FEAVYINECAL PR0

BATTLEMECH ROSTER SHEET

Twilight of the Clans Scenario 4 May 3, 2012
TONS TYPE & MODEL COST BV Skills  STD WV RATIO
20 Thorn THE-N 1,653,120 755 3/3 238 .49
25 Mist Lynx (Koshi) Prime 4,812,761 1,629 2/3 342 .38
25 Mongoose MON-66 2,229,479 1,152 2/3 391 .62
40 Hermes II HER-5S 3,456,180 1,347 2/3 387 .52
45 Firestarter FS9-0B 10,493,015 1,876 2/2 674 .70
50 Blackjack BJ2-0C 9,509,844 2,113 2/3 1,242 1.07
50 Nova (Black Hawk) Prime 11,586,249 4,455 2/3 2,669 1.09
50 Nova (Black Hawk) A 11,426,874 3,585 3/3 1,700 .74
55 Stormcrow (Ryoken) Prime 14,771,112 3,478 2/3 3,171 1.66
55 Wolverine WVR-7M 11,451,606 2,108 2/4 1,164 .89
60 Mad Dog (Vulture) Prime 15,292,000 3,667 2/2 2,366 1.26
70 Guillotine GLT-5M 6,470,484 1,787 3/4 1,495 1.15
75 Marauder MAD-5M 15,641,500 2,532 2/3 1,967 1.41
75 Perseus Pl 20,494,142 2,348 2/3 1,973 1.53
80 Awesome AWS-3SM 18,090,121 2,674 2/3 2,505 1.71
95 Albatross ALB-3U 25,593,101 2,359 2/3 2,430 1.88
95 Albatross ALB-3U 25,593,101 2,087 2/4 2,430 1.88
965 Tons Total (17 'Mechs) 208,564,689 39,952 27,144 .68



"MtcH Data

Type: Thorn THE-N
Mass: 20 tons

BATTLEMECH RECORD SHEET

Right Movement Points: Tech, Config. & Level:
Status: VALIDATED Toso REAR  7orso Walking: § Inner Seh
(4) Center (4) Nt nner Sphere
ARMOR DIAGRAM Running: 9 Biped "Mech
Head Jumping: ( Level 2/ 3050
9 Weaprons Inventory: (hexes)
Qty Type Loc HtDmg Min ShtMed Lng|
1LRMS RA  21mit6 7 14 21

Total Armor
Pts = 69

HD
LA

3
3

5 -3 6 9
5§ -3 6 9

Il 1 Medium Laser

1 Medium Laser

Left Right
Torso Head Torso

I}l Ammo Type: Rounds:  BvV2:
LRM § 24 14

I Total Heat Sinks: 10 Single

Left Arm
(6)

Right Arm
(6)

0000000000
Auto Eject: Weapon Heat:
Left Leg O operational  [] Disabled (8)
& ® — S——

Damage

Warrior Data
Transfer

Diagram Internal Structure (33 Pts Name: Sir Jarvis Muto

3 ilotin: il
GrimicaL Hir TaBLE Piloting Skil

Hits Taken 314

3

5

Gunnery Skill:

2

1. Shoulder 1. Shoulder
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # Strj10]1
13 3. Lower Arm Actuator Head 13 3. LRMS
4. Hand Actuator 1. Life Support g zoz :gain
§. Medium Laser 2. Sensors . Roll Again
6. Roll Again 3. Cockpit 6. Roll Again “El“ SGAI-E
1. Roll Again 4. Medium Laser 1. Roll Again _
2. Roll Again 5. Sensors 2. Roll Again [36] Shutdown
4.6 % RollAgain 6. Life Support 4.6 3 RollAgain [29]
4. Roll Again 4. Roll Again % Ammo Explosion, avoid on 8+
;e CenforTorso & Zear E2 -
;- Eusf‘m E"Q;“e | 25| -5 Movement Points
. Fusion Engine , 24| +4 Modifier to Fire
Left Torso 4.3 3. Fusion Engine nght Torso [ 23] Ammo Explosion, avoid on 6+
1. Single Heat Sink 4. Gyro 1. Single Heat Sink | 22| Shutdown, avoid on 8+
2. Endo Steel 5. Gyro 2. Ammo (LRM 5) 24 | 21 | )
1-3 3 Endo Steel 6. Gyro 1-3 3 EndoSteel 22 o Movemont Points @ @ onas
4. Endo Steel 1. G 4. Endo Steel |12, Ammo Explosion, avoid on
5. Endo Steel -2y ) 5. Endo Steel |18 ) Shutdown, avoid on 6+
6 Endo Stes! 2. Fusion Engine 6 Endo Steel | 17 | +3 Modifier to Fire
- 46 3. Fusion Engine . | 161 .
1. Endo Stee! 4. Fusion Engine 1. Endo Steel | 15] -3 Movement Points
2. Endo Steel 5. Roll Again 2. Endo Steel | 14 | Shutdm_/vn, avoifi on 4+
4-6 3. Roll Again 6. Roll Again 4-6 3. Endo Steel % +2 Modifier to Fire
4. Roll Again 4. CASE 1]
5. Roll Again : N 5. Roll Again ke .
& Roll Again Engine H!ts 000 6. Roll Again | 10 ] -2 Movement Points
Gyro Hits oo . :: +1 Modifier to Fire
Left Leg SensorHits O O Right Leg A
1. Hip Life Support O 1. Hip =1 . N
2. Upper Leg Actuator 2. Upper Leg Actuator % 1 Movement Point
3. Lower Leg Actuator Battie Value: 546 3. Lower Leg Actuator 3]
4. Foot Actuator BVfor3/3: 852 4. Foot Actuator 2
5. Single Heat Sink Weapon Value: 238 /238 5. Single Heat Sink EN
6. Single Heat Sink Cost, C-Bills: 1,653,120 6. Single Heat Sink o]
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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

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

LA LA

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

1 LT
LT
CT
LA
LA

HD

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

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

LL
LL

1-3
46

RL RL
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

25+ hexes

Jumped

Sprinted
Prone

immobile

Partial Cover

Infantry Squad

ATTACK MODIFIERS

BattleMech Damage

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

In Depth 1 Water +1

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

In Depth 1 Water +2 Punch locations|

None
+1
+2
+3

+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|

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

2D62 3 4

MISSILE HITS TABLE
Roll Number of Missiles Fired

5

6 9 10 12 15 20

111
112
112
122
122
123
223
223
233
234
23 4

M b AW WWNNa

5§ 6
5 6
6 9
9 12
9 12
9

O OO0, Db AR WWNDN
WO NN AW W
@ o OO R WW




"MecH Data
type: Mist Lynx (Koshi) Prime

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

BATTLEMECH RECORD SHEET msss: 25 tons S P
Left REAR Right Movement Points: Tech, Config. & Level: (erit) (cn ) (eri )
Status: VALIDATED TogSO N Tosrso Walking: 7 Clan 3 LL RA RL
t .
ARMOR DIAGRAM B G A Rumning: 11 Biped OmniMech 4 | LA RA  RA
Jumping: g Level 2/3050 5 LA RL RA
Head

9 Weapons Inventory: (hexes) 6 LL RT RL
Qy Type Loc HtDmg Min ShtMed Lng 7 LT CcT RT
1 Active Probe Wb 0 - - - - 5 8 CT LT CcT
Total Armor . 9 RT LL LT

Pts = 67 1 LRM 10 LA 4 hit - 7 14 21
10 RA LA LA

1 Streak SRM 4 RA 3 2hit - 4 8 12

Left Right .
Torso Head Torso 2 Machine Gun RA ¢ 2 1 2 3

Bv2:
78

56

Rounds:
12

Streak SRM 4 25

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

Right Arm

100

Machine Gun 3

4

LT LA RT
Total Heat Sinks: 10 Double (20) LT LT RT
0000000000 cT cT
Auto Eject: Weapon Heat: LA
Left Leg ; [ operational  [] Disabled (7)
(5 5) :

Damage
Transfer
Diagram

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

name: MechWarrior Darius
2 Piloting Skill:

Internal Structure (43 Pts

3

Gunnery Skill:

Left Arm s JHAITHIRL I @TTITE  Right Arm csse . 3 [ LL  RL  RL
Hits Taken 2 31415
1. Shoulder 1. Shoulder . 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consclousness # 2 A R
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
" 4. Hand Actuator 1. Life Support 4. Hand Actuator
5. LRM10 2 Sensors 5. Streak SRM 4
6. Ammo (LRM 10) 12 3. Cockpit 6. Machine Gun “H“ SGAI-E Atta?lre.l;'ACK MODIFIERS
1. Endo Steel 4. Active Probe 1. Machine Gun . Movement
2. Ferro-Fibrous : E,‘;"sg"s " 2. Ammo (Streak 4) 25 [30] Shutdown Stationary None
483 Roll Again . Lite SUppo! 48 3. Ammo (MG) 100 [ 29 | . Walked +1
"2 4. Roll Again Cent T 4. Endo Steel % Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enter 1orso 5. Ferro-Fibrous =/ Jumped +3
6. Roll Again 1. XL Engine 6. Roll Again 126] Shutdown, avoid on 10+ BattleMech Damage
. e 9 125]| -5 Movement Points Sensor Hit 2
2. ngine . 24| +4 Modifier to Fire .
Left TOI'SO 1 3 3. XL Engine nght TOI‘SO z Ammo Explosion, avoid on 6+ Shoulder +4 weapons inarm
1. XL Engine "0 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 | . rr%ne th 1 Wat :f
4.3 3 [Double Heat Sink 6. Gyro 133 E)ouble Heat Sink —fg— ?n:"n:’;’;";;’;s':::’"':vd don 4 n Dep ater
g' %gu::z :e:: g':ﬁ 1. Gyro g ‘[j)::‘bliglteat S E Shutdown, avoid’on 6+ Target
- [Doubte eat 3 2. XL Engine - oy [A7] +3 Modifier to Fire Movement
6. |Double Heat Sink 4-6 3. XL Engine 6. Jump Jet 6] 0-2 hexes [
1. Jump Jet 4. XL Engine 1. Jump Jet | 15| -3 Movement P?ints 34 hexes +1
2. Jump Jet 5. Endo Steel 2. Endo Steel | 141 Shutdown, avoid on 4+ §-6 hexes +2
3. Jump Jet 6. Ferro-Fibrous 3. Ferro-Fibrous 131 +2 Modifier to Fire 7-9 hexes +3
484 Endo Steel 485 Femo-Fibrous A 10-13hexes  +4
' " ’ ; 14-18 hexes  +5 (Level 3)
5. Fero-Fibrous EngineHits OQ Q| 5 RolAgain -2 Movement Points 1924 hexes  +6 (Level 3)
6. Ferro-Fibrous N 6. Roll Again 25+ h +7 (Level 3
Gyro Hits 00 : +1 Modifier to Fire Jumpi.)(;es +1 gdedvifion)al
Left Leg Sensor Hits 80 Right Leg Sprinted 4
1. Hip ife Support 1. Hip . " Prone —2 adjacent hex
2. Upper Leg Actuator - 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 871 3. Lower Leg Actuator Immobile —-4
4. Foot Actuator BVfor2/3: 1,585 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Endo Steel Weapon Value: 342 /289 5. Endo Steel > Partial Cover +3 Punch locations
6. Roll Again Cost, C-Bills: 4,812,761 6. Roll Again Infantry Squad  +1

Printed by FEAVYRETAL PRO. Copyright © 2009 RCW Enterprises. fBa(:tleTech@, ‘Mech® and BattleMech® are trademarks of WizKids, inc.
Permission to ph or. | usa,

MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move |+ Weap| + Prev | + Misc [ = Total |- H.8.| = 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 2 111233 5 6
2 3 12223 3

3 122344

4 223356

5 223456

6 233456

7 233456

8 23457 8

9 334578

10 3456910

11 3456910

12




'MECH DaTA

Tyre: Mongoose MON-66
Mass: 25 tons

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

BATTLEMECH RECORD SHEET

REAR Right Movement Points: Tech, Config. & Level:

Status: VALIDATED Torso Torso Walking: 8 1 Sph 3 LL RA RL
(2)  Center (2 L nner Sphere 4 LA RA RA

ARMOR DIAGRAM Torso Running: 12 Biped 'Mech
Head Q) Jumping: Level 2/3050 5 LA RL RA
g Weaeons Inventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng 7 LT CT RT
8 CT LT CT

1 Medium Laser RA 5 - 3 6 9

Torso Head Torso HD HD HD

3
Total Armor
?DttaS"SQ 1 Medium Laser LA 3 5 -3 & 9 9 RT LL T
= 1 Medium L CT 3 5 3 6 9 10 RA LA LA
m Laser .

11 RL LA LL

Left Right 1 Smali Laser W 1 3 -1 2 3

° 4

1 Beagle Active Probe LT

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

Left Arm

Right Arm
®) (8

_ _ 1 LT LA RT

Total Heat Sinks: 10 Single LT LT RT

0000000000 CT CcT CT

Auto Eject: Weapon Heat: LA RT RA

Left Leg i [ Operational [ Disabled (10) LA RA RA
(12) - HD HD HD

Transfer
Diagram

KICK LOCATIONS (1D6)

name: Dame Lydia Chachor
Roll Left Front/Rear Right

2 Piloting Skill: 3

Gunnery Skill:

1-3 LL RL RL
Leﬁ Arm Hits Taken 2 3| 4
1. Shoulder 1. Shoulder X 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 7110] M1
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
g. wr;t_! Aclt_uator 1. Life Support g 'l\inar:iq ActLuator
. Medium Laser 2. Sensors . Medium Laser
6. Ferro-Fibrous 3. Cockpit 6. Ferro-Fibrous “H“ scnl[ Attaél.(r;-rACK MODIFIERS
1. Ferro-Fibrous 4. Small Laser 1. Ferro-Fibrous Movement
2. Ferro-Fibrous S. Sensors 2. Ferro-Fibrous 30] Shutdown i
. 6. Life Support A Stationary None
4-6 3. Ferro-Fibrous . 46 3. Ferro-Fibrous | 29 | Walked +1
4, Ferro-Fibrous C t T 4, Ferro-Fibrous % Ammo Explosion, avoid on 8+ Ran +2
5. Ferro-Fibrous enter 1orso 5. Ferro-Fibrous £ ) Jumped +3
6. Ferro-Fibrous 1. Fusion Engine 6. Ferro-Fibrous %g- _Sshn‘z:’:a""':‘;r;";:::é 10+ BattleMech Damage
2. Fusion Engine . [24] +4 Modifier to Fire Sensor Hit *+2 .
Left Torso 1-3 3. Fusion Engine R]ght Torso [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. [Beagie Active Probe 4. Gyro 1. Endo Steel [22] Shutdown, avoid on 8+ PArm Act. (each) :; weapons in arm
2. |Beagle Active Probe 5. Gyro 2. Endo Steel | 21 . | r([))ne n1W 1
13 3. Endo Steel 6. Gyro 1-3 3. Endo Steel % X‘ M°V°Em°:“ Points i on 4 n Deptl ater +
~y = | 19 1 mmo Explosion, avoid on 4+
g gggg gﬁzz; 1. Gyro g EZZZ gﬁzz { 18 | Shutdown, avoid on &+ _Q_Tar et
Endo Steel 2. Fusion Engine 6 Endo Sicel | 17| +3 Modifier to Fire Movement
8. Endo Stee 46 3. Fusion Engine - Endo Steel | 16 | 0-2 hexes 0
1. Endo Steel 4. Fusion Engine 1. Endo Steel [ 15] -3 Movement Points 3-4 hexes +1
2. Endo Steel 5. Medium Laser 2. Roll Again | 14| Shutdown, avoid on 4+ 5-6 hexes +2
3. Endo Steel 6. Roll Again 3. Roll Again  13] +2 Modifier to Fire 7-9 hexes +3
46§ ronagain 46 4 Roiagain -2, 12:12 ::;:: :g(L 3
5 P . Roll Again En . evel
: EZZ ::gz:z Engine Hits OO O g. Rﬁ,, Aga:'n 10| -2 Movement Points 1924 hexes  +6 (Level 3)
GyroHits OO 51 +1 Modifier to Fire 25+ hexes +7 (Level 3)
- — Jumped +1 additional
Left Leg L%fen;w H-trst g o Right Leg ] Sprinted o
1. Hip ife Suppo 1. Hip 5] -1 Movement Point Prone -2 adjacent hex
2. Upper Leg A 2. Upper Leg Actuator | +1 other hexes
3. Lower Leg Actuator Batlle Value: 758 3. Lower Leg Actuator K Immobile -4
4. Foot Actuator BVfor2/3: 1,380 4. Foot Actuator ] In Depth 1 Water +2 Punch locations
5. Single Heat Sink Weapon Value: 391 /391 §. Single Heat Sink (1] Partial Cover  +3 Punch locations|
6. Roll Again Cost, C-Bills: 2,229,479 6. Roll Again [ 0] Infantry Squad  +1

Printed by FEAVYRETAL PRO. Copyrlght@ 2009 RCW Enterprlses BattIeTech® 'Mech@ and BattleMsch@ are lrademarks of WizKids, Inc.

