FeAVYINEcAL PR0

BATTLEMECH ROSTER SHEET

Twilight of the Clans Scenario 7 May 3, 2012
TONS TYPE & MODEL COST BV Skills  STD WV RATIO
50 Blackjack BJ2-0C 9,509, 844 1,161 4/5 1,242 1.07
50 Centurion CN9-D 9,664,500 1,579 3/2 1,075 1.14
55 Bushwacker BSW-X1 9,807,366 1,073 4/5 1,185 1.10
65 Cauldron-Born A 18,732,311 3,646 2/2 1,964 1.06
70 Caesar CES-3R 13,424,674 1,960 3/4 2,100 1.48
75 Night Gyr B 20,325,156 3,861 3/1 2,046 .95
75 Rakshasa MDG-1A 18,943,750 1,624 4/4 2,083 1.48
75 Timber Wolf (Mad Cat) Prime 24,233,125 4,099 2/3 3,798 1.69
75 War Dog WR-DG-02FC 15,559,250 1,553 4/5 1,934 1.25
80 Gargoyle (Man 0' War) A 26,234,962 4,245 2/2 3,090 1.43
80 Victor VTR-9K 8,512,321 1,879 4/4 1,436 .88
85 Stalker STK-5S 16,134,775 1,574 3/3 1,315 1.30
100 Dire Wolf (Daishi) B 29,368,124 4,764 1/2 3,772 1.77

935 Tons Total (13 'Mechs) 220,450,158 33,018 27,040 .82



"MEcH Data
Tyre: Blackjack BJ2-OC

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

BATTLEMECH RECORD SHEET Mass: 50 tons zoperoooer R
TLeﬂ REAR Right Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
‘ Status: VALIDATED ?;o Centor T?é'?o Walking: 4 Inner Sphere 3 LL RA RL
| AHMBB BIABBAM Running: g Biped OmniMech 4 LA RA RA
i Head Jumping: 4 Level 2/ 3058 5 LA RL RA
9 Weaprons Inventory: (hexes) 6 LL RT RL
Qly Type Loc HtDmg Min ShtMed Lng 7 LT CcT RT
i 1 L8 10-xAC LA 210 - 6 12 18 8 cT LT cT
Total Armor ) RT LL LT
Pts = 152 1 LB10-X AC RA 2 10 - & 12 18 10 RA LA LA
1 Medium Laser LT 3 5§ -3 6 9
| Left Right 1 Medium L RT 3 5 -3 6 " LA L
! Torso Head TOI’SO edium Laser - 9 HD
1 Small Laser 1

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

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

Right Arm

(14) 85

1 LT LA RT

00000000

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

0000000000 cT cT cT

Auto Eject: Weapon Heat: LA RT RA

Left Leg [0 operational [ Disabled LA RA RA
(18) : ‘ e — HD HD HD

Damage

Transfer

Diagram name: Glen Culley KICK LOCATIONS (1D6)
Roll Left Front/Rear Right

Gunnery Skill: 4 Piloting Skili: 5

Leﬂ Arm Hits Taken 2 4 1-3 LL RL RL
1. Shoulder 1. Shouider ) 4-8 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 10
4.3 3 [Double Heat Sink Head 4-3 3 [Double Heat Sink e
4. |Double Heat Sink 1. Life Support 4. |Double Heat Sink
5. |Double Heat Sink 2. Sensors 5. |Double Heat Sink
6. [LB10-XAC 3. Cockpit 6. |LB10-X AC HEAT SEALE ATTACK MODIFIERS
4. Endo Steel Attacker
1. [LB10-x AC - 1. [LB10-x AC _ Movement
2. |LB10-XAC 5. Sensors 2. |LB10-X AC Shutdown Stationa None
6. Life Support 29 | Y
4.6 3 |-B10XAC 4.6 % [-B10XAC ) Walked +1
4. LB 10-X AC C t T 4, ILB 10-X AC Ammo Explosion, avoid on 8+ Ran +2
5. [LB10-XAC enter Torso 5. [LB10-XAC Jumped +3
F i : i | 26} Shutdown, avoid on 10+
6. Roll Again ; . i:: En gine 6. Roll Again 551 -5 Movement Points B;t;:"ex;c&tpamagé
. ngine . 24| +4 Modifier to Fire .
Leﬁ 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 Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. XLEngine 5. Gyro 2. XL Engine ) Prone +2
1-3 3. XL Engine 6. Gyro 13 3. XL Engine ﬁMov;ma?t Points om 4+ In Depth 1 Water +1
™ 4. Medium Laser "9 4. Medium Laser mmo Explosion, avold on Target
5. Ammo {LB 10-X) 10 1. Gyro 5. Ammo (LB 10-X) 10 Shutdown, avoid on 6+
6. Endo Steel 2. XLEngine 6. Endo Steel *3 Modifier to Fire Movement
. 46 3. XL Engine . 0-2 hexes 0
1. Endo Steel 4. XLEngine 1. Endo Steel -3 Movement Points 3-4 hexes +1
2. Endo Steel 5. Small Laser 2. Endo Steel Shutdown, avoid on 4+ 5-6 hexes +2
463 EndoSteel 6. Endo Steel 4.6 3 EndoSteel +2 Modifier to Fire 7-9 hexes +3
4. Endo Steel 4. Endo Steel :2:1: ll:exes :‘; (Level 3)
5. Endo Steel . - 5. Endo Steal ; oxes eve
6. Roll Again Engine H!tS 000 6. Roll Again 2 Movement Points 1924 hexes  +6 (Level 3)
GyroHits OO +1 Modifier to Fire 25+ hexes 7 (Le‘{e.l 3)
Left Leg Sensor Hits O O nght Leg 'é:':ﬁ;gi :} additional
- Hi Life Support O 1. Hip ; Prone -2 adjacent hex
Upper Leg Actuator - 2. Upper Leg Actuator -1 Movement Point +1 other hexes
Lower Leg Actuator Battle Value: 1,189 3. Lower Leg Actuator Immobile -4
Foot Actuator Weapon Value: 1,242 /1,242 4. Foot Actuator in Depth 1 Water +2 Punch locations|
Jump Jet Cost, C-Bills: 9,509,844 6. Jump Jet Partial Cover +3 Punch locations|
Jump Jet 6. Jump Jet Infantry Squad  +1

Printed by FEAVYMEZTAL PRO. Copyright © 2009 RCW Enterprises. fBattl(aTsch@
ion to pt or 1

, '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: Roli Number of Missiles Fired
Num [W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
; 1711233 45 6
3 122233 465 6
. 12234456 9
223356 8 912
5 223456 8 9 12
§ 233456 8 912
7 233456 8 9 12
8 23457 8101216
L 33457 8101216
10 34569
11 34569
12




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

'MEcH DATA
Type: Centurion CN9-D

BATTLEMECH RECORD SHEET mass: 50 tons 2 e
REAR Movement Points:  Tech, Config. & Level: (Crlt) (crit) (cn )

Status: VALIDATED TC(JSO conter T‘()So Walking: @ Inner Sphere 3 LL RA RL
ARMOR DIAGRAM Rumiog: 9 Biped "Mech 4 LA RA RA
Head Jumping: Q Level 2/ 3050 5 LA RL RA

2 Weagons Inventory: {hexes) 6 | LL RT RL

ype Loc HtDmg Min ShtMed Lng 7 LT CT RT

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

gta - ;ggr 1 LRM 10w/ 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

Lt Riot eclum -aser . 11 RL LA LL

To‘:-so Head Tol?so 1 Medium Laser CTR)Y3 5 - 3 6 9 12 HD HD HD

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

LRM 10 24 50

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

Right Arm
(16)

_ - 1 LT LA RT

Total Heat Sinks: 10 Single LT LT RT

0000000000 CcT CcT cT

Auto Eject: Weapon Heat: LA RT RA

Left Leg i » [0 operational ] Disabled (12) LA RA RA
(16) : — - — HD HD HD

Damage
Transfer
Diagram

KICK LOCATIONS (1D6})

name: Madeline Geiger .
Roll Left Front/Rear Right

3 Piloting Skili:

2

Gunnery Skill:

its Tak R 1-3 LL RL RL
1. Shoulder 1. Shoulder T taken 46 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 517110
1-3 3. Lower Arm Actuator Head 13 3. Lower Arm Actuator e ——
"V 4. Hand Actuator 1. Life Support 4, [(B10-X AC
5. Endo Steel 2. Sensors 5. |LB10-X AC
6. Endo Steel 3. Cockpit 6. LB 10-XAC Attaél;r;ACK MODIFIERS
1. Endo Steel 4. Roll Again 1. |LB10-X AC - Movement
2. Roll Again 5. Sensors 2. |LB10-X AC [30] Shutdown Stationary None
4.6 RollAgain 6. Life Support 4.6 3 ILB10XAC [29] Walked +1
4, Roll Again C t T 4. Endo Steel g_i; Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enter 10rso 5. Endo Steel =L . Jumped +3
6. Roll Again 1. XL Engine 6. Endo Steel % i";‘;’;‘"f":‘; ';";::n‘:: 10+ BattleMech Damage
2. XL Engine f { 24| +4 Modifier to Fire Sensor Hit +2
Left TOI'SO 1-3 3. XL Engine nght TOTSO z 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
9 4 9 [21] Prone +2
2. XL Engine 5. Gyro 2. XL Engine |21 | .
133 X Enaine o ovo 133 X Enane FE5] A Etosion, avid on ¢ rapy e
g' ::Em :g 1. Gyro g 2’"20 (tg :g'))g 1g 1 Shutdown, avoid ’on 6+ Target
. N 2. XL Engine - Ammo { iy 17| +3 Modifier to Fire Movement
6. Artemis IV FCS 3. XL Engine 6. Ammo {LRM 10) 12 B3 0-2 hexes 0
1. Endo Steel 465 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
46 4 Endo Stee 485 Endo steel HZ] loA3hexes 4 (Level 3
. Roll A ine Hi . Endo Steel o] ; ve
g Rgll AZZ:Z Engine Hits O OO 2 Egdg S!Z(eal 1_90 -2 Movement Points 19-24 hexes +6 (Level 3)
GyroHits O O 5] +1 Modifi N 25+ hexes +7 (Level 3)
. ; -8 iffer to Fire Jumped +1 additional
Left Leg Ls_fe";c'r Hits 8 o nght Leg % Sprinted -1
1. Hip ife Support 1. Hip =1 " Prone —2 adjacent hex
2. UpperLeg A - 2, Upper Leg Actuator —i— 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,130 3. Lower Leg Actuator ER immobile —-4
4. Foot Actuator BVfor3/2: 1,898 4. Foot Actuator 2 In Depth 1 Water +2 Punch locations|
5. Roll Again Weapon Value: 1,075 / 1,022 5. Roll Again 1] M Partial Cover +3 Punch locations
6. Roll Again Cost, C-Bills: 9,664,500 6. Roll Again L0 | Infantry Squad

Printed by l—:AV"nEIA!. P0. Copyrlght@ 2009 RCW Emerprlses BatﬂaTach@ ‘Mech® and BattloMech® are trademarks of szKst, Inc.

