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BATTLEMECH RECORD SHEET

'MECH DATA
Type: Wasp WSP-3W

WARRIOR DATA

Name:

Gunnery Skill:

Piloting Skill:

Hits Taken| 1

415

Consciousness#

10{11

Movement Points: Tonnage: 20
Walking: 6 Tech Base: Inner Sphere
Running: 9 Rules Level: Standard
Jumping: 6 Role: Scout

Weapons & Equipment Inventory (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
2 Small Laser LT 1 3 - 1 2 3
2 Small Pulse Laser RA 2 3 - 1 2 3
2 Small Laser LL 1 3 - 1 2 3

\ BV: 346

\

@&

Armor Factor - 36
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i Effects
1. Small Laser Gyl‘D H!tS oo 1. Ferro-Fibrous Lg‘é]el*Shutdown 5.1 Gl
2. Ferro-Fibrous Sensor Hits OO 2. Ferro-Fibrous 28  Ammo Bxp. avoid on 8+ ingle
46 3. Ferr‘D—Fibmus Life Suppgpt o 46 3. Ferro-Fibrous 26  Shutdown, avoid on 10+ 8
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. 19 Ammo Exp. avoid on 4+ O
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2. Upper Leg Actuator CH.[HL s.[ 2. Upper Leg Actuator 15 -3 Movement Points O
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