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FeAVYhiecAL P20

BATTLEMECH ROSTER SHEET

Twilight of the Clans Scenario 6 May 4, 2012
TONS TYPE & MODEL COST BV Skills STD WV RATIO
25 Mist Lynx (Koshi) Prime 4,812,761 1,253 4/2 342 .38
30 Battle Hawk BH-K305 3,761,940 817 4/4 391 .55
30 Hankyu C 6,948,987 2,245 3/4 869 .53
30 Scarabus SCB-9A 5,489,770 732 4/5 338 .46
35 Adder (Puma) Prime 7,021,688 2,340 4/1 1,292 .83
35 Hollander BZK-F3 2,585,160 990 4/4 307 .36
35 Jenner JR7-K 3,306,375 833 3/5 288 .41
35 Night Hawk NTK-2Q 5,126,625 1,191 3/4 832 .96
45 Hatchetman HCT-5S 6,135,240 1,140 3/4 697 .84
45 Tce Ferret (Fenris) Prime 12,543,588 2,110 3/4 1,289 .84
45 Shadow Cat Prime 11,785,510 3,744 2/3 1,468 .71
50 Centurion CNS-D 9,664,500 1,297 3/4 1,075 1.14
50 Hunchback HBK-5M 3,643,000 1,286 3/4 862 .92
50 Nova (Black Hawk) B 10,678,281 2,522 3/2 1,165 .78
50 Trebuchet TBT-7M 8,916,500 1,568 4/3 981 .81
55 Scorpion SCP-10 5,336,340 785 4/5 458 .58
55 Stormcrow (Ryoken) Prime 14,771,112 2,981 3/3 3,171 1.66
55 Stormcrow (Ryoken) B 15,447,009 2,465 3/4 2,375 1.33
55 Stormcrow (Ryoken) D 15,456,988 3,090 2/3 1,702 1.00
60 Mad Dog (Vulture) (base) 13,032,000 744  4/4 0 .00
60 Mad Dog (Vulture) B 15,819,200 2,969 3/3 2,293 1.20
60 Mad Dog (Vulture) C 14,580,000 2,219 4/3 1,368 .80
65 Cauldron-Born A 18,732,311 3,646 2/2 1,964 1.06
65 Thunderbolt TDR-9SE 5,851,011 1,870 3/4 1,562 1.15
70 Hercules HRC-LS-9000 16,398,086 1,336 4/5 1,565 1.17
75 Dragon Fire DGR-3F 15,918,000 2,718 3/2 2,604 1.61
75 Falconer FLC-8R 18,891,250 1,887 4/5 1,579 .84
75 Marauder MAD-5D 15,828,750 1,805 3/5 1,847 1.23
75 Orion ON1-M 15,576,750 1,645 3/4 1,984 1.66
75 Rakshasa MDG-1A 18,943,750 1,624 4/4 2,083 1.48
80 Awesome AWS-9M 18,090,121 2,292 3/3 2,505 1.71
80 Gargoyle (Man 0' War) A 26,234,962 3,639 3/2 3,090 1.43
80 Salamander PPR-5S 18,406,921 2,154 3/3 2,398 1.74
85 Longbow LGB-7V 17,176,325 1,885 3/4 2,258 1.65
85 Stalker STK-5M 7,952,225 1,513 4/4 2,276 1.73
85 Warhawk (Masakari) A 26,233,964 4,247 2/2 5,067 2.34
90 Highlander HGN-732 8,936,080 1,838 4/5 1,749 .95
95 Cerberus MR-V2 25,182,626 2,060 4/4 2,625 1.47
100 Pillager PLG-3Z 22,290,000 2,934 4/4 3,661 1.44

2,345 Tons Total (39 'Mechs) 493,505,706 78,414 64,380 .82



'Mech Data HIT LOCATIONS (2D6)
; g Roll Rear Right
1yee: Mist Lynx (Koshi) Prime o Left Front/Rear Rig

BATTLEMECH RECORD SHEET || - 25tons g

REAR Ri Movement Points: Tech, Config. & Level:
Status: VALIDATED Torso Torso Walking: 7 Clan LL RA RL
Running: 11 Biped OmniMech LA RA RA

(5) Center (5)
ARMOR DIAGRAM Sy & LR (A RL RA

Head .
S : Wea[%ons Inventory: (hexes) LL RT RL
Qy Type Loc HtDmg Min ShtMed Lng LT CT RT

1 Active Probe D 0 - - - - 5§ CT LT CcT

Total Armor g RT LL LT
= 1 LRM 10 LA 4 1hit - 7 14 21
Pis =67 1 Stroak SRM 4 RA 3 Ztht 4 8 12 RA LA LA
real it -
Left Right RL LA LL

2 Machine Gun RA 0 2 - 2 3 HD HD HD

Torso Head Torso

Ammo Type: Rounds:  BV2:
LRM 10 12 78

Streak SRM 4 25 56

PUNCH LOCATIONS (1D6)
Roll Left Front/Rear Right
_ 1 LT LA RT
il Total Heat Sinks: 10 Double (20) LT LT RT
0000000000 cT cT cT
Auto Eject: Weapon Heat: LA RT RA
[ Operational [ Disabled 1) LA RA RA
— p—————— HD HD HD

Left Arm
(4)

Right Arm
(4

Machine Gun 100 3

WarRior Data

Damage

T i .

Diagram name: MechWarrior Marc KICK LOCATIONS (1D6)
Roll Left Front/Rear Right

Gunnery Skill: 4 Piloting Skill: 2

Left Arm (e Right Arm (case e +3 [[LL RL R
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consclousness #
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
4. Hand Actuator 1. Life Support 4, gand A;t;ator
5. LRM10 2. Sensors 5. Streak SRM 4
6. Ammo(LRM10)12 3 Gockar & Machine Gun Heat ScaLe rgty ATTACK MODIFIERS
1. Endo Steel 4. Active Probe 1. Machine Gun . Movement
2. Ferro-Fibrous 5. Sensors 2. Ammo (Streak 4) 25 [30] Shutdown Stationary None
463 RollAgain 6. Life Support 463 Ammo (MG) 100 29 | Walked +1
4. Roll Again C t T 4. Endo Steel % Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enter 1orso 5. Ferro-Fib.rous 551 Shutdown. avoid on 10+ Jumped +3
6. Roll Again 1. §L Engine 6. Roll Again Zg _55 Movam;m Points Bgt;lr:esl\l(lﬁﬁtDamaiez
2. XL Engine . 24} +4 Modifier to Fire .
Left Torso 4.3 3 XCEngine Right Torso (23] Ammo Explosion, aveid on 6+ Shoulder +4 weapons in arm
1. XL Engine ™ 4. Gyro 1. XL Engine [22] Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine |21 : rnl))ne th 1 Wat :f
13 3. [Double Heat Sink 8. Gyro 13 3, E;)ouble Heat Sink % iMoveEr:ert Eomfsv donas n Dep ater
4. POUble Heat Sink 1. Gyro 4. [Doubie Heat Sink KR S::.«T:ownp :5:1?:‘0: ::- " _g_Tar et
5. [Double Heat Sink 2. XL Engine 5. Jump Jet 7] +3 Modifier to Fire Movement
6. |Double Heat Sink 3. XL Engine 6. Jump Jet E 0-2 hexes 0
1. Jump Jet 48 4. XL Engine 1. Jump Jet 115} -3 Movement Points 3-4 hexes +1
2. Jump Jet 5. Endo Steel 2. Endo Steel | 14 | ShutdO\!fv_n, avo;i on 4+ 5-6 hexes +2
4.5 % Jump Jet 6. Ferro-Fibrous 48 3 Ferro-Fibrous [ 131 +2 Modifier to Fire 7-9 hexes +3
4, Endo Steel 4. Ferro-Fibrous 12‘_12 :e::§ :‘; Level 3)
5. Ferro-Fibrous Engine Hits OQO [ & RolAgain -2 Movement Points 1924 hexes  +6 ELeveI 3)
6. Ferro-Fibrous ) 6. Roll Again
GyroHits OO ' . 25+ hexes +7 (Level 3)
; +1 Modifier to Fire Jumped +1 additional
Left Leg Sensor Hits O O Right Leg Sprinted X
1. Hip Life Support O 1. Hip . Prone -2 adjacent hex
2. Upper Leg Actuator 2. Upper Leg Actuator +1 Movement Point +1 oﬂjmr hexes
3. Lower Leg Actuator Battle Value: 871 3. Lower Leg Actuator Immobile —4
4, Foot Actuator BVford/2: 1,219 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Endo Steel Weapon Value: 342 / 289 5. Endo Steel Partial Cover +3 Punch locations|
6. Roll Again Cost, C-Bills: 4,812,761 6. Roll Again Infantry Squad ~ +1

MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move |+ Weap| + Prev | + Misc | =Total |- H.8.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num [(W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Leve! 2062 3 4 56 9 10 12 15 20
1 2f1 111233 45 6
2 3]1122233 458
3 1223440586 9
4 223356 8 9 12
5 223456 8 912
6 233456 8 9 12
7 233456 8 9 12
8 234578

9 334578

10 3456910

11 3456910

12




'MEcH Data
Type: Battle Hawk BH-K305

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

BATTLEMECH RECORD SHEET uass: 30 tons S
Left REAR Right Movement Points: Tech, Config. & Level: (crit) (crit) {crit)

Status: VALIDATED Tcé?o Conter T?;.o Walking: § Inner Sphere 3 LL RA RL
ARMOR DIAGRAM Torso Running: g Biped 'Mech 4 | LA RA RA
Head @) Jumping: 5 Level 2/ 3025 5 LA RL RA

J ! Weaeons Inventory: (hexes) 6 | LL RT R

Qly Type Loc HtDmg Min ShtMed Lng 7 LT CT RT

Total A 1 Anti-Missile Systoem HD 1 * . . . . 8 CcT LT cT

?:ta _régor 1 Streak SRM 2 LA 2 2mhit - 9 RT LL LT

s= Al 3 MediumPulselaser RA 4 6 - 2 4 6 10 RA LA LA

Left Right i 11 RL LA LL

Torso Head Torso 12 HD HD HD

{8 Ammo Type: Rounds: BV2:
81  Anti-Missile System 12 14

Streak SRM 2 50 14

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

Left Arm
©)

Right Arm
©)

1 LT LA RT

Total Heat Sinks: 11 Double (22) LT LT RT

il 0000000000 © cT cT cT

il Auto Eject: Weapon Heat: LA RT RA

Left Leg B [ operationat [ Disabled (15) LA RA RA
(12) ' — x w—

HD HD HD

Damage

Warnior DATA
Transfer

Diagram Internal Structure (51 Pts name: Paul Jonic
4

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

4

Gunnery Skill: Piloting Skill:

Left Arm GRITICAL HiT TABLE I e e 3 [LL RL R
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm A 7 "
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
4. Hand Actuator 1. Life Support 4. Hand Actuator
6. [Double Heat Sink 2. Sensors 5. Medium Pulse Laser
6. |Double Heat Sink 3. Cockpit 6. Medium Pulse Laser “H“ scm-[ AﬁaQJ;ACK MODIFIERS
1. |Double Heat Sink 4. Anti-Missile System 1. Medium Pulse Laser _ m
2. Streak SRM 2 5. Sensors 2. Ferro-Fibrous [30] Shutdown Stationary None
46 3. Ammo (Streak 2) 50 6. Life Support 483 Ferro-Fibrous | 29 | Walked +1
4. Ferro-Fibrous 4. Ferro-Fibrous | 28 | Ammo Explosion, avoid on 8+ Ran 2
5. Ferro-Fibrous Center Torso 5. Fero-Fibrous %— Shutdown. avoid on 10+ Jumped +3
6. Ferro-Fibrous ; . it En 93“ e 6. Ferro-Fibrous E e Movamént Points B;t;lnex;il;i tDamag‘ez
. ngine . 24| +4 Modifier to Fire .
Leﬂ TOI'SO 13 3. XL Engine nght TOI'SO [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine " 4. Gyro 1. XL Engine [22] Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine [ 21] ) :"' e 1 W :'j
4.3 3 XLEngine 6. Gyro 4.3 3 XLEngine (201 -4 Movement Points | n Depth 1 Water
4. [Double Heat Sink 1. Gyro 4. [Double Heat Sink a3 s::m;w? :5;?30 ivgl on Target
5. |Double Heat S!nk 2. XL Engine 5. |[Double Heat ank 171 +3 Modiﬁe'r to Fire Movement
6. {Double Heat Sink 3. XL Engine 6. |Double Heat Sink 16| 0-2 hexes 0
1. [Double Heat Sink 46 4. XL Engine 1. [Double Heat Sink [ 15] -3 Movement Points 3-4 hexes +1
2. |Double Heat Sink 5. Jump Jet 2. [Double Heat Sink [ 141 Shutdown, avold on 4+ 5-6 hexes +2
483 Double Heat Sink 6. Ammo (AMS) 12 48 3. |Double Heat Sink % +2 Modiffer to Fire 7-8 hexes +3
4. Ferro-Fibrous 4. Ferro-Fibrous =] 12::2 :2:2: :g (Level 3)
5. Ferro-Fibrous : 5 5. Ferro-Fibrous o] i
o Ferrofibrous EngineHits O OO 6 Ferro-Fibrous 10| -2 Movement Points 19-24 hexes +6 (Level 3)
GyroHits OO +1 Modifier to Fire §5+ he)c(’es +:Il ('ﬁ{:} 3) |
Left Leg Sensor Hits O O Right Leg Jumpe +1 additional
printed -1
1. Hip Life Support O 1. Hip " Prone -2 adjacent hex
2. UpperLeg A 2. Upper Leg Actuator -1 Movement Point +1 otlj'ler hexes
3. Lower Leg Actuator Batlle Value: 774 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVford/4: 890 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Jump Jet Weapon Value: 388 /371 5. Jump Jet i Partial Cover +3 Punch locations|
6. Jump Jet Cost, C-Bills: 3,761,940 6. Jump Jet Infantry Squad

Printed by FEAVYRIECAL PRO. Copyright © 2009 RCW Enterprises. fBattIaTech@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
Parmission to phot: for Luse.

MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.[ = Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num [W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 56 9 10 12 15 20
1 2[1111233 45 6
2 3/11122233 456
8 4/1122344 569
4 5/{11223356 8 9 12
5 61223456 8 912
L 7{1 233456 8 9 12
7 8l2233456 8 912
8 9223457 8101216
9 10/2 33457 8 101216
10 1M23458609

11 12|2 3 45 6 9

12




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

"MtcH Dara

Tyee: Hankyu C
mass: 30 tons

2 LT CcT RT
(crit) (crit) (crit)

BATTLEMECH RECORD SHEET

HD HD HD

Torso Head Torso
1 Active Probe RT

REAR Movement Points: Tech, Config. & Level:

Status: VALIDATED Torso Torso Walking: 3 LL RA RL

(4) Center (4) 9: 8 Clan
ARMOR DIAGRAM Running: 12 Biped OmniMech 4 | LA RA  RA
Head Jumping: § Level 2/3058 5 LA RL RA
g Weaprons Inventory: (hexes) 6 LL RT RL
Qy Type Loc HtDmg Min ShtMed Lng 7 LT CT RT
Total A 2 ERMediumlaser RA 5 7 - 5 10 15 8 cT LT cT
?:ta _r7rr;or 2 ERMediumlaser LA 5 7 - 5 10 15 9 RT LL LT
s= 1 Medium Pulse Laser RT 4 7 4 8 12 10 RA LA LA
. oclum Pulse Laser . 1 | RL LA LL

Right 1 MediumPulseLaser LT 4 7 - 4 8 12
0
3

1 Flamer LT

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

Left Arm Right Arm

@) )

- 1 LT LA RT

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

0000000000 CT CcT cT

Auto Eject: Weapon Heat: LA RT RA

Left Leg i #l [ operational [[] Disabled (31) LA RA RA
®) (8) HD HD HD

Damage
Transfer
Diagram

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

Name: MechWarrior Michael
Gunnery Skill: 3 Piloting Skill: 4

1-3 LL RL RL
Hits Taken | 1 2 3| 4 5 6
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 710]1
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator e -
g‘ g;ni‘: A;(ituatfr 1. Life Support g El;n;l Aagtuatfr
. edium Laser 2. Sensors 3 ledium Laser
6. ER Medium Laser 3. Cockpit 6. ER Medium Laser 1 “H“ SGAI-E Attaél-(re-l;ACK MODIFIERS
1. Endo Steel 4. Ferro-Fibrous 1. Endo Steel _ Movement
2. Ferro-Fibrous g' fi“z‘"s " 2. Ferro-Fibrous [30] Shutdown Stationary None
4.8 3 RollAgain - Lite Suppo 483 RollAgain 29 | Walked +1
4. Roll Again Center T 4. Roll Again % Ammo Explosion, avoid on 8+ Ran +2
§. Roll Again enter 10rso 5. Roll Again = Jumped +3
- A | 26 | Shutdown, avoid on 10+
6. Roll Again ; . it Eng!ne 6. Roll Again [25] -5 Movement Points B;t:l:sh{l;ckll'nitbamagq.ez
. ngine . | 24} +4 Modifier to Fire .
Leﬂ TOFSO 1-3 3. XL Engine R]ght TOI’SO 23| Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XLEngine 4. Gyro 1. XL Engine 29| Shutdown, avoid on 8+ phrm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine | 21 . In Depth 1 Water +1
1 3 3. Medium Pulse Laser 6. Gyro 1_3 3. [Double Heat Sink _Z_g_ :MaveEma:ﬂ: I?omts . n Dep ater
“Y 4. Flamer 1. Gyro 4. |Double Heat Sink :_8 SLHUT;W);P :5;?:,"?2? on 4+ Target
5. Endo Steel 2. XL Engine 5. Met_ilum Pulse Laser 371 +3 Modifier to Fire Movement
6. Endo Steel 9 6. Active Prob =
. Endo Steel 4 6 3. XL Engine . Active Probe 5] 0-2 hexes 0
1. Endo Steel "0 4, XL Engine 1, Endo Steel [15] -3 Movement Points 3-4 hexes +1
2. Ferro-Fibrous 5. Jump Jet 2. Endo Steel | 14| Shutdown, avoid on 4+ §-6 hexes +2
3. Fero-Fibrous 6. Jump Jet 3. Ferro-Fibrous |43 { +2Modifier to Fire 7-9 hexes +3
46 4. Roll Again 46 5 FerroFibrous % 12::: :2;22 :g (Level 3)
g. SZZ :g::z Engine Hits QOO : gLO)Z 23::2 | 10 ] -2 Movement Points 19-24 hexes +6 (Level 3)
) GyroHits OO " 2 ) ) 25+ hexes +7 (Level 3)
. : |8 +1Modifier to Fire Jumped +1 additional
Left Leg Sensor Hits O O nght Leg ] Sprinted A
; . :J'i;)per Leg Actuator Life Support O ; . S::per Leg Actuator (5] -1 Movement Point Prone ﬁ ic:'j]:c.:_ehn:xlzx
. - 5 4
3. Lower Leg Actuator Batlle Value: 1,844 3. Lower Leg Actuator 3] Immobile -4
4. Foot Actuator BVfor3/4: 2,545 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations|
5. Jump Jet Weapon Value: 869 / 869 5. Jump Jet I » Partial Cover +3 Punch locations]
6. Jump Jet Cost, C-Bills: 6,948,987 6. Jump Jet [ o] Infantry Squad  +1

Printed by FEAVYRIZTAL PRO. Copyright © 2009 RCW Enterprises. BattleTech®, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
Parmissian ta ph

for lusa

MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move |+ Weap| + Prev |+ Misc | =Total |- H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat | Heat |Heat | Pts | Level 345691012 15 20
; 111233 45 6

122233 4586
3 12234456 9
4 223356 8 9 12
5 223456 8 9 12
6 233456 8 9 12
7 233456 8 9 12
8 23457 8 101216
9 33457 8 1012 16
10 3456910121520
1 3456910 20
12




BATTLEMECH RECORD SHEET

Status: VALIDATED

ARMOR DiAGRAM

Head
9

Leftlea) o o

(13)

c o

Torso
4

Right Arm
9)

Right Leg
(13)

Damage
Transfer
Diagram

4-8

1-3

46

PHRLNR SORLND

N N N

eonpn

Right
REAR Torso
Center

(4)

Left

Total Armor
Pts = 99

Right
Torso Head Torso

Left Am
Shoulder 1. Shoulder
Upper Arm Actuator 2. Upper Arm Actuator
Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
Medium Laser 1. Life Support 4. Hand Actuator
Medium Laser 2. Sensors 5, [Hatchet
Small Laser 3. Cockpit 6. [Hatchet
Small Laser 4. TAG 1. Ferro-Fibrous
Ferro-Fibrous 5. Sensors 2. Ferro-Fibrous
Ferro-Fibrous 6. Life Support 48> Ferro-Fibrous
Ferro-Fibrous 4. Ferro-Fibrous
Ferro-Fibrous Center Torso 5. Endo Steel
Endo Steel 1. XL Engine 6. Roll Again

2. XL Engine .

Left Torso 1.3 % XLEngine Right Torso
XL Engine 4. Gyro 1. XL Engine
XL Engine 5. Gyro 2. XL Engine
XL Engine 6. Gyro 3. XL Engine
Ferro-Fibrous 1. Gyro 1-3 4. Ferro-Fibrous
Ferro-F{brous 2. XL Engine 5. Ferro-Fl_brous
Ferro-Fibrous 3. XL Engine 6. Ferro-Fibrous
Endo Steel 46 4. XL Engine 1. Endo Steel
Endo Steel 5. |Guardian ECM 2. Endo Steel
Endo Steel 6. |Guardian ECM 46 3. Endo Steel
Endo Stee/ 4. Endo Steel
Roll Again i : 5. Roll Again
Roli Again Engine Hfts 000 6. Roll Again

GyroHits OO

Left Leg Sensor Hits O O Right Leg
Hip Life Support O 1. Hip
Upper Leg A 2. Upper Leg Actuator
Lower Leg Actuator Batlle Value: 849 3. Lower Leg Actuator
Foot Actuator Weapon Value: 338 /338 4. Foot Actuator
Endo Steel Cost, C-Bills: 5,489,770 5. Endo Steel

6.

Endo Stee!

Endo Steel

"MEcH Bata
Type: Scarabus SCB-9A

& Total Heat Sinks: 10 Single
il ooooooo000

Auto Eject:

[ operational

Consciousness #

| ajatia s ol s [ fro [ oo na fes!
B N C E S0 2 ) (23 Y I 0 o A 1 B B 1 )

WaRRIoR DaTA

Name: Dani Zehr
Gunnery Skill:

Weapon Heat:

O pisabled

(8)

5

Piloting Skill:

Hits Taken

-
[

34| 5

7 |10

HEAT SCALE

~2 Movement Points

+1 Modifier to Fire

-1 Movement Point

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

Prlntsd by FEAVYMETAL P30. Copyrlght@ 2009 RCW Enterprlses BattleTech®, 'Mech® and BanleMech@ are trademarks of WizKids, Inc.

for parsanal usa

Roll

HIT LOCATIONS (2D6)
Left Front/Rear Right

mass: 30 tons 2 | LT

Movement Points: Tech, Config. & Level: (crit)

Walking: 10 Inner Sphere 3 LL

Running: 15 Biped 'Mech 4 LA

Jumping: Level 2/3055 5 LA

v Weaeons [nventory: (hexes) 6 LL

ype Loc HtDmg Min ShtMed Lng 7 LT

1 Guardian ECM €T 0 - - - - 6 8 cT

2 Medium Laser LA 3 5 - 3 6 9 9 RT

2 Small L LA 1 3 1 2 3 10 RA

mal aser - 11 RL

1 TAG HD 0 * - 5 9 15 12 HD
1 Hatchet RA 0

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

Roll

PUNCH LOCATIONS (1D6)
Left Front/Rear Right

1 LT
LT
CcT
LA
LA
HD

o0 b WwN

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

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

Sensor Hit
Shoulder

Prone

Target

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

Prone

immobile

Partial Cover
Infantry Squad

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

BattleMech Damage

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
-4

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

MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num [ Move |+ Weap| + Prev | + Misc | = Total |- H.S.| =Heat | To Hits Damage & Notes: Roli Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat Heat Heat | Heat Pts Level 2062 3 4 5 68 9 10 12 15 20
1 2[1111233 4 5 6
2 122233 458
3 122344569
4 223356 8 912
5 223456 8 912
6 233456 8 9 12
7 233456 8 9 12
8 23457 8101216
9 334578 101216
10 3456910121520
11 345691012 15 20
12




"MEcH DaTa

Tyee: Adder (Puma) Prime

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

BATTLEMECH REGORD SHEET wass: 35 tons S RTt)
REAR Movement Points: Tech, Config. & Level: (c" ) (cri ) (cri
Status: VALIDATED Torso Torso Walking: § Clan 3 LL RA RL
(4) Center (4) Running: ! i 4 LA RA RA

ARMOR DiAGRAM Torso wring: 9 Biped OmniMech
(6) Jumping: () Level 2/3050 5 LA RL RA

Head .
) Weagons lnventory (hexes) 6 LL RT RL
Ype oc HtDmg Min ShtMed Lng 7 LT CT RT
Total A B 1 Flamor cT 3 2 -1 2 3 8 cT LT cT
otal Armor  § ° RT LL LT
= 1 ERPPC LA -7 14 23

Pe=1s | 1 ERPPC RA 15 15 7 14 23 10 RA LA LA
Left Right ! ) RL LA LL
Torso Head Torso 1 Targeting Computer HD HD HD

PUNCH LOCATIONS (1D6)

Left Arm Right Arm Roll Left Front/Rear Right

@ 2 : - 1 LT LA RT
Conter i Total Heat Sinks: 11 Double (22) LT LT RT
Torso 0000000000 O cT cT cT

16 "
e) Auto Eject: Weapon Heat: LA RT RA
Left Leg i [ Operational [ pisabted (33) LA RA RA
(14 : : HD HD HD

Damage
Transfer
Di: =

name: MechWarrior Jerome

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

Gunnery Skili: 4 Piloting Skill: 1
Hits Tak 2 1-3 LL RL RL
It aken
1. Shoulder 1. Shoulder ¥ 5 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Al
1.3 % [ERPPC Head 1-3 3 [ERPPC
5. Faroibrous 3 o Support 5. Fonoumirous
g - . Sensors g -
6. Roll Again 3. Cockpit 6. Roll Again “H“ snm-[ Atta?:e.l;ACK MODIFIERS
1. Roll Again 4. Femo-Fibrous 1. Roll Again Tovement
2. Roll Again 5. Sensors 2. Roll Again [30] Shutdown Stati N
. N 6. Life Support g i e tationary one
4-6 3. Roll Again 4.6 3. Roll Agal_n .28 . i Walked +1
4. Roll Again C t T 4. Roll Again % Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enter 10rso 5. Roll Again = Jumped +3
26 | Shutdown, avoid on 10+
6. Roll Again 1. XL Engine 6. Roll Again [25] -5 Movement Points Bgtl:leMeci-:l'tDamagihe2
2. XL Engine [24] +4 Modifier to Fire ensor Hi
Left Torso 4.3 3 XLEngine Right Torso 53| Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine [ 22| Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine | 21 ) rr%"eth 1 Wat j
4.3 3 [Double Heat Sink 6. Gyro 13 3. [Double Heat Sink % :"\‘mMr:Zeme:rotsFi’:rI\m:void on 4+ n Dep Ll
£ Boweieisnt 4 o gt | et Targe
. {Double Heat Sin 2. XL Engine - geting P | 17 ] +3 Madifier to Fire Movement
6. |Double Heat Sink 46 3. XL Engine 6. |Targeting Computer 6] 0-2 hexes 0
1. Endo Steel 4. XL Engine 1. [Targeting Computer | 15| -3 Movement Points 34 hexes +1
2. Ferro-Fibrous 5. Flamer 2. Endo Steel |14 Shutdown, avoid on 4+ 5-6 hexes +2
3. Ferro-Fibrous 6. Endo Steel 3. Ferro-Fibrous 1131 +2 Modifier to Fire 7-8 hexes +3
4-8 ! 4-6 e [12] 10-13 hexes  +4
4. Roll Again 4. Ferro-Fibrous
5. Roll Again : . 5. Roll Again Rl . 14-18 hexes  +5(Level 3)
6. Roll A EngineHits O OO ? | 10| -2 Movement Points 19-24 hexes  +6 (Level 3)
gain . 6. Roll Again
GyroHits O O — . ) 25+ hexes +7 (Level 3)
Left L s Hits OO Right L [ 81 +1Modifier to Fire Jumped +1 additional
€l eg .ensor ! Ig eg &1 Sprinted -1
; Sg’per Leg Actuator Life Support_O ; Srper Leg Actuator : -1 Movemant Point Prone :ﬁ 2?giiehnetxr;esx
} X 2 4
3. Lower Leg Actuator Batlle Value: 2,083 3. Lower Leg Actuator BN Immobile —4
4, Foot Actuator BVford/1: 3,125 4. Foot Actuator 2 In Depth 1 Water +2 Punch locations|
6. Endo Steel Weapon Value: 1,292/1,292 5. Endo Steel 1] i Partial Cover +3 Punch locations|
6. Endo Steel Cost, C-Bills: 7,021,688 6. Endo Steel [ o] Infantry Squad  +1

Printed by FEAVYMETAL PRO. Copyright ® 2009 RCW En{arprlses. fBattle‘l‘e<:h®, 'Mech® and BattleMech® are trademarks of WizKids, Ine,
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MOVEMENT RECORD MISSILE HITS TABLE

Turn |Type | Num | Move [+ Weap| + Prev | + Misc | = Total (- H.S.[ =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num [W/R/J| Hex | Heat | Heat | Heat Heat |Heat | Pts | Level 2062 3 4 56 9 10 12 15 20
1 111233 45 6
2 122233 4568
3 1223445869
4 223356 8 9 12
5 223456 8 912
6 2334568 912
7 233456 8 912
8 234578101216
9 334578101216
10 3456910121520
11 345609 15 20
12




