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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

{\WARRIOR DATA

Jumping: 6 Role: Scout

Weapons & Equipment Inventory [hexes)

Type: Koshi (Mist Lynx) Prime Name:
Movement Points: Tonnage: 25 Gunnery Skill:
Walking: 7 Tech Base: Clan Hite Taken
Running: 11 Rules Level: Standard

Consciousness #

Piloting Skill:

1/12|3]4|51|6

3|5|7][10 Dead

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Active Probe HD — [E] - - = =
2 Machine Gun RA — 2[DBAI] - 1 2 3
1 Streak SRM 4 RA 3 2/MsI[MC] — 4 8 12
1 LRM 10 LA 4 1/Msl - 7 14 21

[M,C.S]

Ammo: (LRM 10] 12, (Machine Gun) 100, (Streak SRM 4) 25

@

BV: 871
\

\
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(4)

Left
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(5)

ARMOR DIAGRAM

Head (9)

Left Torso
(7)

Right Torso

Torso

(6)

Center

Right Arm
(4)

Right
Leg
(5)

Right
Torso Rear

(5)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Head
; . Head Dverflo
Left Arm (CASE) 1. Life Support Right Arm (CASE) Left Torsa 8] Rights Torso (8] '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Active Probe 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. LRM 10 6. Life Support 5. Streak SRM 4 28*
6. Ammo (LRM 10) 12 6. Machine Gun 57
Center Torso
1. Endo Steel 1. XL Fusion Engi 1. Machine Gun Left 26~
2. Ferro-Fibrous oy F”S!°" E"g!"e 2. Ammo (Streak SRM4)25 | Arm 5%
4.5 3 Poll Again 3 XL F”s!"" E"Q!“e 4. 3 Ammo (Machine Gun) 100 | (4) =
4. Roll Again 13, 5 usion Engine 4. Endo Steel -
5. Roll Again 5' va 5. Ferro-Fibrous 23
8. Roll Again Y G‘/:g B. Roll Again 22+
- Y 21
1. Gyro Left 20~
. . . Leg
Left Torso g ;:: "2“5!°“ Eng!ne Right Torso (8] 19+
1. XL Fusion Engine 4-6 4' XL FE::E: E:g::z 1. XL Fusion Engine 18+
2. XL Fusion Engine 5' Endo Steel 9 2. XL Fusion Engine 7
13 3.[Doub|e Heat Sink G. FerroFibrous 13 3.[Double Heat Sink
"2 4. Double Heat Sink . "2 4.| Double Heat Sink /4 HEAT DATA 16
5.[Double Heat Sink " " 5. Jump Jet 15~
6. Double Heat Sink Engine Hits OO O 6. Jump Jet Heat Double Heat Sinks: o
1. dump Jet Gyro Hits O O 1. dump Jet Level* Effects 10 (20) o
5 4 J Sensor Hits O O 2. Endo Steel 30  Shutdown )
. Jump Jet - . Endo Steel 28 Ammo Exp. avoid on 8+ O 12
4.6 3 Jump Jet Life Support O 4. 3 Ferrofibrous 56  Shutdown, avoid on 10+ Py
4. Endo Steel 4. Ferro-Fibrous 25 -5 Movement Points O o
5. Ferro-Fibrous 5. Roll Again 24  +4 Modifer to Fire O
6. Ferro-Fibrous 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points
v, 19  Ammo Exp. avoid on 4+ o 7
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? ’;Ad(;ver:n:ng's[zzt2+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints =
5. Endo Steel Damage Transfer 2 Endo Steel 8  +1 Modifer to Fire
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;

© 2019 The Topps Company, Inc. Classic BattleTech, BattleTech, '‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Type: Koshi (Mist Lynx) A
Movement Points: Tonnage: 25
Walking: 7 Tech Base: Clan
Running: 11 Rules Level: Standard

Jumping: 6 Role: Scout

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Active Probe HD — [E] - - = =
2 Machine Gun RA — 2[DBAI] - 1 2 3
1 Flamer RA 3 2[DEHA] — 1 2 3
2 Anti-Missile System LA 1 [PD] - - = =
1 TAG LA — [E] — 5 9 15
1 A-Pod RL — [PDOSAI] - - = =
1 A-Pod LL — [PDOSAI] - - - =

Ammo: [AMS] 72, (Machine Gun) 100

BV: 608
\

@

\

ARMOR DIAGRAM

Head (9)
Left Torso

[7)

Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Dead

Consciousness# | 3 | 5 | 7

10

Left Arm
(4)

Right Arm
(4)

Left Right
Leg Center Leg
(5) Torso (5)

(6)

Left Right
Torso Rear Torso Rear
(5) (5)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Head
; . Head Dverflo
Left Arm (CASE) 1. Life Support Right Arm (CASE) Left Torsa 8] Rights Torso (8] '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Active Probe 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. TAG 6. Life Support 5. Flamer 28*
6. Anti-Missile System 6. Machine Gun 57
Center Torso
1. Anti-Missile System 1. XL Fusion Engi 1. Machine Gun Left 26~
2. Ammo [AMS) 24 oy F”S!°" E"g!"e 2. Ammo [Machine Gun) 100 | Arm o5+
4.5 3 Ammo (AMS) 24 3 XL F”s!"" E"Q!“e 4.5 3 EndoSteel (4) o~
4. Ammo (AMS) 24 13 usion Engine 4. Ferro-Fibrous
4. Gyro . 23*
5. Endo Steel 5 G 5. Roll Again
6. Ferro-Fibrous - yro 6. Roll Again 22*
6. Gyro
21
1. Gyro Left 20~
. . . Leg
Left Torso g ;:: "2“5!°“ Eng!ne Right Torso (8] 19+
1. XL Fusion Engine 46 usion =ngine 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
X 5. Endo Steel X 17
13 3.[Doub|e Heat Sink 6. Ferro-Fibrous 13 3.[Double Heat Sink
4.| Double Heat Sink ' 4.| Double Heat Sink /4 HEAT DATA 16
5.[Double Heat Sink " " 5. Jump Jet 15~
6. Double Heat Sink Engine Hits OO O 6. Jump Jet Heat Double Heat Sinks: o
1. Jump Jet Gyro H!ts oo 1. Jump Jet Leg/gl ShUthWEﬁeots 10 (20) 13~
2. Jump Jet Sensor Hits O O 2. Endo Stael 28  Ammo Exp. avoid on 8+ o) 12
4.6 3 Jump Jet Life Support O 4. 3 Ferrofibrous 56  Shutdown, avoid on 10+ Py
4. Endo Steel 4. Ferro-Fibrous 25 -5 Movement Points o 10+
5. Ferro-Fibrous 5. Roll Again 24  +4 Modifer to Fire O
6. Ferro-Fibrous 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire O 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. A-Pod Damage Transfer 2 APod 8  +1 Modifer to Fire
\ 6. Endo Steel Diagram 6. Endo Steel PAN 5 -1 Movement Points p ;

© 2019 The Topps Company, Inc. Classic BattleTech, BattleTech, '‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

('MECH DATA }
Type: Koshi (Mist Lynx) B

Movement Points:

OMNIMECH RECORD SHEET

Ammo: [SRM B8] 30

Tonnage: 25
Walking: 7 Tech Base: Clan
Running: 11 Rules Level: Standard
Jumping: 6 Role: Striker

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Active Probe HD — [E] - - = =
1 ER Small Laser RA 2 5|[DE] — 2 4 B
2 SRM B RA 4 2/Msl - 3 6 8

IMC.S]
2 ER Medium Laser LA 5 7|[DE] — 5 10 15

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6
Consciousness # | 3 5 7 [ 10| 11 |Dead

Left Arm

(4)

Left
Leg
(5)

ARMOR DIAGRAM

Head (9)

Left Torso
(7)

Right Torso

Torso

(6)

Center

Right Arm

(4)

Right
Leg
(5)

Left Right
\ BV: 1’209 & Torso Rear Torso Rear
\ ( e / (5) (5)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM J0S
Head
; . Head Dverflo
Left Arm 1. Life Support Right Arm (CAsE) Left Torso (6) Right Torso (6) '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Active Probe 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. ER Medium Laser 6. Life Support 5. SRM 6 28*
6. ER Medium Laser 6. Ammo (SRM 6) 15 57
Center Torso
1. Endo Steel 1. XL Fusion Engi 1. Ammo (SRM B6) 15 Left 26~
2. Ferro-Fibrous oy F”S!°" E"g!"e 2. SRM 6 Arm 5%
3. Roll Again : usion =ngine 3. ER Small Laser (4)
- i i - 24*
48 4 Roll Again 1.3 5 5 FusionEngne 48 4 Endo Steel -
5. Roll Again 5' va 5. Ferro-Fibrous 23
8. Roll Again Y G‘/:g B. Roll Again 22+
- B 21
1. Gyro Left 20~
. . . Leg
Left Torso g ;:: "2“5!°“ Eng!ne Right Torso (8] 19+
1. XL Fusion Engine 4-6 4' XL FE::E: E:g::z 1. XL Fusion Engine 18+
2. XL Fusion Engine 5' Endo Steel 9 2. XL Fusion Engine 7
13 3.[Doub|e Heat Sink G. FerroFibrous 13 3.[Double Heat Sink
"2 4. Double Heat Sink . "2 4.| Double Heat Sink /4 HEAT DATA 16
5.[Double Heat Sink " " 5. Jump Jet 15~
6. Double Heat Sink Engine Hits OO O 6. Jump Jet Heat Double Heat Sinks: o
1. dump Jet Gyro Hits O O 1. dump Jet Level* Effects 10 (20) o
5 4 J Sensor Hits O O 2. Endo Steel 30  Shutdown )
. Jump Jet - . Endo Steel 28 Ammo Exp. avoid on 8+ O 12
4.6 3 Jump Jet Life Support O 4. 3 Ferrofibrous 56  Shutdown, avoid on 10+ Py
4. Endo Steel 4. Ferro-Fibrous 25 -5 Movement Points O o
5. Ferro-Fibrous 5. Roll Again 24  +4 Modifer to Fire O
6. Ferro-Fibrous 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points
v, 19  Ammo Exp. avoid on 4+ o 7
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? ’;Ad(;ver:n:ng's[zzt2+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints =
5. Endo Steel Damage Transfer 2 Endo Steel 8  +1 Modifer to Fire
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;

© 2019 The Topps Company, Inc. Classic BattleTech, BattleTech, '‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Movement Points:

Type: Puma (Adder) Prime

Tonnage: 35
Walking: 6 Tech Base: Clan
Running: 9 Rules Level: Standard
Jumping: 0 Role: Sniper
Weapons & Equipment Inventory [hexes)

ARMOR DIAGRAM

Head (9)
Left Torso

(12)

Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Dead

Consciousness# | 3 | 5 | 7

10

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Flamer CT 3 2I[DEHAI - 1 2 3
1 Targeting Computer RT — [E] - - = = Left Arm Right Arm
1 ERPPC RA 15 15[DE] - 7 14 23 (12 (12
1 ERPPC LA 15 15][DE] — 7 14 23
Left Right
Leg Center Leg
(14) Torso (14)
(6)
Left Right
\ BV: 2’088 & Torso Rear Torso Rear
\ (_, / (4) (4)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Flead Right Arm Head Puortio
1. Life Support 9 Left Torso (8) Right Torso (8)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator (o} o 307
1-3 3.[ER PPC 4. Ferro-Fibrous 1-3 3.[ER PPC
"9 4.lERPPC 5. Sensors "2 4. ERPPC 29
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous 28*
6. Roll Again 6. Roll Again 57
! Center Torso )
1. Roll Again 1. XL Fusion Enai 1. Roll Again Left Right | 26>
2. Roll Again oy F”S!°" E"g!"e 2. Roll Again Arm arm |25+
3. Roll Again : usion =ngine 3. Roll Again (6) (6)
- i i - 24*
46 4 Ry agan 1-g 3 XLFusion Engine 46 4 Roil Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
6. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
2. XL Fusion Engine ; Leg Leg
Left Torso : _ 5 Right Torso 8 8 19+
. . 3. XL Fusion Engine . . (8) (8)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 5. Flamer 2. XL Fusion Engine 7
3.[ Double Heat Sink ’ 3.[ Double Heat Sink
1-3 " 6. Endo Steel 1-3 ! =
4.1 Double Heat Sink 4.1 Double Heat Sink / HEAT DATA
5.[Double Heat Sink - - 5.[ Targeting Computer 15*
6.LDouble Heat Sink Engine Hits OO O 6.[ Targeting Computer Heat Double Heat Sinks: 14+
1. Endo Steel Gyro H!ts oo 1.L Targeting Computer Leg/gl ShUthWEﬁeots 11 (22) 13*
2. Ferro-Fibrous Sensor Hits OO 2. Endo Steel 28  Ammo Exp. avoid on 8+ 00 12
3. Ferro-Fibrous Life Support O 3. Ferro-Fibrous 56  Shutdown, avoid on 10+ Py
46 : 46 . avoid o 3
4. Roll Again 4. Ferro-Fibrous 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip L) s 1. Hip 17  +3 Modifer to Fire O 5*
° 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Endo Steel Damage Transfer 5. Endo Steel 8  +1 Modifer to Fire
\ 6. Endo Steel Diagram 6. Endo Steel PAN 5 -1 Movement Points p ;

© 2019 The Topps Company, Inc. Classic BattleTech, BattleTech, '‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

OMNIMECH RECORD SHEET

('MECH DATA }
Type: Puma (Adder) A

Movement Points:

Ammo: (LRM 20) 24

Tonnage: 35
Walking: 6 Tech Base: Clan
Running: 9 Rules Level: Standard
Jumping: 0 Role: Missile Boat
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Flamer CT 3 2[DEHA] — 1 2 3
1 Small Pulse Laser RT 2 3[PA]] — 2 4 B
1 Small Pulse Laser LT 2 3[PA] - 2 4 B
1 LRM20 RA 6 1/Msl — 7 14 21
[MC.S]
1 LRM20 LA B8 1/Msl — 7 14 21
[MC.S]

BV: 1,437
\

\

@

ARMOR DIAGRAM

Head (9)
Left Torso

(12)

Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6
Consciousness # | 3 5 7 [ 10| 11 |Dead

Left Arm

(12) (12)

Left Right
Leg Center Leg
(14) Torso (14)

(6)

Left Right
Torso Rear Torso Rear
(4) (4)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM J0S
Head
; . Head Dverflo
Left Arm (CASE) 1. Life Support Right Arm (CASE) Left Torsa (8 Rights Torso (8] '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator (o} o 307
3. Lower Arm Actuator 4. Ferro-Fibrous 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5.]LRM 20 6. Life Support 5. Ammo (LRM 20) 6 28*
6./ LRM 20 6. Ammo (LRM 20) 6 =7
1.|LRM 20 . C;T_":e'_‘ T?:SP 1.[LRM 20 Left Right | 26~
2.LLRm 20 oy F”S!°" E"g!"e 2.|LR™M 20 Arm arm |25+
3. Ammo (LRM 20) 6 - - Eusion Engine 3| LRM 20 (6) (61 [za=
46 4 Ammo(LRM 206 13 Z' )é'- Fusion Engine 46 4| rm20 -
5. Ferro-Fibrous 5' va 5. Ferro-Fibrous 23
6. Roll Agai - Byro 6. Roll Agai 22+
oll Again 6. Gyro oll Again
21
1. Gyro Left Right 20~
2. XL Fusion Engine ; Leg Leg
Left Torso : ! 9! Right Torso s s 19+
. . 3. XL Fusion Engine . . (8) (8)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 5. Flamer 2. XL Fusion Engine 7
3.[ Double Heat Sink ’ 3.[ Double Heat Sink
1-3 " 6. Endo Steel 1-3 ! =
4.1 Double Heat Sink 4.1 Double Heat Sink / HEAT DATA
5. Small Pulse Laser - - 5. Small Pulse Laser 15*
6. Endo Steel Engine Hits OO O 6. Endo Steel Heat Double Heat Sinks: o
1. Ferro-Fibrous Gyro H!ts oo 1. Ferro-Fibrous Level Effects 10 (20]) D
. Sensor Hits O O . 30 Shutdown
2. Ferro-Fibrous 2. Ferro-Fibrous 28  Ammo Exp. avoid on 8+ e 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
46 . 46 . . avoid o 3
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH-[HLQS.[ Right Leg 18 Shutdown, avoid on 6+ O 6
1. Hip game Dlabs 1. Hip 1; +g modlfer tot l;re . e) 5+
- ovemen oints
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Madifer to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Endo Steel Damage Transfer 5. Endo Steel 8  +1 Modifer to Fire
\ 6. Endo Steel Diagram 6. Endo Steel PAN 5 -1 Movement Points p ;

© 2019 The Topps Company, Inc. Classic BattleTech, BattleTech, '‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

OMNIMECH RECORD SHEET

MECH DATA }
Type: Puma (Adder) B

Movement Points:

Ammo: (LB-5X) 20

Tonnage: 35
Walking: 6 Tech Base: Clan
Running: 9 Rules Level: Standard
Jumping: 0 Role: Sniper

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Flamer CT 3 2I[DEHAI - 1 2 3
1 ER Medium Laser RT 5 7][DE] — 5 10 15
1 ER Medium Laser LT 5 7][DE] — 5 10 15
1 Large Pulse Laser RA 10 10[P] — B6 14 20
1 LBS5XAC LA 1 5 3 8 15 24

[DB,C/F/S]

BV: 1,422
\

\

@

ARMOR DIAGRAM

Head (9)
Left Torso

(12)

Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Dead

Consciousness# | 3 | 5 | 7

10

Left Arm

(12) (12)

Left Right
Leg Center Leg
(14) Torso (14)

(6)

Left Right
Torso Rear Torso Rear
(4) (4)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM J0S
Left Arm (CASE Foae Right Arm Heag orertlo
( ] 1. Life Support 9 Left Torso (8) Right Torso (8)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator (o} o 307
3.[LB5-XAC 4. Ferro-Fibrous 3. Lower Arm Actuator
1-3 4|LB5XAC 5. Sensors 1-3 4. Hand Actuator 29
5.|LB 5-XAC 6. Life Support 5.[Lar‘ge Pulse Laser 28*
6.LLB 5-X AC 6.LLarge Pulse Laser 57
Center Torso
1. Ammo (LB-5X) 20 1. XL Fusion Endgi 1. Ferro-Fibrous Left Right | 26*
2. Ferro-Fibrous oy F”S!°" E"g!"e 2. Roll Again Arm arm |25+
3. Roll Again : usion =ngine 3. Roll Again (6) (6)
- i i - 24*
46 4 Ry agan 1-g 3 XLFusion Engine 46 4 Roil Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
. : . Leg Leg
Left Torso 2. XL Fusion Engine Right Torso s s 19+
. . 3. XL Fusion Engine . . (8) (8)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 5. Flamer 2. XL Fusion Engine 7
3.[ Double Heat Sink ’ 3.[ Double Heat Sink
1-3 " 6. Endo Steel 1-3 ! =
4.1 Double Heat Sink 4.1 Double Heat Sink / HEAT DATA
5. ER Medium Laser " " 5. ER Medium Laser 15~
6. Endo Steel Engine Hits OO O 6. Endo Steel Heat Double Heat Sinks: o
1. Ferro-Fibrous Gyro Hits oo 1. Ferro-Fibrous Level Effects 10 (20) 13*
o F Fib Sensor Hits O O o F Fib 30  Shutdown
- Ferro-Fibrous - - Ferro-Fibrous 28 Ammo Exp. avoid on 8+ O 12
4-8 3. Roll Aga?n Life Support O 4-6 3. Roll Aga?n 26  Shutdown, avoid on 10+ o 711
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH-[HLQS.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to F\nle O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement_ants O a
14 Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator h o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Endo Steel Damage Transfer 5. Endo Steel 8  +1 Modifer to F\rg
\ 6. Endo Steel Diagram 6. Endo Steel PAN 5 -1 Movement Points p ;

© 2019 The Topps Company, Inc. Classic BattleTech, BattleTech, '‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Type: Dragonfly (Viper) Prime

Movement Points:

Ammo: (AMS] 24, (Machine Gun) 100, (SRM 4]

Tonnage: 40
Walking: 8 Tech Base: Clan
Running: 12 Rules Level: Standard
Jumping: 8 Role: Scout

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
2 Machine Gun RT — 2[DBAI] - 1 2 3
1 Anti-Missile System LT 1 [PD] - - = =
2 Medium Pulse Laser RA 4 7 [P] — 4 8 12
1 SRM 4 LA 3 2/Msl — 3 6 8

[MC.S]

25

BV: 1,450
\

\

@

ARMOR DIAGRAM

Head (9)
Left Torso

(13)

Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6
Consciousness # | 3 5 7 [ 10| 11 |Dead

Left Arm
(12)

Right Arm
(12)

Left Right
Leg Center Leg
(19) Torso (19)

(7]

Left Right
Torso Rear Torso Rear
(7) (7)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm (CASE Foae Right Arm Heag orertlo
( ] 1. Life Support 9 Left Torso (10) Right Torso (10)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Ferro-Fibrous 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. SRM 4 6. Life Support 5. Medium Pulse Laser 28*
6. Ammo (SRM 4) 25 6. Medium Pulse Laser 57
1. Ferro-Fibrous 1 C;in:er_‘ T?EPSF' 1. Ferro-Fibrous Left Right | 26~
2. Ferro-Fibrous 2' XL Fus!on Eng!ne 2. Ferro-Fibrous Arm Arm o5
3. Roll Again : usion =ngine 3. Roll Again (6) (6)
- i i - 24*
4-6 4. Roll Again 13 3. XL Fusion Engine 4-6 4. Roll Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
. . . Leg Leg
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 10 10 19~
. . 3. XL Fusion Engine . . (10] (10)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
5. Endo Steel 17
13 3. Jump Jet 6. Roll Again 1-3 3. Jump Jet
4. Jump Jet ’ 4. Jump Jet / HEAT DATA 16
5. Anti-Missile System - - 5. Machine Gun 15*
6. Ammo (AMS) 24 Engine Hits OO O 6. Machine Gun Heat Double Heat Sinks: o
1. Endo Steel Gyro H!ts oo 1. Ammo (Machine Gun) 100 "eé’g' Shutd DWEHEC“ 10(20) 13*
2. Endo Steel Sensor Hits OO 2. Endo Steel 58 AmmoBp awidon8r 12
3. Endo Steel Life Support O 3. Endo Steel 56  Shutdown, avoid on 10+ 71
46 ; 46 . avoid o 3
4. Ferro-Fibrous 4. Endo Steel 25 -5 Movement Poaints 10+
5. Roll Again 5. Ferro-Fibrous 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire O 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
:- j“mp jez Damage Transfer g jump je: 8  +1 Modifer to Fire -
- Jump Je Diagram - Jump Je 5 -1 Movement Points
\ /7 \ /=
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BATTLETECH

(' MECH DATA )

Type: Dragonfly (Viper) A

Movement Points:

OMNIMECH RECORD SHEET

Ammo: (SRM B) 15

Tonnage: 40
Walking: 8 Tech Base: Clan
Running: 12 Rules Level: Standard
Jumping: 8 Role: Striker

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser RT 5 7][DE] — 5 10 15
2 ER Medium Laser LT 5 7][DE] — 5 10 15
1 ER Medium Laser RA 5 7|[DE] — 5 10 15
1 SRM 6B LA 4 2/Msl — 3 6 8

w,/Artemis IV [M,C.S]

{\WARRIOR DATA

Name:

Gunnery Skill:

Hits Taken

Consciousness #

Piloting Skill:
112 |3[4]5
3)|15|7([10]11

Dead

BV: 1,989
\

\

@

ARMOR DIAGRAM

Head (9)
Left Torso

(13)

Right Torso

Left Arm
(12)

Right Arm
(12)

Left Right
Leg Center Leg
(19) Torso (19)

(7]

Left Right
Torso Rear Torso Rear
(7) (7)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM J0S
Left Arm (CASE Foae Right Arm Heag orertlo
( ] 1. Life Support 9 Left Torso (10) Right Torso (10)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Ferro-Fibrous 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. SRM 6 6. Life Support 5. ER Medium Laser 28*
6. Artemis IV FCS 6. Ferro-Fibrous 57
Center Torso
1. Ammo (SRM 6) 15 1. XL Fusion Endgi 1. Ferro-Fibrous Left Right | 26*
2. Ferro-Fibrous oy F”S!°" E"g!"e 2. Roll Again Arm arm |25+
3. Ferro-Fibrous : usion =ngine 3. Roll Again (6) (6)
- i i - 24*
46 4 gyl agan 1-g 3 XLFusion Engine 46 4 Roil Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
2. XL Fusion Engine ; Leg Leg
Left Torso : _ 5 Right Torso 10 10 19+
. . 3. XL Fusion Engine . . (10] (10)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
5. Endo Steel 17
13 3. Jump Jet 6. Roll Again 1-3 3. Jump Jet
4. Jump Jet ’ 4. Jump Jet / HEAT DATA 16
5. ER Medium Laser " " 5. ER Medium Laser 15~
6. ER Medium Laser Engine Hits OO O 6. ER Medium Laser Heat Double Heat Sinks: 14+
1. Endo Steel Gyro HitsO O 1. Endo Steel Level Effects 10(=20) 13~
Sensor Hits O O 30 Shutdown
2. Endo Steel 2. Endo Steel 28  Ammo Exp. avoid on 8+ e 12
3. Endo Steel Life Support O 3. Endo Steel 56  Shutdown, avoid on 10+ 71
46 ; 46 . avoid o 3
4. Ferro-Fibrous 4. Ferro-Fibrous 25 -5 Movement Points o
5. Rall Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Jump Jet Damage Transfer 5. Jump Jet 8 +1 Modifer to F\rg
\ 6. Jump Jet Diagram 6. Jump Jet PAN 5 -1 Movement Points p ;
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Movement Points:

Type: Dragonfly (Viper) B

Qty Type Loc
1 Flamer RT
1 Small Pulse Laser LT
1 Small Pulse Laser RA
1 ERPPC LA

Ht
3
2
2

15

Tonnage: 40
Walking: 8 Tech Base: Clan
Running: 12 Rules Level: Standard
Jumping: 8 Role: Striker
Weapons & Equipment Inventory [hexes)

Dmg Min Sht Med Lng
2[0EHA] — 1 2 3
3[PAI - 2 4 B
3[PAI - 2 4 B
15 [DE] — 7 14 23

ARMOR DIAGRAM

Head (9)
Left Torso

(13)

Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Dead

Consciousness# | 3 | 5 | 7

10

BV: 1,830
\

\

®

Left Arm
(12)

Right Arm
(12)

Left Right
Leg Center Leg
(19) Torso (19)

(7]

Left Right
Torso Rear Torso Rear
(7) (7)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (10) Right Torso (10)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3.[ER PPC 4. Ferro-Fibrous 3. Lower Arm Actuator
1-3 4|erPrc 5. Sensors 1-3 4. Hand Actuator 29
5. Ferro-Fibrous 6. Life Support 5. Small Pulse Laser 28*
6. Ferro-Fibrous 6. Ferro-Fibrous 57
' Center Torso
1. Roll Again 1. XL Fusion Endgi 1. Ferro-Fibrous Left Right | 26*
2. Roll Again oy F”S!°" E"g!"e 2. Roll Again Arm arm [25x
3. Roll Again : usion =ngine 3. Roll Again (6) (6)
- i i - 24*
4-6 4. Roll Again 13 3. XL Fusion Engine 4-6 4. Roll Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
2. XL Fusion Engine ; Leg Leg
Left Torso : ! 9! Right Torso 10 10 19+
. . 3. XL Fusion Engine . . (10] (10)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
5. Endo Steel 17
13 3. Jump Jet 6. Roll Again 1-3 3. Jump Jet
4. Jump Jet ’ 4. Jump Jet / HEAT DATA 16
5. Small Pulse Laser " " 5. Flamer 15~
6. Endo Steel Engine Hits OO O 6. Endo Steel Heat Double Heat Sinks: o
1. Endo Steel Gyro H!ts oo 1. Endo Steel Level Effects 10(20) 13*
Sensor Hits O O 30 Shutdown
2. Endo Steel 2. Endo Steel 28  Ammo Exp. avoid on 8+ e 12
3. Ferro-Fibrous Life Support O 3. Ferro-Fibrous 56  Shutdown, avoid on 10+ Py
46 : 46 : . avoid o 3
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH-[HLQS.[ Right Leg 18 Shutdown, avoid on 6+ O 6
1. Hip game Dlabs 1. Hip 1; +g modlfer tot l;re . e) 5+
- ovemen oints
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Madifer to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
:- j“mp jez Damage Transfer g jump je: 8  +1 Modifer to Fire -
- Jump Je Diagram - Jump Je 5 -1 Movement Points
\ / \ /
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BATTLETECH

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso

Right Tors

0

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Grendel (Mongrel) Prime Name:
yp 9
Movement Points: Tonnage: 45 Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Clan Hite Taken
Running: 11 Rules Level: Standard _ 112131415186
Jumping: 7 Role: Striker Consciousness# | 3 | 5 | 7 [10] 11 [Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser HD 5 7[DE] — 5 10 15
1 Streak SRM 6 RT 4 2/MsI[MC] — 4 8 12 Left Arm Right Arm
1 ERSmall Laser RA 2 5[DE] - 2 4 &8 (12 (12
1 ERLarge Laser RA 12 10[DE] — 8 15 25
2 ER Medium Laser LA 5 7|[DE] — 5 10 15
Left Right
Leg Center Leg
(20) Torso (20)
(9)
Ammo: (Streak SRM 6] 15
Left Right
\ Bv: 2,290 (ﬁ) Torso Rear Torso Rear
\ a4 / (8) (6)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Head
; . Head Dverflo
Left Arm 1. Life Support Right Arm Left Torso (11) Right Torso (11 '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
. Lower Arm Actuator 4. ER Medium Laser 3 arge Laser o0
3. L Arm A 3. ERL L
1-3 4. Hand Actuator 5. Sensors 1-3 4. ER Small Laser o o 29
5. ER Medium Laser 6. Life Support 5. Endo Steel 8 8 28*
6. ER Medium Laser 6. Ferro-Fibrous 5 0 57
) Center Torso
1. Ferro-Fibrous 1. XL Fusion Endgi 1. Ferro-Fibrous Left 8 g Right | 26*
2. Ferro-Fibrous 2' XL Fus!on Eng!ne 2. Ferro-Fibrous Arm Arm o5
3. Ferro-Fibrous : usion =ngine 3. Roll Again (7) (7)
- i i - 24*
46 4. Ferro-Fibrous 1-3 Z )él' Fusion Engine 46 4. Roll Again -
5. Roll Again Y va 5. Roll Again 23
8. Roll Again Y Gz:g B. Roll Again 22+
’ 21
1. Gyro Left Right 20~
Left Torso 2. XL Fusion Engine Right Torso [CASE) keg red 19+*
. . 3. XL Fusion Engine . . (1 (11
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
X 5. Jump Jet X 17
13 3.[Doub|e Heat Sink 6. Roll Again 13 3.[Double Heat Sink
4.| Double Heat Sink ' 4. Double Heat Sink /4 16
5. Jump Jet " " 5. Jump Jet HEAT DATA 15~
6. Endo Steel Engine Hits OO O 6.[Str'eak SRM 6 Heat Double Heat Sinks: o
1. Endo Steel Gyro Hits 0O 1. streak SRM B Level Effects 12 (=4) 13~
2. Endo Steel Sensor Hits OO 2. Ammo (Streak SRM 6) 15 50 Shutdown
. Endo Stee - . Ammo (Strea ) 28 Ammo Exp. avoid on 8+ 00 12
4.6 3 Roll Again Life Support O 4-g 3 EndoSteel 56  Shutdown, avoid on 10+ 71
i i o]e)
4. Roll Again 4. Endo Steel 25 -5 Movement Points or
5. Roll Again 5. Endo Steel 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip L) s 1. Hip 17  +3 Modifer to Fire O 5*
2. Upper Leg Actuator . 2. Upper Leg Actuator 15 -3 Movement Paints O a
14 Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator h o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints =
5. Jump Jet Damage Transfer 5. Jump Jet 8 +1 Modifer to F\rg
\ 6. Jump Jet Diagram 6. Jump Jet PAN 5 -1 Movement Points p ;
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Type: Grendel (Mongrel) A

Movement Points: Tonnage: 45
Walking: 7 Tech Base: Clan
Running: 11 Rules Level: Standard
Jumping: 7 Role: Missile Boat
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM 15 RT 5 1/Msl - 7 14 21
[M,C,S]
1 LRM 15 LT 5 1/Msl - 7 14 21
IMC.S]
1 ER Small Laser RA 2 5|[DE] - 2 4 B
1 Medium Pulse Laser RA 4 7 [P] — 4 8 12

Ammo: (LRM 15) 32

BV: 2,031
\

@

\

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Dead

Consciousness# | 3 | 5 | 7

10

Right Arm

(12) (12)

Left Right
Leg Center Leg
(20) Torso (20)

(9)

Left Right
Torso Rear Torso Rear
(6) (6)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (11) Right Torso (11
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Roll Again 3. Medium Pulse Laser o0
1-3 4. Hand Actuator 5. Sensors 1-3 4. ER Small Laser o o 29
5. Ferro-Fibrous 6. Life Support 5. Endo Steel 8 8 28*
6. Ferro-Fibrous 6. Ferro-Fibrous 5 0 57
1. Ferro-Fibrous 1 C;in:er_‘ T?EPSF' 1. Ferro-Fibrous Left 8 g Right | 26*
2. Ferro-Fibrous 2' XL Fus!on Eng!ne 2. Ferro-Fibrous Arm Arm o5
3. Roll Again : usion =ngine 3. Roll Again (7) (7)
- i i - 24*
46 4 Ry agan 1-g 3 XLFusion Engine 46 4 Roil Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
. : . Leg Leg
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) pos " 19~
. . 3. XL Fusion Engine . . ( (11
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
5. Jump Jet 17
3. Jump Jet ; 3. Jump Jet
1-3 6. Roll Again 1-3 16
4.[LRM 15 4.[LRM 15 /4 HEAT DATA
5.LLRM 15 " " 5.LLRM 15 15*
6. Ammo (LRM 15) 8 Engine Hits OO O 6. Ammo (LRM 15) 8 Heat Double Heat Sinks: o
1. Ammo (LRM 15) 8 Gyro H!ts oo 1. Ammo (LRM 15) 8 "eé’g' Shutdowﬁﬁem 10(20) 13*
2. Endo Steel Sensor Hits OO 2. Endo Steel 58 AmmoBp awidon8r 12
4.g 3 Endo Steel Life Support O 4-g 3 EndoSteel 56  Shutdown, avoid on 10+ 71
4. Endo Steel 4. Endo Steel 25 -5 Movement Points O or
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
:- j“mp jez Damage Transfer g jump je: 8  +1 Modifer to Fire -
- Jump Je Diagram - Jump Je 5 -1 Movement Points
\ / \ /
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Type: Grendel (Mongrel) B
Movement Points: Tonnage: 45
Walking: 7 Tech Base: Clan
Running: 11 Rules Level: Standard

Jumping: 7 Role: Striker

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser CT 2 5][DE] - 2 4 B
1 Medium Pulse Laser RT 4 7 [P] — 4 8 12
1 ER Medium Laser RA 5 7|[DE] — 5 10 15
1 Ultra AC/5 BA 1 5/Sht - 7 14 21

[DBR/C]
1 Medium Pulse Laser LA 4 7 [P] — 4 8 12

Ammo: (Ultra AC/5) 20

BV: 1,903
\

@

\

{\WARRIOR DATA

Name:

Gunnery Skill:

Hits Taken

Consciousness #

Piloting Skill:
112 |3[4]5
3)|15|7([10]11

Dead

(12)

Left

Torso Rear

(6)

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

Torso

(9)

Center

Right Arm
(12)

Right
Torso Rear

(6)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Flead Right Arm Head Puortio
1. Life Support 9 Left Torso (11) Right Torso (11
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Roll Again 3.[Ultra AC/5 o0
1-3 4. Hand Actuator 5. Sensors 1-3 4| uttra AC/5 o o 29
5. Medium Pulse Laser 6. Life Support 5.LUltra AC/5 8 8 28*
6. Ferro-Fibrous 6. ER Medium Laser 5 0 57
Center Torso oo
1. Ferro-Fibrous 1. XL Fusion Endgi 1. Endo Steel Left o 0 Right | 26*
2. Ferro-Fibrous 2' XL Fus!on Eng!ne 2. Ferro-Fibrous Arm Arm o5
3. Ferro-Fibrous ’ usion =ngine 3. Ferro-Fibrous (7) (7)
- i i - 24*
46 4. Roll Again 1-3 3. XL Fusion Engine 46 4. Ferro-Fibrous
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
. : . Leg Leg
Left Torso 2. XL Fusion Engine Right Torso [CASE) 1" > 19+*
. . 3. XL Fusion Engine . . ( (11
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
5. Jump Jet 17
13 3. Jump Jet 6. ER Small Laser 1-3 3. Jump Jet
4. Endo Steel ’ 4. Medium Pulse Laser / HEAT DATA 16
5. Endo Steel - - 5. Ammo (Ultra AC/5) 20 15*
6. Endo Steel Engine Hits OO O 6. Endo Steel Heat Double Heat Sinks: o
1. Roll Again Gyro HitsO O 1. Endo Steel L o 10(=20) 13
2. Roll Again Sensor Hits OO 2. Endo Steel 58 AmmoBG.awdonst () e
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) O
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifér to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Jump Jet Damage Transfer 5. Jump Jet 8 +1 Modifer to F\rg
\ 6. Jump Jet Diagram 6. Jump Jet PAN 5 -1 Movement Points p ;

