B-TTLETECH

WHEELED VEHICLE RECORD SHEET

( VEHICLE DATA .

Type: Skulker Wheeled Scout Tank {Standard)

Movement Points: Tonnage: 20

Cruising: 7 Tech Base: Inner Sphere
Flanking: 11 Rules Level: Standard
Movement Type: Wheeled Role: Scout

Engine Type: ICE

Weapons & Equipment Inventory [hexes)

Qty Type Loc Dmg Min Sht Med Lng
1 Medium Laser FR 5 [DE] — 3 6 8

Bv: 314 A

\

CREW DATA

Crew: Amalia Vanali

Gunnery Skill: 4 Driving Skill: 5

Commander Hit Driver Hit

Modifier to all skill rolls Madifier to Driving skill rolls

\ /

( CRITICAL DAMAGE H

Engine Hit D
Sensor Hits @

Motive System Hits
Stabilizers
O rge O
Rear D
\ /

D Left
{ NOTES ) \

Front

B.TTLETECH

TRACKED VEHICLE RECORD SHEET

( VEHICLE DATA \

Type: Rhino Fire Support Tank {Standard)

Movement Points: Tonnage: 80

Cruising: 3 Tech Base: Inner Sphere
Flanking: 5 Rules Level: Standard
Movement Type: Tracked Role: Missile Boat
Engine Type: Fusion

Weapons & Equipment Inventory [hexes)

CREW DATA

Crew: Isabella-Maria Klimkoski

Gunnery Skill: 4 Driving Skill: 5

Commander Hit Driver Hit

Modifier to all skill rolls Maodifier to Driving skill rolls

\ /

( CRITICAL DAMAGE \ﬁ

D Engine Hit D

Turret Locked

Sensor Hits

Motive System Hits
Stabilizers

ot (et (O mige O

Rear D Turret
\

(notes ) \

Qty Type Loc Dmg Min Sht Med Lng
1 LRM 10 FR 1/Msl 6 7 14 21
[M.CS]
2 LRM20 TU 1/Msl 6 7 14 21
[M.CS]
2 Medium Laser TU 5 [DE] - 3 6 9
Ammo: (LRM 10) 12, (LRM 20) 18
BV: 1,463 )
\ "
\ /

\ /

Left Side Armor (18]

Left Side Armor [ 54 ]

ARMOR DIAGRAM

Front Armor
(18]

(O ONONONORORC)
OO0O000O0
(ONONONONG;

Rear Armar v

(18) CAT

ARMOR DIAGRAM

Front Armor
(64]

0000000000000
000000000000
O000000O0O00O
000\ OOO0O000O00 /o000

Rear Armor
(40]
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™ ARMOR DIAGRAM
Front Armor
[20])

HOVER VEHICLE RECORD SHEET

{ VEHICLE DATA Jg CREW DATA COO0O000

00000
00000

Type: Kanga Medium Hovertank [Standar‘d] Crew: Xacatur Chakhalian
Movement Points: Tonnage: 50 . . .
G skill: 4 Di Skill: 5
Cruising: 8 Tech Base: Inner Sphere Hnnery Sid riving S
Flanking: 12 Jumping: 6  Rules Level: Experimental
Movement Type: Hover Role: Striker Commander Hit Driver Hit -
Engine Type: ICE Modifier to all skill rolls Modifier to Driving skl rolls — s
- \ /Y Ey
Weapons & Equipment Inventory [hexes) N ED'
Qty Type Loc Dmg Min Sht Med Lng /4 5 a
& sump det S R CRITICAL DAMAGE JummmN g °
1 Machine Gun FR 2 [DB,AI] - 1 2 3 D < S
Engine Hit 3
1 LRM10 FR 1/Msl 6 7 14 21 ) 2
MCS) Sensor Hits 3 =
1 AC/S FR 5[BS] 3 6 12 18 Motive System Hits e =
1 SRM4 FR 2/Msl - 3 6 8 a o
[l\;l’.‘,;] Front D Left C] Right C] - -
o Rear
\ O /
NOTES \ O00O0O0
(ONOCHRONONONONONONONONONS

Ammo: (AC/5] 20, (LRM 10) 12, (Machine Gun) 100, (SRM 4) 25

Rear Armor
\ BV: 752 \ {7 ) \ / (12]) Elm,s.[

™ ARMOR DIAGRAM
Reactive Front Armor
(25)
[OXCRORONCRONCNORONG)

TRACKED VEHICLE RECORD SHEET 00000000

/4 \
VEHICLE DATA CREW DATA
Type: Vedette Medium Tank V-G7X Grew: Dermott Wang
Movement Points: Tonnage: 50 . . . O0000000
G skill: 4 D Skill: 5
Cruising: 5 Tech Base: Inner Sphere Hnnery S riving S 00000000
Flanking: 8(10] Rules Level: Experimental
Movement Type: Tracked Role: Skirmisher Commander Hit Driver Hit
Engine Type: XL Modifier to all skil rolls Mardifier to Driving skill ralls
- \ / e
Weapons & Equipment Inventory [hexes) I a
=
Qty Type Loc Dmg Min Sht Med Lng /s \ ﬁ o
w
1 Supercharger BD [E] - - - = CRITICAL DAMAGE ‘5 &
ar - o
1 Targeting Computer  BD ] Turret Locked @ Engine Hit D E >
(18] Sensor Hits ] < 3
2 MagShot R 2[bBX] -2 68 Motive System Hits n < e
1 Light AC/S U 5[DB.S] — 5 10 15 s Stabilizers a =
1 Bombast L > FT 12 [DEV — 5 10 15 2 n
ombast Hasel [DEV] Froe (et (O mge (O 5 w
\Rear D F Turret D R Turret D/ -

(O ORCRONORCHNONORORORO)
Q00000000000

Ammo: (LAC/5) 20, (Magshot) 50 L
Rear Armor

\ BV: 1223 . @ ) (=2) Cmﬂmbs.[
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B-TTLETECH

MEDIUM WHEELED SUPPORT VEHICLE RECORD SHEET

( VEHICLE DATA .

Type: J-37 Ordnance Transport {Standard)

Movement Points: Tonnage: 50

Cruising: 5 Tech Base: Inner Sphere
Flanking: 8 Rules Level: Standard
Movement Type: Wheeled Role:

Engine Type: Fusion

Weapons & Equipment Inventory [hexes)

Qty Type Loc Dmg Min Sht Med Lng
1 Advanced Fire Control BD [E] - - - -
1 ERSmall Laser TU 3 [DE] - 2 4 5

Features Armored Chassis, Off-Road Chassis Mods, Cargo (17
tons), Infantry Bay {1 ton)

\ BV: 315 @

/
4

CREW DATA

Crew: Chante Garcia
Gunnery Skill: 5 Driving Skill: 5

Commander Hit Driver Hit

Modifier to all skill rolls Madifier to Driving skill rolls

\ /

( CRITICAL DAMAGE H

D Engine Hit C]

HMEEE
Motive System Hits
Stahilizers

D Left C] Right C]

Turret

\Rear D /
{ NOTES ) \

Turret Locked
Sensor Hits

Front

TRACKED VEHICLE RECORD SHEET

\
( VEHICLE DATA
Type: Mars Assault Vehicle (XL)

Movement Points: Tonnage: 100

Cruising: 3 Tech Base: Clan
Flanking: 5 Rules Level: Standard
Movement Type: Tracked Role: Missile Boat
Engine Type: XL {Clan]

Weapons & Equipment Inventory [hexes)

Qty Type Loc Dmg Min Sht Med Lng
1 ECM Suite BD [E] - - - =
3 LRM15 FR 1/Msl - 7 14 21

w/ Artemis IV [M,C.5]
1 LB10XAC FR 10 - B 12 18
[DB,C/F/S]
1 Streak SRM B RS 2/Msl[MC] — 4 8 12
1 Streak SRM 8 LS 2/Msl[MC] — 4 8 12
1 ER Large Laser TU 10 [DE] — 8 15 25
1 Gauss Rifle TU 15 [DB.X] 2 7 15 22

Ammo: (Gauss) 18, (LB-10X] 20, (LRM 15) 24, [Streak SRM 6) 30

\

CREW DATA

Crew: Elias Helfkin
Gunnery Skill: 5 Driving Skill: 6

Commander Hit Driver Hit

Modifier to all skill rolls Maodifier to Driving skill rolls

\ /

( CRITICAL DAMAGE \ﬁ

D Engine Hit D

MEEE
Motive System Hits
Stabilizers

Owe O rge O
D Turret D /

Turret Locked
Sensor Hits

Front

\Rear
{ NOTES ) \

BV: 2,167 3

\ /

Left Side Armor (25}

Left Side Armor [42])