MOVEMENT RECO RD 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
1 111233 45 6
2 122233 45 8
3 12234456 9
4 223356 8 9 12
5 223456 8 9 12
L2 233456 8 9 12
7 233456 8 912
8 234578 1012 16
9 33457 8 101216
10 3456910121520
11 3456 910121520
12




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

'MecH Data
Type: Hermes Il HER-5S

BATTLEMECH RECORD SHEE'T Mass: 40 tons z g Lroocro R
EAR Movement Points: Tech, Config. & Level: (c”t) (c”t) (cnt)
Status: VALIDATED Torso REA| Torso Walking: 3 LL RA RL
) Center  (5) alking: Inner Sphere
AnMnH nIABHAM Running: g Biped 'Mech 4 LA RA RA
Head Jumping: () 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
R 1 Uitra ACI5 RT 1 5 2 6 13 20 8 cT LT cT
Total Armor . A 3 2 T2 3 9 RT LL LT
Pts = 120 amer -

1MediumPulsaLaser RA 4 6 - 2 4 ¢ RA LA

Left Right

Torso Head Torso

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

Left Arm Right Arm Ammo Type: Rounds:  BV2:

32

(11) (1) Ultra AC/5 20

- 1 LT LA RT
Total Heat Sinks: 10 Double (20) LT LT RT
0000000000 cT cT cT
° ° Auto Eject: Weapon Heat: LA RT RA
Left Leg o o D Operational D Disabled (9) LA RA RA
(14) o o HD HD HD
o o
o )
Damage g g
Transfer . KICK LOCATIONS (1D6)
Diagram Internal Structure (67 Pts) fl Neme: Sir Ralph Murdock Roll  Left Frontheér Right

Gunnery Skill: 2 Piloting Skill: 3

Left Arm CrimicaL Hir TagLE T 13 [0 R R
1. Shoulder 1. Shoulder X 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # S A L
1-3 3. Lower Arm Actuator Head 13 3. Lower Arm Actuator
"V 4. Flamer 1. Life Support 4. Hand Actuator
5. Roll Again 2. Sensors 5. Medium Pulse Laser
6. Rol Again 3 Gockpi 6. RolAgein Heat ScaLE rgzal TTACK MODIFIERS
1. Roll Again 4. Roll Again 1. Roll Again Movement
; 5. Sensors ; =Ty ovemen
2. Roll Again 6. Life S t 2. Roll Again | 30| Shutdown Stationary None
4.6 3 RollAgain - Life Suppol 483 Roll Again [23] . _ Walked 1
4. Roll Again C t T 4. Roll Again % Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enter 10rso 5. Roll Again = X Jumped +3
6. Roll Again 1. Fusion Engine 6. Roll Again % .Shutdvoewne, atvo: r:rs; 10+ BattleMech Damage
2. F £ (25 -5 Movement Poin Sensor Hit +2
. Fusion Engine | 24| +4 Modifier to Fire
Left Torso 1-3 3. Fusion Engine nght Torso 23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. [Double HeatSink ' © 4. Gyro 1. [Ultra AC/S [22] Shutdown, avoid on 8+ P:meAct (each) +; weapons in arm
2. |Double Heat Sink 5. Gyro 2. {Uitra ACI5 |21 .
4.3 3. [Double Heat Sink 6. Gyro 1.3 3 |urancis L] Hovamont Pelnts ronds In Depth 1 Water +1
g' /E\rr:‘dmoos(fgétl AC/5) 20 1. Gyro g g:g: ﬁgg E Shutdown, avoid ’on 6+ T__g_ar et
6' Endo Steel 2. Fusion Engine 6. Endo Steel | 17| +3 Modifier to Fire M:v;r}:lent o
: 3. Fusion Engine ' 16 | -2 hexes
1. Endo Steel 46 4. Fusion Engine 1. Endo Steel | 151 -3 Movement Points 3-4 hexes +1
2. Endo Steel 5. Roll Again 2. Endo Steel | 14 | Shutdoyvn, avonfl on 4+ 5-6 hexes +2
3. Endo Steel 6. Roll Again 3. Endo Steel | 131 +2Modifier to Fire 7-9 hexes +3
4-6 4-6 (12 ] 10-13 hexes  +4
4. Endo Steel 4. Endo Steel
5. Endo Steel Engine Hits OOO | & E&ndoSteel -2 Movement Points 14-18hexes  +5(Level 3)
6. Roll Again ngine Fits 6. Endo Steel " 19-24 hexes  +6 (Level 3)
GyroHits OO . +1 Modifiar to Fi 25+ hexes +7 (Level 3)
Left L Sensor Hits O O Right L odifier to Fire Jumped +1 additional
€ eg Life S o lg eg Sprinted -1
1. Hip ife Support 1. Hip . N Prone -2 adjacent hex
2. Upper Leg At - 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 857 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor2/3: 1,560 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Roll Again Weapon Value: 387 / 387 5. Roll Again Partial Cover +3 Punch locations]
6. Roll Again Cost, C-Bills: 3,456,180 6. Roll Again Infantry Squad  +1

Printed by FEAVYMETAL PI0. Copyright © 2009 RCW Enterprises. fBattlsTech@, 'Mech® and BattleMech® are trademarks of WizKids, inc.
ta ph 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/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 456 9 10 12 15 20
1 1112323 4 5 6
2 122233 45 86
3 122344569
4 223356 8 912
5 223456 8 912
6 2334568 912
7 233456 8 9 12
8 234578 101216
9 334578 101216
10 345609
11 34569
12




'MecH Data
Tyee: Firestarter FS9-OB

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

BATTLEMECH RECORD SHEET Msss: 45 tons S e
REAR Right Movement Points: Tech, Config. & Level: (eri ) (crit) (c" )
Status: VALIDATED Torso Torso Walking: 3 LL RA RL
Center ) 9: 6 Inner Sphere
AHM“H ﬂIABHAM Running: g Biped OmniMech 4 LA RA RA
Head Jumping: § Level 2/ 3058 5 LA RL RA
9 Weagons Inventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng 7 LT CT RT
Total Armor 1 Flamer cT 3 2 2 8 cT LT cT
ota
Pts = 136 M1 Flamer CTR)3 2 - 1 2 3 190 EZ ::; t;
ot g 1 Large PulseLaser RA 10 9 - 3 7 10 11 RL LA LL
Torso Head Torso 1 Small Laser RA 3 -1 2 3
2 Medium Pulse Laser LA 6 - 2 4 8

1 C? Slave Unit LT
1 TAG RT

o I
.
.
.
)
.

PUNCH LOCATIONS (1D6)

Right Arm Roll Left Front/Rear Right

(12)

- 1 LT LA RT

Total Heat Sinks: 12 Double (24) LT LT RT

0000000000 00 cT cT cT

Auto Eject: Weapon Heat: LA RT RA

Left Leg i : [0 operational [ Disabled (25) LA RA RA
(18) : — HD HD HD

Damage
Transf .
Diagram il Name: Dame Marcie Kane KICK LOCATIONS (1D6)

Roll Left Front/Rear Right

Gunnery Skill: 2 Piloting Skill:
Hits Tak > T3 1-3 LL RL RL
I aken
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # sl7
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
"2 4. Medium Pulse Laser 1. Life Support 4. [Large Pulse Laser
5. Medium Pulse Laser 2. Sensors 5. |Large Pulse Laser
6. Endo Stee! 3. Cockpit 6. Small Laser “H“ snnl[ Attaél-(reTrACK MODIFIERS
1. Endo Steel 4. Roll Again 1, Endo Steel _ Movement
2. Endo Steel 5. Sensors 2. Endo Stee! [30] Shutdown Stationary None
4.6 3 EndoSteel 6. Life Support 4.3 EndoSteel [29] Walked +1
4, Endo Steel C t T 4. Roll Again % Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enier (orso 5. Roll Again <] Jumped +3
i 26| Shutdown, avoid on 10+
6. Roll Again 1. XL Engine 6. Roll Again [25] -5 Movement Points BgttleMech. Damage
2. XL Engine f |24 ] +4 Modifier to Fire ensor Hit +2
Leﬂ TOI‘SO 13 3. XLEngine nght TOFSO | 23| Ammo Explosion, avoid on 6+ § Shoulder +4 weapons in arm
1. XL Engine " a4  Gyro 1. XL Engine [22] Shutdown, avoid on 8+ F’Arm Act. (each) +; weapons in arm
2. XL Engine 5. Gyro 2. XL Engine 21 N 1 rtl':)neth 1 Water +1
13 3. XL Engine 6. Gyro 13 3. XL Engine f_g ?MoveEme:\t Points o 45 n Dep ater
4. [Double Heat Sink 1. Gyro 4. [Double Heat Sink Ef Sl’:‘u':';ow’:f :j:i’:’;"g; on Target
5. |Double Heat S!nk 2. XL Engine 5. [Double Heat S!nk 7] +3 Modifier to Fire Movement
6. |Double Heat Sink 3. XL Engine 6. |Double Heat Sink 3 0-2 hexes o
1. Jump Jet 4-6 4. XL Engine 1. Jump Jet | 181 -3 Movement Points i 34 hexes +1
2. Jump Jet 5. Flamer 2. Jump Jet |14 Shutdown, avoid on 4+ i S-O6hexes +2
3. Jump Jet 6. Flamer (R} 3. Jump Jet 113 ] +2 Modifier to Fire 7-9 hexes +3
4-6 4. C3Slave Unit 4-8 4 TAG _;‘f_ 10-13 hexes  +4
' . ; Mk R 14-18 hexes  +5 (Level 3,
5. Endo Steel EngineHits OO Q| & RolAgain [10] -2 Movement Points 19-24 hexes  +6 gLevel 3;
6. Endo Steel N 6. Roll Again )
GyroHits OO 78] +1 Modifier to Fire 25+ hexes 7 {Level 3)
- B — Jumped +1 additional
Left Leg Sfen;or Hits go Right Leg A Sprinted 4
1. Hip Life Support 1. Hip = . y Prone -2 adjacent hex
2. Upper Leg Actuator - 2, Upper Leg Actuator —i— 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,070 3. Lower Leg Actuator BN Immobile -4
4. Foot Actuator BVior2/2: 2,097 +C*=161 4. Foot Actuator =21 In Depth 1 Water +2 Punch locations|
5. Endo Steel Weapon Value: 674 /674 5. Endo Steel 11 Partial Cover +3 Punch locations|
6. £Endo Stee! Cost, C-Bills: 10,493,015 6. Endo Steel | 0| Infantry Squad  +1

Printed by h:AV"nEEAI. PRO. Copyright © 2009 RCW Enterprlses BattleTech@ '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 45 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 9 12
8 23457 8 101216
9 33457 8 101216
10 345609

11 345689
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"MtcH Data HIT LOCATIONS (2D6)
Tyee: Blackjack BJ2-OC Roll  Left Front/Rear Right
2 LT cT RT

Mass: 50 tons

BATTLEMECH RECORD SHEET

(crit) {crit) (crit}

REAR Right Movement Points: Tech, Config. & Level:

Status: VALIDATED Torso Torso Walking: 4, : Soh 3 LL RA RL
(6) Center (6) - nner Sphere " LA RA RA

ARMOR DIAGRAM Ruming: 6 Biped OmniMech
Head Jumping: 4 Level 2/ 3058 5 LA RL RA
2 Wea ons Inventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng| 7 LT cT RT
8 CT LT CT

1 LB 10-XAC
1 LB 10-XAC

LA
RA -
LT
RT
cT

Total Armor
Pts = 152

9 RT LL LT
10 RA LA LA

Bl 1 Modium Laser

Left Right

1 Medium Laser
Torso Head Torso

1 Small Laser

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

il Ammo Type: Rounds:  BVZ:
LB 10-X AC 20 85

Right Arm
(14)

. 1 LT LA RT

Total Heat Sinks: 10 Double (20) LT LT RT

B 0000000000 cT cT cT

Auto Eject: Weapon Heat: LA RT RA

Left Leg i : [ Operational  [] Disabled (1 1) LA RA RA
(18) Se— HD HD HD

Damage
Transfer
Diagram

KICK LOCATIONS (1D6)

