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Tegu MBT
Main Battle Tank
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Chassis Upgrades:
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Equipment List:
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Mech-Scale Melee Weapons:

Fire Control Units:

Sensors:

Light Weapons: Medium Weapons: _
- - Buckler: 75 @
HMG: 50@ Medium Auto Cannon: 100 @ X
] « “ o s 2] ¢ « acsive + o fon
A A assive: on front arc.
@50 ; 4 OS 7‘) ! i!k1 v 3 @60 ; 6 (:)2 )} 3 i!k1 v 8 Defence Focus: -50% hit chance on
& & R anoming melee attacks from the
ront arc.
ht ‘A,uto Cannon: 50@ a’\iy Quto Cannon: 150 @ Tt Sl 0®
@60 - YOV )%2 Vi kg e(%s HE Rounds: )(
. 7 Passive: + @ on front arc.
& @60 I6 Q3 3 331 o —
O g Defence Focus: + @ on front arc. )(
Bash:
AP Rounds:
T l aL
S0 16 Os W o Ikt £ s Elecl S BE) (O @ O Aok g
Launcher Weapons: @75 @ O1 %6 31 o Sweep:
Rapid Rocket Pod: 75 @ Rotary Auto Cannon: 100@ Q @75 E 01 $||5 i!k1 5‘%5
Ve , < a\;)(/ Spike: 100 @ V4
- VA 2
Q60 4 Qs 32 e £ @60 5 O e sfer 45 O @ O1 % k2 £
“ & & d ol o '\w
Heavy Rocket Pod: 125 @
Ve ag/Cannon: 150 @
60 24 Qs 4 k1 &0 2] ¢
‘5, O3 3¢ 3 % @70 33 Q2843 £ o
LN
Gun-Launchers: Large Cannons: Indirect Fire:
Type D Gun-Launcher: 300 @ | | TyPe R Gun-Launcher: 300 @ SB-120 Tank Gun: 300@ | |Mk1-ELancer Cannon: 250 @ Light Mortar: 100 @
S & S S E e /
HESH Rounds: Canister Rounds: APDS Rounds: AP Rounds: F:ou:c: ¢
©60 5 Q1 Yrodles L s|| [|[{@75 T3 O1 Ko k2 &2 @70 J8 Q1 K ez Los|| [|[@75 1001 K5 k2 £ @0 36 O1 e s Lo
T A& B v o
» O &
ESD Rounds: ATGM: HE Rounds: HE Rounds: Smoke Rounds:
S0 3501 3 23k 5| |[@ 2 o O1 3o 3o £ o @e0 35 O1 o ez £ 15| [@ 65 T0O1 2 31 &vs S 3o O
b EE “WEE B 2N N
L L Ay (rjar':1age and still
HEAT Rounds: HESH Rounds: sublect to scatier
@60 15 Q1 %12{!}3 e{i—zo @60 15 O b4 2 {!kz :%15 Minimum Range: 3
“ “% &2 & Heavy Mortar: 300 @
R
HE Round:

@60 I8 O1 38 3les &2
% D ja
Smoke Rounds:

Place a cloud of smoke
-@- 60 g 8 01 with the given blast
% &

radius. Does no
damage and still
subject to scatter.

Minimum Range: 4

Defensive Utilities:

Basic FCS Extension:
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Passive: Ranged attacks gain +5% [accuracy]@ .
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Mech Mobility Enhancement:
Jump jets:
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As part of a move action, ignore impassable and rough

terrain. The move must end on a hex the mech could
occupy.

This ability is visible in the fog of war.

Drones:

Skate System:
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At the beginning of your turn declare if you are using
the skate system. If so gain [+1 movement] and
change your movement type to [tracked] &&-.
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Does not stack with jump jets

Armour:
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Drone Controller:
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Can have one small drone docked.
% ou B

Passive: Enables drone command. Can command one active drone per controller.
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Recon Drone
Eye in the sky
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Integrated Electronics:
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Stealth Modifications:
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Small: This drone can be docked with its parent unit. You may undock the drone and set its
mode as an [utility action] @) .
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Evasion: Has a chance to evade incoming attacks based on [agility] éstat.
Flyer: Cannot be targeted by melee attacks.
Modes for this drone type are:

-Loiter Mode: Will move to a designated point then lock on to an enemy target, prioritising the
largest most threatening one.

-Support Mode: Will follow an allied unit and attempt to lock-on to targets that unit attacks.

-Recall: Will attempt to return to its controller and dock with it.




