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'MECH DATA

TETIE

“MECH RECORD SHEET

1 ARMOR DIAGRAM
| Armor Pts: 208

i Head [9)

Left Torso Right Torso

e, \ DisSipstion (24)

N({ WARRIOR DATA
Type: Penetrator PTR-4D | | Mame:

Movement Points: Tonnage: 75 i Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere || Hits Taken| 31 4]5
Running: B 3053 I' feonsciousneest| 3 | 5[ 7 [10] 11
Jumping: 4 E/X-XD .

| %
Weapons & Equipment Inventory  (hexes)
Oty Type Loc H: Dmg Min Sht Med Lng 1!!
1 AntiMissile System CT 1 [PD] =D e - ¥
3 Medium Pulse Laser RT 4 6 (F] - 2 4 B
3 MediumPulselaser LT 4 BI[P] - 2 a4 s
1 ERlarge Lasar RA 12 8|[DE - 7 14 18
1 ER Large Laser LA 12 8I(DE) - 7 14 19}
Ammunition Type Rounds i
Anti-Missile System e ‘
|
|
|
]

Cost: 7,624,750 C-Bill Bv: 1,687 i g Rl
ast: /, N 1] 1,

\\F . Weapon Hest (49] | TurT;]Flsar 'l'oﬂ;‘;]ﬂear

LCRITICAL HIT TABLE 3%

Heat
Head LR INTERNAL STRUCTURE DIAGRAIV JEw
a
] A | Head Overfiow
Left Arm 1. Life Support Right Arm A ey
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actustar 1 30"
1-3 3. Lower Arm Actuator 4, Roll Again 1-3 3. Lower Arm Actustor ]
" 4. rER Large Laser 5. Sensors g, [EH Large Laser ! 29
5. LYER Large Lager 6. Life Support 5. *ER Lerge Laser 28*
B. Roll Again B. Roll Again a7
1. Roll Again Cei'!ter' TOI"SO 1.  Roll Again | Left 2B*
2. Aol Again ; i“‘f"“ :“9{“ 2. Roll Again l Arm 25"
3. Rall Again G Tl el 3. Roll Again 12) o
48 Rl again 4.3 3. Fuslan Engine 4624 rol agan ' 22
5. Roll Again 4. Gyro 5. Ruoll Again | 23
6. Roll Agan g Gyro B. Rull Agan 22+
© Gyo 21
1. Gyro 0%
Left Torso 2. Fuslon Engine Right Torso kN |
1. Medium Pulse Laser 46, CsonE nuim 1. Medium Pulse Laser T
2. Medium Pulge Laser : = 2. Medium Pulse Laser ) =
5. Anti-Missile System 17
3. Medium Pulse Laser 3. Medium Pulss Laser m—
1-3 ) 6. Ammo (Anti Missile System) TR-3 X 16
4. Roll Again 4. Roll Again ¥ HEAT DATA
9. Roll Again - - 5.  Roll Again i — 15™
B. Roll Again Engine HitsQ Q O 8. Roll Again ﬂ Heat Heat Sinks: 14"
1. Roll Again Gyro H!ts 00 1. Roll Again ' L%vgl* o Ed‘mI'E;'fecms 1D 20 lIJlE):lal T
2. Rl Again Sensor HitsQ O 2. Roll Again & . eE]
. . . 28 Ammo Exp. avoid an 8+
4.6 3 FPol Again Life Support O 4-B 3. Roll Again 26  Shutdown, avoid on 10+ 11
4. Rull Agam 4. Mol Again i | 25 -5 Movemert Paints Q0 —
5. Roll Again 5. Roll agan Iy 22 +a Modifier to Fire o0 [lae
6. Rall Again 6. Roll Again "l 23 AmmoEp. awidonBr O |9
i 22 Shutdown, evoidon 8+ O ‘e
b 20 -4 Movement Paints O |
. } 19  Ammo Exp. avoid on 4+ O l
Left Leg nght LEg ! 18 Shutdown, avoid on B+ O 'l B
1. Hip 1. Hip hl 17 +3 Modifier to Fire o =
2. Upper Leg Actuator 2. Upper Leg Actuator 4 Jlg éﬁu?d%"‘s?ea”%%”g'ts4+ Ie) IF 7
3. Lower Leg Actuator 3.  Lower Leg Actuator 1 13 +2 Modifier :ﬂ Fir-en o) ! e
4. Foot Actuatar 4. Foot Actuator 10 -2 Movement Points i
g' j::g j:: Damags Transfer g Sy j“: 8 +1 Maodifer to Fire ' f
’ Diagram - ump e [ 5 =1 Movement Peints |
N\ S—.— - Ny /7| ©
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B/l L= G

'MECH RECORD SHEET

/2 N\
MECH DATA WARRIOR DATA
Type: Daikyu DAIO1 Name:

Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere HesTakeo[ 9 ] 21 31 2] 5
Running: B 3055 Conaciousness#| 31 5 | 7 | 101 11
Jumping: O E/XXE