Name: Sir Austin Boyle
Roll Left Front/Rear Right

Gunnery Skill: 2 Piloting Skill: 3

1-3 LL RL RL
Leﬂ Arm Hits Taken { 1 2 4 | 5
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm A
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. |Double Heat Sink 2. Sensors 5. |Double Heat Sink
6. [LB10-XAC 3. Cockpit 6. |LB10-XAC “EAI snnl{ Attaél;re-l;ACK MODIFIERS
1. [LB 10-x AC 4. Endo Steel 1. |LB 10X AC _ Movement
2. [LB10-xAC 5. Sensors 2. [LB 10X AC [30] Shutdown Stationary None
46 [LB10XAC 6. Life Support 463 [B1oXAC [29] Walked +1
4. |LB10-X AC Center T 4. |LB10-x AC % Ammo Explosion, avoid on 8+ Ran +2
5. [LB10-X AC enter Torso 5. |LB 10-X AC [27] ) Jumped +3
6. Roll Again 1. XLEngine 6. Roll Again -% _ssh;f:e“r',:‘; ;";:’:n‘:’s‘ 10+ BattleMech Damage
2. XL Engine . [24] +4 Modifier to Fire Sensor Hit 2
Left Torso 1-33 XL Engine nght Torso [23] Ammo Explosion, avoid on 6+ Shoulder *+4 weapons in arm
1. XL Engine "9 4. Gyro 1. XLEngine 22| Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
9 4 9 21 | Prone +2
2. XL Engine 5. Gyro 2. XL Engine | 21} .
1-3 3. XL Engine 6. Gyro 13 3. XLEngine [ 20] -4 Movement Points in Depth 1 Water +1
4. Medium Laser 1. Gyro 4. Medium Laser :—g ‘g;l“u':;oazp'::;’;’:‘oivgf on 4+ Target
5. Ammo(LB103)10 2. XL Engine 5. AmmalB10X)10 [17] +3 Modifier to Fire Movement
6. Endo Steel 463 XL Engine . Endo Steel 6] 0-2 hexes 0
1. Endo Stee! 0 4. XL Engine 1. Endo Steel | 15] -3 Movement Points 3-4 hexes +1
2. Endo Steel 5. Small Laser 2. Endo Steel | 141 Shutdown, avoid on 4+ 5-6 hexes +2
463 EndoSteel 6. Endo Steel 4.6 % EndosStesl 131 +2 Modifier to Fire 7-9 hexes +3
4. Endo Steel 4. Endo Steel o :2:1; :2:22 Zg (Lovel 3
5. Endo Steel - : 5. Endo Steel ETY :
& Roll.Again EngineHits QOO | ~ RZII Aga(?s 1_;’ -2 Movement Points 19-24 hexes  +6 (Level 3)
Gyro Hits OO | 8 | +1 Modifier to Fire 35+ he)ées +z (%e;el 3) !
: H 1 umpe: +1 additional
Left Leg LSfen;or Hits 8 o Right Leg 7] Sprinted 4
1. Hip ife Support 1. Hip =1 - : Prone -2 adjacent hex
2. Upper Leg A - 2. Upper Leg Actuator % 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 1,189 3. Lower Leg Actuator = Immobile -4
4. Foot Actuator BVfor2/3: 2,164 4. Foot Actuator 2 In Depth 1 Water +2 Punch locations|
5. Jump Jet Weapon Value: 1,242 /1,242 5. Jump Jet 1] Partial Cover +3 Punch locations]
6. Jump Jet Cost, C-Bills: 9,509,844 6. Jump Jet Lo | Infantry Squad  +1

Printed by FEAVYMETAL PRO. Copyright © 2009 RCW Enterprlses BattleTech@ ‘Mech® and BattleMech@ are tradamarks 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 56 9 10 12 15 20
; 2[11 11233 4 5 6
122233 45 6
3 12234456 9
4 2233586 8 912
3 223456 8 9 12
6 233456 8 912
7 233456 8 9 12
8 23457 8101216
9 33457 8 101218
10 3456910121520
11 3456910
12




"MecH Dara

Tyee: Nova (Black Hawk) Prime

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

BATTLEMECH RECORD SHEET wass: 50 tons S I
REAR Movement Points: Tech, Config. & Level: (crit) (crit) (erit)

Status: VALIDATED T((JSO Conter T?go Walking: § Clan 3 LL RA RL
ARMOR DiAGRAM Running: g Biped OmniMech 4 { LA RA RA
Head | Jumeing: 5 Level 2/ 3050 5 LA RL RA

) Weagons Inventory: (hexes) 6 LL RT RL

Qty ype Loc HtDmg Min ShtMed Lng 7 LT CT RT

Total Armor B¢ ER MedumLaser LA 5 7 - 5 10 15 8 cT LT cT

" 9 RT LL LT

Pts = 160 . 6 ER MediumLaser RA § 7 - § 10 15 10 RA LA LA

Lot Right 1M [ RL A W

Torso Head Torso 12 HD HD HD

PUNCH LOCATIONS (1D6)

Right Arm Roll Left Front/Rear Right

(16)

1 LT LA RT

il Total Heat Sinks: 18 Double (36) LT LT RT

0000000000 00000000 cT cT cT

Auto Eject: Weapon Heat: LA RT RA

Left Leg Right Leg [ Operational  [] Disabled (60) LA RA RA
(20) (20) m— HD HD HD

Damage

Transf .

Diagram name: MechWarrior Jas Furey KICK LOCATIONS (1D§)
Roll Left Front/Rear Right

Gunnery Skill: 2 Piloting Skill: 3

Hite Tak T3 1-3 LL RL RL
its Taken
1. Shoulder 1. Shoulder o 46 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 517110
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. [|Double Heat Sink
6. |Double Heat Sink 3. Cockpit 6. |Double Heat Sink “H“ SGALE Attag(r:rACK MODIFIERS
1. ER Medium Laser 4. Roll Again 1. ER Medium Laser - Movement
2. ER Medium Laser 5. Sensors 2. ER Medium Laser [30] Shutdown Stationary  None
3. ER Medium Laser 6. Life Support 46 3. ER Medium Laser [29] Walked 1
4, ER Medium Laser "V 4. ER Medium Laser | 28 | Ammo Explosion, avoid on 8+ Ran +2
5. ER Medium Laser Center Torso 5. ER Medium Laser _g_;— Shutdown. avoid on 10+ Jumped +3
6. ER Medium Laser ; . it Engi"e 6. ER Medium Laser (5571 -5 Movement Points Bgt;lnesl\ilﬁcl-lﬁtDama%ez
. ngine . | 24| +4 Modifier to Fire :
Leﬂ TOI'SO 3 3. XL Engine R|ght TOFSO 23| Ammo Explosion, avoid on 6+ Shoulder +4 weapons In arm
1. XL Engi 1- 4. Gvro 1. XL Engi 22| Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
gine g Y . ngine | 22 | s
2. XLEngine 5. Gyro 2. XL Engine 21| . rr%ne th 1 Wat :?
43 3. [Pouble Heat Sink 6. Gyro 4.3 3 [Double Heat Sink f_g :mM::;'::r;;::’m:%M on s n Dep ater
4. |Double Heat Sink 1. Gyro 4. |Double Heat Sink (18] Shutdown, avoid on 6+ Target
5. |Double Heat Sink 2. XL Engine 5. |Doubie Heat Sink 171 +3 Modifier to Firs Movement
6. |Double Heat Sink 3' XL Engine 6. |Double Heat Sink 0 0-2 hexes 0
1. [Double Heat Sink 4-6 4. XL Engine 1. [Double Heat Sink 15| -3 Movement Points 3-4 hexes +1
2. |Double Heat Sink 5. Jump Jet 2. |Double Heat Sink 14 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 Roiagain 481 ronagain 12 10-13 hexes  +4
5. Roll Again — 5. Roll Again 4 . 14-18hexes  +5(Level 3)
6 Roll Again Engine Hits O QOO & Roll Again % -2 Movement Points 19-24 hexes  +6 (Level 3)
Gyro Hits O O — " . 25+ hexes +7 (Level 3)
N . | 8 { +1 Modifier to Fire Jumped +1 additional
Left Leg Sensor Hits O O Right Leg 7| Sprinted X
1. Hip Life Support O 1. Hi —=1 . . Prone —2 adjacent hex
2, Upper Leg A 2. Upper Leg Actuator —i' 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 2,663 3. Lower Leg Actuator K Immobile -4
4. Foot Actuator BVfor2/3: 4,847 4. Foot Actuator 2] in Depth 1 Water +2 Punch locations]
5. Jump Jet Weapon Value: 2,669 /2,669 5. Jump Jet 1] Partial Cover +3 Punch locations
6. Jump Jet Cost, C-Bills: 11,586,249 8. Jump Jet | 0| infantry Squad  +1

Printed by I-:AV"I'IE{AI. PR0. Copyright © 2003 RCW Entarprlsss BattleTech@ 'Mech® and BattieMech® are trademarks 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 3 456 9 10 12 15 20
; 2[T1 11233 4 5 6

3/11122233 4 5 6
3 41112234 4 5 6 9
4 5(1223356 8 912
5 61223456 8 912
J 71233456 8 912
7 82233456 8 912
8 9223457 8101216
9 10/2 33457 8 1012 16
10 1|2 3 456 9101215 20
" 12{2 3 4 5 6 9 10 12 15 20
12




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

"MEcH DATA

Tyre: Nova (Black Hawk) A
Mass: 50 tons

BATTLEMECH RECORD SHEET

REAR Rigl Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
Status: VALIDATED Torso Torso Walking: § cl 3 LL RA RL
(8) Center (8) L 'an . 4 LA RA RA
AHM[‘]H I]lA[;HAM Running: g Biped OmniMech
Jumping: § Level 2/ 3050 5 LA RL RA
Head !
9 ‘ Weaeons Inventory: (hexes) 6 LL RT RL
500 JQly Type Loc HtDmg Min ShtMed Lng 7 LT CT RT
000 . Total A 1 ErPPC LA 1515 - 7 14 23 8 cT LT cT
coo St: - ;%18 " M1 vediumpuiseLaser LT 4 7 - 8 12 9 RT LL LT
040 il 1 Anti-Missile System LT 10 RA LA LA
0% . Y 1" | rRe A oW
o) Left Right 1 ERPPC RA
(] OO Torso Head Tarso k 12 HD HD HD
fo o) 1 Anti-Missile System RT *
OOO
)
o PUNCH LOCATIONS (1D6)
Left Arm % Right Arm Ammo Type: Rounds: ~ BV2: Roll  Left FrontRear Right
(16) o] (16) Anti-Missile System 24 29
: _ 1 LT LA RT
] Total Heat Sinks: 14 Double (28) LT LT RT
0000000000 0000 cT CcT cT
Auto Eject: Weapon Heat: LA RT RA
Left Leg . [ Operational  [] Disabled (36) LA RA RA
(20) ! - HD HD HD

Damage

Transfer .
Diagram Name: MechWarrior Renata

Gunnery Skill: 3 Piloting Skili: 3

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

Left Arm Hits Taken 2|3 4 13 LL RL RL
1. Shoulder 1. Shoulder X 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # L A L
1-3 3 [ERPPC Head 1.3 % [ERPPC
5 Ror agu S upport 5. ol Agei
. Roll Again 2. Sensors . Roi Again
6. Roll Again 3. Cockpit 6. Roll Again “H“ SI:AI-E A ttasl-(r;ACK MODIFIERS
1. Roll Again 4. Roll Again 1. Roll Again WMovement
: 5. Sensors BT ovement
2 RollAga:.n 6: Life Support 2. Roll Aga{n g_g Shutdown Stationary None
4-8 3. Roll Again 46 3. Roll Again 129 | . . Walked +1
4. Roll Again C t T 4, :oZ 2gam _%_ Ammo Explosion, avoid on 8+ Ran +2
§. Roll Again enter 1 orso 5. Roll Again =—a . Jumped +3
i f 26| Shutd s d on 10+
6. Roll Again 1. XL Engine 6. Roll Again 521 25 Movomont boints Bgt;legl;:thh.tDamag*_ez
2. XL Engine . 24| +4 Modifier to Fire n ! ;
Leﬁ TOI'SO 1-3 3. XL Engine nght TOI'SO (CASE) [ 23| Ammo Explosion, avoid on 6+ Shouider +4 weapons in arm
1. XL Engine "V 4. Gyro 1. XL Engine [ 22| Shutdown, aveid on 8+ Arm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine 211 ) Do 1 Water <2
1.3 3 [Double Heat Sink 6. Gyro 4-3 3 [Double Heat Sink 22 ?mM"?;;f;:r;::;"f:md on 4t n Dep ater
L poeteasnt 1 oo & o et ] Shtsout moon o Targe
. " 2. XL Engine . Si | 17 | +3 Modifier to Fire Movement
6. {Double Heat Sink 46 3. XL Engine 6. |Double Heat Sink (161 0-2 hexes 0
1. Medium Pulse Laser 4. XL Engine 1. Anti-Missile System | 151 -3 Movement Points 3-4 hexes +1
‘ 2. Anti-Missile System 5. Jump Jet 2. Ammo (AMS) 24 (141 Shutdown, avoid on 4+ 5-6 hexes +2
: 3. Roll Again 6. Roll Again 3. Roll Again | 131 +2 Modifier to Fire 7-9 hexes +3
2 4-6 ; 4-8 i [12 | 10-13hexes  +4
4. Roll Again 4. Roll Again
5. Roll Again " . 5. Roll Again HL . 14-18hexes  +5(Level 3)
’ Engine Hits O OO : | 10} -2 Movement Points 19-24 hexes  +6 (Level 3)
6. Roll Again ) 6. Roll Again )
GyroHits OO = . . 25+ hexes +7 (Level 3)
- : |8 { +1 Modifier to Fire Jumped +1 additional
Left Leg Lsf"§°' Hits g o Right Leg ] Sprinted W
1. Hip ife Support 1. Hip 57 -1 Movement Point Prone -2 adjacent hex
2. Upper Leg Actuator - 2. Upper Leg Actuator 4 | +1 other hexes
3. Lower Leg Actuator Battle Value: 2,422 3. Lower Leg Actuator 31 Immobile -4
4. Foot Actuator BVfor3/3: 3,778 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations|
5. Jump Jet Weapon Value: 1,694 /1,694 5. Jump Jet 1 Partial Cover +3 Punch locations]
6. 6. Jump Jet [ Infantry Squad ~ +1

Jump Jet Cost, C-Bills: 11,426,874

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 211111233 456
2 3[/1122233 45 6
3 41112234 4 5 6 9
4 5|12 23356 8 9 12
5 6/1223456 8 912
6 7/11233456 8 912
7 82233456 8 912
8 91223457 8 1012 16
9 10{2 3 3 45 7 8 10 12 16
10 23456 910121520
11 234569
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'"MecH Data HIT LOCATIONS (2D6)

Type: Stormcrow (Ryoken) Prime Roll  _Left FrontRear Right

BATTLEMECH RECORD SHEET Mass: 55 tons S A
Left REAR Right Movement Points: Tech, Config. & Levsl: (CI‘I ) (c" ) (c" )

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

t .

