BATTLETECH

BATTLEMECH RECORD SHEET

'MECH DATA

Type: Phoenix Hawk [Custom) PXH-1-MLD

WARRIOR DATA

Name: Alexsandr 'Green Spectre' Nevsky

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

Gunnery Skill: _5 Piloting Skill:

4

6

51711011

Dead

Weapons & Equipment Inventory (hexes)

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser RA 8 8 — 5 10 15
1 Medium Laser RA 3 5 - 3 6 9
1 Medium Laser LA 3 5 — 3 6 9

\ BV: 1.080 @ )

Movement Points: Tonnage: 45
Walking: 6 Tech Base: Inner Sphere
Running: 9 Rules Level: Introductory Consciousness#
Jumping: B Role: Skirmisher
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