B-TTLETECH

¢ 'MECHDATA )

BATTLEMECH RECORD SHEET

¢ WARRIOR DATA )

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

N
) [olelNe]
Type- AWGSOI’T]GAWS—SQ Name: Minna Dumoulin O OO
Movement Points: Tonnage: 80 . — . (el eNNe]
X Gunnery Skill: 4 Piloting Skill: 5
Walking: 3 Tech Base: Inner Sphere y 9 00O
Running: 5 RulesLevel: Introductory Hits Taken 42|56 8 8 8
‘]umpmg: 0 i Role: Sn|per Consciousness # 10 | 11 |Dead O O O
Engine Type: 240 Fusion p 0 0 O
Weapons & Equipment | nventory (hexes) O 8 9
Qty Type Loc Ht Dmg Min sht Med Lng
1 PPC RA 10 10[DE] 3 6 12 18
Cent
1 PPC LT 10 10[DE] 3 6 12 18 Left Arm e Right Arm
1 PPC RT 10 10[DE] 3 6 12 18 (24) (30) (24)
1 Small Laser HD 1 3[DE — 1 2 3
Left Right
Leg Center Leg
(33) Torso (33)
(19)
o o
o o
o o
o o
5 o
Left ) ) Right
Quirks: Battle Fists (LA) T°'?010R)ear g8 3 T"'?UmR)ear
\, BV: 1,605 @ INTERNAL STRUCTURE DIAGRAM
\ /
Standard Structure Heat
N Head Scale
Head Left Torso (17) Right Torso (17) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensor_s 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
1-3 3. Lower Arm Actuator 4. Small Laser 1-3 3. Lower Arm Actuator >
" 4. Hand Actuator S. Sensors "2 4. Heat Sink
5. Roll Again 6. Life Support 5. Heat Sink 28
6. Roll Again 6. Heat Sink Right 27
1. Roll Again Center Torso 1. Heat Sink Arln; -
2. Roll Again 1. Fusion Engine 2. Heat Sink (13 fo5r
4-6 3. Roll Again 2. Fusion Engine 4-6 3.|PPC Center 24*
4. Roll Again 3. Fusion Engine 4. | PPC Torso 23*
5. Roll Again 1-3 4. Gyro 5. LPPC (25)
6. Roll Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
20*
1. Gyro . (17)
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink ,_\ 17*
1-3 4 Hearsink 6. Heat Sink 13 4 feec HEAT DATA Heat Sinks: Y
5. Heat Sink 5. [ PPC Heat 2é 15
6. [PPC EngineHitsO O O 6. LpPC Level* Effects 14*
GyroHitsO O ! 30 Shutdown =
ol B Sensor HitsQ O 1. Roll Again 28 Ammo Exp, avoid on 8+ 000
2. Lepc sor HIts 2. Roll Again . 000 12
: . Life Support O . . 26  Shutdown, avoid on 10+
4.6 3. Roll Again ! pp 46 3. Roll Again 25 -5 Movement Points 000 1
4 RO::Agafn 4 RO::Agafn 24 +4 Modifier to Fire o000 10*
5 Ro qun 5 Ro qun 23 Ammo Exp, avoid on 6+ 000 9
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ OOO
20 -4 Movement Points 8
19 Ammo Exp, avoid on 4+ 000 7
Left Leg [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ 000 6
1. Hip I. L 1. Hip 17 +3 Modifier to Fire (o]e) o
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3Movement Points 0]0) 2
3. Lower LegActuator 3. Lower LegActuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator ig +22'\l>|/|od|f|er£oP|;!r$
5. Heat Sink Damage Transfer 5. Heat Sink 8 :,1 M%??::rnto F;?es 2
6. Heat Sink Diagram 6. Heat Sink 5 -1 Movement Points -
\, /7 \ /| o
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B-TTLETECH

BATTLEMECH RECORD SHEET

¢ 'MECHDATA )

ARMOR DIAGRAM

Standard Armor
Head (6)