Weapons & Equipment Inventory  (hexes)
Gty Type loc Ht Dmg Min Sht Med Lng
4 Medium Laser LT 3 G&[DA - a 6 9
1 SAM4 T 3 Zm - a B 9
1 Ukra AC/S RA /5§ 2 B 13 20
(DB, R/C/R2]
1 ERFPC LA 15 W0[DE] - 7 14 23
1 Une AC/S LA 1/ 5 2 6 13 20
[08, R/C/R2]
Ammunition Type Rounds
Utra AC/S a0
SAM4 ]
\ Cost: 16,137,307 CBils BV: 1,583
Weapon Heat (25)
n
— oopon e (28]
¢ CRITICAL HIT TABLE }
Head .
Left Arm 1. Lite Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actustor 3. Cockpit 2. Upper Arm Actuator
1 33. Lower Arm Actuator 4. Endo-Steet 1 33. Lower Arm Actuator
" 4. Hand Actustor 5. Bensors 4. Hand Actuetor
5. ruUkra AC/S B. Life Support 5. rUnrs AC/S
8. | urre AC/S 6. | Ure AC/S
1. |urre acss Center Torso 1. | e AG/5
2. [ urre AC/B ;-:Nﬁﬁﬁ' 2. |urre AC/S
3. AC/S - XL Fusion Engina 3. AC/S
46, meec 4.3 3 X Fusion Engine 46, o
5. |ererc 4. Gyo 5. Roll Again
6. LerPPc 5. Gyo 6. Rok Again
6. Gyro
1. Byo
2. 0 Fusioh Engine H r
Left Torso -y Right Torso icase)
1. XL Fusion Engine 4-64_ YL Fusion Engt 1. XL Fusion Engine
g' th Sl g tﬁm&w
1-34 sams e 1-3% otmre ac/s 20y
5. Madium Leser - - 5. OUkre AC/S [20)
6. EndoSteel Engine Hits 00 0O 6. ©BAM 4 (25)
1. EndoStesl Gyro Hits O O 1. case
2, E:dn-SOeei Sensor Hits O O 2, EndoStee!
3. Aol Again Life Support 3. EndoSteel
46 4. Roll Again il = 4'64. Endo-Steel
8. Roli Agsin 5. Roll Again
6. Ruall Again 6. HRoll Again
Left Leg Right Leg
1. Hp 1. Hp
2. Upper Lag Actusto:r 2. Upper Log Actuator
3. Lower Leg Actustor 3. Lower Leg Actuator
4. Foot Actuator 4. Foot Actustor
5. EndoSteel 5. EndoSteal
Damage Transfer
6. EndoSwesl Diagram 8, EndoStsel

Ji | Hest

o]

[+]

Q0C00000
Q

Q
Q

o}

Cverfiow )

e/

30*

29
28"
27
268"
25"
24

23"

22

21

20*

19"

18%

177

16

Effects
Shutdown
Ammo Exp. avoid on 8+
Shutdown, avoid on 10+
-5 Movernent Points
+4 Modifier to Fire
Ammo Exp. avoid on 6+
Shutdown, avoid on 8+
=4 Movement Points
Ammo Exp. 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 Moverment Points

OO00000

15*
14

13"

12

11

10"

\ 2
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—_ — o m .
-I Left Torso Right Tarso
Bl\ I I I-I- I I- UI (23) (23) 1
\ e e . . / : | -
'MECH RECORD SHEET Oooo 00 @é Q0 oOOO )
MECH DATA WARRIOR DATA 050 ] 885 055 | 656 | 030
Type: Thunder THR-1L | Nome: O PIBD 125 | SR
ype: inunaer Name: '00's) o 000 o {000l
Movement, Points: Tonnage: 70 Gunnery Skill: Piloting Skill: O Of % o) 080 O é) - ° of
Walking: 5 Tech Base: Inner SphEl"E HisTaken| 1 |2 ] 3] 4| 5] 8 OOO o100 Clo ( OOO
Running: 8 3055 Consciousness#| 3 | 5 | 7 [10] 11 omﬂ OOO. %o ol® OOO -.
Jumping: O E/X-X-E ool o OOOOO (o} J o o/
= [e)Re] ’
Weapons & Equipment Inventory  (hexes) - 80 o O% .
Gty Type Loc Ht Dmg Min Sht Med Lng S W |
1 MedumPulsetaser CT 4 E[PF] - 2 4 @ 0 / O \ thh-t.;rm
1 Autocannon,/20 AT 7 maps] - 3 B8 8 OO % ) 122)
1 MedumPusslaser RT 4 6] - 2 4 B 0%¢] o0
1 Medum Pussloser LT 4 6[F] - 2 4 B
1 LAMSE T2 1/m B 7 14 2 88 %%

:cm/rr:gmn Type i lel®) Right
LRME 24 oo ) é”&
Cost: 15,511,537 CBills BV: 1,471 —

