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Y INTRODUCTION

- INTRODUCTION

Welcome to the Armor Pack supplement! This package contains scenarios, game
statistics and counters designed specifically for use with the Heavy Gear tacti-
cal combat game. The following text explains the content in detail and gives
advice and suggestions on how to use this package. Your copy of the Armor Pack
should contain six 8.5x11" full-color counter sheets and a 16-page black and
white booklet. The booklets contains four tactical scenarios designed around
armored vehicles, which are followed by the game statistics of forty-four
Terranovan combat vehicles.

The maps used by the scenarios in this pack can be found in the Tactical Combat
Boxed Set (DP9-043). They are generic maps that can be freely combined to
create new environments suitable for any scenario you might want to design.
This also means that home-made or alternative maps can be easily substituted
if the Tac Box is not available. Ideally, the maps should be covered or laminated
with clear plastic so that water-soluble pens or grease pencils can be used to
record information directly on them without permanent damage.

S DATA SHEETS - 1.

The vehicle data sheets make up the bulk of this booklet. They contain the game statistics of forty-four vehicles and
striders, presented in the same game-friendly condensed format that was first introduced in the Tactical Combat Boxed
Set and the later Tactical Pack series.

Each sheet takes little space and includes only the statistics that are directly relevant to combat (for example, the
Deployment Range is omitted). There is space reserved on the left hand side of the sheet to mark down the Attributes
and Skills of the crew. The "Notes" column on the right side is very useful to mark down battle damage in a condensed
format (for example, "-1 Sen." or "Sens. Dest.").

Once photocopied, the sheets provide a helpful and quick reference without having to comb through the sourcebooks all
the time. For the players’ convenience, a blank version of the vehicle sheet is included in the booklet on page 16.

b COUNTERS - 1.2

The counters included in this package represent the basic types of striders and armored vehicles used by Terranovan
forces, as shown in the Vehicle Compendium sourcebooks and other Heavy Gear resources. There are more Aller and
Visigoth Main Battle Tanks counters to allow Players to field massive armor assault waves.

A colored data tab along one edge of the counter indicates the affiliation of the vehicle (blue for North, red for South);
the symbols are basic data that is useful during game play. The shield denotes the basic Armor value, the arrow with the
rounded corners is the Ground Speed (some striders may have two of these — one for their Walking speed, one for their
Ground speed), the circle is the number of crew aboard (if absent, the vehicle has two crewmen — the striders, hacving
two movement systems, do not have room for that marker) and the cog contains an identification letter, to tell the
various vehicles apart.

The counters should be carefully cut out of the sheet along the hairlines. Use a sharp pair of scissors and be careful not
to cut the data tabs off. The counters should be inserted in a standard counter holder. These are found in the Tactical
Combat Boxed Set or are available directly from Dream Pod 9 (product #DP99030, Tactical Accessory pack). The strider
counters have the same orientation as the Gear counters: they must face an hex side. The vehicle counters are shown in
profile: their front edge should be perpendicular to the front of the hex.




TRACTICAL CAMPRIGN

ﬁi

.| - SCENARID T: THE STRAY

Sous-lieutenant Walland couldn’t believe his luck. A single Northern Aller main battle tank was
grinding its way through the dense undergrowth of the oasis. Walland double checked his sensors for
supporting units, but all his screens only displayed one large blip. “Must've gotten separated from his
buddies during the skirmish.” He switched on his comm system. “Riggs. Get your bully boys over to
the north-western edge of the oasis. We've got a stray...”

w

Mission Condifions <

Weather: Clear
Time of Day: Day
Base Terrain: Rough becomes Woodland, Clear becomes Rough
Northern Forces: NT-3 Aller Main Battle Tank 1 x Lvl 3
Southern Forces: Naga 2 x Lvl 2, Command Naga 1 x Lvl 2
Northern Objectives: Get the Aller off the board
Southern Objectives: Destroy or capture the Northern vehicle

© Specific Scenario Conditions

As the Interpolar War progressed, it quickly degenerated into many smaller skirmishes in many regions. In this particular scenario, a
Northern tank, which was separated from the rest of its unit due to faulty comm gear, is trying to return to its base of operations. The
Southern forces must take it out before it can reach the safety of the perimeter currently controlled by the Northern Guard (right edge
of the map). The tank begins on the left edge of the board while the pursuers start anywhere on the rightmost map.

Yictory Conditions [TJ

North Victory Conditions Victory Points
Getting the Aller off the edge of the board 4
For every enemy unit destroyed +1
South Victory Conditions Victory Points
Destruction of the Aller 5

For every friendly unit destroyed




TACTICAL CAMPRIGN

o

“The treasonous dogs have holed up in the hamlet of Roussillons,” Lieutenant Ephriam barked over
the comm lines. “We have them now. I want Bravo 1 to flank the dogs from the left, and Bravo 2 to
go in from the right. Let's go! Move it!” The Huns rumbled forward toward the tiny village. The
rebellious MILICIAmen had to be brought back into line, for the sake of the war effort.

SCENRRID 2: TURNCORT - 2.2

(1] Mission Conditions

Weather: Sandstorm (+1 Obscurement)
Time of Day: Day
Base Terrain: Woodland becomes Rough
Attacker Forces: Hun Light Tanks 2 x Lvl 2
Defender Forces: Hittites 1 x Lvl 2, Balista 1 x Lvl 2, Ostrogoth 1 x Lvl 2
Attacker Objectives: Destroy or capture the rebellious forces
Defender Objectives: Escape; if possible slow down or eliminate pursuers

Many conscripted MILICIA troopers assigned to far-off posts used the opportunity to desert, making their way to freedom. Unfortu-
nately for this group, a Republican cadre was nearby and have pursued them to a small Badlands hamlet. The village is three hexes of
buildings somewhere on the rightmost map (treat as Urban hexes for game purposes, each capable of taking 30 points of damage). The
goal of the attacking Republican unit is to destroy or capture the defending units and occupy the three buildings complexes (i.e. be the
only troops in the three Urban hexes). The defender must prevent this or, failing that, escape.

Specific Scenario Conditions @

(1] Victory Conditions

Attacker Victory Conditions Victory Points
Destruction of the entire rebel forces or control of the Urban hexes 5
For every enemy unit incapacitated (no Movement) +1
Defender Victory Conditions Victory Points
Getting at least one of the units off the edge of the board 1
For every enemy unit destroyed or incapacitated (no Movement) +2




TACTICAL CAMPARIGN )

c.3 - SCENARIO 3: RUSH THE MAMMOTH

The fortunes of war sometimes make for strange bedfellows. In this case, a Mammoth strider found
itself trapped in the Badlands when its combat transport was disabled. It was met by a group of
ragged Northern Guard infantrymen who are currently moving away from a stronger Southern force.
With “Big Brother” on their side, though, they have a fighting chance.

