FeAVYecAL PO

BATTLEMECH ROSTER SHEET

Twilight of the Clans Scenario 8 May 3, 2012
TONS TYPE & MODEL COST BV Skills STD WV RATIO
35 Jenner IIC 7,490,475 1,024 4/5 474 .46
40 Griffin IIC 4,255,510 2,059 3/4 1,112 .75
45 Ice Ferret (Fenris) D 12,122,362 2,127 3/4 1,572 1.02
45 Shadow Hawk IIC 4,752,302 1,975 3/5 1,411 .86
50 Conjurer (Hellhound) 5,320,500 1,971 4/4 1,489 .87
50 Hunchback IIC 8,110,000 1,753 4/4 933 .61
50 Raijin RJIN101-A 9,946,500 1,302 4/4 782 .69
55 Grim Reaper GRM-R-PR29 10,211,606 1,118 4/5 1,239 1.11
55 Stormcrow (Ryoken) Prime 14,771,112 2,293 3/5 3,171 1.66
55 Stormcrow (Ryoken) Prime 14,771,112 2,981 3/3 3,171 1.66
60 Mad Dog (Vulture) Prime 15,292,000 2,582 3/4 2,366 1.26
70 Avatar AV1-0A 17,168,230 1,662 3/4 1,331 1.11
70 Excalibur EXC-C1 16,093,786 1,456 4/5 1,331 .91
70 Shootist ST-8A 6,555,229 1,277 4/5 1,739 1.36
75 Black Knight BL6-KNT 7,136,938 1,644 3/4 1,504 1.26
75 Black Knight BL9-KNT 15,438,500 1,405 4/4 1,940 1.59
75 Flashman FLS-8K 17,831,625 1,944 3/4 2,062 1.46
75 Timber Wolf (Mad Cat) A 23,652,892 2,841 4/4 4,403 1.78
85 C(Crockett CRK-5003-1 8,388,825 1,619 4/5 2,243 1.39
100 King Crab KGC-001 22,628,000 1,971 4/4 2,396 1.40

1,235 Tons Total (20 'Mechs) 241,937,504 37,004 36,669 .99



"MecH Data

Type: Jenner [IC

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

BATTLEMECH RECORD SHEET wass: 35 tons 2 | oot RTt)
Left REAR Right Movement Points: Tech, Config. & Level: (cn ) (crit) (cri

Status: VALIDATED T?;o oo Tc(::go Walk!ng: N Clan 3 LL RA RL
ARMOR DiaGRAM Ruming: 14 Biped 'Mech 4 | LA RA RA
Head Jumping: 7 Level 2/ 3055 5 LA RL RA

Weaprons Inventory: {hexes) 6 LL RT RL

Qy Type Loc HtDmg Min ShtMed Lng 7 LT CcT RT

Total Armor 1 Streak SRM 4 CT 32mit- 4 8 12 8 cT LT CT

?’ts =67 1 SRM 6 LA 42hit- 3 6 9 9 RT LL LT

) 1 SRM 6 RA 42fit- 3 6 9 10 RA LA LA

Left Right ol 1 | R LA LL

Torso Head Torso 12 HD HD HD

Ammo Type: Rounds: BV2:
Streak SRM 4 25 86

SRM & 30 120

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

Right Arm

1 LT LA RT

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

il 0000000000 cT cT cT

Auto Eject: Weapon Heat: LA RT RA

Left Leg D Operational D Disabled ) LA RA RA

® @ pee——— HD  HD  HD

KICK LOCATIONS (1D6) I

Damage
Transfer
o

Name: MechWarrior Leon
4 Piloting Skill:

Roll Left Front/Rear Right

5

Gunnery Skill:

eft Arm Hits Taken 2 3 13 LL RL RL
1. Shoulder 1. Shoulder X = 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 5
4.3 3 SRMé Head 133 SRME
- g ;e:;z;-Ffbrous 1. Life Support g. ;e;;sziQrous
. Roll Again 2. Sensors . Roll Again
‘ 6. Roll Again 3. Cockpit 6. Roll Again “H“ S[:m-E Attaél:;ACK MODIFIERS
1. Roll Again 4. Ferro-Fibrous 1. Roll Again ** Avoid Inferno explosion on.. Movement
5. Sensors ; [
2. Roll Again -9 2. Roll Again 1 301 Shutdown Stationary None
4.3 RollAgain 6. Life Support 4.6 3 RollAgain [29] . ) Walked +1
4. Roll Again 4. Roll Again | 28 | Ammo Explosion, avoid on 8+ (** 12+) Ran +2
8. RollAgain Center Torso 5 Rol Aga’:n g_; Shutdown, avoid on 10+ Jumped +3
6. Roll Again ; . ;t Engme 6. Roll Again z b Mcvomt;nt Points Bgt;:qeshf;cp.]hitDamag...ez
. ngine . | 24 ] +4 Modifier to Fire N
Left Torso (case) 4.3 3 XLEngine Right Torso s [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+ PA"m Act. (each) :; weapons in arm
l 2. XL Engine 5. Gyro 2. XL Engine .  Points ,nr%r;th 1 Water +1
3. Jump Jet 6. Gyro 3. Jump Jet | 201 -4Movement Points
1 1-8 4 Ammo(sRM&) 15 135 Ammo (Streak 4) 25 1191 Ammo Explosion, avoid on 4+ {** 8+) Target
5. Endo Steel 1. Gyro 5. Ammo (SRM 6) 15 [18] Shutdown, avoid on 6+ P —
l . E / 2. XL Engine 6. Endo Steel | 17 | +3 Modifier to Fire Movement
6. Endo Stee 46 3. XL Engine . Endo Stee 6] ' 0-2 hexes 0
1. Endo Steel 4. XL Engine 1. Endo Steel [15] -3 MovementPoints 3-4 hexes +1
2. Endo Steel 5. Jump Jet 2. Endo Steel |14 | Shutdown, avoid on 4+ (™ 6+) 5-6 hexes +2
! 46 3. Ferro-Fibrous 6. Streak SRM4 46 3. Fero-Fibrous _:g_ +2 Modifier to Fire 7-9 hexes +3
. 4. Fermro-Fibrous 4. Femo-Fibrous == ;‘2—"13 :::2: :‘; (Level 3)
g ngﬁggzz Engine Hits O OO 2 ggz ﬁg::z -2 Movement Points (** 4+) 19-24 hexes  +6 (Level 3)
GyroHits OO 1 Modifier to Fire 25+ hexes +7 (Level 3)
1 Left Leg Sensor Hits O O Right Leg Sanbes, 1 adondl
| 1. Hip Life Support O 1. Hip - : Prone —2 adjacent hex
i 2. Upper Leg Act X 2. Upper Leg Actuator 1 Movement Point +1 other hexes
] 3. Lower Leg Actuator Batlle Value: 1,047 3. Lower Leg Actuator Immobile -4
] 4. Foot Actuator Weapon Value: 4747413 4. Foot Actuator In Depth 1 Water +2 Punch locations|
} 5. Jump Jet Cost, C-Bills: 7,490,475 5. Jump Jet N Partial Cover +3 Punch locations|
| 6. Jump Jet 8. Jump Jet Infantry Squad  +1
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MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move [+ Weap| + Prev | + Misc | = Total |- H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |[W/R/MJ| Hex | Heat | Heat | Heat Heat | Heat Pts Level 345691012 15 20
1 111233 45 6
2 122233 45 6
3 12234456 9
4 2233568 912
5 223456 8 912
6 233456 8 9 12
7 233456 8 9 12
8 23457 8101216
9 33457 8101216
10 3456910121520
1 3456910121520
12




BATTLEMECH RECORD SHEET

h VALIDATED Tors REAR K Right Movement Points: Tech, Config. & Level:
Atatus. D & Coner (5 Rming § B
unning: 9 Biped 'Mech
RMOR UIAGRAM Jumping: g Level 2/ 3055

"MEcH DaTA

Type: Griffin IC
Mass: 40 tons

Head
)

ype

Torso Head Torso

Wea[?ons Inventory:
Loc HtDmg Min ShtMed Lng

(hexes)

1 ER Large Laser CT 12 10 - 8 15
Total Armor . AL "
Pts = 134 | 1 ER Small Laser D 2 5 - 2 4
}2 LRM 5 LT 2 4hit - 7 14
Left Rignt 2 LRM 5 RT 2 1hit - 7 14

25

6
21
21

Right Arm
()

BV2:
61

Rounds:
48

Total Heat Sinks: 10 Double (20)

0000000000
Auto Eject: Weapon Heat:
Left Leg [1 operational [ bisabled (22)
(20)

Damage
Transfer
Diagram

Gunnery Skill:

Hits Taken 2|3
Consciousness # 5|7

1. Shoulder 1. Shoulder
2, Upper Arm Actuator 2. Upper Arm Actuator
13 3. Lower Arm Actuator Head 13 3. Lower Arm Actuator
4. Hand Actuator 1. Life Support 4. Hand Actuator
5. [Double Heat Sink 2. Sensors 8. Ferro-Fibrous
6. [Double Heat Sink 3. Cockpit 6. Roll Again
1. Ferro-Fibrous 4. ER Small Laser 1. Roll Again
2. Roll Again 5. Sensors 2. Roll Again [30]
48 3. Roll Again 6. Life Support 46 3. Roll Again [29]
4. Roll Again "V 4. Roll Again | 28 |
5. Roll Again Center Torso 5. Roll Again 127
6. Roll Again 1. Fusion Engine 6. Roll Again g_g
2. Fusion Engine . 24
Left Torso 8 ; 4 3. Fusion Engine Right Torso (case 73]
1. Jump Jet 4. Gyro 1. Jump Jet | 22 |
2. Jump Jet 5. Gyro 2. Jump Jet 21 |
13 3. Jump Jet 6. Gyro 13 3. Jump Jet %
4, LRMS 1. Gyro 4. LRMS Ea
5. LRMS 2. Fusion Engine 5. LRM5 17
6. Ammo (LRM 5) 24 43 Fusion Engine 6. Ammo (LRM 5) 24 5]
1. Endo Steel 4. Fusion Engine 1. Endo Steel 115 |
2. Ferro-Fibrous 5. ERLarge Laser 2. Endo Steel 114 |
46 3. Ferro-Fibrous 6. Roll Again 46 3. Ferro-Fibrous %
4. Ferro-Fibrous 4. Ferro-Fibrous 1]
5. Rolil Again s s 5. Roll Again o1
6. Roll Again EngineHits OO0 | & 20 hcon -0
GyroHits OO =
Left Leg Sensor Hits O O Right Leg 7]
1. Hip Life Support O 1. Hip 6
2. Upper Leg Actuator 2. Upper Leg Actuator 2]
3. Lower Leg Actuator: Batle Value: 1,608 3. Lower Leg Actuator 3]
4. Foot Actuator Bvfor3/4: 2,219 4. Foot Actuator i
5. Endo Steel Weapon Value: 1,112/1,112 5. Endo Steel I
8. Endo Steel Cost, C-Bills: 4,255,510 8. Endo Steel Lo}

name: MechWarrior Wu

3 4

Piloting Skill:

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 FEAVYRMETAL P30. Copyright © 2009 RCW Enterprises. fB»attleTen:h@, ‘Mech® and BattleMech® are trademarks of WizKids, inc.
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HIT LOCATIONS (2D6)

Roll Left Front/Rear Right
2 LT CcT RT

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

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 |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
; 111233 4 5 6
122233 456
3 1223445686 9
4 223356 8 9 12
5 223456 8 9 12
J 233456 8 9 12
7 233456 8 9 12
8 234578101216
9 33457 8 1012 16
10 345609
11 34569
12




"MecH Data

Tyee: Ice Ferret (Fenris) D

HIT LOCATIONS (2D#8)
Roll Left Front/Rear Right

BATTLEMECH RECORD SHEET Mass: 45 tons S P
Left REAR Right Movement Points: Tech, Config. & Level: (cnt) (cnt) (cn )
Status: VALIDATED Tc(ago Conter T<(>7r§o Walking: g Clan 3 LL RA RL
ARMOR DIAGRAM Rumning: 12 Biped OmniMech 4 | LA RA RA
Head Jumping: Q Level 2/3050 § | LA RL RA
9 Weagons Inventory: (hexes) 6 LL RT RL
Ype Loc HtDmg Min ShtMed Lng 7 LT CcT RT
Total A i 1 MediumPulse Laser CT 4 7 - 4 8 12 8 cT LT cT
otal Armor
Pts = 144 1 Anti.-MlssiIe System LA 1 * .- . . . 190 2; ::; ::Z
1 Medium Pulse Laser LA 4 7 - 4 8 12 1
Left Right 2 MediumPulseLaser RA 4 7 - 4 8 12
Torso Head Torso i

PUNCH LOCATIONS (1D6)

v Ammo Type: Rounds: BV2:

Left Arm Right Arm Rolt Left Front/Rear Right
(14) (14) Anti-Missile Systeam 24 3"
_ 1 LT LA RT
Total Heat Sinks: 12 Double (24) LT LT RT
0000000000 0O cT cT cT
Auto Eject: Weapon Heat: LA RT RA
[ operational  [] Disabled LA RA RA

(17)

HD HD HD

0000000000Q
00000000000

Internal Structure (75 Pts Name: MechWarrior Coleman
Guanery Skill: 3 Piloting Skill: 4

Roll Left Front/Rear Right

KICK LOCATIONS (1D6) I

GriTicAL HiT TABLE

1-3 LL RL RL

eft Arm (case)

