~ X%

T 1 I_ETETIH

Armaor Factor = 304
ARMOR DIAGRAM

Haad [9]

Left Torso Right Tors

A
L ]
L
'MECH RECORD SHEET G:a
/4 \ r/ L 3
'MECH DATA WARRIOR DATA u:'u
’ %]
Type: Marauder Il MAD-4A Mame: _jymset (Player 2) @Ug
-
Movement Points: Tonnage: 100 Gunnery Skill: _3 Piloting Skill: _5 COU
= = S0
Walking: 3 Tech Base: Inner Sphere HitsTaken[ 1 |2 1318151 6 OU,E\J
Running: 5 Era: Late Succession Wars] |Consciousness#]| 3 [ 5 | 7 |10]11 |Dead Ug(_]
Jumping: 3 N -
Weapons & Equipment Inventory (hexes) p’_\I
Gry Type Loc Ht Dmg Min Sht Med Lng RULES LEVELS
1 Large Laser RT 8 8 - 5 10 15 Current: Introductory Lefc Arm
+11  Medium Laser RA 3 5 - 3 6 2] e ;
M RA 10 10 3 8 1o 18 | [ EroSeecifi invoductory 2 o4
1 Medium Laser La 3 5 _ 3 [ g Year SPEGIEIC: |nlr0duct0l‘y p.
1 PPC LA 10 10 3 6 12 18
Left Right
Lsg Center I_Eg
1] Torso 1]
[ Rear [16]
Left Right
\ Cost: 9,356,000 BV: 2488 Torso Rear Torso Rear
11 11
p \\ / [11] [11]
Heat
CRITICAL HIT TABLE Head AR INTERNAL STRUCTURE DIAGRAIM s
= Ohmrflow
Left Arm 1. Life Support Right Arm Right Torso 211 | 14
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator = T
1-3 3. Lower Arm Actuator 4. Roll Again 1 aﬁ_—m
"3 4. -PPC 5. Sensors "3 4. PPC 29
5. [PPC 6. Life Support 5. [PPC o
6. LpPC 6.LPPC 27
1. Medium Laser EEHFEI‘ TElll*'ElJ 1. Medium Laser 26"
2. Rall Again 1. Fusion Engine 2. Roll Again o
3. Roll Again d ; 3. Roll Again T
464 Roll Again -3 & Fusion Engine 4-6 3 Roil Again b
5. Roll Again 4. Gyro 5. Roll Again 23
B. Rall Again 5. Gyro B. Roll Again 22*
6. Gyro
21
e . -
Left Torso g iﬁ:;ﬂ: E:g::: Right Torso &
1. Heat Sink 4-8 = . g 1. Heat Sink "
2. Heat Sink H 2. Heat Sink T
4.3 3. HeatSink iy ‘,{,‘;j:‘ﬂ;;; q.33 HeatSink Az
4. Heat Sink ' - 4. Heat Sink /4 16
5. Heat Sink - - 5. Heat Sink HEAT DATA 15*
8. Heat Sink Engine Hits @® O B. Heat Sink Heat Heat Sinks: | |87
1. Heat Sink Gyro Hltts ®0 1 [Large Laser LES\E!l* Ehutdmﬁrﬁmms Szel =
2. Heat Sink Sensor Hits OO 2.LLarge Laser B e e e ingle .
a4-6 3. Heat Sink Life Support O 4-6 3. Roli Again 26 Shutdown. avoid an 10+ 11
4. Roll Again 4. Roll Again a5 & ik elole]
. : 25 S Moverment Paints o]
5. Roll Again S. Roll Again 24 +4 Madifier to Fire alole]
B. Roll Again B. Roll Again 23 AmmoExp. awidon 6+ 000
22 Shutdown, awidon 8+ QOO
20 -4 Movement Points olele)
z 19 AmmoExp. awidon 4+ 00
Left Leg Right Leg 18 Shutdown, avoid an 6+ 50
1. Hip 1. Hip 17 +3 MDd|F|Ertl::-Fir_e 000
2. Upper Leg Actuator 2. Upper Leg Actuator 1'41 éﬁ H‘J"E'”?IWEU':T“E ., 000
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2Uh51§|l:‘|v|£]é:£ F“E'E 00
4. Foot Actuator 4. Foot Actuator 0 b MweeeE Pobti
& o dat Damage Transfer g [0 Pick 8 +1 Modifier to Fire
\ . P Diagram . P p 5 1 Movement Points p

© 2016 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



