‘Mech Dala

Stinger STG-3R Tonnage: 20

Walking: 6 Inner Sphere / 3025
Running:9 Biped BattleMech
Jumping:6 Level 1, Standard design
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Weapons Inventory
Type Location Heat  Damage  Min. Short Med. Long

1 Machine Gun RA O 2 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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Machine Gun Ammo: 200

Total Heat Sinks: 10 Single
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5 Leg leg 5 Diagram Internal Structure Diagram
Name:
[: '[' ] H’[‘ T hl Gunnery Skill: Piloting Skill:
I.E't Al'm rl l[:a l a E Hits Taken 9 3
1. Shoulder 1. Shoulder i 5 7 | 10
2. Upper Arm Actuator 2. Upper Arm Actuator Cansclousness:#
3. Lower Arm Actuator 3. Lower Arm Actuator
1'3 4. Hand Actuator Head 1-3 4. Hand Actuator Name:
5. Machine Gun 1. Life Support 5. Machine Gun Gunnery Skill: Piloting Skill:
6. Roll Again 2. Sensors 6. Medium Laser Hits Taken 2 3
1. Roll Again 3. Cockpit 1. Roll Again . 5 B
2. Roll Again 4. Sensors 2. Roll Again Consciousness #
4 E 3. Roll Again 5. Life Support 3. Roll Again
"0 4. Roll Again 6. Roll Again 4'5 4. Roll Again T
5. Roll Again 5. Roll Again H [ 5 l
6. Roll Again Pantar Tarcn 6. Roll Again Eal JCale
UL 1ul ou I —
1. Engine H | 25 | -5 Movement Points | 50 | SHUTDOWN
le“ Tursu 2. Engine nght ansn 24 | +4 Modifier to Fire 49 | -9 Movement Points
1. Heat Sink 3. Engine 1. Heat Sink 23 | Ammo Explosion, avoid on 6+ | | 48 | +7 Modifier to Fire
2. Heat Sink 1-3 4. Gyro 2. Heat Sink | 22 | Shutdown, avoid on 8+ | 47 | Pilot Damage, avoid on 12
3. Heat Sink 5. Gzro 3. Heat Sink 121 | | 46 | Shutdown, avoid on 20+
1-3 4. Jump Jet 6: Ger 1-3 4. Jump Jet 33 :mb::::;';;:"";mu on 4+ 3451 )S‘yMs:l:?nEFz:tSaS:)v’:m on 10+
5. Jump Jet 1. Gyro 5. Jump Jet T Shutdown, avoid on 6+ T -8 Movement Points
6. Jump Jet 2. Engine 6. Jump Jet 17 | +3 Modifier to Fire 42 | shutdown, avoid on 18+
1 DRall Anain s . 1 Rall Anain 18 a 48 Madifiar 4 Fira
1. )OI Agdin 3. E 1. RO Agdin 11" - | T — -
2. Roll Again 4-6 i E;g:;z 2. Roll Again 13 -sahl\.'lsvcmenl PgmlsJ gg :mmo Explosion, avoid on 12
4§ 3 RolAgain 5. Machine Gun Ammo(200) g3 Roll Again 0 |onanete | (3] nmsae
g' Sg:: ﬁgz:: 6. Roll Again g Eg:: ﬁgz:z T T -7 Movement Points
3 : : i 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+
I-Eﬂ leg Bmme H"s O O O nght I_Eg | 08 | +1 Modifier to Fire | 33 | +5 Modifier to Fire
07 Pilot Damage, avoid on 8+
Gyro Hits 32
1. Hip i 1. Hip | 06 | | 31 | -6 Movement Points
2. Upper Leg Actuator SIHI&]I' tits. OO 2. Upper Leg Actuator 105 | <1 Movement Pots | 30 | shutdown, avoid on 12+
3. Lower Leg Actuator mn s“wm‘l O 3. Lower Leg Actuator g—g % e e
4. Foot Actuator 4. Foot Actuator 1 5] IS Rda 2
5. Roll Again Battle Value 320 5. Roll Again 1 ©a
. . . . 01 | 26 | Shutdown, avoid on 10+
6. Roll Again Cost 1°615°440 6. Roll Again 00 |
Battle Value2 359 —
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