st: 15,511, : 1,
\ Waeapan Heat (21) Tuﬁli;l Rear
: e tonation (22)
. Hest
CRITICAL HIT TABLE Heod Z ¥ INTERNAL STRUCTURE DIAGRAM 3
eft Arm 1. Life Support Right Arm
1. Shoulder 2. Bensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actustor
13 3. Lower Arm Actuator 4. Roll Again 1 33. Autocannon/20
4, Hand Actustor 5. Sonmors = 4. | astocannon/20
5. Roll Again 6. Lifs Support 5. ] Autocannon/20
6. Roll Again 6. | Autocannon/20
. Center Torso 1 1 20
2. Rl Again ; :F"‘"‘“E"ﬂ“‘ 2. | autocannon/20
3. i 2 Fusion Engine 3. | Autocannon/20
46, e 4.3 3. 18 Fusion Engine 46,
5, Roll Again 4. Gyo 5. Roll Again
6. Fol Again g x 6. Rol Again
1. Gyo
i 2. 3. Fusion Engine [
Left Torso s s Right Torso
1. )2 Fusion Engina 46 ;' 4 Fusion 1. XL Fusion Engina
2. )L Fusion Engine 5 mm""","m 2. XL Fusion Engine
3. XL Fusion Engina : - 3. XL Fusion Engine
1-34‘ - Dulss 6. Rl Again 1.34.[
5. LAMS - " 5. Lautocannon/20
6. ©OAC/20 (5) Engine HgtsOOO 6. Medium Puica Laser
3. eAc/mo Gyro Hits 0 O 1. Rol Agan "% shuedown Dois | =
2. eAC/20(5) Sensor Hits © O 2. Aol Again 28  Ammo Exp. avoid on B+ 12
3. OLRMS(24) Life Support O 3. Fot Agsin utdown, avoid on 1
465 i 485 Goragen 55 Dhoemenroms Q0 | P
5. Rall Again 5. Roll Agein 24 +4 Madifier to Fire Q
6. Roil Again 6. Rol Again 23 AmmoExp. avoidon B+ Q) 9
22 Shutdown, svoidon 8+ ar
20 -4 Movement F'cninr.s4 (®) =
19 Ammo Exp. avoid on 4+
Left Leg Right Leg 18 Snutdown, avodon 8+ 5
1. Hp 1. Hp 17  +3 Modifier to Fire O 5%
Upper Actuator Upper Actustor 15 -3 Movement Paints
g- mem g mmm 14  Shutdown, avoid on 4+ & 4
a MA::'&, 4‘ Foct .""I A 13 +2 Modifier to Fire O 3
5' Aol Again 5‘ Aol Again 10 -2 Movement Points >
. . Da Transfe ' ) | 8 +1 Modifier to Fire
\ B. Roll Again “'.Ialig:gr;ral':l i Sk ) 3 5 -1 Movement Points ! ;

Prrasick 2013 Tha Tnnne Cnmnany ine Rettlatach ach and Aottishiorh sro radomanke of The Tanne Nameans Ine AH Blrlve s