Hits Taken 2 3 4
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Aq # 5 7110
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
4. Hand Actuator 1. Life Support 4. Hand Actuator
5. Anti-Missile System 2. Sensors 5. Medium Pulse Laser
6. Medium Pulse Laser 3, Cockpit 6. Medium Pulse Laser Atta?:e-l;‘ACK MODIFIERS
1. Ammo (AMS) 24 4. Ferro-Fibrous 1. Ferro-Fibrous _ Movement
2. Ferro-Fibrous 5. Sensors 2. Roll Again [30] Shutdown Stationary None
4.6 3 RollAgain 6. Life Support 4.6 % RollAgain [29] Walked +1
4, Roll Again C " T "YU 4. Roll Again % Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enter |10rso 5. Roll Again Lo . Jumped +3
6. Roll Again 1. XL Engine 6. Roll Again % sshl‘;l‘:::rv:e':tv;ﬁnz 10+ BattleMech Damage
2. XL Engine : [24] +4Modifier to Fir SensorHit  +2 ]
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 "2 4. Gyro 1. XL Engine 22| Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
9 t4 9 721 | Prone +2
2. XL Engine 5. Gyro 2. XL Engine | 21 ] .
4.3 & Endo Steel 6. Gyro 4.3 3 EndoSteel 2D A Movenont Points In Depth 1 Water +1
™ 4. Ferro-Fibrous ™ 4. Ferro-Fibrous |12 Ammo Explosion, avoid on 4+ Target
5. Ferro-Fibrous 1. Gyro 5. Ferro-Fibrous |18 1 Shutdown, avoid on 6+
N 2. XL Engine L 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 Pf)ints 3-4 hexes +1
2. Roll Again 5. Medium Pulse Laser 2. Roll Again |14 ] Shutdoyvn, aVDI.d on 4+ 5-6 hexes +2
3. Roll Again 6. Endo Steel 3. Roll Again |43 | +2 Modifier to Fire 7-9 hexes +3
46 ronagain 46 4 Roiagain 112 10-13hexes  +4
5. Roll Again . . 5. Roll Again | . 14-18 hexes +5 (Level 3)
. Engine Hits OO O . |10 f -2 Movement Points 1924 hexes  +6 (Level 3)
6. Roll Again N 6. Roll Again ) 25+ hex: +7 (Level 3)
L ﬂ L Gyro Hits 88 R ht L 1 +1 Modifier to Fire Jumpides +1 (adeditional
e eg Sensor Hits |g eg | 7 | Spri 1
! X : 5 printed =
1. Hip Life Support O 1. Hip = . Prone -2 adjacent hex
2. Upper Leg A X 2. Upper Leg Actuator —i— -1 Movemant Point +1 other hexes
3. Lower Leg Actuator Batlle Vaiue: 1,653 3. Lower Leg Actuator 3] Immobile -4
4. Foot Actuator BVior3/4: 2,281 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations|
5. Endo Steel Weapon Value: 1,568 /1,568 5. Endo Steel 1] i Partial Cover +3 Punch locations|
6. Endo Steel Cost, C-Bills: 12,122,362 8. Endo Steel [ 0] Infantry Squad  +1
 Me— U eSO | St - —
Printed by FEAVYRIETAL PRO. Copyright © 2009 RCW Enterprises. fBattleTec:h@, *Mech® and BattleMech® are trademarks of WizKids, Inc.
P issi ta.nh, or lLuse.
MOVEMENT RECORD MISSILE HITS TABLE
Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| = Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
1
2 2 1711233 45 6
3 3 122233 45 6
o 1223445 6 9
223356 8 912
5 223456 8 912
6 233456 8 912
7 233456 8 912
8 234578101216
9 33457 8101216
10 3456910121520
1 3456910121520
12




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

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

"MecH DaTA

Type: Shadow Hawk [IC
Mass: 45 tons

BATTLEMECH RECORD SHEET

REAR Movement Points: Tech, Config. & Level:
Status: VALIDATED Tosrso c Torso Walking: g Clan 3 LL RA RL
t 5 .
ARMOR DIAGRAM A T o 9 Biped ‘Mech ¢l RA R
Jumping: g Level 2/ 3055 5 LA RL RA
Head

o Wea ons [nventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng| 7 LT CcT RT
1 ERMediumLaser HD 5 7 - § 10 15 8 cT LT cr
Total Armor 9 RT LL LT
Pts = 144 1 ER Small Laser CT 2 5 - 2 4 6 10 RA LA LA
i gt 1 Medfum PulseLaser LA 4 7 - 4 8 12 1 RL LA LL
Torso Head Torso 1 MediumPulse Laser RA 4 7 - 4 8 12 HD HD HD

kil 2 Streak SRM 2 LT 2 2/hit - 4 8 12

2 Streak SRM 2 RT 2 2hit - 4 8 12

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

1 LT LA RT
LT LT RT

Left Arm
(12)

: Ammo Type: Rounds: BvV2:
| Streak SRM 2 100 43

Right Arm
(12)

 Total Heat Sinks: 10 Double (20)

0000000000 cT cT cT
b Auto Eject: Weapon Heat: LA RT RA
Left Leg Right Leg g [ Operational  [] Disabled (23) LA RA RA
(20) (20) ° HD HD HD
o]
[o]
Damage 8 1
Transfer . KICK LOCATIONS (1D§)
Di name: MechWarrior Barret
Internal Structure (75 Pts Roll Left Front/Rear Right

Gunnery Skill: 3 Piloting Skill: 5

Left Arm GRITICAL HiT TABLE i 13 | LL RL RL
its Taken | 1 2 3 4 5 6
1. Shoulder 1. Shoulder 4-8 LL LL RL
2. Upper Arm Actuator 2. Upper Arm A # L2 A A A
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
" 4, Hand Actuator 1. Life Support 4. Hand Actuator
5. Medium Pulse Laser 2. Sensors 5. Medium Pulse Laser
g el 2 oo e HEAT SoaLE o ATTACK MODIFIERS
1. Roll Again 4. ER Medium Laser 1. Roll Again Movement
: 5. Sensors : = gvemen
2. Roll Again A 2. Roll Again | 30 | Shutdown Stationary None
483 Roll Again 6. Life Support 46> Roll Again 29 | Walked +1
4, Roll Again C " T 4. Roll Again _';’_g_ Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enier 10rso 5. Roll Again < | . Jumped +3
; 26 | Shutdown, avoid on 10+
6. Roll Again ; ll;uswn gnglne 6. Roll Again [25] -5 Movement Points Bgté‘.lr:aswclﬁcllll'nitbama%t;
. Fusion Engine . .24 | +4 Modifier to Fire .
Leﬁ TOI'SO (CASE) 1-3 3. Fusion Engine nght Torso (cass) [ 23| Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. Jump Jet 4. Gyro 1. Jump Jet | 22| Shutdown, avoid on 8+ Arm Act. (each) "’1 weapons in arm
2. Jump Jet 5. Gyro 2. Jump Jet 21 | Prone
3. Jump Jet 6. Gyro 3. Jump Jet [20] -4 Movement Points In Depth 1 Water *1
1-3 4 Streak SR 2 1 Gyro 1-3 % Streak SRM2 1—2 ’s‘;‘"';‘: E"""’s"?:' a"gf on 4+ Target
5. Streak SRM 2 2. F:sion Engine 5. Streak SRM 2 7] +3l|‘w°3‘z'§';'r?;°§ir: " Movement
6. Ammo (Streak 2) 50 6 3. Fusion Engine 6. Ammo {Streak 2) 50 (16} 0-2 hexes 0
1. Endo Steel 4. Fusion Engine 1. Endo Steef 115 -3 Movement Points 3-4 hexes +1
2. Endo Stee! 5. ER Small Laser 2. Endo Steel [ 14} Shutdown, avoid on 4+ 5-6 hexes +2
4§ % Femo-Fibrous 6. Ferro-Fibrous 4.6 3 FemoFibrous 13} +2 Modifier to Fire 7-9 hexes +3
4. Ferro-Fibrous 4. Ferro-Fibrous :g’jg ::;2: :g (Level 3)
g. ggz ﬁgz;g EngineHits OO O g- gzz 232;: -2 Movement Points 19-24hexes  +6 (Level 3)
GyroHits OO +1 Modiffer to Fire ﬁi;‘hi;es :Z (a'a%fi';)al
Left Leg Sensor Hits O O R|gh'[ Leg Sprir':ted i
1. Hip Life Support O 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: 1,732 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor3/5: 2,078 4. Foot Actuator In Depth 1 Water +2 Punch locations|
§. Endo Steel Weapon Value: 1,411 /1,290 5. Endo Steel > Partial Cover +3 Punch locations
6. Ferro-Fibrous Cost, C-Bills: 4,752,302 6. Ferro-Fibrous Infantry Squad  +1

Printed by FEAVYRIETAL PRO. Copyright © 2009 RCW En(erprlsss Ba«leToch@, 'Mach@ and BattleMach® are trademarks 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 2D62 3 4 5 6 9 10 12 15 20
; 111233 45 6

122233 45686
3 1223445686 9
4 223356 8 9 12
5 223456 8 9 12
6 233456 8 912
7 233456 8 9 12
8 23457 8 101216
9 334578101216
10 3456910121520
1 3456910121520
12




"MecH Data HIT LOCATIONS (2D6)

- ] Rear Right

Type: Conjurer (Hellhound) Roll _Left FrontRear Rig

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

Status: VALIDATED Togso N Tosrso Walking: ¢ Clan 3 LL RA RL

t A

ARMOR DIAGRAM S T S Rwing 5 Biped Mech 4 | ta Ra Ra
Head Jumping: g Level 2/ 3055 5 LA RL RA

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

Ype Loc HtDmg Min ShtMed Lng| 7 LT CcT RT

1 Large Pulse Laser RA 10 10 - 6 14 20 8 cT LT CT

Total Armor 2 ER Medi L RT 5 7 5 10 15 9 RT LL LT

- ledium Laser -
Pls =163 2 Stroak SRM 2 LT 22hit - 4 8 12 10 RA LA LA
L i e ) 1 RL LA LL
eft Right
Torso Head Torso 12 HD HD HD

PUNCH LOCATIONS (1D6)

Ammo Type: Rounds:  BV2:

Right Arm Roll  Left Front/Rear Right
(14) Streak SRM 2 50 22
_ 1 LT LA RT
H Total Heat Sinks: 10 Double (20) LT LT RT
0000000000 cT cT cT
o Auto Eject: Weapon Heat: LA RT RA
Left Leg Right Leg [ operational  [] Disabled (24) LA RA RA
(24) (24) HD HD HD

WarRIoR DATA

0,0.0.0
0000000

OOO Damage
Transfer . KICK LOCATIONS (1D6)
o ; name: Star Captain Clea
Diagram ame P ry Roll Left Front/Rear Right

4 4

Gunnery Skill: Piloting Skill:

P Grimcat Hir Tagie A [ R R
1. Shoulder 1. Shoulder X 4-6 LL LL RL
2, Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 7
4-3 3 Lower Arm Actuator Head 3. Lower Arm Actuator
4. Hand Actuator 1. Life Support 4. Hand Actuator
5. Ferro-Fibrous 2. Sensors 5. [Large Pulse Laser
6. Ferro-Fibrous 3. Cockpit 6. |Large Pulse Laser “H“ ssm-f Attaﬁl-(re-l:'ACK MODIFIERS
i 4, Roll Again " e
1. Roll Again 1. Ferro-Fibrous - Movement
2. Roll Again g f;;‘ss"l::pon 2. Ferro-Fibrous [30] Shutdown Stationary None
4-8 3. Roll Again - 46 3. Roll Again | 29 | Walked +1
4. Roll Again 4. Roll Again % Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again 5. Roll Again <]
6. Roll Agam 1‘0212}3,213:?0 6. Roll Again 28] Shutdown, aveld on 10+ Bj;?;&‘:‘ih Dama;:
2. Fusion Engine ' z +4 Modifier to Fire Sensor Hit +2
Left Torso @5 , 4 3. Fusion Engine Right Torso (23] Ammo Explosion, aveid on 6+ Shoulder +4 weapons in arm
1. Jump Jet 4. Gyro 1. Jump Jet | 22| Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. Jump Jet 5. Gyro 2. Jump Jet 211 . IPr?)ne th 1 Wat -j
132 ek R o & Gyro 1-3 3 ER Meclum Laser 25| Arimo Explosion, avoid on 4+ |
- - . ion, i
g. lS\treak SSF:M 2k 250 1. Gyro g ERszdIlurln Laser (18] Shutdown, avoid on 6+ Target
. E’“dm‘?ss e ) 2. Fusion Engine . o d" Sfel [17] +3 Modifier to Fire Movement
- Eno Stee 46 3. Fusion Engine - 500 Stee [ 16 ] 0-2 hexes 0
1. Ferro-Fibrous 4. Fusion Engine 1. Ferro-Fibrous [ 151 -3 Movement Points i 34hexes *1
2. Ferro-Fibrous 5. Jump Jet 2. Roll Again 141 Shutdown, avoid on 4+ j 5-6hexes +2
48 3. Roll Again 6. Jump Jet 46 3. Roll Again % +2 Modifier to Fire & 7-9 hexes +3
4. Roll Again 4. Roll Again H :2:1: :exes :‘; (Level 3)
5. Roll Again : B 5. Roll Again Mol 2m ¢ Points exes evel
6. Roll Again Engine H!ts 000 6. Roll Again 31 ovement Foim i} 19-24hexes  +6(Level 3)
GyroHits QO O —— " . 25+ hexes +7 (Level 3)
] : L 8 { +1Modifier to Fire Jumped +1 additional
Left Leg Sensor Hits O O R]ght Leg 7| Sprinted A
1. Hip Life Support O 1. Hip —1 . . Prone -2 adjacent hex
2. UppertegA - 2. Upper Leg Actuator 4 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,813 3. Lower Leg Actuator 3] Immobile -4
4. Foot Actuator BVfor4/4: 2,085 4. Foot Actuator 21 88 In Depth 1 Water +2 Punch locations|
5. Endo Steel Weapon Value: 1,489 /1,424 5. Endo Steel I ”~ Partial Cover +3 Punch locations|
6. Endo Steel Cost, C-Bills: 5,320,500 6. Endo Steel [ 0] Infantry Squad ~ +1

Pnnted by FEAVYRMETAL PR0O. Copyright @ 2009 RCW Enterprlses BaﬂleTech@ 'Mech® and BattlsMsch@ are trademarks of WIZKIdS, Inc.