"MecH Dara HIT LOCATIONS (2D6)
Roll Right

Tyee: Hollander BZK-F3 off _Left FrontRear Rig
BATTLEMECH RECORD SHEET mass: 35 tons S I
Left REAR Right Movement Points: Tech, Config. & Level: (c"t) (crit) (crit)
Status: VALIDATED Torso Torso Walking: 5 Inner Sphere 3 LL RA RL
(3) Center (3) . x >p 4 LA RA RA

ARMOR DIAGRAM Torso Ruming: 8 Biped 'Mech

Head () Jumping: Q Level 2/ 3055 5 LA RL RA
: Weagons Inventory: (hexes) 6 LL RT RL
Qty Type Loc HtDmg Min ShtMed Lng| 7 LT CcT RT
1 Gauss Rifle RT 115 2 7 15 22 8 CT LT CT

Total Armor 9 RT LL LT
Pts =72 10 | rRA LA LA

Left Right 1 RL LA LL
Torso Head Torso HD HD HD

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

BV2:
150

Rounds:
16

Ammo Type:

Gauss Rifle

Left Arm
(6)

Right Arm
(6)

! - - 1 LT LA RT

8 Total Heat Sinks: 10 Single LT LT RT

g 0000000000 CT cT CcT

Auto Eject: Weapon Heat: LA RT RA

Left Leg [ Operational [ Disabled (1) LA RA RA
S ————————————————————— HD HD HD

Warrior Data

name: Bernard Mallins
4 Piloting Skill:

Transfer
Diagram

KICK LOCATIONS (1D6) I

4 Roll Left Front/Rear Right

Gunnery Skitl:

1-3 LL RL RL
Left Arm Hits Taken 2 3
1. Shouider 1. Shoulder Consc 4-6 LL LL RL
2. Upper Arm Actuator 2, Upper Arm A #] 3 18] 7]10] 11 [Dead
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator — e —
- -; :a;d g{ctulator 1. Life Support g. lélagd glctulator
. Endo Stee 2. Sensors . Endo Stee
6. Endo Steel 3. Cockpit 6. Endo Steel “H“ scm-[ Attagl-(re.l;‘ACK MODIFIERS
1. Ferro-Fibrous 4. Single Heat Sink 1. Ferro-Fibrous - Movement
2. Ferro-Fibrous 5. Sensors 2, Ferro-Fibrous [30] Shutdown Stationary None
46 3 Fero-Fibrous 6. Life Support 4. 3 Ferro-Fibrous [29] ) . Walked +1
4, Ferro-Fibrous 4.  Ferro-Fibrous 128 | Ammo Explosion, avoid on 8+ Ran +2
5. Ferro-Fibrous Center Torso 2. ’::erro-ﬁ::grous g_; Shutdown. avoid on 10+ Jumped +3
6. Ferro-Fibrous 1. Fusion Engine . Ferro-Fibrous z 5 Movement Points Bgteunesnﬁ%tpamagé
2. Fusion Engine . 24| +4 Modifier to Fire .
eﬁ TOI'SO 1-3 3. Fusion Engine R|ght TOI‘SO [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. Endo Steel "9 4. Gyro 1. Single Heat Sink [22] Shutdown, avoid on 8+ PA"" Act. (each) *; weapons in arm
2. Endo Steel 5. Gyro 2. Single Heat Sink [ 21] _ rone +
1-3 3. Endo Steel 6. Gyro 13 3. [Gauss Rifle |20} -4 Movement Points in Depth 1 Water +1
-3 =3 4 i [19] Ammo Explosion, avoid on 4+
;' gzgo gﬁee; 1. Gyro g g:z:: g:gz | 18§ Shutdown, avoid on 6+ Target
- 0 el 2. Fusion Engine " ! [A7] +3 Modifier to Fire Movement
6. Endo Sieel 3. Fusion Engine 6. |Gauss Rifle 6] 0-2 hexes 0
1. Ferro-Fibrous 46 4. Fusion Engine 1. |Gauss Rifie |45} -3 Movement Points 3-4 hexes +1
2. Ferro-Fibrous 5. Ammo (Gauss) 8 2. |Gauss Rifie |14} Shutdown, avoid on 4+ 5-6 hexes +2
3. Roll Again 6. Ammo (Gauss) 8 3. |Gauss Rifle (131 #2 Modifier to Fire 7-9 hexes +3
46 y 4-6 s . [12] 10-13 hexes  +4
4. Roll Again 4. Roll Again 1418 hexes +5 (Level 3)
:' ggzﬁg::z Engine Hits OO O 2 ggz 22::2 -2 Movement Points 19-24 hexes +6 (Level 3)
orotiis 00| * Aottt oo o
Left Leg Sensor Hits g o nght Leg Sprinted -1
1. Hip Life Support 1. Hip . " Prone ~2 adjacent hex
2. Upper Leg Actuator N 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 957 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVford4/4: 1,101 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Endo Steel Weapon Value: 307 / 307 5. Endo Steel ™ Partial Cover +3 Punch locations
6. Endo Steel Cost, C-Bills: 2,585,160 6. Endo Steel 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: Roll  Number of Missiles Fired
Num [W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 56 9 10 12 15 20
1 2f1111233 45 6
2 122233 45 6
3 12234456 9
4 223356 8 9 12
S 223456 8 9 12
8 233456 8 912
7 233456 8 9 12
8 23457 8 101216
9 33457 8101216
10 3456910121520
11 3456910121520
12




"MEcH Da1a
Tyee: Jenner JR7-K

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

BATTLEMECH RECORD SHEE T Mass: 35 tons 2l S e
REAR Movement Points: Tech, Config. & Level: (c" ) (cr' ) (c” )

Status: VALIDATED T})i?o onter T?go Walking: 7 Inner Sphere 3 LL RA RL
ARMOR DIAGRAM Ruwing: 11 Biped ‘Mech 4 | LA RA R
Head Jumping: 5 Level 2 /3050 5 LA RL RA

Weagons inventory: (hexes) 6 LL RT RL

Ype Loc HtDmg Min ShtMed Lng 7 LT CT RT

Total A | B CT 32mit- 3 6 9 8 cT LT cT

?:;ta _rsngor 2 Medium Laser LA 3 5§ - 3 6 9 9 RT LL LT

*= 2 Medium L RA 3 5 3 6 9 10 RA LA LA

et Riht ocium “aser : 1 | R LA LL

Torso Head Torso 12 HD HD HD

PUNCH LOCATIONS (1D86)
Roll Left Front/Rear Right
1 LT LA RT
LT LT RT

Bvz:
26

RN Ammo Type: Rounds:
SRM 4 25

B Total Heat Sinks: 10 Single

Left Arm
4

Right Arm

Center

Torso 0000000000 CT CT CT

i Auto Eject: Weapon Heat: LA RT RA

Left Leg . [ Opsrational  [[] Disabled (15) LA RA RA
(6) 6 HD HD HD

Damage
Transfer ) .
Diagram name: Lieutenant Emma Snyder

Gunnery Skill: 3 Piloting Skill: 5

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

LL RL RL
Leﬁ Arrn Hits Taken 2 3 4
1. Shoulder 1. Shoulder ) LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # s17110
1-3 3. Medium Laser Head 1-3 3. Medium Laser
g. ge;’ii:rn ].aser 1. Life Support g %e;li:m Laser
. Roll Again 2, Sensors . Roll Again
6. Roll Again 3. Cockpit 6. Roll Again “EAI ssl‘“-[ Atta?l.(re.l;‘ACK MODIFIERS
1. Roll Again g gglngslsr:leat Sink 1. Roll Again ** Avoid Inferno explosion on.. Movement
2. Roll Again N 2. Roll Again 30| Shutdown Stationary None
4.6 % RollAgain 6. Life Support 4.3 RollAgain (28] . . Walked 1
"0 4. Roll Again 4. Roll Again 28 Ammo Explosion, avoid on 8+ (** 12+) Ran +2
8. Roll Again Center Torso 2 i,:o;; ﬁga’-n 2_2 Shutdown, avoid on 10+ Jumped 3
6. Roll Again 1. Fusion Engine . RoliAgain [25] -5 Movement Points B;ttleMeri'-lhl tDama%'ez
2, Fusion Engine . [24] +4 Modifier to Fire ensor )
Leﬁ TOI‘SO 1-3 3. Fusion Engine nght TOI'SO [ 23| Ammo Explosion, avoid on &+ (** 10+) Shouider +4 weapons in arm
1. Jump Jet 2 4. Gyro 1. Jump Jet 22 Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. Jump Jet 5. Gyro 2. Jump Jet 211 ) Do b Water +2
1'3 3. Famo-Fibrous 5. Gyro 1"3 3. Ammo {SRM 4) 25 3_3 ?mMr::;n;:T:s?:rl\m:void on 4+ (** 8+) n oep ater
g. ?Zgiggﬁgﬁ 1. Gyro g g:rf:—Fibrous (6] Shutdown, avoid on 6+ Target
- remo-T 2. Fusion Engine - ' 17| +3 Modifier to Fire Movement
6. Ferro-Fibrous 46 3. Fusion Engine 6. Ferro-Fibrous K& 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. Jump Jet 2. Ferro-Fibrous % fgl;’tld?’\./:_n, ivo;i on 4+ (™ 6+) 56 hexes +2
45 3 FemoFibrous 6. SRM4 4.5 3 FerroFibrous I odifier to Fire 7-9 hexes “‘3
4. Roll Again 4. Ferro-Fibrous = 10-13 hexes  +
5. Roll Again o Hi 5. Ferro-Fibrous . 14-18 hexes  +5(Level 3)
S Rl igan Engine Hits QOO | o o) again -2 Movement Points (** 4%) 19-24 hexes  +6 (Level 3)
g Gyro Hits OO : 9 . y 25+ hexes +7 (Level 3)
: : *1 Modifier to Fire Jumped +1 additional
Left Leg Sensor Hits O O Right Leg Sprinted o
1. Hip Life Support O 1. Hip 1 Movement Point Prone -2 adjacent hex
2. UpperlLegA X 2. Upper Leg Actuator +1 other hexes
3. Lower Leg Actuator Batlle Value: 893 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor3/5: 1,072 4. Foot Actuator In Depth 1 Water +2 Punch locations
5. Roll Again Weapon Value: 288 /288 5. Roll Again Partial Cover +3 Punch locations
6. Roll Again Cost, C-Bills: 3,306,375 6. Roll Again Infantry Squad ~ +1

Prlnted by FEAVYMETAL P30. Copyrlgbt©2009 RCW Enterpr]ses 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 4 56 9 10 12 15 20
! 111233 45 6
2 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 8101216
10 345609
11 34569
12




"MecH Data HIT LOCATIONS (2D6)
. Roll Right
Type: nght Hawk NTK-2Q ol Left Front/Rear Rig

BATTLEMECH RECORD SHEET Mzss: 35 tons 2o R
s . VALIDAT! TLeﬁ REAR Right Movement Points: Tech, Config. & Level: (crit) (crit) (cnt)

tatus: VALIDATED ?So Center T?go Walking: 6 Inner Sphere 3 LL RA RL
AHM“H nIAsBAM Torso Running: 9 Biped '"Mech 4 LA RA RA
Hoad (4) Jumping: Level 2/ 3058 5 | LA RL RA

c ‘ Weagons Inventory: (hexes) 6 LL RT RL

Qty Type Loc HtDmg Min Sht Med Lng 7 LT CT RT

1 Large Laser CtT 8 8 - 5§ 10 15 8 CcT LT cT

Total Armor 3 9 RT LL LT

Pts = 112 1 ER Large Laser RA 12 8 - 7 14 19

1 MediumPulse Laser LA 4 6 - 2 4 6 :2 RA LA LA

Lef Right RL LA LL

Torso Head Torso 12 HD HD HD

PUNCH LOCATIONS (1D6)

Left Arm Rigr;toArm Roll Left Front/Rear Right
(10) (10) : 1 LT LA RT
Total Heat Sinks: 12 Double (24) LT LT RT
0000000000 00 cT cT cT
Auto Eject: Weapon Heat: LA RT RA
Left Leg oo oo Right Leg D Operational D Disabled (24) LA RA RA
15) (15) HD HD HD

Damage ]
Transfer . KICK LO! 1D6
Diag Internal Structure (58 Pts) f] Neme: Andrew Gailey CATIONS ( .)
Roll Left Front/Rear Right
Gunnery Skil: 3 Piloting Skil: 4 9
Left Arm GRITIGAL HiT TABLE e T T 13 [IL  RL R
1. Shoulder 1. Shoulder X 4-6 LL LL RL
2. Upper Arm Actuator 2, Upper Arm Actuator Consciousness # i 7110
13% Medium Pulse Laser Head 133 ER Large Laser
4. Roll Again 1. Life Support 4. |ER Large Laser
5. Roll Again 2. Sensors 5. Roll Again
6. Roll Again 3. Cockpit 6. Roll Again HEAT SCALE Amg‘(l‘;ACK MODIFIERS
1. Roll Again 4. Roll Again 1. Roll Again - Movement
2. Roll Again 5. Sefnssors 2. Roll Again [30] Shutdown Stationary None
463 RollAgain 6. Life Support 4.6 3 RollAgain [29] Walked +1
4, Roll Again 4. Roll Again | 28 | Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again Center Torso 5. Roll Again FEH sutdown. avoid on 10+ Jumped +3
6. Roll Again 1. XL Engine 6. Roll Again Foe] = Mov:rlr:‘e’:tv;::int BattleMech Damage
2. XL Engine . 24 +4 Modifier to Fi Sensor Hit +2
Left Torso 1.3 3 X.Engine nght Torso [23 ] Ammo IE;(G;:loZIJ;,aavoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine | 22| Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine | 21 ] Prone +2
1-3 3. XL Engine 6. Gyro 13 3. XL Engine _%0_ :Mostme?t Points dom 4 In Depth 1 Water +1
- & = 0 J | mmo Explosion, avoid on
4. [Double Heat ank 1. Gyro 4. |Double Heat S!nk (8] Shutdown. avoid on 6+ Taraget
5. |Double Heat Sink 2. XL Engi 5. |Double Heat Sink =1 el N Movement
6. |Double Heat Sink ngine 6. [Double Heat Sink 171 +3 Modifier to Fire
46 3. XL Engine | 16 | 0-2 hexes 0
1. [Double HeatSink - 4. XL Engine 1. [Double Heat Sink [ 151 -3 Movement Points 3—4 hexes +1
2. {Double Heat Sink 5. |Large Laser 2. |Double Heat Sink |14 1 Shutdown, avoid on 4+ 5-6 hexes +2
4.6 3 [Double Heat Sink 6. [Large Laser 46 3 [Double Heat Sink [13] +2 Modifier to Fire 7-9 hexes +3
4. Roll Again 4. Roll Again 2] 1 2:}3 :exes :‘5‘ (Level 3)
5. Roll Again : . 5. Roll Again Ml . exes evel
6. Roll Again Engine Hits O OO 6. Roll Again | 10| -2 Movement Points 19-24 hexes +6 (Level 3)
GyroHits OO M +1 Modifier to Fire 25+ hexes +7 (Level 3)
eft Leg Sensor Hits O O nght Leg 7] g:':r’:fe% j additional
1. Hip Life Support O 1. Hip —g— 1 Movement Point Prone -2 adjacent hex
2. Upper Leg Actuator 2. Upper Leg Actuator 4] +1 other hexes
3. Lower Leg Actuator Batlle Value: 997 3. Lower Leg Actuator 3] Immobile -4
4. Foot Actuator BVfor3/4: 1,376 4. Foot Actuator 2| In Depth 1 Water +2 Punch locations
5. Roll Again Weapon Value: 832 /832 5. Roll Again I "~ Partial Cover +3 Punch locations]
6. Roll Again Cost, C-Bills: 5,126,625 6. Roll Again [ 0] Infantry Squad  +1

MOVEMENT RECORD MISSILE HITS TABLE

Turn [Type | Num | Move |+ Weap| + Prev | + Misc [ = Tota! |- H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num [W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 456 9 10 12 15 20
; 111233 45 6
" 122233 45 6
” 12234456 9

223356 8 912
S 223456 8 912
& 233456 8 912
7 233456 8 912
8 23457 8 101216
92 33457 8 101216
10 3456910121520
11 3456910121520
12




BATTLEMECH RECORD

. T REAR Movement Points: Tech, Config. & Level:
Status: VALIDATED ‘(vgo Contor T?So Walking: 4 Inner Sphere
ARMOR DiAGRAM Sonend: 6 Biped 'Mech

Head Jumping: 4 Level 2/3050
9 Weagons Inventory: {hexes)
500 Qy Type Loc HiDmg Min ShtMed Lng
[eXeNe} Total A 1 LB 10-X AC RT 2 10 6 12 18
o ° lgt: = ;rg;r 1 Medium Pulse Laser LT 4 6 - 4

"MecH Data

Type: Hatchetman HCT-5S
Mass: 45 tons

SHEET

1 Medium Pulse Laser LA

Left Right 1 Medium Pulse Laser RA
Torso Head Torso

4 6
4 6 -
RA 0 9

Bl 1 Hatchet

0O 0 0 OO
o 0 0 O
0O 0 0 0O

Bv2:
42

Rounds:
10

£l Ammo Type:
LB 10-X AC

1l Total Heat Sinks: 10 Single

0000000000
Auto Eject: Weapon Heat:
Left Leg Right Leg [ operational D Disabled (14)
(22) (22) [ m——————————————

WaRRIoR DatA

Name: Jo© Weems

Damage
Transfer

gl

POREND SOALN

-

ODOREND SORLON

-

oapwn

Hits Taken 2
Shoulder 1. Shoulder
Upper Arm Actuator 2. Upper Arm A # 57
Lower Arm Actuator Head 1-3 3. Lower Arm Actuator -
Hand Actuator 1. Life Support 4. Hand Actuator
Medium Pulse Laser 2. Sensors 5. Medium Pulse Laser
Ferro-Fibrous 3. Cockpit 6. {Hatchet HH“ scm-E
Ferro-Fibrous 4. Single Heat Sink 1. |Hatchet
Ferro-Fibrous 5. Sensors 2. |Hatchet [30] Shutdown
Roll Again 6. Life Support 463 Forro-Fibrous 2]
Roll Again 4. Ferro-Fibrous | 28 | Ammo Explosion, avoid on 8+
Roll Agail 5. Ferro-Fibrous | 27 |
RZI/ Ag:g Center Torso 6. Roll Ag,lgin " | 26 | Shutdown, avoid on 10+
1. XL Engine : | 25| -5 Movement Points
2. XL Engine . 24| +4 Modifier to Fire
Leﬁ TOI'SO 1_3 3. XL Engine nght TOI'SO 1 23| Ammo Explosion, avoid on 6+
XL Engine 4. Gyro 1. XL Engine [22] Shutdown, avoid on 8+
XL Engine 5. Gyro 2. XL Engine 1 21 | .
XL Engine 6. Gyro 1-3 3 XLEngine 120 -4 Movemant Points i on 4
Single Heat Sink - "0 4. Single Heat Sink |49 Ammo Explosion, avoid on 4+
Medium Pulse Laser A 5. [LB 10-X AC |18 Shutdown, avoid on &+
Ferro-Fibrous 2. XL Engine 6. LB 10-xAC |.17 | +3 Modifier to Fire
Brro-HIbrou 4.6 3 XLEngine - 6| )
Ferro-Fibrous 4. XL Engine 1. (LB 10-X AC | 151 -3 Movement Pf)mts
Ferro-Fibrous 5. Ferro-Fibrous 2. |LB 10-X AC _:;;_ f;:’tld:\{;n, ivol:i on 4+
Ferro-Fibrous 6. Roll Again 48 3. |LB10-X AC ] odifier to Fire
Ferro-Fibrous 4. |LB10-X AC TR
ﬁz;:g:gg:gzi EngineHits OO O Z 2’:;“; (LB 10-X) 10 -2 Movement Points
Gyro H!ts 00 R +1 Modifier to Fire
Left Leg Sensor Hits O O Right Leg
Hip Life Support O 1. Hip . .
Upper Leg Actuator " 2. Upper Leg Actuator 1 Movement Point
Lower Leg Actuator Battle Value: 1,039 3. Lower Leg Actuator
Foot Actuator BVior3/4: 1,434 4. Foot Actuator
Jump Jet Weapon Value: 697 /697 5. Jump Jet
Jump Jet Cost, C-Bills: 6,135,240 8. Jump Jet

Printed by FEAVYMETAL PR0. Copyright © 2009 RCW Enterprises. (BattleTech@, "Mech® and BattleMech® are trademarks of WizKids, Inc.
i i 1o phot: or luse.

Gunnery Skill: 3 Piloting Skill: 4

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

{crit) (crit) (crit)

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

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

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

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

46

LL LL RL

ATTACK MODIFIERS

Attacker
Movement

Stationary None

Walked +1

Ran +2

Jumped +3
BattieMech Damage

Sensor Hit +2

Shoulder +4 weapons in arm

Arm Act. (each)

+1 weapons in arm
Prone +2

In Depth 1 Water +1

Target

Movement
0-2 hexes 0
34 hexes +1
5-6 hexes +2
7-9 hexes +3
10-13 hexes +4
1418 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
Partial Cover
Infantry Squad

+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 Leve|
1

2

3

4

5

6

7

8

9

10

11

12

MISSILE HITS TABLE
Number of Missiles Fired
3456910121520
5 6
6
9
12
12
12
12
16
16

»
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"MEcH Data HIT LOCATIONS (2D6)
H . Right

Tyee: Ice Ferret (Fenris) Prime g} "°" St FrontRear Rig
2 LT CcT RT

BATTLEMECH RECORD SHEET

Mass: 45 tons (crit) {crit) (crit)

Stat VALIDATED T r REAR Tc')gsc Movement Points: Tech, Config. & Level: 3 LL RA RL
aus: ?7?0 Center  (7) Walking: g Clan
ArRMOR DiAGRAM Running: 12 Biped OmniMech 4 LA RA RA
Head Jumping: ( Level 2/ 3050 5 LA RL RA
9 ‘ Weagons Inventory: (hexes) 6 LL RT RL
Ype Loc HtDmg Min ShtMed Lng| 7 LT CT RT
Total Armor 1 Active Probe cr 0 - - - - 5 8 cT LT CT
9 RT LL LT
- 1 ERPPC LA 15 15 - 7 14 23
Pts = 144 10 | RA LA LA

1 ER Small Laser
1 Streak SRM 2

2
2 2/hit -

5 - 2
4

4 6
8 12

RL LA LL
HD HD HD

Left Right
Torso Head Torso

PUNCH LOCATIONS (1D6)

Left Arm Right Arm § Ammo Type: Rounds:  BVZ Roll  Left Front/Rear Right
(14) (14) 2 Streak SRM 2 50 18
i - 1 LT LA RT
Total Heat Sinks: 12 Double (24) LT LT RT
0000000000 00 cT cT cT
Auto Eject: Weapon Heat: LA RT RA
D Operational D Disabled (19) LA RA RA

HD HD HD

0000000000 Q
00000000000

Damage
Transfer . KICK LOCATIONS (1D#6)
Diagram name: MechWarrior Kyun
g Internal Structure (75 Pts yung Roll  Left Front/Rear Right
Gunnery Skill: 3 Piloting Skill: 4
Left Arm HIHIR TR Right Am cse I e 3 [LL RLRL
1. Shoulder 1. Shoulder consc 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm A # s{r7jwo]n
1.3 3 [ERPPC Head 4.3 3 Lower Arm Actuator
" 4. [ERPPC 1. Life Support 4. Hand Actuator
5. ER Small Laser 2. Sensors 5. Streak SRM 2
6. Ferro-Fibrous 3. Cockpit 6. Ammo (Streak 2) 50 “H“ SEM-E Aﬁaé:;'ACK MODIFIERS
1. Roll Again 4. Ferro-Fibrous 1. Ferro-Fibrous _ Movement
2. Roll Again 3 fl'-;'e‘s;ufs o 2. Roll Again [30] Shutdown Stationary None
4.8 3 RollAgain - PP 4.5 3 RollAgain [29] Walked +1
4. Roll Again "V 4. Roll Again [ 28| Ammo Explosion, avoid on 8+ Ran +2
:' goZ ﬁgaln Center Torso 2 goZﬁgal:n % Shutdown, avoid on 10+ Jumped +3
ol Again ; ))E:: E"Q:ne - ol Again 25| -5 Movement Points ng::":‘;:‘i tDama%_ez
8 ngine |24 | +4 Modifier to Fire N
Left Torso 1.3 3 XLEngine nght Torso | 23| Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine ™ 4. Gyro 1. XL Engine (22| Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine [ 21] . Prone +2
1-3 3. Endo Steel 6. Gyro 13 3. Endo Steel % :aneEmart Points o In Depth 1 Water +1
- "~ - _E | 19 ! Ammo Explosion, avoid on 4+
s rorotious 1. oy ¢ parorias B it Taroet
i vhas 2. XL Engine R Auat [[17] +3 Modifier to Fire Movement
6. Roll Again 463 X-Engine 6. Roll Again 6] 0-2 hexes 0
1. Roll Again 4. XL Engine 1. Roll Again | 18 | -3 Movement Points 3-4 hexes +1
2. Roll Again 5. Active Probe 2. Roll Again |14 | Shutdown, avoid on 4+ 5-6 hexes +2
4. 3 RollAgain 6. Endo Steel 4.6 3 FRollAgain % +2 Modifier to Fire 7-9 hexes +3
4. Roll Again "0 4. Roll Again == 12::; Eexes ’;g (Level 3)
P exes Vi
g' gg‘;ﬁg::g Engine Hits O OO :' ggz’:g:;z -2 Movement Points 1924 hexes  +6 (Level 3)
GyroHits OO ’ +1 Modifier to Fire 25+ hexes +7 (Level 3) \
- . Jumped +1 additional
Left Leg LS'fen;cx Hlt: g o nght Leg Sprinted -1
1. Hip ife Suppo 1. Hip ~ i Prone -2 adjacent hex
2. Upper Leg Actuator " 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,678 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor3/4: 2,316 4. Foot Actuator In Depth 1 Water +2 Punch locations]
5. Endo Steel Weapon Value: 1,289/1,249 5. Endo Steel i Partial Cover +3 Punch locations|
6. Endo Steel Cost, C-Bills: 12,543,588 6. Endo Steel Infantry Squad  +1

Printed by l-:AV"nEZAL PRO 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/RA| Hex | Heat | Heat | Heat | Heat |Heat | Pts | Level 2062 3 4 5 6 9 10 12 15 20
; 111233 45 6

122233 45 6
3 1223445686 9
4 223356 8 9 12
5 223456 8 912
6 233456 8 912
7 233456 8 9 12
8 23457 81012 16
9 33457 8 1012 16
10 3456910121520
11 3456 910121520
12




'MecH Data

Tyre: Shadow Cat Prime
Mass: 45 tons

BATTLEMECH RECORD

Rig Movement Points: Tech, Config. & Level:
Status: VALIDATED Torso FéEAR Torso Walking: § P
ARMOR DIAGRAM B G Ruming: 9 [12] Biped OmniMech

SHEET

Jumping: 6 Level 2/3058

Head
8

‘ Weapons Inventory: (hexes)
Qty E;ww

1 Gauss Riflo RA 115 2 7 15
Total Armor )
Pts = 134 ‘ 1 ERMediumlaser LA § 7 - 5§ 10
il 1 ER MediumlLaser RT § 7 - § 10
Left Right 1 Active Probe LT 0 - - - -

Torso Head Torso

Loc HtDmg Min ShtMed Lng

22

BV2:
449

Rounds:
16

I Ammo Type:

Right Arm
Gauss Rifle

(10)

Total Heat Sinks: 10 Double (20)
0000000000

Auto Eject: Weapon Heat:
M [ operational  [[] Disabled (1 1)

WarRIoR Data
Name: Star Commander Corley Kotare

2 3

Right Leg
(18)

Damage
T -

Diagram

Gunnery Skill: Piloting Skill:

nght Arm (CASE) Hits Taken 2 3 4 5
1. Shoulder 1. Shoulder . 717 m
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # S 0
1-3 3. Lower Arm Actuator Head 1-3 3. [Gauss Rifle
4. Hand Actuator 1. Life Support 4. [Gauss Rifle
5. ER Medium Laser 2. Sensors 5. |Gauss Rifle
6. Endo Steel 3. Cockpit 6. |Gauss Rifle “H“ scm-f
1. Endo Steel 4. Endo Steel 1. |causs Rifle -
2. Roll Again 5. Sensors 2. |Gauss Rifle [30] Shutdown
4.6 % RollAgain 6. Life Support 4.6 3 EndoSteel (29 ) )
"V 4. Roll Again 4. Endo Steel % Ammo Explosion, avoid on 8+
5 i . Roll Again <0
: ggmg:z Center Torso g Roll Aga;n | 26 | Shutdown, avoid on 10+
: 1. §|— E“Qme : | 25| -5 Movement Points
2. XL Engine . 24| +4 Modifier to Fire
Left TOI'SO 1-3 3. XL Engine nght TOFSO (237 Ammo Explosion, avoid on 6+
1. XL Engine 4. Gyro 1. XL Engine | 22 | Shutdown, avoid on 8+
2. Xk Engine 5. Gyro 2. XL Engine | 21 | .
13 3. Jump Jet 6. Gyro 13 3. Jump Jet % -4 MOV;'"B;“ Points o s
"™ 4. Active Probe 1. Gyro 4. ER Medium Laser s ] IS\:::T:OW):IP :5:;:';"2:_ on
5. Endo Steel 2. XL Engine 5. Ammo (Gauss) § 17| +3 Modifier to Fire
6. Ferro-Fibrous 3. XL Engine 6. Ammo (Gauss) 8 B3
1. Ferro-Fibrous 4-6 4. XL Engine 1. Endo Steel ] 15] -3 Movement P?ints
2. Ferro-Fibrous 5. [MAsC 2. Ferro-Fibrous 1_‘; fgt;ltldzy:_n, ivor;gi on 4+
46 3. Roll Again 6. |MASC 48 3. Ferro-Fibrous H odifier to Fire
4. Roll Again 4. Ferro-Fibrous 7]
5. Roll Again : B 5. Ferro-Fibrous 0] -2m t Points
6. Roll Again Engine Hits OOO | & oo g < Movement Foin
Gyro H!ts 00 . :: +1 Modifier to Fire
Left Leg Sensor Hits OO Right Leg ]
1. Hip Life Support O 1. Hip —1 .
2. Upper Leg Act ) 2. Upper Leg Actuator 4| 1 Movement Point
3. Lower Leg Actuator Batlle Value: 2,156 3. Lower Leg Actuator 3
4. Foot Actuator BVfor2/3: 3,924 4. Foot Actuator 2]
5. Jump Jet Weapon Value: 1,468 /1,468 5. Jump Jet 14
6. Jump Jet Cost, C-Bills: 11,785,510 6. Jump Jet [o]