ARMOR DIAGRAM

Front Armor
[25])

Jowy epig aybiy

(ge)

OO0 OO0

OO0O0O0OO0OO0OOO0O0OO0

Rear Armaor v

(1) CH-[EIN.S.[

ARMOR DIAGRAM

Front Armor
(48]

000000000
0000000000
00000000
00000000

00000
00000 00000

(ole]elele]el0]e)
(o]e]e]e]e]e]e]e)
OOOO0O0O0O
0000000000
0000000000

(2t ) Joway 8pig aybiy

0000000000

OOO00OOOOOOOOOOOO
OOO00OO0OOOOOOOO00O

Rear Armor
(34]
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™ ARMOR DIAGRAM
Front
Front Armor Turret Armor
(136) (64)

SUPERHEAVY TRACKED VEHICLE RECORD SHEET

- 00000000000000000000
< 0O000000000TVO0000000
/4 \_ o Ry T
VEHICLE DATA CREW DATA < 0000668000008 3
- OOO00O0OOOOOOOOOO 3
Type: GU”tOppr OmniMonitor [Prlme] Crew: Adriene Petitjean g )
H . . o «Q
Movement Points: Tonnage: 190 Gunnery Skill: 4 Driving Skill: 5 < Ey
Cruising: 2 Tech Base: Inner Sphere Q o
. ) ° @0
Flanking: 3 Rules Level: Experimental n >
Movement Type: Tracked Role: Sniper Commander Hit Driver Hit = >
Engine Type: XL Modifier to all skl rolls Modifier to Driving skill rolls ] g
- \ / B g
Weapons & Equipment Inventory [hexes) E .
Qty Type Loc Dmg Min Sht Med Lng /, \ 8
1 ECM Suite (Guardian) BD [E] - - = = CRITICAL DAMAGE £
1 Long Tom Cannon TU 20[DB,AE] 4 6 13 20 Turret Locked @ Engine Hit C]
2 Anti-Missile System  TU [PD] - - = = Sensor Hits " 5000060000
2 Gauss Rifle FT 15[DBX] 2 7 15 22 Motive Syeter His 000000000
Stabilizers CO00000000

Front D Left C] Right C]
\Rear D F Turret D R Turret D/

g NoTES 3 \

Rear Left Side Armor [ 80 )

(06 ) Joway epis 3ybiy Jeay

e]@)
000000000000 000000
Ammo: (AMS) 24, (Gauss) 32, (Long Tom Cannon) 15 0000000000000

Rear Armor

\ BV: 3,151 \ @ ) \. / $3f:et Armor {66 (s0) E!,..ig[

™ ARMOR DIAGRAM
BAR: 8
Front Armor
{30)

LARGE TRACKED SUPPORT VEHICLE RECORD SHEET
/ \ - 0000000000
= 0000000000 ul
VEHICLE DATA ( CREW DATA Yo NS 060060000 /429 13
3
Type: 'Oppie' (HMRV Salvage Bed Trailer] (Standard] | crew: Jack vagenes 'g B
Movement Points: Tonnage: 150 - . - & =
Cruising: O Tech Base: Inner Sphere Gunnery Skill: 5 Driving Skill: 5 g :n'
Flanking: 0O Rules Level: Standard ] §
Movement Type: Tracked Role: Commander Hit Driver Hit = b=
Engine Type: None Modifier to all skill rolls Maodifier to Driving skill ralls 3 3
- \ / B g
Weapons & Equipment Inventory [hexes) E >
Qty Type Loc Dmg Min Sht Med Lng /s g
1 Searchlight FR ] - - - = CRITICAL DAMAGE \ =
1 Lift Hoist/Arresting FRRS [E] - - = = Engine Hit D g
Hoist Sensor Hits N E
1 Searchlight FRRS [E] - - = = Motive System Hits ‘:‘ o
1 Searchlight FRLS  [E] - - - - v Stabilizers S 3
1 LiftH Ar FRLS E - - - =
H'mstht/ resting (€l ot e (O rige O < S
O
1 Backhoe RR 6 - — — — | (e J 2 o
2 Searchlight RR [E] - - - = £ ;
9 >3
-
( NOTES ) N\ 3 2
[ =
o —
i
(=]

00000000000 OOOOO000

Features Trailer Chassis Mod, Cargo (100 tons) 000000000000 OOOOO00

Rear Armor v
\ BV: 148 @ \. / (st Cﬂ.[ﬂaml'eqag[
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B-TTLETECH -

LARGE WHEELED SUPPORT VEHICLE RECORD SHEET

( VEHICLE DATA .

Type: Dromedary Water Transport (Standard)

Movement Points: Tonnage: 150

Cruising: 2 Tech Base: Inner Sphere
Flanking: 3 Rules Level: Standard
Movement Type: Wheeled Role:

Engine Type: ICE

Weapons & Equipment Inventory [hexes)

Qty Type Loc Dmg Min Sht Med Lng
1 Machine Gun TU 2 [DB,AI] - 1 2 3

Ammo: (Machine Gun) 100
Features Dune Buggy Chassis Mod, Cargo (4 tons), Liguid Cargo
(45.5 tons)

\. BV: 180 \ {7

CREW DATA

Crew: Matt Cristea

Gunnery Skill: 5 Driving Skill: 5

Commander Hit Driver Hit
Modifier to all skil rolls Madifier to Driving skill rolls

( CRITICAL DAMAGE H

D Engine Hit C]
@

Turret Locked

Sensor Hits
Motive System Hits
Stabilizers
Front D Left C] Right C]
Rear D Turret
\ /

g NoTES 3 \

B-TTLETECH

VTOL RECORD SHEET

( VEHICLE DATA \

Type: Warrior Attack Helicopter H-7

Movement Points: Tonnage: 21

Cruising: 9 Tech Base: Inner Sphere
Flanking: 14 Rules Level: Introductory
Movement Type: VTOL Role: Scout
Engine Type: ICE

Weapons & Equipment Inventory [hexes)

Qty Type Loc Dmg Min Sht Med Lng

1 SRM 4 FR 2/Msl - 3 B 9
[M.CS]

1 AC/2 FR 2[DB.S8] 4 8 16 24

Ammo: [AG/2] 45, (SRM 4) 25

CREW DATA

Crew: Stine Heynemann

Gunnery Skill: 4 Driving Skill: 5

Co-Pilot Hit Pilot Hit
Modifizr to all skill rolls Modifier to Driving skill rolls

( CRITICAL DAMAGE \ﬁ

Engine Hit D

Flight Stabilizer*

BV: 295
\

Sensor Hits @
Stabilizers

ot e (O rige O

R

O )

Front Left Side Armor (15}

Rear Left Side Armor (15 )

ARMOR DIAGRAM

Front Armor
{15)

Turret Armor {10

O000O0O0
O000000

O00000
[e]e]e]e]e]e]

Rear Armor
{15)

ARMOR DIAGRAM

Front Armor

(g1 } yoway apis ybiy auodd

(g1 ) yoway apig ybiy Jeay

YT

{6)
O O O
O O O
O ©)
e} o e} Rotor
Armor
©loo| © (2)
=] D (5]
019100
o ol©19]o -
— O|0 @
< F
2 %)
: g
% O >
E
g 00 g
2 =S
ko —_
- (3]
(e]e] e
(e]e]
O
O

Rear Armor

{8)

CATAST
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T T I c ™ ARMOR DIAGRAM
B H E H .
Turret 000

Armor
VTOL RECORD SHEET (8) ©0000
/4 \_ 000
VEHICLE DATA CREW DATA Frm(n:2 ADr]mor
Type: Cavalry Attack Helicopter {Infiltrator) Crew: Joe Sinclair 00000
Movement Points: Tonnage: 25 . . . O0O0OO00O0
Gi skill: 4 Di Skill: 5
Cruising: 10 Tech Base: Inner Sphere Hnnery Sid riving Sk 00000
Flanking:15(20) Rules Level: Experimental OO0O0O0
Movement Type: VTOL Role: Scout Co-Pilot Hit Pilot Hit O O
Engine Type: Fusion delhortua” skill rolls Modifier to Driving skl rolls y 00O o 000 E:;‘;’;
Weapons & Equipment Inventory {hexes) OO0 (00| ©O {2)
Qty Type Loc Dmg Min Sht Med Lng [ \ 5 o= S
1 ECM Suite (Guardian) BD [E] - - = = CRITICAL DAMAGE | | T\ | |
1 VTOL Jet Booster RR [E] - - - = \ 3 _
2 MagShot U 2 [DBX] - 3 8 9 ;E:SEZ:EZEF engine Hie (] " 00 |lolo|oo -
Z 00 00 5
Sensor Hits @ o 010 =)
Stabilizers g OO0lo|lo|©CO ;
Front D Left C] Right C] & &
g O O /) 3 o z
£ (o) @) S
a —_—
-
00 n
o]e}
< o]e}
@]
Ammo: (Magshot] 50 le)
Features Infantry Bay (4 tons) O

e ® .

ame P labs’
\ (10) .

