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Callsign: El Guapo Name: Sam Evergreen Faction: Mercenary
Mech: Firefly FFL-4A Pilot Skill: 5 Gunnery Skill: 4
Pilot Special Abilities:

Payday: Bonus 50,000 C-Bills for successful missions, 10,000 C-Bills for
unsuccessful ones.

Background: Sam Evergreen (“El Guapo”) is known throughout
Galatea for his easy smile and his quick wit. Some people say
that Sam has an excellent story for any situation that can make
the entire room laugh. Others say that you can’t trust anything
he says, and that for the most part he’s completely full of it.
Both groups are probably right.
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'MECH DATA
Type: Firefly FFL-4A
Movement Points: Tonnage: 30
Walking: 5 Tech Base: Inner Sphere
Running: 8 (Intra]
Jumping: a Era: Succession Warsg|
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser CT 3 5[DE] — 3 6 9
1 Small Laser CT 1 3[DE] — 1 2 3
1 LBMBS RT 2 1/Msl 6 7 14 21
[M,C,S]
1 Medium Laser RT 3 5[DE] — 3 6 8
1 Medium Laser LT 3 5[DE] — 3 6 9
1 Small Laser LT 1 3[DE] — 1 2 3
1 Small Laser RA 1 3[DE] =— 1 2 3
1 Small Laser LA 1 3[DE] = 1 2 3
\ Cost: BV:831
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WARRIOR DATA

Name: El GuaDO

Gunnery Skill: 4 Piloting Skill: 5

Hits Taken| 1
Consciousness#

2131415

6
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Dead|
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Head . —
Left Arm ; - Life Support Right Arm '
1. Shoulder . Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 507
3. Small Laser 4. Roll Again 3. Small Laser
1-34 pal Again 5. Sensars 1-3 4. Roi Again 29
5. Roall Again B. Life Support 5. Roll Again 28%
6. Roall Again 6. Roll Again 27
1. Roll Again Cer!ter TO rso 1. Roll Again 26™
2. Rall Again ; iUSED" E"gfne 2. Roll Again o7
3. Roll Again - Fusion Engine 3. Roll Again 5
| : : - 24
464 Roi agan 1-3 Z- EUS“’" Engine 464 rol agan —
5. Roll Again - Gyro 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22*
6. Gyro 51
1. Gyro 20*
Left Torso 2. Fusion Engine Right Torso Ci
1. Heat Sink 4-6 3 FusionEngine 1. Heat Sink 15
2. Heat Sink d- Fusion Engine 2. Heat Sink
3' : 5. Medium Laser ’ : 17*
. Medium Laser 8 3. Medium Laser
1-3 4. Small Laser - Small Laser 1-3 4. LARMS / HEAT DATA 16
5. Roll Again Enaine Hi 5. Ammo (LRM 5) 24 15%
6. Roll Again ngine Hits gg o 6. Roll Again Heat Heat Sinks: 14"
' Gyro Hits . Level * Effects 10(10) T3
;' Roll Aga!n Sensor Hits OO 1. Rl Aga!n 30 Shutdown Single
- Roll Again 2. Roll Again E i + 12
! . ! 28 Ammo Exp. avoid on 8 (o)
a4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o o
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire
B. Roll Again B. Roll Again 23  Ammo Exp.avoidon 6+ O 9
22  Shutdown, avoid on 8+ O a*
20 -4 Movement Points (o) =
. 19 Ammo Exp. avoidon 4+ (o
Left Leg nght Leg 18 Shutdown, avoid on B+ (5 6
1. Hip v 1. Hip 17 +3 Modifier to Fire ) 5*
g. Upper Leg Actuator [:H.[H Lq S.[ g Upper Leg Actuator 1 2 éﬁumg\ﬁrg\?giz’%gﬁ . 0 =
4. Lower Leg Actuator game D labs 4. Lower Leg Actuator 13 +2 Modifier to Fire 3
5. Foot Actuator 5. Foot Actuator 10 -2 Movement Points =
- Jump Jet Damage Transfer - Jump Jet 8 +1 Modifier to Fire
\ 6. Jump Jet Diagram 6. Jump Jet PAN 5 -1 Movement Points ) ;

ARMOR DIAGRAM

Head (8) .
Left Torso Right Torso

Left Arm
(10)

Right Arm
(10)

Left Right
Center

Leg Leg

14) Torso (14)

( Rear (5)

Left Right
Torso Rear Torso Rear
(3) (3

H
INTERNAL STRUCTURE DIAGRAM J3A88

© 2010 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



	SamEvergreen_Green_Sheet
	FireflyFFL4A

