M

BATTILETECH

School

Alpha Star Mechwarrior Type Tonnage Base BV G/P Modifier C3  Total BV
Masakari (Warhawk] C BattleMech 85.00 2,998 3/4 1.00 false 4,137
Masakari (Warhawk) H BattleMech 85.00 2,601 3/4 1.00 false 3,589
Gladiator (Executioner) A BattleMech 95.00 3.112 3/4 1.00 false 4,295
Gladiator (Executioner) D BattleMech 95.00 2,698 3/4 1.00 false 3,723
Daishi (Dire Wolf) S BattleMech 100.00 2,985 3/4 1.00 false 4,119

5 Units 460.00 14,394 19,864
Beta Star Mechwarrior Type Tonnage Base BV G/P Modifier C3  Total BV
Dasher (Fire Moth) Prime BattleMech 20.00 1,251 3/4 1.00 false 1,726
Piranha BattleMech 20.00 998 3/4 1.00 false 1,377
Pack Hunter BattleMech 30.00 1,368 3/4 1.00 false 1,889
Predator BattleMech 60.00 1,754 3/4 1.00 false 2,421
Rifleman IIC 3 BattleMech 65.00 1,733 3/4 1.00 false 2,392

5 Units 195.00 7,105 9,805

10 Units 655.00 21,499 29,669

Copyright 2014 The Topps Company, Inc. Battletech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All Rights resem
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Head (9)

L ARVIOR DIAGRAM JERSRRN( H|T LOCATION CHART

B I I I F I F I m I Left Torso Right Torso Roll Left FriBk Right
1 m Gl 2l eleni@liRile
\ / il RA  RL
'MECH RECORD SHEET AliA RA  RA
/B \ 5 LA RL RA
MECH DATA WARRIOR DATA jumy =
Type: Masakari (Warhawk) C Name: pna Star [School] L CT RT
Movement Points: Tonnage: 85 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 2999 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 Flamer cT 2 2 3 Center TO HIT MODIFIERS
[DE, H/AI] Left Arm Right Arm
1 Targeting Computer RT - - - - - - (28) (28) Attacker...
2 Large Pulse Laser RA 10 10[P] - 6 14 20 il b
2 ERPPC LA 15 15[E] - 7 14 23 is Stationary +0
Fibrous Walked +1
Ran +2
Center Jumped +3
Torso
Rear (10) Damage...
Sensors +2
Shoulder +4
Arm Actuator (each)  +1
Target...
Moved 0-2 hexes +0
. Right Wl
\ Cost: 25489917 CBils  BV: 4,;:; (Bce: 2,998) Torso Rear Torao Rear mgz:j g g E:i:: :;
.\ 2apon (10) (10) il
Y/ \\—/D'ss'pat'on [46) 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 507 Jumped (Additional) +1
1-3 3. [Double Heat S!nk 4. FerroFibrous 13 3. [Douhle Heat S!nk =5 Partial Cover +1
4. LDouble Heat Sink 5. Sensors 4. LDouble Heat Sink
5. Double Heat Sink 6. Life Support 5. rlLarge Pulse Laser 28* Prone
6. LDouble Heat Sink 6. LLarge Pulse Laser 27 | Adjacent -2
1. [ER PPC Center To_rso 1. [Large Pulse Laser 26* Not Adjacent +1
2. LERPPC 1. XL Fusion Engine 2. LLarge Pulse Laser 55+ Range
3. rER PPC 2. XL Fusion Engine 3. Roll Again — [¢]
4-6 4. Ler ppc 13 3. XL Fusion Engine 4-6 4. Rol Aga\rv 24 Short +0
5. Roll Again 4. Gyro 5. Roll Again 23" Medium +2
6. Ferro-Fibrous g x: 6. Ferro-Fibrous :?* Long +4 /
1 are o] /—\
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' Flam:rmn o 2. XL Fusion Engine W 0 € r 19
4-3 3 [Double Heat Sink 6. Roll Agsin 4.3 3. [Double Heat Sink — 1 LTy LA RT
"9 4. Lpouble Heat Sink ) g "9 4. Lpouble Heat Sink 16 2l LT RT
5. rDouble Heat Sink " " 5. [Targeting Computer 15*
6. LDouble Heat Sink Englne Hits OO O 6. | Targeting Computer Heat Heat Sinks: a7 3 CT CT CT
" Gyro HtsO O ) Level* Effects 23 (46) EED 4 LA RT RA
1. Double Heat Sink ) 1. | Targeting Computer 13
2. LDouble Heat Sink Sensor Hits O O 2. | Targeting Computer gg i:;jrfoovl‘f/gp avoid on 8+ Double 2 | 5 LA RA RA
4-6 3 [Double Heat Sink Life Support O 463 Tergeting Computer 26 Shutdown, avoidon 10+ y~~ |[TT] \6 HD HD HD /
. 25 -5 Movement Points P
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire Q00 10 ﬁ
6. FerroFibrous 6. FerroFibrous 23 Ammo Exp. avoid on 6+ QOO 9 KICK CHART
22 Shutdown, avoid on 8+ QO Bl
?g 7;:“ mgvggegtv gsigtrf o o0 —1 Roll Left Fr/Bk Right
Left Le M Right Le 18 Sidown wodomes 39 J[E] |13 L RLRL
g 9 g o0
1. Hip ga’k A 1. Hip 17 +3 Modifier to Fire 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 Sgulf/ldo;vp‘ a;/m'c__j. on 4+ 00 —
4. Foot Actuator 4. Foot Actuator 1o 5 Moot ot | 3 | PHYSICAL ATTACKS
5. Double Heat Sink 5. rDouble Heat Sink - - 2
L 6. LDouble Heat Sink Damg?:g:;fr':Sfer 6. LDouble Heat Sink J L e e )= Punch +20 Eunkch 1;; ot
0 Kick i ic t
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 A S
foll &8 @ A B B8 a0 e e e o A
20 s e 28 2 838 3 B4R 51 (6 810 12
gr e e a8 a4 a8 B e
40 e 20 2 838 3 4l 4 158 61 19 2] 18
sId 128 20 3838 4 50 6 88 9 2118 24
gr e @ 4 4 4 85 @6 4 @ 1@ i g
28 3 3848 4 850 6§88 9 2118 24
812 28 3 384 4 58 6 18 9 12118 24
are @ &4 4 85 8§ @ @ 0 e e B g
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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L ARVIOR DIAGRAM JERSRRN( H|T LOCATION CHART