© 2019 The Topps Company, Inc. Classic BattleTech, BattleTech, '‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Type: Shadow Cat Prime

Movement Points:

Ammo: (Gauss) 16

Tonnage: 45
Walking: 6 Tech Base: Clan
Running: 9[12] Rules Level: Standard
Jumping: 6 Role: Striker

Weapons & Equipment Inventory [hexes)

Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser RT 5 7][DE] — 5 10 15
1 Active Probe LT — [E] - - = =
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22
1 ER Medium Laser LA 5 7|[DE] — 5 10 15

ARMOR DIAGRAM

Head (8)

Left Torso Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

OO0O0OO0O0O0
OO0O0O00O0

Consciousness # | 3 5 7 [ 10| 11 |Dead

BV: 2,156
\

\

®

Left Arm
[10)

Right Arm
(10)

Left Right
Leg Center Leg
(18) Torso (18]

(6)

Left Right
Torso Rear Torso Rear
(4) (4)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm (CASE Heag orertlo
1. Life Support 9 ( ] Left Torso (11) Right Torso (11
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Endo Steel 3.[ Gauss Rifle o0
1-3 4. Hand Actuator 5. Sensors 1-3 4| Gauss Rifle o o 29
5. ER Medium Laser 6. Life Support 5.| Gauss Rifle 8 8 28*
6. Endo Steel c T 6.| Gauss Rifle 5 0 57
enter Torso
1. Endo Steel 1 XL Fusion Enc 1.| Gauss Rifle Left e Right | 26+
2. Roll Again oy F”S!°" E"g!"e 2.L Gauss Rifle Arm arm |25+
3. Roll Again : usion =ngine 3. Endo Steel (7) (7)
- i i - 24*
48 4 Roll Again 1.3 3 XLFusionEngine 48 4 Endo Steel
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
2. XL Fusion Engine ; Leg Leg
Left Torso : ! 9! Right Torso 1" > 19+
. . 3. XL Fusion Engine . . (1) (11
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
3. Jump Jet 5'[MASC 3. Jump Jet 7
1-3 4. Active Probe 6.LMASC 1-3 4. ER Medium Laser / HEAT DATA 16
5. Endo Steel - - 5. Ammo (Gauss) 8 15*
6. Ferro-Fibrous Engine Hits OO O 6. Ammo (Gauss) 8 Heat Double Heat Sinks: 14+
1. FerroFibrous Gyro HitsO O 1. Endo Steel Level Effects 10(=20) 13~
. Sensor Hits O O . 30 Shutdown
2. Ferro-Fibrous 2. Ferro-Fibrous 28  Ammo Exp. avoid on 8+ e 12
3. Roll Again Life Support O 3. Ferro-Fibrous 56  Shutdown, avoid on 10+ Py
46 . 46 . avoid o 3
4. Roll Again 4. Ferro-Fibrous 25 -5 Movement Points o
5. Roll Again 5. Ferro-Fibrous 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH-[HLQS.[ Right Leg 18 Shutdown, avoid on 6+ O 6
1. Hip game Dlabs 1. Hip 1; +g modlfer tot l;re . e) 5+
- ovemen oints
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Madifer to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
:- j“mp jez Damage Transfer g jump je: 8  +1 Modifer to Fire -
- Jump Je Diagram - Jump Je 5 -1 Movement Points
\ / \ /
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )
Type: Shadow Cat A

Movement Points:

Walking: 6
Running: 9[12]

Tonnage:
Tech Base: Clan
Rules Level: Standard

45

Ammo: (Streak SRM 6) 30

Jumping: 6 Role: Sniper
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM 6 RT 4 2/Msl[MC] — 4 8 12
1 Active Probe LT — [E] - - = =
1 ERLarge Laser RA 12 10|[DE] — 8 15 25
1 ERLarge Laser LA 12 10[DE] — 8 15 25

BV: 2,220
\

\

@

ARMOR DIAGRAM

Head (8)

Left Torso Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Dead

OO0O0OO0O0O0
OO0O0O00O0

Consciousness# | 3 | 5 | 7

10

Left Arm
[10)

Right Arm
(10)

Left Right
Leg Center Leg
(18) Torso (18]

(6)

Left Right
Torso Rear Torso Rear
(4) (4)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (11) Right Torso (11
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3.[Doub|e Heat Sink 4. Endo Steel 3.[Double Heat Sink foXNe)
1-3 4. Double Heat Sink 5. Sensors 1-3 4 Double Heat Sink o o 29
5. ER Large Laser 6. Life Support 5. ER Large Laser 8 8 28*
6. Endo Steel Center T 6. Endo Steel 5 0 57
1. Endo Steel . )&"F er ?:59 1. Endo Steel Left o9 Right | 26
2. Roll Again oy F”S!°" E"g!"e 2. Roll Again Arm arm |25+
3. Roll Again : usion =ngine 3. Roll Again (7) (7)
- i i - 24*
46 4 Ry agan 1-g 3 XLFusion Engine 46 4 Roil Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
. : . Leg Leg
Left Torso 2. XL Fusion Engine Right Torso [CASE) 1" > 19+*
. . 3. XL Fusion Engine . . (1) (11
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
3. Jump Jet 5'[MASC 3. Jump Jet 7
13 4.[Doub|e Heat Sink B.LlMASC 13 4.[Str‘eak SRM 6 /4 HEAT DATA 16
5.1 Double Heat Sink - - 5.1 Streak SRM 6 15*
6. Active Probe Engine Hits OO O 6. Ammo (Streak SRM 6) 15 Heat Double Heat Sinks: o
1. Endo Steel Gyro H!ts oo 1. Ammo (Streak SRM 6) 15 Level Effects 13 (26) 13*
o F Fib Sensor Hits O O 2. Endo Steel 30  Shutdown
- FerroFibrous - . Endo Steel 28 Ammo Exp. avoid on 8+ Oo 12
4. 3 Ferrofibrous Life Support O 4. 3 Ferrofibrous 56  Shutdown, avoid on 10+ Py
4. Ferro-Fibrous 4. Ferro-Fibrous 25 -5 Movement Points O O o
5. Roll Again 5. Ferro-Fibrous 24  +4 Modifer to Fire OO
6. Roll Again 6. Ferro-Fibrous 23 Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH-[HLQS.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to F\nle O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement_ants O a
14 Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator h o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
:- j“mp jez Damage Transfer g jump je: 8  +1 Modifer to Fire -
- Jump Je Diagram - Jump Je 5 -1 Movement Points
\ / \ /
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Type: Shadow Cat B
Movement Points: Tonnage: 45
Walking: 6 Tech Base: Clan
Running: 9[12] Rules Level: Standard
Jumping: 6 Role: Missile Boat
Weapons & Equipment Inventory [hexes)

ARMOR DIAGRAM

Head (8)

Left Torso Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

OO0O0OO0O0O0
OO0O0O00O0

Consciousness # | 3 5 7 |10 Dead

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Active Probe RT — [E] - - = =
1 ECM Suite LT — [ - - - = Left Arm Right Arm
1 ERMediumlaser RA 5 7[DE] - 5 10 15 (10 (10
1 LRM 15 RA 5 1/Msl — 7 14 21
w/ Artemis |V [M,C,S]
1 LRM 15 LA 5 1/Msl — 7 14 21
w,/Artemis IV M,C.S] .
1 ERMedumlaser LA 5 7[Df| — 5 10 15 Left Right
Leg Center Leg
(18) Torso (18)
(6)
Ammo: (LRM 15) 32
Left Right
\ Bv: 2’420 & Torso Rear Torso Rear
\ (_, / (4) (4)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Head
; . Head Dverflo
Left Arm 1. Life Support Right Arm Left Torso (11) Right Torso (11 '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
13 3.[LRM 15 4. Endo Steel 13 3.[LRM 15 [eXe)
"2 4.[LRM 15 5. Sensors "2 41LRM 15 [ole] 29
5. Artemis IV FCS 6. Life Support 5. Artemis IV FCS 8 g 2g*
6. ER Medium Laser 6. ER Medium Laser 5 0 57
Center Torso
1. Endo Steel 1 Pusion B 1. Endo Steel Left e Right | 26+
2. Endo Steel oy F”S!°" E"g!"e 2. Endo Steel Arm arm [25x
3. Roll Again : usion =ngine 3. Roll Again (7) (7)
- i i - 24*
4-6 4 Roiagain 13 Z' )é'- Fusion Engine 4-6 4 Roil again -
5. Roll Again Y va 5. Roll Again 23
8. Roll Again Y Gz:g B. Roll Again 22+
’ 21
1. Gyro Left Right 20~
. : . Leg Leg
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) " I 19+
. . 3. XL Fusion Engine . . (1) (11
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18+
2. XL Fusion Engine 5' MASC 9 2. XL Fusion Engine 7
3. Jump Jet [ 3. Jump Jet
1-3 4. Ammo (LRM 15) 8 6.LMASC 1-3 4 Ammo (LRM 15) 8 /4 HEAT DATA 16
5. Ammo [LRM 15) 8 - - 5. Ammo (LRM 15) 8 15*
6. ECM Suite Engine Hits OO O 6. Active Probe Heat Double Heat Sinks: o
I *
1. Endo Steel Gyro HitsO O 1. Endo Steel Level Effects 10(=20) 13~
2. Ferro-Fibrous Sensor Hits OO 2. Ferro-Fibrous S0 Shutdown ;
' . . . 28 Ammo Exp. avoid on 8+ O 12
4-6 3. Ferro-Fibrous Life Support O 4-6 3. Ferro-Fibrous 56  Shutdown, avoid on 10+ Py
4. Ferro-Fibrous 4. Ferro-Fibrous 25 -5 Movement Points O o
5. Roll Again 5. Ferro-Fibrous 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip e Sod 1. Hip 17  +3 Modifer to Fire O 5
° 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator ; O a
14 Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator h o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints =
:- Jump Jet Damage Transfer g Jump Jet 8  +1 Modifer to Fire
. Jump Jet Dia . Jump Jet 5 -1 Movement Paints 1
gram
\ / \ /
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

{\WARRIOR DATA

Jumping: 0 Role: Striker

Weapons & Equipment Inventory [hexes)

Type: Fenris (Ice Ferret) Prime Name:
Movement Points: Tonnage: 45 Gunnery Skill:
Walking: 8 Tech Base: Clan Hite Taken
Running: 12 Rules Level: Standard

Consciousness #

Piloting Skill:
112 |3[4]5
3)|15|7([10]11

Dead

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Active Probe CT — [E] - - = =
1 Streak SRM 2 RA 2 2/MsI[MC] — 4 8 12
1 ERPPC LA 15 15][DE] — 7 14 23
1 ERSmall Laser LA 2 5][DE] - 2 4 B

Ammo: (Streak SRM 2) 50

BV: 1,678
\

@

\

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Left Arm
(14)

Right Arm
(14)

Left Right
Leg Center Leg
(19) Torso (19)

(8)

Left Right
Torso Rear Torso Rear
(7) (7)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM J0S
Left Arm Foae Right Arm (CASE Heag orertlo
1. Life Support 9 ( ] Left Torso (11) Right Torso (11
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3.[ER PPC 4. Ferro-Fibrous 3. Lower Arm Actuator o0
1-3 4|erPrc 5. Sensors 1-3 4. Hand Actuator o o 29
5. ER Small Laser 6. Life Support 5. Streak SRM 2 8 g 2g*
6. Ferro-Fibrous 6. Ammo (Streak SRM 2) 50 5 0 57
' Center Torso
1. Roll Again 1. XL Fusion Endgi 1. Ferro-Fibrous Left 8 g Right | 26*
2. Roll Again oy F”S!°" E"g!"e 2. Roll Again Arm arm [25x
3. Roll Again : usion =ngine 3. Roll Again (7) (7)
- i i - 24*
4-6 4. Roll Again 13 3. XL Fusion Engine 4-6 4. Roll Again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
2. XL Fusion Engine ; Leg Leg
Left Torso : ! 9! Right Torso 1" > 19+
. . 3. XL Fusion Engine . . ( (11
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine X 2. XL Fusion Engine "
5. Active Probe 17
13 3. Endo Steel 6. Endo Steel 1-3 3. Endo Steel
4. Ferro-Fibrous ’ 4. Ferro-Fibrous / HEAT DATA 16
5. Ferro-Fibrous " " 5. Ferro-Fibrous 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Double Heat Sinks: o
1. Roll Again Gyro Hits oo 1. Roll Again L ShuthWEﬁthS 12 (24) Y
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
4.6 3 Roll Again Life Support O 4.6 3 Poll Again 56  Shutdown, avoid on 10+ =
4. Roll Again 4. Roll Again 25 -5 Movement Points 00 70"
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifér to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Endo Steel Damage Transfer 5. Endo Steel 8  +1 Modifer to Fire
\ 6. Endo Steel Diagram 6. Endo Steel PAN 5 -1 Movement Points p ;

© 2019 The Topps Company, Inc. Classic BattleTech, BattleTech, '‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Type: Fenris (Ice Ferret) A

Movement Points:

Ammo: [AMS] 24, (LB-2X) 45

Tonnage: 45
Walking: 8 Tech Base: Clan
Running: 12 Rules Level: Standard
Jumping: 0 Role: Striker

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser CT 5 7I[DE] — 5 10 15
1 ER Medium Laser RA 5 7 |[DE] — 5 10 15
1 Anti-Missile System  RA 1 [PD] - - = =
1 LB2XAC LA 1 2 4 10 20 30

[DB.C/F/S]

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Dead

Consciousness# | 3 | 5 | 7

10

BV: 1,323
\

\

@

Left Arm
(14)

Right Arm
(14)

Left Right
Leg Center Leg
(19) Torso (19)

(8)

Left Right
Torso Rear Torso Rear
(7) (7)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Head
; . Head Dverflo
Left Arm (CASE) 1. Life Support Right Arm (CASE) Left Torso (11) Right Torso (11 '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3.[LB2-XAC 4. Ferro-Fibrous 3. Lower Arm Actuator o0
1-3 4|B2XxAC 5. Sensors 1-3 4. Hand Actuator o o 29
5.[LB2-XAC 6. Life Support 5. ER Medium Laser 8 g 2g*
6. Ammo (LB-2X) 45 6. Anti-Missile System 5 0 57
) Center Torso
1. Ferro-Fibrous 1 XL Fusion Enc 1. Ammo (AMS) 24 Left e Right | 26+
2. Roll Again oy F”S!°" E"g!"e 2. Ferro-Fibrous Arm arm |25+
3. Roll Again : usion =ngine 3. Roll Again (7) (7)
- i i - 24*
46 4 Ry agan 1-g 3 XLFusion Engine 46 4 Roil Again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
2. XL Fusion Engine ; Leg Leg
Left Torso : ! 9! Right Torso 1" > 19+
. . 3. XL Fusion Engine . . ( (11
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine " 2. XL Fusion Engine "
5. ER Medium Laser 17
13 3. Endo Steel 6. Endo Steel 1-3 3. Endo Steel
4. Ferro-Fibrous ’ 4. Ferro-Fibrous / HEAT DATA 16
5. Ferro-Fibrous " " 5. Ferro-Fibrous 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Double Heat Sinks: o
1. Roll Again Gyro Hits oo 1. Roll Again L ShuthWEﬁthS 12 (24) Y
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifér to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Endo Steel Damage Transfer 5. Endo Steel 8  +1 Modifer to F\rg
\ 6. Endo Steel Diagram 6. Endo Steel PAN 5 -1 Movement Points p ;
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Type: Fenris (Ice Ferret) B

Movement Points: Tonnage: 45
Walking: 8 Tech Base: Clan
Running: 12 Rules Level: Standard

Jumping: 0 Role: Striker
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Small Pulse Laser CT 2 3[PAI] - 2 4 B
1 SRM 6B RA 4 2/Msl — 3 6 8
[MC.S]

1 SRM 4 LA 3 2/Msl — 3 6 8
[MC.S]

1 ERLarge Laser LA 12 10[DE] — 8 15 25

Ammo: (SRM 4) 25, (SRM B) 15

BV: 1,467
\

@

\

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Dead

Consciousness# | 3 | 5 | 7

10

Left Arm
(14)

Right Arm
(14)

Left Right
Leg Center Leg
(19) Torso (19)

(8)

Left Right
Torso Rear Torso Rear
(7) (7)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM J0S
Head
; . Head Dverflo
Left Arm (CASE) 1. Life Support Right Arm (CAsE) Left Torso (11 Right Torso (11) '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Ferro-Fibrous 3. Lower Arm Actuator o0
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator o o 29
5. SRM 4 6. Life Support 5. SRM 6 8 g 2g*
6. ER Large Laser 6. Ammo (SRM 6) 15 5 0 57
Center Torso
1. Ammo [SRM 4) 25 1 XL Fusion Enc 1. Ferro-Fibraus Left e Right | 26*
2. Ferro-Fibrous oy F”S!°" E"g!"e 2. Roll Again Arm arm [25x
3. Roll Again : usion =ngine 3. Roll Again (7) (7)
- i i - 24*
4-6 4. Roll Again 13 3. XL Fusion Engine 4-6 4. Roll Again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
2. XL Fusion Engine ; Leg Leg
Left Torso : ! 9! Right Torso 1" > 19+
. . 3. XL Fusion Engine . . ( (11
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
5. Small Pulse Laser 17
13 3. Endo Steel 6. Endo Steel 1-3 3. Endo Steel
4. Ferro-Fibrous ’ 4. Ferro-Fibrous / HEAT DATA 16
5. Ferro-Fibrous " " 5. Ferro-Fibrous 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Double Heat Sinks: o
1. Roll Again Gyro Hits oo 1. Roll Again L ShuthWEﬁthS 12 (24) Y
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 _ 4-6 . . i ole
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifér to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Endo Steel Damage Transfer 5. Endo Steel 8  +1 Modifer to Fire
\ 6. Endo Steel Diagram 6. Endo Steel PAN 5 -1 Movement Points p ;
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Consciousness # | 3 5 7 |10 Dead

0000000

Type: Black Hawk (Nova) Prime
Movement Points: Tonnage: 50
Walking: 5 Tech Base: Clan
Running: 8 Rules Level: Standard
Jumping: 5 Role: Skirmisher

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
6 ER Medium Laser RA 5 7|[DE] — 5 10 15
6 ER Medium Laser LA 5 7|[DE] — 5 10 15

BV: 2,663
\

\

@

Left Arm
[16)

Right Arm
(16)

Left Right
Leg Center Leg
(20) Torso (20)

(8)

Left Right
Torso Rear Torso Rear
(8) (8)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (12) Right Torso (12)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5.[Doub|e Heat Sink B. Life Support 5.[Double Heat Sink 28+
6.LDouble Heat Sink 6.LDouble Heat Sink 57
1. ER Medium Laser . C;T_":e'_‘ T?:SP 1. ER Medium Laser Left Right | 26~
2. ER Medium Laser oy F”S!°" E"g!"e 2. ER Medium Laser Arm arm |25+
4-6 3. ER Medium Laser 3' XL Fus!on Eng!ne 4-6 3. ER Medium Laser (8) (8) rvT
4. ER Medium Laser 1-3 usion Engine 4. ER Medium Laser
. 4. Gyro : 23*
5. ER Medium Laser 5. ER Medium Laser
6. ER Medium Laser 5. Gyro 6. ER Medium Laser 22*
6. Gyro
21
1. Gyro Left Right 20~
2. XL Fusion Engine ; Leg Leg
Left Torso : _ 5 Right Torso 12 12 19+
. . 3. XL Fusion Engine . . (12) (12)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
X 5. Jump Jet X 17
13 3.[Doub|e Heat Sink 6. Roll Again 13 3.[Double Heat Sink
4.| Double Heat Sink ' 4.| Double Heat Sink /4 HEAT DATA 16
5.[Double Heat Sink - - 5.[Double Heat Sink 15*
6. Double Heat Sink Engine Hits OO O 6.1 Double Heat Sink Heat Double Heat Sinks: o
1.] Double Heat Sink Gyro H!ts oo 1.[ Double Heat Sink Level Effects 18 (36) 13*
. Sensor Hits O O . 30 Shutdown
2.1 Double Heat Sink 2.1 Double Heat Sink 28  Ammo Exp. avoid on 8+ 00 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH'[HNS'[ Right Leg 18 Shutdown, avoid on 6+ (o]e) 6
1. Hip ) s 1. Hip 1 g +g MOdlfer tc;i\)m? . OO 5*
- ovemen oints
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator h o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
:- j“mp jez Damage Transfer g jump je: 8  +1 Modifer to Fire -
- Jump Je Diagram - Jump Je 5 -1 Movement Points
\ / \ /
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Type: Black Hawk [Nova) A
Movement Points: Tonnage: 50
Walking: 5 Tech Base: Clan
Running: 8 Rules Level: Standard

Jumping: 5 Role: Sniper

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Anti-Missile System  RT 1 [PD] - - = =
1 Anti-Missile System LT 1 [PD] - - - =
1 Medium Pulse Laser LT 4 7[P] — 4 8 12
1 ERPPC RA 15 15[DE] — 7 14 23
1 ERPPC LA 15 15][DE] — 7 14 23

Ammo: (AMS] 24

BV: 2,422
\

@

\

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Consciousness # | 3 5 7 |10 Dead

0000000

Left Arm
[16)

Right Arm
(16)

Left Right
Leg Center Leg
(20) Torso (20)

(8)

Left Right
Torso Rear Torso Rear
(8) (8)

/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (12) Right Torso (12)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3.[ER PPC 4. Roll Again 3.[ER PPC
1-3 4.LER PPC 5. Sensors 1-3 4.LER PPC 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again c T 6. Roll Again 57
1. Roll Again . )z_":e'_‘ ?:59 1. Roll Again Left Right | 26~
2. Roll Again oy F”S!°" E"g!"e 2. Roll Again Arm arm [25x
3. Roll Again : usion =ngine 3. Roll Again (8) (8)
- i i - 24*
4-6 4. Roll Again 13 3. XL Fusion Engine 4-6 4. Roll Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
. : . Leg Leg
Left Torso 2. XL Fusion Engine Right Torso [CASE) 12 12 19+*
. . 3. XL Fusion Engine . . (12) (12)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
X 5. Jump Jet X 17
13 3.[Doub|e Heat Sink 6. Roll Again 13 3.[Double Heat Sink
4.| Double Heat Sink ' 4.| Double Heat Sink /4 HEAT DATA 16
5.[Double Heat Sink - - 5.[Double Heat Sink 15*
6. Double Heat Sink Engine Hits OO O 6.1 Double Heat Sink Heat Double Heat Sinks: o
1. Medium Pulse Laser Gyro H!ts oo 1. Anti-Missile System Leg/gl ShUthWEﬁeots 14 (28) 13*
2. Anti-Missile System Sensor Hits OO 2. Ammo (AMS) 24 28 AmmoBp awd;mBr 0 12
4.6 3 Roll Again Life Support O 4.6 3 PollAgain 56  Shutdown, avoid on 10+ =
- - - - v 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifér to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
:- j“mp jez Damage Transfer g jump je: 8  +1 Modifer to Fire -
- Jump Je Diagram - Jump Je 5 -1 Movement Points
\ / \ /=
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Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Movement Points:

Type: Black Hawk (Nova) B

Tonnage: 50
Walking: 5 Tech Base: Clan
Running: 8 Rules Level: Standard
Jumping: 5 Role: Sniper

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser RT 2 5][DE] - 2 4 B
2 Machine Gun LT — 2[DBAI] - 1 2 3
1 Ultra AC/5 RA 1 5/Sht - 7 14 21

[DBR/C]
1 Large Pulse Laser LA 10 10[P] — B 14 20

Ammo: (Machine Gun) 200, (Ultra AC/5) 20

BV: 1,543
\

@

\

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Consciousness # | 3 5 7 |10 Dead

0000000

Left Arm
[16)

Right Arm
(16)

Left Right
Leg Center Leg
(20) Torso (20)

(8)

Left Right
Torso Rear Torso Rear
(8) (8)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm (CASE Heag orertlo
1. Life Support 9 ( ] Left Torso (12) Right Torso (12)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Roll Again 3.[Ultra AC/5
1-3 4. Hand Actuator 5. Sensors 1-3 4| uttra AC/5 29
5.[Large Pulse Laser 6. Life Support 5.LUltra AC/5 28*
6.LLarge Pulse Laser 6. Ammo (Ultra AC/5) 20 57
1. Roll Again . C;T_":e'_‘ T?:SP 1. Roll Again Left Right | 26~
2. Roll Again oy F”S!°" E"g!"e 2. Roll Again Arm arm |25+
3. Roll Again : usion =ngine 3. Roll Again (8) (8)
- i i - 24*
46 4 Ry agan 1-g 3 XLFusion Engine 46 4 Roil Again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
. . . Leg Leg
Left Torso (CASE) 2. XL Fusion Engine Right Torso 12 12 19+*
. . 3. XL Fusion Engine . . (12) (12)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
X 5. Jump Jet X 17
13 3.[Doub|e Heat Sink 6. Roll Again 13 3.[Double Heat Sink
4.| Double Heat Sink ' 4.| Double Heat Sink /4 HEAT DATA 16
5.[Double Heat Sink - - 5.[Double Heat Sink 15*
6. Double Heat Sink Engine Hits OO O 6.1 Double Heat Sink Heat Double Heat Sinks: o
1. Machine Gun Gyro Hits oo 1. ER Small Laser Level Effects 14 (28) 13*
. Sensor Hits O O . 30 Shutdown
2. Machine Gun 2. Roll Again 28  Ammo Exp. avoid on 8+ 00 12
3. Ammo (Machine Gun) 200 Life Support (o] 3. Roll Again 296  Shutdown, avoid on 10+ 11
4-6 . 4-6 . : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH-[HLQS.[ Right Leg 18 Shutdown, avoid on 6+ O 6
1. Hip ) s 1. Hip 1 g +g MOdlfer tc;i\)m? . O 5*
- ovemen oints
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Madifer to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
:- j“mp jez Damage Transfer g jump je: 8  +1 Modifer to Fire -
- Jump Je Diagram - Jump Je! 5 -1 Movement Points
\ / \ /
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BATTLETECH

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Ryoken (Stormcrow) Prime Name: 0 O
. O O
Movement Points: Tonnage: 55 Gunnery Skill: Piloting Skill: o Xe)
Walking: 6 Tech Base: Clan Hite Taken o O
Running: 9 Rules Level: Standard ) 112131415186 o O
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 ]10] 11 |Dead O O
O O
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser HD 5 7[DE] — 5 10 15
1 ERLarge Laser RA 12 10[DE] — 8 15 25 Left Arm Right Arm
1 ERMediumlaser RA 5 7 [DE] - 5 10 15 (18] (18)
1 ER Medium Laser LA 5 7|[DE] — 5 10 15
1 ERLarge Laser LA 12 10[DE] — 8 15 25
Left Right
Leg Center Leg
(25) Torso (25)
(10)
Left Right
\ Bv: 2’078 & Torso Rear Torso Rear
\ (_, / (9) (9]
/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
Head
; . Head Dverflo
Left Arm 1. Life Support Right Arm Left Torso (13) Right Torso (13 '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
. Lower Arm Actuator 4. ER Medium Laser . Lower Arm Actuator
3. L Arm A 3. L Arm A
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5.[Doub|e Heat Sink B. Life Support 5.[Double Heat Sink 28+
6.LDouble Heat Sink 6.LDouble Heat Sink 57
Center Torso
1.[Doub|e Heat Sink 1. XL Fusion Enai 1.[Double Heat Sink Left Right | 26>
2.L Double Heat Sink oy F”S!°" E"g!"e 2.{ Double Heat Sink Arm arm [25x
4-6 3.[Doub|e Heat Sink 3 XL F”s!"" E"Q!“e 4-5 3.[Double Heat Sink (9) %) [zas
4.. Double Heat Sink 18, usion Engine 4./ Double Heat Sink -
5. ER Large Laser 5' va 5. ER Large Laser 23
6. ER Medium Laser 6. Gy:g 6. ER Medium Laser 22*
- Y 21
1. Gyro Left Right 20~
Left Torso 2. XL Fusion Engine Right Torso kea ved 19+
. . 3. XL Fusion Engine 9 . . (13) (13)
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18+
2. XL Fusion Engine 5' Endo Steel 9 2. XL Fusion Engine 7
13 3.[Doub|e Heat Sink G. FerroFibrous 13 3.[Double Heat Sink
"2 4. Double Heat Sink . "2 4.| Double Heat Sink /4 HEAT DATA 16
5.[Double Heat Sink - - 5.[Double Heat Sink 15*
6. Double Heat Sink Engine Hits OO O 6.1 Double Heat Sink Heat Double Heat Sinks: o
1.[Doub|e Heat Sink Gyro Hits oo ’I.[Double Heat Sink "eé’g' Shus dDWEﬁeC“ 22 (44) 13+
2. Double Heat Sink Sensor Hits OO 2. Double Heat Sink 2B Ammo Bxp. svaid on 8+ 12
4.g 3 Endo Steel Life Support O 4-g 3 EndoSteel 56  Shutdown, avoid on 10+ 000 =
4. Ferro-Fibrous 4. Ferro-Fibrous 25 -5 Movement Points O O O o
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifer to Fire O O
6. Ferro-Fibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ (o]e) 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire OO 5
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? ’;Ad(;ver:n:ng's[zzt2+ (@]0) 2
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol OO
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
:- E”SD ggee: Damage Transfer g E”SO gzee: 8  +1 Modifer to Fire ~
. Endo Stee ; . Endo Stee - i
Diagram 5 1 Movement Points
\ / \ / 5
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BATTLETECH

OMNIMECH RECORD SHEET

{\WARRIOR DATA

Piloting Skill:
112 |3|4[5]|6
3|5 | 7 (1011 |Dead

Ammo: (LRM 20) 12, (Streak SRM 6) 30

/4 \

'MECH DATA

Type: Ryoken (Stormcrow) A Name:
Movement Points: Tonnage: 55 Gunnery Skill:
Walking: 6 Tech Base: Clan Hite Taken
Running: 9 Rules Level: Standard )
Jumping: 0 Role: Striker Consciousness #

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM 6 RT 4 2/Msl[MC] — 4 8 12
1 Streak SRM 6 LT 4 2/MsIMC] — 4 8 12
1 LRM20 RA 6 1/Msl - 7 14 21

[M,C,S]

4 Medium Pulse Laser LA 4 7[P] — 4 8 12

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

0000000
0000000

Left Arm
[18)

Ri

Left
Leg Center
(25) Torso

(10)

ght Arm
(18)

Left Right
\ BV: 2’31 9 & Torso Rear Torso Rear
\ (_, / (9) (8)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm (CASE Heag orertlo
1. Life Support 9 ( ] Left Torso (13) Right Torso (13
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator o
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator o 29
5. Medium Pulse Laser 6. Life Support 5.[LRM 20 o 28*
6. Medium Pulse Laser 6. LRM 20 o 57
Center Torso o
1. Medium Pulse Laser 1. XL Fusion Endgi 1./ LRM 20 Left o | Right | 26~
2. Medium Pulse Laser oy F”S!°" E"g!"e 2.[LRM 20 Arm of am |25+
3. Roll Again : usion =ngine 3. Ammo (LRM 20) 6 (9) o] =
- i i - 24*
46 4 Ry agan 1-g 3 XLFusion Engine 46 4 Ammo (LRM 20) 6
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
. . . Leg Leg
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 13 13 19~
. . 3. XL Fusion Engine . . (13) (13)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 5. Endo Steel 2. XL Fusion Engine 7
13 3.[Streak SRM 6 G. FerroFibrous 13 3.[Streak SRM 6
™2 4.|Streak SRM 6 ' "2 4[streak SRM 6 /4 HEAT DATA 16
5. Ammo (Streak SRM 6) 15 - - 5. Ammo (Streak SRM 6) 15 15*
6. Endo Steel Engine Hits OO O 6. Endo Steel Heat Double Heat Sinks: o
1. Ferro-Fibrous Gyro H!ts oo 1. Ferro-Fibrous Leggl Shutdowrlfﬁeots 10(20) 13*
2. Ferro-Fibrous Sensor Hits 0O 2. Ferro-Fibrous 28  Ammo Exp. avoid on 8+ o) 12
3. Ferro-Fibrous Life Support O 3. Ferro-Fibrous 56  Shutdown, avoid on 10+ Py
46 : 46 : . avoid o 3
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH'[HL S'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire O 5*
2. U 15 -3 Movement Points
. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Endo Steel Damage Transfer 5. Endo Steel 8  +1 Modifer to Fire
\ 6. Endo Steel Diagram 6. Endo Steel PAN 5 -1 Movement Points p ;
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Type: Ryoken (Stormcrow) B

Movement Points:

Ammo: (Ultra AC/20) 10

Tonnage: 55
Walking: 6 Tech Base: Clan
Running: 9 Rules Level: Standard
Jumping: 0 Role: Striker

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
6 ER Medium Laser RA 5 7|[DE] — 5 10 15
1 Ultra AC/20 LA 7 20/Sht — 4 8 12

[DBR/C]

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Consciousness # | 3 5 7 |10 Dead

(18)

ARMOR DIAGRAM

Head (9)

Left Torso

0000000
0000000

Right Torso

Torso
(10)

Center

Right Arm

(18)

Left Right
\ BV: 2’281 & Torso Rear Torso Rear
\ (_, / (9) (8)
A\
fcRmcAL HiT TABLE \ e
Head . Head Buerfio
Left Arm 1. Life Support Right Arm Left Torso (13) Right Torso (13
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3.[Ultra AC/20 4. Roll Again 3. Lower Arm Actuator
1-3 4| uttra AC/20 5. Sensors 1-3 4. Hand Actuator 29
5.| Ultra AC/20 6. Life Support 5. ER Medium Laser 28*
6.[ Ultra AC/20 6. ER Medium Laser 57
1| uiera AC/20 Canter Torso 1. ER Medium Laser Left Right | 26+
2| uitra AC/20 1. XL Fusion Engine 2. ER Medium Laser Arm arm [2a+
a.g 3|UtraAc/20 2. XL Fusion Engine 4.5 3 ERMedium Laser (9] (9) o
"9 4.luitra AC/20 1.3 3 XLFusionEngine "0 4. ER Medium Laser -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
Left Torso (CASE) 2. XL Fusion Engine Right Torso teg reg 19+*
. . 3. XL Fusion Engine . . (13) (13)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 5. Endo Steel 2. XL Fusion Engine 7
13 3. Ammo (Ultra AC/20) 5 8. FerroFibrous 1-3 3.[Double Heat Sink =
4. Ammo [Ultra AC/20) 5 ' 4. Double Heat Sink /4 HEAT DATA \
5. Endo Steel - - 5.[ Double Heat Sink 15*
6. Ferro-Fibrous Engine Hits OO O 6.[Double Heat Sink Heat Double Heat Sinks: 14+
1. FerroFibrous Gyro H!ts oo 1.[Double Heat Sink "eé’g'* Shutd DWEHEC“ 13 (26) 13*
2. Ferro-Fibrous Sensor Hits OO 2.0 Double Heat Sink 28 Ammo Exp. avoid on 8+ 12
3. Roll Again Life Support O 3. Endo Steel 56  Shutdown, avoid on 10+ 00
4'6 4. R . 4-6 s ) o O 11
. Roll Again 4. Ferro-Fibrous 25 -5 Movement Points -
5. Roll Again 5. Ferro-Fibrous 24  +4 Modifer to Fire O O 10
6. Roll Again 6. Ferro-Fibrous 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points
v, 19  Ammo Exp. avoid on 4+ o 7
Left Leg CH-[HLQS.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to F\nle O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement_ants O a
14 Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifér to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Endo Steel Damage Transfer 5. Endo Steel 8  +1 Modifer to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel PAN 5 -1 Movement Points p ;
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Vulture (Mad Dog) Prime Name:
Movement Points: Tonnage: 60 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Clan Hite Taken
Running: 8 Rules Level: Standard ) 112131415186
Jumping: 0 Role: Missile Boat Consciousness# | 3 | 5 | 7 ]10] 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM20 RT 6 1/Msl - 7 14 21
MCS] Left Arm Right Arm
1 LRM 20 LT 6 [1'\11(\;3] - 7 14 21 (16) (16
1 Large Pulse Laser RA 10 10[P] — B 14 20
1 Medium Pulse Laser RA 4 7 [P] — 4 8 12
1 Medium Pulse Laser LA 4 7 [P] — 4 8 12 .
1 LargePulselaser LA 10 10[P] — B 14 20 Left Right
Leg Center Leg
(23) Torso (23)

(7]

Ammo: (LRM 20] 12

Left Right
\ BV: 2’351 & Torso Rear Torso Rear
\ (_, / (7) (7)