Printed by FEAVYRIETAL PR0. Copyright © 2009 RCW En't_erprises. fBattleTech@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
ission ta t for | usa,

e

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

(crit) {crit) (crit)

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

Roll

PUNCH LOCATIONS (1D6)
Left Front/Rear Right

1 LT
LT
()
LA
LA

HD

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

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

Attacker

Movement
Stationary
Walked
Ran
Jumped

Sensor Hit
Shoulder

Prone

Target

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

Prone

Immobile

Partial Cover
Iinfantry Squad

ATTACK MODIFIERS

BattleMech Damage

Arm Act. (each)

In Depth 1 Water

In Depth 1 Water

None
+1
+2
+3

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

+1

0

+1

+2

+3

+4

+5 (Level 3)

+6 (Level 3)

+7 (Level 3}

+1 additional
-1

-2 adjacent hex
+1 other hexes
-4

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

MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total [-H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
1 111233 45 6
2 122233 45686
3 122344569
4 223356 8 912
5 223456 8 9 12
6 233456 8 9 12
7 233456 8 9 12
8 23457 8 101216
9 334578

10 3456910

11 3456 910

12




HIT LOCATIONS (2D6)

'MecH DatA

. Roll Left Front/R Right

Tyee: Centurion CN9-D © eRt TrontRear ll'\?T

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

Status: VALIDATED Torso Torso Walking: 3 LL RA RL

(6) Center (6) ing: Inner Sphere

ARMOR DiAGRAM Ruming: 9 Biped ‘Mech 4 | LA RA RA
Jumping: () Level 2/ 3050 5 LA RL RA

Head RL

t Weagons [nventory: (hexes) 6 LL RT

ype Loc HtDmg Min ShtMed Lng 7 LT CT RT

Total A 1 LB 10-X AC RA 210 - 6 12 18 8 cT LT cT

gt: - ;rggr 1 LRM10w/ Artomis IV LT 4 1/hit 6 7 14 21 9 RT LL LT

1 Medium L. cT 3 5 3 6 9 10 RA LA LA

et Riht oclum taser . 1 | RL LA LL

Torso Head Torso £l 1 Medium Laser CTR)3 5§ - 3 6 9 12 HD HD HD

Bv2:
86

50

Rounds:
20

24

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

Right Arm
(16)

(16)

' 1 LT LA RT

Total Heat Sinks: 10 Single LT LT RT

0000000000 cT cT cT

Auto Eject: Weapon Heat: LA RT RA

Left Leg Right Leg g [ Operational [] Disabled (12) LA RA RA
(16 (16) ,. m— m— : HD HD HD

Damage
Transfer
Diagram

Name: Lieutenant Porter Cormany

Internal Structure (83 Pts

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

Gunnery Skill: 3 Piloting Skill: 4
CRIMIGAL HIT TaBLE T 3 [ R R
1. Shoulder 1. Shoulder 4-6 LL LL RL
2, Upper Arm Actuator 2. Upper Arm A # Sl7jie|ln
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
™ 4. Hand Actuator 1. Life Support 4. [LB10-X AC
5. Endo Steel 2. Sensors 5. [LB 10-XAC
6. Endo Steel 3. Cockpit 6. |LB 10-X AC HEAI SI:AI-[ Aﬁagl.{;-ACK MODIFIERS
1. Endo Steel 4. Roll Again 1. |LB 10X AC Movement
2. Roll Agai 5. Sensors 2. |LB 10X AC [36] Shutd i
. ROl Again 6. Life Support . | 30 | utdown Stationary None
48 3. Roll Again . 48 3. |LB 10-X AC | 20 . . Walked +1
4, Roll Again C t T 4, g,,Zo g(ee; _;g_ Ammo Explosion, avoid on 8+ Ran *2
5. Roll Again enter 10rso 5. Endo Stee = Jumped +3
. | 26 | Shutdown, avoid on 10+
6. Roll Again ; ;t Engme 6. Endo Steel [25] -5 Movement Points B;te(:‘ex;ﬁlitoama%ez
3 ngine . | 24| +4 Modifier to Fire
Left TOI’SO 1-3 3. XL Engine nght TOI'SO 23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine | 22| Shutdown, avoid on 8+ Pfr:;ACt (each) *; weapons in arm
2. XL Engine 5. Gyro 2. XL Engine {21 °
1.3 3 XLEngine 6. Gyro 4.3 3 XLEngine [20] -4 Movement Points In Depth 1 Water +1
- = - | 19 | Ammo Explosion, avoid on 4+
g. tgm 18 1. Gyro g 22:‘; E::g :g_g ;‘g | 18} Shutdown, avoid on &+ Target
. A 2. XL Engine - [17] +3 Madifier to Fire Movement
6. Artemis IVFCS 46 3. XL Engine 6. Ammo (LRM 10} 12 6] 0-2 hexes 0
1. Endo Steel 4. XL Engine 1. Ammo (LRM 10) 12 [15] -3 Movement Points 3-4 hexes +1
2. Endo Steel 5. Medium Laser 2. CASE | 14 | Shutdown, avoid on 4+ 5-6 hexes +2
3. Endo Steel 6. Medium Laser (R) 3. Endo Steel 13| +2 Modifier to Fire 7-9 hexes +3
465 Endo steel 465 Endo Steer Hi2 lo-f3hexes  +4 (Level 3)
g' ggz 23:;2 Engine Hits O QO g gzgz g:::; -2 Movement Points 19-24 hexes +6 (Level 3)
GyroHits OO ) +1 Modifier o Fire 25+ hexes +7 (Level 3)
N . Jumped +1 additional
Left Leg Sensor Hits O O Right Leg Sprinted 2
; EI:per Leg Actuator Life Support_O ; Ei;per Leg Actuator -1 Movement Point Prone ﬁ 2‘tjlj:|ae?'ehn:);zx
3. Lower Leg Actuator Batlle Value: 1,130 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor3/4: 1,559 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Roll Again Weapon Value: 1,075/ 1,022 5. Rolf Again "~ Partial Cover +3 Punch locations)
6. Roll Again Cost, C-Bills: 9,664,500 6. Roll Again Infantry Squad  +1

Printed by FEAVYRIETAL P30. Copyright © 2009 RCW En‘(_erprises. fBattleTechft's), ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
Parmi: i ta, ar 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 2D62 3 4 56 9 10 12 15 20
L 2[1111233 45 6
2 31122233 45 6
3 1223445 6 9
4 223356 8 912
5 223456 8 9 12
6 233456 8 912
L 233456 8 912
8 23457 8 101216
9 33457 8101216
10 3456910121520
11 345691012 15 20
12




'MecH Data HIT LOCATIONS (2D6)
Right
Tyee: Hunchback HBK-5M Roll _ Left Front/Rear Rig

BATTLEMECH RECORD SHEET || u- 50tons 2 [o o

REAR Movement Points: Tech, Config. & Level:
Status: VALIDATED Torso Torso Walking: 4
(4) Center (4)

(crit) (crit) (crit)
LL RA RL
LA RA RA

Jumping: Level 2 /3050 LA RL RA

3
4
5

: Weaprons Inventory: (hexes) 8 LL RT RL
Qy 7
8
9

Inner Sphere
Running: § Biped "Mech

ARMOR DIAGRAM

Head
9

ype Loc HtDmg Min ShtMed Lng LT CcT RT

1 Autocannon/20 RT 7 20 - 6 9 cT LT CcT

Total Armor ) RT LL LT
Po=T60 W i a5 s .o s o[l T[R4 A LA
. | Meclm haser : 11 RL LA LL

Left Right 1 small PulseLaser HD 2 3 - 2 3

Torso Head Torso 12 HD HD HD

PUNCH LOCATIONS (1D6)

Left Arm B Ammo Type: Rounds:  BV2: Roll  Left Front/Rear Right
(16) Autocannon/20 5 28
_ 1 LT LA RT
| Total Heat Sinks: 13 Double (26) LT LT RT
0000000000 000 CT CT CT
Auto Eject: Weapon Heat: LA RT RA
Left Leg Right Leg [C] Operational [ Disabled (15) LA RA RA
(20) (20) — pe—— HD HD HD

WaRRIOR DATA

Damage

Transf

nggfa: name: John Oerter KICK LOCATIONS “D?)
Roll Left Front/Rear Right

Gunnery Skill: 3 Piloting Skili: 4

1-3 LL RL RL

GRiTicAL HiT TaBLE

Hits Taken 2 4|5
1. Shoulder 1. Shoulder ) 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 5 10
13 3. Lower Arm Actuator Head 13 3. Lower Arm Actuator e S
" 4. Hand Actuator 1. Life Support 4. gand Actuator
5. [Double Heat Sink 2. Sensors 5. |Double Heat Sink
6. {Double Heat Sink 3 Cockpit 6. |Double Heat Sink HEAT SCALE Atta?ll;rrACK MODIFIERS
1. |Double Heat Sink 4. Small Pulse Laser 1. {Double Heat Sink Movement
2. [Double Heat Sink 5. Sensors 2. [Double Heat Sink 30] Shutdown Stationary None
3. |Double Heat Sink 6. Life Support 4.6 3 |Double Heat Sink 29 ] Walked +1
4'6 4. |Double Heat Sink C t T 4. |Double Heat Sink % Ammo Explosion, avoid on 8+ Ran +2
5. Medium Laser enter 10rso 5. Medium Laser <L ) Jumped +3
: i 26 | Shutdown, avoid on 10+
6. Roll Again 1. Fusion Engine 6. Roll Again =557 -5 Movemant Points BattleMech. Damage
2. Fusion Engine . (24| +4 Modifier to Fire Sensor Hit +2 .
Leﬁ TOI'SO 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. [Autocannon/20 [ 22] Shutdown, avoid on 8+ PArm Act. (each) :; weapons in arm
2. |Double Heat Sink 5. Gyro 2. |Autocannon/20 [ 21] ) rone
13 3. |Doubie Heat Sink 8. Gyro 1-3 3. jAutocannon/20 % ?M°"°E'“°;“ Points 4 on 4+ In Depth 1 Water +1
- A - | 139 ) mmo Explosion, avold on
4. Ammo (AC/20) 5 1. Gyro 4. |Autocannon/20 18] Shutdown, avoid on 6+ Target
5. CASE 2. Fusion Engine 5. |Autocannon/20 [17] +3 Modifiar to Fire Movement
6. Roll Again 3' Fusion Engine 6. |Autocannon/20 ER 0~2 hexes 0
1. Roll Again 48 4. Fusion Engine 1. |Autocannon/20 | 151 -3 Movement Points 3-4 hexes +1
2. Roll Again 5. Roll Again 2. |Autocannon/20 |41 Shutdown, avoid on 4+ 5-6 hexes +2
3. Roll Again 6. Roll Again 3. |Autocannoni20 [ 131 +2Modifier to Fire 7-9 hexes +3
4-6 i 46 12 10-13 hexes  +4
4. Roll Again 4. |Autocannon/20 71
5. Roll Again ine Hi 5. Roll Again 1 ; 14-18hexes  +5(Level 3)
& Roll Again EngineHits OOO | ~ o ‘again | 10] -2 Movement Points 19-24 hexes  +6 (Level 3)
’ Gyro Hits O O ’ = " . 25+ hexes +7 (Level 3)
. : 181 +1Modifier to Fire Jumped +1 additional
Left Leg Sensor Hits O O nght Leg ] Sprinted 1
1. Hip Life Support O 1. Hip =1 " Prone -2 adjacent hex
2. Upper Leg Actuator 2. Upper Leg Actuator 2 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,056 3. Lower Leg Actuator 3] Immobile —4
4. Foot Actuator BVfor3/4: 1,457 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations|
5. Roll Again Weapon Value: 862 / 862 5. Roll Again 1 ] Partial Cover +3 Punch locations|
6. Roll Again Cost, C-Bils: 3,643,000 6. Roll Again ) Infantry Squad  +1

Printed by FEAVYMETAL PR0. Copyright © 2009 RCW Enterprises. fBattleTeA:h@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
Parmissian ta ph ar Luse.

MOVEMENT RECORD MISSILE HITS TABLE
Turn | Type [ Num | Move |+ Weap| + Prev | + Misc | =Total |-H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 456 9 10 12 15 20
1 111233 45 6
2 122233 45 8
3 122344569
4 223356 8 9 12
5 223456 8 9 12
6 233456 8 9 12
L 233456 8 9 12
8 23457 8 101216
il 33457 8 101216
10 3456910
(i 3456910
12




"MecH DatA
Tyee: Nova (Black Hawk) B

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

BATTLEMECH RECORD SHEET mass: 50 tons z g cro R

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

Status: VALIDATED Togso p Togso Walking: 5 Clan 3 LL RA RL
t ) : .

ARMOR DIAGRAM B T A ruming g Biped Omnivlech |l 4 | LA RA  Ra

Head Jumping: 5 Level 2/ 3050 5 | LA RL RA

S Weaeons Inventory: (hexes) 6 LL RT RL

ype Loc HtDmg Min ShtMed Lng 7 LT CcT RT

Total A 1 Large Pulse Laser LA 10 10 - 6 14 20 8 CcT LT cT

otal Armor 9 RT LL LT

e e el e BB

Lot Qiaht aemine Bun ; 11 | RL LA L

Togo Head Togso 1 ERSmallLaser RT 2 5 - 2 4 6 12 HD HD HD

Ammo Type: Rounds:  Bv2:
Ultra AC/5 20 53

200 4

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

Left Arm
(16)

Right Arm
(18)

Machine Gun

: 1 LT LA RT
ji Total Heat Sinks: 14 Double (28) LT LT RT

il 0000000000 0000 cT cT cT

Auto Eject: Weapon Heat: LA RT RA

Left Leg fo) " : I:] Operational D Disabled (14) LA RA RA
(20) . HD HD HD

Damage

WaRRIOR DaTA
Transfer

Diagram l name: MechWarrior Jac
3 Piloting Skill:

KICK LOCATIONS (1D§6)
Roll Left Front/Rear Right

2

Gunnery Skill:

Right Arm (s e TS w [ R R
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consclousness # 7110
3. Lower Arm Actuator Head 1-3 3. [Ultra AC/5
13 4. Hand Actuator 1. Life Support ™ 4. |uitra AC/S
5. |Large Pulse Laser 2. Sensors 5. |Ultra AC/S
6. E.arge Pulse Laser 3. Cockpit 6. Ammo (Uit AC/S) 20 HH‘“ scm-[ Aﬁagg;ACK MODIFIERS
1. Roll Again 4. Roll Again 1. Roll Again - Movement
2. Roll Again 5. Sensors 2. Roll Again [30] Shutdown Stationary None
3. Roll Again 8. Life Support 4.6 3 RollAgain [29] Walked +1
4-6 4. Roll Again 4. Roll Again .28 | Ammo Explosion, avoid on 8+ Ran +2
8. Roll Again Center Torso & Rl Aga’:n % Shutdown, avoid on 10+ Jumped +3
6. Roil Again 1. §t Engine 6. Roll Again (28] -5 Movement Points ngfx)imtpama%;
2. ngine . 24| +4 Modifier to Fire
Left Torso (case) 1-3 3. XL Engine R|ght Torso [231 Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine % Shutdown, avoid on 8+ Pfor:; Act. (each) +; weapons in arm
2. XL Engine 5. Gyro 2. XL Engine |21 1 .
4.3 3 [Double Heat Sink 6. Gyro 4.3 3 [Double Heat Sink (23] Movament Points sdon 4 In Depth 1 Water +1
4. |Double Heat S!nk 1. Gyro 4. |Double Heat S!nk 18] Shutdown, avoid on G Target
5. |Double Heat Sink - 5. |Double Heat Sink =1 . . Movement
6. |Double Heat Sink 2. XL Engine 6. |Double Heat Sink HAZf +3 Modifier to Fire ooh 0
= 46 3. XL Engfne = 1 .16 | ! -2 hexes
1. Machine Gun 4. XL Engine 1. ER Smail Laser |15 1 -3 Movement Points 3-4 hexes +1
2. Machine Gun 5. Jump Jet 2. Roll Again %— f;";:d‘;‘,’*‘["' ":"";‘ on 4+ 5-6 hexes +2
3. Ammo (MG) 200 6. Roll Again 3. Roll Again |13 ] odifier to Fire 7-9 hexes +3
46 7 roiAgain 464 Rosagain 112 ] 10-13hexes  +4
5. Roll Again — 5. Roll Again |t . 14-18 hexes  +5 (Level 3)
> R oain EngineHits OO O 6. Roll Again | 10] -2 Movement Points 1924 hexes  +6 (Level 3)
Gyro Hits OO : = ) ) 25+ hexes +7 (Level 3)
; | 81 +1 Modifier to Fire Jumped +1 additional
Left Leg Sensor Hits O O nght Leg 61 Sprinted -1
1. Life Support O 1. Hip = . ! Prone —2 adjacent hex
2. Upper Leg Actuator 2. Upper Leg Actuator ] 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 1,543 3. Lower Leg Actuator KR Immobile -4 .
4. Foot Actuator BVfor3/2: 2,592 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations
§. Jump Jet Weapon Value: 1,165/1,165 5. Jump Jet ] 3 Partial Cover ~ +3 Punch locations|
6. Jump Jet Cost, C-Bills: 10,678,281 6. Jump Jet Lol Infantry Squad  +1

Printed by FEAVYMETAL PR0. Copyright © 2009 RCW Enterprises. fEattl«‘l’ech@, "Mech® and BattleMech® are trademarks of WizKids, Inc.
ission to nh far Lsa,

MOVEMENT RECORD MISSILE HITS TABLE

Turn |Type | Num | Move |+ Weap| + Prev | + Misc | = Total |-H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num [W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
L 111233 45 6
2 122233 45 6
3 12234456 9
4 223356 8 9 12
5 223456 8 9 12
6 233456 8 912
7 233456 8 912
8 23457 8 101216
9 33457 8 101216
10 3456910121520
11 345689 15 20
12




"MicH Data HIT LOCATIONS (2D6)

Roll Left R Right

Tyee: Trebuchet TBT-7M : eT Front/Rear ;_fT

BATTLEMECH RECORD SHEET mass: 50 tons o
REAR Movement Points: Tech, Config. & Level: (crl ) (cr' ) (c" )

Status: VALIDATED TOI'SO TOrSO Walking: 3 LL RA RL

(5) Center (5) alking: § Inner Sphere

ARMOR DIAGRAM Raming: 8 Biped "Mech 4 | LA RA RA
Head [ Jumping: 5 Level 2/3050 5 LA RL RA

) : Weagons lnventory (hexes) 6 LL RT RL

ype oc HtDmg Min ShtMed Lng 7 LT CcT RT

1 LRM 15 RT  51ht6 7 14 21 8 cT LT cT

Total Amor 1 LRM 15 LA 51mite 7 14 21 9 RT LL LT

Pts =120 '

1 Narc Missile Beacon LT 0o * - 3 6 9 10 RA LA LA

Lett Right 1 | RL LA LL

Torso Head Torso 1 Medium Laser LA 3 5§ - 3 6 9 12 HD HD HD

3§ 2 Medium Laser RA 3 5 - 3 6 9

Ammo Type: Rounds:  BV2:

PUNCH LOCATIONS (1D6)
LRM 15 16 121

Left Arm Roll  Left Front/Rear Right
(10) Narc Missile Beacon 12 0
2 1 LT LA RT
Total Heat Sinks: 10 Double (20) LT LT RT
0000000000 CcT CT CcT
Auto Eject: Weapon Heat: LA RT RA
i i i LA RA RA
Left Leg Right Leg D Operational D Disahled (19)
(s [ °° © °\ s HO HD  HD

Damage
Transfer
Diagram

name: Frank McAuley

4 Rolt Left Front/Rear Right

KICK LOCATIONS (1D6) l
3

Gunnery Skill: Piloting Skill: 13 L RL RL
Leﬁ Arm Hits Taken 3 )
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consclousness # 7
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
h ; l]:l;r'mwdécmator 1. Life Support g meﬂ!um ll:aser
\ 2. Sensors . Medium Laser
6. |LRM 15 3. Cockpit 6. Endo Steel “H“ SGM-E Atta?l-(:';ACK MODIFIERS
1. |LRM 15 4. Roll Again 1. Endo Steel - Movement
2. Medium Laser 5. Sensors 2. Endo Steel 30] Shutdown i
6. LifeS rt |30 | Stationary None
4.5 3 Endo Steel - Lite Suppol 4.5 & Endo Stee! [29] Walked +1
4. Endo Steel 4. Roll Again | 28} Ammo Explosion, avoid on 8+ Ran +2
5 Endo Stee; Center Torso 5 ROI; Aga’:n % Shutdown, avoid on 10+ Jumped +3
6. Endo Stee ; §t Engme 6. Roll Again z -5 Movement Points Bngx)?‘mtbamagez
. ngine : | 24| +4 Modifier to Fire
Leﬁ TOI‘SO 3. XL Engine Rl ht TOI‘SO 23| Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1-3 e
1. XL Engine 4. Gyro 1. XL Engine [22] Shutdown, avaid on 8+ PArm Act. (each) +; weapons in arm
2. XL Engine 5. Gyro 2. XL Engine | 21| . rone
1-3 3. XL Engine 6. Gyro 13 3. XL Engine _2_(9)_ -: Movement Points In Depth 1 Water +1
4. [Narc Missile Beacon .o 4. [LRM 15 H2 4 Ammo Explasion, avaid on 4+ Target
5. |Narc Missile Beacon 4o gine 5. |LRM 15 7T 23 Modifier o Fire " Movement
6. Ammo (LRM 15)8 3. XLEngine 6. [LRM1S 16 0-2 hexes 0
1. Ammo (Narc Pods) 6 64 x Engine 1. Ammo (LRM 15) 8 | 15] -3 Movement Points 3-4 hexes +1
2. Ammo(NarcPods)6 5. JumpJet 2. CASE 4] Shutdown, aveid on 4+ 5-6hexes 42
463 CASE 6. Roll Again 483 EndoStesl 3 *#Modifterto Firo 7-9 hexes +3
4. Endo Steel 4. Endo Steel 2| :2:13 ::::: :g (Level 3)
5. Endo Steel : B . Endo Steel . b
o EZdZ séz: Engine Hits OO O g. RZ”‘,)qg;ne -2 Movement Points 1924 hexes 6 (Level 3)
yos 00| © RP— w7l
Left Leg LS_fen;orHlt: go Right Leg Serinted a
1. ife Suppol 1. Hip . . Prone -2 adjacent hex
2. Upper Leg Actuator N 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 1,348 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor4/3: 1,752 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Jump Jet Weapon Value: 981 /981 5. Jump Jet i Partial Cover +3 Punch locationsjj
6. Jump Jet Cost, C-Bills: 8,916,500 6. Jump Jet Infantry Squad  +1

Pnnted by FEAVYMETAL PR0. Copyright © 2009 RCW Erlterpnses BatﬂeTech@ 'Moch@ and BattleMech® are tradamarks of szKIds, Inc

MOVEMENT RECO RD MISSILE HITS TABLE
Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.[ =Heat | To Hits Damage & Notes: Rofl Number of Missiles Fired
Num |W/RM| Hex | Heat | Heat | Heat Heat | Heat Pts Level D62 3 45 6 9 10 12 15 20
; 21111233 45 6
3/1122233 4 5 6
3 4/112234 45 6 9
4 5/1223356 8 9 12
5 6/|1223456 8 9 12
5 71233456 8 9 12
! 8|2233456 8 912
8 9223457 8101216
9 10/2 33 457 8 1012 16
10 1|2 3 456 910
1 12{2 3 4 5 6 9 10
12




"MecH Data

Tyee: Scorpion SCP-10
Mass: 55 tons
Movement Points: Tech, Config. & Level:

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

QUAD BATTLEMECH RECORD SHEET

Status: VALIDATED

Walking: ¢ Inner Sphere 3 LRL RRL RFL RRL

ARMoR DIAGRAM Running: g Quad 'Mech 4 |LFL RFL RRL RFL
et @ R Jumping: Q Level 2/3050 5 [LFL RFL RRL RFL

Torso m Torso : Weaeons Inventory: {hexes) 6 |LRL RT RT RRL

(11) 00 (1) Qy Type Loc HtDmg Min ShtMed Lng 7 {LT CT CT RT

000(8 1 ERPPC RT 15 10 - 7 14 23 8 |CcT LT LT CT

RT LFL LT

Total Armor 1 SRM 6 RT 42hit- 3 6 9
Pts = 112
W PUNCH LOCATIONS (1D6)
(10) Left Head ~ Rioht (10) Damage Ammo Type: Rounds:  BVZ: Roll  Left Front/Rear Right
rso Torso Transfer SRM 6 15 16
Diagram -~ - 1 LT LA RT
g Total Heat Sinks: 10 Single LT LT RT
REAR ARMOR 0000000000 cT CcT CcT
Left Torso £—>R'9“‘ Torso Auto Eject: Weapon Heat: LA RT RA
T(?l';;) Right Rear S [ operational ] Disabled (19) LA RA RA
- HD HD HD

WaRRior DaTA

Left Front Leg Intemnal Structure Diat Right Front Leg Center Torso
gram
13) 8
(13) {99 Pts) (13) (8) Name: Alan Avery KICK LOCATIONS (1D6)
Roll Left Front/Rear Right
Gunnery Skill: 4 Piloting Skill: 5
GRITCAL HiT TABLE v e 2 M s [ R R
4-6 LL LL RL
. ‘ Consciousness #| 3 5 7 | 10 | 11 |Dead
Left Front Leg Head Right Front Leg .
1. Hip . 1. Hip
2, Upper Leg Actuator ; Ié';ﬁss;gpo“ 2. Upper Leg Actuator
3, Lower Leg Actuator 3' Cockpit 3. Lower Leg Actuator “H-“ SGME ATTACK MODIFIERS
4. Foot Actuator 4 Roll A’;am 4. Foot Actuator - . Attacker
5. Roll Again 5 Sensors 5. Roll Again _ Avoid Inferno explosion on.. Movement
6. Roll Again 6 Life Support 6. Roll Again % Shutdown Stationary None
z Ammo Explosion, avoid on 8+ (** 12+) ‘gaarl,ked :;
Center Torso L ‘ Jumped +3
i 26 | Shutdown, avoid on 10+
Left Torso 1. Fusion Engine nght Torso [55] -5 Movement Points BgttIeMeti'lh.tDamag*‘eé
1. Ammo (SRM ) 15 2. Fusion Engine 1. [ERPPC [24] +4 Modifier to Fire ensor Hi .
2. Roll Again 1-3 3. Fusion Engine 2. |lerepc [23] Ammo Explosion, avoid on 6+ (** 10+) Shoulder +4 weapons n arm
13 3. Roll Again *9 4. Gyro 3. |[ER PPC [22] Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
h i 5. Gyro 1-3 4. [SRM6 [21] Prone +2
g. gzzﬁgg;z 6. Gyro s. |srRms [20] -4 Movement Points In Depth 1 Water +1
. N . : | 18| Ammo Explosion, avoid on 4+ (** 8+)
6. Roll Again 1. Gyro 6. Roll Again (18] Shutdown, avoid on 6+ Target
1. Roll Again 2. Fusion Engine 1. Roll Again |47 +3 Modifier to Fire Movement
2. Roll Again 4§ 3 FusionEngine 2. Roll Again [16] , 0-2 hexes 0
3. Roll Again 4. Fusion Engine 3. Roll Again [ 15] -3 Movement Points 3-4 hexes +1
46 4. Roll Again 5. Roll Again 46 4. Roll Again | 14| Shutdown, avoid on 4+ (™ 6+) 5-6 hexes +2
5. Roll Again 6. Roll Again 5. Roll Again —12—- +2 Modifier to Fire Z’g 1hezes +i
6. Roll Again 6. Roll Again 0 0-13hexes  +
. N —— 14-18 hexes  +5(Level 3)
Engine Hits OO O | 10] -2 Movement Points (™ 4+) 19-24 hexes  +6 (Level 3)
. 9
Gyro Hits OO 1 . . 25+ hexes +7 (Level 3)
8 | +1 Modifier to Fire e
- H =1 Jumped +1 additional
eft Rear Leg Sensor Hits O O Right Rear Leg a Sprinted i
;. ni:per Leg Ac Life Support_O ; Ei;?per Leg Actuator 1 -1 Movement Point Prone :ﬁ Z?I{aeiehn;x};ix
3. Lower Leg Actuator Battle Value: 1,054 3. Lower Leg Actuator + Immobile -4
4. Foot Actuator Weapon Value: 458 /458 4. Foot Actuator 2 | In Depth 1 Water +2 Punch locations]
5. Roll Again Cost, C-Bills: 5,336,340 5. Roll Again (1] ‘ Partial Cover +3 Punch locations]
6. Roll Again 6. Roll Again [ 0] Infantry Squad  +1