MOVEMENT RECO aD MISSILE HITS TABLE
Turn | Type | Num | Move [+ Weap| + Prev | + Misc | = Total |- H.8.| =Heat | To Hits Damage & Notes: Roll  Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
; 2[1111233 45 6
122233 45 6
3 122344586 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 8101216
10 345609
11 34569
12




'MicH Daia HIT LOCATIONS (2D6)
Roll Left Front/R Right
Tyee: Bushwacker BSW-X1 o ==t Tomtear T
BATTLEMECH RECORD SHEET wass: 55 tons S I RTt)
Left REAR Right Movement Points: Tech, Config. & Level: (crit) (crit) (cri
Status: VALIDATED Torso Torso Walking: 3 LL RA RL
9 5 Inner Sphere
(4) Center (4) Running: " . 4 LA RA RA
ARMOR DinGRAM unning: 8 Biped "Mech
Jumping: Level 2/ 3058 5 LA RL RA
% 6 L RT RL
g Weaeons Inventory: (hexes) L
ype Loc HtDmg Min ShtMed Lng| 7 LT CcT RT
1 Autocannon/il0 RA 3 10 - 5§ 10 15 8 CcT LT CcT
Total _Armor 1LRMS LA 21Mhit6 7 14 21 9 RT LL LT
Pts =161 1 ERLargelaser CT 12 8 - 7 14 19 RA LA
Left Right 1 Machine Gun RT 0 2 -1 2 3
Torso Head Torso 1 Machine Gun LT 0 2 -1 2 3
= = 1 LRM 5 LT  21Mit6 7 14 21
S 4 Ammo Type: Rounds:  BV2:
e e Autocannon/10 10 2 PUNCH LOCATIONS (1D6)
Right Arm 5] S LRM 5 24 " Roll  Left Front/Rear Right
(1) (1) 9 S Machine Gun 100 1 ) o A =T
<) 0 -
Total Heat Sinks: 11 Double (22) LT LT RT
0000000000 O CT CT CT
Auto Eject: Weapon Heat: LA RT RA
Left Leg Right Leg [ operational  [] Disabled (19) LA RA RA
(22) : HD HD HD

Damage
Transfer
Diagram name: Gerald Frake

Gunnery Skill: 4 Piloting Skill: 5

Hits Taken 2 3 4
1. Shoulder 1. Shoulder .
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 517110
433 LRMS Head 4-3 3 [Autocannonito
" 4, Ferro-Fibrous 1. Life Support 4. |Autocannon/10
5. Roll Again 2. Sensors 5. |Autocannon/10
6. Roll Again 3. Cockpit 6. |Autocannon/10 HH“ SGM-E
1. Roll Again 4. Roll Again 1. |Autocannon/10 _
2. Roll Again 5. Sensors 2. |Autocannon/10 [30] Shutdown
48 3. Roll Again 6. Life Support 48 3. |Autocannon/10 [ 29| ) .
4. Roll Again C t T 4. Ferro-Fibrous % Ammo Explosion, avoid on 8+
5. Roll Again enter 10rso 5. Roll Again 1. .
6. Roll Again 6. Roll Again 1261 Shutdown, avoid on 10+
1. XL Engine 25| -5 Movement Points
2. XL Engine ' 24 | +4 Modifier to Fire
Leﬂ TOI‘SO 1 3 3. XL Engine R|ght TOI'SO 23| Ammo Explosion, avoid on 6+
1. XL Engine "2 4. Gyro 1. XL Engine | 22 | Shutdown, avoid on 8+
2. XL Engine 5. Gyro 2. XL Engine _i; o ¢ Points
3. XL Engine 6. Gyro 3. XL Engine |29 GVement FoInts
1-3 % Ammo (LRm 5) 24 -3 4 Ammo (aCi0) 10 [-19] Ammo Explosion, avoid on 4%
- 1. Gyro . 18 | Shutdown, avoid on 6+
5. Machine Gun 2. XL Engi 5. Machine Gun 171 +3 Modifier to Fi
6. LRM5 Y ngine 6. Ammo (MG) 100 = oditier to Fire
: 46 3. XL Engine | 16 | .
1. Ferro-Fibrous 4. XL Engine 1. Ferro-Fibrous |15 -3 Movement Points
i 2. Ferro-Fibrous 5. [ER Large Laser 2. Ferro-Fibrous | 14 | Shutdoyvn, avonfi on 4+
| 46 3. Ferro-Fibrous 6. |ER Large Laser 46 3. Ferro-Fibrous % +2 Modifier to Fire
4 4. Ferro-Fibrous 4. Ferro-Fibrous =71
5. Ferro-Fibrous : 5 5. Ferro-Fibrous 2M t Points
6. CASE Engine Hfts O00 6 CASE ovement Poin
Gyro Hits 00 . +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 Batlle Value: 1,223 3. Lower Leg Actuator
4. Foot Actuator Weapon Value: 1,185/1,185 4. Foot Actuator
5. Ferro-Fibrous Cost, C-Bills: 9,807,366 5. Ferro-Fibrous
6. Roll Again 6. Roll Again

Printed by FeAVYIMZTAL PR0. Copyright © 2009 RCW Enterprises. fBattleTat:h@, 'Mech® and BattleMech® are trademarks of WizKids, inc.
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KICK LOCATIONS (1D6)
Roll Left Front/Rear Right

1-3 LL
4-6 LL

RL
LL

RL
RL

Sensor Hit
Shoulder

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

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

BattleMech Damage

+2

+4 weapons in arm
Arm Act. (each) +1 weapons in arm
+2

+1

+5 (Level 3)
+6 (Level 3)
+7 (Level 3)
+1 additional
-1

~2 adjacent hex
+1 other hexes

4

+2 Punch locations
+3 Punch locations

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
1 111233 4 5 6
2 122233 4 5 6
3 122344586 9
4 223356 8 9 12
5 2234568 912
6 2334568 912
7 233456 8 9 12
8 23457 8101216
9 33457 8101216
10 3456910121520
11 3456910 20
12




BATTLEMECH RECORD SHEET

Status: VALIDATED

ARMOR DIAGRAM

Torso

(8)

Head
9

Di
g

Transfer

REAR

Center

4-6

OORALONS OORBN2

PR OND AN

Cost, C-Bills: 18,732,311

Left Arm
Shoulder
Upper Arm Actuator
ER Large Laser Head 1-3
Flamer 1. Life Support
Machine Gun 2. Sensors
Ferro-Fibrous 3. Cockpit
Ferro-Fibrous g ;‘:: gj_’:’ ous
Roll Again .
Roll Again 6. Life Support 46
Roll Again
Roll Again Center Torso
Roll Again 1. XL Engine
2. XL Engine
Left Torso (case) 4.3 3 XLEngine
XL Engine 4. Gyro
XL Engine 5. Gyro
ER Medium Laser 6. Gyro 1_3
ER Medium Laser (R) 1. Gyro
ER Medium Laser (R) 2 XL Engine
Ammo (Ut AC/20) 5 3' XL Engine
Ammo (Ult AC/20) 5 6 4. XL Engine
Ammo (Ult AC/20) 5 5. Endo Steel
Ammo (MG) 200 6. Ferro-Fibrous 48
Endo Steel
Ferro-Fibrous N "
Roll Again Engine H}ts 000
Gyro Hits O O
Leﬂ Leg Sensor Hits OO
Hip Life Support O
Upper Leg Actuator
Lower Leg Actuator Battle Value: 2,429
Foot Actuator BVfor2/2: 4,761
Endo Steel Weapon Value: 1,964 /1,964
Endo Steel

Right

Torso

Torso Head Torso

OORWNS AR WNS

OORRUNS OORLNR

SopNS

(8)

Total Armor
Pts = 182

Left Right

0000000000

Shoulder

"MEcH Data

Tyee: Cauldron-Born A
Mass: 65 tons
Movement Points: Tech, Config. & Level:

Walking: 5 Clan
Running: g Biped OmniMech
Jumping: Level 2/3058

Weagons Inventory: (hexes)
ype Loc HtDmg Min ShtMed Lng;
1 Ultra AC/20 RT 7 20 - 4 8 12
1 ER Large Laser RA 12 10 - 8 15 25
1 ER Large Laser LA 12 10 - 8 15 25
1 ERMediumLaser LT § 7 - 5§ 10 15
2 ERMedium Laser LT(R) S 7 - § 10 15
1 MediumPuise Laser RA 4 7 - 4 8 12
1 Flamer LA 3 2 -1 2 3
1 Machine Gun RA 0 2 - 1 2 3
1 Machine Gun LA 0 2 - 1 2 3

mo Type: Rounds: BvZ:

Ultra AC/20 15 236

Machine Gun 200 2

Total Heat Sinks: 13 Double (26)
0000000000 000
Auto Eject: Weapon Heat:

D Operational D Disabled

name: MechWarrior David Osis
2 Piloting Skill: 2
Hits Taken

Gunnery Skill:

2
5

3
7

4
10

11

Upper Arm A
ER Large Laser
Medium Pulse Laser
Machine Gun
Ferro-Fibrous

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

Right Torso

XL Engine
XL Engine
Ultra AC/20
Ultra AC/20
Ultra AC/20
Ultra AC/20

Ultra AC/20
Ultra AC/20
Ultra AC/20
Ultra AC/20
Endo Steel
Roll Again

Right Leg

Hip

Upper Leg Actuator
Lower Leg Actuator
Foot Actuator

Endo Steel

Endo Steel

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 Meodifier to Fire

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

afasda oo falos s oo o fro]ro [rono no o [rofeo!
0 20 I 1) Y R ) £ e ] 1t S 3 22 B = 11 1)

«2 Movement Points

+1 Modifier to Fire

-1 Movement Point

Printed by I':AV“I'IEIAL PRO. Copyrlght©2009 RCW Entsrprlses EattleTsch@ 'Mech@ and BattleMech® 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 CcT RT
8 CT LT CT
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 CT
LA RT RA
LA RA RA
HD HD HD

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

1-3 LL
4-6 LL

RL
LL

RL
RL

ATTACK MODIFIERS

Attacker
Movement

Stationary None

Waiked +1

Ran +2

Jumped +3
BattleMech Damage

Sensor Hit +2

Shoulder +4 weapons in arm

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

Target
Movement

0-2 hexes 0

34 hexes +1

5-6 hexes +2

7-9 hexes +3

10-13 hexes +4

14-18 hexes  +5 (Level 3)

19-24 hexes  +6 (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 | 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

MISSILE HITS TABLE

Number of Missiles Fired
2D62 3 456 910121520
5 6
5 6
9
12
9 12
9 12
9 12
12 16
12 16
15 20
15 20

[
9
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"MecH Da1a HIT LOCATIONS (2D6)
Roll L R Right
ECH RECORD SHEET || »roions N ARG
BATTLEM R HE, e 70 tons o
Left REAR Right Movement Points: Tech, Config. & Level: (crit) (c"t) (cnt)
Status: VALIDATED Torso Torso Walking: 3 LL RA RL
Center ) alking: 4 Inner Sphere
ARMOR DIAGRAM Torso Ruwing: 6 Biped ‘Mech 4 [ LA RA RA
H | Jumping: Level 2/3050 5 LA RL RA
ead
9 Weaprons Inventory: (hexes) 6 LL RT RL
Qty Type Loc HtDmg Min ShtMed Lng 7 LT CT RT
O Total A 1 Gauss Rifle RT 115 2 7 15 22 8 cT LT cT
% otaj Armor 1 ERPPC RA 15 10 - 7 14 23 9 RT LL LT
% Pts =168 1 Medium Pulse Laser RA 4 6 2 4 6 10 RA LA LA
Oo i Rt o ium ulse Laser - RL LA LL
00 Toso Head Tomso 1 MediumPulseLaser LA 4 6 - 2 4 6 HD HD HD
OO (15) (15) 81 Medium Pulse Laser RT(R)4 6 - 2 4 &
o [5) o o o ,
oo og & [¢] X go 1 MediumPulse Laser LT(R)4 6 - 2 4 &
9 B o SN PUNCH LOCATIONS (1D6)
Left Arm Right Arm o®/\% 92 kP /\%h § Ammo Type: Rounds:  BVZ: Roll Left Front/Rear Right
(21) (21) o 04 O |° o Gauss Rifle 16 100
o 00 ° - 1 LT LA RT
P ' Total Heat Sinks: 16 Double (32) LT LT RT
ol it ° o] Rt Bl 0000000000 000000 cT cT cT
a1 (Oenefo,) (0 | Auto Eject: Weapon Heat: LA RT RA
Left Leg &° [ operational  [] Disabled (32) LA RA RA
) (21) et Jou b § oof Rign HD  HD  HD
Leg oo oo Leg
Damage (e Sy 2 05§ wnﬂﬂlﬂﬂ BATQ
Transfer o <]
Diagram il name: Leftenant Peter Kocol KICK LOCATIONS “Dﬁ)
Roll Left Front/Rear Right

Gunnery Skill: 3 Piloting Skill: 4

eft Arm it Tak T2 1-3 LL RL RL
[} aKen
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # s17]10
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
) 5. [Doubie Heat Sink Y e Support 5. [Double Heat Sink
. [Doubte Heat Sin 2. Sensors . [Double Heat Sin
6. |Double Heat Sink 3. Cockpit 6. |Double Heat Sink “H“ ssm-f Attagﬂ-e;rrACK MODIFIERS
1. |Double Heat S!nk ‘5‘ g:z:"grasin 1. |Double Heat Sink __ Movement
2. |Double Heat Sink 6‘ Life Susport 2. |[ERPPC | 30| Shutdown Stationary None
4.6 3 |Double Heat Sink - upp 4.8 3 [ERPPC . Walked 1
4. |Double Heat Sink 4. [ERPPC Ammo Explosion, avoid on 8+ Ran +2
§. Medium Pulse Laser Center TOI'SO §. Medium Pulse Laser Shutdown. avoid on 10+ Jumped +3
6. Roll Again 1. XL Engine 6. Roll Again (351 -5 Movement Points BgmeMecp?tDamagez
2. XLEngine : [24] +4Modifier to Fire ensor i * .
Left Torso 1-3 3. XL Engine nght Torso [ 23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engi V4. Gyro 1. XL Engi 22| Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
. gine . Gyl . ngine 8
2. XL Engine 5. Gyro 2. XL Engine Prone +2
13 3. XL Engine 6. Gyro 13 3. XL Engine -4 Movement Points In Depth 1 Water +1
= . - e - Ammo Expiosion, avoid on 4+
g' gg:g:: :::: g':t 1. Gyro g g:::: g:g: Shutdown, avoid on 6+ Target
- ! 2. XL Engine - ! +3 Modifier to Fire Movement
6. |Double Heat Sink 46 3. XL Engine 6. |Gauss Rifle 0-2 hexes 0
1. [Double HeatSink * © 4. XL Engine 1. |Gauss Rifle =3 Movement Points 3-4 hexes +1
2. [Double Heat Sink 5. Roll Again 2. |Gauss Rifle f;!ﬁdgy;n, atvoFlfi on 4+ 5-6 hexes +2
3. |Double Heat Sink 6. Roll Again 3. |Gauss Rifle odifier to Fire 7-9 hexes +3
4"6 4. Medium Pulse Laser (R) 4'6 4. |Gauss Rifle 12:1:8; Eexes :g (Level 3)
Medi exes evel
5. Ammo (Gauss) 8 Engine Hits OO Q| 5 MedumPulseLaser(R) -2 Movement Paints 1824 hexes  +6 (Level 3)
6. Ammo (Gauss) 8 ) 6. CASE
GyroHits OO +1 Modifier to Fire §5+ he);es +Z (L‘.;;Vtel 3) I
P H umpe: +1 additional
Left Leg Sensor Hits 0 O nght Leg Sprinted A
;. Bi:per Leg Actuator Life Support_O ; ﬁl:per Leg Actuator -1 Movement Point Prone ﬁ ?)‘#licr:'ef?:xt;x
3. Lower Leg Actuator Battle Value: 1,578 3. Lower Leg Actuator Immobile 4
4. Foot Actuator BVfor3/4: 2,178 4. Foot Actuator In Depth 1 Water +2 Punch locati
5. Roll Again Weapon Value: 2,100/2,400 5. Roll Again Partial Cover +3 Punch locati
6. Roll Again Cost, C-Bills: 13,424,674 6. Roll Again Infantry Squad  +1

Printed by FEAVYRZTAL P0. Copyright © 2009 RCW Enterprises, fBattleTechtD, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
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MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| = Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
! 11123345 6
2 122233456
3 1223445069
4 223356 8 9 12
5 223456 8 912
6 233456 8 912
7 233456 8 9

8 2345738

9 334578

10 34560910

11 3456910

12




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

'MEcH DaTA
Tyee: Night Gyr B

BATTLEMECH RECORD SHEET wass: 75 tons S P
Left REAR Right Movement Points: Tech, Config. & Level: (cnt) (cnt) (c" )
Status: VALIDATED T%so o T:roso Walking: 4 Clan 3 LL RA RL
ARMOR DIAGRAM B\ T fort Rming: 6 Biped Omnitech |l 4 | LA RA  RA
Jumping: 4 Level 2/3058 5 LA RL RA
Head
9 Weagons Inventory: (hexes) 6 LL RT RL
Qty Type Loc HtDmg Min ShtMed Lng| 7 LT CcT RT
o0 Total A [l 1 Gauss Riflo LA 115 2 7 15 22 8 cT LT cT
oo 0 rmor 9 RT LL LT
o - 1 L5 2xac LT 1 2 410 20 30
gog Pte =221 N1 Gauss Rifl RA 115 2 7 15 22 10 RA LA LA
0900 Lt Rgh auss e 1 | RL LA LL
08 Toso Head Towo 1 LB2-XAC RT 1 2 410 20 30 12 HD HD HD
%
o
00
[¢/ 1§ Ammo Type: Rounds:  BV2:

PUNCH LOCATIONS (1D6)

