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ARMOR DIAGRAM

Left Torso Head [9]

Right Tors

/4 \ )
'MECH DATA WARRIOR DATA
Type: Nightsky NGS-4S Name: Chunga (Player 8) 8
Maovement Points: Tonnage: 50 Gunnery Skill: _3 _ Piloting Skill: _3 o
o
Walking: 6 Tech Base: Inner Sphere Hits Taken 213lalsls o
Running: 9 Era: Clan Invasion Consciousness# 5 | 7 |10]11 |Dead Q
Jumping: 6 \ o
Weapons & Equipment Inventory (hexes) /_\
Gry Type Loc Ht Dmg Min Sht Med Lng RULES LEVELS
1 Small Pulse Laser H 2 3 - 1 2 3 Current: Tournament Legal
. Left Arm Right Arm
] [\iei!um Eu!sa !_aser ,RI ‘: S - ,2. :‘ E Era Specific: Tournament Legal [14] [14]
1 Hatchet RA D 10 _ 1 e il Year BPEGIIFIC: Tournament Legal
1 Large Pulse Laser LA 10 9 - 3 7 10
Left Right
LEg E_lrenter I_Eg
arso
(20] Rear [6] (20)
Left Right
\ Cost: 9,420,000 BV: 1,809 Torso Bear Torso Rear
\ / [5] [5]
CRITICAL HIT TABLE Head AR INTERNAL STRUCTURE DIAGRAIM ey
Left Arm 1. Life Support Right Arm RightTorso il | g
1. Shoulder 2. Sensors 1. Shoulder -
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator oCo 20"
1-3 3. Lower Arm Actuator 4. Small Pulse Laser 1-3 3. Lower Arm Actuator oo
"2 4, Hand Actuator 5. Sensors "2 4. Hand Actuator 23
5. [Large Pulse Laser 6. Life Support 5. rHatchet ag*
B.“Large Pulse Laser B.| Hatchet o7
1. Roll Again Center Torso 1.| Hatehet Right [26°
2. Rall Again 1. XL Engine 2 LHatchet arm [Bae
a4-6 3. Roll Again 2. XL Engine a-8 3. Roil Again 8] =a7
4. Roll Again 1-3 3- XLEngine "0 4. Roll Again ’
5. Roll Again 4. Gyro 5. Roll Again Tore 23
B. Rall Again 5. Gyro B. Roll Again rﬂ';.'u 22*
6. Gyro ne T
1. Gyro tEﬁ Right 50
Left Torso 2 XL Engine Right Torso o = S
3. XL Engine 1
1. XL Engine 4-6 i 1. XL Engine 8"
. 4. XL Engine s
2. XL Engine 5. Jump.d 2. XL Engine -
N e = P ci 3. XL Engine il
1-3 4 MediumPatsetaser—— O Jump Jet 1-3 4 Medium Pulse Laser /4 HEAT DATA 16
5. Rol Again — 5. Roll Again { HEAT DATA ) TS
B. Foll Again Englne Hits ®0 O 6. Roll Again Heat Heat Sinks: a7
1. Roll Again Gyro Hits 0O 1. Roll Again i . ::.1 %21 (Y
2. Roll Again Sensor Hits 0O 2. Roll Again 58 AmmoExp.avoidon8 B
4-6 3. Roll Again Life Support O 4-6 3. Roli Again 26  Shutdown, avoid an 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movernent Points ole] -
5. Roll Again 5. Roll Again 24 +4 Maodifier to Fire O 10
B. Roll Again B. Roll Again 23  Ammo Exp. avoid on 6+ o 9
22 Shutdown, avoid on B+ O 8
20 -4 Movement Points O =
z 19  Ammao Exp. avoid on 4+
Left Leg nght- LEg 18 Shutdown, avoid on 6+ 8 6
1. Hip 1. Hip 17 +3 Modifier to Fire ) =
2. Upper Leg Actuator 2. Upper Leg Actuator 1'41 éﬁ H‘J"E'”?IWEU':T“E d O 3
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2Uh51§|l:‘|v|£]é:£ F“E'E O =
4. Foot Actuator 4. Foot Actuator 0 b MweeeE Pobti
5. Jump Jet Damage Transfar 5. Jump Jet B +1 Madifier to Fire 2
B. Jump Jet : E. Jump Jet 5 1 Movernent Paints i
N Diagram Y. Y. -

© 2016 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC, Permission to photocopy for personal use.



