONS INVENTORY

Type: Hobgoblin Uttraheavy ProtoMech
Tons: 10 (Standard) Gty Type Loc Dmg Min Sht MedLng

Role: Ambusher

Gunnery Skill:

CATIONS AND CRITICAL HI
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT
2  MainGun  (JMain Gun Destroyed

1 Magnetic Clamps System T OE - - - -
Movement Points: 1 AP Gauss Rifie RA  3[0BAX] - 3 6 9 4 Right Arm  (J+1toHie [Oright Arm Destroyed
1 Fusilade MG MCS]
Walk: 4 Standard 2/Msl 4 5 10 15 59 Legs Oawakme  (J1/2wakmp (DNo Move
Run: 6 Extended Range 1/Msl 4 9 18 @7 » " .
domp: o @ i v cs e 67,8 Torso O-19umpmpr (172 Jump vp+ @ Proto
: §y ) 10 LeftArm  (J+1toHi ([Deft Arm Destroyed Pestroved
Ammo: (AP Gauss) 40, (Fusiliade) 2
12 Head O+1toHie D+2totiic

No Long Range Shots

Hits Taker

consciousness # [ 3 | 5|

*Torso Weapon Destroyed, Roll 1D6:

No Torso Weapons
Magnetic Clamp System destroyed on first torso critical

WEAPONS INVENTORY HIT LOCATIONS AND CRITICAL HI

Type: Svartalfa Ultra ProtoMech

Tons: 14 (Standard) Gty Type Loc Dmg Min Sht MedLng 2D6 LOCATION 1stHIT 2nd HIT 3rd HIT
Role: Brawler 4 Machine Gun T 2mBAl _ 1 2 1 2  MainGun (JMain Gun Destroyed

Movement Points: 1 Medium Chem Laser RA  5[DE] - 3 68 9 311 Wings -1 Cruise MP (Each Hit)

Ground: 1 1 Medium Chem Laser LA 5[0 - 3 6 9 4 RightArm  (J+1toHic (Oright Arm Destroyed
Cruise: 4 1 Streak SAM 6 MG 2/MsiMC] — 4 8 12 59 Legs Oawakme  (J1/2wakmp (JNo Move

Flank: 5 @ 67,8 Torso O-1crisemp (172 cruise v @ Proto

A Ammo: (Machine Gun) 50, [Medium Chemical Laser) 30, (Streak SAM 6] 10 10 LeftAm  (J+1toHi () e Arm Destroed Destroyed
PILOT DA 12 Head O+t DO+2totiic
(2 s1s] No Long Range Shots
Gunnery Skill c #| 8 | 5|7 [10]11 |Dead *Torso Weapon Destroyed, Roll 106:

1-2: Machine Gun 3-6: No Effect
BV: 587 Armor: Standard
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