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Command Star Mechwarrior Type Tonnage Base BV G/P Modifier C3  Total BV
Vulture (Mad Dog) C MechWarrior Irena BattleMech 60.00 1,892 3/4 1.00 false 2,611
Nova Cat A MechWarrior James BattleMech 70.00 2,629 3/4 1.00 false 3,628
Gladiator (Executioner) D MechWarrior Trevor BattleMech 95.00 2,688 3/4 1.00 false 3,723
Daishi (Dire Wolf) Prime MechWarrior Magnus BattleMech 100.00 2,712 3/4 1.00 false 3,743
Kodiak Star Colonel Hunter Tseng BattleMech 100.00 2,927 3/4 1.00 false 4,039
5 Units 425.00 12,858 17,744
Pursuit Star Mechwarrior Type Tonnage Base BV G/P Modifier C3  Total BV
Solitaire MechWarrior Bialy BattleMech 25.00 1,284 3/4 1.00 false 1,772
Pack Hunter MechWarrior Rodney BattleMech 30.00 1,368 3/4 1.00 false 1,889
Arctic Wolf MechWarrior Rupert BattleMech 40.00 1,330 3/4 1.00 false 1,835
Black Hawk (Nova) Prime  Star Commander Muire BattleMech 50.00 2,663 3/4 1.00 false 3,675
Ryoken (Stormcrow) C MechWarrior Dwayne BattleMech 55.00 1,881 3/4 1.00 false 2,596
5 Units 200.00 8,527 11,767
10 Units 625.00 21,385 29,511

Copyright 2014 The Topps Company, Inc. Battletech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All Rights resem
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ARMOR DIAGRAM 'Armor Pts: 163 HIT LOCATION CHART
I E— N — . g Head (9) : !
I I I - Left Torso Right Torso Roll Left Fr/Bk Right
1 m Gl 2l eleni@liRile
\ / i RA RL
'MECH RECORD SHEET AlLA RA RA
/B \ 5 LA RL RA
MECH DATA WARRIOR DATA jumy AR
Type: Vulture (Mad Dog) C Name: MechWarrior Irena i il
Movement Points: Tonnage: 60 Gunnery Skill: 3 Piloting Skill: 4 gl Lty CT
Walking: 5 Tech Base: Clan HitsTaken[ 1 [2 | 3] 4] 516 ] 9 RT LU Ly
Running: 8 2963 Consciousness#| BB 10 RA LA LA
Jumplng: 6] F/X‘E-E-A 11 RL LA L
Weapons & Equipment Inventory  (hexes) l2_HD HD HD
Gty Type Loc Ht Dmg Min Sht Med Lng / \
1 Gauss Rifie RA 1 15 2 7 15 22 Center TO HIT MODIFIERS
[DB, X] Left Arm Torso Right Arm
1 Gauss Rifle LA 1 [DéSX] 2 7 15 22 (16) (23) (16) Attacker...
Ammunition Type Rounds F is Stationary +0
Gauss Rifle 32 Fibrous Walked +1
Left Right Ran +2
L L
@3) v @3) Jumped iie
Rear (7) Damage...
Sensors +2
Shoulder +4
Arm Actuator (each)  +1
Target...
Moved 0-2 hexes +0
. Moved 3-4 hexes +1
: 14, | BV: 2, 1,
\|_Cost: 14.420,000 Cills V: 2 Eﬁm (Base: [?2 ]BE!E‘] T.m; Rear TDPS; Rear s g il
\Dissipation (24) / 7 7 I g i
ZCRITICAL HIT TABLE Heat kg g
Head A INTERNAL STRUCTURE DIAGRAIM J¥=3es Moved 10-17 hexes +4
. Moved 18-24 hexes +5
- Bverfiow
Left Arm cass) 1. Life Support Right Arm css9 . Moved 25+ hexes +6
1. Shoulder 2. Sensors 1. Shoulder i
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator =01 Jumped (Additional) +1
13 3. [Gauss Rifle 4. FerroFibrous 13 3. [Gauss Rifle | Partial Cover +1
"2 4. | Gauss Rifle 5. Sensors "9 4. | Gauss Rifle 29
5. | Gauss Rifle B. Life Support 5. | Gauss Rifle 28" Prone
6. | Gauss Rifle 6. | Gauss Rifle 27 | Adjacent -2
1. | Gauss Rifle 1 C)?LnFter ETo_rso 1. | Gauss Rifle 26* Not Adjacent +1
2. LGauss Rifle . usion Engine 2. LGauss Rifle 55+ Range
3. @Gauss Rifle (8) 2. XL Fusion Engine 3. @Gauss Rifle (8] =
465 oGauss Rifle (8) 1-3 8- XL Fusion Engine 46 ocauss hifie (8] 2_4* Short +0
5. Roll Again 4. Gyro 5. Roll Again 23 Medium +2
- 5. Gyro 6. Ferro-Fibrous 22*
6. Ferro-Fibrous 6. Gyro . =1 \ Long +4 ’
T ome =5 /—\
Left Torso 2. XL Fusion Engine Right Torso K& PUNCH CHART
1. XL Fusion Engi 4-6 3. XL Fusion Engine 1. XL Fusion Engi —
5 Fus!m nme "2 4. XL Fusion Engine ) usion =ngine 18 Roll Left FriBk Right
. usion Engine 5. Roll Again 2. XL Fusion Engine 177
1-3 3. Roll Again 5. Roll A" 13 3. Roll Again |— 1 LT LA RT
"2 4. Roll Again - relfgan "9 4. Roll Again 16 a r r RT
5. Roll A " " . Roll A 15*|
B. ol Again Engine Hits 00 O Roll Again Heat Heat Sinks: ) [727] 3 CT CT CcT
1. Roll Again Gyro Hits OO . Foll Again Level* Effects 12 (24) EER 4 LA RT RA
2. Roll Again Sensor Hits O O " Roll Again gg gr]r?rfoovl‘z/gp R Double = Al RA RA
4.6 3 ol Agan Life Support O - Roll Again 26 Shutdown, avoid on 10+~~~ [77] \6 HD HD HD /
4. Roall Again - Roll Again 25 -5 Movement Points Eng
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire [e]@] ﬁ
6. FerroFibrous 6. FerroFibrous 23 Ammo Exp. avoid on 6+ Q 9 KICK CHART
22 Shutdown, avoid on 8+ O s |
%g ;‘:ﬂmgvsge';’;ggigfm o] EA Roll Left Fr/Bk Right
Left Leg CATANST Right Leg 18 Shugown awdonbr =1 Qs
1. Hip Lin Ao 1. Hip 17 +3 Modifier to Fir_e o = 4-6 LL L RL
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Pomts (@) 2 | \_—/
3. Lower Leg Actuator 3. Lower Leg Actuator :ll g Sgulf/ldo;vp‘ a;/m'c__j. on 4+ e} —
4. Foot Actuator 4. Foot Actuator 1o 5 Moot ot | 3 | PHYSICAL ATTACKS
5. Roall Again 5. Roll Again i - 2
6. Roll Again Damgig:g:;?:Sfer 6. Roll Again g t:|| ngéﬁs;;?g;ﬁts 1 Punch +0 Punch 1/10t
\ /7 \ /o] |Kck -2 Kick 15t
Copyroht 2014 The Tapps Comozny. Inc ‘Mech and are of The Topos Company. I, Al Fights recerver *Hatchet -1 Std 1/5t
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Pr , LLC. Permission to for personal use. *Sword -2 Std 1/10t
/Turn Move Hexes Mod Prev Move Weap Other Total Sink Level Notes \ /—\ Blade*Add-+24 wpfkt?ab,e Ui /
CLUSTER HITS A
Rollf2 3l 4 5 16l 4 9 o112 15 2030 40
ait sy 8 8 4 4 a8 B g
3iha & W28 2F 12 B2l 3 N3 4 & Bl 10] 12
art @ a4 a4 4 4 85 &6 418 e
gL a8 4 4 4 4 @6 84 4 08 e ea
eslla 2 28 3[4 B4l 51 6 8] 9 12118 24
a4 a4 4 4 6 8 4 e e ea
Ble & 4 4 4 4 8 @ 8 4 18 18 84
gli2n 2 n38 4|5 Bl 70 18100 120 161 24) 32
o e @ & 4 8 B 8 g e e el g
) g a4 dq & 6 &g 80 e e en g dg
\12|2 3 4 5 6 7 9 101215 20 30 40 4
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MECH DATA
Type: Nova Cat A

Movement Points: Tonnage: 70
Walking: 4 Tech Base: Clan
Running: 6 3059
Jumping: 4 F/XXEA

Weapons & Equipment Inventory  (hexes)

'MECH RECORD SHEET

WARRIOR DATA e

. MechWarrior James
Name: Command Star

ARMOR DIAGRAM
Armor Pts: 216

Head (9)

