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'MECH DATA
Type: Flea FLE-17
Movement Points:
Walking: 6
Running: 9 [12]
Jumping: 0

Tonnage: 20
Tech Base: Inner Sphere
Rules Level: Standard
Role: Striker

Engine Type: 120 Fusion

Weapons & Equipment Inventory (hexes)

BV: 510

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser LA 4 6 [P] — 2 4 6

1 Medium Pulse Laser RA 4 6 [P] — 2 4 6

1 Small Laser (R) LT 1 3 [DE] — 1 2 3

1 Small Laser (R) RT 1 3 [DE] — 1 2 3

1 Flamer CT 3 2 [DE,H,AI] — 1 2 3

Total Heat (Dissipation): 13 (10)

Quirks: Easy to Maintain, Improved Life Support, No/Minimal Arms

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:
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Consciousness #

ARMOR DIAGRAM
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CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
1. Life Support
2. Sensors
3. Cockpit
4. Roll Again
5. Sensors
6. Life Support

Center Torso
1. Fusion Engine
2. Fusion Engine
3. Fusion Engine
4. Gyro
5. Gyro
6. Gyro

1. Gyro
2. Fusion Engine
3. Fusion Engine
4. Fusion Engine
5. MASC
6. Flamer

Right Torso
1. Heat Sink
2. Small Laser (R)
3. Endo Steel
4. Endo Steel
5. Endo Steel
6. Endo Steel

1. Endo Steel
2. Endo Steel
3. Endo Steel
4. Roll Again
5. Roll Again
6. Roll Again

Left Torso
1. Heat Sink
2. Small Laser (R)
3. Endo Steel
4. Endo Steel
5. Endo Steel
6. Endo Steel

1. Endo Steel
2. Endo Steel
3. Endo Steel
4. Roll Again
5. Roll Again
6. Roll Again

Right Arm
1. Shoulder
2. Upper Arm Actuator
3. Medium Pulse Laser
4. Roll Again
5. Roll Again
6. Roll Again

1. Roll Again
2. Roll Again
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Left Arm
1. Shoulder
2. Upper Arm Actuator
3. Medium Pulse Laser
4. Roll Again
5. Roll Again
6. Roll Again

1. Roll Again
2. Roll Again
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Right Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Heat Sink
6. Heat Sink

Left Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Heat Sink
6. Heat Sink

INTERNAL STRUCTURE DIAGRAM
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HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points
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'MECH DATA
Type: Flea FLE-21
Movement Points:
Walking: 9
Running: 14 [18]
Jumping: 0

Tonnage: 20
Tech Base: Inner Sphere
Rules Level: Standard
Role: Scout

Engine Type: 180 Light

Weapons & Equipment Inventory (hexes)

BV: 823

Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser LA 5 5 [DE] — 4 8 12

1 ER Medium Laser RA 5 5 [DE] — 4 8 12

1 ECM Suite (Guardian) RT — [E] — — — 6

1 ER Flamer CT 4 2 [DE,H,AI] — 3 5 7

Total Heat (Dissipation): 14 (20)

Quirks: Easy to Maintain, Improved Life Support, No/Minimal Arms

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Stealth
Head
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RightLeft

Torso Rear

Left Arm Right Arm
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CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
1. Life Support
2. Sensors
3. Cockpit
4. Endo Steel
5. Sensors
6. Life Support

Center Torso
1. Light Fusion Engine
2. Light Fusion Engine
3. Light Fusion Engine
4. Gyro
5. Gyro
6. Gyro

1. Gyro
2. Light Fusion Engine
3. Light Fusion Engine
4. Light Fusion Engine
5. ER Flamer
6. Supercharger

Right Torso
1. Light Fusion Engine
2. Light Fusion Engine
3. Double Heat Sink
4. Double Heat Sink
5. Double Heat Sink
6. ECM Suite (Guardian)

1. ECM Suite (Guardian)
2. Endo Steel
3. Endo Steel
4. Endo Steel
5. Stealth
6. Stealth

Left Torso
1. Light Fusion Engine
2. Light Fusion Engine
3. Double Heat Sink
4. Double Heat Sink
5. Double Heat Sink
6. Double Heat Sink

1. Double Heat Sink
2. Double Heat Sink
3. Endo Steel
4. Endo Steel
5. Stealth
6. Stealth

Right Arm
1. Shoulder
2. Upper Arm Actuator
3. ER Medium Laser
4. Endo Steel
5. Endo Steel
6. Endo Steel

1. Endo Steel
2. Stealth
3. Stealth
4. Roll Again
5. Roll Again
6. Roll Again

Left Arm
1. Shoulder
2. Upper Arm Actuator
3. ER Medium Laser
4. Endo Steel
5. Endo Steel
6. Endo Steel

1. Endo Steel
2. Stealth
3. Stealth
4. Roll Again
5. Roll Again
6. Roll Again

Right Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Stealth
6. Stealth

Left Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Stealth
6. Stealth

INTERNAL STRUCTURE DIAGRAM
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HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Double Heat Sinks:
10 (20)
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'MECH DATA
Type: Firefly FFL-4C
Movement Points:
Walking: 5
Running: 8
Jumping: 4

Tonnage: 30
Tech Base: Inner Sphere
Rules Level: Standard
Role: Striker

Engine Type: 150 XL

Weapons & Equipment Inventory (hexes)

BV: 806

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Anti-Missile System LA 1 [PB] — 1 — —

1 Medium Pulse Laser LT 4 6 [P] — 2 4 6

1 Medium Pulse Laser RT 4 6 [P] — 2 4 6

1 LRM 5 RT 2 1/Msl [M,C,S] 6 7 14 21

w/Artemis IV

1 Medium Pulse Laser CT 4 6 [P] — 2 4 6

Total Heat (Dissipation): 15 (20)

Ammo: (AMS) 12, (LRM 5 Artemis) 24

Quirks: No/Minimal Arms

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1
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6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Standard Armor
Head
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CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
1. Life Support
2. Sensors
3. Cockpit
4. Endo Steel
5. Sensors
6. Life Support

Center Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Gyro
5. Gyro
6. Gyro

1. Gyro
2. XL Fusion Engine
3. XL Fusion Engine
4. XL Fusion Engine
5. Medium Pulse Laser
6. Endo Steel

Right Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Double Heat Sink
5. Double Heat Sink
6. Double Heat Sink

1. Double Heat Sink
2. Double Heat Sink
3. Double Heat Sink
4. Medium Pulse Laser
5. LRM 5
6. Artemis IV FCS

Left Torso (CASE)

1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Double Heat Sink
5. Double Heat Sink
6. Double Heat Sink