™ ARMOR DIAGRAM
BAR: 10
Front Armor
{18)

LARGE SUPPORT VTOL RECORD SHEET

(o)e)]
/4 \N 00000
VEHICLE DATA CREW DATA O 8 8 8 O
Type: Peacekeeper SWAT Carrier (Standard) Crew: Kenny Seeto O\ 000 /O
Movement Points: Tonnage: 50 . . . [0Xe) [0X0) Rotor
Cruising: 7 Tech Base: Inner Sphere Gunnery Skill: 4 Driving Siill: 5 00| 00|00 Armor
Flanking: 11 Rules Level: Standard 0000000 (2)
Movement Type: VTOL Role: Co-Pilot Hit Pilot Hit
Engine Type: Fusion Modifier to all skil rolls Misdifier to Driving skill rolls | O | o O O_\O (0] | O |
\ /
Weapons & Equipment Inventory [hexes) oolololoo
Qty Type Loc Dmg Min Sht Med Lng /s \ 00| 0|0 |00
1 Advanced Fire Control BD [E] - - - = CRITICAL DAMAGE ™ 010|0]|0 -
_ = o0 =3
2 Mechine Gun i 2 [DBA] Tes Flight Stabilizer * Engine Ht (J © olo © <
1 SRMB FR 2/Msl - 3 6 8 5 G
(MCS] Sensor Hits @ £ E
G " <
1 Searchlight RS [E] - - Stabhilizers <ﬂ§ o) ;
1 Searchlight LS [E] - - - = Front D Left D Right D o 00O 3
7] 0O 3
Rear D 2 8
“Move ot Cruising speed orily V4 a —_
00 ©
(e]e] =
(e]e}
@]
Ammo: (Machine Gun) 100, (SRM 8) 15 S
Features Armored Chassis Chassis Mod, Cargo (2 tons), Infantry U
Bay (4 tons) Y / R
€ , YA > Rear Armor Wi
BV: 360 S 8 CH'[H S'[
\ (Y . )
/ game P labs
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B-TTLETECH

WIGE VEHICLE RECORD SHEET

( VEHICLE DATA .

Type: Fensalir Combat WIiGE {Standard)

Movement Points: Tonnage: 80

Cruising: 5 Tech Base: Inner Sphere
Flanking: 8 Rules Level: Standard
Movement Type: WIiGE Role: Skirmisher

Engine Type: XL

Weapons & Equipment Inventory [hexes)

Qty Type Loc Dmg Min Sht Med Lng
2 ER Medium Laser FR 5 [DE] — 4 8 12
2 MML7 FR [M.CS]

LRM 1/Msl 6 7 14 21

SRM 2/Msl - 3 B 9

1 Heavy Gauss Rifle FR 25/20/10 4 6 13 20
[DBX]

Ammo: (Heavy Gauss) 12, [MML 7/LRM]) 17, [MML 7 /SRM) 14
Features Infantry Bay (4 tons)

CREW DATA

Crew: Maggie Potier

Gunnery Skill: 4 Driving Skill: 5

Commander Hit Driver Hit
Modifier to all skil rolls Madifier to Driving skill rolls

( CRITICAL DAMAGE H

Engine Hit D

\. BV: 1687

C 3
NI -

B-TTLETECH

Sensor Hits
Motive System Hits
Stabilizers
Front D Left C] Right C]
Rear D
\ /

WIGE VEHICLE RECORD SHEET

( VEHICLE DATA \

Type: Nisos Attack WIGE (Standard)

Movement Points: Tonnage: 35

Cruising: 9 Tech Base: Inner Sphere
Flanking: 14 Rules Level: Standard
Movement Type: WiGE Role: Striker

Engine Type: XL

Weapons & Equipment Inventory [hexes)

Qty Type Loc Dmg Min Sht Med Lng
1 Plasma Rifle TU 10 [DEH] — 5 10 15
1 SRM B TU 2/Msl - 3 B 9

[MC.S]

Ammo: (Plasma Rifle) 20, (SRM B) 15

CREW DATA

Crew: Halil Elezi

Gunnery Skill: 4 Driving Skill: 5

Commander Hit Driver Hit
Modifier to all skil rolls Madifier to Driving skill ralls

( CRITICAL DAMAGE \ﬁ

D Engine Hit D
©

Turret Locked

Sensor Hits M

Motive System Hits e
Stabilizers

Froe (et (O mge (O

BV: 1,090
\ )

Rear D Turret
\

ARMOR DIAGRAM

Frant Armor
{60)

00000000
000000000
000000000
OO000O00O0

Left Side Armor (80 )
(09} Jouwuy apig by

Rear Armor
(48]

YT

ARMOR DIAGRAM

Front Armor
(28]

Turret Armor
(25)

- b
& g
5 2
2 o
£ z
g g
w

pes 000000 -
3 O/foococoooo\\° N

0000000

[OXCHORCROROCRORORCNORORO)
0000000000

Rear Armor
{22)

CATAST
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B/TTLETECH

NAVAL VEHICLE RECORD SHEET Front Armor

(55)
( VEHICLE DA \ CREW A J—"
Type: Mauna Kea Command Vessel (Standard) Crew: ShuiFong Hor
Movement Points: Tonnage: 85 . . .
.. 9 Gunnery Skill: 4 Driving Skill: 5
Cruising: 3 Tech Base: Inner Sphere
Flanking: 5 Rules Level: Standard
Movement Type: Naval Role: Missile Boat Commander Hit Driver Hit
Engine Type: ICE Modifier to all skill rolls Maodifier to Driving skill ralls
Weapons & Equipment Inventory [hexes) \ /
Qty Type Loc Dm Min Sht Med Ln
v i 1 / 000000000
1 CommsGear:1t BD [E] - - - - CRITICAL DAMAGE
2 Machine Gun RS 2 [DB,AI] - 1 2 3
2 Machine Gun Ls 2[DBA] - 1 2 3 Turret Locked O engrerr O
1 Machine Gun RR 2 [DBAI] - 1 2 3 Sensor Hits
1 AC/10 TU 10[DBS] — 5 10 15 Motive System Hits O O o 5 O O
1 LRM15 TU 1/Msl 6 7 14 21 Stabilizers O O O O
MCS] Front D Left D Right D O O o O O O
Joor O o O / |oo] & s |oo
O O
O O o o (ON®)
O O |foo o0Y| O O
Ammo: (AC/10) 20, (LRM 15] 18, (Machine Gun) 100 ; O O 00 O [e)e) O O
Features Cargo (8 tons) - 00 | © O | oo ‘EJJ
2] © O [Jooo| © © jooof| O O |z
Elo o |[eeel g g (ol oo |8
\ BV: 872 & z 00|00 |00 3
\ >4 / P O O |] oo ooll O O §
al O O || 99 Ol O O |8
{ NAVAL COMBAT VEHICLE HIT LOCATION YJ{ MOTIVE SYSTEMOMG TABLE Y] eIl Irsivieisicicicll | I
- 000000000 A
ATTACK DIRECTION 2D6 ROLL EFFECT*
2D6 ROLL FRONT REAR SIDES 25  NoEffect OR® Turret Armor O
2* Front {critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifer to all O O \ [ 55 ] / O O
3 Frontt Reart Sidet Driving Skill Rolls
a4 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising O O O O
5 Right Side Left Sidet Frontt MP, +2 modifer to all Driving Skill
B8 Front Rear Side Rolls O O O O
7 Front Rear Side 1011 Heavy damage; only half Cruising
8 Front Rear Side (critical)* MP {round fractions up), +3 O O o o O O
9 Left Sidet Right Sidet Reart modifer to all Driving Skill Rolls O O
10 Turrst Turret Turret 12 Major damage; no movement for O O O O
11 Turret Turret Turret the rest of the game Vehicle is O O O O O O
12* Turret (critical) Turret (critical) Turret {critical) immobile.
_—— - O ©)
* Aresult of 2 or 12 [or an 8 if the attack strikes the side) may infict a critical hit on Attack Direction Madifier: O O
the vehicle. For each result of 2 or 12 (or 8 for side attacks), apply damage normally to Hit from rear +1
the armor in that section. The attacking player then automatically rolls once on the - -
ibwel Cornbat Venicle Crtical His Table bl o (see Conbet p 1 92, Totel Wardore Hit from the sides +2
far more information) Vehicle Type Modifier:
A result of 12 on the Naval Combat Vehicles Hit Location Table may infict critical hit Naval 0
against the turret; if the vehicle has no turret, a 12 indicates the chance of a critical hit .
on the side corresponding to the attack direction Hydrofoil +3 /
T The vehicle may suffer motive m damage even if its armor remains intact. Apply * All movement and Driving Sill Roll penalti ulative. However. O 0O O O
damage normally to the armor i at section, but the attacking player also rolls once each Driving St X can only be - r >
;an’r’:y‘zyr\sl‘)’:\fﬁ’#?:;y]y Damags Table at right (see Combat, p. 192, inTotal Warfare farolore s il ‘Eu","%‘ﬁ[ 00 OO0 O
§ Side hits strike the side as indicatad by the attack direction. For example, if an attack e T AR N iy
hits the right side, all Side results strike the right side armor. If the vehicle has no 6. 1f = q duced to U, -
turret, a turret hit strikes the armor on the side attacked. f the 3 not considera 2 targs tion, A
ve system damage Lakes cffecl al the end of the phase in which
\ / \Lhudmudc),cuuu / K OOOOOOOOO

