Anne Droid's notes on Mech Warrior 4: Mercenaries


Mech Warrior 4: Mercenaries (with expansion packs) has a large number of mechs and weapons. This provides a sufficient data set with which to perform some mild analysis. The game is fun and interesting, as has a fair degree of replay-ability. However, I have a few concerns.


First, the in-game "Firepower" rating is a complete waste of time for a player's use. If you don't believe me, take an Atlas, strip the weapons and armor, and give it minimum speed. Add ECM, BAP and LAMS, and then use the remaining tonnage for heat sinks. Without weapons, it has a firepower rating of 88 (out of 100). On the other hand, in mission play, firepower does seem to have some effect on your (automated) lance mates' combat effectiveness. The difference between the game's rating and the ratings I will develop later may be linked to weapon range (although not solely range) - since LRMs seem to be very highly rated by the game.


Second, the "Heat Efficiency" and "Relative Heat Efficiency" ratings are likewise disturbingly wrong. In the Atlas example, the only source of heat is movement - and it has 72 heat sinks to carry that away - yet it only has 90% relative heat efficiency. To me, 100% heat efficiency should make it impossible to overheat a mech (assuming no environmental factors). This is never the case, if your mech contains weapons that cycle faster than once per second; it is also sometimes not true with other weapon loads.


Finally, many weapons have a range beyond 1000m. A mech, even with "enhanced optics", can only see to 1000m. Without BAP, radar cannot lock-on beyond 1000m (with BAP, it's extended to 1200m). Even then, an enemy mech is a hazy outline until it gets within 800m. To me, only weapons that can lock-on have additional value beyond 800m.


Because "heat efficiency" and "firepower" are insufficient means of gauging a mech's performance, I have developed my own method of measurement. For those who have played a number of online games (especially World of Warcraft) should be familiar with the concept of Damage per Second (DPS). That is, the amount of damage a weapon (or set of weapons) can deliver each second - as an average.


My final adjudication on any mech is it's total DPS - the sum of the DPS for all weapons mounted. This is a fair measurement if the armor, speed and heat capacity between the mechs are equivalent. However, I am ignoring two main factors: weapon range (especially as compared to other weapons the mech is carrying), and one-shot capacity. The one-shot ability is of some importance for people who have a hard time targeting other mechs - with fewer opportunities to fire, this type of player needs to make the most of each one.


For weapon range, I typically follow the rule: slower mechs require longer-range weapons. Faster mechs can more easily move in on their target to use shorter-range weapons. My piloting style leads me to use the equation: 6 x (140 - mech speed) for minimum weapons range. You may find the specifics different for your style, but I believe that you will find the general concept valid in most cases. Exceptions are mostly environmental: cityscapes favor short-range weapons, while open plains may favor longer ranges.


Never underestimate the value of knowing your opponent's fighting style and preferences.  You may be able to easily overcome their strengths, and exploit their weaknesses - if you know what they are.


The limiting factors for a mech are: heat, weight, and space. Because heat can be overcome by heat sinks (at the cost of weight), it can b effectively eliminated as a factor. Weight is far more precious than space in most mechs. For that reason, I will use weight (rather than space, or a combination of weight and space) to produce a rating for each weapon.


Most other MW4 weapons evaluations that I've seen use a combination of DPS and DPT (damage per ton) in simple addition. This produces a meaningless rating of "damage per (tons + seconds)" - as if weight and time were somehow equivalent. The table below shows ranking by "DPS per Ton". Because maximum total DPS for a mech is the goal, and weight is the primary limiting factor, this is the rating that will allow players to assess a weapon's relative value.


This goal isn't as simple as it may seem. The complications are many: relating heat to weight, determining sufficient ammunition, and assigning specific values to weapon weaknesses and bonuses.


Heat, being the most important of these, has been a large focus of my experiments. To remain heat-neutral, one point of weapon heat per second requires at least 3.25 heat sinks. Some weapons seem to require more - this may indicate the possibility that a cycle timer does not begin until the weapon's graphics end - but I will use 3.25 for the list. The weight of these heat sinks is included in the "effective weight" (EW) of each weapon. Coolant pods can be used to reduce heat, but each pod only carries 5 uses (this amount cannot be increased), they use up energy weapon slots, and they must be triggered (unlike automatic heat sinks). Coolant pods do have their uses though: in a short but intense battle, they may allow you to mount more and heavier weapons. They will not however, be considered in this list. Implementing heat neutrality in a mech is wasteful, but for weapon comparison it is essential.


Ammunition is of vital importance. No one wants to be caught in the middle of a battle with their primary weapons depleted. Because we want to compare weapons on an equal footing, the weight for additional ammunition needs to be included in a weapon's EW. For this table, I used the average (rounded up) of two amounts: the volume of ammo needed to produce 600 damage points, and the amount of ammo required to fire (continuously) for 3 minutes. I would love to find a better method.


Unguided missiles (Rockets and Inner Sphere SRMs and MRMs) have a strong tendency to miss a moving target at ranges beyond 200m or so, and some ability to miss even within that range - especially against fast opponents. Because I expect you (the reader) to recognize and adapt to such weapon weaknesses, I have listed their range as 200m, and have given them only a 25% damage reduction over their guided counterparts.


If rotary auto-cannons (RACs) never jammed, they would be by far, the best weapons in the game [my opinion, anyway]. These jams are supposedly random (after a brief period of firing), and the same for each size of RAC. That has not been my experience with them: the larger ones jam more frequently, and all of them seem to jam more often when the mech is at higher heat. Jams temporarily incapacitate the weapon, so the damage listed for them has been reduced. Since this is a theoretical exercise, and the amount of jams that you encounter will vary greatly depending on your piloting style, I used a constant damage multiplier of 0.625; that is, 3 out of 8 cases where the weapon could be fired, it is jammed.


