FeAVYleEwdAL PR0

BATTLEMECH ROSTER SHEET

Twilight of the Clans Scenario 3 May 3, 2012
TONS TYPE & MODEL CoST BV Skills  STD WV RATIO
30 Battle Hawk BH-K305 3,761,940 817 4/4 391 .55
30 Spider SDR-7M 3,115,840 768 3/3 127 .26
35 Jenner IIC 7,490,475 1,864 2/3 474 .46
35 Jenner JR7-K 3,306,375 958 3/4 288 .41
35 Panther PNT-10K 2,916,360 812 4/4 364 .52
35 Wolfhound WLF-2 3,141,180 903 4/5 880 .97
40 Griffin IIC 4,255,510 2,715 2/3 1,112 .75
45 Blackjack BJ-2 3,441,575 987 4/4 456 .53
50 Centurion CN9-D 9,664,500 1,128 3/5 1,075 1.14
50 Enforcer ENF-5D 8,808,874 1,039 4/5 735 .71
50 Hunchback IIC 8,110,000 2,377 3/3 933 .61
50 Nightsky NGS-4S 9,420,000 1,183 4/4 828 .80
55 Dervish DV-7D 5,571,216 1,328 4/5 995 .75
60 Glass Spider (Galahad) 5,712,000 2,258 3/4 1,613 .99
60 Grand Dragon DRG-5K 13,354,880 1,639 3/4 1,596 1.34
65 Cestus CTS-6Y 11,327,361 2,332 3/3 2,283 1.53
65 Rifleman IIC 5,741,588 3,312 3/3 3,345 1.58
65 Thunderbolt TDR-9SE 5,851,011 1,626 3/5 1,562 1.15
70 Caesar CES-3R 13,424,674 1,960 3/4 2,100 1.48
75 Maelstrom MTR-5K 18,016,688 2,712 2/3 2,085 1.40
75 Penetrator PTR-4D 7,628,250 1,898 3/4 1,369 1.00
80 Hatamoto-Chi HTM-27T 8,236,921 1,981 3/3 1,604 1.26

1,155 Tons Total (22 'Mechs) 162,297,218 36,597 26,215 .72



BATTLEMECH RECORD

Status: VALIDATED

ARMOR DIAGRAM

Head

SHEET

ight

Torso REAR Torso

{3) Center {3)
Torso

Right Arm
(9)

Damage
Transfer
Diagram

eft Arm

. Shoulder

‘Hand Actuator
Double Heat Sink
Double Heat Sink

[Double Heat Sink
Streak SRM 2

46

Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous

Left Torso

XL Engine
XL Engine
XL Engine
[)ouble Heat Sink

PORWND SORONR

Double Heat Sink
Double Heat Sink

Double Heat Sink
Double Heat Sink
Double Heat Sink
Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous

Left Leg

Hip

I 46

PPN ooiwA

Foot Actuator
Jump Jet
Jump Jet

Upper Arm Actuator
Lower Arm Actuator

Ammo (Streak 2) 50

Upper Leg Actuator
Lower Leg Actuator

(4)

GRimicAL Hit TABLE

Pts = 99

Left Right
Torso Head Torso

Ul

1. Shoulder
2. Upper Arm Actuator

Head 1.3 3 Lower Arm Actuator
1. Life Support 4. Hand Actuator
2. Sensors 5. Medium Pulse Laser
3. Cockpit 6. Medium Pulse Laser
4. Anti-Missile System 1. Medium Pulse Laser
5. Sensors 2. Ferro-Fibrous
6. Life Support 48 3. Ferro-Fibrous
4. Ferro-Fibrous
Center Torso 5. Ferro-Fibrous
1. XL Engine 6. Ferro-Fibrous
2. XL Engine .
4-3 3 XCEngine Right Torso
4. Gyro 1. XL Engine
5. Gyro 2. XL Engine
6. Gyro 1-3 3. XLEngine
1. Gyro 4. [Double Heat Sink
2. XL Engine 5. |Double Heat S!nk
4-6 3. XL Engine 6. _Pouble Heat Sink
4. XL Engine 1. |Double Heat Sink
© 5. Jump Jet 2. |Double Heat Sink
6. Ammo (AMS) 12 46 3. |Double Heat Sink
4. Ferro-Fibrous
Enginorits 000 & oot
Gyro Hits O O )
Sensor Hits O O Right Leg
Life Support O 1. Hip
2. Upper Leg Actuator
Batlle Value: 774 3. Lower Leg Actuator
BVford/4: 890 4. Foot Actuator
Weapon Value: 388 /371 5. Jump Jet
Cost, C-Bills: 3,761,940 6. Jump Jet

Printed by FEAVYRIETAL PRO. Copyright ® 2009 RCW Enterprises. fBattleTech@, 'Mech® and BattleMech® are trademarks of WizKids, Inc.
Parmissian ta ph ar luse

Total Armor

Internal Structure (51 Pts

'MtcH DaTA

HIT LOCATIONS (2D6)
Left Front/Rear Right

Roll
Tyee: Battle Hawk BH-K305 °

Mass: 30 tons 2 "T
Movement Points:  Tech, Config. & Level: (c"t)
Walking: 5 Inner Sphere 3 LL
Running: g Biped 'Mech 4 LA
i Jumping: 5 Level 2/3025 § LA
i Weaprons Inventory: (hexes) 6 LL
Qy Type Loc HtDmg Min ShtMed Lng 7 LT
1 Antl-Missile System HD 1 * . - . . 8 cT
1 Streak SRM 2 LA 2 2/hit - 9 RT
3 Medium Pulse L. RA 4 &6 2 4 6 10 RA
edium Pulse Laser - 11 RL
12 HD

CT RT
(crit) (crit)
RA RL
RA RA
RL RA
RT RL
CT RT
LT cT
LL LT
LA LA
LA LL
HD HD

Anti-Missile System
Streak SRM 2

Rounds:
12

50

Roll

PUNCH LOCATIONS (1D6)
Left Front/Rear Right

Gunnery Skill:

Hits Taken
Consciousness #

(a2 ]2 i i ol v o oo |

=
=y

SRSEREREES

name: Lieutenant Michael Gau

4

Piloting Skill:

‘ LT
Total Heat Sinks: 11 Double (22) LT
0000000000 O cT
Auto Eject: Weapon Heat: LA

[1 Operational [] Disabled (15) LA

HD

LA
LT
CcT
RT
RA
HD

RT
RT

CRRT

2|3 5

5|17 ({10

1

HEAT SCALE

Shutdown
Ammo Explosion, avoid on 8+

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+

-4 Movement Points

Ammo Explosion, avoid on 4+
Shutdown, avoid on 6+

+3 Modifier to Fire

-3 Movement Points
Shutdown, avoid on 4+

+2 Modifier to Fire

-2 Movement Points

+1 Modifier to Fire

-1 Movement Point

ARG

KICK LOCATIONS (1D6)
4 Roll Left Front/Rear Right
1-3 LL RL RL
4-6 LL LL RL

Attacker

Movement
Stationary
Walked
Ran
Jumped

Sensor Hit
Shoulder

Prone

Target

Movement
0-2 hexes
3-4 hexes
5-6 hexes
7-9 hexes
10-13 hexes
14-18 hexes
19-24 hexes
25+ hexes
Jumped
Sprinted

Prone

Immobile

Partial Cover
Infantry Squad

Arm Act. (each)

In Depth 1 Water

ATTACK MODIFIERS

None
+1
+2
+3

BattleMech Damage

+2
+4 weapons
+1 weapons
+2

in Depth 1 Water +1

+5 (Level 3)
+6 (Level 3)
+7 (Level 3)

+1 additional

-1

—2 adjacent hex
+1 other hexes

-4

+2 Punch locations
+3 Punch locations|

in arm
in arm

MOVEMENT RECORD MISSILE HITS TABLE
Turn | Type | Num [ Move |+ Weap| + Prev | + Misc | = Total |- H.S.| = Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat Heat Heat | Heat Pts Level 2062 3 45 6 9 10 12 15 20
1 1111233 45 6
2 1122233 456
3 112234456 9
4 1223356 8 9 12
] 1223456 8 9 12
6 1233456 8 9 12
7 2233456 8 9 12
8 223457 8 101216
9 233457 8101216
10 23456910
11 23456910
12




"MEecH Data HIT LOCATIONS (2D6)
Type: Spider SDR-7TM Roll Left Front/Rear Right
2 LT CT RT

Mass: 30 tons

BATTLEMECH RECORD SHEET

REAR Right Movement Points: Tech, Config. & Level: (Cl’it) (crit) (crit)

Status: VALIDATED Torso Torso Walking: 3 LL RA RL
(2) Center (2) ing: 8 Inner Sphere

ARMOR DIAGRAM Torso Running: 12 Biped Mech 4 | LA RA RA

Head @ Jumping: § Level 2/ 3050 5 LA RL RA

Weaprons Inventory: (hexes) 6 LL RT RL

Qly Type Loc HtDmg Min ShtMed Lng 7 LT CcT RT

2 MediumPulselaser CT 4 6 - 2 4 6 8 CT LT CT

Total Armor
Pts = 54

9 RT LL LT
10 RA LA LA
Lt taht 1 | RL LA L
Torso Head Torso HD HD HD

) e —

PUNCH LOCATIONS (1D6)

Right Arm Roll Left Front/Rear Right

)

1 LT LA RT
LT LT RT

Total Heat Sinks: 10 Single

0000000000 cT cT cT
Auto Eject: Weapon Heat: LA RT RA
Left Leg i [J Operationai ] Disabled (8) LA RA RA

HD HD HD

Transfer | . .
Diagram [ Name: MechWarrior David

3 Piloting Skill:

KICK LOCATIONS (1D6)
Roll Left Front/Rear Right

3

Gunnery Skill:

Leﬁ Arm Hits Taken 2 1-3 LL RL RL
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 5
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
"V 4. Hand Actuator 1. Life Support ™ 4, Hand Actuator
§. Ferro-Fibrous 2. Sensors 5. Ferro-Fibrous
6. Ferro-Fibrous 3. Cockpit 6. Ferro-Fibrous “H“ SBM-E ATTACK MODIFIERS
; 4. Single Heat Sink 4 Mk—e—r
1. Ferro-Fibrous - 2ing 1. Ferro-Fibrous - Movement
2. Ferro-Fibrous 5. Sensors 2. Ferro-Fibrous 30| Shutdown Stationary None
i 6. Life Support "= 729 |
48 3. Ferro-Fibrous 45 3. Ferro-Fibrous 129 | Walked +1
4. Ferro-Fibrous C t T 4. Ferro-Fibrous % Ammo Explosion, avoid on 8+ Ran 2
5. Ferro-Fibrous enier 1orso 8. Ferro-Fibrous 1 . Jumped +3
6. Roll Again 1. Fusion Engine 6. Roll Again g_g ihﬂ?;v;’é;vsgfé 10+ Bames.ech Damage
2, Fusion Engine . 24| +4 Modifier to Fire Sensor Hit +2 .
Leﬂ TOTSO 1-3 3. Fusion Engine R|ght TOI'SO [23| Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. Jump Jet " 4. Gyro 1. Jump Jet | 22 | Shutdown, avoid on 8+ PArm Act. (each) :; weapons In arm
2. Jump Jet 5. Gyro 2. Jump Jet | 21 § rone
3. Jum; Jet 6. Gyro 3. Jumg Jet 201 -4 Movement Points In Depth 1 Water +1
~ - mmo josion, id on
1-3 4. Jump Jet 1-3 4. Jump Jet | 19| A Explosion, avoid on 4+ Target
5. Endo Steel 1. Gyro ) 5 Endo Steel (18| Shutdown, avoid on 6+ _S_M .
" Erasie Domeeeene (oS o P pene
1. Endo Steel 48 4. Fusion Engine 1. Endo Steel [15] -3Movement Points 34 hexes +1
2. Endo Steel 5. Medium Pulse Laser 2. Endo Steel | 141 Shutdown, avoid on 4+ 5-6 hexes +2
46 % Endo Steel 6. Medium Pulse Laser 463 Endo Steel :_; +2 Modifier to Fire 7-9 hexes +3
4. Endo Steel 4. Endo Steel 2= :‘]gjg ::::: Ig (Lovel 3
5. Endo Steel N : 5. Endo Steel :
. R’; Iligais Engine Hits O OO 6. RZ,,C}\gjf -2 Movement Points 1924 hexes  +6 (Level 3)
GyroHits OO " " 25+ hexes +7 (Level 3)
Y . ' +1 Modifier to Fire Jumped +1 additional
Left Leg LSfen;or Hits 8 o Right Leg Sprinted b
1. Hip ife Support 1. Hip y ; Prone -2 adjacent hex
2. Upper Leg Actuator - 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 625 3. Lower Leg Actuator Immobile
4. Foot Actuator BVfor3/3: 975 4. Foot Actuator In Depth 1 Water +2 Punch locations
5. Roll Again Weapon Value: 127 /127 5. Roll Again Partial Cover +3 Punch locations|
6. Roll Again Cost, C-Bills: 3,115,840 6. Roll Again Infantry Squad ~ +1

Printed by FEAVYMZETAL PRO. Copyright © 2009 RCW Enterprises. fBat‘tlaTec:h‘D, 'Mech® and BattleMech® are trademarks of WizKids, Inc.
ion to, ar luse

MOVEMENT RECORD MISSILE HITS TABLE
Turn | Type | Num | Move |+Weap| + Prev | + Misc | =Total |- H.S.| = Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |W/RM| Hex | Heat | Heat | Heat | Heat |Heat | Pts | Level 2D62 3 4 56 9 10 12 15 20
; 2111 33 4 6
31112 33 456
3 al11 2 44569
4 5|1 22 56 8 9 12
5 6122 568 912
6 70123 56 8 9 12
7 8|22 3 56 8 9 12
8 9l223 7 8 1012 16
9 10{2 3 3 7 8 10 12 16
10 11|2 3 4 9
1 12/2 3 4 9
12




"MEcH Bata HIT LOCATIONS (2D6)

c co T Tyee: Jenner IIC R;)Il L:-:-t Frorgl:ear R::t
BATTLEMECH RECORD SHEE mass: 35 tons : _ _
Left REAR Right Movement Points: Tech, Config. & Level: (cr't) (cr't) (cr't)

Status: VALIDATED To::so o Togso Walking: g Clan 3 LL RA RL

t )

ArMOR DIAGRAM N Rumning: 14 Biped 'Mech 4 | LA RA  RA
Head Jumping: 7 Level 2/ 3055 5 LA RL RA

z ' Weaeons Inventory: (hexes) 6 | LL RT  RL

Qy Type Loc HtDmg Min ShtMed Lng 7 LT CT RT

1 Streak SRM 4 CT 32mit- 4 8 12 8 CcT LT CcT

Total Armor 9 RT LL LT

Pts = 67 1 SRM 6 LA 42mit- 3 6 9 10 RA A LA

1 SRM 6 RA 42hit- 3 6 9 1 RL LA L

Left Right
Torso Head Torso HD HD HD

[ Ammo Type: Rounds:  BVZ:
Streak SRM 4 25 86

SRM 6 30 120

q Total Heat Sinks: 10 Double (20)

PUNCH LOCATIONS (1D8)
Roll Left Front/Rear Right

1 LT LA RT
LT LT RT

Left Arm
®)

Right Arm

0000000000 CT CT CT

Auto Eject: Weapon Heat: LA RT RA

Left Leg D Operational D Disabled (1 1) LA RA RA
- — HD HD HD

WaRRrioR Dara

name: MechWarrior Patrick
Gunnery Skill: 2 Piloting Skill: 3

Damage
Transfer
Diagram

KICK LOCATIONS (1D6)
Roll Left Front/Rear Right

Hits Tak ST T2 1-3 LL RL RL
1. Shoulder 1. Shoulder s Taken 46 | LL LL RL
2. Upper Arm Actuator 2. Upper Arm Aq 51711
133 SRMe Head 1-3 3 SRMs&
“v 4, Ferro-Fibrous 1. Life Support 4. Ferro-Fibrous
5. Roll Again 2. Sensors 5. Roll Again
6. Roll Again 3. Cockpit 6. Roll Again “H“ SGM-E Attaél::r ACK MODIFIERS
1. Roll Again 4. Ferro-Fibrous 1. Roll Again ____ **Avoid Inferno explosion on.. Movement
2. Roll Again 5. Sensors 2. Roll Again [30] Shutdown Stationary None
483 RollAgain 6. Life Support 4.3 RollAgain 291 Walked 1
4. Roll Again C t T 4. Roll Again % Ammo Explosion, avoid on 8+ (** 12+) Ran +2
5. Roll Again enter 1orso S. Roll Again L] . Jumped +3
i . i | 26 | Shutdown, avoid on 10+
6. Roll Again ; it E"g!ne 6. Roll Again [55] -5 Movement Points B;t::esh:;i{hitDamagz
. ngine . 24| +4 Modifier to Fire N
Left Torso (case) 4.3 3 XLEngine nght Torso (case) [53] Ammo Explosion, aveid on 6+ (** 10+) Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine [22] Shutdown, avoid on 8+ Arm Act. (each) :1 weapons in arm
2. XL Engine 5. Gyro 2. XLEngine [ 21 | ) rone 2
1-3 3. Jump Jet 6. Gyro 13 3. Jump Jet 20| -4 Movement Points . In Depth 1 Water +1
4. Ammo (SRM6) 15 1 Gyro 4. Ammo (Streak 4) 25 1_: lS\ITTc{o Explosu.::, avgld on 4+ (™ 8+) Tarqet
5. Endo Steel W L 5. Ammo (SRM 6) 15 (18} Shutdown, avoid on ~arae.
2. XL Engine 17] +3 Modifier to Fire Movement
6. Endo Steel 3. XL Engine 6. Endo Steel (6] 0-2 hexes 0
1. Endo Steel 4-6 4. XL Engine 1. Endo Stee! [15] -3 Movement Paints 3-4 hexes +1
2. Endo Steel 5. Jump Jet 2. Endo Steel | 14| Shutdown, avoid on 4+ (** 6+) 5-6 hexes +2
4.8 3 Femo-Fibrous 6. Streak SRM 4 45 3 Ferro-Fibrous —%%— +2 Modifier to Fire 7-9 hexes +3
4.  Ferro-Fibrous 4. Ferro-Fibrous 1 12:1: :exes :‘; (Level 3)
5. Roll Again . B 5. Roll Again Mol it (% exes eve
e R Again Engine H!ts ooo| o s Again 1To -2 Movement Points (** 4+) ;9_2: hexes  +6 (::evel 3)
Gyrotiits OO : (8 +1 Modifier to Fire Jﬂﬁn o :Z gdeczfiloi)al
Left Leg SensorHits OO nght Leg % Sprir’:ted o
1. Hip Life Support O 1. Hip = . . Prone -2 adjacent hex
2. Upper Leg A 2. Upper Leg Actuator —g— 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,047 3. Lower Leg Actuator A Immobile -4
4. Foot Actuator BVfor2/3: 1,906 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations|
5. Jump Jet Weapon Value: 474 /413 5. Jump Jet 1] ) Partial Cover +3 Punch locations|
6. JumpJet Cost, C-Bills: 7,490,475 6. Jump Jet [ o0} Infantry Squad  +1