CRITICAL HIT TABLE

Heat
A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (14) Right Torso (14
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Ferro-Fibrous 3. Lower Arm Actuator o
1-3 4.[Large Pulse Laser 5. Sensors 1-3 4.[Large Pulse Laser g 29
5.LLarge Pulse Laser 6. Life Support 5.LLarge Pulse Laser o 28*
6. Medium Pulse Laser 6. Medium Pulse Laser o 57
) Center Torso
1. Ferro-Fibrous 1. XL Fusion Endgi 1. Ferro-Fibrous Left g Right | 26*
2. Roll Again oy F”S!°" E"g!"e 2. Roll Again Arm of am 25+
3. Roll Again - ZL ruston Engine 3. Roll Again (10) o) 110)
- i i - 24*
46 4 Ry agan 1-g 3 XLFusion Engine 46 4 Roil Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro >
1. Gyro _ t::‘ R:::t 20*
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 14 1a 19~
. . 3. XL Fusion Engine . . (14) (14)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 5. Roll Again 2. XL Fusion Engine 7
3.[LRM 20 ’ gal 3. Ammo (LRM 20) 6
1-3 6. Roll Again 1-3 16
4.[LRM 20 4.[LRM 20 /4 HEAT DATA
5. LRM 20 - - 5. LRM 20 15*
6.LLRM 20 Engine Hits OO O 6.| LRM 20 Heat Double Heat Sinks: o
1. Ammo (LRM 20) 6 Gyro H!ts oo 1.LLRm 20 '-Eé’g' ShuthWEﬁthS 12 (24) Tar
2. Ferro-Fibrous Sensor Hits 0O 2. Ferro-Fibrous 28  Ammo Exp. avoid on 8+ 00 12
3. Ferro-Fibrous Life Support O 3. Ferro-Fibrous 56  Shutdown, avoid on 10+ Py
4-6 . 4-6 ; : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH'[HL S'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire O 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
:- EO:: ﬁgafn Damage Transfer g EO:: igaf” 8  +1 Modifer to Fire ~
. holl Again Diagram - holl Again 5 -1 Movement Points
\ / \ /
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BATTLETECH

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

(' MECH DATA )

{\WARRIOR DATA

Ammo: (LB-5X) 40, (SRM B) 60

BV: 1,923
\

@

\

Type: Vulture (Mad Dog) A Name:
Movement Points: Tonnage: 60 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Clan Hite Taken
Running: 8 Rules Level: Standard ) 112131415186
Jumping: 0 Role: Skirmisher Consciousness # | 3 | 5 | 7 |10] 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
3 SRM B RT 4 2/Msl - 3 6 8
MCS] Left Arm Right Arm
3 SRME LT 4 [2'\11(\;31 - 3 6 9 (16 (16)
1 ERPPC RA 15 15[DE] - 7 14 23
1 LB5XAC LA 1 5 3 8 15 24
[DBC/F/S] Left Right
Leg Center Leg
(23) Torso (23)

(7]

Left Right
Torso Rear Torso Rear
(7) (7)

CRITICAL HIT TABLE

Heat
A INTERNAL STRUCTURE DIAGRAM P
Left Arm (CASE Foae Right Arm Heag orertlo
( ] 1. Life Support 9 Left Torso (14) Right Torso (14
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
13 3.[LB5-XAC 4. Ferro-Fibrous 13 3.[ER PPC ©
"9 4.[LB5XAC 5. Sensors "2 4. ERPPC g 29
5.|LB 5-XAC 6. Life Support 5. Ferro-Fibrous o 28*
6.LLB 5-X AC 6. Roll Again o 57
1. Ammo [LB-5X) 20 . C;T_":e'_‘ T?:SP 1. Roll Again Left o rione [26
2. Ammo [LB-5X) 20 oy F”S!°" E"g!"e 2. Roll Again Arm of am 25+
4-6 3. Ferro-Fibrous 3' XL Fus!on Eng!ne 4-6 3. Roll Again (10) o (10) rvT
4. Roll Again 13, 5 usion Engine 4. Roll Again -
5. Roll Again Y va 5. Roll Again 23
8. Roll Again - yro B. Roll Again 22+
6. Gyro >
1. Gyro Left Right 20~
. : . Leg Leg
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 14 1a 19~
. . 3. XL Fusion Engine . . (14) (14)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 5. Roll Again 2. XL Fusion Engine 7
13 3. SRM 6 G. Rol Again 13 3. Ammo (SRM 6) 15
"3 4. Ammo (SRM B) 15 : g "3 4. Ammo (SRM B6) 15 /4 HEAT DATA 16
5. Ammo (SRM 6) 15 " " 5. SRM 6 15*
6. SRM 6 Engine Hits OO O 6. SRM 6 Heat Double Heat Sinks: o
1. SRM B Gyro H!ts 0o 1. SRBM 6 '—Eé’g' Shutdo Eﬁeots 12 (24) o
Fi Sensor Hits O O Fi utdow _
2. Ferro-Fibrous 2. Ferro-Fibrous 28  Ammo Exp. avoid on 8+ 00 12
4. 3 Ferrofibrous Life Support O 4. 3 Ferrofibrous 56  Shutdown, avoid on 10+ Py
4. Roll Again 4. Roll Again 25 -5 Movement Points 00 70"
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points
. 7
19  Ammo Exp. avoid on 4+ o
Left Leg CH-[HNS.[ Right Leg 18 Shutdown, avoid on 6+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to F\nle O 5
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? ’;Ad(;ver:n:ng's[zzt2+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
:- Roll Again Damage Transfer g- Roll Again 8  +1 Modifer to Fire
- Roll Again Dia . Roll Again 5 -1 Movement Points 1
gram
\ / \ /

© 2019 The Topps Company, Inc. Classic BattleTech, BattleTech, '‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Ammo: (LRM 20) B, (Streak SRM B) 15

BV: 2,284
\

@

\

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Vulture (Mad Dog) B Name:
Movement Points: Tonnage: 60 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Clan Hite Taken
Running: 8 Rules Level: Standard ) 112131415186
Jumping: 0 Role: Skirmisher Consciousness # | 3 | 5 | 7 |10] 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Streak SRM 6 RT 4 2/Msl[MC] — 4 8 12
1 LRM20 LT 6 1/Msl — 7 14 21 Left Arm Right Arm
w/Artemis IV IMGS] (16) (18]
3 Medium Pulse Laser RA 4 7 [P] — 4 8 12
2 ER Large Laser LA 12 10[DE] — 8 15 25

Left Right
Leg Center Leg
(23) Torso (23)

(7]

Left Right
Torso Rear Torso Rear
(7) (7)

CRITICAL HIT TABLE

Heat
A INTERNAL STRUCTURE DIAGRAM P
Head . Head Dverflo
Left Arm 1. Life Support Right Arm Left Torso (14) Right Torso (14
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Ferro-Fibrous 3. Lower Arm Actuator o
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator g 29
5. ER Large Laser 6. Life Support 5. Medium Pulse Laser o 28*
6. ER Large Laser 6. Medium Pulse Laser o 57
1. Ferro-Fibrous 1 C;in:er_‘ T?EPSF' 1. Medium Pulse Laser Left g Right | 26*
2. Roll Again 2' XL Fus!on Eng!ne 2. Ferro-Fibrous Arm o Arm | o5+
3. Roll Again - ZL ruston Engine 3. Roll Again (10) o) 110)
- i i - 24*
46 4 Ry agan 13 Z' )é'- Fusion Engine 46 4 Roil Again -
5. Roll Again Y va 5. Roll Again 23
8. Roll Again - yro B. Roll Again 22+
6. Gyro >
1. Gyro Left Right 20~
. : . Leg Leg
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 14 1a 19~
. . 3. XL Fusion Engine . . (14) (14)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 5. Roll Again 2. XL Fusion Engine 7
13 3.[LRM 20 G. Rol Again 13 3.[Streak SRM 6
"3 4(LRM 20 : g "3 4lstreak SRM 6 /4 HEAT DATA 16
5. LRM 20 - - 5.[Streak SRM 6 15*
6.LLRM 20 Engine Hits OO O 6. Streak SRM 6 Heat Double Heat Sinks: o
1. Artemis IV FCS Gyro H!ts oo 1. Ammo (Streak SRM 6) 15 "eé’g' Shutdo Eﬁem 12(24) 13*
Sensor Hits QO O = utdow! _
2. Ammo (LRM 20) 6 2. Ferro-Fibrous 28  Ammo Exp. avoid on 8+ OO 12
4. 3 Ferrofibrous Life Support O 4. 3 Ferrofibrous 56  Shutdown, avoid on 10+ Py
4. Ferro-Fibrous 4. Roll Again 25 -5 Movement Points O O o
5. Rall Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points o =
19  Ammo Exp. avoid on 4+
ert Le ight Le 18 utdown, avoid on 6+
Left Leg LV Right Leg Shutdown, avoid on & o 5
1. Hip A s 1. Hip 17  +3 Modifer to FH"!.B O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? ’;Ad(;ver:n:ng's[zzt2+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot AcFuator 4. Foot AcFuator‘ 10 -2 Movement Paints =
5. Roll Again Damage Transfer 5. Roll Again 8  +1 Modifer to Fire
X g . :
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;
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Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Type: Loki (Hellbringer) Prime

Movement Points: Tonnage: B5
Walking: 5 Tech Base: Clan
Running: 8 Rules Level: Standard

Jumping: 0 Role: Striker

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Anti-Missile System HD 1 [PD] - - = =
1 Streak SRM 6 RT 4 2/MsI[MC] — 4 8 12
2 Machine Gun RT — 2[DBAI] - 1 2 3
3 ER Medium Laser LT 5 7[Dg] — 5 10 15
1 Targeting Computer LT — [E] - - = =
1 Active Probe LT — [E] - - - =
1 ECM Suite LT — [E] - - - =
1 ERPPC RA 15 15[DE] — 7 14 23
1 ERPPC LA 15 15][DE] — 7 14 23
2 A-Pod RL — [PDOSAI] - - = =
2 A-Pod LL — [PDOSAI] - - - =

Ammo: (AMS] 24, (Machine Gun) 100, (Streak SRM 6] 15

@

BV: 2,654
\

\

ARMOR DIAGRAM

Head (9)
Left Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Dead

Consciousness# | 3 | 5 | 7

10

Center
Torso

(8)

Left Right
Torso Rear Torso Rear
(7) (7)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Flead Right Arm Head Puortio
1. Life Support 9 Left Torso (15) Right Torso (15
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
13 3.[ER PPC 4. Anti-Missile System 13 3.[ER PPC o
"9 4.|ERPPC 5. Sensors "3 4.lERPPC g 29
5. Roll Again 6. Life Support 5. Roll Again o 28*
6. Roll Again 6. Roll Again o 57
1. Roll Again . C;T_":e'_‘ T?:SP (CASE) 1. Roll Again o mian: [257
2. Roll Again oy F”S!°" E"g!"e 2. Roll Again of am [25%
4.5 3 Roll Again 5 XL Fosion Enie 4.5 3 PollAgain o) 101fEaT
4. Roll Again 13 usion Engine 4. Roll Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
6. Roll Again - yro B. Roll Again 22+
6. Gyro
. 21
1. Gyro Right 20~
. . ) Leg
Left Torso 2. XL Fusion Engine Right Torso (CASE) 15 19+
. . 3. XL Fusion Engine . . (15)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
. 5. Ammo (AMS) 24 17
13 3.[ Targeting Computer 6. Roll Again 1-3 3.[Streak SRM 6
4.[ Targeting Computer ’ 4. Streak SRM 6 / HEAT DATA 16
5.LTargeting Computer - - 5. Machine Gun 15*
6. ECM Suite Engine Hits OO O 6. Machine Gun Heat Double Heat Sinks: o
1. Active Probe Gyro H!ts oo 1. Ammo (Streak SRM 6) 15 "eé’g' Shutd DWEHEC“ 13 (26) 13*
2. ER Medium Laser Sensor Hits OO 2. Ammo [Machine Gun) 100 28 AmmoBp awd;mBr 0 12
3. ER Medium Laser Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 " 4-6 . : ) 00
4. ER Medium Laser 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. APod Damage Transfer 2 A-Pod 8  +1 Modifer to Fire
\ 6. A-Pod Diagram 6. A-Pod AN 5 -1 Movement Points p ;

© 2019 The Topps Company, Inc. Classic BattleTech, 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 Production, LLC. Permission to photocopy for personal use.



BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

{\WARRIOR DATA

Type: Loki (Hellbringer) A Name:
Movement Points: Tonnage: 65 Gunnery Skill:
Walking: 5 Tech Base: Clan Hite Taken
Running: 8 Rules Level: Standard

Consciousness #

Piloting Skill:
112 |3[4]5
3)|15|7([10]11

Dead

Jumping: 0 Role: Striker

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser HD 5 7[DE] — 5 10 15
2 Machine Gun RT — 2[DBAI] - 1 2 3
1 LRM20 RT 6 1/Msl - 7 14 21

[M,C,S]
1 Active Probe LT — [E] - - = =
1 Narc LT — [M] — 4 8 12
1 Ultra AC/5 RA 1 5/Sht - 7 14 21
[DBR/C]
2 ER Large Laser LA 12 10[DE] — 8 15 25

Ammo: (LRM 20] 6, (Machine Gun) 200, (Narc) B, (Ultra AC/5) 20

@

BV: 1,948
\

\

Left Arm
11)

Left
Torso Rear

(7)

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

Torso

(8)

Center

(11)

Right
Torso Rear

(7)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm (CASE Heag orertlo
1. Life Support 9 ( ] Left Torso (15) Right Torso (15
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. ER Medium Laser 3.[Ultra AC/5 o
1-3 4 r Large Laser 5. Sensors 1-3 4| uttra AC/5 g 29
5. ER Large Laser 6. Life Support 5.LUltra AC/5 o 28*
6. Roll Again 6. Ammo (Ultra AC/5) 20 o 57
1. Roll Again . C;T_":e'_‘ T?:SP (CASE) 1. Roll Again o mian: [257
2. Roll Again oy F”S!°" E"g!"e 2. Roll Again of am [25%
4.5 3 Roll Again 3 XL F”s!"" E"Q!“e 4.5 3 PollAgain o) 101fEaT
4. Roll Again 13 usion Engine 4. Roll Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
. 21
1. Gyro Right 20~
. . ) Leg
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) e 19~
. . 3. XL Fusion Engine . . (15)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine I 2. XL Fusion Engine "
5. Ammo (Machine Gun) 200 17
13 3. Narc 6. Roll Again 13 3.[LRM 20 =
4. Active Probe 4.(LRM 20 /4 HEAT DATA
5. Ammo (Narc) 6 - - 5.| LRM 20 15*
6. Roll Again Engine Hits OO O 6.LLRM 20 Heat Double Heat Sinks: o
1. Roll Again Gyro Hits 0O 1. Machine Gun L o 13 (28] 13+
2. Roll Again Sensor Hits OO 2. Machine Gun 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Ammo (LRM 20) 6 56  Shutdown, avoid on 10+ Py
4-6 . 4-6 . : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Aga?n Damage Transfer 5. Roll Aga?n g +1 Modifer to F\rg
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;
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BATTLETECH

OMNIMECH RECORD SHEET

{\WARRIOR DATA

Piloting Skill:
112 |3[4]5
3)|15|7([10]11

Dead

[DB.C/F/S]

Ammo: (Gauss) 8, (LB-5X) 20, (SRM B) 30

/4 \
'MECH DATA
Type: Loki (Hellbringer) B Name:
Movement Points: Tonnage: 65 Gunnery Skill:
Walking: 5 Tech Base: Clan Hite Taken
Running: 8 Rules Level: Standard )
Jumping: 0 Role: Striker Consciousness #
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 SRM B RT 4 2/Msl - 3 6 8
w/ Artemis IV IMC.S]
1 ER Small Laser LT 2 5J[DE] - 2 4 B
1 Gauss Rifle RA 1 15[DBX] 2 7 15 @22
1 LBS5XAC LA 1 5 3 8 15 24

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Left Arm
11)

Left
Leg Center
(15) Torso

(8)

(11)

Left Right
\ BV: 1’592 & Torso Rear Torso Rear
\ (_, / (7) (7)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Head
; . Head Dverflo
Left Arm (CASE) 1. Life Support Right Arm (CAsE) Left Torso (15 Right Torso (15) '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3.[LB5-XAC 4. Roll Again 3.[ Gauss Rifle ©
1-3 4|LB5XAC 5. Sensors 1-3 4| Gauss Rifle g 29
5.|LB 5-XAC 6. Life Support 5.| Gauss Rifle o 28*
6.LLB 5-X AC 6.| Gauss Rifle o 57
1. Ammo [LB-5X) 20 . C;T_":e'_‘ T?:SP 1.| Gauss Rifle o mian: [257
2. Roll Again oy F”S!°" E"g!"e 2.| Gauss Rifle of am [25%
3. Roll Again : usion =ngine 3. Ammo [Gauss) 8 o] (101
- i i - 24*
46 4 Ry agan 1-g 3 XLFusion Engine 46 4 ol Again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
. 21
1. Gyro Right 20~
. . ) Leg
Left Torso 2. XL Fusion Engine Right Torso [CASE) 15 19+*
. . 3. XL Fusion Engine . . (15)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine . 2. XL Fusion Engine "
5. Roll Again 17
3. ER Small Laser . 3. SRM 6
1-3 h B. Roll Again 1-3 . P
4. Roll Again 4. Artemis IV FCS / HEAT DATA
5. Roll Again - - 5. SAM 6 15*
6. Roll Again Engine Hits OO O 6. Artemis IV FCS Heat Double Heat Sinks: o
1. Roll Again Gyro HitsO O 1. Ammo (SRM ) 15 L o 13 (28] 13~
2. Roll Again Sensor Hits OO 2. Ammo [SRM 6] 15 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip L) s 1. Hip 17  +3 Modifer to Fire O 5*
2. U ° 15 -3 Movement Points
. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Aga?n Damage Transfer 5. Roll Aga?n g +1 Modifer to F\rg
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;

© 2019 The Topps Company, Inc. Classic BattleTech, BattleTech, '‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

{\WARRIOR DATA

Ammo: (LB-10X] 10, (LRM 15) 16

BV: 2,298
\

@

\

Type: Thor (Summoner) Prime Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Clan Hite Taken
Running: 8 Rules Level: Standard ) 112131415186
Jumping: 5 Role: Sniper Consciousness # | 3 5 7 | 10| 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM 15 LT 5 1/Msl - 7 14 21
MCS] Left Arm
1 ERPPC RA 15 15[DE] - 7 14 23 (17)
1 LB10-XAC LA 2 10 — 6 12 18
[DB.C/F/S]

Left

(7)

Torso Rear

ARMOR DIAGRAM

Head (9)

Left Torso

o O
O_O
O O

o
665000095000

000000000
000000000
000000000

Right Torso

Torso

(8)

Center

Right Arm
(17)

Right
Torso Rear

(7)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm (CASE Foae Right Arm Heag orertlo
( ] 1. Life Support 9 Left Torso (15) Right Torso (15
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3.[LB 10X AC 4. Ferro-Fibrous 3.[ER PPC 2
1-3 4.|LB10-XAC 5. Sensors 1-3 4.LER PPC o 29
5.|LB10-XAC 6. Life Support 5. Ferro-Fibrous o 28*
6.[LB 10-X AC 6. Roll Again o 57
Center Torso °
1.LLB 10-X AC 1. XL Fusion Engi 1. Roll Again O | Right | 26*
2. Ammo [LB-10X) 10 oy F”S!°" E"g!"e 2. Roll Again g arm |25+
4-6 3. Ferro-Fibrous 3' XL Fus!on Eng!ne 4-6 3. Roll Again o) ("MI[Za-
4. Roll Again 13 usion Engine 4. Roll Again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
. 21
1. Gyro _ F:_'::t 20*
Left Torso (CASE) 2. XL Fusion Engine Right Torso 15 19+*
. . 3. XL Fusion Engine . . (15)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
5. Jump Jet ) 17
13 3.[LRM 15 6. Roll Again 13 3. Ferro-Fibrous
4lLRm 15 . 4. Ferro-Fibrous /4 HEAT DATA 16
5. Ammo [LRM 15) 8 - - 5. Roll Again 15*
6. Ammo (LRM 15) 8 Engine Hits OO O 6. Roll Again Heat Double Heat Sinks: o
1. FerroFibrous Gyro HitsO O 1. Roll Again L o 14 (28] 13~
2. Ferro-Fibrous Sensor Hits OO 2. Roll Again 28  Ammo Exp. avoid on 8+ 00 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Jump Jet Damage Transfer 5. Jump Jet 8 +1 Modifer to F\rg
\ 6. Jump Jet Diagram 6. Jump Jet PAN 5 -1 Movement Points p ;
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Type: Thor (Summoner) A
Movement Points:

Walking: 5
Running: 8

Tonnage:
Tech Base: Clan
Rules Level: Standard

70

Ammo: (Gauss) 8, (SRM B) 30

Jumping: 5 Role: Sniper
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRM B LT 4 2/Msl - 3 6 9
[M,C,S]
1 Large Pulse Laser RA 10 10[P] — B 14 20
1 Gauss Rifle LA 15 [DBX] 2 7 15 22

BV: 2,145
\

\

CRITICAL HIT TABLE

@

{\WARRIOR DATA

Name:

Gunnery Skill:

Hits Taken | 1

Consciousness# | 3 | 5 | 7

Piloting Skill:

n

3[4]|5

10

Dead

Left Arm
(17)

Left

(7)

Torso Rear

ARMOR DIAGRAM

Head (9)

Left Torso

o O
O_O
O O

o
665000095000

000000000
000000000
000000000

Right Torso

Torso

(8)

Center

Right Arm
(17)

Right
Torso Rear

(7)

Heat
AR INTERNAL STRUCTURE DIAGRAM Zryss
Head
; . Head Dverflo
Left Arm (CASE) 1. Life Support Right Arm Left Torso (15) Right Torso (15 '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3.[ Gauss Rifle 4. Ferro-Fibrous 3. Lower Arm Actuator Co)
1-3 4 Gauss Rifle 5. Sensors 1-3 4.[Large Pulse Laser pS 29
5.| Gauss Rifle 6. Life Support 5.LLarge Pulse Laser o 28*
6.| Gauss Rifle 6. Ferro-Fibrous o 57
o
1.| Gauss Rifle . C;T_":e'_‘ T?:SP 1. Roll Again o rignt [267
2.l Gauss Rifle oy F”S!°" E"g!"e 2. Roll Again g arm [25x
3. Ammo (Gauss) 8 : usion =ngine 3. Roll Again o) 1"MifEas
46 4. Ferro-Fibrous 1-3 Z )él' Fusion Engine 46 4. Roll Again -
5. Roll Again - lyro 5. Roll Again 23
6. Roll Again :' g‘/:g 6. Roll Again 22+
- Y _ 21
1. Gyro Right 20~
. . ) Leg
Left Torso (CASE) 2. XL Fusion Engine Right Torso 15 19+*
. . 3. XL Fusion Engine . . (15)
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18+
2. XL Fusion Engine 5' Jump Jet 9 2. XL Fusion Engine 7
1.3 3 SAMS b 1.3 3 FerroFibrous
"9 4. Ammo (SRM 6) 15 ' g "9 4. Ferro-Fibrous /4 HEAT DATA 16
5. Ammo (SRM 6) 15 - - 5. Roll Again 15*
6. Ferro-Fibrous Engine Hits OO O 6. Roll Again Heat Double Heat Sinks: 14+
1. FerroFibrous Gyro HitsO O 1. Roll Again L o 14 (28] 13~
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH-[HLQS.[ Right Leg 18 Shutdown, avoid on 6+ O 6
1. Hip A s 1. Hip 17  +3 Modifer to FH"!.B O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? ’;Ad(;ver:n:ng's[zzt2+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints =
:- Jump Jet Damage Transfer g Jump Jet 8  +1 Modifer to Fire
. Jump Jet Dia . Jump Jet 5 -1 Movement Paints 1
gram
\ / \ /=
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BATTLETECH

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

O O
/4 \ /4
'MECH DATA WARRIOR DATA P00 oo
O O O
Type: Thor (Summoner) B Name: 00 |ooOo
. 010 OO
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill: olo oo
Walking: 5 Tech Base: Clan Hite Taken olo oo
Running: 8 Rules Level: Standard consci 4 ; E 3 140 151 6 % 8 8 8
Jumping: 5 Role: Missile Boat onsclousness Dead
e olooo
Weapons & Equipment Inventory [hexes) © OO
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Anti-Missile System LT 1 [PD] - - = =
1 Nare T — M - 4 8 12 Left Arm Right Arm
1 SRM4 RA 3 2/Msl - 3 6 9 (17) (17)
[M,C,S]
1 LRM20 RA 6 1/Msl - 7 14 21
[M,C,S]
1 SRM 4 LA 3 2/Msl - 3 6 8 Lot Righ
e ight
MCS] Leg Center Leg
1 LRM20 6 1/Msl - 7 14 21 (23) Torso (23)
IMCS] (8)
Ammo: [AMS) 24, (LRM 20) 24, (Narc) B, (SRM 4] 50
Left Right
\ BV: 2’1 58 & Torso Rear Torso Rear
\ (_, / (7) (7)
/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
Head
; . Head Dverflo
Left Arm (CASE) 1. Life Support Right Arm (CASE) Left Torso (15) Right Torso (15 '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Ferro-Fibrous 3. Lower Arm Actuator Co)

1-3 4.[LRM 20 5. Sensors 1-3 4.[LRM 20 o 29
5.|LRM 20 6. Life Support 5.|LRM 20 o 28*
6.|LRM 20 6.|LRM 20 o 57

o
1.lLrRm 20 Center Torso 1.lLRm 20 oY mignt [26~
2. SARM 4 ; i:: "Z”S!°" E”gf"e 2. SRM 4 ot am [Z5-

4. 3 Ammo (LRM 206 3 XL F”s!"" E"Q!“e 4. 3 Ammo(LRM20)6 o) UNEas
4. Ammo [LRM 20) 6 13, 5 usion Engine 4. Ammo (LRM 20) 6 -
5. Ammo [SRM 4) 25 Y va 5. Ammo (SRM 4) 25 23
6. Ferro-Fibrous - yro 6. Ferro-Fibrous 22*

6. Gyro >
1. Gyro Right 20~
. . ) Leg
Left Torso (CASE) 2. XL Fusion Engine Right Torso 15 19+
. . 3. XL Fusion Engine . . (15)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
S 5. Jump Jet ) 17
3. Anti-Missile System ; 3. Ferro-Fibrous

1-3 6. Roll Again 1-3 16
4. Narc 4. Ferro-Fibrous / HEAT DATA
5. Ammo (AMS) 24 - - 5. Roll Again 15*
6. Ammo [Narc) 6 Engine Hits OO O 6. Roll Again Heat Double Heat Sinks: o
1. FerroFibrous Gyro H!tsOO 1. Rall Again "eé’g'* Shutdowﬁﬁem 14 (28) 13*
2. Ferro-Fibrous Sensor Hits OO 2. Roll Again 28  Ammo Exp. avoid on 8+ 00 12

4.6 3 Roll Again Life Support O 4.6 3 Poll Again 56  Shutdown, avoid on 10+ =
4. Roll Again 4. Roll Again 25 -5 Movement Points OO o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)

6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O g*

20 -4 Movement Points =

v, 19  Ammo Exp. avoid on 4+ o

Left Leg CH-[HLQS.[ Right Leg 18 Shutdown, avoid on 6+ O 6
1. Hip ) s 1. Hip 1 g tg MOdlfer tc;i\)m? . O 5*

2. Upper Leg Actuator 2. Upper Leg Actuator 14 sh td(éver:n:no'd [23'2 Z+ O a

3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S

4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints =

:- j“mp jez Damage Transfer g jump je: 8  +1 Modifer to Fire -

- Jump Je Diagram - Jump Je 5 -1 Movement Points
\ / \ /
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BATTLETECH

(' MECH DATA )

Type: Mad Cat (Timber Wolf) Prime

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Movement Points:
Walking: 5
Running: 8
Jumping: 0

Tonnage:
Tech Base: Clan
Rules Level: Standard

Role:

Qty Type Loc
1 Machine Gun CT
1 Machine Gun RT
1 LRM 20 RT
1 LRM 20 LT
1 Medium Pulse Laser LT
1 ERLarge Laser RA
1 ER Medium Laser RA
1 ER Medium Laser LA
1 ERLarge Laser LA

Ht

5]

Weapons & Equipment Inventory

Dmg

2 [DBAI]
2 [DBAI]
1/Msl
[M,C.S]
1/Msl
[M,C.S]
7P

10 [DE]
7 [DE]

7 [DE]
10 [DE]

Ammo: (LRM 20] 12, (Machine Gun) 200

7 %

S

Name: OO

75 Gunnery Skill: Piloting Skill: %
Hits Taken | 9 2 3|4 5| 6

000

Brawler Consciousness # | 3 5 7 110! 11 |pead
(hexes)
Min Sht Med Lng
- 1 2 3
_ ! > 3 Left Arm Right Arm
- 7 14 21 (24) e
- 7 14 21
— 4 8 12 -
— B8 15 25 Left Right
Leg Center Leg
R (32) Torso (32)
— 5 10 15 (9)
— 8 15 25

BV: 2,737
\

\

CRITICAL HIT TABLE

@

Left Right
Torso Rear Torso Rear
(7) (7)

Heat
A INTERNAL STRUCTURE DIAGRAM J0S
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (16) Right Torso (16
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Ferro-Fibrous 3. Lower Arm Actuator g
1-3 4.[Doub|e Heat Sink 5. Sensors 1-3 4.[Double Heat Sink o 29
5.1 Double Heat Sink 6. Life Support 5.1 Double Heat Sink g 28*
6. ER Large Laser 6. ER Large Laser o 57
Center Torso o
1. ER Medium Laser 1. XL Fusion Endgi 1. ER Medium Laser Left o | Right | 26*
2. Ferro-Fibrous 2' XL Fus!on Eng!ne 2. Ferro-Fibrous Arm g Arm o5 %
3. Roll Again - ZL ruston Engine 3. Roll Again (12) o) 112)
- i i - 24*
4-6 4. Roll Again 13 3. XL Fusion Engine 4-6 4. Roll Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
. . . Leg Leg
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 16 16 19~
. . 3. XL Fusion Engine . . (18] (18]
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine X 2. XL Fusion Engine "
. 5. Machine Gun X 17
3. Medium Pulse Laser 3. Machine Gun
1-3 6. Endo Steel 1-3 16
4.[LRM 20 4.[LRM 20 /4
5. LRM 20 - - 5. LRM 20 HEAT DATA 15*
6.| LRM 20 Engine Hits OO O 6.| LRM 20 Heat Double Heat Sinks: o
1.lLRMm 20 Gyro HitsO O 1.lLRm 20 Level Effects 17 (34) e
Sensor Hits O O . 30 Shutdown
2. Ammo (LRM 20) 6 2. Ammo (Machine Gun) 200 28  Ammo Exp. avoid on 8+ OO 12
3. Endo Steel Life Support O 3. Ammo (LRM 20) 6 56  Shutdown, avoid on 10+ 71
4-6 ; 4-6 : ) 00
4. Ferro-Fibrous 4. Endo Steel 25 -5 Movement Points o
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifer to Fire O O
6. Roll Again 6. Ferro-Fibrous 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH-[HLQS.[ Right Leg 18  Shutdown, avoid on B+ (o]e) 6
1. Hip game Dlabs 1. Hip 1; +g modlfer tot l;re . e) 5+
- ovemen oints
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator L o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Endo Steel Damage Transfer 5. Endo Steel 8  +1 Modifer to Fire
\ 6. Endo Steel Diagram 6. Endo Steel PAN 5 -1 Movement Points p ;
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BATTLETECH

OMNIMECH RECORD SHEET

Ammo: (Streak SRM 6] 15

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Mad Cat (Timber Wolf) A Name:
Movement Points: Tonnage: 75 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Clan Hite Taken
Running: 8 Rules Level: Standard ) 112131415186
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 ]10] 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser CT 2 5][DE] - 2 4 B
1 Streak SRM 6 RT 4 2/MsI[MC] — 4 8 12
3 Medium Pulse Laser LT 4 7[P] — 4 8 12
1 ERPPC RA 15 [DE] — 7 14 23
1 ERPPC LA 15 [DE] - 7 14 23

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

0-0°0
090707070

000

Left Arm
(24)

Left
Leg Center
(32) Torso

(9)

Right Arm

(24)

Left Right
\ BV: 2’854 & Torso Rear Torso Rear
\ (_, / (7) (7)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (16) Right Torso (16
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3.[Doub|e Heat Sink 4. Ferro-Fibrous 3.[Double Heat Sink g
1-3 4.1 Double Heat Sink 5. Sensors 1-3 4.1 Double Heat Sink ¢] 29
5.[Doub|e Heat Sink B. Life Support 5.[Double Heat Sink g 28+
6.LDouble Heat Sink 6.LDouble Heat Sink o 57
o
1.[ER PPC . C;T_":e'_‘ T?:SP 1.[Double Heat Sink Left 21 righe |25+
2.LER PPC gy F”S!°" E"g!"e 2.L Double Heat Sink Arm g arm |25+
3. Ferro-Fibrous . usion Engine 3.[ER PPC (12) (12)
- i i - O 24*
4-6 4. Roll Again 13 3. XL Fusion Engine 4-6 a.|ER PPC -
5. Roll Again g gV"O 5. Ferro-Fibrous 23
8. Roll Again - yro B. Roll Again 22+
6. Gyro
. 21
1. Gyro _ t::‘ F:_'::t 20~
Left Torso 2. XL Fusion Engine Right Torso [CASE) 15 15 19+*
. . 3. XL Fusion Engine . . (18] (18]
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
. 5. ER Small Laser 17
13 3. Medium Pulse Laser 6. Endo Steel 1-3 3.[Streak SRM 6
4. Medium Pulse Laser ’ 4.1 Streak SRM 6 / HEAT DATA 16
5. Medium Pulse Laser - - 5. Ammo (Streak SRM 6) 15 15*
6. Endo Steel Engine Hits OO O 6. Endo Steel Heat Double Heat Sinks: o
1. Ferro-Fibrous Gyro H!ts o o 1. Ferro-Fibrous Leg/gl ShutdowEﬁeotS 20 [4O] 13*
2. Ferro-Fibrous Sensor Hits 0O 2. Ferro-Fibrous 28  Ammo Exp. avoid on 8+ 00 12
4.6 3 Roll Again Life Support O 4.6 3 PollAgain 56  Shutdown, avoid on 10+ =
- - - - B 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH'[HL S'[ Right Leg 18  Shutdown, avoid on 6+ (o]e) 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire OO 5*
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? ’;Ad(;ver:n:ng's[zzt2+ (@]0) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o O S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Endo Steel Damage Transfer 5. Endo Steel 8  +1 Modifer to Fire
\ 6. Endo Steel Diagram 6. Endo Steel PAN 5 -1 Movement Points p ;
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BATTLETECH

('MECH DATA }
Type: Mad Cat (Timber Wolf) B

Movement Points:

OMNIMECH RECORD SHEET

Tonnage: 75
Walking: 5 Tech Base: Clan
Running: 8 Rules Level: Standard
Jumping: 0 Role: Sniper
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRM 4 RT 3 2/Msl - 3 6 8
w,/Artemis IV IMC.S]
1 LRM 10 LT 4 1/Msl - 7 14 21
w/ Artemis IV IMC.S]
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22
1 Small Pulse Laser LA 2 3[PA]] — 2 4 B
1 Large Pulse Laser LA 10 10[P] — B 14 20

Ammo: (Gauss) 8, (LRM 10] 12, (SRM 4) 25

{\WARRIOR DATA

Name:

Gunnery Skill:

Hits Taken

Consciousness #

Piloting Skill:
112 |3[4]5
3)|15|7([10]11

Dead

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

O

0.0
090707070

000

Left Arm
(24)

Left
Leg Center
(32) Torso

(9)

Right Arm

(24)

Left Right
\ BV: 2’224 & Torso Rear Torso Rear
\ (_, / (7) (7)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm (CASE Heag orertlo
1. Life Support 9 ( ] Left Torso (16) Right Torso (16
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Ferro-Fibrous 3.[ Gauss Rifle g
1-3 4.[Large Pulse Laser 5. Sensors 1-3 4.| Gauss Rifle o 29
5.LLarge Pulse Laser 6. Life Support 5.| Gauss Rifle g 28*
6. Small Pulse Laser 6.| Gauss Rifle o 57
) Center Torso ’ o ) -
1. Ferro-Fibrous 1. XL Fusion Endgi 1.| Gauss Rifle Left o | Right | 26
2. Roll Again oy F”S!°" Eng!ne 2.L Gauss Rifle Arm g arm |25+
3. Roll Again : usion =ngine 3. Ammo [Gauss) 8 (12) o) 112)
- i i - 24*
46 4. Roll Again 1-3 3. XL Fusion Engine 46 4. Ferro-Fibrous
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro >
1. Gyro Left Right 20~
. : . Leg Leg
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 16 1®) |18
. . 3. XL Fusion Engine . . (18] (18]
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
5. Endo Steel 17
13 3. LRM 10 6. Roll Again 13 3. SRM4
4. Artemis IV FCS . 4. Artemis IV FCS /4 HEAT DATA 16
5. Ammo (LRM 10) 12 - - 5. Ammo (SRM 4) 25 15*
6. Endo Steel Engine Hits OO O 6. Endo Steel Heat Double Heat Sinks: o
1. Ferro-Fibrous Gyro Hits oo 1. FerroFibrous e o cts 15 (30) 13-
2. Ferro-Fibrous Sensor Hits OO 2. FerroFibrous 28  Ammo Exp. avoid on 8+ 00 12
4.6 3 Roll Again Life Support O 4.6 3 PollAgain 56  Shutdown, avoid on 10+ =
- - - - B 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ g*
20 -4 Movement Points O o =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire O 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Endo Steel Damage Transfer 5. Endo Steel 8  +1 Modifer to Fire
\ 6. Endo Steel Diagram 6. Endo Steel PAN 5 -1 Movement Points p ;
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BATTLETECH