The large continuous beam laser is a special case. The cycle time is listed as zero, but since it doesn't produce infinite damage and heat instantaneously, there must be some delay (perhaps just the weapon's graphic display). I intend to investigate further but at this time, it seems that it produces heat every 0.15 seconds, but deals damage only every 0.3 seconds.


Flamers, beacons, targeters, flares, smoke and incendiaries are not included in this list, as their primary function is not damage. Applying these rules to them would show that they are much weaker weapons than they actually are. Likewise, the heat effect of SRMs, Plasmas, and other weapons with secondary heat effects has not been incorporated into this list. The more of these weapons you have on the field, the more effective they become; making a mathematic model of that condition is troublesome (and nearly impossible to compare weapons one-to-one).


You should feel free to challenge any of my assumptions, and alter the table accordingly. I think you'll find that numbers may change somewhat, but weapons with (currently) high DpS/T remain good weapons. This table is ordered by weapon range, providing the ability to evaluate the merits of the weapon with others of similar ranges. You may notice that the majority of the highest DpS/T weapons are in the shortest range-brackets.


You should already be familiar with most of the column labels. FP is the game-assigned "firepower", ApT is ammunition rounds added per ton, and ammo is the tons of ammunition added for my calculation. The DpS per ton (DpS/T) column is color coded by the resulting score (top 20 are green, bottom 40 are red). KCb is the weapon's cost, in 1000 C-Bill notes.


Even if you disagree with my opinions, I hope you'll find the information listed somewhat useful. Naturally, these lists are only intended to guide you. Your selections should be based on your skill, style, opponent, and terrain.

	Weapon
	tons
	range
	damage
	heat
	cycle
	slots
	FP
	ApT
	ammo
	KCb
	EW
	DpT
	DpS
	DpS/T