ARMOR DiAGRAM A T O Ring: g Biped Omnivech |l 4 | tA  Ra  Ra
Head i Jumping: Level 2/ 3050 5 LA RL RA

9 Weaeons Inventory: (hexes) 6 LL RT RL

Qy Type Loc HtDmg Min ShtMed Lng 7 LT CcT RT

1 ERMediumLaser HD § 7 - § 10 15 8 cT LT cT

Total Armor 1 ER Large L. LA 12 10 8 15 25 9 RT LL LT

Pts = 182 arae maser ’ 10 [ RA LA LA

et Right 1 ERMediumLaser LA 5 7 - 5§ 10 15 11 RL LA LL

Torso Head Torso 1 ER Large Laser RA 12 10 - 8 15 25 12 HD HD HD

1 ERMediumLaser RA 5§ 7 - 5 10 15

PUNCH LOCATIONS (1D6)

000000000

Left Arm Right Arm Roll Left Front/Rear Right
(18 (18) Total Heat Sinks: 22 Double (44) 1 LT LA RT
0000000000 0000000000 LT LT RT
oo cT cT cT
oo Auto Eject: Weapon Heat: LA RT RA
Left Leg EI Oparational D Disabled (39) LA RA RA
(25) . p— ——— HD HD HD

o O O
OOOOOOO

WaRRIOR DATA

[e)e] Damage
Transfer . . KICK LOCATIONS (1D6
Diagram Name: Mechwarrior Alexi Roll  Left F OURS ( R,) ht
ront/Rear
Gunnery Skil: 2 Piloting Skill: 3 ° ad 19
vy g
Left Amm GRITIGAL HiT TaBLE e i 13 [ RL R
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm A Ssf[7]10
133 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. |Double Heat Sink
6. E)ouble Heat Sink 3. Cockpit 6. |Double Heat Sink Attagge.l;ACK MODIFIERS
1. [Double Heat Sink 4. ER Medium Laser 1. [Double Heat Sink _ Movement
2. [Double Heat Sink 5. Sensors 2. |Double Heat Sink [30] Shutdown Stationary None
4.6 3 [Double Heat Sink 6. Life Support 4.6 3 [Double Heat Sink 29 | A Walked 1
4. {Double Heat Sink 4. |Double Heat Sink 281 Ammo Explosion, avoid on 8+ Ran +2
5. ER Larqe Laser Center Torso 5. ER Largf. Laser % Shutdown, avoid on 10+ Jumped +3
6. ER Medium Laser 1. XL Engine 6. ER Medium Laser e ’ " BattleMech Damage
Pse i 25| -5 Movement Points Sensor Hit +2
8 ngine . 24| +4 Modifier to Fire N
Leﬁ TOI'SO 13 3. XL Engine nght TOI‘SO z Ammo Explosion, avoid on 6+ Shoulder +4 weapons inarm
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] ) f"’%"e n 1 Wat :f
13 3. [Double Heat Sink 6. Gyro 1-3 3. {Double Heat Sink % me’:;’::::‘::;m:voi don 4+ n Deptl ater
] 4. |Double Heat S!nk 1. Gyro 4. Pouble Heat S!nk E Shutdown, avoid ’on 6+ —g—Tar et
5. |Double Heat Sink 2. XL Engine 5. |Double Heat Sink 771 +3 Modifier to Fire Movement
6. {Double Heat Sink 3' XL Engine 6. [Double Heat Sink 6] 0-2 hexes 0
1. [Double Heat Sink 4-6 4. XL Engine 1. [Double Heat Sink [15] -3 Movement Points 3-4 hexes +1
2. |Double Heat Sink 5. Endo Steel 2. |Double Heat Sink 1141 Shutdown, avoid on 4+ 5-6 hexes +2
463 EndoSieel 6. Ferro-Fibrous 4> EndoStesl 31 +2Modifier to Fire 7-9 hexes +3
it 4. Ferro-Fibrous 4. Ferro-Fibrous = :gj: :exe: :g (Level 3)
" . exe
: 5. Ferro-F(brous Engine Hits O 0O 5 Ferro-F:'brous .2 Movement Points 1924 hexos +6 (Level 3)
E 6. Ferro-Fibrous G Hits 0O 6. Ferro-Fibrous 25+ hexes +7 (Level 3)
yro Hits +1 Modifier to Fire ™
Left Leg Sensor Hits O O Right Leg Shed, L addiional
1. Hip Life Support O 1. Hip ; . Prone -2 adjacent hex
I 2. Upper Leg Actuator - 2. Upper Leg Actuator 1 Movement Point +1 other hexes
: 3. Lower Leg Actuator Batlle Value: 2,073 3. Lower Leg Actuator Immobile -4
I 4. Foot Actuator BVfor2/3: 3,773 4. Foot Actuator In Depth 1 Water +2 Punch locations|
; 5. Endo Steel Weapon Value: 3,171/3,171 5. Endo Steel Partial Cover +3 Punch locations|
i 6. Endo Stes! Cost, C-Bils: 14,771,112 6. Endo Steel Infantry Squad  +1

Printed by FEAVYIMETAL P0. Copyright © 2009 RCW Enterprises. fBattleTsch@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
P issian to pt or ] use.

MOVEMENT RECORD

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

MISSILE HITS TABLE
Roll Number of Missiles Fired
2D62 3 4 56 9 101215 20
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"MecH Data
Type: Wolverine WVR-7M

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

BATTLEMECH RECORD SHEET Mass: 55 tons S P A
REAR Right Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
Status: VALIDATED Torso Torso Walking: 3 LL RA RL
(6) Center ) ing: § inner Sphere
ARMOR DIAGRAM Running: 8 [10] Biped ‘Mech 4 [ tA RA RA
Head Jumping: 5 Level 2/ 3050 5 LA RL RA
g Weagons Inventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng| 7 LT CcT RT
i 2 ER Large Laser RA 12 8 - 7 14 19 8 cT LT cT
Total Armor 1 MediumPulse Laser HD 4 6 4 6 9 RT LL LT
- r -
Pts = 160 0 | RA LA LA
1 MediumPulse Laser RT 4 6 - 4 6
Left Right
Torso Head Torso ol

[}
3
3 PUNCH LOCATIONS (1D6)
Rounds: BV2: -
8 15 I Roll Left Front/Rear Right
3 _ 1 LT LA RT
Total Heat Sinks: 12 Double (24) LT LT RT
0000000000 00 cT cT cT
Auto Eject: Weapon Heat: LA RT RA
D Operational D Disabled (36) LA RA RA
- HD HD HD

Damage
Transfer
Diagram

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

Name: Sir Harry Bertram

Internal Structure (91 Pts

2 4

Gunnery Skill:

Piloting Skill:
GRTCAL HiT TaBLE o e 13 [0 R R
1. Shoulder 1. Shoulder i 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
- g ;az: Actuator 1. Life Support g g;nc:l ActuLator
. Roll Again 2. Sensors X arge Laser
6. Roll Again 3. Cockpit 6. I:ER Large Laser “H“ SBM-E Attai‘:;ACK MODIFIERS
1. Roll Again g ns'l:::;‘;"s Pulse Laser 1. [ER Large Laser _____ " Avoid Inferno expiosion on.. Movement
2. Rolt Aga{n 6‘ Life Support 2. |ER Largg Laser | 30| Shutdown Stationary None
4-8 3. Roll Again - 46 3. Roll Again | 29 | . . - Walked +1
4. Roll Again C t T 4, Roll Again % Ammo Explosion, avoid on 8+ (** 12+) Ran 2
5. Roil Again enter 1orso 5. Roll Again <] . Jumped +3
P 26 | Shutdown, avoid on 10+
6. Roll Again ; i:: :nglne 6. Roll Again [55] -5Movement Points ngijimtbama%ez
- ngine B | 24| +4 Modifier to Fire
Left Torso 13 3. XLEngine nght Torso | 231 Ammo Explosion, avoid on 6+ (** 10+) Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine [22]] Shutdown, avoid on 8+ PAr'm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine 21
3. XL Engine 8. Gyro 13 3. XL Engine | 201 -4 Movement Points In Depth 1 Water +1
1-3 4. [Double Heat Sink 1. G ™ 4. Jump Jet 119 Ammo Explosion, avoid on 4+ {™* 8+) Target
5. |Double Heat Sink . yro 5. Jump Jet 1181 Shutdown, avoid on &+
. . 2. XL Engine . P | 171 +3 Modifier to Fire Movement
6. |Double Heat Sink 3. XL Engine 6. [MASC [16] 0—2 hexes 0
1. Jump Jet 4-6 4. XL Engine 1. |masc | 15] -3 Movement PPints 3-4 hexes +1
2. Jump Jet 5. Jump Jet 2. |masc [ 14 Shutdown, avoid on 4+ (** 6+) 5-6 hexes +2
3. [SRM & 6. Roll Again 3. Medium Pulse Laser {13 +2 Modifier to Fire 7-9 hexes +3
46§ [srme 46 4 RoilAgain H& 10-13 hexes  +4
. " - i Al e 14-18 hexes  +5 (Level 3)
g. ggm:; glsnRM 6) 15 Engine Hits O OO g- ggz :g:;g [40] -2 Movement Points (** 4+) 19-24 hexes  +6 (Level 3)
) GyroHits OO ) kR ' ) 25+ hexes +7 (Level 3)
Left L s Hits OO Riaht L + *+1 Modifier to Fire Jumped +1 additional
eiLeg >ensor Hits Ignt Leg - Sprinted -1
; El:per Leg Actuator Life Support_O ; Eg)per Leg Actuator z -1 Movement Point Prone :ﬁ ?)?I";ae?'el?:xzesx
3. Lower Leg Actuator Battle Value: 1,673 3. Lower Leg Actuator + Immobile -4
4. Foot Actuator BVfor2/4: 2,694 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations|
5. Roll Again Weapon Value: 1,164 /1,164 5. Roll Again EN Partial Cover +3 Punch locations|
6. Roll Again Cost, C-Bills: 11,451,606 6. Roll Again { 0| Infantry Squad

Printed by FEAVYMIETAL P0. Copynght@ 2009 RCW Enterprlsas BattleTech@ ‘Mech® and BattlaMech@ are !radernarks ofozKlds Inc.

MOVEMENT RECORD MISSILE HITS TABLE

Tumn | 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
; 1711233 4 5 6

122233 45 6
3 1223445 6 9
4 223356 8 9 12
5 223456 8 9 12
6 233456 8 9 12
7 233456 8 912
8 234578 101216
9 334578 101216
10 3456910121520
11 34569101215
12




HIT LOCATIONS (2D6)

'MecH Data

. Roll L Front/R Right
ECH RECORD SHEET || i soiome o "™l = 1o "o " =
BATTLEM. D SH, i 60 tons o W
Left REAR Right Movement Points: Tech, Config. & Leval: (c"t) (c"t) (cr't)
Status: VALIDATED TO;SO c Torso Walking: 5 Clan 3 LL RA RL
t 7 A
ARMOR DIAGRAM O T A Rumig 8 Biped Omnidech |l ¢ | LA RA  RA
Head Jumping: Level 2/ 3050 5 LA RL RA
9 Weagons Inventory: (hexes) 6 LL RT RL
Qty Type Loc HtDmg Min ShtMed Lng| 7 LT CcT RT
1 Large Pulse Laser LA 10 10 - 6 14 20 8 cT LT cT
Total Armor 1 Medium Pulse L LA 4 7 8 12 9 RT LL LT
Pts = 163 ledium ise Laser -
1 LRM 20 LT 8 1/hit - 14 21 10 RA LA LA
le-;:o Head TR;?:; W1 Large Pulse Laser RA 10 10 - 14 20
(14) o0 (14) 1 Medium Pulse Laser RA 4 7 - 8 12
8 o 8 41 LRM 20 RT 6 1/hit - 21
o |o 2l 8
8 4odCSCkeh 8 PUNCH LOCATIONS (1D6)
Right Am 8 J¥od oo pP7\ 8y jif Ammo Type: Rounds:  BV2: Roll  Left FrontlRear Right
(16) o [f\ojoofo/\ o LRM 20 12 101
8 oL, 8 - 1 LT LA RT
o s Jj Total Heat Sinks: 12 Double (24) LT LT RT
/'-;[f; %) ° 0] Rotfl oooooooooo oo cT cT cT
(1) olenedo ) (10 B Auto Eject: Weapon Heat: LA RT RA
Left Leg o o [ Operational [] Disabled (40) LA RA RA
(23) (23) Lot 3@ o{ Rigt — HD HD HD
leg/ © O _\leg
(196 % & £ o d14)
Damage o (e]
Transfer o] ]

KICK LOCATIONS (1D6)

Name: Star Captain Dani Wimmer Roll
O

2 2

Diagram

Left Front/Rear Right

Gunnery Skill: Piloting Skill:

Left Arm Hits Taken 2 |3 13 L RL RL
1. Shoulder 1. Shoulder . LL LL RL
2, Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 7
1-3 3. Lower Arm Actuator Head 13 3. Lower Arm Actuator
4. E.arge Pulse Laser 1. Life Support 4, |Large Pulse Laser
5, |Large Pulse Laser 2. Sensors 5. |Large Pulse Laser
6. Medium Pulse Laser 3. Cockpit 6. Medium Pulse Laser “H“ SBAI-E Attaélre-l;ACK MODIFIERS
1. Ferro-Fibrous 4. Fero-Fibrous 1. Ferro-Fibrous - Movement
2. Roll Again 2‘ E;:?:s ot 2. Roll Again [30] Shutdown Stationary None
48 3. Roll Again e PP 46 3. Roll Again [29] . _ Walked +1
4. Roll Again C t T 4. Roll Again % Ammo Explosion, avoid on 8+ Ran +2
§. Roll Again enter 1orso 5. Roll Again < Jumped +3
i . i | 26 | Shutdown, avoid on 10+
6. Roll Again ; i §t En g;ne 6. Roll Again [25] -5 Movement Points B;S]:shf:‘mtoamag*;
. ngine . 24| +4 Modifier to Fire R
Leﬁ TOI'SO (CASE) 1-3 3. XL Engine nght TOI'SO (CASE) z Ammo Explosion, avoid on 6+ Shoulder +4 weapons In arm
1. XL Engine 4. Gyro 1. XL Engine [22] Shutdown, avoid on 8+ PArm Act. (each) +; weapons in arm
2. XL Engine 5. Gyro 2. XL Engine [21] . rone *
1.3 3 [[RM20 6. Gyro 4.3 3 Ammo (LRM 20} [23] -4MovementPoints In Depth 1 Water +1
- - | 18 | Ammo Explosion, avoi
g' ll:sm gg 1. Gyro g tgm gg [18] Shutdown, avoid on 6+ Target
e |LRM 20 2. XL Engine e |LRM20 [17] +3 Modifier to Fire Movement
. 48 3. XL Engine . | 16 | 0-2 hexes 0
1. Ammo (LRM 20) 6 4. XL Engine 1. |[LRM 20 [ 151 -3 Movement Points 3-4 hexes +1
2. Ferro-Fibrous 5. Roll Again 2. Ferro-Fibrous |14 | Shutdown, avoid on 4+ 5-6 hexes +2
48 3. Ferro-Fibrous 6. Roll Again 4.6 3. Ferro-Fibrous % +2 Modifier to Fire 7-9 hexes +3
4. Roll Again 4. Roll Again 2 12:}3 :exes Zg (Level 3)
. Roll Again : B 5. Roll Again 2M t Points exes evel
6. Roll Again EngineHits OOO| o 2% ovement Poin ;?;2: hexes e (ll:eze{ g)
GyroHits OO . +1 Modifier to Fire Jum Z:es +1 (adilifion)al
Left Leg Sensor Hits O O Right Leg Sprinted A
1. Hip Life Support O 1. Hip . . Prone -2 adjacent hex
2. Upper Leg Actuator - 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 2,351 3. Lower Leg Actuator Immobile —-4
4. Foot Actuator BVfor2/2: 4,608 4. Foot Actuator In Depth 1 Water +2 Punch locations]
5. Roll Again Weapon Value: 2,366 /2,366 5. Roll Again Partial Cover +3 Punch locations|
6. Roll Again Cost, C-Bills: 15,292,000 6. Rolf Again Infantry Squad  +1

Printed by FEAVYMETAL PRO. Copyright © 2009 RCW Enterprises. FaﬁleTech@, 'Mech® and BattloMech® 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/RMJ| Hex | Heat | Heat | Heat Heat | Heat | Pts | Level 2062 3 4 5 6 9 10 12 15 20
; 2[1111233 4 5 8
122233 45 6
3 12234456 9
4 223356 8 912
5 223456 8 912
6 233456 8 9 12
7 233456 8 9 12
8 23457 8 101216
9 33457 8 101216
10 345609
11 34569
12




BATTLEMECH RECORD SHEET

Status: VALIDATED

ARMOR DIAGRAM

e Right
Torso Head Torso
15 o o)}(® 5
[} Oo
On oO oo
0 O, O ° °
») C
Right Arm %d 9 B> \%
(20) o/ \%a%9k7/ \o
[¢) (o) O
o .
Left oNloj/©o| Right
Arm © 0, o Am
() (Pentep©y) (1)
(o] Q
Left Leg Right Leg o (grzs) (o]

(22) (22) 0 %1
Left }O o°{ Rignt
legf O o\ Le
() L3t % ®

Damage (o) o
Transfer o 2]

Torso
(8)

Head

Printed by FeAVYMETAL P30. Copyright © 2009 RCW Enterprises. fBattIeTez:h®, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
Parmission to ph. or Lusa

POROND SORWND CORWND DopLNS

oonpN

Diagram

GrimicaL Hir TaBLe

REAR
Center

Shoulder
Upper Arm Actuator
[ER Large Laser Head 1-3
ER Large Laser 1. Life Support
Endo Stee! 2. Sensors
Endo Steel 3. Cockpit
Endo Steel 4. Roll Again
Endo Steel 5. Sensors
Endo Steel 6. Life Support 46
Endo Steel
Endo Steel Center Torso
Roll Again 1. Fusion Engine
2. Fusion Engine
Left Torso 4.3 3. Fusion Engine
Single Heat Sink 4. Gyro
Single Heat Sink 5. Gyro
Single Heat Sink 6. Gyro 13
Single Heat Sink 1. Gyro
S!ngle Heat Sink 2. Fusion Engine
Single Heat Sink 46 3. Fusion Engine
Jump Jet 4. Fusion Engine
Medium Laser 5. |:SRM 6
Roll Again 6. |SRM6&
Roll Again 4-6
Roll Again - .
Roll Again Engine H!ts 000
GyroHits O O
Leﬁ Leg Sensor Hits O O
Hip Life Support O
Upper Leg A
Lower Leg Actuator Battle Value: 1,472
Foot Actuator BVfor3/4: 2,031
Single Heat Sink Weapon Value: 1,495/ 1,495
Jump Jet Cost, C-Bills: 6,470,484

Right
Torso
8)

Pts

Internal Structure (107 Pts

Right Arm

1. Shoulder

2,

5.