Printed by FEAVYMETAL PRO. Copyright © 2009 RCW Enterprises. fBat(leTech@, 'Mech® and BattleMech® are trademarks of WizKids, Inc,
i to ph or Il
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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/RIJ| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
; 21111233 45 86
311122233 45 6
3 4111223445 6 9
4 511223356 8 9 12
5 61223456 8 9 12
6 7/11233456 8 912
7 8(2 233456 8 8 12
8 9223457 8101216
9 10{2 3 3 457 8 1012 16
10 112 3 45 6 9 10 12 15 20
11 122 3 4569
12




"MEtcH Data

Type: Stormcrow (Ryoken) Prime

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

2 LT CT RT
(crit) (crit) (crit)

Mass: 55 tons

BATTLEMECH RECORD SHEET

REAR Right Movement Points: Tech, Config. & Level:
Status: VALIDATED Toéso c Torso Walking: g Clan 3 LL RA RL
ARMOR DiAGRAM A T Rumng: g Biped Omnidech (i 4 | LA Ra R
Head Jumping: Level 2/ 3050 5 LA RL RA
9 Right Weagons Inventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng 7 LT CT RT
1K 8 CT LT CT

ER MediumlLaser HD § 7 - 5 10 15

Total Armor
Pts = 182

9 RT LL LT
10 RA LA LA
11 RL LA LL
HD HD HD

ER Large Laser LA 12 10 -

ER Medium Laser LA 5 7 -

15 25
10 15
15 25
10 15

-

Left Right
Torso Head Torso

-

ER Large Laser RA 12 10 -
ER Medium Laser RA

o ® o

-

PUNCH LOCATIONS (1D6)

Right Arm Roll Left Front/Rear Right

(18)

000000000

t Total Heat Sinks: 22 Double (44)

1 LT LA RT
0000000000 0000000000 LT LT RT
[e]e] CT CcT CcT

O

LA RT RA
LA RA RA
HD HD HD

00 Auto Eject: Weapon Heat:

Left Leg [ Operational  [] Disabled (39)

(25)

0 0,0 O
OOOOOOOO

Damage
T e . .
Diagram name: MechWarrior Cordin KICK LOCATIONS (1D6)
5 Roll Left Front/Rear Right

Gunnery Skill: 3 Piloting Skill: 3

Left Arm Hits Taken 2 3 4| 5 1-3 LL RL RL
1. Shoulder 1. Shoulder 5 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # Sl7j10]1
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
" 4. Hand Actuator 1. Life Support 4. Hand Actuator
5. [Double Heat Sink 2. Sensors 5. [Double Heat Sink
6. |Double Heat Sink 3. Cockpit 6. |Double Heat Sink “EAI scnl[ At‘taél.(r(:rACK MODIFIERS
1. [Double Heat Sink g Esn“::fs‘“m Laser 1. [Double Heat Sink Movement
I i 6. Life Support T E |22 ationary one
4.6 3 [Pouble Heat Sink - Lite Supp 4.6 3 [Double Heat Sink [29] . Walked +1
4. |Double Heat Sink 4. |Double Heat Sink | 28 | Ammo Explosion, avoid on 8+ Ran +2
5. ER Large Laser Center Torso 5. ERLarge Laser 27 ) Jumped +3
6. ER Medium Laser 1. XL Engine 6. ER Medium Laser % _sshn‘;l‘;‘:;’;’!:‘;;"::nz 10+ BattleMech Damage
2. XL Engine 24 | n 9 Sensor Hit +2
Left Torso 133 X Engine nght Torso ﬁ :\‘:n?nzdlEr:(;rl;:iilr:?avoid on 6+ Shoulder +4 weapons in arm
1. XLEngine 4. Gyro 1. XL Engine 22| Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. XLEngine 5. Gyro 2. XLEngine 21 ) Do 1 Water 12
4.3 3 [Double Heat Sink 6. Gyro 1-3 3 [Double Heat Sink _fg men?;eEr::T;sFi’:rl]nt:void on 4t n Dep ater
§ Pomeresne 1 o £ [t et o i Sttt g Targe
. . 2. XL Engine . " 17} +3 Modifier to Fire Movement
6. |Double Heat Sink 3. XL Engine 6. |Double Heat Sink 16 | 0-2 hexes 0
1. [Double Heat Sink 465 x Engine 1. [Double Heat Sink [ 151 -3 Movement Points 3-4 hexes +1
2. |Double Heat Sink 5. Endo Steel 2. |Double Heat Sink | 141 Shutdown, avoid on 4+ 5-6 hexes +2
463 Endo Steel 6. Ferro-Fibrous 48 3. Endo Steel % +2 Modifier to Fire 7-9 hexes +3
4. Ferro-Fibrous Y 4. Fero-Fibrous e :2::: Ez:z: :‘; (Level 3)
s fororious EngineHits 000 & Foroiiue 2Movamans P ahoe oiodd
: GyroHits OO +1 Modifior to Fire 25+ hexes +7 (Level 3)
Left Leg Sensor Hits O O nght Leg ‘é:':sé% i} additional
1. Hip Life Support O 1. Hip . . Prone -2 adjacent hex
2. Upper Leg Actuator 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 2,073 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor3/3: 3,234 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Endo Steel Weapon Value: 3,171/3,171 5. Endo Sieel i Partial Cover +3 Punch locations)
6. Endo Steel Cost, C-Bills: 14,771,112 6. Endo Steel Infantry Squad  +1

Printed by FEAVYMETAL PRO. Copyright © 2009 RCW Enterprises. fBattle:T«ch@, 'Mech® and BattleMech® are trademarks of WizKids, Inc.
janta 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 2062 3 4 56 9 10 12 15 20
1 2[1111233 45 6
2 3/|11122233 45 6
3 4112234456 9
4 5/|1223356 8 9 12
5 6|12234586 8 9 12
6 7/11 2334586 8 9 12
7 8/2233456 8 9 12
8 9223457 8 101216
9 10/2 33457 8 1012 16
10 112 3 456 910121520
11 12/2 3 45 6 9 10
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"MecH Data HIT LOCATIONS (2D6)
igh
Type: Stormcrow (Ryoken) B R;" "LeTﬂ F’°'g’:ea' R}';_'

Mass: 55 tons

BATTLEMECH RECORD SHEET

(crit) {crit) (crit)

REAR Right Movement Points: Tech, Config. & Level:
Status: VALIDATED TO;SO o Toéso Walking: G Clan 3 LL RA RL
t
ARMOR DIAGRAM B T M Ruming: 9 Biped OmniMech s | a Ra ra
Head Jumping: () Level 2/ 3050 5 LA RL RA
J Wea one Inventory: (hexes) 6 | LL RT RL
] Loc HtDmg Min ShtMed Lng 7 LT CcT RT
Total A 1 Ultra AC/20 LA 720 - 4 8 12 8 cT LT cT
St:=;r§;r 6 ERMediumLaser RA 5 7 - 5 10 15 ° RT LL LT

10 RA LA LA
11 RL LA LL

Left Right
12 HD HD HD

Torso Head Torso

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

Ammo Type: Rounds: Bv2:

Right Arm

000000000

(18) Ultra AC/20 10 189

1 LT LA RT

il Total Heat Sinks: 13 Double (26) 2 LT LT RT

0000000000 000 3 CcT CcT CcT

Auto Eject: Weapon Heat: 4 LA RT RA

Left Leg i 81 [ Operational [ Disabled (44) 5 LA RA RA
(25) Lo - 6 HD HD HD

Warrior DatA

name: MechWarrior Stanislaw
3 Piloting Skill: 4

Damage
Transfer
Diagram

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

Gunnery Skill:

Left Arm HitsTaken | 1 | 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 # 517
13 3 [UiraAcizo Head 1.3 3 Lower Arm Actuator
"2 4. |uitra AC/20 1. Life Support 4. Hand Actuator
5. |Ultra AC/20 2. Sensors 5. ER Medium Laser
8. |Ultra AC/20 3. Cockpit 6. ER Medium Laser “H‘“ SGAI-E Atta?:e.l;'ACK MODIFIERS
1. |uitra Acr20 4. Roll Again 1. ER Medium Laser _ Movement
2. fUitra AC/20 5. Sensors 2. ER Medium Laser [30] Shutdown Stationary None
48 3 |uraacizo 6. Life Support 4.6 3 ERMedium Laser 29 ] ) Walked +1
4. |Ultra AC/20 Center T 4. ER Medium Laser % Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enter 10rso 5. Roll Again <] ) Jumped +3
; . 1 26| Shutdown, avoid on 10+
6. Roll Again ; . §t E"gine 6. Roll Again [25] -5 Movement Points Bgt;(nex;%toama%ez
. ngine f | 24| +4 Modifier to Fire
Left TOI'SO (CASE) 1-3 3. XL Engine nght TOI'SO | 23 | Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine [22] Shutdown, avoid on 8+ PArm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine .21 | . I roDneth 1 Wat .1.1
13 3. Ammo (Uit AC/20) 5 6. Gyro 1-3 3. [Double Heat Sink _%_0_ -4 Movement Points n Dep ater
=9 4. Ammo (Ult ACI20) 5 1. Gyro 4. |Double Heat Sink 3 Ammo Explosion, 3";;“ on 4+ Target
5. Endo Steel 2. Xt Endine 5. [Double Heat Sink Firl 5 Moo 2vord on Movement
6. Ferro-Fibrous 3 XL Engg;in o 6. [Double Heat Sink 6] 02 hexes 0
1.  Fero-Fibrous 48 4. XL Engine 1. [Double Heat Sink [15] -3 Movement Points 34 hexes +1
2. Ferro-Fibrous 5. Endo Steel 2. |Double Heat Sink 114 Shutdown, avoid on 4+ §-6 hexes +2
3. Roll Again 6. Fero-Fibrous 3. Endo Steel 113] +2Modifier to Fire 7-9 hexes +3
48, Roiagain 46 % Femoribrous 12 n’jg Ez:: :g (Level 3)
5. Roll Again Engine Hits O OO 5. Ferro:F{brous -2 Movement Points 1924 hexes +6 (Level 3)
6. Roll Again . 6. Femo-Fibrous 25+ h +7 (Level 3
Gyro Hlts [e)e] +1 Modifier to Fire Jump:les +1 (ad%i;aion)al
Left Leg Sensor Hits O O Right Leg Sprinted X
1. Hip Life Support O 1. Hip . . Prone -2 adjacent hex
2. Upper Leg Al 2. Upper Leg Actuator 1 Movemnt Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 2,281 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor3/4: 3,148 4. Foot Actuator In Depth 1 Water +2 Punch locations
5. Endo Steel Weapon Value: 2,375/2,375 5. Endo Steel " Partial Cover +3 Punch locations|
6. Endo Steel Cost, C-Bills: 15,447,009 8. Endo Steel Infantry Squad  +1

Printed by FEAVYMETAL P30. Copyright ® 2009 RCW Enterprises. PaﬁleTech@, *Mech® and BattieMech® are trademarks of WizKids, Inc.
P ission ta phaty Q. | use.

MOVEMENT RECORD MISSILE HITS TABLE

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

Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level MoD62 3 4 56 9 10 12 15 20
! 1111233 45 6
2 1122233 45 6
3 112234456 9
4 1223356 8 9 12
5 1223456 8 9 12
6 1233456 8 9 12
7 2233456 8 9 12
8 223457 8101216
9 2334578 101216
10 23456 910121520
1 23456 910121520




BATTLEMECH RECORD

REAR

Status: VALIDATED

ARMOR DiAGRAM

Left Arm
(18)

Head
)

Left Leg

(25)

Torso

)

Right Arm
(18)

Damage
Transfer

46

46

PHRUND FOPLN

SOPpPNR o RN

Sohob>

g

Center

SHEET

)

Total Armor
Pts = 182

Left Right
Torso Head Torso

000000000

Tyee: Stormcrow (Ryoken) D

Mass: 55 tons
Movement Points: Tech, Config. & Level:

'MecH Data

Walking: g Clan

Running: g Biped OmniMech

Jumping: () Level 2/ 3050
Weagons Inventory: (hexes)
Qly Type Loc HtDmg Min ShtMed Lng
1 LRM 20 LA 6thit - 7 14 21
2 SRM2 LT 22hit- 3 6 9
1 LRM 20 RA 6 1hit - 7 14 21
1 Narc Missile Beacon RT 0 * . 4 8 12

Narc Missile Beacon

BvV2:
14

364
0

Rounds:
100

36
12

i Total Heat Sinks: 10 Double (20)

0000000000
Auto Eject: Weapon Heat:
[ operational [ Disabled (16)

name: MlechWarrior Paulus

Gunnaery Skill: 2
Hits Taken 2 3

Piloting Skill: 3

# 5|7

Left Arm (case) Right Arm (case)
Shoulder 1. Shoulder
Upper Arm Actuator 2. Upper Arm A
Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
Hand Actuator 1. Life Support 4. Hand Actuator
LRM 20 2. Sensors 5. [LRM 20
LRM 20 3. Cockpit 6. |LRM 20
LRM 20 4. Roll Again 1. |LRM 20
LRM 20 5. Sensors 2. |LRM20
Ammo (LRM 20) 6 8. Life Support 3. Ammo (LRM 20) 6
Ammo (LRM 20) 6 48 4 Ammo (LRM20) 6
Ammo (LRM 20) 6 Center Torso 5. Ammo (LRM 20) 6
. Roll Again 1. XLEngine 6. Roll Again
2. XL Engine .
Left Torso case) , o 3. x_Engine Right Torso (ase)
. XL Engine 4. Gyro 1. XL Engine
XL Engine 5. Gyro 2. XL Engine
SRM 2 8. Gyro 1 3 3. Narc Missile Beacon
SRM 2 1. Gyro "2 4. Ammo (Narc Pods) 6
Ammo (SRM 2) 50 2 Xt Engine 5. Ammo {Narc Pods) 6
Ammo (SRM 2) 50 g T XLE ngi e 6. Endo Steel
Endo Steel 4. XL Engine 1. Ferro-Fibrous
Ferro-Fibrous 5. Endo Steel 2. Ferro-Fibrous
Ferro-Fibrous 6. Ferro-Fibrous 48 3. Ferro-Fibrous
Ferro-Fibrous 4. Roll Again
Roll Again Engil o 5. Roll Again
# gine Hits O OO .
. Roll Again 6. Roll Again
g Gyro Hits O O g
Left Leg Sensor Hits O O Right Leg
. Hip Life Support O 1. Hip
Upper Leg Actuator 2. Upper Leg Actuator
Lower Leg Actuator Batlie Value: 1,863 3. Lower Leg Actuator
Foot Actuator BVfor2/3: 3,391 4. Foot Actuator
Endo Steel Weapon Value: 1,702/1,702 5. £Endo Steel
Endo Stee! 6. Endo Steel

Cost, C-Bills: 15,456,988

_a..\_xl_\l_\l_-l--\mmmmnnmnmmw
NS =@ EEE RN N E LN EEE
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iy

|||l||..|
o] njw|nfinle
LM lolo=le]

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

Amma 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

(o

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

(crit) (crit) (crit)

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

PUNCH LOCATIONS (1D6)
Roll

Left Front/Rear Right

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

KICK LOCATIONS (1D6)
Roll

Left Front/Rear Right

RL
LL

RL
RL

1-3
4-6

LL
LL

ATTACK MODIFIERS

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

Infantry Squad  +1

MOVEMENT RECORD

Move
Heat

Num
Hex

Type
WIRN

+ Weap

+ Prev

Heat | Heat

+ Misc
Heat

=Total [-H.S.| =Heat
Heat Pts Level

To Hits

Damage & Notes:

2D62 3 4569

MISSILE HITS TABLE
Number of Missiles Fired
10 12

15 20

1 3 5
5

6

3
4
6
6
6
6
8
8

A AW W W WNDNNN-=
O W NN A W

GO A AW WNN =S
OO A A WOWNDNN

W W WMNNDNDNNDNDN=a

1
1
1
1
1
2
2
2
2
2

10
10

g 12
g 12
9 12
12 16
12 16

4
4
5
8 9 12
8
8
8

6
6
9




BATTLEMECH RECORD

Right Movement Points:  Tech, Config. & Level:
Status: VALIDATED Toso REAR om0 Walking:
(7)  Center (7) alking: 5 Clan
ARMI]H DIAGRAM Running: g Biped OmniMech
Jumping: () Level 2/ 3050

[*] [+
S N2 8 8
(o] (e)
§ 29 92 bt §
Left Arm Right Arm o ]\ o K°/\ o
(16) (16) 2/ \°4%026% \3\ k
[¢) O O 3 N
£l Total Heat Sinks: 12 Double (24)
X X 0000000000 00
X X o o Auto Eject: Weapon Heat:
Left Leg o ooo Right Leg oO (;:)5) Oo O QOperational D Disabled (0)
(23) oo\ @) Left JoO b § o Rignt
(o) (o) Oo oO g
00
L% Vo
(o] Damage o [}
Transfer =] o)

"MEcH DatA

Tyee: Mad Dog (Vulture) (base)
mass: 60 tons

SHEET

Head
9 Right

Weaprons Inventory: {hexes)
Torso 8 Qy

ype Loc HtDmg Min ShtMed Lng

Total Armor
Pts = 163

Left Right
Torso Head Torso

YY)

Nname: MechWarrior Gina

Diagram Internal Structure (99 Pts

1-3

-

PAROND DHPOND

SURONR OOAWN

sopwNS

Gunnery Skill: 4 Piloting Skill: 4

Left Am GrimcaL Hir TABLE e Taken -
Shoulder 1. Shoulder .
Upper Arm Actuator 2. Upper Arm Actuator Consciousness # ki
Lower Arm Actuator Head 3. Lower Arm Actuator —
Ferro-Fibrous 1. Life Support 4, Ferro-Fibrous
Roll Again 2. Sensors 5. Roll Again
Roll Again 3. Cockpit 6. Roll Again HH“ scm-[
Roll Again 4. Ferro-Fibrous 1. Roll Again
Roll Again 5. Sensors 2. Roll Again [30] shutdown
Roll Again 6. Life Support 3. Roll Again 291
Roll Again 4. Roll Again _:%_ Ammo Explosion, avoid on 8+
:ZZ :g::: Center Torso 2 ;3‘;23::2 E Shutdown, avoid on 10+
;~ ;((t Engfne | 25] -5Movement Points
. ngine . 24| +4 Modifier to Fire
Leﬁ TOI'SO 1-3 3. XL Engine R|ght TOI’SO [23] Ammo Explosion, avoid on 6+
XL Engine 4. Gyro 1. XL Engine | 22| Shutdown, avoid on 8+
XL Engine 5. Gyro 2. XL Engine |21 ]
Ferro-Fibrous 6. Gyro 1-3 3. Fero-Fibrous | 20| -4 Movement Points
Ferro-Fibrous 4. Ferro-Fibrous [19] Ammo Explosion, avoid on 4+
Y 1. Gyro ; 18 | Shutdown, avoid on 6+
Roll Again 2. XL Engine 5. Roll Again (7] +3 Modifier to Fire
Roll Again 46 3. XL Engine 6. Roll Again —1_T
Rolf Again 4. XL Engine 1. Roll Again | 15§ -3 Movement Pgints
Roll Again 5. Roll Again 2. Roll Again 1 14 1 Shutdown, avoid on 4+
Roll Again 6. Roll Again 46 3. Roll Again | 13| +2 Modifier to Fire
Roll Again ~V 4. Roll Again
Roll Again : B 5. Roll Again K .
Roll Again Engine Hfts 00 6. Roll Again 2 Movement Points
Gyro Hfts 00 . +1 Modifier to Fire
Left Leg Sensor Hits O O Right Leg
Hip Life Support O 1. Hip .
Upper Leg A 2. Upper Leg Actuator -1 Movement Point
Lower Leg Actuator Battle Value: 796 3. Lower Leg Actuator
Foot Actuator BVfor4/4: 915 4. Foot Actuator
Roll Again Weapon Value: 0/0 5. Roll Again M
Roll Again Cost, C-Bils: 13,032,000 & RollAgain

Printed by FEAVYRETAL P0. Copyright © 2009 RCW Enterprises. lBattIechh@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
issian to phot for | usa

HIT LOCATIONS (2D6)

Roll Left Front/Rear Right
2 LT CT RT

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

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

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

HD HD HD

KICK LOCATIONS (1D§6)

Roll Left Front/Rear Right
1-3 LL RL RL
4-6 LL LL RL

ATTACK MODIFIERS

Attacker
Movement

Stationary None

Walked +1

Ran +2

Jumped +3
BattleMech Damage

Sensor Hit +2

Shoulder +4 weapons in arm

Arm Act. (each)

+1 weapons in arm
Prone +2

In Depth 1 Water +1

Target

Movement
0-2 hexes 1]
3-4 hexes +1
5-6 hexes +2
7-9 hexes +3
10-13 hexes +4
14-18 hexes  +5{Level 3)
19-24 hexes +6 {Level 3)
25+ hexes +7 (Level 3)
Jumped +1 additional
Sprinted =

Prone ~2 adjacent hex

+1 other hexes
Immobile
In Depth 1 Water
Partial Cover
Infantry Squad

-4
+2 Punch locations;
+3 Punch locations|
+1

MOVEMENT RECORD

Type
WIRIJ

+ Misc | = Total |- H.S.| =Heat
Heat | Heat Pts Level

Num To Hits

Hex

Move |+ Weap| + Prev Damage & Notes:

|_Heat | Heat | Heat |

MISSILE HITS TABLE
Number of Missiles Fired

3456910121520

5 6
5 6
6 9
9 12

9 12
g 12

9 12

12 16
12 16

0 oo A~ WW

15 20

W W N ~N O ;bW WO

O OO SRR WWDNDDN
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'"MEcH Daia HIT LOCATIONS (2D6)
Roll L Right
Tyee: Mad Dog (Vulture) B ol _Left Front/Rear Rig
BATTLEMECH RECORD SHEET Mass: 60 tons S
REAR Right Movement Points: Tech, Config. & Lavel: (crit) (crit) (crit)
Status: VALIDATED Togo N To7rso Walking: 5 Clan 3 LL RA RL
t ]
ArMOR DiaGRAM 0 T S mumos g Biped Omnivlech W 4 | LA RA Ra
Head Jumping: 0 Level 2/ 3050 5 LA RL RA
g Weaprons Inventory (hexes) 6 LL RT RL
oc HtDmg Min ShtMed Lng 7 LT CT RT
Total A 2 ERLargeLaser LA 12 10 - 8 15 25 8 cT LT cT
S’Ea— !]'rg?(’) r 1 LRM20w/Artemis IV LT 6 1/hit - 7 14 21 9 RT LL LT
$= 3 Medium Pulse Laser RA 4 7 4 8 12 10 RA LA La
Left Right o 1 | RL LA LL
Torso Head Torso 2 Stroak SRM 6 RT 4 2/hit - 4 8 12 12 HD HD HD
975 o\ =
8 [N —tl 8
(o] (o) . " o
S PRIk o A TP Rounds: BV PUNCH LOCATIONS (1D6)
) 9 ¥l % [l 9 LRM 20 6 51 R
Left Arm Right Arm Q o o Roll  Left Front/Rear Right
(16) (16) g f\oloofo/ \ o\ Fl streaksrme 15 28
8 Oxe) S ; 1 LT LA RT
° s [ Total Heat Sinks: 12 Double (24) LT LT RT
e ASKS] el _oooooooooo oo CcT cT cT
(1) (olcensgo ) (10 i Auto Efect: Weapon Heat: LA RT RA
Left Leg Right Leg OO (gros) Oo [J operational ] Disabled (50) LA RA RA
(23) (23) Left 02 o { Right - HD HD HD
Leg O _\leg
o (o]
14 14
Damage 4 og Zo (14) wnﬂﬂlﬂﬂ nAIA N
Transfer .
Diag name: MechWarrior Karel KICK LOCATIONS (1D6)

Roll

Left Front/Rear Right

3 3

Gunnery Skill: Piloting Skill:

Printed by FEAVYRIETAL PRO. Copyright © 2009 RCW Enterpnsss BattleTech@ ‘Moch® and BattleMech® are trademarks of WizKids, Inc.

Leﬁ Am Hits Taken 2 3 4 1-3 LL RL RL
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm A # 7 10
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
"2 4. Hand Actuator 1. Life Support 4. Hand Actuator
5. ER Large Laser 2. Sensors 5. Medium Pulse Laser
6. ER Large Laser 3. Cockpit 6. Medium Pulse Laser "H“ SBAI-E Atta?:;'ACK MODIFIERS
1. Ferro-Fibrous 4. Fero-Fibrous 1. Medium Pulse Laser _ Movement
2. Roll Again 5. Sensors 2. Ferro-Fibrous [30] shutdown Stationary None
4.6 3 FollAgain 6. Life Support 4.6 3 RollAgain [29] 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 o : Jumped +3
6. Roll Again 1. XL Engine 6. Roll Again 1281 Shutdown, aveid on 10+ E;gtueMec;_‘h_tbamagf2
2. XL Engine : [24] +4 Modifier to Fire ensor Hi
Left Torso (case) 1.3 3 XLEngine nght Torso (casg) [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine [22] Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine 2] Prone *2
1.3 3 [CRM20 6. Gyro 1.3 3 [Streak SRMe [20] -4 Movement Points In Depth 1 Water +1
= - | 19| Ammo Explosion, avoid on 4+
4. |LRM 20 1. Gyro 4. [Streak SRM 6 18 | Shutdown, avoid on 6+ Target
5. |[LRM 20 . 5. |Streak SRM 6 =1 - "
2. XL Engine 17 | +3 Modifier to Fire Movement
6. ILRM 20 4 6 3. XL Engine 6. |Streak SRM 6 E 0—2 hexes 0
1. Artemis IV FCS " 4. XL Engine 1. Ammo (Streak 6) 15 [ 15] -3 Movement Points 3-4 hexes +1
2. Ammo (LRM 20) 6 5. Roll Again 2. Ferro-Fibrous | 141 Shutdown, avoid on 4+ 5-6 hexes +2
46 3. Ferro-Fibrous 6. Roll Again 46 3. Ferro-Fibrous 113 ] +2 Modifier to Fire 7-9 hexes +3
4. Ferro-Fibrous "0 4. Roll Again :‘lgjg ll:exes :‘; (Leval 3)
5. Roll Again : . 5. Roll Again i ints exes evel
6. Roll Again Engine Hfts 000 6. Roll Again 1_90 2 Movement Poin 19-24 hexes  +6 (Level 3)
GyroHits OO 51 +1 Modifier to Fire 25+ hexes +7 (Level 3)
Left Leg SensorHits OO nght Leg % g;'::ﬁf;j j additional
1. Hip Life Support O 1. Hip = : Prone ~2 adjacent hex
2. Upper Leg A X 2. Upper Leg Actuator ‘—i— -1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 2,284 3. Lower Leg Actuator 1 Immobile -4
4. Foot Actuator BVfor3/3: 3,563 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations
5. Roll Aga::n Weapon Value: 2,293 /2,061 5. Roll Aga/:n KN > Partial Cover +3 Punch locations|
6. Roll Again Cost, C-Bills: 15,819,200 6. Roll Again [ 0] 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 4 5 6 9 10 12 15 20
; 111233 45 6
3 122233 45 6
12234456 9
4 223356 8 9 12
5 223456 8 9 12
6 233456 8 9 12
7 233456 8 9 12
8 23457 8 1012 16
9 33457 8101216
10 3456910121520
11 3456910121520
12




"MEcH DaTA

tyee: Mad Dog (Vulture) C
Mass: 60 tons

BATTLEMECH RECORD SHEET

Rig

REAR Movement Points: Tech, Config. & Leval:
Status: VALIDATED T?;o Contor T?;.;,o Walking: § Clan
ARMOR DiAGRAM Running: 8 Biped OmniMech
Head Jumping: ( Level 2/ 3050
9 Weapons Inventory: (hexes)
Qy Type Loc HtDmg Min ShtMed Lng
Total A 1 Gauss Rifle LA 115 2 7 15 22
gt:=;rg§r 1 Gauss Rifle RA 115 2 7 15 22

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

2 LT

{crit)
LL
LA
LA
LL
LT
cT
RT
RA
RL
HD

S22 e~N~oasw

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

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

1 LT
LT
CT
LA
LA

HD

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

Left Right
Torso Head Torso
= s o) 5
8 (&) ° (o] 8
8 oo {®) Ol oo 8
© ‘ . . .
Left Arm Right Arm 8 \od oo o\ 8 Ammo Type.. Rounds:  BV2:
(16) (16) 8/ \a gog °/\§ Gauss Rifle 32 300
o (o) o -
o g} Total Heat Sinks: 12 Double (24)
Left o\lo[/O| Right ¥
5 Am oyl ;o Arm OOO0.000000 [o]e]
o0 o0 (0 ( Senedo ) (10) it Auto Eject: Weapon Heat:
Left Leg OOO OOO Right Leg 00 (gros) o [ operational  [] Disabled (2)
@) [ o0 oL\ @ Lett 12 o] Right
Le o Leg
oo oo g/ o o
(14 "o o 14
o (e} Damage o
Transfer o o ,
Diagram Internal Structure (99 ts) §§ Neme: MechWarrior Dale

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

1-3
4-6

LL
LL

RL RL
LL RL

. Gunnery Skill: 4 Piloting Skill: 3
Left Arm «ase) BTN I@TTTIEN  Right Arm e B
1. Shoulder 1. Shouider
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness#| 3 | 5 | 7 | 10
1-3 3. [Gauss Rifle Head 1-3 3. [Gauss Rifle - -
4, gauss :Ige 1. Life Support g gauss ggge
§. |Gauss Rifle 2. Sensors . |Gauss Rifle
6. |Gauss Rifle 3. Cockpit 6. |Gauss Rifle “H“ scm-E
1. |Gauss Rifle 4. Fero-Fibrous 1. |Gauss Rifle _
2. |Gauss Rifle 5. Sensors 2. |Gauss Rifle [30] Shutdown
46 3. Ammo (Gauss) 8 6. Life Support 46 3. Ammo (Gauss) 8 [29] . .
4, Ammo (Gauss) 8 C t T ™ 4. Ammo (Gauss) 8 %_ Ammo Explosion, avoid on 8+
5. Ferro-Fibrous 5. Ferro-Fibrous <l
6. Roll Again 5 )?P E?:in EOTSO 6. Roll Again g—g _sshh‘;‘t:::r’r:‘a' ;";L‘:ﬂz‘ 10+
2. XLEngine . [24] +4 Modifier to Fire
Leﬁ TOI'SO 13 3. XL Engine nght TOI‘SO z Ammo Explosion, avoid on 6+
1. XL Engine "2 4. Gyro 1. XL Engine | 22| Shutdown, avoid on 8+
2. Xt Engine 5. Gyro 2. XL Engine |21 ] !
1.3 3 Fermo-Fibrous 6. Gyro 1.3 3 Fermo-Fibrous _3_2_ :MWQE"‘Q:‘* Points don e
4. Ferro-Fibrous 1. Gyro 4. Ferro-Fibrous £ Sl"lnquOOW):lp :5(‘:;:':“’2; on
5. Roll Again 2. XL Engine 5. Roll Again [17] +3 Modifier to Fire
6. Roll Again g ot 6. Roll Again H
4-6 3. XL Engine | 16 | .
1. Roll Again 4. XL Engine 1. Roll Again | 15} -3 Movement Pf:mts
2. Roll Again 5. Roll Again 2. Roll Again | 141 Shutdown, avoid on 4+
4—5 3. Roll Again 6. Roll Again 4’6 3. Roll Again ::_g +2 Modifier to Fire
4. Roll Again 4. Roll Again TR
5. Rolf Again : N 5. Roll Again R "
6. Roll Again Engine HEtS [eXeXe] 6. Roll Again 2 Movement Points
GyroHits O O . +1 Modifier to Fire
Left Leg Sensor Hits O O Right Leg
1. Hi Life Support O 1. Hip .
2, U;?per Leg Actuator i 2. Upper Leg Actuator -1 Movement Point
3. Lower Leg Actuator Battle Value: 1,892 3. Lower Leg Actuator
4. Foot Actuator BVfor4/3: 2,460 4. Foot Actuator
5. Roll Again Weapon Value: 1,368/1,368 5. Roll Again X
6. Roll Again Cost, C-Bils: 14,580,000 6 RollAgain

Printed by FEAVYMETAL PRO. Copyright © 2009 RCW Enterprises. fBatﬂaTech@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
P ission to ph for l usa,

ATTACK MODIFIERS

Attacker

Movement
Stationary
Walked
Ran
Jumped

BattleMech Damage

Sensor Hit
Shoulder

Arm Act. (each) +1 weapons in arm

Prone

in Depth 1 Water +1

Target

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

Prone

Immobile

In Depth 1 Water

Partial Cover
Infantry Squad

+3

+2
+4 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

- -
A R G G N R LS B

=y
[\

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
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BATTLEMECH RECORD SHEET

Status:

VALIDATED

ARMOR DiAGRAM

Head

Tyee: Cauldron-Born A
mass: 65 tons

'MEcH Data

Torso REAR TCESO Mvt‘:lv]e:en.t Points: Tech, Config. & Level:
(8) Center (8) i Clan
Running: g Biped OmniMech
Jumping: () Level 2/3058

Shoulder
Upper Arm Actuator
ER Large Laser
Flamer

Machine Gun
Ferro-Fibrous

Ferro-Fibrous
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Left Torso s ,
XL Engine
XL Engine
ER Medium Laser
ER Medium Laser (R)
ER Medium Laser {R)
Ammo (UIt AC/20} 5

Ammo (UIt AC/20} 5
Ammo (UIt AC/20) 5
Ammo (MG) 200
Endo Steel
Ferro-Fibrous

Roll Again

Left Leg

Upper Leg Actuator
Lower Leg Actuator
Foot Actuator

Endo Steel

Endo Steel

SOhONE SN

SORWND DRI

oopwN

Printed by FEAVYMETAL ?RO Copyrlgh!@ 2009 RCW Entarprlsas BatﬂeTech@ 'Mech@ and BaﬂleMech@ are tradamarks of leKlds, Inc.

