‘Mech Dala

Phoenix Hawk PXH-1 Tonnage: 45

Walking: 6 Inner Sphere / 3025
Running:9 Biped BattleMech
Jumping:6 Level 1, Standard design
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Type Location Heat  Damage  Min. Short Med. Long
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1. Engine | 25 | -5 Movement Points | 50 | SHUTDOWN
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4. Roll Aga!n 6. Roll Again 4. Roll Aga!n 12 37 |7 Movem‘en( Points
5. Roll Aga!n 5. Roll Aga!n 11 36 | System Failure, avoid on 8+
6. Roll Again 6. Roll Again 10 | -2 Movement Points 35 | Ammo Explosion, avoid on 10+
i i 09 34 | Shutdown, avoid on 14+
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