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BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 24 (20)

Quirks: Easy to Maintain, Good Reputation (1)

\

BV: 1,061

®

/4 \ "/ \
'MECH DATA \ WARRIOR DATA
Type: Wolfhound WLF-2 Name:
Movement Points: Tonnage: 35 . _— .
Gi Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere unnerySidlt - Filoting =K
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 210 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERLarge Laser RA 12 8|[DE] — 7 14 18
1 Medium Laser LT 3 ©5I[DE] - 3 B 89
1 Medium Laser RT 3 5][DE] - 3 B 89
1 Medium Laser CT 3 5[DF - 3 B 9
1 Medium Laser (R) CT 3 5]|DE] - 3 B 89

ARMOR DIAGRAM

Standard Armor

Head (9)
Left Torso

(1)

Right Torso

Right Arm
(12)

Left Right
Leg Center Leg
(16) Torso (16)

(6)

Left
Torso Rear

(5)

INTERNAL STRUCTURE DIAGRAM

Right
Torso Rear

(5)

\
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (8) Right Torso (8) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"9 4. Hand Actuator 5. S'ensors " 4, [ER Large Laser m
5. Roll Again 6. Life Support 5. LER Large Laser 28
6. Roll Again 6. Roll Again Left Right | 27
x|
1. Roll Again Center Torso 1. Roll Again A;m A(r;m -
2. Roll Again 1. Fusion Engine 2. Roll Again (6] (6] 25
3. Roll Again 2. Fusion Engine 3. Roll Again 24*
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again o3
5. Roll Again 1-3 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro B. Roll Again Left Right =
6. Gyro Leg Leg o
1. ro (8) (8)
Gy . 19*
Left Torso 2. Fusion Engine Right Torso
1. [ Double Heat Sink 3. Fusion Engine 1. [ Double Heat Sink 18*
2. | Double Heat Sink 4-6 4. Fusion Engine 2. | Double Heat Sink 17 %
3. L Double Heat Sink 5. Medium Laser 3. L Double Heat Sink
1 -3 4. Medium Laser i 1 -3 4. Medium Laser . . \ 16
6. Medium Laser (R) Double Heat Sinks: m
5. Roll Again 5. Roll Again 10 120 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects (20) 14%
i 30 Shutdown
1. Roll Again Gyro Hits oo 1. Roll Again 28 Ammo Exp, avoid on 8+ @) 137
2. Roll Again LSfe ngor- Hits 8 ° 2. Roll Again 26 Shutdown, avoid on 10+ ©) 12
3. Roll Again Ire UPPOT‘t 3. Roll Again ' .
4_6 4 Roll A 4_6 4 RolA 25 5 Movement Pqnts O 11
- hotAgain - nolAgan 24 +4 Modifier to Fire O 10%
5. Roll Again 5. Roll Again 23 Ammo Exp, avaid on 6+
6. Roll Again 6. Roll Again - @) 9
22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hi 1. Hi 17 +3 Modifier to Fire @) 5+
- Hip game D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Roll Again Damage Transfer 5. Roll Again 180 iMlvchZ?en: PE_'”tS 2
6. Roll Again Diagram 6. Roll Again c M odiner tﬂp 'Fi 1
-1 Movement Points
\ / '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

\
( 'MECH DATA \

Type: Bushwacker BSW-X1

Movement Points: Tonnage: 55

Walking: 5 Tech Base: Inner Sphere

Running: 8 Rules Level: Standard

Jumping: 0 Role: Skirmisher

Engine Type: 275 XL

Weapons & Equipment Inventory (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 LBM5 LA 2 1/MsI[MCS] 6 7 14 21
1 AC/10 RA 3 10[DBS] — 5 10 15
1 LBM5 LT 2 1/MsI[MCS] 8 7 14 21
1 Machine Gun LT — 2[DBAI - 1 2 3
1 Machine Gun RT — 2[DBAI] - 1 2 3
1 ERLarge Laser CT 12 8][DE] — 7 14 18

Total Heat (Dissipation): 19 (22)

Ammo: (AC/10) 10, (LRM 5) 24, (MG) 100
Quirks: Narrow,/ Low Profile

Y/ \,
WARRIOR DATA
Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

Q0000000
O0000000

Right Arm
(11)