Damage
Transfer
Diagram

Wea;l)_yons Inventory:
Loc HtDmg Min ShtMed Lng;

(hexes)

1 Ultra AC/20 RT 720 - 4 8

Total Armor 1 ERLargeLaser RA 12 10 - 8 1§

Pis = 182 1 ER Large Laser LA 12 10 - 8 15

1 ER MediumLaser LT 5 7 - 5§ 10

Left Right Ml 2 ER Medium Laser LT(R)S 7 - 5§ 10
Torso Head Torso Bl * MediumPulse Laser RA 4 7 - 4 8
1 Flamer LA 3 2 -1 2

3 1 Machine Gun RA 0 2 - 1 2

3l 1 Machine Gun LA 0 2 1 2

12

Ammo Type:
Ultra AC/20
Machine Gun

Rounds: BV2:
15 236

200 2

0000000000

Total Heat Sinks: 13 Double (26)
0000000000 000

Auto Eject:

D Operational

Gunnery Skill:
Hits Taken | 1

Weapon Heat
[ pisabled (60)

Name: Star Commander Perry Wimmer

2 2

Piloting Skill:

2|3|]4]|S58

517 [10] 11

1. Shoulder
2. Upper Arm A
Head 1-3 3. ERLarge Laser
1. Life Support 4. Medium Pulse Laser
2. Sensors 5. Machine Gun
3. Cockpit 6. Ferro-Fibrous
4. Ferro-Fibrous 1. Ferro-Fibrous
5. Sensors 2. Roll Again [30]
6. Life Support 4.6 3 RolAgain [29]
4. Roll Again %.
Center Torso 5. Roll Again H
1. XL Engine 8. Roll Again [25]
2. XL Engine R [24]
33 X_Engine Right Torso (73
4. Gyro 1. XL Engine | 22 |
5. Gyro 2. XL Engine | 21
6. Gyro 1-3 3. [Ultra AC/20 1-20
1 Gyro =0 4. |uitra ACI20 R
. . 5. [Ultra AC/20 =1
2. XLEngine 6. |Ultra AC/20 =
8 3. XL Engine " | 16 |
4. XL Engine 1. |uitra Acr20 151
5. Endo Steel 2. |uitra AC/20 EEX
6. Ferro-Fibrous 48 3. |Uitra AC/20 —:%
4. |Ultra AC/20 ECH
Engine Hits 00O [ & 2o e
GyroHits OO )
Sensor Hits OO nght Leg
Life Support O 1. Hip
2. Upper Leg Actuator
Battle Value: 2,429 3. Lower Leg Actuator
Bvfor2/2: 4,761 4. Foot Actuator
Weapon Value: 1,964 /1,964 5. Endo Steel
6. Endo Steel

Cost, C-Bills: 18,732,311

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

+3 Modifier to Fire

-3 Movement Points
Shutdown, avoid on 4+

+2 Modifier to Fire
-2 Movement Points

+1 Modifier to Fire

-1 Movement Point

G

HIT LOCATIONS (2D6)
Left Front/Rear Right

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

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

HD HD

Roll

PUNCH LOCATIONS (1D6)
Left Front/Rear Right

1 LT
LT
cT
LA
LA

HD

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

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

Sensor Hit
Shoulder

Target

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

Prone

Immobile

Partial Cover
Infantry Squad

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

BattleMech Damage

Arm Act. (each) +1 weapons in arm

ln 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
-4

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

MOVEMENT RECORD MISSILE HITS TABLE

Turn |Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num IW/R/J| Hex | Heat | Heat | Heat | Heat |Heat | Pts [ Level 2062 3 4 5 6 9 10 12 15 20
1 111233 4 5 6
2 122233 456
3 122344586 9
4 223356 8 9 12
5 223456 8 912
6 233456 8 9 12
7 233456 8 9 12
8 23457 8 101216
9 33457811216
10 3456910121520
11 34569 15 20
12




"MEcH Data
tyre: Thunderbolt TDR-9SE

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

BATTLEMECH RECORD SHEET mass: 65 tons 2l S e
Left REAR Right Movement Points: Tech, Config. & Leval: (crit) (crit) (crit)
Status: VALIDATED Torso Torso Walking: 3 LL RA RL
(6)  Center (6) o 4 Inner Sphere
AHMUB ["ABBAM Running: g Biped 'Mech 4 LA RA RA
Jumping: 4 Level 2/ 3050 5 LA RL RA
Head
9 Weagons Inventory: (hexes) 6 LL RT RL
Qty Type Loc HtDmg Min ShtMed Lng 7 LT CT RT
Total A 3 Medium Laser LT 3 § - 3 6 9 8 cT LT cT
st e il e | s
Lt Reht : 2 RL LA LL
Torso Head Torso 12 HD HD HD

PUNCH LOCATIONS (1D8)

Ammo Type: Rounds: BvV2:

2 FO000000000,

Right Arm LRM 10 ) Roll Left Front/Rear Right
12 5
(20) @0 : 1 [T A RT
Total Heat Sinks: 15 Double (30) LT LT RT
o 0000000000 00000 CcT CcT CcT
o 10} 8 Auto Eject: Weapon Heat: LA RT RA
Left Leg OOO [J Operational  [[] Disabled (23) LA RA RA
(30) OOO - - HD HD HD
ogo ogo
[¢) OO OOO Damage
o 1) Transfer

Diagram name: Deidre Sain

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

Gunnery Skill: 3 Piloting Skill: 4
Left Arm CrimicaL Hir TasLe v e T M s [ R w
1. Shoulder 1. Shoulder . 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consclousness # 517110
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator .
"2 4. Hand Actuator 1. Life Support 4. Hand Actuator
5, |Double Heat Sink 2. Sensors 5. |Large Pulse Laser
6. |Double Heat Sink 3. Cockpit 6. |Large Pulse Laser “H’“ snm-E Atta?:e.l;ACK MODIFIERS
1. |Double Heat Sink 4. Roll Again 1. Roll Again . Movement
2. Roll Again :~ f:“ssm‘s " 2. Roll Again [30] Shutdown Stationary None
4.5 3 RollAgain - Life Suppo 4.8 3 RollAgain [29] Walked +1
"V 4. Roll Again 4. Roll Again | 28 | Ammo Explosion, avoid on 8+ Ran 2
5 goZ 2951'77 Center Torso : ;oxiga’:n i_é Shutdown, avoid on 10+ Jumped +3
6. Roll Again 1 iusion Engine . Roll Again [55] -5 Movement Points ngLeshf:'%tDamaii
2. Fusion Engine . 24| +4 Modifier to Fi
Left Torso 3. Fusion Engine Right Torso 23] ;mm‘:) E;;:lo:iolr:,eavoid on 6+ Shoulder +4 weapons in arm
1-3 Ho
1. [Double HeatSink ' © 4. Gyro 1. [Double Heat Sink [ 22] Shutdown, avoid on 8+ PA"“ Act. (each) :; weapons in arm
2. [Double Heat Sink 5. Gyro 2. |Double Heat Sink 21} ! i "B"e th 1 Water 14
1.3 3 (Double Heat Sink 6. Gyro 1.3 3 [Double Heat Sink _f% :Movzmert Points don 4+ n Dep ater
2 amp " oo 2 [Boul et s i s ol s en Taraet
5. Jump Jet 2. Fusion Engine 5. |Pouble Heat Sink [17] +3 Modifier to Fire Movement
6. Medium Laser 4 6 3. Fusion Engine 6. |Double Heat Sink 76 | 0-2 hexes 0
1. Medium Laser Y 4. Fusion Engine 1. [Double Heat Sink [45{ -3 Movement Points 3-4 hexes +
2. Medium Laser 5. Roll Again 2. |Double Heat Sink |14 Shutdown, avoid on 4+ 5-6 hexes +2
46 3. [LRM 10 6. Roll Again 46 3. |Double Heat Sink | 43| +2 Modifier to Fire :llaegeﬁes +3
—13 hexes  +
g: ;ﬁmlo(LRM 10) 12 A g 352'5 j:: Mol ; 14-18 hexes  +5(Level 3)
o CASE Engine Hits OO O 6. Roll Again % -2 Movemant Points 19-24 hexes  +6 (Level 3)
Left L GyroHits O O Riaht L [ 8] +1Modifier to Fire iﬁ:nzee’ées :;' (a'a%"iglo‘?‘)al
eitLeg SensorHits OO Ig eg [ 7] Sori
printed -1
1. Hip Life Support O 1. Hip '% 1 Movement Point Prone -2 adjacent hex
2, Upper Leg Acti N 2. Upper Leg Actuator 4 | +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,439 3. Lower Leg Actuator N Immobile -4
4. Foot Actuator BV for3/4: 1,986 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations|
5. Roll Again Weapon Value: 1,562/1,562 5. Roll Again 1] N Partial Cover  +3 Punch locations|
6. Roll Again Cost, C-Bills: 5,851,011 6. Roll Again o} Infantry Squad  +1

Printed by FEAVYMETAL PRO. Copyright © 2009 RCW Enterprises. fBattleTech@, 'Mech® and BattleMech® are trademarks of WizKids, Inc,
ission to phots 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 3 456 9 10 12 15 20
d 111233 45 6
2 122233 45 8
3 12234456 9
4 223356 8 9 12
5 2234586 8 9 12
6 233456 8 9 12
L 233456 8 9 12
8 23457 8101216
9 33457 8101216
10 345609

11 34569

12




'MEtcH Data

Tyee: Hercules HRC-LS-9000
mass: 70 tons

BATTLEMECH RECORD SHEET

REAR Right Movement Points: Tech, Config. & Level:
Status: VALIDATED TOFSO Torso Walking:
A n (8) Center (8) Running' g IBqneleelheLe
Torso : iped "Mec
RMOR mmiea’f Jumping: Q Level 2/ 3055
9 Weagons inventory: (hexes)
ype Loc HtDmg Min ShtMed Lng|

Total Armor
Pts =197

Streak SRM 2 LT 2 2/hit -

1

1

1 6
1 Anti-Missile System CT 1 * .

1

1

1

ERPPC RT 15 10 - 7 14 23
LB 10-X AC RA 2 10 - 6 12 18
3

9

3
3
6

Left Head Right Small Pulse Laser LT(R)2 3 - 1 2
ng;’ 1;‘1’;.5)° Smali Pulse Laser RT(R)2 3 - 1 2
0 (e} Medium PulseLaser LA 4 6 - 2 4
) o %l 1
s On pre] % Ammo Type: Rounds:  BV2:
P e Ko o LB 10-X AC 20 Id)
D,
Right Arm 50 /Y3 e % Streak SRM 2 50 8
(18) o o) OOO (o] o Anti-Missile System 12 14
0 %° o -
o Total Heat Sinks: 12 Double (24)
';\frf; %) S ° Rﬂ‘ﬂ‘ 0000000000 00
o (1) (Olgemego,) 10§l Auto Eject: Weapon Heat:
o [e) ; ;
Left Leg O [Right Leg oo (;rZS) oo [ oOperational  [] Disabled (28)
(24 o \ @ Left }Oo Of Rignt
leg/ O O\ Leg
o CEVERT WagRior Data
[) ()

Name: JOhn Germaine

Gunnery Skill: 4 Piloting Skill: 5
Left Arm Right Arm : Hits Taken =T
1. Shoulder 1. Shoulder .
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousnass # I
18% Lower Arm Actuator Head 1.3 3 Lower Arm Actuator
4. Hand Actuator 1. Life Support 4. |LB10-XAC
5. Medium Pulse Laser 2. Sensors 5. |LB10-X AC
6. Ferro-Fibrous 3. Cockpit 6. |LB10-XAC “EAI scm-[
1. Roll Again 4. Ferro-Fibrous 1. (LB 10-XAC _
2. Roll Again 5. Sensors 2. LB 10-XAC [30] Shutdown
463 RollAgain 8. Life Support 4.3 LLB10XAC 28] i )
4. Roll Again "V 4. Ferro-Fibrous % Ammo Explosion, avoid on 8+
. Roll Again 5. Roll Again <
2 Rgll Ag::‘n 1 C)?Ln ;fer Torso 6. Roll Again | 26| Shutdown, avoid on 10+
- . ngine N 25| -5 Movement Points
2. XL Engine [24] +4 Modifier to Fire
Leﬁ TOI'SO 1_3 3. XL Engine nght TOTSO z Ammo Explosion, avoid on 8+
1. XL Engine 4. Gyro 1. XL Engine 1 22 | Shutdown, avoid on 8+
2. XL Engine 5. Gyro 2. XL Engine _% am < Points
il 6. Gyro i |20 | lovement Poin
1'3 3 X.Engine Y 1-3 3. XL Engine | 18{ Ammo Explosion, avoid on 4+
g' gtre?lkPSlRM E R 1. Gyro g Eg g:g | 18 | Shutdown, avoid on 6+
. mall Pulse Laser (R) 2. XL Engine g 17| +3 Modifier to Fire
6. Ammo (Streak 2) 50 3. XL Engine 6. |ERPPC B
1. Ammo (AMS) 12 46 4. XL Engine 1. Small Pulse Laser (R) |15 -3 Movement Points
2. Ferro-Fibrous 5. Anti-Missile System 2. Ammo (LB 10-X) 10 [ 14| Shutdown, avoid on 4+
4.6 > Fero-Fibrous 6. Ferro-Fibrous 46 % Ammo (LB 10-X) 10 H3 2 Madifier to Fira
4. Ferro-Fibrous 4. Ferro-Fibrous TR
5. Roll Again : M 5. Ferro-Fibrous 2m t Points
6. Roll Again Engine H{S 000 6. Ferro-Fibrous ovement Foin
GyroHits OO +1 Modifier to Fire
Left Leg Sensor Hits O O Right Leg
1. Hip Life Support O 1. Hip . .
2. UpperlegA N 2. Upper Leg Actuator 1 Movement Point
3. Lower Leg Actuator Batlle Value: 1,561 3. Lower Leg Actuator
4. Foot Actuator Weapon Value: 1,560 /1,529 4. Foot Actuator
5. Ferro-Fibrous Cost, C-Bills: 16,398,086 5. Ferro-Fibrous X
6. Ferro-Fibrous 6. Ferro-Fibrous

Printed by I-:AV"nEEAI. PRO Copyright © 2009 RCW Enterprlsas BaﬂloTech@ ‘Mech@ and BattleMech® are tradamarks of WizKids, Inc.

HIT LOCATIONS (2D6)

Roll Left Front/Rear Right

2 LT CcT RT

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

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

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

KICK LOCATIONS (1D6)

Roll Left Front/Rear Right

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

ATTACK MODIFIERS

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

Prone

In Depth 1 Water +1

Target

Movement
0-2 hexes 0
3-4 hexes +1
5-6 hexes +2
7-9 hexes +3

10-13 hexes +4
1418 hexes +5 {Level 3)
19-24 hexes  +6 {Level 3)

+1 other hexes
Immobile

Infantry Squad  +1

25+ hexes +7 {Level 3)
Jumped +1 additional
Sprinted -1

Prone -2 adjacent hex

Arm Act. (each) +1 weapons in arm

-4
In Depth 1 Water +2 Punch locations|
Partial Cover +3 Punch locations]

MOVEMENT RECO '\‘D

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

ala
21| [0 [~ o |or |& fw o |

=
N

MISSILE HITS TABLE

2D62 3 4 5 6

Roll Number of Missiles Fired
10 12 15 20

4 5
5
6
9
9
9
9
10 12
10 12
10 12 15
15

O W N ~N OOy AW WO
0w HDHDN A WW

AR GLWWWDNDNDNDN -
G R A WWWWNN
O U A A OOWNN

W W WMNNDNDNNAAaa

6
6
9
12
12
12
12
16
16
20
20




'MecH Data

HIT LOCATIONS (2D6)

" Roll Left Front/Ri Right
Type: Dragon Fire DGR-3F : & Tromme :’T
BATTLEMECH RECORD SHEET Mass: 75 tons o & !
Left REAR Right Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
Status: VALIDATED Torso Torso Walking: 4 Inner Sphere 3 LL RA RL
Anmnn DIABBAM ©  Center () Running: g Biped 'Mech 4 LA RA RA
Jumping: () Level 2/ 3058 5 LA RL RA
Head . RL
Weapons Inventory: (hexes) 6 LL RT
ay Type Loc HtDmg Min ShtMed Lng 7 LT cT RT
o, Total A 1 LB10-XAC RA 210 .- 6 12 18 8 cT LT cT
OOO oa_ rmor g 1 Gauss Rifle LA 118 2 7 15 22 9 RT LL LT
o-0 1 Large Laser CT 8 8 - 5 10 15
og° Left Right il MediumPuiscLaser D 4 6 - 2 4 6 b RL LA LL
og Torso Head Torso edium Pulse 12 HD HD HD
o) (16) (16) 1 Medium Pulse Laser LT 4 6 - 2 4 &
() oo
[o) O, O N
fo) OO o] Oo 1 Guardian ECM LT 0 - - - - 6
o5, o 1% sa1] 98
oaoclosoroliag |l Ammo Type: Rounds:  BVZ: PUNCH LOCATIONS (1D6)
: Pl | X R A x| L8 LB 10-X AC 20 48 .
Left Arm Oo oO Right Arm P QAL ke o Roll Left Front/Rear Right
(24) °o° °o° (24) o O ooo 0 o Gauss Rifle 16 1 LT LA RT
[o)(e] [o)(e] [e] (o)(e} O .
o o Total Heat Sinks: 10 Double (20) T Lt RT
oo oo 0000000000 cT o  cT
gog gog Auto Eject: Weapon Heat; LA RT RA
o o ) .
Left Leg o(o)o 080 Right Leg o (g’ss) oo [ operational  [] Disabled (19) LA RA RA
2 foo o0\ 2 Left }© o°{ Right HD HD HD
@) o o\ R
00 oL o
oo oo 8L % \ L 0w
o o Damage fe) (o)

Transfer o [2)
Di Internal Structure (114 Pts) &

name: Captain Mary Saint-John
3 Piloting Skill: 2

Gunnery Skill:

GrimicAL Hit TABLE

Roll
1-3
4-6

KICK LOCATIONS (1D6)
Left Front/Rear Right

LL RL
LL LL

RL
RL

1 gzt edrm 1. Should Hits Taken 2 3 4 5
. oulder . oulder
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness#| 3 | 5 | 7 | 10 ] 11
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator - -
4. Hand Actuator 1. Life Support 4. Hand Actuator
5. [Gauss Rifle 2. Sensors 5. |LB 10-X AC
6. |Gauss Rifle 3. Cockpit 6. |LB 10-X AC “H“ SGM-E
1. |Gauss Rifle 4. Medium Pulse Laser 4 |8 10.XAC -
2. |Gauss Rifle 5. Sensors 2. |LB 10-xAC [30] Shutdown
g 3 [Gauss Rine 6. Life Support 463 [-B10XAC 29
4- 4. |Gauss Rifle 4. |LB 10-X AC [ 281 Ammo Explosion, avoid on 8+
5. |Gauss Rifle Center TOTSO 5. Endo Steel |27 .
6. Endo Steel 1. XL Engi 6. Endo Steel |-261 Shutdown, aveid on 10+
2 X E"Q;“e [25] -5 Movement Points
ngine . | 24| +4 Modifier to Fire
Leﬁ TOI'SO 1-3 3. XL Engine nght TOI‘SO | 23] Ammo Explosion, avoid on &+
1. XL Engine 4. Gyro 1. XL Engine | 221 Shutdown, avoid on 8+
2. XL Engine 5. Gyro 2. XL Engine %— am < Points
3. XL Engine 6. Gyro 3. XL Engine | 20 | ovement Points
1-3 4 Medium Putse Laser 1. Gyro 134 ‘Ammo (LB 10) 10 H2 gmmo Explosion, aveid on 4+
5. [Guardian ECM 2 XI‘_’ Engine 5. Ammo (LB 10-X) 10 F7] +3‘,’w03‘i’;:'r 3‘:°F'ir:"
6. |Guardian ECM 3 XLEngine 6. Endo Steel L
1. Ammo (Gauss) 8 4-6 4. XL Engine 1. Endo Stee! | 15F -3 Movement P?ints
2. Ammo (Gauss) 8 5. |Large Laser 2. Endo Steel % f;l:vtldz\./:.n, avo;! on 4+
48 3. Endo Steel 6. |Large Laser 46 3. Endo Steel ] odifier to Fire
4. Endo Steel 4. Endo Steel ]
5. Endo Steel i 5 5. CASE 2 M t Points
6. Endo Steel EngineHits OO O | & 20yacain ovement Foin
Gyro Hfts [eXe] . +1 Modifier to Fire
Left Leg Sensor Hits O O Right Leg
1. Hip Life Support O 1. Hip . .
2. Upper Leg A 2. Upper Leg Actuator 1 Movement Point
3. Lower Leg Actuator Battle Value: 1,855 3. Lower Leg Actuator
4. Foot Actuator BVfor3/2: 3,116 4. Foot Actuator
5. Endo Steel Weapon Value: 2,604 /2,604 5. Endo Steel
6. Roll Again Cost, C-Bill: 15,918,000 6 Roll Again

Printed by FeAVYMETAL PRO. Copyright © 2009 RCW En‘t_erprises. BattleTech®, 'Mech® and BattleMech® are trademarks of WizKids, Inc.
jssion ta use

ATTACK MODIFIERS

Attacker
Movement

Stationary None

Walked +1

Ran +2

Jumped +3
BattleMech Damage

Sensor Hit +2

Shoulder
Arm Act. (each)
Prone

in Depth 1 Water +1

Target

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

10-13 hexes +4

14-18 hexes +5 (Level 3)
19-24 hexes +6 (Level 3)
25+ hexes +7 (Level 3)
Jumped +1 additional
Sprinted -1
Prone -2 adjacent hex
+1 other hexes
Immobile -4

In Depth 1 Water
Partial Cover
Infantry Squad  +1

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

+2 Punch locations|
+3 Punch locations]

far 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

MISSILE HITS TABLE
Number of Missiles Fired
2D62 3 456 910121520

w
w

BhWWWWNNNDN -
QO b bhoWwwwwNDN =S
oG Oh AN WONN

W WWwMNNDNNNDN=S
O O N N OO v bW

5 6
5 6
6 9
g 12
g 12
9

9




BATTLEMECH RECORD SHEET

Status: VALIDATED

ARMOR DIAGRAM

Left Arm

(19)

Left Leg
(22)

Head
9

[¢]
[e]

0,.0.0_0
0%0%0°0°

22)

1-3

4-8

4-6

PUpOND poReNs

PMAUNS DoALNDS

Torso
(6)

Right Arm
(19)

Right Leg

Damage
Transf

REAR

Center

Right
Torso

6

Left

Total Armor
Pts = 184

Torso Head Torso

Right

Diagram

GriTicaL Hit TABLE

Internal Structure (114 Pts)§

Shoulder 1. Shoulder
Upper Arm Actuator 2. Upper Arm Actuator
Lower Arm Actuator Head 1.3 3 Lower Arm Actuator
ERPPC 1. Life Support 4. [Gauss R!ﬂe
ERPPC 2. Sensors 5. |Gauss R!ﬂe
ERPPC 3. Cockpit 6. |Gauss Rifle
Endo Steel 4. Endo Steel 1. |Gauss Rifle
Endo Steel 5. Sensors 2. {Gauss Rifle
Roll Again 6. Life Support 3. |Gauss Rifle
Roll Again 4-6 4. [Gauss Rifle
Roll Again Center Torso 5. Endo Steel
Roll Again 1. XLEngine 6. Endo Steel
2. XL Engine .

Left Torso 1.3 > XLEngine Right Torso
XL Engine 4. Gyro 1. XL Engine
XL Engine 5. gyl’O 2. XL Engine

i 6. ro 3. XL Engi
ﬁt;:ﬂn:aser 1 Gym 13 4. Medi:?r:nl.easer
Medium Laser 2' XI)I Engine 5. Medium Laser
Endo Steel 3' XL Engine 6. Ammo (Gauss) 8
Endo Steel 46 4. XL Engine 1. Ammo (Gauss) 8
Endo Stee! 5. Jump Jet 2. Endo Steel
Endo Steel 6. Endo Steel 46 3. Endo Steel
Roll Again “V 4. Endo Steel
Rolf Again : o 5. Endo Stee!
Roll Again EngineHits QOO | & poycain
Gyro Hits O O

Left Leg Sensor Hits O O Right Leg
Hip Life Support O 1. Hip
Upper Leg Actuator X 2. Upper Leg Actuator
Lower Leg Actuator Battle Value: 2,231 3. Lower Leg Actuator
Foot Actuator Weapon Value: 1,579 /1,579 4. Foot Actuator
Jump Jet Cost, C-Bills: 18,891,250 5. Jump Jet
Jump Jet 6. Jump Jet

Printed by FEAVYRMETAL PRO. Copyright © 2009 RCW Enterprlses BattlaTach@ 'Mech@ and BattleMech® are trademarks of WizKids, Inc.

tyee: Falconer FLC-8R
mass: 75 tons
Movement Points: Tech, Config. & Level:

'MecH Data

i1 ere

1 Gauss Rifle

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

Weapons Inventory: (hexes)

ype
PC

2 Medium Laser

2 Medium Laser

Loc HtDmg Min ShtMed Lng
LA
LT
RT
RA

15 10 - 7 14 23
3 5 6 9
3 5 6 9
1 15 15 22

il Ammo Type:

Gauss Rifle

Rounds: BV2:
16 284

,‘ Total Heat Sinks: 10 Double (20)

0000000000
Auto Eject: Weapon Heat:
D Operational D Disabled

(28)

Name: Lieutenant Marianne Winsor

Gunnery Skill: 4

Hits Taken 2|3 5
Consciousness # S| 7|10 11

s fala|ala]abataboolnalnfrrolnn o fnsfes)
0] 030} N 177 =) ] 1 173 (= Beq 1) 16 PN ] 2] BN 12 122 04

Piloting Skill: 5

HEeaT 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 Medifier to Fire

-2 Movement Points

+1 Modifier to Fire

-1 Movement Point

(e

HIT LOCATIONS (2D6)

Roll Left Front/Rear Right

2 LT CcT RT

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

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

LA RA

HD HD

1 LT LA RT
LT LT RT
CcT CT

CcT
LA RT RA
RA
HD

KICK LOCATIONS (1D6)

Roll Left Front/Rear Right

13
46

LL LL

LL RL RL
RL

Prone
In Depth 1 Water +1

Target
Movement

0-2 hexes 0
3-4 hexes +1
5-6 hexes +2
7-9 hexes +3

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

Partial Cover
Infantry Squad  +1

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
+2

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|
+3 Punch locations|

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 |WI/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 56 9 10 12 15 20
! 111233 45 6
2 122233 45 6
3 12234456 9
4 223356 8 9 12
5 223456 8 9 12
6 233456 8 9 12
L 233456 8 9 12
8 23457 8 101216
9 33457 8 101216
10 3456910121520
1 345691012
12




BATTLEMECH RECORD

Status: VALIDATED

ARMOR DIAGRAM

Left Leg
(30)

(9)

e)
(o)

O_0_ O

o)

(o)

(o]
(o]
00
o
O

Head
9

00,0
c)OOOOOOO

0.0.0.0.00
0°6°%°c°%%!

