FeAVYINeEcAL PR0

BATTLEMECH ROSTER SHEET

Twilight of the Clans Scenario 5 May 3, 2012
TONS TYPE & MODEL CoSsT BV Skills STD WV RATIO
25 Mongoose MON-66 2,229,479 987 3/3 391 .62
30 Hermes HER-1S 2,701,270 822 3/4 273 .46
35 Horned Owl (Peregrine) 3,487,860 1,944 3/4 961 .68
45 Wyvern WVE-5N 3,475,215 1,483 3/2 600 .68
50 Centurion CN9-D 9,664,500 1,466 3/3 1,075 1.14
50 Conjurer (Hellhound) 5,320,500 2,365 3/4 1,489 .87
50 Crab CRB-27 4,050,874 1,332 3/4 860 .89
50 Crab CRB-27 4,050,874 1,110 4/4 860 .89
50 Crab CRB-27 4,050,874 1,505 3/3 860 .89
55 Stormcrow (Ryoken) B 15,447,009 3,251 2/3 2,375 1.33
65 Rifleman IIC 5,741,588 2,441 4/4 3,345 1.58
65 Rifleman IIC 5,741,588 2,123 4/5 3,345 1.58
70 Archer ARC-4M 7,352,274 2,124 3/4 2,174 1.41
75 Black Knight BL6-KNT 7,136,938 1,858 3/3 1,504 1.26
75 Black Knight BL6-KNT 7,136,938 1,644 3/4 1,504 1.26
80 Thug THG-11E 8,414,041 2,262 3/3 2,292 1.58
90 Highlander HGN-732 8,936,080 3,345 2/3 1,749 .95
960 Tons Total (17 'Mechs) 104,937,902 32,062 25,657 .80



"MEcH Data
Tyee: Mongoose MON-66

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

BATTLEMECH RECORD SHEET uass: 25 tons S
Left REAR Right Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
Status: VALIDATED Torso Torso Walking: 8 Inner Sphere 3 LL RA RL
ARMOR DIAGRAM @~ Center  (2) Rumning: 12 Biped 'Mech 4 | LA RA RA
Jumping: @ Level 2/ 3050 5 LA RL RA
Head

2 Weaprons Inventory: (hexes) 6 LL RT RL
Qy Type Loc HtDmg Min ShtMed Lng 7 LT CcT RT
1 Medium Laser RA 3 5 - 3 6 ¢ 8 cT LT cT
Total Armor 9 RT LL LT

Pts = 89 1 Medium Laser LA 3 5 - 3 6 9
1 Medium L. cT 3 5 3 6 9 10 RA LA LA
Lt Rght edlum -aser . 1 | RL LA LL
Torso Head Tarso 1 Small Laser HD 1 3 - 1 2 3 HD HD HD

1 Beagle ActiveProbe LT 0 - - - - 4

PUNCH LOCATIONS (1D6)

Left Arm Right Arm Roll Left Front/Rear Right
@ @ : : 1 LT LA RT
il Total Heat Sinks: 10 Single LT LT RT
0000000000 cT cT cT
] Auto Eject: Weapon Heat: LA RT RA
Left Leg : Bl O operational [ Disabled LA RA RA
HD HD HD

Damage

Transfer . KICK LOCATIONS (1D6)

i name: Sergeant Brian Hayes

Diagram ame 9 Y Roll  Left Front/Rear Right

3 3

Gunnery Skill: Piloting Skill:

1-3 LL RL RL

Hits Taken 3 4| 5
1. Shoulder 1. Shoulder .
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 7 ]10] 1
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
"V 4, Hand Actuator 1. Life Support 4. Hand Actuator
5. Medium Laser 2. Sensors 5, Medium Laser
6. Ferro-Fibrous 3. Cockpit 6. Ferro-Fibrous Attaél;r;‘ACK MODIFIERS
1. Ferro-Fibrous 4. Small Laser 1. Ferro-Fibrous Moverent
2. Ferro-Fibrous 5. Sensors 2. Ferro-Fibrous 30] Shutdown Stationa N
6. Life Support =1 y one
4.6 3 Ferro-Fibrous - Lite Suppo 4.6 3 Femo-Fibrous 29 A Walked +1
4. Ferro-Fibrous C t T 4, Ferro-Fibrous _%_ Ammo Explosion, avoid on 8+ Ran +2
5, Ferro-Fibrous enter 10rso 5. Ferro-Fibrous =L . Jumped +3
6. Ferro-Fibrous 1. Fusion Engine 6. Ferro-Fibrous 5 _sshn‘;‘?:::; ';V;:n";: 10+ BattleMech Damage
2, Fusion Engine . 241 +4 Modifier to Fire Sensor Hit +2 .
Left TOI’SO 1-3 3. Fusion Engine nght TOI'SO 23| Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. [Beagle Active Probe 4. Gyro 1. Endo Stee! [ 22| Shutdown, avoid on 8+ Arm Act, (each) +1 weapons in arm
9 P +2
2. |Beagle Active Probe 5. Gyro 2. Endo Steel 21} ) i %ne h1W
4.3 3 EndoSteel 6. Gyro 4.3 3 Endo Steel 2 M°V:::?::::‘nt:md e In Depth 1 Water +1
-y - | 19 % mmo y
g' Ezgg g:::; 1. Gyro g Ezzg g:z:; | 181 Shutdown, avoid on 6+ Target
. 2. Fusion Engine . 17| +3 Modifier to Fire Movement
6. Endo Steel 46 3. Fusion Engine 6. Endo Steel 6] 0-2 hexes 0
1. Endo Sieel 4. Fusion Engine 1. Endo Steel 15] -3 Movement Points 34 hexes +1
2. Endo Steel 5. Medium Laser 2. Roll Again 141 Shutdown, avoid on 4+ 5-6 hexes +2
g
46 3. Endo Steel 6. Roll Again 46 3. Roll Again | 13| +2 Modifier to Fire 7-9 hexes +3
~0 4. Roll Again 4. Roll Again 12:1: :2;2: :g (Lovei 3
g' gg;;ﬁgz;: EngineHits O OO : ggz ig::.g -2 Movement Points 19-24 hexes +6 (Level 3)
: g GyroHits O O - g o 25+ hexes  +7 {Lovel 3)
. : *1 Modifier to Fire Jumped +1 additional
Left Leg Sensor Hits O O Right Leg Sprinted i
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: 758 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor3/3: 1,182 4. Foot Actuator In Depth 1 Water +2 Punch locations
5. Single Hgat Sink Weapon Value: 391 /391 5. Single Hgat Sink Partial Cover +3 Punch locations|
6. Roll Again Cost, C-Bils: 2,229,479 6. Roll Again Infantry Squad  +1

Printed by FEAVYRETAL PRO. Copyright © 2009 RCW Enterprises. fBattleTet:h@, ‘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 3 456 9 10 12 15 20
1 111233 45 6
2 122233 45 6
3 12234456 9
4 223356 8 9 12
3 2234568 912
6 233456 8 9 12
7 233456 8 9 12
8 23457 8 101218
9 33457 8101216
10 3456910121520
11 3456 910121520
12




'MEecH Dara HIT LOCATIONS (2D6)

ight

Type: Hermes HER-1S Roll  Left Front/Rear R:)T

BATTLEMECH RECORD SHEET Mess: 30 tons I iy
REAR Movement Points: Tech, Config. & Level: (crit) (crit) (crit)

Status: VALIDATED Torso Torso Walking: g | 3 LL RA RL
4 Center (4) 'ng: nner Sphere 4 N RA

ARMOR DiAGRAM Ruming: 14 Biped 'Mech A RA

Head Jumping: () Level 2/ 2750 5 LA RL RA

Weagons Inventory: (hexes) 6 LL RT RL

ype Loc HtDmg Min ShtMed Lng 7 LT CT RT

1 Mediumiaser RA 3 5 - 3 6 9 8 CT LT cT

Total Armor ot 3 s s 6 o 9 RT LL LT

Pie =90 LA 3 2 12 3 10 RA LA LA

Left Right " RL LA LL

Torso Head Torso 12 HD HD HD

PUNCH LOCATIONS (1D6)

Right Arm Roll Left Front/Rear Right

(9) ©)

LT LA RT
Total Heat Sinks: 10 Single LT LT RT

1| 0000000000 cT cT

i Auto Eject: Weapon Heat: LA

Left Leg i [ operational ] Disabled (9)
(10) ! L—_w._.—._ P —————

Damage
Transfer
Diagram

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

Name: Private Daniel Cobbs
3 Piloting Skill: 4

Gunnery Skill:

1-3 LL RL RL

Hits Taken 4
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # L
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator ————— D —
4. Flamer 1. Life Support 4. Hand Actuator
5. Ferro-Fibrous 2. Sensors 5. Medium Laser
6. Ferro-Fibrous 3. Cockpit 6. Ferro-Fibrous H[‘“ ssnl[ Attagl;r;ACK MODIFIERS
1. Ferro-Fibrous 4. Roll Again 1. Ferro-Fibrous Movement
2. Fermo-Fibrous 5. Sensors 2. Ferro-Fibrous 30| Shutdown Stationary None
4.8 > Femo-Fibrous 6. Life Support 4.8 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 10rso §. Ferro-Fibrous = Jumped +3
6. Ferro-Fibrous 1. Fusion Engine 6. Roll Again _gs Shutdown, avoid on 10+ BattieMech Damage
2 F £ [ 25| -5 Movement Points Sensor Hit 2
. usion Engine . 24| +4 Modifier to Fire
Left Torso 1-3 3 Fusion Engine nght Torso [23] Ammo Explosion, avoid on 6+ Shouider +4 weapons in arm
1. Endo Steel 4. Gyro 1. Endo Steel [ 22| Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. Endo Steel 5. Gyro 2. Endo Steel 2t Points e Depth 1 Water j
3. Endo Steel 6. Gyro 3. Endo Steel |20 ovement Painf
1-3 1-3 19 | Ammo Explosion, avoid on 4+
g' EZZZ g;z:; 1. Gyro g Ezzg ggz; 18 | Shutdown, avoid on 6+ Mgg-t
6. Endo Stee! 2. Fusion Engine 6. Endo Steel 47} +3 Modifier to Fire Movement
. 3. Fusion Engine N |16 | 0-2 hexes 0
1. Endo Steel 46 4. Fusion Engine 1. Endo Steel L 15] -3 Movement Points 34 hexes +1
2. Roll Again 5. Medium Laser 2. Roll Again 114 ] Shutdown, avoid on 4+ §-6 hexes +2
463 FRollAgain 6. Roll Again 463 RollAgain 3| +2Meodifier toFire 7-8 hexes B
i i 112} -13 hexes  +
ot — @ oo 5= . s Buewy
6. Roll Again Engine Hits O OO 6. Roll Again | 10| -2 Movement Points 19-24 hexes  +6 (Level 3)
GyroHits OO ) 2 1 Modifior to Fire 25+ hexes +7 (Level 3)
Left Leg Sensor Hits O O Right Leg 7] ‘é:’:l‘s:'e% j additional
- 6
1. Hip Life Support O 1. Hip =1 . . Prone -2 adjacent hex
2. Upper Leg A " 2. Upper l.eg Actuator ——i 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 720 3. Lower Leg Actuator BB Immobile -4
4. Foot Actuator BVfor3/4: 994 4. Foot Actuator 21 In Depth 1 Water +2 Punch locations
5. Roll Again Weapon Value: 273 /273 5. Roll Again ) ™ Partial Cover +3 Punch locations]
6. Roll Again Cost, C-Bills: 2,701,270 6. Roll Again 0 Infantry Squad

Prlntad by l-:AV“nEIAI. ??0 Copyright © 2009 RCW Entarpnses BattleTech@ Mech® and BattleMech@ are tradamarks ofozKlds Inc.

MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move |+ Weap| + Prev |+ Misc | =Total [-H.S.| =Heat | To Hits Damage & Notes: Roll  Number of Missiles Fired
Num |W/R/J] Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 56 9 10 12 15 20
; 111233 45 6

122233 45 8
3 12234456 9
4 223356 8 9 12
5 223456 8 9 12
L 233456 8 9 12
7 233456 8 9 12
8 23457 8101216
9 334578101216
10 3456 9101215 20
1 34569 20
12




"MecH Data HIT LOCATIONS (2D6)
- Roll Left Front/R Right
BATTLEMECH RECORD SHEET || mwssions o 2 [ o w
L Mass: 35 tons : . :
Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
Status: VALIDATED Towo REAR oo Walling: g ol 3 | W RA RL
(4 Center  (4) Running. an 4 | LA RA RA
ARMOR DIAGRAM Torso wming: 9 Biped 'Mech
Head (6) Jumping: g Level 2/ 3055 5 LA RL RA
9 j Weagons Inventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng 7 LT CcT RT
1 Large PulseLaser CT 10 10 - 6 14 20 8 cT LT cT
Total Armor ) 9 RT LL LT
Pts = 96 jll 1 Medium Pulse Laser LA 4 7 - 4 8 12 10 RA LA LA
1 MediumPulselaser RA 4 7 - 4 8 12
. 11 RL LA LL
Left Right
Torso Head Torso 12 HD HD HD

PUNCH LOGATIONS (1D6)

Right Arm Roll Left Front/Rear Right

©)

_ _ 1 LT LA RT
Ml Total Heat Sinks: 10 Double (20) LT LT RT
0000000000 CT CT CT
Auto Eject: Weapon Heat: LA RT RA
; i LA RA RA

Left Le Right Leg D Operational D Disabled
(1 f © © © O\ T HD  HD  HD

WarRioR Data

name: MechWarrior Belna
3 Piloting Skill:

Damage
Transfer
Diagram

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

4

Gunnery Skill:

Leﬂ: Arm Hits Taken 2 3 4 5 1-3 LL RL RL
1. Shoulder 1. Shoulder . 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # s|7]w0}n
1-3 3. Lower Arm Actuator Head 13 3. Lower Arm Actuator I ... k .
"™ 4. Hand Actuator 1. Life Support ™ 4. Hand Actuator
5. Medium Pulse Laser 2. Sensors 5. Medium Pulse Laser
6. Endo Steel 3. Cockpit 6. Endo Stee! HH“ SEAI-E Atta?l.{:rACK MODIFIERS
1. Ferro-Fibrous 4. Roll Again 1. Endo Steel Movement
2. Ferro-Fibrous : f;"ssm s ont 2. Ferro-Fibrous Shutdown Stationary None
46 3 FRollAgain - Life Supp 483 RollAgain Walked 1
4, Roll Again C t T 4. Roll Again Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enter 1orso 5. Roll Again . Jumped +3
6. Roll Again 1. Fusion Engine 6. Roll Again _sshh‘;““,’::':‘é I:V;::n‘;;’ 10+ BattleMech Damage
2. Fusion Engine f +4 Modifier to Fire Sensor Hit +2
Left TOFSO 1-3 3. Fusion Engine nght TO!'SO Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. [Double Heat Sink 4. Gyro 1. [Double Heat Sink Shutdown, avoid on 8+ PA"" Act. (each) *; weapons in arm
2. |Double Heat Sink 5. Gyro 2. |Double Heat Sink .
13 3. Jump Jet 6. Gyro 13 3. Jump Jet iMoveEme?t Points ons In Depth 1 Water +1
~ = mmo EXplosion, avoid on -+
yro Shutdown, avoid on 6+ larget
g g;zg giz:‘ ; gusion Engine g gzzg gizz; +3 Modifier to Fire :ﬂ-il\—l::ent
6. Ferro-Fibrous 3. Fusion E ngin e 6. Ferro-Fibrous 0-2 hexes o
1. Ferro-Fibrous 485 Fusion Engine 1. Ferro-Fibrous -3 Movement Points 3-4 hexes +1
2. Roll Again 5. |Large Pulse Laser 2. Roll Again Shutdown, avoid on 4+ 5-6 hexes +2
46 3. Roll Again 6. |Large Pulse Laser 46 3. Roll Again +2 Modifier to Fire 7-9 hexes +3
4. Roll Again 4. Roll Again 12::: :exes :g (Level 3
5. RollA : : 5. Roll Again " exes
e Rl Ag::,’; EngineHits OOO| » 7 Aga:'n -2 Movement Points 19-24 hexes  +6 (Level 3)
GyroHits OO +1 Modifier to Fire 25+ he)ées +7 (Level 3} I
. H Jumpe: +1 additional
Left Leg LS_fen;or H-t: 80 Right Leg Sprinted A
1. Hip ife Suppo 1. Hip P . Prone -2 adjacent hex
2, Upper Leg Actuator 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 1,434 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor3/4: 1,979 4. Foot Actuator In Depth 1 Water +2 Punch locations]
5. Jump Jet Weapon Value: 961 /961 6. Jump Jet Partial Cover +3 Punch locations
6. Jump Jet Cost, C-Bills: 3,487,860 6. Jump Jet Infantry Squad  +1
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MOVEMENT RECORD MISSILE HITS TABLE
Turn | Type | Num | Move |+Weap| + Prev | + Misc | = Total |- H.S.| = Heat | To Hits Damage & Notes: Roli  Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 56 9 10 12 15 20
; 111233 45 6
122233 45 6