Gauss Rifle 24 268

Left Arm o Right Arm LB 2X AC s 1 Roll Left Front/Rear Right
(24 0L (24) : : 1 LT LA RT
o0 Total Heat Sinks: 12 Double (24) LT LT RT
oL i 0000000000 00 CcT CcT CcT
gog Auto Eject: Weapon Heat: LA RT RA
Left Leg OOO 3 operational  [[] Disabled (4) LA RA RA
(28) o — : — HD HD HD
o \ [ o )
o0 [o)e] Damage
Transfer

Diagram Internal Structure (114 pts) Jl Name: MechWarrior Jason Kotare
3 1

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

Gunnery Skill: Piloting Skill:

Left Arm cse [HTUHIRL I@TT14  Right Arm csse e T 13 [LL RLRL
1. Shoulder 1. Shoulder ) 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 5|7}110]1
13 3. [Gauss Rifle Head 1-3 3. [Gauss Rifle e —
4. |Gauss Rifle 1. Life Support 4. |Gauss Rifle
5. |Gauss Rifle 2. Sensors 5. |Gauss Rifle
6. |Gauss Rifle 3. Cockpit 6. [Gauss Rifle “H“ ssnl-[ Aﬁa?:;ACK MODIFIERS
1. |Gauss Rifle 4. Roll Again 1. |Gauss Rifle Movement
2. |Gauss Rifle 5. Sensors 2. |Gauss Rifle 30] Shutdown Stationary None
4.5 3 Fermo-Fibrous 6. Life Support 4.6 3 Endo Steel [29] . ) Walked +1
4. Ferro-Fibrous 4. Endo Steel | 28 | Ammo Explosion, avoid on 8+ Ran +2
5 Rol Aga’:n Center Torso 5. Rol Agal:n % Shutdown, avoid on 10+ Jumped +3
6. Roll Again 1. XL Engine 6. Roll Again F5e1 5 Moveme’nt Points BngMei{htDamagq-ez
2. XL Engine . [24] +4 Modifier to Fire ensor vl .
Leﬂ TOI'SO (CASE) 3. XL Engine Rl ht TOI‘SO [23] Ammo Explosion, avoid on &+ Shoulder +4 weapons in arm
1. XL Engine 1834 Gyro 1, x% Engine [22] Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
9 4 9 21 Prone +2
2. XL Engine 5. Gyro 2. XL Engine 121 . w. :
1-3 3. [LB2-XAC 6. Gyro 13 3. [LB2-XAC % ;:aneEmart Points dona In Depth 1 Water +1
= n - B 19 ] mmo Explosion, avoid on +
g. tg g-; ﬁg 1. Gyro g tg §_§ :g | 18 | Shutdown, avoid on 6+ Target
. 2. XL Engine - [ 17| +3 Modifier to Fire Movement
6. Ammo (Gauss) 8 45 3. XL Engine 6. Ammo (Gauss) 8 6] 0-2 hexes 0
1. Ammo (LB 2-X) 45 4. XL Engine 1. Ammo (Gauss) 8 | 15| -3 Movement Points 34 hexes +1
2. Endo Steel 5. Roll Again 2. Ferro-Fibrous |14 | Shutdo»ft(n, avo:fj on 4+ 5-6 hexes +2
4 3 EndoSteel 6. Roll Again 4.5 > Ferro-Fibrous % +2 Modifier to Fire 7-9 hexes +3
4. Endo Steel 4. Ferro-Fibrous ] :g::g ::;z: :g (Level 3)
5. Endo Steel Engine Hits O QOO 5. Ferm'F’_b’ous [10] -2 Movement Points 19-24 hexes +6 (Level 3)
6. Endo Steel G Hits OO 6. Ferro-Fibrous 25+ hexes +7 (Level 3)
yro B 8] +1Modifier to Fire e
Left Leg Sensor Hits O O Right Leg __s_ ;l;)r;ﬁtee% ﬂ additional
1. Hip Life Support O 1. Hip =1 . " Prone -2 adjacent hex
2. UpperLeg A N 2. Upper Leg Actuator % 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 2,143 3. Lower Leg Actuator 3] Immobile -4
4. Foot Actuator BVfor3/1: 3,857 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations|
5. Jump Jet Weapon Value: 2,046 /2,046 5. Jump Jet 1] > Partial Cover +3 Punch locations|
6. Jump Jet Cost, C-Bills: 20,325,156 6. Jump Jet L0 | Infantry Squad  +1

Printed by FEAVYRIETAL PR0O. Copyright ® 2009 RCW Enterprises. fBattleTec:h@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
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MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num [(W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
1 111233 45 6
2 122233 4586
3 1223445 6 9
4 223356 8 9 12
5 223456 8 912
6 233456 8 912
7 233456 8 9 12
8 23457 8 101216
] 33457 8 101216
10 3456910121520
i 345691012 1520
12




'"MecH Data HIT LOCATIONS (2D6)
Roll Left Front/Rear Right
Tyre: Rakshasa MDG-1A ;’ L‘*T "CT e ;T
BATTLEMECH RECORD SHEET Mass: 75 tons e it
REAR Movement Points: Tech, Config. & Level: (c" ) (cri ) (crt )
Status: VALIDATED T?%O conter T?;io Walking: 5 Inner Sphere 3 LL RA ::L
ARMOR DiAGRAM Torso Ruming: §  Biped "Mech 4| tA RA R
Jumping: Q Level 2/ 3055 5 LA RL RA
o [] LL RT RL
) Weagons Inventory: (hexes)
’ ype Loc HtDmg Min ShtMed Lng 7 LT CcT RT
Oy Total A 1 LRM10w/Afomis IV LT 4 1/hit 6 7 14 21 8 CT LT cT
%o ,2%: - ggg r 1 LRM10w/Atemis IV RT 4 1/hit 6 7 21 9 RT LL LT
Oo 1 er Large Laser LA 12 8 - 7 14 19 10 RA LA La
o0 Left Right 1 ER Large L. RA 12 8 7 14 13 1 RL LA LL
oO Torso Head Torso arge Laser ) 12 HD HD HD
00 (16) 5 o (16) 1 Medium Laser LA 3 § - 3 6 9
80 1 Medium Laser RA 3 5 - 3 6 9
9 [l 1 Medium Pulse Laser LT 4 & 2 PUNCH LOCATIONS (1D6)
Left Arm Right Arm g Ammo Type: Rounds:  BVZ: Roll Left Front/Rear Right
(1) o (21) LRM 10 24 P
o _ 1 LT LA RT
0 _ Total Heat Sinks: 15 Double (30) LT LT RT
0 P go Op2| Rt fl 0000000000 00000 cT cT cT
gog (12 (oemep®) (12 ER Auto Eject: Weapon Heat: LA RT RA
Left Leg OOO ooo Oo El [ Opsrational [ Disabled (42) LA RA RA
(28) ¢) o\ @@ Left go Og Right e — HD HD HD
% oo leg/ o o_ \leg
© (®) (16)fy O o° &(16)
[o)e] (oo} Damage %) o
Transfer (<] [2)

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

Name: Leftenant Hugh Muncy
4 4

Diagram

Gunnery Skill: Piloting Skill:
Left Am GRiTigAL HiT TABLE e T 3 [LL Rl RL
1. Shoulder 1. Shoulder X 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # S17
1 3 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 HH“ SI}AI.E Atta?l-(re-l;'ACK MODIFIERS
1. Ferro-Fibrous 4. Femo-Fibrous 1. Ferro-Fibrous - Movement
2. Ferro-Fibrous 5. Sensors 2. Ferro-Fibrous 30] Shutdown Stati N
- 6. Life Support " Ty ationary one
48 3 Fermo-Fibrous - PP 3. Fero-Fibrous 129 ] Walked 1
4. Endo Stee! C t T 4. Endo Steel % Ammo Explosion, avoid on 8+ Ran +2
5. Endo Steel enter Torso 5. Endo Steel .27} ) Jumped +3
6. Endo Steel 1. XL Engine 6. Endo Steel i—g _sshr‘;f‘;ﬁ:‘e‘;";ﬁnz 10+ BgttleMec;_lh. tDamage2
2. XL Engine f [24] +4 Modifier to Fire ensor Hi * i
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. XL Engine 6. Gyro 13 3. XL Engine | 20 | -4 Movement Points in Depth 1 Water +1
- - | 19 | Ammo Explosion, avoid on 4+
g. tgm :g 1. Gyro g tgm ::g [48] Shutdown, avoid on 6+ Target
y N 2. XL Engine . A 47| +3 Modifier to Fire Movement
6. Artemis IVFCS 46 3. XL Engine 6. Artemis IV FCS (6] 0-2 hexes 0
1. Ammo (LRM 10) 12 4. XLEngine 1. Ammo (LRM 10) 12 | 151 -3 Movement Points 3-4 hexes +1
2. Medium Pulse Laser 5. Endo Steel 2. Ferro-Fibrous |14 ] Shutdown, avoid on 4+ 5-6 hexes +2
483 FemoFibrous 6. Endo Steel 4.5 3 Ferro-Fibrous 13 ) +2 Modifier to Fire 7-9 hexes +3
4. Ferro-Fibrous O 4. Ferro-Fibrous :gjg :Z;Z: :‘5" (Level 3)
. Endo Steel s 5 5. Endo Steel "
: EZ dg Sizz/ EngineHits OOO| EZ dg s tzgl -2 Movement Points 19-24 hexes  +6 (Level 3)
GyroHits O O +1 Modifier to Fire 25+ hexes 7 {Level 3)
: H Jumped +1 additional
Left Leg LS:n;or Hits 8 o Right Leg Sprinted a
1. Hip ife Support 1. Hip P . Prone -2 adjacent hex
1 2. Upper Leg Actuator - 2. Upper Leg Actuator 1 Movement Point +1 other hexes
1 3. Lower Leg Actuator Battle Value: 1,795 3. Lower Leg Actuator Immobile -4
i 4. Foot Actuator BVford/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 Stee! Infantry Squad  +1

