BATTLETECH

BATTLEMECH RECORD SHEET

'MECH DATA

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

Hits Taken 6

Consciousness# 10(11

Type: Archer ARC-7C
Movement Points: Tonnage: 70
Walking: 5 Tech Base: Mixed
Running: 8 Rules Level: Standard
Jumping: O Role: Missile Boat
Weapons & Equipment Inventory (hexes)

Armor Factor - 208

ARMOR DIAGRAM
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1 Targeting Computer H 0] — - - - =
2 ERMediumlaser(C) CT(R) 5 7 — 5 10 15
1 LAM20w/ AremisVFCS(C) RT 6 1/Msl — 7 14 21
1 LRM20w/ AtemisVFCS(C) LT 6 1/Msl — 7 14 21
1 ERMedium Laser(C) RA 5 7 — 5 10 15
1 ERMedium Laser(C) LA 5 7 - 5 10 15
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"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator o 29
5. ER Medium Laser (C) 6. Life Support 5. ER Medium Laser (C) ) 28~
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4. [LRM 20 [C) 4. [LRM 20 [C) /4 HEAT DATA
5. | LRM 20 (C) - - 5. | LRM 20 (C) 154
6. | LRM 20 (C) Engine Hits OO O 6. | LRM 20 (C) Heat Heat Sinks: | [72+
Gyro Hits * Effects 14128
1.LLAM 20 (C) Y ; 0o 1.LLAM 20 (C) Lg‘lsel Shutdown DOL[Jb|e] 13°
o [Artemis V FCS (C) Sensor Hits OO 2. I:Artemis V FCS (C) 28 Ammo Exp. avoid on 8+ 12
46 3. LArtemis V FCS (C) Life Suppgrt (o) 46 3. LArtemis V FCS (C) 56  Shutdown. avoid on 10+ (e]@) 11
4, Ammo (LRM 20 Artemis V) 6 (C) 4, Ammo (LRM 20 Artemis V) 6 [C) o5 -5 I\/IoverT’went Points OO
5. Ammo (LRM 20 Artemis V) 6 (C) 5. Ammo (LRM 20 Artemis V) 6 (C) 24  +4 Modifier to Fire (e]@) 1o0-
6. CASEIl 6. CASEIl 23 Ammo Exp. avoid on B+ e]@) 9
22 Shutdown,avoidon 8+ O 8+
20 -4 Movement Points O >
. 19 AmmoExp.avoidon4+ QO
Left Leg Right Leg 18 Shutdown, avoidon 6+ 8
1. Hip v 1. Hip 17 +3 Modifier to Fire O 5 *
2. Upper Leg Actuator CH.[HL s.[ 2. Upper Leg Actuator 15 -3 Movement Points O P
3. Lower Leg Actuator ‘game D labs 3. Lower Leg Actuator 14 ShUtdOW’?r avmd_on 4+
13 +2 Modifier to Fire 3
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