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OMNIMECH RECORD SHEET

Ammo: (SRM 4] 25, (SRM 6] 15
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/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Fire Moth (Dasher) Prime Name:
Movement Points: Tonnage: 20 . _— .
Gi Skill: Pil Skill:
Walking: 10 Tech Base: Clan unnery Sidll: - Piloting Sli
Running: 15 [20] Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser LA 5 7[DE] — 5 10 15
1 SRMB RA 4 2/MsIIMCS] — 3 6 9
1 SRM4 RT 3 2/MslI[MCS] — 3 6 9

Left Torso

Left
Torso Rear
(2)

ARMOR DIAGRAM

Head (5)

Right Torso

Right Arm

(3)

Right
Torso Rear

(2)

BV: 1,251
\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (5) Right Torso [5) v
Left Arm 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder °
2. Upper Arm Actuator 3. COCkp"? 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. FerroFibrous 13 3. Lower Arm Actuator o9
"2 4. Hand Actuator 5. S_ensors "2 4. Hand Actuator "
5. ER Medium Laser B. Life Support 5. SRME 28
6. ER Medium Laser 6. Ammo (SRM B) 15 Right 27
Arm 2B *
1. Endo Steel Center Torso 1. Endo Steel (3)
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 46 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
*
1. Gyro _ (4) 20
Left Torso 2. XL Fusion Engine Right Torso (CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. [ Double Heat Sink 5. MASC 3. | Double Heat Sink
133 | 135] . —\ [Is
4. L Double Heat Sink 6. Endo Steel 4. L Double Heat Sink Double Heat Sinks: -
5. Endo Steel 5. SRM4 1020 a5
6. FerroFibrous Engine Hts O O O 6. Ammo (SRM 4) 25 Level* Effects (20) 14*
Gyro Hits O O 30 Shutdown prm
1. F -Fibl 1. Endo Steel .
erroribrous Sensor Hits O O ndo : tee 28  Ammo Exp, avoid on 8+ ©)
2. Roll Again Life S :0 2. FerroFibrous 56  Shutdown. avoid on 10+ O 12
3. Roll Again ITe suppor 3. Ferro-Fibrous ' .
4-6 4. Roll Again 4-6 4. Roll Again 25 5 Move.”.]ent Po.'nts O i
) 9 ) g 24  +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again o @) 9
22 Shutdown, avoid on 8+ O n
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3Mm ¢ Point: 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TM'\"Od'f'er zUPF'Ti 1
-1 Movement Points
\ / '\ / | o

© 2020 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.



OMNIMECH RECORD SHEET

( 'MECH DATA \

BATTLETECH

( WARRIOR DA \

Left Torso

ARMOR DIAGRAM

Head (5)

Right Torso

N
Type: Fire Moth (Dasher]) A Name:
Movement Points: Tonnage: 20 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 10 Tech Base: Clan v — 9
Running: 15 [20] Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 Anti-Missile System LA 1 [PD] - 1 - =
1 TAG RA  — [E] — 5 9 15 J \
1 Active Probe RA — [f] - - — s l\' Ny Right Arm
1 Streak SRM 4 RT 3 2/MsIIMC] — 4 8 12 l Y/‘\:* (3)
G5l s
D=~
f— =N
all (©
A=V
&E‘\i
2
El
My
A\
«
Left Right
Ammo: (AMS) 24, [Streak SRM 4) 25 Torso Rear Torso Rear
(2) (2)
BV: 639 (
\,
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (5) Right Torso [5) v
Left Arm (CASE) 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder °
2. Upper Arm Actuator 3. COCkp"? 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S_ensors "2 4. Hand Actuator "
5. Anti-Missile System 6. Life Support 5. TAG 28
6. Ammo (AMS) 24 6. Active Probe Right 27
Arm 2B *
1. Endo Steel Center Torso 1. Endo Steel (3)
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 46 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
20*
1. Gyro ) (4]
Left Torso 2. XL Fusion Engine Right Torso (CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. | Double Heat Sink 5. MASC 3. [Double Heat Sink
1-3 4. [Double Heat Sink 6. Endo Steel 1-3 4. L Double Heat Sink Double Heat Sinks: N, 18
5. Endo Steel 5. Streak SRM 4 10 20' 15*
6. FerroFibrous Engine Hts O O O 6. Ammo (Streak SRM 4) 25 Level* Effects (20) 14*
Gyro Hits O O 30 Shutdown prm
1. F -Fibl 1. Endo Steel .
erro-ribrous Sensor Hits O O nao : tee 28  Ammo Exp, avoid on 8+ @)
2. Roll Again Life S :0 2. FerroFibrous 56  Shutdown. avoid on 10+ O 12
ITe suppor | !
4-6 3. Roll Again PP 4-6 3. Ferro-Fibrous o5 .5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
: l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3Mm Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMOd'f'erzUPF'Ti 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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OMNIMECH RECORD SHEET

( 'MECH DATA \

Type: Fire Moth (Dasher) B

N\

BATTLETECH

( WARRIOR DA \

Left Torso

ARMOR DIAGRAM

Head (5)

Right Torso

Name:
Movement Points: Tonnage: 20 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 10 Tech Base: Clan v — 9
Running: 15 [20] Rules Level: Standard HitsTaken | 1 | 2 | 3 | 4 | 5 | &
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 APod RL — [PDOSAI - - - =
1 Medium Pulse Laser LA 4 7 [P] - 4 8B 12 J \
2 Machine Gun RA — 2[DBA] - 1 2 3 l\' \~ Right Arm
1 ECM Suite RA — [E] - - - B l.?i‘é (3)
1 Medium Pulse Laser RT 4 7[P] - 4 8 12 X T.
D=~
=\t
e ©
A=V
&E‘\i
2
El
My
A\
«
Left Right
Ammo: (Machine Gun) 100 Torso Rear Torso Rear
(2) (2)
BV: 1,064
\ Q@
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (5) Right Torso [5) v
Left Arm 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder °
2. Upper Arm Actuator 3. COCkp"? 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S_ensors "2 4. Hand Actuator "
5. Medium Pulse Laser 6. Life Support 5. Machine Gun 28
6. Endo Steel 6. Machine Gun Right 27
A
1. Ferro-Fibrous Center Torso 1. Ammo (Machine Gun) 100 (r;n] 267
2. Roll Again 1. XL Fusion Engine 2. ECM Suite 25*
3. Roll Again 2. XL Fusion Engine 3. Endo Steel 24+
4-6 4. Roll Again 3. XL Fusion Engine 46 4. Ferro-Fibrous o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right 21
6. Gyro Leg v
1. Gyro ) (4]
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. [Double Heat Sink 5. MASC 3. [Double Heat Sink
1-3 4. L Double Heat Sink 6. Endo Steel 1-3 4. L Double Heat Sink e 16
Double Heat Sinks: .
5. Endo Steel 5. Medium Pulse Laser 10(20 15
6. Ferro-Fibrous Engine Hits 6. Endo Steel Level* Effects [ ] 14*
g
Gyro Hits O O 30 Shutdown prm
1. FerroFib 1. FerroFib ;
2 FollAgen Sensor Hits O O 2 Ferrorbroe 28 Amma B, avoid an B+ 3 12
. Life Support o) 3' 26 Shutdown, avoid on 10+
4-6 3. Roll Again 4-6 . Roll Again o5 5 Moverr.]ent Pqints O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
:. Roll Again 2 Roll Again 23 Ammo Exp, avoid on 6+ O S
. Roll Again . Roll Again 22 Shutdown, avoid on B+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
: l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3Mm Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re 3
5. Endo Steel Damage Transfer 5. A-Pod 10 -2 Moverrjent F'qmts 2
6. Roll Again Diagram 6. Endo Steel 2 TM'\"Od'f'er zUPF'Ti 1
-1 Movement Points
\, / '\ / | o

© 2020 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.



ARMOR DIAGRAM

Head (7)
Left Torso

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

Head

/4 \ / \
'MECH DATA \ WARRIOR DA
Type: Howler (Baboon) Name:
Movement Points: Tonnage: 20 . _— .
Walking: 7 Tech Base: Clan Gunnery Skill: Piloting Skill:
Running: 11 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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
3 LRM5 RT 2 1/Msl[MCS] — 7 14 21
Right Arm
(5)
Left Right
Ammo: (LRM 5) 72 Torso Rear Torso Rear
(2) (2)
\ BV: 645 (&
\ /
/ \ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE Scale

Head Left Torso (5) Right Torso [5) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder °
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
"2 4. Hand Actuator 5. S_ensors "2 4. Hand Actuator "
5. [Dnuble Heat Sink 6. Life Support 5. Roll Again 28
6. L Double Heat Sink 6. Roll Again Right 27
X Arm 2B *
1. [Duuble Heat Sink Center Torso 1. Roll Again (3)
2. L Double Heat Sink 1. Fusion Engine 2. Roll Again 25*
4-6 3. [Double Heat Sink 2. Fusion Engine 4-6 3. Roll Again 24+
4. L Double Heat Sink 3. Fusion Engine 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again
. ! 22*
6. Roll Again 5. Gyro B. Roll Again .
- Right
6. Gyro Leg 21
*
1. Gyro ) (4] 20*
Left Torso 2. Fusion Engine Right Torso (CASE) 19
1. Endo Steel 46 3. Fusion Engine 1. LRM5 18*
2. Endo Steel "0 4. Fusion Engine 2. LRM5 17+
3. Endo Steel 5. Endo Steel 3. LRM5
- . . - 16
1 3 4. Ferro-Fibrous 6. Ferro-Fibrous 1 3 4. Ammo (LRM 5) 24 Double Heat Sinks:
5. Ferro-Fibrous 5. Ammo (LRM 5) 24 10 20' 15*
6. FerroFibrous Engine Hts O O O 6. Ammo (LRM 5) 24 Level* Effects (20) 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll Again s Hit o o 1. Endo Steel 28 Ammo Exp, avoid on 8+ O
2. Roll Again ensor Hits 2. Endo Steel . 12
: Life Support O : 26  Shutdown, avoid on 10+ ®)
4'6 2 Roll Again 4'6 2 Endo Steel o5 .5 Movement Points O 11
5. Roll Again . Ferro-Fibrous 24 +4 Modifier to Fire O 10
. Roll Again 5. Ferro-Fibrous .
s s 23 Ammo Exp, avoid on 6+ O 9
. Roll Again . Ferro-Fibrous 22 Shutdown, avoid on B+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ @) 5
1. Hi 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3Mm ¢ Point: 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 180 '+21MMOVZTEHE F'gnts 2
6.1 Double Heat Sink Diagram 6.1 Double Heat Sink ocmer to fire 1
\ AN 5 -1 Movement Points . o

© 2020 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.