ARMOR DIAGRAM
Armor Pts; 208

Head [8) )
Left Torso Right Torsg

BATTLETEDI |

N —— -

*MECH RECORD SHEET

'MIECH DATA 8{ WWARRIOR DATA
Type: Thunderbalt TDR-SSE I; Name:
Movement Paints: Tornage: 65 | | Gunnery skil: Piloting Skil:
Walking: 4 Tech Base: Mixed ] Hits Taken 513l a5
Flunning: 3[8] )3(9)7(C)J(X |- Consciousness®#] 3 | 5| 7 | 10| 11 |Ovad
Jumping: Ao |
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Log ||
3 Medium Pulse Leser I9FT 4 B[P] - 2 4 B e
1 MASC AT - - _ _ . by Right Arm
1 LAM-20(C) LT B 1/m - 7 14 21 lj
1 ERlergelaser(C) LA 12 70[DE - B8 15 25§
Ammunition Type Rounds |
AM-20 12
;.
'5
|
H
Cost: 7.355,810 CHills BV: 2,034 {
\ = Weapon Hest (30) Tors; b
——— \ Dissipation [24] @
/ N . Heat
CRITICAL HIT TABLE Hoad A INTERNAL STRUCTURE DIAGRAN JEme
L
eft Arm 1. Life Support Right Arm il
1. Shoulder 2. Sensors 4. SBhoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actustor 30"
1-3 3. Lower Arm Actuator 4. Aol Again 1.3 3. Lower Arm Actuator
" 4, Hand Actuatar 5. Sensors 4. Hend Actuator 23
5. ER Large Laser [C] B. Life Support 5. pDouble Heat Sink 28*
B. Roll Again 6. | Double Heat Sink 27
1. Rol Again Center Torso 1. LDouble Heat Sink 26"
2. Ruoll Again ; ::"sio“ :ngine 2. Roll Again 25
3 i ., Fusion Engine i 7 o
agd e 1.3 5. FodonEvgn asd fue 24
5. Roll Again 4. Gyro 5, Rl Again 23
B. Kol Agan g Gyro B. Aol Agan 22"
- Gpo 21
1. Gwo 20*
Left Torso 2. Fusion Engine Right Torso EEN
3. Fusion Engine .
1. [LRM-20 (C) 46 3 Fusi : 4. Medium Pulee Lasar [IS) 18"
. Fusion Engine
2. | 1Rm20 (C) 5. Roll Agsin 2. Medium Pulse Lassr [IS] T
13 3. |”m20 (0] 6. Roll Again 1-3 3. Medium Pulse Laser (iS5]
-9 4. Liemeo () : " 4, rDouble Heat Sink 16
5. Amma [LRM 20) B N - 8. [Double Heat Sink 15"
6. Ammo (LRM 20] 8 Engme HitsO 0O 6. LDouble Heat Sink Heat Heat Sinks: 19*
Hits O O Level* Effects 12 {24) :
1. Roll Again piht " 1. rmasc 13
2. Roll Again Sensor Hits O O 2. [MASG gg gprt]:rtndgg:p svoid on 8 Double =
4-g S Fot Again Life Support O q-5 3 “Masc 26 Shudown, svaidon 10+~ |13
4. Rol Agam 4. Roll Agan 25 -5 Movement Points Yo
5. Roll Again S. Roll Again I 24 +4 Modifier to Fire QO |
B. Roll Again 6. Foll Again Il 23 AmmoExp. awidon B+ Q) E]
' | 22 Shutdown, svaidon 8+ () 8"
'{ a0 -4 Muvgxment Pginl'.s4 O >
. | 19 Ammo Exp. avoid on 4+
Left Leg nght Leg [l § 18 Shutdown, avoid on B+ 8 B
1. Hip 1. Hip | 17 +3 Modifier to Fte o 5"
2. Upper Leg Actuator 2. Upper Leg Actuator q ’113 éﬁ i:::‘ldovemenc l_zlcnnl:'.s4 bl =
3. Lower Leg Actuator 3. Lower Leg Actuator Saislsl b el e s o
4, Foot Actuator 4, Foot Actuatar 13 +2 Modifier to Fire =
5' " " 5‘ B I 10 -2 Movement Points =
- LR e Damage Transfar G CILIC ! 8  +1 Modilier to Fire
\ R LTI Diagram 8. Jump Jet \ 5 -1 Movement Points 1
B - = 3 0
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|' FhkidEs R ARMOR DIAGRAM A -
. E S— . - 4| ) Hesd [9) . o
I I ' m i Le# Torso Right Torsa
] o Gl B & B
e e ‘ e
'‘MECH RECORD SHEET
'MECH DATA Ni{ WARRIOR DATA
Type: Grand Dragon DRG-C | | Name:
Movement Points: Tonnage: BO | f Gunnery Skill: Piloting Skill:
Walking: B Tech Base: Inner Sphere !E HitsTaken[ 11213141 5] 6
Running: 9 3050 | Joonsciousness#| 3 [ 5 7 [10[11 Dun:ll
Jumping: O E/X-XE |
Weapons & Equipment Inventory  (hexes) |
Oty Type Loc Ht Dmg Min Sht Med Lng §|
1 LAM-1O CT 4 i/m & 7 14 21
1 C3Computer (Sleve) AT O |E] S o o -
1 [RIMediumleser LT 3 5[] - 3 8 9 [
1 ERFPPC RA 15 10[DE] - 7 14 23
1 Medium Lesar LA 3 5 [GE] 3 6 -]
Ammunition Type Rounds
AV10 =X |
Cantar
l[ (18) Torso
" Rear {12}
|
1
Cost: 13,594,880 CBils _ BV: 1,320 ! iy
ost: 13, , HaN 8l
\ Weapon Hest (25) | Torsa Fiear
= = - (8]
— ey, DiSSipELION (26] 4
- ror e Heat
CRITICAL HIT TABLE Heod INTERNAL STRUCTURE DIAGRANM Y
i H Head ‘Overfiow
eft Arm 1. Ute Support Right Arm Left Torsa (14] i Right Torse (14] |
1. Shoulder 2. Sensors 1. Shoulder =
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actustor
1-3 3. Lower Arm Actustor 4, Roll Again 1-3 3. Lower Arm Actuator
" 4, Hand Actuator 5. Sensors 4. rerePC
9. Medium Laser B. Lfe Support 5. [EFI PPC
B. Roll Again 6. LERPFC
1. Roll Again centejr TD'I"SD 1. Roll Again
2. Foll Again ; :tf-“f“ E“gfne 2. Roll Again
3. Roll Again . = 3. Rall Again
46 ol again 4.3 3- XL Fusion Engina 4-B 4. fol agein
5. Roll Again 4. Gyo 5. Rall Again
B. Foll Agan 5. Gyo B. Roll Agan
B. Gyo
1. Gyo
Left Torso wcase O Right Torso
) . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-8 4. XL Fusi _ 1. XL Fusion Engine
. usion Engine .
2. %L Fusion Engine 5. rLAM-10 2. XL Fusion Engine
3. XL Fusion Engine . 3. XL Fusion Engine z
1-3 6. Liav1o 1-3
4.  [A) Medium Laser 4, G3 Computsr [Slave) HEAT. DATA
5. Ammo [LAM 10) 12 " " 9. Roll Again
8. Ammo (LAM 10} 12 Engine Hits 00 O B. Roll Agsin Heat Hest Sinks: | 737
Gyro Hits O O ! Level* Effects 13 (26) +
1. case . 1. Roll Again 13
2. Roll Again Sensor Hits O O 2. Roll Again gg gf;:JntE';J\&l;lp wvoid on 6e Double —
4.5 3 Follacan Life Support O 4.53 Fol Axin 26 Shutdown, avoid on 10+ 11
4. FRoll Agamn 4. Foll Agan 25 -5 Movemen Points Q0 =
5. ol Again 5. Roll Again 24 +4 Modifier to Fire QQ i 10
8. Roll Again B. Roll Again 23 Ammo Bxp. avoid on B+ QO [ 8
22 Shutdown, evoid on 8+ (O 8"
20 -4 Movement Points O 5
. 189 Ammp Exp. avoid on 4+
Left LEQ nght Leg 18 Shutdown, avoid on B+ 8 i| B
1. Hip 1. Hp 17 +3 Madifier to Fire O [ 5
2. Upper Leg Actuator 2. Upper Leg Actustor :llg éﬁ ':qd%ﬁ?ea"\"%:;c'::"nr54+ o) ™3
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +EuModiﬂ|'ar o Fire O | 3
4. Foot Actustor 4. Foot Actuator 10 -2 Movement Points
5. Roll Again 5. Rol Agsin 8  +1 Modifier Lo Fire 2
6. Roll Again Damage Transfer B. Roll Again A 2
’ . Diagram ' \ 5 -1 Movement Paints )
'l o

Comparty. Inc. Al Fights reserved.