MOVEMENT RECO aD MISSILE HITS TABLE

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

122233 45 8
3 12234456 9
4 223356 8 9 12
5 223456 8 9 12
] 233456 8 9 12
7 233456 8 9 12
8 23457 8101216
9 33457 8101216
10 3456910121520
11 3456910 20
12




"MecH Dara

Tyee: Hunchback IIC
Mass: 50 tons

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

BATTLEMECH RECORD SHEET

Status: VALIDATED Toso REAR [ Movament Points: ~ Toch, Conflg. & Leval:
B (3) Center ?SO Walking: 4 Clan 3 LL RA RL
ARMOR DIAGRAM Running: g Biped 'Mech 4 | LA RA RA
Head Jumping: 4 Level 2/ 3055 5 LA RL RA

Weagons Inventory: (hexes) 6 LL RT RL

Qty Type Loc HtDmg Min ShtMed Lng 7 LT CT RT

Total A 1 Ultra ACI20 RT 72 - 4 8 12 8 cT LT cT

?;ta _rg%or 2 ERMediumLaser CT 5 7 - 5 10 15 9 RT LL LT

S = 10 RA LA LA

1 Ultra AC/20 LT 720 - 4 8 12

1 RL LA LL

Left Right
12 HD HD HD

Torso Head Torso

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

Ammo Type: Rounds: BvV2:
Ultra AC/20 10 188

Right Arm

00000000

, 1 LT LA RT

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

0000000000 00 cT cT cT

il Auto Eject: Weapon Heat: LA RT RA

Left Leg i il [ operational [ Disabled (38) LA RA RA
(12) . ‘————mv - HD HD HD

Damage
Transfer

name: MechWarrior Thomas

g

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

Gunnery Skill: 4 Piloting Skill: 4 13 L RL RL
Hits Taken 2 3 4 )
1. Shoulder 1. Shoulder . 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousnass # 5i7]10
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
e
. [Double Heat Sin| 2. Sensors . [Double Heat Sin|
6. Ebouble Heat Sink 3. Cockpit 6. |Double Heat Sink Attaé:e.rrACK MODIFIERS
1. [Double Heat Sink 4. Endo Steel 1. [Double Heat Sink - Movement
2. [Double Heat Sink 5. Sensors 2. [Double Heat Sink 30] Shutdown i
. 6. Life Support . i Stationary None
4-6 3. Endo Steel 48 3. Endo Steel {29 | _ i Walked +1
4. Endo Steel Center T 4. Endo Steel _2_78_ Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enter {orso 5. Roll Again [ =l Jumped +3
6. Roll Again 1. XL Engine 6. Roll Again % _ssh,uf;“,:';r:v;::n‘:: 10+ BgttleMet;'I;.tDamage2
2. XL Engine . 24| +4 Modifier to Fire ensor Hi * i
Left Torso tcase) 1-3 3 XLEngine nght Torso (casg) [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 4. XL Engine 22! Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
g g [21] P +2
2. XL Engine 5. Gyro 2. XL Engine |24 _ | "‘[’)"e h 1 Water +
1.3 3 [UitraACi20 6. Gyro 4.3 3 [UiraAcizo [20] e Movoment Points n Depth 1 Water +1
- ha L1929} mmo £xXplosion, avold on
sERgm o : e o o
g 2. XL Engine g 17 | +3 Modifier to Fire Movement
6. [Ultra AC/20 3. XL Engine 6. |Ultra AC/20 6] 0-2 hexes 0
1. |Ultra AC/20 46 4. XL Engine 1. |uitra AC/20 [15] -3 Movement Points 3-4 hexes +1
2. {uttra ACI20 5. ER Medium Laser 2. |Uitra AC/20 |14 | Shutdown, avoid on 4+ §-6 hexes +2
46 3. {Ultra AC/20 6. ER Medium Laser 46 3. |uitra AC/20 % +2 Modifier to Fire 7-9 hexes +3
4. |Uitra ACI20 4. |uitra AC/20 M1 194:1; :exe: :g (Level 3)
5. Ammo (UIt AC/20) 5 i i 5. Ammo (UIt AC/20) 5 Mo ; exe: ve
6. Endo Sf‘eel ) Engine Hits QOO | - = Sgeel ) 1—;) -2 Movement Points 19-24 hexes  +6 (Level 3)
GyroHits OO M5 41 Modifier to Fire 25+ hexes +7 (Level 3)
. H —1 Jumped +1 additional
Leﬂ Leg S.ensor Hits OO nght Leg % Sprinted "
;. l:l:fper Leg Actuator Life Support_O ; Hg)per Leg Actuator z -1 Movement Point Prone ;ﬁ :ltjljlae?znetx?sx
3. Lower Leg Actuator Battle Value: 1,679 3. Lower Leg Actuator % Immobile -4
4. Foot Actuator BVford/4: 1,931 4. Foot Actuator 5] In Depth 1 Water +2 Punch locations
5. Jump Jet Weapon Value: 9337933 5. Jump Jet I N Partial Cover +3 Punch locations
6. Jump Jet Cost, C-Bills: 8,110,000 6. Jump Jet { 0] Infantry Squad  +1

Printed by FEAVYIMETAL PRO. Copyright © 2009 RCWmEnterprlses. fEbattloToch@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
P issi h far | use.

MOVEMENT RECORD MISSILE HITS TABLE

Turn |Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| = Heat | To Hits Damage & Notes: Roil 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
3 122233 45 6

12234456 9
4 223356 8 9 12
5 223456 8 9 12
6 233456 8 9 12
7 233456 8 912
8 23457 8 101216
9 33457 8 101216
10 3456910121520
11 3456910121520
12




'MEcH Data
Tyee: Raijin RIN101-A

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

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

Status: VALIDATED ?go Conter T?So Walking: 6 Inner Sphere 3 LL RA RL
ArMoR DIAGRAM Ruming: 9 Biped 'Mech 4 | LA RA RA
Head Jumping: § Level 2/3058 5 LA RL RA

g Weagons Inventory: (hexes) 6 LL RT RL

ype Loc HtDmg Min ShtMed Lng 7 LT CT RT

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

otal Armor 9 RT LL LT

Sl R | BN S

et g ‘ : M 1 | R LA LL

TR ead 1 Streak SRM 2 RT 22ht- 3 6 9 12 HD HD HD

Rounds: Bv2:
SRM 6 15 30

PUNCH LOCATIONS (1D6)

Left Arm Right Arm Roll Left Front/Rear Right
(13) (13) Streak SRM 2 50 17
; - 1 LT LA RT
Total Heat Sinks: 10 Double (20) LT LT RT
0000000000 CT CcT CcT
Auto Eject: Weapon Heat: LA RT RA
i i LA RA RA
Left Leg Right Leg D Operational D Disabled (33)
g °2° © °\ 9 HD  HD  HD

Damage
Transfer
DI

Name: Adept Epsilon-IV David Hughs
4

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

Gunnery Skill: 4 Piloting Skill:

Left Arm Hits Tak 1-3 LL RL RL
1l aken
1. Shoulder 1. Shoulder ) 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness ¥
1-3 3. Medium Pulse Laser Head 13 3. Ferro-Fibrous
"V 4. Medium Pulse Laser 1. Life Support 4. Ferro-Fibrous
5. Medium Pulse Laser 2. Sensors 5. Ferro-Fibrous
6. Ferro-Fibrous 3. Cockpit 6. Ferro-Fibrous Atta?l‘(r;'ACK MODIFIERS
1. Ferro-Fibrous 4. Roll Again 1. Roll Again ** Avoid Inferno explosion on.. Movement
2. Ferro-Fibrous 5. Sensors 2. Roll Again Shutdown i
. 6. Life Support " Stationary None
48 3. Ferro-Fibrous . 48 3. Roll Again ! . - Walked +1
4. Roll Again C i T 4, Roll Again Ammo Explosion, avoid on 8+ (** 12+) Ran +2
5. Roll Again enter Torso 5. Roll Again : Jumped +3
: ;. Shutdown, avoid on 10+
6. Roll Again 1, §L En gine 6. Roll Again 5 Moverment Points ngl‘ex, ?c:i tDamag-(-ez
2. XL Engine f +4 Modifier to Fire
Leﬁ TOI’SO 1 3 3. XL Engine R|ght TOFSO Ammo Explosion, avoid on 6+ (** 10+) 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. XL Engine 5. Gyro 2. XL Engine . Prone +2
13 3. XL Engine 6. Gyro 13 3. XL Engine ?nl:/::;g(:r:sl::;nt:vom on 4 (% 89 In Depth 1 Water +1
g. g:m g 1. Gyro g EE ggg Shutdown, avoid ,on 6+ T_g_ar et
. S 2. XL Engine g c +3 Modifier to Fire Movement
6. Ammo (SRM 6} 15 46 3. XL Engine 6. |ERPP 0-2 hexes 0
1. Ferro-Fibrous 4. XL Engine 1. Streak SRM 2 3 Movement Points 3-4 hexes +1
2. Ferro-Fibrous 5. Jump Jet 2. Ammo (Streak 2) 50 Shutdown, avoid on 4+ (** 6+) 5-6 hexes +2
3. Ferro-Fibrous 6. Jump Jet 3. Ferro-Fibrous +2 Modifier to Fire 7-9 hexes +3
465 ro Again 46 4 Fero-Fibrous 1&‘11: :_‘::2: :‘5‘ (Level 3)
5. Roll Again Engine Hits OO O 5. Ferra-HQrous -2 Movement Points (** 4+) 1824 hexes +6 (Level 3)
6. Roll Again N 6. Roll Again
GyroHits OO +1 Modifier to Fire 25+ hexes +7 (Level 3)
- f Jumped +1 additional
Leﬁ Leg Sensor Hits O O Right Leg Sprinted X
;. Upper Leg Actuator Life Support O ; Epper Leg Actuator -1 Movement Point Prone :ﬁ 2?[‘-‘12?[::)(?:
3. Lower Leg Actuator Batlle Value: 1,350 3. Lower Leg Actuator Immobile -4
4, Foot Actuator BVfor4/4: 1,553 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Jump Jet Weapon Value: 782 /766 5. Jump Jet Partial Cover +3 Punch locations|
6. Jump Jet Cost, C-Bills: 9,946,500 6. Jump Jet Infantry Squad ~ +1

Pnnted by FEAVYMETAL P30. Copyrlght(i)zoos RCW En(erprlses BattleTech@ Mech@ and BattleMech@ are trademarks of WizKids, Inc

MOVEMENT RECO '\‘D MISSILE HITS TABLE
Turn |Type | Num | Move [+Weap| + Prev | + Misc | = Total |- H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
1 11 33 45 86
2 2 2 33 45 686
3 2 2 4 4 5 6 9
4 23 56 8 9 12
5 23456 8 9 12
6 33456 8 912
7 33456 8 912
8 34578
9 34578
10 45609
1 45609
12




"MEecH Data HIT LOCATIONS (2D6)

Type: Grim Reaper GRM-R-PR29 Roll Left Front/Rear Right

BATTLEMECH RECORD SHEET mass: 55 tons S
REAR Right Movement Points: Tech, Config. & Level: (crit) (erit) (crit)

Status: VALIDATED Torso Torso Walking: 3 LL RA RL

g 5 Inner Sphere

ARMOR DIAGRAM @&~ Center (8 Running: 8 Biped Mech 4 | LA RA RA
Head j Jumping: Q Level 2/ 3055 5 LA RL RA

g Weagons Inventory (hexes) 6 LL RT RL

ype Loc HtDmg Min ShtMed Lng 7 LT CT RT

Total A 1 LRM 20 RT 61hité 7 14 21 8 cT LT cT

S,E: 2 ;rgg " Hisrue LA 4 2mit - 3 19 RT LL ::I

1 ER Large Laser RA 12 8 - 7 14 19 0 RA LA
Left Rignt 1 Anti-Missile System CT 1 * . - - - " RL LA LL
Torso Head Torso 4 12 HD HD HD

1 MediumPulseLaser LA 4 6 4

BV2:
86

13

Rounds:
12

15

Ammo Type:
LRM 20

SRM 6

Right Arm

o

000000000,

(18) OOO (18) Anti-Missile System 12 14

o0 [ Total Heat Sinks: 10 Double (20)
%° l 0000000000
gog Auto Eject: Weapon Heat:

Left Leg 2o [ Operationat  [] Disabled (27)

(28) Ogo . p——
oo
o

Name: Adept Epsilon-ll James Fields
4 5

Gunnery Skill: Piloting Skill:

Hits Taken 2 3
1. Shoulder 1. Shoulder |
2, Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 7
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
" 4. Hand Actuator 1. Life Support 4. Hand Actuator
5. |[SRM & 2. Sensors 5. [ER Large Laser
6. [SRMé& 3. Cockpit 6. |ER Large Laser HH“ SGN-E
1. Medium Pulse Laser 4. Ferro-Fibrous 1. Ferro-Fibrous ___ **Avoid Infernc explosion on..
2. Ferro-Fibrous 5. Sensors 2. Fero-Fibrous [30] Shutdown
463 FeroFibrous 6. Life Support 4.8 3 RollAgain 291
4, Roll Again 4. Roll Again % Ammo Explosion, avoid on 8+ (** 12+)
5. Roll Again 5. Roll Again <l
6. Roll Aga:n 1 C;"P Eer Torso 6. Roll Agam |28 Shutdown, avoid on 10+
. ngine ) 25| -5Movement Points
2. XL Engine " z +4 Modifier to Fire
Leﬁ TOI'SO 1_3 3. XL Engine nght TOI‘SO | 23] Ammo Explosion, avoid on 6+ (** 10+)
1. XL Engine 4. Gyro 1. XL Engine | 22 | Shutdown, avoid on 8+
2. XL Engine 5. Gyro 2. XL Engine _%10_ am < Points
5 i 6. Gyro 3, XL Engi | 20 | ovement Poin
1'3 3. XL Engine v 1-3 fgine 19 | Ammo Explosion, avoid on 4+ (** 8+)
4. Ammo (SRM 6) 15 1. G 4, |LRM 20 o .
5. Femo-Fibrous Cooyre 5. |LRM20 |18 Shutdown, avoid on 6+
" 2. XL Engine 17| +3 Modifier to Fire
6. Ferro-Fibrous 3. XL Engine 6. |LRM 20 6]
1. Ferro-Fibrous 46 4. XL Engine 1. |LRM 20 [ 15| -3 Movement P?ints
2. CASE 5. Anti-Missile System 2. |LRM20 | 14 Shutdown, avoid on 4+ (** 6+)
48 3. Roll Again 6. Ferro-Fibrous 46 3. Ammo {LRM 20) 6 ‘11_; +2 Modifier to Fire
4. Roli Again 4. Ammo {LRM 20) 6 ETE
5. Roll Again : o 5. Ammo {AMS) 12 2M t Points (** 4
6. Roll Again Engine H}ts 000 6. Ferro-Fibrous ovemant Points (** 4+)
Gyro Hits (o)e . +1 Modifier to Fire
Left Leg Sensor Hits O O Right Leg
1. Hip Life Support O 1. Hip . 5
2. Upper Leg Actuator - 2. Upper Leg Actuator 1 Movement Point
3. Lower Leg Actuator Batlle Value: 1,469 3. Lower Leg Actuator
4. Foot Actuator Weapon Value: 1,236 /1,236 4. Foot Actuator
5. Ferro-Fibrous Cost, C-Bills: 10,211,606 5. Ferro-Fibrous
6. Ferro-Fibrous 6. Ferro-Fibrous

Printed by P:AV"I'IEEAI. PRO Copyrlght©2009 RCW Enterprlses BaﬂleTech@ ‘Mech® and BattleMech@ are trademarks of WizKids, Inc.