( 'MECH DATA \

BATTLEMECH RECORD SHEET

( WARRIOR DA \

BATTLETECH

ARMOR DIAGRAM

Head (8)

Left Torso
(8)

Right Torso

N
Type: Piranha Name:
Movement Points: Tonnage: 20 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 9 Tech Base: Clan v — 9
Running: 14 Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 11 | Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser LA 5 7[DE] — 5 10 15
1 ER Medium Laser RA 5 7[DE] — 5 10 15
6 Machine Gun LT — 2[DBAI] - 1 2 3 Right Arm
6 Machine Gun RT — 2[DBAI — 1 2 3 (6)
1 ER Small Laser CT 2 5]DE] - 2 4 6
Left Right
Ammo: (Machine Gun) 200 Torso Rear Torso Rear
(2) (2)
BV: 998
\ sy
\ == /
/, \" INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (5) Right Torso [5) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder °
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Endo Steel 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S_ensors "2 4. Hand Actuator "
5. ER Medium Laser 6. Life Support 5. ER Medium Laser 28
6. Roll Again 6. Roll Again Right 27
A
1. Roll Again Center Torso 1. Roll Again (I;irT‘] =
2. Roll Again 1. XL Fusion Engine 2. Roll Again 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 46 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right 21
6. Gyro Leg v
1. Gyro . (4)
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. Machine Gun 5. Heat Sink 3. Machine Gun
1-3 4. Machine Gun 6. ER Small Laser 1-3 4. Machine Gun Heat Sinks: 16
5. Machine Gun 5. Machine Gun 1 D 15*
6. Machine Gun Engine Hts O O O 6. Machine Gun Level* Effects 14*
. Gyro Hits 00 . 30 Shutdown 13*
1. Machine G 1. Machine G .
2 M:zh::: sﬁ: Sensor HitsQ O 2 M:zh::: eﬂ: 28 Ammo Exp, avoid on B+ Q 12
: : : 26  Shutdown, avoid on 10+ ®)
3. Ammo (Machine Gun) 100 Life Support O 3. Ammo (Machine Gun) 100 ' . Py
4-6 4. Endo Steel 4-6 4. Endo Steel 25 5 Moverr.]ent qunts O
) ) 24  +4 Modifier to Fire O 10*
5. Endo Steel 5. Endo Steel .
s S s s 23 Ammo Exp, avoid on 6+ O 9
. Endo Steel . Endo Steel 22 Shutdown, avoid on B+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ @) 5
1. Hi 1. Hi 17 +3 Modifier to Fire O "
P game P labs P 15 3Mm ¢ Point: 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re 3
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TM'\"Od'f'er zUPF'TE‘t 1
-1 Movement Points
\, / '\ / | o

© 2020 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.



OMNIMECH RECORD SHEET

BATTLETECH

Ammao: (Streak SRM 4) 25

\\ BV: 1451 (ﬁ)

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Fire Falcon Prime Name:
Movement Points: Tonnage: 25 . _— .
) Gi Skill: Piloting Skill:
Walking: 8 Tech Base: Clan unnerySidt - Filoting =k
Running: 12 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 Pulse Laser LA 4 7 [P] - 4 B 12
2 ER Medium Laser RA 5 7[DE] — 5 10 15
2 ER Small Laser RA 2 5][DE] - 2 4 B
2 Streak SRM 4 LT 3 2/MsI[MC] — 4 8 12

ARMOR DIAGRAM

Head (9)
Left Torso Right Torso

Right Arm
(8)

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

\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (6) Right Torso (6] Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Medium Pulse Laser 4. Roll Again 13 3. ER Medium Laser o9
4. Endo Steel 5. Sensors 4. ER Medium Laser -
5. Endo Steel B. Life Support 5. ER Small Laser 28
6. Endo Steel 6. ER Small Laser Left 27
. Arm 26*
1. Roll Again Center Torso 1. Ferro-Fibrous (4)
2. Roll Again 1. XL Fusion Engine 2. Ferro-Fibrous 25*
3. Roll Again 2. XL Fusion Engine 3. Ferro-Fibrous 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot 22
21
6. Gyro Leg -
1. Gyro ) (8] 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. Streak SRM 4 5. Roll Again 3. Ferro-Fibrous
1-3 . 1-3 . ) N L1se
4. Streak SRM 4 6. Roll Again 4. Ferro-Fibrous Double Heat Sinks: -
5. Ammo (Streak SRM 4) 25 5. Ferro-Fibrous 1020 15
6. Endo Steel Engine Hits 000 6. Ferro-Fibrous Level* Effects (20 14+
i 30 Shutdown
1. Endo Steel G\jI“D H!tS o o 1. Roll Again 28 Ammo Exp, avoid on 8+ O a3+
5 Endo Steel Sensor Hits O O 2 Rol A p. ave
- Endo Stee ; - Roll Again 26  Shutdown, avoid on 10+ ®) 12
46 3. Endo Stesl Life Support O 46 3. Roll Again 55 B Moverment Points 0O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ S 9*
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hip L 1. Hip 17  +3 Modifier to Fire O 5+
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 180 qul\sz-TenE F'E_'“ts 2
6.1 Double Heat Sink Diagram 6.1 Double Heat Sink e M odmer t”P 'Tet 1
-1 Movement Points
\, / '\ / | o

© 2020 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.



OMNIMECH RECORD SHEET

Ammo: (LRM 10) 12, (Uttra AG/2) 45

.
Type: Fire Falcon A
Movement Points: Tonnage: 25
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 Small Laser LA 2 5]DE] — 2 4 B
1 Ultra AC/2 RA 1 2/Sht 2 9 18 27
[DBR/C]
1 LRM 10 LT 4 1/MsI[MCS] — 7 14 21

BATTLETECH

( WARRIOR DA \

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

Left Torso

Left
Torso Rear

(2)

ARMOR DIAGRAM

Head (9)

Right Torso

Right Arm
(8)

Right

Torso Rear

(2)

BV: 822
\ Y
\ == /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (6) Right Torso (6] Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
q.g & ERSmallLaser 4. Roll Again 132 [Ultra AC/2 5
™2 4. Endo Steel 5. Sensors "2 4. LutraAc/2 -
5. Endo Steel 6. Life Support 5. Ferro-Fibrous 28
6. Endo Steel 6. Ferro-Fibrous 27
1. Roll Again Center Torso 1. Ferro-Fibrous 26~
2. Roll Again 1. XL Fusion Engine 2. Roll Again 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro )
Left Torso (CASE) 2. XL Fusion Engine Right Torso [CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. LRM 10 5. Roll Again 3. Ammo (Ultra AC/2) 45
1-3 4. Ammo (LRM 10) 12 6. Roll Again 1-3 4. FerroFibrous Double Heat Sinks: N 16
5. Endo Steel 5. Ferro-Fibrous 10 ED' 15*
6. Endo Steel Engine Hits 000 6. Ferro-Fibrous Level* Effects (20 14+
G\jl“D HitsQ O 30 Shutdown 13*
1. Endo Steel 1. F -Fibl .
ndo Stee Sensor Hits O O erro-ribrous 28  Ammo Exp, avoid on 8+ @)
2. Endo Steel Life Support O 2. Roll Again 96 Shutdown, avoid on 10+ O 12
4-6 3. Roll Again PP 4-6 3. Roll Again 25 .5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
:' ZOH 293'” 2 ?I: 298"1 23 Ammo Exp, avoid on 6+ O 9
- HolAgamn - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hi 1. Hi 17  +3 Modifier to Fire O "
P game P labs P 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 10 -2 Movement Points 2
6. Double Heat Sink Diagram 6. Double Heat Sink 2 ;! oder EUPF'Tet 1
-1 Movement Points
\, / '\ / | o
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ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

1 Targeting Computer LT

( 'MECH DATA \ \
Type: Fire Falcon B
Movement Points: Tonnage: 25
Walking: 8 Tech Base: Clan
Running: 12 Rules Level: Standard
Jumping: 0 Role: Sniper
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Large Laser LA 12 10[DE] — 8 15 25
1 ER Large Laser RA 12 10|[DE] — 8 15 25

[l - - - -

( WARRIOR DA \

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

Left
Torso Rear

(2)

O
Torso Rear

Right Arm
(8)

Right

(2)

BV: 1,570
\
\ == /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (6) Right Torso [6) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. ERLlarge Laser 4. Roll Again 13 3. ERLlarge Laser o9
"2 4. Endo Steel 5. S'ensors "2 4. FerroFibrous "
5. Endo Steel 6. Life Support 5. Ferro-Fibrous 28
6. Endo Steel 6. Ferro-Fibrous Left 27
. Arm 26*
1. Roll Again Center Torso 1. Roll Again (4)
2. Roll Again 1. XL Fusion Engine 2. Roll Again 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot 22
21
6. Gyro Leg -
1. Gyro ) (8] 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. | Targeting Computer 5. Roll Again 3. Ferro-Fibrous
1-3 [ : . 1-3 ! ) N s
4. L Targeting Computer 6. Roll Again 4. Ferro-Fibrous Double Heat Sinks: -
5. Endo Steel 5. Ferro-Fibrous 10 [ED] 15
6. Endo Steel Engine Hits 000 6. Ferro-Fibrous Level* Effects 14+
i 30 Shutdown
1. Endo Steel G\jI“D H!tS o o 1. Roll Again 28 Ammo Exp, avoid on 8+ O a3~
5 Endo Steel Sensor Hits O O 2 Rol A p. ave
- Endo Stee ; - Poll Again 26 Shutdown, avoid on 10+ ®) 12
46 3. Roll Again Life Support O 46 3. Roll Again 55 B Moverment Points 0O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ S 9*
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hip L 1. Hip 17  +3 Modifier to Fire O 5+
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 180 qul\sz-TenE F'E_'“ts 2
6.1 Double Heat Sink Diagram 6.1 Double Heat Sink e M odmer t”P 'Tet 1
-1 Movement Points
\ /7 "\ / | o
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

( 'MECH DATA \ \ ( WARRIOR DA \
Type: Arctic Cheetah [Hankyu) Prime Name:
\'\A";;‘I’Ei':;"t p°'gt5‘ I:ZE?:S'E: ggn Gunnery Skilk Piloting Skill:
Running: 12 Rules Level: Standard HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 6 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 LA 5 7[DE] — 5 10 15
1 LRM5 LA 2 1/MsI[MCS] — 7 14 21
1 ER Medium Laser RA 5 7[DE] — 5 10 15 Left Arm Right Arm
1 LRM 5 RA 2 1/Msl[MCS] — 7 14 21 (7) (7)
1 TAG LT — [E] — 5 9 15
1 ECM Suite LT — [E] - - - B
1 Flamer RT 3 2[DEHAI - 1 2 3
1 Active Probe RT — [E] - - =5 Left Right
Leg Leg
(8)
Left Right
Ammo: (LRM 5] 48 Torso Rear Torso Rear
(4) (4)
\ BV: 1,334 @
\ /
/ \
CRITICAL TABLE \ Head Scale
Head Left Torso (7 Right Torso [ 7) v
Left Arm 1. Life Support Right Arm '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
3. Lower Arm Actuator 4. FerroFibrous 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 23
5. ER Medium Laser 6. Life Support 5. ER Medium Laser 28>
6. LRM5 6. LRM5 Left Right 27
Arm Arm 2B *
1. Endo Steel Center Torso 1. Endo Steel (5) (5)
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion En;ne 46 4. Roll Again 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro B. Roll Again Left Right
6. Gyro Leg Leg 21
1. Gyro (7) (7) 20"
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. Ammo (LRM 5) 24 5. Jump Jet 3. [Double Heat Sink
1-3 4. TAG 6. Jump Jet 1-3 4. L Double Heat Sink Double Heat Sinks: N 16*
5. ECM Suite - - 5. Flamer 10 (20) a5
6. Endo Steel Engine Hts O O O 6. Ammo (LRM 5) 24 Level* Effects 14*
1. Endo Steel G\jI“D Hits o o 1. Active Probe 80 Shutdown . a3~
I Sensar Hits 00 e 28 pmmobp swdonge 2
4-6 2 Eerro-Flbrous Ire UPPUT‘t 4-6 3. Endo Steel o5 .5 Movement Points O 11
. Ferro-Fibrous 4. Ferro-Fibrous 24 +4 Modifier to Fire O 10
5. Roll Again 5. Ferro-Fibrous 23 Ammo Exp, avoid on 6+ O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ @) 5
1. Hip L B 1. Hip 17 +3 Modifier to Fire O 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re 3
5. Jump Jet Damage Transfer 5. Jump Jet 180 -+21MMOVZTEHE P'Smts 2
\ /7 "\ / | o
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OMNIMECH RECORD SHEET