%

Torso

(8)

REAR
Center

SHEET
T(()So

Total Armor
Pts = 224

—_
]
w

46

4-6

Left Arm GRmGAL Hir TABLE
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator Head 1-3
4. [ERPPC 1. Life Support
5. |ERPPC 2. Sensors
6. [ERPPC 3. Cockpit
1. Medium Pulse Laser 4. Roll Again
2. Roll Again 5. Sensors
3. Roll Again 6. Life Support 46
4. Roll Again
5. Roll Again Center Torso
6. Roll Again 1. XL Engine
2. XL Engine
Leﬁ: Torso 1-3 3. XL Engine
1. XL Engine 4. Gyro
2. XL Engine 5. Gyro
3. XL Engine 6. Gyro 13
4. [Double Heat Sink 1. Gyro b
5. [Double Heat Sink . -
6. |Double Heat Sink 2. XLEngine
: 4-6 3. XL Engine
1. |Double Heat Sink 4. XL Engine
2. |Double Heat Sink 5. Roll Again
3. |Double Heat Sink 6. Roll Again 46
4. Streak SRM2
5 Ammo (Streak2) 50 Engine Hits OO O
’ GyroHits OO
Left Leg Sensor Hits O O
1. Hip Life Support O
2. Upper Leg Actuator
3. Lower Leg Actuator Battle Value: 1,787
4. Foot Actuator BVfor3/5: 2,144
§. Jump Jet Weapon Value: 1,847 /1,821
6. Jump Jet

Cost, C-Bills: 15,828,750

Printed by FEAVYMETAL PR0O. Copyright ® 2009 RCW Enterprises.
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Diagram Internal Structure (114 Pts)f

Shoulder

(12)

'MecH Data

Tyee: Marauder MAD-5D
Mass: 75 tons
Movement Points: Tech, Config. & Level:

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

Weagons Inventory: (hexes)
Qty Type Loc HtDmg Min ShtMed Lng|
El 1 ERPPC LA 15 10 - 7 14 23

1
i

ERPPC RA

Medium Pulse Laser RA

15 10
4 6
4 6

10 9

2 2/hit

14 23
6

6

1 Medium Pulse Laser LA

1 Large Pulse Laser RT

Streak SRM 2 LT

@ N & B

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

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

Ell Ammo Type:
Streak SRM 2

Bv2:
9

Rounds:

50

Total Heat Sinks: 16 Double (32)
0000000000 000000

Auto Eject: Weapon Heat:
D Operational D Disabled (50)

PUNCH LOCATIONS (1D6)
Left Front/Rear Right

Roll

1 LT
LT
CcT
LA
LA

HD

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

name: John Hides
3 Piloting Skill:
Hits Taken 3

5

5

Gunnery Skill:

2

Upper Arm A
Lower Arm Actuator

ERPPC
ER PPC

ERPPC

Medium Pulse Laser
Roll Again
Roll Again
Roll Again
Roll Again
Roli Again

Right Torso

XL Engine
XL Engine
XL Engine
|j3(>uble Heat Sink

ParLND oapwND

Double Heat Sink
Double Heat Sink

Double Heat Sink
Double Heat Sink
Double Heat Sink
Large Pulse Laser
Large Puise Laser
Roll Again

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

AP ONSE DA BNA

Ll R ol

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

# 517

KICK LOCATIONS (1D6)

Roll

Left Front/Rear Right

1-3
4-6

LL
LL

RL
LL

RL
RL

HEeAT 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

I R T e e o I P T o ey [ P B (1 S P P
CRY ) N 8 1) Bl ) (5 Y e 3 =1 ) (3 4 =Y

-2 Movament Points

+1 Modifier to Fire

-1 Movement Point

(s

ATTACK MODIFIERS

Attacker

Movement
Stationary
Walked
Ran
Jumped

BattleMech Damage

Sensor Hit
Shoulder

Arm Act. (each)

Prone

In Depth 1 Water +1

Target

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

Prone

Immobile

In Depth 1 Water

Partial Cover
Infantry Squad

+3

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

+5 (Level 3)

+6 (Level 3)

+7 (Level 3)

+1 additional

-1

-2 adjacent hex

+1 other hexes

-4

+2 Punch locations
+3 Punch locations|

far

MOVEMENT RECO

RD

Turn

4
c
E]

Type
WIRIJ

Num
Hex

-

Move
Heat

+ Prev
Heat

+ Weap
Heat

+ Misc
Heat

-H.S.
Pts

= Heat
Level

= Total
Heat

To Hits Damage & Notes:

W |0 (N |» |G| W N

-
(=4

-
=y

=
N

MISSILE HITS TABLE
Number of Missiles Fired
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BATTLEMECH REC

Status: VALIDATED

ARMOR DIAGRAM
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Internal Structure (114 Pts)§

'MEcH Data

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

kR Ammo Type:

LB 10-X AC
LRM 20
SRM 4
Narc Missile Beacon

20
12
50
12

Type: Orion ON1-M Rell
Mass: 75 tons 2 LT
Movement Points: Tech, Config. & Leval: (c"t)
Walking: 4 Inner Sphere 3 LL
Running: ¢ Biped '"Mech 4 LA
Jumping: () Level 2/ 3050 5 LA
‘ Weagons Inventory: (hexes) 6 LL
Qly Type Loc HtDmg Min ShtMed Lng 7 LT
1 LB10-XAC RT 2 10 - 6 12 18 8 CT
1 LRM 20 LA 61hit6 7 14 21 9 RT
1 SRM4 LT 32hit- 3 6 9 10 RA
1 Narc MissileBeacon CT 0 * - 3 6 9 11 RL
1 Medium Laser LA 3 5§ - 3 6 9 HD
1 Medium Laser RA 3 5 - 3 6 9
Rounds:  BV2:

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

Roll

PUNCH LOCATIONS (1D8)
Left Front/Rear Right

Warnior Data

Name: Alexander Jordan

3

Gunnery Skill:

4

Piloting Skill:

i 1 LT
i Total Heat Sinks: 11 Double (22) LT
0000000000 O cT
Auto Eject: Weapon Heat: LA
[ operational [} Disabled (1n LA

HD

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

Roll

KICK LOCATIONS (1D6)
Left Front/Rear Right

eft Arm GriTicaL HiT TABLE QTN e taen T2 TS T4 13 [LL R R
1. Shoulder 1. Shoulder conec 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm A« # 517110
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
4. |LRM 20 1. Life Support 4. Medium Laser
5. |LRM 20 2. Sensors 5. Roll Again
6. |LRM20 3. Cockpit 6. Roll Again HE‘“ scm-[ Attaf:\l.(r;ACK MODIFIERS
1. |LRM 20 4. Roll Again 1. Roll Again ____ **Avoid Inferno explosion on.. Movement
2. |LRM20 5. Sensors 2. Roll Again [30] Shutdown Stationary None
4.6 3 Medium Laser 6. Life Support 4.6 3 RollAgain [29] Walked 1
4. Roll Again C t T 4. Roll Again % Ammo Explosion, avoid on 8+ (** 12+) Ran +2
5. Roll Again enter 10rso 5. Roll Again L < (| ) Jumped +3
6. Roll Again 1. XLEngine 6. Roll Again (281 Shutdown, aveid on 10+ BattleMech Damage
2. XL Engine H [24] +4 Modifier to Fire Sensor Hit +2 .
Leﬁ Torso 1-3 3. XL Engine nght TOI'SO z Ammo Explosion, avoid on 6+ (** 10+) Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine [22} Shutdown, avoid on 8+ pﬁ;ﬂ Act. (each) :; weapons in arm
2. XL Engin 5. Gyro 2. XL Engine |-21]
1-3 3. XL Enginz 6. Gyro 13 3. XL Engine | 20| -4 Movement Points n In Depth 1 Water +1
"0 4 SRM4 1. Gyro -9 4. [LB10-XAC e ‘s‘;‘"u’:‘r;’fxp"“".’;":"gj’d on 4+ (™ 8+) Target
5. Ammo (LRM 20) 6 2. XL Engine 5. [LB10-XAC 7] 3 Modifer to Fire Movement
6. Ammo (LRM 20} 6 5 XL Engine 6. |LB10-X AC 6] 0-2 hexes 0
1. Ammo (SRM 4) 25 484 XLEngine 1. |LB 10X AC [15] -3 Movement Points 3-4 hexes +1
2. Ammo (SRM 4) 25 5. [Narc Missile Beacon 2. |LB10-x AC | 14| Shutdown, avoid on 4+ (™ 6+) 5-6 hexes +2
46 3. Ammo (Narc Pods) 6 6. |Narc Missile Beacon 46 3. |LB 10-X AC _% +2 Modifier to Fire 7-9 hexes +3
4. Ammo (Narc Pods) 6 4. Ammo (LB 10-X) 10 Fi 12:1: :::: :g (Lovel 3)
z’ g’:”sfl ain Engine Hits O OO g é?g‘; (LB 10-x) 10 [ 10| -2 Movement Points (** 4+) 19-24 hexes  +6 (Level 3)
’ g GyroHits OO ’ = ] ] 25+ hexes +7 (Level 3)
Left L s Hits OO Right L | 81 +1Modifier to Fire Jumped +1 additional
e eg Lifen;or 'ﬂ o Ig eg 5] Sprinted -1
1. Hip ife Suppol 1. Hip wall " Prone -2 adjacent hex
2. Upper Leg Actuator 2. Upper Leg Actuator 5 | -1 Movement Point +1 other hexes
. 4
3. Lower Leg Actuator Battle Value: 1,414 3. Lower Leg Actuator ER Immobile -4
4. Foot Actuator BVfor3/4: 1,951 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations]
5. Roll Again Weapon Value: 1,984 /1,984 5. Roll Again 1] " Partial Cover +3 Punch locations
6. Roll Again Cost, C-Bills: 15,576,750 6. Roll Again [ 0] Infantry Squad  +1
Printed by FEAVYMETAL PRO. Copyright © 2009 RC Enterprises. BattleTech®, 'Mech® and Baﬂlech@ are trademarks of WzKids, Ine, -
P ission to ph for lusa.
MOVEMENT RECORD MISSILE HITS TABLE
Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
N:m WIR/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
2 111233 45 8
3 122233 456
7 12234456 9
223356 8 912
5 223456 8 912
6 233456 8 912
7 233456 8 912
8 23457 8 101216
9 33457 8101216
10 3456910
1 3456910
12




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

'MEcH Data
Type: Rakshasa MDG-1A

BATTLEMECH RECORD SHEE T Mass: 75 tons S IS
REAR Movement Points: Tech, Config. & Level: (cn ) (c" ) (cn )
Status: VALIDATED Ti(:;?o Contor T‘(’;§° Walking: 5 Inner Sphere 3 LL RA RL
AHM“B DIABBAM Running: g Biped 'Mech 4 LA RA RA
H Jumping: () Level 2/ 3055 5 LA RL RA
ead
9 Weaeons Inventory: {hexes) 6 LL RT RL
Ype Loc HtDmg Min ShtMed Lng| 7 LT CT RT
Oq 0« LRV 10w/ Atomis IV LT 4 Uhit 6 7 21 8 cT LT CT
0,0 TSE:':%‘; r 1 LRM 10w/ Artemis IV RT 4 1/hit 6 7 9 RT LL LT
OOO 1 ER Large Laser LA 12 8 - 7 14 19 10 RA LA LA
0% Left Right 1 ERL RA 12 8 - 7 1 " RL LA LL
0% Torso Head Toiso argo Laser Tl 42 | WD HD  HD
%45 il 1 Medium Laser LA 3 5 -3 6 9
go 1 Medium Laser RA 3 5 - 3 6 9
Q 1 MediumPulselLaser LT 4 6 - 2 4 6

PUNCH LOCATIONS (1D6)

Ammo Type: Rounds: Bv2:

Left Arm [¢) Right Arm Roll Left Front/Rear Right
(21) ooo LRM 10 24 Pr

© - 1 LT LA RT

i 00 i Total Heat Sinks: 15 Double (30) LT LT RT

00 T(%rzs)o o 0000000000 00000 cT cT cT

gog 0 Auto Eject: Weapon Heat: LA RT RA

i Left Leg OOO OOO Right Leg El Operational D Disabled (42) LA RA RA

| @8 [ O o\ @ — - m— : HD HD HD

1 ogo go

o0 Q0 Damage
Transfer

name: Jas Eilert
4

Diagram

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

4

Gunnery Skill: Piloting Skill:

Left Arm GrimeaL HiT TABLE . 3 [l R R
its Taken 3 4
1. Shoulder 1. Shoulder 4-6 LL LL RL
2, Upper Arm Actuator 2. Upper Arm Al # 7110
3. Lower Arm Actuator Head 3. Lower Arm Actuator
4. [ER Large Laser 1. Life Support 4. |ER Large Laser
5. |ER Large Laser 2. Sensors 5. |ER Large Laser
6. Medium Laser 3. Cockpit 6. Medium Laser “H‘“ snm-[ Atta:lIeTrACK MODIFIERS
1. Ferro-Fibrous 4. Ferro-Fibrous 1. Ferro-Fibrous Movement
2. Ferro-Fibrous : ief"ss‘” S " 2. Ferro-Fibrous Shutdown Stationary None
3. Ferro-Fibrous . Life Suppol 3. Ferro-Fibrous Walked 1
4, Endo Steel C t T 4. Endo Steel Ammo Explosion, avoid on 8+ Ran +2
5. Endo Steel enier 1orso 5. Endo Steel . Jumped +3
6. Endo Steel 1. XL Engine 6. Endo Steel ihlat;‘::l:'ey:tv;g:nol: 10+ BattleMech Damage
2. XL Engine . +4 Modifier to Fire Sensor Hit +2
Leﬂ TOI’SO 1-3 3. XL Engine nght TOI'SO Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 9 4. Gyro 1. XL Engine Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine ' Prone +2
3. XL Engine 6. Gyro 3. XL Engine -4 Movement Points In Depth 1 Water +1
1-3 Ammo Explosion, avoid on 4+
4. [LRM10 1. Gyro 4. [LRM 10 Shutdown, avoid on 6+ Target
5. [LRM 10 2. XLEngine 5 LRwao +3 Modifier to Fire Movement
6. Artemis IVFCS 4-6 3. XL Engine 6. Artemis IV FCS 0-2 hexes 0
1. Ammo (LRM 10} 12 4. XL Engine 1. Ammo (LRM 10) 12 -3 Movement Points 3-4 hexes +1
2. Medium Pulse Laser 5. Endo Steel 2. Ferro-Fibrous Shutdown, avoid on 4+ 5-6 hexes +2
3. Fero-Fibrous 6. Endo Steel 46> Ferro-Fibrous +2 Modifier to Fire 7-9 hexes +3
4. Ferro-Fibrous 4. Ferro-Fibrous :2:}3 :zizz :g (Level 3)
. Endo Steel = M . Endo Steel .
5 Endo St EngineHits 00O | & 7 o0 2 Movement Points 19-24hexes  +6(Level 3)
Gyro Hits O O +1 Modifler to Fire 25+ hexes +7 (Level 3)
. Jumped +1 additional
Left Leg LSfen;or Hits 8 (o) R]ght Leg Sprn‘:ted 1
1. Hip ife Support 1. Hip - . Prone —2 adjacent hex
2. Upper Leg A X 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 1,795 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BViord/4: 2,064 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Ferro-Fibrous Weapon Value: 2,083 /1,980 5. Ferro-Fibrous Partial Cover +3 Punch locations|
6. Endo Steel Cost, C-Bills: 18,943,750 6. Endo Stes! Infantry Squad  +1

Prln!od by FEAVYMETAL P0. Copynght©2009 RCW Enterprlses. BattleTech@ 'Mech@ and BaﬂleMech@ are tradernarks of leKlds, 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 D62 3 456 9 10 12 15 20
1 11123 3 5 6
2 122233 456
3 1223445 6 9
4 2233586 8 912
5 223456 8 9 12
6 233456 8 9 12
7 233456 8 9 12
8 23457 8101216
9 33457 8101216
10 3456910121520
11 3456 910121520
12




BATTLEMECH RECORD

Status: VALIDATED

ARMOR DIAGRAM

Head
9

Torso
(10)

REAR
Center

SHEET

Right

Tol
(1

Di

Transfer

4-6
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00 fox(e}

(o) (o) Am
OOO OOO (13)
0,0 00
00 00 {Right Leg
00 oz (34) Left
00 o0 Leg
0P 050 (17)
fo)o) foX(e) Damage

Left Arm GrimicaL Hir TaBLE
Shoulder 1. Shoulder
Upper Arm Actuator 2. Upper Arm Actuator
Lower Arm Actuator Head 13 3. Lower Arm Actuator
Hand Actuator' 1. Life Support 4. [Double Heat Sink
Double Heat Sink 2. Sensors 5. |Doubie Heat s!nk
Double Heat Sink 3. Cockpit 6. [Double Heat Sink
Double Heat Sink 4. Small Pulse Laser 1. [Double Heat Sink
[Double Heat Sink 5. Sensors 2. [Double Heat Sink
Double Heat Sink 6. Life Support 4.6 3 |Double Heat Sink
[Double Heat Sink 4. |[ERPPC
Streak SRM 2 Center Torso 5. [ERPPC
Roll Again 1. XL Engine 6. |ERPPC
2. XL Engine .

eft Torso 1.3 3 XCEngine Right Torso
XL Engine 4. Gyro 1. XL Engine
XL Engine 5. Gyro 2. XL Engine

i 6. Gyro 3. XL Engine
%lt;ft:}gl:;t Sink 1 Gym 13 4. Doubr:gHeat Sink
Double Heat Sink 2 X0 Engine 5. |Double Heat Sink
{Double Heat Sink 3 XL Engine 6. [Double Heat Sink
[Double Heat Sink 48 4. XL Engine 1. [Double Heat Sink
Double Heat Sink 5. Medium Pulse Laser 2. |Double Heat Sink
|Double Heat Sink 6. Streak SRM 2 46 3. |Double Heat Sink
ERPPC 4. |ERPPC
ERPPC s 5 5. [ERPPC
[ER PPC Engine Hits QOO | ¢ 1eg ppc

Gyro Hits O O

eft Leg Sensor Hits O O Right Leg
Hip Life Support O 1. Hip
Upper Leg Actuator - 2. Upper Leg Actuator
Lower Leg Actuator Battle Value: 1,812 3. Lower Leg Actuator
Foot Actuator BVfor3/3: 2,827 4. Foot Actuator
Ammo (Streak 2) 50 Weapon Value: 2,505/2,440 5. Roll Again
Roll Again Cost, C-Bills: 18,090,121 6. Roll Again

rso
0)

Total Armor

Pts = 247
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Torso Head Torso
N o\ >
o oS
%
10220! o
0200, o0
3]
oo o
OOO [e]
O (]

) 8 o| Right |
O_1{o oo Am B
o yentef 0 (13)
o Yorsqd "o g
o2 |@s) %o

° 9% Right
OO Oo Leg

) o> \1n)
Oo oO

[¢) (o}

Internal Structure (122 Pts)§

Mass: 80 ton

"MecH Data
Type: Awesome AWS-9M

Movemaent Points:

S
Tech, Config. & Level:

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

(hexes)

ype
ER PPC
ER PPC
ER PPC

a A o

-

Weapons Inventory:
oy o 4

Medium Pulse Laser CT
Streak SRM 2
Streak SRM 2
Small Pulse Laser HD

LT
RT
RA

cT
LA

2 2/hit -
2 2/hit -
2

3 -

Ammo Type!

Streak SRM 2

Rounds:
50

Bv2:
5

l Total Heat Sinks: 20 Double (40)
0000000000 0000000000

Auto Eject:

[ Operational

[] pisabled

3

Gunnery Skill:

Warrior DaTA

name: Major Frank Bleeker

Piloting Skill:

3

Weapon Heat:
(55)

Hits Taken

4

Consciousness #

10

oo falatatalolan ool ol o o frode
B b S Y 1= B S ) 1= P O e e 5 ] 5 3 1=

Hear SGALE

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 Movemaent Points
Shutdown, avoid on 4+
+2 Modifier to Fire

-2 Movemaent Points

+1 Modifier to Fire

-1 Movement Point

SR ——

Printed by FEAVYIIZTAL PRO. Copyright © 2009 RCW Ens_erprises. fBattlaToch@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
ion to or fusa

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

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

PUNCH LOCATIONS (1D6)
Left Front/Rear Right

Roli

1 LT
AT
CcT
LA
LA

HD

LA RT
LT RT
CcT CT
RT RA
RA RA

HD HD

KICK LOCATIONS (1D6)
Left Front/Rear Right

Roll

13
4-6

LL
LL

RL
LL

RL
RL

ATTACK MODIFIERS

Attacker

Movement
Stationary
Walked
Ran
Jumped

BattleMech Damage

Sensor Hit
Shoulder
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

Prone

Immobile

In Depth 1 Water
Partial Cover
Infantry Squad

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

+5 (Level 3}

+6 (Level 3)

+7 (Level 3}

+1 additional
-1

-2 adjacent hex
+1 other hexes
-4

+2 Punch locations
+3 Punch locations
+1

MOVEMENT RECORD

Type
WIRH

Num
Hex

Move

Heat

+ Weap
Heat

+ Prev
Heat

+ Misc
Heat

= Total
Heat

~-H.S.
Pts

=Heat
Level

To Hits

Damage & Notes:

MISSILE H

2D62 3 4 5 6

Number of Missiles Fired

ITS TABLE
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BATTLEMECH RECORD SHEET

Status: VALIDATED

ARMOR DIAGRAM

(23)
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Diagram
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Internal Structure (122 Pts)§

Total Armor
Pts = 211

Left Right
Torso Head Torso
{17)

Movement Points:

'MEcH Data

Tyee: Gargoyle (Man O' War) A
mass: 80 tons

Tech, Config. & Level:

Walking: 5 Clan
Running: g Biped OmniMech
Jumping: Level 2/ 3050
' Weaq_?ns Inventory {hexes)
Loc HtDmg Min ShtMed Lng
2 ERPPC RA 15 15 - 7 14 23
1 Large Pulse Laser LA 10 10 - 6 14 20
1 MediumPulseLaser LA 4 7 . 4 8 12
1 ERMediumlaser LA 5§ 7 . 5 10 15
I8 1 ER Small Laser LA 2 5 - 2 4 6

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

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

Total Heat Sinks: 16 Double (32)
] 0000000000 000000

Auto Eject:

D Operational

3

Gunnery Skill:

[ pisabled

Name: MechWarrior Arden

Weapon Heat:

(51)

Piloting Skill:

2

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

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

Hits Taken

2|3

415

Left Arm GrimicAL HiT TABLE [ESIRRITNN
Shoulder 1. Shoulder
Upper Arm Actuator 2. Upper Arm A
Lower Arm Actuator Head 13 3. [ERPPC
Hand Actuator 1. Life Support 4. |[ERPPC
Large Pulse Laser 2. Sensors 5. [ERPPC
Large Pulse Laser 3. Cockpit 6. |ERPPC
Medium Pulse Laser 4 Ferro-Fibrous 1. Roll Again
ER Medium Laser 5. Sensors 2. Roll Again
ER Small Laser 6. Life Support 4.6 % FollAgain
Roll Again 4. Roll Again
Roll Again Center Torso 5. Roll Again
Roll Again 1. XL Engine 6. Roll Again

2, XL Engine f
Left Torso 3. XL Engine Right Torso
1-3

XL Engine 4. Gyro 1. XL Engine
XL Engine 5. Gyro 2, XL Engine
Ferro-Fibrous 6. Gyro 13 3. Ferro-Fibrous
Ferro-Fibrous 1. Gyro "V 4. Ferro-Fibrous
goll Aga{n 2. XL Engine 5. Rol Agal_n

olf Again 45 3. XL Engine 6. Roll Again
Roll Again 4. XL Engine 1. Roll Again
Roil Again 5. Roll Again 2. Roll Again
Roll Again 6. Roll Again 48 3. Roll Again
Roll Again 4. Roll Again
Roll Again : o 5. Roll Again
Roll Again Engine H}ts 000 6. Rolf Again

GyroHits OO

Lef[ Leg Sensor Hits OO Right Leg
Hip Life Support O 1. Hip
Upper Leg Actuator N 2. Upper Leg Actuator
Lower Leg Actuator Battle Value: 2,689 3. Lower Leg Actuator
Foot Actuator BVfor3/2: 4,518 4. Foot Actuator
Ferro-Fib_rous Weapon Value: 3,090 / 3,090 5. Ferro-Fib_rous
Roll Again Cos, C-Bils: 26,234,962 6 RollAgain

7§10 11

alalala]a]alafa o polroinfairoias]nofro Inofeo)
o] 30 NN 1 ) ] 3 (= £ B N 13X N e o] 1o 124 =4

=
=

HEAT SCALE

Shutdown
Ammo Explosion, avoid on 8+

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

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

-4 Movement Points

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

+3 Modifier to Fire

-3 Movement Points
Shutdown, avoid on 4+

+2 Modifier to Fire

-2 Movement Points

+1 Modifier to Fire

-1 Movement Point

Printed by FeAVYMETAL PR0. Copyright © 2009 RCW tﬂEnterprises. fBattleTet:h@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
i i b, [or | usa.