OMNIMECH RECORD SHEET

{\WARRIOR DATA

Piloting Skill:
112 |3|4[5]|6
3|5 | 7 (1011 |Dead

Ammo: (LRM 20] 12

/4 \
'MECH DATA
Type: Mad Cat (Timber Wolf) (Pryde) Name:
Movement Points: Tonnage: 75 Gunnery Skill:
Walking: 5 Tech Base: Clan Hite Taken
Running: 8 Rules Level: Standard )
Jumping: 4 Role: Missile Boat Consciousness #
Weapons & Equipment Inventory [hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser CT 2 5][DE] - 2 4 B
1 LRM20 RT 6 1/Msl — 7 14 21
[MC.S]
1 LRM20 LT 6 1/Msl — 7 14 21
[MC.S]
1 ERLlarge Laser RA 12 10[DE] — 8 15 25
1 ER Medium Laser RA 5 7|[DE] — 5 10 15
1 ER Medium Laser LA 5 7|[DE] — 5 10 15
1 ERLarge Laser LA 12 10[DE] — 8 15 25

Left Arm

(

24)

ARMOR DIAGRAM

Head (9)

Left Torso

0-0°0
090707070

000

Right Torso

Torso
(9)

Center

Right Arm
(24)

Left Right
\ Bv: 2,900 (ﬁ) Torso Rear Torso Rear
\ 4 / (7) (7)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM J0S
Head
; . Head Dverflo
Left Arm 1. Life Support Right Arm Left Torso (16) Right Torso (16 '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Ferro-Fibrous 3. Lower Arm Actuator 9
o
1-3 4.[Doub|e Heat Sink 5. Sensors 1-3 4. ER Large Laser o 29
5.1 Double Heat Sink 6. Life Support 5. ER Medium Laser g 28*
6. ER Large Laser 6. Ferro-Fibrous o 57
" Center Torso ) o ) -
1. ER Medium Laser 1. XL Fusion Endgi 1. Roll Again Left o | Right | 26
2. Ferro-Fibrous oy F”S!°" E"g!"e 2. Roll Again Arm g arm |25+
3. Roll Again - ZL ruston Engine 3. Roll Again (12) o) 112)
- i i - 24*
4-6 4 Roiagain 13 Z' )é'- Fusion Engine 4-6 4 Roil again -
5. Roll Again Y va 5. Roll Again 23
8. Roll Again Y Gz:g B. Roll Again 22+
’ 21
1. Gyro Left Right 20~
. : . Leg Leg
Left Torso (CASE) 2 X pusion Engine Right Torso (CASE) (16) (1e)  |[19°
1. XL Fusion Engine 4-6 4' XL FE::E: E:g::z 1. XL Fusion Engine 18+
2. XL Fusion Engine 5' ER Small Lasger 2. XL Fusion Engine 7
3. Jump Jet ' 3. Jump Jet
1-3 6. Endo Steel 1-3 16
4. Jump Jet 4. Jump Jet / HEAT DATA
5.[LRM 20 - - 5.[LRM 20 15*
6.| LRM 20 Engine Hits OO O 6.| LRM 20 Heat Double Heat Sinks: o
Gyro Hits O O Level* Effects 16 (32)
13*
1.| LRM 20 ) 1. LRM 20 30  Shutdown
2.LLRM 20 Sensor Hits o o 2.LLRM 20 28 Ammo Exp. avoid on 8+ Oo 12
4.g 3 Ammo (LRM 20) 6 Life Support O 4.g 3 Ammo (LRM 20] & 56  Shutdown, avoid on 10+ Py
4. Endo Steel 4. Endo Steel 25 -5 Movement Points O O or
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifer to Fire O O
6. Ferro-Fibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? ’;Ad(;ver:n:ng's[zzt2+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints =
5. Endo Steel Damage Transfer 5. Endo Steel 8  +1 Modifer to Fire
\ 6. Endo Steel Diagram 6. Endo Steel PAN 5 -1 Movement Points p ;
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Type: Man O' War (Gargoyle) Prime

Movement Points: Tonnage: 80
Walking: 5 Tech Base: Clan
Running: 8 Rules Level: Standard
Jumping: 0 Role: Skirmisher
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser CT 2 5][DE] - 2 4 B
1 LB5XAC RA 1 5 3 8 15 24
[DBC/F/S]

1 SRM 6B RA 4 2/Msl — 3 6 8
[MC.S]

1 SRM 6B LA 4 2/Msl — 3 6 8
[MC.S]

1 LB5XAC LA 1 5 3 8 15 24
[DB.C/F/S]

Ammo: (LB-5X) 40, (SRM B) 30

BV: 1,537
\

@

\

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Dead

Consciousness# | 3 | 5 | 7

10

000000000
Q00000000

0000000000

Left Arm
(23)

Right Arm
(23)

Left Right
Leg Center Leg
(24) Torso (24)

(10)

Left Right
Torso Rear Torso Rear
(10) (10)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (17 ) Right Torso (17)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3.[LB5-XAC 4. Ferro-Fibrous 3.[LB 5-XAC
1-3 4./ LB 5-X AC 5. Sensors 1-3 4./ LB 5-XAC 29
5.|LB 5-XAC 6. Life Support 5.|LB 5-XAC 28*
6.LLB 5-X AC 6.LLB 5-X AC =7
1. SRM B . C;T_":e'_‘ T?:SP 1. SRM 6 26
2. Roll Again oy F”S!°" E"g!"e 2. Roll Again 5%
4.5 3 Roll Again 3 XL F”s!"" E"Q!“e 4.5 3 PollAgain =
4. Roll Again 13 usion Engine 4. Roll Again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro 20+
Left Torso (CASE) g ;'I: 'F:"s!°“ E"g!"e Right Torso (CASE) 19~
1. XL Fusion Engine 46 usion =ngine 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 5. ER Small Laser 2. XL Fusion Engine 7
13 3. Ammo (LB-5X) 20 G. Roll Again 13 3. Ammo (LB-5X) 20
"3 4. Ammo (SRM B) 15 : g "3 4. Ammo (SRM B6) 15 /4 HEAT DATA 16
5. Ferro-Fibrous " " 5. Ferro-Fibrous 15~
6. Ferro-Fibrous Engine Hits OO O B. Ferro-Fibrous Heat Double Heat Sinks: 14+
1. Roll Again Gyro Hits oo 1. Roll Again L o et 16 (32) 13~
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
4.6 3 Roll Again Life Support O 4.6 3 Poll Again 56  Shutdown, avoid on 10+ =
- - - - B 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire O 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
d 2
5. Ferr‘o»Flbr‘ous Damage Transfer 5. Ferro-F\prous 8 *+1 Modifer to F\rl_a
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;
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BATTLETECH

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4
'MECH DATA WARRIOR DATA 00O
Type: Man O' War (Gargoyle) A Name: 8 8 8
Movement Points: Tonnage: 80 Gunnery Skill: Piloting Skill: O 0O
Walking: 5 Tech Base: Clan ) 00O
. Hits Take
Running: 8 Rules Level: Standard ) foTaken 11 12 13141516 8 8 8
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 ]10] 11 |Dead > 0 6
Weapons & Equipment Inventory [hexes) O O O
Gty Type Loc Ht Dmg Min Sht Med Lng o
2 ERPPC RA 15 15[DE] - 7 14 23
1 ER Medium Laser LA 5 7|[DE] — 5 10 15 Left Arm Right Arm
1 Medium Pulse Laser LA 4 7 [P] — 4 8 12 (23) (23)
1 Large Pulse Laser LA 10 10][P] — B6 14 20
1 ER Small Laser LA 2 5|[DE] - 2 4 B
Left Right
Leg Center Leg
(24) Torso (24)
(10)
Left Right
\ BV: 2’689 & Torso Rear Torso Rear
\ (/ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Flead Right Arm Head Puortio
1. Life Support 9 Left Torso (17 ) Right Torso (17)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Ferro-Fibrous 3.[ER PPC
1-3 4. Hand Actuator 5. Sensors 1-3 4lerprc 29
5.[Large Pulse Laser 6. Life Support 5.[ER PPC 28+
6.LLarge Pulse Laser 6.LER PPC 57
1. Medium Pulse Laser 1 C;Zn:er_‘ T?;SF' 1. Roll Again 26~
2. ER Medium Laser oy F”S!°" Eng!ne 2. Roll Again 5%
4.5 3 ERSmallLaser 3 XL F”s!"" E"Q!“e 4.5 3 PollAgain =
4. Roll Again 13 usion Engine 4. Roll Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro 20+
Left Torso g ;:: "2”5!°“ Eng!ne Right Torso 19+
1. XL Fusion Engine 4-6 usion Engine 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine . 2. XL Fusion Engine "
. 5. Roll Again . 17
13 3. Ferro-Fibrous 6. Roll Again 1-3 3. Ferro-Fibrous
4. Ferro-Fibrous ’ 4. Ferro-Fibrous / 16
5. Roll Again " " 5. Roll Again HEAT DATA 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Double Heat Sinks: o
1. Roll Again Gyro Hits O O 1. Roll Again L o 18 (32) 13~
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 _ 4-6 . . i ole
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip e Sod 1. Hip 17  +3 Modifer to Fire O 5
° 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Fer‘r‘o»Flbr‘ous Damage Transfer 5. Fer‘ro-Flbrous g +1 Modifer to F\rg
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;
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BATTLETECH

OMNIMECH RECORD SHEET

{\WARRIOR DATA

/4 \
'MECH DATA

Type: Man O' War (Gargoyle) B Name:
Movement Points: Tonnage: 80 Gunnery Skill:
Walking: 5 Tech Base: Clan Hite Taken
Running: 8 Rules Level: Standard )
Jumping: 0 Role: Sniper Consciousness #

Weapons & Equipment Inventory [hexes)

Piloting Skill:

112131415

3(5|7]10

Dead

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22
1 SRM4 LA 3 2/Msl - 3 6 9

w,/Artemis IV [M,C.S]
1 LRM10 LA 4 1/Msl - 7 14 21
w,/Artemis IV [M,C.S]

Ammo: (Gauss) 16, (LRM 10) 12, (SRM 4) 25

BV: 1,843
\

@

\

Left Arm

(23)

ARMOR DIAGRAM

Head (9)

Left Torso

000000000

000000000

Right Torso

0000000000

Right Arm
(23)

Left Right
Leg Center Leg
(24) Torso (24)

(10)

Left Right
Torso Rear Torso Rear
(10) (10)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Head
; . Head Dverflo
Left Arm (CASE) 1. Life Support Right Arm (CAsE) Left Torso (17 ) Right Torso (17) '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Ferro-Fibrous 3.[ Gauss Rifle
1-3 4. Hand Actuator 5. Sensors 1-3 4| Gauss Rifle 29
5. LRM 10 6. Life Support 5.| Gauss Rifle 28*
6. Artemis IV FCS 6.| Gauss Rifle 57
1. SRM 4 . C;T_":e'_‘ T?:SP 1.| Gauss Rifle 26
2. Artemis IV FCS oy F”S!°" E"g!"e 2.| Gauss Rifle 5%
4. 3 Ammo (LRM 10) 12 3 XL F”s!"" E"Q!“e 4.5 3 Ammo(Gauss) 8 =
4. Ammo [SRM 4) 25 13, 5 usion Engine 4. Ammo (Gauss) 8 -
5. Roll Again - lyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro 20+
Left Torso g ;:: "2“5!°“ Eng!ne Right Torso 19+
1. XL Fusion Engine 46 usion =ngine 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine . 2. XL Fusion Engine "
. 5. Roll Again ) 17
13 3. Ferro-Fibrous 6. Roll Again 1-3 3. Ferro-Fibrous
4. Ferro-Fibrous ’ 4. Ferro-Fibrous / HEAT DATA 16
5. Roll Again " " 5. Roll Again 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Double Heat Sinks: o
1. Roll Again Gyro Hits oo 1. Roll Again L o et 16 (32) 13~
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire O 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
d 2
5. Fer‘r‘o»Flbr‘ous Damage Transfer 5. Fer‘ro-F\brous g +1 Modifer to F\rg
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;
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BATTLETECH

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Gladiator (Executioner) Prime Name:
Movement Points: Tonnage: 95 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Clan Hite Taken
Running: 6 [8] Rules Level: Standard ) 112183141516
Jumping: 4 Role: Sniper Consciousness # | 3 5 7 |10 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Machine Gun RT — 2[DBAI] - 1 2 3
2 ERLarge Laser RA 12 10[DE] — 8 15 25 Left Arm Right Arm
1 Gauss Rifle LA 1 15[DBX] 2 7 15 22 (32 (32)
Left Right
Leg Center Leg
(40) Torso (40)
(9)
Ammo: (Gauss) 16, (Machine Gun) 200
Left Right
\ BV: 2’749 & Torso Rear Torso Rear
\ (_/ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
Left Arm (CASE) Flead Right Arm Head Puortio
1. Life Support 9 Left Torso (20) Right Torso (20)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3.[Doub|e Heat Sink 4. Ferro-Fibrous 3. Lower Arm Actuator 888
1-3 4| Double Heat Sink 5. Sensors 1-3 4. Hand Actuator 500 29
5.[ Gauss Rifle 6. Life Support 5.[Double Heat Sink 888 28*
6.[ Gauss Rifle 6.LDouble Heat Sink 000 57
Center Torso 999
1.| Gauss Rifle 1. XL Fusion Enai 1.[Double Heat Sink 938 26*
2.| Gauss Rifle gy F”S!°" E"g!"e 2.| Double Heat Sink 00 o5+
4-6 3.| Gauss Rifle 3' XL Fus!on Eng!ne 4-6 3. ER Large Laser o 4
4.1 Gauss Rifle 1-3 4' G usion Engine 4. ER Large Laser -
5. Ferro-Fibrous 5' va 5. Ferro-Fibrous 23
8. Roll Again Y Gz:g B. Roll Again :f*
1. Gyro 20+
Left Torso g ;:: "2“5!°“ Eng!ne Right Torso (CASE) 19+
1. XL Fusion Engine 4-6 usion Engine 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine ) 2. XL Fusion Engine "
5. Ferro-Fibrous X 17
13 3.[MASC 6. Forro-Fibrous 13 3.[Double Heat Sink
4.| Mmasc . 4.| Double Heat Sink /4 HEAT DATA 16
5.| MASC - - 5. Machine Gun 15*
6.Lmasc Engine Hits OO O 6. Machine Gun Heat Double Heat Sinks: o
1. Ammo (Gauss] 8 Gyro H!ts oo 1. Ammo (Machine Gun) 200 "eé’g' Shutd DWEHEC“ 19 (38) 13*
2. Ammo (Gauss) 8 Sensor Hits OO 2. Ferro-Fibrous 28  Ammo Exp. avoid on 8+ 00 12
3. Roll Again Life Support O 3. Ferro-Fibrous 56  Shutdown, avoid on 10+ Py
4-6 . 4-6 ; : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ (o]e) 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire OO 5
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? ’;Ad(;ver:n:ng's[zzt2+ (@]0) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Jump Jet Damage Transfer 5. Jump Jet 8  +1 Modifer to Fire
\ 6. Jump Jet Diagram 6. Jump Jet ) U 5 -1 Movement Paints p 1
o]
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Type: Gladiator (Executioner) A

Movement Points:

Tonnage: 895
Walking: 4 Tech Base: Clan
Running: 6 [8] Rules Level: Standard
Jumping: 4 Role: Skirmisher

Weapons & Equipment Inventory [hexes)

Qty Type Loc Ht Dmg Min Sht Med Lng
2 Machine Gun RT — 2[DBAI] -1 2 3
4 ER Medium Laser RA 5 7|[DE] — 5 10 15
3 Large Pulse Laser LA 10 10[P] — B 14 20

Ammo: (Machine Gun) 200

BV: 3,112
\

@

\

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6
Consciousness # | 3 5 7 [ 10| 11 |Dead

Left Arm Right Arm
(32) (32)
Left Right
Leg Center Leg
(40) Torso (40)

(9)

Left Right
Torso Rear Torso Rear
(10) (10)

/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (20) Right Torso (20)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3.[Doub|e Heat Sink 4. Ferro-Fibrous 3. Lower Arm Actuator 888
1-3 4| Double Heat Sink 5. Sensors 1-3 4.[Double Heat Sink 500 29
5.[Large Pulse Laser 6. Life Support 5.1 Double Heat Sink 888 28*
6.LLarge Pulse Laser G.[Double Heat Sink 000 57
Center Torso 999
1.[ Large Pulse Laser . . 1.LDouble Heat Sink 000 26~
1. XL Fusion Engine ) 000
2.LLarge Pulse Laser 5 XL Eusion Engi 2. ER Medium Laser [e]e) o5 *
4-6 3.[Large Pulse Laser 3' XL Fus!on Eng!ne 4-6 3. ER Medium Laser o 4
4.l Large Pulse Laser 1-3 4' G usion Engine 4. ER Medium Laser -
5. Ferro-Fibrous - 2yro 5. ER Medium Laser 23
6. Roll Again 5. Gyro 6. Ferro-Fibrous 22*
6. Gyro
21
1. Gyro 20+
Left Torso g ;:: "2“5!°“ Eng!ne Right Torso [CASE) 19+*
1. XL Fusion Engine 46 usion =ngine 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine ) 2. XL Fusion Engine "
5. Ferro-Fibrous X 17
13 3.[MASC 6. Forro-Fibrous 13 3.[Double Heat Sink
4.| Mmasc ' 4.| Double Heat Sink /4 HEAT DATA 16
5.| MASC - - 5. Machine Gun 15*
6.Lmasc Engine Hits OO O 6. Machine Gun Heat Double Heat Sinks: o
1. Rall Again Gyro H!ts oo 1. Ammo (Machine Gun) 200 "eé’g' Shutdowﬁﬁem 19 (38) 13*
2. Roll Again Sensor Hits OO 2. FerroFibrous 28  Ammo Exp. avoid on 8+ 00 12
3. Roll Again Life Support O 3. Ferro-Fibrous 56  Shutdown, avoid on 10+ Py
4-6 . 4-6 ; : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ (o]e) 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire OO 5*
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? ’;Ad(;ver:n:ng's[zzt2+ (@]0) 2
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
:- j“mp jez Damage Transfer g jump je: 8  +1 Modifer to Fire -
- Jump Je Diagram - Jump Je 5 -1 Movement Points
\ / \ /=
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BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Type: Gladiator (Executioner) B
Movement Points:

Tonnage: 895
Walking: 4 Tech Base: Clan
Running: 6 [8] Rules Level: Standard
Jumping: 4 Role: Skirmisher

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser RT 5 7][DE] — 5 10 15
1 Anti-Missile System RT 1 [PD] - - = =
1 ERPPC RA 15 15[DE] - 7 14 23
1 Ultra AC/20 LA 7 20/Sht — 4 8 12

[DBR/C]

Ammo: [AMS] 24, (Ultra AG/20) 15

BV: 2,940
\

@

\

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6
Consciousness # | 3 5 7 [ 10| 11 |Dead

Left Arm Right Arm
(32) (32)
Left Right
Leg Center Leg
(40) Torso (40)

(9)

Left Right
Torso Rear Torso Rear
(10) (10)

/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
ft Head . Head Dverflo
Left Arm 1. Life Support Right Arm Left Torso (20) Right Torso (20)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
1-3 3.[Ultra AC/20 4. Ferro-Fibrous 1-3 3.[Double Heat Sink 888
"9 4.|Ultra AC/20 5. Sensors "9 4.| Double Heat Sink 500 29
5.| Ultra AC/20 6. Life Support 5.[Double Heat Sink 888 28*
6.[ Ultra AC/20 6.LDouble Heat Sink 000 57
Center Torso 999
1.| Ultra AC/20 _ ) 1.[ Double Heat Sink 000 26*
1. XL Fusion Engine ) 000
2.| Ultra AC/20 5 XL Eusion Engi 2.1 Double Heat Sink [e]e) o5 *
4.5 3| UtraAc/20 3 XL F”s!"" E"Q!“e 4-5 3.[ER PPC o =
4.lura Ac/20 13, 5 usion Engine 4lERPPC -
5. Ferro-Fibrous 5' va 5. Ferro-Fibrous 23
6. Roll Agai - Byro 6. Roll Agai 22+
oll Again 6. Gyro oll Again -
1. Gyro 20+
Left Torso (CASE) g ;'I: 'F:"s!°“ E"g!"e Right Torso (CASE) 19~
1. XL Fusion Engine 46 usion =ngine 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine ) 2. XL Fusion Engine "
5. Ferro-Fibrous X 17
13 3.[MASC 6. Forro-Fibrous 13 3.[Double Heat Sink
4.| Mmasc . 4.| Double Heat Sink /4 HEAT DATA 16
5.| MASC - - 5. Anti-Missile System 15*
6.Lmasc Engine Hits OO O 6. ER Medium Laser Heat Double Heat Sinks: o
1. Ammo (Ultra AC/20) 5 Gyro H!ts oo 1. Ammo (AMS) 24 "eé’g' Shutd DWEHEC“ 19 (38) 13*
2. Ammo (Ultra AC/20) 5 Sensor Hits OO 2. FerroFibrous 28 AmmoBp awd;mBr 0 12
4.g 3 Ammo (Ultra AC/20) 5 Life Support O 4. 3 Ferrofibrous 56  Shutdown, avoid on 10+ Py
4. Roll Again 4. Roll Again 25 -5 Movement Points O O
10*
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avqid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH'[HNS'[ Right Leg 18  Shutdown, avoid on 6+ (o]e) 6
1. Hip game D labs 1. Hip 17  +3 Modifer to F\nle OO 5
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? ’;Ad(;ver:n:ng's[zzt2+ (@]0) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
:- Jump Jet Damage Transfer g- Jump Jet 8  +1 Modifer to Fire
. Jump Jet Dia . Jump Jet 5 -1 Movement Paints 1
gram
\ /7 \ /=
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BATTLETECH

OMNIMECH RECORD SHEET

\

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Daishi (Dire Wolf) Prime Name:
Movement Points: Tonnage: 100 Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: Clan Hite Taken
Running: 5 Rules Level: Standard _ 112131415
Jumping: 0 Role: Juggernaut Consciousness # | 3 | 6 | 7 |10]11 Joead
Weapons & Equipment Inventory [hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 LRM10 LT 4 1/Msl - 7 14 21
[M,C,S]
2 ER Large Laser RA 12 10|[DE] — 8 15 25
2 Medium Pulse Laser RA 4 7 [P] — 4 8 12
1 Ultra AC/5 RA 1 5/Sht - 7 14 21
[DBR/C]
2 Medium Pulse Laser LA 4 7 [P] - 4 8 12
2 ERLarge Laser LA 12 10[DE] — 8 15 25
1 Ultra AC/5 LA 1 5/Sht - 7 14 21
[DBR/C]
Ammo: (LRM 10] 12, (Ultra AC/5) 40
\ BV: 2,712 :i\

Left Arm

(34)

Torso Rear
(10)

ARMOR DIAGRAM

Head (9)

Left Torso

00000000

00000000

Right Torso

0000000000
OOOOOOOOOOOOOOOOOOO

Torso
(14)

Center

Right Arm
(34)

Torso Rear
(10)

/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
Head
; . Head Dverflo
Left Arm (CASE) 1. Life Support Right Arm (CAsE) Left Torso (21) Right Torso (21) '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 5 20~
3. ER Large Laser 4. Roll Again 3. ERLarge Laser 888
1-3 4 er Large Laser 5. Sensors 1-3 4 er Large Laser 500 29
5. Medium Pulse Laser 6. Life Support 5. Medium Pulse Laser 888 28*
6. Medium Pulse Laser 6. Medium Pulse Laser 000 57
Center Torso 9399
1.[Ultra AC/5 1. XL Fusion Enai 1.[ Ultra AC/5 ggg 26*
2.| Ultra AC/5 oy F”S!°" E"g!"e 2. ultra AC/5 5%
3.Luitra AC/5 : usion =ngine 3.Luitra AC/5 -
4-6 3. XL Fusion Engine 4-6 24
4. Ammo (Ultra AC/5) 20 1-3 4 G 4. Ammo (Ultra AC/5) 20 -
5. Roll Again Y va 5. Roll Again 23
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro 20+
Left Torso (CASE) g ;:: "2“5!°“ Eng!ne Right Torso 19+*
1. XL Fusion Engine 46 usion =ngine 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine X 2. XL Fusion Engine "
] 5.[ Double Heat Sink X 17
13 3.[Doub|e Heat Sink 6.1 Double Heat Sink 13 3.[Double Heat Sink
4.| Double Heat Sink ' 4.| Double Heat Sink /4 HEAT DATA 16
5.[Double Heat Sink - - 5.[Double Heat Sink 15*
6. Double Heat Sink Engine Hits OO0 O 6.L Double Heat Sink Heat Double Heat Sinks: v
1.[Doub|e Heat Sink Gyro H!ts oo 1.[Double Heat Sink "eé’g' Shutd DWEHEC“ 22 (44) 13*
2. Double Heat Sink Sensor Hits OO 2. Double Heat Sink 28 Anmobp anidons 000 | L2
46 3.[Doub|e Heat Sink Life Support O 4-6 3.[Double Heat Sink 56  Shutdown, avoid on 10+ 71
4.1 Double Heat Sink 4.| Double Heat Sink 25 -5 Movement Points O O O or
5. LRM 10 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Ammo (LRM 10) 12 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ (o]e) 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire OO 5
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? ’;Ad(;ver:n:ng's[zzt2+ (@]0) 2
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol OO
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
" : 2
5.[Duub|e Heat S!nk Damage Transfer 5. Roll Aga?n 8  +1 Modifer to Fire
\ 6.LDouble Heat Sink Diagram 6. Roll Again PAN 5 -1 Movement Points p ;
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BATTLETECH

OMNIMECH RECORD SHEET

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Anti-Missile System  RT 1 [PD] - - = =
2 Streak SRM 6 LT 4 2/MsI[MC] — 4 8 12
3 Large Pulse Laser RA 10 10[P] — B 14 20
1 Gauss Rifle LA 1 15[DBX] 2 7 15 22

\
('MECH DATA {WARRIOR DATA
Type: Daishi (Dire Wolf) A Name:
Movement Points: Tonnage: 100 Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: Clan Hite Taken
Running: 5 Rules Level: Standard ) 112131415186
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 ] 7 [10] 11 |Dead
Weapons & Equipment Inventory [hexes)

Ammo: [AMS] 72, (Gauss) 24, (Streak SBM 6) 30

\

BV: 2,855

@

\

Left Arm
(34)

Torso Rear
(10)

ARMOR DIAGRAM

Head (9)

Left Torso

00000000

00000000

Right Torso

0000000000
OOOOOOOOOOOOOOOOOOO

Torso
(14)

Center

Right Arm
(34)

Torso Rear
(10)

/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
Head
; . Head Dverflo
Left Arm (CASE) 1. Life Support Right Arm Left Torso (21) Right Torso (21) '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 5 20~
3.[ Gauss Rifle 4. Roll Again 3. Lower Arm Actuator 888
1-3 4| Gauss Rifle 5. Sensors 1-3 4.[Double Heat Sink 500 29
5.| Gauss Rifle 6. Life Support 5.1 Double Heat Sink 888 28*
6.[ Gauss Rifle G.[Large Pulse Laser 000 57
Center Torso 9399
1.| Gauss Rifle 1. XL Fusion Engi 1.LLarge Pulse Laser 888 26~
2.LGauss Rifle 2' XL Fus!on Eng!ne 2.[Large Pulse Laser 25 *
4-6 3. Ammo (Gauss) 8 3' XL Fus!on Eng!ne 4-6 3.LLarge Pulse Laser 4
4. Ammo (Gauss) 8 1-3 4' G usion Engine 4.[Lar‘ge Pulse Laser -
5. Ammo (Gauss) 8 5' va 5.LLarge Pulse Laser 23
8. Roll Again - yro B. Roll Again 22+
6. Gyro >
1. Gyro 20+
Left Torso (CASE) g ;'I: 'F:"s!°“ E"g!"e Right Torso (CASE) 19~
1. XL Fusion Engine 4-6 4' XL FE::E: E:g::z 1. XL Fusion Engine 18+
2. XL Fusion Engine 5' Double Heat gink 2. XL Fusion Engine 7
3.[ Double Heat Sink ’ . 3.[ Double Heat Sink
1-3 6.1 Double Heat Sink 1-3
™2 4.| Double Heat Sink ' ™2 4. Double Heat Sink /4 HEAT DATA 16
5.[Double Heat Sink - - 5.[Double Heat Sink 15*
6. Double Heat Sink Engine Hits OO0 O 6.L Double Heat Sink Heat Double Heat Sinks: v
1.[St;reak SRM 6 Gyro H!ts oo 1.[Double Heat Sink "eé’g' Shutd DWEHEC“ 21 (42) 13*
2. streak SRM B Sensor Hits OO 2. Double Heat Sink 28 Anmobp anidons 000 | L2
4-6 3.[St:r'eak SRM 6 Life Support O 4. 3 AntiMissile System 56  Shutdown, avoid on 10+ Py
4./ streak SRM & 4. Ammo [AMS) 24 55 -5 Moverent Points (o]0) —
5. Ammo (Streak SRM B) 15 5. Ammo (AMS) 24 24  +4 Modifer to Fire (e]e)
6. Ammo (Streak SRM 6) 15 6. Ammo (AMS) 24 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ (o]e) 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire OO 5
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? ’;Ad(;ver:n:ng's[zzt2+ (@]0) 2
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol OO
13  +2 Modifer to Fire 3
4. Foot Act:uator'. 4. Foot Actuator. 10 -2 Movement Paints =
:.[guut:e ﬂeaz g'n:: Damage Transfer g'[g‘m::e :eaz :'“:: 8  +1 Modifer to Fire -
.LDouble Heat Sin ; .LDouble Heat Sin| - i
Diagram 5 1 Movement Points
\ / \ /=
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BATTLETECH

OMNIMECH RECORD SHEET

Ammo: (LB-10X] 20, (Ultra AC/2) 90

\

Bv: 2,608

@

\

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Daishi (Dire Wolf) B Name:
Movement Points: Tonnage: 100 Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: Clan Hite Taken
Running: 5 Rules Level: Standard _ 112131415
Jumping: 0 Role: Sniper Consciousness # | 3 5 7 | 10| 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser CT 2 5][DE] - 2 4 B
2 Ultra AC/2 RT 1 2/Sht 2 9 18 27
[DBR/C]
2 Ultra AC/2 LT 1 2/Sht 2 9 18 27
[DBR/C]
1 LB10-XAC RA 2 10 — 6 12 18
[DBC/F/S]
2 ERPPC LA 15 15][DE] — 7 14 23
2 Medium Pulse Laser LA 4 7 [P] — 4 8 12

Left Arm
(34)

Torso Rear
(10)

ARMOR DIAGRAM

Head (9)

Left Torso

00000000

00000000

Right Torso

0000000000
OOOOOOOOOOOOOOOOOOO

Torso
(14)

Center

Right Arm
(34)

Torso Rear
(10)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Head
; . Head Dverflo
Left Arm 1. Life Support Right Arm (CAsE) Left Torso (21) Right Torso (21) '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 5 20~
3.[ER PPC 4. Roll Again 3.[LB10-X AC 888
1-3 4.LER PPC 5. Sensors 1-3 4./ LB 10-XAC 000 29
5.[ER PPC 6. Life Support 5./ LB 10-X AC 888 28*
6.LER PPC 6./ LB 10-X AC 000 =7
000
1. Medium Pulse Laser . C;T_":e'_‘ T?:SP 1.l 10x AC 900 26
2. Medium Pulse Laser oy F”S!°" E"g!"e 2. Ammo [LB-10X] 10 5%
4.5 3 Poll Again 3 XL F”s!"" E"Q!“e 4.5 3 Ammo (LB-10X) 10 =
4. Roll Again 13 usion Engine 4. Roll Again
5 R ’ 4. Gyro . 23*
. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro 20+
Left Torso (CASE) g ;'I: 'F:"s!°“ E"g!"e Right Torso (CASE) 19~
1. XL Fusion Engine 46 usion =ngine 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
X 5. ER Small Laser X 17
13 3.[Doub|e Heat Sink 6. Roll Again 13 3.[Double Heat Sink
4.| Double Heat Sink ' 4.| Double Heat Sink /4 HEAT DATA 16
5.[Ultr'a AC/2 " " 5.[Ultra AC/2 15*
6.Luitra AC/2 Engine Hits OO O 6.l Ultra AC/2 Heat Double Heat Sinks: o
1.[Ultra Ac/2 s Gyro E!ts gg ’I.[Ultra Ac/2 L o 15 (30) 13
2.LUltra AC/2 - ensor Hits 2.LUltra AC/2 28  Ammo Exp. avoid on 8+ 00 12
4-86 3. Ammo (Ultra AC/2) 45 Life Support O 4-6 3. Ammo (Ultra AC/2) 45 26  Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points O O o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hi jame Plabs 1. Hi 17  +3 Modifer to Fire O 5*
P ° P 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Act:uator'. 4. Foot AcFuator‘ 10 -2 Movement Paints =
S[oeen e Oamage et 3 11 s i 1
-LDouble Heat Sin i - Roll Again 5 -1 Movement Points
Diagram
\ / \ /
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Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



BATTLETECH

OMNIMECH RECORD SHEET

(' MECH DATA )

Type: Daishi (Dire Wolf) 'Widowmaker'

Movement Points:

Tonnage: 100
Walking: 3 Tech Base: Clan
Running: 5 Rules Level: Standard
Jumping: 0 Role: Juggernaut

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser HD 2 5][DE] - 2 4 B
2 ER Medium Laser CT 5 7][DE] — 5 10 15
1 Ultra AC/20 RT 7 20/Sht — 4 8 12

[DBR/C]
1 Large Pulse Laser RA 10 10[P] — B 14 20
1 ERPPC RA 15 15[DE] — 7 14 23
1 ERPPC LA 15 15][DE] - 7 14 23
1 Large Pulse Laser LA 10 10][P] — 6 14 20

Ammo: (Ultra AC/20) 10

Name:

{\WARRIOR DATA

Gunnery Skill:

Hits Taken

Consciousness #

Piloting Skill:
112 |3[4]5
3)|15|7([10]11

Dead

Left Arm
(34)

ARMOR DIAGRAM

Head (9)

Left Torso

00000000

00000000

Right Torso

0000000000
OOOOOOOOOOOOOOOOOOO

Center
Torso
(14)

Right Arm

(34)

\ BV: 3,041 (ﬁ) Torso Rear Torso Rear
\ - A / (10) (10)
A\
{crmcaL H a5 \ o
Head . Head Buerfio
Left Arm 1. Life Support Right Arm (CASE) Left Torso (21) Right Torso (21) '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 5 20~
1-3 3.[Doub|e Heat Sink 4. ER Small Laser 1-3 3.[Double Heat Sink 888
"9 4. Double Heat Sink 5. Sensors "9 4.| Double Heat Sink 500 29
5.[Doub|e Heat Sink 6. Life Support 5.[Double Heat Sink 888 28*
6.LDouble Heat Sink 6.LDouble Heat Sink 888 57
1.[Doub|e Heat Sink Center Torso 1.[Large Pulse Laser 838s 26+
2.LDouble Heat Sink 1. XL Fus!on Eng!ne 2.LLarge Pulse Laser o5 %
4.6 3.[Large Pulse Laser 2. XL Fus!on Eng!ne 4.6 3.[ER PPC rvT
™ 4, Large Pulse Laser 1-3 3. XL Fusion Engine "2 a|ERPPC -
5.[ER PPC 4. Gyro 5. Ammo (Ultra AC/20) 5 23
8.[ER PPC 5. Gyro 6. Ammo (Ultra AC/20) 5 22+
6. Gyro
21
1. Gyro 20+
Left Torso 2. XL Fusion Engine Right Torso 19+
1. XL Fusion Engine 4-6 3. XL Fus!on Eng!ne 1. XL Fusion Engine 18+
2. XL Fusion Engine 4. XL Fusu:_)n Engine 2. XL Fusion Engine "
X 5. ER Medium Laser X 17
13 3.[Doub|e Heat S!nk 6. ER Medium Laser 13 3.[Double Heat S!nk =
4.1 Double Heat Sink 4.1 Double Heat Sink / HEAT DATA
5.[ Double Heat Sink - - 5.[Ultra AC/20 \ 15*
6.[Double Heat Sink Engine Hits OO O 6.| Ultra AC/20 Heat Double Heat Sinks: o
1.[Doub|e Heat Sink Gyro Hits 0 O 1.| Uitra AC/20 L o 25(50) 13~
2. Double Heat Sink Sensor Hits OO 2.| uttra AC/20 28 Amomo Bxp. avoid on B+ e
46 3.[Doub|e Heat Sink Life Support O 4. 3|UtraAc/20 56  Shutdown, avoid on 10+ 000 71
4.| Double Heat Sink 4. Ultra AC/20 55 5 Moverment Points 00 -
5.[Doub|e Heat Sink 5.| Ultra AC/20 54 +4 Modifer to Fire 000 10
6.LDouble Heat Sink 6.LUltra AC/20 23  Ammo Exp. avoid on 6+ o000 9
22  Shutdown, avoid on 8+ *
20 -4 Movement Points O o O =
v, 19  Ammo Exp. avoid on 4+ o O 7
Left Leg CH-[HLQS.[ Right Leg 18  Shutdown, avoid on B+ (o]e) 6
1. Hip game D labs 1. Hip 17  +3 Modifer to F\nle OO 5
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér?utﬂd(;\ﬁr:ngcgisgztit (@]0) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifér to Fire o O S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5.[Duub|e Heat S?nk Damage Transfer 5.[Double Heat S?nk 8 +1 Modifer to Fire 2
\ 6.LDouble Heat Sink Diagram 6.LDouble Heat Sink PAN 5 -1 Movement Points p ;
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BATTLETECH