Left Torso Right Torso

Gunnery Skill: 3 Piloting Skill: 4

HitsTaken{ 1 [2 [3 ] 4| 5] 6 |
Consciousness# EB

_HITLOGATION GART J

HIT LOCATION CHART
Roll Left FrBk Right
2l et cmicenliRiiliey
L MR~ G =
VI U =YD =¥
RN =D =
MR = =
p A Ao =
il omufAAA by i com
e Sl
o R PA
=
2D HD D

Gty Type Loc Ht Dmg Min Sht Med Lng / \
1 Targeting Computer RT - - - - - - Center TO HIT MODIFIERS
2 ER Large Laser RA 12 10DE] - 8 15 25 Left Arm Torso Right Arm
2 ER Large Laser LA 12 10[DE] - 8 15 25 (35) Attacker...
is Stationary +0
Walked +1
Left Right Ran +2
L L
@0) v @0 Jumped i
Rear (8) Damage...
Sensors +2
Shoulder +4
Arm Actuator (each)  +1
Target...
Moved 0-2 hexes +0
y Left Right Moved 3-4 hexes +1
Cost: 17,383,917 CBills BV: 3,628 (Base: 2,629) Torso Rear Torso Rear
\ \W %) ) Moved 5-6 hexes +2
/ \ H Moved 7-9 hexes +3
t
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM J2-8 Moved 10-17 hexes =~ +4
. —— Moved 18-24 hexes +5
Left Arm 7 Life Support Right Arm Right Torso (15) Moved 25+ hexes +6
1. Shoulder 2. Sensors 1. Shoulder i
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator =01 Jumped (Additional) +1
1-3 3. [Double Heat Sink 4. EndoSteel 13 3. [Douhle Heat Sink ] Partial Cover +1
"9 4. Lpouble Heat Sink 5. Sensors "9 4. Lpouble Heat Sink 29
5. [Double Heat Sink B. Life Support 5. [Double Heat Sink 28" Prone
6. LDouble Heat Sink 6. LDouble Heat Sink 57 | Adjacent -2
1. [Dnuble Heat Sink Center T‘?"SO 1. [Douhle Heat Sink Right | 267 Not Adjacent +1
2. Lpouble Heat sink 1. XL Fusion Engine 2. Lpouble Heat sink am 257 Range
46 3. [Double Heat Sink 2. XL Fusion Engine 4.6 3. [[Double Hea Sink U a7
"0 4. Lpouble Heat Sink 1-3 8- XL Fusion Engine "0 4. Lpouble Heat sink L Short +0
5. ER Large Laser 4. Gyro 5. ER Large Laser 23 Medium +2
6. ER Large Laser g x: 6. ER Large Laser Z?* Long +4 /
1. Gyro Right F ﬁ
Left Torso 2 JuFusion E:g::: Right Torso K& PUNCH CHART
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine B .
2. XL Fusion Engine g )E(rl:dzflss;::‘ Engine 2. XL Fusion Engine W Roll Left Fr/iBk nght
4-3 3 [Double Heat Sink 6. EndoStes! 4.3 3. [Double Heat Sink | —— 1 L LA RT
"9 4. Lpouble Heat Sink : "9 4. Lpouble Heat Sink 16 2 LT LT RT
5. rDouble Heat Sink " " 5. rDouble Heat Sink 15*
6. LDouble Heat Sink Engine Hits OO O 6. LDouble Heat Sink Heat Heat Sinks: |\ [27] 3 CT CcT CT
! Gyro Hits OO Level* Effects 25 (50) EET 4 LA RT RA
1. Double Heat Sink ) 1. Jump Jet 13
2. Lpouble Heat sink Sensor Hits 0 O 2. Jump Jet gg ix‘fg"ggp avoid on B+ Double EFR S A RA RA
46 3. rDouble Heat Sink Life Support O 4-6 3. [Targeting Computer 26  Shutdown, avoid on 10+ EER \ 6 HD HD HD /
4. LDouble Heat Sink 4. | Targeting Computer o5 -5 Moven%ent Points OOO —
5. Jump Jet 5. | Targeting Computer 24  +4 Modifier to Fire QOO |\ o\
6. Jump Jet 6. LTargeting Computer 23  Ammo Exp. avoid on 6+ QOO 9 KICK CHART
22  Shutdown, avoid on 8+ [e]e] & |
?g 7;:“ Mgvggegtvgglgf o 000 —1 Roll Left Fr/Bk Right
Left Leg EHTHNST Right Leg 19 Shwomnadontr 39 [[E] |13 L RLORL
1. Hip Lin Ao 1. Hip 17 +3 Modifier to Flrje 00 = 4-6 LL L RL
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Pomts [e)e) 2 | \_—/
3. Lower Leg Actuator 3. Lower Leg Actuator :ll g fgult\:/ld;);\ilgéra;lglgir%n 4+ 30 — /—\
g' Eo:t gctu‘atur g Eozt :ctu‘ator 10 -2 Movement Points R PHYSICAL ATTACKS
. ndo-Stee B ndo-Steel 1 Modifi Fil
6. EndoSteel Damgig:g:;?:Sfer 6. Endo-Steel g t/| Mgvé:'sglsgpl;ﬁts 1 Punch +0 Punch 1/10t
\ / N\ / [ o] Kick 2 Kick  1/5t
Cnpyrilght 2014 The Topps Company, Inc. "Mech and are of The Tngps Company, Inc. Al Rights reserved. *Hatchet -1 Std 1/5t
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Pr , LLC. Permission to for personal use. *Sword -2 Std 1/10t
/Turn Move Hexes Mod Prev Move Weap Other Total Sink Level Notes \ /—\ Blade*Add-+24 wpfkt?ab,e Ui /
CLUSTER HITS Jommme
Roll 21131 4 5 6117910 12 il5120 30 40
20 s e 28 2 838 3 B4R 51 (6 810 12
3 d ad s 20 2028 2 A3 3 848 5 (6 810 12
40 e 20 2 838 3 4l 4 158 61 19 2] 18
sId 128 20 3838 4 50 6 88 9 2118 24
el 1 128 20 384l 4 i5 6 F81 9 121818 24
28 3 3848 4 850 6§88 9 2118 24
812 28 3 384 4 58 6 18 9 12118 24
g2 28 3 485 6 N7 8 10812 6124 32
10528 38 3 f4l 51 (6 fird 8 §loN 120 16124 32
) 120 38 4 is58 6l 7 98 10 §l2d 15 20030 40
\12|2 3 4 5 6 7 9 101215 20 30 40 4
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ARMOR DIAGRAM Armor Pts: 959 HIT LOCATION CHART
—— — — :
B 11 I I= ] I= ~a I-I teTorss o @ gt Torso Roll Left FriBk Right
1 m Gl 2 LT(C) CT(C) RT(C)
\ / il RA RL
'MECH RECORD SHEET 4 LA RA RA
/B \ 5 LA RL RA
MECH DATA WARRIOR DATA SR
Type: Gladiator (Executioner) D Name: MechWarrior Trevor A i cT RT
Movement Points: Tonnage: 95 Gunnery Skill: 3 Piloting Skill: 4 gl Lty CT
Walking: 4 Tech Base: Clan HitsTaken[ 1 [2 | 3] 4] 516 ] 9 RT LU Ly
Running: 6 [8] 3001 Consciousness# BB 1 O RA LA LA
Jumplng: 4 F/X‘E-E-A 11 RL LA [l
Weapons & Equipment Inventory  (hexes) l2_HD HD HD
Gty Type Loc Ht Dmg Min Sht Med Lng / \
2 Small Pulse Laser ~ RT 2 " aN] - 2 4 8 Lot Arm Center Right Arm TO HIT MODIFIERS
1 f/»l:zAgrgan Laser g 2 s - 2 4 B (32) ng? (32) Attacker...
1 Large Pulse Laser RA 10 10[P] - 8 14 20 is Stationary +0
3 Medum Pulse Laser RA 4 7 [P] - 4 8 2 fFerro Walked +1
3 Small Pulselaser RA 2 3 - 2 4 8 fbrous
P Al Left Right Ran +2
2 SAME LA 4 2/m - 3 6 9 Leg Center Leg il
Ammunition Type Rounds 40 140) Jumped =
SV a5 Damage...
Sensors +2
Shoulder +4
Arm Actuator (each)  +1
Target...
Moved 0-2 hexes +0
Left Righ
\ Cost: 35,238,389 CBils  BV: 3,723 (Base: 2.696) Tores Frear — Moved 3-4 hexes il
Weapon He[e;: B[]421 10) 10) Moved 5-6 hexes +2
\Dissipation (38) __/ Moved 7-9 hexes +3
\ ove
CCRITICAL HIT TABLE K INTERNAL STRUCTURE DIAGRAM Y6t Moved 10-17 hexes ~ +4
Left Arm case Head Right Arm Head Brerton Moved 18-24 hexes  +5
1. Shoulder o ; é':::::m 1. Sguulder et Toreo (20) Flant Torso (20) Moved 25+ hexes il
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 50°] Jumped (Additional) +1
1-3 3. Lower Arm Actuator 4. Ferro-Fibrous 1-3 3. [Large Pulse Laser 5] Partial Cover +1
4. Hand Actuator 5. Sensors 4. LLarge Pulse Laser
5. SRME B. Life Support 5. Medium Pulse Laser 28" Prone
6. SRMS 6. Medium Pulse Laser 57 | Adjacent -2
1. @SRME (15) Center Torso 1. Medium Pulse Laser 267 Not Adjacent +1
2. @SRME (15) 1. XL Fusion Engine 2. Small Pulse Laser 25+ Range
46 3. @SRM6 (15) 2. XL Fusion Engine a6 3. Small Pulse Laser =7
"9 4. Roll Again ’| _3 3. XL Fusion Engine "9 4. Ssmall Pulse Laser — Short +0
5. Roall Again 4. Gyro 5. Roll Again 23 Medium +2
6. Ferro-Fibrous g x: 6. Ferro-Fibrous :?* Long +4 /
1. oo - . . B /—\
Left Torso 2. XL Fusion Engine Right Torso o] PUNCH CHART
1. XL Fusion Engine 4-6 3 i:: Eu:!un Eng!n: 1. XL Fusion Engine 18* Roll Left Fr/Bk Right
2. XL Fusion Engine : u |ur‘| g 2. XL Fusion Engine EED o i { '9
5. Ferro-Fibrous T 17
3. [masc g 3. [Double Heat Sink | — 1 LT LA RT
1-3 4. [ masc 8. Ferrofibrous 1-3 4. Lpoube Heat sink 18 i LT RT
5. | masc " " 5. rDouble Heat Sink 15*
6. Lmasc Engine Hits 00 O 6. LDouble Heat Sink Heat Sinks: )\ [ 3 CcT CT CT
! Gyro Hits OO ) Level* Effects 19 (38) EET 4 LA RT RA
1. Double Heat Sink 1. rDouble Heat Sink 13
2 [Doutie oot Sink Sensor Hits 0 O 2. Loouble Hoat sink gg ix‘fg"ggp_ avoid on B+ Double EFR S A RA RA
agy Fomlies Life SupportO ) 4.3 gnottueeioeer 2 Suown amdon 10 o | [T \6__HD__HD__HD /
5. Roll Again 5. Ferro-Fibrous SZ :.4 Mg‘é?f:gﬁzg Filgts (e]e} ,1_0*, ﬁ
6. Roll Again 6. FerroFibrous 23 Ammo Exp. avoid on 8+ QO 9 KICK CHART
22  Shutdown, avoid on 8+ (e]0) & |
?g 7;:“ mgvggégtvgglgf4+ 88 —1 Roll Left Fr/Bk Right
Left Leg EH'[HYS'[ Right Leg 18 Shutdown, avoid on B+ %) g 1-3 LL RL RL
1. Hip Lin Ao 1. Hip 17 +3 Modifier to Fir_e 00 = 4-6 LL L RL
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Pomts [e)e) 2 | \_—/
3. Lower Leg Actuator 3. Lower Leg Actuator :ll g fgult\:/ld;);\ilgéra;lglgir%n 4+ o} — /—\
g' ‘Fj:rontij::atur g jz:pA:::ator 10 -2 Movgment Ppints R PHYSICAL ATTACKS
6. Jump Jet D rnsfer 5. Jump det VU 1 |Punch +0 Punch 1/10t
\ / N\ / [ o] Kick 2 Kick  1/5t
Cnpyrilght 2014 The Topps Company, Inc. "Mech and are of The Tngps Company, Inc. Al Rights reserved. *Hatchet -1 Std 1/5t
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Pr , LLC. Permission to for personal use. *Sword -2 Std 1/10t
/Tun Move Hexes Mod Prev. Move Weap Other Total Sink Level Notes \ /—\ Blade*Add-+24 wpfkt?ab,e Uil /
CLUSTER HITS Jommme
Roll 21131 4 5 6117910 12 il5120 30 40
20 s e 28 2 838 3 B4R 51 (6 810 12
3 d ad s 20 2028 2 A3 3 848 5 (6 810 12
40 e 20 2 838 3 4l 4 158 61 19 2] 18
sId 128 20 3838 4 50 6 88 9 2118 24
el 1 128 20 384l 4 i5 6 F81 9 121818 24
28 3 3848 4 850 6§88 9 2118 24
812 28 3 384 4 58 6 18 9 12118 24
g2 28 3 485 6 N7 8 10812 6124 32
10528 38 3 f4l 51 (6 fird 8 §loN 120 16124 32
) 120 38 4 is58 6l 7 98 10 §l2d 15 20030 40
\12|2 3 4 5 6 7 9 101215 20 30 40 4
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_HITLOGATION GART J