3 122344586 9
4 223356 8 912
5 223456 8 912
6 233456 8 912
7 233456 8 912
8 234578101216
9 33457 8 101216
10 3456910

11 3456910

12




HIT LOCATIONS (2D§)
Roll Left Front/Rear Right

'MecH Data
Tyre: Wyvern WVE-5N

BATTLEMECH RECORD SHEET wass: 45 tons S
REAR Right Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
Status: VALIDATED T?gv conter T?S‘o Walking: 4 Inner Sphere 3 LL RA RL
ARM"H ﬂIAGBAM Torso Ruaning: ¢ Biped 'Mech 4 LA RA RA
Head Jumping: 4 Level 2/ 3050 5 LA RL RA
) _ Weagons Inventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng 7 LT CcT RT
Total Armor H 1 LRM 10 CT 41hite 7 14 21 8 cT LT cT
ota 9 RT LL LT
Pts = 152 1 Large Laser RA 8 8 - 10 15 10 RA LA LA
2 Small Laser RA 1 3 2 3
Lef Right RT 4 20hit 6 9 RL LA L
Torso Head Torso HD HD HD

Rounds: Bv2:
LRM 10 12 25

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

Right Arm

(14) SRM 6 15 16
1 LT LA RT
Total Heat Sinks: 12 Single LT LT RT
0000000000 00 cT cT cT
Auto Eject: Weapon Heat: LA RT RA
Left Leg Right Leg [ operational [ Disabled (18) LA RA RA
(22) (22) ' - m— p— HD HD HD

Warrior DaTa
Name: Master Sergeant Julien Franks

3 2

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

Gunnery Skill: Piloting Skill:

1-3 LL RL RL

Hits Taken 2 3 4
1. Shoulder 1. Shoulder ) 4-6 L LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 517110
13 3. Lower Arm Actuator Head 13 3. Lower Arm Actuator
g. ‘I‘-:-iazd Q'ctulator 1. Life Support ; Eand ll\-ctuator
. Endo Stee 2. Sensors . [Large Laser
6. Endo Steel 3. Cockpit 6. E.arge Laser “H“ sBAl[ Attaél-(re-l;ACK MODIFIERS
1. Endo Steel g g:‘r?slgr:eat Sink 1. Small Laser ____ ** Avoid Inferno explosion on.. Movement
2. Roil Aga{n 6. Life Support 2. Small Laser | 30 § Shutdown Stationary None
4-8 3. Roll Again . 4-8 3. Endo Steel 29 | _ . " Walked +1
4. Roll Again 4, Endo Steel % Ammo Explosion, avoid on 8+ (** 12+) Ran +2
5. Rol Aga[n Center Torso 5. Endo Sle-el [261 Shutdown, avoid on 10+ Jumped +3
6. Roll Again 1. Fusion Engine 6. Roll Again 251 -5 Movement Points BattleMech Damage
2. Fusion Engine (34] 4 Modifior to Fire Sensor Hit +2
Left Torso 4.3 3 Fusion Engine nght Torso [23] Ammo Explosion, avoid on 6+ (** 10+) Shoulder +4 weapons in arm
1. Single Heat Sink 4. Gyro 1. Single Heat Sink | 22| Shutdown, avoid on 8+ P:\orrr‘r; Act. (each) :; weapons in arm
2. Single Heat Sink 5. Gyro 2. Single Heat Sink |21 ] .
13 3. Jump Jet 6. Gyro 13 3. Jump Jet [ 20| -4 Movement Points In Depth 1 Water +1
= - i 191 Ammo Explosion, avoid on 4+ (** 8+)
g‘ égg‘; {LRM 10) 12 1. Gyro g gsmg | 18 | Shutdown, avoid on &+ Target
. Steel 2. Fusion Engine -2 S 1 17| +3 Modifier to Fire Movement
6. Endo Stee 46 3. Fusion Engine 6. Ammo (SRM 6) 15 6] 0-2 hexes 0
1. Endo Steel 4. Fusion Engine 1. CASE |.15] -3 Movement Pf:ints " 3-4 hexes +1
2. Endo Steel 5. [LRM10 2. Endo Steel 1141 Shutdown, avoid on 4+ {** 6+) 5-6 hexes +2
3. Roll Again 6. [LRM10 3. Endo Steel 1131 +2 Modifier to Fire 7-9 hexes +3
; - 13 hexes  +
46 ¢ ror Again 46 Endo Steel 12_1: :exes +g (Level 3)
g' 221?23252 Engine Hits O O O :' 5255232;2 -2 Movement Points {* 4+) 1924 hexes  +6 (Level 3)
GyroHits OO ’ ] ) 25+ hexes +7 (Level 3)
) ; *+1 Modifier to Fira Jumped +1 additional
Left Leg S'ensor Hits OO nght Leg Sprinted _1
; ‘lepper Leg A« Life Support_O ; Si:per Leg Actuator -1 Movement Point Prone :ﬁ ?}?}jliiet:]etxzzx
3. Lower Leg Actuator Battle Value: 1,089 3. Lower Leg Actuator Immobile -4
4. Foot Actuator Bvfor3/2: 1,830 4. Foot Actuator In Depth 1 Water +2 Punch locations
5. Jump Jet Weapon Value: 600 /600 5. Jump Jet Partial Cover +3 Punch locations;
6. Endo Steel Cost, C-Bills: 3,475,215 6. Endo Steel Infantry Squad  +1
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| tse.

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 3458691012 15 20
; 11123345 6
122233456

3 122344569
4 223356 8 9 12
5 223456 8 9 12
) 233456 8 912
7 233456 8 9 12
8 23457 8101216
9 33457 8101216
10 345609

1 3458609
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'MecH Dara HIT LOCATIONS (2D6)
. Roll L Fi R Right
Tyee: Centurion CN9-D ° eft Front/Rear ‘%r
BATTLEMECH RECORD SHEET mass: 50 tons S
REAR Right Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
Status: VALIDATED Torso Torso Walking: § Inner Soh 3 LL RA RL
Center . phere
ARMOR DIAGRAM Running: 9 Biped 'Mech 4 | LA RA RA
Head Jumping: ( Level 2/ 3050 5 LA RL RA
Weagons Inventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng 7 LT CT RT
1 LB10-X AC RA 2 10 - & 12 18 8 cT LT CcT
Total Armor 1 LRM 10w/ Atomis IV LT 4 1/hit 6 14 21 9 RT LL LT
Pts =136 10 | RA LA LA
1 Medium Laser CT 3 5§ - 6 9
T';ffo Head _I',‘(')?:; 1 Medium Laser  CT(R)3 5 - 6 9

il Ammo Type: Rounds:  BV2:
LB 10-X AC 20 86

LRM 10 24 50

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

j 1 LT LA RT
Total Heat Sinks: 10 Single LT LT RT
0000000000 cT cT cT
Auto Eject: Weapon Heat: LA RT RA

O operational ] Disabled (12) LA RA RA

S —————— HD HD HD

Warrior Dara

Master Sergeant Tim McCaniheigh

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

Damage
Transfer
Diagram Internal Structure (83 Pts Name:
Gunnery Skill: 3 Piloting Skill: 3

1-3 LL RL RL
GRITICAL HiT TABLE e T TS T T TS
1. Shoulder 1. Shoulder X 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness#| 3 | 5 | 7 | 10 | 11 [Dead
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator e
" 4. Hand Actuator 1. Life Support 4. [LB10-XAC
5. Endo Steel 2. Sensors 5. |LB10-XAC
6. Endo Steel 3. Cockpit 6. |LB 10-X AC Aﬁa?:;'ACK MODIFIERS
1. Endo Steel 4. Roll Again 1. [LB10-xAC - Movement
2. Roll Again 5. Sensors 2. [LB10-X AC [30] Shutdown Stationary None
4.6 3 FRollAgain 6. Life Support 4.6 3 LB 1oxAC 29 Walked +1
4. Roll Again =V 4. Endo Steel | 28 | Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again Center Torso 5. Endo Steel % Shutd don 10 Jumped +3
6. Roll Again 1. XL Engine 6. Endo Steel e ;I::::":‘;;V;Li:é‘ * BattleMech Damage
2. XL Engine . [24] +4 Modifier to Fire Sensor Hit *2 .
Left TOI‘SO 13 3. XL Engine R|ght TOI'SO [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons n arm
1. XL Engine 4. Gyro 1. XL Engine [22] Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XLEngine [21] ) rone 2
1.8 3 XLEngine 6. Gyro 4.3 3 XLEngine % mer:;’“E':::‘;:::‘"‘:void onae In Depth 1 Water +1
4. [LRM 10 4. Ammo (LB 10-X) 10 wra M Target
5. [LRM10 3 By gine 5. Ammo (LB 10-X) 10 B Shutdown, avold on &+ Movement
6. Artemis [V FCS 46 3. XL Engine 6. Ammo (LRM 10) 12 6] 0-2 hexes 0
1. Endo Steel 4. XLEngine 1. Ammo (LRM 10) 12 [ 157 -3 Movemant Points 3-4 hexes +1
2. Endo Steel 5. Medium Laser 2. CASE [ 141 Shutdown, avoid on 4+ 5-6 hexes +2
46 3. Endo Stee! 6. Medium Laser (R) 46 3. Endo Steel | 13 ] +2 Modifier to Fire 7-9 hexes +3
4. Endo Steel -0 4. Endo Steel 12:13 :g::z :‘; (Level 3)
5. Roll A i Hi 5. Endo Steel 101 ; eve
by RZ/IAg::’:) Engine Hits QOO o Endo Stee! 490_ -2 Movement Points 19-24 hexes +6 (Level 3)
GyroHits OO 8| +1 Modifier to Fire 53:‘2?5 :Z (a%%:iloi)al
Left Leg Sensor Hits O O Right Leg 7] Sprinted b
1. Hip Life Support O 1. Hip % 1 Movement Point Prone -2 adjacent hex
2. Upper Leg Al - 2. Upper Leg Actuator 4 ] +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,130 3. Lower Leg Actuator ER Immobile —4
4. Foot Actuator BVfor3/3: 1,763 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations|
5. Roll Again Weapon Value: 1,075/1,022 5. Roll Again 1] N Partial Cover +3 Punch locations|
6. Roll Again Cost, C-Bills: 9,664,500 6. Roll Again [ 0] Infantry Squad  +1

Printed by FEAVYMETAL P:!O Copyright © 2009 RCW Enterprlses BattleTech@ 'Mech@ and BattieMech® are trademarks of WizKids, Inc.

MOVEMENT RECO '\'D 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 3456 91012 15 20
; 11123345 6
122233 456

3 12234456 9
4 223356 8 9 12
5 223456 8 9 12
6 233456 8 9 12
7 233456 8 912
8 23457 8 101216
9 33457 8

10 34560910

1 34586910

12




BATTLEMECH RECORD SHEET

Status: VALIDATED Tomo REAR [

Walking: ¢ Clan
(5) Center (5) Running: . .
T P9 Biped 'Mech
ARMOR nll\ﬂliealdl N sumping: 6 Level 2/ 3055
9 Weagons Inventory: (hexes)
ype Loc HtDmg Min ShtMed Lng

Left Leg

(24)

'MecH Data

Tyee: Conjurer (Hellhound)
mass: 50 tons
Movement Points: Tech, Config. & Level:

Total Armor
Pts = 163

2 ER Medium Laser
il 2 Streak SRM 2

RT
LT

5
2 2/nit -

4

Right
Torso Head Torso

1 Large Pulse Laser RA 10 10 - 6 14 20
7 - § 10 15

8 12

Bv2:
22

Ammo Type: Rounds:
Streak SRM 2 50

Right Arm
(14)

il Total Heat Sinks: 10 Double (20)
il 0000000000

[J operational  [] Disabled (24)

Right Leg
@4 Left

Damage
Transfer

[¢]

Diagram Internal Structure (83 Pts) g Name: MechWarrior Jif

1-3

46

PORWND SO LNS

POROND BBABNR

Gunnery Skill: 3 Piloting Skill:

4

Auto Eject: Weapon Heat:

Left Am GRimicaL Hir TABLE e
Shoulder 1. Shoulder
Upper Arm Actuator 2. Upper Arm A
Lower Arm Actuator Head 3. Lower Arm Actuator
Hand Actuator 1. Life Support 4. Hand Actuator
Ferro-Fibrous 2. Sensors 5. [Large Pulse Laser
Ferro-Fibrous 3. Cockpit 6. |Large Pulse Laser
Roll Again 4. Roll Again 1, Ferro-Fibrous _
Roll Again 5. Sensors 2. Ferro-Fibrous 30] Shutdown
Roll Again 6. Life Support 3. Roll Again 29|
Roll Again 4. Roll Again % Ammo Explosion, avoid on 8+
Roil Again 5, Roll Again <l
Roll Agam Center Torso 6. Roll Again | 26 | Shutdown, avoid on 10+
; :usnon Engine ) [ 25] -5 Movement Points
. Fusion Engine . | 24| +4 Modifier to Fire
Left Torso (CASE) 1 3 3. Fusion Engine R|ght TorSO | 23] Ammo Explosion, avoid on 6+
Jump Jet 4. Gyro 1. Jump Jet | 22| Shutdown, avoid on 8+
Jump Jet 5. Gyro 2. Jump Jet 21| .
Streak SRM 2 6. Gyro 13 3. ER Medium Laser 1 20| -4 MOVE""*M Points
Streak SRM 2 1. Gyro 4. ER Medium Laser 12 Amme Explosion, averd on 4+
EIT;")S(tS;eak 2)50 2. Fusion Engine g EZZZ 2;22‘ (17| +3 Modifier to Fire
0 Ste 48 3. Fusion Engine y | 16}
Ferro-Fibrous 4. Fusion Engine 1. Ferro-Fibrous [ 151 -3 Movement Points
Ferro-Fibrous 5. Jump Jet 2. Roll Again 1141 Sh‘ad:‘-';n' '““"’l;f’ on 4+
Roll Again 6. Jump Jet 463 RollAgain —:';'— +2 Modifier to Fire
Roll Again 4. Roll Again 111
Roll Again f : 5. Roll Again o1 .
Roll Again Engine Hits O QO 6. Roll Again | 10| -2 Movement Points
Gyro Hi'ts 0o :: +1 Modifier to Fire
Left Leg Sensor Hits OO Right Leg ]
Hip Life Support O 1. Hip = - .
Upper Leg Actuator 2. Upper Leg Actuator '% 1 Movement Point
Lower Leg Actuator Batlle Value: 1,813 3. Lower Leg Actuator ER
Foot Actuator BV for3/4: 2,502 4. Foot Actuator 2]
Endo Steel Weapon Value: 1,489/1,424 5. Endo Stee/ 1
Endo Steel Cost, C-Bills: 5,320,500 6. Endo Steel 0

Printed by FEAVYRMETAL PR0. Copyright @ 2009 RCW Enterpnsss BattleTech@ 'Mach® and BattleMsch@ are trademarks of WizK;ds, Inc.