	SPL
	1
	150
	0.7
	0.4
	0.25
	1
	3
	-
	0
	123
	6.20
	0.11
	2.80
	0.452

	HMG
	3
	150
	0.75
	0
	0.3
	1
	2.25
	200
	3
	93
	6.00
	0.13
	2.50
	0.417

	HSL
	0.5
	150
	2.5
	2
	3
	1
	2.5
	-
	0
	101
	2.67
	0.94
	0.83
	0.313

	SL
	0.5
	150
	1.75
	1
	2
	1
	1.75
	-
	0
	77
	2.13
	0.82
	0.88
	0.412

	HRL
	8
	200
	15
	6
	1
	3
	5
	30
	3
	64
	30.50
	0.49
	15.00
	0.492

	RL20
	1.5
	200
	3
	1.5
	0.5
	2
	5
	20
	13
	64
	24.25
	0.12
	6.00
	0.247

	MRM40
	13
	200
	21
	3.6
	3
	3
	11
	8
	5
	448
	21.90
	0.96
	7.00
	0.320

	MRM30
	10
	200
	15.8
	3
	3
	2
	8
	12
	4
	292
	17.25
	0.91
	5.25
	0.304

	MRM20
	7
	200
	10.5
	2.4
	3
	2
	5
	18
	3
	173
	12.60
	0.83
	3.50
	0.278

	SXPL
	1.5
	200
	1.5
	1.25
	0.5
	1
	5
	-
	0
	201
	9.63
	0.16
	3.00
	0.312

	SRM6
	4
	200
	6.75
	0.8
	2
	2
	4.5
	20
	4
	274
	9.30
	0.73
	3.38
	0.363

	ERSPL
	1
	200
	0.75
	0.5
	0.25
	1
	3.75
	-
	0
	155
	7.50
	0.10
	3.00
	0.400

	MRM10
	4
	200
	5.25
	1.2
	3
	1
	2.5
	36
	2
	69
	7.30
	0.72
	1.75
	0.240

	SRM4
	3
	200
	4.5
	0.6
	2
	1
	2.75
	30
	3
	156
	6.98
	0.65
	2.25
	0.323

	SRM2
	2
	200
	2.25
	0.4
	2
	1
	1.25
	60
	2
	54
	4.65
	0.48
	1.13
	0.242

	ERSL
	0.5
	200
	2
	1.5
	2
	1
	2.5
	-
	0
	101
	2.94
	0.68
	1.00
	0.340

	CSTR6
	4
	250
	9
	1.2
	3
	2
	9.5
	20
	3
	435
	8.30
	1.08
	3.00
	0.361

	CSTR4
	3
	250
	6
	0.9
	3
	1
	6.25
	30
	2
	250
	5.98
	1.00
	2.00
	0.335

	CSTR2
	2
	250
	3
	0.6
	3
	1
	2.75
	60
	2
	88
	4.65
	0.65
	1.00
	0.215

	AL
	5
	300
	20
	19
	6
	3
	11.5
	-
	0
	837
	15.29
	1.31
	3.33
	0.218

	MPL
	2
	300
	1.5
	1
	0.5
	1
	4.5
	-
	0
	187
	8.50
	0.18
	3.00
	0.353

	HML
	1
	300
	6
	5
	4
	2
	3.5
	-
	0
	255
	5.06
	1.19
	1.50
	0.296

	ML
	1
	300
	2.5
	1.75
	3
	1
	2.75
	-
	0
	116
	2.90
	0.86
	0.83
	0.288

	UAC20
	18
	350
	36
	3
	5.3
	3
	19.25
	10
	2
	933
	21.84
	1.65
	6.79
	0.311

	CUAC20
	16
	350
	36
	3
	6
	3
	19.25
	10
	2
	582
	19.63
	1.83
	6.00
	0.306

	LBX20
	15
	350
	28
	2
	5
	3
	18
	20
	1
	908
	17.30
	1.62
	5.60
	0.324

	CLBX20
	12
	350
	28
	2
	6
	3
	18
	20
	1
	1135
	14.08
	1.99
	4.67
	0.331

	CRAC20
	14
	400
	5
	1
	0.75
	3
	17.5
	30
	5
	720
	23.33
	0.21
	6.67
	0.286

	AC20
	15
	400
	20
	2
	5
	3
	18
	20
	1
	437
	17.30
	1.16
	4.00
	0.231

	ERMPL
	2
	400
	1.75
	1.75
	0.5
	1
	5.25
	-
	0
	219
	13.38
	0.13
	3.50
	0.262

	MXPL
	2.5
	400
	2.75
	2.75
	1
	1
	7.75
	-
	0
	312
	11.44
	0.24
	2.75
	0.240

	MG
	1.5
	400
	0.38
	0
	0.3
	1
	2
	300
	3
	59
	4.50
	0.08
	1.27
	0.281

	ERML
	1
	400
	3
	3
	3
	1
	3.5
	-
	0
	150
	4.25
	0.71
	1.00
	0.235

	CMG
	2
	400
	0.5
	0
	0.3
	1
	2.25
	400
	2
	77
	4.00
	0.13
	1.67
	0.417

	LBX10
	12
	450
	14
	1
	3.3
	2
	10.5
	36
	1
	425
	13.98
	1.00
	4.24
	0.303

	CLBX10
	10
	450
	14
	1
	4
	2
	10.5
	36
	1
	510
	11.81
	1.19
	3.50
	0.296

	HVAC20
	17
	500
	24
	3
	6
	4
	13
	15
	1
	437
	19.63
	1.22
	4.00
	0.204

	CSMRM40
	13
	500
	28
	4.8
	5
	3
	26.25
	8
	3
	805
	19.12
	1.46
	5.60
	0.293

	UAC10
	15
	500
	18
	1.5
	3.5
	2
	12.5
	18
	2
	473
	18.39
	0.98
	5.14
	0.280

	CUAC10
	13
	500
	18
	1.5
	4
	2
	12.5
	18
	2
	194
	16.22
	1.11
	4.50
	0.277

	HLL
	4
	500
	16
	18
	5
	3
	12
	-
	0
	837
	15.70
	1.02
	3.20
	0.204

	CSMRM30
	10
	500
	21
	4
	5
	2
	19
	12
	2
	525
	14.60
	1.44
	4.20
	0.288

	CSMRM20
	7
	500
	14
	3.2
	5
	2
	12.5
	18
	2
	312
	11.08
	1.26
	2.80
	0.253

	CSMRM10
	4
	500
	7
	1.6
	5
	1
	6.25
	36
	1
	125
	6.04
	1.16
	1.40
	0.232

	CRAC10
	12
	550
	2.81
	0.5
	0.5
	2
	17.5
	60
	4
	520
	19.25
	0.15
	5.63
	0.292

	RAC5
	10
	550
	1.56
	0.25
	0.3
	2
	7.75
	100
	4
	514
	16.71
	0.09
	5.21
	0.312

	Plasma
	10
	600
	30
	28
	8
	4
	13
	-
	0
	959
	21.38
	1.40
	3.75
	0.175

	H Gauss
	18
	600
	29
	2
	8
	4
	20.5
	16
	1
	658
	19.81
	1.46
	3.63
	0.183

	AC10
	12
	600
	10
	1
	3
	2
	10.5
	36
	1
	291
	14.08
	0.71
	3.33
	0.237

	LAC5
	7
	600
	2.5
	0.25
	1
	1
	3.75
	120
	1
	92
	8.81
	0.28
	2.50
	0.284

	LMG
	1
	600
	0.3
	0
	0.3
	1
	2.25
	600
	2
	40
	3.00
	0.10
	1.00
	0.333

	LPL
	7
	650
	4.5
	3.6
	0.75
	2
	15.5
	-
	0
	629
	22.60
	0.20
	6.00
	0.265

	ATM12M
	8
	650
	24
	3.6
	6
	2
	16
	12
	2
	579
	11.95
	2.01
	4.00
	0.335

	LL
	5
	650
	7.5
	6
	5
	2