1. Medium Pulse Laser
2. Ammo (LRM 5 Artemis) 24
3. Ammo (AMS) 12
4. CASE
5. Endo Steel
6. Endo Steel

Right Arm
1. Shoulder
2. Upper Arm Actuator
3. Double Heat Sink
4. Double Heat Sink
5. Double Heat Sink
6. Endo Steel

1. Endo Steel
2. Endo Steel
3. Endo Steel
4. Roll Again
5. Roll Again
6. Roll Again

Left Arm
1. Shoulder
2. Upper Arm Actuator
3. Anti-Missile System
4. Endo Steel
5. Endo Steel
6. Endo Steel

1. Endo Steel
2. Endo Steel
3. Endo Steel
4. Roll Again
5. Roll Again
6. Roll Again

Right Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Jump Jet
6. Jump Jet

Left Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Jump Jet
6. Jump Jet

INTERNAL STRUCTURE DIAGRAM
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HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Double Heat Sinks:
10 (20)
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Overflow
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'MECH DATA
Type: Firefly FFL-5A
Movement Points:
Walking: 6
Running: 9
Jumping: 8

Tonnage: 30
Tech Base: Inner Sphere
Rules Level: Advanced
Role: Striker

Engine Type: 180 XL

Weapons & Equipment Inventory (hexes)

BV: 996

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Anti-Missile System LA 1 [PB] — 1 — —

1 Partial Wing RT/LT — [E] — — — —

1 ER Medium Laser LT 5 5 [DE] — 4 8 12

1 ER Medium Laser RT 5 5 [DE] — 4 8 12

1 LRM 5 RT 2 1/Msl [M,C,S] 6 7 14 21

1 ER Medium Laser CT 5 5 [DE] — 4 8 12

Total Heat (Dissipation): 18 (23)

Ammo: (AMS) 12, (LRM 5) 24

Quirks: No/Minimal Arms

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Standard Armor
Head
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Left Arm Right Arm
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CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
1. Life Support
2. Sensors
3. Cockpit
4. Endo Steel
5. Sensors
6. Life Support

Center Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Gyro
5. Gyro
6. Gyro

1. Gyro
2. XL Fusion Engine
3. XL Fusion Engine
4. XL Fusion Engine
5. ER Medium Laser
6. Endo Steel

Right Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Partial Wing
5. Partial Wing
6. Partial Wing

1. Partial Wing
2. Jump Jet
3. ER Medium Laser
4. LRM 5
5. Endo Steel
6. Endo Steel

Left Torso (CASE)

1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Partial Wing
5. Partial Wing
6. Partial Wing

1. Partial Wing
2. Jump Jet
3. ER Medium Laser
4. Ammo (LRM 5) 24
5. Ammo (AMS) 12
6. CASE

Right Arm
1. Shoulder
2. Upper Arm Actuator
3. Double Heat Sink
4. Double Heat Sink
5. Double Heat Sink
6. Double Heat Sink

1. Double Heat Sink
2. Double Heat Sink
3. Endo Steel
4. Endo Steel
5. Endo Steel
6. Endo Steel

Left Arm
1. Shoulder
2. Upper Arm Actuator
3. Double Heat Sink
4. Double Heat Sink
5. Double Heat Sink
6. Anti-Missile System

1. Endo Steel
2. Endo Steel
3. Endo Steel
4. Endo Steel
5. Endo Steel
6. Endo Steel

Right Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Jump Jet
6. Jump Jet

Left Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Jump Jet
6. Jump Jet

INTERNAL STRUCTURE DIAGRAM
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HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Double Heat Sinks:
10 (23)

(Partial Wing +3)

Heat
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'MECH DATA
Type: Chameleon CLN-7V
Movement Points:
Walking: 6
Running: 9
Jumping: 6

Tonnage: 50
Tech Base: Inner Sphere
Rules Level: Introductory
Role: Scout

Engine Type: 300 Fusion

Weapons & Equipment Inventory (hexes)

BV: 1,042

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5 [DE] — 3 6 9

1 Large Laser RA 8 8 [DE] — 5 10 15

1 Medium Laser RA 3 5 [DE] — 3 6 9

1 Small Laser LT 1 3 [DE] — 1 2 3

2 Small Laser RT 1 3 [DE] — 1 2 3

2 Machine Gun CT — 2 [DB,AI] — 1 2 3

Total Heat (Dissipation): 17 (10)

Ammo: (MG) 100

Quirks: Easy to Pilot

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Standard Armor
Head

Center
Torso

Right TorsoLeft Torso

Right
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Left
Leg Center

Torso

Torso Rear

RightLeft

Torso Rear

Left Arm Right Arm

( 9 )
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( 5 )
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( 4 )

( 12 )

( 4 )

( 12 )( 12 )

( 12 )( 12 )

CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
1. Life Support
2. Sensors
3. Cockpit
4. Roll Again
5. Sensors
6. Life Support

Center Torso
1. Fusion Engine
2. Fusion Engine
3. Fusion Engine
4. Gyro
5. Gyro
6. Gyro

1. Gyro
2. Fusion Engine
3. Fusion Engine
4. Fusion Engine
5. Machine Gun
6. Machine Gun

Right Torso
1. Jump Jet
2. Small Laser
3. Small Laser
4. Roll Again
5. Roll Again
6. Roll Again

1. Roll Again
2. Roll Again
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Left Torso
1. Jump Jet
2. Small Laser
3. Ammo (MG) 100
4. Roll Again
5. Roll Again
6. Roll Again

1. Roll Again
2. Roll Again
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Right Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. Large Laser
6. Large Laser

1. Medium Laser
2. Roll Again
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Left Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. Medium Laser
6. Roll Again

1. Roll Again
2. Roll Again
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Right Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Jump Jet
6. Jump Jet

Left Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Jump Jet
6. Jump Jet

INTERNAL STRUCTURE DIAGRAM
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HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Heat Sinks:
10
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Overflow
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'MECH DATA
Type: Chameleon CLN-7Z
Movement Points:
Walking: 6
Running: 9
Jumping: 6

Tonnage: 50
Tech Base: Inner Sphere
Rules Level: Standard
Role: Striker

Engine Type: 300 XL

Weapons & Equipment Inventory (hexes)

BV: 1,527

Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Large Laser LA 12 8 [DE] — 7 14 19

2 Large Laser RA 8 8 [DE] — 5 10 15

Total Heat (Dissipation): 28 (22)

Quirks: Easy to Pilot

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Standard Armor
Head

Center
Torso

Right TorsoLeft Torso

Right
Leg

Left
Leg Center

Torso

Torso Rear

RightLeft

Torso Rear

Left Arm Right Arm

( 9 )

( 22 )

( 9 )

( 16 )

( 8 )

( 16 )

( 8 )

( 16 )( 16 )

( 24 )( 24 )

CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
1. Life Support
2. Sensors
3. Cockpit
4. Roll Again
5. Sensors
6. Life Support