Mission Conditions [T1

Weather: Dawn
Time of Day: Day
Base Terrain: Rough becomes Woodland
Northern Forces: Mammoth 1 x Lvl 2, Badger APC 1 x Lvl 2, basic infantry squads 2 x Lvl 2
Southern Forces: Hun 2 x Lyl 2, Crocodile AFV 2 x Lvl 2, basic infantry escouades 2 x Lvl 2
Northern Objectives: Hold until reinforcements arrive
Southern Objectives: Destroy or capture the Mammoth

 Specific Scenario Conditions

During the retreat, the Northern forces have moved into a ravine and assumed defensive positions. The goal of the Southern troops is
to destroy the Mammoth and the infantry before any reinforcement can show up. Reinforcements for the North arrive on turn 12,
provided that at least half of the infantry squads are still alive; this ends the battle, since they vastly overpower the Southerners. All
sides of the playing area are ragged Level 3 cliffs. The Mammoth starts three hexes from the leftmost edge of the map. The infantry and
their transport can be placed anywhere. The Southern forces enter within three hexes of the rightmost side.

Victory Condifions (L]

North Victory Conditions Victory Points
Holding until Turn 12 3
For every enemy unit destroyed +2
South Victory Conditions Victory Points
Destruction of the Mammoth 5
For every enemy unit destroyed +1




TACTICAL CAMPAIGN

SCENRRID 4: A MATTER OF HONOR - 2.4

“Reconnaissance report coming in, Captain” Lieutenant Lincon reported. “Looks like cavalry from the
12th, sir.” The fabled 12th — the ones who claimed to never have lost a battle. Well, there’s a first
time for everything, Captain Reinhold mused. “Saddle up, men. We've got to teach those snakes a
little something about defeat!”

(1] Mission Conditions

Weather: Dusk
Time of Day: Day
Base Terrain: Rough becomes Clear
Northern Forces: Aller MBT 1 x Lvl 2, Klemm LBT 2 x Lvl 2
Southern Forces: Visigoth MBT 1 x Lvl 2, Hun LBT 2 xLvi 2
Northern Objectives: Destroy or capture the enemy
Southern Objectives: Destroy the enemy without losing any vehicle

Specific Scenario Conditions @

An advanced formation of the MILICIA's 12th cavalry regiment, expecting an easy victory, suddenly find themselves in the
fight of their lives. They have the honar of having never been on the losing side of a fight; defeat would be a great dishonor
and a terrible loss of morale. The local Guard command will not pass up such a good opportunity to destroy the fighting spririt
of their opponents. The Southern units enter the board on the southern edge, while the Northern forces enter on the north-
east end (see map below).

[T Victory Conditions

North Victory Conditions Victory Points
For every enemy unit destroyed +2
For every enemy unit incapacitated (no Movement) +1
South Victory Conditions Victory Points
For every enemy unit destroyed +3
For every friendly unit destroyed -1
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b DATASHEETS

Vehicle: Aller Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 2817 Combat/Top: 0/0 Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 14 Ground Speed HRG : 10|20 (40|80 |0 x35 |0 - 20/ 1:
Crew: 3 Combat/Top: 5/10 LPLC T 3|6 (12|24 +1 |x20 0 -3DRB 30/ 2:
Bonus Actions: 2 Maneuver: -2 | MAC T 3|6 [12]24(0 x10 1 - 60/ 3:
Piloting : / Fire Control: 0| LMG if 1|2 |4|8]0 x3 4 Al 1200/ [H
Gunnery: / Armor: 40/80/120 | LMG T 1|2 (4|8 |0 x3 4 Al 1200/ 5:
Leadership: / ooaoo ooooaq x / 6:
EW: / OoooooooooOo X / 7
Tactics: / OOO000 OO000O0O | ek Autopilot, Automation (R1), Backup Sensors, HEAT-resistant Armor (R10), HEP: Desert, Pintle Mount, 8:
= S IR | o o s S o i e, o eintionee 5
Communications:  0/20 oOoOoo OEEEER 10:
Vehicle: Aller, Hardy Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 3706 Combat/Top: 0/0 | Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 14 Ground Speed VHFG T 10 |20 |40| B0 | O x33 0 IF a8/ 1
Crew: 3 Combat/Top: 5/10 | HAAC T 316 |12|24|0 x12 3 - 600/ 2
Bonus Actions: 2 Maneuver: -2 | MAC T 3|6 |12|24(0 x10 |1 - 60/ 3
Piloting : / Fire Control: 0 LMG T 1]1]2)|4|8|0 x3 4 Al 1200/ 4:
Gunnery: / Armor: 40/80/120 | LMG T 12 |4|8]|0 x3 4 Al 1200/ 5:
Leadership: / |:| D Ooogd D D |:| U O X / 6:
EW: /i ENEHEIEE) DDDDD X / 1:
Tactics: / D D D D D D D D D I:] Perks: Ammo Storage, Autopilot, Automation (R1), Backup Sensors, HEAT-resistant Armor (R10), HEP: Desert, 8:
Semors S O L R | o e .
Communications:  0/20 00000 EEEEE | e, 10:
Vehicle: Aller, Naval Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 5485 Combat/Top: 0/0 | Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 14 Ground Speed HRG T 10|20 (40|80 | O x35 |0 - 18 y 1
Crew: 3 Combat/Top: 4/8 | HATM F 5|10 (20|40 |+1 [(x30 |O 6, IF 6 2:
Bonus Actions: 1 Maneuver: -2 | HAAC T 3|6 |12(24]0 x12 3 - 600 3:
Piloting : / Fire Control: 0 | MAC T 3|6 (12(24]0 x10 1 - 60 4:
Gunnery: / Armor: 45/90/135 HMG T 1|2 )|4|8)0 x4 3 Al 1200ea. 5:
Leadership: / o | o o e g o x / 6:
EW: / o o X / 7z
Tactics: / D D D D I:I D D D D D Perks: Ammo Storage, Autopilot, Automation (R1), Backup Sensors, HEAT-resistant Armor (R10), HEP: Desert, 8:
Sevior i} OB DEE S EMEEIN | et e oo, Sy e o s oo, e, B ot o
Communications:  0/20 Oo000d BEERE 10:
Vehicle: Alligator Walker Speed Weapons: Unit 1D #: Round Notes:
Threat Value: 242 Combat/Top: 0/0 Name FireArc | S | M | L | EX | Acc, | Dam. | ROF | Special Ammo/Left 0:
Size: 8 Ground Speed MAC T 3 (6 [12]24(0 x10 |1 - 40 1:
Crew: Combat/Top: 6/12 LMG T 1(2]|4|8])0 %3 4 Al BOO &
Bonus Actions: 1 Maneuver: -3 % / 3:
Piloting : / Fire Control: -1 x / 4:
Gunnery: / Armaor: 13/26/39 x P 5:
Leadership: / oooo DEnEEE x / 6:
w: ;7| 00000 eEEEn : y