Head (9)

B I I I F I F I m I Left Torso Right Torso Roll Left FriBk Right
L1 m Gl 2l eleni@liRile
\ / il RA  RL
'MECH RECORD SHEET AliA RA  RA
/B \ 5 LA RL RA
MECH DATA WARRIOR DATA jumy AR
Type: Masakari (Warhawk) H Name: pna Star [School] L CT RT
Movement Points: Tonnage: 85 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 3059 Consciousness#| BB 10 RA LA LA
Jumplng: 6] F/X‘X-E-A 11 RL LA L
Weapons & Equipment Inventory  (hexes) l2_HD HD HD
Gty Type Loc Ht Dmg Min Sht Med Lng / \
1 Targeting Computer RT - - - - - - Center TO HIT MODIFIERS
2 large Pulse Laser RA 10 10[F] - 6 14 20 Left Arm Right Arm
1 LRM-10 RA 4  i/m - 7 14 21 (28) @8 Attacker...
2 Heavvxv/ Large Laser LA 18 16 [DE] - 5 10 15 iS Stationary +O
Ammunition Type Rounds
TRVF1O 12 Fibrous Walked +1
Ran +2
Center Jumped +3
Rear (10) Damage...
Sensors +2
Shoulder +4
Arm Actuator (each)  +1
Target...
Moved 0-2 hexes +0
Right
\ Cost: 25,592,823 CBils  BV: 3589 (Base: 2 601) Torso Rear o Moved 3-4 hexes il
Veapon Heat (60) 10) 10) Moved 5-6 hexes +2
Y/ \\—/D'ss'pat'on (50) | Moved 7-9 hexes +3
CRITICAL HIT TABLE \ feat Moved 10-17 hexes  +4
Left Arm cass) 1 Head Right Arm orertow it Bagrmtbaniill
. 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. [Double Heat Sink 4. FerroFibrous 13 3. [Douhle Heat Sink =5 Partial Cover +1
4. LDouble Heat Sink 5. Sensors 4. LDouble Heat Sink
5. rHeavy Large Laser 6. Life Support 5. Double Heat Sink 28* Prone
6. [Heaw Large Laser 6. LDouble Heat Sink 27 | Adjacent -2
1. LHeavy Large Laser Center To_rso 1. [Large Pulse Laser 26* Not Adjacent +1
2. rHeavy Large Laser 1. X Fus!on Eng!ne 2. LLarge Pulse Laser 55+ Range
4-6 3. [Heavy Large Laser 2. X Fus!on Eng!ne 46 3. [Large Pulse Laser W‘
"9 4, LHeavy Large Laser 1-3 3. XL Fusion Engine ~9 4. LiLarge Pulse Laser |t Short +0
5. @LRM 10 (12) 4. Gyro 5. LRM-10 23 Medium +2
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous 22*
’ 6. Gyro ) = \ Long +4 4
T are = /—\
Left Torso 2. XL Fusion Engine Right Torso K& PUNCH CHART
1. XL Fusion Engine 4-6 3 i:: Eus!un Eng!ne 1. XL Fusion Engine B Roll Lef Fr/Bk Righ
2. XL Fusion Engine 5' Douhl::ulj-rea:gslil:\i 2. XL Fusion Engine W 0 eft r 19 t
i ) . i — 1 LTy LA RT
1-3 3. Double Heat Sink 6. LDouble Heat Sink 13 3. Double Heat Sink
4. Lpouble Heat Sink 4. Lpouble Heat sink 16 2l 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 HtsO O ) Level* Effects 25 (50) B 4 LA RT RA
1. rDouble Heat Sink 1. rTargeting C te 13
2. [ooubie Heat sink Sensor Hits 0 O 2. 723;!:3 cﬂﬁﬂﬂwi gg ix‘fg"ggp avoid on B+ Double EFR S A RA RA
4.6 3 [Dovble Hea Sink Life Support O 4-@ 3- | Tergeting Computer 26  Shutdown, avoid on 10+ [77] \6 HD HD HD /
~O 4. Lpouble Heat Sink ~9 4. LTargeting Computer o5 -5 Moven%ent Points OOO —
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire Q00 10 ﬁ
6. FerroFibrous 6. FerroFibrous 23 Ammo Exp. avoid on 6+ QOO 9 KICK CHART
22 Shutdown, avoid on 8+ [e]e] & |
?g 7;:“ mgvggegtv gsigtrf o 000 —1 Roll Left Fr/Bk Right
Left Leg CATANST Right Leg 19 Shwomnadontr 39 [[E] |13 L RLORL
1. Hip gamLe A 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 Sgulf/ldo;vp‘ a;/m'c__j. on 4+ 00 —
4. Foot Actuator 4. Foot Actuator 1o 5 Moot ot | 3 | PHYSICAL ATTACKS
5. Double Heat Sink 5. rDouble Heat Sink - - 2
L 6. LDouble Heat Sink Damg?:g:;fr':Sfer 6. LDouble Heat Sink J L e e )= Punch +0 Punch 1/10t
5] 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
; *Blade -2  Std 1/10t
/Turn Move Hexes Mod Prev Move Weap Other Total Sink Level Notes \ /—\ * Add +4 to pick table /
CLUSTER HITS A
foll &8 @ A B B8 a0 e e e o A
20 s e 28 2 838 3 B4R 51 (6 810 12
gr e e a8 a4 a8 B e
40 e 20 2 838 3 4l 4 158 61 19 2] 18
sId 128 20 3838 4 50 6 88 9 2118 24
gr e @ 4 4 4 85 @6 4 @ 1@ i g
28 3 3848 4 850 6§88 9 2118 24
812 28 3 384 4 58 6 18 9 12118 24
are @ &4 4 85 8§ @ @ 0 e e B g
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: 959 HIT LOCATION CHART
I E— — :
B 11 I I= ] I= ~a I-I teTorss o @ gt Torso Roll Left FriBk Right
1 m Gl 2l eleni@liRile
\ / i RA RL
'MECH RECORD SHEET A RA RA
/B \ 5 LA RL RA
MECH DATA WARRIOR DATA jumy SR
Type: Gladiator (Executioner) A Name: pna Star [School] L 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 Machine Gun RT o 2 o 12 3 Lot Arm Center Right Arm TO HIT MODIFIERS