BattleTech@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.

for usa
MOVEMENT RECORD MISSILE HITS TABLE
Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |~-H.S.| =Heat | To Hits Damage & Notes: Roli  Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat Heat |Heat | Pts | Level 2062 3 4 56 9 10 12 15 20
; 2[1111233 4 5 6
122233 458
3 122344056869
4 223356 8 9 12
5 223456 8 912
6 233456 8 912
7 233456 8 912
8 234578 101216
9 334578101216
10 3456910121520
11 3456910121520
12




"MecH Data HIT LOCATIONS (2D6)

Type: Jenner JR7-K Roll Left Front/Rear Right

BATTLEMECH RECORD SHEET mass: 35 tons g rooocro R
REAR Right Movement Points: Tech, Config. & Level: (crit) (crit) (crit)

Status: VALIDATED T?SO onter T(()so Walking: 7 Inner Sphere 3 LL RA RL
ARMOR DiAGRAM Runeing: 11 Biped "Mech 4 | LA RA RA
Head Jumping: 5 Level 2/ 3050 5 LA RL RA

| Wea ons Inventory: (hexes) 6 LL RT RL

Ype Loc HtDmg Min ShtMed Lng| 7 LT CT RT

CT 32mit- 3 & 9 8 CcT LT cT

Total Armor 9 RT LL LT

Pts = 63 2 Medium Laser LA 3 5 - 3 9

2 Medium Laser RA 3 5 - 3 6 9 10 RA LA LA

Lett Right 1 | RL LA LL

Torso Head Torso 12 HD HD HD

PUNCH LOCATIONS (1D6)
Roll Left Front/Rear Right

Ammo Type: Rounds:  BV2Z:
SRM 4 25 28

Right Arm

_ _ 1 LT LA RT
Center Total Heat Sinks: 10 Single LT LT RT

Torso 0000000000 cT cT cT

Auto Eject: Weapon Heat: LA RT RA

Left Leg . 8l [ operational [ Disabled LA RA RA
®) HD HD HD

Damage
Transfer
Diagram

KICK LOCATIONS (1D6)
Roll Left Front/Rear Right

Name: MechWarrior Lori

Gunnery Skill: 3 Piloting Skill: 4

Left Arm Hits Tak > T T 1-3 LL RL RL
I aken
1. Shoulder 1. Shoulder ) 4-6 LL LL RL
2, Upper Arm Actuator Hea d 2, Upper Arm Actuator Consciousness # 517 ]10
3. Medium Laser 3. Medium Laser e SO M
1-3 g ge/;l::m,Laser 1. Life Support 13 g gelcll:xm Laser
. Roll Again 2. Sensors . Roll Again
6. Roll Again 3. Cockpit 6. Roll Again A ttaé::rACK MODIFIERS
1. Roll Again g gmgle Heat Sink 1. Roll Again " Avoid Inferno explosion on.. Movement
2. Roll Aga{n 6. Llef:ssql::port 2. Roll Aga{n .30 | Shutdown Stationary None
46 3. Roll Aga:_n 2 46 3. Roll Aga{n | 29 | _ . » Walked +1
4. Roll Again 4. Roll Again | 28| Ammo Explosion, avoid on 8+ (™ 12+) Ran +2
5. Roll Again Center Torso 5. Roll Again wa Shutdown. avoid on 10+ Jumped +3
6. Roll Again 1. Fusion Engine 6. Roll Again 5] -5 Movement Points BgttleMecl.:!_tDamage2
2. Fusion Engine [24] +4 Modifier to Fire ensor ril *+
Left Torso 1.3 3 Fusion Engine nght Torso [23] Ammo Explosion, avoid on 6+ (** 10+) Shoulder +4 weapons in arm
1. Jump Jet 4. Gyro 1. Jump Jet [22] Shutdown, aveid on 8+ Arm Act. (each) +1 weapons in arm
2. Jump Jet 5. Gyro 2. Jump Jet |21 ) Prone +2
1-3 3. Ferro-Fibrous 6. Gyro 1-3 3. Ammo (SRM 4) 25 % :MoveEms;‘lt Paints i o 44 (7 84) In Depth 1 Water +1
- = = | 19| Ammo Explosion, avoid on
g' EZZ?;%:ZZ? 1. Gyro g IgeArfoE-Fibrous | 18 | Shutdown, avoid on 6+ Target
6. Ferro-Fibrous 2. Fusion Engine 6' Ferro-Fibrous | 17 | +3 Modifier to Fire Movement
) 46 3. Fusion Engine . | 16 | 0-2 hexes 0
1. Ferro-Fibrous 4. Fusion Engine 1. Ferro-Fibrous [ 18] -3 MovementPoints 34 hexes +1
2. Ferro-Fibrous 5. Jump Jet 2. Ferro-Fibrous | 141 Shutdown, avoid on 4+ (™ 6+) 5-6 hexes +2
g 3 Femo-Fibrous 6. SRM4 3. Ferro-Fibrous 131 +2 Modifier to Fire 7-9 hexes +3
484 R Again 48 % Femo-Fibrous :gjg Eexes :g (Lovel 3
5. Roll Again - - 5. Ferro-Fibrous e pe exes eve!
6 Roll Agam Engine Hits O QO by Ro//Aglain -2 Movement Points (** 4+) 19-24 hexes +6 (Level 3)
GyroHits OO +1 Modifier to Fire 25+ hexes +7 (Level 3)
" Jumped +1 additional
Left Leg  Sensortits 00 Right Leg Sprinted
1. Hip ife Suppol 1. Hip . . Prone -2 adjacent hex
2. Upper Leg Actuator Batlle Value: 893 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator atlie Value: 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BV for3/4: 1,232 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Roll Again Weapon Value: 288 / 288 5. Roll Again 3 Partial Cover +3 Punch locations|
6. Roll Again Cost, C-Bills: 3,306,375 8. Roll Again infantry Squad ~ +1

Printed by FEAVYRIETAL PRO. Copyright © 2003 RCW Enterprises. fBat':le‘l‘ac:h@, "Mech® and BattleMech® are trademarks of WizKids, inc.
Parmissian to pk or Lusa,

MOVEMENT RECORD MISSILE HITS TABLE
Turn |Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| = Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
; 2[T111233 4 5 6
" 3[1122233 4 5 6
12234452869
4 2233568 912
5 223456 8 9 12
8 233456 8 9 12
7 233456 8 9 12
8 23457 8101216
9 334578101216
10 3456910121520
1 34569
12




'MteH Data
Tyre: Panther PNT-10K

HIT LOCATIONS (2D6)
Roll Left Front/Rear Right

BATTLEMECH RECORD SHEET Mass: 35 tons S (P
REAR Right Movement Points: Tech, Config. & Level: (c" ) (Crl ) (c" )

Status: VALIDATED T?g.;,o conter T<(:»5r§0 Walking: 4 Inner Sphere 3 LL RA RL
ARMOR DIAGRAM Ruming: 6 Biped "Mech 4 | LA RA RA
Head | Jumping: 4 Level 2/ 3050 5 LA RL RA

9 Weagons Inventory: (hexes) 6 LL RT RL

ype Loc HtDmg Min ShtMed Lng 7 LT CT RT

Total Armor RA 1510 - 7 14 23 8 cT LT cT

Sta— 1rr514c{> 1 SRMaw/Artemis IV CT 3 2mit - 3 6 9 9 RT LL LT

S = ‘ 10 | RA LA LA

Lett Rt 1 | RL LA LL

Torso Head Torso 12 HD HD HD

PUNCH LOCATIONS (1D6)
Roll Left Front/Rear Right

Rounds: BV2:
SRM 4 25 11

Left Arm Right Arm

(10)

(10)

' _ _ 1 LT LA RT

il Total Heat Sinks: 13 Single LT LT RT

1 0000000000 000 cT cT cT

Auto Eject: Weapon Heat: LA RT RA

Left Leg i i i it (18) LA RA RA
(12) - o ———— HD HD HD

Damage
Transfer ) .
Diagram name: MechWarrior Keith

KICK LOCATIONS (1D6)
Roil Left Front/Rear Right

Gunnery Skili: 4 Piloting Skill: 4

1-3 LL RL RL

Hits Taken 2 |3 |45
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2, Upper Arm A 517|101
3. Lower Arm Actuator Head 13 3. Lower Arm Actuator
S S
' . Sensors ' ATTACK MODIFIERS
6. Roll Again 3. Cockpit 6. |ERPPC H[AI ssnlf Attacker 0
1. Roll Again 4. Roll Again 1. |ERPPC —— **Avoid Inferno explosion on.. Movement
2. Roll Again :’ E.ef"ss""s " 2. Roll Again [30] Shutdown Stationary None
3. Roil Again . Lite Suppo 48 3. Roll Again 29 | Walked 1
4. Roll Again C t T 4. Roll Again % Ammo Explosion, avoid on 8+ (** 12+) Ran *2
5. Roll Again enter 10rso 5. Roll Again < Jumped +3
i 1 26| Shutdown, avoid on 10+
6. Roll Again ; , ;usfc’" Eng!ne 6. Roll Again [25] -5 Movement Points Bgtetfii(mtoamagﬁ
. Fusion Engine ' 24 | +4 Modifier to Fire .
Left Torso 3. Fusion Engine R|ght TOl‘SO [231 Ammo Explosion, avoid on 6+ (** 10+) Shoulder +4 weapons in arm
1. Ammo (SRM 4) 25 13 4. Gyro 1. Single Heat Sink [22] Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
" " 211 Prone +2
2. Single Heat Sink 5. Gyro 2, Single Heat Sink |21
1.3 3 Single Heat Sink 6. Gyro 4.3 3 Single Heat Sink [ 20] -4 Movement Points . In Depth 1 Water +1
"9 4. Single Heat Sink G “2 4. Ssingle Heat Sink |18 Amme Explosion, avoid on 4+ (** 8+) Target
5. Single Heat Sink 1. Gyro 5. Endo Steel (181 Shutdown, avoid on 6+ e
by CAgE 2. Fusion Engine 6. Endo Steel [17] +3 Modifier to Fire Mgllzer:em
. 3. Fusion Engine : [16] exes 0
1. Endo Steel 4'6 4. Fusion Engine 1. Endo Steel | 15] -3 Movement Pf;ints 34 hexes +1
2. Endo Steel 5. SRM4 2. Endo Steel [ 141 Shutdown, avoid on 4+ (** 6+) 5-6 hexes +2
3. Endo Steel 6. Artemis IV FCS 3. Endo Steel |13 +2 Modifier to Fire 7-9 hexes +3
i 46 4 Endo Steer 46 4 Endo Steel HZ- 10-13hexes 44 (Level 3)
5. Endo Steel i Wi 5. Endo Steel o] ints (* exes
6. Endo Stee! EngineHits O QO & Roll Again |10 | -2 Movement Points (** 4+} 19-24 hexes +6 (Level 3)
GyroHits OO 51 +1 Modifier to Fire 25+ hexes +7 (Level 3)
- 1 Jumped +1 additional
Left Leg LSfen;»or Hltrst 8 o Right Leg EA Sprinted -
1. Hip ife Suppo 1. Hip =1 . Prone -2 adjacent hex
2. Upper Leg Actuator - 2. Upper Leg Actuator % 1 Movemant Point +1 other hexes
3. Lower Leg Actuator Battle Value: 838 3. Lower Leg Actuator K Immobile -4
4. Foot Actuator BVford/4: 964 4. Foot Actuator 2 | In Depth 1 Water +2 Punch locations|
5. Jump Jet Weapon Value: 364 /350 5 Jump Jet I > Partial Cover +3 Punch locations|
6. Jump Jet Cost, C-Bills: 2,916,360 6. Jump Jet [ 0] Infantry Squad

Pnn!sd by FEAVYRIETAL PRO. Copyrlght@ 2009 RCW Entarprlses BaﬂleTech@ ‘Mech® and BattieMech® are trademarks ofWizKIds, Ine.

MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| = Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
; 2f{1111233 45 6

122233 45 86
3 122344569
4 223356 8 9 12
] 223456 8 9 12
6 233456 8 912
7 233456 8 912
8 23457 8101216
L 33457 8101216
10 3456910121520
11 3456910121520
12




HIT LOCATIONS (2D6)
Roll Left Front/Rear Right

'MecH DaTa
Type: Wolfhound WLF-2

BATTLEMECH RECORD SHEE T uass: 35 tons 2 o
REAR Movement Points: Tech, Config. & Level: (cn ) (eri ) (c" )
Status: VALIDATED Torso Torso 3 LL RA RL
Center (5) Inner Sphere
ARMOR DiAGRAM Biped "Mech 4 | LA RA RA
Jumping: () Level 2/ 3050 5 LA RL RA
Head T RL
9 Weaprons Inventory: (hexes) 6 LL R
ype Loc HtDmg Min ShtMed Lng| 7 LT CT RT
1 ER Large Laser RA 12 8 - 7 14 19 8 CT LT CT
Total Armor 4 Medium L RT 3 s s 6 9 9 RT LL LT
—_ edium Laser -

Ple =119 1 Medium L. LT 3 5 3 6 9 10 RA LA LA
Lot Riht ecium “aser . 1 | RL LA LL
Torso Head Torso 1 Medium Laser CTR})3 5 - 3 6 9 HD HD HD

1 Medium Laser cT 3 § - 3 6 9

PUNCH LOCATIONS (1D6})

Right Arm Roll left Front/Rear Right

(12)

1 LT LA RT
LT LT RT

| Total Heat Sinks: 10 Double (20)

Center

Torso 0000000000 cT CT CT
16, N
e Auto Eject: Weapon Heat: LA RT RA
Left Leg i [ operational [ bisabled (24) LA RA RA
(16) HD HD HD

Damage
- Transfer
Diagram Internal Structure (58 Pts) §l Name: Helen Balles

Gunnery Skill: 4 Piloting Skill: 5

KICK LOCATIONS (1D6)
Roll Left Front/Rear Right

7V GrificaL Hir TasLe T 13 [ 1L R R
1. Shoulder 1. Shoulder X 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 517
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
4. Hand Actuator 1. Life Support 4. |ER Large Laser
5. Roll Again 2. Sensors 5. |ER Large Laser
6. Roll Again 3. Cockpit 6. Roll Again Attaé:;l:'ACK MODIFIERS
1. Roll Again 4. Roll Again 1. Roll Again - Movement
2. Roll Again g- f;"ssm's n 2. Roll Again [36] Shutdown Stationary None
46 3. Roll Again - Lite Suppo 46 % Roll Again [29] Walked 1
4. Roll Again 4. Roll Again | 28 | Ammo Explosion, avoid on 8+ Ran +2
5. RollAgain Center Torso S Roll Again -2-;_ Shutdown, avoid on 10+ Jumped *3
6. Roll Again 1. ::us:on Englne 6. Roll Again z s Movam.rm Points Bngx,?mtoama%ez
2. Fusion Engine 24| +4 Modifier to Fire
Left Torso 4.3 3 Fusion Engine Right Torso (%3] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. [Double HeatSink ' > 4. Gyro 1. [Double Heat Sink [ 22| Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. |Double Heat Sink 5. Gyro 2. |Double Heat Sink [21] ) :"g"‘e h 1 Wat j
4.3 3 |Double Heat Sink 6. Gyro 1.3 3 [Double Heat Sink 2o ;‘rx::g:r;sﬁg:‘m:void ondn n bep ater
g. gs;lj:x";'l;)aser 1. Gyro g gz;;:"gi;aser _E Shutdown, avoid 'un 6+ ___LTar et
e R ”Ag / 2. Fusion Engine & R IlAga' 17| +3 Modifier to Fire Movement
- RolAgain 46 3. Fusion Engine - ol Again 1 16 | . 0-2 hexes 0
1. Roll Again "2 4. Fusion Engine 1. Roll Again | 15| -3 Movement Ppmts 3-4 hexes +1
2. Roll Again 5. Medium Laser (R) 2. Roll Again | 14| Shutdown, avoid on 4+ 5-6 hexes +2
3. Roll Again 6. Medium Laser 3. Roll Again {131 +2 Modifier to Fire 7-9 hexes +3
4-6 4. Roll Again 46 4. Roll Again 2 :g::g :zx:: :g (Level 3)
it X
5. Roll Again Engine Hits O QOO 5. Roll Again -2 Movement Points 19-24 hexes  +6 (Level 3)
6. Roll Again 6. Roll Again
GyroHits OO 1 Modifier to Fi 25+ hexes +7 (Level 3)
Left Leg sensortits 00 | Right Leg e Qumped, 1 aditona
Sprinted -1
1. Hip Life Support O 1. Hip p ; Prone -2 adjacent hex
2. Upper Leg Actuator - 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,061 3. Lower Leg Actuator Immobile -4
4. Foot Actuator Weapon Value: 880 /880 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Roll Again Cost, C-Bills: 3,141,180 5. Roll Again Partial Cover +3 Punch locations|
6. Roll Again 6. Roll Again Infantry Squad  +1

Printed by FEAVYMETAL PRO. Copyright © 2009 RCW Enterprlsas BattleTech@ 'Mech® and BattleMech® are tradamarks of WizKids, inc.

MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| = Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat ! Heat Heat | Heat Pts Level 2062 3 4 56 9 10 12 15 20
1 111233 45 6
2 122233 45 6
3 122344586 9
4 223356 8 912
5 223456 8 9 12
§ 233456 8 9 12
7 233456 8 9 12
8 23457 8101218
9 33457 8101216
10 3456910

1 3456910

12




HIT LOCAT!IONS (2D6)
Roll Left Front/Rear Right

'MtcH Data
Type: Griffin lIC

BATTLEMECH RECORD SHEET uass: 40 tons S
REAR Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
Status: VALIDATED Toso Cont Togso Walking: g Clan 3 LL RA RL
ARMOR DIAGRAM A T Runig: 9 Biped Mech 4 | ta RA RA
Jumping: 6 Level 2/3055 S LA RL RA
Head
9 ' Weagons inventory: (hexes) 6 LL RT RL
Ype Loc HtDmg Min ShtMed Lng 7 LT CcT RT
1 ERLargeLaser CT 12 10 - 8 15 25 8 cr - LT cT
Total Armor H 9 RT LL LT
Pts = 134 BB 1 ER Small Laser HD 2 5 - 2 4 6 10 RA LA LA
. - 2 LRM 5 LT 2 1lhft -7 14 21 1 /L LA LL
o Head Te 2 LRM 5 RT 2 1fhit - 7 14 21 HD HD HD

PUNCH LOCATIONS (1D6)
Roll Left Front/Rear Right

1 LT LA RT
LT LT RT

BvVZ:
61

Rounds:
LRM 5 48

) Total Heat Sinks: 10 Double (20)

Left Arm
(]

Right Arm
(11)

Center

Torso 0000000000 cT cT CcT
an o Auto Eject: Weapon Heat: LA RT  RA
Left Leg Right Leg Pe) [ Operational D Disabled (22) LA RA RA
(20) (20) g HD HD HD
- o Warrior Data
Transfer °

KICK LOCATIONS (1D6)

i Name: MechWarrior Dominic
Diagram Internal Structure (67 Pts) B Roll Left FrontRear Right

Gunnery Skill: 2 Piloting Skill: 3

LG Grmcat Him Tt A L LI | R
1. Shoulder 1. Shoulder . 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # I A
1-3 3. Lower Arm Actuator Head 13 3. Lower Arm Actuator
4. Hand Actuator 1. Life Support 4. Hand Actuator
5. {Double Heat Sink 2. Sensors 5, Ferro-Fibrous
6. E)ouble Heat Sink 3. Cockpit 6. Roll Again HeaT ScALE A ttaél;r;ACK MODIFIERS
1. Ferro-Fibrous g ER Small Laser 1. Roll Again - Movement
2. Roll Again - Sensors 2. Roll Again [30] Shutdown Stationary None
46 % RollAgain 6. Life Support 4.3 FRollAgain [29] _ ) Walked 1
4. Roll Again C t T 4. Roll Again % Ammo Explosion, avoid on 8+ Ran 2
5. Roll Again enier 1orso 5. Roll Again l<t] ) Jumped +3
i i 26 | Shutdown, avoid on 10+
6. Roll Again 1. Fusion Engine 6. Roll Again 521 5 Movement Pointe BattleMech Damage
2. Fusion Engine . [24] +4 Modifier to Fire Sensor Hit +2
Leﬁ Torso (CASE) 1-3 3. Fusion Engine nght TOI‘SO (CASE) [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. Jump Jet 4. Gyro 1. Jump Jet | 22| Shutdown, avoid on 8+ PA"m Act. (each) "'1 weapons in arm
2. Jump Jet 5. Gyro 2. Jump Jet | 21] rone
8. Gyro } 20| -4 Movement Points In Depth 1 Water +1
1'3 i i;mps‘let 4 1-3 3 i;r“r;lszet [ 19 | Ammo Explosion, avoid on 4+ T, t
5 LRMS 1. Gyro 5 LRM5 18 | Shutdown, avoid on 6+ Jarget
. 2. Fusion Engine g 17| +3 Modifier to Fire Movement
6. Ammo (LRM 5) 24 % Fusion Engine 6. Ammo (LRM5) 24 53 0.2 hoxes 0
1. Endo Steel 46 4. Fusion Engine 1. Endo Steel 115} -3 Movement Points 34 hexes +1
2. Ferro-Fibrous 5. ERLarge Laser 2. Endo Steel | 141 Shutdown, avoid on 4+ 5-6 hexes +2
4 3 Fero-Fibrous 6. Roll Again 4.5 3 Femo-Fibrous % +2 Modifier to Fire 7-9 hexes +3
4. Ferro-Fibrous 4. Ferro-Fibrous = 10-13 hexes  +4
5. Roll Again - - 5. Roll Again |11 . 14—18 hexes  +5 (Level 3)
6. Roll Again EngineHits O OO 6. Roll Again | 10] -2 Movement Points 1924 hexes  +6 (Level 3)
GyroHits OO " F2 1 Modifior to Fi 25+ hexes +7 (Level 3)
: (-8 +1 Modifier to Firo Jumped +1 additional
Left Leg SensorHits OO nght Leg __'é__ Sprinted b
1. Hip Life Support O 1. Hip —1 . . Prone -2 adjacent hex
2. Upper Leg A X 2. Upper Leg Actuator % 1 Movemant Point +1 other hexes
3. Lower Leg Actuator Batle Value: 1,608 3. Lower Leg Actuator ER Immobile -4
4. Foot Actuator BVfor2/3: 2,927 4. Foot Actuator 2 In Depth 1 Water +2 Punch locations|
5. Endo Stee Weapon Value: 1,112/1,112 5. Endo Stee 1 artial Cover +3 Punch locations|
Endo Steel p s A Endo Steel : > Partial C 3P h | i
6. Endo Steel Cost, C-Bills: 4,255,510 6. Endo Steel .0} Infantry Squad  +1

Printed by FEAVYRIETAL PR0. Copyright © 2009 RCW Enterprises. fBattleTech@), 'Mech® and BattleMech® are trademarks of WizKids, Inc.
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MOVEMENT RECORD MISSILE HITS TABLE
Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| = Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
1 111233 45 6
2 122233 458
3 122344569
4 223356 8 912
5 223456 8 9 12
6 233456 8 912
7 233456 8 912
8 23457 8 1012 18
9 33457 8101216
10 3456 910121520
11 3456910
12




'MecH Data HIT LOCATIONS (2D6)

. Right

Tyee: Blackjack BJ-2 Roll  Left Front/Rear Rig

BATTLEMECH RECORD SHEE T wass: 45 tons S P
s VALIDATED T REAR T Movement Points: Tech, Config. & Level: (crit) (crit) (:':-)

atus: VA ?6r§0 Center ‘()E;‘;IO Walking: 4 Inner Sphere 3 LL RA

ARMOR DIAGRAM Ruming: §  Biped 'Mech 4 | LA RA  RA
Head Jumping: 4 Level 2/ 3050 5 LA RL RA

8 ;%cms Inventory: (hexes) 6 | LL RT RL

ype Loc HtDmg Min ShtMed Lng 7 LT CT RT

1ERLargelaser RA 12 8 - 7 14 19 8 CcT LT cT

Tstal_A;?;aor 1 ER Large Laser LA 12 8 - 7 14 19 9 RT LL LT

. 2 Streak SRM 2 LT 22mit- 3 6 9 10 RA LA LA

Lett Right e e 11 | RL LA LL

o Head 2 Streak SRM 2 RT 22hit- 3 6 9 12 HD HD HD

PUNCH LOCATIONS (1D6)
Roll Left Front/Rear Right

Ammo Type: Rounds:
Streak SRM 2 50

Bv2:
9

Right Arm

(12)

1 LT LA RT
LT LT RT

Total Heat Sinks: 11 Single

Q000000000 O CcT CT CT
Auto Eject: Weapon Heat: LA RT RA
[ Operational [] Disabled LA RA RA

—— HD HD HD

Damage
Transf . KICK LOCATIONS (1D6)
i name: Paul Cukie
Diagram Internal Structure (75 Pts ame: Roll Left FrontRear Right

Gunnery Skill: 4 Piloting Skill: 4

Left Am GRiTicAL HiT TaBLE Y S 13 [IL _RL AL
1. Shoulder 1. Shoulder . 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator jl Consciousness # 5 10
1-3 3. [ER Large Laser Head 13 3. [ER Large Laser e et gt
4. |ER Large Laser 1. Life Support 4. |ER Large Laser
5. Roll Again 2. Sensors 5. Roll Again
6. Roll Again 3. Cockpit 6. Roll Again HH“ scm-[ Aﬁag:;ACK MODIFIERS
1. Roll Again g- g:g ;“gj:”’ 1. Roll Again _ Movernent
2. Roll Aga{n 6: Life Support 2, Roll Again % Shutdown Stationary None
46 3. Roll Again 46 3. Roll Again | 29 | ) . Walked +1
4. Roll Again 4. Roll Again | 28 | Ammo Explosion, avoid on 8+ Ran *2
:' I;DZ:gam Center Torso Z goz ﬁgai_n —%%_ Shutdown, avoid on 10+ Jumped 3
olf Again ; :uslon :ngine - ol Again E -5 Movement Points Bngxﬁﬁ‘itnamaaez
. usion Engine « 24 | +4 Modifier to Fire
Left Torso 4-3 3 Fusion Engine R]ght Torso [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. Single Heat Sink ™ 4. Gyro 1. Singie Heat Sink [22] Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. Single Heat Sink 5. Gyro 2, Single Heat Sink 121 | i Prone
1-3 3. Streak SRM2 6. Gyro 13 3. Streak SRM 2 % iMovaEme:lt Points dond In Depth 1 Water +1
- = | 191 Ammo Explosion, avoid on 4+
g' i:;en?g (SSTr'\:azk 2) 50 1. Gyro ‘5“ 22,’,‘72“ as,-SM 2 [[8] Shutdown, avoid on &+ Target
o ol Aosi 2. Fusion Engine APyl [A7] +3 Modifier to Fire Movement
. Roll Again 46 3. Fusion Engine - RollAgar | 16 | 0-2 hexes 0
1. Roll Again 4. Fusion Engine 1. Roll Again [ 151 -3 Movement Points 34 hexes +1
2. Roll Again 5. Roll Again 2. Roll Again (1] Shutdown, avoid on 4+ 5-6 hexes +2
3. Roll Again 6. Roll Again 3. Roll Again [ 13 ] +2 Modifier to Fire 7-9 hexes +3
46 4. Roll Again 45 4. Roll Again % :2:}: ::;:: :g (Level 3)
5. Roll Again G 5 5. Roll Again Mol -2 t Points
& Roll Again Engine H!ts o000 6. Roll Again -0 Movement Poin 19-24 hexes  +6 (Level 3)
GyroHits OO 8 | +1 Modifier to Fire 25+ hexes *7 (Level 3)
N H —— Jumped +1 additional
Left Leg I_S_:n;orwts 80 Right Leg E Sprinted 4
1. Hip ife Support 1. Hip —1 . " Prone -2 adjacent hex
2. Upper Leg Actuator N 2. Upper Leg Actuator —%— 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,148 3. Lower Leg Actuator B Immobile -4
4. Foot Actuator BVfor4/4: 1,320 4. Foot Actuator Fx In Depth 1 Water +2 Punch locations
5. Jump Jet Weapon Value: 456 / 418 5. Jump Jet 1 Partial Cover +3 Punch locations|
ump Je! Bills: . Jump Jet 0 nfantry Squad  +
6. Jump Jet Cost, C-Bills: 3,441,575 6. JumpJ [ 0] Infantry Squad ~ +1

Printed by FEAVYRIETAL PRO. Copyright © 2009 RCW Enterprises. fBattlaTecl'l@, 'Mech® and BattieMech® are trademarks of WizKids, Inc.
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MOVEMENT RECORD MISSILE HITS TABLE

Turn |Type [ Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num [W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
! 111233 45 6
2 122233 456
3 122344569
4 223356 8 9 12
5 2234568 912
6 233456 8 912
7 2334568 912
8 23457 8101216
9 33457 8101216
10 3456910121520
11 345609 15 20
12




"MecH DATA

Type: Centurion CN9-D

Mass: 50 tons
Movement Points: Tech, Config. & Level:

BATTLEMECH RECORD SHEET

REAR

Status: VALIDATED Torso onter Tl(’go Walking: ¢ Inner Sphere

ARMOR DiAGRAM Torso e 9 Biped "Mech

Head Jumping: g Level 2/ 3050

9 Weaeons Inventory: (hexes)
ype Loc HtDmg Min ShtMed Lng

1 LB 10-X AC RA -

Total Armor 10-X A ' 2 10. 6 12 18
Pts = 136 1 LRM 10 w/ Artemis IV LT 41hit6 7 14 21

cT 3
CT(R) 3

1 Medium Laser 5 - 3 6

5 - 3 6

9
9

Left Right
Torso Head Torso

1 Medium Laser

HIT LOCATIONS (2D6)
Roll Left Front/Rear Right
2 LT CcT RT
(crit) (crit) (crit)
3 LL RA RL
4 LA RA RA
5 LA RL RA
6 LL RT RL
7
8

LT CcT RT
CcT LT CT

9 RT LL LT
10 RA LA LA
i RL LA LL
12 HD HD HD

Ammo Type: Rounds: Bv2:
LB 10-X AC 20 86

24 50

f Total Heat Sinks: 10 Single

Right Arm
(18)

0000000000
Auto Eject: Weapon Heat:
Left Leg i [ operational  [] Disabled (1 2)

Warrior Data

Name: Paul Fiset
3

Damage
Transfer
Diagram

5

Gunnery Skill: Piloting Skill:

Left Arm Hits Taken
1. Shoulder 1. Shoulder
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness #
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
"V 4. Hand Actuator 1. Life Support 4. [LB10-X AC
5. Endo Steel 2. Sensors 5. [LB10-X AC
6. Endo Steel 3. Cockpit 6. |LB10-XAC “Eni SBALE
1. Endo Steel 4. Roll Again 1. LB 10-x AC
2. Roll Again 5. Sensors 2. [LB10-X AC Shutdown
4.6 % RollAgain 6. Life Support 4.3 LB 10XAC
4. Roll Again C t T 4. Endo Steel Ammo Explosion, avoid on 8+
5. Roll Again enter Torso 5. Endo Steel )
6. Roll Again 1. XL Engine 6. Endo Steel Shutdown, avoid on 10+
2 XLEngine A
3 . oditier to rire
Leﬁ TOTSO 1_3 3. XL Engine nght T0r30 Ammo Explosion, avoid on 6+
1. XL Engine 4. Gyro 1. XL Engine Shutdown, avoid on 8+
2. XL Engine 5. Gyro 2. XL Engine : .
1-3 3. XL Engine 6. Gyro 1-3 3. XL Engine i -4 Movement Points
0 4. [LRM 10 1 Gyro 4. ammo(LB10x)10 Ammo Exglosion, avoid on 4+
5. [LRM 10 2 XL Engine 5. Ammo (LB 10-X) 10 +3 Modifior o Fire
6. Artemis IV FCS Py Engin " 6. Ammo (LRM 10) 12
1. Endo Steel 46 4. XL Engine 1. Ammo (LRM 10) 12 -3 Movement Pf:ints
2. Endo Steel 5. Medium Laser 2. CASE Shutdown, avoid on 4+
46 3. Endo Steel 6. Medium Laser (R) 46 3. Endo Steel +2 Modifier to Fire
4. Endo Steel 4. Endo Steef
5. Roll Again < s 5. Endo Stee/ 2 t Points
6. Roll Again EngineHits 00O | & £ngs teer Movement Poin
Gyro Hits c0o . +1 Modifier to Fire
Left ]_eg Sensor Hits O O R]ght Leg
1. Hip Life Support O 1. Hip B .
2. Upper Leg Actuator X 2. Upper Leg Actuator 1 Movement Point
3. Lower Leg Actuator Batlle Value: 1,130 3. Lower Leg Actuator
4. Foot Actuator BVfor3/6: 1,356 4. Foot Actuator
5. Roll Again Weapon Value: 1,075/1,022 5. Roll Again
6. Roll Again Cost, C-Bills: 9,664,500 6. Roll Again

Printed by FEAVYIMETAL PI0. Copyright © 2009 RCW Entarprlses BattleTech®, 'Mech® and BattleMech® are tradamarks of WizKids, Inc.