\
( 'MECH DATA \

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Type: Arctic Cheetah (Hankyu) A Name:
Movement Points: Tonnage: 30 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Clan v — 9
Running: 12 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 6 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM 6 LA 4 2/MsIMC] — 4 8 12
1 Flamer LA 3 2[DEHAI - 1 2 3
1 Streak SRM 6 RA 4 2/MsI[MC] — 4 8 12 Left Arm Right Arm
1 Small Pulse Laser RA 2 3[PA] - 2 4 B (7) (7)
Left Right
Leg Leg
(8)
Left Right
Ammo: (Streak SRM 6] 30 Torso Rear Torso Rear
(4) (4)
BV: 1,117
\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (7 Right Torso [ 7) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp"? 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S_ensors "2 4. Hand Actuator "
5. [Streak SRM 6 B. Life Support 5. [Streak SRM 6 28
6. LStreak SRM 6 6. L Streak SRM 6 Right 27
Arm 2B *
1. Flamer Center Torso 1. Small Pulse Laser (5)
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel 25*
4-6 3. Ferro-Fibrous 2. XL Fusion Engine 4-6 3. Ferro-Fibrous 24+
4. Roll Again 3. XL Fusion Engine 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
*
1. Gyro _ (7) 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. Ammo (Streak SRM 6) 15 5. Jump Jet 3. [Double Heat Sink
1-3 4. Endo Steel 6. Jump Jet 1-3 4. L Double Heat Sink Double Heat Sinks: N 16
5. Endo Steel 5. Ammo (Streak SRM 6) 15 10 20' 15*
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects (20] 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. F -Fibl 1. Endo Steel .
A Sensor Hits OO i @ pmobo modme: T
: : : 26  Shutdown, avoid on 10+ ®)
a 6 3. Roll Again Life SUPPUT‘to a 6 3. Ferro-Fibrous o5 .5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
: l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3Mm Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+ 3
4. Foot Actuator 4. Foot Actuator jl S ;EMMOd'f'er EDF'FI'ri
5. Jump Jet Damage Transfer 5. Jump Jet g -+1 MOVZ.TEHt E.m s 2
6. Jump Jet Diagram 6. Jump Jet A odifier tup I'ri p
-1 Movement Points
\, / '\ / | o
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BATTLETECH

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Arctic Cheetah (Hankyu) B Name:
Movement Points: Tonnage: 30 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Clan v — 9
Running: 12 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 6 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 LA 5 7[DE] — 5 10 15
1 Medium Pulse Laser LA 4 7 [P] - 4 8B 12
1 LB2-XAC RA 1 2[DBC/F/S] 4 10 20 30 Left Arm Right Arm
1 Flamer RA 3 2[DEHAI - 1 2 3 (7) (7)
Left Right
Leg Leg
(8)
Left Right
Ammo: (LB-2X Cluster] 45 Torso Rear Torso Rear
(4) (4)
BV: 1,076 (
N\ /
\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (7 Right Torso [ 7) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp"? 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. FerroFibrous 13 3.[LB2-XAC o9
™2 4. Hand Actuator 5. Sensors ™2 4.|LB2XAC -
5. ER Medium Laser B. Life Support 5.lLe2xAC 28
6. Medium Pulse Laser 6. Flamer Right 27
Arm 2B *
1. Endo Steel Center Torso 1. Endo Steel (5)
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 46 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
*
1. Gyro ) (7] 20
Left Torso 2. XL Fusion Engine Right Torso (CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. Endo Steel 5. Jump Jet 3. [Double Heat Sink
1-3 4 Endo sicel 6. Jump Jet 1-3 4. L bouble Heat Sink Double Heat Sinks: N e
5. Endo Steel 5. Ammo (LB-2X Cluster) 45 10 20' 15+
6. Ferro-Fibrous Engine Hits 000 6. Endo Steel Level* Effects (20] 14+
Gyro Hits O O 30 Shutdown prm
1. F -Fibl 1. Endo Steel .
erro-ribrous Sensor Hits O O nao : tee 28  Ammo Exp, avoid on 8+ @)
2. Roll Again ? 2. FerroFibrous 56  Shutdown. avoid on 10+ O 12
a 6 3. Roll Again Life SUPPUT‘t o a 6 3. Ferro-Fibrous o5 5 Movem}ent Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
: l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3Mm Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+ 3
4. Foot Actuator 4. Foot Actuator jl S ;EMMOd'f'er EDF'FI'ri
5. Jump Jet Damage Transfer 5. Jump Jet 3 -+1 Movz.rfrjent Fqln ° 2
6. Jump Jet Diagram 6. Jump Jet 5 M odimer tUF’ ',ri 1
-1 Movement Points
\, / '\ / | o
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)
Left Torso

(10)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Hellion Prime Name:
Movement Points: Tonnage: 30 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Clan v — 9
Running: 11 [14] Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 ER Medium Laser LA 5 7[DE] — 5 10 15
2 ER Medium Laser RA 5 7|[DE] — 5 10 15
2 Streak SRM 2 LT 2 2/MsI[MC] — 4 8 12 Right Arm
1 LRM 10 RT 4 1/MsI[MCS] — 7 14 21
1 Streak SRM 2 RT 2 2/MsIMC] — 4 8 12
1 ER Medium Laser HD 5 7[DE] — 5 10 15
Left Right
Leg Leg
(14) (14)
Left Right
Ammo: (LRM 10) 12, (Streak SRM 2) 50 Torso Rear Torso Rear
(4) (4)
BV: 1,873
\,
\ == /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (7) Right Torso (7] Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP't_ 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. ER Medium Laser 13 3. ER Medium Laser o9
" 4. Hand Actuator 5. S'ensors "2 4. ER Medium Laser "
5. ER Medium Laser 6. Life Support 5. Ferro-Fibrous 28
6. Ferro-Fibrous 6. Ferro-Fibrous Left Right 27
. Arm Arm 2B *
1. Ferro-Fibrous Center Torso 1. Endo Steel (5) (5)
2. Ferro-Fibrous 1. XL Fusion Engine 2. Endo Steel 25*
3. Ferro-Fibrous i i 3. Roll Again *
46 4 rervofibrous 2 YL Fusion Faine 46, 1o =
. 3. XL Fusion Engine - hollAgain 23*
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg -
1. Gyro _ (7) (7) 20*
Left Torso (CASE) 2. XL Fusion Engine Right Torso [CASE) 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. Streak SRM 2 5. Roll Again 3. LRM 10
1-3 4. Streak SRM 2 6. Roll Again 1-3 4. Streak SRM 2 Double Heat Sinks: 16
5. Ammo (Streak SRM 2) 50 5. Ammo (LRM 10) 12 10 EDl 15*
6. Endo Steel Engine Hts O O O 6. MASC Level* Effects (20) 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Endo Steel 1. Endo Steel .
ndo Stee Sensor Hits QO O ndo Stee 28 Ammo Exp, av9|d on 8+ @)
2. Endo Steel ) 2. Endo Steel 56  Shutdown. avoid on 10+ O 12
a 6 3. Roll Again Life SUPPOT‘t o a 6 3. Roll Again o5 5 Movemlant Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 293 Ammo Exp, avoid on B+
6. Roll Again 6. Roll Again b, ave @) 9
9 9 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 10 -2 Movement Points 2
6.1 Double Heat Sink Diagram 6. Double Heat Sink 2 "11M'\"°d'f'er z”PF'_ret 1
-1 Movement Points
\, / '\ / | o
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)
Left Torso

(10)

Right Torso

/4 \ /4 \\
'MECH DATA \ WARRIOR DA
Type: Hellion A Name:
Movement Points: Tonnage: 30 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Clan v — 9
Running: 11 [14] Rules Level: Standard HitsTaken | 1 | 2 | 3 | 4 | 5 | &
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 LRM10 LA 4 1/MsI[MCS] — 7 14 21
1 LRM10 RA 4 1/MsI[MCS] — 7 14 21
1 LRM 10 CT 4 1/MsI[MCS] — 7 14 21 Right Arm
1 ER Medium Laser HD 5 7[DE] — 5 10 15
Left Right
Leg Leg
(14) (14)
Left Right
Ammo: (LRM 10) 36 Torso Rear Torso Rear
(4) (4)
BV: 1,543
\,
\ == /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (7) Right Torso [ 7) v
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP't_ 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. ER Medium Laser 13 3. Lower Arm Actuator o9
™2 4 AM10 5. Sensors "2 4 RM10 -
5. Ammo (LRM 10) 12 6. Life Support 5. Ammo (LRM 10) 12 28
6. Ferro-Fibrous 6. Ferro-Fibrous Left Right 27
. Arm Arm 2B *
1. Ferro-Fibrous Center Torso (CASE) 1. FerroFibrous (5) (5)
2. Ferro-Fibrous 1. XL Fusion Engine 2. Endo Steel 25*
4-6 3. Ferro-Fibrous 2. XL Fusion Engine a4-6 3. Endo Steel 24*
" 4. FerroFibrous 3. XL Fusion Engine " 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot Right 22
6. Gyro Leg Leg 21*
1. Gyro _ (7) (7) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. Endo Steel 5. LRM 10 3. MASC
1-3 4. Endo Steel 6. Ammo (LRM 10) 12 1-3 4. Endo Steel . N, &
( ) Double Heat Sinks: -
5. Endo Steel 5. Endo Steel 1020 a5
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects (20) 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll A 1. Roll A .
ol Again Sensor Hits O O ol Again 28  Ammo Exp, avoid on 8+ ©)
2. Roll Again Life Support O 2. Roll Again 96 Shutdown, avoid on 10+ O 12
4-6 3. Roll Again PP 4-6 3. Roll Again 25 .5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 10 -2 Movement Points 2
6.1 Double Heat Sink Diagram 6. Double Heat Sink 2 "11M'\"°d'f'er z”PF'_ret 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)
Left Torso

