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

1 Machine Gun RA 0 P 1 2 3
1 Machine Gun LA 0 2 1 2 3
’ 1 Medium Laser RA 3 5 3 6 9
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Name:
Gunnery Skill: _________ Piloting Skill:

Hits Taken 2 3 4
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Name:
Gunnery Skill: _______ Piloting Skill:

Hits Taken 2 3 R

Consciousness # 5 7 110

Heal Scale

SHUTDOWN

-9 Movement Points

+7 Modifier to Fire

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

System Failure, avoid on 10+

-8 Movement Points

4.5

.P
on

-5 Movement Points

+4 Modifier to Fire

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

N

1 3 -4 Movement Points
-

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

+3 Modifier to Fire
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Engine
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4. Foot Actuator 4. Foot Actuator
5. Roll Again Battle Value 320 5. Roll Again
6. Roll Again Cost 1°615°440 6. Roll Again
Battle Value2 359

Shutdown, avoid on 18+
+6 Modifier to Fire

-3 Movement Points
Shutdown, avoid on 4+
+2 Modifier to fire

Ammo Explosion, avoid on 12
Pilot Damage, avoid on 10+
Shutdown, avoid on 16+
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System Failure, avoid on 8+

-2 Movement Points Ammo Explosion, avoid on 10+
Shutdown, avoid on 14+

+5 Modifier to Fire

Pilot Damage, avoid on 8+

-6 Movement Points

+1 Modifier to Fire

-1 Movement Points Shutdown, avoid on 12+

Ammo Explosion, avoid on 8+

Shutdown, avoid on 10+
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