0]0]0]6]0]0]0]e@,
ololololelelele;

( NAVAL COMBAT VEHICLE CRITICAL HITS TABLE \

LOCATION HIT (©]0]0]0]0]0]0)
2D6 ROLL FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit OOO000O0
6 Driver Hit Cargo/ Infantry Hit  \Weapon Malfunction Stabilizer 00000
7  Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabhilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks Rear Armor
10 Commander Hit ~ Weapon Destroyed Engine Hit Weapon Destroyed (44)
11 Weapon Destroyed Engine Hit Ammunition* * Ammunition* *
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed

\ /
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*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. CH'[HNS'[
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. ARMOR DIAGRAM
Front Armor
{78]

NAVAL VEHICLE RECORD SHEET

( VEHICLE DATA \ CREW DATA

Type: Neptune Submarine (Standard] Crew: Aisha Malik
Movement Points: Tonnage: 100 - . -
Cruising: 3 Tech Base: Inner Sphere Gunnery Skill: 4 Driving Skill: 5
Flanking: 5 Rules Level: Standard 0000000000
Movement Type: Submarine Role: Commander Hit Driver Hit
Engine Type: ICE Muodifier to all skl rolls Modifier to Driving skill rolls
Weapons & Equipment Inventory [hexes) \ / 00 00
Qty Type Loc Dmg Min Sht Med Lng / O O O O
1 LRT20 FR 20 6 7 14 21 CRITICAL DAMAGE ﬁ O O O O
2 SRT6 FR 5] — 3 6 8
1 Large Laser FR 8 [DE) — 5 10 15 Engine Hit O OO OO0
Sensor Hits O O O O
Motive System Hits O O O O

Stabilizers

Front D Left D Right D O O O O

(@] O
(o O ) 00 00
(OF@) o) o) OO
= ©O OXO)
2] OO OO0 |a
sl oo | © ° | oo |
=} (42}
£ o
gl OO © © OO |¢
QO >
= 000 o o 0003
Ammo: (LRT 20] 6, (SRTB) 15 ]
! - = ]
— ==3:l0o0o| o o |00O|3
= — - -
000 O00O|g
\ BV: 963 ‘) O O =z
\ y 000 000
ooo| ° ° |000
{ NAVAL COMBAT VEHICLE HIT LOCATION JJ{_MOTIVE SYSTEM DMG TABLE ) It B N
ATTACK DIRECTION 2D6 ROLL EFFECT* O O O O O O
2D6 ROLL FRONT REAR SIDES 25  NocEffect OO0 OO0
2* Front {critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifer to all
3 Frontt Reart Sidet Driving Skill Rolls O O O O O O
a4 Frontt Reart Sidet 8-9 Maoderate damage; -1 Cruising
5 Right Side Left Sidet Frontt MP, +2 modifer to all Driving Skill O O O O O O
6 Front Rear Side Rolls O O
7 Front Rear Side 1011 Heavy damage; only half Cruising
8 Front Rear Side (critical)* MP {round fractions up), +3 O O
9 Left Sidet Right Sidet Reart modifer to all Driving Skill Rolls
10 Turrst Turret Turret 12 Major damage; no movement for
11 Turret Turret Turret the rest of the game Vehicle is
12* Turret (critical) Turret (critical) Turret {critical) immobile. \
_—— - o O O O
* Aresult of 2 or 12 [or an 8 if the attack strikes the side) may infict a critical hit on Attack Direction Madifier:
the vehicle. For each result of 2 or 12 (or 8 for side attacks), apply damage normally to Hit from rear +1 O O OO OO0
the armor in that section. The attacking player then automatically rolls once on the - -
Naval Cornbat, Vehicle Critical Hits Table below (see Combet, p. 192, inTotal Warfare Hit from the sides +2
far more information) Vehicle Type Modifier:
A result of 12 on the Naval Combat Vehicles Hit Location Table may infict eritical hic Naval 0
against the turret; if the vehicle has no turret, a 12 indicates the chance of a critical hit
on the side corresponding to the attack direction Hydrofoil +3 O]0I0I0I0]0]10]0)
T The vehicle may suffer motive system damage even if its armor remains intact. Apply - - ving S Ml penalties are cumulative, o
damag oy 1 The Brenor. i ol Secior, nut (he disking player 150 1ol once | [| sy e tLapa o g el Bl st s s b 00000000
on the Motive Systern Damage Table at right [see Combat, p. 192, inTotal Warfare vehicle. infioting a +1 modifer, tat is the
for more information) a
§ Side hits strike the side as indicatad by the attack direction. For example, if an attack Lo Dambge O O O O O O O
hits the right side, all Side results strike the right side armor. If the vehicle has no or the rest
turret, a turret hit strikes the armor on the side attacked. i "t‘;'hv : O O O O O O
S 00000

\ / \um damisge sooued
0000

( NAVAL COMBAT VEHICLE CRITICAL HITS TABLE \ —

LOCATION HIT Rear Armor q
2D6 ROLL FRONT SIDE REAR TURRET (38]) game ) labs
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit / \
6 Driver Hit Cargo/ Infantry Hit  \Weapon Malfunction Stabilizer DEPTH TRACK N\
7  Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabhilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks Turn 112[8]4|5|8|7|8|9]|10
10 Commander Hit ~ Weapon Destroyed Engine Hit Weapon Destroyed Depth
11 Weapon Destroyed Engine Hit Ammunition* * Ammunition* *
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off
Turn 11({12(13|14|15(16(17|18|19 |20
*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. Depth
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed

\ /7 '\ /
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B/TTLETECH

NAVAL VEHICLE RECORD SHEET Front Armor

{9)
( VEHICLE DA \ CREW

Type: Sea Skimmer Hydrofail (Standard) Crew: Ann Sulivan O
Movement Points: Tonnage: 25 Gunnery Skil: 4 Driving Skil: 5
Cruising: 12 Tech Base: Inner Sphere y =i S O O O O
Flanking: 18 Rules Level: Introductory
Movement Type: Hydrofoil Role: Scout Commander Hit Driver Hit o O O O
Engine Type: ICE Modifier to all skil rolls Mardifier to Driving skill ralls
Weapons & Equipment Inventory [hexes) \ /
Qty Type Loc Dmg Min Sht Med Lng / o o o
1 Machine Gun RS 2 [DBAI] - 1 2 3 CRITICAL DAMAGE H
1 Machine Gun LS 2 [DB,AI] - 1 2 3
1 Machine Gun RR 2 [DB.AI] - 1 2 3 Turret Locked D Engine Hit D
1 SRM 4 TU 2/Msl — 3 6 8 Sensor Hits
[M.C.5] Motive System Hits
Stabilizers
Front D Left D Right D O @)
Rear D Turret D
\ / O o)