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

1 LT
LT
CT
LA
LA

HD

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

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

1-3 LL
4-6 LL

RL RL
LL RL

Attacker

Movement
Stationary
Walked
Ran
Jumped

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

ATTACK MODIFIERS

BattleMech Damage

None
+1
+2
+3

+2

+4 weapons in arm

+1 weapons in arm
+2

+1

+5 (Level 3)

+6 (Level 3)

+7 (Level 3)

+1 additional

-2 adjacent hex

+1 other hexes

-4

+2 Punch locations
+3 Punch locations
+1

far 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 Leve! 2062 3 4 56 9 10 12 15 20
l 111233 4 5 6
122233 4586
3 12234456 9
4 223356 8 912
5 223456 8 912
6 233456 8 912
7 233456 8 912
8 23457 8 1012 16
9 33457 8 101216
10 3456910121520
1 345609 15 20
12




"MecH Data HIT LOCATIONS (2D6)
Tyee: Stormcrow (Ryoken) Prime R;’" LLe_:t F ’°'::”fea’ R"_f:‘

Mass: 55 tons

BATTLEMECH RECORD SHEET

(crit) (crit) (crit)

REAR Right Movement Points: Tech, Config. & Level:
Status: VALIDATED Torso . Torso Walking: ¢ Clan 3 LL RA RL
9 t 9 .
ArMOR DIAGRAM &) enter  (9) Running: g Biped OmniMech 4 LA RA RA
Head Jumping: () Level 2/ 3050 5 LA RL RA
9 Weaeons Inventory: (hexes) 5 LL RT RL
ype Loc HtDmg Min ShtMed Lng 7 LT CT RT
[l 1 ER Mediumlaser HD 5 7 - 5 10 15 8 cT LT cT
TS:?:A.I{QEF 1 ER Large Laser LA 12 10 - 8 15 25 190 ;1 ::k II:I
i R 1 ERMediumLaser LA 5 7 - 5 10 15 1 RL LA LL
Torso Head Tarso 1 ER Large Laser RA 12 10 - 8 15 25 12 HD HD HD
1 ER Medium Laser RA 5 10 15

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

Left Arm
(18)

Right Arm
(18)

000000000,

Total Heat Sinks: 22 Double (44)
0000000000 0000000000
(o))

Auto Eject: Weapon Heat:

a Operational  [[] Disabled (39)

Left Leg
(25)

(o) ]

¢
00
%0 S WaraioR Data .
Transfer - . KICK LOCATIONS (1D6)
o Name: MechWarrior Erin
g! Internal Structure (91 Pts Roll Left FrontiRear Right

Gunnery Skill: 3 Piloting Skill: 5
Hits Taken 23| 4

1-3 LL RL RL

GRITICAL HiT TABLE

1. Shouider 1. Shoulder ) 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # s{7f10
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
4. Hand Actuator 1. Life Support 4. Hand Actuator
5. [Double Heat Sink 2. Sensors 5. [Double Heat Sink
6. |Double Heat Sink 3. Cockpit 6. |Double Heat Sink “H“ S[u“-[ Atta?;:rACK MODIFIERS
1. [Double Heat Sink 4. ER Medium Laser 1. [Double Heat Sink Movement
2. |Double Heat Sink 5. Sgnsors 2. |Double Heat Sink 30| Shutdown Stationary None
463 [Double Heat Sink 6. Life Support 4. 3 [Double Heat Sink [29] Walked +1
4. {Double Heat Sink 4. |Double Heat Sink | 281 Ammo Explosion, avoid on 8+ Ran +2
5. ER Large Laser Center Torso 5. ERLarge Laser FH Shutdown. avoid on 10+ Jumped +3
A own, avoid on
6. ER Medium Laser 1. §|_ Engme 6. ER Medium Laser 5] -5 Movement Points Bgtetfx;(mtnama%ez
2. XL Engine . 24| +4 Modifier to Fire
Left TOI‘SO 1_3 3. XL Engine nght TOI'SO 23| Ammo Expiosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine [22] Shutdown, avoid on 8+ PArm Act. (each) +; weapons in arm
2. XL Engine 5. Gyro 2. XL Engine |24 . 1 r?)ne h 1 Water +1
1-3 3 [Double Heat Sink & oo 1-3 3 |Double Heat Sink F251 Ammo Explosion, avoid on 4+ n Depth T Water
4. |Double Heat Sink 1. Gyro 4. |Double Heat Sink 81 Shutdown, avoid on 6+ Target
5. |Double Heat Sink 2. XL Engine 5. |Double Heat Sink 171 +3 Modiﬁe’r to Fire Movement
6. |Double Heat Sink 3' XL Engine 6. |Double Heat Sink 6] 0-2 hexes 0
1. [Double Heat Sink 4-6 4. XL Engine 1. [Doubie Heat Sink |-15] -3 Movement Points 3-4 hexes +1
2. |Double Heat Sink 5. Endo Steel 2. |Double Heat Sink |14] Shutdown, avoid on 4+ 5-6 hexes +2
4g 3 EndoStel 6. Fermo-Fibrous 463 EndoSteel 3 *2 Modifier to Fire 7-9 hexes +3
4. Ferro-Fibrous 4. Ferro-Fibrous == 12::3 22:2: :g (Level 3)
5. Ferro-Fibrous o R 5. Ferro-Fibrous .
6. Feno-Fj'bron Engine Hits OO O 6. Ferro-Fibrous -2 Movement Points 19-24 hexes  +6 (Level 3)
Gyroits 0 O . #1 Modifor o Fir Samped - 41 additional
Left Leg Sensor Hits OO nght Leg Sprinted -1
1. Hip Life Support O 1. Hip . . Prone -2 adjacent hex
2. Upper Leg Al " 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 2,073 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor3/5: 2,488 4. Foot Actuator In Depth 1 Water +2 Punch locations
5. Endo Steel Weapon Value: 3,171/3,171 5. Endo Steel " Partial Cover +3 Punch locations
P! s s
6. Endo Steel Cost, C-Bills: 14,771,112 6. Endo Steel Infantry Squad  +1

Printed by h:AV"I'IEEAL #30. Copyrlght@ 2009 RCW Enterprlses BattleToch@ 'Mech® and BattleMech® are trademarks of WizKids, Inc.

OVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move |+ Weap| + Prev |+ Misc | =Total |- H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num [W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 56 9 10 12 15 20
; 2[T17 11233 4 5 6

122233 45 6
3 122344569
4 223356 8 9 12
5 223456 8 912
6 233456 8 912
7 2334568 912
8 23457 8101216
9 33457 8101216
10 3456910121520
11 3456910121520
12




'MecH Data HIT LOCATIONS (2D6)
Tyee: Stormcrow (Ryoken) Prime R:" L:: F"°’ngRea' R"_f_;‘t

BATTLEMECH RECORD SHEET

mass: 55 tons (crit)  (crit)  (crit)

S VALID ED T REAR T(g Movement Points: Tech, Config. & Level: RL
atus: VAIDAT ?go Center ?s;‘;‘o Walking: ¢ Clan 3 LL RA

ArRMoR DiAGRAM Reming: 9 Biped OmniMech s | LA RA RA

Head Jumping: Level 2/ 3050 5 LA RL RA

2 Weapons Inventory: (hexes) 6 | LL RT RL

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

Total A 1 ERMediumLaser HD 5§ 7 - § 10 15 8 CcT LT CT

,gt:= qrsnzor 1 ER Large Laser LA 12 10 - 15 25 9 RT LL LT

10 RA LA LA
" RL LA LL
12 HD HD HD

[l 1 ERMediumLaser LA § 7 -
1 ER Large Laser RA 12 10 -
RA

10 15
15 25
10 15

Left Right
Torso Head Torso

o e o o

1 ER Medium Laser

PUNCH LOCATIONS (1D8)

000000000

Left Arm Right Arm Roll Left Front/Rear Right
(18) (8) i Total Heat Sinks: 22 Double (44) 1 LT LA RT
0000000000 0000000000 LT LT RT
oo CcT CT CcT

LA RT RA
LA RA RA
HD HD HD

Auto Eject: Weapon Heat:

[ pisabled

Left Leg i Bl [ Operational
(25) So—

Damage
Transfer
Diagram

KICK LOCATIONS (1D6)

Name: Star Captain Jas Wimmer
Roll Left Front/Rear Right

Gunnery Skill: 3 Piloting Skill: 3

Internal Structure (91 Pts

Left Arm GrimcaL HiT TABLE T 13 [LL  RL R
1. Shoulder 1. Shoulder = 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm A # S 0] 1
1-3 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
"V 4. Hand Actuator 1. Life Support 4. Hand Actuator
5. [Double Heat Sink 2, Sensors 5. [Double Heat Sink
6. EDcuble Heat Sink 3. Cockpit 6. |Double Heat Sink “E‘“ SBAI-[ Attagl.(re.l;ACK MODIFIERS
1. [Double Heat Sink 4. ER Medium Laser 1. [Double Heat Sink Movement
2. |Double Heat Sink 5. Sensors 2. {Double Heat Sink Shutdown Stationa None
0 " 6. Life Support D ry
4-8 3. [Double Heat Sink . 4-8 3. |Double Heat Sink i . Walked +1
4. [Double Heat Sink 4. |Double Heat Sink Ammo Explosion, avoid on 8+ Ran +2
5. ERLarge Laser Center Torso 5. ERLarge Laser Jumped +3
6. ER Medium Laser 1. XL Engine 6. ER Medium Laser :e‘shn‘;l‘::;”n:: ;";:n‘;’s‘ 10+ BattieMech Damage
2. XL Engine " Sensor Hit +2
leftTorso 443 x B Right Torso pubusliafod i Shoulder +4weapons in arm
1. XL Engine ™ 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
i i -4 Movement Points In Depth 1 Water +1
1-3 3. [Double Heat Sink 6. Gyro 1-3 3. [Double Heat Sink A Exelosion, avoid on 4+
§ Bobetensl 1 oy 3 Bounie st S S oo on o Target
. " 2. XL Engine . " +3 Modifier to Fire Movement
6. |Double Heat Sink 3. XL Engine 6. |Double Heat Sink 0-2 hexes 0
1. [Doubte Heat Sink 46 4. XL Engine 1. [Double Heat Sink -3 Movement Points 34 hexes +1
2. |Double Heat Sink 5. Endo Steel 2. |Double Heat Sink Shutdown, avoid on 4+ 5-6 hexes +2
4.6 3 EndoSteel 6. Ferro-Fibrous 4.6 3 EndoSteel +2 Modifier to Fire 7-9 hexes +3
4. Femo-Fibrous 4. Ferro-Fibrous 13:1: ::;z: :g (Level 3)
5. Ferro:Frprous Engine Hits O OO 5. Ferro:Frprous -2 Movement Points 16-24 hexes +6 (Level 3)
6. Ferro-Fibrous 6. Ferro-Fibrous
GyroHits OO 1 Modifi . 25+ hexes +7 (Level 3)
. : *+1 Modifier to Fire Jumped +1 additional
Left Leg Sensor Hits O O nght Leg Sprinted i
1. Hip Life Support O 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: 2,073 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVior3/3: 3,234 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Endo Steel Weapon Value: 3,171 /3,171 5. Endo Steel Partial Cover +3 Punch locations)
6. Endo Steel Cost, C-Bills: 14,771,112 6. Endo Steel Infantry Squad  +1

| ———.—~——.

