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'MECH DATA WARRIOR DATA
Type: Golem GL-O1Uf Name:
Movement Points: Tonnage: 100 Gunnery Skill: 4 Piloting Skill: 5
Walking: 3 Tech Base: Inner Spher‘e HitsTaken| 1 [ 2| 3| 4| 5| 6
Running: 5 3039 Consciousness#| 3 | 5 | 7 [10] 11]pead
Jumping: O D/XEDD
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Autocannon/20 RT 7 20 - 3 6 9 .
[DB, 8] Right Arm
1 LRM-10 RT 4 1/m 7 14 21 (33)
1 Medium Laser RT 3 5 [DE] - 3 6 9
2 Small Laser RT 1 3 [DE] -1 2 3
1 LRM-10 LT 4 1/m 7 14 21
1 Medium Laser LT 3 5 [DE] - 3 6 9
2 Small Laser LT 1 3I[DE - 1 2 3 F*Light
i Center eg
f;n'\;jtljgtlon Type gueunds Torcn 42)
AC/20 5 Rear (15)
" Left Right
Cost: 9.074.000 CBills BV: 1.823
\ =" +120.000 (ammo) Wiehoon Heat (25,0) Toro Flar T
y \\Dissipation (22)
Heat
CRITICAL HIT TABLE Hoad "N INTERNAL STRUCTURE DIAGRAM JE3
ea e
. = Head Overflow
Left Arm 1. Life Support Right Arm Lt Topess (21) Bk Torss (21)
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1-3 3. Lower Arm Actuator 4. Heat Sink 1-3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors "2 4. rautocannon/20 29
5. Roll Again 6. Life Support 5. | Autocannon/20 28*
6. Roll Again 6. | Autocannon/20 27
1. Roll Again Center‘ Torso 1. | Autocannon/20 Left Right 26*
2. Roll Again ; Eus!on E"Q!"e 2. | Autocannon/20 Arm Arm [25*
3. Roll Again - Fusion Engine 3. | Autocannon/20 (17) (17) =
4-6 4. Roll Again 1 _3 3. Fusion Engine 4-6 4. | Autocannon/20 24*
5. Roll Again 4. Gyro 5. | Autocannon/20 23
6. Roll Again 5. Gyro 6. LAutocannon/20 22*
6. Gyro
21
1. Gyro tEft Right 20"
Left Torso 2. Fusion Engine Right Torso o R T
) 3. Fusion Engine (21) 21
1. Heat Sink 4-6 a - - 1. rAutocannon/20 18*
) . Fusion Engine )
2. :eat 2|n:: 5. Heat Sink 2. :eat glnt e
1.3 8- HeatSin B. Heat Sink 1-3 3 HeatSin 16
4. rLRM-10 4. [LRM-10 /4 HEAT DATA
5. LLRM-10 - - 5. LLrRM-10 15*
6. Medium Laser Eng|ne Hits 00 O 6. Medium Laser Heat Heat Sinks: 14*
1. Small Laser Gyl"O H!tS oo 1. Small Laser Le?\’loel* Shutd Effects Selr? e 13*
9. Small Laser Sensor Hits O O 2. Small Laser og An}]Jm(;)VéIQp avoid on 8+ g 12
4.6 3. @LRM10(12) Life Support O a4-8 3. @Ac/20(5) 26 Shutdown, avoid on 10+ 11
4. @LRM 10(12) 4. @Ac/20(5) 25 -5 Movement Points Q00 10"
5. @LRM 10 (12) 5. @AC/20 (5) 24 +4 Modifier to Fire 000
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ QO 9
22 Shutdown, avoid on 8+ QQ 8*
20 -4 Movement Points (@]0)
V . 19 Ammo Exp. avoid on 4+ O 7
Left Leg [:H'[HL S'[ nght Leg 18 Shutdown, avoid on 6+ 00 6
1. Hip o Dok 1. Hip 17 +3 Modifier to Fire lole) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Pomts
14  Shutdown, avoid on 4+ o} a
3. Lower Leg Actuator 3. Lower Leg Actuator 5 Modifie Fi e}
4. Foot Actuator 4. Foot Actuator 13+ odier to ee 5,
: N ' N 10 -2 Movement Points E)
6. ol Agein Damage Transfer o heft Sk 8 +1 Modier to Fire :
i Diagram i 5 -~ ovement Points
\ /7 \ P |