(10)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Hellion B Name:
Movement Points: Tonnage: 30 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Clan v — 9
Running: 11 [14] Rules Level: Standard HitsTaken | 1 | 2 | 3 | 4 | 5 | &
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 Heavy Large Laser RA 18 16 [DE] — 5 10 15
2 Heavwy Medium Laser LT 7 10[DE] - 3 B 8
2 Heavy Medium Laser RT 7 10[DE] - 3 B 8 Right Arm
1 Heavy Small Laser HD 3 B6][DE] - 1 2 3
Left Right
Leg Leg
(14) (14)
Left Right
Torso Rear Torso Rear
(4) (4)
BV: 1,569
\
\ == /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (7) Right Torso [ 7) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Heavy Small Laser 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors 4, Heavy Large Laser "
5. Ferro-Fibrous 6. Life Support 5. | Heavy Large Laser 28
6. Ferro-Fibrous 6. LHeavy Large Laser Right 27
1F § Arm 2B *
. Ferro-Fibrous Center Torso 1. Ferro-Fibrous (5)
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous 25*
3. Ferro-Fibrous 2. XL Fusion Engine 3. Endo Steel 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Endo Steel 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right 21
6. Gyro Leg
7 20*
1. Gyro ) (7] .
Left Torso 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. [ Double Heat Sink 5. [ Double Heat Sink 3. [Double Heat Sink
1-3 4. [Double Heat Sink 6. [Duubb Heat Sink 1-3 4. L Double Heat Sink Double Heat Sinks: N 16
5. [Heavy Medium Laser 5. [Heavy Medium Laser 13 (26 . 15*
6. L Heavy Medium Laser Engine Hits o o o 6. LHeavy Medium Laser Level* Effects [ ] 14+
X Gyro Hits 00 . 30 Shutdown 13*
1. [HEEV\I Medium Laser Sensor Hits O O 1 [Hea"y Medium Laser 28 Ammo Exp, avoid on 8+ 00
2. LHeavy Medium Laser ~ 2. LHeavy Medium Laser 56  Shutd id on 10+ O O 12
Llfe Suppor‘t o 3. MASC utaown, avoia on
a4-6 3. Endo Steel a4-6 25 -5 Movement Points O O 11
4. Endo Steel 4. Endo Steel . .
) ) 24  +4 Modifier to Fire O 10*
5. Endo Steel 5. Endo Steel .
6 Mol A 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- HolAgamn - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17  +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator ~o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 10 -2 Movement Points 2
6.1 Double Heat Sink Diagram 6.1 Double Heat Sink 8 +1 Modifier to Fire 1
\ / \\ 5 -1 Movement Points / o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

Ammao: (Machine Gun) 100

\
Type: Incubus (Vixen)
Movement Points: Tonnage: 30
Walking: 9 Tech Base: Clan
Running: 14 Rules Level: Standard
Jumping: 0 Role: Striker
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser RA 10 10[P] — B 14 20
1 ER Medium Laser LT 5 7I[DE] — 5 10 15
2 Machine Gun LT — 2[DBAI] - 1 2 3
1 ER Medium Laser RT 5 7[DE] — 5 10 15
2 Machine Gun RT — 2[DBAI - 1 2 3

\

BV: 1,596

BATTLETECH

( WARRIOR DA \

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

@

ARMOR DIAGRAM

Head (9)

Left Torso
(10)

Right Torso

Left
Torso Rear
(4)

Right Arm

Right

Leg

(14)

Right
Torso Rear

(4)

\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (7 Right Torso [ 7) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
"2 4. Hand Actuator 5. S_ensors "2 4. Hand Actuator "
5. Roll Again 6. Life Support 5. [Large Pulse Laser 28
6. Roll Again 6. LLarge Pulse Laser Left Right 27
. Arm Arm 2B *
1. Roll Again Center Torso (CASE) 1. Roll Again (5) (5)
2. Roll Again 1. XL Fusion Engine 2. Roll Again 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 46 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg
7 7 20*
1. Gyro . (7) (7)
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. ER Medium Laser 5. Al Machine Gun) 100 3. ER Medium Laser
1-3 4. Machine Gun 5. Err:j?gt(eelac e 1-3 4. Machine Gun Double Heat Sinks: Y
5. Machine Gun 5. Machine Gun 10 20' 15*
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects (20 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Endo Steel . 1. Endo Steel .
2. Ferro-Fibrous Sensor Hits o o 2. Ferro-Fibrous 28 Ammo Exp, avc-)ld on 8+ O 12
: Life Support O : 26  Shutdown, avoid on 10+ ®)
a8 T a8 [ 25 5o o |
) ) 24  +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O S
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ @) 5
1. Hi 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3Mm ¢ Point: 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re
5. Endo Steel Damage Transfer 5. Endo Steel 180 -+21MI\/IOVZ'TEH: P'S'nts 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous 5 M odimer tUF’ "ri 1
- ovement Points
\ /7 "\ / | o
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BATTLEMECH RECORD SHEET

Ammao: (Machine Gun) 100

\
Type: Incubus (Vixen] 2
Movement Points: Tonnage: 30
Walking: 9 Tech Base: Clan
Running: 14 Rules Level: Standard
Jumping: 0 Role: Striker
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC RA 15 15[DE] - 7 14 23
1 ER Medium Laser LT 5 7I[DE] — 5 10 15
2 Machine Gun LT — 2[DBAI] - 1 2 3
1 ER Medium Laser RT 5 7[DE] — 5 10 15
2 Machine Gun RT — 2[DBAI - 1 2 3

\

BV: 1913

BATTLETECH

( WARRIOR DA \

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

@

ARMOR DIAGRAM

Head (9)

Left Torso
(10)

Right Torso

Left
Torso Rear
(4)

Right Arm

Right

Leg

(14)

Right
Torso Rear

(4)

\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (7 Right Torso [ 7) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
"2 4. Hand Actuator 5. S_ensors "2 4. Hand Actuator "
5. Roll Again 6. Life Support 5. [ER PPC 28
6. Roll Again 6. LER PPC Left Right 27
. Arm Arm 2B *
1. Roll Again Center Torso (CASE) 1. Roll Again (5) (5)
2. Roll Again 1. XL Fusion Engine 2. Roll Again 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 46 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg
7 7 20%
1. Gyro . (7) (7)
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. ER Medium Laser 5. Al Machine Gun) 100 3. ER Medium Laser
1-3 4. Machine Gun B. E:;glgtle;c e Gun) 1 -3 4. Machine Gun Double Heat Sinks: \ 16
5. Machine Gun 5. Machine Gun 10 20' 15*
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects (20 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Endo Steel 1. Endo Steel .
2 Fgr:)o-FﬁZ‘:ous Sensor Hits o o 2 F;F‘:O-Ft\le](:ous 28 Ammo Exp, avc-)ld on 8+ 8 12
. Life Support o) 3' 26  Shutdown, avoid on 10+
a8 T a8 I 25 3N o |[
) ) 24  +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ S 9*
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ @) 5
1. Hi 1. Hi 17 +3 Modifier to Fire O "
- Hip game D labs - Hip 15 3M ¢ Point: 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints (@) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re
5. Endo Steel Damage Transfer 5. Endo Steel 180 quMOVZ_Ten: P'Slnts 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous 5 M odimer tUF’ "ri 1
-1 Movement Points
\ /7 "\ / | o
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BATTLEMECH RECORD SHEET

Ammao: (Machine Gun) 100, (Streak SRM 6) 15

\
Type: Incubus (Vixen] 3
Movement Points: Tonnage: 30
Walking: 9 Tech Base: Clan
Running: 14 Rules Level: Standard
Jumping: 0 Role: Striker
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM B RA 4 2/MsIMC] — 4 8 12
1 Medium Pulse Laser LT 4 7[P] - 4 8B 12
2 Machine Gun LT — 2[DBAI] - 1 2 3
1 Medium Pulse Laser RT 4 7[P] - 4 8B 12
2 Machine Gun RT — 2[DBAI - 1 2 3

( WARRIOR DA \

BATTLETECH

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

\

BV: 1,324

@

Left
Torso Rear
(4)

ARMOR DIAGRAM

Head (9)

Left Torso
(10)

Right Torso

Right Arm

Right

Leg

(14)

Right
Torso Rear

(4)

\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (7 Right Torso [ 7) v
Left Arm 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
"2 4. Hand Actuator 5. S_ensors "2 4. Hand Actuator "
5. Roll Again 6. Life Support 5. [Streak SRM 6 28
6. Roll Again 6. LStreak SRM 6 Left Right 27
. Arm Arm 2B *
1. Roll Again Center Torso (CASE) 1. Ammo (Streak SRM 6) 15 (5) (5)
2. Roll Again 1. XL Fusion Engine 2. Roll Again 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 46 4. Roll Again 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg
7 7 20*
1. Gyro . (7) (7)
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. Medium Pulse Laser 5. Al Machine Gun) 100 3. Medium Pulse Laser
1-3 4. Machine Gun 6. Err:j?gt(eelac e 1-3 4. Machine Gun Double Heat Sinks: Y
5. Machine Gun 5. Machine Gun 10 20' 15*
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects (20 14*
Gyro Hits O O 30 Shutdown prm
1. Endo Steel . 1. Endo Steel .
2. Ferro-Fibrous Sensor Hits o o 2. Ferro-Fibrous 28 Ammo Exp, avc-)ld on 8+ O 12
: Life Support O : 26  Shutdown, avoid on 10+ ®)
a8 T a8 [ 25 5o o |
) ) 24  +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O
6. Roll Again 6. Roll Again 25 Shutdown. avoid on 8+ 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ @) 5
1. Hi 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3Mm ¢ Point: 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re
5. Endo Steel Damage Transfer 5. Endo Steel 180 -+21MI\/IOVZ'TEH: P'S'nts 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous 5 M odimer tUF’ "ri 1
-1 Movement Points
\ / '\ / | o
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OMNIMECH RECORD SHEET

\
Type: Kit Fox (Uller) Prime
Movement Points: Tonnage: 30
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 ER Large Laser LA 12 10[DE] — 8 15 25
1 Small Pulse Laser LA 2 3[PA] - 2 4 B
1 Streak SRM 4 RA 3 2/MsIMC] — 4 8 12
1 LB5XAC RA 1 5[DBC/F/S] 3 8 15 24

Ammao: (LB-5X Cluster) 20, (Streak SRM 4] 25

BATTLETECH

( WARRIOR DA \

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

Left

Torso Rear

(4

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

)

Right Arm
(7)

Right
Leg
(8)

Right
Torso Rear

(4)