	10.5
	-
	0
	438
	8.90
	0.84
	1.50
	0.169

	ATM6M
	4.5
	650
	12
	2.4
	6
	1
	7.75
	24
	1
	237
	6.80
	1.76
	2.00
	0.294

	LXPL
	5
	700
	5.75
	6.33
	1.5
	2
	13.5
	-
	0
	545
	18.72
	0.31
	3.83
	0.205

	LBX5
	8
	700
	7
	0.5
	2.6
	1
	10.75
	72
	1
	326
	9.63
	0.73
	2.69
	0.280

	CLBX5
	7
	700
	7
	0.5
	3
	1
	10.75
	72
	1
	365
	8.54
	0.82
	2.33
	0.273

	UAC5
	10
	750
	5
	0.3
	1.2
	1
	5.25
	60
	2
	142
	12.81
	0.39
	4.17
	0.325

	CUAC5
	8
	750
	5
	0.3
	1.5
	1
	5.25
	60
	1
	194
	9.65
	0.52
	3.33
	0.345

	ERLPL
	6
	800
	4.5
	5.4
	0.75
	2
	19.25
	-
	0
	772
	29.40
	0.15
	6.00
	0.204

	Gauss
	16
	800
	18
	1
	6
	3
	17.5
	24
	1
	439
	17.54
	1.03
	3.00
	0.171

	HVAC10
	14
	800
	12
	1.5
	4
	3
	10.5
	24
	1
	349
	16.22
	0.74
	3.00
	0.185

	C Gauss
	13
	800
	18
	1
	7
	3
	17.5
	24
	1
	540
	14.46
	1.24
	2.57
	0.178

	ERLL
	4
	800
	7.5
	9
	5
	2
	12.25
	-
	0
	492
	9.85
	0.76
	1.50
	0.152

	AC5
	8
	800
	2.5
	0.25
	1
	1
	3.75
	120
	1
	92
	9.81
	0.25
	2.50
	0.255

	LAC2
	5
	800
	1.25
	0.15
	0.75
	1
	5.75
	240
	1
	79
	6.65
	0.19
	1.67
	0.251

	PPCX
	8
	850
	18
	16.5
	8
	4
	7.75
	-
	0
	490
	14.70
	1.22
	2.25
	0.153

	PPC
	7
	850
	12
	11
	6
	3
	7.75
	-
	0
	357
	12.96
	0.93
	2.00
	0.154

	PPCX2
	8
	875
	12
	12
	3
	4
	7.75
	-
	0
	490
	21.00
	0.57
	4.00
	0.190

	LPPC
	5
	875
	8
	8
	6
	2
	7.75
	-
	0
	306
	9.33
	0.86
	1.33
	0.143

	LCBL
	6
	900
	1.5
	1.1
	0.25
	2
	13.5
	-
	0
	625
	20.30
	0.07
	6.00
	0.296

	RAC2
	8
	900
	1.16
	0.15
	0.25
	2
	8.75
	120
	5
	334
	14.95
	0.08
	4.63
	0.309

	ERPPC
	6
	925
	15
	15
	8
	3
	10.5
	-
	0
	653
	12.09
	1.24
	1.88
	0.155

	C Rail
	28
	1000
	56
	10
	10
	7
	17.5
	10
	1
	700
	32.25
	1.74
	5.60
	0.174

	LRM20
	8
	1000
	16
	2.4
	5
	2
	17.75
	12
	3
	345
	12.56
	1.27
	3.20
	0.255

	HVAC5
	9
	1000
	4
	0.3
	1.5
	2
	3.75
	60
	2
	110
	11.65
	0.34
	2.67
	0.229

	Mini-Gauss
	9
	1000
	8
	0.5
	6
	1
	7.5
	45
	1
	310
	10.27
	0.78
	1.33
	0.130

	CLRM20
	6
	1000
	16
	3.6
	6
	2
	16.25
	12
	2
	579
	9.95
	1.61
	2.67
	0.268

	UAC2
	8
	1000
	2.5
	0.2
	0.75
	1
	5.25
	120
	1
	95
	9.87
	0.25
	3.33
	0.338

	LRM15
	6
	1000
	12
	2
	5
	2
	13
	18
	2
	260
	9.30
	1.29
	2.40
	0.258

	CLRM15
	4.5
	1000
	12
	3
	6
	2
	12
	18
	2
	427
	8.13
	1.48
	2.00
	0.246

	CUAC2
	6
	1000
	2.5
	0.2
	1
	1
	5.25
	120
	1
	126
	7.65
	0.33
	2.50
	0.327

	LRM10
	4.5
	1000
	8
	1.6
	5
	1
	8.25
	24
	2
	148
	7.54
	1.06
	1.60
	0.212

	CLRM10
	3.5
	1000
	8
	2.4
	6
	1
	7.75
	24
	2
	237
	6.80
	1.18
	1.33
	0.196

	LRM5
	2.5
	1000
	4
	0.8
	5
	1
	4
	48
	2
	74
	5.02
	0.80
	0.80
	0.159

	CLRM5
	2
	1000
	4
	1.2
	6
	1
	3.75
	48
	2
	104
	4.65
	0.86
	0.67
	0.143

	A4C
	18
	1200
	32
	7
	6
	3
	33.75
	15
	1
	1051
	22.79
	1.40
	5.33
	0.234

	A4+A
	15
	1200
	28
	4
	6
	4
	30
	15
	1
	1400
	18.17
	1.54
	4.67
	0.257

	A4T
	14
	1200
	28
	4
	6
	3
	28.75
	15
	1
	1011
	17.17
	1.63
	4.67
	0.272

	L Gauss
	13
	1200
	12
	0.8
	6
	2
	15.25
	30
	1
	379
	14.43
	0.83
	2.00
	0.139

	TLRM20
	10
	1200
	20
	5
	7
	2
	17.75
	12
	2
	345
	14.32
	1.40
	2.86
	0.200

	LRM20+A
	9
	1200
	20
	2.4
	5
	3
	17.75
	12
	2
	345
	12.56
	1.59
	4.00
	0.318

	ATM12E
	8
	1200
	18
	3.6
	6
	2
	16.25
	12
	2
	579
	11.95
	1.51
	3.00
	0.251

	HVAC2
	7
	1200
	2
	0.2
	1
	1
	3.75
	240
	1
	110
	8.65
	0.23
	2.00
	0.231

	ATM6E
	4.5
	1200
	9
	2.4
	6
	1
	7.75
	24
	2
	237
	7.80
	1.15
	1.50
	0.192

	LRM10+A
	5.5
	1200
	10
	1.6
	5
	2
	8.25
	24
	1
	148
	7.54
	1.33
	2.00
	0.265

	HEAP-AGL
	15
	1250
	16
	8
	4
	3
	12
	3
	13
	489
	34.50
	0.46
	4.00
	0.116

	Long Tom
	20
	2000
	35
	18
	7
	3
	12
	18
	1
	489
	29.36
	1.19
	5.00
	0.170

	Weapon
	tons
	range
	damage
	heat
	cycle
	slots
	FP
	ApT
	ammo
	KCb
	EW
	DpT
	DpS
	DpS/T



As a reference, I have included a list of mechs, along with their vial statistics. MCb is the cost of the mech (in millions) without weapons. "IS" is the type of internal structure (blank for standard, E for endo-steel). The "options" are: E (ECM), B (Beagle Active Probe), J (tons for jump jets), L (Laser Anti-missile System), O (enhanced optics), I (IFF jammer), and G (tons for advanced gyro).