Tactics: / mimim] ] . | HEEe Perks: Amphibious, HEP: Desert, ger Seating (10), Reinforced Crew Comp Shielded Flaws: 8:
T 0/1.5 . - - n . . . - . . Annoyance (small passenger room). 9
Communications: 0/8 DEHEEE EEEER 10:
Vehicle: Artemis Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 1419 Combat,/Top: 0/0 | Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 9 Ground Speed LAAC T 24 |8|16(|0 x8 6 - 500/ 1:
Crew: 2 Combat/Top: 5/10 | LAAC ¥ 214 |8B8|16]|0 x8 6 - 500/ 2:
Bonus Actions: 1 Maneuver: -2 | LAAC i § 2|4 |8|16|0 x8 6 - 500/ 3
Piloting : / Fire Control: +1 | LAAC % 2|4 |B|16]0 x8 6 - 500/ &
Gunnery: b Armor: 22/44/66 X / 5:
Leadership: / oo0oon HEBEEE X ) 6:
W / OO0 EEEEE x / 7:
Tacties: / O D D D D )] . . . Perks: Automation (R2), Sniper System, Weapon Link (LAAC). Flaws: Exposed Fire Control. 8:
Sensors: +1/5 oooao HEEEE 9:
Communications:  0/15 ODREE AEEEE 10:




L =

DATA SHEETS
Vehicle:  Artemis, Laser Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 1015 Combat/Top: 0/0 | Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 9 Ground Speed LLC T 5 |10 (20| 40 | +1 | x16 0 -2DRB 40/ 1:
Crew: 4 Combat/Top: 5/10 LLC T 5 |10 |20| 40 | +1 | x16 0 -2DRB 80/ 2:
Bonus Actions: 2 Maneuver: -2 X / 3
Piloting : / Fire Control: +1 X / 4
Gunnery: / Armor: 22/44/66 X / 1]
adeship /100000 EEEEE ; r -
EW: / DDDDD ..... x / T:
Tactics: /) D D D D D . aaE . - Perks: Automation (R2), Sniper System, Target Designater (R2), Weapon Link (LAAC). Flaws: Exposed Fire Control. 8:
Sensors: +1/5 DDDDD .-..- 9:
Communications:  0/10 ODE@E = EEEE 10:

Vehicle: Badger Walker Speed Weapons: Unit 1D #: Round Notes:
Threat Value: 214 Combat/Top: 0/0 | Name FireArc | S | M | L | EX [ Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 8 Ground Speed LAC T 2|4 |8|16(0 xB 2 - 30/ 1:
Crew: 2 Combat/Top: 10/20 | LAC T 2|14 (8|16]0 X8 g - 30/ 2:
Bonus Actions: 1 Maneuver: -3 x / -
Piloting : / Fire Control: 0 x / 4:
Gunnery: / Armor: 12/24/36 X ! 5
Leadership: 7 OO0 EEEEE x / 6:
EW: / o000 EEEEE x / 7
Tactics: ! O D . . . . . EE . Perks: HEP: Desert, Passenger Seating (20), Reinforced Passenger Compartment. Flaws: Exposed Fire Control Sys- 8:
Semors: v: | INEEE EEEEE | - =
Communications: _o/10 | 10 I 6 D ) 1 I O I I 10:

Vehicle: Badger CFV Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 831 Combat/Top: 0/0 | Name FireArc | S | M [ L | EX | Acc. | Dam. | ROF | Special Ammo/Left [+
Size: 8 Ground Speed MRP/36 T 2|4 |8B|16]|-1 |[x18 |4 IF 36/ it
Crew: 2 | Combat/Top: 10/19 | MRP/36 T 2|4 [B|16[-1 |x18 |4 IF 36/ 2:
Bonus Actions: 1 Maneuver: -3 x f 3:
Piloting : / Fire Control: 0 x / 4
Gunnery: /] Armor: 12/24/36 % i 5;
Leadership: ! DDDDD ..... x / 6:
EW: / mimimimimy ] ] x / 7
Tactics: / ODEEE aEE BE Perks: Ammo,/Fuel Containment, Ammo Storage (72 MRP amma), HEP: Desert, Passenger Seating (4), Reinforced 8:
—— 0/2 . . . . . - - . . Passenger Compartment. Flaws: Exposed Fire Control System. 9
Communications:  0/10 . . . . @ . . . . . 10:

Vehicle: Badger Medevac Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 351 Combat/Top: 0/0 [ Name FireArc | S [ M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 8 Ground Speed MAC F 2|4 |8|16]|0 x6 +2 - 40/ 1:
Crew: 2 Combat/Top: . 10/20 MRP/18 F 2|4 |8|16|-1 |x1B +3 IF 18/ 2:
Bonus Actions: 1 Maneuver: -3 MRP/18 F 2|4 |8|16]|-1 [x18 | +3 IF 18/ 3:
Piloting : F Fire Control: 0| HG F 0|0 0|0 |-1 |x15 |0 Al 3/ 4:
Gunnery: / Armor: 12/24/36 | VB E ojojoj0 |0 x8 0 - - 5
Leadership: / DDDDD BEEEE X / 6:
EW: / o000 aeEEE X / 7:
Tactics: / ONEE aEEE . Perks: Ammo/Fuel C Chaff/Flare Disp (R2, ammo 10), Emergency Medical (6 crew), HEP: Desert, 8:
R 0/1 . . 2] . . . . . E@ gl:l:: I;I;: ::::;{n.smm Seating (4), Reinforced Passenger Compartment, Sick Bay (4 patients). Flaws: o
Communications: 0/20 EEEREE BE . . . 10:
Vehicle: Badger, Rabid Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 591 Combat,/Top: 0/0 | Name FireArc | S [ M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 8 Ground Speed AGM T 3 (6 |12|24|+1 |x15 |0 G 12 1:
Crew: Combat/Top: 10/19 X / 2
Bonus Actions: 1 Maneuver: -3 X i 3:
Piloting : i Fire Control: 0 X / 4:
Gunnery: i Armor: 12/24/36 X i 5:
Leadership: / OO0 EEEEA x / 6:
EW: / OO0000 EEEEE X / 7
Tactics: / ODEEE EE . . . Perks: HEP: Desert, P ger Seating (20), Crew Compartment. Flaws: Exposed Fire Control. 8:
Sensors: 0/2 EEEEE ..... 9:
Communications:  0/10 EEDEE EDEEE 10:




DATH

SHEETS

Vehicle: Balista Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 590 Combat/Top: 0/0 | Name FireArc | S | M [ L [ EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 10 Ground Speed VLRP/128 T 112 |4|8|-1 [xB 6 IF 256 1:
Crew: 2 Combat/Top: 6/12 x / 2:
Bonus Actions: 1 Maneuver: -1 x / - 11
Piloting : / Fire Control: 0 x / 4:
Gunnery: / Armor: 25/50/75 x / 5:
Leadership: / OO0 EEEEa x / 6:
EW: / o000 nEEEE x / 7:
Tactics: / D D D I:‘ D . . - . . Perks: ibi pilot, HEAT-resi: Armor (R6), HEP: Desert, Reinforced Armor (R3, Front), Shielded 8:
ST 0/2 D D D D D - . . . . Weapons, Sniper System. Flaws: Annoyance (max. Build is 0). o
Communications:  0/15 g OO0 @am BEA 10:
Vehicle: Baxter Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 771 Combat/Top: 0/0 | Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 10 Ground Speed x § 1
Crew: 2 Combat/Top: 5/9 x / 2:
Bonus Actions: 1 Maneuver: -3 x / 3:
Piloting : / Fire Control: -2 x / 4
Gunnery: / Armor: 23/46/69 x / 52
Leadership: / DDDDD EEERE x / 6:
EW: / o000 EmEER X / 7:
Tactics: / D D D D 3 . . . . Perks: Grapple Launchers (R12), HEAT-resistant Armor (R3), HEP: Desert Light Mining Equipment, Pintle Mount, 8:
o T | TG S | R O i e g P e pion it s v
Communications:  0/12 OO0 EmEEE 10:
Vehicle: Caiman Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 190 Combat/Top: 0/0 | Name FireArc | S |M | L | EX | Acc. | Dam, | ROF | Special Ammo/Left 0:
Size: 8 Ground Speed MAC T 3 12(24 |0 x10 |1 - 40 1
Crew: 2 Combat/Top: 8/16 | LMG T 1|2 |4(8 |0 x3 4 Al 800 o
Bonus Actions: ;| Maneuver: -1 X / 3
Piloting : / Fire Control: -1 x / 4
Gunnery: /! Armor: 13/26/39 X Vi 5:
Leadership: ! O0000 & BEEEA X l 6:
W 7 o000 EEEmE x / 7:
Tactics: / D O D . . . . . ' . Perks: HEP: Desert, Passenger Seating (10), Reinforced Passenger Compartment, Shielded Weapons. Flaws: Annoy- 8:
Saitort: 0/1.5 . . . . . . . . . . ance (small passenger room). o
Communications: 0/8 EEDEE DEEER 10:
Vehicle: Camel Walker Speed Weapons: Unit 1D #: Round Notes:
Threat Value: 75 Combat/Top: 0/0 | Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammao/Left 0:
Size: 4 Ground Speed x / 1:
Crew: | Combat/Tap: 7/13 X / 2:
Bonus Actions: 0 Maneuver: 3 x / 3:
Piloting : / Fire Control: -3 X / 4:
Gunnery: / Armor: 8/16/24 X / 51
Leadership: / OoOoOoaoag . . - . . X / 6:
EW: / DDD.. EEEEE x / y £]
Tactics: F . . . . . . . . . . Perks: Cargo Bay (40 m?), Double Towing Capacity, HEP: Desert, P ger Seating (2). hiight (Front, 50 m). 8:
i 0/0 . . - . . . . . . . :':l:;.“"; Sensor, Expased Motive System, Large Sensor Profile (2). Defects: Motive Defect (-1 MP, already factored o
Communications:  -2/2 DHDEE DEREE 10:
Vehicle: Celt Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 647 Combat/Top: 0/0 | Name FireArc | S | M [ L [ EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 10 Ground Speed x i 1
Crew: 3 Combat/Top: 5/10 X [ &
Bonus Actions: 1 Maneuver: -3 x ¥ 3
Piloting : / Fire Control: 0 X s 4
Gunnery: / Armor: 25/50/75 X / - H
Leadership: / 00000 SEDEe = / P
EW: 7 OO0 EEEEE x / 7:
Tactics: / D D D D D EE . . . Perks: Ammaojfuel ¢ ilot, HEAT-res} Armor (R10), HEP: Desert, Mine Sensars, Minesweeping 8:
Sabors: +2/1 D D D D D . . - . . Equipment, Reinforced Armor (RS, Bottom). Flaws: Annoyance (max. Build is 0). o
Communications:  0/10 00000 BEEEE 10:



DATASHEETS

Vehicle: Crocodile Walker Speed Weapons: Unit 1D #: Round Notes:
Threat Value: 316 Combat/Top: 0/0 | Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 8 Ground Speed HRP/48 T 3|6 [12|24|-1 [x20 |4 IF 48 1
Crew: 2 Combat/Top: 8/16 X / 2:
Bonus Actions: 1 Maneuver: -3 X !/ 3:
Piloting : / Fire Control: -1 x / &t
Gunnery: / Armor: 13/26/39 x / 51
Leadership: / OO0000 aEEEE X J 6:
W / OO0 EEEEE x / 7
Tactics: / O D ]| - . . . . . Perks: HEP: Desert, Passenger Seating (10), Reinforced Passenger Compartment, Shielded Weapons. Flaws: An- 8:
Saadors 0/1.5 . . - - . . - . . . noyance (small passenger room). o

EEREEE EEEER 10:

Communications: 0/8

Vehicle:Crocodile, Support Walker Speed Weapons: Unit ID #: Round Notes:

Threat Value: 610 Combat/Top: 0/0 | Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:

Size: 8 Ground Speed HRP/48 T 3|6 (12|24|-1 [x20 |4 IF 48 1:

Crew: Combat/Top: 8/16 H / 2:

Bonus Actions: Maneuver: -3 X 3: uf
Piloting : / Fire Control: -1 x / 4 v
Gunnery: / Armor: 13/26/39 x 7 5: X
Leadership: / OO0000 EmEEE x / 6: w5t
w: /__|00000 EEEES = B
Tactics: / O00EE EEEEE Perks: HEP: Desert, Laboratary (R1, Tech), Passenger Seating (5), Reinforced Passenger Compartment, Shielded 8:

Tt 0/1.5 . . . . . . ' . - . Flaws: yance (small ger room). o:

Communications: 0/8 DEERE EERER 10:

Vehicle: Damocles Walker Speed Weapons: Unit ID #: Round Notes:

Threat Value: 903 Combat/Top: 3/5 | Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:

Size: 9 Ground Speed LAG FF 25|50 l00N200|-2 |[x12 |1 ART,AEQ,MR10 4 1:

Crew: 2 Combat/Top: 0/0 2 x SLC F 5 (10 |20]| 40 | +1 | x12 0 -1DRB 15ea. 2

Bonus Actions: 1 Maneuver: -2 | 2xHMG F 112|480 x4 3 Al 250ea. 3

Piloting : / Fire Control: 0 X / 4

Gunnery: / Armor: 25/50/75 X / 5:

Leadership: / D D D D D BE0n . - X / 6:

EW: / o000 EEEER x / 7:

Tactics: / OO0 EeEERa Perks: Amma/Fuel Containment, Back-up Sensors, HEAT-resistant armor (R6), HEP: Desert, Limited Life-Support, 8:

Sensors: +1/2 o000 aEEEE ::;::T:::ﬂil:r}l:'zt)n;e:m%o:::;mb Defect: :;‘:::l‘ :Ee (-1 Pilot to get up), ;ns‘:i:{nl :':ol::-wwm) i 9

Communications:  0/10 D D D D D . - == 10:

Vehicle:  Damocles Mk2 Walker Speed Weapons: Unit ID #: Round Notes:

Threat Value: 913 Combat/Top: 3/5 | Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:

Size: 9 Ground Speed LAG FF 25 |50 1000200| -2 | x12 ART,AEO,MR10 4 1:

Crew: Combat/Top: 0/0 | 2xSLC F 5|10 (20| 40 [+1 |x12 | O -1DRB 15ea. 2: p
Bonus Actions: 1 Maneuver: -2 2 x HMG F 1(2(4)8 |0 x4 3 Al 250ea. 3:

Pilating : / Fire Control: 0 X ! 4

Gunnery: / Armor: 25/50/75 X / 5:

Leadership: / ooooo ..... x 7 6:

EW: ! DDDDD ..... x / 7:

Tactics: / D aoo0oo - . . . . Perks: Amme/Fuel Containment, Back-up Sensors, HEAT-resistant armor (R6), HEP: Desert, Limited Life- Suppnn, B:

Sensors siya | CICICICIE) IO |1 ton o3 o ot et e e P damps facit 5

Communications:  0/10 OO0 EEEEaE 10:

Vehicle: Hittite Walker Speed Weapons: Unit ID #: Round Notes:

Threat Value: 563 Combat/Top: 0/0 | Name FireArc (S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0: ;
Size: 10 Ground Speed HFL T 0|0 |1f2([+1 [x9 2 SB,IF 260 1:

Crew: 2 Combat/Top: 6/11 | 2 x HMG LS 112 |4(8]0 x4 3 Al 500ea. ]

Bonus Actions: 1 Maneuver: -1 2 x HMG RS 11248 (0 x4 3 Al 500ea. 3

Piloting : / Fire Control: 0 x / 4:

Gunnery: i Armor: 25/50/75 x / 5:

Leadership: / D D D D D . (i g e | x / 6:

EW: / 00000 EEEER x / 7

Tactics: / D D D D O . BEEBEE Perks: Autopilot, HEAT-resistant Armor (R8), HEP: Desert, Passenger Seating (10). Reinforced Armor (R3, Front), 8:

AT 0/2 D D D D D . . - - . Reinforced Location Armor (R2, ). Flaws: Annoy { Build is 0). 9

Communications:  0/15 OdoOd0 eaaEmE 10: -



DATA SHEETS

Vehicle: Hun Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 927 Combat/Top: 0/0 | Name Fire Arc | S L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 10 Ground Speed HRF T 4|8 |16|32(|0 x12 |0 - 40 1:
Crew: 2 Combat,Top: 6/12 | LLC T 5 |10 [20{ 40 |+1 |x16 |O -2DRB 10 2
Bonus Actions: 1 Maneuver: <1 | MRP/36 FF 2|4 |8|16]-1 |x18 |4 IF 32 3:
Piloting : / Fire Control: 0 X / &
Gunnery: / Armor: 25/50/75 X / 5:
Leadership: / DDDDD .-'.. x / 6
B 7 OODO0D EEEEE : / 7
Tactics: / ooooo BEEEEE | e phiblous, Autopilot, HEAT Armor (R6), HEP: Desert, Reinforced Armor (R3, Front), Shielded | 8:
Contaric 0/2 ogd D D DEEEE . Weapons. Flaws: Annoyance (max. Build is 0). 9
Communications:  0/15 oood mmy BEEDER 10:
Vehicle: Hun Recon Walker Speed Weapons: Unit 1D #: Round Notes:
Threat Value: 864 Combat/Top: 0/0 | Name Fire Arc | S L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 10 Ground Speed HRF T 4|8 |16]32]|0 x12 0 - 40 ]
Crew: 2 Combat/Top: 6/12 | LLC T 5110 |20( 40 | +1 |x16 |0 -2DRB 10 2:
Bonus Actions: Maneuver: -1 % / 3:
Piloting : / Fire Control: 0 x / 4
Gunnery: / Armor: 25/50/75 % / 5:
Leadership: i ooo OO Em E@EE x / 6:
EW: / DDDDD ..... % / 7:
Tactics: / a D D D il . . . i) . Perks: Amphibi pilot, HEAT. Armor (R6), HEP: Desert, Reinforced Armor (R3, Front), Shielded 8:
Sensons: 0/2 E] D D D D . . . . . :l:‘ilmsa}smke Launchers (10), Tool Arm (R2, cannot punch - crane), Vehicle Bay (R3). Flaws: y (max. 9
Communications:  1/30 OO0000 EEEE @ 10:
Vehicle: Jaxon Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 1142 Combat/Top: 0/0 | Name FireArc [S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 10 Ground Speed HRP/48 T 3|6 12|24 (-1 |x20 |4 IF 48 7]
Crew: 2 Combat/Top: 6/11 | HRP/48 T 3|6 |12|24(-1 |x20 |4 IF 48 2:
Bonus Actions: 1 Maneuver: -1 APGL T 1|2 ]|4|8|-1 |x3 0 AEO,ALIF 16 3
Piloting : / Fire Control: 0 x / 42
Gunnery: / Armor: 25/50/75 X / 5:
Leadership: ! D U (] D . . . . . X / 6:
EW: / o0 aEEEe x 7 T:
Tactics: / i D D L_-I O - - - ] Perks: Autopilot, Back-up Sensors, HEAT-resistant Armor (RS), HEP: Desert, Reinforced Armor (RS, Front). Flaws: 8:
Sansors: 0/1 D E] D D D . . - . . Annoyance (max. Build is 0). o
Communications:  0/15 oo nEEER 10:

Vehicle: Jax Stormhammer Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 1491 Combat/Top: 0/0 | Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 10 Ground Speed HFM T 6|12 (24|48 |-1 |x25 |0 IF,AEQ,MR6 20 1:
Crew: 2 Combat/Top: 6/11 | APGL T 1(2]|4]|8])-1 [x3 0 AEOQ,ALIF 16 2:
Bonus Actions: 2 Maneuver: -2 x / EH
Piloting : / Fire Control: 0 X / 4:
Gunnery: / Armor: 25/50/75 x / 5:
Leadership: / aon O0 EEE Be x / 6:
EW: ] o000 REEEE X / 7:
Tactics: ! O D D D a . - . . ] Perks: Automation (R2), Autopilot, Back-up Sensors, HEAT-resistant Armor (RS), HEP: Desert, Reinforced Armor 8:
Sanson: 0/1 D D D D D - - . . . (RS, Front), Reinforced Location (R1, Movement). Flaws: Annoyance (max. Build is 0). o
Communications:  0/15 mmmimimy | | | ] 10:
Vehicle: Klemm Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 1867 Combat/Top: 0/0 | Name FireArc | S | M | L | EX | Acc. | Dam, | ROF | Special Ammo/Left 0:
Size: 10 Ground Speed LAC F 2|4 |8|16]|0 x8 2 - 200 1:
Crew: 2 Combat/Top: 6/11 | ATM ¥ 3|6 |12]24|+1 [x25 |0 G 6 &
Bonus Actions: 2 Maneuver: -1 APGL T 112 ]|4|8|-1 |x3 AEQ,ALIF 16 3
Piloting : / Fire Control: 0 X / 4
Gunnery: / Armor: 25/50/75 X / -3
Leadership: ) ooooo EEEEE X / 6:
EwW: / OoOO0 EEEEE x / 7
Tactics: / D D D D D - . . . - Perks: Automation (R2), Autopilot, Back-up Sensors, HEAT-resistant Armor (RS), HEP: Desert, Reinforced Armor 8:
S /1 D D D D D . . . . . (RS, Front), Flaws: Annoyance (max. Build fs 0). .
Communications:  0/15 mmwwimy | ] ] ] 10:



L
DATASHEETS &

Vehicle:  Klemm Bandit Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 1106 Combat/Top: 0/0 Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left ['H