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

ATTACK MODIFIERS
Attacker
Movement

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

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

MOVEMENT RECORD

Turn
Num

Num | Move

Hex

Type
WIRIJ

Heat

+ Weap
Heat

+ Misc
Heat

+ Prev
Heat

= Total
Heat

~H.S.
Pts

= Heat

. _Level

To Hits

Damage & Notes:

© |0 [N o o [ W N

=
(=)

-
-

=N
N

MISSILE HITS TABLE
Number of Missiles Fired

3456910121520
11 233 45 68
12 233 456
12 344586 9
22 356 8 9 12
22 456 8 9
23 456 89
23 456 8
23 57 8 10
33 578

3 4 6 910

3 4 6 9 10




'MecH Data
Tyee: Salamander PPR-5S

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

BATTLEMECH RECORD SHEET uass: 80 tons S
s VALIDATE TLeﬂ REAR _?‘Qh‘ Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
tatus: ATED ?So contor ?é?° Walking: 4 Inner Sphere 3 LL RA RL
ARMOR DIAGRAM s 6 Biped och s lwma v
Head Jumping: Q Level 2/ 3055 5 LA RL RA
9 Weagons Inventory: (hexes) 6 LL RT RL
Qy Type Loc HtDmg Min ShtMed Lng 7 LT CcT RT
Total A 1 LRM 20 LT  6hite 7 14 21 8 cT LT CcT
otal Armor
Pts = 247 1 LRM 20 6 1/hit 6 9 RT LL LT
1 LRM 20 6 1/hit 6 10 RA LA LA
I
Left Right 1" RL LA LL
Tarso Head Torso 2 Medium Laser 3 5 - 6 9 12 HD HD HD
(17 (17
[N e]
(%o )erEs
(o} (o)
&) (o}
o245 or § PUNCH LOCATIONS (1D6)
LeftAm | Oy o°| RightAm <) o a3, | Ammo Type: Rounds:  BVZ: Roll  Left Front/Rear Right
26) o2 020 (26) ° cgo ° LRM 20 54 260 1 T A RT
o0 [o)(e] o) O "
o P S Total Heat Sinks: 10 Double (20) LT LT RT
ogo ogo P )< ° 0| Ravf} _oooooooooo cT cT cT
%9 o (13 (ccanepo) (9§t Auto Eject: Weapon Heat: LA RT RA
Left Leg 080 080 Right Leg go (gl;js) og [ Operational  [] Disabled (24) LA RA RA
©4) [ o0 o\ @4 Leit }o2 O { Right : HD HD HD
00 00 Leg f O \ Leg
00 oo (ML o o5 t7)
oo oo TDa"‘age ° o
ranster : T : KICK LOCATIONS (1D6;
Diagram  Internal Structure (122 Pts) ] Name: Lieutenant Richard Aicher Roll  Loft FromtiR ( R_) N
Gunnery Skill: 3 Piloting Skill: 3 ° ° ront/Rear Right
Left Arm GRiTiGAL HiT TABLE e TS 13 [l RL RL
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consclousness # 7{10] 1
1-3 3. Lower Arm Actuator Head 1-3 3 Lower Arm Actuator
™ 4. {LRM20 1. Life Support "2 4. Hand Actuator
5. [LRM20 2. Sensors 5. Endo Steel
6. |LRM 20 3. Cockpit 6. Endo Stesl Heat ScaLe ATTACK MODIFIERS
Attacker
1. |[LRm20 4. Endo Steal 1. Endo Steel _ TPw—
2. [LRM20 5. Sensors 2. Endo Steel [30] Shutdown Stationary None
463 Ammo(LRM20)6 8. Life Support 46 % EndoSteel 29 ] Walked 1
4. Ammo {LRM 20) & 4. Endo Steel 1 28| Ammo Explosion, avold on 8+ Ran +2
5. Ammo (LRM 20) 6 Center Torso 5. Endo Steel 27 | Shutd ) Jumped +3
6. Endo Steel 1. XLEngine 6. Endo Steel % I utdown, a"°"g on 10+ BattleMech Damage
2. XLEngine . [24] +4Tﬂ%daig:r"ttoPFilr: Sensor Hit +2
Leﬂ TOI'SO 3. XL Engine Rl ht TOI'SO [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1-3 |22 i
1. XL Engine 4. Gyro 1. XL Engine [22] Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine | 21 ] Prone +2
1-3 3. XLEngine 6. Gyro 1-3 3. XL Engine _f_g_ ?MoveEme:'lt Points tom 4+ In Depth 1 Water +1
- - | 18] Ammo Explosion, avoid on
g' tgm 28 1. Gyro g tsm gg [ 18| Shutdown, avoid on 6+ Target
6 |LRM 20 2. XLEngine 6 [LRm20 [17] +3 Modifier to Fire Movement
) 48 3. XL Engine - | 16 | 0-2 hexes 0
1. |LRM 20 4. XL Engine 1. |LRM 20 | 15| -3 Movement Pf)ints 3-4 hexes +1
2. |LRM 20 5. Medium Laser 2. |LRM20 | 14| Shutdown, avoid on 4+ 5-6 hexes +2
45 3. CASE 6. Medium Laser 48 3. CASE | 13| +2 Modifier to Fire 7-9 hexes +3
4. Ammo (LRM 20) 6 "0 4. Ammo (LRM 20) 6 Igjg :z:: :‘; (Level 3)
5. Ammo (LRM20) 6 . : 5. Ammo (LRM 20) 6 . . eve
6. Ammo (LRM 20) 6 EngineHits QOO | & 400 irm20)6 2 Movement Points 19-24 hexes  +6 (Level 3)
GyroHits OO +1 Modifier to Fire 25+ hexes +7 (Level 3)
Left I_eg Sensor Hits OO nght Leg g‘;':g&% j additional
1. Hip Life Support O 1. Hip . Prone -2 adjacent hex
2. Upper Leg Actuator N 2. Upper Leg Actuator -1 Movement Point +1 oﬂier hexes
3. Lower Leg Actuator Battle Value: 1,769 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor3/3: 2,760 4. Foot Actuator In Depth 1 Water +2 Punch locations|
§.  Endo Steel Weapon Value: 2,398/2,398 5. £Endo Steel " Partial Cover ~ +3 Punch locations|
p 5
6. Endo Steel Cost, C-Bills: 18,406,921 6. Endo Steel Infantry Squad  +1

Printed by FEAVYMETAL P30. Copyright © 2009 RCV’{ Enterprises. PattleTach@, *Mech® and BattleMach® are trademarks of WizKids, Inc.
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MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num [W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 34569 1012 15 20
; 111233 45 6

122233 45 6
3 12234456 9
4 223356 8 9 12
5 223456 8 912
6 233456 8 912
L 233456 8 9 12
8 23457 8101216
9 33457 8 101216
10 3456910121520
11 3456910121520
12




’
MecH Data HIT LOCATIONS (2D6)
Roll Left Front/Rear Right
Tyee: Longbow LGB-7V i ——r
BATTLEMECH RECORD SHEET || w 85tons ARG
Left REAR Right Movement Points: Tech, Config. & Level: (crit)
Status: VALIDATED Torso Torso Walking: 3 Inner Sphere 3 LL RA RL
(10)  Center  (10) o \ p
AHMUH BIAGHAM Running: § Biped 'Mech 4 LA RA RA
Head Jumping: ( Level 2/3058 5 LA RL RA
Wea;l)_ons Inventory: (hexes) 6 LL RT RL
Qy Type Loc HtDmg Min ShtMed Lng 7 LT cT RT
1 LRM20w/ Attemis IV RA 6 1/hit 6 7 14 21 8 CT LT cT
Total Armor 9 RT LL LT
Pts = 256 1 LRM 20 w/ Artemis IV LA 61hite 7 14 21 10 RA LA LA
1"ER Large Laser CT 12 8 - 7 14 19
Left Right 2 MediumPulseLaser LT 4 6 - 2 4 6 i RL LA L
Torso Head Torso 22 | HD  HD  HD
(18) S o (18) Bl 2 MediumPulselLaser RT 4 6 - 2 4 6
[o] 08 1 MediumPulseLaser HD 4 6 - 2 4 6
(o]
00 gg . - - PUNCH LOCATIONS (1D6)
LetAm [0 | Riant Am < 0 Ammo Type: Rounds: ~ BV2: Roll  Left FrontiRear Right
(28) ogo oo (28) S ogo 8 il Lrm20 36 138 ) T m —
O, O y "
gog T gog ' Bl Total Heat Sinks: 14 Double (28) LT LT RT
Lo | Torso [ 0 Left 10300 Rt fl 0000000000 0000 cT cT cT
° | @) | % Am - J0opd0[ £ 00 Am —
oL 00 (14 (ojremepoo) 14 B Auto Eject: Weapon Heat: LA RT RA
Left Leg 000 OOO Right Leg go (3"75) og [ Operational  [] Disabled (44) LA RA RA
(33) [/ O0 o0 (33) (o) [e) ’ HD HD HD
OOO OOO Left O° 00 Right
(o) (o) Legf O O\ Leg
o0 X} a8y, o % Mog)
© O Damage o O
3 o° Transfer % o KICK LOCATIONS (1D§)
0 o : ! il name: Alexander Kokic
g Internal Structure (130 Pts) 8 . o 3 totng skt 4 Roll Left Front/Rear Right
. unnery UH noting (M
Left Arm GRITICAL HiT TABLE [ESERY-Nn e Taken [TT2T3 13 [ L RLOR
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 517
1.3 3. [Double Heat Sink Head 4.3 3. [Double Heat Sink —
"V 4. |Double Heat Sink 1. Life Support 4. |Double Heat Sink
5. |Double Heat Sink 2. Sensors 5. |Double Heat Sink HH“ SGN_E ATTACK MODIFIERS
6. [LRmM20 3. Cockpit 6. [LRM 20 Attack
1. |LrRM 20 4. Medium Pulse Laser 1. |LrRM 20 W
. . — ovement
2. |LRM 20 5. Sensors 2. |LRM 20 [30] Shutdown Stationary None
46 % [RM20 6. Life Support 463 |-RM20 [29] Walked +1
4. |LRM 20 =V 4. |LRM 20 _%g_ Ammo Explosion, avoid on 8+ Ran 2
5. Artemis IV FCS 5. Artemis IVFCS <l
6. ROI7 ,T_(Iysain Center. TO!'SO 6. Ral? T:ain | 26| Shutdown, avoid on 10+ B::t::&ee?:h Dama +3
' 1. XL Engine : [25] -5 Movement Points 4 ge
2. XLEngine . [24] +4 Modifier to Fire SensorHit  +2 )
Left Torso 4.3 3 XLEngine nght Torso 23| Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine [ 22| Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine [ 21] Prone 2
3. XL Engine 6. Gyro 3. XL Engine 20| -4 Movement Points In Depth 1 Water +1
1-3 4 [ouble Heat Sink 1 Gyro 1-3 % [Double Heat Sink -2 "s‘:‘T; EXP'°"‘.";" a"g"‘ on 4+ Target
5. [Double Heat Sink 2 Xi Engine 5. [Double Heat Sink 2] Shutdown, avoid on &+ Moverment
6. |Double Heat Sink 3: XL Engine 6. |Double Heat Sink 3 0-2 hexes 0
1. Medium Pulse Laser 46 4. XL Engine 1. Medium Pulse Laser |18 1 -3 Movement Points 3-4 hexes +1
2, Medium Pulse Laser 5. |ER Large Laser 2. Medium Pulse Laser | 14] Shutdown, avoid on 4+ 5-6 hexes +2
48 3. Ammo (LRM 20) 6 6. |ER Large Laser 46 3. Ammo (LRM 20) 6 _1% +2 Modifier to Fire 7-9 hexes +3
4. Ammo (LRM 20) 6 4. Ammo (LRM20) 6 5 12:}3 ::;‘(:: :g (Level 3)
g' 2:’;‘; (LRM 20) 6 Engine Hits O QOO g ér:;n; (LRM 20) 6 -2 Movement Points 19-24 hexes +6 (Lezel 3)
’ Gyro Hits OO : . ] 25+ hexes +7 (Level 3)
| eft Leg SensorHits OO nght Leg 1 Moderto e Sumped +1 additional
Sprinted -1
1. Hip Life Support O 1. Hip . " Prone —2 adjacent hex
2. Upper Leg Actuator 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 1,816 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor3/4: 2,506 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Roll Again Weapon Value: 2,258/2,094 5. Roll Again Partial Cover +3 Punch locations
6. Roll Again Cost, C-Bills: 17,176,325 6. Roll Again Infantry Squad  +1

ey e

Printed by FEAVYRIETAL PR0. Copyright © 2009 RCW Enterprises. fBattlaToch@, 'Mech® an
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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
; 111233 45 6
122233 45 6

3 122344569
4 223356 8 9 12
5 223456 8 912
§ 233456 8 9 12
7 233456 8 912
8 23457 8101216
9 334578101216
10 345689

11 34569

12




'Mich Data HIT LOCATIONS (2D6)
Roll Left Front/Rear Right
Tyee: Stalker STK-5M , o R"T
BATTLEMECH RECORD SHEET mass: 85 tons Y o (o
Left REAR Right Movement Points: Tech, Config. & Level: (c" ) (cn ) en
Status: VALIDATED Torso Torso H Walking: 3 LL RA RL
9 Cent 9 9 3 Inner Sphere
AHM[]H nIAGBAM (9) enter (9) Running: 5 Biped '"Mech 4 LA RA RA
Head Jumping: ( Level 2/3050 5 LA RL RA
Weapons Inventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng 7 LT CcT RT
LRM 10 LA 4 1hit6 7 8 CT LT CT
Total Armor LRM 10 RA 4 1hité 7 9 RT LL LT
Pts = 232 ER Large Laser 12 8 - 7
SRM 6 LT 4 2hit - 3 10 RA LA LA
Lett Right SRM 6 RT 4 2mit - 3 1" RL LA LL
Torso Head Torso Bl 1 Narc Missile Beacon LT 0 * - 3 12 HD HD HD
{18) ® o {18) 2 Medium Laser LA 3 5 - 3
og if 2 Medium Laser RA 3 5 - 3
0 Ammo Type: Rounds:  BVZ:
e ase e LRM 10 W Cas PUNCH LOCATIONS (1D6)
Right Arm % og R§ SRM6 30 14 Roll  Left Front/Rear Right
(25) ° 080 b : Narc Missile Beacon 12 0 1 T A RT
o o -
FoP v+ ¢l Total Heat Sinks: 17 Double (34) LT LT RT
X I/'\i:: 2 ° g RAQH’: i} 0000000000 0000000 cT cT cT
X (14 (oJemegoo) (19§ Auto Eject: Weapon Heat: LA RT RA
Left Leg OOO Right Leg go (‘:2”75) og D Operational D Disabled (40) LA RA RA
(27) ooo (27) Left 08 80 Right — e e HD HD HD
o0 leg/ © O \ Leg
o0 sl pe ) f ok WarRIoR Data
° Transfer o o KICK LOCATIONS (1D6)
o i Name: Auther Black
Diagram Internal Structure (130 Pts ame: Roll Left Front/Rear Right

4 4

Gunnery Skill:

Piloting Skill:

1-3 LL RL RL

GRiTicAL HiT TABLE

Hits Taken 2 3 4 5
1. Shoulder 1. Shoulder m 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm A # 5 7
4.3 3 [Double Heat Sink Head 1.3 3 [Double Heat Sink B —
™ 4. |Double Heat Sink 1. Life Support 4. |Double Heat Sink
5. |Double Heat Sink 2. Sensors 5. |Double Heat Sink
2 o z Sensors : P Heat ScaLe 2 TTACK MODIFIERS
1. |LRM 10 4. Roll Again 1. [LRM 10 ** Avoid inferno explosion on.. Movement
2, Medium Laser 5. Sensors 2. Medium Laser 30] Shutdown Stationary None
4.6 3 Medium Laser 6. Life Support 4.5 % Medium Laser [29] ) Walked +1
4. Ammo (LRM 10) 12 4. Ammo (LRM 10) 12 28 | Ammo Explosion, avoid on 8+ (** 12+) Ran 2
5. Ammo (LRM 10} 12 Center Torso 5. Ammo (LRM 10) 12 FH  shutdown. avoid on 10+ Jumped +3
6. Roll Again 1. Fusion Engine 6. Roll Again [557] -5 Movement Points BattleMech Damage
2. Fusion Engine . [ 24 +4 Modifier to Fire Sensor Hit +2 .
Left TOI‘SO 1-3 3. Fusion Engine R_lght TOI’SO [ 23] Ammo Explosion, avoid on 6+ {** 10+) ihouider n :‘: weapons in arm
1. [Double Heat Sink 4. Gyro 1. [Double Heat Sink [22] Shutdown, avoid on 8+ P rm Act. (each) 1 Veaponsinarm
2. |Double Heat Sink 5. Gyro 2. |Double Heat Sink  21] . ln’g"ee th 1 Water +1
4.3 3. |Double Heat Sink 6. Gyro 1.3 3 |Double Heat Sink 22 ot Movement Points @ @ @ ar(ns P
"< 4. [Double Heat Sink 1. Gyro "9 4. [Double Heat Sink KR sr""u':‘:ow’:‘p :5;?:';"2:_ on 4+ (** 8+) Target
5. |Double Heat S!nk 2. Fusion Engine 5. |Double Heat ank 771 +3 Modifier to Fire Movement
6. |Double Heat Sink 3. Fusion Engine 6. |Double Heat Sink K3 0-2 hexes 0
1. [SRM 6 46 5 Fusion Engine 1. [Double Heat Sink [15] -3 Movement Points 3-4 hexes +1
2. |sSRM6 5. [ER Large Laser 2. IDouble Heat Sink % fgt'tvtldzy:_n, :vo;d on 4+ (** 6+) 56 hexes +2
4. 3 [NarcMissileBeacon 6. [ERLargeLaser /) o 3. IDouble Heat Sink i odifier to Fire 7-9 hexes A
4. |Narc Missile Beacon 4. [SRM 6 KR 10-13 hexes 4
5. Ammo (SRM 6) 15 e Hi 5. [SRM6 0 ints (* 14-18hexes  +5(lLevel 3)
. > Engine Hits OO O C [ 10] -2 Movement Points (** 4+) 19-24 hexes  +6 (Level 3)
6. Roll Again N 6. Ammo (SRM 6) 15 25+ hexes +7 (Level 3)
Gyro Hits [eJe) . 8 +1 Modifier to Fire Jumped +1 additior.al
Left Leg SensorHits OO nght Leg T Sprinted 1
1. Hip Life Support O 1. Hip wa P " Prone —2 adjacent hex
2. Upper Leg Actuator - 2. Upper Leg Actuator % 1 Movement Paint +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,655 3. Lower Leg Actuator 3] Immobile —4
4. Foot Actuator BVford/4: 1,903 4. Foot Actuator 2 In Depth 1 Water +2 Punch locations|
5. Ammo (Narc Pods) 6 Weapon Value: 2,276 /2,276 5. Roll Again 1 Partial Cover +3 Punch locations)
6. Ammo (Narc Pods) 6 Cost, C-Bills: 7,952,225 6. Roll Again 0 Infantry Squad  +1

Printed by FEAVYRIETAL PI0. Copyright © 2009 RCW Enterprises. fBattIeTech@, '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: Roli  Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 3456910 12 15 20
1 111233 45 6
2 122233 45 6
3 12234456 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 3456910121520
1 345691012

12




BATTLEMECH RECORD

Status

: VALIDATED

ARMOR DIAGRAM

Left Arm
(28)

Left

(35)

Head
9

o) 0
oo oo
oo ogo
ogo oo
o\ 20
o o
o o2
+%9) %0 o0
o %
oo o
o o

Torso
(19

48

4.6

Diagram

REAR
Center

Rigl
Torso
(10)

Pts =

o) GrimcaL Hit TABLE
1. Shoulder
2, Upper Arm Actuator
3. Lower Arm Actuator Head 1-3
4. ER Large Laser 1. Life Support
5. ER Large Laser 2. Sensors
6. |Streak SRM 6 3. Cockpit
1. |streak SRM & 4, Ferro-Fibrous
2. Ammo (Streak 6) 15 5. 5:“55‘”‘5
3. Ferro-Fibrous 6. Life Support 46
4. Roll Again
5. Roll Again Center Torso
6. Roll Again 1. XL Engine

2. XL Engine

Leﬁ TOI'SO 1_3 3. XL Engine
1. XL Engine 4. Gyro
2. XL Engine 5. Gyro
3. |Double Heat Sink 6. Gyro 13
4. |Double Heat Sink 1. Gyro
5. {Double Heat Sink 2' XL Engine
6. |Double Heat Sink 3' XL Engine
1. [Double Heat Sink 46 4. XL Engine
2. |Double Heat Sink 5. Rolf Aga{n
3. [Double Heat Sink 6. Roll Again 46
4. |Double Heat Sink
5. Ferro-Fibrous : -
6. Ferro-Fibrous Engine H}ts 000

GyroHits O O

Left Leg Sensor Hits O O
1. Hip Life Support O
2. Upper Leg A
3. Lower Leg Actuator Battle Value: 2,399
4, Foot Actuator BVfor2/2: 4,702
5. EJOUNE Heat Sink Weapon Value: 5,067 / 4,828
6. [Double Heat Sink Cost, C-Bills: 26,233,964

Shoulder

LB 10-X AC
LB 10-X AC
LB 10-X AC
LB 10-X AC

LB 10-X AC

Ferro-Fibrous
Roll Again

Right Torso

XL Engine
XL Engine

PMBWND ooAWNS

LRM 15
LRM 15
Ferro-Fibrous
Ferro-Fibrous

Right Leg

Hip

COpWNA OmRONS

Lower Leg Act
Foot Actuator

SOpwNS

Upper Arm Actuator

Ammo (LB 10-X) 10
Ammo (LB 10-X) 10
Ammo (LRM 15) 8

SHEET

Total Armor

259

Left Right
Torso Head Torso

18 18)
586 ) 5
% ° o3
S0 BP0 FH, 08
18 o] S0
Right Arm 8 o 8
(28) ° % o
0 dodok o
Left O o P40 R/;ght
Am O o O, m
(14 (oanegoo) (14 §
o o
Right Leg o |'%9 o
: og Jen|
@5) Left }oO So{ Rgnt
/) [\
Damage o° %
Transfer o 2]

Internal Structure (130 Pts)§

Right Arm casg)

Double Heat Sink
Double Heat Sink
Targeting Computer
Targeting Computer

Targeting Computer
Targeting Computer

Upper Leg Actuator

uator

Double Heat Sink
Double Heat Sink

"MEcH Data

Tyee: Warhawk (Masakari) A

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

Mmass: 85 tons 2 LT
Movement Points:  Tech, Config. & Level: (c"t)
Walking: 4 Clan 3 LL
Running: g Biped OmniMech 4 LA
Jumping: Level 2/3050 5 LA

6 LL

ype 7 LT

2 ERLargeLaser LA 12 10 - 8 15 25 8 cT
1 Streak SRM 6 LA 4 2/hit - 4 9 RT
1 LB10-X AC RA 2 10 10 RA
. 1 RL

1 LRM15 RT 5 it - 7 14 12 HD

1 Targeting Computer

Ammo Type:
Streak SRM

LB 10-X AC
LRM 15

Rounds: BV2:
15 19

20 43
8 26

6

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

Roll

PUNCH LOCATIONS (1D8)
Left Front/Rear Right

1 LT

Total Heat Sinks: 20 Double (40)
0000000000 0000000000

LT
CcT

Hits Tal

| |a o] ] [ s o [ne] o fes frofrono [no [ro | e
o o Y 1 3 R ) e S S g e g 2 N e e 1)

Auto Eject:
D Operational D Disabled (35)
Warrior DaTa

name: Star Captain Aldo Wirth
2

Gunnery Skill:

Consciousness #

2

Piloting Skill:

Weapon Heat:

LA
LA
HD

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

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

1-3 LL

ken 2 3 4

517 |10

11

4-8 LL

HEAT SCALE

Shutdown

Ammo Explosion, avoid on 8+

Shutdown, avoid on 10+
-5 Movement Points
+4 Modifier to Fire

Ammo Explosion, avoid on 6+

Shutdown, avoid on 8+

-4 Movement Points

Ammo Explosion, avoid on 4+

Shutdown, avoid on 6+
+3 Modifier to Fire

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

«2 Movement Points

+1 Modifier to Fire

-1 Movement Point

RL RL
LL RL

Attacker

Movement
Stationary
Walked
Ran
Jumped

Sensor Hit
Shoulder

Prone

Target

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

Prone

Immobile

Partial Cover
Infantry Squad

ATTACK MODIFIERS

BattleMech Damage

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

In Depth 1 Water +1

In Depth 1 Water +2 Punch locations

+2
+4 weapons in arm

+5 (Level 3)

+6 (Level 3)

+7 (Level 3)

+1 additional
-1

~2 adjacent hex
+1 other hexes
-4

+3 Punch locationsj
+1

2D62 3 4 5

MISSILE HITS TABLE
Roll  Number of Missiles Fired

6 910121520

AAWWWWNNNDND S
NG b DWW wwWwNnND S

W W WMNNNDNDN-2 A

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

w
S

5 6
5 6
9
12
9 12
9 12
9 12
10 12 16
10 12 16
10 12 15 20
15 20

6
9

W 00 ;Mmoo ;AW

O OO0 A A B WONN
W O NN O AWWW




BATTLEMECH REC

Status: VALIDATED

ARMOR DiAGRAM

Head
9

Left Arm
(30)

Torso
(10)

Right Arm
(30)

ORD SHEET

REAR

Center

2
&
momemises e
0=0-0, 'Ol
o o o
o %0 8
o o o
S 0] o9
ek [o\oPSdLo] Rignt
Am 00 o oo Arm §
(15 (Oentepce)  (19)
O, (o]
(o] Orsi 0,
o )
0 {2 o
Left 80 Og fight
leg /o 9 14599
19h o & £ oD d9)
o o
o ©

Damage
Transf

Torso
(10)

Left

Tota
Pts

Torso Head Torso
) 5 o\19

| Armor
=278

Right

1-3

48

1. Shoulder 1. Shoulder
2. Upper Arm Actuator 2. Upper Arm A
3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
4. Hand Actuator 1. Life Support 4. |Gauss R!ﬂe
5. [SRM6 2. Sensors 5. |Gauss Rifle
6. |SRM6 3. Cockpit 6. {Gauss Rifle
1. Ferro-Fibrous 4. Ferro-Fibrous 1. |Gauss Rifle
2. Ferro-Fibrous 5. Sensors 2. |Gauss Rifle
3. Ferro-Fibrous 8. Life Support 46 % |GaussRifie
4. Ferro-Fibrous 4. |Gauss Rifle
5. Roll Again Center Torso 5. Ferro-Fibrous
6. Roll Again 1. Fusion Engine 6. Ferro-Fibrous
2. Fusion Engine .

Left Torso 4.3 3 Fusion Engine Right Torso
1. Jump Jet g- gyro ; .I\Jnur:p Jet
2, [LRM20 - yro 8 edium Laser
3. |[LRM 20 6. Gyro 3. Medium Laser
4. |LRM 20 1. Gyro 13 4. Ammo (Gauss) 8
5. |LRM20 . . . 5. Ammo {Gauss) 8

2. Fusion Engine
6. |LRM20 4-6 3. Fusion Engine 6. CASE
1. Ammo (SRM 6) 15 4. Fusion Engine 1. Ferro-Fibrous
2. Ammo (SRM 6} 15 5. Jump Jet 2. Ferro-Fibrous
3. Ammo (LRM 20) 6 6. Ferro-Fibrous 46 3. Ferro-Fibrous
4. ém;nEo {LRM 20)6 g goz ﬁgal:n
5. A : * . oll Again
6. Ferro-Fibrous Engine Hfts 000 6. Roli Again
GyroHits OO

Left Leg Sensor Hits O O Right Leg
1. Hip Life Support O 1. Hip
2. Upper Leg A« or 2. Upper Leg Actuator
3. Lower Leg Actuator Batlle Value: 2,230 3. Lower Leg Actuator |
4. Foot Actuator Weapon Value: 1,749/1,749 4. Foot Actuator :
5. Single Heat Sink Cost, C-Bills: 8,936,080 5. Single Heat Sink |
6. Ferro-Fibrous 6. Ferro-Fibrous |

‘|

Internal Structure (138 Pts)§

'MecH Data

type: Highlander HGN-732

LRM 20

Gauss Rifle

Mass: 90 tons 2 LT CT RT
Movement Points: Tech, Config. & Level: (c”t) (c”t) (cﬂt)
Walking: 3 Inner Sphere 3 LL RA RL
Running: 5 Biped "Mech 4 LA RA RA
Jumping: 3 Level 2/ 3050 5 LA RL RA
Weaeons Inventory: (hexes) 6 LL RT RL
Qy Type Loc HtDmg Min ShtMed Lng 7 LT cT RT
2 ModiumlLaser RT 3 5 - 3 6 9 8 CT LT cT
il 1 srRms LA 42hit- 3 6 9 2 RT LL LT
i1 LrRm 20 LT 61hite 7 14 24 10 RA LA LA
. : 11 RL LA LL
1 Gauss Rifle RA 1 16 2 7 15 22 HD HD HD
Ammo Type: Rounds:  BVZ
SRM 6 30 24

12
16

78
136

Total Heat Sinks: 12 Single

0000000000 0O

Auto Eject:

[ operational

Warrior Dara

Weapon Heat:
[ pisabled (17)

Name: Teri Mazza

Hits Taken

Gunnery Skill:

4 5

Piloting Skill:
3
7

2
5

4
10

# 11

Y G G DY Y PN PN (Y (Y P 1) 1 Iy O LR [ 24 £
(] IR 17 =23 Be] 1= (7= (=1 RN [ £ PN e o B 1 (2 1=

Printed by FEAVYMETAL P30. Copyright © 2009 RCW Enterprises. fBattltaTat:h@, *Mech® and BattleMech® are trademarks of WizKids, Inc.
issinn to ph or. {use

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 Expiosion, avoid on 4+ (** 8+)
Shutdown, avoid on 6+

+3 Modifier to Fire

-3 Movement Points

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

+2 Modifier to Fire

-2 Movement Points (** 4+)

+1 Modifier to Fire

-1 Movement Point

G

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

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

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

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

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

ATTACK MODIFIERS

Attacker
Movement

Stationary None

Walked +1

Ran +2

Jumped +3
BattleMech Damage

Sensor Hit +2

Shoulder +4 weapons in arm

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

Target

Movement

0-2 hexes 0

3-4 hexes +1

5-6 hexes +2

7-9 hexes +3

10-13 hexes +4

14-18 hexes  +5(Level 3)
19-24 hexes  +6 (Level 3)
25+ hexes +7 (Level 3)
Jumped +1 additional
Sprinted -1

Prone —2 adjacent hex

+1 other hexes

-4

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

Immobile

In Depth 1 Water
Partial Cover
Infantry Squad

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 |WI/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2D62 3 45 6 9 10 12 15 20
1 111233 45 6
2 122233 45 6
3 12234456 9
4 223356 8 912
5 223456 8 9 12
6 233456 8 9 12
7 233456 8 912
8 23457 8 101216
9 33457 8 101216
10 3456910121520
ik 345691012 15 20
12




"MicH Data HIT LOCATIONS (2D6)
Roll Left Front/Ri Right
Tyee: Cerberus MR-V2 on en Trommed ;_jT
BATTLEMECH RECORD SHEET mass: 95 tons S P
REAR T‘Q Movement Points: Tech, Config. & Leval: (crit) (crit) (crit)
Status: VALIDATED Tgrg)o e (Tos)o Walking: 4 Inner Sphere 3 LL RA RL
A“Mun nIAGBAM Running: ¢ Biped 'Mech 4 LA RA RA
Jumping: Level 2/3055 5 LA RL RA
Head RL
9 Wea ons Inventory: (hexes) 6 LL RT
Loc HtDmg Min ShtMed Lng 7 LT CT RT
1 Gauss Rlﬂe LA 115 2 7 15 22 8 CcT LT CT
Total Armor 1 Gauss Rifie RA 115 2 7 15 22 9 RT LL LT
Pts =197 2 Medium Pulse Laser LT 4 6 - 2 4 6 10 RA LA LA
2 MediumPulselaser RT 4 6 - 2 4 6 11 RL LA LL
Left Right i .
To?so Head Tc;gso : zachfne Gun :;:,(';)2 : ! z 8 HD HD HD
(20) 20) achine Gun (R) -1 3
o o 1 Anti-Missile System HD 1 * - - - .
Ammo Type: Rounds:  BV2:
Gauss Rifle 32 201 PUNCH LOCATIONS (1D6)
Left Arm Right Arm o 0% o Machine Gun 100 1 Roll  Left Front/Rear Right
(19) (19) o 00 Q Anti-Missile System 12 13
oS %2 So - 1 LT LA RT
: 3 Total Heat Sinks: 12 Double (24) LT LT RT
i tet  [o o| Rignt E
! Am oo g o° A OOO0.000000 [o]e] CT CT CT
: (18 (Solfemepal)  (16) Auto Eject; Weapon Heat: LA RT RA
i o Josq og O operational [ Disabied (19) LA RA RA
! 2| %) HD  HD HD
; Left )o@ Oot Right
Leg f @ %o \ Leg
@04 o % a0
Damage 08 go
Ti e R R
Dli-:gfa: name: Lieutenant Teresa Panico KICK LOCATIONS (1D6)
Roll Left Front/Rear Right