\
BATTLE ARMOR
RECORD SHEET

/
/4 . \ /4 \\
BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Elemental Battle Armor [Laser] Era: Succession Wars [1 dsiieieisisl0l0ele ) BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti~Mech Skill: [2 00000000000 ] TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 3 456 [?2
Weapons & Equip. Dmg Min Sht Med Lng [3 00000000000 ] o +5
BA Manipulators [Battle Claw] [E] - - = - +
Small Laser 3[DEf] - 1 2 3 [4 O 0000000000 ] \ 1 +7 /
SRM 2 (Body) 2/MsI[MCS] — 3 6 9
Ammo 00 [5
S B swarw amracks Tasie 3
SWARM ATTACKS TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: @ BATTLE ARMOR BASE TO-HIT
\ BV: 447,/64 / TROOPERS ACTIVE MODIFIER
\ 4-6 +2
(  BATTLE ARMOR: SQUAD 2 \ L 1-3 +5 )
Type: Elemental Battle Armor [Laser] Era: Succession Wars [1 90000000000 ]
Gunnery Skill: Anti-'Mech Skill: 2 00000000000 ] /4 SWARM ATTACK MODIFIERS TABLE \\
Ground MP: 1 Jump:3 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [3 00000000000 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
BA Manipulators [Battle Claw] [E] - - = - TROOPERS ACTIVE 1 2 3 4 5 @6
Small Laser 3[DEf — 1 2 3 [4 00000000000 ]
SRM 2 (Body) 2/MsiMCs] — 3 6 9 B +0 +0 +0 +0 +1 +2
Ammo 00 [5 00000000000 ] 5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: Leg: AP: (/ o +1 +2 +3 +4 +5 +B
A\ BV: 447/84 / 1 +2 +3 +4 +5 +B6 +7
/4 : \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Elemental Battle Armor [Laser] Era: Succession \Wars [1 #0000000000 ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: [2 00000000000 ] SITUATION *
Ground MP: 1 Jump: 3 zMECh prone . -2
Weapons & Equip. Dmg Min Sht Med Lng [3 00000000000 ] l\/le_ch or vehicle immabile -4
BA Manipulators [Battle Claw]  [E] - - - - Vehicle -2
Small Laser 3[0E - 1 2 3 [4 00000000000 ] = )
SRM 2 (Body) 2/MsiMcs] — 3 B 9 *Modifiers are cumulative
Ammo 00 \ /
[5 00000000000 ]
4 SWARM ATTACKS HIT LOCATION TABLE \
\ Mechanized: @ Swarm: @ Leg: @ AP: @
\ BV: 447,64 / 2D6 BIPEDAL FOUR-LEGGED
v/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 N[ 2 eed o Head
ear Center Torso ront Right Torso
Type: Elemental Battle Armor [Laser] Era: Succession \Wars [1 ©0000000000 ] a Rear Right Torso Rear Center Torso
Gunnery Skill: Anti-Mech Skill: 5 Front Right Torso Rear Right Torso
! y I - I . — [2 00000000000 ] 6 Right Arm Front Right Torso
Ground MP: 1 Jump: 3 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 00000000000 8 Left Arm Front Left Torso
BA Manipulators [Battle Claw]  [E] - - = - 9 Front Left Torso Rear Left Torso
Small Laser 3[0OE] - 1 2 3 [4 OO000000OO000 ] 10 Rear Left Torso Rear Center Torso
SRM 2 (Body) 2/Msl[MCS] — 3 6 9
Ammo 00 [5 ] 11 Rear Center Torso Front Left Torso
00000000000 12 Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ G4 O | \ BV: 447,64 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER 'MECH VEHICLE
( BATTLE ARMOR: SQUAD 5 \ | numeer LocATION LOCATION
ight Torso ight Side
Type: Elemental Battle Armor [Laser] Era: Succession \Wars [1 00000000000 ] g - hLe_r_t Torso Tgf:tssjjde
Gunnery Skill: Anti“Mech Skill: [2 00000000000 ] 4 ngttTO?";SOO[I[“;zEIIj]‘] Lgft S:dz
Ground WP Jump3 3 Ceriors o) oo
Weapons & Equip. Dmg Min Sht Med Lng [3 00000000000 ]
BA Manipulators [Battle Claw]  [E] - - - = TROOPER LARGE SUPPORT
Small Laser 3[0E] — 1 2 3 [4 00000000000 ] NUMBER  VEHICLE LOCATION *
SRM 2 (Body) 2/MsI[MCS] — 3 6 9 1 Right Side (Unit 1/Unit 2) V
Ammo OO0 2 Right Side (Unit 1/Unit 2)
[5 00000000000 ) 3 Left Side (Unit 1,/Unit 2) [:H-[Hl_qs-[
4 Left Side (Unit 1./Unit 2) jame P labs
5 Rear (Unit 1/Unit 2) ° -
\ Mechanized: Swarm: (¢ Leg: AP: (¢/ 6 Rear (Unit 1,/Unit 2)
\ BV: 447/64 / \ *Unit 1 and Unit 2 represent two battle armor units /

© 2019 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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BATTLETECH

\
BATTLE ARMOR
RECORD SHEET

/
\

(" BATTLE ARMOR: SQUAD 1 \ (4 LEG ATTACKS TABLE )
Type: Elemental Battle Armor [MG] Era: Succession Wars [1 dsiieieisisl0l0ele ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti~Mech Skill: [2 00000000000 ] TROOPERS ACTIVE MODIFIER

4-6 @]
Ground MP: 1 Jump: 3
Weapons & Equip. Dmg Min Sht Med Lng [3 00000000000 ] g +§
BA Manipulators [Battle Claw] [E] - - = - +
Machine Gun (Medium) 2DBA] — 1 2 3 [4 O 0000000000 ] \ 1 +7 /
SRM 2 (Body) 2/Msl[MCS] — 3 6 9
Ammo 00 [5
00000000000
AN SWARM ATTACKS TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: @ BATTLE ARMOR BASE TO-HIT
\ BV: 404,58 / TROOPERS ACTIVE MODIFIER
\ 4-6 +2

(  BATTLE ARMOR: SQUAD 2 \ L 1-3 +5 )

Type: Elemental Battle Armor [MG] Era: Succession \Wars [1 90000000000 ]
Gunnery Skill: Anti-'Mech Skill: 2 00000000000 ] /4 SWARM ATTACK MODIFIERS TABLE \\
MP: 1 :
Ground ) Jum? 8 [3 00000000000 ] ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng BATTLE ARMOR ARMOR TROOPERS ACTIVE
BA Manipulators [Battle Claw]  [E] - - = - TROOPERS ACTIVE 1 2 3 4 5 @6
Machine Gun (Medium) 2[DBA] — 1 2 3 [4 OO0000000000 ]
SRM 2 (Body) 2/MsiMcs] — 3 6 9 B +0 +0 +0 +0 +1 +2
Ammo 00 [5 00000000000 ] 5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: Leg: AP: (/ o +1 +2 +3 +4 +5 +B
\ BV: 404,58 / 1 +2 +3 +4 +5 +6 +7
/4 : \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Elemental Battle Armor [MG] Era: Succession \Wars [1 #0000000000 ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: [2 00000000000 ] SITUATION *
Ground MP: 1 Jump: 3 zMECh prone . -2
Weapons & Equip. Dmg Min Sht Med Lng [3 00000000000 ] l\/le_ch or vehicle immabile -4
BA Manipulators [Battle Claw]  [E] - - - - Vehicle -2
Machine Gun (Medium) 2 [DbBAI] — 1 2 3 [4 [e]ololololololol0l0le] ] N - .
SRM 2 (Body) oMsiMCS] — 3 B 9 \ Modifiers are cumulative /
Ammo 00
[5 00000000000 ]
4 SWARM ATTACKS HIT LOCATION TABLE \

\ Mechanized: @ Swarm: @ Leg: @ AP: @

\ BV: 404,58 / 2D6 BIPEDAL FOUR-LEGGED

v/ \ ROLL LOCATION LOCATION

BA1TLE ARMOR SGUAD 4 [1 00000000000 ]\ g Rear Cgr?::r Torso Front gz?wi Torso
Type: Elemental Battle Armor [MG] Era: Succession Wars q Rear Right Torso Rear Center Torso
Gunnery Skill: Anti~Mech Skill: [2 00000000000 ) g FFD%S}I@T&OFSD FR;irt E'i%*;]i TT%?Z%
Ground MP: 1 Jump: 3 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 00000000000 8 Left Arm Front Left Torso
BA Manipulators [Battle Claw]  [E] - - - = 9 Front Left Torso Rear Left Torso
Machine Gun [Medium) 2[BA] — 1 2 3 [4 00000000000 ] 10 Rear Left Torso Rear Center Torso
SAM 2 (Body) g/msimes — 3 69 11 Rear Center Torso Front Left Torso
Ammo 00 [6 00000000000 )i | L Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ G4 O | \ BV: 404/58 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER 'MECH VEHICLE
, BA-ITLE ARMOR: SGUAD 5 \ NUMBER LOCATION LOCATION
1 Right Torso Right Side
Type:Elemental Battle Armor [MG] Era: Succession \Wars [1 00000000000 ] 2 Left Torso Right Side
. : . 3 Right Torso (rear) Left Side
Gunnery Skill: Anti-Mech Skill: [2 00000000000 ] 4 Left Torso (rear) Left Side
Ground MP: 1 Jump: 3 g Cerge'" TD’?C’ (rear] Eea'"
enter Torso ear
Weapons & Equip. Dmg Min Sht Med Lng [3 00000000000 ]
BA Manipulators [Battle Claw]  [E] - - - = TROOPER LARGE SUPPORT
pmpienfienn “otem -~ | ¢ 3 380000000000 )| Hn= g oo,
ody. 2/Msl[MCS] — ig ide (Uni ni
Ammo OO0 2 Right Side (Unit 1/Unit 2)
[5 00000000000 ) 3 Left Side (Unit 1,/Unit 2) [:H-[Hms-[
4 Left Side (Unit 1,/Unit 2) game Dlabs
5 Rear (Unit 1/Unit 2)

\ Mechanized: Swarm: (¢ Leg: AP: (¢/ 6 Rear (Unit 1,/Unit 2)

\ BV: 404/58 / \ *Unit 1 and Unit 2 represent two battle armor units /
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BATTLETECH

\
BATTLE ARMOR
RECORD SHEET

/
\ /4 \\
BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Elemental Battie Armor (Flamer] Era: Succession Wars [1 dsiieieisisl0l0ele ) BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti~Mech Skill: [2 00000000000 ] TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 3 456 [?2
Weapons & Equip. Dmg Min Sht Med Lng [3 00000000000 ] o +5
BA Manipulators [Battle Claw] [E] - - = - +
Flamer [BA] DEHA] — 1 2 3 [4 00000000000 ]I\ 1 +7 /
SRM 2 (Body) E/Ms[ [MCS] — 3 6 9
Ammo 00 [5
00000000000
AN SWARM ATTACKS TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: @ BATTLE ARMOR BASE TO-HIT
\| BV: 404,58 / TROOPERS ACTIVE MODIFIER
\ 4-6 +2
( BATTLE ARMOR: SQUAD 2 \ L 1-3 +5 )
Type: Elemental Battle Armor [Flamer] Era: Succession Wars [1 90000000000 ]
Gunnery Skill: Anti-'Mech Skill: [2 00000000000 ] /4 SWARM ATTACK MODIFIERS TABLE \\
Ground MP: 1 Jump:3 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [3 ®0000000000 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
BA Manipulators [Battle Claw] [E] - - = - TROOPERS ACTIVE 1 2 3 4 5 @6
Flamer [BA] 2MDEHA] — 1 2 3 [4 00000000000 ]
SRM 2 (Body) 2/MsiMcs] — 3 6 9 B +0 +0 +0 +0 +1 +2
Ammo 00 [5 00000000000 ] 5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
) 3 +0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: Leg: AP: (¢/ 2 +1 +2 +3 +4 +5 +B
\ BV: 404,58 / 1 +2 +3 +4 +5 +6 +7
/4 : \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Elemental Battle Armor [Flamer] Era: Succession \Wars [1 #0000000000 ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: [2 00000000000 ] SITUATION *
Ground MP: 1 Jump: 3 ’MECh prone . -2
Weapons & Equip. Dmg Min Sht Med Lng [3 00000000000 ] l\/le_ch or vehicle immabile -4
BA Manipulators [Battle Claw] [E] - - - - Vehicle -2
Flamer [BA] DEHA] — 1 2 3 [4 00000000000 1 I}l _
SRM 2 (Body) E/MS[ mcsl — 3 B 9 \ Modifiers are cumulative /
Ammo 00
[5 00000000000 ]
4 SWARM ATTACKS HIT LOCATION TABLE \
\ Mechanized: @ Swarm: @ Leg: @ AP: @
\ BV: 404,58 / 2D6 BIPEDAL FOUR-LEGGED
/. \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ | 2 Head Head
Tvoe: . ] [1 00000000000 ] 3 Rear Ce_nter Torso Front Right Torso
ype: Elemental Battle Armor [Flamer] Era: Succession Wars q Rear Right Torso Rear Center Torso
Gunnery Skill: Anti-Mech Skill: 5 Front Right Torso Rear Right Torso
! v — I — [2 00000000000 ] 6 Right Arm Front Right Torso
Ground MP: 1 Jump: 3 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 00000000000 8 Left Arm Front Left Torso
BA Manipulators [Battle Claw] [E] - - - = 9 Front Left Torso Rear Left Torso
Flamer [BA] 2[DEHA] — 1 2 3 [4 00000000000 ] 10 Rear Left Torso Rear Center Torso
SRM 2 (Body) 2/Msl[MCS] — 3 6 9 1 R
Ammo 00 ear Center Torso Front Left Torso
[5 ©0000000000 ) | 12 Head Head )
Mechanized: Swarm: Leg: AP:
\ G4 O | \ BV: 404/58 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER 'MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | numeer LocATION LacATION
ight Torso ight Side
Type: Elemental Battle Armor [Flamer] Era: Succession \Wars [1 00000000000 ] 2 Left Torso Right Side
. ., . 3 Right Torso (rear) Left Side
Gunnery Skill: Anti-Mech Skill: [2 00000000000 ] 4 Left Torso (rear) Left Side
Ground MP: 1 Jurp:3 S O ol oo
Weapons & Equip. Dmg Min Sht Med Lng [3 00000000000 ]
BA Manipulators [Battle Claw] [E] - - - = TROOPER LARGE SUPPORT
Flamer [BA] DEHA] — 1 2 3 [4 00000000000 ] NUMBER  VEHICLE LOCATION
SRM 2 (Body) E/Ms[ [MCS] — 3 6 9 1 F{!ght S[de (LJn!t 1/Un!t 2)
Amme B0 [5 00000000000 ) 5 Lessownowa (N[ NSI
4 Left Side (Unit 1,/Unit 2) game Dlabs
5 Rear (Unit 1/Unit 2)
Mechanized: Swarm: Leg: AP: 6 Rear (Unit 1/Unit 2)
\ 4 4 4 V)
\ BV: 404/58 / \ *Unit 1 and Unit 2 represent two battle armor units /
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BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA )

{\WARRIOR DATA

BV: 553
\

\

@

Type: Locust LCT-1E Name:
Movement Points: Tonnage: 20 Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Inner Sphere Hite Taken
Running: 12 Rules Level: Introductory ) 112131415186
Jumping: 0 Role: Scout Consciousness # | 3 5 7 |10/( 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser RA 3 5|[DE] - 3 6 8
1 Small Laser RA 1 3|[DE] - 1 2 3 Left Arm
1 Small Laser LA 1 3[DE] - 1 2 3 (4)
1 Medium Laser LA 3 ©5][DE] - 3 6 9

ARMOR DIAGRAM

Head (8)
Left Torso

(8)

Right Torso

Right Arm
(4)

Center
Torso

(2)

Left Right
Torso Rear Torso Rear
(2) (2)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (5) Right Torso (5
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Medium Laser 4. Roll Again 3. Medium Laser
1-3 4. Small Laser 5. Sensors 1-3 4. small Laser 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 57
1. Roll Again . c;’:e"_te"ET[’_rso 1. Roll Again Lefe 26~
2. Roll Again o FUS!“‘" Eng!ne 2. Roll Again Arm 5%
3. Roll Again - rusion Engine 3. Roll Again (3)
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left 20~
N . ) Leg
Left Torso 2. Fusion Engine Right Torso 4 19+
. 3. Fusion Engine . (4)
1. Roll Again 4-6 ) . 1. Roll Again a8+
. 4. Fusion Engine .
2. Roll Again . 2. Roll Again "
. 5. Roll Again . 17
3. Roll Again . 3. Roll Again
1-3 . 6. Roll Again 1-3 . 16
4. Roll Again 4. Roll Again / HEAT DATA
5. Roll Again " " 5. Roll Again 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks o
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁects 10 T3
2. Roll Again Sensor Hits OO 2. Roll Again 58 AmmoBG.awdonst () e
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
46 . 46 . avoid o 3
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
2. U 15 -3 Movement Points
. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat Sink Damage Transfer 2 Heat Sink 8  +1 Modifer to Fire
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points p ;
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ARMOR DIAGRAM

Head (8)
Left Torso Right Torso

(8)

BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA ) {\WARRIOR DATA

Type: Locust LCT-1V Name:
Movement Points: Tonnage: 20 Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Inner Sphere Hite Taken
Running: 12 Rules Level: Introductory ) 112131415186
Jumping: 0 Role: Scout Consciousness # | 3 5 7 |10/( 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser CT 3 5][DE] - 3 6 8
1 Machine Gun RA — 2[DBAI] - 1 2 3 Left Arm Right Arm
1 Machine Gun LA — 2[DBAI] - 1 2 3

(4) (4)

Center
Torso

(2)

Ammo: (Machine Gun) 200

Left Right
\ BV: 432 @ Torso Rear Torso Rear
\ v/ / (2) (2)

{CRITICAL HIT TABLE \ Sene

Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (5) Right Torso (5
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Machine Gun 4. Roll Again 3. Machine Gun
1-3 4. Roi Again 5. Sensors 1-3 4. Aol Again 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 57
1. Roll Again . c;’:e"_te"ET[’_rso 1. Roll Again Lefe 26~
2. Roll Again o FUS!“‘" Eng!ne 2. Roll Again Arm 5%
3. Roll Again - rusion Engine 3. Roll Again (3)
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left 20~
N . ) Leg
Left Torso 2. Fusion Engine Right Torso 4 19+
. 3. Fusion Engine . (4)
1. Roll Again 4-6 ) . 1. Roll Again a8+
. 4. Fusion Engine .
2. Roll Again X 2. Roll Again
. 5. Medium Laser . 17*
3. Roll Again . 3. Roll Again
1-3 ) 6. Ammo (Machine Gun) 200 1-3 ) 16
4. Roll Again 4. Roll Again / HEAT DATA
5. Roll Again " " 5. Roll Again 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks o
I *
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁects 10 T3
2. Roll Again Sensor Hits OO 2. Roll Again 58 AmmoBG.awdonst () e
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
46 . 46 . avoid o 3
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH-[HLQS.[ Right Leg 18 Shutdown, avoid on 6+ O 6
1. Hip game Dlabs 1. Hip 1; ’:g modlfer tot l;re . e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 14 sh td(;ver:n:no'd [33'2 Z+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat S!nk Damage Transfer 5. Heat S!nk 8 +1 Modifer to F\rg
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points p ;
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ARMOR DIAGRAM

Head (7)
Left Torso Right Torso

[5)

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Locust LCT-3D Name:
Movement Points: Tonnage: 20 Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Inner Sphere Hite Taken
Running: 12 Rules Level: Standard ) 112131415186
Jumping: 0 Role: Missile Boat Consciousness# | 3 | 5 ] 7 [10] 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM5 RA 2 1/Msl 6 7 14 21
MCS] Left Arm Right Arm
1 LRM5 LA 2 [1’\11‘\:/@] 6 7 14 21 (4) (4)

Center
Torso

(2)

Ammo: (LRM 5) 24

Left Right
\ BV: 436 & Torso Rear Torso Rear
\ (_, / (1) (1)

-
{CAITICAL HIT TABLE \ =

Left Arm Flea Right Arm Heac orerfo
1. Life Support 9 Left Torso (5) Right Torso (5
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. LRM 5 4. Roll Again 3. LRM 5
1-3 4. Ferro-Fibrous 5. Sensors 1-3 4. FerroFibrous 29
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous 28*
6. Ferro-Fibrous 6. Ferro-Fibrous 57
) Center Torso )
1. Ferro-Fibrous 1. Fusion Engi 1. Ferro-Fibrous Left 26~
2. Ferro-Fibrous 2' Fus!un Eng!ne 2. Ferro-Fibrous Arm o5 %
3. Ferro-Fibrous - rusion Engine 3. Ferro-Fibrous (3)
- i i - 24*
4-6 4. FerroFibrous 13 2 Eusmn Engine 4-6 4. Ferro-Fibrous -
5. Roll Again Y GV"° 5. Roll Again 23
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left 20~
i i . Leg
Left Torso 2. Fusion Engine Right Torso 4 19+
3. Fusion Engine (4)
1. Endo Steel 4-6 ) . 1. Endo Steel 18+
2. Endo Steel 4. Fusion Engine 2. Endo Steel
: 5. Ammo (LRM 5) 24 : 17*
13 3. Endo Steel 6. CASE 1-3 3. Endo Steel
4. Endo Steel . 4. Endo Steel /4 HEAT DATA 16
5. Endo Steel - - 5. Endo Steel 15*
6. Endo Steel Engine Hits OO O 6. Endo Steel Heat Heat Sinks o
I *
1. Endo Steel Gyro Hits 0O 1. Endo Steel Level Effects 10 13+
- Sensor Hits o o ; 30  Shutdown
2. Roll Again 2. Roll Again 28  Ammo Exp. avoid on 8+ O 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
46 . 46 . avoid o 3
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH-[HLQS.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17 +g MOdlfer to Em? O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 1‘51 éh td(;ver:n:ng'd ?;Iztfu O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat S!nk Damage Transfer 5. Heat S!nk 8 +1 Modifer to F\rg
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points p ;
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ARMOR DIAGRAM

Head (7)
Left Torso Right Torso

[5)

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4

'MECH DATA WARRIOR DATA

Type: Locust LCT-3S Name:
Movement Points: Tonnage: 20 Gunnery Skill: ____ Piloting Skill:
Walking: 8 Tech Base: Inner Sphere Hite Taken
Running: 12 Rules Level: Standard _ 112131415186
Jumping: 0 Role: Striker Consciousness # | 3 5 7 |10/( 11 |Dead

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser CT 3 5][DE] - 3 6 8
1 Streak SRM 2 RA 2 2/MsIMC] — 3 6 8 Left Arm Right Arm
1 Streak SRM 2 LA 2 2/MsI[MC] — 3 6 9 (4) (4)

Center
Torso

(2)

Ammo: (Streak SRM 2) 50

Left Right
\ BV: 483 & Torso Rear Torso Rear
\ (_, / (1) (1)

{CRITICAL HIT TABLE \ Sene

Head - Head Dverflo
Left Arm 1. Life Support Right Arm Left Torso (5) Right Torso (5
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
1-3 3. Streak SRM 2 4. Roll Again 13 3. Streak SRM 2
"9 4. Ferro-Fibrous 5. Sensors ™9 4. Ferro-Fibrous 29
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous 28*
6. Ferro-Fibrous 6. Ferro-Fibrous 57
) Center Torso )
1. Ferro-Fibrous 1. Fusion Engi 1. Ferro-Fibrous Left 26~
2. Ferro-Fibrous 2' Fus!un Eng!ne 2. Ferro-Fibrous Arm o5 %
3. Ferro-Fibrous - rusion Engine 3. Ferro-Fibrous (3)
- i i - 24*
4-6 4. FerroFibrous 13 2 Eusmn Engine 4-6 4. Ferro-Fibrous -
5. Roll Again Y GV"° 5. Roll Again 23
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left 20~
N . ) Leg
Left Torso g E“S!"" Eng!ne Right Torso (4] 19+
1. Ammo (Streak SRM 2)50 4-§ 5 _USion Engine 1. Endo Steel PP
4. Fusion Engine
2. CASE X 2. Endo Steel
5. Medium Laser 17*
13 3. Endo Steel 6. Roll Again 1-3 3. Endo Steel
4. Endo Steel . 4. Endo Steel /4 HEAT DATA 16
5. Endo Steel - - 5. Endo Steel 15*
6. Endo Steel Engine Hits OO O 6. Endo Steel Heat Heat Sinks o
I *
1. Endo Steel Gyro H!ts oo 1. Endo Steel "eé’g' <h Effects 10 13*
X utdown
2. Endo Steel Sensor Hits OO 2. Roll Again 58 AmmoBG.awdonst () e
3. Endo Steel Life Support (o] 3. Roll Again 26  Shutdown, avoid on 10+ 11
46 . 46 . avoid o 3
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points o =
19  Ammo Exp. avoid on 4+
Left Le M Right Le 18  Shutdown, avoid on B+ O 6
g L [¢] 9 v
1. Hip game D labs 1. Hip 17  +3 Modifer to F\nle O 5
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? lgﬂdzve;n:ng_gtzjl;tz+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot At.:t:uator 4. Foot Ac.:t.uator' 10 -2 Movement Paints =
:- Heat g'"k Damage Transfer g Heat :'“k 8  +1 Modifer to Fire
. Heat Sink h . Heat Sink - i 1
Diagram 5 1 Movement Points
\ / \ /
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ARMOR DIAGRAM

Head (4)
Left Torso Right Torso

(6)

BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA ) {\WARRIOR DATA

Type: Stinger STG-3R Name:
Movement Points: Tonnage: 20 Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere Hite Taken
Running: 9 Rules Level: Introductory ) 112131415186
Jumping: B Role: Scout Consciousness # | 3 5 7 |10/( 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Machine Gun RA — 2[DBAI] - 1 2 3
1 Medium Laser RA 3 5|[DE] — 3 6 8 Left Arm Right Arm
1 Machine Gun LA — 2[DBAI] - 1 2 3

(4) (4)

SR
s

W=\
=4 '-
05
lﬁl!__[{"}( Center
s
T ot e
/At\‘
A\
N
7/
(3 0
Ammo: (Machine Gun) 200 (@)
Left © Right
Torso Rear [e) Torso Rear

BV: 359

\ . & ) [
\ G

{CAITICAL HIT TABLE \ =

Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (5) Right Torso (5
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. Machine Gun 6. Life Support 5. Medium Laser 28*
6. Roll Again 6. Machine Gun 57
Center Torso
1. Roll Again 1. Fusion Engi 1. Roll Again Left 26~
2. Roll Again o FUS!“‘" Eng!ne 2. Roll Again Arm 25+
3. Roll Again - rusion Engine 3. Roll Again (3)
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left 20~
i i . Leg
Left Torso 2. Fusion Engine Right Torso 4 19+
i 3. Fusion Engine . (4)
1. Heat Sink 4-6 ) . 1. Heat Sink a8+
. 4. Fusion Engine .
2. Heat Sink . 2. Heat Sink
. 5. Ammo (Machine Gun) 200 . 17~
3. Heat Sink ) 3. Heat Sink
1-3 6. Roll Again 1-3 16
4. Jump Jet 4. Jump Jet / HEAT DATA
5. Jump Jet " " 5. Jump Jet 15~
6. Jump Jet Engine Hits OO O 6. Jump Jet Heat Heat Sinks 14+
[ *
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁeots 10 T3
2. Roll Again Sensor Hits OO 2. Roll Again 58 AmmoBG.awdonst () e
4.6 3 Roll Again Life Support O 4.6 3 Poll Again 56  Shutdown, avoid on 10+ =
- X - . : ) O
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH-[HLQS.[ Right Leg 18 Shutdown, avoid on 6+ O 6
1. Hip ) s 1. Hip 1 g tg MOdlfer tc;i\)m? . O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 14 sh td(éver:n:no'd [23'2 Z+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Again Damage Transfer 5. Roll Again 8  +1 Modifer to Fire
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;
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ARMOR DIAGRAM

Head (6)

Left Torso
(8)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

{\WARRIOR DATA

(' MECH DATA )

Type: Stinger STG-5M Name:
Movement Points: Tonnage: 20 Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere Hite Taken
Running: 9 Rules Level: Standard ) 112131415186
Jumping: B Role: Scout Consciousness # 3 5 7 | 10| 11 |Dead
Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng

SR
s

(4) (8)

1 Anti-Missile System  RA 1 [PD] - - = =
1 Medium Laser RA 3 5[DE] - 3 6 8 Loft Arm CTenter Right Arm
1 Flamer LA 3 2[DEHA] — 1 2 3 orso

(4)

W=\
lﬁl!__[{“}& Center
\ "\ﬂ “ Torso
\ /&iv)‘. (4)
W
=
7/
() °
Ammo: (AMS] 12 (@)
Left © Right
\ BV: 432 (ﬁ) Torso Rear 1) Torso Rear
(2) (2)
\ — /

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (5) Right Torso (5
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. Flamer 6. Life Support 5. Medium Laser 28*
6. Roll Again 6. Anti-Missile System 57
1. Roll Again . c;’:e"_te"ET[’_rso 1. Roll Again Lefe 26~
2. Roll Again o FUS!“‘" Eng!ne 2. Roll Again Arm 25+
3. Roll Again - rusion Engine 3. Roll Again (3)
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left 20~
i i . Leg
Left Torso 2. Fusion Engine Right Torso 4 19+
i 3. Fusion Engine . (4)
1. Heat Sink 4-6 ) . 1. Heat Sink a8+
4. Fusion Engine
2. Jump Jet 2. Jump Jet "
5. Endo Steel 17
3. Jump Jet 3. Jump Jet
1-3 6. Endo Steel 1-3 16
4. Jump Jet 4. Jump Jet / HEAT DATA
5. Endo Steel - - 5. Ammo (AMS) 12 15*
6. Endo Steel Engine Hits OO O 6. Endo Steel Heat Heat Sinks o
1. Endo Steel Gyro H!ts oo 1. Endo Steel Level Effects 10 13*
Sensor Hits O O 30 Shutdown
2. Endo Steel 2. Endo Steel 28  Ammo Exp. avoid on 8+ e 12
3. Endo Steel Life Support O 3. Endo Steel 56  Shutdown, avoid on 10+ 71
46 46 . avoid o 3
4. Endo Steel 4. Endo Steel 25 -5 Movement Points or
5. Roll Again 5. Endo Steel 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH'[HNS'[ Right Leg 18 Shutdown, avoid on 6+ O 6
1. Hip ) s 1. Hip 1 g +g MOdlfer tc;i\)m? . O 5*
- ovemen oints
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator h o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat S!nk Damage Transfer 5. Heat S!nk 8 +1 Modifer to F\rg
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points p ;
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ARMOR DIAGRAM

Head (4)
Left Torso Right Torso

(6)

BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA ) {\WARRIOR DATA

Type: Wasp WSP-1A Name:
Movement Points: Tonnage: 20 Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere Hite Taken
Running: 9 Rules Level: Introductory ) 112131415186
Jumping: B Role: Scout Consciousness # | 3 5 7 |10/( 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser RA 3 5|[DE] - 3 6 8
1 SRM2 LL 2 2/Msl — 3 6 8 Left Arm Right Arm
[MC.S]

(4) (4)

Center
Torso

(4)

O
Ammo: [SRM 2] 50 (@)
Left © Right
\ BV: 384 @ Torso Rear o) Torso Rear
\ v/ / (2) (2)

= 1
\
{CAITICAL HIT TABLE \ =

Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (5) Right Torso (5
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Medium Laser 28*
6. Roll Again c T 6. Roll Again 57
1. Roll Again . Fe"_te"E orso 1. Roll Again Lefe 26~
2. Roll Again o FUS!“‘" Eng!ne 2. Roll Again Arm 25+
3. Roll Again - rusion Engine 3. Roll Again (3)
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again -
5. Roll Again ‘5" ng 5. Roll Again 23
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left 20~
N . ) Leg
Left Torso 2. Fusion Engine Right Torso 4 19+
i 3. Fusion Engine . (4)
1. Heat Sink 4-6 ) . 1. Heat Sink a8+
. 4. Fusion Engine .
2. Heat Sink 2. Heat Sink
. 5. Jump Jet . 17*
13 3. Heat Sink 6. Jump Jet 1-3 3. Heat Sink
4. Jump Jet ’ 4. Jump Jet / HEAT DATA 16
5. Ammo (SRM 2) 50 - - 5. Roll Again 15*
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks o
I *
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁeots 10 T3
2. Roll Again Sensor Hits OO 2. Roll Again 58 AmmoBG.awdonst () e
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
46 . 46 . , avoid o o)
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH'[HNS'[ Right Leg 18 Shutdown, avoid on 6+ O 6
1. Hip ) s 1. Hip 1 g tg MOdlfer tc;i\)m? . O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 14 sh td(éver:n:no'd [23'2 Z+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Jump Jet Damage Transfer 2 Jump Jet 8  +1 Modifer to Fire
\ 6. SRM 2 Diagram 6. Roll Again PAN 5 -1 Movement Points p ;
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ARMOR DIAGRAM

Head (6)
Left Torso

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

{\WARRIOR DATA

(' MECH DATA )

Type: Wasp WSP-1S Name:
Movement Points: Tonnage: 20 Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere Hite Taken
Running: 9 Rules Level: Standard ) 112131415186
Jumping: B Role: Scout Consciousness # | 3 5 7 |10/( 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Small Laser RT 1 3I[DE] - 1 2 3
1 Flamer LT 3 Z2[DEHAI - 1 2 3 Left Arm Right Arm
1 Medium Pulse Laser RA 4 B [P] - 2 4 B

(5) (5)

Center
Torso

(2)

Left
Torso Rear

(2)

Right
Torso Rear

(2)

BV: 423
\

@

\

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM J0S
Left Arm Flea Right Arm Heac orerfo
1. Life Support 9 Left Torso (5) Right Torso (5
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Medium Pulse Laser 29
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous 28*
6. Ferro-Fibrous 6. Ferro-Fibrous 57
1. Ferro-Fibrous 1 l'.;.:enFerETqrso 1. Ferro-Fibrous Left 26~
2. Ferro-Fibrous 2' Fus!un Eng!ne 2. Ferro-Fibrous Arm o5 %
3. Ferro-Fibrous - rusion Engine 3. Ferro-Fibrous (3)
- i i - 24*
4-6 4. FerroFibrous 13 2 Eusmn Engine 4-6 4. Ferro-Fibrous -
5. Ferro-Fibrous 5' va 5. Ferro-Fibrous 23
6. Roll Agai - Byro 6. Roll Agai 22+
oll Again 6. Gyro oll Again
21
1. Gyro Left 20~
N . ) Leg
Left Torso 2. Fusion Engine Right Torso 4 19+
i 3. Fusion Engine . (4)
1. Heat Sink 4-6 ) . 1. Heat Sink a8+
. 4. Fusion Engine .
2. Heat Sink 2. Heat Sink
. 5. Jump Jet . 17*
13 3. Heat Sink 6. Jump Jet 1-3 3. Heat Sink
4. Flamer ’ 4. Small Laser / 16
5. Endo Steel - - 5. Small Laser HEAT DATA 15*
6. Endo Steel Engine Hits OO O 6. Endo Steel Heat Heat Sinks o
I *
1. Endo Steel Gyro H!ts oo 1. Endo Steel "eé’g' Shutd DWEHEC“ 10 13*
2. Endo Steel Sensor Hits OO 2. Endo Steel 58 AmmoBp awidon8r 12
4.g 3 Endo Steel Life Support O 4-g 3 EndoSteel 56  Shutdown, avoid on 10+ 71
4. Endo Steel 4. Endo Steel 25 -5 Movement Points o 10+
5. Endo Steel 5. Endo Steel 24  +4 Modifer to Fire O
6. Roll Again 6. Endo Steel 23 Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH-[HLQS.[ Right Leg 18 Shutdown, avoid on 6+ O 6
1. Hip game Dlabs 1. Hip 1; ’:g modlfer tot l;re . e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 14 sh td(éver:n:no'd [23'2 Z+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
:- j“mp jez Damage Transfer g jump je: 8  +1 Modifer to Fire -
- Jump Je Diagram - Jump Je 5 -1 Movement Points
\ /7 \ /=
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Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA )

Type: Commando COM-2D

Movement Points: Tonnage: 25
Walking: 6 Tech Base: Inner Sphere
Running: 9 Rules Level: Introductory

Jumping: 0 Role: Striker
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRMB CT 4 2/Msl - 3 6 9
IMC.S]
1 SRM 4 RA 3 2/Msl - 3 6 8
[M,C,S]
1 Medium Laser LA 3 5|[DE] - 3 6 8