\ / \um damage scourred

Ammo: {Machine Gun) 100, {SRM 4) 25 ~ O O &
— O O S
5 :
. £ O E
\_Bv 25 N o o || © Of o |
\ / ﬁ by
2 O O E
/, /, \ 2| O O s
NAVA MBAT VEHICLE HIT L 10 MOTIVE SYSTEM DMG TABLE e ~
ATTACK DIRECTION 2D6 ROLL EFFECT* O O -
2D6 ROLL FRONT REAR SIDES 25  NoEffect Turret Armor
2* Front {critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifer to all \ [ 5 ] /
3 Frontt Reart Sidet Driving Skill Rolls
a4 Frontt Reart Sidet 8-9 Maoderate damage; -1 Cruising O O
5 Right Side Left Sidet Frontt MP, +2 modifer to all Driving Skill
6 Front Rear Side Rolls
7 Front Rear Side 1011 Heavy damage; only half Cruising
8 Front Rear Side (critical)* MP {round fractions up), +3
9 Left Sidet Right Sidet Reart modifer to all Driving Skill Rolls
10 Turrst Turret Turret 12 Major damage; no movement for O O
11 Turret Turret Turret the rest of the game Vehicle is
12* Turret (critical) Turret (critical) Turret {critical) immobile.
* Aresult of 2 or 12 [or an 8 if the attack strikes the side) may infict a critical hit on Attack Direction Madifier:
the vehicle. For each result of 2 or 12 (or 8 for side attacks), apply damage normally to Hit from rear +1
the armor in that section. The attacking player then automatically rolls once on the - -
Naval Cornbat, Vehicle Critical Hits Table below (see Combet, p. 192, inTotal Warfare Hit from the sides +2
far more information) Vehicle Type Modifier:
A result of 12 on the Naval Combat Vehicles Hit Location Table may infict eritical hic Naval 0
against the turret; if the vehicle has no turret, a 12 indicates the chance of a critical hit .
on the side corresponding to the attack direction Hydrofoil +3 /
T The vehicle may suffer motive system damage even if its armor remains intact. Apply * All movement and Driving Skill Roll penalties are curmulative. However.
damage normally to the armor in that section, but the attacking player also rolls once each Diriving Skill Roll rmorl =an only be | onee. For exarnpla, O O O
on the Motive System Damage Table at right (ses Combat, p. 192, inTatal Warfare i roll of 67 s mads for 3 veniole inficbng & + 1 modier: 1na s Lo
for more information], orly time that particular + bsequent rol o
§ Side hits strike the side as indicated by the attack direction. For example, if an attack i S e
hits the right side, all Side results strike the right side armor. If the vehicle has no
turret, a turret hit strikes the armor on the side attacked. b e Aarg
)slem damage Lakes clfecl al the end of the phase in which i

(_ NAVALCOMBAT VEHICLE CRITICAL HITS TABLE )
NAVAL COMBAT VEHICLE CRITICAL HITS TABLE OO0 0 O

LOCATION HIT

2D6 ROLL FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/ Infantry Hit  Weapon Malfunction Stabilizer
7  Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabhilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks Rear Armor
10 Commander Hit ~ Weapon Destroyed Engine Hit Weapon Destroyed {4)
11 Weapon Destroyed Engine Hit Ammunition* * Ammunition* *
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed

\ /
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*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. CH'[HNS'[

game D labs




B.TTLETECH

MEDIUM NAVAL SUPPORT VEHICLE RECORD SHEET

\
( VEHICLE DATA
Type: White Tip Submarine (Standard)

Movement Points:

Cruising: 3 Tech Base: Inner Sphere
Flanking: 5 Rules Level: Standard
Movement Type: Submarine Role: Ambusher Commander Hit Driver Hit

Engine Type: Fusion

CREW DATA

Crew: Micah Kent

Tonnage: 250 Gunnery Skill: 5 Driving Skill: 5

Modifier to all skill rolls Maodifier to Driving skill rolls

Weapons & Equipment Inventory

Qty Type Loc Dmg Min Sht Med Lng /
1 MASH Core BD [E] - - - - CRITICAL DAMAGE \
Component
1 Field Kitchen BD [E] - - - = Turret Locked D Engine Hit D
1 CommsGear:7t BD [E] - - = = Sensor Hits @
1 Advanced Fire Control BD [E] - - - = Motive System Hits
1 LRT15 FR 15 6 7 14 21 Stabilizers
1 SRT4 FR 4 - 3 8 S Front D Left D Right D
1 LRT15 RR 15 6 7 14 21
Rear D Turret D
1 SRT4 TU 4 - 3 B 9 \ /
1 LRT10 TU 10 6 7 14 21
1 ER Medium Laser TU 5 [DE] - 4 8 12

Ammo: (LRT 10) 24, [LRT 15) 24, (SRT 4] 50

Features Submersible Chassis Mod, Cargo {30 tons), Steerage
Quarters (6 tons), 1st Class Quarters (3 tons), 2nd Class Quarters
(4 tons)

(hexes) \ /

\

BV: 699

C 3
D

\

( NAVAL COMBAT VEHICLE HIT LOCATIO ) (4 MOTIVE SYSTEM DMG TABLE \

2D6 ROLL FRONT REAR SIDES 2.5 No Effect
2* Front {critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifer to all
3 Frontt Reart Sidet Driving Skill Rolls
a4 Frontt Reart Sidet 8-9 Maoderate damage; -1 Cruising
5 Right Side Left Sidet Frontt MP, +2 modifer to all Driving Skill
6 Front Rear Side Rolls
7 Front Rear Side 1011 Heavy damage; only half Cruising
8 Front Rear Side (critical)* MP {round fractions up), +3
9 Left Sidet Right Sidet Reart modifer to all Driving Skill Rolls
10 Turrst Turret Turret 12 Major damage; no movement for
11 Turret Turret Turret the rest of the game Vehicle is
12* Turret (critical) Turret (critical) Turret {critical) immobile.

* Arasult of 2 or 12 (or an 8 if the attack strikes the side] may infict a critical hit on
the vehicle. For each result of 2 or 12 (or 8 for side attacks), apply damage normally to Hit from rear +1
the armor in that section. The attacking player then automatically rolls once on the -

Naval Gornbat, Vehicle Critical Hits Table below [éeﬁ Cambet p 1821 Totel Werfore Hit from the sides +2
far more information)

A result of 12 on the Naval Combat Vehicles Hit Location Table may infict eritical hic Naval 0
against the turret; if the vehicle has no turret, a 12 indicates the chance of a critical hit
on the side corresponding to the attacl
1 The vehicle may suffer motive
damage normally to the armor i
on the Motive System Damage Table at right (ses Combat, p. 192, inTatal Warfare ifa roll of
for more information)

§ Side hits strike the side as indicatad by the attack direction. For example, if an attack
hits the right side, all Side results strike the right side armor. If the vehicle has no
turret, a turret hit strikes the armor on the side attacked.

ATTACK DIRECTION 2D6 ROLL EFFECT*

Attack Direction Modifier:

Vehicle Type Modifier:

ection Hydrofaoil +3

m damage even if its armor remains intact. Apply * All movement and Drivir
at section, but the attacking player also rolls onge anch Driv

I Roll penali
can only be
le, inficlin
orly time that particular +1 can be applie

al his reans the

e not &
e system damage Lakes elfeol

/ \um damage scourred

al the end of the phase in which

Left Side Armar [ 14)

BAR: 8

ARMOR DIAGRAM

Front Armor

O
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O
O

O

OO0 OO0 00000 oO0

OO0OO0O00OO0OO00OOO
OO0O0O0O0

[O)©) O
[ONCHONORONORORC)

Q0
88000000000

Q0
88000000000

~
OO

oo

000
000
[o]e]e)

0000
88 0000
0000
0000

O

QQ
8800000000

CQOO0OOO0OO0 N

Turret Armor

\___ (201

0Q
8800000000

~

00
00
00O
00O
00O

OO0 OO0 0O0O0O0O0oO0

( NAVAL COMBAT VEHICLE CRITICAL HITS TABLE \

2D6 ROLL FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/ Infantry Hit  Weapon Malfunction Stabilizer
7  Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabhilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit ~ Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition* * Ammunition* *
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

LOCATION HIT

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed

\

/

Rear Armor

{17]

(L) Joway apig aybiy

ALY

/4 \

PTH TRACK
Turn 112|3(4|5|6|7|8|9]|10
Depth
Turn 11({12(13|14|15(16(17|18|19 |20
Depth

\

/
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B/TTLETECH

NAVAL VEHICLE RECORD SHEET Front Armor

(48)
/4 \
VEHICLE DATA CREW
Type: Naval Example Dual Turret Crew: Savannah Vakros
Movement Points: Tonnage: 80 . . .
G Skill: 4 D Skill: 5

Cruising: 4 Tech Base: Inner Sphere Hnnery Sk riving S

Flanking: 6 Rules Level: Experimental

Movement Type: Naval Role: Commander Hit Driver Hit

Engine Type: Fusion Modifier to all skil rolls Mardifier to Driving skill ralls
Weapons & Equipment Inventory [hexes) \ /
Qty Type Loc Dmg Min Sht Med Lng