PUNCH LOCATIONS (1D6)
Roll Left Front/Rear Right

1 LT LA RT
LT LT RT
CcT CT CT
LA RT RA
LA RA RA
HD HD HD

KICK LOCATIONS (1D6)
Roll Left Front/Rear Right
1-3 LL RL RL
4-6 LL LL RL

ATTACK MODIFIERS

Attacker
Movement

Stationary None

Walked +1

Ran +2

Jumped +3
BattleMech Damage

Sensor Hit +2

Shoulder +4 weapons in arm

Arm Act. (each) +1 weapons in arm
Prone +2
In Depth 1 Water +1

Target

Movement
0-2 hexes 0
34 hexes +1
5-6 hexes +2
7-9 hexes +3

10-13 hexes +4
14-18 hexes +5 (Level 3)
19-24 hexes +6 (L.evel 3)

25+ hexes +7 {Level 3)
Jumped +1 additional
Sprinted -1
Prone -2 adjacent hex
+1 other hexes
Immobile -4

In Depth 1 Water +2 Punch locations|
Partial Cover +3 Punch locations|
Infantry Squad  +1

far parsonal use

MOVEMENT RECORD

Turn | Type | Num [ Move |+ Weap| + Prev | + Misc | = Total |- H.S.| =Heat | To Hits Damage & Notes:
Num |W/R/J! Hex | Heat | Heat | Heat Heat | Heat Pts Levet

MISSILE HITS TABLE
Roll Number of Missiles Fired
2D62 3 4 56 9101215 20

5 6

3
3
4
6
6
6
6
8
8

A AE W WWLWUONNDDNDND -
GG R WWWwWNN -
OO BN DR WD
W W NN O h W

W W WRNNNNNI s

0
0




"MecH DATA HIT LOCATIONS (2D6)
Type: Enforcer ENF-5D Roll  Left Front/Rear Right
BATTLEMECH RECORD SHEET usss: 50 tons O
REAR Right Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
Status: VALIDATED Torso Torso Walking: 3 LL RA RL
Center (5) alking: § Inner Sphere
ARMOR DiAGRAM Ruming: 8 Biped 'Mech 4 | LA Ra  Ra
Head Jumping: 5 Level 2/ 3050 5 LA RL RA
2 Weapons Inventory: (hexes) 6 | L RT R
Qy Type Loc HtDmg Min ShtMed Lng 7 LT CcT RT
1 LB 10-X AC RA 210 - 6 12 18 8 cT LT cT
Total Amor 1 ER Large L. LA 12 8 7 14 18 9 RT LL LT
Pts = 161 e Laser -
1 Small Laser LT 1 3 - 1 2 3 :2 iﬁ t: ::f:
Left Right
Torso Head Torso 12 HD HD HD

PUNCH LOCATIONS (1D6)
Roll Left Front/Rear Right

Ammo Type: Rounds: BV2:

Left Arm Right Arm

(18) (16) LB 10-X AC 20 135

_ _ 1 LT LA RT
Total Heat Sinks: 12 Single LT LT RT
0000000000 OO CT CT CT

LA RT RA
LA RA RA
HD HD HD

Auto Eject: Weapon Heat:

D Operational D Disabled

Damage
Transfer
Diagram name: Donald Dyehouse

KICK LOCATIONS (1D6)
Roll Left Front/Rear Right

5

Gunnery Skill: 4 Piloting Skill:

Hits Take T T3 T2 1-3 LL RL RL
al
1. Shoulder 1. Shoulder s Taken 46 | LL LL RL
2. Upper Arm Actuator 2. Upper Arm A t # S|7 110
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
4. [ER Large Laser 1. Life Support 4. LB 10-X AC
5. |ER Large Laser 2. Sensors 5. |LB 10-XAC
6. Ferro-Fibrous 3. Cockpit 6. |LB 10-X AC “H“ SI;M-E Atta?JetACK MODIFIERS
1. Roll Again 4. Roll Again 1. [LB 10-x AC Movement
2. Roll Again 5. Sensors 2. |LB 10-X AC [30] Shutdown Stationary None
4.6 % RollAgain 6. Life Support 4.6 3 lLB10XAC [29] Walked +1
4. Roll Again 4. Ferro-Fibrous |.28] Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again Center Torso 5. Ferro-Fibrous 2L Shutd o 10+ Jumped +3
" -Fil | 26 | utdown, avoid on
8. Roll Again ; it En gine 6. Ferro-Fibrous 251 -5 Movement Points Bgt;fx)itmtbama%ez
. ngine . 24| +4 Modifier to Fire
Leﬂ TOFSO 1_3 3. XL Engine nght TOI’SO 23| Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine [22] " Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine |21} . Prone
1-3 3. XL Engine 6. Gyro 13 3. XL Engine [ 20| -4Movement Points In Depth 1 Water +1
4. Jump Jet 1 Gyro " 4. Jump Jet 2 Ammo Explosion, aveid on 4+ Target
5. Jump Jet 2' XKE - 5. Jump Jet 17 ] u z‘.’;"’ avoid on 6+ Movement
6. Small Laser - ngine 6. Ammo (LB 10-X) 10 171 +3 Modifier to Fire
46 3. XL Engine | 16 | 0-2 hexes 0
1. Ferro-Fibrous 4. XL Engine 1. Ammo (LB 10-X) 10 15 -3 Movement Paints 3-4 hexes +1
2. Ferro-Fibrous 5 Jump Jet 2. CASE | 141 Shutdown, avoid on 4+ 5-6 hexes +2
4. 3 Femo-Fibrous 6. Roll Again 48 > Fero-Fbrous | 131 +2 Modifier to Fire 7-9 hexes +3
4. Femo-Fibrous 4, Ferro-Fibrous % 12::; zexes Ig (Level 3)
5. Ferro-Fibrous : : 5. Ferro-Fibrous TR N exes eve
6. Ferro-Fibrous Englne :l:s 8 8 © 6. Ferro-Fibrous —'190 2 Movement Points ;;ZSEh:)s(es :s gllzzvz: g;
yro Hits 8 | +1 Modifier to Fire X ve
Left Leg Sensor Hits O O R]ght Leg 7] ‘éu':i'sé% :} additional
1. Hip Life Support O 1. Hip —g- 1 Movement Point Propne -2 adjacent hex
2. Upper Leg Actuator 2. Upper Leg Actuator 21 +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,308 3. Lower Leg Actuator 3] Immobile -4
4. Foot Actuator Weapon Value: 735/735 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations
5. Single Heat Sink Cost, C-Bills: 8,808,874 5. Single Heat Sink 1 3 Partial Cover +3 Punch locations|
6. Roll Again 6. Roll Again [ Infantry Squad  +1

Printed by FEAVY[ETAL PO. Copyrlght ©2009 RCW Enterprlses BattleTach@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
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MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| = Heat | To Hits Damage & Notes: Roll  Number of Missiles Fired

Num [WIRIJ| Hex | Heat | Heat | Heat Heat |Heat | Pts | Level 2062 3 4 56 9 10 12 15 20

; 2[1111233 45 6
3/|1122233 45 6

3 12234456 9

4 223356 8 912

5 223456 8 9 12

5 233456 8 9 12

7 233456 8 9 12

8 234578

g 334578

10 3456910

11 3456910

12




'MtcH Data

tyee: Hunchback lIC
Mass: 50 tons

SHEET

BATTLEMECH RECORD

S Y IDATE T REAR _l?ight Movement Points: Tech, Config. & Level:

tatus: VALIDATED ?So contor c(;;o Walking: 4 Clan

ArMOR DIAGRAM Running: Biped "Mech
Jumping: 4 Level 2 /3055

Weaeons Inventory: (hexes)
Qly Type Loc HtDmg Min ShtMed Lng
1 Ultra AC/20 RT 7 20 - 4 8 12

Total Armor
Pts = 96

2 ER Medium Laser
1 Ultra AC/20

CcT
LT

§ 7 - 5§
7 20 - 4

10 15
8 12

Left Right
Torso Head Torso

Rounds:
10

BvV2:
188

Total Heat Sinks: 12 Double (24)
fl _ocooocoo0000 00

Auto Eject: Weapon Heat:
D Operational D Disabled (38)

Left Arm Right Arm

(6)

Ultra AC/20

Q0000000

Damage
Transfer

Diagram name: Mechwarrior Arkady

3

Hits Taken 2

Consciousness #

3

Gunnery Skill: Piloting Skill:

Shoulder
Upper Arm Actuator
Lower Arm Actuator
. Hand Actuator
. |Double Heat Sink
Double Heat Sink

. [Double Heat Sink
Double Heat Sink
Endo Steel
Endo Steel
Roll Again
Roll Again

eft Torso 8 , 4
. XL Engine
XL. Engine
Ultra AC/20
Ultra AC/20
Ultra AC/20
Ultra AC/20

Ultra AC/20
Ultra AC/20
Ultra AC/20
Ultra AC/20
Ammo (Ult AC/20) 5
Endo Steel

Left Leg
. Hip

Upper Leg A
Lower Leg Actuator
Foot Actuator
Jump Jet

Jump Jet

-

Shoulder

Upper Arm Actuator
Lower Arm Actuator
Hand Actuator
Double Heat Sink
Double Heat Sink

Double Heat Sink
Double Heat Sink
Endo Steel

Endo Steel

Roll Again

Roll Again

ight Torso (case)
XL Engine
XL Engine
Ultra AC/20
Ultra AC/20
Ultra AC/20
Ultra AC/20

Ultra AC/20
Ultra AC/20
Ultra AC/20
Ultra AC/20
Ammo (UIt AC/20) 5
Endo Steel

Right Leg
Hip
Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Jump Jet
Jump Jet

Head

Life Support
Sensors
Cockpit
Endo Steel
Sensors
Life Support

HeaT SCALE

Shutdown

Ammo Explosion, avoid on 8+

Center Torso
. XL Engine
XL Engine
XL Engine
Gyro
Gyro
Gyro

PARLND OOP LN

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+

)

-4 Movement Points

Ammo Explosion, avoid on 4+
Shutdown, avoid on 6+

+3 Modifier to Fire

Gyro

XL Engine

XL Engine

XL Engine

ER Medium Laser
ER Medium Laser

S

PUPWNS papwhNa

-3 Movement Points
Shutdown, avoid on 4+
+2 Modifier to Fire

4-6

EngineHits QOO
Gyro Hits O O
Sensor Hits OO
Life Support O
Battle Value: 1,679
BVfor3/3: 2,619
Weapon Value: 933 /933
Cost, C-Bills: 8,110,000

-2 Movemaent Points

L T e
SURUNS OMABNS

+1 Modifier to Fire

-1 Movement Point

G

Printed by FeAVYMETAL PR0. Copyright © 2009 RCW Enterprises. fBattleTet:h(E), ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
issian ta pk ar Lusa

SopLN 2

HIT LOCATIONS (2D6)
Roll Left Front/Rear Right
2 LT cT RT

(crit) (crit) (crit)

3 LL RA RL
4 LA RA RA
5 LA RL RA
6 LL RT RL
7 LT CcT RT
8 CT LT CT
9 RT LL LT
10 RA LA LA
1 RL LA LL
HD HD HD

Roll

PUNCH LOCATIONS (1D8)
Left Front/Rear Right

1 LT
LT
CcT
LA
LA

HD

LA RT
LT RT
cT CT
RT RA
RA RA
HD HD

Roll

KICK LOCATIONS (1D6)
Left Front/Rear Right

RL RL

Attacker

Movement
Stationary
Walked
Ran
Jumped

Sensor Hit
Shoulder

Prone

Target

Movement
0-2 hexes
3—4 hexes
5-6 hexes
7-9 hexes
10-13 hexes
14-18 hexes
19-24 hexes
25+ hexes
Jumped
Sprinted

Prone

Immobile

Partial Cover
Infantry Squad

ATTACK MODIFIERS

BattieMech Damage

Arm Act. (each)

In Depth 1 Water +1

In Depth 1 Water

None
+1
+2
+3

+2
+4 weapons in arm
+1 weapons in arm
+2

+5 (Level 3)

+6 (Level 3)

+7 (Level 3)

+1 additional

-1

—2 adjacent hex

+1 other hexes

-4

+2 Punch locations]
+3 Punch locations
+1

MOVEMENT RECORD

Turn | Type | Num [ Move |+ Weap| + Prev | + Misc | = Total |- H.S.| =Heat | To Hits Damage & Notes:
Num [W/RMJ| Hex | Heat | Heat | Heat Heat | Heat Pts Level
1

2

3

4

5

6

7

8

9

10

1

12

MISSILE HITS TABLE

Roll  Number of Missiles Fired

2D62 3 4 56 9101215 20

2 1711233 5 6
122233
12234 4
223356
223456
2334586
233456
234578
334578
3456910
3456810




"MtcH Data
Tyre: Nightsky NGS-4S

HIT LOCATIONS (2D6)
Roll Left Front/Rear Right

BATTLEMECH RECORD SHEE T mass: 50 tons N IR
REAR Movement Points: Tech, Config. & Level: (cnt) (c"t) (c" )
Status: VALIDATED Torso Torso Walking: 3 LL RA RL
(55  Center  (5) 9 6 Inner Sphere M LA RA RA
ARMOR DIAGRAM Torso Ruming: 9 Biped ‘Mech
Head Jumping: g Level 2/3055 5§ | LA RL RA
9 Weaeons Inventory: (hexes) 8 LL RT RL
ype Loc HtDmg Min ShtMed Lng 7 LT CT RT
1 Large PulselLaser LA 10 9 - 3 7 10 8 cT LT CT
Total Armor 1 Medium Pulse L. LT 4 & 2 4 6 9 RT LL LT
- edium Pulse Laser -
Pls =152 I 1 Medium Pulse L. RT 4 & 2 4 6 10 RA LA LA
ledium Puise Laser -
Lett Right 11 RL LA LL
Torso Head Torso 1 SmallPulseLaser HD 2 3 - 1 2 3 HD HD HD
1 Hatchet RA

PUNCH LOCATIONS (1D6)

Left Arm Right Arm Roll Left Front/Rear Right

e (4 , : 1 [0 LA RT
Center Hl Total Heat Sinks: 11 Double (22) LT LT RT
Torso 0000000000 O CT CT CcT

23 .
@) Auto Eject: Weapon Heat: LA RT RA
Left Leg Right Leg 1 operational [] Disabled (20) LA RA RA
(20) - HD HD HD

WaRRIOR DATA

name: Lieutenant Russell Andrey
Gunnery Skill: 4 Piloting Skill: 4

Damage
Transfer
Diagram

KICK LOCATIONS (1D6)
Roll Left Front/Rear Right

Internal Structure (83 Pts

GRimicAL HiT TaBLE 13 | L RL RL
Hits Taken 2 3 5
1. Shoulder 1. Shoulder . 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # Sl A U
1-3 3. Lower Arm Actuator Head 13 3. Lower Arm Actuator
"9 4. Hand Actuator 1. Life Support 4. Hand Actuator
6. [Large Pulse Laser 2. Sensors 5. |Hatchet
6. |Large Pulse Laser 3. Cockpit 6. |Hatchet Atta?l;r;ACK MODIFIERS
1. Roll Again 4. Small Puise Laser 1. |Hatchet - Movement
2. Roll Again g' f;"ss‘"s " 2. |Hatchet [30] Shutdown Stationary None
4.8 3 RollAgain - Lite Suppo 4.8 3 RolAgain [29] Walked +1
"9 4. Roll Again C t T 4. Roll Again % Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enter 10rso 5. Roll Again =18 . Jumped +3
6. Roll Again 1. XL Engine 6. Roll Again g—g -sshl\ljl?\::‘fr:‘;r;vlg::din?s‘ 10+ BgttleMe(;:l. 1:Damag+c=.2
2. XL Engine [24] +4 Modifier to Fire ensor kil
Left Torso 1-3 3 XLEngine nght Torso [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine [22] Shutdown, avoid on 8+ F’Arm Act. (each) +; weapons in arm
2. XL Engine 5. Gyro 2. XL Engine 121 ) | f°D"e "W 1
1-3 3. XL Engine 6. Gyro 13 3. XL Engine [ 20} -4 Movement Points n Dept| ater +
™ 4. Medium Pulse Laser 1. G "™ 4. Medium Pulse Laser 1191 Ammo Explosion, avoid on 4+ Target
. . yro . 18 | Shutdown, avoid on 6+
5. Roll Again 2. XLEngine 5. Roll Again [17] +3 Modifier to Fire Movement
6. Roll Again 46 3. XL Engine 6. Roll Again E 0-2 hexes 0
1. Roll Again 4. XLEngine 1. Roll Again [ 151 -3 Movement Points 3-4 hexes +1
2. Roll Again 5. Jump Jet 2. Roll Again % Shutdc;y:_n, avmf:l on 4+ 5-6 hexes +2
4.6 % RollAgain 6. Jump Jet 463 FRollAgain 1—2 +2 Modifier to Fire 7-9 hexes +3
4. Roll Again 4. Roll Again < 10-13 hexes  +4
5. Roll Again P 5. Roll Again . . 14-18 hexes  +5(Level 3)
Engine Hits O OO ; 2 Movement Points 1924 hexes  +6 (Level 3)
6. Roll Again . 6. Roll Again 25+ h +7 (Level 3
GyroHits 0O : +1 Modifier to Fire Jum 2);(95 +1 ad?iteion)al
Left Leg Sensor Hits O O Right Leg Sprinted ot
1. Hip Life Support O 1. Hip p . Prone -2 adjacent hex
2. Upper Leg A - 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,159 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor4/4: 1,333 4. Foot Actuator In Depth 1 Water +2 Punch locations
S. Jump Jet Weapon Value: 828 /828 §. Jump Jet X Partial Cover +3 Punch locations|
6. Jump Jet Cost, C-Bills: 9,420,000 6. Jump Jet Infantry Squad  +1

Printed by hﬂWnEIAI. P30. Copynght@ 2009 RCW Enterpnsas BattleTech@ 'Mech® and BanlaMauh@ are tradamarks of WizKids, Inc.

MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type [ Num | Move |+Weap| +Prev | + Misc | = Total |- H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num [W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 45 6 9 10 12 15 20
! 1711233 5
2 122233

3 122344

4 223365686

5 223456

6 233456

7 233456

8 234578

9 334578

10 3456810

1 3456910

12




BATTLEMECH RECORD SHEET

Status: VALIDATED

ARMOR DIAGRAM

000

O 0 0O 0O O
0 0 0 0O

Head
9

000

O 0 0 0O

Right Arm
(13)

Damage
Transfer
Diagram

REAR

Center
Torso

1. Shoulder
2, Upper Arm Actuator
4.3 3 Lower Arm Actuator Head 1-3
4. Medium Laser 1. Life Support
5. Streak SRM 2 2. Sensors
6. Ferro-Fibrous 3. Cockpit
1. Farro-Fibrous 4. Roll Again
2. Ferro-Fibrous 5. S_insors
46 3. Ferro-Fibrous 6. Life Support 48
4, Ferro-Fibrous
5. Ferro-Fibrous Center Torso
6. Ferro-Fibrous 1. Fusion Engine
2. Fusion Engine
Leﬂ Torso 1_3 3. Fusion Engine
1. [LRM 10 4. Gyro
2. {LRM10 5. Gyro
6. Gyro
1_3 3 ézg\Eo {LRM 10} 12 Y 1_3
5. Endo Steel 1. Gyro
6. Endo Steel 2. Fusion Engine
- Endo Stee 48 3. Fusion Engine
1. Endo Steel ~V 4. Fusion Engine
2. Endo Steel 5. Jump Jet
3. Endo Steel 6. Endo Steel
4-6 4. Endo Steel 46
5. Endo Steel f s
6. Roll Again Engine H{ts 000
GyroHits OO
Lef[ Leg Sensor Hits O O
1. Life Support O
2. Upper Leg Actuator
3. Lower Leg Actuator Batlle Value: 1,412
4. Foot Actuator Weapon Value: 995 /942
5. Jump Jet Cost, C-Bills: 5,571,216
6. Jump Jet

Right
Torso
)

Left

Shoulder

Total Armor
Pts = 143

Right
Torso Head Torso

. Weagons Inventory:
Loc HtDmg Min ShtMed Lng|

14 21
14 21

"MecH Data

Type: Dervish DV-7D
Mass: 55 tons

Movement Points: Tech, Config. & Level:
Walking: 5
Running: 8
Jumping: 5

Inner Sphere
Biped 'Mech
Level 2/ 3050

(hexes)
ype

LRM 10

LRM 10

LT
RT

4 1/hit6 7
4 1/hit 6 7

Medium Laser RA 3 5 . 3
Medium Laser LA 3 5 - 3
Streak SRM 2 3
3

Streak SRM 2

LA 2 2/hit -
RA 2 2it -

6

[
8
6

9

9
9
9

HIT LOCATIONS (2D6)
Roll Left Front/Rear Right
2 LT CcT RT

(crit) (crit) (crit)
3 LL RA RL
4 LA RA RA
5 LA RL RA
6 LL RT RL
7 LT cT RT
8 - CT LT CcT
9 RT LL LT
10 RA LA LA
1 RL LA LL
12 HD HD HD

Bv2:
78

28

Rounds:
24

Streak SRM 2 100

Total Heat Sinks: 10 Double (20)
0000000000

Auto Eject:

D Operational D Disabled

(18)

name: Mike Kaplan

4 Piloting Skill: 5

Gunnery Skill:

Weapon Heat:

Hits Taken 213

S |7

Upper Arm A

Streak SRM 2
Ferro-Fibrous

Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous

OMPLNS OOARLNS

Lower Arm Actuator
Medium Laser

Right Torso

LRM 10
LRM 10

CASE

Endo Steel
Endo Steel
Endo Steel
Endo Steel
Endo Steel
Endo Steel

Right Leg

Hip

OO RLNR SOALNAS

Jump Jet
Jump Jet

LR

Ammo (LRM 10) 12
Ammo (Streak 2) 50
Ammo (Streak 2) 50

Upper Leg Actuator
Lower Leg Actuator
Foot Actuator

Shutdown
Ammo Explosion, avoid on 8+

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+

-4 Movement Points

Ammo Explosion, avoid on 4+
Shutdown, avoid on 6+

+3 Modifier to Fire

-3 Movement Points
Shutdown, avoid on 4+
+2 Modifier to Fire

aalalalalaiafa o nin]nin o nfna | irofe)
O P e 1 ) 1 2 () S g O 5 Y ] 1531 i 13 253 1=

-2 Movement Points

+1 Modifier to Fire

-1 Movement Point

Printed by FEAVYMETAL P0. Copyright © 2009 RCW Enterprlses BattleTech@ 'Mech® and BattleMach@ are trademarks of WizKids, Inc.

PUNCH LOCATIONS (1D6)
Roll Left Front/Rear Right

1 LT LA RT
LT LT RT
CT cT CcT
LA RT RA
LA RA RA
HD HD HD

KICK LOCATIONS (1D6)
Roll Left Front/Rear Right

1-3 LL RL RL
4-6 LL LL RL

ATTACK MODIFIERS
Attacker

Movement
Stationary None
Walked +1
Ran +2
Jumped +3
BattleMech Damage
Sensor Hit +2
Shoulder +4 weapons in arm

Arm Act. (each) +1 weapons in arm
Prone +2
In Depth 1 Water +1

Target

Movement
0-2 hexes 0
3-4 hexes +1
5-6 hexes +2
7-9 hexes +3
10-13 hexes +4
1418 hexes +5 (Level 3)
19-24 hexes  +6 (Level 3)
25+ hexes +7 (Level 3)
Jumped +1 additional
Sprinted -1
Prone -2 adjacent hex
+1 other hexes
Immobile -4

in Depth 1 Water
Partial Cover
Infantry Squad

+2 Punch locations|
+3 Punch locations|
+1

luse

MISSILE HITS TABLE
Number of Missiles Fired
2062 3 4 56 10 12 15 20

5 6
5 6
6 9
9 12

9 12
9 12

MOVEMENT RECORD

Turn | Type | Num [ Move |+Weap| + Prev | + Misc [ = Total |- H.S.| = Heat | To Hits Damage & Notes:
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level
1

2

3

4

5

6

7

8

9

10

11

12

8 9 12
12 16
12 16
15 20
15 20

0 0NN DWW
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-
(=1
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BATTLEMECH RECORD

Status: VALIDATED

ARMOR DiAGRAM

Left Arm
(20)

Left Leg

(28)

0 0 0
OOO

)

0.0

o 0.0 0 O
OOOOOOOOOOO

[¢)
[e)

Head
9!

0 .0,0.0.0.0.0.0
OOOOOOOOOOOOOOO Oo

[¢)
[e)

REAR

Center

Torso

)

Diagram

Rig
Torso

8

Left

SHEET

Total Armor
Pts = 201

Right

Torso Head Torso

RSPNOCEY  GRITICAL HiT TABLE
1. Shoulder
2. Upper Arm Actuator
1-3 3. [Gauss Rifle Head 1-3
4. |Gauss Rifle 1. Life Support
5. |Gauss Rifle 2. Sensors
6. [Gauss Rifle 3. Cockpit
1. |Gauss Rifie 4, Ferro-Fibrous
2. |Gauss Rifie 5. Sensors
46 3. Ammo {Gauss) 8 6. Life Support 4.8
4. Ammo {Gauss) 8
5. Ferro-Fibrous Center Torso
6. Roll Again 1. Fusion Engine
2. Fusion Engine
Left Torso 1-3 3 Fusion Engine
1. Endo Steel 4. Gyro
2. Ferro-Fibrous 5. Gyro
3. Ferro-Fibrous 6. Gyro
13 4. Roll Again 1 a 1-3
5. Roll Again - oyro )
6. Roll Again 2. Fusion Engine
- g 48 3. Fusion Engine
1. Roll Again 4. Fusion Engine
2. Roll Again 5. Ammo (Gauss) 8
3. Roll Again 6. Endo Steel
4-6 4. Roll Again 4-6
5. Roll Again . B
6. Roll Again Engine Hits OO O
GyroHits OO
Left Leg Sensor Hits O O
1. Hip Life Support O
2. Upper Leg Actuator
3. Lower Leg Actuator Battle Value: 1,825
4. Foot Actuator BVfor3/4: 2,519
5. Endo Steel Weapon Value: 1,613/1,613
6. Endo Steel

Cost, C-Bills: 5,712,000

Right Am

Shoulder

[Gauss Rifle
Gauss Rifle
Gauss Rifle
Gauss Rifle

Gauss Rifle
Gauss Rifle

ORI DORONS

Roll Again

Right Torso

Double Heat Sink
Double Heat Sink

Endo Stee!

Roll Again

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Right Leg

Hip

OUMBWNR OaRWN S

Endo Steel
Endo Steel

Sohoda

Upper Arm Actuator

“Ammo (Gauss) 8
Ammo (Gauss) 8
Ferro-Fibrous

Ferro-Fibrous
Ferro-Fibrous

Upper Leg Actuator
Lower Leg Actuator
Foot Actuator

0905 S\ =
R 5 S N I
o ,po odq o
A o0 b §
Right Arm o J\% C K°/\ o
(20) 8/ \deeke/ \ 38
0 %o° )
Left 2 O| Righ
el o o ight
Am o o o Am
10, lo] 10]
(10} oO\eenterlO (10)
o [*)
(28) Lot °Z go Rig
£g =
(0% % 3 £ o0 d14)
Damage [e] [e]
Transfer o o

(CASE)

'MecH Data

Tyee: Glass Spider (Galahad)

Mass: 60 tons
Movement Points: Tech, Config. & Level:

Walking: 4 Clan
Running: g Biped 'Mech
Jumping: Level 2/ 3055

ype

Weagons Inventory:
Qly Loc HtDmg Min ShtMed Lng

1 Gauss Rifle
1 Gauss Rifle

(hexes)

LA
RA

11 2 7
11 2 7

HIT LOCATIONS (2D6)
Roll Left Front/Rear Right
2 LT CcT RT
(crit) {crit) (crit)
3 LL RA RL
4 LA RA RA
5 LA RL RA
6 LL RT RL
7 LT CcT RT
15 22 8 CcT LT CT
15 22 9 RT LL LT
10 RA LA LA
11 RL LA LL
HD HD HD

H Ammo Type:

Gauss Rifle

Bv2:
251

Rounds:
40

Roll
1

H Total Heat Sinks: 10 Double (20)
0000000000

Auto Eject:

D Operational

[ pisabled

(2)

name: MechWarrior

Gunnery Skill:

Hits Taken
Consciousness #

PR ERERPRRERE]
0 o e o 8 e i

-
=

L]l foli2]
1 i1

3

Weapon Heat:

PUNCH LOCATIONS (1D6)
Left Front/Rear Right

LT LA RT
LT LT RT
CcT cT CcT
LA RT RA
LA RA RA
HD HD HD

Piloting Skill: 4

2 |3 5

7 11

Shutdown
Ammo Explosion, avoid on 8+

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+

-4 Movement Points

Ammo Explosion, avoid on 4+
Shutdown, avoid on 6+

+3 Modifier to Fire

-3 Movement Points
Shutdown, avoid on 4+

+2 Modifier to Fire

~2 Movement Points

+1 Modifier to Fire

-1 Movement Point

(s

KICK LOCATIONS (1D6}
Roll Left Front/Rear Right
1-3 LL RL RL
4-6 LL LL RL

Printed by FEAVYRIZTAL PRO. Copyright © 2009 RCW Enterprises. fBattIeTech@, 'Mech® and BattleMech® are trademarks of WizKids, Inc.
Parmissian to ph or. Lusea,

Arm Act. (each)

In Depth 1 Water
Partial Cover
Infantry Squad

ATTACK MODIFIERS

Attacker
Movement

Stationary None

Walked +1

Ran +2

Jumped +3
BattleMech Damage

Sensor Hit +2

Shoulder +4 weapons in arm

Prone
In Depth 1 Water +1
Target
Movement
0-2 hexes 0
3-4 hexes +1
5-6 hexes +2
7-9 hexes +3
10-13 hexes +4
14-18 hexes  +5(Level 3)
19-24 hexes  +6 (Level 3)
25+ hexes +7 (Level 3)
Jumped +1 additional
Sprinted -1
Prone -2 adjacent hex
+1 other hexes
Immobile -4

+1

+1 weapons in arm
+2

+2 Punch locations
+3 Punch locations|

MOVEMENT RECO|

RD

Type
WIR/J

Num
Hex

Move
Heat

Heat

+ Misc
Heat

+ Prev
Heat

+ Weap

= Total
Heat

-H.S.
Pts

= Heat
Level

To Hits

Damage & Notes:

MISSILE HITS TABLE
Number of Missiles Fired
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"MecH Data HIT LOCATIONS (2D6)
Roll Rear Right
ECH RECORD o Geana Dragon DRG-sK T -
BATTLEM SHEET  |f - 60tons o
Status: VALIDATED Torso REAR T(I)?so Movement Points: Tech, Config. & Level: 3 (ir"f) (;'X) (cerl-t)
(8) Center (8) ene: 6 Inner Sphere ¢« | ta RA Ra
ArRMOR DIAGRAM uaning: 9 Biped 'Mech
Head Jumping: Level 2/ 3050 5 | LA RL RA
9 Weaeons Inventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng 7 LT CT RT
1 LRM 10 CT 41hite 7 14 21 8 cT LT cT
Total Armor 1 ERPPC RA 15 10 - 7 14 23 9 RT LL LT
Pts = 160 , 10 | RA LA LA
1 Medium Laser LA 3 5 -3 6 9 1 RL LA LL
ft Right :
Toso Head T"ﬁso 1 Medium Laser RTR)3 5 - 3 6 9 12 HD HD HD
(14) (14) 1 Medium Laser LTRY3 5 - 3 6 9
o) o o [}
8 [¢) ° (o] 8
9 POl 0l%d, ©
8 00 8 - : - PUNCH LOCATIONS (1D6)
Right Arm 8 J\% oL B°/\ o Ammo Type: Rounds:  BV2: Roll  Left Front/Rear Right
(14) (14) 9/ \Cd%k°/ \8 LRM 10 24 50
3 O 3 _ 1 LT LA  RT
o . Total Heat Sinks: 13 Double (26) LT LT RT
% ° 62| Rt fl 0000000000 000 cT cT cT
Auto Eject: Weapon Heat: LA RT RA
Left Leg i o) 1 [ operational [ Disabled (28) LA RA RA

HD HD HD

(14) o (14
Damage [o) o
Transfer °
Diagram Internal Structure (99 Pts

KICK LOCATIONS (1D6)
Roll Left Front/Rear Right

name: MechWarrior Marcus
3 4

Gﬂ"lcnl “"_ 'ABL[ Gunnery Skill: Piloting Skill: 13 L RL RL
Hits Taken 2 4
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm A S
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
"2 4. Hand Actuator 1. Life Support 4. [ERPPC
5. Medium Laser 2. Sensors 5. |ERPPC
6. Roll Again 3. Cockpit 6. [ERPPC ATTACK MODIFIERS
. 4, Roll Again . A—tta-g-hﬂ
1. Roll Again g g 1. Roll Again M
i 5. Sensors ; T ovement
2. Roll Again .9 2. Roll Again | 30| Shutdown Stationary None
483 RollAgain 6. Life Support 4.6 % FRollAgain (29 Walked +1
4. Roll Again C t T 0 4. Roll Again % Ammo Explosion, avoid on 8+ Ran 2
5. Roll Again enter [orsoc 5. Roll Again | <C . Jumped +3
6. Roll Again 1. XL Engine 6. Roll Again % ssh;fm:‘;,;\'gg:g 10+ Bameﬂech Damage
2. XL Engine ' (24 +4 Modifier to Fire Sensor Hit +2
Left Torso 1.3 3 XCEngine Right Torso [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine [22| Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XLEngine 21| ) Prone
13 3. XL Engine 6. Gyro 13 3. XL Engine % Z‘MoveETrt l?omtsv o s In Depth 1 Water +1
= f = 3 |9 ] mmo plosion, avoid on
4. Medium Laser (R) 1. Gyro 4. Medium Laser (R) (5] Shutdown, avoid on 6+ Target
PlmiMnE  f R @ 3 it
. 3. XLEngine ) | 16 | 0-2 hexes 0
1. CASE 4-6 4. XL Engine 1. Roll Again [ 151 -3 Movement Points 3-4 hexes +1
2. Roll Again 5. fLRM 10 2. Roll Again | 141 Shutdown, aveid on 4+ 5-6 hexes +2
46 3. Roll Again 6. |LRM 10 46 3. Roll Again 1_2 +2 Modifier to Fire 7-9 hexes +3
4. Roll Again 4. Roll Again O 12::: :exes :g (Lovel 3)
5. Roll Again : : 5. Roll Again o] . exes eve
5 Rollagain EngineHits 000 | & oo 2 2 Movement Points 19-24hexes  +6 (Level 3)
GyroHits OO 51 +1 Modifier to Fire 25+ hexes +7 (Level 3)
: H — Jumped +1 additional
Left Leg LS_fen;or H-trst 8 o Right Leg 7] Sprinted -
1. Hip ife Suppo 1. Hip 5] - i Prone -2 adjacent hex
2. Upper Leg A X 2. Upper Leg Actuator 41 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,358 3. Lower Leg Actuator K8 Immobile -4
4. Foot Actuator Bvfor3/4: 1,874 4. Foot Actuator 2 | In Depth 1 Water +2 Punch locations
5. Roll Again Weapon Value: 1,596 / 1,596 5. Roll Again I Partial Cover +3 Punch locations;
6. Roll Again Cost, C-Bills: 13,354,880 6. Roll Again | 0 | Infantry Squad ~ +1