4

Endo Steel

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

PO P LN

Right Torso

Single Heat Sink
Single Heat Sink
Single Heat Sink
Single Heat Sink
Single Heat Sink
Single Heat Sink

Jump Jet

CASE
Roll Again
Roll Again

Right Leg

Hip

SNhLONS DR ENS

oahon

Jump Jet

Upper Arm Actuator
3. Lower Arm Actuator
4. Medium Laser
Medium Laser

Medium Laser
Ammo (SRM 6) 15

Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Single Heat Sink

Total Armor

=192

Tyre: GU
Mass: 70

"MEcH Data

illotine GLT-5M
tons

Movement Points: Tech, Config. & Level:

Walking: 4 inner Sphere
Running: g Biped 'Mech
Jumping: 4 Level 2/ 3050

ype

1 SRM 6

i Weagons inventory:
Loc HtDmg Min ShtMed Lng

1 ER Large Laser

1 Medium Laser
1 Medium Laser

2 Medium Laser

(hexes)

LA 12 8 7 14 19

CT 42hit- 3 6 9
LT 3 5§ - 3 6 9
RT 3 § - 3 6 9
RA 3 5§ - 3 6 9

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 CT RT
8 CT LT CT
9 RT LL LT
10 RA LA LA

8 Ammo Type:

Bv2:
16

Rounds:
15

Total Heat

Sinks: 25 Single

0000000000 0000000000

Name: SII’

|2l ]a o lala s rohotnalas oo no o i feo)
0 1) e 1 ) 1 53 1= =0 29 06 18 N 13 3 i1 153 29 1=

=
iy

Gunnery Skill:

Hits Taken
Consciousness #

00000
Auto Eject: Weapon Heat:
D Operational D Disabled

Robert Holmes
3 Piloting Skill:
3|4
7 | 10

4

2

HEAT ScALE

** Avoid Inferno explosion on..
Shutdown

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

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

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

-4 Movement Points

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

+3 Modifier to Fire

-3 Movement Points

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

+2 Modifier to Fire

-2 Movement Points (** 4+)

+1 Modifier to Fire

-1 Movement Point

G

Left Front/Rear Right

LT LA RT
LT LT RT
CT CT

LA

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
BattieMech 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
Immobile -4

In Depth 1 Water
Partial Cover
Infantry Squad

+2 Punch locations]
+3 Punch locations)
+1

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
; 111233 45 6
122233 456

3 12234456 9
4 223356 8 912
5 223456 8 912
6 233456 8 912
7 233456 8 912
8 234578101216
9 334578

10 3456910

1 3456910

12




"MecH Data HIT LOCATIONS (2D6)
Roll  Left Front/Rear Right
Tyee: Marauder MAD-5M © et Tronthear 9
BATTLEMECH RECORD SHEET Mass: 75 tons S
REAR Right Movement Points: Tech, Config. & Leval: (c" ) (c" ) (cri )
Status: VALIDATED Torso Torso Walking: 4 | Sph 3 LL RA RL
(8) Center (8) nner Sphere
ArMoR DiAGRAM Rumwing: 6 Biped ‘Mech 4 | ta RA RA
Head Jumping: 4 Level 2 /3050 5 LA RL RA
9 Weaprons Inventory: (hexes) 6 LL RT RL
Ype Loc HtDmg Min ShtMed Lng 7 LT CT RT
OO il 1 Large Pulselaser RA 10 9 - 3 7 10 8 cT LT cT
000 Total Amor 1 Large PulseLaser LA 10 9 - 3 7 10 9 RT LL LT
ooo Pis =184 1 Meclglu Pulse L LA 4 6 2 4 6 10 RA LA LA
808 Left Right ‘ e s . 1 | RL LA LL
oo Tarso Head Torso : 1 MediumPulselaser RA 4 6 - 2 4 6 12 HD HD HD
o° (16) (16) il 1 LB 10-x AC RT 210 - 6 12 18
(o} o) [<JNC) 5
o o o (4
o° o2 olzo{od] S
og %°o°o°b§ S0 PUNCH LOCATIONS (1D6)
Left Arm Right Arm S NSRS [\ o g Ammo Type: Rounds;  BVZ: Roll Left Front/Rear Right
(22) (22) o/ \AR/ \o LB 10-X AC 10 42
o 5 o _ 1 LT LA RT
o . Total Heat Sinks: 16 Double (32) LT LT RT
P go g 6] R 0000000000 000000 cT cT cT
(12 (oNenieg) (12) Auto Eject: Weapon Heat: LA RT RA
Left Leg j o (] B0 [ Operational [ Disabled (30) LA RA RA
(18) (18) et 1% o Rt Bo—————— HD HD HD
leg /% \ [ o°\Leg
g (9% 3 £ o249 Warrior Dara
[ [*)
E‘;:gf:: Name: Lieutenant Dame Donna Carr KICK LOCATIONS (1D6)
Roll Left Front/Rear Right

Gunnery Skill: 2 Piloting Skill: 3

1-3 LL RL RL
Hits Taken 2 3 5
1. Shoulder 1. Shoulder X 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 7l10] "
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
" 4. [Double Heat Sink 1. Life Support 4. [Large Pulse Laser
5. |Double Heat Sink 2. Sensors 5. |Large Pulse Laser
6. |Double Heat Sink 3. Cockpit 6. Medium Pulse Laser “H“ SGAI-E Aﬂag‘:;ACK MODIFIERS
1. [Large Pulse Laser 4. Roll Again 1, Roll Again _ Movement
2. |Large Pulse Laser 5. Sensors 2. Roll Again [30] Shutdown Stationary None
48 3. Medium Pulse Laser 6. Life Support 46 3. Roll Again [29] Walked 1
4. Roll Again C t T 4. Roll Again % Ammo Explosion, avoid on 8+ | Ran 2
5. Roll Again enter iorso 5. Roll Again <t Jumped +3
;o ‘ 26| Shutdown, avoid on 10+
6. Roll Again ; ilL‘ :ngfne 6. Roll Again z 5 Movement Points ngrx:ﬂ,“oamai;
. ngine i | 24 +4 Modifier to Fire
Left Torso 1-3 3. XL Engine nght Torso [23] Ammo Explosion, avoid on 6+ Shoulder *+4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine | 221 Shutdown, avoid on 8+ ! PArm Act. (each) *'; weapons in arm
2. Xt Engine 5. Gyro 2. XL Engine |-21] . f r([))ne h1W 1
1 3 3. XL Engine 6. Gyro 1_3 3. XLEngine | 20] -4 Movement Points " g n ept ater +
"2 4. [Double Heat Sink 1. Gyro 4. [Double Heat Sink 2] Ammo Explosion, avoid on 4+ Target
5. |Double Heat S!nk 2. XL Engine 5. |Double Heat S!nk 151 +3 Modifier to Fire 1 Movement
6. |Double Heat Sink 3. XL Engine 6. |Double Heat Sink E3 B 02 hexes 0
1. [DoubleHeatSink 48 4. XL Engine 1. [LB10-XAC (151 -3 Movement Points 34 hexes +1
2. |Double Heat Sink 5. Roll Again 2. [B10-xAcC 141 Shutdown, avoid on 4+ i} SGhexes 2
3. |Double Heat Sink 6. Roll Again 3. |LB10-X AC [ 137 +2 Modifier to Fire dl  7-9 hexes +3
46 . 46 g [12] 10-13hexes  +4
4. Ammo (LB 10-X) 10 4. |LB10-XAC 11
5. CASE Engine Hits O O O 5. |LB 10-x AC Mol 2m ¢ Points 14-18 hexes  +5 (Level 3)
- . - ovement iy
6. Roll Again ngine At 6. |18 10xAC 5 ™ j9-24hexes  +6{Level 3)
GyroHits O O 8] +1 Modifier to Fire ‘215" he’;es +;’ (':E’.f.' 3) '
. — umpe +1 additional
Left Leg Sensor Hits OO Right Leg 7] Sort
! 3 printed -1
1. Hip Life Support O 1. Hip = . . Prone -2 adjacent hex
2. Upper Leg A - 2. Upper Leg Actuator % 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,471 3. Lower Leg Actuator ER Immobile -4
4. Foot Actuator BVfor2/3: 2,677 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations|
5. Jump Jet Weapon Value: 1,967 /1,967 5. Jump Jet 1] Partial Cover +3 Punch locations|
p ¥ [ |1
6. Jump Jet  Rills: 6. Jump Jet [1] Infantry Squad ~ +1
Cost, C-Bills: 15,641,500 L9 | vy

Printed by FEAVYRETAL P0. Copyright © 2009 RCW Entarprises.fBaﬁleTsch@, *Mech® and BattloMech® are trademarks of WizKids, Inc.
P ission to pk for | use.

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 223356 8 9 12
3 223456 8 9 12
6 233456 8 9 12
7 233456 8 912
8 23457 8 101216
9 334578101216
10 3456910121520
11 345609

12




"MecH Data

Type: Perseus P1

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

! 1 ER Small Laser HD 2 - 5
k] Ammo Type: Rounds:  BV2:

BATTLEMECH RECORD SHEET Mass: 75 tons S PR
Left REAR Right Movement Points: Tech, Config. & Level: (cnt) (cn ) (c" )
Status: VALIDATED Torso Torso Walking: 4 inner Sphere 3 LL RA RL
ARMOR DIAGRAM &~ Center (8 Running: Biped OmniMech 4 LA RA RA
Jumping: @ Level 2/ 3059 5 LA RL RA
Head RL
9 Weagons Inventory: (hexes) 6 LL RT
Qy Type Loc HtDmg Min ShtMed Lng 7 LT CcT RT
) 1 Ultra ACI0 RA 4 10 - 6 12 18 8 CcT LT CT
0O Total Armor 1 LRM20w/Artemis IV LA 6 1/hit 6 7 14 21 9 RT LL LT
o° Pts = 224 1 SRM4w/ Artemis IV CT 3 2/hit - 9 10 RA LA LA
% Lot Rt M et o 1t 8 "R AW
(o] adium Laser
Og Torso Head Torso 2 ERMediumLaser RL § 12 HD HD HD
(o]
o0
(o)

L Ultra ACH0 20 65 PUNCH LOCATIONS (1D6)
LeftAm [0y ] Rignt Am ;RR'; i" 12 58 Roll  Left Front/Rear Right
25
(21) o % @ _ 1 LT LA RT
% o Total Heat Sinks: 12 Double (24) LT LT RT
ogo ogo 0000000000 00 cT cT cT
gog gog Auto Eject: Weapon Heat: LA RT RA
Left Leg oo 2o [ operational  [] Disabled (43) LA RA RA
©2) /o ogo . HD HD HD
ogo 0g0
oo oo
o o Damage
Transfer

Name: Captain Dame Annalise Proctor KICK LOCATIONS (1D6)

Diagram Internal Structure (114 Pts

Roll Left Front/Rear Right
Gunnery Skill: 2 Piloting Skill: 3 cl
eft Amm GRmicAL HiT TABLE T 13 [0 R R
1. Shoulder 1. Shoulder X 4-6 LL LL RL
2. Upper Arm Actuator Head 2. Upper Arm Actuator Consciousness # 5]r7jwojn
3. [LRM 20 ea 3, [Uitra AC/10
1-3 4. ILRM20 1. Life Support 1-3 4. |uitra AC/10
5. iLRM20 2. Sensors 5, [|Ultra AC/10
6. |LRM20 3. Cockpit 6. |uitra ACMO “[M SGM-E A ttas;:rACK MODIFIERS
1. [LRM 20 4. ER Small Laser 1. |Ultra AC/10 ____ ™ Avoid Inferno explosion on.. Movement
2. Artemis IV FCS 5. Sensors 2. |uitra ACI0 [30] Shutdown Stationary None
4.6 3 Medium Pulse Laser 6. Life Support 46 3 lutraacno 29 ] ) ) Walked +1
4. Endo Steel C t T 4. Endo Steel % Ammo Explosion, avoid on 8+ (** 12+) Ran +2
5. Endo Steel enter 1orso 5. Endo Steel Ia . Jumped +3
6. Endo Steel 1. XL Engine 6. Endo Steel —g—g— _55*‘;?:9"::; r;";'o‘: :t: 10+ BattleMech Damage
2. XL Engine : 541 +4 Modifier to Fire SensorHit  +2 )
Leﬂ TOFSO 1-3 3. XL Engine nght TOI'SO [23| Ammo Explosion, avoid on 6+ (** 10+) Shouider +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] ) | "%“e th 1 Water +1
1.3 3 XLEngine 6. Gyro 4.3 3 XLEngine | 201 -4 Movement Points " n Dep ater
4. Ammo (SRM 4) 25 1. Gyro ™ 4. Ammo (Uit AC/10) 10 % ls\;’“ul:;oiﬁpl:x?:,c ivzld on 4+ (** 8+) Taraet
5. CASE 2. XL Engine 5. Ammo (Liit ACM0) 10 17 +3 Modifier to Fire Movement
6. Endo Steel 46 3. XL Engine 6. Ammo (LRM 20) 6 16 0-2 hexes 0
1. Endo Steel 4. XL Engine 1. Ammo (LRM 20) 6 151 -3 Movement Points 3-4 hexes +1
2. Endo Steel 5. SRM4 2. CASE [ 12| Shutdown, avoid on 4+ (** 6+) 5-6 hexes +2
46 3. Endo Steel 6. Artemis IV FCS 45 3. Endo Steel % +2 Modifier to Fire 7-9 hexes +3
4. Roll Again 4. Endo Steel EI8 10-13 hexes  +4
5. Roll Again o Hi 5. Endo Steel T ints (+ 14-18hexes  +5(Level 3)
6. Roll Again EngineHits QOO | & gy, spees | 2 Movement Points (% 4%) 13-24hexes  +6 (Level 3)
X . . 9
GyroHits OO —— " ) 25+ hexes +7 (Level 3}
R | 8 | +1 Modifier to Fire i
Left Leg Sensor Hits O O nght Leg % ‘é‘,’,ﬁﬁg :: additional
1. Hip Life Support O 1. Hip —=1 . Prone -2 adjacent hex
2. Upper Leg A - 2. Upper Leg Actuator % 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 1,713 3. Lower Leg Actuator B Immobile —4
4. Foot Actuator BVfor2/3: 3,118 4. Foot Actuator 2 In Depth 1 Water +2 Punch locations|
5. ER Medium Laser Weapon Value: 1,973/1,868 5. ER Medium Laser 1] N Partial Cover +3 Punch locations
6. ER Medium Laser Cost, C-Bills: 20,494,142 6. ER Medium Laser [ 0] Infantry Squad ~ +1