T 1 IETETIH

' 'MIECH RECORD SHEET

/z \
MECH DATA

Movement Points:
Walking: 5

Type: Gallowglas WD

Tonnage: 70
Tech Base: Clan

Running: 8 3055 :
Jumping: 3 F/%-X-D L
Weapons & Equipment Inventory  (hexes) i
Gty Type Loc Ht Dmg Min Sht Med Lng
2 EAMedium Laser AT 70El - 5 10 1§
1 ERPPC RA 15 1S[DEl - 7 14 23
2 Small Pulse Leser La 2 3 - 2 4 6

[P, Al

\ Cost: 7,444,187 C-Bills

BV: 2,084 |
Weapon Heat (29) |
¥

’\Dissipation (30)

WARRIOR DATA

Name:

Gunnery Skill:

Piloting Skill:

HisTaken[1 [2 [ 3| 4] 5
5( 7110/ 11

IConsciousnascit]| 3

CCRITICAL HIT TABLE )

Head [9)
Left Torso

Left. Arrn

Rear (9]

Torso Aear
7]

ARMOR DIAGRAM \rror Phs: 152

Torso Rear

[7)

INTERNAL STRUCTURE DIAGRAN 1wt

Head .
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensers 1. Shoulder
2. Upper Arm Actustor 3. Cockpic 2. Upper Arm Actuator
1-3 3. Lower Arm Actuator 4, Rol Again 1-3 3. Lower Arm Actuator
4, Hand Actuator S. Sensors “ 4. rERPPC
5. Small Pulse Laser B. Life Support 5, LERPPC
6. Small Pulse Laser 6. Roli Again
1. Roll Again CGI"!tBI" TOI"SD 1. Roll Again
8. Roll Again ; :"’fm‘ E“Bf"e 2. Foll Again
3. Roli Again »  Fusicn Enging 3. Aol Again
46, ¢ Again 1-3 3. Fuslon Engine 46, Again
5. Roll Again 4. Gyo 5. Aol Agoin
B. ol Again 5. Gyo 6. Roll Agan
6. Gyo
1. Gyro
Left Torso 2. Fuston Engine Right Torso
1. [Double Hest Sink 48, oo 1. Jomp Jet
. Fusion Engine 3
2. LDouble Heat Sink B. Rol Again 2. EH Medium Laser
3. EndoStee! ) ) 3. ER Madium Laser
1-84 Endosen 6. Roll Agan 1-32. fngosonl
5. EndoSteel " " 8. Endo-S:oel
8. Roll Again Engine Hits OO O 6. Fol Again Hest Sinks:
1. Roll Again Gyro H!ts Q0 1. Rl Again Level” Effects T
i Sensor Hits 0 © i 30 Shutdown
2. Roll Again 2. Aol Again 28 Ammo Exp. avoid on B+ 12
4.5 3 PollAgain Life Support O 4-pg 3 Rol Again i | 26 Shutdown, avoid on 10+ ™
4. Rol Agan 4. ol Agan | 25 -5 Movemen: Paints QO ==
5. Rol Again 5. Roll Again i\ | 24 +4 Modifier to Eire QO |Le
6. Rol Again 8. Hall Again {1 23 AmmoExp. awidon6s QQ || 9
{ | 22 GShutdown, avoidon 8+ (0 g
{ | 20 -4 Movement Points Q0 | o
. 19 Ammo Exp. avoid on 4+ O I
Left Leg Right Leg 1| 18 Shutdown, avoidon 6+ & ]
1. Hip 1. Hip || 17 +3Modifier to Fire b T
2. Upper Leg Actuator 2. Upper Leg Actuator ' 12 éﬁ !::ddnvemenr; %‘3‘"‘54+ O =
3. Lower Leg Actuator 3. Lower Leg Actuator e +2uM§;‘iif?éral‘:’:lFir?en o 3
4, Foot Actustor 4, Foot Actuator I 10 -2 Movement Points |
<5 :"'mp - Damage Transfer 5. Jump — X 8 +1 Modifier Lo Fire | 2
\ 6. FEndo-Sieel Diagram 6. Fndo-Sweel 1 k. 5 -1 Movement Points ) 1
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& At ARMOR DIAGRAM
¢l M Armoar Pts: 216
. N — e g 3 . Hesd (9]
I I I -, b 'oreo Right Torso
mm —3 == ] f 7 pi
\ Eum——)
’'MECH RECORD SHEET
'MECH DATA N( VWARRIOR DATA .
Type: Archer ARC-4M | Neme: !
1
Movement, Points: Tonnage: 70 1| Gunnery Skill: Piloting Skill; |
Walking: 4 Tech Base: Inner Sphere HisTakenl[ 31213141513 1
Running: B 3049 [ Cansci 31517110 11I0ce
Jumping: O E/XFE | |
Weapons & Equipment Inventory  [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 [RIMedumlsser CT 3 SiDEl - 3 6 9 L
1 LAM20 AT & i/m &6 7 14 21 Qi
w/ Artemis IV FCS IM. C/S/C5/20) !
1 LRM-20 LT 6 /m & 7 14 29§
w/Artemis V FCS M. C/8/C5/20) |
1 Medium Lasar RA 3 5|0E] - 3 B 9 |
1 Medium Laser La 3 5[DE] - 3 6 9
Ammunition Type Rounds |
LAM-20 {Artemis) E] F
|
I
Gost: 5,944,273 CBills BV: 1,705
\ Weapon Hest (24) Tm'T;]Flaar
. — 0 o )| {,:'}
- - o P A . H at
CRITICAL HIT TABLE Heod INTERNAL STRUCTURE DIAGRANM JAwns
Left Arm 1. Life Suppart Right Arm i
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cackpit 2. Upper Arm Actustor 307
1-3 3. Lower Arm Actustor 4. Roll Again 13 3. Lower Arm Actustar
"2 4. Hand Actuator 5. Sensors "4, Hend Actuator 29
5. WMedium Laser 6. Life Support 5. Medium Laser 2a8*
B. EndoSteel 6. EndoSee a7
1. Endo-Stes Center .TOPSD 1. EndoSteel Left 26"
2. EndoSted g :"’f"" E"‘ﬂf“ 2. EndoSeel Arm 5
3. Endo-Stesl + rusion Engine 3. Endo-Stesl M v |
464 Endosieo 1.5 3 Fuslon Engine 482 enosice =
5. EndoSieel 4. Gyo 5. EndoSucel a3
B. Endotitesl 5. Gyo B. EndoSesl 22+
6. Gyo 31
1. Gyro 20"
Left Torso case 2. Fusion Engine Right Torso icase 19
3, Fusion Engine
1. rLRM-20 4B, Lon Engine 1. [LRM:20 I
2. |Lrma0 5. (R} Medium Laser ikt 17
3. | LRM-20 6 . 3. |LAm20 —
1-3 4. | Amao Lt 1-32. |Lrman 18
5. lAamao - - 5. Llirman HEAT DATA 15~
6. Artemis IV FCS Engine Hits OO O 6. Artamis IV FCS Heat Heat Sinks: h 3
1. Amma [LRM 20 Artamic) B Gyro Hits 0 O 1. Ammo LAM 20 arcomia) 6 |} | LRI - Effects e (S
2. Ammo (LM 20 Arvomis) 8 Sensor Hits 0 O 2. Ammo (LRM 20 Artamis) B 28 Ammo Exp. avoid an B+ 12
4.3 oo Life Support O 4.3 Cax 26 Shuedown, avaidon 10+ 11
G GOl T 4. Roll Agamn 25 -5 Movement Points e
S. Rol 4gain 5. Aol Again 54  +4 Modifier to Fire Q
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on B+ O 9
22 Shutdown, avoid on B+ O a8
20 -4 Movement Points O =
. 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on 8+ 8 6
1. Hip 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator 2. Upper Leg Actuatar 1451 éﬁutndnc)ﬁ;ng\%zngrﬁh o 71
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifier to Fire O a
4. Foot Actuator 4. Foot Actuator 10 -2 Moverment Poiats 5
Sl a2 Domage Transfer o o1 Agan g8  +1 Modifier to Fire
- Toll Agai Diagram . Foll Aga -1 Movement Points 1
= 0