Printed by FEAVYMETAL P0. Copyright ©2009 RCW Enterprlses BattIeTech® ‘Mech® and BaﬁlaMech@ are trademarks of WizKids, inc.
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MOVEMENT RECORD MISSILE HITS TABLE
Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
; 111233 45 6
5 122233 4586
122344052869
4 223356 8 9 12
5 223456 8 9 12
6 233456 8 912
7 233456 8 9 12
8 23457 8101216
9 334578101216
10 3456910121520
11 3456910
12




BATTLEMECH RECORD SHEET

REAR Right Movement Points: Tech, Config. & Level:
Status: VALIDATED T?go Conter T?;o Walking: 4 Inner Sphere
ARMOR DiAGRAM Running: 6 Biped ‘Mech
Head Jumping: Level 2/3058
9 J§ Weapons Inventory: (hexes)
Qy Type Loc HtDmg Min ShtMed Lng
1 Gauss Rifle RT 1 15 15 22
Total Armor )
Pts = 211 | 1 Medium Laser RA 3 6§ - 3 6 9
| 1 Modium Laser LA 3 5§ - 3 6 9
Left Right
TO?SO Head Ttl)?so 1 Large Laser RA 8 8 - 5 10 15
1 Large Laser 8 8

Left Arm
(20)

Left Led
(30)

'MEcH Data

Type: Cestus CTS-6Y
Mass: 65 tons

HIT LOCATIONS (2D6)
Roll Left Front/Rear Right

2 LT

(crit)
3 LL
4 LA
5 LA
6 LL
7 LT
8 CcT
9 RT
10 RA
11 RL
12 HD

CcT RT
{crit) (crit)

RA RL
RA RA
RL RA
RT RL
CcT RT
LT CcT
LL LT
LA LA
LA LL
HD HD

BvV2:
151

Rounds:
24

gl Ammo Type:
Gauss Rifle
il Total Heat Sinks: 12 Double (24)
0000000000 00

Auto Eject: Weapon Heat:
D Operational D Disabled (23)

Right Arm
(20)

(o)

(o)
oO

0000000000

(¢)
Q

(¢]
OOO

O O
OOO

(¢)
O

Right Leg
(30)

900 [e)(e}

(¢)
O

(¢]
(o)
(O
OOO

OOO

o)

PUNCH LOCATIONS (1D6)
Roll Left Front/Rear Right

1 LT

LT

CT
LA
LA
HD

LA RT
LT RT
CcT CT
RT RA
RA RA

HD HD

Damage

WarRrior Data
Transfer

()
(elte)
(¢)
o

OO
oO

Diagram il Name: Captain Chas Hook

Left Arm GrimicAL HiT TABLE e T T T TS
1. Shoulder 1. Shoulder
2. Upper Arm Actuator 2. Upper Arm A # 517 ]10
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
4. Hand Actuator 1. Life Support 4. Hand Actuator
5. Medium Laser 2. Sensors 5. Medium Laser
6. |Large Laser 3. Cockpit 6. |Large Laser “H“ SBAI-E
1. |Large Laser 4. Roll Again 1. [Large Laser
2. Roll Again 5. Sensors 2. Roll Again E Shutdown
4.3 RolAgain 6. Life Support 4.3 FollAgain 29 ) )
4. Roll Again Center T 4. Roll Again %7 Ammo Explosion, avoid on 8+
5. Roll Again enter [orso 5. Roll Again 223 )
6. Roll Again 1. XLEngi 6. Roll Again [.26] Shutdown, avoid on 10+
2- -y E"Q!"e 1 25] -5 Movement Points
8 ngine . | 24| +4 Modifier to Fire
Leﬁ TOFSO 1-3 3. XLEngine R|ght TOFSO | 23] Ammo Explosion, avoid on 6+
1. XL Engine 4. Gyro 1. XL Engine | 22| Shutdown, avoid on 8+
2. XL Engine 5. Gyro 2. XL Engine _;1,_ am ¢ Points
3. XL Engine 6. Gyro 3. XL Engine 20 { ovement Points
1-3 4. [Double Heat Sink 1. Gyro 1-3 4. [Gauss Rifle % g:";'; Ebes".’:' a"g’:‘ on 4+
5. |Double Heat Sink 2' X!! Engi 5. |Gauss Rifle =1 iidown, avoic on
N 5 ngine " 17| +3 Modifier to Fire
6. |Double Heat Sink 3 XL Engi 6. |Gauss Rifle 61
= 4‘6 3 ng!ne | 10 .
1. [Double Heat Sink 4. XL Engine 1. |Gauss Rifle 1 151 -3 Movement Points
2. |Double Heat Sink 5. Ammo ((_Sauss) 8 2. |Gauss Rifle % S;utdzy;n, avolfi on 4+
48 3. |Double Heat Sink 6. Roll Again 48 3. |Gauss Rifle - +2 Modifier to Fire
4. Roll Again 4. [Gauss Rifle =1
5. Roll Again z : 5. Ammo (Gauss) 8 2M ¢ Points
6. Roll Again Engine H!ts ooo 6. Ammo (Gauss) 8 ovement Foir
Gyro H!ts o0 . +1 Modifier to Fire
Left Leg Sensor Hits O O Right Leg
1. Hip Life Support O 1. Hip p .
2. Upper Leg Actuator 2. Upper Leg Actuator 1 Movement Point
3. Lower Leg Actuator Batlle Value: 1,701 3. Lower Leg Actuator
4. Foot Actuator BVfor3/3: 2,654 4. Foot Actuator
5. Roll Again Weapon Value: 2,283/2,283 6. Roll Again
6. Roll Again Cost, C-Bills: 11,327,361 6. Rofl Again

Gunnery Skill: 3 Piloting Skill: 3

KICK LOCATIONS (1D6)
Roll Left Front/Rear Right

1-3
4-6

LL
LL

RL RL
LL RL

Printed by FEAVYRIETAL P30. Copyright © 2009 Rcw Entarpnses BattleTech@ 'Mech@ and BattlaMech@ are trademarks of WizKids, Inc.

ATTACK MODIFIERS
Attacker
Movement
Stationary None
Walked +1
Ran +2
Jumped +3

BattleMech Damage

Sensor Hit
Shoulder

Arm Act. (each) +1 weapons in arm
+2

Prone

In Depth 1 Water +1

Target

Movement
0-2 hexes
3-4 hexes
5-6 hexes
7-9 hexes

10-13 hexes
14-18 hexes
19-24 hexes

25+ hexes

Jumped

Sprinted
Prone

Immobile

In Depth 1 Water +2 Punch locations|]

Partial Cover
Infantry Squa

d

+2
+4 weapons in arm

+5 (Level 3)

+6 (Level 3)

+7 (Level 3)

+1 additional
-1

—2 adjacent hex
+1 other hexes
-4

+3 Punch locations|
+1

MOVEMENT RECORD
Turn | Type | Num | Move |+Weap| + Prev | + Misc | = Total |- H.S.| = Heat | To Hits Damage & Notes:
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level

— |-
23S [0 [~ o |on | oo v [

-
N

MISSILE HITS TABLE
Roll  Number of Missiles Fired

2062 3 4

5

6 8 10 12 156 20
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'"MtcH Data HIT LOCATIONS (2D6)

. Roll L. Front/R Right

Tyee: Rifleman IIC : st Fron = e :’T

BATTLEMECH RECORD SHEET mass: 65 tons v o .
Left REAR Right Movement Points: Tech, Config. & Level: (c"t) (cnt) (cnt)

Status: VALIDATED Torso Torso Walking: 3 ci 3 LL RA RL
(10)  Center  (10) ina: 20, 4 [ LA RrRA  RA

ArRMOR DiAGRAM Ruming: 5 Biped "Mech

Head Jumping: 3 Level 2/ 3055 5 LA RL RA

9 Weaeons Inventory: (hexes) 6 LL RT RL

Qly Type Loc HtDmg Min ShtMed Lng 7 LT CT RT

I 2 Large Pulse Laser LA 10 10 - 6 14 20 8 cT LT cT

Total Armor 9 RT LL LT

Pts = 211 2 Large Pulse Laser RA 10 10 - 14 20

10 RA LA LA
11 RL LA LL
12 HD HD HD

B 1 Active Probe ¢ctr 0 - - - - 5
1 ER Small Laser HD 2 § - 2 4 6

Left Right
Torso Head Torso

PUNCH LOCATIONS (1D6)
Roll Left Front/Rear Right

Right Arm

oO
OO

(20)

O000000000)
0000000000

O0 00 : 1 LT LA RT
P Canter Jo° il Total Heat Sinks: 19 Double (38) LT LT RT
OxP | Torso [ OO 0000000000 000000000 cT cT cT
30 -
>3 30) O Auto Eject: Weapon Heat: LA RT RA
Left Leg OOO OOO Right Leg [ operational [ Disabled (42) LA RA RA
=0 / o S5\ @0 . HD HD HD
o0 ogo
ogo o0 Damage _
Transf i .
° o Diagram Name: Star Captain Glenn Kotare KICK LOCATIONS (1D6)

Roll Left Front/Rear Right

Gunnery Skill: 3 Piloting Skill: 3

1-3 LL RL RL

GRITICAL HiT TABLE

eft Am .
Hits Tak 1 2 3|45 [
1. Shoulder 1. Shoulder e tatten 46 | LL LL RL
2, Upper Arm Actuator 2. Upper Arm A # 517 w0fn
1.3 3 [Double Heat Sink Head 4.3 3. [Double Heat Sink
4. |Double Heat Sink 1. Life Support 4. |Double Heat Sink
5. |Large Pulse Laser 2. Sensors 5, [lLarge Pulse Laser
6. |Large Pulse Laser 3. Cockpit 6. |Large Pulse Laser “H“ SBM-E Attagl.&r; ACK MODIFIERS
1. [Large Pulse Laser 4. ER Small Laser 1. [Large Pulse Laser Movement
5. Sensors
2. |Large Pulse Laser N 2. |Large Pulse Laser Shutdown Stationary None
46 % EndosStel 6. Life Support 4.6 3 EndoSteel Walked +1
4. Endo Steel 4, Ferro-Fibrous Ammo Explosion, avoid on 8+ Ran +2
5. Ferro-Fibrous Center Torso 5. Ferro-Fibrous Shutdown, avoid on 10+ Jumped +3
6. Ferro-Fibrous ; iusion E"g!ne 6. Ferro-Fibrous 571 -5 Movement Points Bgt::fsl\gic'-‘i'nitDama%ez
. Fusion Engine . 24| +4Modifier to Fire .
Leﬁ TOFSO 13 3. Fusion Engine nght TOI’SO 23| Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. [Double Heat Sink ' ¥ 4. Gyro 1. [Double Heat Sink Shutdown, avoid on 8+ PA"“ Act. (each) :; weapons in arm
2. [Double Heat Sink 5. Gyro 2. |Double Heat Sink ) o eath 1 Water +1
4.3 3 [Double Heat Sink 6. Gyro 4.3 3 [Double Heat Sink ;‘ M°"°E'“°:‘t Points id o4 n Dep ater
™ 4. Double Heat Sink 1. Gyro 4. |Double Heat Sink SITuT:ow)::p :::i’:’;vz:_ ondx Target
5. [Double Heat S!nk 2. Fusion Engine 5. [Double Heat S!nk 3 Modiﬂe'r to Fire Movement
6. |Double Heat Sink 3. Fusion Engine 8. |Double Heat Sink 0~2 hexes 0
1. [Double Heat Sink 465 Fusion Engine 1. [Double Heat Sink -3 Movement Points 3-4 hexes +1
2. |Double Heat Sink 5. Jump Jet 2. |Double Heat Sink Shutdown, avoid on 4+ 5-6 hexes +2
453 JumpJdet 6. Active Probe 453> Jump Jet +2 Modifier to Fire 7-9 hexes +3
| 4. Endo Steel 4. Endo Steel :g’jg :z’;:: :g (Level 3
5. Endo Steel ; B 5. Endo Steel :
2 M t Points
6. Ferro-Fibrous Engine H}ts 000 6. Ferro-Fibrous ovement Foin ;2:2; hexes :g (ll:eve: g)
Left L GyroHits OO Right L *1 Modifier to Fire Jump?ées +1 gdzvifion)al
eft Leg Sensor Hits OO g eg Sori
printed -1
1. Hip Life Support O 1. Hip P : Prone -2 adjacent hex
2. Upper Leg A - 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 2,307 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor3/3: 3,599 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. [Double Heat Sink Weapon Value: 3,345/3,345 5. |Double Heat Sink Partial Cover +3 Punch locations|
6. |Double Heat Sink Cost, C-Bills: 5,741,588 6. |Double Heat Sink Infantry Squad  +1

Printed by FEAVYMETAL PRO. Copyright ® 2009 RCW Enterprises. PanlaTech@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
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MOVEMENT RECORD MISSILE HITS TABLE
Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |-H.S.| = Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num [W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
; 111233 4 5 6
122233 45 6
3 12234456 9
4 2233568 9 12
5 223456 8 9 12
6 233456 8 912
7 233456 8 9 12
8 234578101218
9 33457 8101218
10 3456910121520
11 3456910
12




'MEcH DaTA
Tyre: Thunderbolt TDR-9SE

HIT LOCATIONS (2D6)
Roll Left Front/Rear Right

BATTLEMECH RECORD SHEET Mass: 65 tons G
REAR Movement Points: Tech, Config. & Level: (crit)
Status: VALIDATED T?é?o onter T?Er;?o Walking: 4 Inner Sphere 3 LL
ARMOR DiAGRAM Ruming: §  Biped 'Mech 4 | LA
Head Jumping: 4 Level 2 /3050 5 LA
2 Weagons Inventory: (hexes) 6 LL
ype Loc HtDmg Min ShtMed Lng 7 LT
8 CT
3 Medium Laser LT 3 5 - 3 6 9
Lol IEEaab R | B R
Left Right 1 1 RL
Torso Head Torso 12 HD

CcT RT
{crit) (crit)
RA RL
RA RA
RL RA
RT RL
CcT RT
LT CcT
LL LT
LA LA
LA LL

HD HD

BvV2:
25

Rounds:
12

Right Arm
(20)

0000000000

PUNCH LOCATIONS (1D6)
Roll Left Front/Rear Right

1 LT

Total Heat Sinks: 15 Double (30)
il 0000000000 00000

LT

[ pisabled

Left Leg i ! [ operational

(23)

Damage
Transfer
Diagram

name: Captain Gladys Mulier
3 5

Internal Structure (104 Pts) ¥

Gunnery Skill:

Auto Eject: Weapon Heat:

CT
LA
LA
HD

LA RT
LT RT
CcT CT
RT RA
RA RA
HD HD

KICK LOCATIONS (1D6)
Roll Left Front/Rear Right

Printed by }:dV"nE{dl. PRO. Copyright@ 2009 RCW Enterprlses BaﬂleTech@ ‘Mech® and BaﬂleMech@ are trademarks of WizKids, Inc.

