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29 Leg leg 29 Diagram Internal Structure Diagram
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[: '[' l H’[ T h] Gunnery Skill: Piloting Skill:
Left Arm [1tcal nit fabie " T3
1. Shoulder 1. Shoulder i 5 7 | 10
2. Upper Arm Actuator 2. Upper Arm Actuator Cansclousness:#
3. Lower Arm Actuator H d 3. Lower Arm Actuator
1'3 4. Hand Actuator ea 1-3 4. Hand Actuator Name:
5. Mach?ne Gun 1. Life Support [5. Large Laser Gunnery Skill: ________ Piloting Skill:
6. Machine Gun 2. Sensors 6. Large Laser Hits Taken 2 3
1. Machine Gun Ammo(200) 3. Cockpit 1. Roll Again . 5 B
2. Roll Again 4. Sensors 2. Roll Again Consciousness #
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1. Engine H [725 ] -5 Movement Points 50 _| SHUTDOWN
le“ Tursu 2 Engine nght ansn 24 | +4 Modifier to Fire 49 | -9 Movement Points
1. Medium Laser 3' Engine 1.SRM 2 | 23 | Ammo Explosion, avoid on 6+ | | 48 | +7 Modifier to Fire
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6. Roll Again 2 Engi 6. Roll Again 17| + oditer to Fie 42 | Shutdown, avod on 16+
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6. Roll Again 6. Roll Again 710 | -2 Movement Points [735 | Ammo Explosion, avoid on 10+
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5. Heat Sink Battle Value 1015 5. Heat Sink g—f % ek owavold on 304
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