ARMOR DIAGRAM
Armor Pts: 168

Head [9) .
Left Torso Right Torso
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'MECH RECORD SHEET

‘MECH DATA N WARRIOR DATA
Type: Catapult CPLT-C1 (Jenny] "Butl;erbe£ Name:
Movement; Points: Tonnage: 65 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Mixed Hits Taken 21 314]5
Running: B (8) 3027 | [coneciousnese# 5] 7 [10]11
Jumping: 4 E/%FE |
Weapons & Equipment Inventory  [hexes) ]
Gty Type Loc Ht Dmg Min Sht Med Lng §
2 Medium Laser CT 2 5(DE - 3a 6 8§
1 Large Laser RT 8 8][Dg - 5 10 15}
1 Medium Laser RT 3 5D - 3 & 9 [
1 Lerge Laser LT 8 8I[DE - 5 10 5]
t  Medium Laser LT 3 5|08 - 3 6 8 !
1 MASC - - - - - =
2 SAME (15) AA 4 g/m - 3 8 9 |
2 SRMB{S) L 4 gm - 3 & 5 |
Ammunition Type Rounds
SANIG ) |
|
A
Cost: 13,064,975 C-6ills BV: 1,603 i
\ Weapon Heat (44) Tor:]ﬂear
e ———— % J5Sipaton {22) F,
CRITICAL HIT TABLE Head A INTERMNAL STRUCTLE
e
Left Arm 1. Lifa Support nght Arm Left Torso (15)
1. Shoulder 2. Sensors 1. Shaoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Agctuator
13 3. [SRMS (IS) 4. EndoStec! 1-3 3. [SAMS (IS]
2 4, Lspms (18] S. Sensors ™ 4, Lerms (15)
5, [SAM-G [IS] 6. Life Support 5. [SRME (IS)
6. Lsame s) 8. -5AMS (I5)
1. EndoSient Centgr TQPSO 1. EndaSicel
8. ErdoSent ; :t":"“f““ E“ﬂf“' 2. EndoSicel
3. EndnSiasl g usion Engine 3. EndoStaesl
464 cuosed 1-3 3 XL Fusion Engine 464 Engose
5. EndoSter! 4. Gyo 5. EndoSieel
6. Endateel S. Gyo 6. Rol Agan
6. Gwo
1. Gyo
Left Torso g Right Torso
_ | 3. XL Fusion Engine : X
1. XL Fusion Engine 4-6 ;' 4\ Fusion Engine 1. XL Fusion Engine
2. XL Fusion Engine 5' Medium Lsse?' 2. XL Fusion Engine b
3. XL Fusion Engine ' ) 3. XL Fusion Engine I pp—
134 ammosame) 15 6. Medium Laser 1-84. Ao sAM 6) 15 HEAT DATA 18
5. Ammo (EAM €) 15 . . 5. Ammo (GRM 6] 15 — 15"
6. [I.arge Laser Engine H!f.S 000 6. [Lz}rge Lasar | Hea Heat Sinks: | [7a7]
1. Liarge Lacer Gyro Hits 0 O 1. Liange1 L%I* Shutde vﬁ:fecr.s Elnbebi) e
2. Meadium Laser Sensor Hits QO 2. Medium Laser fl 28 Ammo Exp. avoid on B+ e
4.6 3. rmasc Life Support O 4- 3 [Double Heat Sink ' | 268 Shutdown, avaid an 10+ M
4. | masC 4. | Qouble Heat Sink i 25 -5 Movement Points Q0 | =
5. Lmasc 5. Loouble Heat Sink Il 24 +4 Modifier to Fire Q o
B. Endo-Geeel §. CndoS:eel 23 Ammo Exp. avoidon 8+ O )
| 22 Shutdown, avoid on 8+ O 8
| 20 -4 Movement Paints O =
. ' 1 19 Ammo Exp. avoid cn 4+
Left LBg thhr. Leg !5 18 Shutdewn, avoid on 6+ 8 6
1. Hip 1. Hip i 17 +3 Modifier to Fire O 5
2. Upper Leg Actustar 2. Upper Leg Actuator i 15 -3 Movement F’(:!IFII;S4 e} i B
3. Lower Leg Actustar 3. Lower Leg Actuator 14 Sgutdovyf?. SVOI;;I' LG 'e) |
4. Foot Actuator 4, Foot Actuator #3  +2 Modifler mp"fe B
5. Jdump Jet 5. Jump Jet 10 —% Rﬂnozgp‘!enl: prnts =
5. Jump det Domogo Transfer 5. wump Jer L 2 22 Movement poms 1
iagram ; -
N, 9 P N = / o
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ARMOR DIAGRAM
Armer Pts: 179

