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Battle Value: 594

Weapon Value: 213 /213
Cost, C-Bills: 2,400,840
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Total Armor

'MEcH DaTA

Tyee: Javelin JVN-10N
mass: 30 tons
Movement Points:
Walking: @
Running: 9
Jumping: @

Tech, Config. & Level:

Inner Sphere
Biped 'Mech
Level 1/3025

Weapons Inventory: (hexes)
Qty Type Loc HtDmg Min ShtMed Lng

1 SRM 6 RT

4 2/hit - 3 6 9

1 SRM 6 LT 4 2/hit - 3 6 9

Ammo Type: Rounds: BvV2:
SRM 6 30 61

Total Heat Sinks: 10 Single
0000000000
Auto Eject:

|:| Operational

Weapon Heat:
[ pisabled (8)

WaRRior Data

Name:

Gunnery Skill: Piloting Skill:

Hits Taken 4

Consciousness # 10

HEAT SCALE

** Avoid Inferno explosion on..
Shutdown

Ammo Explosion, avoid on 8+ (** 12+)

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

Ammo Explosion, avoid on 6+ (** 10+)
Shutdown, avoid on 8+

-4 Movement Points

Ammo Explosion, avoid on 4+ (** 8+)
Shutdown, avoid on 6+

+3 Modifier to Fire

-3 Movement Points

Shutdown, avoid on 4+ (** 6+)

+2 Modifier to Fire

-2 Movement Points (** 4+)

+1 Modifier to Fire

-1 Movement Point

Printed by FEAVYRIETAL P30. Copyright © 2009 RCW Enterprises. BattleTech®, 'Mech® and BattleMech® are trademarks of WizKids, Inc.
Permission to photocopy for personal use.