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

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

TSN AW

-
N

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

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

1 LT
LT
CcT
LA
LA

HD

LA RT
LT RT
CcT (1)
RT RA
RA RA
HD HD

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

1-3
4-6

LL
LL

RL RL
LL RL

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

BattleMech Damage

Sensor Hit
Shoulder

Prone

Target

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

Prone

Immobile

Partial Cover
Infantry Squad

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

In Depth 1 Water +1

in Depth 1 Water

+2
+4 weapons in arm

+5 (Level 3)

+6 (Level 3)

+7 (Level 3)

+1 additional
-1

—2 adjacent hex
+1 other hexes

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

MOVEMENT RECORD

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

2

3

4

5

6

7

8

9

10

11

12

2D62 3 4 5

MISSILE HITS TABLE
Roll  Number of Missiles Fired

DR WWLWLONNMNNN =
O A AW WWWNDNN =

W W WNNDNDNDN-a s

6 9101215 20
33 456
33 45 6
4 456 89
56 8 9 12
56 8 912
56 8 9 12
56 8 9 12
7 8
7 8
9 10
9 10

oA A D WWDNN




"MecH DaTA
Type: Crab CRB-27

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

BATTLEMECH RECORD SHEET uass: 50 tons S
REAR Right Movement Points: Tech, Config. & Level: (crit) (crit) (crit)

Status: VALIDATED Torso Torso Walking: & Inner Sphere 3 LL RA RL
A“Mun nIABBAM ) Center (0] 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 CcT RT

B 1 Large Laser RA 8 8 - 5 10 15 8 cT LT cT

Total Amor 1 Large L. LA 8 8 5 10 1§ 9 RT LL LT

- @ Laser -

Pts = 161 1 Me:‘ L CcT 3 5 3 6 9 10 RA LA LA

Lot Riht i -aser : 1 | RL LA L

Torso Head Torso 1 Small Laser HD 1 3 - 1 2 3 12 HD HD HD

PUNCH LOCATIONS (1D6)

Left Arm C \ O Right Arm Roll Left Front/Rear Right
(18) o (16)
0o oo , _ _ 1 LT LA RT
SolTamr o i) Total Heat Sinks: 16 Single LT LT RT
Tgrso IO 0000000000 000000 cT cT cT
0 .
@0 o Auto Eject: Weapon Heat: LA RT RA

o
()]
¢]
oOO ] [ Operational  [] Disabled LA RA RA
[o)e] 0
o A HD HD  HD
(o )¢} [o]Ke] e e e
O o
oOo 000 Damage
Transfer
o o Diagram Name: Sergeant James Caldwell KICK LOCATIONS (1D6)
Roll Left Front/Rear Right

Gunnery Skill: 3 Piloting Skill: 4

G CRinicAL HiT Taste A S w3 [L R R
1. Shouider 1. Shoulder . 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 517]10]H"
1-3 3. Lower Arm Actuator Head 13 3. Lower Arm Actuator |} - e —
™ 4. [Large Laser 1. Life Support 4. Hand Actuator
5. [Large Laser 2. Sensors 5. |Large Laser
6. Roll Again 3. Cockpit 6. |Large Laser “H“ SBAI-E Attaé\:e-l;ACK MODIFIERS
1. Roll Again 4. Small Laser 1. Roll Again Tovement
2. Roll Again 5. Sensors 2. Roll Again 30] Shutdown Stationary None
4.6 % RolAgain 6. Life Support 463 RollAgain 29 Walked +1
4. Roll Again C t T 9 4. Roll Again % Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enter 10rso 5. Roll Again =i Jumped +3
! j 26| Shutdown, avoid on 10+
6. Roll Again ; ?uslon Engme 6. Roll Again [75] -5 ;ovamant Points Bgt;::ax)ic':tbamagez
. Fusion Engine 24| +4 Modifier to Fire
Left Torso 4.3 > Fusion Engine Right Torso [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. Single Heat Sink 4. Gyro 1. Single Heat Sink [22] Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. Ferro-Fibrous 5. Gyro 2. Ferro-Fibrous [ 21] . r"%“e w f
133 Ferro-Fibrous 6. Gyro 133 Ferro-Fibrous _fg. :M"V‘E':ﬂ:“ 'f::‘"‘:vo_d on 4t n Depth 1 Water +
- e - il | 439 | mmo plosi ly |
g' ’;ZZg_ZZgZ; 1. Gyro g' ,’;‘:Zg;;g:gzz [48] Shutdown, avoid on 6+ Target
6. Ferro-Fib 2. Fusion Engine 6. Ferro-Fibrous 17] +3 Modifier to Fire Movement
. rro-ribrous 46 3. Fusion Engine - e 16 0-2 hexes 0
1. Ferro-Fibrous 4. Fusion Engine 1. Ferro-Fibrous [ 15| -3 Movement Points - 3-4 hexes +1
2. Ferro-Fibrous 5. Medium Laser 2. Ferro-Fibrous 14 Shutdown, avoid on 4+ 5-6 hexes +2
4.5 > RollAgan 6. Roll Again 4.6 3 FRollAgain | 131 +2 Modifier to Fire 7-9 hexes +3
4. Roll Again 4. Roll Again 2 lo-13hexes 4 (Lovel 3
5. Roll Again i P 5. Roll Again Q X eve
. RZII Aga:n Engine Hits O OO o ol Aga:'n -2 Movement Points 1924 hexes  +6 (Level 3)
Gyro H|'ts o0 . +1 Modifier to Fire ii:‘g::;es ::ll g:ﬁjvizlo?\)al
Leﬂ Leg LSfen;or Hits 8 © nght Leg Sprinted -1
1. Hip ife Support 1. Hip P s Prone -2 adjacent hex
2. Upper Leg A 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,198 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVifor3/4: 1,653 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Single Heat Sink Weapon Value: 860 / 860 5. Single Heat Sink Partial Cover +3 Punch locations|
6. Single Heat Sink Cost, C-Bills: 4,050,874 6. Single Heat Sink infantry Squad  +1

Printed by FEAVYRIETAL P30. Copyright © 2009 RCW Entarpnsas BattIeTech® 'Mech® and BattleMech@ are trademarks of WizKids, inc.

MISSILE HITS TABLE
Roll Number of Missiles Fired
2D62 3 4 56 910121520

MOVEMENT RECORD

Turn | Type [ Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S. = Heat | To Hits Damage & Notes:
W/R/J! Hex | Heat | Heat | Heat Heat | Heat Pts Level
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'"MecH Data HIT LOCATIONS (2D6)

Right

Type: Crab CRB-27 Roll Left Front/Rear lgT

BATTLEMECH RECORD SHEET wass: 50 tons S
REAR ‘ Movement Points: Tech, Config. & Level: (cnt) (c”t) (c" )

Status: VALIDATED T?go onter T?é§° Walking: 5 Inner Sphere 3 LL RA RL
ARMOR DIAGRAM Ruwing: §  Biped 'Mech 4 LA RA  RA
Head Jumping: ( Level 2/ 3050 5 LA RL RA

g Weaeons Inventory: (hexes) 6 LL RT RL

ype Loc Ht Dmg Min Sht Med Lng 7 LT CT RT

1 Large Laser RA 8 8 - 5 10 15 8 CT LT CT

Total Armor 1 Lareo L 9 RT LL LT

- arge Laser

Pts = 161 . : § 0 | RA LA LA

Leﬁ nght ledium Laser 11 RL LA LL

Torso Head Torso 1 Small Laser 12 HD HD HD

PUNCH LOCATIONS (1D6)

Right Arm Roll Left Front/Rear Right

(16)

. _ 1 LT LA RT

ll Total Heat Sinks: 16 Single LT LT RT

0000000000 000000 cT cT cT

Auto Eject: Weapon Heat: LA RT RA

Left Leg i [ Operational ] Disabled LA RA RA
(24) HD HD HD

Damage |
T i .
D::;:a: Name: Private Annette McHenry KICK LOCATIONS (1D6_)

Roll Left Front/Rear Right

4 4

Gunnery Skill: Piloting Skill:

Left Arm Hits Taken 2]3]a]s 1-3 LL RL RL
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2, Upper Arm A # L2 A I
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
4, E.arge Laser 1. Life Support 4. Hand Actuator
5. |Large Laser 2. Sensors 5. [Large Laser
6. Roll Again 3. Cockpit 6. |Large Laser Attagl;reTrACK MODIFIERS
1. Roll Again 4. Small Laser 1. Roll Again Movement
5. S 351 v
2. Roll Again - Sensors 2. Roll Again [30] Shutdown Stationary None
4.6 3 FollAgain 6. Life Support 463 RollAgan [29] Walked +1
4. Roll Again 4. Roll Again 1 281 Ammo Explosion, avoid on 8+ Ran +2
5. Rott Aga{n Center Torso 5 RollAga{n % Shutdown, avoid on 10+ Jumped +3
6. Roll Again 1. Fusion Engine 6. Roll Again 551 -5 Movement Points BattleMech Damage
2. Fusion Engine [%4] +4 Modifier to Fire Sensor Hit +2
Left Torso 13 3. Fusion Engine R[ght TorSO [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. Single Heat Sink 4. Gyro 1. Single Heat Sink | 22| Shutdown, avoid on 8+ PArm Act. (each) +1 weapons in arm
2. Ferro-Fibrous 5. Gyro 2. Ferro-Fibrous |21 ) 1 r%neth 1 Wat +1
1-3 3 Fero-mbrous & Gyro 1-3 3 Femoibrous T3] A Explosion, avoid on 4+ n et T e
- W=7 - - [ 19 | ion, avold on
g' ig;g_zg:gzg 1. Gyro g iz;:g_gz:gzz [48] Shutdown, avoid on 6+ Target
g ) 2. Fusion Engine . ; 17| +3 Modifier to Fire Movement
6. Ferro-Fibrous 3. Fusion Engine 6. Ferro-Fibrous 67 0-2 hexes 0
1. Ferro-Fibrous 484 Fusion Engine 1. Ferro-Fibrous | 451 -3 Movement Points 3-4 hexes +1
2. Ferro-Fibrous 5. Medium Laser 2. Fermo-Fibrous | 44] Shutdown, avoid on 4+ 5-6 hexes +2
46 3. Roll Again 6. Roll Again 46 3. Roll Again :_; +2 Modifier to Fire 7-9 hexes +3
4. Roll Again 4. Roll Again 2 mjg 2::2: :g (Level 3)
g. SZZ 23:;2 EngineHits O QO g EEZ )’:g::: -2 Movement Points 19-24 hexes +6 (Level 3)
GyroHits OO . +1 Modifier to Fire ﬁﬁ:ﬂhz)ées :Z (al:iedvigt)?‘l)al
Left Leg Sensor Hits OO nght Leg Sprir‘:ted 2
1. Hip Life Support O 1. Hi . . Prone -2 adjacent hex
2. Upper Leg Actuator - 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 1,198 3. Lower Leg Actuator Immobile —4
4. Foot Actuator BVfor4/4: 1,378 4. Foot Actuator In Depth 1 Water +2 Punch locations
5. Single Heat Sink Weapon Value: 860 / 860 5. Single Heat Sink > Partial Cover +3 Punch locations]
6. Single Heat Sink Cost, C-Bills: 4,050,874 6. Single Heat Sink Infantry Squad  +1

Printed by FEAVYMETAL PRO. Copyright © 2009 RCW Enterprises. fBatﬂeTet:h@, ‘Mech® and BattleMech® are trademarks of WizKids, inc.
ission to ph or | 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 45 6
122233 456
3 122344526 9
4 2233568 9 12
5 223456 8 912
6 2334568 912
7 233456 8 9 12
8 234578
9 334578
10 34569
1" 34569
12




"Mech Data
Type: Crab CRB-27

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

BATTLEMECH RECORD SHEET mess: 50 tons S I
REAR Right Movement Points: Tech, Config. & Level: (cr' ) (c"t) (cri )
Status: VALIDATED TC(JSO Conter T((J;o Walkfng: 5 Inner Sphere 3 LL RA RL
ARMOR DIAGRAM Running: g Biped 'Mech 4 LA RA RA
Head Jumping: Q Level 2/ 3050 5 LA RL RA
) Weaeons Inventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng 7 LT CcT RT
1 Large Laser RA 8 8 - 5 10 15 8 CcT LT cT
Total Armor 9 RT LL LT
Pts = 161 1 Large Laser LA 8 8 - 5 10 15 10 RA LA LA
1 Medium Laser ¢cT 3 5 -3 & 9 1 RL LA LL
Left Right
Tofso Head Tc')?so il 1+ Small Laser WD 1 3 - 1 2 3 12 HD HD HD

PUNCH LOCATIONS (1D6)

Left Arm Roll Left Front/Rear Right
(18) : i 1 LT LA RT
H Total Heat Sinks: 16 Single LT LT RT
0000000000 000000 cT cT cT
Auto Eject: Weapon Heat: LA RT RA
Left Leg " [ operational [ Disabled (20) LA RA RA
(24) HD HD HD

Damage

Transfer . KICK LOCATIONS (1D6)

i name: Sergeant Juels Martian

Diagram Internal Structure (83 Pts me; ¢} Roll Left FrontRear Right

3 3

Gunnery Skill: Piloting Skiil:

Left Am GRiTicAL Hir TABLE e taen T2 T T TS 3 [ L R R
1. Shoulder 1. Shoulder . 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 7o
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator T ——
™ 4, [Large Laser 1. Life Support "V 4. Hand Actuator
5. |Large Laser 2. Sensors 5. |Large Laser
6. Roll Again 3. Cockpit 6. |Large Laser Attagl;re-l:'ACK MODIFIERS
1. Roll Again 4. Small Laser 1. Roll Again - Movement
2. Roll Again 5. Sensors 2. Roll Again [30] Shutdown Stationary None
453 RollAgain 6. Life Support 463 RolAgain [29] Walked +1
4. Roll Again Center T 4. Roll Again _217?_ Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enter 10rso 5. Roll Again =L Jumped +3
i i | 26 | Shutdown, avoid on 10+
6. Roll Again ; iuslon Engme 6. Roll Again [25] -5Movement Points Bgt:lnesnf;cl.l;itDamag*_ez
. usion Engine 24 | +4 Modifier to Fire
Leﬁ TOTSO 13 3. Fusion Engine nght TOI'SO [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. Single Heat Sink 4. Gyro 1. Single Heat Sink 122] Shutdown, avoid on 8+ PA"" Act. (each) +; weapons in arm
2. Ferro-Fibrous 5. Gyro 2. Ferro-Fibrous | 21 |
13 3 ForoFibrous 5. oo 13 3 FeroFirous 251 Ao Evatosion, avoid on 4+ In Depth 1 Water *1
- il "y o | 39 ) 0 Explosion, n
4. Ferro-Fibrous 1. Gyro 4. Ferro-Fibrous 151 Shutdown, avoid on 6+ Target
5. Ferro-Fibrous 5. Ferro-Fibrous > g
o ForroFib 2. Fusion Engine 6. Ferro-Fiby 17| +3 Modifier to Fire Movement
e erro-F1orous 4_6 3. Fusion Engine N €rro-FIorous __1__6— 0-2 hexes 0
1. Ferro-Fibrous 4. Fusion Engine 1. Ferro-Fibrous | 15] -3 Movement Points 3-4 hexes +1
2. Ferro-Fibrous 5. Medium Laser 2. Ferro-Fibrous | 14] Shutdown, avoid on 4+ 5-6 hexes +2
4.6 3 RollAgain 6. Roll Again 4. 3 RollAgain 113} +2 Modifier to Fire 7-9 hexes +3
4. Rofl Again 4. Roll Again 112 ] :2:13 Eexzz :g (Lovel 3)
5. Roll Again oo Hi 5. Roll Again ; ex{ eve
o R Aga:n Engine Hits OO O . Rg// Agg;a;n -2 Movement Points 19-24 hexes  +6 (Level 3)
GyroHits OO +1 Modifier to Fi 25+ hexes +7 (Level 3)
Left Leg Sensor Hits O O nght Leg T gu"'lpte ‘31 1 additional
printe -
1. Hip Life Support O 1. Hip . N Prone -2 adjacent hex
2. Upper Leg Actuator - 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 1,198 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor3/3: 1,869 4. Foot Actuator In Depth 1 Water +2 Punch locations
5. Single Heat Sink Weapon Value: 860 / 860 5. Single Heat Sink Partial Cover +3 Punch locations|
6. Single Heat Sink Cost, C-Bills: 4,050,874 6. Single Heat Sink Infantry Squad ~ +1

Printed by I-:AV"I'IEIAL P0. Copyright © 2009 RCW Enterprlsas BattleTech@ 'Mech® and BattleMech® 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
; 111233 4 5 6
122233 45 6
3 12234456 9
4 2233568 912
5 223456 8 9 12
6 233456 8 9 12
7 233456 8 9 12
8 234578 101216
9 33457 8 101216
10 3456910121520
" 3456910
12




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

"MecH Data

Tyee: Stormcrow (Ryoken) B

BATTLEMECH RECORD SHEET mass: 55 tons 2 e
Status: VALIDATED T REAR T'Q Movement Points: Tech, Config. & Level: (chII_) (:Z) (cerl-)
AHM“H nIAG“AM Running: g Biped OmniMech 4 LA RA RA
Head Jumping: () Level 2/3050 5 LA RL RA
9 Weagons [nventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min Sht Med Lng| 7 LT CT RT
Total A 1 Ultra ACI20 LA 720 - 4 8 12 8 cT LT cT
Pts = -?220]' 6 ERMediumlLaser RA § 7 - § 10 15 9 RT LL LT
= 10 RA LA LA

Left Right

Torso Head Torso

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

Bv2:
189

Rounds:
10

 Ammo Type:
Ultra AC/20

Left Arm
(18)

Right Arm
(18)

000000000

1 LT LA RT

j§ Total Heat Sinks: 13 Double (26) LT LT RT

! 0000000000 000 cT cT cT

 Auto Eject: Weapon Heat: LA RT RA

Left Leg i [ operational [ Disabled (44) LA RA RA

(25) HD HD HD

Name: Star Colonel Cara
2 Piloting Skill:

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

3

Gunnery Skill:

1-3 LL RL RL
Leﬁ Arm Hits Taken | 1 2 3 4 5 6
1. Shoulder 1. Shoulder N rEE; 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm A
1.8 3 [UitraAci20 Head 4.3 3 Lower Arm Actuator
Clem s 4 i
. ra 2. Sensors 3 edium Laser
6. |uitra AC/20 3. Cockpit 6. ER Medium Laser HEAT SGAI.E Attagl-(reTrACK MODIFIERS
1. |Ultra AC/20 4. Roll Again 1. ER Medium Laser Movement
2. |Uitra AC/20 5. Sensors 2. ER Medium Laser [30] Shutdown Stationary None
4 % |UiraAci0 6. Life Support 4.6 3 ER Medium Laser [29] Walked +1
4, |Uitra AC/20 C " T "V 4, ER Medium Laser % Ammo Explosion, avoid on 8+ Ran +2
5.  Roll Again enier 10rso 5. Roll Again L <L Jumped +3
6. Roll Again 1. XL Engine 6. Roll Again 26 Shutdown, aveld on 10+ BattleMech Damage
2 Xe gl [ 25] -5 Movement Points Sensor Hit +2
ngine f [ 24| +4 Modifier to Fire N
Left TOI'SO (CASE) 1 3 3. XL Engine R|ght TOI'SO 1 23| Ammo Explosion, avoid on 6+ Shoulder +4 weapons inarm
1. XL Engine 4. gyro 1. XL Engine % Shutdown, avoid on 8+ P:::;Ad. (each) :; weapons in arm
2. XL Engine 5. Gyro 2. XL Engine |21 .
1.3 3 Ammo (Uit AC/20) 5 6. Gyro 1.3 3 [Pouble Heat Sink % :t"l:ﬂogzr::r;;:;nt:void o In Depth 1 Water +1
o - " m y
4. Ammo {Ult AC/20) 5 1. Gyro 4. |Double Heat S!nk 18] Shutdown, avoid on 6+ Target
5. Endo Steel 5. |Double Heat Sink —=1 g
. ) 2. XL Engine y " 17| +3 Modifier to Fire Movement
6. Ferro-Fibrous 3. XL Engine 6. {Double Heat Sink 15 ] 0~2 hexes 0
1. Ferro-Fibrous 46 4. XLEngine 1. [Double Heat Sink 15} -3 Movement Points 3-4 hexes +1
2. Fermo-Fibrous 5. Endo Steel 2. [Double Heat Sink [ 141 Shutdown, avoid on 4+ 5-6 hexes +2
3. Roll Again 6. Ferro-Fibrous 3. Endo Steel 131 +2 Modifier to Fire 7-9 hexes +3
464 Ra Again 465 Femo-ribrous —%— 12:13 2322 :‘; (Level 3)
5. Roll Again ; o 5. Ferro-Fibrous ™10 ] .
6. RoI/Agam EngineHits 00O | o Ferro-F:'meuls —192' -2 Movement Points 19-24 hexes +$ (Il:evel 3)
i = +
GyroHits OO . | 8 | +1 Modifier to Fire ﬁimh:‘es :1 gd?i?ilt;r?al
Left Leg Sensor Hits 0 O Right Leg A Sprinted 1
1. Hip Life Support O 1. Hip =1 - . Prone -2 adjacent hex
2. Upper Leg Actuator e Value: 2. Upper Leg Actuator % 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 2,281 3. Lower Leg Actuator 3] Immobile -4
4. Foot Actuator BVfor2/3: 4,451 4. Foot Actuator 2 | In Depth 1 Water +2 Punch locations|
5. Endo Steel Weapon Value: 2,375 /2,375 5. Endo Steel I N Partial Cover +3 Punch locations|
6. Endo Steel Cost, C-Bills: 15,447,009 6. Endo Steel [ 0] Infantry Squad  +1

Printed by FEAVYMETAL PRO. Copyright © 2009 RCW Enterprises. fBattleT(u‘.h@, 'Mech® and BattleMech® are trademarks of WizKids, Inc.
15 i i to ph or | usa,

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 34569101215 20
; 1711233 45 6
122233 45 6

3 122344 5 6 9
4 223356 8 9 12
5 223456 8 9 12
6 233456 8 9 12
7 233456 8 9 12
8 23457 8101216
9 33457 8 101216
10 3456910

11 3456910

12




'"MecH Data HIT LOCATIONS (2D6)

. Front/R Right

Type: Rifleman IlIC Roll Left Front/Rear Rig

BATTLEMECH RECORD SHEET Msss: 65 tons S I
REAR Right Movement Points: Tech, Config. & Level: (crit) (crit) (crit)

Status: VALIDATED 'EC:FOS)O c Toroso Walking: 3 Clan 3 LL RA RL

t 1 .

ARMOR DIAGRAM o /o Ruming: 5 Biped ‘Mech 4| LA RA RA
Head Jumping: 3 Level 2/ 3055 5 LA RL RA

Weaeons Inventory: (hexes) 6 LL RT RL

ype Loc HtDmg Min Sht Med Lng 7 LT CcT RT

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

Total Amor 2 Large Pulse Laser RA 10 10 9 RT LL LT

Pts =211

1 Active Probe ¢cT 0 -« - - - 8§ 10 RA LA LA

Left Right 1 ER Small L HD 2 5 " RL LA L

Torso Head Torso mal Laser 12 HD HD HD

PUNCH LOCATIONS (1D6)

0000000000
0000000000

i Left Arm o Right Arm Roll Left Front/Rear Right
(20) (o) (20)
; o _ 1 LT LA RT
| 00 Total Heat Sinks: 19 Double (38) LT LT RT
| 00 0000000000 000000000 CcT cT CT
o0 .
! o Auto Eject: Weapon Heat: LA RT RA
(e){e]
; Left Leg oOo 000 Right Leg [J Operational ] Disabled (42) LA RA RA
@0 / O o\ @0 HD HD HD
OOO OOO w n
ogo ogo Bamege ARRIOR LATA
ransfer . ICK LOCATIONS
2 o Diagram internal Structure (104 Pts) f Neme: MechWarrior Jon Ro:I( ¢ Le(f)tc FrontIRezE: ?;f) ht
E H .I. Gunnery Skill: 4 Piloting Skill: 4 13 L RL RgL
Left Am RincAL Hir TABLE S s i -
1. Shoulder 1. Shoulder ) 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 517110
1-3 3. [Double Heat Sink Head 1-3 3 [Pouble Heat Sink
4. |Double Heat Sink 1. Life Support "2 4. |Double Heat Sink
5. [Large Pulse Laser 2. Sensors 5. |Large Pulse Laser
6. [Large Pulse Laser 3. Cockpit 6. |Large Pulse Laser “H“ SBAI.E Attagl.(re-l;'ACK MODIFIERS
1 1. [Large Pulse Laser 4. ER Small Laser 1. [Large Pulse Laser - Movement
2. |Large Pulse Laser 5. Sensors 2. |Large Pulse Laser [30] Shutdown Stationary None
463 EndoSteel 6. Life Support 4.3 EndoStee! [29] Walked 1
4. Endo Steel 4, Ferro-Fibrous | 28| Ammo Explosion, avoid on 8+ Ran +2
5. Ferro-Fibrous Center Torso 5. Ferro-Fibrous _% Shutdown. avoid on 10+ Jumped +3
; 6. Ferro-Fibrous ; gUSl on :ngm e 6. Ferro-Fibrous 551 -5 Movemant Points Bgt;l:sl\gicmtDamag.*ez
. Fusion Engine 24 -4 Modifier to Fi
Left TOrSO 43 Fusion Engine Right Torso 551 Amme Exptoston, avoid on 6+ Shoulder +4 weapons in arm
‘ 1. [Double Heat Sink 4. Gyro 1. [Double Heat Sink [22] Shutdown, avold on 8+ Arm Act. (each) 13 weapons in arm
! 2. |Double Heat Sink 5. Gyro 2. |Double Heat Sink 121 . rr%ne b1 Water +1
i 4.3 3 [Double Heat Sink 6. Gyro 4.3 3. [Double Heat Sink -2 :ﬂ'j"‘;gg:r::::‘:wm onde n Depth 1 Water
. ™ 4. IDouble Heat Sink ™ 4. |Double Heat Sink = o Target
3 N 1. Gyro . 418 | Shutdown, avoid on 6+ larget
. 5. {Double Heat S!nk 2. Fusion Engine 5. [Double Heat ank [17] +3 Modifier to Fire Movement
i 6. [Double Heat Sink 3. Fusion Engine 6. |Double Heat Sink 16 0—2 hexes 0
| 1. [Double Heat Sink 46 4. Fusion Engine 1. [Double Heat Sink [15] -3 Movement Points 34 hexes +1
2. |Double Heat Sink 5. Jump Jet 2. |Double Heat Sink [ 141 Shutdown, avoid on 4+ 5-6 hexes +2
: 3. Jump Jet 6. Active Probe 3. Jump Jet 1431 +2Modifier to Fire 7-9 hexes +3
B 46 4 Endo Stcer 464 Endo Steel 2] 1o-t3hexes 4 (Level 3
: 6. Endo Steel ine Hi 5. Endo Steel 0] - i
6. Ferro-Fibrous Engine H!ts ©00 6. Ferro-Fibrous Ex 2 Movement Points 19-24 hexes  +6 (Level 3)
i GyroHits OO ™8 | +1 Modifier to Fire 25+ hexes A (Le‘{e-l 3)
‘ Left Leg Sensor Hits O O Right Leg __z_ ‘é:rr':stee% i} additional
! 1. Hip Life Support O 1. Hip wa P N Prone -2 adjacent hex
2. Upper Leg Actuator 2. Upper Leg Actuator % 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 2,307 3. Lower Leg Actuator ER immobile -4
4. Foot Actuator BVford/4: 2,653 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations|
5. [Double Heat Sink Weapon Value: 3,345/ 3,345 5. [Double Heat Sink 1] Partial Cover +3 Punch locations|
6. {Double Heat Sink Cost, C-Bills: 5,741,588 6. [Double Heat Sink L o] Infantry Squad ~ +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 45 6 9 10 12 15 20
; 111233 456
122233 456
3 12234456 9
4 223356 8 912
5 223456 8 912
6 233456 8 912
1 7 233456 8 912
‘ 8 23457 81012 16
9 33457 8101216
10 3456910
1 3456910
12
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HIT LOCATIONS (2D6)
Roll Left Front/Rear Right

'MecH Data

Tyre: Rifleman lIC

BATTLEMECH RECORD SHEET wass: 65 tons S P A
REAR Right Movement Points: Tech, Config. & Level: (crit) (cri ) (cn )
Status: VALIDATED Torso h chroso Walking: 3 Clan 3 LL RA RL
10 t .
ARMOR DIAGRAM N g 5 Biped ‘Mech ¢ | RA A
H Jumping: 3 Level 2/ 3055 5 LA RL RA
ead
g Weagons Inventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng| 7 LT CT RT
2 Large PulseLaser LA 10 10 - 6 14 20 8 cT LT cT
Total Armor 2 Large Pulse L. RA 10 10 6 14 20 9 RT LL LT
- arge Puise Las -
Pts = 211 ¢ * 10 | RA LA LA
1 Active Probe cT 0 - - - - 8
Left Right
To?so Head T‘;Erlso 1 ERSmallLaser HD 2 5

PUNCH LOCATIONS (1D6)
Roll Left Front/Rear Right
1 LT LA RT
LT LT RT
CT CT
LA RT
LA RA
HD HD

Right Arm
(20)

o

(¢)
[¢)

0000000000
0000000000,

(¢)

Total Heat Sinks: 19 Double (38)
0000000000 000000000
Auto Eject: Weapon Heat:
D Operational D Disabled (42)

(¢)
(@)

(o)

O
[¢)

)

oO

(¢]
(e]
(¢]
(o]

o

(¢)

Left Leg
(30)

Right Leg
(30)

CcT
RA
RA
HD

(¢)

o)

)

O

o
o

OO

(¢]

Damage
Transfer
Diagram

%

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

Name: MechWarrior Rill

4 Piloting Skill:

5

Gunnery Skill:

Printed by FEAVYMETAL PRO. Copyrlght@ 2009 RCW Enterpnses BattleTech@ 'Mech® and BattleMech® are trademarks of WizKids, Inc.

