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ARMOR DIAGRAM
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Right Torso

'MECH DATA WARRIOR DATA 2%
Type: Banshee BNG-3E Name: _Thomas 'Ronin’ Guyman 08080
Movement Points: Tonnage: 95 Gunnery Skill: i Piloting Skill: i OOOOO
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 1 | 2 1 3] 4| 5| 6 80808
Running: 6 Rules Level: Introductory Consciousness#| 3 | 5 | 7 |10]11 |Dead OOOOO
Jumping: O Role: Sniper OO
OOOOO
Weapons & Equipment Inventory (hexes) oo
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Small Laser H 1 3 - 1 2 3 Right A
1 PPC RT 10 10 3 B 12 18 ight Arm
1 Autocannon/5 LT 1 5 3 6 12 18
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CRITICAL HIT TABLE Head N INTERNAL STRUCTURE DIAGRAM Scale
ea
Left Arm 1. Life Support Right Arm Left T?EF,%C; I Grerfion
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30~
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator o°
" 4. Hand Actuator 5. Sensors “O 4. Hand Actuator Oc()) 0 59
5. Roll Again 6. Life Support 5. Roll Again OO “,“ 28*
6. Roll Again 8. Roll Again 0 S 57
Center T o X
1. Roll Again SRRl LHF0S 1. Roll Again efe [of R 26
2. Roll Again ; EUSP“ E"Q!"e 2. Roll Again (A{g} ks S 257
3. Roll Again = FUsian £nging 3. Roll Again
4-6 4. Roll Again 1-3 3. Fusion Engine 4-6 4. Rol Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23*
8. Roll Again 5. Gyro 6. Roll Again 2o+
6. Gyro =1
1. Gyro Left
2 F:sion Engine H Leg =l
Left Torso - ruston Engl Right Torso (20) 19%
3. Fusion Engine
1. [ Autocannon/5 4-6 4. Fusi ; 1. [PPC 18+
. Fusion Engine
2. | Autocannon/5 5. Roll Again 2. | PPC 17 %
3. | Autocannon/5 ' 3. |LPPC
1-3 4, | Autocannon/5 6. Roll Again 1-3 4. Roll Again / 16
5. Ammo (AC/5)2018 - - 5. Roll Again HEAT DATA T
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks: | [+
1. Roll Again Gyro Hits 0O 1. Roll Again Level* ilani 18 13+
' X ; ' 30 Shutdown Single
2. Eo:: ﬁga?n Sensor Hits OO 2. 20:: 2galn 28 AmmoBxp.avoidonB+ 1o
a4-6 3. Roll Again Life Support O 4-6 3. Rall Again 26 Shutdown, avoid on 10+ 30 11
4. Roll Aga?n 4. Roll Again 25 -5 Movement Points T
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire Q0
6. Roll Again 6. Roll Again 23 AmmoExp.awidon6+ QO 9
22  Shutdown, avoid on 8+ OO0 g8*
20 -4 Movement Points OO0
i 19 AmmoExp.avoidon4+ QO L
Left Leg Right Leg 18 Shutdown, avoidon 6+ O 5
1. Hip V 1. Hip 17 +3 Moadifier to Fire O 5*
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator 14 Sh“tdo"\"?v avou:l(on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Flrg 3
5. Roll Again 5. Heat Sink 10 =& NammentEpink: 2
6. Roll Again Damage Transfer 6. Roll Again 8  +1 Madifier to Fire -
' i " 5 -1 Movement Points
\ Diagram J \ / -
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