{WARRIOR DATA
Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 9 2 3|4 5| 6
Consciousness# | 3 | 5 [ 7 [10] 11 |Dead

ARMOR DIAGRAM

Head (6)
Left Torso

(6)

Left Arm
(6)

Right Arm
(6)

Center
Torso

(4)

O
Ammo: [SRM 4) 25, (SRM 6) 15 o
Left © Right
\ BV: 541 @ Torso Rear o Torso Rear
\ v/ / (3) (3)
/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (6) Right Torso (6
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. SRM 4 28*
6. Roll Again 6. Roll Again 57
) Center Torso ) -
1. Roll Again 1. Fusion Engi 1. Roll Again Left 26
2. Roll Again o F"'S!“" Eng!ne 2. Roll Again Arm 5%
3. Roll Again - rusion Engine 3. Roll Again (4)
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left 20~
i i . Leg
Left Torso 2. Fusion Engine Right Torso s 19+
i 3. Fusion Engine . (8)
1. Heat Sink 4-6 ) . 1. Heat Sink a8+
. 4. Fusion Engine .
2. Heat Sink 5.SRM 6 2. Heat Sink 7
3. Ammo (SRM 6) 15 [ 3. Ammo (SRM 4) 25
1-3 ) 6.LSRM 6 1-3 ) 186
4. Roll Again 4. Roll Again / HEAT DATA
5. Roll Again " " 5. Roll Again 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks o
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁects 10 T3
2. Roll Again Sensor Hits OO 2. Roll Again 58 AmmoBG.awdonst () e
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) O
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMoz!\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Aga?n Damage Transfer 5. Roll Aga?n g +1 Modifer to F\rg
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;
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ARMOR DIAGRAM

Head (4)
Left Torso Right Torso

(4)

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Commando COM-3A Name:
Movement Points: Tonnage: 25 Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere Hite Taken
Running: 9 Rules Level: Introductory ) 112131415186
Jumping: 0 Role: Striker Consciousness # | 3 5 7 |10/( 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRM B CT 4 2/Msl - 3 6 8
MCS] Left Arm Right Arm
1 Flamer RA 3 2[DEHAI - 1 2 3 (4) (4)
1 SRM 6B RA 4 2/Msl — 3 6 8
[MC.S]
1 Medium Laser LA 3 ©5][DE] - 3 6 9

Center
Torso

(4)

o
Ammo: (SRM B) 15 (@)
Left © Right
\ BV: 540 & Torso Rear [e) Torso Rear
\ (_, / (3) (3)

- .
{CAITICAL HIT TABLE \ =

Left Arm Flead Right Arm Head Puortio
1. Life Support 9 Left Torso (6) Right Torso (6
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. Medium Laser B. Life Support 5.[SRM 6 28+
6. Roll Again 6.LSRM 6 57
Center Torso
1. Roll Again 1. Fusion Engi 1. Flamer Left 26~
2. Roll Again o F"'S!“" Eng!ne 2. Roll Again Arm 5%
3. Roll Again - rusion Engine 3. Roll Again (4)
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left 20~
i i . Leg
Left Torso g E“S!"" Eng!ne Right Torso (8] 19+
1. Roll Again 4- o UsionEngine 1. Ammo (SRM ) 15 PP
. 4. Fusion Engine )
2. Roll Again 2. Roll Again
3. Roll Again 5'[SRMG 3. Roll Again 17
13 = gal 6.LsRv 6 13 = gal P
4. Roll Again 4. Roll Again / HEAT DATA
5. Roll Again " " 5. Roll Again 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks o
I *
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁects 10 T3
2. Roll Again Sensor Hits OO 2. Roll Again 58 AmmoBG.awdonst () e
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) O
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH-[HLQS.[ Right Leg 18 Shutdown, avoid on 6+ O 6
1. Hip game Dlabs 1. Hip 1; ’:g modlfer tot l;re . e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 14 sh td(;ver:n:no'd [33'2 Z+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat S!nk Damage Transfer 5. Heat S!nk 8 +1 Modifer to F\rg
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points p ;
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BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA )

Type: Commando COM-5S
Movement Points: Tonnage: 25
Walking: 6 Tech Base: Inner Sphere
Running: 9 Rules Level: Standard
Jumping: 0 Role: Striker
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRM B LT 4 2/Msl - 3 6 8
w,/Artemis IV IMC.S]
1 Streak SRM 2 RA 2 2/MsIIMC] — 3 6 8
1 Medium Laser LA 3 ©5][DE] - 3 6 9

Ammo: (SRM B) 30, (Streak SRM 2) 50

BV: 557
\

@

\

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Dead

Consciousness# | 3 | 5 | 7

10

Left Arm
(5)

ARMOR DIAGRAM

Head (5)

Left Torso Right Torso

Right Arm
(5)

Center
Torso

(2)

Left Right
Torso Rear Torso Rear
(2) (2)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM J0S
Left Arm Flea Right Arm Heac orerfo
1. Life Support 9 Left Torso (6) Right Torso (6
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. Streak SRM 2 28*
6. Ferro-Fibrous 6. Ferro-Fibrous 57
1. Ferro-Fibrous 1 l'.;.:enFerETqrso 1. Ferro-Fibrous Left 26~
2. Ferro-Fibrous 2' Fus!un Eng!ne 2. Ferro-Fibrous Arm o5 %
3. Ferro-Fibrous - rusion Engine 3. Ferro-Fibrous (4)
- i i - 24*
4-6 4. Forro-Fibrous 13 3. Fusion Engine 4-6 4. FerroFibrous _
5. Ferro-Fibrous g gV"O 5. Ferro-Fibrous 23
6. Ferro-Fibrous - yro 6. Ferro-Fibrous 22*
6. Gyro
21
1. Gyro Left 20~
N . ) Leg
Left Torso g E“S!"" Eng!ne Right Torso (8] 19+
1.[SRM 6 4-6 , [ooon chane 1. Ammo [SRM 6) 15 e
2.lsrmB 5 Roll A aing 2. Ammo [SRM B) 15 e
3. Artemis IV FCS ' gal 3. Ammo (Streak SRM 2) 50
1-3 6. Roll Again 1-3 16
4. Endo Steel 4. CASE /4 HEAT DATA
5. Endo Steel - - 5. Endo Steel 15*
6. Endo Steel Engine Hits OO O 6. Endo Steel Heat Heat Sinks o
I *
1. Endo Steel Gyro H!ts oo 1. Endo Steel Level Effects 10 13*
Sensor Hits o o 30  Shutdown
2. Endo Steel 2. Endo Steel 28  Ammo Exp. avoid on 8+ e 12
3. Endo Steel Life Support O 3. Endo Steel 56  Shutdown, avoid on 10+ 71
46 46 . avoid o 3
4. Endo Steel 4. Endo Steel 25 -5 Movement Points 10+
5. Roll Again 5. Endo Steel 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH-[HLQS.[ Right Leg 18  Shutdown, avoid on B+ O 6
1 1 A LN S s
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator h o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat S!nk Damage Transfer 5. Heat S!nk 8 +1 Modifer to F\rg
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points p ;
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BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA )

Type: UrbanMech UM-R60

Movement Points: Tonnage: 30
Walking: 2 Tech Base: Inner Sphere
Running: 3 Rules Level: Introductory

Jumping: 2 Role: Ambusher
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 AC/10 RA 3 10[DB,S] — 5 10 15
1 Small Laser LA 1 3|[DE] -1 2 3

Ammo: (AC/10) 10

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Dead

Consciousness# | 3 | 5 | 7

10

(10)

! Left

s S— Leg

9 (12)
=

=)
§\ TS

-
~=

Left Arm

ARMOR DIAGRAM

Head (9)

Left Torso
(8)

Right Torso

Torso

(8)

Center

Right Arm

(10)

Right
Leg
(12)

Left Right
\ BVvV: 504 @ Torso Rear Torso Rear
\ v / (4) (4)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (7 ) Right Torso (7
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Small Laser 4. Heat Sink 3.[AC/10
1-3 4. Roi Again 5. Sensors 1-3 4, AC/10 29
5. Roll Again 6. Life Support 5.|AC/10 28*
6. Roll Again 6.[AC/10 57
1. Roll Again . c;’:e"_te"ET[’_rso 1| Ac/10 Left 26
2. Roll Again o FUS!“‘" Eng!ne 2.[Ac/10 Arm 5%
3. Roll Again - rusion Engine 3.LAc/10 (5)
- i i - 24*
46 4 Ry agan 1.3 3 Fusion Engine 46 4 goll Again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left 20*
i i . Leg
Left Torso 2. Fusion Engine Right Torso 5 19+
i 3. Fusion Engine . (7]
1. Heat Sink 4-6 ) . 1. Heat Sink a8+
. 4. Fusion Engine .
2. Heat Sink 5. Jump Jet 2. Heat Sink 7
3. Roll Again ' p 3. Ammo (AC/10) 10
1-3 . 6. Jump Jet 1-3 ” P
4. Roll Again 4. Roll Again / HEAT DATA
5. Roll Again " " 5. Roll Again 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks o
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁeots 11 T3
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) O
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat S!nk Damage Transfer 5. Heat S!nk 8 +1 Modifer to F\rg
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points p ;
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BATTLETECH

BATTLEMECH RECORD SHEET

('MECH DATA }
Type: UrbanMech UM-R63

Movement Points:

Tonnage: 30
Walking: 2 Tech Base: Inner Sphere
Running: 3 Rules Level: Standard
Jumping: 2 Role: Sniper

Weapons & Equipment Inventory [hexes)

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Small Pulse Laser LT 2 3[PA] - 1 2 3
1 LB10-XAC RA 2 10 — 6 12 18

[DBC/F/S]
1 Small Laser LA 1 3|[DE] - 1 2 3

Ammo: (LB 10-X] 10

BV: 540
\

\

@

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Consciousness# | 3 | 5 | 7

10

Dead

=
A
4

21 W ===/

i

-
~=

(. =
S

ARMOR DIAGRAM

Head (9)
Left Torso

(8)

Right Torso

Left Arm
[10)

Right Arm
(10)

Left Right
Leg Center Leg
(12) Torso (12)

(8)

Left Right
Torso Rear Torso Rear
(4) (4)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (7 ) Right Torso (7
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Small Laser 4. Heat Sink 3.[LB10-XAC
1-3 4. Roi Again 5. Sensors 1-3 4|1B 10X AC 29
5. Roll Again 6. Life Support 5.|LB10-XAC 28*
6. Roll Again 6.[LB 10-X AC 57
1. Roll Again . c;’:e"_te"ET[’_rso 1.|LB 10X AC Lefe 26~
2. Roll Again o FUS!“‘" Eng!ne 2.(LB10xXxAC Arm 5%
3. Roll Again - rusion Engine 3. Roll Again (5)
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left 20~
N . ) Leg
Left Torso 2. Fusion Engine Right Torso 5 19+
i 3. Fusion Engine . (7]
1. Heat Sink 4-6 ) . 1. Heat Sink a8+
. 4. Fusion Engine .
2. Heat Sink 5. Jump Jet 2. Heat Sink 7
3. Small Pulse Laser ' p 3. Ammo (LB 10-X) 10
1-3 ) 6. Jump Jet 1-3 ; P
4. Roll Again 4. Roll Again / HEAT DATA
5. Roll Again " " 5. Roll Again 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks o
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁeots 11 T3
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
46 . 46 . avoid o 3
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire O 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifér to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat S!nk Damage Transfer 5. Heat S!nk 8 +1 Modifer to F\rg
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points p ;
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Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



ARMOR DIAGRAM

Head (8)
Left Torso

(12)

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Valkyrie VLK-GA Name:
Movement Points: Tonnage: 30 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere Hite Taken
Running: 8 Rules Level: Introductory ) 112131415186
Jumping: 5 Role: Missile Boat Consciousness# | 3 | 5 | 7 ]10] 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM 10 LT 4 1/Msl 6 7 14 21
MCS] Right Arm
1 Medium Laser RA 3 5|[DE] - 3 6 8

(9)

Center
Torso

o
Ammo: (LRM 10) 12 (@)
Left © Right
\ BV: 723 & Torso Rear o Torso Rear
\ (_/ / (2) (2)

/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (7 ) Right Torso (7
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Medium Laser 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 57
1. Roll Again . c;’:e"_te"ET[’_rso 1. Roll Again Lefe 26~
2. Roll Again o FUS!“‘" Eng!ne 2. Roll Again Arm 5%
3. Roll Again - rusion Engine 3. Roll Again (5)
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left 20~
N . ) Leg
Left Torso 2. Fusion Engine Right Torso 5 19+
i 3. Fusion Engine . (7]
1. Heat Sink 4-6 ) . 1. Heat Sink a8+
. 4. Fusion Engine .
2. Heat Sink 5. Heat Sink 2. Heat Sink 7
3.[LRM 10 ' 3. Ammo (LRM 10) 12
1-3 6. Jump Jet 1-3 . 16
4lLRM 10 4. Roll Again / HEAT DATA
5. Roll Again " " 5. Roll Again 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks o
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁeots 11 T3
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
46 . 46 . avoid o o)
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Jump Jet Damage Transfer 5. Jump Jet 8  +1 Modifer to Fire
\ 6. Jump Jet Diagram 6. Jump Jet PAN 5 -1 Movement Points p ;
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ARMOR DIAGRAM

Head (9)
Left Torso

(12)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Valkyrie VLK-GD Name:
Movement Points: Tonnage: 30 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere Hite Taken
Running: 8 Rules Level: Standard ) 112131415186
Jumping: 5 Role: Missile Boat Consciousness # | 3 5 7 | 10| 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM 10 LT 4 1/Msl 6 7 14 21
w/ Artemis |V [M,C.S] Left Arm Right Arm
1 Medium Pulse Laser RA 4 B [P] - 2 4 B

(10)

(10)

Center
Torso

o
Ammo: (LRM 10) 12 (@)
Left © Right
\ BvV: 807 & Torso Rear o) Torso Rear
\ (_, / (2) (2)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Head
Left Arm 1. Life Support Right Arm Left Torso (7 ) Hers Right Torso (7
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Medium Pulse Laser 29
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous 28*
6. Ferro-Fibrous 6. Ferro-Fibrous 57
1. Ferro-Fibrous 1 l'.;.:enFerETqrso 1. Ferro-Fibrous Left 26~
2. Ferro-Fibrous 2' Fus!un Eng!ne 2. Ferro-Fibrous Arm o5 %
3. Ferro-Fibrous - rusion Engine 3. Ferro-Fibrous (5)
- i i - 24*
4-6 4. FerroFibrous 13 2 Eusmn Engine 4-6 4. Ferro-Fibrous -
5. Ferro-Fibrous 5' va 5. Ferro-Fibrous 23
6. Roll Agai - Byro 6. Roll Agai 22+
oll Again 6. Gyro oll Again
21
1. Gyro Left 20~
Left Torso 2. Fusion Engine Right Torso LE? 19+
i 3. Fusion Engine . (7]
1. Heat Sink 4-6 ) . 1. Heat Sink a8+
. 4. Fusion Engine .
2. Heat Sink 5. Jump Jet 2. Heat Sink 7
3.[LRM 10 ’ pJe 3. Ammo (LRM 10) 12
1-3 6. Roll Again 1-3 16
4.LLRM 10 4. CASE /4 HEAT DATA
5. Artemis IV FCS - - 5. Endo Steel 15*
6. Endo Steel Engine Hits OO O 6. Endo Steel Heat Heat Sinks o
I *
1. Endo Steel Gyro H!ts oo 1. Endo Steel "eé’g' Shutdo Eﬁem 10 13*
2. Endo Steel Sensor Hits OO 2. Endo Steel o
. Endo Steel - . Endo Steel 28 Ammo Exp. avoid on 8+ O 12
3. Endo Steel Life Support O 3. Endo Steel 56  Shutdown, avoid on 10+ 71
46 46 . avoid o 3
4. Endo Steel 4. Endo Steel 25 -5 Movement Points or
5. Endo Steel 5. Endo Steel 24  +4 Modifer to Fire O
6. Endo Steel 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points o =
19  Ammo Exp. avoid on 4+
Left Leg CH-[HNS.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to F\nle O 5
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? ’;Ad(;ver:n:ng's[zzt2+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints =
5. Jump Jet Damage Transfer 5. Jump Jet 8  +1 Modifer to Fire
6. Jump Jet 9 6. Jump Jet 7
- Jump Je Diagram - Jump Je! 5 -1 Movement Points
\ /7 \ /=
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BATTLETECH

('MECH DATA }
Type: Phoenix Hawk PXH-1

Movement Points:

BATTLEMECH RECORD SHEET

Tonnage: 45

Ammo: (Machine Gun) 200

Walking: 6 Tech Base: Inner Sphere
Running: 9 Rules Level: Introductory
Jumping: 6 Role: Skirmisher

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Machine Gun RA — 2[DBAI] - 1 2 3
1 Large Laser RA 8 B8]|[DE] — 5 10 15
1 Medium Laser RA 3 5|[DE] - 3 6 8
1 Machine Gun LA — 2[DBAI] - 1 2 3
1 Medium Laser LA 3 5|[DE] - 3 6 8

BV: 1,047
\

@&

\

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Consciousness# | 3 | 5 | 7

10

Dead

ARMOR DIAGRAM

Head (6)

Left Torso Right Torso

Left Arm

(10) (10)

Left Right
Leg Center Leg
(15) Torso (15)

(5)

Left Right
Torso Rear Torso Rear
(4) (4)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (11) Right Torso (11
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator o0
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator o o 29
5. Medium Laser 6. Life Support 5.[Lar‘ge Laser 8 8 28*
6. Machine Gun c T 6.LLarge Laser 5 0 57
. enter Torso .
1. Roll Again R R 1. Medium Laser Left 00 Right | 26*
' 1. Fusion Engine ) o o
2. Roll Again 5 Fusion Engi 2. Machine Gun Arm Arm | o5*
3. Roll Again - rusion Engine 3. Roll Again (7) (7)
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
: : . Leg Leg
Left Torso 2. Fusion Engine Right Torso 1" > 19+
3. Fusion Engine (1) (11
1. Jump Jet 4-6 ) . 1. Jump Jet a8+
2. Jumnp Jet 4. Fusion Engine 2 Jump Jet
+ Lump 5. Ammo (Machine Gun) 200 - ump 17+
3. Jump Jet . 3. Jump Jet
1-3 ” 6. Roll Again 1-3 ” 16
4. Roll Again 4. Roll Again / HEAT DATA
5. Roll Again " " 5. Roll Again 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks o
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁeots 10 T3
2. Roll Again Sensor Hits OO 2. Roll Again 58 AmmoBG.awdonst () e
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
46 . 46 . avoid o 3
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifér to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Again Damage Transfer 5. Roll Again 8  +1 Modifer to Fire
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;
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Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



BATTLETECH

BATTLEMECH RECORD SHEET

('MECH DATA }
Type: Phoenix Hawk PXH-3K

Movement Points:

Tonnage: 45
Walking: 6 Tech Base: Inner Sphere
Running: 9 Rules Level: Standard

Jumping: 6 Role: Striker
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERLarge Laser RA 12 B8|[DE] - 7 14 19
1 Medium Pulse Laser RA 4 B[P] — 2 4 B
1 Medium Pulse Laser LA 4 B[P] - 2 4 B
1 ERLarge Laser LA 12 8|[DE] - 7 14 19

BV: 1,359
\

@

\

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6
Consciousness # | 3 5 7 [ 10| 11 |Dead

Right Arm

(13) (13)

Left Right
Leg Center Leg
(18) Torso (18]

(6)

Left Right
Torso Rear Torso Rear
(4) (4)

CRITICAL HIT TABLE

Heat
A INTERNAL STRUCTURE DIAGRAM P
Left Arm Flea Right Arm Heac orerfo
1. Life Support 9 Left Torso (11) Right Torso (11
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator o0
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator o o 29
5.[ER Large Laser 6. Life Support 5.[ER Large Laser 8 8 28*
6.LER Large Laser 6.LER Large Laser 5 0 57
Center Torso
1. Medium Pulse Laser 1. XL Fusion Engi 1. Medium Pulse Laser Left g g Right | 26~
2. Ferro-Fibrous 2' XL Fus!on Eng!ne 2. Ferro-Fibrous Arm Arm o5
3. Ferro-Fibrous ’ usion =ngine 3. Ferro-Fibrous (7) (7)
- i i - 24*
46 4 gyl agan 13 Z' )é'- Fusion Engine 46 4 Roilngain -
5. Roll Again Y va 5. Roll Again 23
8. Roll Again - yro B. Roll Again 22+
6. Gyro
. 21
1. Gyro Left Right 20~
2. XL Fusion Engine ; Leg Leg
Left Torso : ! 9! Right Torso 1" > 19+
. . 3. XL Fusion Engine . . ( (11
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine ) 2. XL Fusion Engine "
. . 5. Ferro-Fibrous . . 17
13 3. XL Fusion Engine 8. ForroFibrous 1-3 3. XL Fusion Engine
4.[ Double Heat Sink . 4.[ Double Heat Sink /4 HEAT DATA 16
5.| Double Heat Sink - - 5.| Double Heat Sink 15*
6. Double Heat Sink Engine Hits OO O 6.1 Double Heat Sink Heat Double Heat Sinks: o
I *
1. Jump Jet Gyro H!ts oo 1. Jump Jet Leé’g' ShutdowEﬁeotS 12 (24) 13+
2. Jump Jet Sensor Hits 0O 2. Jump Jet 28  Ammo Exp. avoid on 8+ 00 12
4.6 3 Jump Jet Life Support O 4. 3 Jump Jet 56  Shutdown, avoid on 10+ Py
i i o]e)
4. Ferro-Fibrous 4. Ferro-Fibrous 25 -5 Movement Points o
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH-[HLQS.[ Right Leg 18 Shutdown, avoid on 6+ O 6
1 1 A LN S s
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifér to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
d 2
5. Fer‘r‘o»F!br‘ous Damage Transfer 8. Ferro-Fibrous g +1 Modifer to F\rg
\ 6. Ferro-Fibrous Diagram 6. Ferro-Fibrous PAN 5 -1 Movement Points p ;
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BATTLETECH

BATTLEMECH RECORD SHEET

/4 \
'MECH DATA
Type: Griffin GRF-1N
Movement Points: Tonnage: 55
Walking: 5 Tech Base: Inner Sphere
Running: 8 Rules Level: Introductory
Jumping: 5 Role: Sniper
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM 10 RT 4 1/Msl 6 7 14 21
[M,C,S]
1 PPC RA 10 10|[DE] 3 6 12 18
Ammo: (LRM 10) 24
Bv: 1,272
\ @'/
\ /

CRITICAL HIT TABLE

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

{\WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

Hits Taken | 9 34|56
Consciousness # | 3 5 7 [ 10| 11 |Dead

n

OO0O0OO0O0O0
OO0O0O00O0

Left Arm
(14)

Right Arm
(14)

Left Right
Leg Center Leg
(18) Torso (18]

(7]

Left Right
Torso Rear Torso Rear
(6) (6)

Heat
A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (13) Right Torso (13
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. Roll Again 6. Life Support 5.[PPC 28*
6. Roll Again c T 6. PPC 57
. enter Torso
1. Roll Again 1. Fusion Engi 1.LPPC Left Right | 26*
2. Roll Again o FUS!“‘" Eng!ne 2. Roll Again Arm arm |25+
3. Roll Again - rusion Engine 3. Roll Again (9) (9)
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
. . . Leg Leg
Left Torso 2. Fusion Engine Right Torso 13 13 19+
3. Fusion Engine (13) (13)
1. Jump Jet 4-6 ) . 1. Jump Jet a8+
4. Fusion Engine
2. Jump Jet . 2. Jump Jet "
‘ 5. Heat Sink 17
3. Roll Again 3.[LRM 10
1-3 . 6. Jump Jet 1-3 16
4. Roll Again 4|LRM 10 / HEAT DATA
5. Roll Again - - 5. Ammo (LRM 10) 12 15*
6. Roll Again Engine Hits OO O 6. Ammo (LRM 10) 12 Heat Heat Sinks o
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁects 12 T3
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 _ 4-6 . . i ole
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire O 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifér to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Again Damage Transfer 5. Roll Again 8  +1 Modifer to Fire
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;

© 2019 The Topps Company, Inc. Classic BattleTech, BattleTech, '‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA )

Type: Griffin GRF-1S
Movement Points: Tonnage: 55
Walking: 5 Tech Base: Inner Sphere
Running: 8 Rules Level: Introductory

Jumping: 5 Role: Skirmisher
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM5 LT 2 1/Msl 6 7 14 21
IMCS]
1 Large Laser RA 8 8|[DE] — 5 10 15
2 Medium Laser RA 3 5|[DE] — 3 6 8

Ammo: (LRM 5) 24

BV: 1,253
\

@

\

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

OO0O0OO0O0O0
OO0O0O00O0

Consciousness # | 3 5 7 |10 Dead

Left Arm
(14)

Right Arm
(14)

Left Right
Leg Center Leg
(18) Torso (18]

(7]

Left Right
Torso Rear Torso Rear
(6) (6)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (13) Right Torso (13
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Heat Sink 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. Roll Again B. Life Support 5.[Lar‘ge Laser 28+
6. Roll Again c T 6.LLarge Laser 57
. enter Torso .
1. Roll Again 1. Fusion Engi 1. Medium Laser Left Right | 26*
2. Roll Again o FUS!“‘" Eng!ne 2. Medium Laser Arm arm [25x
3. Roll Again - rusion Engine 3. Roll Again (9) (9)
- i i - 24*
46 4 Ry agan 1.3 3 Fusion Engine 46 4 Roil Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro >
1. Gyro Left Right 20~
: : . Leg Leg
Left Torso 2. Fusion Engine Right Torso 13 13 19+
3. Fusion Engine (13) (13)
1. Jump Jet 4-6 ) . 1. Jump Jet a8+
4. Fusion Engine
2. Jump Jet 5. Jump Jet 2. Jump Jet 7
3. LRM 5 ’ pJe 3. Ammo (LRM 5) 24
1-3 ) 6. Roll Again 1-3 . 16
4. Roll Again 4. Roll Again / HEAT DATA
5. Roll Again " " 5. Roll Again 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks o
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁects 16 T3
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifér to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat Sink Damage Transfer 2 Heat Sink 8  +1 Modifer to Fire
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points p ;

© 2019 The Topps Company, Inc. Classic BattleTech, BattleTech, '‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA )
Type: Griffin GRF-1DS

Movement Points:

Tonnage: 55
Walking: 5 Tech Base: Inner Sphere
Running: 8 Rules Level: Standard
Jumping: 5 Role: Missile Boat
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM20 RT 6 1/Msl 6 7 14 21
[M,C,S]
1 Large Pulse Laser RA 10 89[P] - 3 7 10

Ammo: (LRM 20] 12

BV: 1,285
\

@

\

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

{\WARRIOR DATA

O O
Name: O O
Gunnery Skill: Piloting Skill: o O
Hits Tak ©o
Its laken
! 112(3]14]|5]6 0o
Consciousness # | 3 5 7 |10 11 |Dead
O O

Left Arm
(14)

Right Arm
(14)

Left Right
Leg Center Leg
(18) Torso (18]

(7]

Left Right
Torso Rear Torso Rear
(6) (6)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (13) Right Torso (13
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator o
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator o 29
5.[ Double Heat Sink 6. Life Support 5.[ Double Heat Sink o 28*
6.| Double Heat Sink 6.| Double Heat Sink o 57
Center Torso o
1.LDouble Heat Sink 1. XL Fusion Engi 1.LDouble Heat Sink Left o | Right | 26~
2. Roll Again : us!on ng!ne 2.[ Large Pulse Laser Arm of Arm | o5+
3. Roll Agai 2. XL Fusion Engine 9 g
4.g 3 PollAgain 3. XL Fusion Engine 4.6 3.LLarge Pulse Laser (9) o) °) oz~
4. Roll Again 13 9 4. Roll Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
2. XL Fusion Engine ; Leg Leg
Left Torso : _ 5 Right Torso 13 13 19+
. . 3. XL Fusion Engine . . (13) (13)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
. . 5. Jump Jet . . 17
13 3. XL Fusion Engine 6. Roll Again 1-3 3. XL Fusion Engine
4.[ Double Heat Sink ’ 4. Jump Jet / HEAT DATA 16
5.| Double Heat Sink " " 5. Jump Jet 15~
6. Double Heat Sink Engine Hits OO O 6.[LRM 20 Heat Double Heat Sinks: o
1. Jump Jet Gyro HitsO O 1.|LRM 20 L o 14 (28] 13
2. Jump Jet Sensor Hits O O 2.[LRM 20 28  Ammo Exp. avoid on 8+ 00 12
4.g 3 Ammo (LRM 20) 6 Life Support O 4. 3|Bma0 56  Shutdown, avoid on 10+ Py
4. Ammo (LRM 20) 6 4|LrM 20 55 5 Moverment Points (o]0) —
5. CASE 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Again Damage Transfer 5. Roll Again 8  +1 Modifer to Fire
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;

© 2019 The Topps Company, Inc. Classic BattleTech, 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 Production, LLC. Permission to photocopy for personal use.



BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA )
Type: Griffin GRF-3M

Movement Points:

55

Tonnage:

Ammo: (LRM 20] 12

Walking: 5 Tech Base: Inner Sphere
Running: 8 Rules Level: Standard
Jumping: 5 Role: Sniper
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM20 RT 6 1/Msl 6 7 14 21
[M,C,S]
1 Small Laser LT 1 3I[DE] - 1 2 3
1 ERPPC RA 15 10[DE] — 7 14 23

BV: 1,521
\

@

\

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Consciousness# | 3 | 5 | 7

10

Dead

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

O0O000000
O0O000O0O0O0

Left Arm
[16)

Right Arm
(16)

Left Right
Leg Center Leg
(18) Torso (18]

(7]

Left Right
Torso Rear Torso Rear
(6) (6)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Head
; . Head Dverflo
Left Arm 1. Life Support Right Arm Left Torso (13) Right Torso (13 '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
. Lower Arm Actuator 4. Roll Again . Lower Arm Actuator
3. L Arm A g 3. L Arm A
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. Roll Again 6. Life Support 5.[ Double Heat Sink 28*
6. Roll Again 6.| Double Heat Sink 57
' Center Torso
1. Roll Again 1. XL Fusion Engi 1.L Double Heat Sink Left Right | 26*
2. Roll Again oy F”S!°" Eng!ne 2.[ER PPC Arm arm [25x
3. Roll Again : usion =ngine 3.[ER PPC (9) (9)
- i i - 24+
4-6 4. Roll Again 13 2 )éL Fusion Engine 4-6 a.|ER PPC -
5. Roll Again Y GV"° 5. Roll Again 23
8. Roll Again Y G‘/:g B. Roll Again 22+
- Y _ 21
1 o o o
2. XL Fusion Engine ; "
Left Torso 3. XL Fusion Engine nght Torso (13) (13) =
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18+
2. XL Fusion Engine 5' Jump Jet 9 2. XL Fusion Engine 7
13 3. XL Fusion Engine G. Roll X ain 1-3 3. XL Fusion Engine
"2 4.[Double Heat Sink ) g "2 4. Jump Jet / HEAT DATA 16
5.| Double Heat Sink " " 5. Jump Jet 15~
6. Double Heat Sink Engine Hits OO O 6.[LRM 20 Heat Double Heat Sinks: o
1. Jump Jet Gyro Hits 00 1| Lrm 20 Level* Effects 13 (26) 13+
5 4 J Sensor Hits O O 2| LRm 20 30 Shutdown )
» Jump Jet . ' 28  Ammo Exp. avoid on 8+ (e]e) 12
4-6 3. Small Laser Life Suppor‘t (o] a4-8 3.| LRM 20 26  Shutdown, avoid on 10+ 11
4. Ammo [LRM 20) 6 4|LrM 20 55 5 Moverment Points (o]0) —
5. Ammo (LRM 20) 6 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. CASE 6. Roll Again 23 Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH'[HL S'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? lgﬂdzve;n:ng_gtzjl;tz+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot AcFuator 4. Foot AcFuator‘ 10 -2 Movement Paints =
:- EO:: ﬁgafn Damage Transfer g 20:: igaf” 8  +1 Modifer to Fire ~
. holl Again Diagram - holl Again 5 -1 Movement Points
\ / \ /

© 2019 The Topps Company, Inc. Classic BattleTech, BattleTech, '‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

BATTLEMECH RECORD SHEET

('MECH DATA }
Type: Shadow Hawk SHD-2H

Movement Points:

Ammo: [AG/5) 20, (LRM 5) 24, (SRM 2) 50

Tonnage: 55
Walking: 5 Tech Base: Inner Sphere
Running: 8 Rules Level: Introductory
Jumping: 3 Role: Skirmisher
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRM2 HD 2 2/Msl - 3 6 8
[M,C,S]
1 LRM5 RT 2 1/Msl 6 7 14 21
IMCS]
1 AC/5 LT 1 5[DBS] 3 6 12 18
1 Medium Laser RA 3 5|[DE] — 3 6 8

BV: 1,064
\

\

@&

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Dead

Consciousness# | 3 | 5 | 7

10

Left Arm
[16)

Right Arm
(16)

Left Right
Leg Center Leg
(16) Torso (16)

(8)

Left Right
Torso Rear Torso Rear
(6) (6)

/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (13) Right Torso (13
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. SRM 2 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Medium Laser 28*
6. Roll Again 6. Roll Again 57
1. Roll Again . c;’:e"_te"ET[’_rso 1. Roll Again Lefe Right | 26~
2. Roll Again o F"'S!“" Eng!ne 2. Roll Again Arm arm |25+
3. Roll Again - rusion Engine 3. Roll Again (9) (9)
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
: : . Leg Leg
Left Torso 2. Fusion Engine Right Torso 13 13 19+
3. Fusion Engine . (13) (13)
1. Jump Jet 4-6 ) . 1. Heat Sink a8+
4. Fusion Engine
2.[AC/5 2. Jump Jet -
a|ac/s 5. Jump Jet 3 LAM 5 17
1-3 4|ac/s 8. Ammo (SRM 2) 50 1-3 4 Ammo (LRM 5) 24 /4 HEAT DATA 16
5.LAC/5 " " 5. Roll Again 15*
6. Ammo (AC/5) 20 Engine Hits OO O 6. Roll Again Heat Heat Sinks o
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁects 12 T3
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire O 5*
2. U 15 -3 Movement Points
. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Aga?n Damage Transfer 5. Roll Aga?n g +1 Modifer to F\rg
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;

© 2019 The Topps Company, Inc. Classic BattleTech, BattleTech, '‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

BATTLEMECH RECORD SHEET

('MECH DATA }
Type: Shadow Hawk SHD-2D2

Movement Points:

Tonnage: 55
Walking: 5 Tech Base: Inner Sphere
Running: 8 Rules Level: Standard

Jumping: 3 Role: Brawler
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM 2 HD 2 2/MslI[MC] — 3 6 9
1 Streak SRM 2 CT 2 2/MsIiMC] — 3 6 9
1 LRM5 RT 2 1/Msl 6 7 14 21
[M,C,S]
1 AC/5 LT 1 5[DBS] 3 6 12 18
1 Medium Laser RA 3 5][DE] - 3 6 9
1 Medium Laser LA 3 5|[DE] - 3 6 9

Ammo: [AC/5) 20, [LRM 5) 24, (Streak SRM 2) 50

BV: 1,049
\

@

\

ARMOR DIAGRAM

Head (6)

Left Torso Right Torso

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6
Consciousness # | 3 5 7 [ 10| 11 |Dead

Left Arm
[10)

Right Arm
(10)

Left Right
Leg Center Leg
(10) Torso (10)

(6)

Left Right
Torso Rear Torso Rear
(5) (5)

CRITICAL HIT TABLE

Heat
A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (13) Right Torso (13
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Streak SRM 2 3. Lower Arm Actuator o
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator o 29
5. Medium Laser 6. Life Support 5. Medium Laser o 28*
6. Roll Again 6. Roll Again o 57
[¢]
1. Roll Again . c;’:e"_te"ET[’_rso 1. Roll Again Lefe o\ rione [25
2. Roll Again - rusion Engine 2. Roll Again Arm of am |25+
a.g 3 FollAgain 2 Fusion Engine a5 3 Foll Again (9) o) 191 I
4. Roll Again 1-g o usionEngine 4. Roll Again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
: : . Leg Leg
Left Torso 2. Fusion Engine Right Torso 13 13 19+
3. Fusion Engine . (13) (13)
1. Jump Jet 4-6 ) . 1. Heat Sink a8+
4. Fusion Engine
2.[AC/5 2. Jump Jet -
a|ac/s 5. Jump Jet 3 LAM 5 17
1-3 4|ac/s 6. Streak SRM 2 1-3 4 Ammo (LRM 5) 24 /4 HEAT DATA 16
5.LAC/5 - - 5. Ammo (Streak SRM 2) 50 15*
6. Ammo (AC/5) 20 Engine Hits OO O 6. Roll Again Heat Heat Sinks o
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁects 12 T3
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Again Damage Transfer 5. Roll Again 8  +1 Modifer to Fire
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;

© 2019 The Topps Company, Inc. Classic BattleTech, BattleTech, '‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA )

{\WARRIOR DATA

Ammo: (SRM B) 15

BV: 1,297
\

@

\

Type: Wolverine WVR-6M Name:
Movement Points: Tonnage: 55 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere Hite Taken
Running: 8 Rules Level: Introductory ) 112131415186
Jumping: 5 Role: Skirmisher Consciousness# (3 | 5 | 7 [10] 11 |Dead
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser HD 3 5][DE] - 3 6 8
1 SRM 6B LT 4 2/Msl - 3 6 9
[M,C,S]
1 Large Laser RA 8 B8|[DE] — 5 10 15
1 Medium Laser RA 3 5|[DE] - 3 6 9

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

0000000
0000000

Left Arm
[18)

Right Arm
(18)

Left Right
Leg Center Leg
(19) Torso (19)

(8)

Left Right
Torso Rear Torso Rear
(6) (6)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (13) Right Torso (13
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Medium Laser 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. Roll Again B. Life Support 5.[Lar‘ge Laser 28+
6. Roll Again 6.LLarge Laser 57
1. Roll Again . c;’:e"_te"ET[’_rso 1. Medium Laser Lefe Right | 26+
2. Roll Again o FUS!“‘" Eng!ne 2. Roll Again Arm arm |25+
3. Roll Again - rusion Engine 3. Roll Again (9) (9)
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
: : . Leg Leg
Left Torso 2. Fusion Engine Right Torso 13 13 19+
3. Fusion Engine . (13) (13)
1. Jump Jet 4-6 ) . 1. Heat Sink a8+
4. Fusion Engine
2. Jump Jet 2. Jump Jet "
5. Jump Jet 17
13 3.[SRM 6 6. Roll Again 13 3. Jump Jet
4.[srRm B : 4. Ammo (SRM B) 15 /4 HEAT DATA 16
5. Roll Again " " 5. Roll Again 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks o
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁects 14 T3
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
4.6 3 Roll Again Life Support O 4.6 3 Poll Again 56  Shutdown, avoid on 10+ =
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip e Sod 1. Hip 17  +3 Modifer to Fire O 5
° 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat Sink Damage Transfer 2 Heat Sink 8  +1 Modifer to Fire
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;

© 2019 The Topps Company, Inc. Classic BattleTech, BattleTech, '‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

BATTLEMECH RECORD SHEET

{\WARRIOR DATA

Piloting Skill:
112 |3[4]5
3)|15|7([10]11

Dead

/4 \
'MECH DATA
Type: Wolverine WVR-6R Name:
Movement Points: Tonnage: 55 Gunnery Skill:
Walking: 5 Tech Base: Inner Sphere Hite Taken
Running: 8 Rules Level: Introductory )
Jumping: 5 Role: Skirmisher Consciousness #
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser HD 3 5][DE] - 3 6 8
1 SRM 6B LT 4 2/Msl — 3 6 8
[MC.S]
1 AC/5 RA 1 5[DBS] 3 6 12 18

Ammo: [AC/5) 20, [SRM 6) 15

ARMOR DIAGRAM

Head (8)
Left Torso

(20)

Right Torso

OO0O0OO0O0O0
OO0O0O00O0

Left Arm
[16)

Left
Leg Center
(16) Torso

(8)

Right Arm

(16)

Left Right
\ BV: 1,101 @ Torso Rear Torso Rear
\ v/ / (8) (6)
/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
Head
Left Arm 1. Life s Right Arm Head prerflo
- Life Support Left Torso (13) Right Torso (13
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
1-3 3. Lower Arm Actuator 4. Medium Laser 13 3. Lower Arm Actuator
"9 4. Hand Actuator 5. Sensors "9 4. Hand Actuator 29
5. Roll Again 6. Life Support 5.[AC/5 28*
6. Roll Again 6.[|AC/5 57
1. Roll Again Center Torso 1|ac/s Left Right | 26~
2. Roll Again ; E“S!D" Eng!ne 2lac/s Arm arm [2a+
3. Roll Agai - ruston Engine 3. A AC/5) 20 9 9
46, Rzn ASZE 1.3 3 Fusion Engine 46 , Rg?ln:;a[in /% ) e XX
' i "2 4. Gyro ’ . 23+
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro >
1. Gyro Left Right 20~
: : . Leg Leg
Left Torso g E“sfun E"gf"e Right Torso (13 (13)  |28°
1.JSRM 6 4- o UsionEngine 1. Heat Sink PP
o |sRM B 4. Fusion Engine 2. Roll Again
' 5. Jump Jet : gel 17*
3. Ammo (SRM 6) 15 ; 3. Roll Again
1-3 ) B. Roll Again 1-3 . P
4. Roll Again 4. Roll Again /
5. Roll Again " " 5. Roll Again HEAT DATA 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks o
1. Roll Again Gyro HitsO O 1. Roll Again Level* Effects 12 o
: gal Sensor Hits 0 O : gal 30  Shutdown
2. Roll Aga!n . 2. Roll Aga!n 28 Ammo Exp. avoid on 8+ Oo 12
4-8 3. Roll Aga?n Life Support O 4-6 3. Roll Aga?n 26  Shutdown, avoid on 10+ lote) 711
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH-[HLQS.[ Right Leg 18 Shutdown, avoid on 6+ O 6
1. Hip game Dlabs 1. Hip 1; +g modlfer tot l;re . e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 14 éhutd(;\\i\?r:n:\r)oid [33'2 Z+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator L o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints =
5. Jump Jet Damage Transfer 5. Jump Jet 8  +1 Modifer to Fire
6. Jump Jet Diagram 6. Jump Jet 5 -1 Movement Paints 1
\ / \ /=
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BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA )

Movement Points:

Type: Wolverine WVR-7D

55

Tonnage:

Walking: 5 Tech Base: Inner Sphere
Running: 8[10] Rules Level: Standard
Jumping: 5 Role: Skirmisher

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser HD 4 B [P] - 2 4 B
1 SRM 6B LT 4 2/Msl — 3 6 8

IMCS]
1 Ultra AC/5 RA 1 5/Sht 2 6 13 20
[DBR/C]

Ammo: (SRM B) 15, (Ultra AG/5) 20

BV: 1,314
\

@

\

{\WARRIOR DATA

Name:

Gunnery Skill:

Hits Taken

Consciousness #

Piloting Skill:
112 |3[4]5
3)|15|7([10]11

Dead

Left Arm

(18)

Left

Torso Rear

(6)

ARMOR DIAGRAM

Head (9)

Left Torso

O0O000000
O0O000O0O0O0

Right Torso

Torso

(8)

Center

Right Arm
(18)

Right
Torso Rear

(6)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM J0S
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (13) Right Torso (13
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Medium Pulse Laser 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. Ferro-Fibrous 6. Life Support 5.[Ultra AC/5 28*
6. Ferro-Fibrous 6. Ultra AC/5 57
) Center Torso
1. Ferro-Fibrous 1. XL Fusion Endgi 1.| Ultra AC/5 Left Right | 26*
2. Ferro-Fibrous 2' XL Fus!on Eng!ne 2.| Ultra AC/5 Arm Arm | o5+
4. 3 Ferrofibrous 5 XL Fosion Enie 4.g 3LUtraAc/s (o) (°) [oas
4. Ferro-Fibrous 1-3 4' G usion Engine 4. Ferro-Fibrous -
5. Ferro-Fibrous 5' va 5. Ferro-Fibrous 23
6. Ferro-Fibrous - yro 6. Ferro-Fibrous 22*
6. Gyro
21
1. Gyro Left Right 20~
2. XL Fusion Engine ; Leg Leg
Left Torso : ! 9! Right Torso 13 13 19+
. . 3. XL Fusion Engine . . (13) (13)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
. . 5. Jump Jet . . 17
3. XL Fusion Engine ; 3. XL Fusion Engine
1-3 . 6. Roll Again 1-3 ! =
4. Heat Sink 4. Heat Sink / HEAT DATA
5.[SRM 5 - - 5. Ammo (Ultra AC/5) 20 15*
6.lsRm 6 Engine Hits OO O 6. MASC Heat Heat Sinks o
1. Ammo (SRM B) 15 Gyro Hits oo 1.| Masc "eé’g' Shutd DWEHEC“ 13 13*
2. CASE Sensor Hits OO 2.LMAsC 28  Ammo Exp. avoid on 8+ O o 12
3. Rall Again Life Support O 3. CASE 26  Shutdown, avoid on 10+ 11
4-6 _ 4-6 . . i ole
4. Roll Again 4. Ferro-Fibrous 25 -5 Movement Points o
5. Roll Again 5. Ferro-Fibrous 24  +4 Modifer to Fire OO
6. Roll Again 6. Ferro-Fibrous 23 Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH'[HL S'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire O 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifér to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Jump Jet Damage Transfer 5. Jump Jet 8 +1 Modifer to F\rg
\ 6. Jump Jet Diagram 6. Jump Jet PAN 5 -1 Movement Points p ;
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BATTLETECH

BATTLEMECH RECORD SHEET

('MECH DATA }
Type: Wolverine WVR-7K

Movement Points:

Ammo: [SRM B8] 30

Tonnage: 55
Walking: 5 Tech Base: Inner Sphere
Running: 8 Rules Level: Standard
Jumping: 5 Role: Skirmisher

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser HD 4 B [P] - 2 4 B
1 SRM 6B RT 4 2/Msl — 3 6 8

IMCS]
1 SRM 6B LT 4 2/Msl — 3 6 8
IMCS]
1 Large Pulse Laser RA 10 9[P] — 7 10
1 Small Pulse Laser RA 2 3[PA]] - 1 2 3

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Dead

Consciousness# | 3 | 5 | 7

10

Left Arm
[18)

ARMOR DIAGRAM

Head (9)

Left Torso

00000000
00000000

Right Torso

Torso
(10)

Center

Right Arm
(18)

Left Right
\ BV: 1,331 (ﬁ) Torso Rear Torso Rear
\ 4 / (6) (6)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (13) Right Torso (13
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20~
3. Lower Arm Actuator 4. Medium Pulse Laser 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. Roll Again 6. Life Support 5.[Lar‘ge Pulse Laser 28*
6. Roll Again 6.LLarge Pulse Laser 57
1. Roll Again . C;Z":e'_‘ T?E"SP 1. Small Pulse Laser Lefe Right | 26+
2. Roll Again oy F”S!°" Eng!ne 2. Roll Again Arm arm [25x
3. Roll Again : usion =ngine 3. Roll Again (9) (9)
- i i - 24*
4-6 4. Roll Again 13 3. XL Fusion Engine 4-6 4. Roll Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
2. XL Fusion Engine ; Leg Leg
Left Torso : _ 5 Right Torso 13 13 19+
. . 3. XL Fusion Engine . . (13) (13)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine "
. . 5. Jump Jet . . 17
13 3. XL Fusion Engine 6. Roll Again 1-3 3. XL Fusion Engine
4.] Double Heat Sink ' 4.] Double Heat Sink /4 HEAT DATA 16
5.| Double Heat Sink - - 5.| Double Heat Sink 15*
6. Double Heat Sink Engine Hits OO O 6.1 Double Heat Sink Heat Double Heat Sinks: o
1. Jump Jet Gyro H!ts oo 1. Jump Jet Leg/gl ShUthWEﬁects 13 (26) 13~
2. Jump Jet Sensor Hits 0O 2. Jump Jet 28  Ammo Exp. avoid on 8+ 00 12
4-6 3'[SRM 6 Life Support o 4-6 3'[SRM 6 26  Shutdown, avoid on 10+ OO 11
4.LSRM 6 4.LSRM 6 25 -5 Movement Points or
5. Ammo (SRM 6) 15 5. Ammo (SRM 6) 15 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire O 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Aga?n Damage Transfer 5. Roll Aga?n g +1 Modifer to F\rg
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;
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ARMOR DIAGRAM

Head (6)
Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA ) {\WARRIOR DATA

Type: Rifleman RFL-3N Name:
Movement Points: Tonnage: B0 Gunnery Skill: ____ Piloting Skill:
Walking: 4 Tech Base: Inner Sphere Hite Taken
Running: 6 Rules Level: Introductory ) 112131415186
Jumping: 0 Role: Sniper Consciousness # | 3 5 7 | 10| 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser RT 3 5][DE] - 3 6 8
1 Medium Laser LT 3 ©5[DE] - 3 6 8 Left Arm Right Arm
1 AC/5 RA 1 5[DBS] 3 6 12 18
1 Large Laser RA 8 B8]|[DE] — 5 10 15
1 AC/5 LA 1 5[DBS] 3 6 12 18
1 Large Laser LA 8 8][DE] — 5 10 15

Center
Torso

(4)

Ammo: (AC/5) 20

Left Right

Nl
\ BV: 1,039 @ --"_—“!’ 57._/_“ Q Torso Rear Torso Rear
\ v/ / (2) (2)

A\
{CAITICAL HIT TABLE \ =

O O O O

Head . Head Dverflo
Left Arm 1. Life Support Right Arm Left Torso (14) Right Torso (14
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
1-3 3.[Large Laser 4. Roll Again 1-3 3.[Large Laser o
"9 4.[Large Laser 5. Sensors "9 4.[Large Laser g 29
5.[AC/5 6. Life Support 5.[AC/5 o 28*
6.|Ac/5 6.[Ac/5 o =
1]|ac/s . c;’:e"_te"ET[’_rso 1)|Ac/5 Left o rione [26
2.LAC/5 2' FuS!DI‘I Eng!ne 2.LAC/5 Arm o Arm o5 %
3. Roll Again - ruston Engine 3. Roll Again (10) o) (10)
- i i - 24*
4-6 4 Roiagain 13 Z' g“s"’” Engine 4-6 4 Roil again -
5. Roll Again Y va 5. Roll Again 23
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
: : . Leg Leg
Left Torso 2. Fusion Engine Right Torso 14 1 19+
. 3. Fusion Engine . (14) (14)
1. Medium Laser 4-6 . . 1. Medium Laser 18+
2. Rall Again 4. Fusion Engine 2. Roll Again
: . 5. Ammo (AC/5) 20 ) . 17+
3. Roll Again . 3. Roll Again
1-3 . B. Roll Again 1-3 . P
4. Roll Again 4. Roll Again / HEAT DATA
5. Roll Again " " 5. Roll Again 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks o
1. Roll Again Gyro HitsO O 1. Roll Again Lovel Effects 10 o
i Sensor Hits O O i utdow _
2. Roll Again 2. Roll Again 28  Ammo Exp. avoid on 8+ O 12
4.6 3 Roll Again Life Support O 4.6 3 Poll Again 56  Shutdown, avoid on 10+ =
4. Roll Again 4. Roll Again 25 -5 Movement Points O o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points o =
19  Ammo Exp. avoid on 4+
Left Le M Right Le 18  Shutdown, avoid on 6+ @) 6
9 L 9 g X
1. Hip A s 1. Hip 17  +3 Modifer to FH"!.B O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? ’;Ad(;ver:n:ng's[zzt2+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
) : 2
:- :efzs'r_‘k Damage Transfer g 20::ﬁgaf” 8  +1 Modifer to Fire
. holl Again Diagram - holl Again 5 -1 Movement Points 1
\ /7 \ /=
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BATTLETECH

BATTLEMECH RECORD SHEET

BV: 1,395
\

@

\

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Rifleman RFL-5D Name:
Movement Points: Tonnage: 60 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere Hite Taken
Running: 6 Rules Level: Standard ) 112131415186
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 ]10] 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser CT 3 5][DE] - 3 6 8
1 Large Laser RA 8 B8]|[DE] — 5 10 15
1 ERPPC RA 15 10|[DE] - 7 14 23
1 ERPPC LA 15 10[DE] — 7 14 23
1 Large Laser LA 8 8|[DE] — 5 10 15

CRITICAL HIT TABLE

ARMOR DIAGRAM

Head (8)

Left Torso Right Torso

Left Arm
(15)

Right Arm
(15)

Left Right
Leg Center Leg
(15) Torso (15)

(8)

Left Right
Torso Rear Torso Rear
(8) (8)

Heat
A INTERNAL STRUCTURE DIAGRAM P
Head
Left Arm 1. Life s Right Arm Head prerflo
- Life Support Left Torso (14) Right Torso (14
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3.[ Double Heat Sink 4. Roll Again 3.[ Double Heat Sink ©
1-3 4.| Double Heat Sink 5. Sensors 1-3 4| Double Heat Sink g 29
5.1 Double Heat Sink 6. Life Support 5.1 Double Heat Sink o 28*
6.[ER PPC 6.[ER PPC o =7
Center Torso
1.|ERPPC 1. XL Fusion Engi 1.|ERPPC Left g Right | 26*
2.lErPPC gy F”S!"" Engf"e 2.lERPPC Arm of Am [35%
3.[Large Laser ’ usion Engine 3.[Large Laser (10) o) 110If%aT
4-6 4.[Large Laser 1-3 2 )él‘ Fusion Engine 4-6 4.l Large Laser -
5. Roll Again Y va 5. Roll Again 23
8. Roll Again - yro B. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
2. XL Fusion Engine ; Leg Leg
Left Torso : ! 9! Right Torso 14 1 19+
. . 3. XL Fusion Engine . . (14) (14)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine . 2. XL Fusion Engine "
. . 5. Medium Laser . . 17
13 3. _XL Fusion Engine 6. Medium Laser 1-3 3. _XL Fusion Engine
4.] Double Heat Sink ' 4.] Double Heat Sink /4 HEAT DATA 16
5.| Double Heat Sink - - 5.| Double Heat Sink 15*
6. Double Heat Sink Engine Hits OO O 6.1 Double Heat Sink Heat Double Heat Sinks: o
1.[ Double Heat Sink Gyro Hits O O 1.] Double Heat Sink Level Effects 17(34) 13*
. Sensor Hits O O . 30 Shutdown
2.| Double Heat Sink 2.| Double Heat Sink 28  Ammo Exp. avoid on 8+ 00 12
4-g 3LDouble Heat Sink Life Support O 4-g 3:LDouble Heat Sink 56  Shutdown, avoid on 10+ 71
4.[ Double Heat Sink 4.[ Double Heat Sink 25 -5 Movement Points (o]0) o
5.| Double Heat Sink 5.| Double Heat Sink 24 +4 Modifer to Fire (e]e)
6.LDouble Heat Sink 6.LDouble Heat Sink 23 Ammo Exp. avoid on B+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH-[HLQS.[ Right Leg 18  Shutdown, avoid on B+ (o]e) 6
1. Hip ) s 1. Hip 1 g +g MOdlfer tc;i\)m? . O 5*
- ovemen oints
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifér to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
:- EO:: ﬁgafn Damage Transfer g EO:: igaf” 8  +1 Modifer to Fire ~
. holl Again Diagram - holl Again 5 -1 Movement Points
\ / \ /
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BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA )

Ammo: (LRM 15) 16

{\WARRIOR DATA

Piloting Skill:
112 |3|4[5]|6
3|5 | 7 (1011 |Dead

Type: Catapult CPLT-C1 Name:
Movement Points: Tonnage: 65 Gunnery Skill:
Walking: 4 Tech Base: Inner Sphere Hite Taken
Running: 6 Rules Level: Introductory )
Jumping: 4 Role: Missile Boat Consciousness #

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser CT 3 5][DE] - 3 6 8
1 Medium Laser RT 3 ©5][DE] — 3 6 8
1 Medium Laser LT 3 5I[DE] - 3 6 8
1 LRM 15 RA 5 1/Msl 6 7 14 21

[MC.S]
1 LRM 15 LA 5 1/Msl 6 7 14 21
[MC.S]

ARMOR DIAGRAM

Head (9)

Left Torso

O0O000000
O0O000O0O0O0

Right Tors

(13)

Left
Leg Center
(18) Torso

(1)

0

Right Arm
(13)

Left Right
\ Bv: 1,399 @ Torso Rear Torso Rear
\ v/ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (15) Right Torso (15
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3.[LRM 15 4. Heat Sink 3.[LRM 15 ©
1-3 4|Rm15 5. Sensors 1-3 4|rRMm 15 g 29
5.LLRM 15 6. Life Support 5.LLRM 15 o 28*
6. Roll Again 6. Roll Again o 57
1. Roll Again . c;’:e"_te"ET[’_rso 1. Roll Again o mian: [257
2. Roll Again o F"'S!“" Eng!ne 2. Roll Again of am [25%
3. Roll Again - rusion Engine 3. Roll Again o] (101
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
. 21
1. Gyro Right 20~
. . ) Leg
Left Torso 2. Fusion Engine Right Torso 15 19+
3. Fusion Engine (15)
1. Jump Jet 4-6 ) . 1. Jump Jet a8+
4. Fusion Engine
2. Jump Jet X 2. Jump Jet "
- 5. Medium Laser ) 17
13 3. Medium Laser 6. Medium Laser 1-3 3. Medium Laser
4. Ammo (LRM 15) 8 : 4. Ammo (LRM 15) 8 /4 HEAT DATA 16
5. Roll Again " " 5. Roll Again 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks o
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁects 15 T3
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ g*
20 -4 Movement Points O O =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire O 5*
2. U 15 -3 Movement Points
. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMoz!\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat S!nk Damage Transfer 5. Heat S!nk 8 +1 Modifer to F\rg
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points p ;
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BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA )
Type: Catapult CPLT-K2

Movement Points:

65

Tonnage:

Ammo: (Machine Gun) 200

Walking: 4 Tech Base: Inner Sphere
Running: 6 Rules Level: Introductory
Jumping: 0 Role: Sniper

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Machine Gun RT — 2[DBAI] - 1 2 3
1 Medium Laser RT 3 ©5][DE] — 3 6 8
1 Medium Laser LT 3 5I[DE] - 3 6 8
1 Machine Gun LT — 2[DBAI] - 1 2 3
1 PPC RA 10 10|[DE] 3 6 12 18
1 PPC LA 10 10[DE] 3 6 12 18

{\WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3| a 5|6

Consciousness# | 3 | 5 | 7

10

Dead

Left Arm

(18)

ARMOR DIAGRAM

Head (9)

Left Torso

O0O000000
O0O000O0O0O0

Right Torso

Torso
(11)

Center

Right Arm
(18)

Left Right
\ Bv: 1,319 @ Torso Rear Torso Rear
\ v/ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (15) Right Torso (15
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
13 3.[PPC 4. Roll Again 13 3.[PPC o
"9 4.|PPC 5. Sensors "3 4.|pPPC g 29
5.LPPC 6. Life Support 5.LPPC o 28+
6. Roll Again 6. Roll Again o 57
! Center Torso )
1. Roll Again 1. Fusion Engi 1. Roll Again g Right | 26*
2. Roll Again o F"'S!“" Eng!ne 2. Roll Again of am [25%
3. Roll Again - rusion Engine 3. Roll Again o] (101
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
. 21
1. Gyro Right 20~
. . ) Leg
Left Torso 2. Fusion Engine Right Torso 15 19+
i 3. Fusion Engine . (15)
1. Heat Sink 4-6 ) . 1. Heat Sink a8+
. 4. Fusion Engine .
2. Heat Sink " 2. Heat Sink
3. Medium Laser 5. Heat Sink 3. Heat Sink 17
1-3 . 6. Ammo (Machine Gun) 200 1-3 ° . 16
4. Machine Gun 4. Medium Laser / HEAT DATA
5. Roll Again " " 5. Machine Gun 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks o
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁects 20 T3
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 _ 4-6 . . i ole
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ (o]e) 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire OO 5
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? lgﬂdzve;n:ng_gtgztz+ (@]0) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMoz!\ilfér :0 IF\re o O S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat S!nk Damage Transfer 5. Heat S!nk 8 +1 Modifer to F\rg
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points p ;
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

o
/4 \ /4
'MECH DATA WARRIOR DATA °Clloo o
O O0O0looo
Type: Catapult CPLT-K2K Name: O % 500
Movement Points: Tonnage: 65 Gunnery Skill: Piloting Skill: Fo) 8 8 8
Walking: 5 Tech Base: Inner Sphere Hite Taken o183 8 o
Running: 8 Rules Level: Standard ) 112131415186 o OO0 O
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 (1011 [Dead 8 550
- O OO
Weapons & Equipment Inventory [hexes) 0 O O
Gty Type Loc Ht Dmg Min Sht Med Lng OO O O
2 ER Medium Laser CT 5 5][DE] — 4 8 12 OO
1 ERPPC RA 15 10[DE] — 7 14 23 Left Arm Right Arm
1 ERPPC LA 15 10][DE] - 7 14 23 (20) (20
Left Right
Leg Center Leg
(30) Torso (30)
(10)
Left Right
\ BV: 1,716 (ﬁ) Torso Rear Torso Rear
\ 4 / (8) (8)
/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
Head
; . Head Dverflo
1. oo 2 Sonsore \ St Lt Toreo (1) Pt e 1)
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3.[ Double Heat Sink 4. Roll Again 3.[ Double Heat Sink ©
1-3 4 Double Heat Sink 5. Sensors 1-3 4 Double Heat Sink 0 29
(o]
5.1 Double Heat Sink 6. Life Support 5.1 Double Heat Sink o 28*
6.[ Double Heat Sink 6.[ Double Heat Sink o 57
1.| Double Heat Sink . C;Z":e'_‘ T?E"SP 1.| Double Heat Sink °F riane [26-
2. Double Heat Sink - - rusion Engine 2. Double Heat Sink Arm |25+
3.[ER PPC 2. XL Fusion Engine 3.[ER PPC 2] o=
4-6 4.| ER PPC 13 2 )éL Fusion Engine 4-6 a.| ER PPC -
5.LER PPC Y GV"° s.lERPPC 23
6. Roll Agai - oyro 6. Roll Agai 22+
oll Again 6. Gyro oll Again =
1. Gyro Right >0
Left Torso 2. XL Fusion Engine Right Torso ved 19+
. . 3. XL Fusion Engine . . (15)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine " 2. XL Fusion Engine "
. . 5. ER Medium Laser . . 17
13 3. XL Fusion Engine 6. ER Medium Laser 1-3 3. XL Fusion Engine
4.] Double Heat Sink ' 4.] Double Heat Sink /4 HEAT DATA 16
5.| Double Heat Sink - - 5.| Double Heat Sink 15*
6. Double Heat Sink Engine Hits OO0 O 6.L Double Heat Sink Heat Double Heat Sinks: v
1. Rall Again Gyro H!ts oo 1.[ Double Heat Sink "eé’g' Shutd DWEHEC“ 20(40) 13*
2. Roll Again Sensor Hits OO 2.| Double Heat Sink 28 AmmoBp awd;mBr 0 12
4.6 3 Roll Again Life Support O 4-g 3L Double Heat Sink 56  Shutdown, avoid on 10+ 30 71
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ (o]e) 6
1. Hip A s 1. Hip 17  +3 Moadifer to Fire OO 5*
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? lgﬂdzve;n:ng_gtzjl;tz+ (@]0) 2
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol OO
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Again Damage Transfer 5+ Foll Agan 8  +1 Modifer to Fire f
. holl Again i - holl Again 5 -1 Movement Points
\ Diagram / \L / =
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BATTLETECH

BATTLEMECH RECORD SHEET

('MECH DATA }
Type: Thunderbolt TDR-5S

Movement Points:

Tonnage: 65
Walking: 4 Tech Base: Inner Sphere
Running: 6 Rules Level: Introductory
Jumping: 0 Role: Brawler
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRM2 RT 2 2/Msl - 3 6 8
[M,C,S]
1 LRM 15 RT 5 1/Msl 6 7 14 21
IMC.S]
3 Medium Laser LT 3 5I[DE] - 3 6 8
1 Large Laser RA 8 B8]|[DE] — 5 10 15
2 Machine Gun LA — 2[DBAI] - 1 2 3

Ammo: (LRM 15) 16, (Machine Gun) 200, (SRM 2) 50

Name:

{\WARRIOR DATA

Gunnery Skill:

Hits Taken

Consciousness #

Piloting Skill:
112 |3|4[5]|6
3|5 | 7 (1011 |Dead

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

000000000

0000000000
000000000

Left Arm
(20)

Left
Leg Center
(29) Torso

(1)

Right Arm

(20)

Left Right
\ BV: 1,335 @ Torso Rear Torso Rear
\ v/ / (8) (6)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (15) Right Torso (15
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Heat Sink 3. Lower Arm Actuator o
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator g 29
5. Machine Gun B. Life Support 5.[Lar‘ge Laser o 28+
6. Machine Gun 6.LLarge Laser o 57
Center Torso )
1. Ammo (Machine Gun) 200 1. Fusion Engi 1. Roll Again g Right | 26*
2. Roll Again o F"'S!“" Eng!ne 2. Roll Again of am [25%
3. Roll Again - rusion Engine 3. Roll Again o] (101
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
. 21
1. Gyro Right 20~
i i . Leg
Left Torso 2. Fusion Engine Right Torso 15 19+
. 3. Fusion Engine (15)
1. Medium Laser 4-6 ) . 1.[LRM 15 18+
. 4. Fusion Engine
2. Medium Laser 2.|LRM 15
; 5. Ammo (LRM 15) 8 17*
3. Medium Laser 3.LLRM 15
1-3 ) 6. Ammo (LRM 15) 8 1-3 186
4. Roll Again 4. SRM 2 / HEAT DATA
5. Roll Again - - 5. Ammo (SRM 2) 50 15*
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks o
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁects 15 T3
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 _ 4-6 . . i ole
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ g*
20 -4 Movement Points O O =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMoz!\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat S!nk Damage Transfer 5. Heat S!nk 8 +1 Modifer to F\rg
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points p ;
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BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA )

{\WARRIOR DATA

Ammo: (LRM 10) 24

Type: Thunderbolt TDR-5SE Name:
Movement Points: Tonnage: 65 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere Hite Taken
Running: 6 Rules Level: Introductory ) 112131415186
Jumping: 4 Role: Skirmisher Consciousness # | 3 | 5 | 7 |10] 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
3 Medium Laser LT 3 5I[DE] - 3 6 8
1 LRM10 LT 4 1/Msl 6 7 14 21
[MC.S]
1 Large Laser RA 8 B8]|[DE] — 5 10 15

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

000000000

0000000000
000000000

Left Arm
(20)

Right Arm
(20)

Left Right
Leg Center Leg
(29) Torso (29)

(1)

Left Right
\ BV: 1 ’41 4 & Torso Rear Torso Rear
\ (_, / (6) (8)
/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (15) Right Torso (15
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator ©
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator g 29
5. Roll Again B. Life Support 5.[Lar‘ge Laser o 28+
6. Roll Again 6.LLarge Laser o 57
! Center Torso )
1. Roll Again 1. Fusion Engi 1. Roll Again g Right | 26*
2. Roll Again o F"'S!“" Eng!ne 2. Roll Again of am [25%
3. Roll Again - rusion Engine 3. Roll Again o] (101
- i i - 24*
46 4 Ry agan 1.3 3 Fusion Engine 46 4 Roil Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
. 21
1. Gyro Right 20~
. . ) Leg
Left Torso 2. Fusion Engine Right Torso 15 19+
3. Fusion Engine . (15)
1. Jump Jet 4-6 ) . 1. Heat Sink a8+
2. Jump Jet 4. Fusion Engine 2. Heat Sink
» ump 5. Ammo (LRM 10) 12 : ! 17*
3.[LRM 10 3. Heat Sink
1-3 6. Ammo (LRM 10) 12 1-3 v
4|LRM 10 4. Jump Jet / HEAT DATA
5. Medium Laser " " 5. Jump Jet 15~
6. Medium Laser Engine Hits OO O 6. Roll Again Heat Heat Sinks 14+
1. Medium Laser Gyro HitsO O 1. Roll Again L o 17 13-
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ (o]e) 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire O 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMoz!\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat Sink Damage Transfer 2 Heat Sink 8  +1 Modifer to Fire
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points p ;
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Ammo: (LRM 15] 16, (Machine Gun) 200, (Streak SRM 2) 50

@

BV: 1,495
\

\

/4 \ /4
'MECH DATA WARRIOR DATA 00O
Type: Thunderbolt TDR-7M Name: °S3
Movement Points: Tonnage: 65 Gunnery Skill: Piloting Skill: © 0O
Walking: 4 Tech Base: Inner Sphere ) 000
Running: 6 Rules Level: Standard - _H'ts Take; ; E 3 140 151 6 8 8 8
P . onsciousness Dead
Jumping: 0 Role: Brawler S50 06
Weapons & Equipment Inventory [hexes) O O O
Qty Type Loc Ht Dmg Min Sht Med Lng o
1 LRM 15 RT 5 1/Msl 6 7 14 21
MCS] Left Arm Right Arm
1 Streak SRM 2 LT 2 2/MsIIMC] — 3 6 8 (20) (20)
3 Medium Laser LT 3 5][DE] — 3 6 8
1 ERLarge Laser RA 12 B8|[DE] - 7 14 19
2 Machine Gun LA — 2[DBAI] - 1 2 3

Left Right
Leg Center Leg
(28) Torso (28)

(1)

Left Right
Torso Rear Torso Rear
(6) (6)

CRITICAL HIT TABLE

\ o
Head - Head Dverflo
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso (15
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Ferro-Fibrous 3. Lower Arm Actuator o
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator © 29
5.[ Double Heat Sink 6. Life Support 5.[ER Large Laser g 28*
6.[ Double Heat Sink 6.LER Large Laser o 57
1.LDouble Heat Sink Cen_ter Tqrso 1. Ferro-Fibrous o1 right |26~
2. Double Heat Sink 1. Fusion Engine 2. FerroFibrous Ol am [Z3v
4-6 3.[Double Heat Sink 2. Fus!un Eng!ne 4-6 3. Ferro-Fibrous g (10) rvT
"9 4.| Double Heat Sink 1-3 3. Fusion Engine "9 4. FerroFibrous -
5. Machine Gun 4. Gyro 5. Ferro-Fibrous 23
6. Machine Gun 5. Gyro 6. Ferro-Fibrous 22*
6. Gyro >
1. Gyro Right 20~
Left Torso 2. Fusion Engine Right Torso Il'jgs ) 19+
1.[ Double Heat Sink 4-6 3‘ Eﬂ::ﬁ: E:g::: 1.[ Double Heat Sink PP
2.[Doub|e Heat Sink 5: Ferro-Fibrgus 2.| Double Heat Sink 7
13 3.LDouble Heat Sink 6. Roll Again 1-3 3. :Double Heat Sink =
4. Medium Laser ' 4.[ Double Heat Sink /4 HEAT DATA \
5. Medium Laser " " 5.| Double Heat Sink 15~
6. Medium Laser Engine Hits OO O 6.LDouble Heat Sink Heat Double Heat Sinks: 14+
1. Streak SRM 2 Gyro Hits oo 1JLRM 15 L o et 15(30) 13~
2. Ammo (LRM 15) 8 Sensor Hits 0O 2.[LRM 15 28 Ammo Exp. avoid on 8+ 12
4. 3 Ammo(LRM 15)8 Life Support O 4.g 3LLRM15 26  Shutdown, avoid on 10+ 00 IT]
4. Ammo [Machine Gun) 200 4. Ammo (Streak SRM 2) 50 55 -5 Moverent Points (o]0) -
5. CASE 5. CASE 24  +4 Modifer to Fire (e]e) 10
6. Ferro-Fibrous 6. Ferro-Fibrous 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ *
20 -4 Movement Points O O =
19  Ammo Exp. avoid on 4+ o 7
Left Leg CH-[HNS.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip 1. tip 15 aMowmenpans O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifér to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Ferr‘o»F?br‘ous Damage Transfer 5. Fer‘ro-F?brous 8  +1 Modifer to Fire 2
\ 6. Ferro-Fibrous Diagram 6. Ferro-Fibrous PAN 5 -1 Movement Points p ;
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA ) {\WARRIOR DATA

O OO
. 00O
Type: Thunderbolt TDR-9SE Name: 300
Movement Points: Tonnage: 65 Gunnery Skill: Piloting Skill: © 0O
Walking: 4 Tech Base: Inner Sphere ) 000
Running: 6 Rules Level: Standard _H'tSTaken 112131415186 O 0O
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 ]10] 11 |Dead C 00
. . o O O
Weapons & Equipment Inventory [hexes) O O O
Gty Type Loc Ht Dmg Min Sht Med Lng o
3 Medium Laser LT 3 5I[DE] - 3 6 8
1 LRM10 LT 4 1/Msl 6 7 14 21 Left Arm Right Arm
MCS] (20) (20)
1 Large Pulse Laser RA 10 9[P] - 3 7 10

Left Right
Leg Center Leg
(30) Torso (30)

(12)

Ammo: (LRM 10) 12

Left Right
\ BV: 1’439 & Torso Rear Torso Rear
\ (_, / (6) (6)

