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Left Torso Right Torso

'MECH RECORD SHEET

("MECH DATA) (WARRIOR DATA
Type: ON1-K ORION KERENSKY Name:
Movement Points: Tonnage: 75 Gunnery Skill: ____ Piloting Skill: ___
Walking: 4 Tech Base: Inner Sphere HitsTaken[1 ] 2 1 31 41 51 6
Runningl 6 2750 Consciousness#| 3 | 5 | 7 | 10| 11 |Dead
Jumping: O
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser RA 3 5 — 3 B 9 Right Arm
1 Medium Laser LA 3 5 — 3 B 8
1 Gauss Rifle RT 1 15 2 7 15 22
1 Snub-Nose PPC LT 10 10/8/5 — 9 13 15
1 SRM4 LT 3 2/Msl — 3 B 9
w/Artemis [M,C,8] Right
Center Leg
Torso (32)
Rear (10)
\ Torso Rear Torso Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM JE 55
ea
i H Head (Overfion)
Left Arm 1. Life Support Right Arm Left Torso (16) Fight Torso (16)
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Medium Laser 5. Sensors 2 4. Medium Laser 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cen_ter' TOI"SO 1. Roll Again Right | 26*
2. Roll Again ; E”SEO" E"g!"e 2. Roll Again Arm [B5*
3. Roll Again - Fusion Engine 3. Roll Again (12) -
464" Roll Again -3 3. Fusion Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro oY
1. Gyro Right 20*
Left Torso 2. Fusion Engine Right Torso b KT
1. Enub-Nose PPC 46, [oooncane 1. [Gauss Rifle e
2. |Snub-Nose PPC 5 Ferro-Fibrgus 2. |Gauss Rifle 177
13 3. SRM 4 B. Roll Again 13 3. |Gauss Rifle
"2 4. Artemis IV FCS ’ "2 4. |Gauss Rifle 16
5. Ferro-Fibrous - N 5. |Gauss Rifle 15*
6. Ferro-Fibrous Englne HitsO OO 6. |Gauss Rifle Heat Sinks: 14a*
1. Ferro-Fibrous Gyro H!ts oo 1. |Gauss Rifle Leavgl* ShutdovErTECts 1[)%5?2] 13*
2. Ferro-Fibrous Sensor Hits O O 2. Ammo (Gauss) 8 58 Ammo Exp. avoid on 8+ 12
4-6 3. Ferro-Fibrous Life Support o 4-6 3. Ammo (Gauss) 8 56 Shutdown, avoid on 10+ 17
4. Ferro-Fibrous 4. Ammo (SRM) 25 95 -5 Movement Points (@) =
5. Ferro-Fibrous 5. CASE 54 +4 Modifier to Fire O 10
6. Ferro-Fibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on 6+ O 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Points O >
R 19 Ammo Exp. avoid on 4+
Left Leg Right Leg 18 Shutdown, avaidon 6+ Q 6
1. Hip ™ 1. Hip 17 +3 Modifier to Fire 8 5%
-3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 15 ' a4
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator ::é ?guﬁﬁéméragg'gifen A+ O 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points ©)
g. Eerro—EEr‘ous Damage Transfer g Eerm—Egrous 3 +1 Modifier to Fire ?
. Ferro-Fibrous : . Ferro-Fibrous 5 -1 Movement Points
\ Diagram / U / =
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