Acceleration would make sense if it were KpH per second. However, it seems to happen about 10 times faster. Deceleration is the same; making these statistics appear somewhat unimportant. Twist is rotation in degrees to either side of center (so 180 is full circular rotation). Twist speed is actually listed in the expected units of degrees per second. Elevation is the number of degrees above or below horizontal at which the mech may aim (note that many of the steeper hills on the default maps are 40 degree slopes). Turn rate seems to be a ratio of angular deflection to forward motion - that is, a higher turn rate means a smaller turn radius, regardless of forward speed. However, the exact calculation eludes me, since it's not linear - a mech with a turn rate of 1.0 does not make a circle twice as fast as a mech with a turn rate of 0.5, at any speed.


In making his list, I noticed a few omissions that would round out the available mech types. Below are listed the properties I would expect them to have.

· 100 ton support mech 

· While the Diashi could be used in a missile-heavy configuration, it leaves the inner sphere without a super-heavy artillery mech.
· Inner sphere tech with endo-steel structure.
· Slots: 6 energy (2LA, 2RA, 2CT), 12 missile (4 LT, 4RT, 4R1), and 2 Ballistic (1LA, 1RA)

· Probably on the slow side for speed (41/71?)

· ECM, BAP, and Optics available

· 95 ton energy mech (the Banshee is a good example)

· No 95-ton mech in the game has endo-steel, and there are only three 95-ton mechs.

· Inner sphere tech with endo-steel structure.

· Slots: 15 energy (1H, 4LA, 4RA, 4RT, 2R1), 4 ballistic (4LT), 2 missile (2CT)

· Fast-ish (for an assault), perhaps 53/93

· LAMS available, 120 degree twist

· 55 ton specialist mech

· Most 55-ton mechs have little flexibility to avoid being generalists.

· Clan tech, with endo-steel structure.

· Slots: 2 Ballistic (2CT), 2 Energy (1LT, 1RT), 8 Omni (4LA, 4RA) "replaceable arms"

· Likely to be slow for a medium (60/96?)

· ECM, BAP, LAMS available, maybe IFF jammer too

· 40 ton long-range mech (Arctic Wolf, from clan mech pack, may fill this role)

· There are only three mechs of 40-ton weight. Most are defaulted to short-range, where they can be easily destroyed by other mechs in their weight class.

· Clan tech, with standard structure.

· Slots: 4 energy (2LT, 2RT), 1 Omni (1CT), 4 ammo-type [B+M] (2LA, 2RA)

· Slow speed for its size (76/101)

· Optics, ECM and BAP available

· 20 ton sniper mech (perhaps the clan Thorn)

· There are only three 20-ton mechs, and none have endo-steel. While it's rare to see these on the battlefield at all, there should be more available.

· Clan tech, with endo-steel structure.

· Slots: 4 energy (2LT, 2RT), 3 ammo-type [B+M] (3CT)

· Slow for its size (90/122?)

· ECM, IFF jammer, jump jets and optics available.