GRITicAL HiT TABLE B 3 [ RLOR
1. Shoulder 1. Shoulder X 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness#| 3 | 5 | 7 | 10 | 11 |Dead
1-3 3. [Double Heat Sink Head 4-3 3 [Pouble Heat Sink —_—
" 4, |Double Heat Sink 1, Life Support 4. |Double Heat Sink
6. |Large Pulse Laser 2. Sensors 5. |Large Pulse Laser
6. |Large Pulse Laser 3. Cockpit 6. |Large Pulse Laser AttaQIE;-ACK MODIFIERS
1. [Large Pulse Laser 4. ER Small Laser 1. [Large Pulse Laser Movement
2. |Large Pulse Laser 2 Eief:ssc::s ont 2. |Large Pulse Laser 30] Shutdown Stationary None
48 3. Endo Steel L PP 45 3. Endo Steel [ 29 | . Walked +1
4, Endo Steel Center T 4.  Ferro-Fibrous %_ Ammo Explosion, avoid on 8+ Ran +2
5. Ferro-Fibrous enter 1orso 5. Ferro-Fibrous LN Jumped +3
. - 26 | Shutdown, avoid on 10+
6. Ferro-Fibrous ; . Eus!on Eng:ne 6. Ferro-Fibrous el 5 Mwan:‘am Points Bgt:fx;‘;:‘itl:amaiez
. usion Engine . 24| +4 Modifier to Fire
Leﬂ TOFSO 1.3 3. Fusion Engine R|ght TOI'SO 23| Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. [Double Heat Sink 4. Gyro 1. [Double Heat Sink [22] Shutdown, avoid on 8+ phm Act. (each) +1 weapons in arm
2. [Double Heat Sink 5. Gyro 2. |Double Heat Sink 21 | ) I et 1 Water + 1
4.3 3 [Double Heat Sink 6. Gyro 4.3 3 [Double Heat Sink 20 :mMnf:XeE':::;’;:::‘"':wid onas n Depth 1 Water
4. |Double Heat S!nk 1. Gyro 4. |Double Heat S!nk 351 Shutdown avoid’on P Target
5. [Double Heat Sink 2. Fusi . 5. [Double Heat Sink ——1 i - M
. . Fusion Engine . 17| +3 Modifier to Fire ovement
6. |Double Heat Sink 3. Fusion Engine 6. |Double Heat Sink K3 0-2 hexes 0
1. [Double HeatSink 4D 4. Fusion Engine 1. [Double Heat Sink [151 -3 Movement Points 3-4 hexes +1
2. |Double Heat Sink 5. Jump Jet 2. |Double Heat Sink | 141 Shutdown, avoid on 4+ 5-6 hexes +2
45 3. Jump Jet 6. Active Probe 46 3. Jump Jet % +2 Modifier to Fire 7-9 hexes +3
™ 4. Endo Steel 4. Endo Steel = :gjg' Eexzz :g (Level 3)
5. Endo Steel ine Hi 5. Endo Steel . ex eve
. -2 t Points
6. Ferro-Fibrous Engine H{ts OO0 & rorofibrous Movement Poin 19-24 hexes  +6(Level 3)
GyroHits OO +1 Modifier to Fire 25+ hexes +7 (Level 3)
Left Leg Sensor Hits O O Right Leg Sorimted g oenal
1. Hip Life Support O 1. Hip p . Prone -2 adjacent hex
2. UpperLegA X 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 2,307 3. Lower Leg Actuator Immobile
4. Foot Actuator Weapon Value: 3,345/3,345 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. [Double Heat Sink Cost, C-Bills: 5,741,588 5. [Double Heat Sink ™ Partial Cover +3 Punch locations|
6. |Double Heat Sink 6. |Double Heat Sink Infantry Squad ~ +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 D62 3 456 9 10 12 15 20
; 1111233 45 6
1122233 45 6
3 11223445686 9
4 1223356 8 9 12
5 1223456 8 912
6 12334568 912
7 2233456 8 9 12
8 223457 8 101216
9 2334578 1012186
10 23456910
" 23456910
12




Type: Archer ARC-4M Roll Left Front/Rear Right
BATTLEMECH RECORD SHEE T uass: 70 tons 2 (L:t) o) o)
s VALID T REAR T Movement Points: Tech, Config. & Level: crl 1
tatus: ATED ?Gr?o Conter c()so Walking: 4 Inner Sphere 3 LL RA RL
AHMUB BIABHAM Runnfng: 6 Biped "Mech 4 LA RA RA
Head Jumping: ( Level 2/3050 5 LA RL RA
g Weagons Inventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng 7 LT CT RT
Total A 1 LRM20w/Artemis IV LT 6 1/hit 6 7 14 21 8 cT LT cT
rmor !
St: =216 Il 1 LRM 20w/ Artemis IV RT 6 1/hit 6 7 14 21 9 RT LL LT
2 Medium L. CT(R)3 § 3 6 9 10 RA LA LA
edium Laser -
Left Right i i 1 RL LA LL
Torso Head Torso 1 Medium Laser LA 3 5 3 6 9 12 HD HD HD
15) 15, 1 Medium Laser RA 3 5 = 3 6 O] | S,
5 196 o)1
(s [o] Oo
Oo o) o) OO
(o) fs)
g (%) g g ) g PUNCH LOCATIONS (1D6)
Left Arm Right Arm P\ O 0 kP \CY, [ Amme Type L L Roll Left Front/Rear Right
(22) e 22) o/ \9d%k°/ \ o 24 15
o ° o0 o _ 1 LT LA RT
Cc2 o Total Heat Sinks: 10 Double (20) LT LT RT
00 oL et % 02 Ront f _oooooooooo cT cT cT
o0 ()¢} .
o o a0 (OlgenspS,) (11 Ff Auto Eject: Weapon Heat: LA RT RA
Left Leg oO o OO o {Right Leg Oo grzs oo O operational  [] Disabled (24) LA RA RA
@0) / 20 oC \ (20) 0l@lo ) | e— HD HD  HD
oo o0 Left }O, o°{ Right
o0 o0 ol 0\ { o\ WaRRIOR DATA -
(15) (15)
OgO OgO ?amafge go Og
ransfer N -
o o Diagram Internal Structure (107 Pts) ll Name: Sergeant Darwin Adtikson KICK LOCATIONS (1D€)
@ st 3 Piloting Skill: 4 Roll Left Front/Rear Right
unnery Ui iloting U4
Left Am GrimeaL Hir TaBLE  EESRHITN I e e 3 [ LL RL RL
1. Shoulder 1. Shoulder ) 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # A N
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator o
" 4. Hand Actuator 1. Life Support 4. Hand Actuator
5. Medium Laser 2. Sensors 5. Medium Laser
6. Endo Steel 3. Cockpit 6. Endo Steel “H“ SBAI-E Attagl;r:rACK MODIFIERS
1. Endo Steel 4. Roll Again 1. Endo Steel - Movement
2. Endo Steel 5. Sensors 2. Endo Steel [30] Shutdown Stationary  None
4-8 3. Endo Stee! 6. Life Support 4.6 3. Endo Steel | 29 ] Walked 1
4. Endo Steel C t T 4. Endo Steel % Ammo Explosion, avoid on 8+ Ran +2
5. Endo Steel enter 1orso 5. Endo Steel L2l Jumped +3
26| Shutdown, avoid on 10+
6. Endo Steel ; :usnon Engme 6. Endo Steel z -5 Movement Points Bgt;l':esl\:l,ic‘_}i'nitDamagfz
. Fusion Engine 24| +4 Modifier to Fire .
Leﬂ Torso 13 3. Fusion Engine nght TOI‘SO [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. JLRM 20 4. Gyro 1. [LRM 20 [22]] Shutdown, avoid on 8+ PArm Act. (each) :; weapons in arm
2. [LRm20 5. Gyro 2. [LRm 20 21} rone
1.3 3 |-Rm20 6. Gzro 1.3 3 [LRM20 [20] -4 Movement Paints In Depth 1 Water +1
= - | 19| Ammo Explosion, avoid on 4+
g. tsm ig 1. Gyro g tsm §g | 18 | Shutdown, avoid on 6+ };ﬂe—t ¢
. N 2. Fusion Engine . N | 17| +3 Modifier to Fire ovemen
6. Artemis IV FCS 46 3. Fusion Engine 6. Artemis IV FCS 6] 0-2 hexes 0
1. Ammo (LRM 20) 6 ™ 4. Fusion Engine 1. Ammo (LRM 20) 6 | 18} -3 Movement Points 3—4 hexes +1
2. Ammo (LRM20) 6 5. Medium Laser {R) 2. Ammo (LRM 20) 6 | 141 Shutdown, avoid on 4+ 5-6 hexes +2
46 3. CASE 6. Medium Laser {R) 46 3. CASE [ 13| +2 Modifier to Fire 7-9 hexes +3
4. Roll Again 4. Roll Again 2 :2:12 22;2: :g (Level 3
. Rofl A s 5 . i o1 . eVve:
g Rgl/ Ag:llg Engine Hits O QO Z gzz ﬁgzjg L:_ -2 Movement Points 19-24 hexes +6 (Level 3)
Left L somortite 00 |  RightLL 6]+ ot o Fire Zoohemes | Tleveld)
e eg ensor Hits |g eg [ 7] Spri
printed -1
1. Hip Life Support O 1. Hip -8 N Prone -2 adjacent hex
2. UpperLeg A X 2. Upper Leg Actuator —i— -1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 1,705 3. Lower Leg Actuator 3] Immobile -4
4. Foot Actuator BVfor3/4: 2,353 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations|
5. Roll Again Weapon Value: 2,174/1,945 5. Roll Again 1] Partial Cover +3 Punch locations|
6. Roll Again Cost, C-Bills: 7,352,274 6. Roll Again [ o] Infantry Squad  +1

"MEcH DATA

HIT LOCATIONS (2D6)

Printed by FEAVYRIETAL PO. Copyrlght@ 2009 RCW Enterprlses BaﬁleTech@ 'Mech® and BattleMech® are trademarks of Wiszds Inc.

MOVEMENT RECORD

Type
WIRIJ

Num
Hex

Move

Heat

+ Misc
Heat

+ Prev
Heat

+ Weap
Heat

= Total
Heat

-H.S.

Pts

= Heat
Level

To Hits

Damage & Notes:

MISSILE HITS TABLE
Number of Missiles Fired

3

456 910121520

W W WNNMNNNDND-a

5 6
6

12
12
12
12
16
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w0 OO hWW
s
o
N
N

12

9
1123
2223
2234
2335
2345
3345
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3457
3457
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4569
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"MtcH Data
Tyre: Black Knight BL6-KNT

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

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

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

BATTLEMECH REGORD SHEET Mass: 75 tons 2
REAR Right Movement Points: Tech, Config. & Level: (cn )
Status: VALIDATED Torso Torso Walking: 4 Inner Sphere 3 LL
ARMOR DIAGRAM & G Ruming: 6 Biped 'Mech 4+ | La
Head Jumping: Q Levei 2/ 3050 5 LA
9 Weagons Inventory: (hexes) 6 LL
ype Loc HtDmg Min ShtMed Lng 7 LT
o | B RA 10 10 3 6 12 18 8 cT
0% Total Armor 9 RT
080 Pts = 208 Large Lasar LT 8 8 - §5 10 10 RA

020 1 Large Laser RT 8 8 - 5§ 10 15
080 Left Right 1 MediumLaser LT 3 5 - 3 & 9 RL
) Torso Head Torso HD

0 (16) (16) 1 MediumLaser RT 3 5 - 3 6 9

o 5 oo )
o o0 o % 1 Medium Laser LA 3 5 -3 6 9
Oo o Koo o %
08 oo{ocooo () 80 1 Medium Laser RA 3 5 - 3 6 8
5 o

Left Arm Right Arm g ool g 1 Small Laser WD 1 3 - 1 2 3
(24) (24) g ) OOO O, g 1_Beagle Active Probe CT 0 - - - 4 1 LT
) Total Heat Sinks; 20 Slngle LT
o 0000000000 0000000000 CT
IR o Auto Eject: Weapon Heat: LA
Left Leg Right Leg (355) go [ Operational  [] Disabled (39) LA
(24) (24) 2{ Right o

(16)

WaRRIOR DATA

name: Sergeant Geoff Dundee
3 Piloting Skill: 3

00
oO

o

Left

ef og
oO

[¢)
(o]

Damage
Transt

0.0,.0
OOOOOOOo

Diagram

Gunnery Skill:

LA
LT
CcT
RT
RA
HD

RT
RT

CcT
RA
RA
HD

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

Printed by I-:AV"I'IEEAI. P30. Copyright © 2009 RCW Enterprisas BanleTeeh@ 'Mech@ and BattleMach@ are trademarks of WizKids, Inc,

RL
LL

RL
RL

ATTACK MODIFIERS

+3

+2
+4 weapons

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

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

+1 additional

-1

-2 adjacent hex
+1 other hexes
-4

+2 Punch locations)
+3 Punch locations)

1-3 LL
Leﬂ Arm Hits Taken
1. Shoulder 1. Shoulder 46 LL
2. Upper Arm Actuator 2. Upper Arm A
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
- g ;ar;tli ActLuator 1. Life Support g :;réd Actuator
. Medium Laser 2. Sensors -
6. Endo Steel 3. Cockpit 6. |PPC HH’“ scm-[ Attacker
1. Endo Steel 4. Small Laser 1. |prc Movement
2. Endo Steel 5. Sensors 2. Medium Laser 30] Shutdown Stationary
4 % EndoStes! 6. Life Support 46 3 EndosSteel 29| Walked
4. ;oZ ﬁggin C t T 4, gngo ggee; %_ Ammo Explosion, avoid on 8+ Ran
5. Roll Again enter 1orso 5. Endo Stee | <] Jumped
26 | Shutdown, avoid on 10+
6. Roll Again ; IF:usxon Engme 6. Endo Steel 551 -5 Movement Points Bgt;lnesl\:l;tmtbamage
. Fusion Engine . 24 | +4 Modifier to Fire
Left Torso 1.3 & FusionEngine Right Torso 23] Ammo Explosion, avoid on 6+ Shoulder
1. Single Heat Sink 4. Gyro 1. Single Heat Sink | 221 Shutdown, avoid on 8+ p
2. Single Heat Sink 5. Gyro 2. Single Heat Sink 121} . rone
133 E.arge Laser 6. Gyro 13 3 E_arge Laser [20] -4 Movement Points In Depth 1 Water +1
’ -3 4 19| Ammo Explosion, avoid on 4+
¢t 4o Lo it St sz one Tarae
& Ee " ”St y 2. Fusion Engine o Endo Steol 17| +3 Modifier to Fire Movement
nao Stee 46 3. Fusion Engine . e [ 16 ] . 0-2 hexes
1. Endo Steel 4. Fusion Engine 1. Endo Steel | 15| -3 Movement Points 34 hexes
2. Endo Steel 5. [Beagle Active Probe 2. Endo Steel [14] Shutdown, avoid on 4+ 5-6 hexes
3. Roll Again 6. |Beagle Active Probe 3. Roll Again | 13| +2 Modifier to Fire 7-9 hexes
465 Ron Again 46, Roll Again 12:::8’ EZ;E;
g ggxﬁgam Engine Hits O OO 5. Rol Again -2 Movement Points 19-24 hexes
gain . 6. Rolf Again
GyroHits OO +1 Modifier to Fire 25+ hexes
N . Jumped
Left Leg Sensor Hits O O nght Leg Sprinted
; ’l:l“:per Leg Actuator Life Support_O ; Slppper Leg Actuator +1 Movement Point Prone
3. Lower Leg Actuator Battle Value: 1,561 3. Lower Leg Actuator Immobile
4. Foot Actuator BVfor3/3: 2,420 4. Foot Actuator In Depth 1 Water
5. Single Heat Sink Weapon Value: 1,504 /1,504 5. Single Heat Sink Partial Cover
6. Single Heat Sink Cost, C-Bills: 7,136,938 6. Single Heat Sink Infantry Squad

inarm

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/AJ| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
; 21111233 456
3/1122233 45 6
3 4/11223445 6 9
4 51223356 8 9 12
5 61223456 8 912
6 7/11233456 8 9 12
7 gl22334586 8 912
8 9(2 23457 8101216
9 10]2 33457 8 101216
10 11(2 3 45 6 9 10 12 15 20
1 12|12 3 456 9 10
12