ARMOR DIAGRAM Armor Pts: 304 HIT LOCATION CHART
—— — I e . Head : I
B 11 I I— ] I— ~a I-I Lot Torso o ¥ Right Torso Roll Left  Fr/Bk Right
™ ™ = bl @2) 32) 2l iyl cmi @ RMiC)
\ / il RA RL
'MECH RECORD SHEET AlLA RA RA
/B \ 5 LA RL RA
MECH DATA WARRIOR DATA jumy SR
Type: Daishi (Dire Wolf) Prime Name: MechWarrior Magnus i Gl R
Movement Points: Tonnage: 100 Gunnery Skill: 3 Piloting Skill: 4 gl Lty CT
Walking: 3 Tech Base: Clan HitsTaken[ 1 [2 | 3] 4] 516 ] 9 RT LU Ly
Running: 5 3010 Consciousness#| BB 10 RA LA LA
Jumplng: 6] F/X‘E-E-A 11 RL LA L
Weapons & Equipment Inventory  (hexes) l2_HD HD HD
Gty Type Loc Ht Dmg Min Sht Med Lng / \
1 LRMHO T 4 mo - 7 14 21 Center TO HIT MODIFIERS
2 ER Large Laser RA 12 10DE] - 8 15 25 Left Arm Torso Right Arm
1 Utra AC/5 RA 1/s 5 -7 14 21 47) 34) Attacker...
[DB, R/C/R2] i i
2 Medium Pulse Laser RA 4 7 [P] - 4 8 12 is Stationary +0
2 ER Large Laser LA 12 10[DE] - 8 15 25 Walked +1
1 Ultra AC/5 LA 1/s 5 - 7 14 21
[DB, R/C/R2] Left Right Ran +2
2 Medium Pulse Laser LA 4 7 [P] - 4 8 12 Leg Cent Leg
Ammunition Type Rounds @n Ti:Sir 41 Jumped i
TRV 5 Rear (14) Damage...
Ultra AG/5 a0 Sensors +2
Shoulder +4
Arm Actuator (each)  +1
Target...
Moved 0-2 hexes +0
Left Right
\ Cost: 29.230.000 CBils BV 3743 (Base: 2,712) Toren moar o Moved 3-4 hexes il
Weapon He&t 4[]72 10) 10) Moved 5-6 hexes +2
\Dissipation (44)___/ Moved 7-9 hexes +3
/4 A\ Hoat ove
CRITICAL HIT TABLE AN INTERNAL STRUCTURE DIAGRAM J2-8 Moved 10-17 hexes =~ +4
Left Arm case) Head Right Arm casg) Orerfow et i
M 1. Life Support g Moved 25+ hexes +6
. oulder 2. Sensors 1. Shoulder i
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator =01 Jumped (Additional) +1
1-3 3. ER Large Laser 4. Roll Again 13 3. ER Large Laser =5 Partial Cover +1
4. ER Large Laser 5. Sensors 4. ER Large Laser
5. [Ultra AC/5 B. Life Support 5. [Ultra AC/5 28" Prone
6. [um AC/5 6. | uttra AC/5 27 | Adjacent -2
1. Luitra Ac/5 Center T‘?"SO 1. Luitra Ac/5 267 Not Adjacent +1
2. Medium Pulse Laser 1. X Fus!on Eng!ne 2. Medium Pulse Laser 55+ Range
4-6 3. Medium Pulse Laser 2. XL Fus!on Eng!ne 46 3. Medium Pulse Laser W‘
"0 4. eutra AC/5 (20) 1-3 8- XL Fusion Engine "0 4. eultra AC/5 (20) L Short +0
5. Roll Again 4. Gyro 5. Roll Again 23 Medium +2
6. Roll Again g x: 6. Roll Again :?* Long +4 /
T ome == /—\
Left Torso (s 2. XL Fusion Engine Right Torso K& PUNCH CHART
1. XL Fusion Engine 4-6 3 i:: Eu:!un Eng!n: 1. XL Fusion Engine KX Roll Left Fr/Bk Right
2. XL Fusion Engine 5' Douhl:eulj-rea:gSI;\k 2. XL Fusion Engine W 0 € r 19
i ) " i — 1 LT LA RT
1-3 3. Double Heat S!nk 6. LDouble Heat Sink 13 3. Double Heat ank TS
4. LDouble Heat Sink 4. LDouble Heat Sink 2 iy iy RT
5. rDouble Heat Sink " " 5. rDouble Heat Sink 15*
6. LDouble Heat Sink Engine Hits OO O 6. LDouble Heat Sink Heat Heat Sinks: |\ [27] 3 CT CcT CT
! Gyro Hits OO ) Level* Effects 22 (44) ERG 4 LA RT RA
1. Double Heat Sink 1. rDouble Heat Sink 13
2 [Doutie oot Sink Sensor Hits 0 O 2. Loouble Hoat sink gg ix‘fg"ggp avoid on B+ Double EFR S A RA RA
3. rDouble Heat Sink Life Support O 3. Double Heat Sink vni 1
4-6 4. Lauble Heat Sink i 48 [nausi reat sink SS ?Qu,\tﬁ;:;%:,;’togom; % 000 KN g lY L2 Al
5. LAMHO 5. Rall Again 24 +aModfiertoFire QOO | 1101/ e\
6. @LRM 10 (12) 6. Roll Again 23  Ammo Exp. avoid on 8+ QO 9 KICK CHART
22 Shutdown, avoid on 8+ QO Bl
?g 7;:“ mgvggegtv gsigtrf o o0 —1 Roll Left Fr/Bk Right
Left Leg CATANST Right Leg 19 Shwomnadonr 39 [[E] |13 L RLORL
1. Hip Lin Ao 1. Hip 17 +3 Modifier to Fir_e 00 = 4-6 LL L RL
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Pomts [e)e) 2 | \_—/
3. Lower Leg Actuator 3. Lower Leg Actuator :ll g fgult\:/ld;);\ilgéra;lglgir%n 4+ le) — /—\
g. ;(;ztblﬁ;ctHu:::; - g :ZTAZ::E'WP 10 -2 MDVQWEHt PpintS T PHYSlCAL ATTACKS
6. Loouble Heat sink Damg?:g:;fr""Sfe" 6. Foll Again e e — Punch +0 Punch 1/10t
\ / N\ / [ o] Kick 2 Kick  1/5t
Copyroht 2014 The Tapps Comozny. Inc ‘Mech and are of The Topos Company. I, Al Fights recerver *Hatchet -1 Std 1/5t
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Pr , LLC. Permission to for personal use. *Sword -2 Std 1/10t
/Turn Move Hexes Mod Prev Move Weap Other Total Sink Level Notes \ /—\ Blade*Add-+24 o pfkt?ab,e Ui /
CLUSTER HITS (e
Roll 21131 4 5 6117910 12 il5120 30 40
20 s e 28 2 838 3 B4R 51 (6 810 12
3 d ad s 20 2028 2 A3 3 848 5 (6 810 12
40 e 20 2 838 3 4l 4 158 61 19 2] 18
sId 128 20 3838 4 50 6 88 9 2118 24
el 1 128 20 384l 4 i5 6 F81 9 121818 24
28 3 3848 4 850 6§88 9 2118 24
812 28 3 384 4 58 6 18 9 12118 24
g2 28 3 485 6 N7 8 10812 6124 32
10528 38 3 f4l 51 (6 fird 8 §loN 120 16124 32
) 120 38 4 is58 6l 7 98 10 §l2d 15 20030 40
\12|2 3 4 5 6 7 9 101215 20 30 40 4