Center Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Gyro
5. Gyro
6. Gyro

1. Gyro
2. XL Fusion Engine
3. XL Fusion Engine
4. XL Fusion Engine
5. Roll Again
6. Roll Again

Right Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Jump Jet
5. Roll Again
6. Roll Again

1. Roll Again
2. Roll Again
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Left Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Jump Jet
5. Roll Again
6. Roll Again

1. Roll Again
2. Roll Again
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Right Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. Large Laser
6. Large Laser

1. Large Laser
2. Large Laser
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Left Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. ER Large Laser
6. ER Large Laser

1. Roll Again
2. Roll Again
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Right Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Jump Jet
6. Jump Jet

Left Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Jump Jet
6. Jump Jet

INTERNAL STRUCTURE DIAGRAM

Standard Structure
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Arm

Left Torso Right Torso

Left

Leg

( 16 )

( 12 )( 12 )

( 8 )( 8 )

( 12 )( 12 )

HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Double Heat Sinks:
11 (22)
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'MECH DATA
Type: Starslayer STY-3C
Movement Points:
Walking: 5
Running: 8
Jumping: 5

Tonnage: 50
Tech Base: Inner Sphere
Rules Level: Standard
Role: Skirmisher

Engine Type: 250 Fusion

Weapons & Equipment Inventory (hexes)

BV: 1,508

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser RA 8 8 [DE] — 5 10 15

1 SRM 4 LT 3 2/Msl [M,C,S] — 3 6 9

2 Medium Laser LT 3 5 [DE] — 3 6 9

1 Large Laser RT 8 8 [DE] — 5 10 15

1 Small Laser (R) HD 1 3 [DE] — 1 2 3

Total Heat (Dissipation): 26 (22)

Ammo: (SRM 4) 25

Quirks: Rugged (1 Point)

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Ferro-Fibrous
Head

Center
Torso

Right TorsoLeft Torso

Right
Leg

Left
Leg Center

Torso

Torso Rear

RightLeft

Torso Rear

Left Arm Right Arm

( 9 )

( 26 )

( 6 )

( 19 )

( 5 )

( 19 )

( 5 )

( 16 )( 16 )

( 24 )( 24 )

CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
1. Life Support
2. Sensors
3. Cockpit
4. Small Laser (R)
5. Sensors
6. Life Support

Center Torso
1. Fusion Engine
2. Fusion Engine
3. Fusion Engine
4. Gyro
5. Gyro
6. Gyro

1. Gyro
2. Fusion Engine
3. Fusion Engine
4. Fusion Engine
5. Jump Jet
6. Ferro-Fibrous

Right Torso
1. Double Heat Sink
2. Double Heat Sink
3. Double Heat Sink
4. Jump Jet
5. Jump Jet
6. Large Laser

1. Large Laser
2. Endo Steel
3. Endo Steel
4. Ferro-Fibrous
5. Ferro-Fibrous
6. Roll Again

Left Torso (CASE)

1. Jump Jet
2. Jump Jet
3. SRM 4
4. Medium Laser
5. Medium Laser
6. Ammo (SRM 4) 25

1. CASE
2. Endo Steel
3. Endo Steel
4. Ferro-Fibrous
5. Ferro-Fibrous
6. Roll Again

Right Arm
1. Shoulder
2. Upper Arm Actuator
3. Large Laser
4. Large Laser
5. Endo Steel
6. Endo Steel

1. Endo Steel
2. Endo Steel
3. Ferro-Fibrous
4. Ferro-Fibrous
5. Ferro-Fibrous
6. Roll Again

Left Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. Endo Steel
6. Endo Steel

1. Endo Steel
2. Endo Steel
3. Ferro-Fibrous
4. Ferro-Fibrous
5. Ferro-Fibrous
6. Ferro-Fibrous

Right Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Endo Steel
6. Ferro-Fibrous

Left Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Endo Steel
6. Ferro-Fibrous

INTERNAL STRUCTURE DIAGRAM

Endo Steel

Head

Center

Torso

Right

Leg

Left

Arm
Right

Arm
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Leg

( 16 )

( 12 )( 12 )

( 8 )( 8 )

( 12 )( 12 )

HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Double Heat Sinks:
11 (22)
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'MECH DATA
Type: Starslayer STY-4C
Movement Points:
Walking: 5 [6]
Running: 8 [9]
Jumping: 5

Tonnage: 50
Tech Base: Mixed
Rules Level: Standard
Role: Skirmisher

Engine Type: 250 Fusion

Weapons & Equipment Inventory (hexes)

BV: 2,218

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Imp. Heavy Large

Laser

RA 18 16 [DE,X] — 5 10 15

2 ER Medium Laser (C) LT 5 7 [DE] — 5 10 15

1 SRM 4 (I-OS) (IS) LT 3 2/Msl [M,C,S] — 3 6 9

1 Coolant Pod LT — [PE,OS,X] — — — —

1 Imp. Heavy Large

Laser

RT 18 16 [DE,X] — 5 10 15

1 ER Small Laser (C) (R) HD 2 5 [DE] — 2 4 6

Total Heat (Dissipation): 51 (26, 39 with Coolant Pod)

Quirks: Rugged (1 Point)

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Standard Armor
Head

Center
Torso

Right TorsoLeft Torso

Right
Leg

Left
Leg Center

Torso

Torso Rear

RightLeft

Torso Rear

Left Arm Right Arm

( 9 )

( 25 )

( 6 )

( 19 )

( 5 )

( 19 )

( 5 )

( 16 )( 16 )

( 24 )( 24 )

CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
1. Life Support
2. Sensors
3. Cockpit
4. ER Small Laser [Clan] (R)
5. Sensors
6. Life Support

Center Torso
1. Fusion Engine
2. Fusion Engine
3. Fusion Engine
4. Gyro
5. Gyro
6. Gyro

1. Gyro
2. Fusion Engine
3. Fusion Engine
4. Fusion Engine
5. Jump Jet
6. Endo Steel

Right Torso
1. Double Heat Sink
2. Double Heat Sink
3. Double Heat Sink
4. Jump Jet
5. Jump Jet
6. Imp. Heavy Large Laser [Clan]

1. Imp. Heavy Large Laser [Clan]
2. Imp. Heavy Large Laser [Clan]
3. Endo Steel
4. Endo Steel
5. Endo Steel
6. Roll Again

Left Torso
1. Double Heat Sink
2. Double Heat Sink
3. Double Heat Sink
4. Jump Jet
5. Jump Jet
6. ER Medium Laser [Clan]

1. ER Medium Laser [Clan]
2. SRM 4 (I-OS)
3. Coolant Pod
4. Endo Steel
5. Roll Again
6. Roll Again

Right Arm
1. Shoulder
2. Upper Arm Actuator
3. Double Heat Sink
4. Double Heat Sink
5. Double Heat Sink
6. Imp. Heavy Large Laser [Clan]

1. Imp. Heavy Large Laser [Clan]
2. Imp. Heavy Large Laser [Clan]
3. Triple Strength Myomer
4. Triple Strength Myomer
5. Triple Strength Myomer
6. Roll Again

Left Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. Endo Steel
6. Endo Steel

1. Endo Steel
2. Endo Steel
3. Endo Steel
4. Triple Strength Myomer
5. Triple Strength Myomer
6. Triple Strength Myomer

Right Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Endo Steel
6. Endo Steel

Left Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Endo Steel
6. Endo Steel

INTERNAL STRUCTURE DIAGRAM
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HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Double Heat Sinks:
13 (26)
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'MECH DATA
Type: Ostsol OTL-4D
Movement Points:
Walking: 5
Running: 8
Jumping: 0

Tonnage: 60
Tech Base: Inner Sphere
Rules Level: Introductory
Role: Skirmisher

Engine Type: 300 Fusion

Weapons & Equipment Inventory (hexes)

BV: 1,277

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LT 8 8 [DE] — 5 10 15

1 Medium Laser LT 3 5 [DE] — 3 6 9

1 Large Laser RT 8 8 [DE] — 5 10 15

1 Medium Laser RT 3 5 [DE] — 3 6 9

2 Medium Laser (R) CT 3 5 [DE] — 3 6 9

Total Heat (Dissipation): 28 (16)

Quirks: Improved Sensors, Narrow/Low Profile

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Standard Armor
Head

Center
Torso

Right TorsoLeft Torso

Right
Leg

Left
Leg Center

Torso

Torso Rear

RightLeft

Torso Rear

Left Arm Right Arm

( 8 )

( 22 )

( 6 )

( 22 )

( 4 )

( 22 )

( 4 )

( 8 )( 8 )

( 20 )( 20 )

CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
1. Life Support
2. Sensors
3. Cockpit
4. Roll Again
5. Sensors
6. Life Support

Center Torso
1. Fusion Engine
2. Fusion Engine
3. Fusion Engine
4. Gyro
5. Gyro
6. Gyro

1. Gyro
2. Fusion Engine
3. Fusion Engine
4. Fusion Engine
5. Medium Laser (R)
6. Medium Laser (R)

Right Torso
1. Large Laser
2. Large Laser
3. Medium Laser
4. Roll Again
5. Roll Again
6. Roll Again

1. Roll Again
2. Roll Again
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Left Torso
1. Large Laser
2. Large Laser
3. Medium Laser
4. Roll Again
5. Roll Again
6. Roll Again

1. Roll Again
2. Roll Again
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Right Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. Roll Again
6. Roll Again

1. Roll Again
2. Roll Again
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Left Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. Roll Again
6. Roll Again

1. Roll Again
2. Roll Again
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Right Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Heat Sink
6. Heat Sink

Left Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Heat Sink
6. Heat Sink

INTERNAL STRUCTURE DIAGRAM

Standard Structure
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HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Heat Sinks:
16
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'MECH DATA
Type: Ostsol OTL-8E
Movement Points:
Walking: 5
Running: 8
Jumping: 0

Tonnage: 60
Tech Base: Inner Sphere
Rules Level: Standard
Role: Skirmisher

Engine Type: 300 XL

Weapons & Equipment Inventory (hexes)

BV: 1,552

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Large X-Pulse Laser LT 14 9 [P] — 5 10 15

1 Medium X-Pulse Laser LT 6 6 [P] — 3 6 9

1 Large X-Pulse Laser RT 14 9 [P] — 5 10 15

1 Medium X-Pulse Laser RT 6 6 [P] — 3 6 9

2 ER Small Laser (R) CT 2 3 [DE] — 2 4 5

Total Heat (Dissipation): 44 (34)

Quirks: Improved Sensors, Narrow/Low Profile

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Ferro-Fibrous
Head

Center
Torso

Right TorsoLeft Torso

Right
Leg

Left
Leg Center

Torso

Torso Rear

RightLeft

Torso Rear

Left Arm Right Arm

( 9 )

( 30 )

( 10 )

( 21 )

( 7 )

( 21 )

( 7 )

( 18 )( 18 )

( 28 )( 28 )

CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
1. Life Support
2. Sensors
3. Cockpit
4. Ferro-Fibrous
5. Sensors
6. Life Support

Center Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Compact Gyro
5. Compact Gyro
6. XL Fusion Engine

1. XL Fusion Engine
2. XL Fusion Engine
3. ER Small Laser (R)
4. ER Small Laser (R)
5. Ferro-Fibrous
6. Ferro-Fibrous

Right Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Double Heat Sink
5. Double Heat Sink
6. Double Heat Sink

1. Double Heat Sink
2. Double Heat Sink
3. Double Heat Sink
4. Large X-Pulse Laser
5. Large X-Pulse Laser
6. Medium X-Pulse Laser

Left Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Double Heat Sink
5. Double Heat Sink
6. Double Heat Sink

1. Large X-Pulse Laser
2. Large X-Pulse Laser
3. Medium X-Pulse Laser
4. Ferro-Fibrous
5. Ferro-Fibrous
6. Ferro-Fibrous

Right Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. Double Heat Sink
6. Double Heat Sink

1. Double Heat Sink
2. Ferro-Fibrous
3. Ferro-Fibrous
4. Ferro-Fibrous
5. Ferro-Fibrous
6. Roll Again

Left Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. Double Heat Sink
6. Double Heat Sink

1. Double Heat Sink
2. Ferro-Fibrous
3. Ferro-Fibrous
4. Ferro-Fibrous
5. Ferro-Fibrous
6. Roll Again

Right Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Roll Again
6. Roll Again

Left Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Roll Again
6. Roll Again

INTERNAL STRUCTURE DIAGRAM

Standard Structure
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( 14 )( 14 )

( 10 )( 10 )

( 14 )( 14 )

HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Double Heat Sinks:
17 (34)
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'MECH DATA
Type: Quickdraw QKD-4G
Movement Points:
Walking: 5
Running: 8
Jumping: 5

Tonnage: 60
Tech Base: Inner Sphere
Rules Level: Introductory
Role: Skirmisher

Engine Type: 300 Fusion

Weapons & Equipment Inventory (hexes)

BV: 1,192

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5 [DE] — 3 6 9

1 Medium Laser RA 3 5 [DE] — 3 6 9

1 LRM 10 LT 4 1/Msl [M,C,S] 6 7 14 21

2 Medium Laser (R) RT 3 5 [DE] — 3 6 9

1 SRM 4 CT 3 2/Msl [M,C,S] — 3 6 9

Total Heat (Dissipation): 19 (13)

