FeAVYINeEcAL PR0

BATTLEMECH ROSTER SHEET

Twilight of the Clans Scenario 9 May 3, 2012
TONS TYPE & MODEL CoST BV Skills STD WV RATIO
50 Huntsman (Nobori-nin) A 11,334,062 2,917 3/3 1,811 .97
50 Raijin RJIN101-A 9,946,500 2,060 2/3 782 .69
70 Grasshopper GHR-5J 6,339,074 1,874 3/3 1,213 1.01
70 Hercules HRC-LS-9000 16,398,086 1,844 3/4 1,565 1.17
70 Summoner (Thor) Prime 21,303,832 4,197 2/3 2,204 .96
80 Victor VTR-9K 8,512,321 2,549 3/3 1,436 .88
85 C(Crockett CRK-5003-1 8,388,825 2,526 3/3 2,243 1.39
85 Stalker STK-5M 7,952,225 1,513 4/4 2,276 1.73
85 Warhawk (Masakari) A 26,233,964 3,944 2/3 5,067 2.34
90 Cyclops CP-11-C 11,858,660 2,128 3/3 1,425 1.04
100 Dire Wolf (Daishi) Prime 29,350,000 3,652 3/3 5,474 2.34
835 Tons Total (11 'Mechs) 157,617,549 29,204 25,496 .87



'MEcH Bata

1yee: Huntsman (Nobori-nin) A
mass: 50 tons

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

BATTLEMECH RECORD SHEET

REAR Right Movement Points: Tech, Config. & Level:
Status: VALIDATED Torso o Torso Walking: 5§ Clan 3 LL RA RL
t 6

ArMOR DIAGRAM Towo /2 Running: § Biped OmniMech 4 | LA RA RA
Head Jumping: § Level 2/ 3058 5 LA RL RA
9 Weaeons Inventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng| 7 LT () RT
1 Large Puise Laser RA 10 10 - 6 14 20 8 cT LT cT
Total Armor 9 RT LL LT

Pts = 169 1 Large Pulse Laser LA 10 10 - 6 14 20

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

1 LB 2-XAC 2

1 LRM 10

RA
LA

1
4 1/hit -

10
7

20 30

21

Left Right
Torso Head Torso

Ammo Type:
LB 2-X AC a5 21

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

Left Arm

Right Arm

(16) (16) LRM 10 12 50
1 LT LA RT
Total Heat Sinks: 12 Double (24) LT LT RT
0000000000 00 cT cT cT
1 Auto Eject: Weapon Heat: LA RT RA
Left Leg i el [ Operational [ Disabled LA RA RA
(@4 ‘ HD HD HD

Damage

Transf . .

Diagram name: MechWarrior Fitz ROE'CKL';ZC':TIOJ‘RS (:DR?) N I
Gunnery Skill: 3 Piloting Skill: 3 ront/Rear Rig

1-3 LL RL RL
Leﬁ Arm Hits Taken 2 3 4
1. Shoulder 1. Shoulder ) 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # L2 o
1-3 3. Lower Arm Actuator Head 13 3. |Large Pulse Laser
4, E.arge Pulse Laser 1. Life Support 4. |Large Pulse Laser
:. t;r,aiDPulse Laser 2. Sensors 5. |LB 2-XAC ATTACK MODIFIERS
. 3. Cockpit 6. [LB2XAC
4. Ferro-Fib Attacker
1. Endo Steel - Ferro-Fibrous 1. |LB2-XAC - Movement
2. Endo Steel 5. Sensors 2. Endo Stee! 30] Shutdown Stati N
6. Life Support [55] ationary one
463 Ferro-Fibrous g Ppo! 463 Endo Stee/ |29} . _ Walked +1
4. Roll Again C t T 4. Roll Again % Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enter 10rso 5. Roll Again 2L . Jumped +3
6. Roll Again 1. XL Engine 6. Roll Again —%% ihm‘;w"v ="°g! on 10+ BattieMech Damage
2. XLE 521 ment Poin Sensor Hit +2
3 ngine . | 24| +4 Modifier to Fire
Leﬂ TOI'SO (CASE) 13 3. XL Engine nght TOI‘SO (CASE) | 23] Ammo Explosion, avoid on 8+ 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. XLEngine 5. Gyro 2. XL Engine [21] Prone
3. Jump Jet 6. Gyro 3. Jump Jet |-201 -4 Movement Points in Depth 1 Water +1
1-3 & Mouble Heat Sink 1-3 4. [bouble Heat Sink [121 Ammo Explosion, avoid on 4+ Target
5 |b " 1. Gyro " 18] Shutdown, avoid on 6+ Jarget
. [Double Heat Sink N 5. |Double Heat Sink == : + Movement
6. Ammo (LRM10) 12 2. XL Engine 6. Ammo (LB 2-X) 45 17| +3 Modifier to Fire v
. 6 3. XL Eng!ne - | 16 ] . 0-2 hexes 0
1. Endo Steel 4. XL Engine 1. Endo Steel | 161 -3 Movement Points 3-4 hexes +1
2. Ferro-Fibrous 5. Jump Jet 2. Ferro-Fibrous | 141 Shutdown, avoid on 4+ 5-6 hexes +2
3. Ferro-Fibrous 6. Endo Steel 3. Ferro-Fibrous [ 13} +2Modifier to Fire 7-9 hexes +3
46, FeroFibrous 465 ror Again |12 :2::2 :Z;z :g(Level 3
5. RollA : 5 . Roll Agaii .
by Rg// AZZ;Z Engine Hits O QOO g RgIIAg::'Z -2 Movement Points 19-24 hexes  +6 (Level 3)
GyroHits OO +1 Modifier to Fire 351- hezes +z (lae:jvel 3) I
5 umpe +1 additional
Leﬁ Leg SensorHits OO R[ght Leg sPrir‘:ted -
1. Hip Life Support O 1. Hip . ; Prone -2 adjacent hex
2. Upper Leg Actuator 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Battle Value: 2,034 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor3/3: 3173 4. Foot Actuator In Depth 1 Water +2 Punch locations
5. Jump th Weapon Value: 1,811 /1,811 5. Jump Jgt > Partial Cover +3 Punch locations
6. Roll Again Cost, C-Bills: 11,334,062 6. Roll Again Infantry Squad  +1

Printed by FEAVYMETAL PI0. Copyright © 2009 RCW Enterprises. fBattla'i'e&:h@, ‘Mech® and BattleMech® are trademarks of WizKids, Inc.
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MOVEMENT RECORD

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

MISSILE HITS TABLE

Roll Number of Missiles Fired

2D62 3 4 56 9 10 12 15 20
5 6
5 6
9
12
g 12
g 12
8 9 12
10 12 16
10 12 16
10 12 15 20
15 20
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'MecH DATA HIT LOCATIONS (2D6)

wes R igh
TTLEMECH RECORD SHEET || i-5tons P

BA Mass: 50 tons [ ! T
Left REAR Right Movement Points: Tech, Config. & Level: (crit) (crit) (crit)

Status: VALIDATED Torso Torso Walking: § Inner Sphere 3 LL RA RL
ARMOR DIAGRAM A T A Ruwing: 5 Biped Mech s |tA RA RA
Head 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 ERPPC RT 15 10 - 7 14 23 8 cT LT cT

Total Armor  § ) 9 RT LL LT

Pts = 125 3 MediumPulselaser LA 4 6 - 2 4 6 10 RA LA LA

" - 1 SRM 6 LT 3 6 9 1" RL LA L

Torso Head Torso 1 Streak SRM 2 3 89 12 HD HD HD

Rounds: Bv2:
15 30

50 17

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

Streak SRM 2

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

Left Leg Right Leg [ Operational D Disabled (33)
a3 °° O O\ 3 HD HD HD

Damage 1
Transfer . .
Di intermal Stuctre (83 pts) J Name: Adept Epsilon-V1 Sharon Till . '""CKL'-?tC‘;T'OJ‘RS (1 ?j) " I
o e ront/Rear Ri
Gunnery Skill: 2 Piloting Skili: 3 9
Left Am GRITIGAL HiT TABLE e T T 13 [LL R R
1. Shoulder 1. Shouider ) 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # 7110
4.3 3 Medium Pulse Laser Head 3. Ferro-Fibrous
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 HH“ scm-E Attagl;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 1 30| Shutdown Stationary None
4.8 3 Ferro-Fibrous 6. Life Support 3. Roll Again [29] Walked 1
4. Roll Again C t T 4. Roll Again % Ammo Explosion, avoid on 8+ (** 12+) Ran +2
5. Roll Again enter 10rso 5. Roll Again =1 Jumped +3
6. Roll Again 1. XL Engine 6. Roll Again -% -sshnljlt:::ln:z ;V;:n‘:;‘ 0+ BattleMech Damage
2. XL Engine . [24] +4 Modifler to Fire Sensor Hit +2
Left Torso 1-3 3. XL Engine R|ght Torso [33] 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 1-3 3. XL Engine ] 20| -4 Movement Points In Depth 1 Water +1
- - 1 191 Ammo Explosion, avoid on 4+ (** 8+)
g' g:m g 1. Gyro . g EE Egg | 18 | Shutdown, avoid on 6+ %—[git "
6. Ammo (SRM6) 15 z X E:g::: 6. [ERPPC HIZf +3 Modifier to Fira s o
1. Ferro-Fibrous 6 4. XL Engine 1. Streak SRM 2 [ 15] -3 Movement Points 34 hexes +1
2. Ferro-Fibrous 5. Jump Jet 2. Ammo (Streak 2) 50 | 14| Shutdown, avoid on 4+ (** &+) 5-6 hexes +2
4.6 3 Ferro-Fibrous 6. Jump Jet 48 3 Ferro-Fibrous {43 +2 Modifier to Fire 7-9 hexes +3
4. Roll Again 4. Ferro-Fibrous :Eg :2::2 :g (Level 3)
; |1 ] evel
5. Roll Again EngineHits QOO | 35 FeroFibrous [10] -2 Movement Points (** 4+)
6. Roll Again 9 6. Roll Again 9 18-24 hexes  +6 (Level 3)
Gyro Hfts (el e) . 8 | +1 Modifier to Fire ﬁi.:":ee)ées :z (al:ieczzloi)al
Left Leg Ls:":m H'trst g © Right Leg - Sprinted -1
1. Hip ife Suppo 1. Hip wa iy " Prone -2 adjacent hex
2. Upper Leg Actuator 2. Upper Leg Actuator —i— 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 1,350 3. Lower Leg Actuator 3] Immobile -4
4. Foot Actuator BVfor2/3: 2,457 4. Foot Actuator 2] In Depth 1 Water +2 Punch locations]
5. Jump Jet Weapon Value: 782 /766 5. Jump Jet 1] M Partial Cover +3 Punch locations|
6. Jump Jet Cost, C-Bills: 9,946,500 6. Jump Jet L 0] 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 [WIR/MJ| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
; 1711233 45 6
122233 4 5 6
3 12234 5 6 9
4 22335 8 9 12
5 223456 8 9 12
6 23345689
7 233456 8 9
8 23457
9 33457
10 34569
" 34569
12




BATTLEMECH RECORD SHEET

Status: VALIDATED

ARMOR DIAGRAM

Head
9

00 Right Arm
(22)
000

(¢}
Q

Torso REAR Torso

(10) Center (10)

Torso Head Torso

000

o0 Amn o
o 1 (O\pentertC,
OOO O florsg O
Left Leg o~ o {Right Leg oo @2 0o
(26) O (26) Left 3O o
OOO o fe)
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(1904 o (o)
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Diagram

GrimcaL Hir TABLE

Tyee: Grasshopper GHR-5J

mass: 70 tons
Movement Points: Tech, Config. & Level:

'MEcH DATA

Walking: 4 Inner Sphere
Running: g Biped 'Mech
Jumping: 4 Level 2/3050
Wea ons Inventory: (hexes)
ype Loc HtDmg Min ShtMed Lng|

1 ER Large Laser CT 12 8 - 7 14 19

Total Armor 1 Medium L. RA 3 5 3 6 9
Pts - 208 ealum Laser -
4 Medium Laser LA 3 § - 3 6 9
Left Right 1 Streak SRM 2 HD 22hit- 3 6 9

1 Anti-Missile System RT 1 * - - - -

Ammo Type:
Streak SRM 2

Anti-Missile System

Rounds: Bv2:

HIT LOCAT

Roll Left Front/Rear Right

2 LT
(crit)

3 LL
4 LA
S LA
6 LL
7 LT
8 cT
9 RT
10 RA
11 RL

HD

IONS (2D6)
CcT RT
(crit) (crit)
RA RL
RA RA
RL RA
RT RL
cT RT
LT CT
LL LT
LA LA
LA LL

HD HD

100 18
12 13

o0 OOO OOOOO

[e]e]

Total Heat Sinks: 22 Single
0000000000 0000000000

Auto Eject: Weapon Heat:

[ Operational

name: Lieutenant Geoff Smith
Gunnery SKiil:
Hits Taken

D Disabled (21 )

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

1 LT
LT
CT
LA
LA

HD

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

3 3

5
11

Piloting Skill:

2 4

Shoulder 1. Shoulder
Upper Arm Actuator 2, Upper Arm A
Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
Hang Actuator 1. Life Support 4. Hand Actuator
Medium Laser 2. Sensors §. Medium Laser
Roll Again 3. Cockpit 6. Roll Again
Roll Again 4. Streak SRM 2 1. Roll Again
Roll Again 5. Sensors 2. Roll Again [30]
Roll Again 6. Life Support 4.6 3 RollAgain [29]
Roll Again 4. Roll Again |28 |
Roll Again Center Torso 5. Roll Again -2
Roll Again 1. Fusion Engine 6. Roll Again 5
2. Fusion Engine . 24
Leﬁ Torso 4.3 3 Fusion Engine nght Torso 23]
Single Heat Sink 4. Gyro 1. Single Heat Sink | 22
Single Heat Sink 5. Gyro 2. Single Heat Sink | 21 ]
Single Heat Sink 6. Gyro 4-3 3 Single Heat Sink 120 |
Single Heat Sink 1. Gyro ™ 4. Single Heat Sink 1—2
Single Heat Sink 2 Fzsion Engine 5. Anti-Missile System 7]
Single Heat Sink 46 3. Fusion Engine 6. Ammo (Streak 2) 50 E
Single Heat Sink 4. Fusion Engine 1. Ammo (Streak 2) 50 EH
Ammo (AMS) 12 5. [ER Large Laser 2. Roll Again 1 14 ]
Roll Again 6 [ERLargelaser 4 o3, RollAgain %
Roll Again 4. Roll Again 1]
Roli Again s s 5. Roll Again 0]
Rolf Again Engine Hfts 000 6. Roll Again 9 |
GyroHits OO i
Left Leg Sensor Hits O O nght Leg %
Hip Life Support O 1. Hip =
Upper Leg Actuator - 2. Upper Leg Actuator 4]
Lower Leg Actuator Battle Value: 1,354 3. Lower Leg Actuator R
Foot Actuator BVfor3/3: 2,112 4. Foot Actuator 2]
Jump Jet Weapon Value: 1,208/1,172 5. Jump Jet 1]
Jump Jet Cost, C-Bills: 6,339,074 6. Jump Jet Lol

# 5 10

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

1-3
4-6

LL
LL

RL RL
LL RL

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

ATTACK MODIFIERS

Attacker

Movement
Stationary
Walked
Ran
Jumped

BattleMech Damage

Sensor Hit
Shoulder
Arm Act. (each)
Prone
In Depth 1 Water

Target

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

Prone

Immobile
In Depth 1 Water
Partial Cover

Infantry Squad

None
+1
+2
+3

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

+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

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 H

Number of Missiles Fired
2D62 3 45 6

ITS TABLE

9 10 12 15 20
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BATTLEMECH RECORD SHEET

Status:

VALIDATED

ARMOR DIAGRAM

Left Arm
(18)

Left Leg

(24)

Head
)

Torso
8)

Right Arm

(18)
Right Leg
(24)
Damage
Transfer

Di
'Y

1-3
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corwNR popENS

REAR Torso
Center

(8)

Total Armor

Pts =197
Left Right
Torso Head Torso
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OO [} Oo
oo Oo no oo
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D C
oO OC x 30 °O
o [®) OOO (o] o
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O [¢]
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"MecH Data

HIT LOCATIONS (2D6)
Left Front/Rear Right

Streak SRM 2
Anti-Missile System

50
12

8
14

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

HD HD

Tyee: Hercules HRC-LS-9000 Roll
mass: 70 tons z |
Movement Points: Tech, Config. & Level: (cnt)
Walking: 5 Inner Sphere 3 LL
Running: 8 Biped 'Mech 4 LA
Jumping: ( Level 2/ 3055 5 LA
Weagons Inventory: (hexes) 6 LL
ype Loc HiDmg Min ShtMed Lng 7 LT
1 ERPPC RT 15 10 - 7 14 23 8 CT
fR 1 LB 10-X AC RA 2 10 - 6 12 18 9 RT
1 Streak SRM 2 LT 22hit- 3 6 9 10 RA
1 Anti-Missile System CT 1 * - - . . 11 RL
1 SmaliPulse Laser LT(R})2 3 - 1 2 3 HD
1 Small Pulse Laser RT(R)})2 3 - 1 2 3
1 MediumPulseLaser LA 4 6 - 2 4 6
Ammo Type: Rounds:  BV2:
LB 10-X AC 20 71

Roll

PUNCH LOCATIONS (1D6)
Left Front/Rear Right

1 LT

Total Heat

Sinks: 12 Double (24)

0000000000 0O

LT
CT

Auto Eject:

D Operational

Warnior Data

Name: Lieutenant James Finch
Gunnery Skill:
Hits Taken

[ pisabled

(28)

3 4

Piloting Skill:

Weapon Heat:

LA
LA
HD

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

Roll

KICK LOCATIONS (1D6)
Left Front/Rear Right

1-3 LL

4-6 LL

#

Left Am
Shoulder 1. Shoulder
Upper Arm Actuator 2. Upper Arm A
Lower Arm Actuator Head 13 3. Lower Arm Actuator
Hand Actuator 1. Life Support 4. ILB 10-XAC
Medium Pulse Laser 2. Sensors 5. |LB10-XAC
Ferro-Fibrous 3. Cockpit 6. LB 10-X AC
Roll Again 4. Ferro-Fibrous 1. |LB10-X AC
Roll Again 5. Sensors 2. |LB 10-X AC
Roll Again 6. Life Support 463 LB1oxAC
Roll Again ™V 4. Ferro-Fibrous
Roll Again Center Torso 5. Roll Again
Roll Again 1. XL Engine 6. Roll Again
2. XL Engine .
Left Torso 1.3 3 XCEngine Right Torso
XL Engine 4. Gyro 1. XL Engine
XL Engine 5. Gyro 2. XL Engine
XL Engine 6. Gyro 1-3 3. XL Engine
Streak SRM 2 1. Gyro 4, |ERPPC
Small Pulse Laser {R} 2. XL Engine 5. |[ERPPC
Ammo (Streak 2) 50 3. XL Engine 6. |ERPPC
Ammo (AMS) 12 6 4. XL Engine 1. Smali Pulse Laser (R)
Ferro-Fibrous 5. Anti-Missile System 2. Ammo (LB 10-X} 10
Ferro-Fibrous 6. Fero-Fibrous 3. Ammo (LB 10-X} 10
Ferro-Fibrous 46 4. Ferro-Fibrous
Roll Again : N 5. Ferro-Fibrous
Rolil Again Engine H!ts 000 6. Fero-Fibrous
GyroHits OO
Leﬁ Leg Sensor Hits O O Right Leg
Hip Life Support O 1. Hip
Upper Leg A 2. Upper Leg Actuator
Lower Leg Actuator Batle Value: 1,561 3. Lower Leg Actuator
Foot Actuator BVfor3/4: 2,154 4. Foot Actuator
Ferro-Fibrous Weapon Value: 1,560 / 1,529 5. Ferro-Fibrous
Ferro-Fibrous Cost, C-Bills: 16,398,086 6. Ferro-Fibrous

afalalala]z (2]t rofnono e
I N () Y ) ) K e 6 o e e B 4 21 (=Y

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 Modifiar to Fire

-3 Movement Points

Shutdown, avoid on 4+
+2 Modifier to Fire

-2 Movement Points

+1 Modifier o Fire

-1 Movement Point

Prlnted by FEAVYMETAL PRO. Copyright © 2009 RCW Enterpnses BattleTech® 'Mech® and BattleMech® are trademarks of WizKids, Inc.

RL
LL

RL
RL

Attacker

Movement
Stationary
Walked
Ran
Jumped

Sensor Hit
Shouider

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

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

None
+1
+2
+3

+2
+4 weapons in arm

+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
+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 56 9 10 12 15 20
( 11123345 6
2 122233 456
3 122344586 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

10 345609

11 345609

12




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

"MtcH Data

Tyee: Summoner (Thor) Prime

BATTLEMECH RECORD SHEET mass: 70 tons S P
REAR Rig Movement Points: Tech, Config. & Level: (c"t) (cnt) (cn )
Status: VALIDATED Torso Torso Walking: § Clan 3 LL RA RL
ARMOR DincRAM O T A Running: g Biped OmniMech 4 [LA RA  RA
Head Jumping: § Level 2/ 3050 5 LA RL RA
9 , Weagons Inventory: (hexes) 6 LL RT RL
ype Loc HtDmg Min ShtMed Lng 7 LT CT RT
Total A 1 LB10-XAC LA 210 - 6 12 18 8 cT LT cT
otal Armor 9 RT LL LT
= 1 LRM 15 LT 51t - 7 14 21
Plo=182 RA 15 15l 7 14 23 10 RA LA LA
Left Right " RL LA LL
Torso Head Torso HD HD HD
5 (15) 5.0 (15) 15
o (o)
o0 B0l05H. % BV2:
Q [e) PUNCH LOCATIONS (1D6)
%05 29[ C LB 10-X AC 10 68 )
Left Arm [« ol 2 (] Left Front/Rear Right
(17 (17) o/ \S gog °/\o LRM 15 16 148 T A T
o o o -
° \ Total Heat Sinks: 14 Double (28) LT LT RT
kfrf“] e ° P Rj\gn';t ll 0000000000 0000 cT cT
X () (Olenep®,) (10§ Auto Eject: Weapon Heat: LA
Left Leg O 0 fRight Leg o2 (;fzs) % [ Operational [ Disabled (22)
(28) OOO (23) Left Oo oo Right e
(®) o o 9
[e)e} legf o o\ Leg
(154 ° %% A15)
(o] Damage oo oo
Transfer . . KICK LOCATIONS (1D6
Diag Internal Structure (107 Pts) §j Neme: Star Captain Devlin (1D8)

Roll Left Front/Rear Right

2 3

Gunnary Skill: Piloting Skill:

Left Am oo [REIIININRLTIN  Right Amm e CT T 3 [0 R R
1. Shoulder 1. Shoulder X 4-6 LL LL RL
2, Upper Arm Actuator 2. Upper Arm Actuator Consclousness # strlwfn
1.3 3 [FB10-XAC Head 1.3 3 [ERPPC
4. LB 10-XAC 1. Life Support 4. [ERPPC
5. |LB 10-XAC 2. Sensors 5. Ferro-Fibrous
6 |LB 10-X AC 3. Cockpit 6. Roll Again Heat SCALE ATTACK MODIFIERS
4. Ferro-Fibrous Attacker
1. |LB 10-X AC - e 1. Roll Again _ Movement
2. Ammo (LB 10-X) 10 > Sensors 2. Roll Again [30] Shutdown Stationary None
4.8 > Ferro-Fibrous - Lite Supp 4.8 > RolAgain [29] Walked +1
4. Roll Again 4. Roll Again | 28 | Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again Center Torso §. Roll Again -% Shutd 1d on 10+ Jumped +3
6. Roll Again 1. XL Engine 6. Roll Again P2 S ::’"' avold on BattieMech Damage
2. XLEndi 25| -5 Movement Points Sensor Hit 2
. ngine . | 24| +4 Modifier to Fire
Leﬁ TOI'SO (CASE) 1-3 3. XL Engine nght TOTSO [ 23] Ammo Explosion, avoid on 6+ Shoulder +4 weapons in arm
1. XL Engine 4. Gyro 1. XL Engine [227] Shutdown, avoid on 8+ PAl‘m Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine |21 rone
1-3 3. |:LRM 15 6. Gyro 1-3 3. Ferro-Fibrous % xitzﬂn?:zr:::m:;i‘nts o g In Depth 1 Water +1
o - " , avoid on
g. lli':\“:lnls(LRM 15)8 1. Gyro g ;ZZIXFQ;ZOUS E Shutdown, avoid on 6+ Target
e A R 15 2. XL Engine " R Ag ’ [17] +3 Modifier to Fire Movement
: mmo ( )8 4-6 3. XL Engine 8. oi Again | 16 | 0-2 hexes 0
1. Femo-Fibrous 4. XL Engine 1. Roll Again [15] -3 Movement Paints 3—4 hexes +1
2. Ferro-Fibrous 5. Jump Jet 2. Roll Again [ 141 Shutdown, avoid on 4+ 5-6 hexes +2
4. 3 RollAgain 6. Roll Again 4.3 RollAgain |13 1 +2 Modifier to Fire 7-9 hexes +3
4. Roll Again 4. Roll Again 12 12::3 ::exe: :g (Level 3)
5. Roll Aga : . . Roll Again i exe eve
Y Rgll Aga:Z Engine Hits O OO Z Rolf Aga:'n -2 Movement Points 19-24 hexes  +6 (Level 3)
Gyro Hits OO +1 Modifier to Fire §5+ he’ées +z ('fgff.' 3) |
N . umpe +1 additional
Left Leg Sensor Hits O O Right Leg Sprinted o
; Sg)per Leg A Lifo Support_O ; Blppper Leg Actuator -1 Movement Point Prone :ﬁ zct?:a‘l;'el':‘etx:ix
3. Lower Leg Actuator Batlle Value: 2,298 3. Lower Leg Actuator Immobile -4
4, Foot Actuator BVfor2/3: 4,182 4. Foot Actuator In Depth 1 Water +2 Punch locations|
5. Jump Jet Weapon Value: 2,204 /2,204 5. Jump Jet ™ Partial Cover +3 Punch locations|
6. Jump Jet Cost, C-Bills: 21,303,832 6. Jump Jet Infantry Squad  +1

Printed by FEAVYMIETAL PRO. Copyright © 2009 RCW Enterprlses BattleTech@ ‘Mach® and BattlaMech@ are trademarks of WizKids, Inc.

MOVEMENT RECORD MISSILE HITS TABLE
Turn | Type [ Num | Move |+ Weap| + Prev | + Misc | = Total |- H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 6 9 10 12 15 20
; 111233 45 6
122233 456
3 122344569
4 223356 8 912
5 223456 8 9 12
6 233456 8 912
7 233456 8 9 12
8 23457 8 101216
9 33457 8101216
10 3456910121520
11 345691012
12




'"MEcH Bata HIT LOCATIONS (2D6)
. L Right
ECH RECORD SHEET || it Tae
BATTLEM RD Mass: 80 tons _ : !
REAR Right Movement Points: Tach, Config. & Level: (erit) (crit) (crit)
Status: VALIDATED Torso Torso Walking: 4 Inner Sphere 3 LL RA RL
(10)  Center  (10) oo \ner Sp 4 RA  RA
ARMOR DIAGRAM Running: 6 Biped 'Mech LA
Head Jumping: 4 Level 2/3050 5 LA RL RA
Weagons Inventory: (hexes) 5 LL RT RL
ype Loc HtDmg Min ShtMed Lng 7 LT CT RT
Total A 1 Gauss Rifle RA 115 2 7 15 22 8 CT LT cT
otal Armor ' 9 RT LL LT
Pts = 200 2 Medium Pulse Laser LA 4 6 -« 2 4 6
LT 32hit- 3 6 9 12 ;t ti tf
Left Right
Torso Head Torso 12 HD HD HD
(17) (17)
OO OOO 88
: Rounds: B2 PUNCH LOCATIONS (1D6)
o) (o) Gauss Rifle 16 179 .
Left Arm o° 20 o Roll Left Front/Rear Right
(18) (18) ° oo o 2 " 1 LT LA RT
o) 4 " «
Total Heat Sinks: 15 Single LT LT RT
o \ g
Pt 9 o Ro fl 0000000000 00000 cT cT cT
(13 (oJpemedSo) (13 B Auto Eject: Weapon Heat: LA RT RA
Left Leg Right Leg go (g':) og [ operational [ Disabled LA RA RA
(20) (20) Left OO Oo Right HD HD HD
Leg / © 9% \ Leg
= (L 0 o M1
amage o o)
Transk ° ° ; ; KICK LOCATIONS (1D6
Diagram  Internal Structure (122 Pts) fJ| Neme: Captain Justin Chung Roll  Left FrontIRea(r Ri;ht

3 3

Piloting Skill:

Gunnery Skill:

| Left Arm GrimicAL Hir TaBLE s 3 [l RL R
| its Taken 2 3 4
1. Shoulder 1. Shoulder X 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # Ssf{7]w|n
133 Lower Arm Actuator Head 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 HH’“ scm-[ Aﬁa?lze.l;ACK MODIFIERS
' 1. Roll Again 4. Single Heat Sink 1. {Gauss Rifle ___ ™ Avoid Inferno explosion on.. Movement
‘ 2. Roll Again 5. Sensors 2. |Gauss Rifle [30] Shutdown N
fef 6 Life S t Stationary one
i 48 3. Roll Again - Life Suppo 3. |Gauss Rifle [29] Walked 1
4. Roll Again Center T 4. |Gauss Rifle % Ammo Explosion, avoid on 8+ (** 12+) Ran +2
5. Roll Again enter 10rso 5. Roll Again < . Jumped +3
; 6. Roll Again 1. Fusion Engine 6. Roll Again g—g ih;?:::; r:";::n‘:’s‘ 10+ BattleMech Damage
| 2. Fusion Engine . [ 24 +4 Modifier to Fire Sensor Hit *2
Leﬁ TOI‘SO 3. Fusion Engine Rl ht TOI'SO [23] Ammo Explosion, avoid on 6+ (** 10+) Shoulder +4 weapons in arm
1-3 23 |
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] Prone +2
3. Endo Steel 6. Gyro 3. Endo Steel [20] -4 Movement Points in Depth 1 Water +1
1-8 4 Endo Steel + Gyro 1-8 4 Endo Stesl [19] Ammo Explosion, avoid on 4+ (8+) |l 7arget
:' gzgg ggee; 2. Fusion Engine g gzgg gizz; E +3 Modifier to Fire Movement
" ee 48 3. Fusion Engine g 16 | 0-2 hexes 0
1. Endo Steel 4. Fusion Engine 1. Endo Steel [15] -3MovementPoints 3-4 hexes +1
2. Endo Steel 5. Jump Jet 2. Endo Steel [14] Shutdown, avoid on 4+ (™ 6+) 5-6 hexes +2
: 3. Endo Steel 6. Jump Jet 3. Endo Steel (13 +2Modifier to Fire 7-9 hexes +3
i 48, Case 48, case |12 10-13hexes  +4
: 3 — ; i o 14-18 hexes  +5 (Level 3)
g' ggZﬁgZ:Z EngineHits O OO g ggz:gz;z -2 Movement Points (™ 4+) 19-24 hexes +6 (Level 3)
GyroHits OO ’ +1 Modifior to Fi 25+ hexes +7 (Level 3)
Left L Sensor Hits OO Right L e fumped *+1 additional
€l eg Life S t O Ig eg Sprinted -1
1. Hip ife Suppo 1. Hip R . Prone —2 adjacent hex
2. Upper Leg Al - 2. Upper Leg Actuator 1 Movement Point +1 other hexes
3. Lower Leg Actuator Batle Value: 1,717 3. Lower Leg Actuator Immobile -4
4. Foot Actuator BVfor3/3: 2,679 4. Foot Actuator In Depth 1 Water +2 Punch locations]
5. Single Heat Sink Weapon Value: 1,436 /1,436 5. Single Heat Sink Partial Cover +3 Punch locations
p B s
6. Jump Jet Cost, C-Bills: 8,512,321 6. Jump Jet Infantry Squad ~ +1

Printed by FEAVYMETAL PRO. Copyrlght@ZOOS RCW Entarprlses BaﬁleTech@ ‘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
; 111233 45 6

122233 45 6
3 12234456 9
4 223356 8 9 12
5 223456 8 9 12
6 233456 8 9 12
7 233456 8 9 12
8 23457 8101218
9 334578101216
10 3456910121520
11 3456910121520
12




BATTLEMECH RECORD

Status: VALIDATED

ARMOR Di1AGRAM

Left Arm o) (o}
(28) ogo ogo
00 o0
00 00
00 oL
00 o0
00 00
Left Legh OO ooo
@8 /oo o0
00 oL
] oL
o0 00

(o) [e)

Head
9

Torso
(11

Right Arm
(28)
Right Leg
(36)
Damage
Transfer
Diagram

1-3

48

6. Roll Again

Printed by FEAVVMETAL PR0O. Copyright © 2009 RCW Enterprises.
Parmission to ph

REAR
Center

SHEET

Right
Torso
(1

Total Armor
Pts = 263

Left Right
Torso Head Torso

(18) 75 )8
o]

oo 000 oo
le) le) (o] (o]
o° S )
o o0 o
[} O o
0, A0s0L o

et [oNAoRLo] Right
Am O~ 0, oo Am
(4 (op\entep ) (14
Oo Orst oo
og lent o
Leit Jog ot Right
Leg oo oo Leg
(18)¢, ©, o N(18)
o° %
[+ 12}

Internal Structure (130 Pts

Left Arm GRimicAL Hit TABLE [ETRHENN
1. Shoulder 1. Shoulder
2. Upper Arm Actuator 2. Upper Arm Actuator
3. Lower Arm Actuator Head 1-3 3. Lower Arm Actuator
4. {Double Heat Sink 1. Life Support 4. |Double Heat Sink
5. |Double Heat Sink 2. Sensors 5. |Double Heat Sink
6. [Double Heat Sink 3. Cockpit 6. [Double Heat Sink
1. Small Laser 4. Roll Again 1. Small Laser
2. [ER Large Laser 5. Sensors 2. [ER Large Laser
3. |ER Large Laser 6. Life Support 4.6 3 |ERLarge Laser
4. Roll Aga{n 4. Rolf Aga{n
5. Roll Again Center Torso 5. Roll Again
6. Roll Again 1. Fusion Engine 6. Roll Again

2. Fusion Engine N

Left Torso 4.3 3 Fusion Engine Right Torso
1. [Double Heat Sink 4. Gyro 1. [Double Heat Sink
2. |Double Heat Sink 5. Gyro 2. |Double Heat Sink
3. [Double Heat Sink 6. Gyro 3. |Double Heat Sink
4. [SRM6 1. Gyro 1-3 & [Double Heat Sink
5. |SRM6 2. Fusion Engine 5. {Double Heat Sink
6. LB 10-X AC 4_6 3. Fusion Engine 6. [Double Heat Sink
1. |LB 10-X AC 4. Fusion Engine 1. [SRM6
2. |LB 10-XAC 5. Jump Jet 2. |SRM6
3. |LB 10-XAC 6. Roll Again 3. Ammo (SRM 6) 15
4. |LB 10-XAC 4-6 4. Ammo (SRM 6) 15
5. [LB10-XAC : 5 5. Ammo (LB 10-X} 10
6. Ammo (LB 10-X) 10 Engine Hfts OO0 & Ammo (LB 10-X} 10

GyroHits OO

Left Leg Sensor Hits O O Right Leg
1. Hip Life Support O 1. Hip
2. Upper Leg Actuator 2. Upper Leg Actuator
3. Lower Leg Actuator Batlle Value: 1,923 3. Lower Leg Actuator
4. Foot Actuator Bvfor3/3: 3,000 4. Foot Actuator
§. Jump Jet Weapon Value: 2,243/2,243 5. Jump Jet

Cosl, C-Bills: 8,388,825 8. Roll Again

"MEcH DaTa

type: Crockett CRK-5003-1

Roll

HIT LOCATIONS (2D6)
Left Front/Rear Right

Mass: 85 tons 2 | koo cr RT
Movement Points: Tech, Config. & Level: (crit) (crit) (crit)
Walking: 3 Inner Sphere 3 LL RA RL
Running: 5 Biped 'Mech 4 LA RA RA
Jumping: 3 Level 2/2750 5 LA RL RA
Weaprons Inventory: (hexes) 6 LL RT RL
Qy Type Loc HtDmg Min ShtMed Lng 7 LT CcT RT
1 Small Laser LA 1 3 - 1 2 3 8 CcT LT CcT
1 Small Laser RA 1 3 -1 2 3 9 RT LL LT
1 SRM 6 LT  42mit- 3 6 9 10 RA LA LA
1 SRM 6 RT 42hit- 3 6 9
1 ER Large Laser LA 12 8 - 7 14 19
1 ER Large Laser RA 12 8 - 7 14 19
1 LB 10-X AC 210 - 6 12 18

Ammo Type:
SRM 6

LB 10-XAC

BV2:
24

97

Rounds:
30

30

Total Heat Sinks: 15 Double (30)
0000000000 00000

Auto Eject:

[ Operational

Gunnery Skill:

Hits Taken
Consciousness #| 3 5|7

Shutdown

Weapon Heat:

[ pisabled

Name: Adept Epsilon-X Timothy Niles

3 3

Piloting Skill:

21314

10

11 [Dead

Heat ScALE

** Avoid Inferno explosion on..

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

Shutdown, avoid on 10+
-5 Movement Points

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

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

PUNCH LOCATIONS (1D6)

Roll

Left Front/Rear Right

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

KICK LOCATIONS (1D6)
Roll

Left Front/Rear Right

LL
LL

1-3
4-6

RL
LL

RL
RL

Arm Act. (each)
Prone

+1 other hexes
Immobiie -4
In Depth 1 Water
Partial Cover

Infantry Squad ~ +1

ATTACK MODIFIERS

Attacker
Movement

Stationary None

Walked +1

Ran +2

Jumped +3
BattleMech Damage

Sensor Hit +2

Shoulder +4 weapons in arm

+1 weapons in arm
+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
1418 hexes  +5(Level 3)
19-24 hexes  +6 (Level 3)
25+ hexes +7 (Level 3)
Jumped +1 additional
Sprinted -1

Prone —2 adjacent hex

+2 Punch locations|
+3 Punch locations|

for parsonal usa

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

2D62 3 4 56 9101215

Number of Missiles Fired

20

W W WMNDNNNN2a2 A
DA WL WWNNNDN-
G B DWW WNN =
O oG h A D®WNN
O W N NGO bh WW
00 0 Moo A WW

0 W W OGO o;m

6
6
9
12
12
12
12
16




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

"MecH Data
Type: Stalker STK-5M

BATTLEMECH RECORD SHEET Mass: 85 tons S P
Left REAR _ll‘:{‘gm Movement Points: Tech, Config. & Level: (crit) (cr't) (crit)
Status: VALIDATED T?go conter ?Sr;;,o Walking: 3 Inner Sphere 3 LL RA RL
AHM“H HIABHAM Running: § Biped 'Mech 4 LA RA RA
Head Jumping: ( Level 2/3050 5 LA RL RA
Weagons Inventory: (hexes) 6 LL RT RL
Qy Type Loc HtDmg Min ShtMed Lng| 7 LT cT RT
1 LRM 10 LA 41mite 7 14 21 8 CcT LT cT
Total Armor 1 LRM 10 RA  41hit6 7 14 21 9 RT LL LT
Pts = 232 1 ER Large Laser Cr 42 8 -« 7 14 19
1 SRM 6 LT 42mit- 3 6 9 10 RA LA LA
Left Right 1 SRM6 RT 4 2hit - 3 9 1 RL LA LL
Torso Head Torso 1 Narc Missile Beacon LT 0 * - 3 6 9 12 HD HD HD
{18) ° o (18) 2 Medium Laser LA 3 5 - 3 6 9
o 2 Medium Laser RA 3 5 - 3 6 9
jj Ammo Type: Rounds:  BV2:
LRM ‘)llg 48 44 PUNCH LOCATIONS (1D6)
Left Arm Right Arm 80 po 08 SRME 30 14 Roll  Left Front/Rear Right
(25) (25) ° cgo ° Narc Missile Beacon 12 0 1 T A RT
A N i Total Heat Sinks: 17 Double (34) LT LT RT
e o ig
Am 2090 o° A OOOO‘OOOOOO OO00000 CT CT CcT
(14 (oemepo) (14 B Auto Eject: Weapon Heat: LA RT RA
Left Leg Right Leg go g;) og D Operational D Disabled (40) LA RA RA
(@7 @7) Lett 08 go R HD HD HD
Leg % 2 Leg
Sange (OES0 4 £ o4 Warrior DaTA
Transfer o o ; . KICK LOCATIONS (1D6)
Di name: Captain Julie Marshall
Internal Structure (130 Pts) il Name: Lap Roll Left Front/Rear Right

4 4

Piloting Skill:

Gunnery Skill:

Leﬁ Arm nght Arm Hits Taken 2 3 4 5 1-3 Lt RL RL
1. Shoulder 1. Shoulder i 4-6 LL LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness # Sl7jw|n
1.3 3 [Double Heat Sink Head 1.3 3 [Pouble Heat Sink
4. |Double Heat Sink 1. Life Support . |Double Heat Sink
5. |Double Heat Sink 5. |Double Heat Sink
Dout 2. Sensors o Poe Heat ScALE ATTACK MODIFIERS
6. 10 3. Cockpit Attacker
1. |LRM 10 4. 20” Again 1. |LRM 10 ™ Avoid Inferno explosion on.. Movement
2. Medium Laser 5. Sensors 2. Medium Laser [30] Shutdown Stati Non
: 6. Life Support i ationary one
46 3. Medium Laser . PP 48 3. Medium Laser 129 ] . . Walked +1
4, Ammo (LRM 10) 12 4., Ammo (LRM 10) 12 [ 28 | Ammo Explosion, avoid on 8+ (** 12+) Ran +2
5. Ammo (ITRM 10)12 Center Torso 5. Ammo (ITRM 1012 % Shutdown, avoid on 10+ Jumped +3
6. Roll Again 1. Fusion Engine 6. Roll Again 551 5 Moveme’nt Points BattleMech_ Damage
2. Fusion Engine . [24] +4 Modifier to Fire Sensor Hit +2 .
Leﬁ TOI'SO 1_3 3. Fusion Engine nght TOI'SO z Ammo Explosion, avoid on 6+ (** 10+) Shoulder +4 weapons in amm
1. [Double Heat Sink 4. Gyro 1. [Double Heat Sink [22] Shutdown, avoid on 8+ Arm Act. (each} +1 weapons in arm
2. |Double Heat Sink 5. Gyro 2. |Double Heat Sink [21] ] r'°D“e th 1 Wat j
1-3 3. |Double Heat Sink 6. Gyro 13 3. [Double Heat Sink 1 20 [ -4 Movement Points " n Dep! ater
4. [Double Heat Sink 5. Gyro 4. [Double Heat Sink S| Ammo Explosion, aveid on 4+ (* 8+) Target
5. |Double Heat S!nk 2. Fusion Engine 5. |Double Heat S!nk (7] +3 Modifier to Fire Movement
6. |Double Heat Sink 3. Fusion Engine 6. |Double Heat Sink 16 0—2 hexes 0
1. [SRM & 484 Fusion Engine 1. [Double Heat Sink |45] -3 Movement Points 3-4 hexes +
2. [sRm6 5. [ER Large Laser 2. |Double Heat Sink |14 Shutdown, avo#i on 4+ (™ 6+) 5-6 hexes +2
46 3. [Narc Missile Beacon 6. |ER Large Laser 46 3. |Double Heat Sink % +2 Modifier to Fire 7-9 hexes +3
4. |Narc Missile Beacon 4. [SRM6 o 12:}: :::: :g (Level 3)
5. A 1 s 5 . RM 6 Mo 5 -
o Roiagm Engine Hits 000 | & BIUC <or6) 15 10 -2 Movement Points (% 4+) 19-24 hexes  +6 (Level 3)
GyroHits OO 51 +4 Modifior to Fire §5+ he);es +7 (Level 3) l
N H = umpe: +1 additional
Left Leg Lsfengor H“; g O nght Leg -—é— Sprinted -1
1. Hij ife Suppo 1. Hip =1 . " 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: 1,655 3. Lower Leg Actuator KB Immobile -4
4. Foot Actuator BV for4/4: 1,903 4. Foot Actuator 2| In Depth 1 Water +2 Punch locations
5. Ammo (Narc Pods) 6 Weapon Value: 2,276 /2,276 5. Roll Again I Partial Cover +3 Punch locations
6. Ammo (Narc Pods) 6 _Bills* 6. Roll Again 0 Infantry Squad  +1
Cost, C-Bills: 7,952,225 .0 ry

Printed by FEAVYRETAL PR0. Copyright © 2003 RCW Enterprises. fBattle'l'ecr@, *Mech® and BattleMech® are trademarks of WizKids, Inc.
Parmission to 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 2D62 3 45 6 9 10 12 15 20
1 11233 456
2 22233 456
3 2234456 9
4 23356 8 912
5 23456 8 9 12
6 33456 8 912
7 33456 8 9 12
8 3457 8101216
9 3457 8101216
10 456 910121520
11 4569 15 20
12




"MecH Data

Tyee: Warhawk (Masakari) A
mass: 85 tons

BATTLEMECH RECORD

REAR Right Movement Points: Tech, Config. & Level:
Status: VALIDATED Torso Torso Walking:
(10)  Center  (10) "o 4 Clan
ABM“H ﬂIAGBAM Running: 6 Biped OmniMech
Jumping: () Level 2/ 3050

SHEET

Head
9

Weagons Inventory: (hexes)
Qty Type Loc HtDmg Min ShtMed Lng|
2 ER Large Laser LA 12 10 - 8 15 25
Total Armor )
Pts = 250 1 Straak SRM 6 LA  42hit - 4 8

il 1 LB 10-XAC
1 LRM 15

RA
RT

2 10 -
5 1/hit -

6 12
7 14 21

Left Right
Torso Head Torso

8 5 o)(1®

1 Targeting Computer

Ammo Type: Rounds: Bv2:

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 CcT LT CcT
9 RT LL LT
10 RA LA LA
1 RL LA LL
12 HD HD HD

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

R 08 Streak SRM 6 15 19
020" LB 10-X AC 20 48
LeftAm [0y | Right Am 8° o °g
(28) [e)e) 00 (28) b % b LRM 15 8 26
oo %o 3 o S -
oo o0 X o Total Heat Sinks: 20 Double (40)
O Oc0 teft 1040 50| Rt Bl 6000000000 0000000000
O OO ooo Am YO0 Y10fJOf  Am -
050 00 (19 (okensp0) (14 fl Auto Eject: Weapon Heat:
o 0 ) ;
Left Leg 808 gog Right Leg oo (%S) 00 [ operational  [] Disabled (35)
89 [ 0% o \ Lot Joo ! § So{ Rignt '
OOO OOO Leg / Of 2 Leg
o)) 0“0 (18} of 0 A1)
o o Damage o) 0
Transfer o o

Name: Star Commander Joha
2 Piloting Skill: 3

Diagram

Gunnery Skill:

Roll
1-3
4-6

KICK LOCATIONS (1D86)
Left Front/Rear Right

LL
LL

RL RL
LL RL

Left Arm o) [UHNHIRG @Y Right Am s T
1. Shoulder 1. Shoulder .
2. Upper Arm Actuator 2. Upper Arm Actuator Consciousness#| 3 | 5 | 7 | 10 ] 11 |Deaq
13 3. Lower Arm Actuator Head 1-3 3. [LB10-XAC e
4. ER Large Laser 1. Life Support g tg 1g-§ :g
5. ER Large Laser 2. Sensors 2 -
6. |Streak SRM 6 3. Cockpit 6. [LB10-XAC “H“ ssnl[
1. |Streak SRM 6 4. Femo-Fibrous 1. |LB 10X AC
2. Ammo (Streak 6) 15 5. Sensors 2. Ammo (LB 10-X) 10 Shutdown
4% Ferro-Fibrous 6. Life Support 463 Ammo (LB 10-X} 10 4 )
4, Roll Again C " T 4. Ammo (LRM 15) 8 Ammo Explosion, avoid on 8+
5. Roll Again 5. Ferro-Fibrous .
6. Roll Again 1. ,?,_n E?;neorso 6. Roll Again Shutdown, avoic on 10+
2. XL Engine . +4 Modifier to Fire
Left TorSO 1 3 3. XL Engine nght Torso Ammo Explosion, avoid on 6+
1. XL Engine 4. Gyro 1. XL Engine Shutdown, avoid on B+
2. XL Engine 5. Gyro 2. XL Engine .
1.3 3 [Double Heat Sink 6. Gyro 1-3 3 [Double Heat Sink A4M°V;me;“ Points el on 4+
4. |Double Heat Sink 1. Gyro 4. |Double Heat Sink S:::T:owxnp :j(‘)?:;"gi on
5. |Double Heat Sink . . 5. |Targeting Computer hd y
6. |Double Heat Sink 2. XL Engine 6. |Targeting Computer *3 Modifier to Fire
- 46 > XLEngine - 9 )
1. [Double Heat Sink 4. XL Engine 1. |Targeting Computer -3 Movement Points
2. |Double Heat Sink 5. Roll Again 2. |Targeting Computer Shutdown, avoid on 4+
4.6 % [Double Heat Sink 6. Roll Again 46> [[RM1S #2 Modifier to Fire
4. |Double Heat Sink 4. [LRM 15
5. Ferro-Fibrous i R 5. Ferro-Fibrous ;
6. Femro-Fibrous Engine H}ts 000 6. Ferro-Fibrous 2 Movament Points
Gyro Hfts [eXe) . +1 Modifier to Fire
Left Leg Sensor Hits O O Right Leg
1. Hip Life Support O 1. Hip .
2. Upper Leg Actuator 2. Upper Leg Actuator -1 Movement Point
3. Lower Leg Actuator Batle Value: 2,399 3. Lower Leg Actuator
4. Foot Actuator BVfor2/3: 4,366 4. Foot Actuator
5. [Jouble Heat Sink Weapon Value: 5,067 /4,828 5. EDoubIe Heat Sink
6. |Double Heat Sink Cost, C-Bills: 26,233,964 6. |Double Heat Sink

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 ~
Prone -2 adjacent hex
+1 other hexes
immobile -4

In Depth 1 Water
Partial Cover
Infantry Squad

+2 Punch locations
+3 Punch locations
+1

MOVEMENT RECORD MISSILE HITS TABLE

Turn | Type | Num | Move |+ Weap| + Prev | + Misc | =Total |- H.S.| =Heat | To Hits Damage & Notes: Roll Number of Missiles Fired
Num |W/R/J| Hex | Heat | Heat | Heat Heat | Heat Pts Level 2062 3 4 5 9 10 12 15 20
; 2[11 11233 45 6

3]1122233 45 6
3 4/1122344 56 9
4 5/[12233586 8 9 12
5 6l|1223456 8 912
6 7112334586 8 9 12
7 gl2233456 8 912
8 9{2 23457 8 101216
9 10/2 33457 8 101216
10 23456 910121520
11 23456 910121520
12




BATTLEMECH RECORD

Status: VALIDATED

ARMOR DIAGRAM

[¢]

[o)ge]
Left Leg
(22)

0,00
00000o

Torso

REAR

(8) Center

Right Leg
(22)

Damage
Transfer

Diagram

Left Arm GRiTicAL HiT TABLE
1. Shoulder
2. Upper Arm Actuator
1-3 3. Lower Arm Actuator Head 13
" 4. Hand Actuator 1. Life Support
5. Roll Again 2. Sensors
6. Roll Again 3. Cockpit
1. Roll Again 4. Roll Again
2. Roll Again 5. 5}3"5501'5
4.6 3 RollAgain 6. Life Support 46
4. Roll Again
5. Roll Again Center Torso
6. Roll Again 1. Fusion Engine
2. Fusion Engine
Left Torso _q 3. Fusion Engine
1. [C* Master Computer 4. Gyro
2. |C* Master Computer 5. Gyro
13 3. |C* Master Computer 6. Gyro 13
4. |C*Master Computer
1. Gyro
5. [C*® Master Computer 2. Fusion Engine
6. Roll Again 3' Fusion Engi
4§ 3 Fusion Engine
1. Roll Again 4. Fusion Engine
2. Roll Again 5. SRM4 )
3. Roll Again 6. Ammo (SRM 4) 25
46 4. Roll Again 4-6
5. Roll Again - .
6. Roll Again Engine H!ts 000
GyroHits OO
Left Leg Sensor Hits O O
1. Hi Life Support O
2. Upper Leg Actuator
3. Lower Leg Actuator Battle Value: 1,563
4. Foot Actuator BVfor3/3: 2,423 +C°=246
5. Roll Again Weapon Value: 1,425 /1,425
6. Roll Again Cost, C-Bills: 11,858,660

SHEET

Right
Torso

(8)

Left
Leg
(19),

CORONS SoALNS

Total Armor
Pts = 192

Left Right
Torso  Head Torso

Internal Structure (138 Pts

Right Am

Shoulder

i Weagons Inventory:
Qty Loc HtDmg Min ShtMed Lng

116 2 7 15 22

i Ammo Type:

o o
o0 o
2 %
030 So

o\oPSP/o]  Rignt

O~ Y\of{ 0 Am

O, o) (15

o Y-entero

05 Yrorsd o0

(o) (29) (o]

o %

% og{ Right

) og \Leg

P o (1)

o o,

[2) ]

'MtcH Data

Tyee: Cyclops CP-11-C
mass: 90 tons
Movement Points: Tech, Config. & Level:

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

(hexes)

ype
1 Gauss Rifle RT
2 Medium Laser RA
1 SRM 4 cT
1 C*Master Computer LT

3 5 -
3 2/hit -
0 - - - -

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

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

Rounds:  BVZ
Gauss Rifle 16 100

SRM 4 25 [

Total Heat Sinks: 12 Single

0000000000 00

Auto Eject: Weapon Heat:
D Operational D Disabled (10)

name: General Ariana Winston
3 3

Gunnery Skill: Piloting Skill:

Hits Taken 2 3

# 5|7

Upper Arm Al
Lower Arm Actuator
Hand Actuator
Medium Laser
Medium Laser

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Right Torso

SUPONZ DORBNS

[Gauss Rifle
Gauss Rifle
Gauss Rifle
Gauss Rifle
Gauss Rifle
Gauss Rifle

|Gauss Rifle
Ammo (Gauss) 8
Ammo (Gauss) 8
Roll Again

Roll Again

Roll Again

Right Leg

oahebd=

Hip

Upper Leg Actuator
Lower Leg Actuator
Foot Actuator

Roll Again

Roll Again

** Avoid Inferno explosion on..
Shutdown

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

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

s latlalatalais ool oo Irofes
O 7 N 23 ) 1 5 (2 1= Y O e o e e o 6 2 1=

-2 Movement Points (** 4+)

+1 Modifier to Fire

-1 Movement Point

Printed by FEAVYMETAL PRO. Copyright © 2009 RCW Enterprises. PaﬁleTsch@, 'Mech® and BattleMech® are trademarks of WizKids, Inc.
issian to ph oL Luse.

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

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

Roll

PUNCH LOCATIONS (1D6)
Left Front/Rear Right

1 LT
LT
cT
LA
LA

HD

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

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

Attacker

Movement
Stationary
Walked
Ran
Jumped

Sensor Hit
Shoulder

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

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

+3

+2
+4 weapons in arm

+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
+1

MOVEMENT RECORD

Move
Heat

Num
Hex

Type
WIR/J

+ Weap

+ Prev
Heat

+ Misc
| Heat | Heat |

= Total
Heat

-H.S.
Pts

= Heat
Level

To Hits Damage & Notes:

MISSILE HITS TABLE
Number of Missiles Fired
2D62 3 4 5 6

10 12 15 20

OB b WWwWwwWwNN-=a

A hWWWWINNDNDN-=S

W W WMNNNDNNN=a 2

N RNDNNNS O a a a s

DO s DDA WONDN

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

S PO 00N ®®

G

NS o ®®omoe o~
O 0w © O o u

W O NN O o bW WO
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"MEecH Data HIT LOCATIONS (2D6)
. . s - Roll Left Front/R Right
Type: Dire Wolf (Daishi) Prime © et Tromm= ;3
BATTLEMECH RECORD SHEET mass: 100 tons S I A
Left REAR Right Movement Points: Tech, Config. & Level: (cnt) (cnt) (CI’I )
Status: VALIDATED T:roso c ToBso Walking: 3 Clan 3 LL RA RL
t 1
AHMUB nIAGHAM (19) enter  (10) Running: 5 Biped OmniMech 4 LA RA RA
Head Jumping: () Level 2/ 3050 5 LA RL RA
9 Weagons Inventory: (hexes) 6 LL RT RL
Qty Type Loc HtDmg Min ShtMed Lng 7 LT CcT RT
00 N2 ERLargeLaser LA 12 10 - 8 15 25 8 CcT LT CT
808 Total Armor 2 MediumPulselaser LA 4 7 - 4 8 12 9 RT LL LT
&80 Pts = 304 1 Ultra ACI5 LA 1 5 -7 1821 10 RA LA LA
88 . 1 LRM 10 LT 4thit- 7 14 21 1 RL LA LL
039 Left Head Right 2 ERLargelaser RA 12 10 - 8 15 25 HD HD HD
800 Tg:)o .Iig:s)o I} 2 MediumPulseLaser RA 4 7 - 4 8 12
88 000 1 Ultra AC/5 RA 1 5§ - 7 14 21
808 Bl Ammo Type: Rounds: BVZ
O Uttra AC/5 40 30 PUNCH LOCATIONS (1D6)
Left Arm Right Arm 8 8 LRM 10 12 14 Left Front/Rear Right
®4 4 o8/ \&ASRKE/ \S M Total Heat Sinks: 22 Double (44) T LA RT
C0000000C0O 0000000000 LT LT RT
00 CcT CT

RT RA

Auto Eject: Weapon Heat:
Left Leg o Bl [ operational  [] Disabled
(41)

L o
Damage % o2
Transfer ) ° : KICK LOCATIONS (1D
Diagram name: MechWarrior Mel C ( (?)
Roll Left Front/Rear Right
. Gunnery Skill: 3 Piloting Skill: 3
Left Arm case) JEHTNHIRLITETYIRE  Right Am s e Tacon . L RL R
1. Shoulder 1. Shoulder LL RL
2. Upper Arm Actuator 2. Upper Arm Actuator Consclousness # 1
4.3 3 ERLarge Laser Head 1-3 3 ERLarge Laser
4. ER Large Laser 1. Life Support 4, ER Large Laser
5. Medium Pulse Laser 2. Sensors 5. Medium Pulse Laser
6. Medium Pulse Laser 3. Cockpit 6. Medium Pulse Laser H[‘“ SGM.E Atta?l.{e-l-rACK MODIFIERS
1. [Ultra ACIS 4. Roll Again 1. [Ultra AC/5 - Movement
2. |uitra ACI5 5. Sensors 2. |uitra AC/5 [30] Shutdown Stationary None
4.6 3 liraacis 6. Life Support 463 luraacs 29 ) Walked +1
"V 4. Ammo (Ut AC/5) 20 C t T 4. Ammo (Ult AC/5) 20 % Ammo Explosion, avoid on 8+ Ran +2
5. Roll Again enter 1orso 5. Roll Again | <] Jumped +3
. . . 1 26 | Shutdown, avoid on 10+
6. Roll Again ; i i:: E"gfne 6. Roll Again [25] -5 Movement Points Bgt;l::ll;%tDamag”ez
. ngine . | 24| +4 Modifier to Fire P
Left TOfSO (CASE) 1_3 3. XL Engine R|ght TOI‘SO .23| Ammo Explosion, avoid on 6+ Shoulder +4 weapons inarm
1. XL Engine 4. Gyro 1. XL Engine [22] Shutdown, avoid on 8+ Arm Act. (each) +1 weapons in arm
2. XL Engine 5. Gyro 2. XL Engine 1214 . :’r%ne th 1 Wat :ﬁ
4.3 3 [Double Heat Sink 6. Gyro 4.3 3 [Double Heat Sink (22{ i Movemant Points n Dep ater
™ 4, |Double Heat Sink 1. Gyro 4. [Double Heat Sink % /S\;:LT:OW? :5;7:,;:2:1 on 4+ Target
5. |Double Heat Sink . . 5. |Double Heat Sink = i N
" 2. XL Engine ink [17] +3 Modifier to Fire Movement
6. |Double Heat Sink 46 3. XL Engine 6. |Double Heat Sin 6] 0-2 hexes 0
1. [Double Heat Sink 4. XL Engine 1. [Double Heat Sink [ 15] -3 Movement Points 3-4 hexes +1
2. |Double Heat Sink 5. [Double Heat Sink 2. |Double Heat Sink | 141 Shutdown, avoid on 4+ 5-6 hexes +2
4.6 3 [Double Heat Sink 6. [Double Heat Sink 4 & 3. [Double Heat Sink 13 +2 Modifier to Fire 7-9 hexes +3
4. [Double Heat Sink ~O 4. |Doubie Heat Sink R 10-13 hexes  +4
5. LRM10 EngineHits QOO | 35 FRolAgain -2 Movement Points 14 3hexes  +2(Lovel 3
6. Ammo (LRM 10) 12 ! 6. Roll Again exes (Level 3)
Gyro Hits OO . . 25+ hexes +7 (Level 3)
) : *+1 Modifier to Fire Jumped +1 additional
Left Leg Sensor Hits O O Right Leg Sprinted W
1. Hip Life Support O 1. Hip . Prone -2 adjacent hex
2. Upper Leg A - 2. Upper Leg Actuator *1 Movement Point +1 other hexes
3. Lower Leg Actuator Batlle Value: 2,712 3. Lower Leg Actuator Immobile —4
4. Foot Actuator BVfor3/3: 4,231 4. FootActuator In Depth 1 Water +2 Punch locations|
5. |Double Heat Sink Weapon Value: 5,474 /5,474 5. Roll Again 2 Partial Cover +3 Punch locations|
: D s \ ;
6. |Double Heat Sink Cost, C-Bills: 29,350,000 6. Roll Again

Infantry Squad  +1
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MOVEMENT RECORD MISSILE HITS TABLE
Turn | Type | Num | Move |+ Weap| + Prev | + Misc | = Total - H.S. = Heat | To Hits Damage & Notes: Roll  Number of Missiles Fired
| Num [W/R/J| Hex | Heat | Heat | Heat | Heat |Heat | Pts [ Level 2062 3 4 5 6 9 10 12 15 20
; 2[1111233 45 6
3|1112223 3 4 6
3 4112234456 9
4 51223356 8 9 12
5 6|1223456 8 9 12
6 711233456 8 9 12
7 8l2233456 8 9 12
8 9l2 23457 8101218
9 10(2 33 457 8 1012 16
10 11(2 3 456 910
1 12|12 3 4 56 910
12