Printed by FEAVYRIECAL PR0. Copyright © 2009 RCW Enterprises. fBattleTe«.:h@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
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MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type [ Num | Move |+ Weap|+ Prev | + Misc | = Total |- H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num [W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 345691012 15 20
! 1711233 45 6
2 122233 456
3 1223445 6 9
4 2233586 8 912
5 223456 8 912
6 233456 8 912
7 233456 8 912
8 234578

9 334578

10 345609

1 345609

12




BATTLEMECH REC

Status: VALIDATED

ARMOR DIAGRAM

Head
9

000000000
Q00000000

[eX(e) OOOOOOOOOOOOOo

oOOOOOOOOOOOO

[eXe)
[o)

000000

0.0.0000.0
00000000000

()

O

00000

Torso
%)

Center

Right Arm
(24)

Damage
Transfer
Diagram

-

PUrONS poRwNa

SUALNS DORBN

omawN s

ORD SHEET

REAR

Torso
7

Total Armor
Pts = 230

Left Right
Torso Head Torso

Left Arm GRITIGAL Hit TABLE
Shoulder 1. Shoulder
Upper Arm Actuator 2. Upper Arm Actuator
Lower Arm Actuator Head 3. Lower Arm Actuator
E:)ouble Heat Sink 1. Life Support 4, [Double Heat Sink
. |Double Heat Sink 2. Sensors 5. |Double Heat Sink
ER Large Laser 3. Cockpit 6. ER Large Laser
ER Medium Laser 4. Ferro-Fibrous 1. ER Medium Laser
Ferro-Fibrous 5. Sensors 2. Ferro-Fibrous
Roll Again 6. Life Support 3. Roll Again
Roll Again 4. Roll Again
Roll Again Center Torso 5. Roll Again
. Roll Again 1. XL Engine 6. Roll Again
2. XL Engine .
Left TOrso s , o 3 XL Engine Right Torso e
. XL Engine 4. Gyro 1. XL Engine
XL Engine 5. Gyro 2, XL Engine
Medium Pulse Laser 6. Gyro 1-3 3. Machine Gun
LRM 20 1. Gyro 4. [LRM 20
LRM 20 2. XL Engine 5. |LRM 20
LRM 20 4_6 3. XL Engine 6. |LRM 20
LRM 20 4. XL Engine 1. |LRM 20
Ammo {LRM 20) 6 5. Machine Gun 2. Ammo (MG) 200
Endo Steel 6. £ndo Stee! 48 3. Ammo (LRM 20) 6
Ferro-Fibrous 4. Endo Steel
Ferro-Fibrous : 5 5. Ferro-Fibrous
. Roll Again Engine Hfts 000 6. Ferro-Fibrous
GyroHits OO
Left Leg SensorHits O O Right Leg
. Hip Life Support O 1. Hip
Upper Leg A 2. Upper Leg Actuator
Lower Leg Actuator Batlle Value: 2,737 3. Lower Leg Actuator
Foot Actuator BVfor2/3: 4,981 4. Foot Actuator
Endo Steel Weapon Value: 3,798 /3,798 5. Endo Stee!
Endo Steel 6. Endo Steel

Cost, C-Bills: 24,233,125

"MecH Data

Type: Timber Wolf (Mad Cat) Prime

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

Mass: 75 tons 2 LT CT RT
Movement Points: Tech, Config. & Level: (c"t) (c"t) (Cl'lt)
Walking: & Clan 3 LL RA RL
Running: g Biped OmniMech 4 LA RA RA
Jumping: Q Level 2/ 3050 5 LA RL RA
Weagons Inventory: (hexes) 6 LL RT RL
Qly Type Loc HtDmg Min ShtMed Lng 7 LT CT RT
Machine Gun cT 0 2 -1 2 3 8 CcT LT CT
ER Large Laser LA 12 10 - 8 15 25 9 RT LL LT
ER Mediumlaser LA 5 7 - 5 10 15
Medium Pulse Laser LT 4 7 - 4 8 12 10 RA LA LA
LRM 20 LT 6 hit - 7 14 21 11 RL LA LL
ERLargeLaser RA 12 10 - 8 15 25 HD HD HD
ER MediumlLaser RA 5 7 - 5 10 15
Machine Gun RT 0 2 -1 2 3
LRM 20 RT 6 it - 7 14 21
Ammo Type: Rounds:_ BVZ: PUNCH LOCATIONS (1D6)
Machine Gun 200 2 Roll  Left Front/Rear Right
LRM 20 12 101

Total Heat Sinks: 17 Double (34)
0000000000 0000000

Auto Eject:

D Operational D Disabled

Warrior Da1a

Weapon Heat:

Name: MechWarrior Steven Showers

Gunnery Skill: 2 Piloting Skill: 3

Hits Taken 213|415

Consciousness # 5|17 1101

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

e Pl o Pt P e I Py e Y 18 1N O [ [RY (8 (8] [ [%3
OXY 0 N 2 ) 6 ) ) = Y 06 e 2 e = o 2 21 (=3

-2 Movement Points

+1 Modifier to Fire

-1 Movement Point

Printed by FEAVYIMETAL PR0. Copyright © 2009 RCW Enterprises. fBattleTech@, ‘Mech® and BattleMech® are trademarks of WizKids, inc.
ian ta ph

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

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)
Prone
In Depth 1 Water +1

Target
Movement

+1 weapons in arm
+2

0-2 hexes 0

3-4 hexes +1

5-6 hexes +2

7-9 hexes +3

10-13 hexes  +4

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

Prone -2 adjacent hex

+1 other hexes
Immobile -4
In Depth 1 Water
Partial Cover
Infantry Squad

+2 Punch locations|
+3 Punch locations

or parsonal 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 45 6 9 10 12 15 20
1 2 11 33 45 6
2 12 33 456
3 12 4 5 6 9
4 2 2 5 8 9 12
5 22 568 912
6 23 56 8 9

7 23 56 8 9

8 23 7

9 33 7

10 34 9

1 34 9

12




'"MicH Data HIT LOCATIONS (2D6)
Roll Left Front/Ri Right
Tyee: War Dog WR-DG-02FC y e
BATTLEMECH RECORD SHEET || v 75tons 2 [ G TR
Left REAR Right Movement Points: Tech, Config. & Level: (crit) (crit) cri
Status: VALIDATED Torso Torso Walking: 3 LL RA RL
© Center ©) ing: 4 In_ner Sphere RA
ARMOR DIAGRAM Rming 6 Biped ‘Mech o
Jumping: @ Level 2/ 3055 5 LA RL RA
Head
Weagons Inventory: (hexes) 6 LL RT RL
BiQy Type Loc HtDmg Min ShtMed Lng 7 LT CT RT
1 Gauss Rifle RA 115 2 7 15 22 8 CcT LT CcT
Total Armor 1 Streak SRM 2 (0S) LL 22hit- 3 6 9 9 RT LL LT
Pts = 215 1 Streak SRM2(0S) RL 2 2hit - 3 6 9
1 Large PulseLaser LA 10 9 - 3 7 10 10 RA LA LA
Left Right 1 Medium Pulse Laser LT 4 6 - 2 4 6 1 RL LA LL
Torso Head Torso 1 MediumPulseLaser RA 4 6 - 2 4 6 HD HD HD
1 Small Pulse Laser HD(R)2 3 - 1 2 3
1 Anti-Missile System RT 1 * -« . - -
1 Guardian ECM ¢cT 0 - - - - &
Ammo Type: Rounds:  BVZ: PUNCH LOCATIONS (1D6)
Right Arm Gauss Rifle 40 251 Roll  Left Front/Rear Right
000 (24) Anti-Missile System 24 26
o o , LT LA RT
0L o0 Total Heat Sinks: 10 Double (20) LT LT RT
o0 O0 o2 0000000000 cT cT cT
O
2 oo %o Auto Eject: Weapon Heat: LA RT RA
Left Leg OOO OOO go [ operational  [] Disabled (22) LA RA RA
(28) ) o o L—w———-—-_——. HD HD HD
o0 00 %
o0 oL %
o’ oo Damage %
Transfer ° KICK LOCATIONS (1D6)
Diagram Internal Structure (114 Pts Roll Left Front/Rear Right

4 5

Gunnery Skill: Piloting Skill:

Printed by FEAVYRIETAL P0. Copyright © 2009 RCW Enterprises. fBattIeTech@
P issian ta ph. 1d I