Ammo: (LRM 10) 12, (SRM 4) 25

Quirks: Hyper-Extending Actuators, Exposed Actuators

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Standard Armor
Head

Center
Torso

Right TorsoLeft Torso

Right
Leg

Left
Leg Center

Torso

Torso Rear

RightLeft

Torso Rear

Left Arm Right Arm

( 9 )

( 17 )

( 8 )

( 14 )

( 7 )

( 14 )

( 7 )

( 11 )( 11 )

( 15 )( 15 )

CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
1. Life Support
2. Sensors
3. Cockpit
4. Heat Sink
5. Sensors
6. Life Support

Center Torso
1. Fusion Engine
2. Fusion Engine
3. Fusion Engine
4. Gyro
5. Gyro
6. Gyro

1. Gyro
2. Fusion Engine
3. Fusion Engine
4. Fusion Engine
5. Jump Jet
6. SRM 4

Right Torso
1. Jump Jet
2. Jump Jet
3. Medium Laser (R)
4. Medium Laser (R)
5. Ammo (SRM 4) 25
6. Roll Again

1. Roll Again
2. Roll Again
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Left Torso
1. Jump Jet
2. Jump Jet
3. LRM 10
4. LRM 10
5. Ammo (LRM 10) 12
6. Roll Again

1. Roll Again
2. Roll Again
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Right Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. Medium Laser
6. Roll Again

1. Roll Again
2. Roll Again
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Left Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. Medium Laser
6. Roll Again

1. Roll Again
2. Roll Again
3. Roll Again
4. Roll Again
5. Roll Again
6. Roll Again

Right Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Roll Again
6. Roll Again

Left Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Roll Again
6. Roll Again

INTERNAL STRUCTURE DIAGRAM
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HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Heat Sinks:
13
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'MECH DATA
Type: Quickdraw QKD-9G
Movement Points:
Walking: 5
Running: 8 [13]
Jumping: 5

Tonnage: 60
Tech Base: Mixed
Rules Level: Standard
Role: Skirmisher

Engine Type: 300 Light

Weapons & Equipment Inventory (hexes)

BV: 2,224

Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser (IS) LA 5 5 [DE] — 4 8 12

1 ER Medium Laser (IS) RA 5 5 [DE] — 4 8 12

1 Streak SRM 6 (C) LT 4 2/Msl [M,C] — 4 8 12

1 Streak SRM 4 (C) LT 3 2/Msl [M,C] — 4 8 12

2 Medium Laser (R) RT 3 5 [DE] — 3 6 9

1 Targeting Computer

(IS)

RT — [E] — — — —

1 Streak SRM 4 (C) CT 3 2/Msl [M,C] — 4 8 12

Total Heat (Dissipation): 26 (24)

Ammo: (Streak SRM 4) 25, (Streak SRM 6) 15

Quirks: Hyper-Extending Actuators, Exposed Actuators

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Ferro-Fibrous
Head

Center
Torso

Right TorsoLeft Torso

Right
Leg

Left
Leg Center

Torso

Torso Rear

RightLeft

Torso Rear

Left Arm Right Arm

( 9 )

( 26 )

( 8 )

( 20 )

( 7 )

( 20 )

( 7 )

( 17 )( 17 )

( 24 )( 24 )

CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
1. Life Support
2. Sensors
3. Cockpit
4. Roll Again
5. Sensors
6. Life Support

Center Torso
1. Light Fusion Engine
2. Light Fusion Engine
3. Light Fusion Engine
4. Gyro
5. Gyro
6. Gyro

1. Gyro
2. Light Fusion Engine
3. Light Fusion Engine
4. Light Fusion Engine
5. Jump Jet
6. Streak SRM 4 [Clan]

Right Torso
1. Light Fusion Engine
2. Light Fusion Engine
3. Jump Jet
4. Jump Jet
5. Medium Laser (R)
6. Medium Laser (R)

1. MASC
2. MASC
3. MASC
4. Targeting Computer
5. Supercharger
6. Ferro-Fibrous

Left Torso (CASE II)

1. Light Fusion Engine
2. Light Fusion Engine
3. Jump Jet
4. Jump Jet
5. Streak SRM 6 [Clan]
6. Streak SRM 6 [Clan]

1. Streak SRM 4 [Clan]
2. Ammo (Streak SRM 4) 25
3. Ammo (Streak SRM 6) 15
4. CASE II
5. Endo Steel [Clan]
6. Ferro-Fibrous

Right Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. ER Medium Laser
6. Endo Steel [Clan]

1. Endo Steel [Clan]
2. Ferro-Fibrous
3. Ferro-Fibrous
4. Ferro-Fibrous
5. Ferro-Fibrous
6. Ferro-Fibrous

Left Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. ER Medium Laser
6. Endo Steel [Clan]

1. Endo Steel [Clan]
2. Ferro-Fibrous
3. Ferro-Fibrous
4. Ferro-Fibrous
5. Ferro-Fibrous
6. Ferro-Fibrous

Right Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Endo Steel [Clan]
6. Ferro-Fibrous

Left Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Endo Steel [Clan]
6. Ferro-Fibrous

INTERNAL STRUCTURE DIAGRAM

Endo Steel
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Arm

Left Torso Right Torso
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Leg

( 20 )

( 14 )( 14 )

( 10 )( 10 )

( 14 )( 14 )

HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Double Heat Sinks:
12 (24)

Heat
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Overflow
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'MECH DATA
Type: Caesar CES-3R
Movement Points:
Walking: 4
Running: 6
Jumping: 0

Tonnage: 70
Tech Base: Inner Sphere
Rules Level: Standard
Role: Brawler

Engine Type: 280 XL

Weapons & Equipment Inventory (hexes)

BV: 1,578

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser LA 4 6 [P] — 2 4 6

1 ER PPC RA 15 10 [DE] — 7 14 23

1 Medium Pulse Laser RA 4 6 [P] — 2 4 6

1 Medium Pulse Laser

(R)

LT 4 6 [P] — 2 4 6

1 Gauss Rifle RT 1 15 [DB,X] 2 7 15 22

1 Medium Pulse Laser

(R)

RT 4 6 [P] — 2 4 6

Total Heat (Dissipation): 32 (32)

Ammo: (Gauss) 16

Quirks: Hyper-Extending Actuators

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Standard Armor
Head

Center
Torso

Right TorsoLeft Torso

Right
Leg

Left
Leg Center

Torso

Torso Rear

RightLeft

Torso Rear

Left Arm Right Arm

( 9 )

( 26 )

( 7 )

( 15 )

( 6 )

( 15 )

( 6 )

( 21 )( 21 )

( 21 )( 21 )

CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
1. Life Support
2. Sensors
3. Cockpit
4. Roll Again
5. Sensors
6. Life Support