BATTLEMECH RECORD SHEET

Status: VALIDATED

ARMOR DIAGRAM

Head
g

Q000

000000000
Q00000000

o}

Center
Torso
(29)

00
(e} o]

[¢]

Left Leg
(24)

0. 0.0 0O
OOOOOOOOO

(o]

(o}

[e)Re]

%

REAR

Torso

(8) Center

Right Arm
(24)

Damage
Transfer

Diagram

Left Arm GRimicaL Hiv TABLE
1. Shouider 1. Shoulder
2. Upper Arm Actuator 2 Upper Arm Actuator
1-3 3. Lower Arm Actuator Head 1 3 Lower Arm Actuator
4. Hand Actuator 1. Life Support 4. Hand Actuator
5. Medium Laser 2. Sensors 5, {PPC
6. Endo Steel 3. Cockpit 6. [PPC
1. Endo Steel 4. Small Laser 1. |pPc
2. Endo Stee! 5. Sensors 2. Medium Laser
483 Endo Steel 6. Life Support 46 3. Endo Steel
4. Roll Again 4. Endo Steel
5. Roll Again Center Torso 5. Endo Steel
6. Roll Again 1. Fusion Engine 6. Endo Steel
2. Fusion Engine .
Left Torso 4.3 > Fusion Engine Right Torso
1. Single Heat Sink 4. Gyro 1. Single Heat Sink
2. Single Heat Sink 5. Gyro 2. Single Heat Sink
13 3 E_arge Laser 6. Gyro 13 3. E.arge Laser
4. {Large Laser 4, |Large Laser
5. Medium Laser ; gg;?on Engine 5. Medium Laser
6. Endo Steel 46 3. Fusion Engine 6. Endo Steel
1. Endo Steel 4. Fusion Engine 1. Endo Steel
2. Endo Steel 5. [Beagle Active Probe 2. Endo Steel
46 3. Roll Again 6. |Beagle Active Probe 46 3. Roll Again
i 4. Roll Again 4. Roll Again
5. Roll Again s : 5. Roll Again
6. Roll Again EngineHits OOO| o poy’iain
GyroHits OO
Left Leg Sensor Hits O O Right Leg
1. Hip Life Support O 1. Hip
2. Upper Leg A 2. Upper Leg Actuator
3. Lower Leg Actuator Batlle Value: 1,551 3. Lower Leg Actuator
4. Foot Actuator BV for3/4: 2,140 4. Foot Actuator
5. Single Heat Sink Weapon Value: 1,504 /1,504 5. Single Heat Sink
6. Single Heat Sink Cost, C-Bills: 7,136,938 6. Single Heat Sink

Torso

&

Total Armor
Pts = 208

Left Right
Torso Head Torso

Internal Structure (114 Pts

Gunnery Skill:

Hits Taken
Consciousness#| 3 | 5 | 7 [ 10| 11

= fada sl lalalaln v oin s ino Ino Iho frofes)
1 0 N (2 ) B ) O (S g ) S e o il 6 23 1=

iy
Y
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(39)
Warrior Data

3

Piloting Skill:

'"MicH Data HIT LOCATIONS (2D6)
. Roll Left Fi R Right
Type: Black Knight BL6-KNT ol LoR FrootResr B!
mass: 75 tons 2 LT cT !
Movement Points: Tach, Config. & Level: (c"t) (c"t) (cnt)
Walking: 4 Inner Sphere 3 LL RA RL
Running: g Biped 'Mech 4 LA RA RA
Jumping: Level 2 /3050 5 LA RL RA
Weapons Inventory: (hexes) 6 LL RT RL
Qly Type Loc HtDmg Min ShtMed Lng 7 LT CcT RT
1 PPC RA 10 10 3 6 12 18 8 CcT LT cT
1 Large Laser LT 8 8 - 5 10 15 9 RT LL LT
1 Large L RT 8 8 5 10 15 10 RA LA LA
2rge haser . 11 RL LA LL
1 Medium Laser LT 3 5 -3 6 9 HD HD HD
1 Medium Laser RT 3 5 - 3 6 9
1 Medium Laser LA 3 5 - 3 & 9
1 Medium Laser RA 3 5 - 3 & 9 PUNCH LOCATIONS (1DG)
1 Small Laser WD 1 3 -1 2 3 Roll  Left Front/Rear Right
1_Beagle Active Fl'ruhe CT 0. - - - - 4 1 LT LA RT
Total Heat Sinks: 20 Single LT LT RT
0000000000 0000000000 CT CT CT
Auto Eject: Weapon Heat: LA RT RA
[ operational  [] Disabled LA RA RA

Name: Seergeant William Jameson

4

HD HD HD

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

1-3 LL RL RL

2

4-6 LL LL RL

HEaT SCALE

Shutdown
Ammo Explosion, avoid on 8+

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

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

-4 Movement Points

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

+3 Modifier to Fire

-3 Movement Points
Shutdown, avoid on 4+

+2 Modifier to Fire

-2 Movement Points

+1 Maodifier to Fire

-1 Movement Point

ATTACK MODIFIERS

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

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

Target

Movement
0-2 hexes 0
3-4 hexes +1
5-6 hexes +2
7-9 hexes +3
10-13 hexes  +4
14-18 hexes  +5(Level 3}
1924 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 +2 Punch locations
Partial Cover +3 Punch locations]
Infantry Squad ~ +1

MOVEMENT RECORD MISSILE HITS TABLE
Turn |Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| = Heat | To Hits Damage & Notes: Roli  Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 56 9 10 12 15 20
l 111233 425 86
122233 425 6

3 122344569
4 223356 8 912
5 223456 8 9 12
5 233456 8 912
7 233456 8 9 12
8 23457 8 101216
9 334578101216
10 345609

11 345609

12




BATTLEMECH RECORD

Status: VALIDATED

ARMOR DiAGRAM

REAR
Center

Torso

(9)

SHEET

Right

Torso

©)

Total Armor
Pts = 247

Left Right

Torso Head Torso

'MecH Data

tyee: Thug THG-11E

mass: 80 tons
Movement Points: Tech, Config. & Level:

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

ype

Weagons Inventory:
Loc HtDmg Min ShtMed Lng|

12 18
6 12 18
42t - 3 6 9
3 6 9

(hexes)

LA 10 10 3 6
RA 10 10 3
LT

RT 4 2/hit -

Left Arm OO oO Right Arm
(26) 00 o0 (26)
OOO OOO
OOO OOO
OOO OOO
OOO ooo
000 ooo
Left Leg) OO 00 {Right Leg
@4 /oo oo\ 4
ooo ooo
OOO OOO
oYo oo Damage
Transfer
Di

-

-3

SUMBLON OARWN

SopLdE oA LNR

Left Arm
Shoulder 1. Shoulder
Upper Arm Actuator 2. Upper Arm Actuator
Lower Arm Actuator Head 3. Lower Arm Actuator
'Hand Actuator 1. Life Support 4. Hand Actuator‘
Doubie Heat Sink 2. Sensors 5. [Double Heat Sink
Double Heat Sink 3. Cockpit 6. |Double Heat Sink
|Double Heat Sink g g’;:gosrfe‘f 1. [Double Heat Sink
PPC SN 2.

PPC 6. Life Support 3. |pPc

lpPC 4. |ppC

Endo Steel Center Torso 5. Endo Steel

Endo Steel 1. Fusion Engine 8. Endo Steel
2. Fusion Engine .

Left Torso 4.3 3 Fusion Engine Right Torso
[Double Heat Sink 4. Gyro 1. [Double Heat Sink
Double Heat Sink 5. Gyro 2. |Double Heat Sink
Double Heat Sink 6. Gyro 3. |Double Heat Sink
[Double Heat Sink 1. Gyro 13 4. [Double Heat Sink
Doubie Heat S!nk 2. Fusion Engine 5. |Double Heat S!nk
|Double Heat Sink 3. Fusion Engine 6. |Double Heat Sink
SRM 6 4'6 4. Fusion Engine 1. [SRM &

SRM 6 5. Endo Steel 2. [SRM#&
Ammo (SRM 6) 15 6. Roll Again 46 3. Ammo (SRM 6) 15
CASE 4. CASE
Endo Steel : = 5. Endo Steel
Endo Steel Engine Hfts 000 6. Endo Steel

Gyro Hits O O
eft Leg Sensor Hits O O nght Leg
Hip Life Support O 1. Hip
Upper Leg Actuator 2. Upper Leg Actuator
Lower Leg Actuator Batlle Value: 1,640 3. Lower Leg Actuator
Foot Actuator BVfor3/3: 2,558 4. Foot Actuator
Endo Steel Weapon Value: 2,292 /2,292 5. Endo Steel
Endo Steel 6. Endo Steel

Printed by FEAVYRIETAL PR0. Copyright © 2009 RCW Enterprises. fBattle'i’ech@
i to.pt o !

GRiTicAL HiT TABLE

Cost, C-Bills: 8,414,041

(13)

Left
Leg
(17)

(0 5 o) =
o %%

o

o0 %o
o o

o\ad S p/o] rigt
O (e] oo Am
Ogypenter 0 (13)
o Yosq "o

o2 |@)| %

o2 9 { Right
o0 Oo Leg

(o) o \un

Oo oo

[*) o

' Ammo Type:
l SrRms

BV2:
18

Rounds:
30

Total Heat Sinks: 18 Double (36)
0000000000 00000000

alala]a]= |2 |2 e vonlro oo oo [ o feo!
(7Y o 1 =Y ] 1= 172 (= Bed 1 1) PN o Y O] [ (Y 1Y

Auto Eject:

EI Operational

Gunnery Skill:

Hits Taken
Consciousness #

, 'Mech® and BattleMach® are trademarks of WizKids, Inc.

Weapon Heat:
[ pisabled (28)

name: Private Kensie Gray

3 3

5

Piloting Skill:

2
5

3
7

10

Heat SCALE

** 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 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

Roll
2

S23ee~v~ousw

HIT LOCATIONS (2D6)
Left Front/Rear Right

LT

LL
LA
LA
LL
LT
cT
RT
RA
RL
HD

(crit)

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

Roll
1

PUNCH LOCATIONS (1D6)
Left Front/Rear Right

LT
LT
CT
LA
LA
HD

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

Roll
1-3
4-6

KICK LOCATIONS (1D6)
Left Front/Rear Right

LL
LL

RL
LL

RL
RL

Prone

ATTACK MODIFIERS

Attacker
Movement

Stationary None

Walked +1

Ran +2

Jumped +3
BattleMech Damage

Sensor Hit +2

Shoulder +4 weapons in arm

Arm Act. (each)
Prone
In Depth 1 Water

Target

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

Immobile
In Depth 1 Water
Partial Cover

Infantry Squad

+1 weapons in arm
+2

+5 (Level 3)

+6 (Level 3)

+7 (Level 3)

+1 additional
-1

—2 adjacent hex
+1 other hexes
-4

+2 Punch locations|
+3 Punch locations|

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 56 9 10 12 15 20
; 2[11 11233 45 6

3]1122233 45 8
3 1223445686 9
4 223356 8 9 12
5 223456 8 912
L 233456 8 9 12
7 233456 8 9 12
8 23457 8 101216
9 33457 8 101216
10 3456910121520
11 3456910121520
12




'MecH Data |l HIT LOCATIONS (2D6)
Type: Highlander HGN-732 Roll  Left Front/Rear Right

BATTLEMECH RECORD SHEET || -~ %tons | I
Left REAR Right Movement Points: Tech, Config. & Level: | (crit) (crit) {crit)

Status: VALIDATED T(c;ngl)o e T(:r;)o Waiking: 3 Inner Sphere LL RA RL
AHM“H nIAGBAM Running: 5 Biped 'Mech 1 LA RA RA
Head Jumping: 3 Level 2/ 3050 ' LA RL RA

9 Weagons Inventory: (hexes) LL RT RL

Qty Type Loc HtDmg Min ShtMed Lng| LT CcT RT

2 Medium Laser RT 3 5 - 3 6 9 cT LT cr

Total Armor 1 SRM 6 LA 42mit- 3 6 9 RT LL LT

Pt =278 1 LRM 20 LT 6 1/hit6 7 RA LA LA

Left Right 1 Gauss Rifl RA 1 15I 2 7 RL LA L

Torso Head Torso Auss Rive HD HD HD

(19 75 o\ 19

[¢] 08 Ammo Type: Rounds: Bv2:
MR 2| B srme 30 24
SO0 S LRM 20 12 -8 PUNCH LOCATIONS (1D6)
Left Arm Right Arm S % 9o Roll Left Front/Rear Right
(30) (30) o Pl 8 fl Gauss Rifle 16 136
o B % : : 1 LT LA RT
9 = O/ i Total Heat Sinks: 12 Single LT LT RT
/';ﬁ[‘: 3 9 o) Rt _oooooooooco oo cT cT cT
5 (ogFemedoo) (15 M Auto Eject: Weapon Heat: LA RT RA
Left Leg Right Leg 80 ((2”95) Og O Operational [ pisabled (17) LA RA RA
(o) o ]
(38) (38) Left 80 Og Right e —— HD HD HD
Leg f O of \ Leg
w6l %o 3} £ o3 Yo Warrior DaTA
Damage go og
Transfer . .
Diagram Name: Captain Neil Campbell KICK LOCATIONS (1D6)
Roil Left Front/Rear Right

2 3

Gunnery Skill: Piloting SKill:

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 # 517 ]10]n
1-3 3. Lower Arm Actuator Head 13 3. Lower Arm Actuator kb i r-. ————,
4. Hand Actuator 1. Life Support ™ 4, {Gauss Rifle
5. |SRM & 2. Sensors 5. |Gauss Rifle
6. [SRM6 3. Cockpit 6. |Gauss Rifle “H“ SGAI-E Atta?l-(r;'ACK MODIFIERS
1. Ferro-Fibrous 4. ge’ ro-Fibrous 1. |Gauss Rifle ** Avoid Inferno explosion on.. Movement
2. Ferro-Fibrous 5. Sensors 2. |Gauss Rifle 30] Shutdown Stati N
; 6 Life Support | 30 | ationary one
4.6 3 Ferro-Fibrous - PP 4.6 3 |GaussRifle 29 | Walked 1
4. Ferro-Fibrous C t T 4. |Gauss Rifle % Ammo Explosion, avoid on 8+ (** 12+) Ran +2
5. Roll Again enter 10rso §. Ferro-Fibrous | </ . Jumped +3
6. Roll Again 1. Fusion Engine 6. Ferro-Fibrous —gg sshh‘:lf:e";":‘e";";:: on 10+ BattleMech Damage
2. Fusion Engine . 24| +4 Modifier to Fire Sensor Hit +2 .
Leﬁ TOI'SO 13 3. Fusion Engine R|ght TOI'SO 23 | Ammo Explosion, avoid on 6+ (** 10+) Shoulder +4 weapons In arm
1. Jump Jet 4. Gyro 1. Jump Jet | 22} Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. [LRM20 5. Gyro 2. Medium Laser [21] ) rone +2
1-3 3. |LRM 20 6. Gyro 13 3. Medium Laser _f_g_ : Mostr:e?t ?:;m:vo‘d on 46 89 In Depth 1 Water +1
= - i 19 | Ammo Explosion, avoi
g tsm ig 1. Gyrf: . g ﬁmmg ngz:; g | 18 | Shutdown, avoid on 6+ Fge—t ¢
6 |LRM 20 g E:::g: E:g::z 6 CASE _:_é_ +3 Medifier to Fire gzef':l:;es 0
1. Ammo (SRM 6} 15 46 4. Fusion Engine 1. Femo-Fibrous [15] -3 Movement Points 3-4 hexes +1
2. Ammo (SRM 6} 15 5. Jump Jet 2, Ferro-Fibrous | 141 Shutdown, avoid on 4+ (** 6+) 5-6 hexes +2
4-6 3. Ammo {LRM 20) 6 6. Ferro-Fibrous 4-6 3, Ferro-Fibrous % +2 Modifier to Fire 7-9 hexes +3
4. Ammo (LRM 20) 6 4. Roll Again EIR }gjg :exes :g (Level 3)
5. CASE ine Hi 5. Roll Again 0] ints (* exes ev
6  Foro-Fibrous EngineHits QOO by RollAga:‘n 1_90 -2 Movement Points (** 4+) 1924 hexes  +6 (Level 3)
GyroHits OO —— ’ . 25+ hexes +7 (Level 3)
. : | 8| +1 Modifier to Fire Jumped +1 additional
Left Leg Sensor Hits OO Right Leg 7 Sprinted i
1. Hip Life Support O 1. Hip |6 M . Prone -2 adjacent hex
2. Upper Leg A« - 2. Upper Leg Actuator % +1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlie Value: 2,230 3. Lower Leg Actuator 3] Immobile -4
4. Foot Actuator BVfor2/3: 4,059 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations
5. Single Heat Sink Weapon Value: 1,749 /1,749 5. Single Heat Sink 1 M Partial Cover +3 Punch locations
6. Ferro-Fibrous Cost, C-Bills: 8,936,080 6. Ferro-Fibrous 0 Infantry Squad

Printed by FEAVYMETAL P30. Copyright © 2009 RCW Enterprises. fBattleTech@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
P i i ta ph («]d lLuse.

MOVEMENT RECORD MISSILE HITS TABLE
Turn | Type | Num | Move |+Weap| + Prev |+ Misc | = Total |- H.S.| = Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
; 111233 45 6
3 122233 45 6
1223445 6 9

4 223356 8 912
] 223456 8 912
6 233456 8 912
7 233456 8 912
8 234578101216
9 33457 8101216
10 345609

" 34569

12
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Armor Diagram Proto Type: Harpy Tons: 2 MP Walk/Run/Jump: 3/5/3 Gunnery: 3 BV: 28 (34)
Hit Locations and Critical Hits . Weapons Invento I
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT LOCATION TYPE Dmg Min S M L
2 Main Gun O Main Gun Destroyed ‘| Main Gun: — - - - - -
4 RightArm O +1to Hit O Right Arm Destroyed Right Arm:  — - - - - -
59 Legs O _1wakme O 12wakmp B No Move Left Am: ~ — - - - - -
O | | Torso A:  Machine Gun 2 - 1 2 3
6,7,8 Torso -1 Jump* 1/2 Jump* Proto | TorsoB: . - _
m| ) O Destroyed |: . -
10 LeftArm +1 to Hit Left Arm Destroyed : Ammo: MG(20)
12 Head O 41 10 Hit O 2ttt e —
*Roll 1D6: no Long range shots .| Pilot Hits Taken
1_1-2 Torso Weapon A Destroved; 3-4, Torso Weapon B Destroved |' Conscious# L3+ 1 0+ | 7+ 110+ 1 11+

Proto Type: Harpy Tons: 2 MP Walk/Run/Jump: 3/5/3

Hit Locations and Critical Hits : ;
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT LOCATION TYPE Dmg Min S M L
2 Main Gun O Main Gun Destroyed ‘ Main Gun: [ - - - - -
4 RightAm [ +1 o Hit O3 right Arm Destroyed /| Right Am: ~ — - - - - =
59 Legs M _twakmp O 12wakmp O NoMove LeftAm:  — - - - - -
| | | Torso A:  Machine Gun 2 - 1 2 3
6,7,8 Torso -1 Jump* 1/2 Jump* Proto : Torso B: o _ o
O . O Destroyed |- .
10 Left Arm +1 to Hit Left Arm Destroyed : Ammo: MG(20)
12 Head st  Os2tomi
* Roll 1D6: no Long range shots Pilot Hits Taken
1-2, Torso Weapon A Destroyed; 3—4. Torso Weapon B Destroved | Conscious# L3+ 1 5+ 1 7+ 110+ 1 11+ D

Proto Type: Hydra Tons: 6 MP Walk/Run/Jump: 4/6/— Gunnery: 3 BV: 139 i1 67)
Hit Locations and Critical Hits ! Weapons Invento '

2D6 LOCATION 1st HIT 2nd HIT 3rd HIT ‘| LOCATION TYPE Dmg Min § M L
2 Main Gun O Main Gun Destroyed Main Gun: Streak SRM 3 2hit - 4 8 12
4 RightArm O +110Ht [ Right Arm Destroyed Right Am: ~ — - - - - -
59 Legs O-twakme O 12wakmp B No Move LeRAm:  — - - - - -
| o | Torso A:  Micro Pulse Laser 3 - 1 2 3
6,7,8 Torso =1 Jump* 1/2 Jump* Proto Torso B: . - _ o _ _
| R O Destroyed ‘
10 Left Arm +1 to Hit Left Arm Destroyed Ammo: Streak 3(10)
12 Head +1torit e2toni 3 =
* Roll 1D6: no Long range shots .} Pilot Hits Taken :
1-2, Torso Weapon A Destroved: 3-4 _Torso Weapon B Destroved |, Cons.cuk)us»# 3+ 1 51 7+ 110+ 1 111 D :

Proto Type: Gorgon Tons: 8 MP Walk/Run/Jump: 4/6/— Gunnery: 3 BV: 213 (256,
Hit Locations and Critical Hits i :
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT { LOCATION TYPE Dmg Min S M L ;
2  Main Gun O Main Gun Destroyed :| Main Gun: LRM 10 1hit - 7 14 21
4 Right Arm O 41 to Hit O Right Arm Destroyed Right Arm: - - - - - =
59 Legs Oy wakmp O 1z2wakmp O NoMove LeftAm: — - - T T
0 O | Torso A:  ER Micro Laser 2 - 1 2
6,7,8 Torso -1 Jump* 1/2 Jump* Proto. .
| =] Destroyed Torso B: " - - -~
10 Left Arm +1 to Hit Left Arm Destroyed ] Ammo: LRM 10(12)
12 Head O +1 to Hit 01 .2 t0 Hit —— P —————————————
*Roll 1D6: no Long range shots Pilot Hits Taken m !
1-2, Torso Weapon A Destroyed; 3-4, Torso Weapon B Destroved _ st)nsmo_us #_ L ‘q+w il 7+ 1101 11

Proto Type: Minotaur Tons: 9 MP Walk/Run/Jump: 3/5/3 Gunnery: 3 BV: 367 (440
T U Hit Locations and CriticalHits B~ Weaponsinventory 'k
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT | LOCATION TYPE Dmg Min S M L
2 Main Gun O Main Gun Destroyed Main Gun: —_— - - - - -

4 RightArm O +1 10 Hit O Right Arm Destroyed Right Am:  — - - - - -
59 Legs O_iwakme O12wakme O Nomove || SRA™  — -o- - - -

O . 0 . ] Torso A:  ER Medium Laser 7 - 5 10 15
67,8 Torso =1 Jump 112 Jump Ere‘;tgoyed | TorsoB: ERMediumlaser 7 - 5 10 15
10 LeftArm 0O +1 to Hit O Left Arm Destroyed : Ammo: .
1 Hoad 0 o1 1o Hit 0 0 Hit e T——
* Roll 1D6: no Long range shots Pilot Hits Taken m s
1-2_ Torso Weapon A Destroved; 3-4. pon B Destroved | Conscious # | 3+ 4 o+ | 7+ 110+ 1 19+ 1 D

Printed by FEAVYMETAL LitE. Copyright © 2006 RCW Enterprises. BattleTech® is a-k}t‘agigtered trademark OleZKIdS:If;C S
Permission to photocopy for personal use.
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Armor Diagram

Proto Type: Siren

Tons: 3 MP Walk/Run/Jump: 10/15/— Gunnery: 2 BV: 52 (73)

1-2, Torso Weapon A Destroyed; 3—4, Torso Weapon B Destroved |

Hit Locations and Critical Hits Weapons Invento.
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT LOCATION TYPE Dmg Min § M L
2 Main Gun O Main Gun Destroyed Main Gun: —_ - - - - -
4 RightAm O +1to Hit [ Rright Arm Destroyed Right Arm:  Light MachineGun 1 - 2 4 6
59 Legs O -twakmp O 1zwakmp T NoMove LeftAm: LightMachineGun 1 - 2 4 6
O O | Torso A: —_ - - - - =
6,7,8 Torso -1 Jump* 1/2 Jump* Proto Torso B: - _
| X m| Destroyed | . - - -~
10 Left Arm +1 to Hit Left Arm Destroyed Ammo: LMG(20)
12 Head wrtont a2tonn — - —
*Roll 1D6: no Long range shots Pilot Hits Taken Fm
Conscious# |3+ 1 5+ 1 7+ [ 10+] 11+1 D

Armor Diagram

Proto Type: Siren Tons: 3 MP Walk/Run/Jump:10/15/- Gunnery: 2 BV: 52 (73
Hit Locations and Critical Hits Weapons Invento 7

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 LI +1 to Hit 0 Right Arm Destroyed Right Arm:  Light Machine Gun T - 2 46
59 Ltegs O twakmp O 12wakmp O nomove || LeRAm: LightMachineGun -1 - 2 4 6
O O H Torso A: —_— - - - - =
6,7,8 Torso -1 Jump”* 1/2 Jump* Proto ! Torso B:
d | o - - - -
10 LeftArm O +1 to Hit Left Arm Destroyed Destroyed Ammo: LMG(20)
12 Head  s1tomit O 42toHit == === ' =
*Roll 1D6: no Long range shots Pilot Hits Taken Fm '
1-2, Torso Weapon A Destroved; 3—4, Torso Weapon B Destroyed Conscious # L3+ 5"" Z£ 110+ 1 11+ 1 D |

Proto Type: Siren
Hit Locations and Critical Hits

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT | LocaTION  TYPE Dmg Min
2 Main Gun Main Gun Destroyed Main Gun: —_— - - - - -
4 RightAm O +1to Hit O Right Arm Destroyed | RightArm: ~ Light Machine Gun 1 - 2 4 6]
59 Legs O -twakmp O tzwakmp Ol Nomove [| LeftAm: LishtMachineGun 1 - 2 4 6
O | = ] Torso A: —_— - - - - -
6,7,8 Torso -1 Jump* 1/2 Jump* Proto Torso B: _ o _
10 Left Arm O +1 to Hit O Left Arm Destroyed Destroyed Ammo: LMG(20)
12 Head sttont a2t |
* Roll 1D6: no Long range shots : Pilot Hits Taken
12, Torso Weapon A Destroyed; 3-4, Torso Weapon B Destroved | Conscious # 3t ' St 7+ 110+ 111+ 1 D

Proto Type: Satyr

Tons: 4 MP Walk/Run/Jump:7/11/—

Hit Locations and Critical Hits

‘| LocaTiION TYPE

Gunnery: 2 BV: 98 (137

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT

2 Main Gun Main Gun Destroyed Main Gun: —_— - - - = =

4 Right Arm O 4+ to Hit O Right Arm Destroyed Right Arm: e - - - - -

59 Legs O _swakmp O iowakmp O NoMove | Left Arm:  —— - - - - _

El _ " D . . i Torso A: ER Small Laser 5 - 2 4 6

6,78 Torso 1 Jump 1/2 Jump Brot? d [ Torso B: Light Active Probe - - - - 3

10 Left Arm O +1 to Hit O Left Arm Destroyed estroyec |. Ammo:

12 Head D +1 to Hit D +2 to Hit T TT———ys e ——, v
*Roll 1D6: no Long range shots Pilot Hits Taken m

1-2, Torso Weapon A Destroyed; 3-4, Torso Weapon B Destroved Conscious# L 3+ 1 5+ | 7+ 110+ 1 111 D

Type: Satyr

Hit Locations and Critical Hits

Tons: 4 MP Walk/Run/Jump:7/11/-

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT LOCATION TYPE Dmg Min S M L

2 Main Gun Main Gun Destroyed Main Gun: J— — - - - =

4 RightArm H +1toHit [ Right Am Destroyed Right Arm:  — - - - - -

59 Legs O -twakmp Clipwakmp O nomove || LEfA™  — - - - T

O . | . [ Torso A: ER Small Laser 5 - 2 4 8

6,7,8 Torso 1 Jump 1/2 Jump Brot? d Torso B:  Light Active Probe - - - -3

10 LeftArm O +1toHit [ Left Arm Destroyed ~ oo 2° Ammo

12 Head  s+ttorit DO s2toHit — g [
* Roll 1D6: no Long range shots | Pilot Hits Taken m :
1-2, Torso Weapon A Destroyed; 3-4, Torso Weapon B Destroved Conscious# L 3+ 1 5+ 1 7+ 110+ 111+ 1 D

" Brinted by FEAVURMETAL LitE. Copyright © 2006 RCW Enterprises. BattleTech® is a registered trademark of WizKids, Inc.
Permission to photocopy for personal use.
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Proto Type: Centaur

Hit Locations and Critical Hits

Armor Diagram

Tons: 5 MP Walk/Run/Jump: 6/9/—

Gunnery: 3 BV: 140 (168)
Weapons Invento .

