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Heat Scale

Shutdown

Ammo Explosion, avoid on 8+

Shutdown, avoid on 10+
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+4 Modifier to Fire

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+
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Ammo Explosion, avoid on 4+
Shutdown, avoid on 6+
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Mech Data

Type:
Movement: Tonnage: _
\évjrlwkr:?ngg Tech Base:
! |
Somaine: [Jclan
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Weapons Inventory

Type Loc. Heat Dam. Min. Short Med. Lo
Ammunition
Weapon Rounds Left

Total Heat Sinks:
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Gunnery Skill:______ Piloting Skill.___
Engine HitsOOO  Sensor Hits OO HitsTaken 1 3| 4| 5| 6
Gryo Hits OO Life SupportO Consciousness 3 7 | 10| 11 |Dead
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= ] Mech Data
Heat Scale Type:
Movement:
— - Tonnage:
30|  Shutdown Walking: Tech Base:
29 Runn!ng' [J Clan
[28]  Ammo Explosion, avoid on 8+ Jumping: [ Inner Sphere
27
[26]  Shutdown, avoid on 10+ Weapons Inventory _
25| -5 Movement Points Type Loc. Heat Dam. Min. Short Med. Lo
| 24 | +4 Modifier to Fire _—— Y —
| 23 | Ammo Explosion, avoid on 6+ -
[ 22 | Shutdown, avoid on 8+ - - -
20 T
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(19 | Ammo Explosion, avoid on 4+ o -
18 | Shutdown, avoid on 6+ - -
(17 | +3 Modifier to Fire -
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14 | Shutdown, avoid on 4+ —
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Gryo Hits OO Life SupportO Consciousne$s3 | 5 | 7 | 10 | 11 |Dead
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QUAD MECH RECORD SHEET
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Heat Scale

Shutdown

Ammo Explosion, avoid on 8+

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+

-4 Movement Points

Ammo Explosion, avoid on 4+
Shutdown, avoid on 6+

+3 Modifier to Fire

-3 Movement Points
Shutdown, avoid on 4+

+2 Modifier to Fire
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+1 Modifier to Fire
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Mech Data

Type:
Movement: Tonnage:
\évl?rI]kr:Pngg Tech Base:
|
Jumping: ] ctan

[ Inner Sphere

Weapons Inventory

Type Loc. Heat Dam. Min. Short Med. Lo
Ammunition
Weapon Rounds Left

Total Heat Sinks:
Q) Single []
e X : Double ]
Warrior Data
Name:
Gunnery Skill:______ Piloting Skill.___

HitsTaken 1 2 3 4 5 6

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+

-4 Movement Points

Ammo Explosion, avoid on 4+
Shutdown, avoid on 6+

+3 Modifier to Fire

-3 Movement Points
Shutdown, avoid on 4+

+2 Modifier to Fire

-2 Movement Points

+1 Modifier to Fire
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Engine HitsOOCO  Sensor Hits OO
Gryo His OO Life SupportO

Gryo His OO Life SupportO Consciousnegs3 | 5 | 7 | 10 | 11 |Dead
L Mech Data
Heat Scale Type:
Movement:
- Tonnage:

Shutdown Walking: Tech Base:

Running: [J Clan
Ammo Explosion, avoid on 8+ Jumping:

[ Inner Sphere

Weapons Inventory

Type Loc. Heat Dam. Min. Short Med. Lo
Ammunition
Weapon Rounds Left

Total Heat Sinks:

@) ingl
> Single []

Double ]
Warrior Data
Name:
Gunnery Skill:______ Piloting Skill.___

HitsTaken 1 2 3 4 5 6
Consciousness 3 5 7 10 | 11 |Dead
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VEHICLE RECORD SHEET
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VEHICLE RECORD SHEET
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Unit Type: Driving Skill:
Tonnage: Heat Sinks: Gunnery Skill:
Movement Type: Cruising MP: | Flank MP:
Turn | Evel. |Weapons Inventory
1 Type Loc. Heat Dam. Min. Short Med. La%hmo
2 Weapon Rounds
3
4
5
6
7
8
9
10
11 Damage Effects
12
13
14
15
Unit Type: Driving Skill:
Tonnage: Heat Sinks: Gunnery Skill:
Movement Type: Cruising MP: | Flank MP:
Turn | Evel. |Weapons Inventory
1 Type Loc. Heat Dam. Min. Short Med. LO'Nnmo
2 Weapon Rounds
3
4
5
6
7
8
9
10
11 Damage Effects
12
13
14
15
Unit Type: Driving Skill:
Tonnage: Heat Sinks: Gunnery Skill:
Movement Type: Cruising MP: | Flank MP:
Turn | Evel. |Weapons Inventory
1 Type Loc. Heat Dam. Min. Short Med. Lo%hwmo
2 Weapon Rounds
3
4
5
6
7
8
9
10
11 Damage Effects
12
13
14
15
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SQUAD RECORD FORM