1 MASC oo - - - - - (32) ng? 32) Attacker...
4 ERMedium Laser RA 5 7 [DE] - 5 10 15 I I
3 Large Pulse Laser LA 10 10(P] - 8 14 20 E is Stationary +0
Ammunition Type Rounds Figﬁgﬁs Walked +1
MG 2o Left Right Ran +2
- Center - Jumped +3
Damage...
Sensors +2
Shoulder +4
Arm Actuator (each)  +1
Target...
Moved 0-2 hexes +0
Left Righ
\ Cost: 35,826,172 CBils  BV: 4,295 (Base: 3.112) Toren moar — Moved 3-4 hexes il
Weapon He[e;: B[]501 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
Head
. Moved 18-24 hexes +5
Left Arm 1. Life Support Right Arm Head v
1. Shoulder 2. Sensors 1. Shoulder Left Torso (20) Fian: Torso (201 Moved 25+ h(_a)_(es +6
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator =01 Jumped (Additional) +1
1-3 3. [Double Heat Sink 4. FerroFibrous 13 3. Lower Arm Actuator =5 Partial Cover +1
4. LDouble Heat Sink 5. Sensors 4. [Douhle Heat Sink
5. rLarge Pulse Laser 6. Life Support 5. LDouble Heat Sink 28* Prone
6. LLarge Pulse Laser 6. [Duuble Heat Sink 27 | Adjacent -2
1. rlarge Pulse Laser Center Torso 1. LDouble Heat Sink 26* Not Adjacent +1
2. [Large Pulse Laser ; i:: :usion E"gi"e 2. ER Medium Laser 55+ Range
3. rLarge Pulse Laser . usion Engine 3. ER Medium Laser BT
4-6 4. [Large Pulse Laser 1-3 3. XL Fusion Engine 4-6 4. ER Medium Laser 2—4* Short +0
5. Roll Again 4. Gyro 5. ER Medium Laser 23 Medium +2
6. Ferro-Fibrous g x: 6. Ferro-Fibrous :?* Long +4 /
T ome =5 /—\
Left Torso 2. XL Fusion Engine Right Torso (cass 5 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' Far'r'(:F:E:uu:gm 2. XL Fusion Engine W o € I Ig
3. [masc : 3. [Double Heat Sink | — 1 LT LA RT
1-3 4. | masc B. Ferrofibrous 1-3 2. Loouble Heat Sink 16 2 LT LT RT
5. | masc " " 5. Machine Gun 15*
6. Lmasc Engine Hits 00 O 6. Machine Gun Heat Sinks: )\ [ 3 CcT CT CT
Gyro Hits OO Level* Effects 19(38) EEQ A IA RT RA
1. Roll Age . 1. @MG [200) 13
2 Fol ASZ:: Sensor Hits O O 2. Roll Again gg gr]r?rfoovl‘z/gp . Double = 5 LA RA RA
4.5 3 PolAgin Life Support O 4.3 PollAgain 26 Shutdown, avoid on 10+~~~ [77] \6 HD HD HD /
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. FerroFibrous 24  +4 Modifier to Fire (e]0) | 197] /—\
6. Roll Again 6. FerroFibrous 23 Ammo Exp. avoid on 8+ QO 9 KICK CHART
22  Shutdown, avoid on 8+ (e]0) & |
?g 7;:“ mgvggégtv 5;3'2}: o 88 —1 Roll Left Fr/Bk Right
Left Leg Eﬂ[ﬂf N Right Leg 18 Shuidown, awidon 6+ 35 | [5] 1-3 LL I T
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+ 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
\ /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 o pfkt?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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— / \
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 2l eleni@liRile
\ / il RA RL
'MECH RECORD SHEET AlLA RA RA
/B \ 5 LA RL RA
MECH DATA WARRIOR DATA jumy AR
Type: Gladiator (Executioner) D Name: pna Star [School] I Cill 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) (40) Jumped 9
SAMI6 a5 Damage...
Sensors +2
Shoulder +4
Arm Actuator (each)  +1
Target...
Moved 0-2 hexes +0
Left Righ
\ Cost: 35,238,369 CBils BV 3723 (Base: 2 698) Toren moar — 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'::i':zm 1. Sguulder Left Torso (20) Fian: Torso (201 Moved 25+ hexes +6
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 50°] Jumped (Additional) +1
1-3 3. Lower Arm Actuator 4. FerroFibrous 13 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) ; i:: :"Efm E“Qf“e 2. Small Pulse Laser 57 Range
3. @SRME6 (15) . usion Engine 3. Small Pulse L. =7
46, g Again 1-3 8- XL Fusion Engine 46 cmal Pulse Loser 2_4* Short +0
5. Roll 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 KX Roll Left Fr/Bk Right
2. XL Fusion Engine 5' Far'r'(:F:E:uu:gm 2. XL Fusion Engine W o € I Ig
3. [masc s 3. [Double Heat Sink | — 1 LT LA RT
1-3 4. [ masc 8. Ferrofibrous 1-3 4. Lpoube Heat sink 16 2 LT LT RT
5. | masc " " 5. rDouble Heat Sink 15*
6. Lmasc Engine Hits 00 O 6. LDouble Heat Sink Heat Sinks: |\ [a7] 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 Bl Life Support® ) 4% gratvue oeer 25 St awdon 10+ o [[TT] N8 _HD__HD__HD /
