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Type: Grendel (Mongrel) PRIME

Movement Points: Tonnage: 45
Walking: 7 Tech Base: Clan
Running: 11 Era: Clan Invasion
Jumping: 6

Weapons & Equipment Inventory (hexes)

Gry Type Loc Ht Dmg Min Sht Med Lng
1 ERMediumlaser H &5 7 - 5 10 15
1 Streak SEM 6 RT 4 2Msl - 4 8§ 12

+11  ER Large Laser RA 12 10 - 8 15 25

+11  ER Small Laser RA 2 5 - 2 4 B
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(\WARRIOR DATA S

Name: Pinhead (Player 7)
Gunnery Skill: _3 Pilating Skill:

A
Hits Taken| 1 [ 2 [ 3 6
Consciousness#| 3 [ 5 | 7 |10(11

N\
u
RULES LEVELS N

Tournament Legal
Era Specific: Tournament Legal
Year Specific: Tournament Legal

415
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Current:

Y

\ Cost: 12,347,838 BV: 3,161
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CRITICAL HIT TABLE \
Head )
1. Life Support Right Arm
2. Sensors 1. Shoulder
3. Cochkpit -
4. ER Medium Laser 1-3 3. ER Large Laser
5. Sensors "2 4. ER Small Laser
6. Life Support 5. Endo Steel
B. Ferro-Fibrous
EEHEEI: Torso 1. Ferro-Fibraus
] i 2. Farro-Fibrous
2. XL Engine a4-6 3. Roll Again
1-3 f -f_ll-._Enﬁlne "9 4. Roll Again
= oy 5. Roll Again
5. Gyro B. Ruail Again
6. Gyro
1. Gyro
2. XL Engine H
3. XL Engine Right Torso (casg)
4-6 i 1. XL Engine
H 2. XL Engine
G e e 1.3 3-[ Streak SRM 6
) " "2 4 LStreak SRM 6
N N 5. Jump Jet
Engine Hits @ ® @ B. Ammo (Streak SRM 6)11
Gyro Hits ® 0 1. rDouble Heat Sink
Sensor Hits Q0O 2. LDouble Heat Sink
Life Support O 3. Endo Stesl
PP 4-6 4. Endo Stes!
5. Endo Steel
6. Roll Again
Left Leg Right Leg
1. Hip v 1. Hip
2. Upper Leg Actuator EH.[H LQS.[ 2. Upper Leg Actuator
3. Lower Leg Actuator oare Dals 3. Lower Leg Actuator
4. Foot Actuator . 4. Foot Actuator
5. Jump Jet 5. Jump Jet
6. Jump Jet Damage Transfer — g* b Jot
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Armaor Factor = 144
ARMOR DIAGRAM
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HEAT DATA \ﬁ —
Heat Heat Sinks: 147
Level* Effects 11[22] 37
30 Shutdown Double
28  Ammo Exp. avoid on B+ 12
26 Shutdown, avoid on 10+ 00 11
25 -5 Movement Points 707
24  +4 Maodifier to Fire o] |
23 Ammo Exp. avoid on 6+ O a
22  Shutdown, avoid on B+ O 8
20 -4 Movement Points O
19  Ammao Exp. avoid on 4+ O 7
18 Shutdown, avoid on B+ O &
17 +3 Modifier to Fire 0 5
15 -3 Movement Foints o)
14 Shutdown, avoid on 4+ 4
13 +2 Modifier to Fire O 3
10 -2 Movement Points )
B8 +1 Modifier to Fire
5 1 Moverment Points y 1
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