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Marauder MAD-3R Tonnage: 75
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Weapons Inventory
Type Location Heat  Damage  Min. Short Med. Long
1 Autocannon/5 1 5 3 6
1 Medium Laser 3 5
1 Medium Laser 3 5
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1PPC 10 10
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LRM Status [ standard [J Hot-Loaded

Auto Eiect [ operational [ Disabled
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18 Leg leg 18 Diagram Internal Structure Diagram
Name:
[: '[' ] H’[‘ T h] & Gunnery Skill: Piloting Skill:
Left Arm [1tcal nit fabie Right Arm — 5T5
1. Shoulder 1. Shoulder ConstioisnessiE 5 7
2. Upper Arm Actuator 2. Upper Arm Actuator
3. Lower Arm Actuator H d 3. Lower Arm Actuator
1'3 4. Medium Laser ea 1-3 4. Medium Laser Name:
5. PPC 1. Life Support 5.PPC Gunnery Skill: Piloting Skill:
[6' PPC 2. Sensors |:6‘ PG Hits Taken 213
1. PPC 3. Cockpit 1. PPC . 5 B
2. Roll Again 4. Sensors 2. Roll Again Consciousness #
4 ﬁ 3. Roll Again 5. Life Support 3. Roll Again
"0 4. Roll Again 6. Roll Again 4'5 4. Roll Again T
5. Roll Again 5. Roll Again H [ 5 l
6. Roll Again Contar Tarco 6. Roll Again ea Ea E
I —
1. Engine H | 25 | -5 Movement Points | 50 | SHUTDOWN
le“ Tursu i Engine nght ansn 24 | +4 Modifier to Fire 49 | -9 Movement Points
1. Autocannon/5 Ammo(20) Engine 1. Autocannon/5 23 | Ammo Explosion, avoid on 6+ 48 | +7 Modifier to Fire
2. Roll Again 1 34 Gyro 2. Autocannon/5 22 | Shutdown, avoid on 8+ 47 | Pilot Damage, avoid on 12
3. Roll Again 5. Gyro 3. Autocannon/s L 21 | | 46 | Stukdows, mokd on 204
1_3 4. Roll Again 1- 4. Autocannon/s 20 | -4 Movement Points 45 | AMMO EXPLOSION
. ¢ ! 6. Gyro . ) 19 | Ammo Explosion, avoid on 4+ | | 44 | System Failure, avoid on 10+
5. Roll Aga!n 1. Gyro 5. Roll Aga!n 18 | Shutdown, avoid on 6+ 43 | -8 Movement Points
y 1 1o | 1 290 |
6. Roll Again 2. Engine 6. Roll Again 17 _| +3 Modifier to Fire 42 | Shutdown, avoid on 18+
1. Roll Again A_E 3. Engine 1. Roll Again 16 41§ 46 ModlfertoFire
2. Roll Again 4'6 4. Engine 2. Roll Again 15 | -3 Movement Points 40 | Ammo Explosion, avoid on 12
5 . . . 14 | Shutdown, avoid on 4+ 39 | Pilot Damage, avoid on 10+
4-5 2 sg:: 232:2 2 Sg:: 232:2 4-E i Eg:: ﬁg::: 13 | +2 Modifier to fire 38 | Shutdown, avoid on 16+
Y 5 : : p 12 37 | -7 Movement Points
5. Roll Aga!n 5. Roll Aga!n 11 36 | System Failure, avoid on 8+
6. Roll Again 6. Roll Again 10 | -2 Movement Points 35 | Ammo Explosion, avoid on 10+
i i 09 34 | Shutdown, avoid on 14+
left le Eﬂ!lllll! HI[S OOO RI ht I.E 08 | +1 Modifier to Fire 33 | +5 Modifier to Fire
ght Leg sus 2
“W" H“s OO 07 32 | Pilot Damage, avoid on 8+
1. Hip saﬂsﬂl‘ HIIS OO 1. Hip | 06 | | 31 | -6 Movement Points
2. Upper Leg Actuator Life s“wm O 2. Upper Leg Actuator | 05 | -1 Movement Points [ 30 | Shutdown, avoid on 12+
3. Lower Leg Actuator 3. Lower Leg Actuator % %
4. Foot Actuator 4. Foot Actuator oo ] 51 Auimo Explosion avokd oa B+
5. Heat Sink Battle Value 1089 5. Heat Sink o1 ] 726 | shutdown. avoid on 10+
6. Heat Sink Cost 6'635°125 6. Heat Sink o0 ] — ‘

I Battle Value2 1363 I
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