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ARMOR DIAGRAM

Standard Armor

Head (9)
Left Torso

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Lightning Bug LTN-GB16 Name:
Tonnage: 50 Tech Base: Inner Sphere BattleM ech
i : 150 Fusion RulesLevel: Experimental attieMech ot ;
Engine Type: _15 : per Gunnery Skill: Piloting Skill:
M ovement Points: Aerospace
BattleMech AirMech Fighter Gunnery Skill: Piloting Skill:
Walking: 3  Walking: — Cruising: —  SafeThrust: 5
Running: 5 Running: —  Flankingg — Max Thrust: 8 HitsTaken | 1 | 2 | 3 | 4 | 5| 6
Jumping: 5 Consciousness# | 3 5 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
# Type Loc Ht Dmg Min Sht Med Lng Center .
1 ACI20 RT 7 20[DB| — 3 6 9 LA Torso R prm
' (12)
1 Medium Laser RA 3 5[DE] — 3 6
1 Medium Laser LA 3 5[Df — 3 6 9
1 Small Laser RA 1 3[DE — 1 2 3
1 Small Laser LA 1 3[Df — 1 2 3 c
enter
Torso
(3)
Left Right
Ammo: (AC/20) 5 Advanced Torso Rear Torso Rear
Quirks: Non-Standard Parts, Prototype M ovement (2) (2)
Compass
BV: 846
\ T8 ) INTERNAL STRUCTURE DIAGRAM
\ ==
/ \ Standard Structure Heat
CRITICAL TABLE \ g Scale
L eft A . |_||_efad8u t Richt A Left Torso (12) Right Torso (12)  ((Ovafion
t Arm . Life Suppor ight Arm - l
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 304
1-3 3. Lower Arm Actuator 4. Avionics 1-3 3. Lower Arm Actuator >0
" 4. Hand Actuator S. Sensors "2 4. Hand Actuator -
5. Medium Laser 6. LifeSupport 5. Medium Laser 2
6. Small Laser 6. Small Laser Left Right 27
A *|
1. Roll Again Center Torso 1. Roll Again (;r)n A(\rsn)q =
2. Roll Again 1. Fusion Engine 2. Roll Again 257
46 3. Roll Again 2. Fusion Engine 46 3. Roll Again Center 244
4. Roll Aga@n 3. Fusion Engine 4. Roll AgaJ:n Torso 234
5. Roll Again 1-3 4. Gyro 5. Roll Again (16) A
6. Roll Again 5. Gyro 6. Roll Again Left Right -
6. Gyro Leg Leg -
20
1 Gyro ) (12) (12) .
Left Torso 2. Fusion Engine Right Torso 19
1. Landing Gear 3. Fusion Engine 1. Landing Gear 187
2. Avionics 4-6 4. Fusion Engine 2. Avionics ,_\ 174
3. Heat Sink 5. Landing Gear 3.TAC/20 HEAT A
- . - 16
1 3 4. Heat Sink 6. Prototype Imp. Jump Jet l 3 4. AC/20 Heat Sinks:
' Heat nKs. 154
5. Heat Sink 5.[Acr20 et - 1
6. Heat Sink ("AvionicsHitsO O O ) 6.| AC/20 % Shmdownects (AirMech +3) 144
] EngineHitsQ O O 28 Ammo Exp, avoid on 8+ 134
1. Heat Sink Cg ro HitSO o 1.| AC/20 26  Shutdown, avoid on 10+ O O
2. Ammo (AC/20)5 yroni 2.|Acr2o 25 -5 Movement Points O 12
3. Roll Again Sensor HitsQ O 3| Aci20 /Rand. Movement 10+ o T
4-6 4 Roll Again Landing Gear O 4-6 4| acr0 2% saModfiertoFire 0 07
. H mmo p, avoia on
5. Roll Again LifeSupport© 5.| AC/20 2 ‘Shutdown, avoid on 8+ S S
6. Roll Again Structural Integrity 6.LAC/20 20 -4 Movement Points o}
/Rand. Movement 8+ 8 ¥
000000004¢g 19 Ammo Exp, avoid on 4+ @)
000000 OJ 18 Shutdogvfn, avoid on 6+ o} Il
i 17 +3 Modifier to Fire
Le_ft LeQ nght Leg 15 -3 Movement Points O 5
1. Hip 1. Hip /Rand. Movement 7+ 5 %
2. Upper Leg Actuator N 2. Upper Leg Actuator 14  Shutdown, avoid on 4+ @) 7
3. Lower LegActuator H-[HLQ 3. Lower Leg Actuator 1(3) Tzzr\’)lﬂgvdéfqlqgn{opgﬁs 3
4. Foot Actuator gamep labs 4. Foot Actuator /Rand. Movement 6+
5. Prototype Imp. Jump Jet Damage Transfer 5. Prototype Imp. Jump Jet 8 +1Modifier to Fire 2
; 5 -1Movement Points
\ 6. Prototype Imp. Jump Jet Diagram 6. Prototype Imp. Jump Jet PAN TRa Movement 5+ ) 1
0
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