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ARMOR DIAGRAM Armor Pts: 980 HIT LOCATION CHART
—— — — :
B 11 I I= ] I= ~a I-I teTorss o @ gt Torso Roll Left FriBk Right
L1 m Gl @2) 2l eleni@liRile
\ / il RA RL
'MECH RECORD SHEET 4 LA RA RA
/B \ 5 LA RL RA
MECH DA WARRIOR DATA jumy =
Type: Kodiak Name: Star Colonel Hunter Tseng Al ‘o il =g
Movement Points: Tonnage: 100 Gunnery Skill: 3 Piloting Skill: 4 gl Lty CT
Walking: 4 Tech Base: Clan HitsTaken[ 1 [2 | 3] 4] 516 ] 9 RT LU Ly
Runni_ng: 6 3001 Consciousness#| BB 10 RA LA LA
Jumping: O F/XDDA 11 RL LA I
Weapons & Equipment Inventory  (hexes) l2_HD HD HD
Gty Type Loc Ht Dmg Min Sht Med Lng / \
1 ER Large Laser CT 12 10[DE] - 8 15 25 TO HIT MODIFIERS
1 Ultra AG/20 RT 7/s 20 - 8 12 Left Arm Right Arm
[DB, R/G/R2] Attacker...
2 Streak SAM-6 T 4 2/m - 4 8 12 i i
M, C/C2/6] is Stationary +0
4 ERMedium Laser RA 5 7 [DE] - 5 10 15
4 ERMedium Laser LA 5 7 [DE] - 5 10 15 Walked il
Ammunition Type Rounds Ran +2
X C
R 9 o Jumped i
Rear (15) Damage...
Sensors +2
Shoulder +4
Arm Actuator (each)  +1
Target...
Moved 0-2 hexes +0
\ Cost: 29,495,333 CBils  BV: 4,039 (Base: 2 927) Torso Rear Torao Rear Moved 3-4 hexes il
Veapon Heat (74) 10) 10) Moved 5-6 hexes +2
/ \\ Dissipation (40) / Moved 7-9 hexes +3
CRITICAL HIT TABLE \ feat Moved 10-17 hexes  +4
Left Arm ) Head Right Arm — Moved 18-24 hexes ~ +5
. Life Support
1. Shoulder 2. Sensors 1. Shoulder Moved 25+ h(_a)_(es il
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator =01 Jumped (Additional) +1
1-3 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator ] Partial Cover +1
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator 29
5. ER Medium Laser B. Life Support 5. ER Medium Laser 28" Prone
6. ER Medium Laser 6. ER Medium Laser 27 | Adjacent -2
1. ER Medium Laser Center To_rso 1. ER Medium Laser 26* Not Adjacent +1
2. ER Medium Laser 1. X Fus!on Eng!ne 2. ER Medium Laser 55+ Range
4-6 3. EndoSteel 2. XL Fus!on Eng!ne 46 3. EndoSteel W
O 4. EndoSteel 1-3 3. XL Fusion Engine "9 4. EndoSteel —— Short +0
5. EndoSteel g Gyro 5. EndoSteel 23] Medium +2
6. Roll Again 5: x: 6. Roll Again :?* Long +4 /
1. o - . . B /—\
Left Torso (s 2 JuFusion E:g::: Right Torso wcasp) 197 PUNCH CHART
1. XL Fusion Engine 4-6 4. X Fusion Engine 1. XL Fusion Engine 18" Roll Left  FrBk Right
2. XL Fusion Engine 5. ER Large Laser 2. XL Fusion Engine 177
4-3 3 [Double Heat Sink 6. EndoStes! 4.3 3. [utra Ac/20 | —— 1 L LA RT
"9 4. Lpouble Heat Sink : "9 4. | uira Ac/20 16 2 LT LT RT
5. rDouble Heat Sink " " 5. | utra Ac/20 15*
6. LDouble Heat Sink Engine Hts OO O 6. | Utra AC/20 Heat Sinks: | [727] 3 CT CT CT
Gyro Hits OO Level* Effects 20 (40) EEQ A IA RT RA
1. Streak SRM-6 . 1. | uitra AC/20 13
2. Lstreak sRM& Sensor Hits 0 O 2. | ukra Ac/20 gg i:ﬁ‘rfg"ggp avoid on B+ Double EAa S A RA RA
3. Streak SRM-6 Life Support O 3. | ura Ac/20 avoi 1
4-6 4 Lsircai savis i 4. Lutra Ac/20 SS ?Qu,\tﬁ;:;%:,;’togom; % 00 KN d sl HD HD
5. @Streak SRM 6 (15) 5. @Uitra AC/20 (5) 24 +4 Modifier to Fire (e]0) | 107 /—\
6. @Streak SRM 6 (15) 6. @Ultra AC/20 (5) 23 Ammo Exp. avoid on 6+ QO 9 KICK CHART
22 Shutdown, avoid on 8+ (e]0) s |
?g 7;:“ mgvggegtv 5;3'2}: o (e]e] —1 Roll Left Fr/Bk Right
Left Leg CATANST Right Leg 19 shwomnamdonsr 39 [[E] |13 L RLORL
1. Hip Lin Ao 1. Hip 17 +3 Modifier to Fir_e 00 = 4-6 LL L RL
2. Upper Leg Actuator 2. Upper Leg Actuator 1 i é?\ut’é%\ﬁ:eavoi’iog]:s Ar [e)e) 2 | \_—/
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifier to Fire lele) 1
g' ;ootblActHuatu; " g ;ootbaﬁc;:-‘uato;- " 10 -2 Movement Points R PHYSICAL ATTACKS
. louble Heat Sinl B Jouble Heat Sinl i ]
6. LDouble Heat Sink Damg?’e Transfer & L pouble Heat Sink g f11 nggﬁgﬁg Ff,';iﬁts 0 Punch  +0 Punch 1/10t
\ lagram / \ / | ) i
5] Kick -2 Kick 1/5t
Copyright 2014 The Topps Company, Inc. "Mech and are of The Topps Company, Inc. All Rights reserved. *Hatchet -1 Std 1/5t
cmﬁsr Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Pr L Bermmsion 0 for personal use. *Sword 2 Std 1/10t
/Turn Move Hexes Mod Prev Move Weap Other Total Sink Level Notes \ /—\ Blade*Add-+24 o pfkt?ab,e Ui /
CLUSTER HITS Jommme
Roll 21131 4 5 6117910 12 il5120 30 40
20 s e 28 2 838 3 B4R 51 (6 810 12
3 d ad s 20 2028 2 A3 3 848 5 (6 810 12
40 e 20 2 838 3 4l 4 158 61 19 2] 18
sId 128 20 3838 4 50 6 88 9 2118 24
el 1 128 20 384l 4 i5 6 F81 9 121818 24
28 3 3848 4 850 6§88 9 2118 24
812 28 3 384 4 58 6 18 9 12118 24
g2 28 3 485 6 N7 8 10812 6124 32
10528 38 3 f4l 51 (6 fird 8 §loN 120 16124 32
) 120 38 4 is58 6l 7 98 10 §l2d 15 20030 40
\12|2 3 4 5 6 7 9 101215 20 30 40 4
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/0 \
MECH DATA
Type: Solitaire