This list is organized by mech weight, which should allow more simplified comparisons than the alphabetic organization available in the game. This list is very large; you can cut out the two pages, and paste them together for a more continuous appearance.
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Marauder 2 100 E x 60 % x20[12 7 0 4 0 0 023 dele dele 1elbe leibe 2be  7b [1400 [ 450 870 [750[ 450 7.00 0.35 80 40 30 66.3[S3.0
Atlas 100 x| x X x20(11 6 6 0 0 0 0|23 4e2b e e 2m 2m 2 2m 4b 1185 450 750 (750 | 438 656 035 80 SO 30 66.3|52.0
warlord 100 6.0 9 0 6 8 0 0 023 e e e 3m 3m 2be 3be 3be |11.85| 450 75.0 [750| 438 656 035 80 S0 30 66.3|52.0
Daishi 100 X 206 6 2 0 0 0 B[22 3e20 3e20 3b 3b 40 2m 1170 [ 410 710 [750| 406 6.09 035 80 SO 30 70.3|53.0
Fafnir 100 X X 20(14 8 0 0 0 0 022 e e 4b2e | 4b2e  2e 1110 [ 43.0 73.0 [750| 3.00 500 030 80 SO 30 65.3|54.0
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Behemoth 2 100 x |60 x x 0 7 0 2 0 0 0|19 Se Se 2eb b 1400 (410 710 (750 | 200 250 026 80 30 30 67.3|53.0
Warthog 95 % XX 20(10 6 4 0 0 0 0|20 3b3e 3b3e 2m 2m 2e 2e | 1150 | 60.0 95.0 666 | 450 7.00 044 80 SO 30 617|510
Hauptman 95 % 20(s 5 3 0 0 0 6|19 30 30 1 3e 3m 2e b 1205 [ 46.0 76.0 [666 | 406 600 044 80 SO 30 60.7|52.0
Gladiator 95 X 6.0 8 3 0 3 0 0 4|18 40 3e3eb 28 3b3e 1170 | 45.0 810 | 666 | 16.43 24.64 044 90 SO 30 64.7(49.0
Mad CatMk2 90 E % 60 x 2 2 6 6 0 0 4|20 3eb 3eb 2b20 | 2b20 3m  3m | 1205 |48.0 880 (525|560 839 039 80 SO 30 65.0/54.0
Blood Asp 90 x % % 8 6 2 0 0 0 4|2 3e2o0 3e2o0 1e 1e 2m 3b 3b [ 1100 [ 46.0 88.0 (525|600 800 035 180 45 30 65.0(54.0
Mauler 90 X X 206 6 6 0 0 0 0|18 3e 3e 3b 3b 3m  3m | 1120 | 550 850 (524|575 863 044 80 S0 30 58.0|525
Sunder 90 E | x X 0 0 3 0 0 0 4|17 40 e 3e 3e 3m 1090 | 55.0 89.8 [525| 575 863 035 120 S0 40 57.0(54.0
Cyclops 90 x % % ¥ 2005 7 5 0 0 0 0|17 3b 3e 3m b 2m 2e 1195 [ 550 89.8 [525| 575 863 039 80 S0 30 57.0(53.5
Supernova %0 60 x % 00 0 00 0|15 s e 2 2 | 1100|450 750 |s20| 406 609 035 G0 % 3 10|25
Deimos 85 X x| x 6 6 6 4 0 0 0|22 |2h2e2be 2b2ezhe 1ble 1ble 3m  3m 1170 | 60.0 95.0 [510| 700 946 0.39 100 SO 40 65.3|50.0
Stalker 85 X X 208 4 6 0 0 4 0|22 e e 2bm | 2bm b 3m  3m | 1180 | 53.0 98.0 [510| 606 809 035 100 S0 30 64.3|50.0
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Battlemaster 85 X 20(8 4 3 4 0 0 0|19 2 2 2b 2b e 3m  4be | 995 | 650 950 (501|500 7.00 044 135 60 30 57.3|48.0
Longbow 85 % % 4 0 14 0 0 0 0f18 4m 4m 3m2e | 3m2e 1045 | 57.0 93.0 [507 | 475 863 044 B0 SO 30 54.3[48.0
Templar 85 % 5.0 x 2004 4 2 0 0 0 6|16 2e30 2e30 2b | 2m2b 1170 | 64.0 94.0 [501| 941 15.11 044 100 60 30 54.3[48.0
Talos 80 X 4.0 % 20[0 10 4 4 0 0 0| 18 | 2hzbe 2h2be 3b 3b 2m  2m | 1020 | 60.0 90.0 [483 | 575 827 044 120 S0 30 54.7|48.0
victor 80 X 4.0 % 207 7 4 0 0 0 0|18 3b3e b 2m2e  2m2e 1060 | 620 920 [483 | 841 1361 044 100 S0 30 54.7|47.0
Awesome 80 X X 20(10 0 4 0 3 0 0|17 3bm e 3e 3e | 2m2m 9.50 [ 65.0 900 |480| 7.41 1111 0.44 80 60 30 53.7(47.0
Canis 80 E 40 x x 0 6 0 0 0 0 0|16 Se Se 3b 3b 1100 [ 61.2 912 [483 | 641 10.61 044 105 55 30 57.7|49.0
Gargoyle 80 E |x % 2004 4 2 0 0 0 6|16 1m3o 1m3o 2b2e | 2h2e 1160 | 61.2 962 [480 [ 11.81 17.71 041 135 70 40 57.7(49.0
Thug 80 % % % 8 0 6 0 0 0 0|14 de de 3m 3m 1000 | 65.0 90.0 [483| 741 1111 044 80 60 30 50.7|510
Black Knight | 75 ® x40 11 2 0 6 0 0 0] 19 | 2b3be 2e3ch 18 3e 3e 1070 [ 63.0 99.0 [432] 741 11.10 044 120 90 30 51.0(45.0
Orion 2 75 X x| x 15/8 4 4 3 0 0 0] 19 3be e 2 2 4m 4b | 9.10 | 61.2 103.2[462 | 641 10.61 044 135 45 40 54.0(425
