BATTLETECH

BATTLEMECH RECORD SHEET

'MECH DATA
Type: Rifleman IIC 2

Movement Points: Tonnage: 65
Walking: 4 Tech Base: Clan
Running: 6 Rules Level: Standard
Jumping: 3 Role: Sniper

Weapons & Equipment Inventory (hexes)

WARRIOR DATA

Name:

Gunnery Skill:

Piloting Skill:

HitsTaken| 1 | 2 | 3[4 ]| 5

6

Consciousness#| 3 | 5| 7 [10[11

Armor Factor - 208

ARMOR DIAGRAM
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