Movement Points: Tonnage: 25
Walking: 10 Tech Base: Clan
Running: 15 3064
Jumping: O F/XXD-A

Weapons & Equipment Inventory  (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Heavy Medium Laser CT 7 10 [DE] - 3 B 9
1 Heawy Large Laser RT 18 16 [DE] - 5 10 15
1 Heavy Medium Laser LT 7 10 [DE] - 3 5] =]
1 Heavy Small Laser LT 3 6 [DE] - 1 2 3

\ Cost: 4,507,083 CBills

BV: 1,772 (Base: 1,284)
Weapon Heat (35)

\Dissipation (20) /

% CRITICAL HIT TABLE )

Name:

Gunnery Skill: 3 Piloting Skill: 4

\

7 X
BATTLETECIH
= ™ ) -
'MECH RECORD SHEET
WARRIOR DATA

MechWarrior Bialy
Pursuit Star

Head (9)
Left Torso

9)

Right Torso
9)

HitsTaken{ 1 [2 [3 ] 4| 5] 6 |
Consciousness# EB

Center
Torso
(10)

Right Arm
8

Ferro
Fibrous

Right
Leg
a)

Center
Torso
Rear (3)

Left Right
Torso Rear Torso Rear
3) 3)

Heat

Capyright 2014 The Topps Company. Inc "Mech and
Catalyst Game Labs and the Catalyst Game Labs logo are tra

of The Topps Company, Inc. Al Rigl
* LU Bermisaon

Head "N INTERNAL STRUCTURE DIAGRAM 3
ea
Left Arm 1. Life Support Right Arm Gertor
pp
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator [0
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator l—
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator 29
5. Endo-Steel 6. Life Support 5. Endo-Steel 28*
6. Ferro-Fibrous 6. Ferro-Fibrous 27
1. Roll Again Center Torso 1. Roll Again 26*
2. Roll Again ; i:: :us!on Eng!ne 2. Roll Again D5%
3. Roll Again . usion Engine 3. Roll Again =7
4-6 4. Roll Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again 2—4*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g xu 6. Roll Again 22*
. 0 —
21
1. Gyro [207]
Left Torso 2. XL Fusion Engine Right Torso (157
3. XL Fusion Engine
1. XL Fus!on Eng!ne 4-6 4. XL Fusion Engine 1. XL Fus!on Eng!ne 18*]
g' ::L Fus;:;ln:-nglnl-e 5. [Heavy Medium Laser g )'_(‘L F"E;.oa" E"?_'"e 17*
. [Heavy Medium Laser " . [Heavy Large Laser —
1-3 4. LHeavy Medium Laser 8. “Heavy Medium Laser 1-3 4. [Heaw Large Laser 16
5. Heavy Small Laser " " 5. LHeavy Large Laser 15*
6. EndoSteel Engine Hits OO O 6. EndoSteel Heat Heat Sinks: 14*
1. Endo-Steel Gyro Hlts oo 1. FerroFibrous L%\’lg* Shut;dovsr:feas 1DDDE|%|2_] 13*
2. Ferro-Fibrous Sensor Hits O O 2. Ferro-Fibrous . 12
N 28 Ammo Exp. avoid on 8+
4-g 3 Foll Again Life Support O 3. Roll Again 26 Shutdown, avoid on 10+~ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points .1_0*.
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire (@) __
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ (@) 9
22 Shutdown, avoid on 8+ O 8"
20 -4 Movement Points O A
. 19 Ammo Exp. avoid on 4+ |
Left Leg EH'[HYS'[ Right Leg 18  Shutdown, avoid on 6+ 8 g
1. Hip gomeDiaks 1. Hip 17 +3 Modifier to Fire o) 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é?l Ncljovement %O'nt54 O 2 |
3. Lower Leg Actuator 3. Lower Leg Actuator :ll g +2u’t\.‘/|;);\ilpér‘a;/gl’:.r%n + le) ER
4. Foot Actuator 4. Foot Actuator 10 -2 l\/IDvellﬂent P[I)ints ——
g. Emuﬁ;ie\ Damage Transfer g- EndO—SFtebze‘ 8 +1 Modifier to Fire —f
. erro-Fibrous .- . erro-riprous 5 _/l MDVEment PD'nt’E
\ Diagram /J \ / —

hts reserved.

are
arks of InMediaRes Pr

for personal use.

/Tun Move Hexes Mod

Prev Move Weap

Other

Total Sink Level

Notes \

Roll 2 3 5

(orcocwmon orarr 3
Roll Left Fr/Bk Right

inl@ileni@ilRmlE
=SSR =40
==
A==
A= i =4
Il el =g
onmlliiiin Gl Cony
=
ol = P I
R (AR 0
g2 B Hp Eb

©CoOo~NOUP~WN

|

TO HIT MODIFIERS

Attacker...
is Stationary +0
Walked +1
Ran +2
Jumped +3
Damage...
Sensors +2
Shoulder +4
Arm Actuator (each)  +1
Target...
Moved 0-2 hexes +0
Moved 3-4 hexes +1
Moved 5-6 hexes +2
Moved 7-9 hexes +3

Moved 10-17 hexes +4
Moved 18-24 hexes +5

Moved 25+ hexes +6
Jumped (Additional)  +1
Partial Cover +1
Prone
Adjacent -2
Not Adjacent +1
Range
Short +0
Medium +2

\ Long +4 4

PUNCH CHART

Roll Left Fr/iBk Right
1 LT LA RT

2 LT LT RT
3 CT CT CT
4
5

|

LA RT RA
LA RA RA

\6 HD HD HD /
KICK CHART

Roll Left FriBk Right
1-3 LL RL RL

\4-6 LL L RL /
PHYSICAL ATTACKS

Punch +0 Punch 1/10t
Kick 2 Kick 1/5t
*Hatchet -1  Std 1/5t
*Sword -2  Std 1/10t
*Blade -2  Std 1/10t

/— * Add +4 to pick table
CLUSTER HITS

|

—
=

15 20 30 40

2

PO = = ==
WWWNNNONON = = —
ARWWWWNONONON =[N
COABRWWWWNN =

2
AR
allisfiielia(is
Sl E
8 9 12 18 24
8 9 12 18 24
8 9 12 18 24
12 18 24
12 16 24 32
12 16 24 32
15 20 30 40
15 20 30 40 /