Center
Torso

Left Right
Torso Rear Torso Rear
(4) (4)

\_BV: 1223 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/ \ Standard Structure Heat
CRITICAL TABLE \ - Scalo
Head Left Torso (13) Right Torso (13) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"2 4 LAms 5. Sensors ™2 4. Hand Actuator -
5. FerroFibrous 6. Life Support 5.[AC/10 28
6. Roll Again 6.| Ac/10 Left Right | 27
x|
1. Roll Again Center Torso 1.1 AC/10 A;m A;m -
2. Rol Again 1. XL Fusion Engine 2. Ac/10 (9] (91 |25~
3. Roll Again 2. XL Fusion Engine 3.| Ac/10 24
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4.|1AC/10 23+
5. Roll Again 13, Gyro 5.Lac/10 o
6. Roll Again 5. Gyro 6. Ferro-Fibrous .
. Left Right 21
6. Gyro L L
©9 ©s 20
1. Gyro (13) (13)
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17 %
3. XL Fusion Engine 5. [ER L: L: 3. XL Fusion Engine
1-3 4. LRM5 [ e e 1-3 4. Machine G N N 18
: 6. LER Large Laser - Viachine Bun Double Heat Sinks: n
5. Machine Gun 5. Ammo (MG) 100 p 22' 15
6. Ammo (LRM 5) 24 Engine Hits O O O 8. Ammo (AC/10) 10 Level* Effects (22) 14+
G\jl“D HitsQ O 30 Shutdown 134
1. CASE 1. CASE .
2. Ferro-Fibrous Sensor HitsQ O 2. Ferro-Fibrous 28 Ammo Exp, BVFJId on 8+ O O 12
: Life Support O : 26  Shutdown, avoid on 10+ @)
4-6 3. Ferro-Fibrous 4-6 3. Ferro-Fibrous o5 .5 Movement Points O 11
4. Ferro-Fibrous 4. Ferro-Fibrous 24 +4 Modifier to Fire O 10*
5. Ferro-Fibrous 5. Ferro-Fibrous .
23 Ammo Exp, avoid on 6+ O 9
6. Ferro-Fibrous 6. Ferro-Fibrous .
22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l_ L 1. Hip 17  +3 Modifier to Fire O 5*
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 10 2 Movement F'qnts 2
6. Roll Again Diagram 6. Roll Again ?, TMMDd'f'er zUPF'Fi 1
-1 Movement Points
\ / '\ / | o
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Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Axman AXM-2N Name:
Movement Points: Tonnage: 65 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 260 XL p
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser LA 10 9[P] - 3 7 10
1 Hatchet RA — 13 - - = = Left A Richt A
t
3 Medium Laser RA 3 5[DE] - 3 B8 9 e T
1 LRM15 LT 5 1/MsI[MCS] 8 7 14 21
1 LRM15 RT 5 1/Msl[MCS] 6 7 14 21
Total Heat (Dissipation): 29 (20)
Left Right
Leg Center Leg
(24) Torso (24)
(8)
Ammo: (LRM 15) 16 . "e: . “igf:
Quirks: Protected Actuators oree Rear oree Rear
(6) (6)
\, BV: 1,458 (&\) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (15 Right Torso (15) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp't_-' 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator m
5. [Large Pulse Laser 6. Life Support 5. [ Hatchet 28
6. LLarge Pulse Laser 6. | Hatchet Left Right 27
. Arm Arm 26*
1. Ferro-Fibrous Center Torso 1. | Hatchet 10 10
2. Ferro-Fibrous 1. XL Fusion Engine 2. [ Hatchet (10) (10] 25
a4-8 3. FerroFibrous 2. XL Fusion Engine a4-8 3. LHatchet 24*
" 4. FerroFibrous 3. XL Fusion Engine "O 4. Medium Laser 23*
5. Ferro-Fibrous 1-3 4. Gyro 5. Medium Laser
6. Ferro-Fibrous 5. Gyro 6. Medium Laser .
Left Right 21
6. Gyro Leg Leg
20*
1. Gyro (15) (15)
Left Torso (CASE) 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17 %
3. XL Fusion Engine 5. Ferro-Fibrous 3. XL Fusion Engine
1-3 4.[LRM 15 6. Roll Again 1-3 4.[LRM 15 s N 18
5 | Lam 15 9 s | Lam 15 Double Heat Sinks: 15+
6.LLRM 15 Engine Hits 6.LLRM 15 Level* Effects 10 (20) 14*
[¢]
i 30 Shutdown
1. Ammo (LAM 15) 8 Gyro Hits oo 1. FerroFibrous . O 13
Sensor Hits o o 28 Ammo Exp, avoid on 8+
2. Ammo (LRM 15) 8 Life S +O 2. Ferro-Fibrous 56  Shutdown. avoid on 10+ O 12
3. CASE ITe suppor 3. Ferro-Fibrous ' .
46 4. FerroFibrous 4-6 4. Roll Again e 5 Movement qunts O .
’ ’ 24  +4 Modifier to Fire O 10*
5. Ferro-Fibrous 5. Roll Again .
6 F Fib 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- rerro-ribrous - Roll Again 22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi I_ 1. Hi 17  +3 Modifier to Fire O T
- Hip game D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement F'qnts 2
6. Jump Jet Diagram 6. Jump Jet 8  +1 Modifier to Fllre 1
\ / \\ 5 -1 Movement Points / o