Left Torso

Right Torso
(6) (6)

¢ WARRIOR DATA )

N
Type: Commando COM-2D Name: Eudocia Papoutsis
Movement Points: Tonnages 25 . _ .
X Gunnery Skill: 4 Piloting Skill:
Walking: 6 Tech Base: Inner Sphere y 9
Running: 9 RulesLevel: Introductory HitsTaken [ 2 | 2 | 3
‘]umpmg: 0 . Role: Striker Consciousness# | 3 5 7 Dead
Engine Type: 150 Fusion p,
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min sht Med Lng
1 Medium Laser LA 3 5[DE] — 3 6 9
Center
1 SRM4 RA 3 2/Md — 3 6 9 Left Arm Torso Right Arm
M.CS| (6) (8) (6)
1 SRM6 CT 4 2Md — 3 6 9
[M,C8]
Center
Torso
o
o
Ammo: (SRM 4) 25, (SRM 6) 15 Left o Right
Quirks: Narrow/Low Profile, Exposed Actuators Tors(os'?ear o Tors(os'?ear
\, BV: 541 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ end Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensor_s 1. Shoulder ° o
2. Upper Arm Actuator 3. Cockpit i 2. Upper Arm Actuator 30*
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator >
" 4. Hand Actuator S. Sensors "2 4. Hand Actuator
5. Medium Laser 6. LifeSupport 5 SRM 4 28"
6. Roll Again 6. Roll Again 27
1 Roll Again Center Torso 1. Roll Again 26
2. Roll Again 1. Fusion Engine 2. Roll Again =
4-6 3. Roll Again 2. Fusion Engine 4-6 3. Roll Again Center 24*
4. Roll Again 3. Fusion Engine 4. Roll Again Torso 23*
5. Roll Again 1-3 4. Gyro 5. Roll Again (8)
6. Roll Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro )
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17%
3. Ammo (SRM 6) 15 . 3. Ammo (SRM 4) 25
1-3 4. Roll Again 2 [im 2 1-3 4. Roll Again 16
5. Roll Again 5. Roll Again 10 15%
6. Roll Again EngineHitsO O O 6. Roll Again Level* Effects 14*
i 30 Shutdown
1. Roll Again GyroHitsO O 1. Roll Again 28 Ammo Exp. avoid on 8+ @) 13+
2. Roll Aga Sensor HitsQ O 2. Roll Aga P &
- noltAgan Life Support O - RoltAgan 26  Shutdown, avoid on 10+ @) 12
4-6 3. Roll Again pp 4-6 3. Roll Again 25  -5Movement Points O 11
4. Roll Again 4. Roll Again 24  +4Modifier to Fire @) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 2 Shutdown. avoid on 8+ @) 9
20 -4 Movement Points O 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH‘[H VS'[ Right Leg 18  Shutdown, avoid on 6+ @) 6
1. Hip I_ L 1 Hip 17 +3Modifier to Fire (@) o
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 1451 'S3hMtg"eme"t P_3|nts4+ (@) 2
3. Lower LegActuator 3. Lower LegActuator utdown, avoid on 3
4. Foot Actuator 4. Foot Actuator ig +22'\'>|A°d;;'13 EOP';!::
5. Roll Again Damage Transfer 5. Roll Again 8 41 MOC::jifi?to F;res 2
6. Roll Again Diagram 6. Roll Again 5 -1 Movement Points 1
\, / '\ / | o
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B-TTLETECH

BATTLEMECH RECORD SHEET

¢ 'MECHDATA )

¢ WARRIOR DATA )