5. Roll Again 5. Ferro-Fibrous SZ :.4 Mg‘é?f:gﬁzg Filgts (e]0) ,_1 o 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;:“ mgvggégtv 5;3'2}: o 88 —1 Roll Left Fr/Bk Right
Left Leg Eﬂ[ﬂf N Right Leg 18 Shuidown, awidon 6+ 35 | [5] 1-3 LL I T
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+ 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
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 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: 304 HIT LOCATION CHART
—— — I S . Head ' :
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 LA RA RA
/B \ 5 LA RL RA
MECH DATA WARRIOR DATA ey SR
Type: Daishi (Dire Wolf) S Name: pna Star [School] L CT RT
Movement Points: Tonnage: 100 Gunnery Skill: 3 Piloting Skill: 4 gl Lty CT
Walki_ng: 3 Tech Base: Clan HitsTaken[ 1 [2 | 3] 4] 516 ] 9 RT LU Ly
Running: g 29)?% EA Consciousness# BB 10 RA LA LA
Jumping: e AR LA Ll
Weapons & Equipment Inventory  (hexes) l2_HD HD HD
Gty Type Loc Ht Dmg Min Sht Med Lng / \
1 Medium Pulse Laser HD 4 71P] - 4 8 12 Center TO H IT MODIFI ERS
1 Streak SAM-4 cT 3 2/m 4 8 12 Left Arm Torso
2 Medium Pulse Laser RT 4 [MY7E[:I;:::2/4] - 4 8 12 “7] B4 AttaCKer (i
1 Machine Gun L -1 2 3 is Stationary +0
2 Medum Pulse Laser T4 7P - 4 8 12 Walked +1
1 Streak SRM-4 LT 3 2/m 4 8 12
1 Machine G LT 0 e DE/CE/A] 1 2 3 Left Right Ran +2
lachine Gun L L
1 LB 20X AC A B [Daééu 4 8 12 [4819) %’eo:;ir [:19] Jumped iie
DB, C/5/F] Rear (14) Damage...
1 Large Pulse Laser LA 10 10[P] - 6 14 20
2 APod AL 0,05 /A1 - - - Sensors +2
Ammuniion Type Rounds Shoulder +4
LB 50 (01 Zer 13 Arm Actuator (each)  +1
glt?eak SRV4 ggo Ta rget. I
Moved 0-2 hexes +0
Left Right
\ Cost: 28.870.000 CBils  BV: 4,119 (Base: 2,985) Tores Frear o Moved 3-4 hexes il
Veapon Heat (42) 10) 10) Moved 5-6 hexes +2
/ \\ Dissipation (40) / Moved 7-9 hexes +3
CRITICAL HIT TABLE K INTERNAL STRUCTURE DIAGRAM 34404 Moved 10-17 hexes  +4
Left Arm Hgad Right Arm cass Borron Moved 18-24 hexes  +5
1. Shoulder ; ;':::)‘::Port 1. Sguulder Moved 25+ h?)_(es +6
2. Upper Arm Actuator 3. Cock_pit 2. Upper Arm Actuator Eg Jumped (Addltlonal) +1
1-3 2 gnul;:e neat zln: ‘51 g/leendslzrrr; Pulse Laser 13 i II:: 2&; ﬁg =5 Partial Cover +1
. ouble Heat Sinl . .
5. rDouble Heat Sink 6. Life Support 5. [LB 20X AC 28" Prone
6. LDouble Heat Sink 6. [ LB 20X AC 27 | Adjacent -2
1. [Double Heat Sink Center Torso 1. LB 20X AC 267 Not Adjacent +1
2. [Dnuble Heat Sink 1. XL Fusion Engine 2. | LB 20X AC 557 R
3. Double Heat Sink 2. XL Fusion Engine 3. | B 20X AC == gl
4-6 4 Loousle Hear sink 1-3 8- XL Fusion Engine 4-6 |15 20xac = Short +0
5. rlLarge Pulse Laser 4. Gyro 5. Lis 20x ac 23" Medium +2
6. LLarge Pulse Laser g xu 6. @LB 20 X Slug (5) 22* LOhg +4
- Gyo =]\ /
T ome == /—\
Left Torso (s 2 JuFusion E:g::: Right Torso wcasp) 197 PUNCH CHART
2. 30 Fusos B 484 0 rusin engie 3 A pision Enaine 75| | Roll Left  FrBk Right
. gine 5. Jump Jet . XL Fusion Englpe 17+ 1 LT LA RT
1-3 3. Double Heat S!nk 6. Streak SRM-4 13 3. Double Heat ank ?
g. guul;:e aea: glnt lsl Eoubledle-lteat Sink — a r r RT
. louble Hea N . N . ump
6. LDouble Heat Sink Engine Hits 00 O 6. Medium Pulse Laser Heat Heat Sinks: |\ [[27] 3 CT CcT CT
1. Jump det Gyro HitsO O 1. Medium Pulse Laser Level* Effects 20 (40) R AN TA RT RA
2 S Sensor W00 | & temmen 2 aebnamime [ (3 LA RARA
. ledium Fulse Laser . ug i
485 Medium Pulse Laser PP 4. @LB 20 X Cluster (5) SS ?Q“&ﬁﬂ;ﬁ;;:fé’o?n”t; % 00 ::—;* 9 Y D D
5. Machine Gun 5. @LB 20 X Cluster (5) 24 +4 Modifier to Fire (e]0) | 107) / \
6. @Streak SRM 4 (25) 6. @MG (200) 23 Ammo Exp. avoid on 8+ QO 9 KICK CHART
22  Shutdown, avoid on 8+ (e]0) & |
?g 7;:“ mgvggégtv 53'2f4+ 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 L 1. Hip 17 +3 Modifier to Fire 00 = 4-6 LL L RL
2. Upper Leg Actuator s 2. Upper Leg Actuator 15 -3 Movement Points ™ | \_—/
3: Lower Leg Actuator 3: Lower Leg Actuator :ll g fgult\:/ld;);\ilgéra;lgigir%n 4+ 88 % /—\
§ e 4 e 15 % Mo rams Ak HYSCALATTACKS
5 oo vone 3o Damg?:g:;fr""Sfe" 6. APod )L e e P 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
/Tun Move Hexes Mod Prev. Move Weap Other Total Sink Level Notes \ /—\ Blade*Add-+24 o pfkt?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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T 1ILETETCIH

'MECH RECORD SHEET

MECH DA

Type: Dasher (Fire Moth) K

WARRIOR DATA e

Name: Beta Star [School]
Gunnery Skill: 3 Piloting Skill: 4

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

Movement Points: Tonnage: 20
Walking: 10 Tech Base: Clan
Running: 15 (20) 3071
Jumping: O F/XXEA

Weapons & Equipment Inventory  (hexes)

ARMOR DIAGRAM
Armor Pts: 38

Head (5)

Left Torso

Right Torso

C] 4)

_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 MASC [o - - - - - Center TO HIT MODIFIERS
1 HeawMedumLaser RA 7 10[DE] - 3 6 9 Left Arm Torso Right Arm
1 MGAray(3LMG) RA O  1[T] - 2 a4 8 @) (5) @) Attacker...
1 Heavwy Medium Laser LA 7 10 [DE] - 3 B 9 H H
1 MGAray(3LMG) LA O 1[T] - 2 4 8 is Stationary +0
1 BPod RL O - - - - - FF-S”D Walked il
[PD, 0S/Al] ibrous
1 B-Pod L o - - - - Ran +2
[PD, 0S/A1] Center Jumped +3
Ammunition Type Rounds Torso
VG (/2] 00 Rear (2) Damage...
Sensors +2
Shoulder +4
Arm Actuator (each)  +1
Target...
Moved 0-2 hexes +0
" Left Right Moved 3-4 hexes +1
Cost: 3,959,050 C-Bill BV: 1,224 (Base: 887)
\_>° z Wieapon Heat, (14) Torso Feer Torso Feer Moved 5-6 hexes +2
Y/ \\—/D'ss'pat'on 20) Moved 7-9 hexes +3
Heat
CRITICAL HIT TABLE — INTERNAL STRUCTURE DIAGRAM A4 Moved 10-17 hexes ~ +4
] ; Head Brrion Moved 18-24 hexes  +5
\ Lg:t |.;|Arm ; ;lfe Support . R:—,%ﬁ: Arm Left Torso (5) Right Torso (5) Moved 25+ hexes +6
. oulder . Sensors . oulder il
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator =01 Jumped (Additional) +1
1-3 2 'I:::w:rAArm Actuator ‘51 ;:::;:mus 1-3 i 'I;ow:rAArm Actuator =5 Partial Cover +1
. lan ctuator . . an ctuator
5. rHeavy Medium Laser 6. Life Support 5. rHeavy Medium Laser 28* Prone
6. LHeavy Medium Laser 6. LHeavy Medium Laser 27 | Adjacent -2
1. MG Array (3 LMG) Center T‘?"SO 1. MG Array (3 LMG) Left Right | 267 Not Adjacent +1
2. Light Machine Gun ; XL Fus!on Eng!ne 2. Light Machine Gun Arm Arm [257] Range
4-6 3. Light Machine Gun - XL Fusion Engine 4-6 3. Light Machine Gun (3) B =77
™9 4, Light Machine Gun 1-3 2 XGVLFF“5'°“ Engine 9 4. Light Machine Gun =571 Short +0
. Endo-Steel . o . Endo-Steel i
g. F;‘fu—;\iiuus g xu g FZH‘DD—Ft\Eb[:Dus 22* :\_/Ioendglum :i
. Gyro 27| N/
1. Gyro Left Right _EU* ’— \
Left Torso cssa 2. Xt Fusion Engine Right Torso b e KN PUNCH CHART
3 ) 4-6 3. XL Fusion Engine 1. XL Fusion Engine —t !
1. XL Fusion Engine 4. XL Fusion Engine : ion Engi 18 Roll Left ~ Fr/Bk Right
2. XL Fusion Engine 5. MASC 2. XL Fusion Engine W
4-3 3 [Double Heat Sink 6. Endostes! 4.3 3. [Double Heat Sink | —— 1 L LA RT
"3 4. Lpouble Heat Sink ’ "9 4. Lpouble Heat sink 16 2l LT RT
5. @LMG 1/2 (100) N " 5. Roll Again 15*
6. Roll Again Engine Hits 00 O 6. Roll Again Heat Sinks: | [Tz 3 CT CT CT
1. Roll Again Gyro Hits OO 1. Foll Again Level* Effects 153 [%‘ﬂDJ EER 4 LA RT RA
2. Roll Again Sensor Hits 0 O 2. Roll Again gg ggg‘rfgvg;‘p_ I o] 5 LA RA RA
4.5 3 PolAgin Life Support O 3. Roll Again 26 Shutdown, avoid on 10+~ 11 \6 HD HD HD /
4., Endo-Steel 4. Endo-Steel 25 -5 Movement Points .1_0*.
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire O ﬁ
6. FerroFibrous 6. FerroFibrous 23 Ammo Exp. avoid on 6+ QO 9 KICK CHART
22 Shutdown, avoid on 8+ O s |
%g ;‘:ﬂmgvsge';’;ggigfm (@] EA Roll Left Fr/Bk Right
Left Leg CATANST Right Leg 19 Shwomnawdoner S |[E] |13 L RLORL
1. Hip L u 1. Hip 17 +3 Modifier to Fire o = 4-6 LL L RL
2. Upper Leg Actuator s 2. Upper Leg Actuator 15 -3 Movement Points ™ | \_—/
3: Lower Leg Actuator 3: Lower Leg Actuator :ll g fgult\:/ld;);\ilgéra;lgigir%n 4+ 8 % /—\
g' :;ZdActuatur g ;os;::ctuator 10 -2 Movement Points R PHYSICAL ATTACKS
. D Ti fi o 8 +1 Modifier to Fire ———
\ 6. Endo-Steel amgig:grgf:s er 6. EndoSteel PAR 5 -1 Movement Points y 1 EUT(Ch +20 Eunkch ::;;?t
[5) icl - ic
Copyrioht 2014 Trs Tapps Company.Inc. Batietech, Mech and ech are of The Topps Compary, I, Al ights reserverl *Hatchet -1 Std 1/5t
atalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Pr , LLC. Permission to or personal use. *Sword i) 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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ARMOR DIAGRAM Armor Pts: 64 HIT LOCATION CHART
—— — — :
B 11 I I= ] I= ~a I-I LeTorss o @ g Torso Roll Left FriBk Right
1 m Gl @ ®) 2l eleni@liRile
\ / i RA RL
'MECH RECORD SHEET © ] i g RA RA
/B \ 5 LA RL RA
MECH DATA WARRIOR DATA s RIS © =
Type: Piranha Name: goes Sear [School] o O Al Cili RT
Movement Points: Tonnage: 20 Gunnery Skill: 3 Piloting Skill: 4 o O gl Lty CT
Walking: 9 Tech Base: Clan HitsTaken[ 1 [2 | 3] 4] 516 ] @) O 9 RT LU Ly
Runni_ng: 14 3013 Consciousness# BB 0] @) 10 RA LA LA
Jumping: O F/XDDA 11 RL LA I
Weapons & Equipment Inventory  (hexes) l'-' '-IJ l2_HD HD HD
Gty Type Loc Ht Dmg Min Sht Med Lng = 27 / \
1 ER Small Laser CcT 2 5(DE - 2 4 8 L Center TO HIT MODIFIERS
6 Machine Gun RT p -1 2 3 eft Arm Torso Right Arm
[DB, Al] ® @ ©® Attacker...
B Machine Gun LT 2 - 1 2 3 0 il
