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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ / \
'MECH DATA N\ WARRIOR DATA
Type: Warhammer WHM-6R Name:
Movement Points: Tonnage: 70 . o .
X Gunnery SKill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere y - 9
Running: 6 RulesLevel: Introductory Hits Taken 42|56
Jumplng: 0 Role: Brawler Consciousness # 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Qty Type Loc Ht Dmg Min sht Med Lng
1 PPC LA 10 10[DE] 3 6 12 18
1 PPC RA 10 10[DE] 3 6 12 18 Center
1 Medium Laser LT 3 5[DE — 3 6 9 Left Arm Iozfzs)o R'%hz‘of;rm
1 Small Laser LT 1 3[DE| — 1 2 3
1 Machine Gun LT — 2[DBAI] — 1 2 3
1 SRM6 RT 4 2Md[MCS — 3 6 9
1 Medium Laser RT 3 5[DE] — 3 6 9 Left Right
1 Small Laser RT 1 3[DE] — 1 2 3 (Lleg) ‘;i’r“si' ("fg)
1 Machine Gun RT — 2[DBAI] — 1 2 3 (9)
Ammo: (Machine Gun) 200, (SRM 6) 15 Left Right
Quirks: Rugged (2 Point), Searchlight, Stable Torso Rear Torso Rear
(8) (8)
\ BV: 1,299 4‘37 )
\
/, \ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (15) Right Torso (15) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensor_s 1. Shoulder o
2. Upper Arm Actuator 3. COCkp'_t 2. Upper Arm Actuator g 30*
1-3 3. Lower Arm Actuator 4. Heat Sink 1-3 3. Lower Arm Actuator P >
™3 4. Heat Sink S. Sensors ™3 4. Heat Sink o
5. [PPC 6. Life Support 5. [PPC o 28*
6. | PPC 6. | PPC Ol Right 27
O¢ Arm 26*
L LpPC Center Torso 1. LppPc o (1)
2. Roll Again 1. Fusion Engine 2. Roll Again 2 =
4-6 3. Roll Again 2. Fusion Engine 4-6 3. Roll Again Center 24*
~P 4. Roll Again 3. Fusion Engine ~Y 4. Roll Again Torso o
5. Roll Again 1-3 4. Gyro 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
20*
1. Gyro . (15)
Left Torso 2. Fusion Engine Right Torso 19*
1. Medium Laser 46 3. Fusion Engine 1 [SRM 6 18*
2. small Laser "0 4 Fusion Engine 2.LsrM 6 17+
3. MachineGun 5. Ammo (Machine Gun) 200 3. Medium Laser
1-3 4. Roll Again 6. Roll Agan 1-3 4. Small Laser Heat Sinks: N 16
5. Roll Again 5. Machine Gun 18' 15%
6. Roll Again EngineHitsO O O 6. Ammo (SRM 6) 15 Level* Effects 14*
i 30 Shutdown
Y oA Set%lorro :::288 L RolAgan 28 Ammo Exp, avoid on 8+ 00 =
2. Roll Again ; 2. Roll Again 26  Shutdown, avoid on 10+ oo 12
8. Roll Agdn Life Support © 3. Roll Agan 25 -5Movement Points (o]e) 11
4-6 4. Roll Again 4-6 4. Roll Again . 8
) ) 24 +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 2> Shutdown. avoid on 8+ 0]0) 9
20 -4 Movement Points Q0 8
19 Ammo Exp, avoid on 4+ 016 7
Left Leg [:H'[H VS'[ Right Leg 18 Shutdown, avoid on 6+ (0]@) 6
1. Hi I. 1 Hi 17 +3Modifier to Fire O "
- HIp game ) labs - AIp 15 -3Mm Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator 1a Sh tc(ijvemem _d'” 54+ (@) 2
3. Lower LegActuator 3. Lower LegActuator Lidown, avoid on 3
4. Foot Actuator 4. Foot Actuator ig‘ +22’\l>|/|od|f|er ttoPIZ'ret
5. Heat Sink Damage Transfer 5. Heat Sink s +1 M%\éj??(?to Fill’r;S 2
6. Heat Sink Diagram 6. Heat Sink 5 -1 Movement Points 1
\, /7 \ / | o
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