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‘Mech Dala

Phoenix Hawk PXH-1
Movement Points:

Walking: 6

Running: 9

Jumping:6

Weapons Inventory
Type Location Heat ~ Damage Min. Short Med. Long
1 Machine Gun 1 2 3

Tonnage: 45
Technology Base:
Inner Sphere / 3025
Biped BattleMech
Level 1, Standard design

1 Machine Gun 2 3

1 Medium Laser 6 9

1

3
1 Medium Laser 3 6 9
1 Large Laser 5 10 15

Machine Gun Ammo: 200

Total Heat Sinks: 10 Single

10 Singles in engine Weapon heat:14

0000000000

LRM Status [ standard
Auto Eject

[J Hot-Loaded

O operational [ Disabled

Warrior Dala

Name:
Gunnery Skill: Piloting Skill:

Hits Taken 2

Consciousness # 5

Name:
Gunnery Skill:

Hits Taken

Piloting Skill:

Consciousness #

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
Shutdown, avoid on 18+

+6 Modifier to Fire

Ammo Explosion, avoid on 12

-4 Movement Points

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

+3 Modifier to Fire
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Shutdown, avoid on 4+
+2 Modifier to fire
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Pilot Damage, avoid on 10+
Shutdown, avoid on 16+

-7 Movement Points

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

+5 Modifier to Fire

Pilot Damage, avoid on 8+
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Shutdown, avoid on 12+
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Ammo Explosion, avoid on 8+
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Shutdown, avoid on 10+
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