Size: 10 Ground Speed HRF T 4 (8 |16|32]|0 x12 |0 - 100 p

Crew: 2 Combat/Top: 6/11 | MRP/36 T 2 |4 (8[16(-1 |x18 |4 IF 36 &

Bonus Actions: 2 Maneuver: -1 APGL T 1|2 (4)8 -1 |x3 0 AEQ,ALIF 16 3

Piloting : 7 Fire Control: 0 | HMG F 112 |4|8 |0 x4 3 Al 200 4:

Gunnery: d Armor: 25/50/75 X f 5:
Leadership: / DDDDD ..... X / 6:

= 7100000 EEEEE 3 / ™
Tactics: / D D D D D - . - . . Perks: Automation (R2), Autopilot, Back-up Sensors, HEAT-resistant Armor (R5), HEP: Desert, Reinforced Armor 8:

Fr— +1/3 D D D D D . . . . . (RS, Front) smoke (10). Flaws: Annoyance. 9
Communications:  0/15 00000 EEEEE 10:

Vehicle: Mammoth Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 1500 Combat/Top: 3/5 | Name FireArc | S | M [ L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 9 Ground Speed MAC F 306 |12|24(|0 x10 |1 - 200 1:
Crew: 2 Combat/Top: 0/0 | ATM FF 36 |12]24|+1 |x25 |0 G 8 2
Bonus Actions: 1 Maneuver: -2 LMG FF 1/2|4|8 |0 x3 4 - 600 3:
Piloting : / Fire Control: 0| LMG FF 1|2 8 (0 x3 4 - 600 4:
Gunnery: / Armor: 25/50/75 | SC F 1|2 (4|8 |-1 [x28 [0 - 20 5:
Leadership: / Oddo00EEaEE x / 6:
EW: / O0O000 6 EEm e x / 7:
Tactics: / EI D D E] D . - . . i Perks: Ammo/Fuel Containment, Back-up Sensors, 2 x Battle Arm (R9, can punch), HEAT-resistant armor (RS), 8:
S 35 | OOIOOI0) MR | 82, b et oo ot e v, S e B P, T S 1), |
Communications:  0/12 O0000C SEEEE | oecpendent 10:
Vehicle: Mam, Assault Walker Speed Weapons: Unit ID &: Round Notes:
Threat Value: 991 Combat,/Top: 3/5 | Name FireArc | S | M | L |EX |Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 9 Ground Speed HAC T 3|6 |12|24(0 x12 |1 - 150 1
Crew: 2 Combat,/Top: 0/0 | LMG FF 1(2|4|8]|0 %3 4 - 600 2
Bonus Actions: 1 Maneuver: -2 | LMG FF 1|12 |4|8 |0 x3 4 - 600 3:
Piloting : iy Fire Control: 0| SC F 1|2 |4|8 (-1 |x28 |0 - 25 4
Gunnery: { Armor: 25/50/75 | SC F 1|2 (4|8 (-1 |x28 |0 - 25 5:
Leadership: / DDDDD ..." x / 6:
EW: / mimimimimy | ]| ]| X / 7
Tactics: / D D D D D . . . - . Perks: Ammo/Fuel Containment, Back-up Sensors, 2 x Battle Arm (R9, can punch), HEAT-resistant Armor 8:
i | OO M oo S S Aot et oomes et S s bt s tmge |
Communications:  0/10 O0O0O0OC ENEEEE | sensor vependent. 10:
Vehicle: Mam, Brawler Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 699 Combat/Top: 3/5 | Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 9 Ground Speed 2 x MAC F 306 |12|24(0 x10 |1 - 150ea. 1
Crew: 2 Combat/Top: 0/0 | 2xFGC F 1|2 4] 8 |+1 |x7 0 Al FA 20ea. 2:
Bonus Actions: Maneuver: -2 | 2xLMG FF 1|12 |4|8]0 x3 4 - 600ea. 3
Piloting : / Fire Control: 0| 2xVLRP/128 | F 1|2 |4|8]|-1 |x8 6 IF 256ea. 4:
Gunnery: / Armor: 25/50/75 x / 5:
Leadership: / DDDDD ....- x / 6:
EW: 7 OO0000 I EEEE x / 7
Tactics: / O D D D D . . . . . Perks: Ammo/Fuel Containment, Back-up Sensors, 2 x Battle Arm (R9, can punch), HEAT-resistant armor (RS), B:
— | CIETCICIC ISR | b s o iocoves, R o ot M e o [
Communications:  0/12 O000C HEEEE | ocependent. 100
Vehicle: Mam, Command Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 1754 Combat,/Top: 3/5 | Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 9 Ground Speed MAC F 3 (6 [12|24(0 x10 |1 - 200 1:
Crew: 2 Combat/Top: 0/0 | SC F 1|2 |4|8|-1 [x28 |0 - 20 2:
Bonus Actions: 1 Maneuver: =2 | APGL F 1|2 |48 -1 [x3 0 AL IF, AEO 12 3t
Piloting : / Fire Control: 0 X ! &
Gunnery: / Armor: 25/50/75 X / 5:
Leadership: / DDDDD ....- X ! 6:
ow; 7100000 EEEEE : - &
Tactics: / 0000 A EEEE Perks: Ammo/Fuel Containment, AMS (R1, ammo 50), Back-up Sensors, Battle Arm (R9, can punch), ECM (R2), 8:
S vje | ICVCICIC] M | et () b iy o o o b Ut o |
Communications: +1/20 O000QC EEEEE | e sensor Profile (R2). . 10:

Y
o
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Vehicle: Naga Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 1645 Combat/Top: 4/7 | Name S|Mm EX | Acc, | Dam. | ROF | Special Ammo/Left 0:
Size: 8 Ground Speed MAC 3|6 24 |0 x10 |1 - 200 1
Crew: 2 Combat/Top: 6/12 ATM 3|6 24 | +1 | x25 0 G 4 2
Bonus Actions: 1 Maneuver: =2 | ATM 316 24 |+1 |x25 |0 G 4 3:
Piloting : / Fire Control: 0 X / 4
Gunnery: / Armor: 23/46/69 x / 5:
Leadership: / O0000 EEEEE ; 7 o
EW: / o EEEEE x / 7:
Tactics: / D D D D D . . - . . Perks: HEP: Desert, 3 x Tool Arm (R1, cannot punch - sensor pods). Flaws: Large Sensor Profile (R1).Heat-Resistance 8:
Sensors: 0/4 D D D D D . . - . . SOy iCR) 9:
Communications:  0/12 OO0EE =N D58 10:
Vehicle: MNaga, Command Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 1312 Combat,/Top: 47 | Name S EX | Acc. | Dam. | ROF | Special Ammo/Left 0
Size: 8 Ground Speed MAC 24 (0 x10 |1 - 200 1
Crew: 2 Combat,/Top: 6/12 | ATM 24 |+1 |x25 |0 G 4 2:
Bonus Actions: 1 Maneuver: -2 X / n
Piloting : / Fire Control: 0 x / 4
Gunnery: ! Armor: 23/46/69 X / 5
Leadership: ! 0000 EEmEmE x / 6:
EW: / OoOoO0O EEEEE = 7 T
Tactics: i mimimimimy 1} 1| Perks: Back-up Communications, ECM (R2), ECCM (R3), HEAT-Resistant Armor (R2), HEP: Desert, Satellite Uplink, 8:
S 0/4 D D D D D - . . . . Target Designator (R1), 3 x Tool Arm (R1, cannot punch - sensor pods). Flaws: Large Sensor Profile (R1). o
O00R R ©EEEE 10:

Communications: +2/30

Vehicle: Naga, Long Fang Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 651 Combat/Top: 4/7 | Name EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 8 Ground Speed MAC 24 |0 x10 - 200 1:
Crew: 2 Combat/Top: 6/12 LFG 400 x22 |0 IF 12 2:
Bonus Actions: 1 Maneuver: -2 LFG 400 x22 0 IF 12 3:
Piloting : / Fire Control: 0 x / &
Gunnery: / Armor: 23/46/69 x / 5:
Leadership: f OO0000DeEEER x / 6:
EW: ! DDDDD ..... x / T
Tactics: / I . . . - . Perks: HEAT-resistant Armor (R2), HEP: Desert. 3 x Tool Arm (R1, cannot punch - sensor pods), 2 x Stabilizer 8:
e 0/4 D D D E] D . . . . . Mount. Flaws: Large Sensor Profile (R2). Defects: Annoyance (long gun barrels are cumbersome). 0
Communications: 0/12 D D I:‘ - ‘ - ‘ - [ 10:

Vehicle: Naga, Sea Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 3096 Combat/Top: 4/7 | Name S|M EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 8 Submarine Speed LRP/16 2|4 16 | -1 x12 3 IF, UwW 16 12
Crew: 2 Combat/Top: 3/6 | ATM 3|6 24 [+1 [x25 |0 G, SR &
Bonus Actions: 1 Maneuver: =2 | ATM 3|6 24 (+1 [x25 |0 G, SR 3
Piloting : / Fire Control: 0 x / 4
Gunnery: / Armor: 23/46/69 X / 5:
Leadership: / 00000 e EEER X / 6:
EW: / o000 EEEES x / 7
Tactics: / D D D D D - . . . - Perks: AquaSensors (single purpose), HEAT-Resistant Armor (R2), HEP: Underwater, Target Designator (R1), 3 x 8:
T 0/4 D D D D D . . . . . Tool Arm (R1, cannot punch - sensor pods). Flaws: Large Sensor Profile (R1). 9:
Communications:  0/12 OO00DEE EEERE 10:

Vehicle: Naga, Sniper Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 648 Combat/Top: 4/7 | Name S EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 8 Ground Speed LLC 40 | +1 | x16 0 -2DRB 30 1:
Crew: 2 Combat/Top: 6/12 LLC 40 [ +#1 | x16 0 -2DRB 30 1
Bonus Actions: 1 Maneuver: -2 x Y 3:
Piloting : ! Fire Control: 0 x / 4
Gunnery: / Armor: 23/46/69 x / LH
Leadership: / D D D D D . . . . . x / 6:
EW: / 00000 EEEEE x / 7:
Tactics: / 00000 =iEEEE Perks: Armor (R3), HEP: Desert, Sniper System (LLC), Target Designator (R1), 3 8:
e 0/4 D D D D D . . . . . % Tool Arm (R1, cannot punch - sensor pods). Flaws: Large Sensor Profile (R1), Vulnerable to Haywire. 9
Communications:  0/12 O00@EE EiE 665 10:




DATA SHEETS

Vehicle: Naga, Tusked Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 1343 Combat,/Top: 4/7 | Name FireArc | S | M | L | EX|Acc. | Dam. | ROF | Special Ammao/Left 0:

Size: 8 Ground Speed MAC F 3|6 |12|24(0 x10 |1 - 200 11

Crew: 2 Combat/Top: 6/12 | HATM FF 5 |10(20|40(+1 [x30 |0 G 4 2

Bonus Actions: 1 Maneuver: -2 X / 3:

Piloting : L Fire Control: 0 X I 4:

Gunnery: o Armor: 23/46/69 X / 5:
Leadership: [ OoOO0O EEER 55} X f 6:

EW: 7 ODO000 EeEEE x 7 7:

Tactics: / D D oo D - [} . . . Perks: HEAT-Resistant Armor (R2), HEP: Desert, Stabilizer Mount, Target Designator (R1), 3 x Tool Arm (R1, cannot 8: g
e 0/4 D [:] D D D . . . . . punch - sensor pods). Flaws: Annoyance (one turn to retract stabilizer), Large Sensor Profile (R1), Unstab o
Communications:  0/12 ond D . . . EBBRE 10:

Vehicle: Ostrogoth Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 924 Combat/Top: 0/0 | Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:

Size: 10 Ground Speed LAG T 25 |50 1000200| -2 |x12 |0 AEO,ART,MR 10 12 1:

Crew: 3 Combat/Top: 6/11 X / ]

Bonus Actions: 1 Maneuver: -2 X / 3

Piloting : ! Fire Control: 0 X / 4:

Gunnery: / Armor: 25/50/75 x / 5:
Leadership: / 0000 eEEER . / Py

W 7 OO000 EEEER : 7 7

Tactics: / D (s D D ] - . BE Perks: Autopilot, HEAT-resistant Armar (RS), HEP: Desert, Reinforced Armor (R2, Front), Shielded Weapons. Flaws: 8:

i, o/ ooooog EEBEEE | Avwoynce (max Build is 0). =
Communications:  0/20 OOoOooo EEEE ] 10:

Vehicle: Stinger Walker Speed Weapons: Unit 1D #: Round Notes:
Threat Value: 1469 Combat/Top: 0/0 Name Fire Arc | S | M | L | EX | Acc. | Dam. | ROF Special Ammo/Left 0:

Size: 8 Ground Speed LAM FF 50 [100R00J400(-3 |x12 |0 AEQ, MR40 ARY 16 1:

Crew: 2 Combat/Top: 6/11 X J/ 2:

Bonus Actions: 3 Maneuver: -3 x I 3:

Piloting : / Fire Control: 0 i / 4

Gunnery: / Armor: 8/16/24 % / 58
Leadership: / DDDDD .IIHH x / 6:

W / 000 EREEE x / 7

Tactics: 4 ! ! . ‘ . - . ' . . Perks: HEP: Desert, Passenger Seating (2), Stabilizer Mount. Flaws: Exposed Motive System, Large Sensor Profile 8:

[ 0/4 - - - w . . . . n - (R1). Defects: Motive Defect (-1 MP; already factored). 3
Communications:  0/20 DNEED DREEE 10:

Vehicle: Tyburr Walker Speed Weapens: Unit ID #: Round Notes:
Threat Value: 1140 Combat/Top: 0/0 | Name FireArc | S | M [ L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:

Size: 10 Ground Speed LFG T 5 (1020|400 x22 0 IF 16 1:

Crew: 2 Combat/Top: 5/10 | HMG T 112 |4(8 |1 |x3 0 Al 600 2;

Bonus Actions: 2 Maneuver: -2 X ! 3

Piloting : / Fire Control: 0 X / 4:

Gunnery: / Armor: 25/50/75 X / 5:
Leadership: / OO0 eEEEE X 7 6: s
Ew: / 0000 EEEEE x / 7 :
Tactics: / D D D D D . . . . - Perks: Automation (R2). Autopilot, Back-up Sensors, HEAT-resistant Armor (RS), HEP: Desert, Reinforced Armor 8:

SRl 0/1 D D [:I D D . . . . . (RS, Front), Reinforced Location Armor (R1, Movement), Flaws: Annoyance (max, Bulld is 0). o
Communications:  0/15 00000 EEEER 10:

Vehicle: Vandal Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 1947 Combat/Top: 0/0 | Name FireArc [ S | M | L |EX |Acc | Dam. | ROF | Special Ammo/Left 0:

Size: 13 Ground Speed MAM FF 60 |1202400480| -3 |x18 | O 6,ART,AEQ, MR4( 2 ' ]

Crew: 2 Combat/Top: 5/9 x / 2:

Bonus Actions: 1 Maneuver: -3 X / 3

Piloting : ot Fire Control: 0 X 7 4:

Gunnery: & Armor: 40/80/120 X / 5:
Leadership: / 00000 Ooooao x / 6

EW: / 00000 ooooa x / 7:

Tactics: / D D D D D D |:| D D D Perks: A flot, Back-up C: icati Backup Sensors, HEAT-resistant Armor (R10), HEP; Desert, Pintle B:

= +1/5 D D O D D . . . . . Mount, Rugged Movement System, Smoke Launchers (10). Flaws: Large Sensor Profile (R2), Sensor D dk o
Communications:  0/30 Oo0o0oono B BEa 10:



DATA

SHEETS

Vehicle Verder Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 4209 Combat/Top: 0/0 | Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 14 Ground Speed HAG FF 40 |80 [1601320| -2 (x22 | O AEZ,ART,MR2( 1 1
Crew: 3 Combat/Top: 5/9 | SLC T 5 (10(20|/40|+1 |x12 |O -1RB 20 2
Bonus Actions: i Maneuver: -3 x / 3;
Piloting : / Fire Control: 0 x / 4:
Gunnery: ! Armor: 42/84/126 x / 5:
Leadership: / OooOoOooooooo X / 6
— ;| 00000 o0ooog x / 7
Tactics: / D D [:] D D D D D EI D Perks: Autopilot, Automation (R1), Back-up Sensors, HEAT-resistant Armor (R10), HEP: Desert, Pintle Mount, 8:
= /s ooo mimimim] | | | :;‘I:t:'o“u;ld. f'r:’d ;;Tpm:t:?‘g?: 3‘";'.':.'::: ;:;t:;,ms::ou Launchers (10}, Sniper System (HAG), Stabilizer o
Communications:  0/20 oo EEEER 10:
Vehicle: Visigoth Walker Speed Weapons: Unit ID &: Round Notes:
Threat Value: 2585 Combat/Top: 0/0 | Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 13 Ground Speed HFG T B |16 |32| 64 (0 x28 |0 IF 25 1
Crew: 2 Combat/Top: 5/10 | HAC T 3|6 |12/24|0 x12 1 ROF1 300 &
Bonus Actions: 2 Maneuver: -2 LLC T 51|10 (20|40 |+1 [(x16 | O -2DRB 30 3
Piloting : / Fire Control: 0 | MRP/9 F 2|4 |8|16(-1 [x18 |1 IF 9 4
Gunnery: / Armor: 40/80/120 | MRP/9 F 2|4 |8|16(-1 |x18 |1 IF 9 5:
Leadership: / DDDDD DDDDD x 4 6:
Y | 00000 0oOooog : / ™
Tactics: / D D D D D D D D D D Perks: Autopilot, Automation (R2), Backup Sensors, HEAT-resistant Armor (R10), HEP: Desert, Pintle Mount, 8:
e 0/2 g D E] D . BBl - . :::‘:::r:c::ﬂn::h(l! Front), Rugged Movement System, Smoke Launchers (10). Flaws: Large Sensor Profile (R2), o
Communications:  0/20 ooood EEEEE 10:
Vehicle:  Visigoth, Blitz Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: 2306 Combat/Top: 0/0 | Name FireArc [S | M | L Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: 13 Ground Speed 2xSC F 1|2 |48 (-1 |x28 |0 - 25ea. 1:
Crew: 2 Combat/Top: 5/10 | VHAC T 3|6 |12|24(0 x15 |1 - 200 3
Bonus Actions: 2 Maneuver: -2 | LLC T 5|10 |20/ 40 | +1 |x16 | O -2DRB 30 3:
Pileting : / Fire Control: 0 MRP/9 F 2|4 (|8[16|-1 |x18 1 IF 9 4
Gunnery: / Armor: 40/80/120 | MRP/9 F 2|4 |8]16(-1 |xiB8 |1 IF 9 5t
Leadership: / OO0o0O0o OoooOoo x / 6:
EW: / DDDDD DDDDD X / 7:
Tactics: / D D D D D D D D D D Perks: AP Charges (R1,20), Autopilot, Automation (R2), Backup Sensors, HEAT-resistant Armor (R10), HEP: Desert, B:
T 0/2 D D G D D . . . . . ;:!::r :ar;z‘llt; (I:;I;:fﬂsl:::in;i::;"(::r;'-ﬂonl). Rugged Movement System, Smoke Launchers (10). Flaws: Large o
Communications: 0/20 E] Ood0EEEER 10:
Vehicle:  Visigoth, Khan Walker Speed Weapons: Unit ID #: Round MNotes:
Threat Value: 2768 Combat/Top: 0/0 | Name FireArc | S | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left o0
Size: 13 Ground Speed HFG T 8 |16 (32|64 |0 x28 |0 IF 25 1
Crew: 2 Combat/Top: 5/10 | HAC T 316 [12(/24]0 x12 |1 300 2:
Bonus Actions: 2 Maneuver: -2 LLC T 5 110 |20| 40 |+1 |x16 | O -2DRB 30 3:
Piloting : / Fire Control: 0 | MRP/9 F 2|4 |8|16]|-1 |x18 |1 IF 9 4:
Gunnery: / Armor: 40/80/120 | MRP/9 F 2|4 |8|16]|-1 [x18 |1 IF 9 5:
Leadership: / oooono oOoooao X / 6:
EW: / OOoo0OoooooOo x / 7
Tactics: / D D D D D D D D D D Perks: Autopilot, Automation (R2), Backup Sensors, ECM (R2), ECCM (R2), HEAT-resistant Armor (R10), HEP: 8
= ava | CICCICTE MMM | et Mot oo Ao o 1, o o e . et S e 1
Communications: +1/20 00000 aEEEE 10:
Vehicle: Walker Speed Weapons: Unit ID #: Round Notes:
Threat Value: Combat/Top: / Name FireArc | § | M | L | EX | Acc. | Dam. | ROF | Special Ammo/Left 0:
Size: Ground Speed X / 1:
Crew: Combat/Top: / % / 2
Bonus Actions: Maneuver: x / 3
Piloting : / Fire Control: x / 4
Gunnery: / Armor: x f 5:
Leadership: 7 O0o00o0 oooon - / 5
W ] OOoOoOoo ooooo X / 7:
Tactics: / Oooooooooano Perks: Flaws: 8:
Sensors: / ooooaOo DDDDD 9:
Communications: I ooa OO0 ooooo 10:




