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Left DM Right
Stinger STG-3G-Jacob  Tonnage: 20 (Rear)
BATTLEMECH RECORD SHEET Movement Points: Technology Base: 2| i | @& RT
Walking: 5 Inner Sphere / 2581
ARM“R nIAGHAM gl'emer3 Running: 8 Biped BattleMech 3 LL RA RL
2 0rso 2 Jumping: Level 4, Experimental design
Type: Standard 4.5t/69 pts Left Torso Rear Right Torso pg wd ES B
Rear Rear INeapons Inventory 5 LA RL RA
8 8 Type Location Heat ~ Damage ~ Min. Short Med. Long 6 LL RT RL
Right Torso 1LRM5 LT 2 Msl 6 7 14 21
LETOR0 . 1 Large Laser RT_8 8 5 10 15 7 ar CT RT
8 CT LT CT
O BRI ILL LT
10 RA LA LA
alaly RIL LA (LI,
12 HD HD HD
[
PUNIER]
LRM 5 Standard Ammo: 24 = t
ron ]
Left Arm Total Heat Sinks: 10 Single teft | Rean | REM
Weapon heat:10
6 4 Singles in engine
0000000000 1 LA RT
2 IS LT RT
LRM Status [ standara ~ [J Hot-Loaded Sl G cl oy
- 4 LA RT RA
Auto E]El:t O operational [ Disabled =T = =)
Damage 6 HD HD HD
Left Right Tensier ]] [ "
8 Leg leg 8 Diagram Internal Structure Diagram arrior vata
icicics
Name: Front
ot . . Gunnery Skill Piloting Skill: Left Right
Left Arm Crilical Hil Table Right Arm _ =g
Hits Taken | 1 2 415 |6 13 LL RL RL
1. Shoulder 1. Shoulder . 315 7 1011 [pead
2. Upper Arm Actuator 2. Upper Arm Actuator bonsclousiiess 4-6  LL L RL
3. Lower Arm Actuator H d 3. Lower Arm Actuator
1'3 4. Hand Actuator ea 1-3 4. Hand Actuator Name: P
5. Roll Agail B 5. Roll Agai ill: iloti ill:
6 ROII Aga:: 1.Life Support 6 ROII Aga:: it SHl Pilting Skl AGI/ACKEMODIEIER)
. Roll Agai 2. Sensors - Roll Agal Hits Taken 213|456 ALL ATTACKS
1. Roll Again 3. Cockpit 1. Roll Again . 3 5 7 1101 11 | ea .
2. Roll Again 4. Sensors 2. Roll Again Consciousness # Ll Attacker Modifer
4 E 3. Roll Again 5. Life Support 3. Roll Again Stationary None
=0 4. Roll Again 6. Roll Again 4'6 4. Roll Again Walked +1
5. Roll Again 5. Roll Again Hea[ EEHIE Ran 2
6. Roll Agail 6. Roll Agai
oll Again Center Torso oll Again Juriped ==
1. XL Fusion Engine H 25 _| -5 Movement Points 50 | sHuTDOWN Prone +2
Left Torso 2. XL Fusion Engine Right Torso _5‘3‘ e —Zg 3 Movenert P Skidding +1
1. XL Fusion Engine i i 1. XL Fusion Engine |2 1 Amimo Explosion, avoid on 6+ [ | %0 | <7 ModifertoFire "
2. XL Fusion Engine 1.3 i él;rl;usmn Engine 2. XL Fusion Engine 22| Shutdoun, avoid on 8+ 47 | Pilot Damage, avoid on 12 Target Modifer
: . : : 21 46 _| Shutdown, avoid on 20+ Movement
3. XL Fusion Engine 5. Gyro 3. XL Fusion Engine ——— 25 ]
1_3 4. Single Heat Sink 6 G 1_3 4. Single Heat Sink 20 | -4 Movement Points 5 | AMMO EXPLOSION 0-2 0
. . Gyro . 19 [ Ammo Explosion, avoid on 4+ | | 44 | System Failure, avoid on 10+ 34 1
5.LRM 5 ) 1. Gyro [5- Large Laser 18 | Shutdown, avoid on 6+ 43 | -8 Movement Points -
6. Roll Again 2. XL Fusion Engine 6. Large Laser 17 | +3 Modifier to Fire 42 | Shutdown, avoid on 18+ 5-6 +2
1. Roll Again . 3 XL Fusion Engine 1. Roll Again | 16 | ) | 41 | +6 Modferto Fire 79 +3