Center Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Gyro
5. Gyro
6. Gyro

1. Gyro
2. XL Fusion Engine
3. XL Fusion Engine
4. XL Fusion Engine
5. Roll Again
6. Roll Again

Right Torso (CASE)

1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Gauss Rifle
5. Gauss Rifle
6. Gauss Rifle

1. Gauss Rifle
2. Gauss Rifle
3. Gauss Rifle
4. Gauss Rifle
5. Medium Pulse Laser (R)
6. CASE

Left Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Double Heat Sink
5. Double Heat Sink
6. Double Heat Sink

1. Double Heat Sink
2. Double Heat Sink
3. Double Heat Sink
4. Medium Pulse Laser (R)
5. Ammo (Gauss) 8
6. Ammo (Gauss) 8

Right Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. Double Heat Sink
6. Double Heat Sink

1. Double Heat Sink
2. ER PPC
3. ER PPC
4. ER PPC
5. Medium Pulse Laser
6. Roll Again

Left Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. Double Heat Sink
6. Double Heat Sink

1. Double Heat Sink
2. Double Heat Sink
3. Double Heat Sink
4. Double Heat Sink
5. Medium Pulse Laser
6. Roll Again

Right Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Roll Again
6. Roll Again

Left Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Roll Again
6. Roll Again

INTERNAL STRUCTURE DIAGRAM

Standard Structure
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Right
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Arm
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Leg

( 22 )

( 15 )( 15 )

( 11 )( 11 )

( 15 )( 15 )

HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Double Heat Sinks:
16 (32)
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'MECH DATA
Type: Caesar CES-5R
Movement Points:
Walking: 4
Running: 5
Jumping: 0

Tonnage: 70
Tech Base: Inner Sphere
Rules Level: Advanced
Role: Brawler

Engine Type: 280 XL

Weapons & Equipment Inventory (hexes)

BV: 2,192

Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser LA 5 5 [DE] — 4 8 12

1 Snub-Nose PPC RA 10 10/8/5

[DE,V]

— 9 13 15

1 ER Medium Laser RA 5 5 [DE] — 4 8 12

1 ER Medium Laser (R) LT 5 5 [DE] — 4 8 12

1 Gauss Rifle RT 1 15 [DB,X] 2 7 15 22

1 ER Medium Laser (R) RT 5 5 [DE] — 4 8 12

Total Heat (Dissipation): 31 (20)

Ammo: (Gauss) 16

Quirks: Hyper-Extending Actuators

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Hardened
Head

Center
Torso

Right TorsoLeft Torso

Right
Leg

Left
Leg Center

Torso

Torso Rear

RightLeft

Torso Rear

Left Arm Right Arm

( 9 )

( 30 )

( 11 )

( 22 )

( 8 )

( 22 )

( 8 )

( 22 )( 22 )

( 27 )( 27 )

CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
1. Life Support
2. Sensors
3. Cockpit
4. Roll Again
5. Sensors
6. Life Support

Center Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. XL Gyro
5. XL Gyro
6. XL Gyro

1. XL Gyro
2. XL Gyro
3. XL Gyro
4. XL Fusion Engine
5. XL Fusion Engine
6. XL Fusion Engine

Right Torso (CASE II)

1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Gauss Rifle
5. Gauss Rifle
6. Gauss Rifle

1. Gauss Rifle
2. Gauss Rifle
3. Gauss Rifle
4. Gauss Rifle
5. ER Medium Laser (R)
6. CASE II

Left Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. ER Medium Laser (R)
5. Ammo (Gauss) 8
6. Ammo (Gauss) 8

1. Endo Steel
2. Endo Steel
3. Endo Steel
4. Endo Steel
5. Endo Steel
6. Roll Again

Right Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. Snub-Nose PPC
6. Snub-Nose PPC

1. ER Medium Laser
2. Endo Steel
3. Endo Steel
4. Endo Steel
5. Endo Steel
6. Roll Again

Left Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Hand Actuator
5. ER Medium Laser
6. Endo Steel

1. Endo Steel
2. Endo Steel
3. Endo Steel
4. Endo Steel
5. Roll Again
6. Roll Again

Right Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Roll Again
6. Roll Again

Left Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Roll Again
6. Roll Again

INTERNAL STRUCTURE DIAGRAM
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HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Double Heat Sinks:
10 (20)
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'MECH DATA
Type: Devastator DVS-2
Movement Points:
Walking: 3
Running: 5
Jumping: 0

Tonnage: 100
Tech Base: Inner Sphere
Rules Level: Standard
Role: Juggernaut

Engine Type: 300 XL

Weapons & Equipment Inventory (hexes)

BV: 2,481

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Gauss Rifle LA 1 15 [DB,X] 2 7 15 22

1 Gauss Rifle RA 1 15 [DB,X] 2 7 15 22

1 PPC LT 10 10 [DE] 3 6 12 18

1 Medium Laser LT 3 5 [DE] — 3 6 9

1 PPC RT 10 10 [DE] 3 6 12 18

1 Medium Laser RT 3 5 [DE] — 3 6 9

1 Medium Laser (R) CT 3 5 [DE] — 3 6 9

1 Medium Laser HD 3 5 [DE] — 3 6 9

Total Heat (Dissipation): 34 (28)

Ammo: (Gauss) 32

Quirks: Hyper-Extending Actuators, Searchlight

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Standard Armor
Head

Center
Torso

Right TorsoLeft Torso

Right
Leg

Left
Leg Center

Torso

Torso Rear

RightLeft

Torso Rear

Left Arm Right Arm

( 9 )

( 47 )

( 12 )

( 30 )

( 10 )

( 30 )

( 10 )

( 34 )( 34 )

( 40 )( 40 )

CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
1. Life Support
2. Sensors
3. Cockpit
4. Medium Laser
5. Sensors
6. Life Support

Center Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Gyro
5. Gyro
6. Gyro

1. Gyro
2. XL Fusion Engine
3. XL Fusion Engine
4. XL Fusion Engine
5. Medium Laser (R)
6. Roll Again

Right Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Double Heat Sink
5. Double Heat Sink
6. Double Heat Sink

1. PPC
2. PPC
3. PPC
4. Medium Laser
5. Ammo (Gauss) 8
6. Roll Again

Left Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Double Heat Sink
5. Double Heat Sink
6. Double Heat Sink

1. PPC
2. PPC
3. PPC
4. Medium Laser
5. Ammo (Gauss) 8
6. Roll Again

Right Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Gauss Rifle
5. Gauss Rifle
6. Gauss Rifle

1. Gauss Rifle
2. Gauss Rifle
3. Gauss Rifle
4. Gauss Rifle
5. Ammo (Gauss) 8
6. Roll Again

Left Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Gauss Rifle
5. Gauss Rifle
6. Gauss Rifle

1. Gauss Rifle
2. Gauss Rifle
3. Gauss Rifle
4. Gauss Rifle
5. Ammo (Gauss) 8
6. Roll Again

Right Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Roll Again
6. Roll Again