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

N
Type: Shadow Hawk SHD-2H Name: DaraTickner g 8
Movement Points: Tonnage: 55 . _— .
X Gunnery Skill: 4 Piloting Skill: 5
Walking: 5 Tech Base: Inner Sphere y 9 8 8
Running: 8 RulesLevel: Introductory HitsTaken [ 1 [ 2 | 3 | 4 [ 5 [ 6 oo
Jumplng: 3 _ Role: Skirmisher Consciousness # 10 | 11 | Dead o 0O
EngineType: 275 Fusion p o O
Weapons& Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min sht Med Lng
1 Medium Laser RA 5[DE] — 3 6 9
Center
1 AC/5 LT 5[DB,S| 3 6 12 18 Left Arm Torse Right Arm
1 LRM5 RT 2 1UMs 6 7 14 21 (1) (23) (16)
[M.CS
1 SRM2 HD 2 2/Ms — 3 6 9
[M.CS| Left Right
Leg Center Leg
(16) Torso (16)
(8)
Ammo: (AC/5) 20, (LRM 5) 24, (SRM 2) 50
Quirks: Battle Fists (LA), Battle Fists (RA), Improved Life
Support, Rugged (1 Point), Ubiquitous (Inner Sphere), Left Right
Ubiguitous (Clans) Torso Rear Torso Rear
(6) (6)
\, BV: 1,064 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ end Scale
Head Left Torso (13) Right Torso (13) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensor_s 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
1 3 3. Lower Arm Actuator 4. SRM 2 1 3 3. Lower Arm Actuator 29
" 4. Hand Actuator S. Sensors "2 4. Hand Actuator
5. Roll Again 6. LifeSupport 5. Medium Laser 28*
6. Roll Again 6. Roll Again Right 27
. . Arm 26*
1. Roll Again Center Torso 1. Roll Again 9
2. Roll Again 1. Fusion Engine 2. Roll Again ® =
4-6 3. Roll Again 2. Fusion Engine 4-6 3. Roll Again Center 24*
Y 4. Roll Again 3. Fusion Engine ~Y 4. Roll Again Torso 23
5. Roll Again 1-3 4. Gyro 5. Roll Again (18)
6. Roll Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
20*
1. Gyro . (13)
Left Torso 2. Fusion Engine Right Torso 19*
1. Jump Jet 4 6 3. Fusion Engine 1. Heat Sink 18*
2. | ACI5 ~Y 4. Fusion Engine 2. Jump Jet 17*
3. | AC/5 5. Jump Jet 3. LRM5
1-3 4. | ACI5 6. Ammo (SRM 2) 50 1-3 4. Ammo (LRM 5) 24 Heat Sinks: N 16
5. LAC/s 5. Roll Again 12' 15%
6. Ammo (AC/5) 20 EngineHitsO O O 6. Roll Again Level* Effects 14*
i 30 Shutdown
L Roll Again Seﬁ;;roﬂ:ig 8 L Roll Again 28 Ammo Exp, avoid on 8+ o0 13
2. Roll Again ; 2. Roll Again 26  Shutdown, avoid on 10+ oo 12
4 S RollAgn Life Support © 4. > FollAgan %5 5 Movement Points 0O 1
4. Roll Again 4. Roll Again 24  +4Modifier to Fire @) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 2 Shutdown. avoid on 8+ (@) 9
20 -4 Movement Points O 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ @) 6
; I_ h 17 +3 Modifier to Fire O "
1. Hip game Dlabs 1. Hip ) 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower LegActuator 3. Lower LegActuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movgnjent POI nts 2
\, / '\ / | o
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B-TTLETECH

BATTLEMECH RECORD SHEET

¢ 'MECHDATA )

¢ WARRIOR DATA )