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

eft Arm GRIMGAL HiT TABLE T T 13 1L RL RL
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm A # LA U
1-3 3. Lower Arm Actuator Head 13 3. Lower Arm Actuator
4. Hand Actuator 1. Life Support 4. |Gauss Rifle [
5. |Large Pulse Laser 2. Sensors 5. |Gauss Rifle
6. E.arge Pulse Laser 3. Cockpit 6. |Gauss Rifle “H“ SI;AI-E Attaﬁ:eT;'ACK MODIFIERS
1. Ferro-Fibrous g gmall PuiseLaser (R) 1, |Gauss Rifle - Movement
2. Ferro-Fibrous . Sensors 2. |Gauss Rifle 30| Shutdown Stationary None
4.8 3 Forro-Fibrous 6. Life Support 463 Gauss Rifle 20| . Walked +1
~V 4, Ferro-Fibrous 4. [Gauss Rifle 28 | Ammo Explosion, avoid on 8+ Ran +2
5. Ferro-Fibrous Center Torso 5. Medium Pulse Laser g_; Shutdown. avoid on 10+ Jumped +3
6. Ferro-Fibrous 1. XL Engine 6. Ferro-Fibrous [25] -5 Movement Points 1 BgttIeMec;tDama%ez
2. XL Engine . | 24| +4 Modifier to Fire i ensor Hi .
Leﬂ TOI’SO 1-3 3. XL Engine R'ght TOI‘SO | 23| Ammo Explosion, avoid on §+ l Shoulder +4 weapons In arm
1. XL Engine ™ 4. Gyro 1. XL Engine | 221 Shutdown, avoid on 8+ } P;’-:,rrrlr; Act. (each) :; weapons in arm
2. XL Engine 5. Gyro 2. XL Engine |21
133 XL Eng;ne 6. sz 13 3 XL Engine |.201 -4 Movement Points ‘ In Depth 1 Water +1
-3 4 : - Missi [19] Ammo Explosion, avoid on 4+
4 eumpuselsr 1 G 2 prutesl Sy i S v f Toroe
g 2. XL Engine g 17] +3 Modifier to Firs ] Movement
6. Ammo (Gauss) 8 3. XL Engine 6. Ammo (Gauss) 8 5] ! 0-2 hexes 0
1. Ammo (Gauss) 8 4. XL Engine 1. Ammo (AMS) 12 [ 151 -3 Movement Points J 34hexes +1
2. Ferro-Fibrous 5. [Guardian ECM 2. Ammo (AMS) 12 |14 1 Shutdown, avoid on 4+ | 5-6hexes +2
4.6 % Ferro-Fibrous 6. [Guardian ECM 48> Ferro-Fibrous —12— +2 Modifier to Fire 79 hexes +3
4.  Ferro-Fibrous 4. Roll Again 7] i :2:13 ::::: :g (Levet 3)
5. Ferro-F:bfous Engine Hits O QOO 5. RoIIAga{n E -2 Movement Points 1 19-24 hexes +6 (Level 3)
6. Roll Again G Hits OO 6. Roll Again B i 25+ hexes +7 {Level 3)
yro Hits — " "
Left L. SensorHits O O Right L. ] T MedterteFire | Jumpes *1 additional
e eg Life § o lQ eg 3 Sprinted -1
1. Hip ife Support 1. Hip =1 - . l Prone -2 adjacent hex
2. Upper Leg Actuator - 2. Upper Leg Actuator % 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,814 3. Lower Leg Actuator 3] Immobile -4
4. Foot Actuator Weapon Value: 1,929/1,929 4. FootActuator =21 i} In Depth 1 Water +2 Punch locations
5. Streak SRM 2 (0S) Cost, C-Bills: 15,559,250 5. Streak SRM 2 (OS; 1 | ” Hl Partial Cover +3 Punch locations]
" y s SRR |
6. Ferro-Fibrous 6. Ferro-Fibrous .ol +1

E Infantry Squad

use.

MOVEMENT RECORD

Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total [« H.S.| =Heat | To Hits Damage & Notes:
Num [WIRM| Hex | Heat ! Heat | Heat Heat | Heat Pts Level
1

2

3

4

5

6

7

8

9

10

11

12

MISSILE H

2D62 3 4 5 6

Number of Missiles Fired
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"MEcH Dara
Tyee: Gargoyle (Man O' War) A

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

BATTLEMECH RECORD SHEE T mass: 80 tons S I
st VALIDATED Torso REAR Tlg Movement Points: Tech, Config. & Level: (crit) (crit) (:’II-)
atus: (10)  Center  (10) Walking: 5 Clan s L RA

AHM“H I]IAGBAM Running: g Biped OmniMech 4 LA RA RA
Head Jumping: () Level 2/3050 5 LA RL RA
9 Weapons Inventory: (hexes) 6 LL RT RL
oy E|)'y Loc HtDmg Min ShtMed Lng 8§ 7 LT cT RT
Total A 2 ERPPC RA 15 15 - 7 14 23 8 cT LT cT
otal Armor 9 RT LL LT

Pts = 211 1 Large PulseLaser LA 10 10 - 6 14 20
41 MediumPulselLaser LA 4 7 - 4 8 12 ::2 RA LA II:C

Left Right 1 ERMediumLaser LA 5 7 - 5 10 15

Torso Head Torso
(17) (17) 2 4 6

1 ER Small Laser LA 2 5 -
o °s° (® i

PUNCH LOCATIONS (1D6)
Left A Right Arm poy e o3 Roll  Left Front/Rear Right
(23) (23) o 020 oV LT LA RT
OO0 .
il Total Heat Sinks: 16 Double (32) LT LT RT

0000000000 000000

Auto Eject: Weapon Heat:
Left Leg i [ operational [ Disabled (51)

cT

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

Name: MechWarrior Ronald Montizima

2 2

Gunnery Skill: Piloting Skill:

Left Arm GRITIGAL HiT TABLE e T T +3 [LL R R
1. Shoulder 1. Shoulder LL LL RL
2. Upper Arm Actuator 2. Upper Arm Al r Sl7jofn
1.3 3 Lower Arm Actuator Head 3. [ERPPC
4. Hand Actuator 1. Life Support 4. |[ERPPC
5. |Large Pulse Laser 2. Sensors 5. [ERPPC
6. E.arge Pulse Laser 3. Cockpit 6. |ERPPC “E‘“ SBAL[ Atta?:;ACK MODIFIERS
1. Medium Pulse Laser 4 Femo-Fibrous 1. Roll Again - Movement
2. ER Medium Laser 5. Sensors 2. Roll Again 30] Shutdown 1 N
6. LifeS < Stationary one
4.3 ERSmall Laser - Life Support 3. Roll Again [29] Walked +1
4. Roll Again C '[ T 4. Roll Again % Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enter 1orso 5. Roll Again < . Jumped +3
6. Roll Again 1. XL Engine 6. Roll Again % :"shh‘;l*:&"::é:t";“! on 10+ BattleMech Damage
2. XL Engine . [54] <4 Modifier to Fire SensorHit  +2
Leﬁ TOI’SO 1_3 3. XL Engine nght TOI‘SO z 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. Ferro-Fibrous 6. Gyro 13 3. Ferro-Fibrous $_3 ?MovaEmart Points don 4 In Depth 1 Water +1
- i - .= | 191 Ammo Explosion, avoid on 4+
g. ;i?,’zﬁat;;ous 1. Gyro g ;Z;%Flal,)‘;ous | 18 | Shutdown, avoid on 6+ Target
- gal 2. XL Engine - gai 17] +3 Modifier to Fire Movement
6. Roll Again 3. XL Engine 6. Roll Again 6] 0-2 hexes 0
1. Roll Again 46 4. XL Engine 1. Roll Again [15] -3 Movement Points 3-4 hexes +1
2. Roll Again 5. Roll Again 2. Roll Again |14 Shutdown, avoid on 4+ 5-6 hexes +2
3. Roll Again 6. Roll Again 3. Roll Again 131 +2 Modifier to Fire 7-9 hexes +3
46 i 4-86 "} | 12 | 10-13 hexes +4
4, Roll Again 4. Rolf Again 1418 hexes +5 (Level 3)
5 ggzﬁg:::nv EngineHits 00O | > £ ﬁg:;g -2 Movement Points 1924 hexes  +6 (Level 3)
S A Moo e 7ol
Left Leg I_S:n;orHlts go Right Leg Sprinted a
1. Hip ife Support 1. Hip . " Prone -2 adjacent hex
2. Upper Leg Actuator X 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 2,689 3. Lower Leg Actuator ) Immobile -4
4. Foot Actuator BVfor2/2: 5,270 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Ferro-Fibrous Weapon Value: 3,090 /3,090 5. Ferro-Fibrous 3 kil Partial Cover +3 Punch locations|
6. Roll Again Cost, C-Bils: 26,234,962 6. Roli Again Infantry Squad  +1

Printed by FEAVYRIECAL PRO. Copyright © 2009 RCW En’t_erprisas. fBattleTec:h@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
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MOVEMENT RECORD MISSILE HITS TABLE

Turn |Type | Num { Move |+ Weap| + Prev | + Misc | =Total |- H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |[W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 15 20
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HIT LOCATIONS (2D6)
Roll Left Front/Rear Right

'MecH Data
Tyee: Victor VTR-9K

BATTLEMECH RECORD SHEET msss: 80 tons O e
Left EAR Right Movement Points: Tech, Config. & Level: (c"t) (cnt) (c"t)
Status: VALIDATED Toso REAR 7450 Walking: 3 LL RA RL
(10)  Center  (10) alking: 4 Inner Sphere
ARMOR DIAGRAM Rumig: 6 Biped ‘Mech A RARA
Head Jumping: 4 Level 2 /3050 5 LA RL RA
Weagons Inventory: (hexes) 6 LL RT RL
Qty Type Loc HtDmg Min ShtMed Lng 7 LT CcT RT
Total Arm 1 Gauss Rifie RA 115 2 7 15 22 8 CT LT cT
otal or . 9 RT LL LT
e el o | B B
it -
Left Right 1M1 RL LA LL
Torso Head Torso 12 HD HD HD
(17 {(17)
) o o )
& o %
ARSI RO | H AT Tvpet Rounds: BV PUNCH LOCATIONS (1D6)
o “o0™ 0| Gauss Rifle 16 179 .
o° P O, Roll Left Front/Rear Right
Ps cgo ° SRM 4 25 1 1 T A _T
0 o o - -
4 \ Total Heat Sinks: 15 Single LT LT RT
‘;\frf[‘] g ° g R/'\grm’“ l 0000000000 00000 cT cT cT
13 (emego) (3 W Auto Eject: Weapon Heat: LA RT RA
) o
Right Leg 00 (ZrSS) oo [ operational  [] Disabled (12) LA RA RA
(20) (20) A —— HD  HD  HD
Leg f o© Op \ Leg
Mk © o5 Jm
Damage (] o
Transfer o o