MadCat 75 E X x| x 4 0 6 4 0 0 4|18 e 4eb 20 20 3m  3m | 985 | 650 950 [435| 764 1146 052 100 60 30 58.0|44.0
Vulture2 75 E | x x| x 6 3 4 2 0 0 3|18 3b 30 2m2e  2m2e 2be  2e | 1005 |59.0 973 [432| 7.64 1146 0.52 180 45 30 58.0(445
Marauder 75 E X 12 4 0 0 0 0 0|16 e e 2 b 2e | 970 | 650 95.0 (435|630 10.23 052 100 60 30 51.0(43.0
wildcat 75 E | x 4.0 % 15|10 6 0 0O 0 0 O] 16 3e 3e 2 2 6b 09.00 [ 65.0 950 |432| 7.64 1146 0.52 100 60 30 57.0{445
ThanatosXT 75 E | x X X 6 6 0 2 0 0 0|14 3b2e 3b2e 2 2be 9.20 [ 63.0 990 (432|575 827 0.44 180 70 30 49.0{43.0
Thanatos 75 E | x 4.0 % X 4 4 3 2 0 0 0|13 4b2e 3m 2 2be 9.85 [ 63.0 990 (432|575 827 0.44 180 70 30 48.0{43.0
Grizzly 70 % 4.0 x 0 5 4 0 0 0 0fu19 e Sb 4m 2e 9.85 [ 57.6 926 |450|11.81 17.71 0.44 135 45 40 55.3(39.0
Bowman 70 x| x x| x 2 2 8 5 0 0 0|17 |2b2e2be 4m 3be  4m | 9.85 | 57.6 926 |450|11.81 17.71 0.44 135 45 40 55.3(39.0
Novacat 70 E X 15/8 0 0 0 4 0 4|16 3edo 3edbm 2 B8.95 | 66.0 108.0|418| 9.78 1467 0.44 100 60 40 54.3[40.0
E 40 x x 15/8 8 0 0 0 0 0] 16 2h2e 2h2e 2 2 b 1000 | 57.6 926 [435[11.81 17.71 052 80 70 S0 54.3[40.5
x| x X 4 0 10 2 0 0 0|16 2 2 sm sm 2eb 9.15 | 65.0 100.0|420| 9.41 1311 0.54 120 S5 40 49.3(39.0
Avatar 70 x40 x 15|55 3 4 1 0 0 3|16 30 3b3e 2m 2m 2elbe 1005 | 63.6 1057[435| 941 13.11 044 120 70 S0 49.3|38.5
warhammer 70 X X X 0 4 2 0 0 0 0|16 e e 2ble  2ble 2m B8.55 | 65.0 101.7|420| 9.41 1023 0.44 120 55 40 49.3(410
Black Heart 70 X X ®x15/2 6 0 0 6 0 0|14 3b 3b 1e2em le2em 2bm 1030 | 61.2 103.3[420 [ 12.00 18.00 0.54 140 70 40 48.3(42.0
Thor 70 X 40 x x 2 2 2 0 0 0 6|12 30 30 1o 2h2e 2m 1060 | 61.0 103.0(420 | 11.81 17.71 044 180 45 40 51.3|37.0
Catapult 65 E ® 40 x 15|(8 0 8 0 0 0 0|16 4m 4m 2e 2e | 2ee 8.15 | 62.0 103.0|388| 9.22 1383 0.49 100 60 40 47.7(37.0
Katapult 65 E ® 40 x 15|10 6 0 0 0 0 O 16 1b3e 1b3e 2e 2e | 2b2bh 8.15 | 62.0 103.0|388| 9.22 1383 0.49 100 60 40 47.7(37.0
Loki 65 x| x X 3 4 2 1 0 0 6|16 2b30 2h3e lelbe 2e 2m 1015 | 69.0 117.9(390 [ 12.99 10.48 0.52 140 60 40 52.7|34.5
Tenchi 65 X 4.0 4 6 0 0 0 0 3|13 2h2e 2h2e 2be 30 | 9.25 | 73.0 1151(390|14.74 2061 0.73 140 70 30 44.7(320
Argus XT 65 E % % 2 6 0 4 0 0 O[22 3ble 3ble 2be  2he 835 [ 73.0 930 |388|1181 1771 0.79 120 70 40 38.7(325
Vulture 60 X x| x 6 0 8 0 0 0 2|16 3e 3e 4m 4m 20 7.95 | 65.0 100.0|372| 7.87 1181 0.52 180 45 50 51.0{34.0
Ares 60 x40 X 6 4 3 0 0 0 2|15 2h3e 2h3e 3m 20 | 935 | 73.0 1150330 (1574 23.61 079 140 70 40 50.0|33.5
Yeaman 60 xx 40w o 00 0|1 1o 1 ERE T 800 | 570 20|37 | 475 665 052 140 B 3 44035
Vulture C 60 X x| x 0 6 4 3 0 0 0|13 3b 3b 2m 2m 1lbe  1be 1be | 7.95 [ 65.0 100.0|370| 7.87 1181 0.52 180 90 80 47.0{34.0
Argus 60 E 05 3 4 0 0 0f22 3m Sb 2be  2he 7.40 | 73.0 930 |372|1181 1771 0.79 120 70 40 37.0{335
Rifleman 60 E [x  x % % 5 0 0 4 0 0 0| 12| 3ezbe 3ezbe 1ele 830 | 64.0 104.0[357 1181 17.71 0.52 180 110 90 42.0{36.0
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Privateer 55 % % 3 4 4 0 0 2 0|13 1bibm 1bibm 2bze 1e 4m 7.00 [ 640 105.9(333| 575 827 087 135 75 30 423|315
Ryoken 55 E 3.0 X 4 0 4 0 0 0 4|12 2820 2820 2m 2m 735 | 64.0 105.9(333|1574 2361 079 140 90 40 45.3|315
Rabid Coyote 55 % % 10(4 4 4 0 0 0 0] 12 2be 2bze 4m 7.00 [ 640 105.9(333| 575 827 087 135 75 30 43.3(315
Bushwacker 55 % ¥ 10[2 S 5 0 0 0 0|12 3m 3b 2b2e  2m 790 | 64.0 105.9(333|1574 2361 079 120 70 40 40.3|315
Shadow Hawk 55 % 30 x % 7 3 2 0 0 0 0|12 3e 1b2e 1e 1e 2m 2h 7.00 | 64.0 112.9(333|17.59 26,39 0.79 140 70 40 40.3|315