RL RL
LL RL

ATTACK MODIFIERS

Arm Act. (each) +1 weapons in arm
+2

Piloting Skill:
Left Arm GRITICAL HiT TABLE o 13 [ L
its Taken 2 3 5
1. Shoulder 1. Shoulder X 4-6 LL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # sfriiwelu
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
4. Hand Actuator 1. Life Support 4. Hand Actuator
5. [Double Heat Sink 2. Sensors 5. |Large Pulse Laser
6. |Double Heat Sink 3. Cockpit 6. |Large Pulse Laser Attacker
1. |Double Heat Sink 4. Roll Again 1. Roll Again Movement
2. Roll Again 5. Sensors 2. Roll Again Shutdown Stationary
4.3 RollAgain 6. Life Support 4.6 3 RollAgain 29 ] Walked
4. Roll Again Center T 4. Roll Again 28] Ammo Exglcslon, aveld on g+ Ran
5. Roll Again enter 1orso 5. Roll Again | <L . Jumped
6. Roll Again 1. Fusion Engine 6. Roll Again ._.gg _Ssh:df‘;*‘::m;"gg:g 10+ BgmeMec#tDamage
2. Fusion Engine . 241 +4 Modifier to Fire ensor Hi
Leﬁ TOI’SO 1-3 3. Fusion Engine nght TOI’SO 23| Ammo Explosion, avoid on 6+ Shoulder
1. [Double Heat Sink 4. Gyro 1. [Double Heat Sink [ 22| Shutdown, avoid on 8+ P
2. {Double Heat Sink 5. Gyro 2. |Double Heat Sink | 21 | . | r°D"e th 1 Water +1
1.3 % |Double Heat Sink 6. Gyro 1.3 3 |Double Heat Sink 1 201 -4 Movement Points n Dep! ater
™ 4. Jump Jet 1. Gyro 4. [Double Heat Sink :_g g::r:oi);pl:z?:,;vz;d on 4+ Target
5. JumP Jet 2. Fusion Engine 5. {Double Heat S!nk 71 +3 Modifier to Fire Movement
6. Medium Laser 3. Fusion Engine 6. |Double Heat Sink 0B 0-2 hexes
1. Medumiaser 484 Fusion Engine 1. [Double Heat Sink 157 -3 Movement Points 3-4 hexes
2. Medium Laser 5. Roll Again 2. |Double Heat Sink | 141 Shutdown, avoid on 4+ 5-6 hexes
3. [LRM 10 6. Roll Again 3. |Double Heat Sink 13§ +2 Modifier to Fire 7-9 hexes
46, [rm1o 467 Sump det [ 12 ] 10-13 hexes
14-18 hexe
g' éxgg’ (LRM 10) 12 Engine Hits QOO g ‘Ij?‘(‘nz‘/’;;;; -2 Movement Points 19-24 hexez
Gyro Hits oo N +1 Modifier to Fire ﬁg;‘;zﬁes
Left Leg Sensor Hits O O Right Leg Sprinted
1. Hip Life Support O 1. Hip . . Prone
2. Upper Leg Actuator " 2. Upper Leg Actuator 1 Movement Point
3. Lower Leg Actuator Battle Value: 1,439 3. Lower Leg Actuator Immobile
4. Foot Actuator BVfor3/5: 1,727 4. Foot Actuator In Depth 1 Water
§. Roll Again Weapon Value: 1,562/1,562 5. Roll Again Partial Cover
6. Roll Again Cost, C-Bills: 5,851,011 6. Roll Again Infantry Squad

+2
+4 weapons in arm

+5 (Level 3)

+6 (Level 3)

+7 (Level 3)

+1 additional

-1

-2 adjacent hex

+1 other hexes

-4

+2 Punch locations|
+3 Punch locations|
+1

|NTEY:Y

MOVEMENT RECORD

Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| = Heat | To Hits Damage & Notes:
Num [W/RM| Hex | Heat | Heat | Heat Heat | Heat Pts Level

2D62 3 4 5

MISSILE HITS TABLE
Roll  Number of Missiles Fired

6

10 12 15 20
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BATTLEMECH RECORD SHEET

Status: VALIDATED

ARMOR DinGRAM

Left Arm
(1)

Head
9

0O 00000
O OO

0 0O
0O 00000

Left Leg

(21)

REAR

Center

Torso

(6)

Right Arm
(21)

Right Leg
21

Damage
Transfer
Diagram

4-8

SOhLONA ORLDNS SMPONS RN

2R S

46

Left Am
Shoulder
Upper Arm Actuator
Lower Arm Actuator Head
Hand Actuator 1. Life Support
Double Heat Sink 2. Sensors
Double Heat Sink 3. Cockpit
Double Heat Sink 4. Roll Again
[Double Heat Sink 5. Sensors
Double Heat Sink 6. Life Support
{Double Heat Sink
Medium Pulse Laser Center TO['SO
Roll Again 1. XL Engine
2. XL Engine
Left Torso 1.3 3 XLEngine
XL Engine 4. Gyro
XL Engine 5. Gyro
XL Engine 6. Gyro
Doubie Heat Sink
Double Heat Sink Iy S,‘_"Engine
[Doubie Heat Sink 3: XL Engine
[Double Heat Sink 46 4. XL Engine
Double Heat Sink 5. Roll Again
[Double Heat Sink 6. Roll Again
Medium Pulse Laser (R)
Ammo (Gauss) 8 i i
Ammo (Gauss) 8 Engine Hfts 000
GyroHits OO
Left Leg Sensor Hits O O
Hip Life Support O
Upper Leg Actuator "
Lower Leg Actuator Batlie Value: 1,578
Foot Actuator BVfor3/4: 2,178
Roll Again Weapon Value: 2,100 /2,100
Roll Again Cost, C-Bills: 13,424,674

46

Right
Torso
6)

' Weagons Inventory:
Loc HtDmg Min ShtMed Lng

15 22

mass: 70 tons

"MEcH DaTa
Tyee: Caesar CES-3R

Movement Points: Tech, Config. & Leval:

Walking: 4 Inner Sphere
Running: 6 Biped 'Mech
Jumping: Level 2/ 3050

ype

1 Gauss Rifle RT

1 15

(hexes)

7

6

6
6
6

Total Armor
Pts = 168 1 ERPPC RA 15 10 - 7 14 23
1 MediumPulseLaser RA 4 6 - 2 4
Left Right 1 MediumPulseLaser LA 4 6 - 2 4
Torso Head Torso
(15) jll 1 Medium Pulse Laser RT(R)4 6 - 2 4
0 ©_ o G
o0 o] % 1 Medium Puise Laser LTR) 4 6 - 2 4
(o) Oo nO [e)
05 P LICoP01 %3 0
go (X o) og Ammo Type: Rounds:  BVZ:
o O, OOO (o] o | Gauss Rifle 16 100
0.0
o o o -
o s jfl Total Heat Sinks: 16 Double (32)
M OHCl Rt Bl 0000000000 000000
o Am n
Clemedoy) (11 W Auto Eject: Weapon Heat:
Oo orst 00 [ operationat  [] Disabled (32)
ol@No ) -
Left OO oo Right
Leg oo oO Leg
(1596 00 & £ 20 309 Warnior Dara
) o

nght Am

Shoulder

Hand Actuator

ER PPC
ERPPC
ERPPC
Medium Pulse
Roll Again

Right Torso

XL Engine
XL Engine
XL Engine
Gauss Rifle
Gauss Rifle
Gauss Rifle

ol Oohwhs

Gauss Rifle
Gauss Rifle
Gauss Rifle
Gauss Rifle

SEhOND OoThWNS

CASE

nght Leg

Hip
Upper Leg Acti

Foot Actuator
Roll Again
Roll Again

ompena

Upper Arm Actuator
Lower Arm Actuator

Double Heat Sink
Double Heat Sink

Double Heat Sink

Medium Pulse Laser (R}

Lower Leg Actuator

Laser

uator

3

Gunnery Skill:

name: Lieutenant Edwin Dahm
Piloting Skill:

4

Hits Taken 2|3

4

Consciousness # 7

10 | 11

Shutdown

+4 Modifier to Fire

+3 Modifier to Fire

+2 Modifier to Fire

sl lalalalalalain oo fradro ol roino v feo!
O 1 P ) =) 0 £ e s 12 6 15 11 (=3

=
=

+1 Modifier to Fire

-1 Movemaent Point

-4 Movement Points
Ammo Explosion, avoid on 4+
Shutdown, avoid on 6+

-3 Movement Points
Shutdown, avoid on 4+

-2 Movement Points

HIT LOCATIONS (2D6)
Roll Left Front/Rear Right
2 LT CT RT

(crit) {crit) (crit)
3 LL RA RL
4 LA RA RA
5 LA RL RA
6 LL RT RL
7 LT CcT RT
8 CT LT CcT
9 RT LL LT
10 RA LA LA
11 RL LA L
12 HD HD HD

Roll
1

PUNCH LOCATIONS (1D8)
Left Front/Rear Right

LT LA RT
LT LT RT
CT CcT CcT
LA RT RA
LA RA RA

HD HD HD

Roll
1-3
46

Ammo Explosion, avoid on 8+

Shutdown, avoid on 10+
-5 Movement Points

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+

Gy
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KICK LOCATIONS (1D6)
Left Front/Rear Right

RL
LL

RL
RL

LL
LL

Immobile

In Depth 1 Water
Partial Cover
Infantry Squad

ATTACK MODIFIERS
Attacker
Movement
Stationary None
Walked +1
Ran +2
Jumped +3
BattleMech Damage
Sensor Hit +2
Shoulder +4 weapons in arm
Arm Act. (each) +1 weapons in arm
Prone +2
In Depth 1 Water +1
Target
Movement
0-2 hexes 0
3-4 hexes +1
5-6 hexes +2
7-9 hexes +3
10-13 hexes +4
14-18 hexes  +5(Level 3)
19-24 hexes  +6 (Level 3)
25+ hexes +7 (Level 3)
Jumped +1 additional
Sprinted -1
Prone -2 adjacent hex

+1 other hexes
-4

+1

+2 Punch locations|
+3 Punch locations|

MISSILE HITS TABLE

Number of Missiles Fired

34569101215

20

MOVEMENT RECORD

Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| = Heat | To Hits Damage & Notes:
Num |W/R/J| Hex | Heat | Heat | Heat Heat_| Heat Pts Level
1

2

3

4

5

6

7

8

9

10

"

12

5
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HIT LOCATIONS (2D6)
Roll Left Front/Rear Right

"MecH Dara
Type: Maelstrom MTR-5K

BATTLEMECH RECORD SHEET Mass: 75 tons S P
Left REAR Right Movement Points: Tach, Config. & Level: (crit) (crit) (crit)

Status: VALIDATED T?é?o Contor Tc();o Walking: 5 Inner Sphere 3 LL RA RL
ARMOR DIAGRAM Running: g Biped 'Mech 4 | LA RA RA
Head Jumping: Level 2/3058 5 LA RL RA

2 Weaprons Inventory: (hexes) 6 LL RT RL

Qy Type Loc HtDmg Min ShtMed Lng 7 LT CcT RT

Total A 1 ERPPC RA 15 10 7 14 23 8 cT LT cT

St: = g;»?r ER Large Laser LA - 19 9 RT LL LT

1 TAG RT . 15 10 RA LA LA

Left Right Medium Pulse Laser HD b RL LA LL

Torso Head Torso 12 HD HD HD

(16) ° 0 (16) Medium Pulse Laser CT

°0 O
o oo oo 00 Small Laser CcT
o, 00
AL o PUNCH LOCATIONS (1D6)
O% °| Right Am SN 0.0 To p2 Roll  Left FrontiRear Right
[oxe) (o) of \alo
o P S _ 1 LT LA RT
P P Total Heat Sinks: 19 Double (38) LT LT RT
ogo 080 0000000000 000000000 cT cT cT
808 gog Auto Eject: Weapon Heat: LA RT RA
(®) O, [ operational [ Disabled (36) LA RA RA
Left Leg ooo OOO
@ [ o o HD HD HD
oL 00
oo oo (16)f O (16)
o o Damage o)
Transfer o

KICK LOCATIONS (1D6)

Name: Major Josephine Maresso
Roli Left Front/Rear Right

Gunnery Skill: 2 Piloting Skill: 3

Diagram

Internal Structure (114 Pts

i 1-3 LL RL RL
nght Arm Hits Taken 2 3| 4
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm At # 517110
13 3, Lower Arm Actuator Head 1-3 3. Lower Arm Actuator - -
U PhmineT e Mr R
. arge Laser 2, Sensors .
6. Roll Again 3 Cockpit 6. |ERPPC Heat ScaLe Atta?lr;ACK MODIFIERS
1. Roll Again 4. Medium Pulse Laser 4, Royf Again Movement
2. Roll Again S. Sensors 2. Roll Again [30] Shutdown Stati N
g Y 6. Life Support . H Fo] tationary one
46 3. Roll Aga{n 4-6 3. Roll Aga(n 29 | . . Walked +1
4, Roll Again C t T 4. ;oz :ga/n % Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enier 1orso S. Roll Again L 21} . Jumped +3
i i 26| Shutd N d on 10+
6. Roll Again 1. XL Engine 6. Roll Again miM ;D:;"V:a :t";;i :t: Bgt::,;v;?ﬁ,. tDamagi-ez
2. XL Engine , [24] +4 Modifier to Fire . .
Left Torso 1-3 3 XLEngine R|ght Torso [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine |22] Shutdown, avoid on 8+ PA"“ Act. (each) I; weapons in arm
2. XL Engine 5. Gyro 2. XL Engine | 21 rone
3. XL Engine 6. Gyro 3. XL Engine [20] -4Movement Points In Depth 1 Water +1
1-3 4. [Double Heat Sink 1-3 % [Bouble Heat Sink (i3 { Ammo Explosion, aveid on 4+ Target
5. [Double Heat Sink 1. Gyro 5. [Double Heat Sink [ 18] Shutdown, avoid on 6+
‘ . 2. XL Engine . Si | 17| +3 Modifier to Fire Movement
6. [Doubie Heat Sink 46 3. XL Engine 6. |Double Heat Sink (6] 0-2 hexes 0
1. [Double Heat Sink " 4. XL Engine 1. [Double Heat Sink 15| -3 Movement Points 34 hexes +1
2. [Double Heat Sink 5. Medium Pulse Laser 2. |Double Heat Sink | 141 Shutdown, avoid on 4+ 5-6 hexes +2
; 3. |Double Heat Sink 6. Small Laser 3. |Double Heat Sink 1131 +2 Modifier to Fire 7-9 hexes +3
465 Rar Again 46, Sac 2 10-13hexes  +4
5. Roll Again R - 5. Roll Again . 14-18 hexes  +5(Level 3)
6. Roll Agai Engine Hits OO O i -2 Movement Points 19-24 hexes  +6 (Level 3)
. gain ) 6. Roll Again
GyroHits OO " " 25+ hexes +7 (Level 3)
Left L s Hits OO Right L *+1 Modifier to Fire Jumped +1 additional
€ eg .ensor s |9 eg Sprinted -1
;' ,Jg)per Leg A Life Support O ; rj:’per Leg Actuator -1 Movement Point Prone ﬁ 2‘:%2?}::;;?
3. Lower Leg Actuator Batlle Value: 1,694 3. Lower Leg Actuator Immobile —4
4. Foot Actuator BVfor2/3: 3,083 4. Foot Actuator In Depth 1 Water +2 Punch locations]
5. Roll Again Weapon Value: 2,085 /2,085 5. Roll Again Partial Cover +3 Punch locations]
6. Roll Again Cost, C-Bills: 18,016,688 6. Roll Again Infantry Squad  +1

Printed by FEAVYMETAL PR0. Copyrig
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MOVEMENT RECORD MISSILE HITS TABLE
Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num [W/R/N| Hex | Heat | Heat | Heat Heat |Heat | Pts | Level 2062 3 4 5 6 9 10 12 15 20
1 111233 4 5 6
2 122233 45 6
3 1223445686 9
4 223356 8 9 12
5 223456 8 912
6 233456 8 9 12
7 233456 8 912
8 23457 8 1012 16
9 33457 8 101216
10 34569
11 345609
12




BATTLEMECH RECORD

Status: VALIDATED

ARMOR DIAGRAM

00000000
QOO0O0O0OO0O0O

0000

Torso

@)

Left Arm o 0 Right Arm
(21) ooo ooo (21)
OOO OOO
o o0 OOO
[¢) OO o OO
[e)(e] (o)(e]
Left Leg OOO OOO Right Leg
(26) (@) o (26)
[¢) 0O OOO
[e X e] [e)e]
[o] (o] Damage
Transfer
Diagram

1-3

PORLNR popwN

PR onpd BN

oo

-

bl ol ol

REAR

Center

Right
Torso

]

Left Rig

O, ° (o]
0,00 o°o°o)§o
oo o) OOO o
¢ O oo
[o] O, OOO O
o)

OOO
Left o ¢} (o]
Am oO o (¢)
(12 (o eniey®o

o2 Jorsq O

o e o]
Left } "O o
teg /% o
(16) OO o°

00 OO

SHEET

Total Armor
Pts = 208

ht

Torso Head Torso
16 75 o\ 18

Right
Leg
(16)

Internal Structure (114 Pts

2000 000000000
338

1 Anti-Missile System CT 1 * - -

"MecH Data HIT LOCATIONS (2D6)
Roll Left Front/R Right
Tyee: Penetrator PTR-4D o =t Tom e "~‘T
Mass: 75 tons 2 | LT CT ORI
Movement Points: Tech, Config. & Level: (cr't) (cnt) (c”t)
Walking: 4 Inner Sphere 3 LL RA RL
Running: @ Biped 'Mech 4 LA RA RA
Jumping: 4 Level 2/ 3055 5 LA RL RA
Wea;%ons Inventory: (hexes) 6 LL RT RL
Qy Type Loc HtDmg Min ShtMed Lng| 7 LT CT RT
1 ERLargeLaser RA 12 8 - 7 14 19 8 cT LT CT
1 ER Large Laser LA 12 8 - 7 14 19 9 RT LL Lr
i 10 RA LA LA
3 MediumPulselaser RT 4 6 - 2 4 &
3 Medium Pulse Laser LT 4 6 - 2 4 6

Ammo Type:

Anti-Missile System

Rounds:
12

Roll

PUNCH LOCATIONS (1D6})
Left Front/Rear Right

Gunnery Skill:
Hits Taken

WaRRIOR DATA

name: Lieutenant Ronald Boice

3 4

Piloting Skill:

1 LT
Total Heat Sinks: 12 Double (24) LT
0000000000 00 cT
Auto Eject: Weapon Heat: LA
D Operational D Disabled (49) LA
p——— HD