Prlnted by FEAVYRIETAL PRO. Copyrlght©2009 RCW Enterprlsas BattleTech@ 'Mech@ and BattleMech@ are trademarks of leKIds, 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/JI Hex | Heat | Heat | Heat Heat | Heat Pts Level 34569101215 20
1 111233 45 6
2 122233 456
3 12234456 9
4 223356 8 912
5 223456 8 9 12
6 233456 8 9 12
7 233456 8 9 12
8 23457 8 101216
i 33457 8 101216
10 3456910121520
1" 3456910121520
12




BATTLEMECH RECORD

Status:

VALIDATED

ARMOR DiAGRAM

Left Leg

(23)

Head
9

REAR

Torso

(7) Center

-

46

PR oA ON

POPLND PorONS

-

ooped

Left Arm GRITICAL HiT TABLE
Shoulder
Upper Arm Actuator
Lower Arm Actuator Head 1-3
Large Pulse Laser 1. Life Support
Large Pulse Laser 2. Sensors
Medium Pulse Laser 3. Cockpit
Ferro-Fibrous 4. Ferro-Fibrous
Roll Again 8. Sensors
Roll Again 6. Life Support 4-6
Roll Again
Roll Again Center Torso
Roll Again 1. XL Engine
2. XL Engine
Left Torso «sse) , 55 x_engine
XL Engine 4. Gyro
XL Engine 5. Gyro
LRM 20 6. Gyro 1-3
tsm gg 1. Gyro
LRM 20 2. XL Engine
4-6 3. XL Engine
Ammo (LRM 20) 6 4. XL Engine
Ferro-Fibrous 5. Roll Again
Ferro-Fibrous 6. Roll Again 48
Roll Again
Roll Again : o
Roll Again Engine H!ts 00
GyroHits OO
Left Leg Sensor Hits OO
Hip Life Support O
Upper Leg Actuator
Lower Leg Actuator Battle Value: 2,351
Foot Actuator BVfor3/4: 3,244
Roll Again Weapon Value: 2,366 / 2,366
Roll Again Cost, C-Bills: 15,292,000

SHEET
T?;jo

Total Armor
Pts =163
Left Right
Torso Head Tarso
= s o4 S
8 O, 0 O 8
(o] O
8 O, 8
Right Arm 8 /Yod o0 P71\ 8
16) o] 030.0l0 o
( bl o 8
[¢) (o) (o]
Left (¢} b O| Right
€f o gl
Amn © O, © Am
(10) enteplO (10)
) O Yrors
Right Leg o_teol o
(23) Left }o° of Right
legf O O_\lLeg
(144 % & £ o0 d19)
Damage [¢) (¢}
Transfer o o]
Diag| Internal Structure (99 Pts

1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4, |Large Pulse Laser
Large Pulse Laser
Medium Pulse Laser

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

Right Torso st
XL Engine
XL Engine
Ammo (LRM 20} 6
LRM 20
LRM 20
LRM 20

LRM 20
Ferro-Fibrous
Ferro-Fibrous
Roll Again
Rolf Again
Roll Again

Right Leg
Hip
Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Roll Again
Roll Again

SubwNn= oo

PPN oA LNS

LR ol

'MtcH Data

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

Tyee: Mad Dog (Vulture) Prime

Walking: § Clan
Running: g Biped OmniMech
Jumping: Level 2 /3050

1 Medium Pulse Laser LA
41 LRM 20 LT

4 7 -
6 1/hit
10 10 -
4 7

1 Large Pulse Laser RA

1 Medium Pulse Laser RA
1 LRM 20

RT 6 1/hit

Weaeons Inventory: (hexes) LL RT RL
Qy Type toc HtDmg Min ShtMed Lng LT CcT RT
| 1 Large Pulse Laser LA 10 10 - 6 cT LT cT

BV2:
101

Rounds:
12

Total Heat Sinks: 12 Double (24)
0000000000 00

Auto Eject:

[ Operational  [] Disabled

(40)

Name: MechWarrior Devon

Gunnery Skill: 3 Piloting Skill:

Weapon Heat:

4

Hits Taken 2 4 | 85

Consciousness#{ 3 | 5 { 7 | 10| 11

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

= | = [ | o2 foa o R R s o I fna s oo o des
N 1 B 3 (3 = Y (A6 1 BN 1 [ ] [ 3 1=

=
w)

-2 Movement Points

+1 Modifier to Fire

-1 Movement Point

Printed by FEAVYMETAL PRO. Copyright © 2009 RCW Enterprises. fBattleTech@, 'Mech® and BattleMech® are trademarks of WizKids, Inc.
P ission to ph. far | use.

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

2 LT CT RT

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

RA

3
4
5 LA RL
6
7
8

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
2 LT LT RT
3 CT CcT CT
4 LA RT RA
5 LA RA RA
6 HD HD HD

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

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

ATTACK MODIFIERS

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

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

Target

Movement
0-2 hexes 0
34 hexes +1
5-6 hexes +2
7-9 hexes +3
10-13 hexes +4
14-18 hexes +5 (Level 3)
19-24 hexes +6 (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 locationsf
Partial Cover +3 Punch locations|
infantry Squad  +1

MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| = Heat | To Hits Damage & Notes: 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
; 17111233 45 6
” 1122233 45 8

112234456 9
4 1223356 8 912
5 1223456 8 912
6 1233456 8 9 12
7 2233456 8 912
8 223457 8 101216
9 233457 8101216
10 23456910 121520
1 23456 910121520
12




BATTLEMECH RECORD SHEET

Status:

VALIDATED

ARMOR DiAGRAM

(18)

Head
9

0.0.0.0 0
OOOOOOOOOOO

(¢ )]

(o)

(o)
OO

(o]
[elNe)

Torso
(8

Right Arm
(16)

Right Leg
(26)

Damage
Transfer

1-3

4-6

Diagram

GRITIGAL HiT TABLE

REAR

Center

Torso

00 000 OOOOO

Left
Am
(1)

1. Shoulder
2, Upper Arm Actuator
3. Lower Arm Actuator Head 1-3
4. |ER Large Laser 1. Life Support
6. |ER Large Laser 2. Sensors
6. Roll Again 3. Cockpit
1. Roll Again 4. Roll Again
2. Roll Again 5. Sensors
3. Roll Again 6. Life Support 48
4. Roll Again
5. Roll Again Center Torso
6. Roll Again 1. XL Engine
2. XL Engine
Left Torso 1-3 3 XLEngine
1. XL Engine 4. Gyro
2. XL Engine 5. Gyro
3. XL Engine 6. Gyro 13
4. [SRM6 1. G -
. Gyro
& o (SRM6) 15 2. XLEngine
- o { ) 463 XLEngine
1. Ammo (SRM 6) 15 4. XL Engine
2. CASE 5. Medium Laser
3. Roll Again 6. Medium Laser 4-6
4. Roll Again
5. Roll Again s M
6. Roll Again Engine H!ts 000
GyroHits O O
Left Leg Sensor Hits OO
1. Hip Life Support O
2. Upper Leg A
3. Lower Leg Actuator Batlle Value: 1,481
4. Foot Actuator BVfor3/4: 2,044
5. Jump Jet Weapon Value: 1,331 /1,331
6. Jump Jet

Cost, C-Bills: 17,168,230

Left
lLeg
(15)

Internal Structure (107 Pts

POREND @AM

Right Torso

OOAUNDS POALN

Right Leg

SR NS

@

Total Armor
Pts = 192

Right
Torso Head Torso
19 o o\19

[o]

o\Ao0/P/o] Rigt
O' o () Am
o\Center© (11
O Yorsq ©
Solealo’)
(o) 1) Right
oo oo teg
o o «(15)
(o] [e]

[*) [

Shoulder
‘Upper Arm Actuator
Autocannon/20
Autocannon/20
Autocannon/20
Autocannon/20

Autocannon/20
Autocannon/20
Autocannon/20
Autocannon/20
Autocannon/20
|Autocannon/20

XL Engine

XL Engine

XL Engine

SRM 6

SRM 6

Ammo (AC/20) 5

Ammo (AC/20) 5
Ammo (AC/20) 5
CASE

Roll Again

Roli Again

Roli Again

Hip

Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Jump Jet

Jump Jet

"MEcH Data

Type: Avatar AV1-OA

Roll

HIT LOCATIONS (2D6)
Left Front/Rear Right

SRM 6

30 31

Total Heat Sinks: 10 Double (20)

0000000000
Auto Eject: Weapon Heat:
D Operational D Disabled (33)

Name: Adept Epsilon Raymond Jonser

R el 1 Pt P e B P I T (1 0 T8 S (R (N o
] (0] YN P 1] (] [ (723 f &Y (X (6] PN 7 (- O] (2 1 (=

=
=

Gunnery Skill:

Hits Taken
Consciousness #

3 4
5

11

Piloting Skill:
4
10

2
5

3
7

** Avoid Inferno explosion on..
Shutdown

Ammo Explosion, avoid on 8+ (™ 12+)

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

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

-4 Movement Points

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

+3 Modifier to Fire

-3 Movement Points

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

+2 Modifier to Fire

-2 Movement Points (** 4+)

+1 Modifier to Fire

-1 Movement Point

Printed by FEAVYMETAL PR0. Copyright © 2009 RCW Enterprises. fBattleTac:h@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
Parmission to ph or | usa.

mass: 70 tons 2 | Lt ¢ RT
Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
Walking: 4 inner Sphere 3 LL RA RL
Running: @ Biped OmniMech 4 LA RA RA
Jumping: 4 Level 2/ 3058 5 LA RL RA
Weagons Inventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng 7 LT CT RT
2 Medium Laser ¢cT 3 5§ - 3 6 9 8 cT LT cT
Bl 1 ER Large Laser LA 12 8 - 7 14 19 9 RT LL LT
10 RA LA LA
1 Autocannon/20 RA 720 - 3 6 9
1 SRM 6 RT 42hit- 3 6 9
1 SRM 6 LT 4 2hit - 3 6 9
J Ammo Type Rounds:  BVZ: PUNCH LOCATIONS (1D6)
Autocannon/20 15 147

Left Front/Rear Right

LT
LT
cT
LA

LA RT
LT RT
CcT CT

RT RA

Roll

KICK LOCATIONS (1D6)
Left Front/Rear Right

13
46

LL
LL

RL
LL

RL
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

Arm Act. (each)

In Depth 1 Water

In Depth 1 Water

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

BattleMech Damage

+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

Move
Heat

Num
Hex

Type
WIRIJ

+ Weap
Heat

+ Prev
Heat

+ Misc
Heat

= Total
Heat

-H.S.
Pts

= Heat
Level

To Hits

Damage & Notes:

MISSILE HITS TABLE

© |0 [~ | | | [N

-
<o

-
=y

A
N

Number of Missiles Fired
2D62 3 4 56 9 101215 20
1111233 45 6
122233 4 5 6
12234456 9
223356 8 9 12
223456 8 912
233456 8 9 12
233456 8 9 12
234578
33457 8
3456910
3456910




"MEcH DaTa

tyee: Excalibur EXC-C1
Mass: 70 tons

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

BATTLEMECH RECORD SHEET

REAR Right Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
Status: VALIDATED Togso Torso Walking: § Inner Sphere 3 LL RA RL
ARMOR DIAGRAM & T /o Rwing: 8 Biped Mech 4 | t,a Ra Ra
Head Jumping: ( Level 2 /3058 5 LA RL RA
9 Weaeons Inventory: (hexes) 6 LL RT RL
Qty Type Loc HtDmg Min ShtMed Lng 7 LT CT RT
1 Gauss Rifle RA 115 2 7 15 22 8 cT LT cT
Total Armor ¥ 1 LRM20 w/Aemis IV LT 6 4/hit 6 7 14 21 9 RT LL LT

-— Wi amis
Pis =144 Bl 1 Medium L. LA 3 5 3 6 9 10 RA LA LA
. g | ecium Laser . 11 RL LA LL

Left Right

Torso Head Torso 12 HD HD HD

196 o)i®

Bvra °o° )yl

0 1% o4 % Rounds:  BVZ:

g (A Dbo o " nas: . PUNCH LOCATIONS (1D6)

) 0 [P XL T of Gauss Rifle 16 150 -
Left Arm Right Arm (o) ©) o Roll Left Front/Rear Right

(15) (15) o/ \8d%Lp°/ \o 12 86

o o) o |§ - 1 LT LA RT

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

o (2o okee| Mol _ocoooooooo cr  or  oT
00 (O%enep®y) ¢ B Auto Eject: Weapon Heat: LA RT RA
[ operational [ bisabled (10) LA RA RA
(17) 17) Left o o Rignt - HD HD HD
Leg oo 0o L1e5g
15
Damage (9 go og (19
T
D;:;f;ﬁ Name: Adept Epsilon-lil Chole Barret KICK LOCATIONS (1D6)
Roll Left Front/Rear Right

4 5

Gunnery Skill: Piloting Skill:

13 LL RL RL
Hits Taken 2 314
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm A # 7[10] 1
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator - - R ———
" 4. Hand Actuator 1. Life Support 4, [Gauss Rifle
5. Medium Laser 2. Sensors 5. |Gauss Rifle
6. Roll Again 3. Cockpit 6. lGauss Rifle “[n‘ SGAI-E Attagl.(r;rrACK MODIFIERS
1. Roll Again 4. Roll Again 1. |Gauss Rifle - Movement
2. Roll Again g- E;:?Js o 2. |Gauss Rifle [30] Shutdown Stationary None
46 % Roll Again g PP 463 Gauss Rifle [29] ) _ Walked +1
4. Roll Again Center T 4. |Gauss Rifle _% Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enter 10rso 5. Roll Again = . Jumped +3
6. Roll Again 1. XL Engine 6. Roll Again (281 Shutdown, avoid on 10+ BattleMech Damage
2. XL Engine : [24] +4 Modifier to Fire Sensor Hit +2 .
eft Torso 1-3 3. XL Engine R|ght Torso [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1, XL Engine [22] Shutdown, avoid on 8+ PAfm Act. (each) :; weapons in arm
2. XL Engine 5. Gyro 2. XL Engine |21} . rons
1-3 3. XL Engine 6. Gyro 1.3 3. XLEngine % ZiMovemee:lt l?:mtsv o as In Depth 1 Water +1
- -~ | 19} mmo piosion, avoid on
g. tgm gg 1. Gyro g ::zg gg:z::; g [18] Shutdown, avoid on 6+ Target
6. |Lrm 20 2. XL Engine 5 CASE [17] +3 Modifier to Fire Movement
. 46 3. XL Engine . | 16 | 0-2 hexes (1]
1. |LRM20 "0 4. XL Engine 1. Roll Again [15] -3 Movement Points 34 hexes +1
2. |LRM 20 5. Roll Again 2. Roll Again 1141 Shutdown, avoid on 4+ 5-6 hexes +2
4.6 > ArtemisIVFCS 6. Roll Again 463 RollAgain [ 131 +2 Modifier to Fire 7-9 hexes +3
4. Ammo (LRM 20) 6 4. Roll Again :Eg :2;2: :g (Level 3)
3 f f . Roll Agail .
g. g;’é"; (LRM20) & Engine Hits OO O g. ol Ag::.: -2 Movement Points 19-24 hexes  +6 (Level 3)
et 00 | st e U,
Left Leg LSfen;or Hits 8 ) Right Leg Sprinted b
1. Hip ife Support 1. Hip - s Prone —2 adjacent hex
2. UpperLeg A - 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,637 3. Lower Leg Actuator Immobile -4
4. Foot Actuator Weapon Value: 1,331/1,236 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Roll Again Cost, C-Bills: 16,093,786 5. Roll Again Partiai Cover +3 Punch locations]
6. Roll Again 6. Roll Again Infantry Squad ~ +1

e ——— le—

Printed by FEAVYINETAL PRO. Copyright © 2009 RCW Enterprlses.fBatﬂeTech@, 'Mech® and BattleMech® are trademarks of WizKids, Inc.
Parmission ta ph. ar | use.