\ BV: 1.085 @
\ /
/ \
CRITICAL TABLE \ Head Scale
Head Left Torso (7 Right Torso [ 7) v
Left Arm 1. Life Support Right Arm (CASE) '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
3. Lower Arm Actuator 4. Ferro-Fibrous 3. Streak SRM 4
1-3 4 Hand Actuator S. Sensors 1-3 4 rsxac 23
5. ER Large Laser 6. Life Support 5. LB 5X AC 28>
6. Small Pulse Laser 6.| LB 5-XAC Right 27
1. Endo Steel Center Torso 1.LLB5-XAC A(r:sm] 26~
2. FerroFibrous 1. XL Fusion Engine 2. Ammo (Streak SRM 4) 25 25*
4-6 2- gz:: 2@36@ 2. XLFusion Engine 4-6 2- Qrf;m; (LB-5X Cluster) 20 24*
- gain 3. XL Fusion Engine - Endo Steel 23+
5. Roll Again 1-3 4. Gyro 5. Ferro-Fibrous
6. Rol Again 5. Gyro 6. Roll Again ) 22>
Right 21
6. Gyro Leg -
1. Gyro (7] 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. [ Double Heat Sink 5. [ Double Heat Sink 3. Endo Steel
1-3 4. [Double Heat Sink 6. [Duubb Heat Sink 1-3 4. Endo Steel Double Heat Sinks: N i 6*
5. [Double Heat Sink 5. Endo Steel 10 (20) a5
6. L Double Heat Sink Engine Hits 000 B. Ferro-Fibrous Level* Effects ( 14+
G\jl“D HitsQ O 30 Shutdown 13*
1. Endo Steel . 1. Ferro-Fibrous .
I Sensor Hits0 O S 28 pmmobp swdonge 2
4-6 2 Eerro-Flbrous Life SUPPUT‘t o 4-6 3. Roll Again o5 .5 Movement Points O 11
. Ferro-Fibrous 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O 5
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O
20 -4 Movement Points 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H mS'[ Right Leg 18 Shutdown, avoid on B+ @) 5
1. Hip game ) labs 1. Hip 17  +3 Modifier to Fire O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re 3
5. Roll Again Damage Transfer 5. Roll Again 180 -+21MI\/IOVZ'TEH: P'S'nts 2
6. Roll Again Diagram 6. Roll Again e 4 Mose;‘z;tupo'i;is 1
\, / '\ / | o
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OMNIMECH RECORD SHEET

( 'MECH DA \ \
Type: Kit Fox (Uller) A
Movement Points: Tonnage: 30
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
2 ER Medium Laser LA 5 7[DE] — 5 10 15
1 Gauss Rifle RA 1 15[DBX] 2 7 15 @22

Ammo: (Gauss) 16

BATTLETECH

( WARRIOR DA \

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Right Arm
(7)

Right
Leg
(8)

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

\ BV: 1,310 @
\ /
/ \
CRITICAL TABLE \ Head Scale
Head Left Torso (7 Right Torso [ 7) v
Left Arm 1. Life Support Right Arm (CASE) '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
3. Lower Arm Actuator 4. FerroFibrous 3. [ Gauss Rifle
1-3 4. Hand Actuator 5. Sensors 1-3 4. | Gauss Rifle 23
5. ER Medium Laser B. Life Support 5. | Gauss Rifle 28>
6. ER Medium Laser 6. | Gauss Rifle Right 27
1. Endo Steel Center Torso 1. | Gauss Rifle A(r:sm] 26~
2. Ferro-Fibrous 1. XL Fusion Engine 2. LGauss Rifle 25*
4-6 2- gz:: 2@36@ 2. XLFusion Engine 4-6 2- 2mm0 (Gauss) 8 24*
. gain 3. XL Fusion Engine - Ammo (Gauss) 8 23*
5. Roll Again 1-3 4. Gyro 5. Endo Steel
6. Roll Again 5. Gyro B. Ferro-Fibrous . 22>
Right 21
6. Gyro Leg -
1. Gyro (7] 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. [ Double Heat Sink 5. [ Double Heat Sink 3. Endo Steel
1-3 4. [Double Heat Sink 6. [Duubb Heat Sink 1-3 4. Endo Steel Double Heat Sinks: N i 6*
5. [Double Heat Sink 5. Endo Steel 10 (20) a5
6. L Double Heat Sink Engine Hits 000 B. Ferro-Fibrous Level* Effects ( 14+
G\jl“D HitsQ O 30 Shutdown 13*
1. Endo Steel . 1. Ferro-Fibrous .
I Sensor Hits0 O S 28 pmmobp swdonge 2
4-6 2 Eerro-Flbrous Life SUPPUT‘t o 4-6 3. Roll Again o5 .5 Movement Points O 11
. Ferro-Fibrous 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O 5
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O
20 -4 Movement Points L
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H mS'[ Right Leg 18 Shutdown, avoid on B+ @) 5
1. Hip game ) labs 1. Hip 17  +3 Modifier to Fire O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re 3
5. Roll Again Damage Transfer 5. Roll Again 180 -+21MI\/IOVZ'TEH: P'S'nts 2
6. Roll Again Diagram 6. Roll Again e 4 Mose;‘z;tupo'i;is 1
\ /7 "\ / | o
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OMNIMECH RECORD SHEET

( 'MECH DA \

Type: Kit Fox (Uller) B

N\

BATTLETECH

( WARRIOR DA \

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

Name:
Movement Points: Tonnage: 30 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Clan v — 9
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 ER Medium Laser LA 5 7[DE] — 5 10 15
1 ER Small Laser LA 2 5[DE] - 2 4 B
1 Ultra AC/10 RA 3 10/Sht - 6 12 18 Left Arm Right Arm
[DBR/C] (7) (7)
1 SRM6B RA 4 2/MsIIMCS] — 3 6 9
Left Right
Leg Leg
(8)
Left Right
Ammo: (SRM 6] 15, (Ultra AC/10) 20 Torso Rear Torso Rear
(4) (4)
BV: 1,087 (
\,
\ /
/, \" INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (7 Right Torso [ 7) v
Left Arm 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp"? 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. | Ultra AC/10 o9
™2 4. Hand Actuator 5. Sensors ™2 4.| uttraAC/10 -
5. ER Medium Laser 6. Life Support 5. | Uttra AC/10 28
6. ER Small Laser 6. LUltra AC/10 Right 27
A
1. Endo Steel Center Torso 1. SRM6 (r5m] =
2. FerroFibrous 1. XL Fusion Engine 2. Ammo (SRM 6) 15 25*
3. Roll Again 2. XL Fusion Engine 3. Endo Steel 24+
4-6 4. Roll Again 3. XL Fusion Engine 46 4. Ferro-Fibrous o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again
6. Roll Again 6. Roll Again 22>
. 5. Gyro - Right 21
6. Gyro Leg v
1. Gyro ) (7]
Left Torso 2. XL Fusion Engine Right Torso (CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
1 3 3. [Duuble Heat Sink 5. [Duuble Heat Sink 1 3 3. Ammo (Ultra AC/10) 10 \ 16
™2 4.1 Double Heat Sink 6. L Double Heat Sink "2 4. Ammo (Ultra AC/10) 10 Double Heat Sinks:
5. [Double Heat Sink 5. Endo Steel 1020 : 15*
6. L Double Heat Sink Engine Hts O O O 6. Endo Steel Level* Effects (20] 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Endo Steel 1. Endo Steel .
2 E:dg Sz:\ Sensor Hits o o 2 F;F‘:O-;\Z(:Ous £8 Ammo B, avc'”d on s 8 12
. Life Suppor‘t o) 3' 26 Shutdown, avoid on 10+
4-6 3. Ferro-Fibrous 4-6 . Ferro-Fibrous o5 .5 Movement Points O 11
4. Ferro-Fibrous 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again o @) 9
22 Shutdown, avoid on 8+ O n
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
: l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3Mm Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TM'\"Od'f'er zUPF'Ti 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (7)

Left Torso
(6)

Right Torso

/4 \ / \
'MECH DATA \ WARRIOR DA
Type: Pack Hunter Name:
Movement Points: Tonnage: 30 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Clan v — 9
Running: 11 Rules Level: Standard HitsTaken | 1 | 2 | 3 | 4 | 5 | &
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 ERPPC RT 15 [DE] - 7 14 23
N | =
I\ )y
@1\3-]‘@, Right Arm
OREIn il
7 SN~
KESSEU
Y N 4)‘}%‘3"—“"\' «_\\
/N
O
Left Right
Torso Rear Torso Rear
(2) (2)
BV: 1,369
N\ /
/, \" INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (7 Right Torso [ 7) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Endo Steel 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S_ensors "2 4. Hand Actuator "
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right 27
. Arm Arm 2B *
1. Roll Again Center Torso 1. Roll Again (5) (5)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 46 4. Roll Again 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot Right 22
6. Gyro Leg Leg 21*
1. Gyro _ (7) (7 20
Left Torso 2. Fusion Engine Right Torso 19*
1. [Double Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18*
2. L Double Heat Sink 4-6 4. Fusion Engine 2. L Double Heat Sink 17*
3. Jump Jet 5. Jump Jet 3. Jump Jet
1-3 4. Jump Jet 6. Roll Again 1 -3 4. Jump Jet Double Heat Sinks: 16
5. Jump Jet 5. Jump Jet 10 20' 15*
6. Endo Steel Engine Hts O O O 6. [ER PPC Level* Effects (20) 14*
i 30 Shutdown
1. Roll Again Gyro Hits O O 1.LerpPc 58 Ammo Exo. avoid on B+ @) 13*
Sensor Hits O O p, avo
2. Roll Again ? 2. Endo Steel 56  Shutdown. avoid on 10+ O 12
a 6 3. Roll Again Life SUPPUT‘to a 6 3. Roll Again o5 5 Movem}ent Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
N l_ ) 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3Mm Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re
5. Endo Steel Damage Transfer 5. Endo Steel 180 -+21MI\/IOVZ'TEH: P'S'nts 2
6. Endo Steel Diagram 6. Endo Steel e 4 Mose;‘z;tupo'i;is 1
\, / '\ / | o

© 2020 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.



OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (8)

Left Torso Right Torso

\é)cj%o))OOO

O O O

/4 \ /4 \
'MECH DA \ WARRIOR DA
Type: Cougar Prime Name:
Movement Points: Tonnage: 35 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Clan v — 9
Running: 8 Rules Level: Standard Hits Taken | 1 2| 3lals]|s
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 Large Pulse Laser LA 10 10[P] — 6 14 20
1 Large Pulse Laser RA 10 10[P] — B 14 20
1 LRM10 LT 4 1/MsI[MCS] — 7 14 21 Right Arm
1 LRM 10 RT 4 1/Msl[MCS] — 7 14 21 (11)
Right
Leg
(12)
Right
Ammo: (LRM 10) 24 Torso Rear Torso Rear
(4) (4)
BV: 1,485
\,
\ == /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (8) Right Torso [8) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
" a4 [Dnuble Heat Sink 5. Sensors " [Duuble Heat Sink -
5. L Double Heat Sink B. Life Support 5. L Double Heat Sink 28
6. [ Large Pulse Laser 6. [ Large Pulse Laser Left Right 27
Arm Arm 2B *
1. LLarge Pulse Laser Center Torso 1. LLarge Pulse Laser (8) (8)
2. Roll Again 1. XL Fusion Engine 2. Roll Again 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro Leg Leg 21*
1. Gyro _ (8) (8) 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso [CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. LRM 10 5. Endo Steel 3. [Double Heat Sink
1-3 4 Ammo (LRM 10) 12 6. Endo Steel 1-3 4. L bouble Heat sink Double Heat Sinks: 16
5. Endo Steel 5. LRM10 10 EDl 5%
6. Endo Steel Engine Hts O O O 6. Ammo (LRM 10) 12 Level* Effects (20) 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Endo Steel 1. F -Fibl .
e Sensor Hits 0 O S s pmobpassngs G =
. Life Support o) . 26 Shutdown, avoid on 10+
4-6 3. Endo Steel 4-6 3. Ferro-Fibrous o5 .5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 180 f‘qMMOVZTE”: P":j_'”ts 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous e M odimer tDF’ '_'"i 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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OMNIMECH RECORD SHEET