Black Lanner 55 E | x X% 2 0 4 0 0 0 S| 11 2e20 30 2m 2m | 855 | 73.0 1149|333 [13.74 2361 079 180 70 40 443|315
Uziel SO E 30 x 8 4 3 0 0 0 0|15 3e 3e 2h 2h 2e 3m | 6,85 | 83.0 107.0(303| 7.78 11.67 0.91 120 70 40 417|285
Hunchback 2 50 E 3.0 6 6 0 0 0 0 0|12 2e 2e 1e 1e 3b 3b 675 | 60.0 960 [303| 7.78 11.67 0.87 120 80 SO 43.7|27.5
Black Jack 2 S0 30 x % 0 0 4 6 0 0 2|12 3be 3be 2mio  2mlo 790 [ 650 101.1(315| 7.41 11.11 087 180 70 80 38.7|28.5
Black Hawk 50 30 x 6 0 0 2 0 0 4|12 3ole 1o3e lelbe leibe| 7.45 | 828 118.9|315|13.74 2061 1.05 60 70 40 43.7[29.5
Crab SO % i2 0 0 0 0 0 O0f4i%2 48 48 2e 1ele 655 | 84.6 104.6(303| 9.78 1467 087 135 75 30 38.7|29.5
Trebuchet S0 3.0 6 0 S 0 0 0 0|21 2e 2e2e 3m 2m 675 | 80.0 106.1(303| 7.78 11.67 0.87 120 80 SO 37.7|26.5
Ursus S0 % X% 6 0 2 0 0 3 0|11 3bm 4e 2m 1e 1e 675 | 80.0 106.1|303|19.00 2500 0.87 120 80 SO 42.7|29.5
Centurian S0 % 0 3 3 4 0 0 0|10 2be 3b 1be 1be 3m 675 | 70.8 1009|360 | 7.78 11.67 0.87 120 80 SO 36.7|24.5
Hell Hound 50 % 30 x 0|2 2 2 4 0 0 0|10 2be 2be 2bze  2m 7.80 [ 80.0 116.1[315|3472 5208 1.22 120 70 40 41.7|29.0
Assassin 45 E | x 30 x % 2 0 6 4 0 0 0|12 2eb 2eb 2mie 2mile 2m S.60 | 84.6 133.5(273 | 1686 2479 1.40 180 90 SO 37.0{24.0
Gesu 45 E |x X% 10|{0 4 4 4 0 0 O 12 2h 2h 2be 2be 2m 2m | 7.20 | 90.0 1321|273 |26.00 40.00 1.05 180 90 S0 42.0(265
Hollander 2 45  E 106 4 0 0 2 0 O 12 2e 2e 2bm lele  4b S.60 | 73.4 101.3|273| 575 827 105 180 75 SO 37.0{26.0
Shadowcat 45 E 30 % x 4 2 3 0 0 0 3|12 30 2e 3m  2h2e 680 | 77.0 112.0(273|17.96 26,94 1.13 120 70 SO 42.0{26.0
Hell Spawn 45 E | x 30 x X 11 5 4 0 0 0| 1f 2be 2be 3m 1ible 2m 660 [ 820 112.1[273|17.59 2639 1.05 120 70 SO 36.0{26.0
Chimera 40 E 30 x 100 3 3 4 0 0 0| 10 4be 3b 3m 555 [ 820 112.0(240| 8.43 2764 132 120 70 SO 33.3|225
Strider 40 % % 2 0 4 0 0 0 4|10 2m 2m2e 20 20 2e 580 820 107.0(255|17.59 26,39 132 90 90 SO 28.3|20.5
Puma 35 E % 05(2 1 0 0O 0 0 6 9 30 30 1e 1e 1be S5.00 [ 75.0 105.1(213|19.26 28,89 079 90 60 SO 35.7|20.5
Panther 35 % x 05(4 2 2 1 0 0 0O 9 1be 4e 2h 2m 485 [ 90.0 120.0(226 |29.86 4479 1.40 120 70 SO 30.7|17.0
wolfhound 35 % % 9 0 0 0 0 0 0 9 1e 3e 2e 2e 1e 485 [ 90.0 120.0(226 |29.86 4479 1.40 120 70 SO 30.7|17.0
Razorback 30  E | x % % 5 4 2 0 0 0 0|11 2m2e 3e 2h 2h 450 | 756 117.7|201|26.04 39.06 091 120 80 SO 31.0{14.5
Urban Clan 30 % 20 x x 6 4 0 0 0 0 0|10 2bze 4e 1b 1b 400 [S2.0 770 (206|896 13.94 070 180 80 30 25.0{18.0
UrbanIS 30 % 20 x % 4 5 0 0 0 0O O 9 1ible 4h 1e 1e 1e 365 [S20 770 (210 9.26 13.89 070 180 70 30 24.0{18.0
Ositis 30 E 20 x x 055 1 2 0 0 0 0O g 2m 2e 2e lelb| 435 [110.0 152.0(171|34.72 5208 122 90 70 SO 23.0(15.0
Uller 30 E |x % 0s5({1 0 2 2 0 0 3 g 1e2be 30 im im 5.05 [111.4 141.4|201|4500 S5.00 1.22 140 80 SO 33.0{155
Koto 25 E |x % 057 2 0 0O 0 0 0O 9 1elb 1elb 2e 3e 3.50 [108.0 156.0|165|35.00 4500 1.40 15 40 30 27.3|125
Locust2 25 E | x % 05(S 0 0 0O 4 0 0O 9 1e2bm 1e2bm 3e 3.50 [108.0 156.0|165|35.00 45.00 1.40 15 40 30 31.3|125
Commando 25 20 x x 051 0 4 0 4 0 0 9 2em 2em 1e  2m 2m 355 [ 90.0 130.0(180|35.00 45.00 0.91 140 70 40 27.3|12.0
Brigand 25 % 20 056 2 0 0 0 0O O g 1ible 1ible 2e 2e 375 [ 90.0 122.0(180|26.04 39.06 091 120 80 SO 26.3|12.0
Wasp 20 % 10 % 2 1.2 2 0 00 7 2e 2eb ib  2m 3.10 [108.0 140.0| 165 |35.00 45.00 1.22 140 70 40 23.7| 8.0
Dasher 20 % % 0s({2 0o 0 0 2 0 2 6 1elo 1elo ibm  1bm 3.40 [108.0 164.0(180 40.00 S0.00 1.40 140 80 30 27.7| 9.0
Flea 20 % % 2 2 0 2 0 0 0 6 1b 1ble 1e 1e 2be 335 [108.0 148.0|165|45.00 S55.00 1.22 140 80 S0 17.7| 7.5
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