MOVEMENT RECORD MISSILE HITS TABLE
Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| = Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
; 2[11 11233 4 5 &
3|1122233 4 6
3 12234456 9
4 223356 8 9 12
5 223456 8 9 12
6 233456 8 912
7 233456 8 9 12
8 23457 8101216
9 3345738
10 34568910
11 3456910
12




BATTLEMECH RECORD SHEET

Status:

VALIDATED

ARMOR DIAGRAM

Left Leg

(30)

Head
)

(°)

()]
[e(e]

(¢)

O O
00000o

Torso
(5)

Right Arm
(22)

Right Leg

(30)

Damage
Transfer

ParLND PadwNS

SupwNS popwN

A

REAR
Center

Torso
)

Left Right
Torso Head Torso
5 15 5 o)1
OO § o )
o2l
go (R x o)
o (¢} OOO O
0.0
(o) (¢)
Left 2 o
el [o] [e)
Arm (s ° ()
(10 (OP¥fentey©y
O florsg ©
oo jeal o>
Left o IS
teg/ O (o]
(15 L %
(¢} [¢)
(¢} [¢]}

Left Arm
Shoulder
Upper Arm Actuator
Medium Pulse Laser Head 1-3
Ferro-Fibrous 1. Life Support -
Ferro-Fibrous 2. Sensors
Ferro-Fibrous 3. Cockpit
Roll Again 4. Small Laser
Roll Again 5. S.ensors
Roll Again 6. Life Support 46
Roll Again
Roll Again Center Torso
Roll Again 1. Fusion Engine
2. Fusion Engine
Left Torso 1-3 3. Fusion Engine
Autocannon/20 4. Gyro
Autocannon/20 5. Gyro
Autocannon/20 6. Gyro 13
Autocannon/20 -
Autocannon/20 1. Gyro
Autocannon/20 2 Fusfon Eng!ne
4-6 3. Fusion Engine
Autocannon/20 4. Fusion Engine
Autocannon/20 5. Medium Pulse Laser
Autocannon/20 6. Roll Again 48
Autocannon/20
Ferro-Fibrous : B
Ferro-Fibrous Engine Hfts 000
GyroHits OO
Left Leg Sensor Hits OO
Hip Life Support O
Upper Leg Ac
Lower Leg Actuator Battle Value: 1,507
Foot Actuator Weapon Value: 1,739/1,739
Ferro-Fibrous Cost, C-Bills: 6,555,229
Ferro-Fibrous

Shoulder

Total Armor
Pts =215

Right
Leg
(15)

1 Small Laser

HD 1

2 3

[ Ammo Type:

Autocannon/20

Rounds:

10 55

Bv2:

Total Heat Sinks: 13 Double (26)
0000000000 000

C

Auto Eject:

D Operational ji

Gunnery Skill:
Hits Taken

[] pisabled

4

Piloting Skill:

5

Weapon Heat:
(28)

Name: Acolyte Epsilon-Vi Barry Binder

23| 4

#/ 3| 8§17 ]10

Upper Arm A

Hand Actuator
ER Large Laser
ER Large Laser

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

Right Torso

[Double Heat Sink
Double Heat Sink
IDouble Heat Sink
Double Heat Sink
Double Heat Sink
|Double Heat Sink

Ammo (AC/20) 5
Ammo (AC/20) 5
Ferro-Fibrous
Ferro-Fibrous
CASE

Roil Again

Right Leg

Hip

POPWND pohLND

OUNRWND DA WNS

Foot Actuator
Ferro-Fibrous
Ferro-Fibrous

eopwna

Lower Arm Actuator

Upper Leg Actuator
Lower Leg Actuator

FES Y Y N JEN N R N T 6] (¥ O O TN (XY (¥ R T
OXT 020 O 13 =) B 23 (20 (= Y (] ¢ P 2y 12 B o 4 =

11

Dead

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 Moveinent Point

G

Prlnled by P:AV“I'IE!'.AL P30. Copyrlght©2009 RCW Entarprlses BattleTech@ 'Mech® and BattleMech® are trademarks of WizKids, Inc.

"MecH Data HIT LOCATIONS (2D6)
- Roll R Right
Tyee: Shootist ST-8A off Left FrontRear Rig
Mass: 70 tons 2 LT CT RT
Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
Walking: 4 Inner Sphere 3 LL RA RL
Running: g Biped 'Mech 4 LA RA RA
Jumping: () Level 2/3058 5 LA RL RA
Weagons Inventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng 7 LT CcT RT
1 Autocannon/20 LT 72 - 3 6 9 8 cT LT CcT
1ERLargoLaser RA 12 8 - 7 14 19 9 RT LL LT
10 RA LA LA
1 Medium Pulse Laser LA 6 - 2 4 6
1 Medium Pulse Laser CT 6 - 2 4 6
3 1

Roll

PUNCH LLOCATIONS (1D6)
Left Front/Rear Right

1 LT
LT
CT
LA
LA

HD

LA RT
LT RT
CT CcT
RT RA
RA RA

HD HD

Roll

KICK LOCATIONS (1D6)
Left Front/Rear Right

1.3
46

LL
LL

RL
LL

RL
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

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 RECO QD 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
; 1111233 45 6

122233 4568
3 12234456869
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 345869 15 20
12




'MecH Data

Tyre: Black Knight BL6-KNT
Mass: 75 tons

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

BATTLEMECH RECORD SHEET

REAR Right Movement Points: Tech, Config. & Level:
Status: VALIDATED T?SO Conter T?go Walkfng: 4 Inner Sphere 3 LL RA RL
ARMOR DIAGRAM Rumiog: 6 Biped 'Mech 4 | LA RA RA
Head Jumping: () Level 2/3050 S LA RL RA
9 ry: (hexes) 6 LL RT RL
Loc HtDmg Min ShtMed Lng 7 LT CcT RT
8 CT LT CT

RA 10 10 3 6 12 18

Total Armor 9 RT LL LT
— L L LT 8 - 10 15

Pts = 208 o ol 0 [ ra A 1A

arge aser ; 1 | RL LA LL

Left Right
Torso Head Torso

Medium Laser LT
Medium Laser RT

HD HD HD

Madium Laser LA

Madium Laser RA PUNCH LOCATIONS (1D6)

[

@ n ot o o © @
'
W W W W oo oo

O A W W W W ®

O| Right Arm Small Laser HD -1 Roll Left Front/Rear Right
OOO (24) 1_Beagle Active Probe CT - - - 1 LT LA RT
o Total Heat Sinks: 20 Slngle LT LT RT
OOO 0000000000 0000000000 CT CT CcT
Auto Eject: Weapon Heat: LA RT RA
Left Leg Right Leg [ operational  [] Disabled (39) LA RA RA
(24) (24) Left HD HD HD

Damage
Transfer
Diag

0. 0.0 0 O
OOOOOOOOO

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

Gunnery Skill: 3 Piloting Skili: 4

Left Arm GrimicaL Hit TaBLE i 13 | LL RL RL
its Taken | 1 2 3 4 5 6
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm A 7110
13 3. Lower Arm Actuator Head 3. Lower Arm Actuator
" 4. Hand Actuator 1. Life Support 4. Hand Actuator
5. Medium Laser 5. |PPC
& Endo Stea! 2. Sensors o |pro HEAT SCALE ATTACK MODIFIERS
- Enoo Stee 3. Cockpit .
Attacker
1. Endo Steel 4. Small Laser 1. |pPC Movement
2. Endo Stee! 5. Sensors 2. Medium Laser [30] Shutdown Station None
6. Life Support a1 ationary o
4.6 3 EndoSteel . PP 3. Endo Steel [ 23| . _ Walked +1
4. Roll Again 4. Endo Steel .28 Ammo Explosion, avoid on 8+ Ran 2
5. Roll Again Center Torso 5. Endo Steel % Shutdown. avoid on 0 Jumped +3
6. Roll Again 1. Fusion Engine 6. Endo Steel 5571 5 Movement Points BgﬁleMeﬂ'tDamaga-ez
2. Fusion Engine f [24] +4 Modifier to Fire ensor Hi
Left Torso 13 3. Fusion Engine R|ght Torso [23] Ammo Explosion, aveid on 6+ Shoulder +4 weapons in arm
1. Single Heat Sink 4. Gyro 1. Single Heat Sink [22] Shutdown, avoid on 8+ Arm Act. (each) +3 Weapons in arm
2. Single Heat Sink 5. Gyro 2. Single Heat Sink [21] Prone
13 3. I:Large Laser 6. Gyro 13 3. [Large Laser [ 20| -4 Movement Points In Depth 1 Water +1
- - | 19| Ammo Explosion, avoid on 4+
g' l“}laer;ﬁ;af:; or 1. Gyro g haerdgiirl;lalfae;er [ 18] Shutdown, avoid on 6+ Target
6. Endo Steel 2. Fusion Engine 6. Endo Steel 7] +3 Modifier to Fire M:X;r:ent 0
) 3. Fusion Engine | 16 | exes
1. Endo Stee! 46 4. Fusion Engine 1. Endo Steel | 151 -3 Movement Points 3-4 hexes +1
2. Endo Steel 5. |Beagle Active Probe 2. Endo Steel [14] Shutdown, avoid on 4+ 5-6 hexes +2
46 3. Roll Again 6. |Beagle Active Probe 46 3. Roll Again % +2 Modifier to Fire 339‘:1;?5 +i
4. Roll Again 4. Roll Again I3 —~13 hexes  +
i L1 14-18 hexes +5 (Level 3
5. Roll Again Engine Hits O OO S. Roll Agat.n | 10| -2 Movement Points 19-24 hexes +6 gLevel 3;
6. Roll Again . 6. Roll Again g A
GyroHits OO M5 +1 Modifier to Fi 25+ hexes +7 (Level 3)
" : = ocitier to Fire Jumped +1 additional
Left Leg Sensor Hits 0O Right Leg s Sprinted -1
1. Hip Life Support O 1. Hip = . ; Prone -2 adjacent hex
2. Upper Leg At 2. Upper Leg Actuator % 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,551 3. Lower Leg Actuator R Immobile -4
4. Foot Actuator BVior3/4: 2,140 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations]
5. Single Heat Sink Weapon Value: 1,504 /1,504 5. Single Heat Sink EN Partial Cover +3 Punch locations|
6. Single Heat Sink Cost, C-Bills: 7,136,938 6. Single Heat Sink { 0| Infantry Squad  +1

Prlntsd by FEAVYRETAL P30. Copyright © 2009 RCW Enterprlses BaﬂleTech@ 'Mech® and BattleMoch® 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 o062 3 456 9 10 12 15 20

; 1111233 45 6
1122233 456

3 1122344586 9

4 1223356 8 9 12

5 1223456 8 912

6 1233456 8 9 12

L 2233456 8 9

8 2234578

9 2334578

10 23456910

11 23456910

12 —




-

Medium Pulse Laser RT

"MecH Data HIT LOCATIONS (2D6)
o Roll L. F: R Right
Tyee: Black Knight BLO-KNT ol _Left Front/Rear Rig
BATTLEMECH RECORD SHEET mass: 75 tons 2of oo R
Left Right Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
Status: VALIDATED Toso REAR 1o Walking: 4 ioner Soh 3 | L RA RL
(8) Center (8) = nner Sphere 4 LA RA RA
ARMOR DIAGRAM Ruaning: @ Biped 'Mech
Head Jumping: Level 2/ 3050 5 LA RL RA
2 i Weapons Inventory: (hexes) 6 LL RT RL
Qy Type Loc HtDmg Min ShtMed Lng 7 LT CT RT
Large Laser LT 8 8 - 5 10 15 8 cT LT cT
%0 Total Armor 9 RT LL LT
OO Pts = 216 Large Laser RT 8§ 8 - 5 10
% ERPPC RA 15 10 7 14 10 RA LA LA
% et Right 11 | RL LA L
g Torso Head Torso Large Pulse Laser CT 10 12 HD HD HD
(o]
(o}

-

Medium Pulse Laser LT

-

Medium Pulse Laser RA

PUNCH LOCATIONS (1D6)

LR R
o o o @
'
NN NN W
A& A s s~

Left Arm Right Arm Medium Pulse Laser LA 6 Roll Left Front/Rear Right
(24) (24) fll 1 Hatchet _ LA 0 15 1 LT LA RT
Total Heat Sinks: 15 Double (30) LT LT RT
X 0000000000 00000 CT CT cT
X Auto Eject: Weapon Heat: LA RT RA
Left Leg ©_0 [Right Leg [ Operational  [] Disabled (57) LA RA RA
¢)
(25) oo\ 29 e HD HD HD
o

o0
e)
00 Damage
Transfer

Name: Adept Epsilon-IV Anges Skinner
4 4

Diagram

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

Gunnery Skill: Piloting Skill:

Left Am GRITICAL HiT TABLE e il 13 [[LL RL RL
1. Shoulder 1. Shoulder X 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # LA U I
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator - e
4. Hand Actuator 1. Life Support 4. Hand Actuator
5. Medium Pulse Laser 2. Sensors 5. [Double Heat Sink
6. [Hatchet 3. Cockpit 6. |Double Heat Sink “H'“ scm-[ Atta?l-(re.l;‘ACK MODIFIERS
1. |Hatchet 4. Endo Steel 1. [Double Heat Sink ] rs
5. Sensors TR ovemen
2, [Hatchet .S 2. [ERPPC | 30| Shutdown Stationary None
43 |Hatchet 6. Life Support 4.6 > [ERPPC [29] Walked +1
4. |Hatchet T 4, |ERPPC |28 | Ammo Explosion, avoid on 8+ Ran 2
5. Endo Steel Center Torso 5. Medium Pulse Laser 127 Jumped +3
) 1 26| Shutdown, avoid on 10+
6. Endo Steel ; §t Eng;"e 6. Endo Steel (557 -5 Movement Points ngfx)?mtpama%;
ngine . | 24| +4 Modifier to Fire R
Leﬁ TOFSO 1-3 3. XL Engine nght TOI‘SO [23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine [22] Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine | 21] . Prone +2
1-3 3. XL Engine 6. Gyro 13 3. XL Engine [20] -4Movement Points In Depth 1 Water +1
"V 4. [Double Heat Sink ™ 4. [Double Heat Sink 18] Ammo ExPIos".’"’ avoid on 4+ Target
5. |Double Heat Sink 1. Gyro 5. |Double Heat Sink (181 Shutdown, avoid on 6+
- " 2. XLEngine - si [17] +3 Modifier to Fire Movement
6. |Double Heat Sink 3. XL Engine 6. |Double Heat Sink 6] 0-2 hexes 0
1. [Large Laser 4. XL Engine 1. [Large Laser | 15] -3 Movement Points 3-4 hexes +1
2. |Large Laser 5. |Large Pulse Laser 2. |Large Laser % Sg'l‘vtld:\'*‘("’ avoid on 4+ 5-6 hexes +2
3. Medium Puise Laser 6. |Large Pulse Laser 3. Medium Pulse Laser [ 131 +2Modifier to Fire 7-9 hexes +3
46 46 | 12 | 10-13 hexes  +4
4. Endo Steel 4. Endo Steel 11 1413 hexes 15 (Level 3)
g' E_ZZZ giz EngineHits QOO 2 gzgz gﬁ::i ::l—: -2 Movement Points 19-24 hexes +6 (Level 3)
) Gyro Hits OO ) 8| +1 Modifier to Fire 25+ he)‘(’es +:|, (I:;a’el 3) 1
M : 51 Jumpe: +1 additional
eft Leg LSfenéor Hltrst g o Right Leg ] Sprinted i
1. Hip ife Suppo 1. Hip M1 . . Prone -2 adjacent hex
2. Upper Leg Actuator X 2. Upper Leg Actuator 41 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,678 3. Lower Leg Actuator 3] Immobile -4
4. Foot Actuator BVfor4/4: 1,930 4. Foot Actuator 2 ] In Depth 1 Water +2 Punch locations]
5. Endo Steel Weapon Value: 1,940 /1,940 5. Endo Steel 1 | Partial Cover +3 Punch locations
6. Endo Stee! Cost, C-Bills: 15,438,500 6. Endo Steel 0 Infantry Squad

Printed by FEAVYMETAL PR0. Copyright © 2003 RCW Enterprises. ‘BaﬂleTochQ "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 34569 1012 15 20
! 111233 45 6
2 122233 45 6
3 12234456 9
4 223356 8 9 12
5 223456 8 912
6 233456 8 9 12
7 233456 8 9 12
8 23457 8101216
9 334578101216
10 3456910121520
11 3456910121520
12




"MEcH Data

tyre: Flashman FLS-8K
Mass: 75 tons

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

BATTLEMECH RECORD SHEET

s VALIDATE T REAR 1'_?'9 t Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
tatus: VALIDATED (%5)" Center (‘:'Os)" Walking: 5 Inner Sphere 3 LL RA RL
ARMOR DiAGRAM e 8 Biped feoh o B
Head Jumping: () Level 2/ 3050 5 LA RL RA
9 Weagons Inventory: {hexes) 6 LL RT RL
Qy Type Loc HtDmg Min Sht Med Lng 7 LT CcT RT
) 1 Large Laser CT 8 8 - 5 10 15 8 CT LT CT
Ogo Total Armor 1 Large Laser LA 8 8 - 5 10 15 9 RT LL LT
0-0 Pts = 216 1 Large Laser RA 8 8 - 5 10 15
0% 1 MediumLaser LT 3 5 - 3 6 9 10 RA LA LA
080 Lo Right 1 MediumLaser LTR)3 5 - 3 6 9 1 RL LA LL
oo Torso Head Torso 1 Medium Laser RT 3 5 - 3 6 9 HD HD HD
OO 1 Medium Laser LA 3 &8 - 3 6 9
Oo 1 Medium Laser RA 3 5 -~ 3 6 9
Oo 1 Flamer WD 3 2 - 1 2 3
1 Anti-Missile System RT 1 * . . - . PUNCH LOCATIONS (1D6)
Left Arm Right Arm Ammo Type: Rounds:  BVZ Roll Left Front/Rear Right
(24) (24) Anti-Missile System 12 14 T LA RT
Total Heat Sinks: 15 Double (30) LT LT RT
X 0000000000 00000 CT CT CT
X X Auto Eject: Weapon Heat: LA RT RA
Left Leg [o)o] OOO Right Leg D Operational I:l Disabled
(27) oo\ @9

0. 0.0
OOOOOOOO
0 0.0

OOOOO

Name: Adept Epsilon-lll David Zardzin
3 4

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

Gunnery Skill: Piloting Skill:

Left Arm Hits Taken 2|3 1-3 LL RL RL
1. Shoulder 1. Shoulder X 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 517110
13 3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
4. |Large Laser 1. Life Support 4. |Large Laser
5. |Large Laser 2. Sensors 5. |Large Laser
6. Medium Laser 3. Cockpit 6. Medium Laser “H“ ssAlE Attaélze.l;‘ACK MODIFIERS
1. Roll Again 4. Flamer 1. Roll Again - Movement
2. Roll Again 5. Sensors 2. Roll Again [30] Shutdown Stationary None
4.6 3 RollAgain 8. Life Support 4.6 3 RolAgain [29] Walked +1
4. Roll Again "V 4. Roll Again [ 28] Ammo Explosion, avoid on 8+ Ran +2
5. Rl Aga’:n Center Torso 5 Rl Aga':n g—; Shutdown, avoid on 10+ Jumped +3
6. Roll Again ; . i:: Eng!ne 8. Roll Again z ! Movem;nt Points Bgt;r:f)itmtDama%ez
. ngine . 24| +4 Modifier to Fire B
Left Torso 1.3 3 XCEngine Right Torso [33] 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. Xt Engine [21] ] Prone +2
13 3. XL Engine 6. Gyro 1-3 3. XL Engine % :MoveEme:lt Points on s In Depth 1 Water +1
4. Medium Laser 1. Gyro 4. Medium Laser £ S!Tu'r:ow):lp :::i‘:';"gl on 4+ Target
5. Medium Laser (R) 2' XL Engine 5. Anti-Missile System 171 +3 Mo diﬁe’r to Fire Movement
6. Roll Again 3‘. XL Engine 6. Ammo (AMS) 12 6] 0-2 hexes 0
1. Roll Again 4'6 4. XL Engine 1. Roll Again | 15| -3 Movement P9ints 3-4 hexes +1
2. Roll Again 5. E_arge Laser 2. Roll Again [ 14} Shutdown, avoid on 4+ 5-6 hexes +2
463 RollAgain 6. {Large Laser 4.6 3 FRollAgain { 13} +2 Modifier to Fire 7-9 hexes +3
4. Roll Again 4. Roll Again 1&1; :z:z: Ig (Lvel 3)
: ggz:g::z Engine Hits O OO g gg;;ﬁg::z -2 Movement Points 1924 hexes  +6 (Level 3)
GyroHits OO . " 25+ hexes +7 (Level 3)
Left Leg Sensor Hits O O Right Leg riederiore oS e
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 otgier hexes
3. Lower Leg Actuator Battle Value: 1,779 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BV for3/4: 2,455 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Roll Again Weapon Value: 2,058 /2,058 5. Roll Again "~ Partial Cover +3 Punch locations]
6. Roll Again Cost, C-Bills: 17,831,625 6. Roll Again Infantry Squad  +1

Printed by FEAVYMETAL P30. Copyright © 2009 RCW Enterprises. fEattleTwh@, "Mech® and BattleMech® are trademarks of WizKids, Inc.
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MOVEMENT RECORD MISSILE HITS TABLE

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

Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 456 9 10 12 15 20

; 2[t1 11233 45 6

3 122233 45 6
12234456 9

4 223356 8 912

5 223456 8 912

6 233456 8 912

7 233456 8 912

8 234578

9 334578

10 345689

11 34569

12




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

"MecH DATA
Tyre: Timber Wolf (Mad Cat) A

BATTLEMECH RECORD SHEET mass: 75 tons S P A
Left REAR Right Movement Points: Tech, Config. & Level: (crit) {crit) (crit)
Status: VALIDATED T?;io c TC(z;so Walking: § Clan 3 LL RA RL
enter .

ARMOR DIAGRAM : S Rning: 8 Biped Omnittech Wl 4 | LA RA  RA
Head Jumping: ( Level 2/ 3050 5 | LA RL RA
g Weaeons Inventory: (hexes) 6 LL RT RL
Qty Type Loc HtDmg Min ShtMed Lng 7 LT CT RT
[o) Total A 1 ERPPC RA 8 cT LT CcT
08 Sta - ;r;\gr 3 Medium Pulse Laser LT 9 RT LL LT
og s = + R PPC A 10 | RA LA LA
%o Lef Right _ 1M | RL LA W
8 oo Head Towo 1 Streak SRM 6 RT 4 2fhit 12 HD HD HD

o (16) o o (16) 1 ERSmallLaser CT 2 5

(o] [e]

PUNCH LOCATIONS (1D6)

0, °] Right Amm o /\S ogo »>/\ o Ammo Type: Rounds;  BV2: Roll  Left Front/Rear Right

o0 (o)(o] (24) o oo olo o Streak SRM 6 15 28

P P o ' 1 LT LA RT

o o Total Heat Sinks: 20 Double (40) LT LT RT

080 ogo 00CO0000000 0000000000 cT cT cT

S0 &3 Auto Eject: Weapon Heat: LA RT RA

OOO OOO [ Operational  [[] Disabled (48) LA RA RA
@2 [ % %o , HD HD HD

c &

00 00

oo oo (18, O (16) _

o o Damage o

Transfer o &)

name: MechWarrior Troy
4 Piloting Skill:

Diagram

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

4

Gunnery Skill:

Left Arm GRiricaL HiT TaBLE R S 13 [IL R R
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuat # 5|7 [10]1
4-3 3 [Double Heat Sink Head 3. [Double Heat Sink B ——
"9 4. |Double Heat Sink 1. Life Support 4. |Double Heat Sink
o Supp
5. |Double Heat Sink 2. Sensors 5. [Double Heat Sink
6. h)ouble Heat Sink 3. Cockpit 6. |Double Heat Sink “E‘“ scm-[ Aﬁa?:;ACK MODIFIERS
1. [ERPPC 4. Ferro-Fibrous 1. [Double Heat Sink - Movement
‘ 2. [ERPPC 5. Sensors 2. |Double Heat Sink Shutdown Stationary None
! 483 Fero-Fibrous 6. Life Support 4.6 3 [ERPPC Walked +1
4 4. Roll Again C t T 4. |ERPPC Ammo Explosion, avoid on 8+ Ran +2
! §. Roll Again enter 10rs¢ 5. Ferro-Fibrous = Jumped +3
“ 6. Roll Again 1. XL Engine 6. Roll Again (28 Shutdown, avoid on 10+ BattleMech Damage
2. XL Engine . [24] +4 Modifier to Fire ensor Hi * .
eﬂ TOI‘SO 1-3 3. XL Engine nght TOI'SO (CASE) z Ammo Explosion, avoid on 6+ Shoulder +4 weapons Inarm
1. XL Engine 4. Gyro 1. XL Engine Shutdown, avoid on 8+ Arm Act, (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine . IPr%ne h1W :f
1-3 3. Medium Pulse Laser 6. Gyro 1-3 3. [Streak SRM 6 Hs] X‘M";"’E':":‘t ?‘"“tsv id on 4+ n Dept ater
" 4. Medium Pulse Laser ™ 4. |Streak SRM 6 e Smmo EXplosion, avold on Target
5. Medium Pulse Laser ; )cz‘l).lr;n ine 5. Ammo (Streak 6) 15 (18| f;";:::‘.'f',:’ at:°’;f‘a°" 6+ Movement
6. Endo Steel oy Eng.l e 6. Endo Steel Hier fo Fir 0-2 hexes 0
: 1. Ferro-Fibrous 485 x Engine 1. Ferro-Fibrous -3 Movement Points 3-4 hexes +1
| 2. Ferro-Fibrous 5. ER Small Laser 2. Ferro-Fibrous Shutdown, avold on 4+ 5-6 hexes +2
‘ 4.6 % RollAgain 6. Endo Steel 4.6 3 RollAgain *2 Modifier to Fire 7-9 hexes +3
4. Roll Again Y 4. Roll Again 12,__:113 2exes :g (Level 3)
i N N i exes evel
o far 22222 EngineHits 00O | & 2255233}2 -2 Movement Points 1924 hexes  +6 (Level 3)
Gyro Hfts o0 . +1 Modifier to Fire ig;gz’ées :: E-ll::l?:lvi;:eilo?l)al
Left Leg Sensor Hits O O nght Leg Sprinted i
1. Hip Life Support O 1. Hip . Prone -2 adjacent hex
2. Upper Leg A 2. Upper Leg Actuator *1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 2,854 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVford/4: 3,282 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Endo Steel Weapon Value: 4,403 /4,221 5. Endo Steel Partial Cover +3 Punch locations)
6. Endo Steel Cost, C-Bills: 23,652,892 6. Endo Steel Infantry Squad  +1