( CRITICAL DAMAGE H

Turret Locked . @ Engine Hit D
@

Sensor Hits

Motive System Hits
Stabilizers

Front D Left D Right D

\Rear D F Turret D R Turret D/

00O
00O
000
00O
\ [00O 00O

o O O O
O O O O

s
e]e) (e]e) e]e) (e]e)
o O O o O
g 551l ©| 5ol ||z
Q
“foloolll ©©loo © ||
L
E 0]@) o 0o 0]@) 0]@) o0 (0]¢] 4]
[=N
\ / g e]e) (e]e) e]e) e]e) ;
/ gl oo 00 00 oo | 3
\ /, \ g 00 00 00 oo || 8
MOTIVE SYSTEM DMG TABLE K] [seleieleieleiclelelele] | [slelelelelelelelelelele] ( fry
ATTACK DIRECTION 2D6 ROLL EFFECT* E
2D6 ROLL FRONT REAR SIDES 2.5 No Effect Front Turret Armor Rear Turret Armor
2* Front {critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifer to all \_ [ 40 ] [ 40 ]
3 Frontt Reart Sidet Driving Skill Rolls
a4 Frontt Reart Sidet 8-9 Maoderate damage; -1 Cruising
5 Right Side Left Sidet Frontt MP, +2 modifer to all Driving Skill
6 Front Rear Side Rolls O O O O O O
7 Front Rear Side 1011 Heavy damage; only half Cruising e} @)
8 Front Rear Side (critical)* MP {round fractions up), +3 O O O O O O
9 Left Sidet Right Sidet Reart modifer to all Driving Skill Rolls O O
10 Turrst Turret Turret 12 Major damage; no movement for O O O O O O
11 Turret Turret Turret the rest of the game Vehicle is O O O O O O O O
12* Turret (critical) Turret (critical) Turret {critical) immobile. O O O O
_—— - O ©)
* Aresult of 2 or 12 [or an 8 if the attack strikes the side) may infict a critical hit on Attack Direction Madifier:
the vehicle. For each result of 2 or 12 (or 8 for side attacks), apply damage normally to Hit from rear +1 O O O O
the armor in that section. The attacking player then automatically rolls once on the Hit f th jog +2
Naval Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTatal Warfare L Trom the sides OO OO0
far more information) Vehicle Type Modifier:
A result of 12 on the Naval Cormbat Vehicles Hit Location Table may infict critical hit Naval +0
against the turret; if the vehicle has no turret, a 12 indicates the chance of a critical hit O S ———— O
on the side corresponding to the attack direction Hydrofoil +3
T The vehicle may suffer motive system damage even if its armor remains intact. Apply * All movement and Driving Roll penaltie mulative. How
damage normally to the armor in that section, but the attacking player also rolls once each Diriving Skill Roll rocl an only & onee. For &
on the Motive System Damage Table at right (ses Combat, p. 192, inTatal Warfare nodifer. that is U 00000000
for more information) ubseguent roj of -
§ Side hits strike the side as indicatad by the attack direction. For example, if an attack | <
hits the right side, all Side results strike the right side armor. If the vehicle has no
turret, a turret hit strikes the armor on the side attacked. b ot ¢ 4
m darmage Lakes eflcel al the end of the phase in which

\ / \um damage scourred

( NAVAL COMBAT VEHICLE CRITICAL HITS TABLE \

LOCATION HIT

0000000000
010]0]0]0]0,010]0)
OO00000O

2D6 ROLL FRONT SIDE REAR TURRET
25 NoCritical Hit No Critical Hit No Critical Hit No Critical Hit 000000
6 Driver Hit Cargo/ Infantry Hit  Weapon Malfunction Stabilizer
7  Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabhilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks Rear Armor
10 Commander Hit ~ Weapon Destroyed Engine Hit Weapon Destroyed {32)
11 Weapon Destroyed Engine Hit Ammunition* * Ammunition* *
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off
*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. V
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed CH-[H Lq S.[
game P labs
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B/TTLETECH

SUPERHEAVY NAVAL VEHICLE RECORD SHEET Front Armor

/ \ (192)
VEHICLE DATA { CREW DATA Jummmmmmma N = 0000
Type: Superheavy Naval Example No Turret Crew: Katarina Tarik 5
Movement Points: Tonnage: 400 Gunnery Skill. 4 Driving Skill. 5 000000000000 00
Cruising: 1 Tech Base: Inner Sphere ' ' OOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOO
Flanking: 2 Rules Level: Advanced
Movement Type: Naval Role: Commander Hit Driver Hit
i . i Mocdifier to all skl rols Madifier to Driving skl ralls
Engine Type: Fusion difiar t all skill rolls difier to Driving skill ralls ) 5
Weapons & Equipment Inventor I \ /
P quip y  [hexes) 00000000000
Qty Type Loc Dmg Min Sht Med Lng / o O0000000O0O0 o
CRITICAL DAMAGE Jpmun Nl REEANPCICISICISIOICICICI e
000 [CHCHONONONONONONORE] 000
0000 0000
Engine Hie (J 0000000 0000000
: Q00000 QO00Q0
Sensor Hits © 0000000 0000000
Motive System Hits — ] Q00000 OO0 O 00 [e]e]elelele]
Stabhilizers 8 OOOOOOOOOOO 000 000 OOOOOOOOO
Front Left Right * fooooooo| © O O O 0O |oocoocooo| I
9 | ocooo0o 000000 | 8
Rear D o [OXeN®) OO0 =
\ / g OOOOOOOOOOO 000 000 OOOOOOOOO s
& OOOOOOOOOOOOO O 00O O 00 OOOOOOOOOOOOO ‘g;
" \ 8 boocooo| ©00 [ 000 [5550000| @
Dlocooco 000 | 000 00 oy
COO00000 OO000000
§loooooo | Q0O 000 55000 | &
2 looooooo| © O O 00O [oooocoo| 2
Q000 OO0 OO0 QO ]
|§ 00000 00000 —
ooococo | ©00 1 000 ooooco | 2
0000 OO OO |O0O0O0O0 000! o
[e]e]e]e]e]e] Q000Q0 | —
. Q0000 QO0C00O
BV: 1,786 e Q00000 Q00000
\ )\ /
\ ~| 000000 000000
2 leooooco
/, \ /4 \ < | 000000 )
NAVAL COMBAT VEHICLE HIT LOCATION MOTIVE SYSTEM DMG TABLE —[929200 5 5 o 000 z
E
ATTACK DIRECTION 206 ROLL EFFECT* E 0000000l O O O OO0 )
2D6 ROLL FRONT REAR SIDES 25 No Effect [e]e] Q
2* Front {critical) Rear (critical) Side (critical) B6-7 Minor damage; +1 modifer to all & [CO00000 S . =
3 Frontt Reart Sidet Driving Skill Rolls % Qoo 00O 000 2}
a4 Frontt Reart Sidet 8-9 Maoderate damage; -1 Cruising 0n OOOOOOOOOOOOO OO0 O 00 %
5 Right Side Left Sidet Frontt MP, +2 modifer to all Driving Skill £ lboooooo O 00O O 00 E
] Front Rear Side Rolls Bl ooocoo 000 000 3
7 Front Rear Side 1011 Heavy damage; only half Cruising [5 olelelelele]e) 9’
8 Front Rear Side (critical)* MP {round fractions up), +3 % le]e] 000 000
9 Left Sidet Right Sidet Reart modifer to all Driving Skill Rolls 2} ‘elelelele]e]le] OO0 O 00 :
10 Turrst Turret Turret 12 Major damage; no movement for ejejelelele] OO0 OO0 o0
11 Turret Turret Turret the rest of the game Vehicle is Q0000 000 000 o
12* Turret (critical) Turret (critical) Turret {critical) immobile. 000 000 =
* A rasult of 2 ar 12 [or an 8 if the a K strikes the sid ay infict a I+ Attack Direction Modifier:
e veniele. Far ach oo of 2 or 12 (or B for e Smacke), apy dormagonermoty o | | i from rear 1 0000 (0000
N Gt Venice Cri it Table ot v (oee Canntt 188, ot wertore oo [ [ Vi from the sides +2
far more information) Vehicle Type Modifier:
A result of 12 on the Naval Combat Vehicles Hit Location Table may infict critical hit Naval +0
against the turret; if the vehicle has no turrst, a 12 indicates the chance of a critical hit Hydrofol 3
on the side corresponding to the attack direction 0000000000
Th hicl ay suff X dama X fits a ans - Apply movenent and Drivir oll penalti
Jomacie oy o the Hrnor. 1ot Secton, Bt the acking player tso rals once | | sasrbiementerd S el rel e 000000000
on the Motive System Damags Table at right (see Gombat, p. 192, inTotal Warfare 2ol ot/ s made for g venele e le]o)o)elololo)o)o)e)
for more informatio orly time that particular +1 can be applie
§’S’Tde’i‘\zs ’5’;;;‘&2’::]}79 side as indicated by the attack direction. For example, if an attack has no a 00000000000
hits the right side, all Side results strike the right side armor. If the vehicle has no
turret, a turret hit strikes the armor on the side attacked. o OOOOOOOOOOOOOOOOOOOOOO
\ N\ 000000000000000
0000000000000
/i \ OOO0O0O0O0OO000O
NAVAL COMBAT VEHICLE CRITICAL HITS TABLE 000000000000
| NAVAL COMBAT VEHICLE CRITICALHITS TABLE | SIS
LOCATION HIT OO00O000000
2D6ROLL  FRONT SIDE REAR TURRET 000000000
2.5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit 88888888
6 Driver Hit Cargo/ Infantry Hit  \Weapon Malfunction Stabilizer 00000000
7  Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabhilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks Rear Armor
10 Commander Hit ~ Weapon Destroyed Engine Hit Weapon Destroyed (128)
11 Weapon Destroyed Engine Hit Ammunition* * Ammunition* *
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off
*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. V
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed
game P labs
\ /
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B/TTLETECH

