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A ARMOR DIAGRAM c
Head (D) Right Torso

CAS
Left Torso

\
00 00
THREE-LEGGED '"MECH RECORD SHEET 99 39
/ \ / fole) fole)
'MECH DATA WARRIOR DATA Jumy 69 69
Type: GTC-1T Giant Crub Pilot: 99 o9
Movement Points: Tonnage: 100 Gunnery Skill: ___ Piloting Skill: ___ 00 00
Walking:A'L Tech Base: HitsTaken[ 1 | 2 1 31 41 51 6
Running: ‘Ii Clan Consciousness#| 3 | 5| 7 [10] 11 |Dead
Jumping: 5 Inner Sphere (X]
Weapons & Equipment Inventory  (hexes) Sunner:
Qty Type Loc Ht Dmg Min Sht Med Ll‘lg Gunnery Skill: - Pi|0til‘lg Skill: -
_ ER SL o 2 5bE 0 2 4 6 HitsTaken| 1 | 2 13| 4| 5| 6
2 Streak SRM6 LT 4 2x6[C] 0 4 8 12 Consciousness#| 3 | 5 | 7 [ 10| 11 [Dead
2 Streak SRM 6 RT 4 2x6[C] 0 4 8 12 /
_ LRM-20 LA 6 Ix20[C5] O 7 14 21
— LRM-20  RA 6 Ix20[G5] 0 7 14 21 Lefc Right
__ Plasma Rifle RT 10 10+HE 0 5 1015 [Leg] [Ef(t)ll
Left Right
Torso Rear Torso Rear
Cost: BV:
\_>° LD b
/ \\ / Center Torso Rear [1_2]
Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAIV s
ea
; Head
Left Arm 1. Life Support nght Arm Left Torso ( & y
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Tripod Cockpit 2. Upper Arm Actuator
1-3 3. Lower Arm Actuator 4. IR SL 1-3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator
5. |LRM-20 6. Life Support 5. |[LRM-20
6. | LRM-20 6. |LRM-20
1. |LRM-20 Center Torso 1. |LRM-20 Left
2. |LRM-20 1. Engine 2. [LRM:-20 Arm
4.6 % Artemist IV System 2. Engine 483 Artemist 1V System | (1)
4. @LRM-206] 1-3 3 Engine 4. @LRM-20[6]
5. 4. Gyro 5.
B. 5. Gyro B.
6. Gyro
1. Gyro Left
. . L
Left Torso 2. Engine Right Torso 21
. 3. Engine . =}
1. Ingine 46, Enai 1. Engine
O] . Engine ]
2. LEngine 5. Jump Jel 2. Engine
13 2 Jump vIct 6 <@Plasma Riflc[10] 13 2 Jump vIct
5. [Streak spate —_ 5. [Streak spate ( HEAT DATA )
6. < _ Engine H!tS 000 B. palk - Heat Heat Sinks: 14*
1. |streak SRM-6 Gyro Hits O O 1. |streak SRM-6 Lol o8 1530 | 77
2. @>Streak SRM6[15 S_ensor' Hits © O N @Streak SRM6[15] 28 Ammo Exp. avoid on 8+ OOO -2
4-6 3. |Blood TTound Probe Life Support O 4-6 3. |C3i 56  Shutdown, avoid on 10+ 17
4. |Blood Hound Probe 4. 1¢3i 55  _5 Movement Points 000 -
5. |Blood TTound Probe b 5. |Plasma Rifle 24 +4 Modifier to Fire 000 L
6. Vi Tama«fge 6. |Plasma Rifle 23  Ammo Exp. avoid on 6+ Q QO 9
[:H.[Hl.qs.[ ransier 22 Shutdown, avoidon 8+ QQQO "
ey Diagram 20 -4 Movement Points 000
. 19 Ammo Exp. avoid on 4+ 7
Left Leg Center Leg Right Leg 18  Shutdown, avoid on 6+ 6
1. Hip 1. Hip 1. Hip 17 +3 Modifier to Fire 5~
2. Upper Leg Actuator 2. Upper Leg Actuator 2. Upper Leg Actuator 15 éﬁ l\/‘ljovement Fc’i0|nts4 a
3. Lower Leg Actuator 3. Lower Leg Actuator 3. Lower Leg Actuator ::g +EUIE/Igg\ilfri]érai\:lcC)”Fir‘Den * 3
4. Foot Actuator 4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points  Single D
5. |Double Heat Sink 5. |Double Heat Sink 5. |Double Heat Sink 8  +1 Modifier to Fire 2
6. IDouble Heal Sink 6. |Double Heal Sink 6. IDouble Heal Sink 5 -1 Movement Points  Double X 1
\ / \ / )
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