4 4

Gunnery Skill: Piloting Skill:

1-3 LL RL RL

GRITICAL HiT TaBLE

, 1. Shoulder 1. Shoulder Hits Taken 2131415 46 | LL LL RL
; 2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # S{7f10[1
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
4. |Gauss Rifle 1. Life Support 4, gauss Rige
5. |Gauss Rifle 2. Sensors 5. |Gauss Rifle
6. |Gauss Rifle 3. Cockpit 6. |Gauss Rifle “H“ SGAI-E Atta?l.(r:rACK MODIFIERS
1. |Gauss Rifle 4. Anti-Missile System 1. |Gauss Rifle Movement
2. |Gauss Rifle 5. Sensors 2. |Gauss Rifie [30] Shutdown Stationary None
4.6 3 |GaussRifle 6. Life Support 4.6 % |GaussRifle (297 Walked 1
4, |Gauss Rifle "V 4. |Gauss Rifle |.28.] Ammo Explosion, avoid on 8+ Ran 2
5. Ammo (Gauss) 8 Center TOI'SO 5. Ammo {Gauss) 8 % Shutdown. avoid on 10+ Jumped +3
6. Ammo (Gauss) 8 1. XL Engine 6. Ammo (Gauss) 8 351 -5 Movement Points BattleMech Damage
2. XLEngine . [24] +4 Modifier to Fire Sensor Hit +2
Left TOI'SO 1-3 3. XLEngine nght TOFSO [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine [22] Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
‘ 2. XL Engine 5. Gyro 2. XL Engine [21] ) Prone +2
; 13 3. XL Engine 6. Gyro 13 3. XL Engine _fg_ :MOVBEI"IBI"lt Points o s In Depth 1 Water +1
i 4. Medium Pulse Laser 1. Gyro 4. Medium Pulse Laser K0 SrTuT;ow);p :5;?:’;"; on Target
5. Medium Pulse Laser 2: XL Engine 5. Medium Pulse Laser 7] +3 Modiﬁe’r to Fire Movement
6. Machine Gun (R} 463 XoEngine 6. Machine Gun (R) 6] 0-2 hexes 0
1. Ferro-Fibrous 4. XL Engine 1. Ferro-Fibrous | 151 -3 Movement Points 3-4 hexes +1
2. Ferro-Fibrous 5. Ammo (MG) 100 2. Ferro-Fibrous |14 { Shutdown, avoid on 4+ 5-6 hexes +2
4.5 3 Ferro-Fibrous 6. Ammo (AMS) 12 4.5 3 Ferro-Fibrous |13 ] +2 Modifier to Fire 7-9 hexes +3
4. Ferro-Fibrous ™ 4. Ferro-Fibrous 12:1'2 2:;2: :g (Level 3)
2' ;i;;?q,:’bmus EngineHits O QOO §. Ferro-Fibrous -2 Movement Points 19-24 hexes +6 (Level 3)
gain . 6. Roll Again
GyroHits OO +1 Modifier to Fire §5+ he)ées +Z (lae;.te.l 3) i
. . umpe +1 additiona
Left Leg Sensor Hits O O Right Leg Sprir‘:ted -1
1. Hip Life Support O 1. Hip 1 Movement Point Prone -2 adjacent hex
2. Upper Leg Actuator 2. Upper Leg Actuator +1 other hexes
3. Lower Leg Actuator Battle Value: 2,001 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVford/4: 2,301 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Ferro-Fibrous Weapon Value: 2,620/2,620 5. Ferro-Fibrous Partial Cover +3 Punch locations
6. Ferro-Fibrous Cost, C-Bills: 25,182,626 6. Ferro-Fibrous Infantry Squad ~ +1

Printed by FEAVYMETAL P30. Copyright © 2009 RCW Enterprises. fBattleTach@, 'Mech® and BattleMach® are trademarks of WizKids, Ine.
ission fa ph {o12 ] usa.
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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/MJ| Hex | Heat | Heat | Heat | Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
| ; 111233 456
‘ " 122233 45 6
‘ 122344569
4 223356 8 9 12
5 223456 8 912
6 233456 8 9 12
7 233456 8 9 12
8 23457 8 1012 16
9 33457 8101216
10 34569
1 345609
12




BATTLEMECH RECORD

SHEET

"MEcH Data

Tyee: Pillager PLG-3Z
Mass: 100 tons

s VALIDATED T REAR 1F_§ight Movement Points: Tech, Config. & Level:
(atus: VA (?:)o Center (c1,r05)o Walkfng: 3 Inner Sphere
ARMOR DiAGRAM Running: § Biped 'Mech
Head _ Jumping: 3 Level 2/ 3058
8 Weagons Inventory: (hexes)
Qy Type Loc HtDmg Min ShtMed Lng
o) (o) 1 Gauss Rifle RT 115 2 7 15 22
o8 080 Total Armor
80 808 Pts = 307 1 Gauss Rifle LT 7 15 22
08 88 2 Medium Laser LA 3 5 - 3 6 9
80 Oo Left Right 1 Medium Laser HD 3 5 - 3 6 9
08 08 Torso Head Tarso )
88 80 1) ° o 21) S 1 Medium Laser Cctr 3 5 - 3 6 9
Co)o 088 80 08 1 Large Laser RA 8 8 - 5 10 15
o 08 B l0cO0t . So
° > 88 10503 88 ] Ammo Type: Rounds:
Right Arm o Q o Type: ounds:
(34) 08 Ogo 80 Bl GaussRifle 48 408
O (e} (o) .
S X °F Bl Total Heat Sinks: 14 Double (28)
Left 1O 0| Rl 0000000000 ©000
Am - A%T0ffc0  Am 4 -
) clpenegoo (7 gl Auto Ejgct. . Weapon Heat:
Right Leg 5 | a1 00 D Opsrational D Disabled (22)
(42) w2) .
(e} O,
legf O, O \ Le
@il &2 ) { & \ed Warrior Data
Damage [®) (o]

Printed by FEAVYMETAL PRO. Copyright © 2009 RCV% Enterprises. fBattleToch@, ‘Mach® and Battl
issi 0 phot far | use,

Name: Lieutenant Manuel Tagadar

Gunnery Skill: 4 Piloting Skill: 4

Hits Taken 2 3 5
1. Shoulder 1. Shoulder .
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousnass # sirliwopn
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
4. Hand Actuator 1. Life Support 4. Hand Actuator
6. [Double Heat Sink 2. Sensors 5. |Double Heat Sink “H“ SGALE
6. |Double Heat Sink 3. Cockpit 6. |Double Heat Sink
1. [Double Heat Sink 4. Medium Laser 1. [Double Heat Sink _
2. Medium Laser 5. Sensors 2. |Large Laser [30] Shutdown
4.6 3 Medium Laser 6. Life Support 4.6 3 lLarge Laser 28] _ .
4. Roll Again C t T 4. Roll Again % Ammo Explosion, avoid on 8+
5. Roll Again 5. Roll Again &L
6. Ao agan Cnegne 6 Aligen 25| S, oo o
2. XL Engine . 24 +4 Modifier to Fire
Leﬂ TOFSO 1-3 3. XL Engine nght TOI‘SO [23] Ammo Explosion, avoid on 6+
1. XL Engine 4. Gyro 1. XL Engine | 22| Shutdown, avoid on 8+
2. XL Engine 5. Gyro 2. XL Engine |21 _
4.3 3 XL Engine 6. Gyro 1.3 3 XLEngine (201 -4 Movement Points @ ma.
4. [Gauss Rifle 1. Gyro 4. [Gauss Rifle 3 s:‘T: XP °s".’:’ a"g' on 4+
5. |Gauss Rifle Y XI)_{E . 5. |Gauss Rifle 8] Shutdown, avoid on &+
6. |Gauss Rifle ) ngine 6. |Gauss Rifle [ 371 +3 Modifier to Fire
3. XL Engine |16 |
1. |Gauss Rifle 48, x Engine 1. [Gauss Rifle |18 { -3 Movement Points
2. [Gauss Rifle 5. Jump Jet 2. |Gauss Rifle | 14| Shutdown, avoid on 4+
463 Gauss Rifle 6. Medium Laser 48 3. |Gauss Rifle % +2 Modifier to Fire
4. |Gauss Rifle 4. |Gauss Rifle KB
5. Ammo (Gauss) 8 : H 5. Ammo (Gauss) 8 o] - .
6. Ammo (Gauss) 8 Engine Hfts o000 6. Ammo (Gauss) 8 1_90 2 Movement Points
GyroHits OO . 78| +1 Modifier to Fire
Left Leg Sensor Hits O O Right Leg A
1. Hip . Life Support O 1. Hip 5| -1Movement Point
2, Upper Leg A 2. Upper Leg Actuator r
3. Lower Leg Actuator Batlle Value: 2,697 3. Lower Leg Actuator B
4. Foot Actuator Bvford/4: 3,102 4. Foot Actuator 2 |
5. Jump Jet Weapon Value: 3,661/3,661 5. JumpJet 1]
6. Ammo (Gauss) 8 Cost, C-Bills: 22,290,000 6. Ammo (Gauss) 8 L 0}

leMach® are trademarks of WizKids, inc.

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

(crit} (crit) {crit)
3 LL RA RL
4 LA RA RA
5 LA RL RA
6 LL RT RL
7 LT CT RT
8 CcT LT CcT

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

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

1 LT LA RT
LT LT RT
CcT CcT CcT
LA RT RA

LA RA RA
HD HD HD

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

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

BattleMech Damage
Sensor Hit +2
Shouider +4 weapons in arm
Arm Act. (each) +1 weapons in arm
Prone +2
In Depth 1 Water +1

Target
Movement
0-2 hexes 0
3-4 hexes +1
5-6 hexes +2
7-9 hexes +3
10-13 hexes +4
14-18 hexes  +5(Level 3)

19-24 hexes  +6{Level 3)
25+ hexes +7 (Level 3)
Jumped +1 additional
Sprinted -1
Prone -2 adjacent hex
+1 other hexes
Immobile -4

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

MOVEMENT RECORD

MISSILE HITS TABLE

+ Misc
Heat

Turn
Num

Type | Num | Move |+ Weap| + Prev

W/R/J| Hex | Heat | Heat | Heat Heat

= Total

-H.S.
Pts

-

=Heat | To Hits Damage & Notes:

Level

Roll Number of Missiles Fired

456910121520
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caass
i BATTLE ARMOR

RECORD SHEET

Unit; Star Cmdr Emil Perez - EP1  «Anti-Mech Movement: 1MP Ground, 3MP Jump |} BATTLE ARMOR MISSILES 143;_5
Type: Clan Elemental Laser - Omni-transportable (1 - ' .
ﬁ] 70 Jos Jos Jor [os Jos Jos o5 oz Jor [0 | Weapons (ranges in hexes) Dmg Sht Med Lng DI;DR60|| [NE;lgéyoi%t::;?lg:g;eed] l
75( o Te o T o oo [ [ [ oo | SMall Laser 3 1 2 3| 1021 2[4 3[6] 4[8] 5[10] ||
2 Sub-Machine Gun % 0 0 - | 2 1 1 2 2 3 |
ﬁ w [ |08 [or (o5 |05 [os [os [oz o1 [0 | gpng o 2ht 3 6 9 ; 3 1 2 2 3 3 B
3 ) b 4 1 2 3 3 4 |
w0 |os |08 |07 o6 |os |04 |03 |oz |o1 |oo 2 Salvos: 1 11 5 1 2 3 4 [ K
ﬁ 4 6 1 2 4 4 6
ﬁ 5 10 |08 o8 |o7 |os |os o4 |03 |02 o1 [oo Notes: ‘ g ; g j g 2
# AP Damage is total for all 5 troopers b 9 2 3 5 8 8
Gun Skill: 3 BV: 280 (335 for Skill = 3) Clan / Level 2 Cost 3 562 075 C—BI”S j 10 2 3 5 7 8
N T R R RS SR R e T T R P ey e i 11 2 4 6 8 10
Unit: Point Cmdr Saul - EP2 « Anti‘Mech  Movement: 1MP Ground, 3MP Jump |4 12 2 4 6 8 10
Type: Clan Elemental Laser * Omni-transportable | L i B L i i 2 !
10 Joo Jos [or fos [os foa o3 [o2 |or foo | Weapons (ranges in hexes) Dmg Sht Med Lng {3 i
i1 e BATTLE ARMOR :
w w0 [0 |08 |07 [0s [os joa [03 foz [o1 oo Small Laser 3 1 2 3 ‘ DIRECT FIRE TABLE :
¢ Sub-Machine Gun 1 0 0 - | :
ﬁ 3 10 oo los |07 [os [os [o4 [o3 loz o1 oo SRM 2 2/hit 3 6 9 "‘ Die Roll Point Members Active
B 2D6
ﬁ 10 oo [08 [o7 [o6 [os o4 |03 [02 [o1 Joo 2 Salvos: o 1 1 2 3 4 5
4 2 1 1 1 1 1
10 o3 o8 |o7 |06 (05 |o4 o3 oz [oi |00 . 3 1 1 1 2 2
iﬁ 5 Motes: : 4 1 1 2 2 2
# AP Damage is total for all 5 troopers 5 1 1 > 2 3
Gun Skl” 4 BV 280 _ Clan l Level 2 Cost 3 562 075 C-Bllls 6 1 1 2 2 3
o e L o A pRT % S s R RETrISTH DR i 7 1 2 2 3 3
Unit: Point Cmdr Haeger - EP3 -« Anti-Mech Movement: 1MP Ground, 3MP Jump [ 8 1 2 2 3 4
Type: Clan Elemental Laser * Omni-transportable | 190 1 2 2 i i
H .l to oo fos Jor Jos fos foa fos foz ot foo | Weapons (ranges in hexes) Dmg Sht Med Lng 11 9 2 3 4 5
4 |os |o8 |o7 |os |os |o4 {03 |02 |01 |00 Sma" Laser 3 1 2 3 12 1 2 3 4 5
ﬁz Sub-Machine Gun % 0 0 - R S A S
i 10 o9 |os [o7 [os [o5 |o4 |03 |02 o1 (oo SRM 2 2 /hlt 3 6 9
3 2 Salvos: & &
10 |09 |o8 (07 |06 |05 (04 |03 (02 [O1 00
ﬁ 4 Battle Armored Base To-Hit
10 loo {os [o7 [os {os [0s |03 [oz [o1 [oo Troopers Active Number
ﬁ 5 Notes:
# AP Damage is total for all 5 troopers b
Gun Sklll 4 BV: 280 Clan/ Level 2 Cost 3 562 075 C BI”S
Unit: Point Cmdr Rand - EP4 » Anti-Mech  Movement: 1MP Ground, 3MP Jump

Type: Clan Elemental MG * Omni-transportable 5
ﬁ .I 10 [oo s Jor fos Jos fos Joa fo2 [0t [0 | Weapons (ranges in hexes) Dmg Sht Med Lng SWARM ATTACKS TABLE
10 09 o8 |o7 06 a5 04 (03 a2 |01 00 MaChine Gun 1D6/2 1 2 3

W 2 Sub-Machine Gun 1# 0 0 - Battle Armorgd Base To-Hit
ﬁ 10 foo fos for fos fos os [os foz for foo | gong o 2/hit 3 6 9 Troopers Active Number

3 2 Salvos: 1 X 4+ 7
ﬁ 4 10 |09 |08 o7 |os |05 |04 |03 |02 |o1 |oo 1-3 10

. No attack possible
ﬁ 5 10 oo oo for Yoo fos Joa fos oz ot oo |\ e Lo. - —_— et
# AP Damage is total for all 5 troopers

Gun Skilt: 4 BV: 250 Clan / Level 2 Cost 3 535, 825 C-Bllls SWARM HIT LOCATION TABLE '%
T : T T s inct : T S S S 8 e R T e LR R R IR P P B
Die Roll  Location [
Unit: Point Cmdr Wayne « Anti-‘Mech  Movement: 1MP Ground, 3MP Jump | D('gDRGC;" Location (2D6) ]
Type: Clan Elemental MG * Omni-transportable |} 9 Head 7 Front Center Torso |3
;ﬁ .I to [oo oo for fos jos o4 fos foz for foo | Weapons (ranges in hexes) Dmg Sht Med Lng i 3 Rear Center Torso 8 Left Arm
10 09 |08 |o7 |oé o5 |04 (03 jo2 |O1 00 MaChine Gun 1 D6/2 1 2 3 4 Rear Right Torso g Front Leﬁ Torso
ﬁ z Sub-Machine G # 0 0 5  Front Right Torso 10 Rear Left Torso
ub-Machine Gun : 6 Right Arm 11 Rear Center Torso |
i 3 i |08 |08 |07 |06 (OS5 04 |03 (02 (01 o0 SRM 2 2/hit 3 6 9 12 Head "
2 Salvos: & o —
10 |09 Jos |07 |06 (05 |04 |03 |02 (01 oo L st L bl e - - T it
;ﬁ 4 Printed by HeavyMetal Battle Armor
o Tos Tos Tor Tos Tos Toz Tos Toz Tor [oo ) Copyright © 2009 RCW Enterprises.
ﬁ 5 Notes: . BattleTech® is a trademark of WizKids, Inc.
# AP Damage is total for all 5 troopers Permission to photocopy for personal use.

Total BV this sheet = 1,395

Gun Skill: 4 BV: 250 Clan/ Level 2 Cost: 3,535,825 C

T ey
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Unit: Point Cmdr Smitty - EP8  * Anti-Mech Movement: 1MP Ground, 3MP Jump [ BATTLE ARMOR MISSILES TABLE}

Type: Clan Elemental Flamer - Omni-transportable 1y b e Point Members Active
w I 10 foo Jos Jor fos fos os fo3 fo2 |01 Joo | Weapons (ranges in hexes) Dmg Sht Med Lng 2D6 [Number of Missiles Fired]
oo T o Toe o Tor Tov oz Jor T | T l@mer 2 1 2 3§ 1021 2[4 3[6] 4[8] 5[10]
iﬁ 2 Sub-Machine Gun 1% 0 0 - [ 2 1 1 2 2 3
ﬁ 3 W [o6 [0 [o7 [0 [05 [oa |03 [0z [0 [0 [ gpgo oMt 3 6 9 3 1 2 2 3 3
) w 4 1 2 3 3 4
70 oo |08 |o7 |08 {05 |04 o3 |oz |01 |oo 2 Salvos: 1 1 :»2‘ 5 1 2 3 4 6
ﬁ 4 i 6 1 2 4 4 6
ﬁ s 0 [o0 [os [or [os [o5 foa a8 foz or foo |\ p Z ; g j g g
# AP Damage is total for all 5 troopers I 9 2 3 5 6 8
Gun Skill: 4 BV: 255 Clan / Level 2 Cost: 3,543,325 C-Bills | 10 2 3 5 7 8
R SRR —— T T e T T T 11 2 4 6 8 10
Unit: Point Cmdr Karl - EP9 « Anti“Mech  Movement: 1MP Ground, 3MP Jump |; 12 2 4 6 8 10
Type: Clan Elemental Flamer + Omni-transportable !
ﬁ 10 Jos Jos Joz Jos [os Jos foa Jo2 fo1 [oo | Weapons (ranges in hexes) Dmg Sht Med Lng |3 i
1 : BATTLE ARMOR ]
ﬁ 10 los |08 |07 |06 |05 |os oz [0z [o1 |oo Flamer 2 1 2 3 3 DIRECT FIRE TABLE
4 Sub-Machine Gun % 0 0 - 1 .
ﬁ 3 10 fos fos fo7 jos fos os fos foz fo1 foo | song o 2/hit 3 5 9 Die Roll Point Members Active
i 2D6
ﬁ 10 |oo [os o7 |06 [os [oa [o3 fo2 [o1 Joo 2Salvos: 0 1 {j 1 2 3 4 5 'J
4 i 2 1 1 1 1 1|
ﬁ 5 10 [os {os [o7 le6 (o5 |o4 |03 [02 (01 |00 Notes: k 3 1 1 1 2 2 T:
# AP Damage is total for all 5 troopers g g ;1 1 g g g 1
Gun Skill: 4 BV: 255 Clan / Level 2 Cost. 3,543,325 C-Bills_ [ 6 1 1 2 2 3
T D T T I e e e T R 2 T e T S AN A e B R AT 7 1 2 2 3 3 ;
Unit: Star Cmdr Oleg Nevversan - EP6 + Anti-“Mech Movement: 1MP Ground, 3MP Jump |3 8 1 2 2 3 4 [
Type: Clan Elemental Laser » Omni-transportable | 190 1 3 g i i :
ﬁ I 10 Joo Jos [o7 fos Jos oa fos oz for Joo | Weapons (ranges in hexes) Dmg Sht Med Lng 11 1 5 3 4 5
10 09 |08 |07 [ 05 04 |03 |02 |01 00 Sma” Laser 3 1 2 3 3 12 1 2 3 4 5
Ko Sub-Machine Gun % 0 0 - e e -
H 10 (o8 |os |o7 |os [os o4 [03 oz (o1 [oo SRM 2 2 /hlt 3 6 9
3 2 Salvos: 1 X
10 09 |08 |oO7 06 (05 04 (03 |02 |O1 00
i 4 Battle Armored Base To-Hit
ﬁ 5 10 [os |08 [o7 |06 fos [os |03 oz [o1 |oo Notes: Troopers Active Number
# AP Damage is total for all 5 troopers 4
Gun Skill: 4 BV: 280 Clan/ Level 2 Cost: 3,562,075 C-Bills [
o D T S B e o o e T e e (e T e e e DR s T PSR L A
Unit: Point Cmdr Joseph - EP7 - Anti-“Mech Movement: TMP Ground, 3MP Jump ,
Type: Clan Elemental Laser . Omni-transpor‘table i& T e e T ST e T e T e ey
10 |og {08 [o7 [os |o5 |04 [03 |0z |o1 |oO Weapons (ranqes in hexe_s) Dmg _S_ht Med Q.'].g b
.y o SWARM ATTACKS TABLE |
10 09 |08 (07 |06 05 04 (03 (02 (01 00 Sma” Laser 3 1 2 3 z‘
ﬁ 2 Sub-Machine Gun 1% 0 0 - Battle Armorgd Base To-Hit 5
ﬁ 10 fos fos [o7 fos o5 foa o3 Joz for Joo | gpong o o/hit 3 8 9 Troopers Active Number i
3 2 Salvos: & & 4+ 7
w 10 (oo [o8 fo7 Jo6 [o5 [o4 fo3 o2 o1 |00 1-3 10
4 - No attack possible
w 5 10 |oo [os o7 |08 |os |o4 [o3 jo2 [o1 Joo Notes: — R R T
# AP Damage is total for ail 5 troopers

Gun Skill: 4 BV: 280 Clan/Level 2 Cost: 3,562,075 C-Bills SWARM HIT LOCATION TABLE %
T e K T O SRS T e R Ty e T P T B R T e R R SR & L"
Die Roll Location Die Roll Location

(2D6) (2D6) :
2 Head 7 Front Center Torso |
3 Rear Center Torso 8 Left Arm i

4 Rear Right Torso 9 Front Left Torso
5  Front Right Torso 10 Rear Left Torso |
[ Right Arm 11 Rear Center Torso |
12 Head

Printed by HeavyMetal Battle Armor
Copyright © 2009 RCW Enterprises.
BattleTech® is a trademark of WizKids, Inc.
Permission to photocopy for personal use.

Total BV this sheet = 1,070
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Unit: Star Cmdr Brenda - EP10 - Anti-Mech Movement: 1MP Ground, 3vP Jump |7 XY gy W V17T @ IELTT NS g T 0

Type: Clan Elemental Laser * Omni-transportable | Die Roll Point Members Acti
WI w0 Joo Jos [or [os [os o4 foa foz Jor [oo | Weapons (ranges in hexes) Dmg Sht Med Lng IgDGO [Nur?-:ger oefnl;lmse;?lescl:lzlreed]
oo T Tor o T Tor o Jor o fw | Small Laser 3 1 2 38 1021 2[4 3[6] 4[8 5[10]
K2 Sub-Machine Gun " 0 0 - 2 1 1 2 2 3
W W [0 |oo [o7 [o6 |05 fou 05 [0z [0t [ | gppg o oMt 3 6 9 3 1 2 2 3 3
3 . 4 1 2 3 3 4
70 |09 |08 |07 |06 |05 |o4 |03 |0z |o1 |oo 2 Salvos: & 1 5 1 2 3 4 6
ﬂ 4 6 1 2 4 4 6
ﬁ 5 0 |os |o8 |o7 |06 |os [o¢ |os |oz [o1 |oo Notes: . g ; g 3 2 g
# AP Damage is total for all 5 troopers 4 9 2 3 5 6 8
Gun Skill: 4 BV: 280 Clan / Level 2 Cost: 3 562, 075 C B|IIs E 10 2 3 5 7 8
_— — TS ! 11 5 4 6 8 0 |
Unit: Point Cmdr Steven - EP11 +Anti-Mech Movement: 1MP Ground, 3MP Jump £ 12 2 4 6 8 0k
Type: Clan Elemental Laser = Omni-transportable [ E E = Tl
10 oo Joa o7 fos fos fos o3 oz Jor |w | Weapons (ranges in hexes) Dmg Sht Med Lng |
LY : BATTLE ARMOR
ﬁ 10 |oo |08 |07 |os |05 |oa4 |03 |02 |o1 [oo Small Laser 3 1 2 3 DIRECT FIRE TABLE
4 Sub-Machine Gun % 0 0 - .
ﬁ 3 10 oo |o8 |07 [os o5 [04 o3 oz |o1 |oo SRM 2 2/hit 3 6 9 Die Roll Point Members Active
] 2D6
H 10 [os o [o7 os [os [os oz Joz [o1 oo 2 Salvos: & 1 1 2 3 4 5 '
4 2 1 1 1 1 1
10 [oo o8 o7 los |05 [os |03 o2 [0+ fo0 . 3 1 1 1 2 2 ,{
ﬁ 5 Notes: . 4 1 1 2 2 2 [
# AP Damage is total for all 5 troopers ; 5 1 1 2 2 P
Gun Skill: 4 BV: 280 Clan I Level 2 Cost 3 562 075 C Bxlls 6 1 1 2 2 3 ’
o o T LR T e g 7ty dee e TR AR A ) R R BT 7 7 1 2 2 3 3 I
Unit: Point Cmdr Marty - EP12  *Anti-Mech  Movement: 1MP Ground, 3MP Jump 4 8 1 2 2 3 4 |
Type: Clan Elemental Laser » Omni-transportable |} 190 1 g g i j: E
ﬁ I 0 oo fos for fos fos Jos Jas Joz o1 {0 | Weapons (ranges in hexes) Dmg Sht Med Lng |3 1 1 2 3 4 5
10 |09 |08 |o7 |06 {05 |o4 |03 (02 |01 |oO Sma” Laser 3 1 2 3 12 1 2 3 4 5
K2 Sub-Machine Gun % 0 0 - R
H 10 |oe los |07 [o6 [o5 |o4 |03 [o02 |o1 |00 SRM 2 2/hlt 3 6 9
3 2 Salvos: & X1
10 09 |08 |07 |o6 |OS 04 03 02 |01 00
ﬁ 4 Battle Armored Base To-Hit
W 10 [os |08 [o7 [os [o5 [osa o3 oz [o1 |oo . Troopers Active Number
5 Notes: 4+ 4
# AP Damage is total for all 5 troopers ; 3 7
Gun Skill: 4 BV: 280 Clan / Level 2 Cost 3, 562 075 C Bllls i 2 10
it i g, = R R R R R P T L T T o T 1 12
Unit: Point Cmdr Seth - EP13 - Anti-Mech  Movement: 1MP Ground, 3MP Jump |3 - No attack possnble

Type: Clan Elemental Laser « Omni-transportable |; e e
10 fos fos or os fos Jos Jos o2 fo1 Yoo | Weapons (ranges in hexes) Dmg Sht Med Lng |
B : SWARM ATTACKS TABLE
10 |09 |08 |o7 |06 |05 04 (03 |02 (01 00 Sma” Laser 3 1 2 3 "/
LY Sub-Machine Gun " 0 0 - Battle Armored Base To-Hit |
w 10 foo oo fo7 oo o5 jo4 fos Joz o1 oo | gpang o 2hit 3 6 9 Troopers Active Number :"
3 2 Salvos: & o 4+ 7
ﬁ 4 10 |op o8 [o7 |os |05 |o4 [o3 |02 o1 |oo 1-3 10 8
- No attack possible
ﬁ 5 10 [os |08 o7 |06 |05 loa |o3 oz |01 foo Notes: TSR IR T TS R U = - 3
# AP Damage is total for all 5 troopers

Gun Skill: 4 BV: 280 Clan/Level 2 Cost: 3,562,075 C-Bills | SWARM HIT LOCATION TABLE |
(R R I O R TS S TP} T ™ P T A R R T R T T A RO L P - )
Die Roll Location DieRoil  Location [
(2D6) (2D6)
2 Head 7 Front Center Torso [
Rear Center Torso 8 Left Arm

Front Right Torso 10 Rear Left Torso
Right Arm 11 Rear Center Torso |3
12 Head

3
4  Rear Right Torso 9 Front Left Torso
5
6
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Total BV this sheet = 1,120