© © © ©

counhArPROOON|O®
NNooORARANMPOON|N
©CONNOOOOhww|o
-
COPMMODODRWW|o
o

MY O O ®
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ARMOR DIAGRAM Armor Pts: 64 HIT LOCATION CHART
—— — B — . g— Head (7) ’ "
B I I I F I F I-I Left Torso Right Torso Roll Left FriBk Right
1 m Gl ©) iyl ey RMIE)
\ / i RA RL
'MECH RECORD SHEET o o LA RA RA
/B \ 5 LA RL RA
MECH DATA WARRIOR DATA s RIS © S A
Type: Pack Hunter Name: MechWarrior Rodney © © i L il R
Movement Points: Tonnage: 30 Gunnery Skill: 3 Piloting Skill: 4 o O gl Lty CT
Walking: 7 Tech Base: Clan HitsTaken[ 1 [2 | 3] 4] 516 ] @) O 9 RT LU Ly
Running: 11 30358 Consciousness# BB 0] @) 10 RA LA LA
Jumping: 7 F/XXDA dRL LA U1l
Weapons & Equipment Inventory  (hexes) l'-' '-IJ 2_HD HD HD
Gty Type Loc Ht Dmg Min Sht Med Lng = 27 / \
1 ERPPC RT 15 15[DE] - 7 14 23 L Center TO HIT MODIFIERS
eft Arm Torso Right Arm
) 1o ©® Attacker...
is Stationary +0
Walked +1
Ran +2
Center Jumped +3
Torso
Rear (3) Damage...
Sensors +2
Shoulder +4
Arm Actuator (each)  +1
Target...
Moved 0-2 hexes +0
" Left Right Moved 3-4 hexes il
Cost: 3,206,840 C-Bill BV: 1,889 (Base: 1,369
\_>° z Weapor gt (151 Torso Feer Torso Feer Moved 5-6 hexes +2
"\ Dissipation (20) / Moved 7-9 h +3
CRITICAL HIT TABLE " INTERNAL STRUCTURE DIAGRAM J44 Moved 10-17 hexes ~ +4
Left Arm 1 Head Right Arm Brarion Moved 18-24 hexes  +5
. Life Support
1. Shoulder 2. Sensors 1. Shoulder Moved 25+ h(_a)_(es il
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator [0 Jumped (Additional) +1
,I 3 3. Lower Arm Actuator 4. EndoSteel ,I 3 3. Lower Arm Actuator et Part|a| Cover +1
" 4. Hand Actuator 5. Sensors "2 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Roll Again 28* Prone
6. Roll Again 6. Roll Again 27 | Adjacent -2
1. Roll Again . CtFan_teEr TOI‘SO 1. Roll Again 267 Not Adjacent +1
2. Roll Again . us!un ng!ne 2. Roll Again 25*]
4-6 3. Roll Again 2. Fus!on Eng!ne 4-6 3. Roll Again BN Range
"9 4. Roll Again 1-3 3. Fusion Engine "9 4. Roll Again I Short +0
5. Roall Again 4. Gyro 5. Roll Again 23" Medium +2
6. Roll Again g x: 6. Roll Again Zf* Long +4 4
T ome == /—\
Left Torso 2 fusbon Eraine Right Torso o] PUNCH CHART
Lrmeems 484 e i isrvaton (5] | Roll Lett  FuBk  Right
5. Jump Jet 17*|
,I 3 3. Jump Jet 6. Roll Again 1 3 3. Jump Jet | — 1 LT LA RT
- g jump je: ! 9 Y4, jump j:tt % a yp yp RT
. ump Je T " . ump
6. EndoSteel Engine Hits OO O } [ER PPC Heat Heat Sinks: ) [727] S Ci Ci
Gyro Hits OO Level* Effects 10(20) EEQ A IA RT RA
1. Roll Age ER PPC 13
2. ol Again Sensor Hits O O EndoSteel 30 phdowrt wodonge ¢ P |5 LA RA RA
4-6 3. Roll Again Life Suppor‘to Roll Again 26  Shutdown, avoid on 10+ o EXR \ 6 HD HD HD ’
4. Roll Again Roll Again 25 -5 Movement Points 107
5. Roll Again ol Again 24 +4 Modifier to Fire O AN o\
6. Roll Again Roll Again 23 Ammo Exp. avoid on B+ O 9 KICK CHART
22 Shutdown, avoid on 8+ O & |
?g ;4m mgvgge';‘;ggigfm (@] BA Roll Left Fr/Bk Right
Left Leg cﬂ'[ﬂrs'[ Right Leg 18  Shutdown, avoid on B+ 8 5 | =30 L RL RL
1. Hip Lin Ao 1. Hip 17 +3 Modifier to Fire o) = 4-6 LL L) RL
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2 | \_—/
3. Lower Leg Actuator 3. Lower Leg Actuator :ll g fgult\:/ld;);\ilgéra:glgir%n 4+ bo) — /—\
3 Fo er 3 Fo er 18 2 Mo Fore BBl f_PHYSICALATTACKS
6. EndoSteel Damgig:g:;?:Sfer 6. EndoSteel g t:|| Msgéf;sgﬁggg;ﬁts 1 Punch +0 Punch 1/10t
\ /7 \ /o] |Kck -2 Kick 15t
Copyroht 2014 The Tapps Comozny. Inc ‘Mech and are of The Topos Company. I, Al Fights recerver *Hatchet -1 Std 1/5t
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Pr ., LLC. Permission to for personal use. *Sword -2 Std 1/10t
/Tun Move Hexes Mod Prev. Move Weap Other Total Sink Level Notes \ /—\ Blade*Add-+24 wpfkt?ab,e Uil /
CLUSTER HITS Jommme
Rollf2 3l 4 5 16l 4 9 o112 15 2030 40
2 st s a2 B2l 3 N3 40 5 Bel10] 12
3iha & W28 2F 12 B2l 3 N3 4 & Bl 10] 12
il i Bon o0 3 A3k 4 B4l 5E 6 19 Fil21 18
sl 2 f28 313 B4l 51 el 81 9 12118 24
eslla 2 28 3[4 B4l 51 6 8] 9 12118 24
7 2 38 3[4 B4l 51 K6l 81 9 12118 24
sil2 12 838 3 |4 §48 51 f6l 81 9 HoNl8 o4
gli2n 2 n38 4|5 Bl 70 18100 120 161 24) 32
lolf2 #3431 4 R5 8 61 7 B88 10 12 16124 32
JL 1|2 3 4 5 6 7 9 101215 20 30 40
\12|2 3 4 5 6 7 9 101215 20 30 40 4
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ARMOR DIAGRAM Armor Pts: 96 HIT LOCATION CHART
I E— N — . g Head (9) : -
I I I - Left Torso Right Torso Roll Left Fr/Bk Right
1 m Gl (14 2 LT(C) CT(C) RT(C)
\ / i RA RL
'MECH RECORD SHEET LA RA RA
/B \ 5 LA RL RA
MECH DATA WARRIOR DATA SR
Type: Arctic Wolf Name: MechWarrior Rupert A i cT RT
Movement Points: Tonnage: 40 Gunnery Skill: 3 Piloting Skill: 4 gl Lty CT
Walking: 7 Tech Base: Clan HitsTaken[ 1 [2 | 3] 4] 516 ] 9 RT LU Ly
Running: 11 3059 Consciousness#| BB 10 RA LA LA
Jumping: O F/XXD-A 1 RL LA L
Weapons & Equipment Inventory  (hexes) l2_HD HD HD
Gty Type Loc Ht Dmg Min Sht Med Lng / \
1 Narc Launcher cT 0/m 8 12 Center TO HIT MODIFIERS
M, E/S] Torso Right Arm
2 SAME RT 4 2/m - 3 6 9 13) C) Attacker...
2 SAM6 T 4 2/m - 3 6 8 I I
1 SRMB RA 4 2/m - 3 6 8 is Stationary +0
1 SRM4 RA 3 2/m - 3 6 8 Walked +1
1 SAM-E LA 4 2/m - 3 6 8
1 SARM4 LA 3 2/m - 3 6 8 Ran +2
Ammunition Type Rounds Center Jumped +3
SR 45 Torso
B a Rear (4) Damage...
Narc (Homing) 6 Sensors +2
Shoulder +4
Arm Actuator (each)  +1
o Target...
o Moved 0-2 hexes +0
y Left Right Moved 3-4 hexes +1
Cost: 7,457,893 C-Bill BV: 1,835 (Base: 1,330
\_>° z Weapor gt (301 Torse feer ° Torse peer Moved 5-6 hexes +2
p \\Dissipation (20) / Moved 7-9 hexes +3
CRITICAL HIT TABLE K INTERNAL STRUCTURE DIAGRAM 34404 Moved 10-17 hexes  +4
Head
i oo Moved 18-24 hexes +5
Left Arm 1. Life Support Right Arm Moved 25+ hexes +6
1. Shoulder 2. Sensors 1. Shoulder i
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator [0 Jumped (Additional) i
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator et Partial Cover +1
" 4. Hand Actuator 5. Sensors "2 4. Hand Actuator 29
5. SRM6 6. Life Support 5. SRM6 28" Prone
6. SRV 6. SRMHA 27 | Adjacent -2
1. Roll Again . Cfﬂter‘ ET‘?"SO 1. Roll Again 267 Not Adjacent +1
2. Roll Again . usion Engine 2. Roll Again D5%
4-6 3. Roll Again 2. x Fus!on Eng!ne 46 3. Roll Again 2a7 Range
"9 4. Roll Again 1-3 3. XL Fusion Engine "9 4. Roll Again et Short +0
5. Roall Again 4. Gyro 5. Roll Again 23" Medium +2
6. Roll Again g x: 6. Roll Again :f* Long +4 /
T ome =5 /—\
Left Torso (s 2. XL Fusion Engine Right Torso wcasp) 19" PUNCH CHART
1. XL Fusion Engine 4-6 3 i:: Eu:!un Eng!n: 1. XL Fusion Engine 18* Roll Left Fr/Bk Right
