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Callsign: Sniper Name: Leonidas Simonides Faction: Free Worlds League
Mech: Trebuchet TBT-5N Pilot Skill: 4 Gunnery Skill: 3
Pilot Special Abilities:

Plays Well with others: Once per scenario, for one turn only, you may
declare one other pilot to be your partner and an enemy unit that you can
see within 10 hexes as your target. All your and your partner’s attacks
against the target have a -1 to hit bonus.

Taking the Hit: When one of your teammates is hit by a weapon attack, if
you are at least as close to the attacker as you are to your teammate and in
the attacker’s same firing arc, you can take the damage instead. Must be
played after the to-hit roll is made, but before the location is rolled. Usable
once per round.

Background: Leonidas Simonides (“Sniper”) was born on the
League world of Tamarind. A third generation ‘mechwarrior,
Leonidas pilots a Locust granted posthumously to his
grandfather, who was killed in action saving the life of a minor
League Noble. Leonidas’ father piloted the ‘mech on the Lyran
border and passed it on to his son when he retired. Unwilling
(or unable) to live the life of a career soldier, but knowing
nothing other than the life of a pilot, Leonidas figured that the
mercenary lifestyle would be more his speed.
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Type: Trebuchet TBT-5N Name: Sniper
Movement Points: Tonnage: 50 Gunnery Skill: 3 Piloting Skill: 4
Wialking: 5 Tech Base: Inner Sphere HitsTaken| 1 [2 [ 3[4 5[ 6
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Jumping: 0 Era: Succession Warsg|
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