‘Mech Dala

Mist Lynx (Koshi) Prime  Tonnage: 25

R BATTLEMECH RECORD SHEET Movement Paints: ~ Technology Base:

Running: 11 Biped OmniMech
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Type Location Heat  Damage  Min. Short Med. Long
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7
Left Torso

7

Torso To
OOO
o 00 o} LRM 10 Ammo: 12
000000 Streak SRM 4 Ammo: 25
Center Machine Guns Ammo: 100
Left Arm Torso § 2 Total Heat Sinks: 10 Double [20]
4 = 9 2 ?; 7 Doubles in engine ~ //e€apon heat:7
3§ of Center \g ) 3 0000000000
4 &) Torso 4
0

LRM Status [ standard [J Hot-Loaded
Auto Eiect [ operational [ Disabled

Endo Steel

?amafge 1.5t/43 pts
et Right o Warrior Dala
5 Leg leg 5 Diagram Internal Structure Diagram
Name:
iki 1 Gunnery Skill: _________ Piloting Skill:
Left Arm Crilical Hil Table T
1. Shoulder 1. Shoulder i 5 7 | 10
2. Upper Arm Actuator 2. Upper Arm Actuator Cansclousness:#
3. Lower Arm Actuator H d 3. Lower Arm Actuator
1'3 4. Hand Actuator ea 1-3 4. Hand Actuator Name:
5. LRM 10 1. Life Support 5. Streak SRM 4 Gunnery Skill: ________ Piloting Skill:
6. LRM 10 Ammo(12) o Senstrs 6. Streak SRM 4 Ammo(25) - =13
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1-j:4. Double Heat Sink 6. Gyro 1-§4. Double Heat Sink 9 ] 4 a4 1
: mmo Explosion, avoid on 4+ | | 44 | System Failure, avoid on 10+
5. Double Heat Sink 5. Jump Jet 18 | Shutdown, avoid on 6+ 43 | -8 Movement Points
6. Double Heat Sink & Erf;‘l’ne 6. Jump Jet £ e 7 P
1. Jump Jet a-s 3. Engine 1. Jump Jet 16 41 | +6Modifierto Fire
2. Jump Jet 4. Engine 2. Endo Steel 12 -sahl\.'lsvcmenl PgmlsJ gg :mm; Explosion, avoid on 12
_Ei utdown, avoid on 4+ ilot Damage, avoid on 10+
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