2. Roll Again 4. XL Fusion Engine 2. Roll Again }i :nMZVemm lents4 gg Ammo Explosion, avoid on 12 1047 +4
. . wutdown, avoid on 4+ Pilot Damage, avoid on 10+
4-6 3. Roll Again 5. LRM 5 Ammo(24) Standardpg_ g 3. Roll Again 13 | +2 Modierto ire 38 | Stutdown, avoidon 16+ 18-24 +5
4. Roll Again 6. Roll Again 4. Roll Again —— 1 '
. . 12 37 | -7 Movement Points 25+ +6
5- Roll Again 5 Roll Again 1 36| Sysem Faure, avid on 3+ T 71
6. Roll Again 6. Roll Again 10_| -2 Movement Points 35 | Ammo Explosion, avoid on 10+ . P e
inn Hi 09 34 | Shutdown, avoid on 14+ rone -2adq
Left Leg Engine fits © OO Right Leg 08| +1 HoditertoFire 33| +5 Modiertofire +1 other
HVI‘ll it OO 07 32 | Pilot Damage, avoid on 8+ Immobile 4
1. Hip SEIISIII‘ H“s OO 1. Hip | 06 | _ | 31 | -6 Movement Points Skidding +2
2. Upper Leg Actuator i 2. Upper Leg Actuator | 45 |-\ Manement Fins | 30 | shutdown, avoid on 12+ ;
3. Lower Leg Actuator Lte Support O 3. Lower Leg Actuator % % Eati/ATmoiinit it
4. Foot Actuator 4. Foot Actuator o 2 Ammo Explosion, avoid on 8+ Light Wood +1gme?/_&
5. Single Heat Sink Battle Value 418 5. Single Heat Sink Mot ] 5671 st avcidsnios vrge
6. Single Heat Sink Cost 1°643°440 6. Single Heat Sink oo — ' Heavy Wood +2/interv.&
Battle Value2 516 — target
Partial Cover arL
In Depth 1 water +1
Round Move = Hex Heat IEACIN GUAETERIEANE [BICONINGYVMODIEIER, (partial)
1 D6 New Facing Hit Location DAMAGE TO MECH WEAPON ATTACKS Modifer
2 1 Same direction Front 20 damage points +1 Sensor Hit +2
3 2 1 Hex Right R?ght Side Reactor shuts down +3 Shoulder (no arm +4 toarm
4 g 2 Hex Right Right Side Leg/Foot act. destroyed +1 act.) mounted
5 4 Opposite direction Rear Hip Actuator destroyed +2 Arm actuators +1toarm
6 5 2 Hex Left Left Side Gyro hit = mounted
6 1 Hex Left Left Side 4 Secondary target +1(forward)
7 Gyro destroyed Auto fall +2(rear)
8 Leg destroyed Auto fall/+5 Large support or 1
9 CLUS TERFHITS ATTACKS landed Small Craft
10 2 3 45 6 8 9 10 12 15 20 30 40 Kicked +0 Indirect LRM Attack +1
11 lajdijajagz2jz|s|e 48] 6 || iz Pushed +0 PHYSICAL ATTACKS Modifer
12 slifagzizizlzlsg @ 4 5 6 10 12 Charged or DFA'd +2 Attacker
*
Aalalzlzlzlalzl & 5 6 9 12 18 UNIT ACTIONS Charg!ng +0
13 Missed kick +0 Clubbing -1
14 B EEE E EEE E E EEE Enter Depth 1 - DFA O
15 5 1 Bl 2 Bl B EE EE EE EE B2 Enter Depth 2 0 Punching +0
7 B El B E B E E E E E EE B Enter Depth 3+ +1 Kicking 22
(CRITICALYHITS] Pushing 4
—— slzizlzhe 2zl el o e 2 e = Enter Rubble +0
2D6 Ehect Target Modifer
DT No Critical Hit 9| B23 §23 131 §43 51 R61 N MSH FON 28 N6 F248 ES2: REHER] s
89 Roll 1 Critical Hit 10 21 El El E B B E B E E E E E (ick & DFA)
13'21 1 H Roll 2 Citical Hite 11 2 3 45 6 89 10 12 (15 20 30 40 Large sup. or landed 2
ead/Limb Blown Off Small Craft
Roll 3 Critical Hits (24 128 ESH 43 E5) E6H RSN FON B1ON P10 R158 B20N ESON §40)
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