‘Mech Dala

S Griffin GRF-1N Tonnage: 55
E o " BATTLEMECH RECORD SHEE Movement Points: Technology Base:
Walking: 5 Inner Sphere / 3025
ARMOR DIAGRAM Center /) Running: 8 Biped Batletech
. 6 Torso 7 6 &7\ Jumping:5 Level 1, Standard design
Type: Standard 9.5t/152 points Left Torso Rear ight Torso &

Weapons Inventory
Type Location Heat ~ Damage Min. Short Med. Long

Y 1LRM 10 RT 4 1Msl 6 7 14 21
i 1PPC RA_ 10 10 3 6 12 18

Rear Rear

20
Left Torso

20
Right Torso

13
Left

LRM 10 Ammo: 24 OO00OCOCOOOOOO0OOOOCO00

Total Heat Sinks: 12 Single

11 Singles in engine ~ "éapon heat:14

000000000000

LRM Status [ standard [0 Hot-Loaded

Auto Eject O operational [ Disabled

Standard

TDamafge 5.5Y91 pts :
Left Right ransier
18 Leg Leg 18 Diagram Internal Structure Diagram UJ drrior Da[a

Name:
Gunnery Skill: Piloting Skill:

Hits Taken 2

Left Arm Critical Hit Table Right Arm

. Shoulder . Shoulder

. Upper Arm Actuator . Upper Arm Actuator
Lower Arm Actuator Head . Lower Arm Actuator

Hand Actuator . Hand Actuator

. Roll Again 1. Life Support PPC

. Roll Again 2. Sensors PPC

. Roll Again 3. Cockpit PPC

. Roll Again 4. Sensors . Roll Again

Roll Again 5. Life Support . Roll Again

. Roll Again 6. Roll Again . Roll Again

. Roll Again . Roll Again

. Roll Again I:enter Torso . Roll Again

Left Torso 1. Engine Right Torso

2. Engine
[1. LRM 10
2.LRM 10

Consciousness # 5 7 |10

1'3 Name:
Gunnery Skill: _________ Piloting Skill:

Hits Taken

Consciousness #

4.5

OCORWNS OORWN =
OCOBRWNS ODORWN =

SHUTDOWN
-9 Movement Points

-5 Movement Points

+4 Modifier to Fire

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+

+7 Modifier to Fire

Pilot Damage, avoid on 12
Shutdown, avoid on 20+
AMMO EXPLOSION

System Failure, avoid on 10+
-8 Movement Points

-

. Jump Jet 3. Engine

. Jump Jet 1'3 4. Gyro

3. Roll Again 5. Gyro 3.LRM 10 Ammo(12)
. Roll Again . Gyro 1-3 4. LRM 10 Ammo(12)

. Roll Again 5. Jump Jet

. Roll Again 6. Jump Jet

N

-4 Movement Points

Ammo Explosion, avoid on 4+
Shutdown, avoid on 6+

+3 Modifier to Fire

1-3
. Gyro
Engine
. Roll Again Engine 1. Roll Again
. Roll Again Engine 2. Roll Again
Roll Again . Heat Sink 4 ES. Roll Again
"0 4.
5

Shutdown, avoid on 18+
+6 Modifier to Fire

-3 Movement Points Ammo Explosion, avoid on 12
Shutdown, avoid on 4+

+2 Modifier to fire

Pilot Damage, avoid on 10+
Shutdown, avoid on 16+
-7 Movement Points

4-6

. Roll Again . Jump Jet Roll Again
. Roll Again . Roll Again
. Roll Again 6. Roll Again

ie its OOO :

Let Le Eay Right Le
g i Q9 ght Leg
1. Hip ensor Hits 1. Hip

2. Upper Leg Actuator mﬂ smm O 2. Upper Leg Actuator
3. Lower Leg Actuator 3. Lower Leg Actuator
4. Foot Actuator 4. Foot Actuator

5. Roll Again Battle Value 1021 5. Roll Again

6. Roll Again Cost 4'957°106 6. Roll Again
Battle Value2 1272

System Failure, avoid on 8+
Ammo Explosion, avoid on 10+
Shutdown, avoid on 14+

+5 Modifier to Fire

Pilot Damage, avoid on 8+

-2 Movement Points

+1 Modifier to Fire

-6 Movement Points

-1 Movement Points Shutdown, avoid on 12+

Ammo Explosion, avoid on 8+
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Shutdown, avoid on 10+