ARMOR DIAGRAM

Standard Armor

Left Torso

Head (9)
Right Torso

N
Type: Thunderbolt TDR-5S 88
YpE: unAeroo - Name: Lt Vimala Sarika O OO
Movement Points: Tonnage: 65 . — . (el eNNe]
X Gunnery Skill: 3 Piloting Skill: 4
Walking: 4 Tech Base: Inner Sphere y 9 00O
Running: 6 RulesLevel: Introductory Hits Taken 42|56 8 8 8
‘]umpmg: 0 i Role: Brawler Consciousness # 10 | 11 |Dead O O O
Engine Type: 260 Fusion p 0 0 O
Weapons & Equipment | nventory (hexes) O 8 9
Qty Type Loc Ht Dmg Min sht Med Lng
2 Machine Gun LA — 2[DBAI — 1 2 3
Center
1 Large Laser RA 8 8[DE — 5 10 15 Left Arm Torso Right Arm
3 Medium Laser LT 3 5[DE — 3 68 9 (20) (30) (20)
1 LRM 15 RT 5 1UMd 6 7 14 21
[M.CS
1 SRM2 RT 2 2/Md — 3 6 9 Left Right
M,CS Leg Center Leg
' (29) Torso (29)
(11)
Ammo: (LRM 15) 16, (MG) 200, (SRM 2) 50
Quirks: Multi-Trac, Rugged (2 Point), Ubiquitous (Inner Left Right
Torso Rear Torso Rear
here
Sphere) (6) (6)
\, BV: 1,762 INTERNAL STRUCTURE DIAGRAM
\ /
Standard Structure Heat
N Head Scale
Head Left Torso (15) Right Torso (15) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensor_s 1. Shoulder o
2. Upper Arm Actuator 3. COCkp'_t 2. Upper Arm Actuator o 30*
1-3 3. Lower Arm Actuator 4. Heat Sink 1-3 3. Lower Arm Actuator o >
" 4. Hand Actuator S. Sensors "2 4. Hand Actuator o
5. Machine Gun 6. Life Support 5. [Large Laser o 28"
6. MachineGun 6. LLargeLaser g Right 27
1. Ammo (MG) 200 Center Torso 1. Roll Again o Arlrg 26
2. Roll Again 1. Fusion Engine 2. Roll Again o) (10 25
4-6 3. Roll Again 2. Fusion Engine 4-6 3. Roll Again Center 24
4. Roll Again 3. Fusion Engine 4. Roll Again Torso 23*
5. Roll Again 1-3 4. Gyro 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
20*
1. Gyro ) (15)
Left Torso 2. Fusion Engine Right Torso 19*
1. Medium Laser 3. Fusion Engine 1.[LRM 15 18*
2. Medium Laser 4-6 4. Fusion Engine 2. |LRM 15 ,_\ 17*
3. Medium Laser 5. Ammo (LRM 15) 8 3. LLRM 15 H EAT DATA
1-3 4. Roll Again 6. Ammo (LRM 15) 8 1-3 4. SRM 2 Heat Sinks: 16
5. Roll Again 5. Ammo (SRM 2) 50 Heat 15', 15%
6. Roll Again EngineHitsO O O 6. Roll Again Level* Effects 14*
i 30 Shutdown
1. ol Again Smegé:):::zg 8 L. Roll Again 28 Ammo Exp, avoid on 8+ 010 1
2. Roll Again ; 2. Roll Again 26  Shutdown, avoid on 10+ oo 12
3. Roll Again Life Support O 3. Roll Again x5 Moverr{ent Points 00 1
4-6 4. Roll Again 4-6 4. Roll Again >4 +4Modifier to Fi
5. Roll Again 5. Roll Again oditierto -Ire OO 10+
: g ! g 23 Ammo Exp, avoid on 6+ e)e) 9
6. Roll Again 6. Roll Again 22 Shutdown. avoid on 8+
20 -4 Movement Points o g
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ @) 6
1. Hip I. L 1. Hip 17 +3 Modifier to Fire O o
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 1451 'S3hMtg"emem |‘~_‘3|nts4+ (@) 2
3. Lower LegActuator 3. Lower LegActuator utdown, avoid on 3
4. Foot Actuator 4. Foot Actuator ig +22'\l>|/|od|f|er EOP';!r?
5. Heat Sink Damage Transfer 5. Heat Sink 3 ;1 Moc::jei?:?to F;?es 2
6. Heat Sink Diagram 6. Heat Sink 5 -1 Movement Points 1
\, / '\ / | o
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