Left Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Roll Again
6. Roll Again

INTERNAL STRUCTURE DIAGRAM
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( 17 )( 17 )
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HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Double Heat Sinks:
14 (28)
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'MECH DATA
Type: Devastator DVS-11
Movement Points:
Walking: 3
Running: 5 [8]
Jumping: 0

Tonnage: 100
Tech Base: Mixed
Rules Level: Standard
Role: Juggernaut

Engine Type: 300 XL

Weapons & Equipment Inventory (hexes)

BV: 3,170

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Gauss Rifle (IS) LA 1 15 [DB,X] 2 7 15 22

1 Gauss Rifle (IS) RA 1 15 [DB,X] 2 7 15 22

1 Snub-Nose PPC LT 10 10/8/5

[DE,V]

— 9 13 15

1 ER Medium Laser (C) LT 5 7 [DE] — 5 10 15

1 Snub-Nose PPC RT 10 10/8/5

[DE,V]

— 9 13 15

1 ER Medium Laser (C) RT 5 7 [DE] — 5 10 15

1 ER Small Laser (C) (R) CT 2 5 [DE] — 2 4 6

1 ER Small Laser (C) HD 2 5 [DE] — 2 4 6

Total Heat (Dissipation): 36 (24)

Ammo: (Gauss) 32

Quirks: Hyper-Extending Actuators, Searchlight

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Standard Armor
Head

Center
Torso

Right TorsoLeft Torso

Right
Leg

Left
Leg Center

Torso

Torso Rear

RightLeft

Torso Rear

Left Arm Right Arm

( 9 )

( 47 )

( 12 )

( 30 )

( 10 )

( 30 )

( 10 )

( 34 )( 34 )

( 40 )( 40 )

CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
1. Life Support
2. Sensors
3. Cockpit
4. ER Small Laser [Clan]
5. Sensors
6. Life Support

Center Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Compact Gyro
5. Compact Gyro
6. XL Fusion Engine

1. XL Fusion Engine
2. XL Fusion Engine
3. ER Small Laser [Clan] (R)
4. Ammo (Gauss) 8
5. Ammo (Gauss) 8
6. Supercharger

Right Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Snub-Nose PPC
5. Snub-Nose PPC
6. ER Medium Laser [Clan]

1. Ammo (Gauss) 8
2. MASC
3. MASC
4. MASC
5. MASC
6. MASC

Left Torso
1. XL Fusion Engine
2. XL Fusion Engine
3. XL Fusion Engine
4. Snub-Nose PPC
5. Snub-Nose PPC
6. ER Medium Laser [Clan]

1. Ammo (Gauss) 8
2. Endo-Composite
3. Endo-Composite
4. Endo-Composite
5. Endo-Composite
6. Endo-Composite

Right Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Gauss Rifle
5. Gauss Rifle
6. Gauss Rifle

1. Gauss Rifle
2. Gauss Rifle
3. Gauss Rifle
4. Gauss Rifle
5. Endo-Composite
6. Endo-Composite

Left Arm
1. Shoulder
2. Upper Arm Actuator
3. Lower Arm Actuator
4. Gauss Rifle
5. Gauss Rifle
6. Gauss Rifle

1. Gauss Rifle
2. Gauss Rifle
3. Gauss Rifle
4. Gauss Rifle
5. Roll Again
6. Roll Again

Right Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Roll Again
6. Roll Again

Left Leg
1. Hip
2. Upper Leg Actuator
3. Lower Leg Actuator
4. Foot Actuator
5. Roll Again
6. Roll Again

INTERNAL STRUCTURE DIAGRAM
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HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Double Heat Sinks:
12 (24)
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TRACKED VEHICLE RECORD SHEET

VEHICLE DATA
Type: Galleon Light Tank GAL-100
Movement Points:
Cruising: 6
Flanking: 9

Tonnage: 30
Tech Base: Inner Sphere
Rules Level: Introductory
Role: ScoutMovement Type: Tracked

Engine Type: 180 ICE

Weapons & Equipment Inventory (hexes)

BV: 309

Qty Type Loc Dmg Min Sht Med Lng
1 Small Laser RS 3 [DE] — 1 2 3

1 Small Laser LS 3 [DE] — 1 2 3

1 Medium Laser TU 5 [DE] — 3 6 9

Quirks: Ubiquitous (Inner Sphere)

CREW DATA

Crew:

Gunnery Skill: Driving Skill:

Commander Hit +1 Driver Hit +2

Modifier to all skill rolls Modifier to Driving skill rolls

CRITICAL DAMAGE

Turret Locked Engine Hit
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Motive System Hits +1 +2 +3
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VEHICLE DATA
Type: Galleon Light Tank GAL-102
Movement Points:
Cruising: 7
Flanking: 11

Tonnage: 30
Tech Base: Inner Sphere
Rules Level: Standard
Role: StrikerMovement Type: Tracked

Engine Type: 210 Fusion

Weapons & Equipment Inventory (hexes)

BV: 651

Qty Type Loc Dmg Min Sht Med Lng
1 Active Probe (Beagle) FR [E] — — — 4

1 Medium Laser RS 5 [DE] — 3 6 9

1 Medium Laser LS 5 [DE] — 3 6 9

1 Medium Pulse Laser TU 6 [P] — 2 4 6

Quirks: Ubiquitous (Inner Sphere)

CREW DATA

Crew:

Gunnery Skill: Driving Skill:

Commander Hit +1 Driver Hit +2

Modifier to all skill rolls Modifier to Driving skill rolls

CRITICAL DAMAGE

Turret Locked Engine Hit

Sensor Hits +1 +2 +3 D

Motive System Hits +1 +2 +3
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TRACKED VEHICLE RECORD SHEET

VEHICLE DATA
Type: Galleon Light Tank GAL-106
Movement Points:
Cruising: 8
Flanking: 12

Tonnage: 30
Tech Base: Inner Sphere
Rules Level: Advanced
Role: ScoutMovement Type: Tracked

Engine Type: 240 XL

Weapons & Equipment Inventory (hexes)

BV: 762

Qty Type Loc Dmg Min Sht Med Lng
1 TAG FR [E] — 5 9 15

1 Medium Laser (S) RS 5 [DE] — 3 6 9

1 Medium Laser (S) LS 5 [DE] — 3 6 9

1 Light PPC TU 5 [DE] 3 6 12 18

1 Active Probe (Beagle) BD [E] — — — 4

Quirks: Ubiquitous (Inner Sphere)

CREW DATA

Crew:

Gunnery Skill: Driving Skill:

Commander Hit +1 Driver Hit +2

Modifier to all skill rolls Modifier to Driving skill rolls

CRITICAL DAMAGE

Turret Locked Engine Hit

Sensor Hits +1 +2 +3 D

Motive System Hits +1 +2 +3
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Hardened
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VEHICLE DATA
Type: Galleon Light Tank GAL-106M
Movement Points:
Cruising: 8
Flanking: 12

Tonnage: 30
Tech Base: Inner Sphere
Rules Level: Advanced
Role: ScoutMovement Type: Tracked

Engine Type: 240 XL

Weapons & Equipment Inventory (hexes)

BV: 601

Qty Type Loc Dmg Min Sht Med Lng
1 Anti-Missile System FR [PB] — 1 — —

1 Machine Gun (S) RS 2 [DB,AI] — 1 2 3

1 Machine Gun (S) LS 2 [DB,AI] — 1 2 3

1 ER Medium Laser TU 5 [DE] — 4 8 12

Ammo (CASE): (AMS) 12, (MG) 100

Features Infantry Compartment (4 tons)

Quirks: Ubiquitous (Inner Sphere)

CREW DATA

Crew:

Gunnery Skill: Driving Skill:

Commander Hit +1 Driver Hit +2

Modifier to all skill rolls Modifier to Driving skill rolls

CRITICAL DAMAGE

Turret Locked Engine Hit

Sensor Hits +1 +2 +3 D

Motive System Hits +1 +2 +3
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HOVER VEHICLE RECORD SHEET

VEHICLE DATA
Type: Maxim Heavy Hover Transport
Movement Points:
Cruising: 8
Flanking: 12

Tonnage: 50
Tech Base: Inner Sphere
Rules Level: Introductory
Role: StrikerMovement Type: Hover

Engine Type: 165 ICE

Weapons & Equipment Inventory (hexes)

BV: 764

Qty Type Loc Dmg Min Sht Med Lng
2 LRM 5 FR 1/Msl [M,C,S] 6 7 14 21

1 SRM 2 RS 2/Msl [M,C,S] — 3 6 9

1 SRM 2 LS 2/Msl [M,C,S] — 3 6 9

1 LRM 5 RR 1/Msl [M,C,S] 6 7 14 21

3 Machine Gun TU 2 [DB,AI] — 1 2 3

1 SRM 6 TU 2/Msl [M,C,S] — 3 6 9

Ammo: (LRM 5) 24, (MG) 200, (SRM 2) 50, (SRM 6) 15

Features Infantry Compartment (3 tons)

CREW DATA

Crew:

Gunnery Skill: Driving Skill:

Commander Hit +1 Driver Hit +2

Modifier to all skill rolls Modifier to Driving skill rolls

CRITICAL DAMAGE

Turret Locked Engine Hit

Sensor Hits +1 +2 +3 D

Motive System Hits +1 +2 +3
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VEHICLE DATA
Type: Maxim Heavy Hover Transport (BA Factory Upgrade)
Movement Points:
Cruising: 8
Flanking: 12

Tonnage: 50
Tech Base: Inner Sphere
Rules Level: Standard
Role: StrikerMovement Type: Hover

Engine Type: 165 ICE

Weapons & Equipment Inventory (hexes)

BV: 794

Qty Type Loc Dmg Min Sht Med Lng
2 LRM 5 FR 1/Msl [M,C,S] 6 7 14 21

1 Streak SRM 2 RS 2/Msl [M,C] — 3 6 9

1 Streak SRM 2 LS 2/Msl [M,C] — 3 6 9

1 SRM 6 TU 2/Msl [M,C,S] — 3 6 9

2 Machine Gun TU 2 [DB,AI] — 1 2 3

Ammo: (LRM 5) 24, (MG) 200, (SRM 6) 15, (Streak SRM 2) 50

Features Infantry Compartment (4 tons)

CREW DATA

Crew:

Gunnery Skill: Driving Skill:

Commander Hit +1 Driver Hit +2

Modifier to all skill rolls Modifier to Driving skill rolls

CRITICAL DAMAGE

Turret Locked Engine Hit

Sensor Hits +1 +2 +3 D

Motive System Hits +1 +2 +3
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HOVER VEHICLE RECORD SHEET

VEHICLE DATA
Type: Maxim Heavy Hover Transport (Escort)
Movement Points:
Cruising: 8
Flanking: 12

Tonnage: 50
Tech Base: Inner Sphere
Rules Level: Standard
Role: StrikerMovement Type: Hover

Engine Type: 165 Fuel Cell

Weapons & Equipment Inventory (hexes)

BV: 835

Qty Type Loc Dmg Min Sht Med Lng
2 MML 5 FR [M,C,S]

LRM 1/Msl 6 7 14 21

SRM 2/Msl — 3 6 9

1 SRM 2 (I-OS) RS 2/Msl [M,C,S] — 3 6 9

1 SRM 2 (I-OS) LS 2/Msl [M,C,S] — 3 6 9

1 MML 5 RR [M,C,S]

LRM 1/Msl 6 7 14 21

SRM 2/Msl — 3 6 9

3 Machine Gun TU 2 [DB,AI] — 1 2 3

1 Machine Gun Array TU [T] — 1 2 3

1 Streak SRM 6 TU 2/Msl [M,C] — 3 6 9

Ammo: (MG) 200, (MML 5/LRM) 24, (MML 5/SRM) 20, (Streak SRM

6) 15

CREW DATA

Crew:

Gunnery Skill: Driving Skill:

Commander Hit +1 Driver Hit +2

Modifier to all skill rolls Modifier to Driving skill rolls

CRITICAL DAMAGE

Turret Locked Engine Hit

Sensor Hits +1 +2 +3 D

Motive System Hits +1 +2 +3
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HOVER VEHICLE RECORD SHEET
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VEHICLE DATA
Type: Maxim Heavy Hover Transport (Fire Support)
Movement Points:
Cruising: 8
Flanking: 12

Tonnage: 50
Tech Base: Inner Sphere
Rules Level: Standard
Role: Missile BoatMovement Type: Hover

Engine Type: 165 ICE

Weapons & Equipment Inventory (hexes)

BV: 869

Qty Type Loc Dmg Min Sht Med Lng
2 LRM 5 FR 1/Msl [M,C,S] 6 7 14 21

1 LRM 15 TU 1/Msl [M,C,S] 6 7 14 21

2 Machine Gun TU 2 [DB,AI] — 1 2 3

Ammo: (LRM 15) 16, (LRM 5) 24, (MG) 100

Features Infantry Compartment (3 tons)

CREW DATA

Crew:

Gunnery Skill: Driving Skill:

Commander Hit +1 Driver Hit +2

Modifier to all skill rolls Modifier to Driving skill rolls

CRITICAL DAMAGE

Turret Locked Engine Hit

Sensor Hits +1 +2 +3 D

Motive System Hits +1 +2 +3
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