Head (9)

Right Torso

3
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'MECH RECORD SHEET
'MECH DATA h VWARRIOR DATA
Type: Rifleman RFL-BM 1| Name:
Movement Points: Tonnage: B0 E Gunnery Skill: Piloting Skill:
Walkling: 4 Tech Base: Mixed :‘ HisTaken| 1 [0 | 3] 4] 5] 6
Running: B 3052 | [consci #3151 7 10| 11|0cos
Jumpingg O KIKXX |
L” b i i e — v
Weapons & Equipment Inventory  [hexes) |
Bty Type loc Ht Dmg Min Sht Med Lng T
1 Medium Leser AT 3 SIDE - 3a 8 9 | t -
1 Medium Laser LT 3 SDE - 3 6 9 Pl
1 Gauss Rifla (IS) RA 1 15 7 15 22
DB, X]
1 Large Laser s B 8 [DE] - 5 10 15
1 Uitra AC/5 [C) La /8 5 - 7 14 2
0B, R/C/R2)
Amrurnition Type Rounds !
Ultra AC/S 20
Gauss Fifle 16 !
Cost: 9,995,800 C-Bils BV: 1,590 {
\ - Weapon Heat (17} { Tons[;lnear
CE——— "\ Dissipation (20] ‘fr‘
N, T e - : Haat
CRITICAL HIT TABLE R NTERMNAL STRUCTURE DIAGRAN e
Head _ cale
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. GCockpit 2. Upper Arm Actuator
1-3 3. rUitra AC/5 [C) 4.  Ferro-Fibrous 1-3 3. Gauss Rifle {IS)
4., [Ult‘r'a AC/5 {C) 5. Sensors 4. | Gauss Rifle (15}
5. LUitra AC/S IC) B. Life Support 5. [ermrRumys)
B. Ammo [Ura AC/S) 20 B. | Gauss Rifle (5]
1. [Large Loaser cent?r Tqrso 1. | Geuss Riffe (IS)
2. Liarge Laser ; :::":“‘P" :"93’“* 2. | Gauss Rifle (iS)
3. FerroFibrous . usion Engino 3. LGauss Rifle (19)
46, ororbrons 4.3 3 Xt Fusion Engine A-B4  Ammo (Gauss Rifle) 8
5. Roll Again 4. Gyro 5, Ammo [Geuss Rifle) 8
B. Roll Agan 5. Gyo 6. Roll Agan
B. Gyo
1. Gyro
Left Torso 2. L Fusion Engine Right Torsa
. . 3. XL Fusion Engine ) )
1. XL Fusion Engine 4—6 4. XL Fusi . 1. XL Fusion Engine
. ugion Engine
2. XL Fusion Engine §. Ferro-Fibrous 2. XL Fusion Engine |
1-3 3. Medium Laser 6. FerrerFibraus 1-3 3. Medium Lager =k
"~ 4, rDouble Heat Sink T "4, FerroFibrous HEAT:DATA
5. [Dnub!e Heat Sink N N 5. Fe-raFibrous ~
6. LDouble Hesat Sink Englne HItS 00 6. Ferra-Fibraus ! | Heat Heat Sinks: | 14""
1. Ferro-Fibrous GVI"D H!tS oo 1. Rall Again I Sl Effects Holizs 13
i S H g | 30 Shutdown Double
2. FerroFibrods ensor Hits QO 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3 Roll Again Life Support O 4-53 PolAgain 26 Shutdown, avoid on 10+ 14
4. Foll Again 4, Aol Agan 3 25 -5 Movement Paints O =
5. Rl Again 5. Aol Again ' | 24 +4 Modifier to Fire Q {10
8. Rol Again 6. Roll Again [ 23 Ammo Exp. avoid an B+ 0 1 8
' | 22 Shutdown, avoid on B+ Q e
20 —4 Movement Points e] | S
. 19 Ammo Exp. avoid on 4+ {
Left Le Right Le 18 Shutdown, avoid on 6+ Q 5]
o
1. Hip 1. Hip 17  +3 Modifier to Fire o 5
2. Upper Leg Actuator 2. Upper Leg Actustor 15 -3 Movement Points S =
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shut‘.dovyn. avmd_un 4+ |
13 +2 Modifier to Fire @] '} 3
4. Faot Actuator 4. Foot Actuater 10 -2 Movement Points =
g‘ Efx:f':rz“: Damage Transfer g ?e’ﬁ?gm"s i B +1 Modifier Lo Fire -
8 T sbreu! 5 “erriFFbrous t i
Diagram - [ 5 -1 Maovement Points
\ _ VAN A5
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MECH DATA