SUPERHEAVY NAVAL VEHICLE RECORD SHEET Front Armor

(166)
/4 \
VEHICLE DATA CREW DATA 500000
. Q0000000
Type: Superheavy Naval Example Single Turret Grew: Viggo Hirsch
Movement Points: Tonnage: 400 . . .
G Skill: 4 D Skill: 5
Cruising: 1 Tech Base: Inner Sphere Hnnery Sk riving S
Flanking: 2 Rules Level: Advanced
Movement Type: Naval Role: Commander Hit Driver Hit
Engine Type: Fusion Modifier to all skil rolls Modifier to Driving skill ralls
i \ /
Weapons & Equipment Inventory ‘ [hexes) 00000000000
Qty Type Loc Dmg Min Sht Med Lng / o O0000000O0O0 o
OO0O0O0OO0OO0O0O
CRITICAL DAMAGE 00 00
{ cRiTICAL DAMAGE J NI NSy o e oI
Turret Locked D Engine Hit O%%%OO 008880
Sensor Hits 00000 [ QOO | 00O | 00000
. . 000000l OO0 O OO0 [0OOOOO
Motive System Hits ~| coooo 000 000 00000
Stabilizers N [PO0000[ oo 0o 000 [000000
«
Front D Left D Right D : OOOOOOOOOOO 00O |OOOO OOOOOOOOOOO ‘_31‘1
Rear D Turret D 5] 00000 0000 0000 | 00000 | 3
\L /  £[CO0000 OO0OO0O0 | OOOO |[0OOOO0O|
5 Q0000 | OOOO | OOOO | OCOOOO <§_
,_\ ° olelelelele] ooooloooo OO0000| =
TE 210000010000 |oooo [S55595] &
S N\ @ 000000 000000| &
£]00000 | ©000 | 0000 | 00000 | 3
L 000000 000000 -3:
o [e]e) 00000
< lbooooo goo 0000 | 000 Y [cooooo] &
i 00 1898 | 0000 999 ||' 00000 | —~
w [elele} QOO
000000|lags | 990 | 535 | loooooo] =
00000 [[600 [Q000 1566 || 00000 | 8
000000| |2000 | 9000 | 6000| |loo0000| =
- 00000 |93899 [RROQQ| 99001 | 00000
\ BV: 1822 A 000000| 5333 % 2935| [oooo00
U / 0000 |SXRES| 0000
\ / ~[ooooo0o 19393 9990 T 000000
5| cocoo
/4 \Y7 \ 2000000 || Too00000005050 z
<
NAVAL COMBAT VEHICLE HIT LOCATION MOTIVE SYSTEM DMG TABLE —| 00000 | |C0CC0CC0C000000 8
< loooooo 0OO000000O00000 S
ATTACK DIRECTION 2D5 ROLL EFFECT* s | coooo bs]
2D6 ROLL FRONT REAR SIDES 25 No Effect § 000000 Tur{ffltsﬁ";m" a
2* Front {critical) Rear (critical) Side (critical) B6-7 Minor damage; +1 modifer to all < o
3 Frontt Reart Sidet Driving Skill Ralls B |000000 ;_J o
4 Frontt Reart Sidet 89 Maderate damage; -1 Cruising o | 00000 000 000 %
5 Right Sidet Left Side t Frontt MP, +2 modifer to all Driving Skill £ 000000 >
] Front Rear Side Rolls 9 00000 00O 000 g
7 Front Rear Side 1011 Heavy damage; only half Cruising o Q00000 00O 00O =]
4 ; itical* . @ | OCO00O 3
8 Front Rear Side (critical) MP {round fractions up), +3 2 | 500000 [OXeXe] OO0
9 Left Sidet Right Sidet Reart modifer to all Driving Skill Rolls o OO0 |1 0000 :
10 Turrst Turret Turret 12 Major damage; no movement for O000 O000 w
11 Turret Turret Turret the rest of the game Vehicle is 0000 0000 ~N
12* Turret (critical) Turret (critical) Turret {critical) immobile. 0000 0000 =
* A result of 2 or 12 (or an 8 if the attack strikes the side) may infict a critical hit on Attack Direction Modifier: O0OO0OO0 | O0OO0OOO
the vehicle. For each result of 2 or 12 (or 8 for side attacks), apply damage normally to Hit from rear +1 ooooloooo
N Gt Venice Cri it Table ot v (oee Canntt 188, ot wertore oo [ [ Vi from the sides +2 0000 (0000
far more information) Vehicle Type Modifier:
A result of 12 on the Naval Combat Vehicles Hit Location Table may infict critical hit Naval +0
against Juhsutrumr;szn‘g\:giﬁyhﬁ;:hksd no turret, a 12 indicates the chance of a critical hit Hydrofol 3
A e el iy e ot o doge v s s o oy W ot g o e s T Lok
on the Motive System Damage Table at right (ses Combat, p. 192, inTatal Warfare farallort /e made for 2 O0O0O0O0OOO0OO
for more information only time that
§ Side hits str‘\ie t]he side as indicatad by the attack direction. For example, if an attack i SRR N ! 00000000000
hits the right side, all Side results strike the right side armor. If the vehicle has no : reduced to U, it s st
turret, a turret hit strikes the armor on the side attacked. m‘df;‘iyc Jjw”; s ks o oo IS L n o - 2 0000000000000
\ / O\~ / 0000000000000
OO000OO0OOO00O
/s \ OO0O000OO00O000
NAVAL COMBAT VEHICLE CRITICAL HITS TABLE 00000000000
LOCATION HIT OOOOOOOOOOOOOOOOOOOOO
2D6 ROLL FRONT SIDE REAR TURRET 00000000
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit 0000000
6 Driver Hit Cargo/ Infantry Hit  \Weapon Malfunction Stabilizer 00000000
7  Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabhilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks Rear Armor
10 Commander Hit ~ Weapon Destroyed Engine Hit Weapon Destroyed (109)
11 Weapon Destroyed Engine Hit Ammunition* * Ammunition* *
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off
*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. V
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed L
game P labs
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B/TTLETECH

