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BATTLETECH

'MECH RECORD SHEET

{'MECH DATA)

Type: Vulture (Mad Dog) B

ARMOR DIAGRAM
Armor Pts: 163
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WARRIOR DATA

Name:
Gunnery Skill: 2

Piloting Skill: 4

HitsTaken| 1 | 2 | 3| 4| 5| 6
Consciousness#| 3 [ 5 | 7 | 10| 11 |Dead

Movement Points: Tonnage: 60

Walking: 5 Tech Base: Clan
Running: 8 2963
Jumping: O F/XEED

Weapons & Equipment Inventory  (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng

2 Streak SRM-6 RT 2/m - 8 12

[M, C/C2/8]

1 LRM-20 LT 6 1/m - 7 14 21
w/Artemis IV FCS [M, C/S/C5/20]

3 Medium Pulse Laser RA 4 7 [P] - 4 8 12

2 ER Large Laser LA 12 10[DE] - 8 15 25

Ammunition Type Rounds

Streak SRM-6 15
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BV: 3,517 (Base: 2,284)
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