KICK LOCATIONS (1D6)

Name: Kelly Wickman
Roll Left Front/Rear Right

4 Piloting Skill:

Diagram Internal Structure (122 Pts

4

Gunnery Skill:

Right Arm Hits Taken 13 LL RL RL
1. Shoulder 1. Shouider ) 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness#| 3 | 5 | 7 | 10| 11 |Dead
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
4. Hand Actuator 1. Life Support 4. |Gauss Rifle
5. Medium Pulse Laser 2. Sensors 5. |Gauss Rifle
6. Medium Pulse Laser 3. Cockpit 6. [Gauss Rifle “EAI SGAI-E Attaél;r:r‘ACK MODIFIERS
1. Roll Again g ::‘rlgslgr';“‘ Sink 1. |Gauss R!ﬂe ** Avoid inferno explosion on.. Movement
2. Roll Again G‘ Life S t 2. |Gauss Rifle 30| Shutdown Stationary None
4.8 3 RollAgain - Lite Suppol 463 Gauss Rifle 29 | Walked 1
4. Roll Again 4. |Gauss Rifle | 28 | Ammo Explosion, avoid on 8+ (** 12+) Ran +2
5. Roll Again Center Torso 5. "Roll Again .% Shutdown. avoid on 10+ Jumped +3
6. Roll Again 1. Fusion Engine 6. Roll Again 551 5 Movem;nt Polnts BguleMeﬁ'-tDama%z
2. Fusion Engine . 24 | 3 ensor Hi
eft TOrSO 4 33 Fusion Engine Right Torso 551 Ao eotosion, avoid on 6+ (= 10s) || Shoulder +4 weapons in arm
1. SRM4 4. Gyro 1. Ammo (Gauss) 8 22| Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. Ammo (SRM 4) 25 5. Gyro 2. Ammo (Gauss) 8 21 ] ) Do 1 Water :f
1'3 3. Endo Steel 6 Gyro 1"3 3. Endo Steel % :n?n?:eiir::r:sl::rl\m:void on 4+ (** 8+) noep €
5 Endo Stoe 1 Gymo 5. Endo Stee (15 Shutdown, avoid on 6+ Target
6. Endo Steel 2. Fusion Engine 6. Endo Steel [17 ] +3 Modifier to Fire MOV;r:ent 0
. 3. Fusion Engine y 116 | 0-2 hexes
1. Endo Steel 464 Fusion Engine 1. Endo Steel 15| -3 Movemant Points 3-4 hexes +1
2. Endo Steel 5. Jump Jet 2. Endo Steel | 14| Shutdown, avoid on 4+ (** 6+) 5-6hexes 42
3. Endo Steel 6. Jump Jet 3. Endo Steel {131 +2 Modifier to Fire 7-9 hexes +3
464 case 46 ;' case [z 10-13hexes  +4
) i ' i 14-18 hexes  +5(Level 3
5. Roll Again EngineHits O OO 5. Roll Again -2 Movement Points (** 4+) 19-24 hexes +6 gLeveI 3;
6. Roll Again N 6. Roll Again
GyroHits OO +1 Modifior to Fi 25+ hexes +7 (Level 3)
. s odifier to Fire Jumped +1 additional
Left Leg Sensor Hits O O R]ght Leg Sprinted 1
1. Hi 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: 1,717 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor4/4: 1,975 4. Foot Actuator In Depth 1 Water +2 Punch [ocations|
5. Single Heat Sink Weapon Value: 1,436/1,436 5. Single Heat Sink ” Partial Cover +3 Punch locations
6. Jump Jet Cost, C-Bills: 8,512,321 6. Jump Jet Infantry Squad  +1

Printed by FEAVYMETAL P0. Copyright © 2009 RCW Enterprises. fBattleTen:h@, *Mech® and BattieMech® are trademarks of WizKids, Inc.
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MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move [+ Weap| + Prev | + Misc | = Total j-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 4 5 6
2 122233 4 6
3 12234456 9
4 223356 8 912
5 2234568 9 12
6 233456 8 9 12
7 233456 8 9 12
8 23457 8 101216
9 33457 8101216
10 3456910121520
1 3456910

12




Roll Left Front/Rear Right
Tyee: Stalker STK-5S g
BATTLEMECH RECORD SHEET mass: 85 tons ( o) oy o)
Left REAR Right Movement Points: Tech, Config. & Level: rit) eri
Status: VALIDATED Torso Torso Walking: 3 | Sph LL RA RL
(7) Center (7) ) nner 'p ere LA RA RA
ARMOR DiagRAM Rumiog: 5 Biped 'Mech
Head Jumping: () Level 2/ 3050 LA RL RA
Weapons Inventory: (hexes) LL RT RL
Qty gype Loc HtDmg Min ShtMed Lng| LT CT RT
1 LRM 10 LA 4 1;hit 6 7 cT LT cT
Total Armor 1 LRM 10 RA 41t 6 7 14
Pts = 216 1 Large Pulse Laser RT 10 9 - 3 7 RT LL LT
1 Large Pulse Laser LT 10 9 - 3 7 RA LA LA
et Right 1 SRM 6 42t - 3 6 RL LA LL
1 SRM6 4 2Mhit - 3 6
T°’§° Head T‘;?" 2 Medium Laser 3 5 3 6 HD HD HD
(18) 0o 0 (18) o) 2 Medium Laser RA 3 5 3 6
[e] 0 1 Antl-Missile System LT 1 * - -
o
O, . . .
So3EEHRSS Ammo Tyge: Rounds:  BYZ: PUNCH LOCATIONS (1D6)
Left Arm Right Arm g orc:; 9 SRMG s 3&21 1 Roll  Left FrontiRear Right
(23) (23) ° o0 ° nti-Missile System
O 1 LT LA RT
0, O . "
doZoo s 3l Total Heat Sinks: 20 Single LT LT RT
X ol I ° ) Nt §l 0000000000 0000000000 cT cT cT
X (14 (oteegoo) (14 fl Auto Eject: Weapon Heat: LA RT RA
Left Leg 0.0 [Right Leg go (‘2"75) o [ Operational [ Disabled LA RA RA
(25) X OOO (25) Left og go Right et e HD HD HD
[o)(e} [e){e} Leg f O o \Leg
O O 18){, O, o )18
o Lo el FRTEL R Wargior DATA
Transfer o KICK LOCATIONS (1D6)
i Name: Sergeant Dan Sheldon
g Internal Structure (130 Pts g . Roll  Left FrontRear Right
Gunnery Skill: 3 Piloting Skill: 3
Left Arm GRiTicAL HiT TaBLE e T T [l 2 [ ROR
1. Shoulder 1. Shoulder X 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # S{7f10]1
13 3. [LRM 10 Head 13 3. [LRM 10 S —
" 4, |LRM10 1. Life Support "9 4. |LRM 10
5. Medium Laser 2. Sensors 5. Medium Laser
6. Medium Laser 3. Cockpit 6. Medium Laser "H“ SGM-E Aﬁag(r;ACK MODIFIERS
1. Ammo (LRM 10) 12 4. Roll Again 1. Ammo (LRM 10) 12 " Avoid Inferno explosion on.. Movement
2. Roll Again 5. Sensors 2. Roll Again [30] Shutdown Stationary  None
483 RollAgain 6. Life Support 4.6 3 RollAgain 29 ] Walked 1
4, Roll Again C t T 4. Roll Again _%.8,_ Ammo Explosion, avoid on 8+ (** 12+) Ran 2
5. Roll Again enter 10rso 5. Roll Again B3 . Jumped +3
. : 26 | Shutdown, avoid on 10+
6. Roll Again ; it Engfne 8. Roll Again [25] -5 Movement Points Bg?:iicb:‘itbamagfz
8 ngine f 24 | +4 Modifier to Fire .
Left Torso 13 X.Engine Right Torso [23] Ammo Explosion, avoid on 6+ (** 10+) Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine [ 22] Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2, XL Engine 5. Gyro 2. XL Engine | 21 | Prone +2
1-3 3. XL Engine 6. Gyro 13 3. XLEngine _f_g_ fMoveEmart Points i o 4+ (4 89) in Depth 1 Water +1
- " " - " " | 18] Ammo Explosion, avoid on 4+ (** 8+
§ fmetesne 1 o § groetensne i8] Shiiowt soon s Tame
- I: 9 2. XL Engine - 3Ing 4 [17] +3 Modifier to Fire Movement
6. |Large Pulse Laser 6 3. XL Engine 6. Single Heat Sink 6] 0-2 hexes 0
1. [SRM& 4. XL Engine 1. [Large Pulse Laser | 15} -3 Movement Points 34 hexes +1
2. |SRM& 5. Single Heat Sink 2. |Large Pulse Laser | 14| Shutdown, avoid on 4+ (™" 6+) 5-6 hexes +2
4.6 3 Anti-Missile System 6. Single Heat Sink 4.5 % [SRme % +2 Modifier to Fire 7-9 hexes +3
4. Ammo (SRM6) 15 4. [srRme = 12:1: :exes :g (Level 3
g' é’:g‘Eo (Ams) 12 EngineHits O OO 2 é:‘g’; (SRM 6) 15 -2 Movement Points (** 4+) 19-24 hg::z +6 (L:‘\::l 3;
oyottis 00 | © ¢ Aodtro i oo TS
eft Leg Sensor Hits O O nght Leg Sprir':ted -1 "
1. Hip Life Support O 1. Hip 1 Movement Point Prone -2 adjacent hex
2. Upper Leg Actuator N 2. Upper Leg Actuator +1 other hexes
3. Lower Leg Actuator Battle Value: 1,423 3. Lower Leg Actuator Immobile -4
4. Foot Actuator Bvfor3/3: 2,220 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Single Heat Sink Weapon Value: 1,313/1,313 5. Single Heat Sink N Partial Cover +3 Punch locations
6. Single Heat Sink Cost, C-Bills: 16,134,775 6. Single Heat Sink Infantry Squad  +1