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

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT | LOCATION  TYPE Dmg Min S M L
2 Main Gun 0 Main Gun Destroyed I Main Gun: ER Micro Laser 2 - 1 2 4
4 RigntAm O +1tonit [ Right Arm Destroyed Right Arm:  — - - - - -
59 Legs O -twakmp O 1zwakvp D nomove [| SSRA™ — - - - - -
O _1 Jump* O 12 sump* . Torso A: SRM 2 2hit - 3 6 9|
6.7.8 Torso T ume ump Proto ved || TorsoB: LRM3 it - 7 14 21
10 teftarm O +itorit  H LeftAm Destroyed |__Ammo: _SRM 2(10). LRM3(8) |
12 Head O +1 o it O 4210 Hit : D e — |
* Roll 1D6: no Long range shots Pilot Hits Taken m
. Conscious# | 3+ 1 5+ 1 7+ 110+ 41+1 D )

Armor Diagram

Proto Type: Centaur

Hit Locations and Critical Hits

Tons: 5 MP Walk/Run/Jump: 6/9/—

LOCATION  TYPE

X Ammo:

Gunnery: 3 BV: 140 (168,

Dmg Min S M L

Main Gun: ER Micro Laser 2 - 1 2 44

Right Arm: _— - - - = =1
Left Arm: — - - - - -lE
Torso A: SRM 2 2hit - 3 6 9
TorsoB: LRM 3 1hit - 7 14 21

SRM 2(10), LRM 3(8)

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT
2 Main Gun Main Gun Destroyed
4 Right Arm O +1 to Hit O Right Arm Destroyed
59 Legs O -1wakmp O 12wakmp O Nomove |
6,7,8 Torso O -1 Jump* O 1/2 Jump* | Proto
10 LetArm O +1ont O Left Am Destroyed DoSTo¥ed |
12 Head O +itont H+2t0Hit
* Roll 1D6: no Long range shots

L_1-2, Torso Weapon A Destroyed: 3—4, Torso Weapon B Destroyed

Pilot Hits Taken Fm .
Conscious # |3+ 1 5+ | 7+ 1 40+{ 11+1 D if

Proto Type: Centaur

Hit Locations and Critical Hits i

Tons: 5 MP Walk/Run/Jump: 6/9/—

Gunnery: 3 BV: 140 (168
Weapons Invento. '

1-2. Torso Weapon A Destroved; 34, Torso Weapon B Destroyed §'

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT i| LOCATION TYPE Dmg Min S M L
2 Main Gun Main Gun Destroyed Main Gun: ER Micro Laser 2 - 1 2 4
4 RightAm O +1tonit [ Right Arm Destroyed /| Right Am: ~ — - - - - -
59 Legs O -twakmp O 12wakmp O nomove || LetA™ — - - - - -
| . | 124 R ] P . Torso A: SRM 2 2hit - 3 6 9 :
6,7.8 Torso 1 Jump ump Popoyed || TorsoB: LRM3 thit - 7 14 21
10 LeftArm O +1 to Hit O Left Arm Destroyed Ammo: SRM 2(10), LRM 3(8) 1
12 Head O 410 1t O 210 Hit e e = |
* . no Long range shots 1] Pilot Hits Taken m ez
Roll 1D6: Conscious# | 3+ 5+ 1 7+ 110+1 19+1 D 1

Proto Type: Roc

Hit Locations and Critical Hits
2D6 LOCATION 1stHIT 2nd HIT
2 Main Gun Main Gun Destroyed
4 Right Arm O +1 to Hit (| Right Arm Destroyed
a No Move

3rd HIT

I:I|

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

LOCATION

Gunnery: 3 BV: 284 (341

TYPE
Main Gun: ER Medium Laser 7 - 5
Right Arm: — - - - - =
Left Arm: _ - - - - =
Torso A: _— - - - = -
Torso B: —_ - - - - -f

Ammo:

59 Legs O wakmp O 12 wak mp
6,7,8 Torso O -1 Jump* O 112 Jump* n Proto

10 LetAm +ttoHit DI Left Arm Destroyed Dooro¥ee
12 Head O+tont O +2tomi
*Roll 1D6: no Long range shots

Pilot Hits Taken Fm i
Conscious# |3+ 1 5+ ] 7+ 1 10+1 11+t D §

1-2» Torsq Weapon A Destr e‘dj _?.-4 Torso_\_Ng_a‘ on B De_s;ro_ _’elz_i_ ;

Proto Type: Gorgon
" Hit Locations and Critical Hits

Tons: 8 MP Walk/Run/Jump: 4/6/—

Gunnery: 3 BV: 213 (256,

Weapons Invento

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT | LOCATION TYPE Dmg Min S M L
2 Main Gun O Main Gun Destroyed Main Gun: LRM 10 ihit - 7 14 21
4 RightAm O +1w0Hit [ Right Am Destroyed Right Arm: ~ — - - - - -
59 Legs O_1wakve O 12wakmp O NoMove LeftAm: — - - - - -
O O || Torso A:  ER Micro Laser 2 - 1 2 4 '
6,7,8 Torso -1 Jump* 1/2 Jump* Proto Torso B: o I I
O . | Destroyed [: ' i
10 Left Arm +1 to Hit Left Arm Destroyed Ammo: LRM 10(12) 4
12 Head O 4110 1t O 4210 Hit e e e e e I
* Roll 1D6: no Long range shots Pilot Hits Taken m
1-2, Torso Weapon A Destroved: 3-4. Torso Weapon B Destroved | Conscious # L3+ L 2+ 1 7+ 1 10+ 1 19+ k

Printed byFﬂV‘.‘lﬂEEﬂL LiTE. Copyrigl‘&@ 2006 RCW Enterprigég."égiﬂgf;éﬁé is
Permission to photocopy for personal use.

aregistered trademark of WizKids, Inc.
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Gunnery: 2 BV: 284 (398)

Armor Diagram Proto Type: Roc Tons: 7 MP Walk/Run/Jump: 5/8/5

Hit Locations and Critical Hits ) Weapons Invento I

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT i| LocaTioN  TYPE Dmg Min S M L |

2 Main Gun Main Gun Destroyed i| Main Gun: ER Medium Laser 7 - 5 10 15}
4 Right Arm O +1 1o Hit O Right Arm Destroyed Right Arm: — - - - - -
59 Legs O _ywakve O 1z2wakmp O No Move Left Arm:  — - - - -
| . In| u Torso A: —_ - - - - -

6,7,8 Torso -1 Jump 1/2 Jump* Proto Torso B: _ -

D : ’
10 Letam +ttorit O LeftArm Destroyed "% [ Ammo:
12 Head Outormt DOe2tonit — pe— e

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

1-2, Torso Weapon A Destroyed; 3-4, Torso Weapon B Destroved ’ Conscious # L3+ 1 O+ ; Z+ 110+ 1 11+ 1L D
Proto Type: Roc Tons: 7 MP Walk/Run/Jump: 5/8/5 Gunnery: 2 BV: 284 (398
Hit Locations and Critical Hits Weapons Invento i

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT LOCATION TYPE Dmg Min S M L
2 Main Gun O Main Gun Destroyed /| Main Gun: ER Medium Laser 7 - 5 10 15
4 Right Arm O +1 to Hit | Right Arm Destroyed Right Arm: - - - - - -

59 Legs O _twakmp O 1z2wakvp O NoMove LeftAm:  — - - T T
O O [ | Torso A: —_ - - - - -

6,7,8 Torso -1 Jump* 1/2 Jump* Proto Torso B: _ I B
10 LetArm O +1tort O Left Arm Destroyed DeSTOYeC ‘L Ammo: i
12 Head D +1 to Hit D +2 to Hit : DR T T R T e i

*Roll 1D6: no Long range shots i| Pilot Hits Taken m a8

L_1-2, Torso Weapon A Destroved; 3-4, Torso Weapon B Destroyed : Conscious # | 3+ 1 S+ ) 7+ 110+ 1 11+ 1 D il B

Proto Type: Roc Tons: 7 MP Walk/Run/Jump: 5/8/5  Gunnery: 2 BV: 284 (398) |

; Weapons Invento

Hit Locations and Critical Hits i '

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT | LOCATION TYPE Dmg Min S M LI
2 ManGun I Main Gun Destroyed i| Main Gun: ER Medium Laser 7 - 5 10 15)
4 RightArm O +1 to Hit O Right Arm Destroyed Right Arm: —_ - - - - -

59 Legs  -twakmp O 1zwakme O NoMove LeftAm:  — - - - - -

a \ O . [ Torso A: — - - - - -

6,7,8 Torso =1 Jump 1/2 Jump Proto Torso B: . I |

D : ’ .

10 LetAm O+twomt O Leftam Destroyed " || smmo: 15
12 Head O +1 to Hit O 260 Hit P 2

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

1-2, Torso Weapon A Destroved; 3-4, Torso Weapon B Destroyed i Conscious # L 3+ 1 5+ ’ 2+ 110+ 1 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 !

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT :| LOCATION TYPE Dmg Min S M L :
2 Main Gun O Main Gun Destroyed Main Gun: ER Medium Laser 7 - 5 10 15[
4 RigtaArm O +1toHit [ Right Arm Destroyed '| Right Am:  — - - - - -k
59 Legs O _twakmp O 12wakmp NoMove || LeftAm:  — e i
O | ] | TorsoA: —_— - - - - - :

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

0 Destroyed Torso B: - - - - -~

10 Leftarm [ +1to Hit Left Arm Destroyed i Ammo: i
12 Head D +1 to Hit D +2 to Hit : T T e e ety e 0 s s ot + =10 ek y s = e e m s =+ e : i
*Roll 1D6: no Long range shots i Pilot Hits Taken m i B
1-2, Torso Weapon A Destroyed; 3-4, Torso Weapon B Destroyed |, Conscious # L3+ 1 S+ v 7"’ 10+ L 11 —1} F

Proto Type: Roc Tons: 7 MP Walk/Run/Jump: 5/8/5

_ Hit Locations and Critical Hits 3 !

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| |
4 Right Arm O 41 to Hit O Right Arm Destroyed Right Arm: —_— - - - - -|
59 Legs O -twakmp O 1zwakmp O Nomove || LeftAm — — - - - -l
| ] [ Torso A: —_ - - - - - i

6,7,8 Torso -1 Jump* 1/2 Jump* Sroto Torso B: _ o i
i d | . i

10 Left Arm O 41 o Hit O Lett Arm Destroyed cstroye ‘ Ammo:
12 Head O 4110 Hit O 42 to Hit S —————————————— }
* Roll 1D6: no Long range shots Pilot Hits Taken m 1
L_1-2. Torso Weapon A Destroved; 3-4, Torso Weapon B Destroved |, Conscious# L3+ 1 O+ | 7+ 110+ 1 11+1 D a5

Printed by FEAVYMETAL LiTE. Copyright © 2006 RCW Enterprises. BattleTech® is é;eglgtered trademark of WizKids, Inc.
Permission to photocopy for personal use.
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Proto Type: Hydra Tons: 6 MP Walk/Run/Jump: 4/6/— Gunnery: 3 BV: 139 (167)

Armor Dlagram

)

Hit Locations and Critical Hits | Weapons Invento. !
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT LOCATION  TYPE Dmg Min S M L :
2 Main Gun m| Main Gun Destroyed Main Gun: Streak SRM 3 2hit - 4 8 12
4 RightAm O +1torit O Right Arm Destroyed | Right Arm: — - - - - -
59 Legs O swakve O12wakmp B NoMove LeRAm:  — - - - - -
.| | ] Torso A:  Micro Pulse Laser 3 - 1 2 3
6,7,8 Torso -1 Jump* 1/2 Jump* Proto Torso B:
D : b - - - - -
10 Left Arm O +1 to Hit O Left Arm Destroyed estroyed Ammo: Streak 3(10)
12 Head +1tonit O +2toHit .
* Roll 1D6: no Long range shots .| Pilot Hits Taken e
1-2, Torso Weapon A Destroyed: 3-4. Torso Weapon B Destroved |- Conscious # Sr1 7+ 110+ 1 114 1
Proto Type: Hydra Tons: 6 MP Walk/Run/Jump: 4/6/— Gunnery: 3 BV: 139 (167,
Hit Locations and Critical Hits j '
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT ‘| LocaTiON TYPE ‘
2 Main Gun O Main Gun Destroyed Main Gun: Streak SRM 3 2ihit - 4 8 12}
4 Right Arm O +1 to Hit O Right Arm Destroyed Right Arm: — - - - - -1¥
59 Legs O 1wakmve O 12wakmp O NoMove Left Arm:  — N i &
O m| | Torso A:  Micro Pulse Laser 3 - 1 2 3
6,7,8 Torso -1 Jump* 1/2 Jump* Proto | TorsoB: .
D : : - - - - -
10 Left Arm O +1 to Hit O Left Arm Destroyed estroyed Ammo: Streak 3(10) o
12 Head O sitonit O +2t0Hi [ = [
*Roll 1D6: no Long range shots | Pilot Hits Taken B
1-2, Torso Weapon A Destroyed: 3-4, Torso Weapon B Destroved | Conscious # L3+ 5“' Z+ 110+ 1 11+1 D

Gunnery: 3 BV: 139 (167,

Proto Type: Hydra Tons: 6 MP Walk/Run/Jump: 4/6/—
Hit Locations and Critical Hits |

2D6 LOCATION 1stHIT 2nd HIT 3rd HIT i| LOCATION TYPE : :.‘
2 Main Gun O Main Gun Destroyed ;| Main Gun: Streak SRM 3 2mit - 4 8 12| |
4 RightArm L +1 to Hit O Right Arm Destroyed /| Right Arm: — - - - - -
59 Legs O -twakmp O 12wakmp I NoMove LeftArm: ~ — - - - -
O | | 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 o Left Arm Destroyed Destroyed Ammo: Streak 3(10)
12 Head +toHt DOe2tont -
*Roll 1D6: no Long range shots ‘| Pilot Hits Taken
1-2, Torso Weapon A Destroved; 34, Torso Weapon B Destroved Conscious # 2t 1 7+ 10+ 111+ 1 D
Proto Type: Gorgon Tons: 8 MP Walk/Run/Jump 4/6/— Gunnery: 3 BV: 213 (256
Hit Locations and Critical Hits 3 Weapons Invento
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT ‘| LOCATION TYPE Dmg Min S M L
2 Main Gun O Main Gun Destroyed :| MainGun: LRM 10 1hit - 7 14 21|
4 RightAm O +1toHt [ Right Am Destroyed | RigntAm: - — - - - - -
59 Legs O _1wakmp O 12wakmp O NoMove LeftAm:  — - T
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 ;. LRM 10(12)
12 Head O +1tonit O +2t0Hit e —
* Roll 1D6: no Long range shots | Pilot Hits Taken .k
_1-2, Torso Weapon A Destroved; 3-4, Torso Weapon E Destroyed |: Conscious # L3+ 1 5+ 1 7+ 110+ 1 11+1 Dead ') { |
Proto Type. Gorgon Tons: 8 MP WaIk/Run/Jump 4/6/-— Gunnery: 3 BV: 213 (256

Hit Locations and Critical Hits !
2D6 LOCATION 1stHIT 2nd HIT 3rd HIT LOCATION TYPE Dmg Min S M L |
2 Main Gun O Main Gun Destroyed Main Gun: LRM 10 hit - 7 14 21
4 Right Arm O +1 1o Hit O Right Arm Destroyed Right Arm: — - - - - -f
59 Legs O _1wakmp O 12wakmp O NoMove LeftAm:  — - - T T
O | | Torso A:  ER Micro Laser 2 - 1 2 4
6,7,8 Torso -1 Jump* 1/2 Jump* Broto g Torso B: _ - _
10 Left Arm O +1 to Hit || Left Arm Destroyed estroyed | Ammo: LRM 10(12)
12 Head O +1 to Hit O +2 to Hit : e ———— —
* Roll 1D6: no Long range shots Pilot Hits Taken .
1-2, Torso Weapon A Destroved: 3-4. Torso Weapon B Destroved | Consmous # S+ 7+ 110+ 811+ 1 D i

Printed by FEAVYMECAL LiTE. Copyright © 2006 RCW Enterprises. BattleTech® is a registered trademark of WizKids, ne.
Permission to photocopy for personal use.