Printed by FEAVYRMETAL PR0. Copyright © 2009 RCW Enterprises. ‘BattIeTech®, ‘Mech® and BattleMach® 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 56 9 10 12 15 20
1 111233 45 6
2 122233 456
3 122344569
4 223356 8 9 12
] 223456 8 912
6 233456 8 912
7 233456 8 912
8 234578101216
] 33457 8101216
10 3456910121520
11 345691012
12




'"MecH Data HIT LOCATIONS (2D6)
Roll Left Front/Rear Right
Type: AWesome AWS-9M y Mo RgT
BATTLEMECH RECORD SHEET || »- s0tons ARG
TLEﬂ REAR ?'Qm Movement Points: Tech, Config. & Level:
Status: VALIDATED (t:rg)o Conter (:nbs)o Walking: 4 Inner Sphere 3 LL RA RL
ARMOR DIAGRAM Jng: 8 Biped Mech O B
Head Jumping: Level 2/ 3050 5 LA RL RA
9 ; Weagons Inventory: (hexes) 6 LL RT RL
Qly Type Loc HtDmg Min ShtMed Lng 7 LT CcT RT
Total A 1 ERPPC LT 1510 - 7 14 23 8 cT LT cT
St: - ET;” 1 ERPPC RT 15 10 - 7 14 23 9 RT LL LT
1 ERPPC RA 15 10 - 7 14 23 10 RA LA LA
Left Right 1 ModiumPulseLaser CT 4 & - 2 4 6 M RL LA LL
Toso fead Torso 1 Streak SRM 2 CT 22 3 6 9 ot HD HD
i -
(17) © o (17) real I
1 Streak SRM 2 LA 22hit- 3 6 9
1 SmallPulselaser HD 2 3 - 1 2 3 PUNCH LOCATIONS (1 DG)
LeftAm [0 ©] Right Am So/\od 38 ko f\at, JAmme Type: . Roll  Left FrontiRear Right
(26) o0 (o)(e) (26) o Pl o Streak SRM 2 50 5
20 oo 0 _ 1 LT LA RT
o o o 1+ H Total Heat Sinks: 20 Double (40) LT LT RT
ogo ogo o 1ooNshes) v Ml _oooooooooo 0000000000 cT cT cT
%0 o9 (1 (oaniegoo) (3 Auto Eject: Weapon Heat: LA RT RA
Left Le OOO OOO Right Leg OO (gr;) 00 [0 operational  [] Disabled (55) LA RA RA
(o) (o) o) o
@4 /o0 o0\ ©4 Left Jo@ S5 { Right : HD HD HD
00 00 Leg [ O o0\ Leg
[o)(e] [o)(e] (g o o, Y17
o o Damage go L
Transfer ° . .
DE:;::,, Internal Structure (122 Pts) |l Neme: Lieutenant Sir Carl Ostenson KICK LOCATIONS (1D6)
Roll Left Front/Rear Right
Gunnery Skill: 2 Piloting Skill: 3
Left Arm GRINICAL HiT TaBLE o el s [ Re we
1. Shoulder 1. Shoulder 4-6 LL LL RL
2, Upper Arm Actuator 2, Upper Arm A # 5]7]w0]n"
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator T O e e gty
"™ 4, Hand Actuator 1. Life Support 4. |Double Heat Sink
6. |Double Heat Sink 2. Sensors 5. |Double Heat Sink
6. |Double Heat Sink 3. Cockpit 6. |Double Heat Sink “H“ SBAI-E AttaﬁlIeT;'ACK MODIFIERS
1. |Double Heat Sink 4. Small Pulse Laser 1. [Double Heat Sink - Movement
2. {Double Heat Sink g' f;:?:s ort 2. |Double Heat Sink [30] Shutdown Stationary None
4-6 3. |Double Heat Sink . PP 4 3. |Double Heat Sink | 29 | Walked +1
4, |[Double Heat Sink C t T 4. [ERPPC _g;'. Ammeo Explosion, avoid on 8+ Ran +2
5. Streak SRM2 enter Torso 5. |[ERPPC 27} ) Jumped +3
6. Roll Again 1. XL Engine 6. [ERPPC [28] Shutdown, avoid on 10+ BattleMech Damage
2. XL Engi . 24 i i Sensor Hit +2
Left Torso 133 X E:gi:: R|ght Torso % Zﬂ%ﬁi’.;‘l&'&wm on 6+ Shoulder +4 weapons in arm
1. XL Engine “J 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 +2
135 e v Go 133 L Enane e e g ans I Depth 1 Water 1
™J 4. [Double Heat Sink "V 4. [Double Heat Sink = o, Target
5. [Double Heat Sink R e 5. |Double Heat Sink 21 Shutdown, aveid on 6+ Movernent
6. |Double Heat Sink 3' XL Engg;ine 6. |Double Heat Sink 6] 0-2 hexes 0
1. [Double HeatSink 48 4. XL Engine 1. [Double Heat Sink [15] -3 Movement Points 3-4 hexes +1
i 2. |Double Heat Sink 5. Medium Pulse Laser 2. |Double Heat Sink |14 | Shutdown, avoid on 4+ 5-6 hexes +2
3. [Double Heat Sink 6. Streak SRM2 3. [Double Heat Sink 1131 +2 Modifier to Fire 7-9 hexes +3
46 ; Erpre 46, [ererc 10-13hexes  +4
5. |ERPPC " - 5. |ER PPC . 14-18 hexes  +5 (Level 3)
e |ErPPC EngineHits O OO e |ERPPE -2 Movement Points 19-24 hexes  +6 (Level 3)
" E GyroHits OO ’ +1 Modifier to Fire §5+ he’ées +Z (';ﬁ’.te.' 3) .
- B umpe +1 additional
1 Lﬁﬂ Leg lefeenzﬁrp::rst g ° 1 Rll-lght Leg Pspri“ted _; dj t h
. Hip . Hip . . rone -2 adjacent hex
2. UpperiegA 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 1,812 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor2/3: 3,298 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Ammo (Streak 2) 50  Weapon Value: 2,505 /2,440 5. Roll Again Partial Cover +3 Punch locations|
6. Roll Again Cost, C-Bills: 18,090,121 6. Roll Again Infantry Squad  +1

Printed by FEAVYMETAL PRO. Copyright © 2009 RCW Enterprises. fBattleTaA:h@, 'Mech® and BattleMech® are trademarks of WizKids, Inc.
Parmission ta pk ar fuse

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
! 11233 45 6
2 22233 45686
3 22344569
4 23356 8 912
5 23456 8 912
5 33456 8 912
7 33456 8 9 12
8 3457 8 101216
9 3457 8101216
10 456 91012 15 20
1 456 910 20
12




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

"MtcH Data
Tyre: Albatross ALB-3U

BATTLEMECH RECORD SHEET mass: 95 tons zoprooocr R
Left REAR Right Movement Points: Tech, Config. & Level: (c"t) (cr't) (c"t)
Status: VALIDATED T?So Conter T?go Walking: 4 Inner Sphere 3 LL RA RL
ABMUB nIABBAM Running: @ Biped 'Mech 4 LA RA RA
Head Jumping: Q Level 2/ 3055 5 LA RL RA
g . Weagons Inventory: (hexes) 6 LL RT RL
Qy Type Loc HtDmg Min ShtMed Lng 7 LT CT RT
1 LB10XAC LA 210 - 6 12 18 8 CcT LT CcT
Total Armor 1 ERLargelaser LT 12 8 - 7 14 19 9 RT LL LT
Pts =208 1 LRM 15 RT  51mit6 7 14 21 10 RA LA LA
Left Right 1 SRM 6 RT 4 2fhit - 11 RL LA LL
Torso Head Torso 1 LargePulseLaser RA 10 9 - 3 7 10 12 HD HD HD
20) 5 o) @0 B2 Modiumlaser RA 3 5 - 3 6 9

 Ammo Type: Rounds: BvV2:
oSSR og ] J LB 10XAC » B PUNCH LOCATIONS (1D6)
Right Arm o 8 LRM 15 1 ° Roll Left Front/Rear Right
OOO o] SRM 6 15 9
o0 el - 1 LT LA RT
g or §] Total Heat Sinks: 14 Double (28) LT LT RT
2993 0 ped Rignt 0000000000 0000 cT cT cT
ofdof}od,  Am -
Sopeniefed) (16 f - Auto Eject: Weapon Heat: LA RT RA
Left Leg Right Leg gg (gfg) gg [ operational [ Disabled (39) ;3 Eg ::II;
(23) (23) teﬁ og go sigm —
@l )|\
Damage o° %
Transfer (2] o

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

Diagram Name: Lieutenant Sir Charles Murray

Internal Structure (145 Pts

Gunnery Skill: 2 Piloting Skill: 3

Right Arm HitsTaken | 1 [ 2 3 [al5]6 13 L RL RL
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness#| 3 | § | 7 | 10 ] 11 l?_’ld
13 3. Lower Arm Actuator Head 13 3. Lower Arm Actuator
g e 3 e sapport 5 [Loree pine Loser
. - 2. Sensors . |Large Pulse Laser
6. {LB 10-XAC 3. Cockpit 6. Medium Laser “H“ SGALE Atta?:eTrACK MODIFIERS
1. |LB 10-X AC 4. Roll Again 1. Medium Laser . " Avoid Inferno explosion on.. Movement
2, |LB10-XAC §. Sensors 2. Roll Again [30] Shutdown Stationary  None
46 3. LB 10-X AC 6. Life Support 48 3. RoIIAgal:n b 1 29 | . . " Walked +1
4. Roll Again Cent T 4. Roll Again .28 | Ammo Explosion, avoid on 8+ (" 12+) Ran +2
5. Roll Again enier 1orso 5. Roll Again . Jumped +3
6. Roll Again 1. XL Engine 6. Roll Again Shutdown, avoid on 10+ BattieMech Damage
2. XL Engine f +4 Modifler to Fire ensor Fi .
Leﬂ TOFSO 1-3 3. XLEngine nght TOI'SO Ammo Explosion, avoid on 6+ (** 10+) Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine Shutdown, avoid on 8+ PA”'" Act. (each) :; weapons in arm
2. XL Engine 5. Gyro 2. XL Engine ) ) rone
3, XL Engine 6. Gyro 3. XL Engine -4 Movement Points In Depth 1 Water +1
1'3 4' ER Large Laser 1'3 4. [LRM 15 Ammeo Explosion, avoid on 4+ (** 8+} T t
5. ER Large Laser 1. Gyro 5. LRM 15 Shutdown, avoid on 6+ §f larget
: g 2. XL Engine - +3 Modifier to Fire Movement
6. Ammo (LB 10-X) 10 4.6 3. XL Engine 6. |[LRM15 - 0-2 hexes 0
1. Ammo {LB 10-X) 10 4. XL Engine 1. |SRM 6 1 -3 Movement Points . f] 34 hexes +1
2. CASE 5. Roll Again 2. [SRM& - Shutdown, avoid on 4+ (** 6+) i} 5-6 hexes +2
3. Roll Again 6. Roll Again 3. Ammo (LRM 15) 8 ] +2 Modifier to Fire Bl 79 hexes +3
46 Roiagain 46, Ammo(LRM15)8 | 10-i3hexes 44 (Lovel )
g: ggmg:;z Engine Hits O OO g: éxg‘E" (SRM 6) 15 -2 Movement Points (** 4+) 8l 1o 2ihexes  +6(Levei 3)
Gyro Hits O O +1 Modifier to Fire §5+ he’ées "Z “&Z‘{?‘I 3) .
3 H ) umpe +1 additional
Left Leg Sensor Hits O O Right Leg Sprinted p
;. Brper Leg Actuator Life Support_O ; Sl:per Leg Actuator -1 Movement Point Prone j 2??12?;‘;};?
3. Lower Leg Actuator Battle Value: 1,668 3. Lower Leg Actuator Immobile —4
4. Foot Actuator BVfor2/3: 3,036 4. Foot Actuator E® In Depth 1 Water +2 Punch locations|
5. Roll Again Weapon Value: 2,430 /2,430 5. Roll Again M Partial Cover +3 Punch locations|
6. Roll Again Cost, C-Bills: 25,593,101 6. Roll Again Infantry Squad  +1

Printed by FEAVYMETAL PRO. Copyright © 2009 RCW Enterprises. fBattleTech@), 'Mech® and BattleMech® are trademarks of WizKids, Inc.
ission to ph 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/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
l 2[1T1 11233 4 5 6
122233 458
3 122344569
4 223356 8 9 12
5 223456 8 912
L 233456 8 912
7 233456 8 912
8 23457 8 101216
9 33457 8 1012 16
10 34569
11 34569
12




BATTLEMECH RECORD

Status: VALIDATED

ARMOR DIAGRAM

Head

00000000
Q0000000

Left Leg
(23)

0000

4-6

SohLNE oS

CORLND POALNS

1.

