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Type: Marauder || MAD-4A Name: _chihawk (Player 7) 508 S0
O @)
Movamant Points: Tonnage: 100 Gunnery Skill: _3 _ Piloting Skill: _5 :_JJDU UO(E)
Walking: 3 Tech Base: Inner Sphere als]s DU,E\J LCJJUD
Running: 5 Era: Late Succession Wars 1011 |pead Ug(_] C%U
Jumping: 3 (& e] (_:UO
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Gry Type Loc Ht Dmg Min Sht Med Lng RULES LEVELS
1 Large Laser RT 8 8 - 5 10 15 Current: Introeductory B
1 Medumlaser RA 3 5 - 3 68 0 Era Specific:  Introductory Leﬁf‘ = H'gr;fm
1 PPC R& 10 10 3 6 12 18 B B
1 Medium Laser LA 3 5 i 3 [ g \YE-BI" BPEGIEIC: |nlr0duct0ry 7
1 PPC LA 10 10 3 6 12 18
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Left Arm Right Arm Right Torea (21 5
1. Shoulder 1. Shoulder
2. Upper Arm Actuator 2. Upper Arm Actuator C 50"
1-3 3. Lower Arm Actuator 1-3 3. Lower Arm Actuator
"3 4. -PPC "3 4. PPC 29
5. [PPC 5. [PP‘C 28*
8. LPPC 6 LPPC 27
1. Medium Laser EEHFEI‘ T‘?”E“ 1. Medium Laser 26"
2. Rall Again 1. Fusion Engine 2. Roll Again o
a4-6 3. Roll Again 2. Fusion Engine a-8 3. Roil Again —
4. Roll Again q-g 3. Fusion Engine "0 4. Roll Again ’
5. Roll Again 4. Gyro 5. Roll Again 23
B. Rall Again 5. Gyro B. Roll Again 22*
6. Gyro
21
1. Gyro 20*
Left Torso €. Fusion Engine Right Torso El
3. Fusion Engine
1. Heat Sink 4-6 : : 1. Heat Sink 8"
i 4. Fusion Engine %
2. Heat Sink 5  JumpJ 2. Heat Sink T
o 1 p Jet . 7
1-3 3. Heat Sink 6. Roll Again 1-3 3. Heat Sink
4. Heat Sink ' - 4. Heat Sink /4 HEAT DATA 16
5. Heat Sink - - 5. Heat Sink _ 15*
6. Heat Sink Engine Hits 00 O 6. Heat Sink Heat Heat Sinks: | [7a7
1. Heat Sink Gyro Hfts o0 1. [Large Laser LES‘E’" Ehutdmﬁrﬁmms 5'29| 13"
= e et B0 E.;=Large [ amar 28  Ammo Exp. avoid on B+ A 12
a4-6 3. Heat Sink Life Support @ 4-6 3. Roli Again 26 Shutdown. avoid an 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movernent Points olale] -
5. Roll Again S. Roll Again 24  +4 Madifier to Fire alole] 10
B. Roll Again B. Roll Again 23 AmmoExp. awidon 6+ 000 ]
22 Shutdown, avoid on 8+ Q00 a8
20 -4 Movement Points olele) =
z 19 AmmoExp. awidon 4+ 00
Left Leg Right Leg 18 Shutdown, aveid on 6+ S5O0 5
1. Hip V 1. Hip 17 +3 Modifier to Fire 000 =
2. Upper Leg Actuator EH.[H LQS.[ 2. Upper Leg Actuator 1'41 éﬁ H‘J"E'”fﬂf"‘iﬁu'gﬁ ., 000 r
3. Lower Leg Actuator . = 3. Lower Leg Actuator LRI, SIS o 00
game P labs 13 +2 Moadifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Maverment Paints
5. Heat Sink Damage Transfer 5. Heat Sink 8  +1 Madffier to Fire 2
B. Jump Jet - 6. Jump Jet 5 1 Mowvement Paints i
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