SUPERHEAVY NAVAL VEHICLE RECORD SHEET Front Armor

/ \ (144)
VEHICLE DATA { CREW DATA Jummmmmmmmn N ~T00003
Type: Superheavy Naval Example Dual Turret Crew: Amsia Djambek
Movement Points: Tonnage: 400 Gunnery Skil: 4 Driving Skil: 5
Cruising: 1 Tech Base: Inner Sphere
Flanking: 2 Rules Level: Experimental
Movement Type: Naval Role: Commander Hit Driver Hit .
Engine Type: Fusion Modifier to all skil rolls Modifier to Driving skill ralls leletetetatetetetetetetatatetel
Weapons & Equipment Inventor I \ /
P quip v  (hexes] N 00000000000 4
Qty Type Loc Dmg Min Sht Med Lng / > O0000000O0O0 o
OO0O0O0OO0OO0O0O
CRITICAL DAMAGE S N R e A S )
000000 000000
Turret Locked . @ Engine Hit D 0000000 0000000
00000000 00000000
Sensor Hits 0000000 0000 [OO0O0O 0000000
Motive Svstern Hit oooooo | OO OO [ OO OO | cooooo
otive system ';t i —|oooocoo [ o000 | 0000 |occocoo
abilizers 9 | oooooo 000000
) g ooooooo [ OO0 OO | OO0 OO | ooooooo -
Front [:] Left D Right C] —| cocooco OO OO | OO OO | cocooo | 3
Rear D F Turret D R Turret D 5 OOOOOOOOOOOOO [ORCROLCN HORCRORC) OOOOOOOOOOOOO 2
\ / g ooooooo [ OO0 OO | OO0 OO | soooooe | B
< OOOOOOOOOOOOO 0000 0000 OOOOOOOOOOOOO L%
o
T | 000000 0000 [OO0OO oooooo | B
N\ @ |cocooco | OOOO OO0 OO |coocooe | &
% [elelelelele] [elelelelole} >
- =
3
ElGoo | 0000 [oco Yoo [ 0000 (00| §
2ljloco | 0000 |00 [fcoo | OO00 |ooo
[e]e]e} OO0 | 000 [e]e]e) OO0 |©00 N
000 | 3300 |200 fleco | daod (090 || B
Q00 19009 000 [e]e]e) 0000 (e]ele) o
8956 100000| 2350 lS530 (00000 3836 || =
- [elelele; [elelele] | (elelele] 0000
BV: 1,858 0000 00000 6600 ||oooo OO0 6000
\ Cf; \ / 0000 (00000 0ooo|lfoooo OO0 0000
\ / _foco  |OOOO0| 000 000  |[OOOO0| 000
Q00 Q00 Q00 elele]
o
w lleco Q00 Q00 ole]e]
/4 \ /4 \ < || cooooooooocooo ||l coocoooocoooocooo || B
NAVAL COMBAT VEHICLE HIT LOCATION MOTIVE SYSTEM DMG TABLE —|| ©20000000000000 (| 00000000000000 (| B
< || GCO00000000000 Q0000000000000 S
ATTACK DIRECTION 2D6 ROLL EFFECT* o os]
2D6 ROLL FRONT REAR SIDES 2.5 No Effect g Front Turret Armor Rear Turret Armor g
2* Front {critical) Rear (critical) Side (critical) B6-7 Minor damage; +1 modifer to all < \_ [ 120 ) ( 120 ] o
3 Frontt Reart Sidet Driving Skill Rolls % 2}
4 Frontt Reart Sidet 8-9 Modarate damage; -1 Cruising o [POO00000 Q0000000 %
5 Right Sidet Left Side Front{ MP, +2 modifer to all Driving Skill 2 OO0 OO0 >
5 Front Rear Side Rolls 3 OO0 0O OO0 g
7 Front Rear Side 1011 Heavy damage; only half Cruising o OO0 0O OO0 9’
g § :;nlt . E!egrd Side}:{[crimca\]k V\/IPd[;fJLmd f;agt\ovws uSpk]‘”+H3” § OO0 000 -
eft Sidet ight Sidet cart modifer to all Driving Skill Rolls 0000 0000 N
10 Turrst Turret Turret 12 Major damage; no movement for 0000 0000 n
11 Turret Turret Turret the rest of the game Vehicle is o
12* Turret (critical) Turret (critical) Turret {critical) immobile. 8 8 8 8 8 8 8 8 =
* A rasult of 2 ar 12 [or an 8 if the a K strikes the sid ay infict a I+ Attack Direction Modifier:
e veniele. Far ach oo of 2 or 12 (or B for e Smacke), apy dormagonermoty o | | i from rear 1 000010000
the armor in that sgcuon The attacking pl;!yer then ;zuLomaucaHy rolls once on the Hit from the sides +2 O O O O O O O O
T,”,,’,‘ii’?;’?;fﬁii\i?,‘ﬁ Critical Hits Table below (see Combat, p. 192, inTotal Warfare Vohislo Type Modifior: o000 |ooo0O
A result of 12 on the Naval Combat Vehicles Hit Location Table may infict critical hit Naval +0
against the turret; if the vehicle has no turrst, a 12 indicates the chance of a critical hit Hydrofol 3 .
on the side corresponding to the attack direction 0000000000
The vehicle may suff y damage even if its a ains . Apply Al ovement and Drivir
Lavage morer i 5 the oo i that Sect or, bt a1 Stietking player ian rotis ot | | coTEm ettt 000000000
on the Motive System Damags Table at right (see Gombat, p. 192, inTotal Warfare farotort le]o)o)elololo)o)o)e)
for more informatio only time th
§’€‘:déeh‘w’t15 ’s’;;k‘e’::]he side as indicated by the attack direction. For example, if an attack 00000000000
hits the right side, all Side results strike the right side armor. If the vehicle has no a : v
turret, a turret hit strikes the armor on the side attacked. :;Z:J:y':;m“f m;lru Lakg;‘i”csr;ywzz’m farga ph;::»‘l"‘mgvrmh OOOOOOOOOOOO
the damage sucurred,
\ /N / 0000000000000
000000000000
/4 \ QO0O00O0O0OO0O
NAVAL COMBAT VEHICLE CRITICAL HITS TABLE 0000000000
LOCATION HIT OOOOOOOOOOOOOOOOO
2D6 ROLL FRONT SIDE REAR TURRET 00000000
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit olelelelele)
6 Driver Hit Cargo/ Infantry Hit  \Weapon Malfunction Stabilizer 0000000
7  Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabhilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks Rear Armor
10 Commander Hit ~ Weapon Destroyed Engine Hit Weapon Destroyed {96)
11 Weapon Destroyed Engine Hit Ammunition* * Ammunition* *
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off
*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. V
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed L
game P labs
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ARMOR DIAGRAM

Frant Armor

B-TTLETECH

WIGE VEHICLE RECORD SHEET

/4 \_
VEHICLE DATA CREW
Type: WIGE Example Dual Turret Crew: Carmo Jernimo
Movement Points: Tonnage: 50 Gunnery Skill. 4 Driving Skill: 5 Front
Cruising: 4 Tech Base: Inner Sphere Turret Armor
Flanking: 6 Rules Level: Experimental (24)
Movement Type: WIGE Role: Commander Hit Driver Hit 2 000000000
Engine Type: Fusion Modifier to all skill rolls Modifier to Driving skill rolls 0000000
- \ /
Weapons & Equipment Inventory [hexes)
Qty Type Loc Dmg Min Sht Med Lng /4 < g
CRITICAL DAMAGE N\ & =
4]
Turret Locked @ Engine Hit C] E &
Sensor Hits @ &- E
Motive System Hits 3 g
Stabilizers » -
£ 00000 ™
Front D Left C] Right C] ° 000 [ol/0000000\\o\0O OO N
\Rear D F Turret D R Turret D/ OO000000 —
Q0000
N\ OO0O0OO0OO0OO0O0O
Rear
Turret Armor Rear Armor
(e4) (19)
BV: 397 A S'[
N \ / LY

) (4 MOTIVE SYSTEM DAMAGE TABLE \

GRO

ND COMBAT VEHICLE HIT

ATTACK DIRECTION 2D6 ROLL EFFECT*
2D6 ROLL FRONT REAR SIDES 2-5 No Effect
2* Front [critical] Rear (critical] Side [critical] 6-7 Minor damage; +1 modifer to all Driving Skill Rolls
3 Frontt Reart Sidet 89 Moderate damage; -1 Cruising MP, +2 modifer to all
4 Frontt Reart Sidet Driving Skill Rolls
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifer to all Driving Skill Rolls
7 Front Rear Side 12 Major damage; no movement for the rest of the game
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidet Right Side t Reart
10 Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier:
11 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
12* Turret (critical] Turret (critical] Turret {critical) Hit fram the sides +2 Whasled +2
Havercraft, Hydrofoil +3
* Aresult of 2 or 12 {or an 8 if the attack strikes the side] may infict a critical hit on the vehicle. For each result of 2 or WIGE +4

12 {or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once oh the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 182, in Total Warfare for more information).
A result of 12 on the Ground Combat Vehicles Hit Location Table may infict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction

T The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right {see Combat, p. 192, in

*All moverment and Driving Skill Roll penalties are curnulative. However, each Driving Skill Roll
rnodifer can only be applied once. For exarnple, if a roll of 6-7 is madle for a vehicle, inficting
a +1 modifer, that is the only time that particular +1 can be applied: a subsequent roll of G-7
has no additional effect. This means the maximum Driving Skill Roll modifer that can be
inficted from the Motive System Damage Table is +6. If a unit’s Cruising MP is reduced
to 0. it cannat move for the rest of the game, but is not considerad an immobile target. In
addition, all motive systern damage takes ffect at the end of the phase in which the damage
occurrad. For exarnple, if two units are attacking the sarne Cornbat Vehicle during the

Total Warfare for more information).
§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

Weapon Attack Phase and the frst unit inficts motive system damage and rolls a 12, the -4
immobile target modifer would not apply for the second unit. However, the -4 modifer would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or dasper water hex it sinks and is destroyed

/7 '\ /

LOCATION HIT
2D6 ROLL FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stahilizer
7 Weapon Malfunction Weapon Malfunction Cargo/ Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition* * Ammunition* *
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed.
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