Unit ID:

Rifle /[LRM’s:

Machine Guns / Flamer

Lasers / SRM

Unit ID:

Rifle /LRM's:

Machine Guns / Flamer

Lasers / SRM’s

Unit ID:

Rifle /[LRM’s:

Machine Guns / Flamer

Lasers / SRM'’s

Unit ID:

Rifle /LRM's:

Machine Guns / Flamel

Lasers / SRM's

Unit ID:

Rifle /LRM's:

Machine Guns / Flamer

Lasers / SRM’s

Unit ID:

Rifle /LRM's:

Machine Guns / Flamer

Lasers / SRM’s

Unit ID:

Rifle /LRM’s:

Machine Guns / Flamer

Lasers / SRM’s

Unit ID:

Rifle /LRM's:

Machine Guns / Flamer

Lasers / SRM’s

Unit ID:

Rifle /LRM’s:

Machine Guns / Flamer

Lasers / SRM’s

Unit ID:

Rifle /LRM's:

Machine Guns / Flamer

Lasers / SRM's
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BATTLE ARMOUR RECORD FOR/\/I

Unit ID:
Weapon Type:

1 2 3 4 5
I o [} _—

Hb Hb H-b Hb Hb
0.)07 wm 0.)0’ wc» wm

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type._____

1 2 3 4 5
I I — [} _—

b—rh l—\b H-b r—\-b r—\h
wcn wm (A)O’ OOG) wcn

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type._____

1 2 3 4 5
I o I p— | _—

l—\-b Hh H-b Hb Hb
(AJCD 000! (.00" wm wm

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type._____

1 2 3 4 5
I o — [

b—r-b Hb r—hb r—\h |—\J>
wcn 0.)07 OOG’ (,QO’) (,om

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type:

1 2 3 4 5
I o [} _—

Hb I—‘-h H-b |—\J> |—\J>
o.)c:) oom 00@ oom wm

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type._____

1 2 3 4 5
I I — [} _—

Hh l—\b |—\J> |—\4> r—\h
OOCT’ («)0’ 0007 oocn wa

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type._____

1 2 3 4 5
I o I p— | _—

H-b |—\J> H-b HA Hb
wm wm wm wm wm

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type:_____

1 2 3 4 5
I o [

Hh Hb l—‘h r—\h Hh
(.0@ ch 0003 ooc» wc»

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type:

1 2 3 4 5
I o [} _—

Hb I—‘-h H-b |—\J> |—\J>
0.)07 oom oocb ooCD ooCD

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type:

1 2 3 4 5
I I — [} _—

Hh l—\b Hb r—\h r—\h
OOCT’ w@ 00@ ooc» wa

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type._____

1 2 3 4 5
I o I p— | _—

H-b Hh H-b HA Hb
(AJO') 0007 wm wm wm

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type._____

1 2 3 4 5
I o — [

Hh Hb }—‘h r—\h Hh
(.QCT’ 0.)0" 0003 0003 0003

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type:

1 2 3 4 5
o e |

|—‘J> Hb |—~J> |—»-l> |—»-l>
WO OB WD MO Lo

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type:

1 2 3 4 5
I o [ _—

Hh l—\b Hh Hh Hh
WO OB WO e Lo

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type:

1 2 3 4 5
I o I p— | _—

H-h |—‘J> l—\-b |—\J> |—\J>
WO OO Wd Lo Lo

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type:

1 2 3 4 5
I o — [ —

HA |—‘J> Hh Hh Hh
WO OO Wd hd Lo

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type:

1 2 3 4 5
o o o

l—\-b Hh H-b Hb Hb
(AJO'> 000’ (.00" wm wm

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type:

1 2 3 4 5
I i [ o i  —

l—\b l—\-b H-b H-b Hh
(A)CD w@ (A)Cﬁ (,003 (,om

O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type:

1 2 3 4 5
[
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O Missile Salvo 1
O Missile Salvo 2

Unit ID:
Weapon Type:
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o o
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O Missile Salvo 1
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