Printed by FEAVYMIETAL PR0. Copyright © 2009 RCW Enterprises. fBattIeTech@
Parmission ta ph or 1
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HIT LOCATIONS (2D6)

, "Mech® and BattleMech® are trademarks of WizKids, Inc.
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MISSILE HITS TABLE

MOVEMENT RECORD

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

2

3

4

5

6

7

8

9

10

1M

12

Roll Number of Missiles Fired
2D62 3 4 5 6 9 10 12 15 20
21111233 45 6
3([1122233 45 6
411223445 6 9
§[122335¢6 8 912
6/122345¢86 8 9 12
71233456 8 9 12
82233456 8 9 12
9{2 23457 8 101216
10/2 3 3457 8 101216
112 3 4 5 6 9 10 12 15 20
234569 15 20




(34)

'MecH Data HIT LOCATIONS (2D6)
. . ox Roll Left Front/Rear Right
Tyes: Dire Wolf (Daishi) B ° et Tronfhear ™9
BATTLEMECH RECORD SHEET usss: 100 tons S P
Left REAR Right Movement Points: Tech, Config. & Level: (c" ) (cn ) (cn )
Status: VALIDATED Torso Torso Walking: 3 Clan 3 LL RA RL
A (10)  Center  (10) Running: : . 4 LA RA RA
RMOR DIAGRAM ing: 5 Biped OmniMech
Head Jumping: ( Level 2/ 3050 5 | LA RL RA
Weaprons Inventory: (hexes) 6 LL RT RL
Qy Type Loc HtDmg Min ShtMed Lng 7 LT CT RT
Total A 1ERSmallLaser CT 2 5 - 2 4 6 8 cT LT cT
;t:‘:ggf 2 ERPPC LA 1515 - 7 14 23 9 RT LL LT
2 MediumPulselaser LA 4 7 - 4 8 12 10 RA LA LA
Left Right 2 Ultra ACI2 T 1 2 2 2 " RL LA LL
Torso Head Torso ra 8wz 12 HD HD HD
(21) S o (21) 41 LB10-X AC RA 210 - 6 12 18
o 2 Ultra AGI2 RT 1 2 2 9 18 27
“"‘L';°1IV§9;C R°::"" B;’:‘ PUNCH LOCATIONS (1D6)
Right Arm 8 o g Uit /-\Clz o 1 Roll Left Front/Rear Right
&4 o o0 % - : 1 LT LA RT
o = AT Total Heat Sinks: 15 Double (30) LT LT RT
e ig
am  \SoRlo og il oooo_oo.oooo 00000 cT cT cT
00 (Qolgenefal) (1 B Auto Eject: Weapon Heat: LA RT RA
Right Leg gg (?3’15) gg [ Operational  [] Disabled (50) LA RA RA
“1) Lett Jo2t  § Sof Right HD HD  HD
Leg f/ Oy oQ \ Leg
5 21) go og (21)
amage ) P
Transfer g 2 i KICK LOCATIONS (1D6,
Diagram Internal Structure (152 Pts) Hl Name: Star Commander Dahl Hildenrath (1D6)

Left Arm

Roll Left Front/Rear Right

1 2

Gunnery Skill: Piloting Skill:

Printed by FeAVYRETAL P0. Copyright © 2009 RCW Enterprises. fBattleTech@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
issian to ph oL Luse,

i 1-3 LL RL RL
Right Arm (s Hits Taken 2 |3
Shoulder 1. Shoulder o 4-6 LL LL RL
2. Upper Arm Actuator Head 2. Upper Arm A #1 3 ]S 17 | 10] 1% [Dead
3. [ERPPC ea 3. [LB10-X AC
1-3 4. |ERPPC 1. Life Support 1-3 4. |LB 10-X AC
5. [ERPPC 2. Sensors 5. |LB 10-X AC ATTACK MODIFIERS
6. |[ERPPC 3. Cockpit 6. |LB 10-XAC Attacker
1. Medium Pulse Laser 4 RollAgain 1. |LB10-X AC - Movement
2. Medium Pulse Laser 5. Sensors 2. Ammo (LB 10-X) 10 30] Shutdown Stationary None
4.63 RollAgain 6. Life Support 4.6 3 Ammo (LB 10-X) 10 29| Walked +1
4. Roll Again "V 4. Roll Again | 28| Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again Center Torso 5. Roll Again 27 | Jumped +3
; : 26 | Shutdown, avoid on 10+
6. Roll Again ; . it Engme 6. Roll Again [25] -5 Movement Points Bgteﬂ:x:i-lhi tDamag\'_e2
3 ngine ' 24 | +4 Modifier to Fire .
eﬁ TOI‘SO (CASE) 3. XL Engine nght TOI'SO (CASE) [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons In arm
1. XL Engine 1-3 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] ) r’g"e 1 Wat :f
4.3 3 [Double Heat Sink 6. Gyro 4.3 3 [Double Heat Sink T A o = oid on 4+ n bep ater
4, |Double Heat Sink 1. Gyro 4. |Double Heat Sink 18] Shutdown, avoid 'on o Target
5. [Ultra AGI2 2 %t Engi 5. [Ultra AC/2 Fi77 23 Modifier to Fi Movement
6. |uitra ACI2 5 XLEngine 6. |Ultra ACI2 T odifier to Fire 0-2 hexes 0
1. [Uttra ACI2 46, XL Engine 1. [Utra AGI2 15 -3 Movement Points 34 hexes +1
2. [unra Acr2 5. ER Small Laser 2. [uttra ACI2 147 Shutdown, avoid on 4+ 5-6 hexes 2
3. Ammo (Ut AC/2) 45 6. Roll Again 3. Ammo (Uit ACI2) 45 {131 +2 Modifier to Fire 7-9 hexes +3
464 Ron Again 465 roi Again 10-13 hexes  +4
5. Roll Again . 5. Roll Again ] 14-18 hexes  +5(Level 3)
6. Roll Again EngineHits QOO | & oo -2 Movement Points 19-24 hexes  +6 (Level 3)
' GyroHits OO ) +1 Modifier to Fire 25+ hexes +7 (Level 3)
5 H Jumped +1 additional
[leileg | smte G0 | Rftles .
. Hip ife Suppo . Hip P . Prone -2 adjacent hex
2. Upper Leg Actuator 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 2,609 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor1/2: 5,844 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. E‘Jauble Heat Sink Weapon Value: 3,772/3,772 5. Roll Agal:n Partial Cover +3 Punch locations|
6. |Double Heat Sink Cost, C-Bills: 29,368,124 6. Roll Again 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
1 1111233 456
2 1122233 456
3 112234456 9
4 1223356 8 9 12
5 12234568 912
6 12334568 912
7 2233456 8 9 12
8 223457 8101216
9 233457 8101216
10 2345609
1 2345609
12
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Unit: Point Cmdr Reuel Perez

Type: Clan Elemental Laser . Omm-transportable f;
Hl 10 [os [os o7 [os [os [o4 [oo [0z o1 Joo | Weapons (ranges in hexeg Dm mg ﬂ Med L_.Q |

10 {09 f[o8 (o7 {os |os |04 |o3 (02 |01 |00 Sma” Laser 3 1 2 3
ﬁ 2 Sub-Machine Gun % 0 0 -
W 10 [os |o8 |07 [os |os |os4 o3 (o2 o1 {oo SRM 2 2 /hit 3 8 9

3 2 Salvos: 1
ﬁ 4 10 [os |o8 |07 [os |os |os4 o3 to2 o1 (oo
ﬁ 5 10 09 |08 07 |08 |05 |04 03 02 |01 00 NOteS:
# AP Damage is total for all 5 troopers

Gun Skill: 2 BV 280 (390 for Sklll = 2) Clan / Level 2 Cost 3 562 075 C Bllls

BATTLE ARMOR
RECORD SHEET

BATTLE ARMOR MISSILES TABLE|}
Die Roli Point Members Active
2D6 [Number of Missiles Fired] B
1021 2[4 3[6] 4[8 5[10] |

2 1 1 2 2 3 i

3 1 2 2 3 3 |

4 1 2 3 3 4 ;

5 1 2 3 4 6 é

6 1 2 4 4 6 :

7 1 3 4 5 6 K

8 2 3 4 5 6 3

9 2 3 5 6 8 :

10 2 3 5 7 8 B

11 2 4 6 8 10 |

12 2 4 6 8 10 Lé

BATTLE ARMOR

DIRECT FIRE TABLE

Die Roll Point Members Active
2D6
1 2 3 4 5
2 1 1 1 1 1
3 1 1 1 2 2
4 1 1 2 2 2
5 1 1 2 2 3 |
6 1 1 2 2 3 |
7 1 2 2 3 3
8 1 2 2 3 4 |
9 1 2 3 3 4 |
10 1 2 3 4 4 |3
1 1 2 3 4 5 |
12 1 2 3 4 5 I

LEG ATTACKS TABLE

Battle Armored Base To-Hit
Troopers Active Number

SWARM ATTACKS TABLE i

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

- No attack possible ,

SWARM HIT LOCATION TABLE

Die Roll Location Die Roll Location
(2D6) (2D6) 5
2 Head 7  Front Center Torso |

3 Rear Center Torso 8 Left Arm '

4  Rear Right Torso 9 Front Left Torso
5
6

Front Right Torso 10 Rear Left Torso |
Right Arm 11 Rear Center Torso )
12 Head ©
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Copyright © 2009 RCW Enterprises.
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