© 2025 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR DATA

Type: Hatamaoto-Chi HTM-27T

Name:
Movement Points: Tonnage: 80 . _— .
Gi Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnerySidlt - Filoting =K
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 320 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPC LA 10 10[DE] 3 6 12 18
1 PPC RA 10 10[DE] 3 6 12 18
Left Arm Right Arm
1 SRMB LT 4 2/Msl[MCS] — 3 6 9 (26) (26)
1 SRMB RT 4 2/Msi[MCS] — 3 B 9

Total Heat (Dissipation): 28 (18)

Left Right
Leg Center Leg
(34) Torso (34)

(16)

00000000
00000000

Ammo: (SRM 6) 30 . Le: . Rigl:
Quirks: Barrel Fists (LA), Easy to Maintain °"s[°9 )ear OI‘S(OQ ]ear

\_BY: 1607 ®

\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (17 ) Right Torso (17 ) Dverflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 8 30%
13 3. Lower Arm Actuator 4. Endo Steel 13 3. Lower Arm Actuator [©) 29
"2 aprc 5. Sensors ™2 4. Hand Actuator 9 -
5. | PP 6. Life Support 5. [PPC o 28
6.LpPC 6.| Prc 21 mione |27
x|
1. Endo Steel Center Torso 1.LPPC % A;: 2
2. Endo Steel 1. Fusion Engine 2. Endo Steel o) (13] 25
a4-8 3. Endo Steel 2. Fusion Engine a4-8 3. Endo Steel Center 24*
" 4. Endo Steel 13 3. Fusion Engine " 4. Endo Steel Torso 53%
5. Endo Steel "™ 4. Gyro 5. Endo Steel 2o
6. Endo Steel 5. Gyro 6. Endo Steel .
. Left Right 21
6. Gyro L
eg Leg 507
1. Gyro (17) (17)
Left Torso (CASE) 2. Fusion Engine Right Torso [CASE) 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. [SRM 6 4-6 4. Fusion Engine 2. [SFIM 6 ,_\ 17 %
1-3 4. Ammo (SRM B6) 15 6. Endo Steel 1-3 4. Ammo (SRM 6) 15 HEAT DATA L N 18
Heat Sinks: 15+
5. CASE 5. CASE Heat 18
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 134
1. Roll Again Sensor Hits o o 1. Roll Again 28 Ammo Exp, avoid on 8+ O O
2. Roll Again ~ 2. Roll Again 56  Shutd idon 10+ O O 12
Life Suppor‘t o 3. Roll Again utdown, avoid on
4_6 3. Roll Again 4_6 - g 25 -5 Movement Points O O 11
4. Roll Again 4. Roll Again e "
24 +4 Modifier to Fire (o]e) 10%
5. Roll Again 5. Roll Again .
23 Ammo Exp, avoid on 6+ O O 9
6. Roll Again 6. Roll Again .
22 Shutdown, avoid on 8+ O O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
1. Hip l_ L 1. Hip 17  +3 Modifier to Fire O 5*
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Heat Sink Damage Transfer 5. Heat Sink 10 2 Movement F'qnts 2
6. Heat Sink Diagram 6. Heat Sink g 4;1MMDd|fler‘ zch’Fllret 1
-1 Movement Points
\ / '\ / | o

© 2025 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Mauler MAL-1R Name: 8
Movement Points: Tonnage: 90 Gunnerv Skill: Piloting Skill: o
Walking: 3 Tech Base: Inner Sphere Y e 9 . le)
Running: 5 Rules Level: Standard HitsTaken [ 1 | 2 | 3 ] 4 ]| 5 | 6 8
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead o
Engine Type: 270 XL p o
Weapons & Equipment Inventory (hexes) o
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Large Laser LA 12 B8|[DE] - 7 14 19
1 ERLarge Laser RA 12 8|[DE] — 7 14 18
Left Arm Right Arm
1 LRM15 LT 5 1/MsI[MCS] 686 7 14 21 (22) (22)
2 AC/2 LT 1 2[DBS] 4 8 16 24
1 LRM15 RT 5 1/MsIIMCS] 8 7 14 21
2 AC/2 RT 1 2[DBS] 4 8 16 24
Total Heat (Dissipation): 38 (22) Left Right
Leg Center Leg
(22) Torso (22)
(10)
Left Right
T R T R
Ammo: [AC/2) 90, (LRM 15) 32 orso Hear orso Hear
(10) (10)
\, BV: 1.480 ‘&\) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (19 Right Torso (19) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder e
2. Upper Arm Actuator 3. COCkp't_-' 2. Upper Arm Actuator o} 30*
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator 8 29
" 4. [ Double Heat Sink 5. S'ensors " 4, [ER Large Laser 8 m
5. | Double Heat Sink 6. Life Support 5. LER Large Laser o 28
6. L Double Heat Sink 6. Ferro-Fibrous 8 27
x|
1. [ER Large Laser Center Torso 1. Ferro-Fibrous 26
2. LER Large Laser 1. XL Fusion Engine 2. Ferro-Fibrous 25
a4-8 3. FerroFibrous 2. XL Fusion Engine a4-8 3. Ferro-Fibrous 24*
" 4. FerroFibrous 3. XL Fusion Engine " 4. FerroFibrous 23*
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous
. " 22 %
6. Roll Again 5. Gyro B. Roll Again
6. Gyro 21
20
1. Gyro .
Left Torso (CASE) 2. XL Fusion Engine Right Torso [CASE) 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4'6 4. XL Fusion Engine 2. XL Fusion Engine 17 %
3. XL Fusion Engine 5. Ferro-Fibrous 3. XL Fusion Engine
1-3 4.[LRM 15 6. FerroFibrous 1-3 4.[LRM 15 . N 18
Double Heat Sinks: *
5.|LRM 15 5.| LRM 15 11 (22 15
6.LLRM 15 Engine Hits O O O 6.LLRM 15 Level* Effects (22) 14+
G\jl“D HitsQ O 30 Shutdown 134
1. Ac/2 S Hit; o o 1. Ac/2 28 Ammo Exp, avoid on 8+ O O
2. Ac/2 ensor Hits 2. Ac/2 - 12
/ ; / 26  Shutdown, avoid on 10+ @)
46 3. Ammo (LRM 15) 8 Life Support O 46 3. Ammo (LRM 15) 8 55 5 Moverment Points 0O 11
4. Ammo (LRM 15) 8 4. Ammo (LRM 15) 8 24 +4 Modifier to Fire O 10*
5. Ammo (AC/2) 45 5. Ammo (AC/2) 45 23 Ammo Exp, avoid on 6+ O 5
6. CASE 6. CASE 22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O "
1. Hip game Dlabs 1. Hip 15 aM Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 10 2 Movement F'qnts 2
6. Roll Again Diagram 6. Roll Again g 4;1MMDd|fler‘ zuPH‘ret P
-1 Movement Points
\ / '\ / | o
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