[DB, Al] is Stationary +0
1 ERMedium Laser ~ RA 5 7 [DE] - 5 10 15
1 ER Medium Laser LA 5 7 [DE] - 5 10 15 Walked il
Ammunition Type Rounds Ran +2
MG (1/2) 200 Center Jumped +3
orso
Rear (3) Damage...
Sensors +2
Shoulder +4
Arm Actuator (each)  +1
Target...
Moved 0-2 hexes +0
y Left Right Moved 3-4 hexes +1
Cost: 2,779,740 CHBill BV: 1,377 (Base: 998
\_>° z vyegpor% st (12)) Torso Feer Torso Feer Moved 5-6 hexes +2
Y/ \\—/D'ss'pat'on 10 Moved 7-9 hexes +3
H
CRITICAL HIT TABLE INTERNAL STRUCTURE DIAGRAM A4 Moved 10-17 hexes ~ +4
Left A H‘?ad Right A Head Brrion Moved 18-24 hexes  +5
e rm 1. Life Support 9 rm Left Torso (5) Right Torso (5) . 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. Lower Arm Actuator 4. EndoSteel 13 3. Lower Arm Actuator ] Partial Cover +1
" 4. Hand Actuator 5. Sensors "2 4. Hand Actuator 29
5. ER Medium Laser B. Life Support 5. ER Medium Laser 28" Prone
6. Roll Again 6. Roll Again 27 | Adjacent -2
1. Roll Again . Cfﬂter‘ ET‘?"SO 1. Roll Again Left Right | 267 Not Adjacent +1
2. Roll Again - usion Engine 2. Roll Again Arm arm [ 25+
4.6 3 Fol Again 2. XL Fusion Engine 4.63 ol Agan 3) @ 57 Range
-6 4. Roll Again 13 3. XL Fusion Engine "0 4. Roll Again | 24| Short +0
5. Roall Again g go 5. Roll Again 23" Medium +2
. 0 ¥ |
6. Roll Again 6. Gyro 6. Roll Again :? Long +4 /
1. Gyro Left Right _EU* ’— \
Left Torso (s 2. XL Fusion Engine Right Torso wcasp) b s 197 PUNCH CHART
1. XL Fusion Engine 4-6 3 i:: Eus!un Eng!ne 1. XL Fusion Engine B Roll Lef Fr/Bk Righ
2. XL Fusion Engine 5' Heatu;Ii:l: ngine 2. XL Fusion Engine B 0 eft r 19 t
13 3. Machine Gun 5' ER Small Laser 13 3. Machine Gun | 1 LT LA RT
" 4. Machine Gun ! "2 4. Machine Gun 16 2 iy iy RT
5. Machine Gun " " . Machine Gun 15*
6. Machine Gun Engine Hits OO O Machine Gun Heat Sinks: | [727] 3 CT CT CT
! Gyro HtsO O ! Level* Effects 10 EED 4 LA RT RA
1. Machine Gun . Machine Gun i 13
2. Machine Gun Sensor Hits 0 O Machine Gun gg i:ﬁ'ﬁfg V,‘E/Qp avoid on 8+ Single 12 | S LA RA RA
463 ©ve1/2000 Life Support O @MG 1/2 (100) 26  Shutdown, avoid on 10+ 7| 6 HD HD HD
"0 4. EndoSteel Endo-Steel 55 _5 Movement Points (@) ]
5. EndoSteel Endo-Steel 24  +4 Modifier to Fire Q —’ID /—\
6. Endo-Steel Endo-Steel 23 Ammo Exp. avoid on B+ O 9 KICK CHART
22  Shutdown, avoid on 8+ O & |
%g ;4m mgvgge';ﬁlgg'gf 4 (@] BA Roll Left Fr/Bk Right
Left Leg CATANST Right Leg 19 Shwomnawdoner S |[E] |13 L RLORL
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 1 i éium%\ﬁ?eavozog::s Ar O 2 | \_—/
3. Lower Leg Actuator 3. Lower Leg Actuator 13 42 MDdifiér‘ to Fire le) 1 /—\
g' :Wt A;-:t:atur g :out A;t:ator 10 -2 Movement Points R PHYSICAL ATTACKS
. leat Sinl B leat Sinl i ]
6. Roll Again Damgig:g:;?:Sfer 6. Roll Again g t:|| Msgéf;sgﬁggg;ﬁts 1 Punch +0 Punch 1/10t
\ /7 \ / [T 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 \ /—\*Bladeudd-a 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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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 ©) 2 LT(C) CT(C) RT(C)
\ / i RA RL
'MECH RECORD SHEET o o LA RA RA
/B \ 5 LA RL RA
MECH DATA WARRIOR DATA s RIS © SR
Type: Pack Hunter Name: goes Sear [School] o o A Cil RT
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/XXD-A 11 RL LA Lk
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) / M d7-9h +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 +6
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator =01 Jumped (Additional) +1
1 3 3. Lower Arm Actuator 4. EndoSteel 1 3 3. Lower Arm Actuator et Partial 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 - rusion Engine 2. Roll Again 55+
3. Roll Again 2. Fusion Engine 3. Roll Again a1 el
4-6 4. Roll Again 13 3. Fusion Engine 4-6 4. Roll Again | <= | Short +0
5. Roll Again 4. Gyro 5. Roll Again 23" Medium +2
6. Roll Again g x: 6. Roll Again Zf* Long +4 /
T ome == /—\
Left Torso 2 fusbon Eraine Right Torso o] PUNCH CHART
L[ 484 e L [ (5] | RollLett  FriBk - Right
5. Jump Jet 17+
1-3 3. Jump Jet 6. Roll Again 13 3. Jump Jet | 1 LT LA RT
K g_ jump je: . g "9 4, jump j:tt ::2* 2l LT RT
. ump Jet n " . 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 ol Agan Life Support O Roll Again 26 Shutdown, avoid on 10+ [77] \6 HD HD HD /
4. Roll Again Roll Again 25 -5 Movement Points .1_0*.
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 s |
?g ;4m mgvgge';‘;ggigfm (@] BA 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 Points @) 2 | \_—/
3. Lower Leg Actuator 3. Lower Leg Actuator 1 g Sgu’t\:/ld D;\.IP : a;ml'c__j. on 4+ @) 1
4. Foot Actuator 4. Foot Actuator 10 15 Movermont Ports | 3 | PHYSICAL ATTACKS
5. Endo-Steel 5. Endo-Steel - - 2
6. EndoSteel Damgig:g:;?:Sfer 6. EndoSteel g t:|| Msgéf;sgﬁggg;ﬁts 1 Punch +0 Punch 1/10t
\ /7 \ / [T 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
/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