Torso

(8)

Diagram

REAR
Center

eft Arm
Shoulder
Upper Arm Actuator
Lower Arm Actuator Head 1-3
LB 10-X AC 1. Life Support
LB 10-X AC 2. Sensors
LB 10-X AC 3. Cockpit
LB 10-X AC 4. Roll Again
LB 10-X AC 5. Sensors
LB 10-X AC 6. Life Support 4—6
Roll Again
Roll Again Center Torso
Roll Again 1. XLEngine
2. XL Engine
Left Torso 3. XLEngine
1-3 9
XL Engine 4. Gyro
XL Engine 5. Gyro
XL Engine 6. Gyro 1-3
ER Large Laser 1. Gyro
ER Large Laser 2' XL Engine
Ammo (LB 10-X) 10 3 X Engine
Ammo (LB 10-X) 10 4-6 4. XL Engine
CASE 5. Roll Again
Roll Again 6. Roll Again
Roll Again 4-6
Roll Again N -
Roll Again Engine Hits O O O
GyroHits OO

Leﬁ Leg Sensor Hits O O
Hip Life Support O
Upper Leg A
Lower Leg Actuator Battle Value: 1,668
Foot Actuator BVfor2/4: 2,685
Roll Again Weapon Value: 2,430 /2,430
Roll Again Cost, C-Bills: 25,593,101

Printed by FEAVYRMETAL PRO. Copyright © 2009 RCW Enterprises. fBattleTe«:h@
P i i 1o pk or. Y

SHEET

Right
Torso
(8)

Internal Structure (145 Pts’

Right Arm

Shoulder
Upper Arm A

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

SOhLON2 oA

Right Torso

XL Engine
XL Engine
XL Engine
LRM 15
LRM 15
LRM 15

SRM 6
SRM 6

OmPpRWNR DA BN

CASE

Right Leg
. Hip

Roll Again
Roll Again

LR ESTISPS

Mass: 95

Tyee: Albatross ALB-3U

Movement Points: Tech, Config. & Level:

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

"MecH Data

tons

Name: Sil’

Gunnery Skill:
Hits Taken

’ Weaeons Inventory: (hexes)
Qty Type Loc HtDmg Min ShtMed Lng|
1 LB10-XAC LA 210 - 6 12 18
Total_Armor il ERLargelaser LT 12 8 - 7 14 19
Pts = 208 1 LRM 15 RT 51hite 7 14 21
Left Right 1 SRM 6 RT 42hit- 3 6 9
Torso Head Torso jll 1 Large PulseLaser RA 10 9 - 3 7 10
@) 5 o) 0 2 Mediumlaser _RA 3 5 - 3 & 9
Ammo Type: Rounds:  BVZ:
000! O° LB10-X AC 20 48
O, 0 o]
Right Arm § 888 § LRM 15 16 43
21 SRM 6 15 9
“ s/ Yacos! \&lf -
0 # Total Heat Sinks: 14 Double (28)
et [oNASPLo] Rignt
A 2900/ 0000000000 0000
m OodlOfLe0¢  Am "
(18 (Solpenedol) (16) B Auto Eject: Weapon Heat:
Right Leg og (gBS) go D Operational D Disabled (39)
@3) Left }oo{  §93( Rignt — =
Leg f 0O % \Leg
(20} o2 % 20}
Damage o2 %%
Transfer (o] [2)

John Lorek
2 Piloting Skill:
3
7

4

5
11

2
5

4
10

Lower Arm Actuator
Large Pulse Laser
Large Pulse Laser
Medium Laser

Medium Laser

Ammo (LRM 15) 8
Ammo (LRM 15) 8
Ammo (SRM 6) 15

Upper Leg Actuator
Lower Leg Actuator
Foot Actuator

, "Mech® and BattleMech® ar

** Avoid Inferno explosion on..
Shutdown

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

Shutdown, avoid on 10+
-5 Movement Points

+4 Modifier to Fire
Ammo Explosion, avoid on &+ {(** 10+)
Shutdown, avoid on 8+

-4 Movement Points
Ammo Explosion, avoid on 4+ (** 8+)
Shutdown, avoid on &+

+3 Modifier to Fire
-3 Movement Points
Shutdown, avoid on 4+ (** 6+)
+2 Modifier to Fire
-2 Movement Points (** 4+)

+1 Modifier to Fire

-1 Movement Point

¢ trademarks of WizKids, Inc.

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

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

1 LT LA RT
LT LT RT
CT 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
BattieMech 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 [
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

In Depth 1 Water
Partial Cover
Infantry Squad

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

use.

MOVEMENT RECORD MISSILE HITS TABLE
Turn | Type | Num | Move [+ Weap| + Prev | + Misc | = Total |- H.8.| =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
; 2/1111123 3 4 5 6
311122233 45 6
3 4111223445 6 9
4 5(1223356 8 9 12
5 6(122345¢6 8 9 12
6 71233456 8 912
7 8(2233456 8 912
8 9(2 23457 8 1012 16
9 10233457 8 1012 16
10 234569
11 234569
12




WHEETEGH rcors suzr

Armor Diagram Proto Type: Har Tons: 2 MP WaIk/Run/Jum 3/5/3 Gunnery: 3 BV: 28 (34 :
y p: 24 1
Hit Locations and Critical Hits i Weapons Invento. |
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT ‘| LOCATION TYPE Dmg Min S M L i
2 Main Gun O Main Gun Destroyed Main Gun: —_ - - - - -
4 Rightarm O +1tonit [ Right Arm Destroyed Right Am: ~ — - - - - -
59 Legs O swakmp O 12wakme T No Move LeftAm:  — - - - - -
O m| H Torso A:  Machine Gun 2 - 1 2 3
6,7.8 Torso -1 Jump* 1/2 Jump* Proto Torso B: _ -
10 LetAm sttonit O LeftAmDestroyed 2% || Armo: MG
12 Head O +1torit O +2toHit — ;
* Roll 1D6: no Long range shots ‘I Pilot Hits Taken i
1-2, Torso Weapon A Destroved; 3-4, Torso Weapon B Destroyed | Consciou; # Ll 3+1 0+ 1 7+ 110+ 10+ 1 D
Proto Type: Harpy Tons: 2 MP Walk/Run/Jump: 3/5/3 Gunnery: 3 BV: 28 i34i i
Hit Locations and Critical Hits , Weapons Invento s
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT ( LOCATION TYPE Dmg Min S M L
2 Main Gun O Main Gun Destroyed Main Gun: —_ - - - - =
4 Right Arm O 41 0 Hit O Right Arm Destroyed Right Arm: i - - - = — |
59 Legs O iwakmve O 12wakmp O No Move LeftArm: — - - - -
O O | Torso A:  Machine Gun 2 - 1 2 3
6,7,8 Torso -1 Jump* 1/2 Jump* Proto | TorsoB: o -
10 Left Arm O +1 to Hit || Left Arm Destroyed Destroyed Ammo: MG(20) ‘ N
12 Head D +1 to Hit D +2 to H]t I ey T T T T Y ey e Y Y STy YT YTty Y S e Py YTy
*Roll 1D6: no Long range shots Pilot Hits Taken B
_1-2, Torso Weapon A Destroved: 3-4, Torso Weapon B Destroved l Conscious # Srd 7+ 110+ 111+ 1 D
Proto Type: Gorgon Tons: 8 MP Walk/Run/Jump: 4/6/— Gunnery: 3 BV 213 256
Hit Locations and Critical Hits i Weapons Invento i
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT LOCATION TYPE Dmg Min S M L i
2 Main Gun O Main Gun Destroyed | MainGun: LRM10 hit - 7 14 21 :
4 Right Arm O 1 t0Ht O Right Arm Destroyed || Right Arm: ~ — - - = = -1
59 Legs O_1wakmp O 12wakmp B NoMove LeftArm: = — R N O
| O ] Torso A:  ER Micro Laser 2 - 1 2 4 :
6,7,8 Torso -1 Jump* 1/2 Jump* Proto | Torso B: _ o
D d | :
10 Left Arm O +1 to Hit O Left Arm Destroyed estroye ; Ammo: LRM 10(12)
12 Head O s+1torit [ 42tonit —
*Roll 1D6: no Long range shots | Pilot Hits Taken
1-2, Torso Weapon A Destroyed; 3-4, Torso Weapon B Destroved Conscious # 3L 7+ 10*[ 11+1 D NE
Proto Type: Minotaur Tons: 9 MP Walk/Run/Jump: 3/5/3 Gunnery: 3 BV: 367 440
Hit Locations and Critical Hits ; Weapons Invento :
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT LOCATION TYPE Dmg Min S M LY}
2 Main Gun Main Gun Destroyed "1 Main Gun: —_ - - - - =
4 RightArm O +1toHt O Right Arm Destroyed | Right Arm: ~ — - - - = -
59 Legs O twakme O 1zwakme O Nomove || LSRA™  — - T - - -
| R m] . H : Torso A:  ER Medium Laser 7 - 5 10 15
6,7,8 Torso =1 Jump 1/2 Jump Bg)stg'oyed ‘ Torso B: ER Medium Laser 7 - 5 10 15
10 Leftarm Dl +ttorit [ Left Arm Destroyed | Ammo:
12 Head  sttort Oaatonit —— — — -
*Roll 1D6: no Long range shots ‘| Pilot Hits Taken
1-2, Torso Weapon A Destroved: 3—4. Torso Weapon B Destroved || C°”3°'°U5 # L q*‘ o+ 7+ 1 10+ 11* D =
Proto Type: Minotaur Tons: 9 mP Walk/Run/Jump 3/5/3 Gunnery 3 BV 367 440
Hit Locations and Critical Hits | i
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT | LocaTion  TYPE Dmg Min S M L
2 MainGun O Main Gun Destroyed ‘| Main Gun: —_ - - - = =
4 Right Arm O +1 1o Hit O right Arm Destroyed Right Arm: — - - - - -
59 Legs O _swakmp O 12wakmp O No Move LeftAm:  — - - T -
| . O ) | Torso A: ER Medium Laser 7 - 5 10 15
6,78 Torso —1Jump 1/2 Jump Posoyed || TorsoB: ERMedumliaser 7 - 5 10 15| |
10 Left Arm O +1 to Hit O Left Arm Destroyed Ammo: 1
12 Hoad O 41 t0 it B 42 10 Hit —_— |
*Roll 1D6: no Long range shots ‘| Pilot Hits Taken
_1-2, Torso Weapon A Destroyed: 3-4, Torso Weapon | B Destroved Conscious # St 10+ 111+ 1 D

Printed b&/ FEAVYMETAL LitE. Aébpyright © 2006 RCW Enterprises. BattleTech® is a registered trademark of leKﬁisT Inc.
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T TLEETEGCEH

® PROTOMECH
RECORD SHEET

Armor Dlagram

Proto Type: Centaur

Hit Locations and Critical Hits

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT
2 Main Gun Main Gun Destroyed
4 RigtArm O +10Hit [ Right Arm Destroyed
59 Legs Ot wakmp O 12wakmp K No Move
6,7,8 Torso O -1 Jump* O 1/2 Jump* | Proto
10 Left Arm O +1 to Hit O Left Arm Destroyed Destroyed
12 Head +1tont [ +2t0Hit
*Roll 1D6: no Long range shots
1-2. Torso Weapon A Destroyed; 34, Torso Weapon B Destroved

Tons: 5 MP Walk/Run/Jump: 6/9/—

'

i| LocATiION TYPE Dmg Min S M L
Main Gun: ER Micro Laser 2 - 1 2 4
Right Arm: —_ - - - - =

Left Arm: e - - - - -
Torso A: SRM 2 2hit - 3 6 9
TorsoB: LRM3 ihit - 7 14 21
Ammo: SRM 2(10), LRM 3(8)
Pilot Hits Taken
Conscious# L3+ 1 5+ 1 7+ 110+ 11+1 D

Gunnery: 3 BV: 140 (168)

Weapons Invento

Armor Dlagram

Proto Type: Centaur

Hit Locations and Critical Hits

Tons: 5 MP Walk/Run/Jump: 6/9/— Gunnery: 3 BV: 140 i168)
! ) Weapons Invento &

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT
2 Main Gun O Main Gun Destroyed
4 RightAm O +1 to Hit Right Arm Destroyed
59 Legs O_iwakmvp O 12wakmp O No Move
678 Torso toumpr O 172 Jump* W proto
10 Left Arm O +1 to Hit O Left Arm Destroyed Destroyed
12 Head  Hs+itont [ +2t0Hit
*Roll 1D6: no Long range shots
i 1—12‘_,M'I_'79|:~s_9‘Weagon A Destroved: ?:4, Torso Weapon B»l})estroxedh J:

i{| LOCATION TYPE

Dmg Min S M L

Main Gun: ER Micro Laser 2 - 1 2 4
Right Arm: —_ - - -
Left Arm: _— - - - = =
Torso A: SRM 2 2hit - 3 6 9
TorsoB: LRM 3 1hit - 7 14 21
Ammo: SRM 2(10), LRM 3(8)

Pilot Hits Taken
Conscious # |3+ | 5+ | 7+

Proto Type: Roc

Tons: 7 MP Walk/Run/Jump 5/8/5

Hit Locations and Critical Hits :

Gunnery: 3 BV: 284 (341

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT | LOCATION TYPE :
2  Main Gun Main Gun Destroyed ‘ Main Gun: ER Medium Laser 7 - 5 10 15|
4 RigntAm O +100Ht O Right Arm Destroyed | Right Az~ — - - - -
59 Legs O _swakmp O 12wakmp B NoMove LeftAm:  — - - - T -
m| O ] Torso A: o - - - - -
6,7,8 Torso =1 Jump* 1/2 Jump* Proto 1 TorsoB: _ o
10 LeftArm LI +1toHit O Letam Destroyed Destroyed Ammo:
12 Head O+1wont O+2toHt -
*Roll 1D6: no Long range shots ;| Pilot Hits Taken
1-2, Torso Weapon A Destroved: 3-4, Torso Weapon B Destroved |' CO"SC'OUS# 3r 1 5+ 1 7+ | 10+ 171‘“ _ D:

Proto Type: Gorgon Tons: 8 MP Walk/Run/Jump: 4/6/—

Hit Locations and Critical Hits %

Gunnery: 3 BV: 213 (256

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT LOCATION TYPE Dmg Min § M L
2 Main Gun Main Gun Destroyed Main Gun: LRM 10 hit - 7 14 21
4 RightAm O +1onit O Right Am Destroyed Right Arm:  — - - - - -

59 Legs O swakmp B 1awakme B NoMove LeftArm:  — - - T - -

O O | Torso A:  ER Micro Laser 2 - 1 2 4

6,7,8 Torso -1 Jump* 1/2 Jump* Broto Torso B: _ - -~ o

t d :
10 Left Arm O +1 to Hit O Left Arm Destroyed estroye Ammo: LRM 10(12)
12 Head O +1 to Hit | +2 to Hit R ——————

* Roll 1D6: no Long range shots Pilot Hits Taken

1-2, Torso Weapon A Destroyed: 34, Torso Weapon B Destroyed | Conscious# L3+ 1 5+ 1 7+ | 10+ - L

Tons: 8 MP Walk/Run/Jump 4/6/—
" Hit Locations and Critical Hits ] e

Gunnery 3 BV 213 256

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT ‘| LocaTiON TYPE Dmg Min S M L
2 Main Gun Main Gun Destroyed Main Gun: LRM 10 it - 7 14 21
4 RightArm H +1tonit [ Right Arm Destroyed Right Arm:  —— - - - - -

59 Legs O_twakmp O 12wakmp I NoMove LeftAm:  — - - - - -

O O ] Torso A:  ER Micro Laser 2 - 1 2 4

6,7,8 Torso -1 Jump* 1/2 Jump* [P)roto q Torso B: . - - -

4 :
10 Left Arm O +1 to Hit O Left Arm Destroyed estroye Ammo: LRM 10(12)
12 Head | +1 to Hit O +2 to Hit —— —— —

* Roll 1D6: no Long range shots Pilot Hits Taken

1-2, Torso Weapon A Destroyed; 3-4. Torso Weapon B Destroyed Consmous # S+ 10+ 1 11+ 1 D
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T HLETEGCH r:cons sneer