Printed by FEAVYRIETAL PRO. Copyright © 2009 RCW Enterprises. fBaﬁIeTech@, ‘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
; 11 233 45 6
3 12 233 456
12 34456 9
4 2 2 356 8 912
5 2 2 456 8 912
6 233456 8 912
7 233456 8 912
8 234578 101216
9 334578 101216
10 3456910121520
11 34569 15 20
12




Roll Right
Type: Crockett CRK-5003-1 ot Left FrontiRear Rig
BATTLEMECH RECORD SHEET mass: 85 tons 2| brooer R
Left REAR Right Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
Status: VALIDATED Torso Torso Walking: 3 Inner Sphere 3 LL RA RL
A (1) Center (1) Rumning: ner 9p 4 LA RA RA
RMOR DIAGRAM 3 9 5 Biped ‘Mech
Head Jumping: 3 Level 2/ 2750 5 LA RL RA
Weaeons Inventory: (hexes) 6 LL RT RL
Qty Type Loc HtDmg Min ShtMed Lng 7 LT CcT RT
1 Small Laser LA 1 3 -1 2 3 8 CT LT CcT
Total Armor B4 small Laser RA 1 3 -1 2 3 9 RT LL LT
Pts = 263 1 SRM 6 LT 42mit- 3 6 9 10 RA LA LA
Left Right 1 SRM 6 RT 42hit- 3 6 9 11 RL LA LL
Torso Head Torso 1 ERlargelaser LA 12 8 - 7 14 19 HD HD HD
18 o o)1 1 ERLargelaser RA 12 8 - 7 14 19
o 1 LB 10-X AC LT 210 - 6 12 18
Ammo Type: Rounds:  BV2: PUNCH LOCATIONS (1D6)
. SRM 6 30 24 .
Left Arm o) O| Right Arm O Roll Left Front/Rear Right
(28) 030 o] (28) 2 &% 9 LB 10X AC 30 o7 ) 9
prend P , : LT LA RT
pre 2o ‘ Total Heat Sinks: 15 Double (30) LT LT RT
ogo ogo Left 19 ° ] Rotfl 0000000000 00000 cT cT cT
o8 23 (4 (oenegoo) (1) gl Auto Eject: Weapon Heat: LA RT  RA
Left Leg OgO 080 Right Leg go (%"75) og [ Operational [ Disabled (36) LA RA RA
38 /oo [o)(e) (36) Left 2 % Right e — HD HD HD
@) @) o oo\ N9
OOO OoO Leg g ° Leg
o0 00 (18)g o 2 A1)
EI[E] == IRl - —
o P ransfer Ad . ICK LOCATIONS (1D6
Di Name: ept Epsilon-lli Mark Renn
lagram Internal Structure (130 Pts Roli Left Front/Rear Right

eft Arm
1. Shoulder
2, Upper Arm Actuator
1-3 3 ower Arm Actuator Head 1-3
4, |[Double Heat Sink 1. Life Support
5. |Double Heat Sink 2. Sensors
6. |Double Heat Sink 3. Cockpit
1. Small Laser 4. Roll Again
2. [ER Large Laser 5. Sensors
4.5 > [ERLarge Laser 6. Life Support 46
4. Roil Again
5. Roll Again Center Torso
6. Roll Again 1. Fusion Engine
2. Fusion Engine
L_eft TOI‘SO 1_3 3. Fusion Engine
1. [Double Heat Sink 4. Gyro
2. {Double Heat Sink 5. Gyro
1-3 3 |Double Heat Sink 6. Gyro 1-3
4. [SRM& 1. Gyro
g‘ %gnfoe.x AC 2. Fusion Engine
: 4-6 3. Fusion Engine
1. |LB 10-X AC 4. Fusion Engine
2. |LB10-XAC 5. Jump Jet
3. |LB 10-X AC 6. Rolf Again
4-6 4. |LB 10-XAC 4-6
5. |[LB10-X AC < 5
6. Ammo (LB 10-X) 10 Engine Hfts ©o0o
GyroHits OO
Left Leg Sensor Hits O O
1. Hip Life Support O
2. Upper Leg A
3. Lower Leg Actuator Batlle Value: 1,923
4. Foot Actuator Weapon Value: 2,243 /2,243
5. Jump Jet Cost, C-Bills: 8,388,825
6. Roll Again

OARONS DR LN

PUHONE SRS

DO PN

Shoulder
Upper Arm Actuator

Lower Arm Actuator

[Double Heat Sink
Double Heat Sink
|Double Heat Sink

Small Laser

ER Large Laser
ER Large Laser
Roll Again

Roll Again

Roll Again

Right Torso

Double Heat Sink
Double Heat Sink
Double Heat Sink
Double Heat Sink
Double Heat Sink
Double Heat Sink

SRM 6

SRM 6

Ammo (SRM 6) 15
Ammo (SRM 6) 15
Ammo (LB 10-X) 10
Ammo (LB 10-X} 10

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

'MEcH DaTA

HIT LOCATIONS (2D6)

Consciousne

oo lalalalafs bolnolno[na o o rofrono no e
O e 1 1] = B ) ) =8 B (g ) g 129 1 4 1 =
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Gunnery Skill:
Hits Taken

4 5

Piloting Skill:

2

ss #

1-3
4-6

LL
LL

RL
LL

RL
RL

Heat ScaLE

** Avoid Inferno explosion on..
Shutdown

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

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

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

-4 Movement Points

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

+3 Modifier to Fire

-3 Movement Points

Shutdown, avoid on 4+ {** 6+)
+2 Modifier to Fire

-2 Movement Points {** 4+)

+1 Modifier to Fire

-1 Movement Point

TR

ATTACK MODIFIERS

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

+2 Punch locations
+3 Punch locations]
+1

In Depth 1 Water
Partial Cover
Infantry Squad

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

Roll  Number of Missiles Fired

2D62 3 4 56 910121520

21111233 45 6
12223 4 5 6
12234 5 6 9
22335 8 9 12
22345 8 9 12
23345 8 9
23345 8 9
23457
33457
34569
345609




'MEcH Data
Tyee: King Crab KGC-001

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

BATTLEMECH RECORD SHEET mass: 100 tons S I
Left REAR Right Movement Points: Tech, Config. & Leval: (crit) (erit) (crit)
Status: VALIDATED Torso Torso Walking: 3 Inner Sphere 3 LL RA RL
ABMUH I]IABHAM (10) Center (10) Running: § Biped "Mech 4 LA RA RA
H Jumping: Level 2/ 3050 5 LA RL RA
ead
9 Weagons Inventory: {hexes) 6 LL RT RL
Qty Type Loc HtDmg Min ShtMed Lng 7 LT CT RT
Q0 1 LRM 15 LT 51mite 7 14 21 8 CcT LT CcT
80 TOtaI_Armor 1 Large PulseLaser RT 10 9 - 3 7 10 9 RT LL LT
88 Pts = 296 1 Gauss Rifle LA 115 2 7 15 22 10 RA LA LA
08 L ' 1 Gauss Rifle RA 115 2 7 15 22 11 RL LA LL
le) eft Right
08 Torso Head Torso 1 StreakSRM2 LT 22Mit- 3 6 9 HD HD HD
80 ey o\ @M 1_Stroak SRM 2 RT _22hit- 3 6 9
(o]
8 Ammo Type Rounds: BV2:
LRM 15 8 17 PUNCH LOCATIONS (1D6)
Right Arm 8 8 Gauss Rifle 32 160

Roll

Left Front/Rear Right

Streak SRM 2 100 8

(34) S 020 8

9!

Roll
1-3

Left Front/Rear Right
LL

o8 ) . . 1 LT LA RT
Total Heat Sinks: 13 Single LT LT RT
0000000000 000 cT cT cT
Auto Eject: Weapon Heat: LA RT RA
[ [ Operational  [[] Disabled (21) LA RA RA
(40) o HD HD HD
Leg Og Leg
@ % @1
Damage go
Transfer Name: Adept Epsilon-IV Brian O'Hara KICK LOCATIONS (1D6) I

Gunnery Skill: 4 Piloting Skill: 4

RL RL

Hits Taken 3
1. Shoulder 1. Shoulder 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm A 7
1.3 3 [BaussRifle Head 1-3 3 [GaussRifle
4. |Gauss Rifle 1, Life Support 4. |Gauss Rifle
5. |Gauss Rifle 2. Sensors 5. [Gauss Rifle
: (e nne E Senor : [Quueeine HEAT SCALE o ATTACK MODIFIERS
1. |causs Rifle 4. Ferro-Fibrous 1. |Gauss Rifle Movement
2. |Gauss Rifle 5. Sensors 2. |Gauss Rifle 30] Shutdown Stationary None
4. 3 [GaussRifle 6. Life Support 4.6 3 lcaussRifle [29] Walked +1
4, Ammo (Gauss) 8 4. Ammo (Gauss) 8 | 28 | Ammo Explosion, avoid on 8+ Ran +2
5. Ammo (Gauss) 8 Center Torso 5. Ammo (Gauss) 8 %- Shutdown, avoid on 10+ Jumped +3
-Fil . -Fil | 26 | utdown, avoid on
6. Ferro-Fibrous ; . );:: E"g;ne 6. Ferro-Fibrous 557 -5 Movement Points ngfx;cl:itnama%ez
3 ngine . 24| +4 Modifier to Fire .
Left Torso 1.3 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] . Prone +2
133 XLEngine 6 Gyro 133 X.Engine 21 A Exmmosion avoid on 45 in Depfh 1 Water +1
g. Il:gm :: 1. Gyro g [targe gu:se taser [18] Shutdown, avoid on B+ Target
- 2. XL Engine - L-arge Fu’se Laser 17| +3 Modifier to Fira Movement
6. |LRM 15 4.6 3. XL Engine 6. Streak SRM 2 61 0—2 hexes 0
1. Streak SRM 2 4. XLEngine 1. Ammo (Streak 2) 50 [ 15 -3 Movement Points 34 hexes +1
2. Ammo (LRM 15) 8 5. Fero-Fibrous 2. CASE 14 Shutdo#n, avoid on 4+ 5-6 hexes +2
3. Ammo (Streak 2) 50 6. Ferro-Fibrous 3. Ferro-Fibrous |131 +2 Modifier to Fire 7-9 hexes +3
465 case 485 Foro-Fibrous H2 :gjg’ :exes :g (Level 3)
; ; exes evel
5. Ferro:Fl_bmus EngineHits O OO 5. Ferro:Fl'brous -2 Movement Points 16-24 hexes +6 (Level 3)
6. Ferro-Fibrous . 6. Ferro-Fibrous
GyroHits OO +1 Modifier to Fire 25+ hexes +7 (Level 3)
. : Jumped +1 additional
Left Leg SensorHits OO nght Leg Sprirr: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: 2,224 3. Lower Leg Actuator Immobile
4. Foot Actuator BVford/4: 2,558 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Ferro-Fibrous Weapon Value: 2,396 /2,334 5. Singie Heat Sink > Partial Cover +3 Punch locations)
6. Ferro-Fibrous Cost, C-Bills: 22,628,000 6. Ferro-Fibrous Infantry Squad  +1
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LISA,

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 [WIR/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 45 6 9 10 12 15 20
; 111233 4 5 6

122233 45 6
3 12234456 9
4 223356 8 9 12
5 223456 8 9 12
6 233456 8 912
7 233456 8 9 12
8 23457 8101216
9 33457 8 101216
10 3456910121520
11 34569 15 20
12




BATTLETECH"

TRACKED VEHICLE RECORD SHEET Total Amor Pts = 54

(Ferro-Fibrous)
Front Armor (14)

| Tyre: SRM Carrier (3058 Upgrade) Weapons Inventory
: # Type LocDmg Min S M L
:Config: Tracked Tons: 60 9 SRM 8 F 2hit - 3 6 9
| Technology Base: Cruising |  Flank {NarcMssieBeacon F * - 3 B 8
A ] Inner Sphere MP: MP:
| 13050 Level2 3 5

A Hcrew:

| Gunnery Skil: 3 | Driving Skil: 4
Cost, C-Bills: 1,979,200
| Bv: 797 (1,100)  Wv: 401/ 401

Left Side Armor (14)
(p)) Jow.y spis Wby

‘- Ammo
1 Ammo Type  Rounds :
| SRM 6 45 i

S
SO\

| Narc Missile Beacon 6

[ie)

Body Invento
Critical Damage y v

Drive Damaged [0 Engine Hit O 180 I.C.E. Engine
Track Destroyed O 4 Crew Members

—
m—

o wsv— ——
: ORISR -
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BATTLETECH"

TRACKED VEHICLE RECORD SHEET Total Armor Pis = 170

(Ferro-Fibrous)
Front Armor (40)

f| Type: Ontos Heavy Tank (3058 Version) Weapons Inventory
i #Type Loc Dmg Min S M L 0000000000
] Config: Tracked Tons: 95 4 Medium Laser T 5 - 3629 000000000
|} Technology Base: Cruising |  Flank 3MediumPulselasesr T 6 - 2 4 6 o |
Inner Sphere MP: MP: LRI , ) o]
1 3050 Level 2 3 5 1 15w/ Atemis IV T 1/hit 6 7 14 21 (o)
Crew: 1SRM 4 w/ArtemislV T 2/hit - 3 6 9 o
; 1SRM 6w Artemis IV~ T 2/hit - 3 6 9 o]
Gunnery Skill: 2 Driving Skill: 3 & O %
e o k&=
A [cost, cBils: 6,656,325 5 o lh2
K i = @
1 [ev:1,242 (2,260) wv:1,185/1,272 3 P x
b Ammo 2 Olh=
AmmoType  Rounds g OhE
JLRM 15 16 8
| srm 4 25 S
‘J SRM 6 15 o
Body Inventory o
— 285 Pitban Fusion Engine o
Critical Damage
| DriveDamaged [0 EngineHit [ |7 CrewMembers
Track Destoyed ~ [] Turret Locked [ |1 CASE System
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