‘MECH RECORD SHEET

ARMOR DIAGRAM srenor Pie: 163

Head (9]
o) Right Torsa

Left Torso
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N({ WARRIOR DATA
Type: Vuiture (Mad Dog) Prime 'i Narme:
Movement Points: Tonnage: 60 l | Gunnery Skill: Pitoting Skill:
Walki'ng: 5 Tech Base: Mixed i HtsTeken[ 7 12131 4] 6516
Running: 8 2963 Consciousnass#] 3 | 5 | 7 {10/ 11 [Doad
Jumping: O K/ XH=K
Weapons & Equipment Inventory  (haxes) |
Gty Type loc Ht Dmg Min Sht Med Lng |
1 LAM-20 (C) AT B 1ym - 7 1a g | o
1 LAM-20(C) LT 6 1ym - 7 14 a1 j hLRen
1 LargePuiselasec{S)PA 10 S(F) - 3 7 10 118) (18]
1 Medium Laser RA 3 S[OF - 3 B 8 [
1 Large Pulse Laser (5) LA 10 9 [P] - 3 7 10}
1 Medium Laser LA 3 5[0 3 8 9| i Fibrous
Ammunition Type Aounds ! Left Right
EERESC 12 Leg Center Leg
H (23) Torso
1 Rear {7]
|
|
|
{ ]
i
|
Cost: 15,092,000 C-Bills Bv: 1,862 |
\ Weapon Heat (38) ﬁ Tors[;]ﬂear
i —— i Dissipation (24)
ﬁ e = e 3 Heat
CRITICAL HIT TABLE - 2N INTERNAL STRUCTURE DIAGRAM A
Left Arm 1. Lite Support Right Arm Right Torca [14]
1. Shoulder 2. Sensors 1. Shoulder =
2. Upper Arm Actustor 3. Cockpit 2. Upper Arm Actuator . 30
13 3. Lower Arm Actuator 4. Ferro-fibrous 1-3 3. Lower Arm Actugtor
~3 g, [Lerae Puise Loser US) 5. Sensors ~J g, [Large Puise Lasar (5) 29
5, LLarge Pulse Laser [IS) 6. Life Support 5. LLarge Pulse Lasar [IS) 28"
6. Medium Laser B. Medium Lagsr 27
1. Roll Again CEﬂtl?.l‘ TF"'SO 1, Roll Again 267|
2. Aol Again ;_ :t'f“’f"“ 2"9}"3 2. Roll Again 25"
3. Roll Again . usion Engine 3. Roll Again T
46, o, Acain 1.3 3- XL Fusion Engine 46, oy Again 24.
5. Rall Again 4. Gyo 8. Ruoil Again 23
6. Ferrc-Fibrous g Gyro B. [Facro-Fibrous 28*
. Gyro 51
1. Gwo 20*
Left Torso rcas) 2. XL Fusion Engine Right Torso s (N
4. XL Fusion Engine 4-B 4' L Fusion En:ine 1. XL Fusion Engine YO
2. XL Fusion Englne 5' Roll Agsin 2. XL Fusion Engine 17+
3. rLRM-20 (C) : ) 3. [LAM-20 [C)
1-3 6. Roll Again 1-3 16
4. | LAM20 () 4. |Lrm20 (C) HEAT DATA
5. |LRM-20 (€) - - 5. |Lrm20 (0) 15"
6. lame0(0) Engine Hits 00O O 8. LLam2o (o) Heat Heat Sinks: h[73%
1. Amemo [LAM 20] Gyra HitsO O 1. Ammo [LAM 20) 6 e utdor e Lol 13
2. Roll Again Sensor Hits © O 2. Roll Again I{ o Arrl,’mgg’:p. avoid on B+ 12
463 Lo Lo Support® ) 483 T || 2 S asionice oo [T
. C g i 25 -5 Movement Points ry
5. FerroFibrous 5. FerroFibrous { | 22 +a Modifier to Fire QO 10
B. [lerro-Fibrous 6. Fesro-Fibrous | 23 Ammo Exp. avoid an 6+ o a
| | 22 Shutdown, evoidon 8+ O 5
WE 20 -4 Movement Pgints O s
. ] 19  Ammo Exp. avoid an 4+
Left Leg Right Leg i ] 18 Shutdawn, avoid on 6+ 8 B
1. Hip 1. Hip | 17  +3 Modifier to Fire O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Pcm'lt.s‘l O =
3. Lower Leg Actuator 3. Lower Leg Actuator ': 14 Sg”ﬁc'“.’g' avmg_ ik O
4, Foot Actuator 4. Foot Actuator ! 13 +E Mg\?cla r:;:? P(':‘;ﬁl;s =
g' g":: ﬂgni" Damage Transfer 3. g“:: :gai” i 8  +1 Mudifier o Fire 2
\ DL AT Diagram 6. ful Again ] -1 Movement Paints 1
e — ; e = e Q