Armor Dlagr am Proto Type: Roc Tons: 7 MP Walk/Run/Jump: 5/8/5 Gunnery: 2 BV: 284 (398) |
Hit Locations and Critical Hits Weapons Invento. |
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT | LOCATION TYPE Dmg Min S L
2 Main Gun O Main Gun Destroyed Main Gun: ER Medium Laser 7 - 5 10 15
4 Rigtarm [ +11t0Hit [ Rright Arm Destroyed Right Arm:  — - - - - -
59 Legs O s wakve O 12wakme O No Move Left Arm:  — - - - - -
m| 0 ] Torso A: —_ - - - - =
6,7,8 Torso -1 Jump* 1/2 Jump* Proto Torso B: _
d : - - - -~
10 Left Arm O +1 to Hit | Left Arm Destroyed Destroyed Ammo:
12 Head Dstont DO +2toHit — = =
*Roll 1D6: no Long range shots Pilot Hits Taken
1-2, Torso Weapon A Destroyed; 3-4, Torso Weapon B Destroved | Conscious# L 3+ 1 O+ 1 7+ 110+ ) 11+1 D ;
Proto Type: Roc Tons: 7 MP Walk/Run/Jump 5/8/5 Gunnery: 2 BV: 284 (398
Hit Locations and Critical Hits Wea pons Invento ik
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT ‘t LOCATION TYPE Dmg Min § M L E
2 Main Gun O Main Gun Destroyed Main Gun: ER Medium Laser 7 - 5 10 15 ;
4 Right Arm O 4110 Hit O Right Arm Destroyed Right Arm: — - - - - -
59 Legs O_1wakme O 12wakmp O NoMove Left Am:  — - - - - -
|m| O ] Torso A: —_ - - - - -
6,7,8 Torso -1 Jump* 1/2 Jump* Proto Torso B: . I
10 Left Arm O +1 to Hit 5] Left Arm Destroyed Destroyed Ammo: j
12 Head M+ttt B +2t0Hit — =
*Roll 1D6: no Long range shots il Pilot Hits Taken
L_1-2 Torso Weapon A Destroyed; 3-4, Torso Weapon B Destroyed C°"5°'°U5 # 2k _ Z+ 1 10+ 11_"' D
Proto Type: Roc Tons: 7 MP Walk/Run/Jump 5/8/5 Gunnery: 2 BV: 284 i398)
Hit Locations and Critical Hits Weapons Invento
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT i| LOCATION TYPE Dmg Min § M L
2  Main Gun | Main Gun Destroyed /] Main Gun: ER Medium Laser 7 - 5 10 15|
4 Right Arm O +1to Hit O Right Arm Destroyed | RightArm: ~ — - - - - -
59 Legs O rwakme O12wakmp O nomove || LA™ — - - - - -
) | ] ‘| TorsoA: —_— - - = = -
6,7,8 Torso -1 Jump* 1/2 Jump* Proto Torso B: - -
10 LetAm O +1torit [ Left Am Destroyed Do5To¥ed | _Ammo: _
12 Head O +1 to Hit | +2 to Hit , . ———
*Roll 1D6: no Long range shots ; Pilot Hits Taken
1-2, Torso Weapon A Destroyed: 34, Torso Weapon B Destroyed |. Qoq§010us # ‘ S+l 7+ 110+ 1 11+ 1 D
Proto Type: Roc Tons: 7 MP WaIk/Run/Jump 5/8/5 Gunnery: 2 BV: 284 (398
Hit Locations and Critical Hits
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT ‘| LOCATION TYPE Dmg Min § M L :
2 Main Gun O Main Gun Destroyed i| Main Gun: ER Medium Laser 7 - 5 10 15] [
| o . i
4 rightarm O +1onit [ Right Am Destroyed | Right Arm: — - - - - -}
59 Legs O _1wakvp O 1z2wakme [ NoMove Left Amn: — — e N B
O | [ Torso A: — - - - - -1k
6,7,8 Torso -1 Jump* 1/2 Jump* Proto | . i
| Destroyed | Torso B: - - - - -~ |
10 Left Arm O +1 to Hit Left Arm Destroyed i Ammo:
12 Head  Osrtont O +2t0Hit —— - 1l
*Roll 1D6: no Long range shots Pilot Hits Taken 1
1-2, Torso Weapon A Destroved: 3-4, Torso Weapon B Destroved |, Conscious # it LT+ 0e Ls " Dead 1|
i
Proto Type: Roc Tons: 7 MP Walk/Run/Jump: 5/8/5  Gunnery: 2 BV: 284 (398) ||
Hit Locations and Critical Hits : ' i
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT LOCATION TYPE Dmg Min § M L
2 Main Gun O Main Gun Destroyed .| Main Gun: ER Medium Laser 7 - 5 10 15 i
4 RightAm L[ +1to Hit O3 Right Arm Destroyed | Right Arm:  — - - - - =
59 Legs O -twakmp D 1zwakmp [ Nomove LeftAm:  — - - T T -
O [m H Torso A: —_ - - - = =
6,7,8 Torso -1 Jump* 1/2 Jump* Proto . -
Destroyed | Torso B: - - - -~
10 Left Arm O +1 to Hit O Left Arm Destroyed Ammo: )
12 Head D +1 to Hit D +2 10 Hit — e ———————————— ;
* Roll 1D6: no Long range shots Pilot Hits Taken
1-2, Torso Weapon A Destroyed; 34, Torso Weapon B Destroved_ C°”5°'°U5 # L3l Qe d 7+ 100+ 11+ 1 D
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T NEETECH

® PROTOMECH
RECORD SHEET

Armor Dlagram

Proto Type: Hydra

Hit Locations and Critical Hits “

Tons: 6 MP Walk/Run/Jump: 4/6/—

Gunnery: 4 BV: 139
Weapons Iinvento

1-2, Torso Weapon A Destroved; 34, Torso Weapon B Destroxed

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT LOCATION TYPE Dmg Min § M L
2 Main Gun Main Gun Destroyed Main Gun: Streak SRM 3 2hit - 4 8 12
4 RightAm O +1to Hit O Right Arm Destroyed Right Arm:  — - - - = -
59 Legs O ywakvp O 12wakme B no Move LeftAm: =~ — - - - - -
| ] ] Torso A:  Micro Pulse Laser 3 - 1 2 3
6,7,8 Torso =1 Jump* 1/2 Jump* Proto 1 TorsoB: . _
D d [; : B -
10 Left Arm O +1 to Hit O Left Arm Destroyed estroye ‘ Ammo: Streak 3(10)
12 Head D +1 to Hit D +2 to Hit T e ey ‘
*Roll 1D6: no Long range shots Pilot Hits Taken
L_1-2, Torso Weapon A Destroved; 3-4, Torso Weapon B Destroyed Conscious # G+ | 7+ 110+ 1 11+ 1 D
Proto Type: Hydra Tons: 6 MP Walk/Run/Jump 4/6/— Gunnery: 4 BV: 139
Hit Locations and Critical Hits | Weapons Invento
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT LOCATION TYPE Dmg Min S M L
2 Main Gun Main Gun Destroyed Main Gun: Streak SRM 3 2hit - 4 8 12
4 RigntAm O +1torit [ Right Arm Destroyed Right Arm:  — - - - -
59 Legs O_twakme O 12wakme O NoMove || StA™ — - - - - -
| o ] i Torso A:  Micro Pulse Laser 3 -1 2 3
6,7,8 Torso -1 Jump* 1/2 Jump* Proto 1 TorsoB: . - - _
10 Left Arm O +1 to Hit (] Left Arm Destroyed Destroyed Ammo: Streak 3(10)
12 Head D +1 to Hit D +2 to Hlt - T T Ty p————————— e e -
* . no Long range shots Pilot Hits Taken ;
Roll 1D6: Consmous # St 10+ 1 19+ 1 D

2 Main Gun

59 Legs
6,7,8 Torso
10 Left Arm

12 Head
*Roli 1D6:

Proto Type: Roc
2D6 LOCATION 1st HIT

4 RightAm I +1toHit

Hit Locations and Critical Hits
2nd HIT
Main Gun Destroyed

O Right Arm Destroyed

3rd HIT

O twakme O 12wakme O No Move

-1 Jump* O 1/2 Jump* ] Proto

O +1 to Hit | Left Arm Destroyed Destroyed
Ot Oaotonit

no Long range shots

1-2. Torso Weapon A Destroyed; 3—4, Tqrso Weapon B Destroyed ]

Tons: 7 MP Walk/Run/Jump 5/8/5

1
1

!| LOCATION TYPE

Gunnery: 4 BV: 284
Weapons Invento

Dmg Min
ER Medium Laser 7 -

Main Gun:
Right Arm:
Left Arm:
Torso A:
Torso B:
Ammo:

Pilot Hits Taken
5+ 1 7+

Conscious # 10+

11+ 1 Deadi] |

2  Main Gun

59 Legs
6,7,8 Torso
10 Left Arm

12 Head
*Roll 1D6:

Proto Type: Roc
2D6 LOCATION 1stHIT

4  Right Arm O +1 to Hit

Hit Locations and Critical Hits
2nd HIT
O Main Gun Destroyed

O Right Arm Destroyed

3rd HIT

O _1wakvp O 12wakmp B NoMove
| =1 Jump* (] 1/2 Jump* | Proto

O +1 to Hit O Left Arm Destroyed Destroyed
Osttormt O a2toHit

no Long range shots

Tons: 7 MP Walk/Run/Jump: 5/8/5

il
{

1-2, Torso Weapon A Destroved: 3-4 Torso Weapon B Destroved || _

Gunnery: 4 BV: 284

Weapons Invento

i| LOCATION TYPE Dmg Min S M

| Main Gun: ER Medium Laser 7 - 5 10

Right Arm: —_— - - - =
Left Arm: —_ - - - - -
Torso A: —_— - - - - =
Torso B: _— - - - = =

Ammo:
Pilot Hits Taken
Conscious # 5+ 7+ 110+119+1 D

59 Legs
6,7,8 Torso
10 Left Arm

12 Head
*Roll 1D6:

Proto Type: Gorgon

2D6 LOCATION 1stHIT
2 Main Gun

4 RightArm L1 +1 to Hit

Hit Locations and Critical Hits

2nd HIT 3rd HIT
Main Gun Destroyed

O Right Arm Destroyed

O swakmvp O 12wakmp I NoMove
O oumpr O 472 Jump* W proo

O +1 to Hit O Left Arm Destroyed Destroyed
Osont O +2tomit

no Long range shots

1—2l Torso Weapon A Destroved: 34, Torso Weagon B Destroxed

Tons: 8 mp Walk/Run/Jump 4/6/—

Gunnery 4 BV 213

| LocaTion  TYPE Dmg Min S M L
Main Gun: LRM 10 1hit - 7 14 21
Right Arm: —_ - - - - -

Left Arm: —_— - - - - =
Torso A:  ER Micro Laser 2 - 1 2 4
Torso B: —_— — - - - -
Ammo: LRM 10(12)
Pilot Hits Taken
Conscmus # g+ 1 7+ 1 10+
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Armor Diagram Proto Type: Siren Tons: 3 MP Walk/Run/Jump: 10/15/— Gunnery: 3 BV: 52 (62)
Hit Locations and Critical Hits ! Weapons Invento 1k
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT | LOCATION TYPE Dmg Min S M L '
2 MainGun [ Main Gun Destroyed Main Gun: —_— - - - - -
4 RightArm O +1toHit [ Right Arm Destroyed RightArm: LightMachineGun 1 - 2 4 6
59 Legs O -1wakmp O 1zwakmp D Nomove || LSRAm™: LightMachineGun 1 - 2 4 6
O 0 . u Torso A: — - - - - =
6,7,8 Torso =1 Jump* 1/2 Jump’ Proto .
Destroyed TorsoB:  — - - - - -
10 Left Arm [ to Hit O Left Arm Destroyed Ammo: LMG(20)
12 Head +1torit O +2t0Hit |
*Roll 1D6: no Long range shots Pilot Hits Taken Fm 11
1-2, Torso Weapon A Destroved: 3-4, Torso Weapon B Destroved | Conscious # L3+ 1 O+ ‘ 7+ 1 10+ | 41+ 1 D "

Proto Type: Siren Tons: 3 MP Walk/Run/Jump: 10/15/— Gunnery: 3 BV: 52 (62

) N B
Hit Locations and Critical Hits ; Weapons Invento B
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT | LOCATION TYPE Dmg Min S M L 4
2 Main Gun O Main Gun Destroyed Main Gun: —_ - - - - =
4 RightAm O +1to Hit O Right Am Destroyed | Right Arm:  Light MachineGun 1 - 2 4 6
59 Legs O -twakmp O 12wakmp O Nomove || LeftAm: LightMachineGun 1 - 2 4 8
O O H . Torso A: —_ - - - - -
6,7,8 Torso -1 Jump* 1/2 Jump* Proto ‘ Torso B:
D i L - - - = -
10 LetAm [ +1toHt O Left Am Destroyed DoSTo¥ed _Ammo: _1ma(20)
12 Head D +1 to H|t D +2 to H]t “ DT T e ey et Ty e ey Ny Ty Ty TV Y WPV P PR VTS T T ‘
* Roll 1D6: no Long range shots : Pilot Hits Taken m )
1-2, Torso Weapon A Destroyed: 3-4. Torso Weapon B Destroyed Conscious# L3+ 1 O+ 1 7+ 110+ L1+ D A

Proto Type: Siren Tons: 3 MP Walk/Run/Jump: 10/15/— Gunnery: 3 BV: 52 (62
| hitLocations and Critical Hits | Weaons invento |

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT | LOCATION TYPE Dmg Min § M L
2 Main Gun | Main Gun Destroyed | Main Gun: e - - - - -
4 RightArm [ +1to Hit I Right Arm Destroyed | Right Arm:  Light MachineGun 1 - 2 4 6

59 Legs O -twakmp O 12wakmp I Nomove || LeftAm™: LightMachineGun 1 - 2 4 6

o o | | Torso A: —_— - - - - -

6,7,8 Torso -1 Jump* 1/2 Jump* Proto ; .

Destroyed Torso B: — - - - -~
10 LeftArm O +1 to Hit m| Left Arm Destroyed : Ammo: LMG(20)

12 Head s1tort 4210t : ;
* Roll 1D6: no Long range shots )| Pilot Hits Taken Fm |
1-2, Torso Weapon A Destroyed; 34, Torso Weapon B Destroyed Conscious # %f S+ 1 7+ 1 10+ 11f D

Proto Type: Satyr Tons: 4 MP Walk/Run/Jump:7/11/—  Gunnery: 3 BV: 98 (118
Hit Locations and Critical Hits i Weapons Invento ‘

|
|
i
i
!
Bl
4
5

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT LOCATION TYPE Dmg Min S M L
2  Main Gun Main Gun Destroyed | Main Gun: — - - - = -
4 RightAm O +1tont [ Right Arm Destroyed | RightArm: — — - - - - -
59 Legs O s wakmp O 12wakmp B No Move LeftAm:  — - - T - -
O . | . | ; Torso A: ER Small Laser 5 - 2 4 6]
6.7.8 Torso =1 Jump 1/2 Jump Breostg'oyed :| TorsoB: Light Active Probe - - = = 3
10 LeftAm [ +1toHit [ Left Arm Destroyed 1 Ammo: |
12 Head D 1 to Hit D +2 1o Hit Hlagorerevorvmepmerreemeys P TTr_ :
*Roll 1D6: no Long range shots ;| Pilot Hits Taken Fm i
1-2, Torso Weapon A Destroyed; 3-4, Torso Weapon B Destroyed |: COFSC‘?US # L g+ 1 5+ 1 7+ 110+ 1 11+ ] Deadl) :i

Proto Type: Satyr Tons: 4 MP

Hit Locations and Critical Hits

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT | LOCATION TYPE Dmg Min S M L
2 Main Gun Main Gun Destroyed Main Gun: _ - - - - -
4 Right Arm O +1 to Hit m| Right Arm Destroyed Right Arm: —_ - e e e -
59 tegs O -twakmp O 12wakmp O NoMove LeftAm:  — - - - - -
O._ " | Y | Torso A: ER Small Laser 5 - 2 4 8 ’
67,8 Torso 1 Jump 112 Jump Srot:) d Torso B:  Light Active Probe - - - -3 :
10 Left Arm | +1 to Hit O Left Arm Destroyed estroye Ammo: ‘
12 Head O 1 1o Hit O +2 to Hit e e e————— ‘
* Roll 1D6: no Long range shots Pilot Hits Taken v
1-2. Torso Weapon A Destroved: 3-4, Torso Weapon B Destroved | Conscious # ]
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