HIT LOCATION CHART

B T T I | T L] n I-I Left Torso Head (9) Right Torso Roll Left Fr/Bk Right
-I- I- | W Inl@leniciliRmlie)
\ / LL RA RL

\ ' .
JRVOR DAGRAN _
Armor Pts: 184

2

3
'MECH RECORD SHEET 4 LA RA RA
\ 5 LA RL RA
MECH DATA WARRIOR DATA &/ RT RL
Type: Predator Name: goes Sear [School] Dy CT RT
Movement Points: Tonnage: 60 Gunnery Skill: 3 Piloting Skill: 4 i o Lty CT
Walking: 5 Tech Base: Clan HitsTaken[ 1 [2 | 3] 4] 516 ] 9 RT LU Ly
Running: 8 3080 Consciousness# BB 10 RA LA LA
Jumping: O F/X-X-D-A dRL LA U1l

Weapons & Equipment Inventory  (hexes) 12 HD HD HD

Gty Type Loc Ht Dmg Min Sht Med Lng
1 LB10XAC RT 12 18

|

TO HIT MODIFIERS

Center
Torso

2 [05118/5”:] - Left Arm Right Arm

1 LB10XAC T2 [DB18/S/F] - 12 18 (18) (28) (18) Attacker...
1 ERMedumlaser RA 5 7[DE - 5 10 15 is Stationary +0
1 ER Medium Laser LA 5 7 I[DE] - 5 10 15
1 ER Small Laser RL 2 5[DE - 2 4 B — Walked il
1 ER Small Laser IL 2 5[DE - 2 4 8 PR Right Ran +2
Ammunition Type Rounds ) [ ) Center Leg Jumped +3
LB 10X (Slug) 20 Torso (25)
LB 10X (Cluster) 20 Rear (9) Damage...
Sensors +2
Shoulder +4
Arm Actuator (each)  +1
Target...
Moved 0-2 hexes +0
. Moved 3-4 hexes +1
Cost: 12,050,400 C-Bill BV: 2,421 (Base: 1,754)
\_>" e eapon Heat (18] Toreo Rear Toreo Rear Moved 5-6 hexes +2
\Dissipation (20) / . : & &
/ \ S H Moved 7-9 hexes +3
t
CRITICAL HIT TABLE AN INTERNAL STRUCTURE DIAGRAM J2-8 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 =01 Jumped (Additional) +1
1-3 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator ] Partial Cover +1
" 4. ER Medium Laser 5. Sensors " 4. ER Medium Laser 29
5. Roll Again 6. Life Support 5. Roll Again 28* Prone
6. Roll Again 6. Roll Again 27 | Adjacent -2
1. Roll Again Center T‘?"SO 1. Roll Again 267 Not Adjacent +1
2. Roll Again ; it :::::: E:g::: 2. Roll Again 55+ Range
4-6 3. Roll Again . \ gl 4-6 3. Roll Again BN Short +0
4. Roll Again 1-3 3. XL Fusion Engine 4. Roll Again —] o
5. Roll Again 4. Gyro 5. Roll Again 23 Medium +2
6. Roll Again g x: 6. Roll Again :?* Long +4 /
1. o - . . B /—\
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 KX Roll Left Fr/Bk Right
2. XL Fusion Engine 5' Roll :q:‘: o 2. XL Fusion Engine W o € r 19
1.3 3 L8 10XAC 6. Roll Again 1.3 3. [LB 10X AC | — 1 LT LA RT
"9 4. | LB 10X AC : 9 "9 4. | LB 10X AC 16 2 LT LT RT
5. [LB10x AC " - 5. | LB 10X AC 15
6. | LB 10X AC Engine Hits 00 O 6. | LB 10X AC Heat Sinks: |\ [a7] 3 CcT CT CT
Gyro Hits OO Level* Effects 10(20) EEQ A IA RT RA
1. LuB 10x AC . 1. LB 10X AC 13
2. @LB 10 X Slug (10) Sensor Hits 0 O 2. @LB 10X Slug (10) gg ix‘fg"ggp avoid on B+ Double EFR S A RA RA
4-6 3. @LB 10 X Cluster (10) Life Suppor‘t (o]} 3. @LB 10 X Cluster (10) 26 Shutdown, .aVOid on 10+ o EXR \ 6 HD HD HD ’
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire o N T\
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 6+ O 9 KICK CHART
22  Shutdown, avoid on 8+ O & |
%g ;4m mgvsge';zgg'gf 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 fgult\:/ld;);\ilgéra;lglgir%n 4+ bo) — /—\
g' ::o;Ac':luitur g :;u;Act;:x:tor 10 -2 Movement Points R PHYSICAL ATTACKS
. mal aser B ma aser 1 Modifi Fil
6. Roll Again Damgig:g:;?:Sfer 6. Roll Again g t/| Mgvé:'sglsgpl;ﬁts 1 Punch +0 Punch 1/10t
\ / N\ / [ o] Kick 2 Kick  1/5t
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/Turn Move Hexes Mod Prev Move Weap Other Total Sink Level Notes \ /—\ Blade*Add-+24 wpfkt?ab,e Ui /
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




F ﬁm

_HITLOGATION GART J

ARMOR DIAGRAM Armor Pts: 911 HIT LOCATION CHART
—— — — :
B 11 I I= ] I= ~a I-I teTorss o @ gt Torso Roll Left FriBk Right
1 m Gl 2l eleni@liRile
\ / il RA RL
'MECH RECORD SHEET AlLA RA RA
/B \ 5 LA RL RA
MECH DATA WARRIOR DATA jumy AR
Type: Rifleman IIC 3 Name: goes Sear [School] Dy CT RT
Movement Points: Tonnage: 65 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 3062 Consciousness#| BB 10 RA LA LA
Jumping: 3 F/XXDA 11 RL LA I
Weapons & Equipment Inventory  (hexes) l2_HD HD HD
Gty Type Loc Ht Dmg Min Sht Med Lng / \
1 Active Probe HD O [E) - - - 5 TO HIT MODIFIERS
1 Heawlargelaser RA 18 16[DE] - 5 10 15 Right Arm
1 Utra AC/2 RA 1/s 2 2 g 18 27 20) Attacker...
[DB, R/C/R2] i i
1 Heawlarge laser LA 18 16[DE] - 5 10 15 is Stationary +0
1 Ultra AC/2 LA 1/9EDB'2R/C/R2]2 g 18 27 Walked +1
Ammunition Type Rounds \[eft F::ght Ran +2
e e
Uitra AC/2 90 o Center oo Jumped +3
Rear (12) Damage...
Sensors +2
Shoulder +4
Arm Actuator (each)  +1
Target...
Moved 0-2 hexes +0
y Left Right Moved 3-4 hexes +1
Cost: 5,833,575 CHBill BV: 2,392 (Base: 1,733
\ 0st llis \é\l/ea?pm% '_?67%2[140] ) TDT‘?:;EBF Torf$;ear Moved 5-6 hexes )
\%/ Moved 7-9 hexes +3
(ChmicAL HIT TABLEN ;
CRITICAL HIT TABLE " INTERNAL STRUCTURE DIAGRAM J44 Moved 10-17 hexes ~ +4
Left Arm case) 1 Head Right Arm case) Braron 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. [Double Heat Sink 4. Active Probe 13 3. [Double Heat Sink ] Partial Cover +1
"9 4. Lpouble Heat Sink 5. Sensors "9 4. Lpouble Heat Sink 29
5. [Heavy Large Laser 6. Life Support 5. rHeavy Large Laser 28* Prone
6. [Heaw Large Laser 6. | Heavy Large Laser 27 | Adjacent -2
1. LHeavy Large Laser Center Torso 1. LHeavy Large Laser 26* Not Adjacent +1
2. ruttra AC/2 1. Fusion Engine 2. ruttra AC/2 557 Range
46 3. Luttra Ac/2 2. Fusion Engine a6 3. Luira Ac/2 =
"0 4. eutra AC/2 (45) 1-3 8- Fusion Engine "0 4. eultra AC/2 (45) L Short +0
5. EndoSteel 4. Gyro 5. EndoSteel 23 Medium +2
6. Endo-Steel g x: 6. Endo-Steel :?* Long +4
1 oro | == /—\—‘
Left Torso 2 fusbon Eraine Right Torso o] PUNCH CHART
1. rDouble Heat Sink 4-6 4: Fusion Engine 1. rDouble Heat Sink B Roll Left FriBk Right
2. LDouble Heat Sink 5. Jump Jet 2. LDouble Heat Sink W
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 21 (42) EET 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
3. rDouble Heat Sink Life Support O 3. Double Heat Sink vni 1
4-6 4. Lauble Heat Sink i 4. Loouble Heat Sink SS ?Qu,\tﬁ;:;%:,;’togom; % ooo | d sl HD HD
°r C 10*
5.  Jump Jet 5. Jump Jet 24  +4 Modifier to Fire Q0 —— /—\
6. EndoSteel 6. EndoSteel 23  Ammo Exp. avoid on 8+ QQ 9 KICK CHART
22 Shutdown, avoid on 8+ QO Bl
?g 7;:“ Mgvggegtvggigf 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' ;ootblActHuatu; " g ;ootbaﬁc;:-‘uato;- " 10 -2 Movement Points R PHYSICAL ATTACKS
. louble Heat Sinl B Jouble Heat Sinl i ]
6. LDouble Heat Sink Damg?:g:;fr':Sfe" 6. LDouble Heat Sink g f11 nggﬁgﬁg Ff,';iﬁts 0 Punch  +0 Punch 1/10t
\ / N\ / [ o] Kick 2 Kick  1/5t
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/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




