BATTLETECH

'MECH RECORD SHEET

ARMOR DIAGRAM
Armor Pts: 279

Head (9)

Left Torso

Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Golem C Name:
Movement Points: Tonnage: 90 Gunnery Skill: 4 Piloting Skill: 5
Walking: 4 Tech Base: Clan HitsTaken[ 1 12 1 31 41 51 6
Running: B 3067 Consciousness#| 3 | 5 | 7 [10] 11]pead
Jumping: O F/X-X-D-D
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser RT 4 7 [P] - 4 8 12 Ai A
1 LRMHO RT 4 1/m - 7 14 21 ight A
2 ERMedumlaser RT 5 7[DE - 5 10 15 (30)
1 Medium Pulse Laser LT 4 7 [P] - 4 8 12
1 LRM-10 LT 4 1/m - 7 14 21
2 ER Medium Laser LT 5 7 [DE] - 5 10 15
1 Ultra AC/20 RA 7/s 20 - 4 12
[DB, R/C/R2]
Ammunition Type Rounds Qri':\;ir
Dl £6/20 T o 14
" Left Right
. 23.081.580 C-Bills ;
\ Cost: +120.000 (ammo) Bv.V%Ea?)%n Hest (43,0) TurT;]Rear Tor?g]Rear‘
y \\Dissipation (40)
Heat
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. = Head Overflow
Left Arm 1. Life Support Right Arm case) Lkt Farss (1) Right Torso (19)
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors "2 4. ruira AC/20 29
5. rDouble Heat Sink 6. Life Support 5. | Ultra AC/20 28*
6. LDouble Heat Sink 6. | Urtra AC/20 27
1. Roll Again Cente'r‘ Tqr‘so 1. | Ultra AC/20 Left Right 26*
2. Roll Again ; it i“sf"" :"gf"e 2. | uttra AC/20 Arm Arm [B5*
3. Roll Again : usion Engine 3. | uitra AC/20 (15) (15) =
4-6 4. Roll Again 1_3 3. XL Fusion Engine 4-6 4. | ura Ac/20 24*
5. Roll Again 4. Gyro 5. Luitra Ac/20 23
6. Roll Again 5. Gyro 6. @Ultra AC/20 (5) 22*
6. Gyro
21
1. Gyro teeﬁ: Right 20"
Left Torso «case 2. XL Fusion Engine Right Torso csse o) P T
1. XL Fusion Engine 4-6 3. XL Fusion Engine 1. XL Fusion Engine (19) -
' i 9! 4. XL Fusion Engine ’ . o L
2. )I;L F[::S“:qn Engsl.ni 5. rDouble Heat Sink 2. )[()L FI;JIsul:n Eng.ntla( e
1-3 3. rDouble Heat in 6. LDouble Heat Sink 1-3 3. rDouble Heat in =
4. LDouble Heat Sink 4. LDouble Heat Sink / HEAT DATA
5. LRM-10 " " 5. LRM-10 15*
6. @LRM 10 (12) Engine H!ts 000 6. @LRM 10 (12) Heat Heat Sinks: | [7a~
1. Mo Pulse Laser Gyro H!ts 00 1. @Ulra AC/20 (5) Le?\’/oel* St VErl:fects %%lljﬁlgl 13"
5. ER Medium Laser Sensor Hits O O 2. @Uitra AC/20 (5) 58 Ammo Exp. avoid on B+ 12
4-6 3. ER Medium Laser Life Suppor‘t (o] 4-6 3. Medium Pulse Laser 56 Shutdown, avoid on 10+ 1
4. Roll Again 4. ER Medium Laser 95 -5 Movement Points OO -
5. Roll Again 5. ER Medium Laser 24 +4 Modifier to Fire o]e) 10
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 6+ QO 9
22 Shutdown, avoid on 8+ (@]e) 8*
20 -4 Movement Points (e]0) =
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 88 6
1. Hip o Dok 1. Hip 17 +3 Modifier to Fire 00 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 éﬁ N('jovemem F:jomtsll [e]e) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 EUIE/l 0;\.’?’ aVDIF. QM lele)
4. Foot Actuator 4. Foot Actuator 13+ odier to ee 5,
: . ' . 10 -2 Movement Points E)
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i Diagram i 5 -~ ovement Points
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