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Type: Ha Otoko 3 Name:
Movement Points: Tonnage; 65 Gunner‘y Skill: 4 Piloting Skill: 5
Walking: 4 Tech Base: Clan HtsTaken[]1 |2 1314151 6
Running: 6 Era: Jihad Consciousness#| 3 | 5 | 7 [10]11 |pead
Jumping: 0 /
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ECM Suite H 0 — - - - 6
1 LRM20w/AtemisivFcs RT 6 1/Msl — 7 14 21
1 LRM20w/AtemisivFcs LT 6 1/Msl — 7 14 21
1 AP Gauss Rifle RA 1 3 - 3 6 9
1 ER Large Laser RA 12 10 — 8 15 25
1 AP Gauss Rifle LA 1 3 - 3 6 9
1 ER Medium Laser LA 5 7 — 5 10 15 c Right
[29 Rear [10] 29]
Left Right
\ Cost: 7,134,710 BV: 2,206 Torso Rear Torso Rear
\ / [7]
/ \ Heat
CRITICAL HIT TABLE Head AR INTERNAL STRUCTURE DIAGRAM gy
ea H Overflow
Left Arm (casg) 1. Life Support nght Arm (casg) Left Torso [15] [3] Right Torso [15]
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. ECM Suite 13 3. Lower Arm Actuator o
"9 4. Hand Actuator 5. Sensors "9 4. Hand Actuator Co) 29
5. ER Medium Laser 6. Life Support 5. ERLarge Laser o 28"
6. AP Gauss Rifle 6. AP Gauss Rifle o 27
1. Roll Again Center Torso 1. Roll Again Left o{ right [267
2. Roll Again 1. Fusion Engine 2. Roll Again Arm g Arm [o5+
4-6 3. Roll Again 2. Fusion Engine 4-6 3. Roll Again [10] o) 1o =71
"O 4. Roll Again 1-3 3. Fusion Engine "O 4. Roll Again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 20*
6. Gyro =1
1. Gyro Right 50"
Left Torso (cAsE) 2. Fusion Engine Right Torso (cAsg) |[_iesglj —
3. Fusion Engine
1.LRM 20 46, ruei ; 1.LRM 20 18
. Fusion Engine
2.| LRM 20 . 2.| LRM 20 -
5. rDouble Heat Sink 17
3.| LRM 20 . 3.] LRM 20
1-3 2 LirM 20 6. LDouble Heat Sink 1-3 a LirM 20 / 16
5. Artemis IV FCS - - 5. Artemis IV FCS HEAT DATA \ﬁ 15
6. Ammo (LRM 20 Artemis IV) 6 Engine Hits OO O B. Ammo (LRM 20 Artemis IV) 6 Heat Heat Sinks: | 7o
1. Ammo (LRM 20 Artemis V) 6 Gyro H!ts oo 1. Ammo (LRM 20 Artemis V) 6 LeB"g'* Shutd Effects 13 [26] 13"
2. Ammo (LRM 20 Artemis IV) 6 Sensor Hits OO 2. Ammo (LRM 20 Artemis IV) 6 o8 Arr?moovEVQp cvoid o B4 Double =
4-6 3. Endo Steel Life Support O 4-6 3. Ammo (AP Gauss) 40 o5 Shutdown,-avoid on 10+ e
4. Endo Steel 4. Endo Steel _ ' (0]@)
25 -5 Movement Points o
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire (0]@)
6. Endo Steel 6. Endo Steel 23 Ammo Exp_ avoid on B+ OO 9
22  Shutdown, avoid on 8+ O S
20 -4 Movement Points O =
. 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 8 6
1. Hip v 1. Hip 17 +3 Modifier to Fire o B~
2. Upper Leg Actuator CH.[HL SI 2. Upper Leg Actuator 12 é}? '\goveme”t.zo'”t2+ O 7
3. Lower Leg Actuator L]\ 3. Lower Leg Actuator utdown, avoid on O
g 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Double Heat Sink Damage Transfer 5.Double Heat Sink 8 +1 Modifier to Fire 2
\ 6.-Double Heat Sink Diagram 6.~Double Heat Sink \ 5 -1 Movement Points p ":l)