LA RT
LT RT
CcT CT
RT RA
RA RA
HD HD

Roll

KICK LOCATIONS (1D6)
Left Front/Rear Right

1-3 LL

2 |3

4-6 LL

# 517

eft Arm GRITIGAL HiT TABLE [N
Shoulder 1. Shouider
Upper Arm Actuator 2. Upper Arm A
Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
ER Large Laser 1. Life Support 4. [ER Large Laser
ER Large Laser 2. Sensors 5. [ER Largg Laser
Roll Again 3. Cockpit 6. Roll Again
Roll Again 4. Roll Again 1. Roll Again
Roll Again 5. Sensors 2. Roll Again
Roll Again 6. Life Support 3. Roll Again
Roll Again 48 4. Roll Again
Roll Again Center Torso 5. Roll Again
Roll Again 1. Fusion Engine 6. Roll Again

2, Fusion Engine "

Left Torso 1.3 3 Fusion Engine Right Torso
Medium Pulse Laser 4. Gyro 1. Medium Pulse Laser
Medium Pulse Laser 5. Gyro 2. Medium Pulse Laser
Medium Pulse Laser 6. Gyro 1_3 3. Medium Pulse Laser
ol Again 1 eyro 5. RollAgain
Roll Again 2. Fusion Engine & Roll Again

gai 46 3. Fusion Engine y gai
Roll Again 4. Fusion Engine 1. Roll Again
Roll Again 5. Anti-Missile System 2. Roll Again
Roll Again 6. Ammo (AMS) 12 45 3. Roll Again
Roll Again 4. Roll Again
Roll Again : 5 5. Roll Again
Roll Again Engine Hfts 000 6. Roll Again
GyroHits OO

Left Leg Sensor Hits O O Right Leg
Hip Life Support O 1. Hip
Upper Leg Actuator - 2. Upper Leg Actuator
Lower Leg Actuator Batlle Value: 1,687 3. Lower Leg Actuator
Foot Actuator BVfor3/4: 2,328 4. Foot Actuator
Jump Jet Weapon Value: 1,366/1,366 5. Jump Jet
Jump Jet Cost, C-Bils: 7,628,250 6. Jump Jet

Printed by FEAVYMETAL PR0. Copyright © 2009 RCW Enterprises.
ission to ph
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Hear ScaL

Shutdown
Ammo Explosion, avoid on 8+

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+

-4 Movement Points

Ammo Explosion, avoid on 4+
Shutdown, avoid on 6+

+3 Madifier to Fire

-3 Movement Points
Shutdown, avoid on 4+
+2 Modifier to Fire

-2 Movement Points

+1 Modifier to Fire

«1 Movement Point

G

BattleTech®, ‘'Mech® and BattleMech® are trademarks of WizKids, Inc.
LS8,

RL
LL

RL
RL

Sensor Hit
Shoulder

Prone

Target

Movement
0-2 hexes
34 hexes
5-6 hexes
7-9 hexes
10-13 hexes
14-18 hexes
19-24 hexes
25+ hexes
Jumped
Sprinted

Prone

Immobile

Partial Cover
Infantry Squad

ATTACK MODIFIERS
Attacker
Movement
Stationary None
Walked +1
Ran +2
Jumped +3

BattleMech Damage

Arm Act. (each)
In Depth 1 Water +1

In Depth 1 Water

+2
+4 weapons in arm
+1 weapons in arm
+2

+5 (Level 3)

+6 (Level 3)

+7 (Level 3)

+1 additional
-2 adjacent hex
+1 other hexes
-4

+2 Punch locations|
+3 Punch locations
+1

far

MOVEMENT RECORD MISSILE HITS TABLE
Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total [-H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num W/R/J| Hex | Heat | Heat | Heat | Heat |Heat | Pts | Level 2D62 3 4 5 6 9 10 12 15 20
; 111233 45 6
122233 456

3 122344569
4 223356 8 9 12
5 223456 8 912
6 233456 8 912
7 233456 8 912
8 23457 8 101216
9 33457 8 101216
10 345689

1 34569

12




HIT LOCATIONS (2D6)
Roll Left Front/Rear Right

"MecH Data
Tyre: Hatamoto-Chi HTM-27T

BATTLEMECH RECORD SHEET || »-sotons 2 oo
TLeﬁ REAR Right Movement Points: Tech, Config. & Level:
Status: VALIDATED ?SO Contor Tc(:;o Walking: 4 Inner Sphere 3 LL RA RL
ARMOR DIAGRAM s 6 Biped Tech B
Head Jumping: () Level 2/ 3050 5 LA RL RA
Weapons Inventory: (hexes) 6 LL RT RL
Qy Type Loc HtDmg Min ShtMed Lng 7 LT CT RT
Total A 1 PPC LA 10 10 3 6 12 18 8 cT LT cT
otal Armor 9 RT LL LT
Pts = 247 1 PPC RA 10 10 3 6 12 18 10 RA LA LA
1 SRM 6 LT 4 2hit - 1 AL LA LL
Left Right f
Torso  Head To?so RT 4 20t - 12 HD HD HD
7 (17
[ 2]
] %
o 0500 80 PUNCH LOCATIONS (1D6)
o o] Right Am % po o9 Ammo Type: Rounds:  BVZ Roll  Left Front/Rear Right
o0 oo} (28 o o o SRM 6 0 ' 1 LA  RT
o0 90 P : S W Total Heat Sinks: 18 Singl o
po puo b \ otal Heat Sinks: ingle LT LT RT
080 ogo o g ° g Rat i} 0000000000 00000000 cT cT cT
o0 S 1 (oanedS0) 3 ff Auto Eject: Weapon Heat: LA RT RA
OgO OgO Right Leg go (;rSS) og [ operational  [] pisabled (28) LA RA RA
OOO OOO Left oO o of Right —————— HD HD HD
o) 00 Leg/ 0 oo\ Leg
020 00 anl Qo o \an
® % Damage o1 <
Transfer : KICK LOCATIONS (1D6)
Di name: Star Commander Claudio
iagram Internal Structure (122 Pts Roll Left Front/Rear Right
Gunnery Skill: 3 Piloting Skill: 3
RV CrimicaL Hir TagLe R o kel w3 L R R
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2, Upper Arm A # 2 A IR Ik
1-3 3. Lower Arm Actuator Head 13 3. Lower Arm Actuator ettt e e
" 4. [PPC 1. Life Support 4. Hand Actuator
5. |PPC 2. Sensors 5. [PPC
s |ope 2 ensors gl 49 HEAT SCALE Attas;‘e'l;ACK MODIFIERS
1. Endo Steel 4. Endo Steel 1. [PPC ™ Avoid Inferno explosion on.. Movement
2. Endo Steel 5. Sensors 2. Endo Stes! [30] Shutdown Stationary None
483 EndoSteel 6. Life Support 4.6 % EndoSteel [29] Walked 1
4, Endo Steel Center T ™ 4. Endo Steel % Ammo Explosion, avoid on 8+ (** 12+) Ran +2
6. Endo Steel enter 10rso 5. Endo Steel el . Jumped +3
6. Endo Steel 1. Fusion Engine 6. Endo Stee/ g—g _sshn"'nt::;::;v;::; 10+ BattIeMech. Damage
2. Fusion Engine . [24] +4 Modifier to Fire Sensor Hit ~ +2 .
Left Torso 4.3 3 Fusion Engine nght Torso 23] Ammo Explosion, avoid on &+ (** 10+) Shoulder +4 weapons in arm
1. Single Heat Sink 4. Gyro 1. Single Heat Sink [ 22| Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. [SRM 6 5. Gyro 2. [SRM6 551 & Movement Points In Depth 1 Water +1
6. G 1 20 | -4 Movement Poin
1'3 2 ls\zn:nng (SRM 6) 15 vre 1'3 2 i:\l:‘g (SRM 6) 15 | 19 | Ammo Explosion, avoid on 4+ (** 8+) T
5. CASE 1. Gyro 5 CASE (18] Shutdown, avoid on 6+ Target
6. Roll Again 2. Fusion Engine 6. Roll Again | 17 | +3 Modifier to Fire Mgvzerlrllent 0
) 3. Fusion Engine : | 16 | -2 hexes
1. Roll Again 4'6 4. Fusion Engine 1. Roll Again | 15| -3 Movement Points 34 hexes +1
2. Roll Again 5. Endo Steel 2. Roll Again [ 141 Shutdown, avoid on 4+ (** 6+) 5-6 hexes +2
3. Roll Again 6. Endo Steel 3. Roll Again |13 1 +2 Modifier to Fire 7-9 hexes +3
46 Ronagain 46 1 Roiagain 12 10-13 hexes  +4
5. Roll Again — 5. Roll Again A N 14-18 hexes  +5(Level 3)
& Roll Again EngineHits COO| o~ o7 Again 1_90 -2 Movement Points (** 4+) 19-24 hexes  +6 (Level 3)
Gyro Hits O O . 8] +1Modifier to Fire iﬁ:lhz’ées :z (a'a'zzlo‘:")a]
Left Leg SensorHits O O Right Leg A Sp Pl o
1. Hip Life Support O 1. Hip 1 . Prone -2 adjacent hex
2. Upper Leg Actuator 2. Upper Leg Actuator + 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,607 3. Lower Leg Actuator ER Immobile —4
4. Foot Actuator BVfor3/3: 2,507 4, Foot Actuator 2] In Depth 1 Water +2 Punch locations|
5. Single Heat Sink Weapon Value: 1,604 /1,604 5. angle Heat ank 1] " Partial Cover +3 Punch locations|
6. Single Heat Sink Cost, C-Bils: 8,236,921 6. Single Heat Sink L o] Infantry Squad  +1

I | | S ——
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MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| =Heat | To Hits Damage & Notes: Roll  Number of Missiles Fired
Num [W/R/J] Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 456 9 10 12 15 20
1 1111233 4 6
2 122233 45 6
3 12234458 9
4 223356 8 9 12
5 223456 8 9 12
5 233456 8 9 12
7 233456 8 9 12
8 23457 8101216
9 334578101216
10 34569101215 20
1 3456910121520
12
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Unit: Star Cmdr Jeremy - EP1
Type: Clan Elemental MG

09

07

08 |05 |04 02 |01 o0

2]

o7

o6 j05 [o4 |03 |02 [o1 [0D

08

07

08 {05 |04 |03 |02 |01 (0O

08

07

o6 {05 |04 |03 |02 [o1 |00

09

o7

06 |05 {o4 |03 |02 |O1 [OO

* Anti-Mech  Movement: 1MP Ground, 3MP Jump 3
* Omni-transportable (4
Weapons (ranges in hexes) Dmg Sht Med Lng [;
Machine Gun D62z 1 2 3 sj
Sub-Machine Gun % 0 0 - [
SRM 2 2mit 3 6 9 |3
2 Salvos: & X i
Notes:
# AP Damage is total for all 5 troopers

Gun Skill: 3

BV: 250 (300 for SKill = 3)

A T Y R T o TR e R O R

CIan/Level 2 Cost: 3,535,825 C-Bills

Unit: Point Cmdr Rod - EP2
Type: Clan EIementaI MG

¥

10

06 (05 |oa |03 (02 |O1 |OO

2

10

08

07

06 |05 J0o4 |03 (o2 |o1 |oO

K3

o8

07

06 |05 |04 {03 (02 |07 |OO

K

a8

o7

05 |05 |04 (03 (02 |07 |00

s

08

06 |05 (04 |03 (02 |01 |00

« Anti-'Mech  Movement: 1MP Ground, 3MP Jump [
+ Omni-transportable |7

Weapons (ranges in hexes) ~Dmg Sht Med Lng [

Machine Gun D62 1 2 3
Sub-Machine Gun % 0 0 - :
SRM 2 2ihit 3 6 9 [
2 Salvos: &
Notes: .

Gun Skill: 4

BV: 250

# AP Damage is total for all 5 troopers :
Clan / Leve! 2 Cost: 3, 535 825 C- BIIIS

2

A L

Unit: Point Cmdr Barbara - EP3
Type: Clan Elemental MG

06 |05 |04 |03 |o2 |O1 00

09

08

06 (05 o4 |03 |02 |O1 (OO

-]

o8

07

08 (05 o4 |03 |02 jO1 (0O

09

08

o7

06 05 (04 |03 |02 |01 |0O

09

08

07

Clan/ Level 2

* Anti-Mech  Movement: 1MP Ground, 3MP Jump {5
» Omni-transportable .

Weapons (ranges in hexes)

Dmg Sht Med Lng |

Machine Gun D62 1 2 3

Sub-Machine Gun % 0 0 -

SRM 2 2hit 3 6 9
2 Salvos: &1 & :

Notes:

# AP Damage is total for all 5 troopers
Cost: 3,535,825 C-Bill

Unit: Point Cmdr Gail - EP4
Type: Clan Elemental MG

K1

08

o7

06 |05 |04 02 (01 joo

2

08

07

06 (05 |04 o3 o2 |04 |00

LK}

08

06 |05 04 |03 {02 |01 OO

K4

09

o8

06 |05 |04 (03 (02 (01 |00

Ks

09

08

* Anti-Mech ~ Movement: 1MP Ground, 3MP Jump |
» Omni-transportable |

Weapons (ranges in hexes) Dmg Sht Med Lng

Machine Gun D62 1 2 3
Sub-Machine Gun ¥ 0 0 -
SRM 2 2hit 3 6 9

2 Salvos: & 1

Notes:

# AP Damage is total for all 5 troopers

Gun Sklll 4

BV 250

Clan/ Level 2

Cost: 3,535,825 C- Blllsij

DRI i Ty

Unit: Point Cmdr Wayne - EP5
Type: Clan Elemental MG

.Y

06 |05 |04 (03 (02 (01 |00

LY

09

07

06 |05 (04 |03 |02 |01 00

K3

0g

o7

06 (05 |04 |03 (02 |01 00

LT

09

o7

o6 |05 |04 (03 foz (o1 |oO

s

09

07

06 |05 o4 |03 (02 |01 00

* Anti-Mech  Movement: 1MP Ground, 3MP Jump |z
» Omni-transportable |3

Weapons (ranges in hexes) Dmg Sht Med Lng

Gun Skill: 4

BV: 250

Machine Gun D62 1 2 3

Sub-Machine Gun 1% 0 0 -
SRM 2 2hit 3 6 9 |
2 Salvos: @ & !
Notes:
# AP Damage is total for all 5 troopers ;

Clan/ Level 2 Cost: 3,535,825 C-Bills

BATTLE ARMOR
RECORD SHEET

BATTLE ARMOR MISSILES TABLE §

Die Roll Point Members Active
2D6 [Number of Missiles Fired]
1121 2[4 3[6] 4[8 5[10]
2 1 1 2 2 3
3 1 2 2 3 3
4 1 2 3 3 4
5 1 2 3 4 6
6 1 2 4 4 6
7 1 3 4 5 6
8 2 3 4 5 6
9 2 3 5 6 8
10 2 3 5 7 8
11 2 4 6 8 10
12 2 4 6 8 10

BATTLE ARMOR
DIRECT FIRE TABLE

Die Roll Point Members Active

2D6

;—\—\—\AA—\—\AAA—XA
imwwwmm—\—\—\—\—\m
gwwwwmmmmm—\—\w
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Base To-Hit
Number

Battle Armored
Troopers Active
4+

Battle Armored Base To-Hit
Troopers Active Number
4+ 7
1-3 10

- No attack possible

TSR R AR SR

SWARM HIT LOCATION TABLE |

DieRoll Location DieRoll  Location |’
(2D6) (2D6) :
2 Head 7  Front Center Torso |
3 Rear Center Torso 8 Left Arm
4  Rear Right Torso 9 Front Left Torso
5  Front Right Torso 10 Rear Left Torso |
6 Right Arm 11 Rear Center Torso |
12 Head
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Clan Platoons Start Here W ¥V Inner Sphere Jump Platoons Start Here
28 (27 (26 |2% 21 120 (19 (18 |17 15 (14 |13 |12 1

1311131111

Rifle Platoon 6

Machine Gun or Flamer Platoon 7
Laser or SRM Platoon

3
4
6

Clan Platoons Start Here W ¥V Inner Sphere Jump Platoons Start Here
28 |21 (26 (26 21 (20 |18 |18 |17 15 (14 (13 |12 |1

Rifle Platoon
Machine Gun or Flamer Platoon

1111111

Laser or SRM Platoon

Clan Platoons Start Here W WV Inner Sphere Jump Piatoons Start Here
28 |21 (26 |25 21 (20 (18 |18 |17 15 (14 |13 (12 |1

1113 3111113111

Rifle Platoon | 7 7 5
Machine Gun or Flamer Platoon |10 8 6
Laser or SRM Platoon |14 9

Clan Platoons Start Here 'V ¥ inner Sphere Jump Platoons Start Here
28 |27 (26 125 21 |20 |19 |18 |17 15 114 |13 |12 |11

e bERERRERERERERE

Rifle Platoon 7 6
8

Machine Gun or Flamer Platoon 7

Laser or SRM Platoon

Clan Platoons Start Here W V¥ Inner Sphere Jump Platoons Start Here
28 |27 (26 (26 21 120 (13 |18 |17 15 (14 |13 |12 M

1913 111111111

Rifle Platoon
Machine Gun or Flamer Platoon

5
6

Laser or SRM Platoon

Men in Base To-Hit

Plataon Number ‘| Die Roll Location
28-22 i | Weapon

21-16 (2D8) il Type To-Hit Modifier (Range in Hexes)
15-10 Head 5 2 3

= i Rear Center Torso A ri o
41

Rear Right Torso : +2 +4
Front Right Torso | Flamer +2 —
Right Arm o Laser +2 +4
Front Center Torso 3 SRM 0 +2
Left Arm "

Men in Base To-Hit ! Front Left Torso
Platoon Number Rear Left Torso
2822 7
2116 10 Rear Center Torso

No attack possible i Head




