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Callsign: Blackbelt Name: Jingyi Song Faction: Capellan Confederation
Mech: Raven RVN-2X Pilot Skill: 4 Gunnery Skill: 3

Pilot Special Abilities:
For the Chancellor!: You may take a pilot hit to add 1 to an attack roll after it is rolled.

After You, | Insist!l: At any time before you move for a turn, you may take a pilot hit to move at
the end of initiative, after all other units have moved. In effect, this moves you out of the
initiative order (requiring recalculation of which friendly units must move in each phase).

Field Repair Kit: Once per scenario, during the end phase, you may repair armor damage to
your ‘mech based on your ‘mechs weight class. 5 points for light ‘mechs, 10 for medium, 15 for
heavy, and 20 for assault. You may only use this ability once per end phase.

Edge: Force an opponent to re-roll one roll.

Background: Jingyi Song (Blackbelt) left the Capellan
Confederation under somewhat questionable circumstances,
with a brand new, prototype ‘mech in tow. Some people say
that he is clearly a spy, planted by Maximilian Liao, although
others point out that it’s very unlikely that the Capellan
Chancellor would care at all about a small mercenary outfit.
Others suggest that, since his ‘mech was stripped of its
experimental communications equipment, it’s most likely that
his ‘mech was simply stolen before construction had been
completed. Either way, he has demonstrated that he is a very
capable —and loyal — mechwarrior.
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