2. XL Fusion Engine 5' NarcuL::nc:g:-n 2. XL Fusion Engine 71 o € r 19
3. SRMS& : 3. SRMS6 | — 1 LT LA RT
1-34 shws 8. EndoSreel 1-3%) srws 18 i LT RT
5. @SRM6 (15) - " . @SRM 4 (25) 15*
6. @SRM 6 (15) Engine Hits 00 O - @Narc Homing (6] Heat Heat Sinks: )\ [T 3 CcT CT CT
Gyro Hits OO Level* Effects 10(20) EEQ A IA RT RA
1. @SRME6 (15) N . Roll Age 13
2. EndoSiee Sensor Hits O O " Roll Again 30 phdowrt wodonge ¢ P |5 LA RA RA
4.6 3 Endosieel Life Support O - Roll Again 26 Shutdown, avoid on 10+ [77] \6 HD HD HD /
4. Roall Again - Roll Again 25 -5 Movement Points Eng
5. Roll Again ol Again 24 +4 Modifier to Fire O AN o\
6. Roll Again Roll Again 23 Ammo Exp. avoid on B+ O 9 KICK CHART
22 Shutdown, avoid on 8+ O & |
%g ;4m mgvgge';‘;ggigfm (@] EA Roll Left Fr/Bk Right
Left Leg EH'[HYS'[ Right Leg 18  Shutdown, avoid on B+ 8 g 1-3 LL RL RL
1. Hip Lin Ao 1. Hip 17 +3 Modifier to Fir_e o = 4-6 LL L RL
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Po'nts O 2 | \_—/
3. Lower Leg Actuator 3. Lower Leg Actuator :llg Sguk/ldo;\(fp. a;/m'c__j. on 4+ le) —
4. Foot Actuator 4. Foot Actuator 10 tE M[?vélfgm? P[I)r;ﬁts .i PHYSICAL ATTACKS
5. Endo-Steel 5. Endo-Steel - - 2
6. EndoSteel Damgigae :;?:Sfer 6. EndoSteel g t:|| Msgéf;sgﬁggg;ﬁts 1 Punch +0 Punch 1/10t
\ 9 /7 \ / o1 : -
0 Kick -2 Kick 1/5t
Cnpyrilght 2014 The Topps Company, Inc. "Mech and are of The Tngps Company, Inc. Al Rights reserved. *Hatchet -1 Std 1/5t
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Pr , LLC. Permission to for personal use. *Sword -2 Std 1/10t
/Tun Move Hexes Mod Prev. Move Weap Other Total Sink Level Notes \ /—\*Bladeudd-a wpfkt?ab,e Uil /
CLUSTER HITS Jommme
Rollf2 3l 4 5 16l 4 9 o112 15 2030 40
ait sy 8 8 4 4 a8 B g
3iha & W28 2F 12 B2l 3 N3 4 & Bl 10] 12
art @ a4 a4 4 4 85 &6 418 e
gL a8 4 4 4 4 @6 84 4 08 e ea
eslla 2 28 3[4 B4l 51 6 8] 9 12118 24
a4 a4 4 4 6 8 4 e e ea
Ble & 4 4 4 4 8 @ 8 4 18 18 84
gli2n 2 n38 4|5 Bl 70 18100 120 161 24) 32
o e @ & 4 8 B 8 g e e el g
) g a4 dq & 6 &g 80 e e en g dg
\12|2 3 4 5 6 7 9 101215 20 30 40 4
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ARMOR DIAGRAM 'Armor Pts: 160 HIT LOCATION CHART
—— — — :
B 11 I I= ] I= ~a I-I LeTors o @ gt Torso Roll Left FriBk Right
1 m Gl 2l eleni@liRile
\ / il RA RL
'MECH RECORD SHEET A RA RA
/B \ 5 LA RL RA
MECH DATA WARRIOR DATA jumy =
Type: Black Hawk (Nova) Prime Name: Star Commander Muire i il
Movement Points: Tonnage: 50 Gunnery Skill: 3 Piloting Skill: 4 gl Lty CT
Walking: 5 Tech Base: Clan HitsTaken[ 1 [2 | 3] 4] 516 ] 9 RT LU Ly
Running: 8 2870 Consciousness#| BB 10 RA LA LA
Jumplng: 5 F/X‘E-E-A 11 RL LA L
Weapons & Equipment Inventory  (hexes) l2_HD HD HD
Gty Type Loc Ht Dmg Min Sht Med Lng / \
6 ERMediumLlaser RA 5 7 [DE] - 5 10 15 Center TO HIT MODIFIERS
6 ERMedium laser LA 5 7 [DE] - 5 10 15 Torso Right: Arm
Attacker...
is Stationary +0
Walked +1
Right Ran i
Center Jumped +3
Damage...
Sensors +2
Shoulder +4
Arm Actuator (each)  +1
Target...
Moved 0-2 hexes +0
. Moved 3-4 hexes +1
Cost: 11,586,250 C-Bills BV: 3,675 (Base: 2,663)
Moved 7-9 hexes +3
(CRITICAL HIT TABLE :
CRITICAL HIT TABLE A K INTERNAL STRUCTURE DIAGRAM Sf:}i Moved 10-17 hexes =~ +4
Left Arm 1 Hﬁasd Right Arm Brarion Moved 18-24 hexes  +5
. Life Support
1. Shoulder 2. Sensors 1. Shoulder Moved 25+ h(_a)_(es il
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator =01 Jumped (Additional) +1
1-3 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator =5 Partial Cover +1
4. Hand Actuator 5. Sensors 4. Hand Actuator
5. [Double Heat Sink B. Life Support 5. rDouble Heat Sink 28" Prone
6. LDouble Heat Sink 6. LDouble Heat Sink 57 | Adjacent -2
1. ER Medium Laser Center TOI"SO 1. ER Medium Laser 26* Not Adjacent +1
2. ER Medium Laser ; i:: :usion E"gi"e 2. ER Medium Laser 55+ Range
3. ER Medium Laser . usion Engine 3. ER Medium Laser BT
4-6 7 R Medium Loser 1-3 8- XL Fusion Engine 464 R Medium Laser 2_4* Short +0
5. ER Medium Laser 4. Gyro 5. ER Medium Laser 23 Medium +2
6. ER Medium Laser 5. Gyro 6. ER Medium Laser 22~ L +4
6. Gyro =1 \\long /
T ome == /—\
Left Torso 2. XL Fusion Engine Right Torso K& PUNCH CHART
1. XL Fusion Engine 4-6 3 i:: Eu:!un Eng!n: 1. XL Fusion Engine KX Roll Left Fr/Bk Right
2. XL Fusion Engine 5' JumuJI:: o 2. XL Fusion Engine W 0 € r 19
4-3 3 [Double Heat Sink 6 Rol z o 4.3 3. [Double Heat Sink | — 1 LT LA RT
"9 4. Lpouble Heat Sink : 9 "9 4. Lpouble Heat Sink 16 2 LT LT RT
5. rDouble Heat Sink " " 5. rDouble Heat Sink 15*
6. LDouble Heat Sink Engine Hits OO O 6. LDouble Heat Sink Heat Heat Sinks: |\ [727] 3 CT CcT CT
! Gyro Hits OO " Level* Effects 18 (36) ERG 4 LA RT RA
1. Double Heat Sink 1. rDouble Heat Sink 13
2 [ootie Hoat Sink Sensor Hits 0 O 2. Loouble Heat Sink gg ix‘fg"ggp_ avoid on B+ Double EFR S A RA RA
46 2. ol 23::; Life Support O a4-6 2- Fol 23::2 26 Shutdown, avoid on 10+~~~ [77] \6 HD HD HD /
. . 25 -5 Movement Points o]
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire o0 — /—\
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 8+ QO 9 KICK CHART
22 Shutdown, avoid on 8+ (e]0) s |
?g 7;:“ mgvggégtv 5;3'2}: o 88 —1 Roll Left Fr/Bk Right
Left LEQ EH.[HVS.[ R|ght Leg 18 Shutdown, avoid on B+ 00 6 =3 I RL RL
1. Hip ga’k A 1. Hip 17 +3 Modifier to Firje 00 = 4-6 LL L RL
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Pomts (@) 2 | \_—/
3. Lower Leg Actuator 3. Lower Leg Actuator :ll g fgult\:/ld;);\ilgéra;lglgir%n 4+ bo) — /—\
g' ‘Fj:rontij::atur g jz:ij::ator 10 -2 Movgment Ppints R PHYSICAL ATTACKS
6. Jump Jet D rnsfer 5. Jump det VU 1 |Punch +0 Punch 1/10t
\ / N\ / [ o] Kick 2 Kick  1/5t
Cnpyrilght 2014 The Topps Company, Inc. "Mech and are of The Tngps Company, Inc. Al Rights reserved. *Hatchet -1 Std 1/5t
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Pr , LLC. Permission to for personal use. *Sword 2 Std 1/10t
/Turn Move Hexes Mod Prev Move Weap Other Total Sink Level Notes \ /—\ Blade*Add-+24 o pfkt?ab,e Ui /
CLUSTER HITS Jommme
Rollf2 3l 4 5 16l 4 9 o112 15 2030 40
20 s e 28 2 838 3 B4R 51 (6 810 12
3 d ad s 20 2028 2 A3 3 848 5 (6 810 12
40 e 20 2 838 3 4l 4 158 61 19 2] 18
sId 128 20 3838 4 50 6 88 9 2118 24
el 1 128 20 384l 4 i5 6 F81 9 121818 24
28 3 3848 4 850 6§88 9 2118 24
812 28 3 384 4 58 6 18 9 12118 24
g2 28 3 485 6 N7 8 10812 6124 32
10528 38 3 f4l 51 (6 fird 8 §loN 120 16124 32
) 120 38 4 is58 6l 7 98 10 §l2d 15 20030 40
\12|2 3 4 5 6 7 9 101215 20 30 40 4
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MECH DA