CRITICAL HIT TABLE

\ o
Head . Head Dverflo
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso (15
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator ©
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator © 29
5.[ Double Heat Sink 6. Life Support 5.[Lar‘ge Pulse Laser g 28*
6.[ Double Heat Sink 6.LLarge Pulse Laser o 57
1.| Double Heat Sink Center Torso 1. Roll Again o\ night [26~
2. Roll Again ; EE::E: E:g::s 2. Roll Again o8 am [Z5
3. Roll Again : X . 3. Roll Again (10) "
4-6 4 Roiagain 13 Z' g“s"’” Engine 4-6 4 Roil again - 24
5. Roll Again - lyro 5. Roll Again 23~
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Right 20~
Left Torso 2. Fusion Engine Right Torso Il'jgs ) 19+
1.[ Double Heat Sink 4-6 3‘ Eﬂ::ﬁ: E:g::: 1.[ Double Heat Sink PP
2.[Doub|e Heat Sink 5: Roll Againg 2.| Double Heat Sink 7
13 3.LDouble Heat Sink 6. Roll Again 1-3 3. :Double Heat Sink =
4. Jump Jet : 4.T Double Heat Sink / HEAT DATA \
5. Jump Jet " " 5.| Double Heat Sink 15~
6.[LRM 10 Engine Hits OO O 6.1 Double Heat Sink Heat Double Heat Sinks: o
1.lLRm 10 Gyro Hits 0 O 1.] Double Heat Sink L o 15(30) 13~
2. Medium Laser Sensor Hits OO 2.| Double Heat Sink 28 Ammo Exp. avoid on 8+ 12
3. Medium Laser Life Support O 3. Double Heat Sink 56  Shutdown, avoid on 10+ 00
4'6 4. Medi 4-6 s ) o O 11
. Medium Laser 4. Jump Jet 25 -5 Movement Points -
5. Ammo (LRM 10) 12 5. Jump Jet 24 +4 Modifer to Fire 00 10
6. CASE 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ *
20 -4 Movement Points O O =
19  Ammo Exp. avoid on 4+ o 7
Left Leg CH-[HNS.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to F\mle O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement_Pmnts O a
14 Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifér to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Again Damage Transfer 5 Roll Again 8 +1 Modifer to Fire 2
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Ammo: (LRM 20) 24

BV: 1,477
\

@&

\

CRITICAL HIT TABLE

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Archer ARC-2R Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere Hite Taken
Running: 6 Rules Level: Introductory ) 112131415186
Jumping: 0 Role: Missile Boat Consciousness# | 3 | 5 | 7 ]10] 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medumlaser(R) CT 3 5][DE] - 3 B8 9
1 LRM20 RT 6 1/Msl 6 7 14 21 Left Arm Right Arm
IM,C,S] (22) (22)
1 LRM20 LT 6 1/Msl 6 7 14 21
[MC.S]
1 Medium Laser RA 3 5|[DE] — 3 6 8
1 Medium Laser LA 3 5|[DE] - 3 6 8

Left Right
Leg Center Leg
(26) Torso (26)

(10)

Left Right
Torso Rear Torso Rear
(6) (6)

Heat
AR INTERNAL STRUCTURE DIAGRAM Zryss
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (15) Right Torso (15
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator Co)
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator pS 29
5. Medium Laser 6. Life Support 5. Medium Laser o 28*
6. Roll Again 6. Roll Again o 57
o
1. Roll Again . c;’:e"_te"ET[’_rso 1. Roll Again o rignt [267
2. Roll Again o FUS!“‘" Eng!ne 2. Roll Again g arm [25x
3. Roll Again - rusion Engine 3. Roll Again o) 1m
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro >
1. Gyro _ Rl_i::‘ 50+
Left Torso 2. Fusion Engine Right Torso 15 19+
3. Fusion Engine (15)
1.[LRM 20 4-6 4. Fusion Engine 1.[LRM 20 18+
2.|LrRm 20 + usian End 2|LRm 20
5. Medium Laser (R) 17*
3.|LRM 20 . 3.[| LRM 20
1-3 6. Medium Laser (R) 1-3 16
4.[LRM 20 4.(LRM 20 /4 HEAT DATA
5..LRM 20 - - 5.lLRM 20 15*
6. Ammo (LRM 20) 6 Engine Hits OO O 6. Ammo (LRM 20) 6 Heat Heat Sinks o
1. Ammo (LRM 20) 6 Gyro H!ts oo 1. Ammo (LRM 20) 6 "eé’g' Shutd DWEHEC“ 10 13*
2. Roll Again Sensor Hits OO 2. Roll Again 58 AmmoBG.awdonst () e
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
46 . 46 . avoid o o)
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire O
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip e Sod 1. Hip 17  +3 Modifer to Fire O 5
° 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Again Damage Transfer 5. Roll Again 8  +1 Modifer to Fire
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Archer ARC-5S Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere Hite Taken
Running: 6 Rules Level: Standard ) 112131415186
Jumping: 0 Role: Missile Boat Consciousness # | 3 5 7 | 10| 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Pulse CT 4 B][P] - 2 4 B
Laser(R) Left Arm Right Arm
1 LRM 15 RT 5 1/Msl 6 7 14 21 (22 (22
[M,C,S]
1 LRM 15 LT 5 1/Msl 6 7 14 21
IMCS]
1 Narc T — [M] - 3 B 9 )
1 Medium Pulse Laser RA 4 6[P] - 2 4 86 Left Right
Leg Center Leg
1 Streak SRM 2 RA 2 2/MslMC] — 3 6 9 (26) Torso (26)
1 Streak SRM 2 LA 2 2/MsI[MC] — 3 B 9 (10)
1 Medium Pulse Laser LA 4 B[P] - 2 4 B
Ammo: (LRM 15]) 32, (Narc) B, [Streak SRM 2] 100
Left Right
\ BV: 1,353 (ﬁ) Torso Rear Torso Rear
\ 4 / (6) (6)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (15) Right Torso (15
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator Co)
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator pS 29
5. Medium Pulse Laser 6. Life Support 5. Medium Pulse Laser o 28*
6. Streak SRM 2 6. Streak SRM 2 o 57
(¢]
1. Roll Again . C;T_":e'_‘ T?:SP 1. Roll Again o rignt [267
2. Roll Again oy F”S!°" E"g!"e 2. Roll Again g arm [25x
3. Roll Again : usion =ngine 3. Roll Again o) 1m
- i i - 24*
4-6 4. Roll Again 13 3. XL Fusion Engine 4-6 4. Roll Again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
. 21
1. Gyro Right 20~
. . ) Leg
Left Torso 2. XL Fusion Engine Right Torso 15 19+
. . 3. XL Fusion Engine . . (15)
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine . 2. XL Fusion Engine "
. . 5. Medium Pulse Laser (R) . . 17
3. XL Fusion Engine . 3. XL Fusion Engine
1-3 6. Medium Pulse Laser (R) 1-3 16
4.[LRM 15 4.[LRM 15 /4 HEAT DATA
5.|LRM 15 " " 5.|LRM 15 15*
6.LLRM 15 Engine Hits OO O 6.LLRM 15 Heat Double Heat Sinks: o
1.[Narc Gyro HitsO O 1. Ammo (LRM 15) 8 Level Effects 10(=20) 13
o |n Sensor Hits O O 2 A LRM 15 8 30  Shutdown
.LNarc - . Ammo (| ) 28  Ammo Exp. avoid on 8+ 0] 12
4-86 3. Ammo (Narc) 6 Life Support O 4-86 3. Ammo (LRM 15) 8 26  Shutdown, avoid on 10+ 11
4. Ammo (LRM 15) 8 4. Ammo (Streak SRM 2) 50 25 -5 Movement Points O or
5. Ammo (Streak SRM 2) 50 5. CASE 24  +4 Modifer to Fire O
6. CASE 6. Roll Again 23 Ammo Exp. avoid on 6+ @) 9
22  Shutdown, avoid on 8+ O g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o
Left Leg CH-[HLQS.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip game D labs 1. Hip 17  +3 Modifer to F\nle O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement_ants O a
14 Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator h o
13  +2 Modifer to Fire 3
4. Foot AcFuator 4. Foot AcFuator‘ 10 -2 Movement Paints =
:- EO:: ﬁgafn Damage Transfer g EO:: igaf” 8  +1 Modifer to Fire ~
. holl Again Diagram - holl Again 5 -1 Movement Points
\ / \ /
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Warhammer WHM-6R Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere Hite Taken
Running: 6 Rules Level: Introductory ) 112131415186
Jumping: 0 Role: Brawler Consciousness # | 3 5 7 | 10| 11 |Dead
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Small Laser RT 1 3I[DE] - 1 2 3
1 Machine Gun RT — 2[DBAI] - 1 2 3 Left Arm Right Arm
1 SRM & RT 4 [2'\11(\;31 - 3 6 9 (20 (20)
1 Medium Laser RT 3 5][DE] - 3 6 8
1 Medium Laser LT 3 5][DE] — 3 6 8
1 Small Laser LT 1 3I[DE] - 1 2 3 .
1 Machine Gun LT — 2DBA] — 1 2 3 Left Right
Leg Center Leg
1 PPC RA 10 10|[DE] 3 B6 12 18 (15) Torso (15)
1 PPC LA 10 10[DE] 3 B 12 18 (9)

Ammo: (Machine Gun) 200, (SRM 6] 15

/A SAE\W Left Right
\ BV: 1,299 @ Torso Rear Torso Rear
\ v/ / (8) (8)

CRITICAL HIT TABLE

Heat
A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (15) Right Torso (15
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Heat Sink 3. Lower Arm Actuator Co)
1-3 4. Heat Sink 5. Sensors 1-3 4, Heat Sink pS 29
5.[PPC 6. Life Support 5.[PPC o 28+
6.| PPC 6.| PPC o 57
Center Torso °
1.LPPC 1. Fusion Engi 1.LPPC O | Right | 26*
2. Roll Again o FUS!“‘" Eng!ne 2. Roll Again g arm [25x
3. Roll Again - rusion Engine 3. Roll Again o) 1m
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
. 21
1. Gyro Right 20~
. . ) Leg
Left Torso 2. Fusion Engine Right Torso 15 19+
. 3. Fusion Engine (15)
1. Medium Laser 4-6 ) . 1.[SRM 6 18+
4. Fusion Engine
2. Small Laser . 2.LSRM 6 "
. 5. Ammo (Machine Gun) 200 . 17
13 3. Machine Gun 6. Roll Again 1-3 3. Medium Laser
4. Roll Again ' 4. Small Laser /4 HEAT DATA 16
5. Roll Again " " 5. Machine Gun 15~
6. Roll Again Engine Hits OO O 6. Ammo (SRM 6) 15 Heat Heat Sinks o
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁeots 18 T3
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ (o]e) 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire OO 5
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifér to Fire o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat Sink Damage Transfer 2 Heat Sink 8  +1 Modifer to Fire
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points p ;
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BATTLETECH

BATTLEMECH RECORD SHEET

{\WARRIOR DATA

Piloting Skill:
112 |3|4[5]|6
3|5 | 7 (1011 |Dead

Ammo: (AMS] 12, (Machine Gun) 200, (SRM B) 15

BV: 1,487
\

@

\

/4 \
'MECH DATA
Type: Warhammer WHM-7M Name:
Movement Points: Tonnage: 70 Gunnery Skill:
Walking: 4 Tech Base: Inner Sphere Hite Taken
Running: 6 Rules Level: Standard )
Jumping: 0 Role: Brawler Consciousness #
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Machine Gun RT — 2[DBAI] - 1 2 3
1 SRM 6B RT 4 2/Msl — 3 6 8
[MC.S]
1 Medium Laser RT 3 ©5][DE] — 3 6 8
1 Anti-Missile System LT 1 [PD] - - =
1 Medium Laser LT 3 5][DE] — 3 6 8
1 ERPPC RA 15 10|[DE] - 7 14 23
1 ERPPC LA 15 10[DE] — 7 14 23

CRITICAL HIT TABLE

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Left Arm
(20)

Right Arm
(20)

Left Right
Leg Center Leg
(15) Torso (15)

(9)

Left Right
Torso Rear Torso Rear
(8) (8)

Heat
A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (15) Right Torso (15
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator Co)

1-3 4 Double Heat Sink 5. Sensors 1-3 4.[Double Heat Sink pS 29
5.| Double Heat Sink 6. Life Support 5.| Double Heat Sink o 28*
6.LDouble Heat Sink 6.LDouble Heat Sink o 57

Center Torso °
1.[ER PPC 1. Fusion Engi 1.[ER PPC O | Right | 26*
2.| ER PPC o FUS!“‘" Eng!ne 2.|ER PPC g arm |25+
3.LERPPC - ruston Engine 3.LER PPC (11)
- i i - O 24*
4-6 4 Roi again 1.3 3 Fusion Engine 46 4 R0l again
’ 4. Gyro . 23*
5. Roll Again 5 G 5. Roll Again
8. Roll Again - yro B. Roll Again 22+
6. Gyro
. 21
1. Gyro Right 20~
. . ) Leg
Left Torso g E“S!"" Eng!ne Right Torso (15) 19+
1.[ Double Heat Sink 46 Fz::z: E:g::: 1.[ Double Heat Sink PP
2.| Double Heat Sink ’ gine 2.| Double Heat Sink
. 5. Ammo (Machine Gun) 200 . 17~

13 3. :Double Heat Sink 6. Roll Again 1-3 3.LDouble Heat Sink
4.] Double Heat Sink ' 4.] Double Heat Sink /4 HEAT DATA 16
5.| Double Heat Sink - - 5.| Double Heat Sink 15*
6. Double Heat Sink Engine Hits OO O 6.1 Double Heat Sink Heat Double Heat Sinks: o
1.[ Double Heat Sink Gyro Hits 0O 1.[SRM 6 L o 18 (36) 13+
2.| Double Heat Sink Sensor Hits OO 2|srRme 28 AmmoBp awd;mBr 0 12
3.1 Double Heat Sink Life Support O 3. Medium Laser 56  Shutdown, avoid on 10+ 71

48 : 4-6 : , avoid o 00
4. Medium Laser 4. Machine Gun 25 -5 Movement Points o
5. Anti-Missile System 5. Ammo (SRM B) 15 24  +4 Modifer to Fire (e]e)

6. Roll Again 6. Ammo (AMS) 12 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ (o]e) 6
1. Hip game D labs 1. Hip 17  +3 Modifer to Fire OO 5
2. U 15 -3 Movement Points
. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Again Damage Transfer 5. Roll Again 8  +1 Modifer to Fire
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;
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BATTLETECH

BATTLEMECH RECORD SHEET

('MECH DATA }
Type: Marauder MAD-3R

Movement Points:

Tonnage: 75
Walking: 4 Tech Base: Inner Sphere
Running: 6 Rules Level: Introductory

Jumping: 0 Role: Sniper

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 AC/5 RT 1 5[DBS] 3 6 12 18
1 PPC RA 10 10[DE] 3 6 12 18
1 Medium Laser RA 3 5|[DE] - 3 6 8
1 PPC LA 10 10[DE] 3 6 12 18
1 Medium Laser LA 3 5|[DE] - 3 6 8

Ammo: (AC/5) 20

BV: 1,363
\

@

\

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

{\WARRIOR DATA

Name: 00 0
G - - . O O
unnery Skill: Piloting Skill: 0O 0 0O
o O
Hits Taken | 1 2 3| a 5|6 OOOOO
Consciousness # | 3 5 7 |10 11 |Dead O O O
O O
O O O

o O

)

@)
(@)

Left Arm
(22)

Right Arm
(22)

Center
e AN orso
£\ o)
Ry

=

Left Right
Torso Rear Torso Rear
(8) (8)

/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (16) Right Torso (16
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator g
1-3 41prc 5. Sensors 1-3 41prc o 29
5. PPC 6. Life Support 5. PPC g 28+
6.LPPC c T 6.LPPC o 57
@]
1. Medium Laser 1 Fen_terE D_PSO 1. Medium Laser Left o | Right | 26*
2. Roll Again o FUS!“‘" Eng!ne 2. Roll Again Arm g arm |25+
3. Roll Again - rusion Engine 3. Roll Again (12) o) 112)
- i i - 24*
4-6 4 Roiagain 1.3 3 Fusion Engine 4-6 4 Roil again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro
21
1. Gyro Left Right 20~
: : . Leg Leg
Left Torso g E“sfun E"gf"e Right Torso (18] (18) | 28°
1. Ammo (AC/5) 20 4- o UsionEngine 1.[AC/5 PP
. 4. Fusion Engine
2. Roll Again . 2.|AC/5 "
. 5. Roll Again 17
3. Roll Again . 3.[|AC/5
1-3 . B. Roll Again 1-3 P
4. Roll Again 4.LAC/5 / HEAT DATA
5. Roll Again " " 5. Roll Again 15~
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks o
1. Roll Again Gyro H!tS (o] e} 1. Roll Again Leg/gl ShUthWEﬁeots 16 T3
2. Roll Again Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire O 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat S!nk Damage Transfer 5. Heat S!nk 8 +1 Modifer to F\rg
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points p ;
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BATTLETECH

BATTLEMECH RECORD SHEET

Gty Type Loc Ht Dmg
1 Large Pulse Laser RT 10 9[P] - 3
1 Streak SRM 2 LT 2 2/MsI[MC] — 3
1 ERPPC RA 15 10[DE] - 7
1 Medium Pulse Laser RA 4 B[P] - 2
1 ERPPC LA 15 10[DE] - 7
1 Medium Pulse Laser LA 4 B[P] - 2

Ammo: (Streak SRM 2) 50

Min Sht Med Lng

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Marauder MAD-5D Name:
Movement Points: Tonnage: 75 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere Hite Taken
Running: 6 Rules Level: Standard ) 112131415186
Jumping: 4 Role: Skirmisher Consciousness # | 3 | 6 | 7 |10]11 Joead
Weapons & Equipment Inventory [hexes)

7 10
6 8
14 23
4 B
14 23
4 B

mys

=

i

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Left Arm
(23)

Right Arm
(23)

Left Right
Leg Center Leg
(30) Torso (30)

(10)

Left Right
\ BV: 1’787 & Torso Rear Torso Rear
\ (_, / (8) (8)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM J0S
Left Arm Foae Right Arm Heag orertlo
1. Life Support 9 Left Torso (16) Right Torso (16
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator g
1-3 4[erPPc 5. Sensors 1-3 4erPPC o 29
5.| ER PPC 6. Life Support 5.| ER PPC g 28*
6.LER PPC 6.LER PPC P =7
Center Torso o
1. Medium Pulse Laser 1. XL Fusion Endgi 1. Medium Pulse Laser Left o | Right | 26*
2. Roll Again oy F”S!°" E"g!"e 2. Roll Again Arm g arm [25x
3. Roll Again - ZL ruston Engine 3. Roll Again (12) o) 112)
- i i - 24*
4-6 4 Roiagain 13 Z' )é'- Fusion Engine 4-6 4 Roil again -
5. Roll Again Y va 5. Roll Again 23
8. Roll Again - yro B. Roll Again 22+
6. Gyro
. 21
1. Gyro _ t::‘ F:_'::t 20*
Left Torso 2. XL Fusion Engine Right Torso 15 15 19+
. . 3. XL Fusion Engine . . (18] (18]
1. XL Fusion Engine 4-6 . . 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine . 2. XL Fusion Engine "
. . 5. Roll Again . . 17
13 3. XL Fusion Engine 6. Roll Again 1-3 3. XL Fusion Engine
4.] Double Heat Sink ' 4.] Double Heat Sink /4 HEAT DATA 16
5.| Double Heat Sink - - 5.| Double Heat Sink 15*
6. Double Heat Sink Engine Hits OO O 6.1 Double Heat Sink Heat Double Heat Sinks: o
1.] Double Heat Sink Gyro H!ts oo 1.[ Double Heat Sink "eé’g' Shutd DWEHEC“ 16 (32) 13*
2.| Double Heat Sink Sensor Hits OO 2.| Double Heat Sink 28 AmmoBp awd;mBr 0 12
4-g 3 Double Heat Sink Life Support O 4-g 3:LDouble Heat Sink 56  Shutdown, avoid on 10+ 71
4. Streak SRM 2 4.[Large Pulse Laser 25 -5 Movement Points O O or
5. Ammo (Streak SRM 2) 50 5.LLarge Pulse Laser 24  +4 Modifer to Fire OO
6. CASE 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ g*
20 -4 Movement Points O o =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire O 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. avoid on 4+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
2
5. Jump Jet Damage Transfer 5. Jump Jet 8 +1 Modifer to F\rg
\ 6. Jump Jet Diagram 6. Jump Jet PAN 5 -1 Movement Points p ;
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4
'MECH DATA WARRIOR DATA 00O
Type: Awesome AWS-8Q Name: 8 8 8
Movement Points: Tonnage: 80 Gunnery Skill: Piloting Skill: © 0O
Walking: 3 Tech Base: Inner Sphere ) 000
Running: 5 Rules Level: Introductory - _H'tSTake; ; E 3 140 151 6 8 8 8
P . : onsciousness Dead
Jumping: 0 Role: Sniper 50 06
Weapons & Equipment Inventory [hexes) O O O
Gty Type Loc Ht Dmg Min Sht Med Lng o
1 Small Laser HD 1 3[DE] - 1 2 3
1 PPC RT 10 10[DE] 3 6 12 18 Left Arm Right Arm
1 PPC LT 10 10[DE] 3 6 12 18 (24 (24)
1 PPC RA 10 10[DE] 3 6 12 18
Left Right
Leg Center Leg
(33) Torso (33)
(19)
[©] (0]
o O
o O
[¢] o
(@] (0]
o O )
Left Right
o O
\ Bv: 1,605 @ Torso Rear [¢] o Torso Rear
v/ (10) c O (10)

\

/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
Left Arm Flea Right Arm Heac orerfo
1. Life Support 9 Left Torso (17 ) Right Torso (17)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Small Laser 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Heat Sink 29
5. Roll Again 6. Life Support 5. Heat Sink 28*
6. Roll Again 6. Heat Sink 57
1. Roll Again . c;’:e"_te"ET[’_rso 1. Heat Sink 26~
2. Roll Again o FUS!“‘" Eng!ne 2. Heat Sink 5%
3. Roll Again - rusion Engine 3.[PPC
- i i - 24*
4-6 4. Roll Again 13 2 Eusmn Engine 4-6 a.| pPC -
5. Roll Again Y GV"° 5. PPC 23
6. Roll Agai - Byro 6. Roll Agai 22+
oll Again 6. Gyro oll Again
21
1. Gyro 20+
Left Torso g E“S!"" Eng!ne Right Torso 19+
1. Heat Sink 4- o UsionEngine 1. Heat Sink PP
. 4. Fusion Engine .
2. Heat Sink . 2. Heat Sink
. 5. Heat Sink . 17*
3. Heat Sink . 3. Heat Sink
1-3 : 6. Heat Sink 1-3 =
4. Heat Sink 4.[PPC /4 HEAT DATA
5. Heat Sink - - 5.| PPC 15*
6.[PPC Engine Hits OO0 O 6.LpPc Heat Heat Sinks v
1.|pPC Gyro HitsO O 1. Roll Again L o 28 13
2.LPPC Sensor Hits O O 2. Roll Again 28  Ammo Exp. avoid on 8+ 000 12
4.6 3 Roll Again Life Support O 4.6 3 Poll Again 56  Shutdown, avoid on 10+ =
i i i 000
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire o000
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ o000 9
22  Shutdown, avoid on 8+ g*
20 -4 Movement Points O o O =
v’ 19  Ammo Exp. avoid on 4+ 000
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ 00 6
1. Hip L) s 1. Hip 17  +3 Modifer to Fire OO O 5*
° 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown. aveid on 4+ (@]0) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2uMozi\ilfér :0 IF\re o O S
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat S!nk Damage Transfer 5. Heat S!nk 8 +1 Modifer to F\rg
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points p ;
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA ) {\WARRIOR DATA

O OO
Type: Awesome AWS-9M Name: 8 8 8
Movement Points: Tonnage: 80 Gunnery Skill: ____ Piloting Skill: O 0O
Walking: 4 Tech Base: Inner Sphere ) 000
- Hits Tak
Running: 6 Rules Level: Standard consci e T e; ; E 3 140 151 6 8 8 8
Jumping: 0 Role: Brawler onselousness Dead
e 00o0
Weapons & Equipment Inventory [hexes) O O O
Gty Type Loc Ht Dmg Min Sht Med Lng o
1 Small Pulse Laser HD 2 3[PAI - 1 2 3
1 Streak SRM 2 CT 2 2/MsI[MC] — 3 6 9 Left Arm Right Arm
1 Medium Pulse Laser CT 4 B[P] - 2 4 B (26) (26)
1 ERPPC RT 15 10[DE] — 7 14 23
1 ERPPC LT 15 10[DE] - 7 14 23
1 ERPPC RA 15 10[DE] — 7 14 23
1 Streak SRM 2 LA 2 2/MsI[MC] — 3 6 9
Left Right
Leg Center Leg
(34) Torso (34)

(20)

o] ()
o O
(o] o
Ammo: (Streak SRM 2) 50 8 8
) o O
. ] o .

Right

2 O ()
\ BV: 1,812 '\ = Torso Rear [¢] o Torso Rear
\ (&L / (10) © © (10)

A\
{CAITICAL HIT TABLE \ =

Left Arm Flea Right Arm Heac orerfo
1. Life Support 9 Left Torso (17 ) Right Torso (17)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20~
3. Lower Arm Actuator 4. Small Pulse Laser 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Double Heat Sink 29
5.[ Double Heat Sink 6. Life Support 5.| Double Heat Sink 28*
6.[ Double Heat Sink 6.LDouble Heat Sink 57
1. Double Heat Sink . C;Z":e'_‘ T?E"SP 1.[ Double Heat Sink 26
2.[ Double Heat Sink oy F”S!°" Eng!ne 2.| Double Heat Sink 5%
4.5 3| Double Heat Sink 3 XL F”s!"" E"Q!“e 4.5 3-LDouble Heat Sink =
4.1 Double Heat Sink q-g o 7 -rusionktngine 4.JERPPC -
5. Streak SRM 2 ‘5" g‘/m 5. ERPPC 23
8. Roll Again - yro 6.LER PPC 22+
6. Gyro
21
1. Gyro ) ) 20+
Left Torso g ;:: "2”5!°“ Eng!ne Right Torso 19+
1. XL Fusion Engine 46 usion =ngine 1. XL Fusion Engine 18+
. . 4. XL Fusion Engine . .
2. XL Fusion Engine . 2. XL Fusion Engine "
. . 5. Medium Pulse Laser . . 17
13 3. _XL Fusion Engine 6. Streak SRM 2 1-3 3. _XL Fusion Engine
4.[ Double Heat Sink . 4.[ Double Heat Sink /4 HEAT DATA 16
5.| Double Heat Sink - - 5.| Double Heat Sink 15*
6. Double Heat Sink Engine Hits OO O 6.1 Double Heat Sink Heat Double Heat Sinks: o
I *
1.] Double Heat Sink Gyro H!ts oo 1.[ Double Heat Sink "eé’g' Shutd DWEHEC“ 20(40) 13*
2.| Double Heat Sink Sensor Hits OO 2.| Double Heat Sink 28 AmmoBp awd;mBr 0 12
4-g 3LDouble Heat Sink Life Support O 4-g 3:LDouble Heat Sink 56  Shutdown, avoid on 10+ 71
4.TERPPC 4.JERPPC 25 -SMovemencponis QO —
5.| ER PPC 5.|ERPPC 24  +4 Modifer to Fire (o]e)
6.LER PPC 6.LER PPC 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ g*
20 -4 Movement Points O o =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH-[HLQS.[ Right Leg 18 Shutdown, avoid on 6+ (o]e) 6
1. Hip ) 1. Hip 1 g tg MOdlfer tc;i\)m? . OO 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 12 sh td(;ver:n:no'd [33'2 Z+ (@]0) 2
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o O
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
f 2
:. :n’llln;o [Streak SRM 2) 50 Damage Transfer g 20:: igafn g +1 Modifer to Fire -
. holl Again Diagram - holl Again 5 -1 Movement Points
\ / \ /=
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BATTLETECH

BATTLEMECH RECORD SHEET

(' MECH DATA )

Type: BattleMaster BLR-1G

Movement Points:

Tonnage:

85

Ammo: (Machine Gun) 200, (SRM 6] 30

Walking: 4 Tech Base: Inner Sphere
Running: 6 Rules Level: Introductory
Jumping: 0 Role: Brawler

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium LaserfR] RT3 5[DE] - 3 B8 9
2 Medium Laser RT 3 ©5][DE] — 3 6 8
2 Medium Laser LT 3 5I[DE] - 3 6 8
1 SRM 6B LT 4 2/Msl — 3 6 8

IMCS]
1 MediumLaser(R] LT 3 5[DE] - 3 6 9
1 PPC RA 10 10|[DE] 3 6 12 18
2 Machine Gun LA — 2[DBAI] - 1 2 3

{\WARRIOR DATA

Name:

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

@)
OOOO

O

@)
OOO

©)
©)

Gunnery Skill:

Hits Taken

Consciousness #

O
OO

O

©)
®)

Piloting Skill:
112 |3[4]5
3)|15|7([10]11

OO

Dead

O

OO

@)
0000000

00000000

000000000
000000000

Left Arm
(24)

Left
Leg Center
(26) Torso

(1)

Right Arm

(24)

Left Right
\ Bv: 1,519 @ Torso Rear Torso Rear
\ v/ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM Zryss
Left Arm Flead Right Arm Head Puortio
1. Life Support 9 Left Torso (18) Right Torso (18]
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 8 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. Machine Gun 6. Life Support 5.[PPC 28*
6. Machine Gun 6. PPC 57
1. Roll Again . c;’:e"_te"ET[’_rso 1.Lppc 26~
2. Roll Again o FUS!“‘" Eng!ne 2. Roll Again 5%
3. Roll Again - rusion Engine 3. Roll Again
- i i - 24*
46 4 Ry agan 1.3 3 Fusion Engine 46 4 Roil Again
’ 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again 5. Gyro 8. Roll Again 22
6. Gyro
21
1. Gyro ) 20+
Left Torso g E“S!"" Eng!ne Right Torso 19+
1 [SRM 6 4-6 , [ooon chane 1. Heat Sink e
2.lsrve . g 2. Medium Laser
. 5. Roll Again . 17*
13 3. Medium Laser 6. Roll Again 1-3 3. Medium Laser
4. Medium Laser ’ 4. Medium Laser (R) / HEAT DATA 16
5. Medium Laser (R) " " 5. Roll Again 15*
6. Ammo (Machine Gun) 200 Engine Hits OO O 6. Roll Again Heat Heat Sinks o
1. Ammo (SRM B) 15 Gyro Hits oo 1. Aoll Again "eé’g' Shutdowﬁﬁem 18 13*
2. Ammo (SRM 6) 15 Sensor Hits OO 2. Roll Again 28 AmmoBp awd;mBr 0 12
3. Roll Again Life Support O 3. Roll Again 56  Shutdown, avoid on 10+ =
4-6 . 4-6 . : ) 00
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire (e]e)
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH-[HLQS.[ Right Leg 18  Shutdown, avoid on B+ (o]e) 6
1. Hip A s 1. Hip 17  +3 Modifer to FH"!.B OO 5*
2. Upper Leg Actuator 2. Upper Leg Actuator ?I Z ér? lgﬂdzve;n:ng_gtzjl;tz+ O a
3. Lower Leg Actuator 3. Lower Leg Actuator Lreown, avol o
13  +2 Modifer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. . 2
5. Heat S!nk Damage Transfer 5. Heat S!nk 8 +1 Modifer to F\rg
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points p ;
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BATTLETECH

BATTLEMECH RECORD SHEET

{\WARRIOR DATA

Piloting Skill:
112 |3|4[5]|6
3|5 | 7 (1011 |Dead

Ammo: (Machine Gun) 200, (SRM 6] 30

/4 \
'MECH DATA
Type: BattleMaster BLR-3M Name:
Movement Points: Tonnage: 85 Gunnery Skill:
Walking: 4 Tech Base: Inner Sphere Hite Taken
Running: 6 Rules Level: Standard )
Jumping: 0 Role: Brawler Consciousness #
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium LaserfR] RT3 5[DE] - 3 B8 9
2 Medium Laser RT 3 ©5][DE] — 3 6 8
2 Medium Laser LT 3 5I[DE] - 3 6 8
1 SRM 6B LT 4 2/Msl — 3 6 8
[MC.S]
1 Medium Laser(R) LT 3 5][DE] — 3 6 8
1 ERPPC RA 15 10|[DE] - 7 14 23
1 Machine Gun LA — 2[DBAI] - 1 2 3
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OOO

@)
O

Left Arm
(24)

@)
OOOO

ARMOR DIAGRAM

Head (9)
Left Torso

0000000

Right Torso

000000000
OOOOOOOOOOOOOOOOO

Center
Torso
(11)

Right Arm

(24)

Left Right
\ BV: 1’679 & Torso Rear Torso Rear
\ (_, / (8) (8)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM P
Head
; . Head Dverflo
Left Arm 1. Life Support Right Arm Left Torso (18) Right Torso (18] '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 8 20~
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5.[ Double Heat Sink 6. Life Support 5.[ER PPC 28*
6.| Double Heat Sink 6.| ER PPC 57
1. Double Heat Sink . c;’:e"_te"ET[’_rso 1lerpPrc 26
2. Machine Gun o FUS!“‘" Eng!ne 2. Roll Again 5%
3. Roll Again - rusion Engine 3. Roll Again
- i i - 24*
4-6 4 Roiagain 13 Z' g“s"’” Engine 4-6 4 Roil again -
5. Roll Again - lyro 5. Roll Again 23
6. Roll Again :' gz:g 6. Roll Again 22+
’ 21
1. Gyro 20+
Left Torso 2. Fusion Engine Right Torso 19+
3. Fusion Engine -
1.[ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18+
2.| Double Heat Sink 5' Roll A aing 2.| Double Heat Sink 7
.LDouble Heat Sin . .L Double Heat Sin|
,lSSDbIH Sink G.RDIIAgam 133DbIH Sink
- 4.[SRM 8 : g "3 4.[Double Heat Sink /4 HEAT DATA 16
5.LSRM 6 - - 5.| Double Heat Sink 15*
6. Medium Laser Engine Hits OO O 6.LDouble Heat Sink Heat Double Heat Sinks: 14+
1. Medium Laser Gyro H!ts oo 1.[ Double Heat Sink "eé’g' Shutd DWEHEC“ 18 (36) 13*
2. Medium Laser (R) Sensor Hits OO 2.| Double Heat Sink 28 AmmoBp awd;mBr 0 12
4-6 3. Ammo (Machine Gun) 200 Life Support O 4-6 3.LDouble Heat Sink 26  Shutdown, avoid on 10+ PP
4. Ammo (SRM 6) 15 4. Medium Laser 25 -5 Movement Points OO
10*
5. Ammo (SRM 6) 15 5. Medium Laser 24  +4 Modifer to Fire (e]e)
6. CASE 6. Medium Laser (R) 23  Ammo Exp. avoid on 6+ (@]0) 9
22  Shutdown, avoid on 8+ O o g*
20 -4 Movement Points =
v, 19  Ammo Exp. avoid on 4+ o O
Left Leg CH.[HL S.[ Right Leg 18  Shutdown, avoid on B+ (o]e) 6
1. Hip A s 1. Hip 17  +3 Modifer to Fire OO 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement_Pmnts O a
14 Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Madifer to Fire o S
4. Foot AcFuator 4. Foot AcFuator‘ 10 -2 Movement Paints =
5. Roll Aga?n Damage Transfer 5. Roll Aga?n g +1 Modifer to Fire
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;
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You have the Record Sheets,
now collect the miniatures and expand your army!
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CLAN ELEMENTAL STAR FORCEPACK
Jan, $24.99 — CAT35739

Piloted by giant warriors genetically engineered for combat, these : - & -
hardened, powered battlesuits make it possible for g
infantry to inflict significant damage against BattleMechs.

This ForcePack includes five points of Elementals. - N '
BN £ e
ECH

2
CLAN ELEMENTAL STAR ‘}

3 3 INNER SPHERE COMMAND LANCE FORCEPACK
T Y Feb, $19.99 — CAT35721
=y |

The Inner Sphere Command Lance includes the iconic Marauder,

t; y
y ""ﬂf ﬂ?f Archer, Valkyrie, and Stinger—no assembly required—along with
1SS four MechWarrior pilot cards and four Alpha Strike cards. Perfect for
‘ gy AELcH BattleTech and Alpha Strike action!
| N ATTLETE
v NNER:sp?-iERE,\cfbmaANp !.f\npz ~
S imore 4 i
CLAN COMMAND STAR FORCEPACK i ’ﬁ v s
. . B, e
Feb, $24.99 — CAT35720 ‘ e\ F 7 o .
The Clan Command Star includes the Dire Wolf, Summoner, Storm- o - ’ o ,
crow, Mist Lynx, and Shadow Cat—no assembly required—along B , ‘ o "'"L’ g
with five MechWarrior pilot cards and five Alpha Strike cards. ¢ ’ L ::! % :

HBATTLEI'ECH% -
‘ cLAu::oMMA'ub STAR %{

INNER SPHERE BATTLE LANCE FORCEPACK

% Mar, $19.99 — CAT35723
y ¢ The Inner Sphere Battle Lance includes the much-loved Warham-
5( , : e ¢ [ mer, Rifleman, Phoenix Hawk, and Wasp—no assembly required—
g L A along with four MechWarrior pilot cards and four Alpha Strike cards.
' ATTLETECH
INNER gm.:gsb'se'l:rl.e LANCE
N 1
CLAN HEAVY STRIKER STAR FORCEPACK : , N
Mar, $24.99 — CAT35722 : 3 g AR el

The Clan Heavy Striker Star includes the Gargoyle, Hellbringer, Mad

Dog, Ice Ferret, and Viper—no assembly required—along with five o , ?.\, 28 #F 4 #
MechWarrior pilot cards and five Alpha Strike cards. { - R P
. BATTLETECH

CLAN HEAVY STRIKER STAR
R ] £

[}HIH?JSI STORE.CATALYSTGAMELABS.COM
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