Type: Ryoken (Stormcrow) C

'MECH RECORD SHEET

Movement Points:
Walking: 6
Running: 9
Jumping: O

Tonnage:

Tech Base: Clan

55

2930
F/XEEA

Weapons & Equipment Inventory

(hexes)

\WARRIOR DATA

MechWarrior Dwayne
Pursuit Star

Gunnery Skill: 3

Name:

Hits Taken

Consciousness#| BB

Piloting Skill: 4

[1]2[3]4a|5]6 |

\

ARMOR DIAGRAM
Armor Pts: 182

Head (9)

Left Torso

Right Torso

_HITLOGATION GART J

HIT LOCATION CHART
Roll Left FrBk Right
2l et cmicenliRiiliey
L MR~ G =

VI U =YD =¥
RN =D =
MR = =

p A Ao =

il omufAAA by i com
e Sl

o R PA
=
2D HD D

Gty Type Loc Ht Dmg Min Sht Med Lng / \
1 Medium Pulse Laser RT 4 7[P] - 4 8 12 L Center TO HIT MODIFIERS
1 Medium Pulse Laser LT 4 7 [P] - a4 8 12 eft Arm Torso Right Arm
1 LargePuselaser RA 10 10[P] - 6 14 20 (8] (25) (8) Attacker...
1 LB10XAC [V [DB,18/S/F] - 6 12 18 - is Stationary +0
Ammunition Type Rounds Fibrous Walked +1
B, S " age | Ran 2
e e
@) v ) Jumped i
Rear (10) Damage...
Sensors +2
Shoulder +4
Arm Actuator (each)  +1
Target...
Moved 0-2 hexes +0
y Left Right Moved 3-4 hexes +1
Cost: 14,821,197 CABill BV: 2,596 (Base: 1,881)
\_>° z Weapon Heat, (20) Torse e Torseyer Moved 5-6 hexes +2
"\ Dissipation (20) / Moved 7-9 h +3
/ \ Heat ove o exes
CRITICAL HIT TABLE " INTERNAL STRUCTURE DIAGRAM J44 Moved 10-17 hexes ~ +4
Head
i verton Moved 18-24 hexes  +5
Left Arm cass 1. Life Support Right Arm Moved 25+ h +6
1. Shoulder 2. Sensors 1. Shoulder el (_a)_(es
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator =01 Jumped (Additional) +1
1-3 3. LB 10-X AC 4. Roll Again 13 3. Lower Arm Actuator =5 Partial Cover +1
4. | LB 10X AC 5. Sensors 4. Hand Actuator
5. LB 10x AC B. Life Support 5. [Large Pulse Laser 28" Prone
6. | LB 10X AC 6. LLarge Pulse Laser 27 | Adjacent -2
1. LB 10x AC . Cfﬂter‘ ET‘?"SO 1. Roll Again 267 Not Adjacent +1
2. @LB 10 X Slug (10) : usion Engine 2. Roll Again 557 Range
46 3. @LB 10 X Slug (10) 2. XL Fusion Engine a6 3. Roll Again = 9
"© 4. @LB10XCluster (10) 4.3 3 XL Fusion Engine “© 4. Roll Again Eandl Short +0
5. Roall Again g go 5. Roll Again 23" Medium +2
6. Roll Again . ° 6. Roll Again 22*
6. Gyro — \ Long +4 4
21
T ome == /—\
Left Torso 2 JuFusion E:g::: Right Torso K& PUNCH CHART
1. XL Fusion Engine 4-6 4. X Fusion Engine 1. XL Fusion Engine 18" Roll Left  FrBk Right
2. XL Fusion Engine 5. Endo-Steel 2. XL Fusion Engine 177
1-3 3. Medium Pulse Laser 5' Ferro-Fibr 1-3 3. Medium Pulse Laser et 1 LT LA RT
"2 4. Roll Again - rerroribrous "9 4. Roll Again 16 a r r RT
5. Roll Again " " 5. Roll Again 15*
6. Roll Again Engine Hits OO O 6. Roll Again Heat Sinks: | [727] sl o CT CT
1. Roll Again Gyro Hits OO 1. Foll Again Level* Effects 10 (20) EER 4 LA RT RA
2. Roll Again Sensor Hits O O 2. Roll Again gg gr]r?rfoovl‘z/gp R Double = Al RA RA
agl Lo Life Suppart O e 25 Sdownsmdon 10 o |[AT] \6__HD__HD__HD /
- - - - - t Point; 1
5. Ferro-Fibrous 5. FerroFibrous 24 +4 Mg\é?ffg?jco FIIZ:Q ° Q -—10 ﬁ
6. FerroFibrous 6. FerroFibrous 23 Ammo Exp. avoid on 6+ QO 9 KICK CHART
22 Shutdown, avoid on 8+ O s |
%g ;4m mgvsge';zggigf 4 (@] BA Roll Left Fr/Bk Right
Left Leg EHTHNST Right Leg 19 Shwomnawdoner S |[E] |13 L RLORL
1. Hip Lin Ao 1. Hip 17 +3 Modifier to Flrje o = 4-6 LL L RL
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Pomts O 2 | \_—/
3. Lower Leg Actuator 3. Lower Leg Actuator :ll g Sgulf/ldo;vp‘ a;/m'c__j. on 4+ le) —
4. Foot Actuator 4. Foot Actuator 1o 5 Moot ot | 3 | PHYSICAL ATTACKS
5. Endo-Steel 5. Endo-Steel 1 Modifi Fi 2
\ 6. Endo-Steel Damgig:g:;?:Sfer 6. EndoSteel AN g t/| Mgvellrl'sglsgpl;ﬁts y 1 Punch +0 Punch 1/10t
5] Kick 2 Kick 1/5t
Cnpyrilght 2014 The Topps Company, Inc. "Mech and are of The Tngps Company, Inc. Al Rights reserved. *Hatchet -1 Std 1/5t
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Pr , LLC. Permission to for personal use. *Sword -2 Std 1/10t
/Tum Move Hexes Mod Prev. Move Weap Other Total Sink Level Notes \ Blade* -2 Std 1710t
/—§ Add +4 to pick table
CLUSTER HITS
Roll 21131 4 5 6117910 12 il5120 30 40
20 s e 28 2 838 3 B4R 51 (6 810 12
3 d ad s 20 2028 2 A3 3 848 5 (6 810 12
40 e 20 2 838 3 4l 4 158 61 19 2] 18
sId 128 20 3838 4 50 6 88 9 2118 24
el 1 128 20 384l 4 i5 6 F81 9 121818 24
28 3 3848 4 850 6§88 9 2118 24
812 28 3 384 4 58 6 18 9 12118 24
g2 28 3 485 6 N7 8 10812 6124 32
10528 38 3 f4l 51 (6 fird 8 §loN 120 16124 32
) 120 38 4 is58 6l 7 98 10 §l2d 15 20030 40
\12|2 3 4 5 6 7 9 101215 20 30 40 4