BATTLETECH

Ammao: (LRM 20 Artemis-capable) 24

\ BV: 1697

®

\
Type: Cougar A Name:
\'\A";;‘I’Ei':;”t p°"5'ts' I:Z;?:S'e: 32 . Gunnery Skil: _____ Piloting Skill:
Running: 8 Rules Level: Standard Hits Taken | 1 2| 3lals]|s
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 ER Medium Laser LA 5 7|[DE] — 5 10 15
1 ER Medium Laser RA 5 7[DE] — 5 10 15
1 LRM20 LT 6 1/Msl[MCS] — 7 14 21
w/ Artemis [V
1 LRM20 RT 6 1/Msl[MCS] — 7 14 21
w/ Artemis [V
1 Small Pulse Laser HD 2 3I[PAI] - 2 4 B

Torso Rear

(4)

ARMOR DIAGRAM

Head (8)

Left Torso

O O O

000 "lo 0 O

@

Right Torso

(

Right Arm

(11)

Right
Leg
(12)

Right
Torso Rear

4)

\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (8) Right Torso [8) v
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Small Pulse Laser 13 3. Lower Arm Actuator o9
" a4 [Dnuble Heat Sink 5. Sensors " [Duuble Heat Sink -
5. L Double Heat Sink B. Life Support 5. L Double Heat Sink 28
6. ER Medium Laser 6. ER Medium Laser Left Right 27
Arm Arm 2B *
1. Ammo (LRM 20 Artemis-capable) 6 Center Torso 1. Ammo (LRM 20 Artemis-capable) 6 (8) (8)
2. Ammo (LRM 20 Artemis-capable) 6 1. XL Fusion Engine 2. Ammo (LRM 20 Artemis-capable) 6 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg -
1. Gyro (8) (8) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3.[LRM 20 5. Endo Steel 3. | Double Heat Sink
1-3 1-3 . ] N\ |18
:' tgm Zg 6. Endo Steel :' E;”Mb':DHe“ Sink Double Heat Sinks: Py
6.LLrRM 20 Engine Hts O O O 6.| LRM 20 Level* Effects 10(=0) 14*
) Gyro Hits O O 30 Shutdown prm
1. Artemis IV FCS . 1.| LRM 20 .
Sensor Hits o o 28 Ammo Exp, avoid on 8+ O
2. Endo Steel Life Support O 2.lLAm 20 26 Shutdown, avoid on 10+ ©) 12
4-6 3. Endo Steel 4-6 3. Artemis IV FCS o5 .5 Movement Points O 11
4. Endo Steel 4. Ferro-Fibrous . X
24  +4 Modifier to Fire O 10*
5. Endo Steel 5. Ferro-Fibrous .
6 Endo Stecl 6 F Fib 23 Ammo Exp, avoid on 6+ O 9
- Endo Stee - rerroribrous 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
I utdown, avoid on 6+
Left Leg LV Right Leg 18  Shutd idon 6 O 5
1. Hip LYy 1. Hip 17  +3 Modifier to Fire O 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @)
14 Shutdown, avoid on 4+ 4
3. Lower Leg Actuator 3. Lower Leg Actuator . . 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 10 -2 Movement F'qmts 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous g 4;1Ml\/lod|f|er EUPF'_'"‘?: 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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OMNIMECH RECORD SHEET

BATTLETECH

\ \
( 'MECH DA \ ( WARRIOR DA

\\ BV: 1.774 (ﬁ)

Type: Cougar B Name:
Movement Points: Tonnage: 35 . _— .
) Gi Skill: Piloting Skill:
Walking: 5 Tech Base: Clan unnery il Frloting 5
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 ERPPC LA 15 15]DE] - 7 14 23
1 ERPPC RA 15 15[DE] - 7 14 23
1 ER Medium Laser HD 5 7[DE] — 5 10 15

Torso Rear

(4)

ARMOR DIAGRAM

Head (8)

Left Torso

O O O

000 "lo 0 O

@

Right Torso

(

Right Arm

(11)

Right
Leg
(12)

Right
Torso Rear

4)

\ /
/ \
CRITICAL TABLE N\ Head Scale
Head Left Torso (8) Right Torso [8) v
Left Arm 1. Life Support Right Arm '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
3. [ Double Heat Sink 4. ER Medium Laser 3. [ Double Heat Sink
13, [Dnuble Heat Sink 5. Sensors 13, [Duuble Heat Sink 23
5. [Dnuble Heat Sink B. Life Support 5. [Duuble Heat Sink 28>
6. L Double Heat Sink 6. L Double Heat Sink Left Right 27
Arm Arm 2B *
1. [ER PPC Center Torso 1. [ER PPC (6] (6]
2.LERPPC 1. XL Fusion Engine 2.LERPPC 25>
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot Right 2;
6. Gyro Leg Leg -
1. Gyro (8) (8) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. | Double Heat Sink 5. Endo Steel 3. [ Double Heat Sink
13, [Double Heat Sink 6. Endo Steel 13, [Double Heat Sink Double Heat Sinks: N HE 6*
5. [Double Heat Sink 5. [Double Heat Sink 16 (32) a5
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects ( 14*
Gyro Hits 00 . 30 Shutdown 13*
1. Endo Steel . 1. | Double Heat Sink .
2. Endo Steel Sensor Hits oo 2. [Duuble Heat Sink :2 é?u :;vaip' a?/\;?éd Donn180++ 8 8 12
4-6 2 Endo Steel Life SUPPOT‘t o 4-6 3. Ferro-Fibrous 25 .5 Movement Points O O 11
. Endo Steel 4. Ferro-Fibrous 24 +4 Modifier to Fire O O 10+
5. Endo Steel 5. Ferro-Fibrous 293 Ammo Exp, avoid on B+
6. Roll Again 6. Roll Again P, avo oo 9
22 Shutdown, avoid on 8+
e ole) g8
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hip L B 1. Hip 17 +3 Modifier to Fire O 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 180 f‘qMMOVZTE”: P":j_'”ts 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous 5 Mo[\)/e;?a;tul:’oli;is 1
\, / '\ / | o
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BATTLEMECH RECORD SHEET

RRIOR DATA \

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4
Type: Horned Owl (Peregrine) Name:
Movement Points: Tonnage: 35 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Clan v — 9
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 6 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser LA 4 7 [P] - 4 B 12
1 Medium Pulse Laser RA 4 7 [P] — 4 8 12
1 Large Pulse Laser CT 10 10[P] — B 14 20 Left Arm Right Arm
(9) (9)
Left Right
Leg Leg
(11) (11)
Left Right
Torso Rear Torso Rear
(4) (4)
BV: 1,434
\, (
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (8) Right Torso [8) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S_ensors "2 4. Hand Actuator "
5. Medium Pulse Laser 6. Life Support 5. Medium Pulse Laser 28
6. Endo Steel 6. Endo Steel Left Right 27
§ Arm Arm 2B *
1. Ferro-Fibrous Center Torso 1. Endo Steel (8) (6)
2. Ferro-Fibrous 1. Fusion Engine 2. Ferro-Fibrous 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 46 4. Roll Again 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot Right 22
6. Gyro Leg Leg 21*
1. Gyro _ (8) (8) 20*
Left Torso 2. Fusion Engine Right Torso 19
1. [Double Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18*
2. L Double Heat Sink 4-6 4. Fusion Engine 2. L Double Heat Sink ,_\ 17*
3. Jump Jet 5. [ Large Pulse Laser 3. Jump Jet _
1-3 4. Endo Steel 6. [Lar e Pulse Laser 1-3 4. Endo Steel HEAT DA e N, |18
9 Double Heat Sinks: "
5. Endo Steel 5. Endo Steel Heat 1020 a5
6. Ferro-Fibrous Engine Hits o o o 6. Ferro-Fibrous Level* Effects [ ] 14+
G\jl“D HitsQ O 30 Shutdown 13*
1. FerroFib 1. FerroFib ;
erroribrous Sensor Hits O O ErroFbrous 28  Ammo Exp, avoid on 8+ ©)
2. Roll Again Life Support O 2. Roll Again 26 Shutdown, avoid on 10+ O 12
4-6 3. Roll Again pp 4-6 3. Roll Again o5 .5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
: l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3Mm Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+ 3
4. Foot Actuator 4. Foot Actuator jl 8 ;EMMOd'f'er EDF'FI'ri
5. Jump Jet Damage Transfer 5. Jump Jet 3 -+1 Movz.rfrjent Fqln ° 2
6. Jump Jet Diagram 6. Jump Jet 5 AM odimer tUF’ |‘ret 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Horned Owl (Peregrine) 2 Name:
Movement Points: Tonnage: 35 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Clan v 9
Running: 9 Rules Level: Standard Hits Taken | 1 2| 3lals|s
Jumping: 6 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
3 LRM5 LT 2 1/Msl[MCS] — 7 14 21
3 LRM5 RT 2 1/MsI[MCS] — 7 14 21
Left Arm Right Arm
(9) (9)
Left Right
Leg Leg
(11) (11)
Left Right
Ammo: (LRM 5) 96 Torso Rear Torso Rear
(4) (4)
BV: 1,191 (
N\ /
\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (8) Right Torso [8) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S_ensors "2 4. Hand Actuator "
5. Endo Steel 6. Life Support 5. Endo Steel 28
6. Ferro-Fibrous 6. Endo Steel Left Right 27
§ Arm Arm 2B *
1. Ferro-Fibrous Center Torso 1. FerroFibrous (8) (6)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 46 4. Roll Again 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro B. Roll Again Left Right >
6. Gyro Leg Leg -
1. Gyro _ (8) (8) 20
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) 19*
1. [Double Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18*
2. L Double Heat Sink 4-6 4. Fusion Engine 2. L Double Heat Sink ,_\ 17*
3. Jump Jet 5. Roll Again 3. Jump Jet _
1-3 4. LRM5 6. Roll Again 1-3 4. LRM5 HEAT DA I N, 18
g Double Heat Sinks: "
5. LRM5 5. LRM5 Heat 1020 15
6. LRM5 Engine Hts O O O 6. LRM5 Level* Effects (20) 14*
i 30 Shutdown
1. Ammo (LRM 5) 24 Gyro H!ts oo 1. Ammo (LRM 5) 24 28  Ammo Exp, avoid on 8+ (@) 137
2. Ammo (LAM 5] 24 LS]? ngur- H'ti 8 ° 2. Ammo [LRM 5] 24 26 Shutdown, avoid on 10+ ®) 12
ITe suppor !
4-6 3. Endo Steel pp 4-6 3. Endo Steel o5 .5 Movement Points O 11
4. Endo Steel 4. Endo Steel . X
24  +4 Modifier to Fire O 10*
5. Ferro-Fibrous 5. Ferro-Fibrous 23 Ammo Exp, avoid on 6+
6. Ferro-Fibrous 6. Ferro-Fibrous 55 Shutdown Yavoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
N l_ ) 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3Mm Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+ 3
4. Foot Actuator 4. Foot Actuator jl 8 ;EMMOd'f'er EDF'FI'ri
5. Jump Jet Damage Transfer 5. Jump Jet 3 -+1 Movz.rfrjent Fqln ° 2
6. Jump Jot Disgram 6. Jump Jot 5 -1 Movement Points d
\, / '\ / | o

© 2020 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.



OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

\é)%%jOOO

O O O

\" \"
( 'MECH DATA \ ( WARRIOR DATA
Type: Battle Cobra Prime Name:
\'\A";;‘I’Ei':;”t p°'gts' I:Z;?:S'e: ggn Gunnery Skilk Piloting Skill:
Running: 9 Rules Level: Standard Hits Taken | 1 2| 3lals]|s
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 Large Pulse Laser LA 10 10[P] — 6 14 20
1 Small Pulse Laser LA 2 3[PA] - 2 4 B
1 Large Pulse Laser RA 10 10[P] — B 14 20 Right Arm
1 Small Pulse Laser RA 2 3[PAI]] - 2 4 B
————— Left Right
@‘\‘3‘ Leg Leg
j\g\/'f : (17) (17)
pmB=
Left Right
Torso Rear Torso Rear
(5) (5)
\\ BV: 1,487 @
\ /
/ \
CRITICAL TABLE \ Head Scale
Head Left Torso (10) Right Torso (10) (G
Left Arm 1. Life Support Right Arm '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4. | Large Pulse Laser 5. Sensors 1-3 4. | Large Pulse Laser 29
5. [Large Pulse Laser 6. Life Support 5. [Large Pulse Laser 28~
6. Small Pulse Laser 6. Small Pulse Laser Left Right 27
. Arm Arm 2B *
1. Roll Again Center Torso 1. Roll Again (8) (6)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion En:ine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot Right 22
6. Gyro Leg Leg 21*
1. Gyro . (10) (10) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Endo Steel 3. Fusion Engine 1. Endo Steel 18*
2. Endo Steel 4-6 4. Fusion Engine 2. Endo Steel 17+
3. Endo Steel 5. Endo Steel 3. Endo Steel
1-3 4. Ferro-Fibrous 6. Ferro-Fibrous 1-3 4. Ferro-Fibrous Double Heat Sinks: N 16*
5. Ferro-Fibrous 5. Ferro-Fibrous 10 [ED] 15
6. Ferro-Fibrous Engine Hits o o o 6. Ferro-Fibrous Level* Effects 14+
i 30 Shutdown %
1. Roll Again SEEZ;?‘ ::E: 88 1. Roll Again 28  Ammo Exp, avoid on 8+ ©) 13
2. Roll Again ) 2. Roll Again . O 12
3. Roll Again Life SUPPOT‘t o 3. Roll Again 26 Shutdown, avoid an 10+
4-6 4. Roll Again 4-6 4. Roll Again 25 5 Move.rr.lent qunts O 1
5. Roll Again 5. Roll Again 24 +4 Modffier to ’.:lre O 10>
6. Roll Again B. Roll Again 23 Ammo Exp, avoid on B+ O 9
. . 22 Shutdown, avoid on 8+ O Py
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l_ 1. Hip 17 +3 Modifier to Fire O 5+
5 U game Plate 15 -3 Movement Points @)
. Upper Leg Actuator 2. Upper Leg Actuator . a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Roll Again Damage Transfer 5. [Double Heat Sink 180 qu,\zviTen: F'E_'”ts 2
6. Roll Again Diagram 6.L Double Heat Sink e M ‘\’I mer t”P 'Tet 1
\ / \\ ovement Points / o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

\é)%%jOOO

O O O

\" \"
( 'MECH DATA \ ( WARRIOR DATA
Type: Battle Cobra A Name:
\'\A";;‘I’Ei':;”t p°'gts' I:Z;?:S'e: ggn Gunnery Skilk Piloting Skill:
Running: 9 Rules Level: Standard Hits Taken | 1 2| 3lals]|s
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Pulse Laser LA 4 7[P] - 4 B 12
3 Small Pulse Laser LA 2 3[PA] - 2 4 B
2 Medium Pulse Laser RA 4  7[P] — 4 8 12 Right Arm
3 Small Pulse Laser RA 2 3[PAI]] - 2 4 B
————— Left Right
O Leg Log
j\g\/'f : (17) (17)
(O5=8=
Left Right
Torso Rear Torso Rear
(5) (5)
\ BV: 1.466 @
\ /
/ \
CRITICAL TABLE \ Head Scale
Head Left Torso (10) Right Torso (10) (G
Left Arm 1. Life Support Right Arm '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator o9
1-3 4. Medium Pulse Laser 5. Sensors 1-3 4. Medium Pulse Laser
5. Medium Pulse Laser 6. Life Support 5. Medium Pulse Laser 28~
6. Small Pulse Laser 6. Small Pulse Laser Left Right 27
Arm Arm 2B *
1. Small Pulse Laser Center Torso 1. Small Pulse Laser (8) (8)
2. Small Pulse Laser 1. Fusion Engine 2. Small Pulse Laser 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion En:ine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot Right 22
6. Gyro Leg Leg 21*
1. Gyro . (10) (10) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Endo Steel 3. Fusion Engine 1. Endo Steel 18*
2. Endo Steel 4-6 4. Fusion Engine 2. Endo Steel 17+
3. Endo Steel 5. Endo Steel 3. Endo Steel
1-3 4. Ferro-Fibrous 6. Ferro-Fibrous 1-3 4. Ferro-Fibrous Double Heat Sinks: ] 6*
5. Ferro-Fibrous 5. Ferro-Fibrous 10 [ED] 15
6. Ferro-Fibrous Engine Hits o o o 6. Ferro-Fibrous Level* Effects 14+
i 30 Shutdown %
1. Roll Again SEEZ;?‘ ::E: 88 1. Roll Again 28  Ammo Exp, avoid on 8+ ©) 13
2. Roll Again ) 2. Roll Again . O 12
3. Roll Again Life SUPPOT‘t o 3. Roll Again 26 Shutdown, avoid an 10+
4-6 4. Roll Again 4-6 4. Roll Again 25 5 Move.rr.lent qunts O 1
5. Roll Again 5. Roll Again 24 +4 Modffier to ’.:lre O 10>
6. Roll Again B. Roll Again 23 Ammo Exp, avoid on B+ O 9
. . 22 Shutdown, avoid on 8+ O Py
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l_ 1. Hip 17 +3 Modifier to Fire O 5+
5 U EAm S 15 -3 Movement Points @)
. Upper Leg Actuator 2. Upper Leg Actuator . a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Roll Again Damage Transfer 5. [Double Heat Sink 180 qu,\zviTen: F'E_'”ts 2
6. Roll Again Diagram 6.L Double Heat Sink e M ‘\’I mer t”P 'Tet 1
\ / \L ovement Points / o

© 2020 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.



( 'MECH DATA \

Type: Battle Cobra B

OMNIMECH RECORD SHEET

N

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

\é)%%jOOO

O O O

Name:
Movement Points: Tonnage: 40 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Clan v — 9
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 ERPPC LA 15 15][DE] — 7 14 23
1 Small Pulse Laser LA 2 3[PA] - 2 4 B
1 ERPPC RA 15 15[DE] — 7 14 23 Right Arm
1 Small Pulse Laser RA 2 3[PAI]] - 2 4 B
————— Left Right
@‘)‘\‘m Leg Leg
J\gi!'gg (17) (17)
pmB=
Left Right
Torso Rear Torso Rear
(5) (5)
BV: 1,892
\, (
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (10) Right Torso (10) (G
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 % [ER PPC 4. Roll Again 132 [ER PPC 5
™2 a.lerprc 5. Sensors ™2 a4 lerprc -
5. Small Pulse Laser 6. Life Support 5. Small Pulse Laser 28
6. Roll Again 6. Roll Again Left Right 27
. Arm Arm 2B *
1. Roll Again Center Torso 1. Roll Again (8) (6)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg -
1. Gyro (10) (10) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Endo Steel 3. Fusion Engine 1. Endo Steel 18*
2. Endo Steel 4-6 4. Fusion Engine 2. Endo Steel 17+
3. Endo Steel 5. Endo Steel 3. Endo Steel
1-3 4. Ferro-Fibrous 6. Ferro-Fibrous 1-3 4. Ferro-Fibrous . . \ 16
Double Heat Sinks: .
5. Ferro-Fibrous 5. Ferro-Fibrous 10(20 15
6. Ferro-Fibrous Engine Hits o o o 6. Ferro-Fibrous Level* Effects [ ] 14+
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll Again Sensor Hits o o 1. Roll Again 28 Ammo Exp, avoid on 8+ O
2. Roll Again ) 2. Roll Again 56 Shutd id on 10+ O 12
Life Support o 3. Roll Again utaown, avoid on
a4-6 3. Roll Again a4-6 g 25 -5 Movement Points O 11
‘5" 2°H iga'” g' 20': 298‘” 24  +4 Modifier to Fire O 10+
6. ROH Agam B. RGI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17  +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Roll Again Damage Tronsfer 5 Double Heat Sink 10 2 Movernent Paints 2
6. Roll Again Diagram 6.1 Double Heat Sink e M o "ert”P '_ret 1
-1 Movement Points
\, / '\ / | o

© 2020 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.



BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ / \
'MECH DATA \ WARRIOR DATA
Type: Conjurer (Hellhound]) Name:
Movement Points: Tonnage: 50 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Clan v — 9
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 [ 3| 4 | 5 | 6
Jumping: 6 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser RA 10 10[P] — B 14 20
2 Streak SRM 2 LT 2 2/MsI[MC] — 4 8 12
2 ER Medium Laser RT 5 7[DE] — 5 10 15 Right Arm
Ammo: (Streak SRM 2) 50 Torso Rear Torso Rear
(5) (5)
BV: 1813
\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (12) Right Torso (12) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 30*
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator o9
1-3 4. Hand Actuator 5. S_ensors 1-3 4. Hand Actuator "
5. Ferro-Fibrous 6. Life Support 5. [Large Pulse Laser 28
6. Ferro-Fibrous 6. LLarge Pulse Laser Right 27
. Arm 26*
1. Roll Again Center Torso 1. Ferro-Fibrous (8)
2. Roll Again 1. Fusion Engine 2. Ferro-Fibrous 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 46 4. Roll Again 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21*
1. Gyro (12) 20
Left Torso (CASE) 2. Fusion Engine Right Torso 19*
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet 17+
3. Streak SRM 2 5. Jump Jet 3. ER Medium Laser
1-3 4 streaksama 6. Jump Jet 1-3 4. €R Medium Laser Double Heat Sinks: 16
5. Ammo (Streak SRM 2) 50 5. Endo Steel 10 20' 15*
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects (20] 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. FerroFib 1. FerroFib ;
2 FerraFibrous Sensor Hits O O 2 FollAgen 28 Ammo B, avoid on B+ 3 12
X ) . N
Life Support O 26 Shutdown, avoid on 10
a 6 3. Roll Again PP a 6 3. Roll Again o5 .5 Movement Points O 11
‘5" Roll Again g' Roll Again 24  +4 Modifier to Fire @) 10*
6. Roll Again B. Roll Again 23  Ammo Exp, avoid on B+ O S
- Roll Again - Roll Again 22 Shutdown, avoid on 8+ O n
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
. l_ . 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points (@) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Endo Steel Diagram 6. Endo Steel 2 TM'\"Od'f'er zUPF'Ti 1
-1 Movement Points
\, / '\ / | o

© 2020 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.



BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ / \
'MECH DATA \ WARRIOR DATA
Type: Conjurer (Hellhound) 2 Name:
Movement Points: Tonnage: 50 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Clan v — 9
Running: 11 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 7 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Pulse Laser LA 4 7[P] — 4 8 12
17 ATM9 RA B [MCS]
Standard 2/Msl 4 5 10 15 Right Arm
Extended Range 1/Msl 4 9 18 27
High Explosive 3/Msl 3 6 9
1 Targeting Computer  HD [E] - - - =
Ammo: (ATM 9) 7, (ATM 9 ER) 7, (ATM S HE) 7 Torso Rear Torso Rear
(5) (5)
BV: 2,097 <
\ &
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (12) Right Torso (12) (oo
Left Arm 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp'F 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Targeting Computer 13 3. Lower Arm Actuator o9
™2 4. Hand Actuator 5. Sensors "2 4. [ATMS -
5. Medium Pulse Laser B. Life Support 5.|aTM8 28
6. Medium Pulse Laser 6.| ATM 9 Right 27
§ Arm 26*
1. Ferro-Fibrous Center Torso 1.LATM 9 (8)
2. FerroFibrous 1. XL Fusion Engine 2. Ammo (ATM 9) 7 25*
4-6 3. Roll Again 2. XL Fusion Engine 4-6 3. Ammo (ATM 9 ER) 7 24+
4. Roll Again 3. XL Fusion Engine 4. Ammo (ATM 9 HE) 7 o3+
5. Roll Again 1-3 4. Gyro 5. Ferro-Fibrous "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right
6. Gyro Leg 21
20*
1. Gyro ) (12) "
Left Torso 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. Jump Jet 5. Jump Jet 3. Jump Jet
1 -3 4. Jump Jet 6. Ferro-Fibrous 1 -3 4. Jump Jet Double Heat Sinks: \ 16
5. Jump Jet 5. Jump Jet 10 20' 15*
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects (20 14*
i 30 Shutdown
1. Ferro-Fibrous Gyro H!tS oo 1. Endo Steel 28 Ammo Exp, avoid on 8+ (@) 137
2. Ferro-Fibrous Ls_fengur‘ Hits 8 o 2. Ferro-Fibrous o6 Shutdown Iavoid on 10+ O 12
ife Support !
4-6 3. Roll Again PP 4-6 3. Roll Again o5 .5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
: l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3Mm Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Endo Steel Diagram 6. Endo Steel 2 TM'\"Od'f'er zUPF'Ti 1
-1 Movement Points
\, / '\ / | o

© 2020 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.



BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (8)

Left Torso

Right Torso

/4 \ / \
'MECH DATA \ WARRIOR DATA
Type: Hunchback IIC Name:
Movement Points: Tonnage: 50 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Clan v — 9
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 4 Role: Ambusher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Ultra AC/20 LT 7 20/Sht — 4 8 12
[DBR/C]
1 Ultra AC/20 RT 7 20/Sht — 4 8 12 Right Arm
[DBR/C] (6)
2 ER Medium Laser CT 5 7|[DE] — 5 10 15
(@]
[¢]
Left © Right
Ammo: (Ultra AG/20) 10 Torso Rear o) Torso Rear
(3) (3)
BV: 1,679
\ Q@
\ /
/, \" INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ — Scale
Head Left Torso (12) Right Torso (12) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Endo Steel 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S_ensors "2 4. Hand Actuator "
5. [Dnuble Heat Sink B. Life Support 5. [Duuble Heat Sink 28
6. L Double Heat Sink 6. L Double Heat Sink Right 27
’ ) Arm 26*
1. [Duuble Heat Sink Center Torso 1. [Duuble Heat Sink (8)
2. L Double Heat Sink 1. XL Fusion Engine 2. L Double Heat Sink 25*
3. Endo Steel 2. XL Fusion Engine 3. Endo Steel 24+
4-6 4. Endo Steel 3. XL Fusion Engine 46 4. Endo Steel 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right
6. Gyro Leg 21
*
1. Gyro ) (12) 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. | Ultra AC/20 5. ER Medium Laser 3. | Ultra AC/20
- - 16
1 3 4. | Ultra AC/20 6. ER Medium Laser 1 3 4. | Ultra AC/20 Double Heat Sinks: \
5. | Ultra AC/20 5.| Ultra Ac/20 10 24' 15*
6. Ultra AC/20 Engine Hts O O O 6. | Ultra AC/20 Level* Effects (24) 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. | Ultra AC/20 1. | Ultra AC/20 .
tra AC/ Sensor Hits o o tra AC/ 28 Ammo Exp, aqu on 8+ O O
2.| Uttra AC/20 Life Support O 2.| Utera AC/20 26 Shutdown, avoid on 10+ 0]@) 12
4-6 3. | uitra Ac/20 PP 4-6 3. | uitra Ac/20 S5 -5 Movement Points '®) 11
4. | Ultra AC/20 4. L Ultra AC/20 . X
24  +4 Modifier to Fire O 10*
5. Ammo (Ultra AC/20) 5 5. Ammo (Ultra AC/20) 5 23 Ammo Exp, avoid on 6+
6. Endo Steel 6. Endo Steel o (@) 9
22 Shutdown, avoid on 8+ O n
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
: l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3Mm Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+ 3
4. Foot Actuator 4. Foot Actuator jl 8 ;EMMOd'f'er EDF'FI'ri
5. Jump Jet Damage Transfer 5. Jump Jet 3 -+1 Movz.rfrjent Fqln ° 2
6. Jump Jet Diagram 6. Jump Jet 5 M odimer tUF’ |‘ret 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (8)

Left Torso

Right Torso

/4 \\ /4 \
'MECH DATA \ WARRIOR DA
Type: Hunchback IIC 2 Name:
Movement Points: Tonnage: 50 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Clan v — 9
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 4 Role: Ambusher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Heavy Large Laser LT 18 16 [DE] — 5 10 15
2 Heavy Large Laser RT 18 16[DE] — 5 10 15
2 MediumPulse Laser CT 4 7[P] - 4 8B 12 Right Arm
(9)
o
o
Left © Right
Torso Rear o) Torso Rear
(3) (3)
BV: 1,869 <)
\ &
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (12 ) Right Torso (12) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 % [Dnuble Heat Sink 4. Endo Steel 132 [Duuble Heat Sink 5
™2 4. Double Heat Sink 5. Sensors ™ 4. L Double Heat Sink -
5. [Dnuble Heat Sink B. Life Support 5. [Duuble Heat Sink 28
6. L Double Heat Sink 6. L Double Heat Sink Right 27
1.TD " ) Arm 26*
. [ ouble Heat Sink Center Torso 1. [Duuble Heat Sink (8)
2. L Double Heat Sink 1. XL Fusion Engine 2. L Double Heat Sink 25*
a6 3. [Double Heat Sink 2. XL Fusion Engine 46 3. [Double Heat Sink 24*
" 4. Double Heat Sink 3. XL Fusion Engine "O 4. | Double Heat Sink 23
5. Endo Steel 1-3 4. Gyro 5. Endo Steel "
6. Endo Steel 5. Gyro 6. Endo Steel ) 22
- Right 21
6. Gyro Leg -
1. Gyro (12) 20
: *
Left Torso 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
1-3 3. [Double Heat Sink 5. Medium Pulse Laser 1-3 3. [Double Heat Sink \ e
"9 4. L Double Heat Sink 6. Medium Pulse Laser "9 4. Double Heat Sink Double Heat Sinks:
5. [Duuble Heat Sink 5. [ Heavy Large Laser 19(38 . 15*
6. L Double Heat Sink Engine Hits o o o 6. | Heavy Large Laser Level* Effects [ ] 14+
G\jl“D HitsQ O 30 Shutdown 13*
1. [ Heawy Large Laser Sensor Hits o o 1. LHeavy Large Laser 28 Ammo Exp, avoid on 8+ O O
2. | Heavy Large Laser ~ 2. [ Heavy Large Laser 56  Shutd id 10+ O O 12
Llfe Suppor‘t o 3| H L L utaown, avoia on
4-6 3. LHeavy Large Laser 4-6 . eavy Large Laser o5 .5 Movement Points O O 11
4. | Heavy Large Laser 4. L Heavy Large Laser 24 +4 Modifier to Fire O O 10+
5. | Heawy Large Laser 5. Endo Steel .
23 Ammo Exp, avoid on 6+ O O
6. LHeavy Large Laser 6. Endo Steel oo gh . 9
utdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
1. Hi l_ 1. Hi 17  +3 Modifier to Fire (o]e) "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet g 4;1Ml\/lod|f|er EDPF'_ri 1
\ / \\ -1 Movement Points / o
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OMNIMECH RECORD SHEET

\
Type: Huntsman (Nobori-nin) 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
1 A-Pod LL — [PDOSAI - - - =
1 A-Pod RL — [PDOSAI] - - - =
2 ER Medium Laser LA 5 7|[DE] — 5 10 15
1 Streak SRM B LA 4 2/MsIMC] — 4 8 12
2 ER Medium Laser RA 5 7[DE] — 5 10 15
1 Ultra AC/2 RA 1 2/Sht 2 9 18 27
[DBR/C]
1 Anti-Missile System LT 1 [PD] - 1 —
1 Flamer LT 3 2[DEHAI - 1 2
1 TAG LT — [E] - 5 9 15
1 LRM10 RT 4 1/Msl[MCS] — 7 14 21
w/ Artemis |V
1 Active Probe RT — [E] - - -

Ammao: (AMS) 24, (LRM 10 Artemis-capable) 12, (Streak SRM B) 15,
(Ultra AC/2) 45

BATTLETECH

( WARRIOR DATA \

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

Left
Torso Rear

(6)

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

Right Arm

Right
Torso Rear

(6)

BV: 2,108
\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (12) Right Torso (12) (oo
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp"? 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. ER Medium Laser o9
4. ER Medium Laser 5. S_ensors 4. ER Medium Laser "
5. ER Medium Laser 6. Life Support 5. [Ultra AC/2 28
6. | Streak SRM 6 6. LUltra AC/2 Right 27
Arm 2B *
1. L Streak SRM 6 Center Torso 1. Ammo (Ultra AC/2) 45 (8)
2. Ammo (Streak SRM B) 15 1. XL Fusion Engine 2. Endo Steel 25*
3. Endo Steel 2. XL Fusion Engine 3. Endo Steel 24+
4-6 4. Endo Steel 3. XL Fusion Engine 46 4. Roll Again 23+
5. Ferro-Fibrous 1-3 4. Gyro 5. Roll Again "
6. Roll Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
1. Gyro (12) 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. Jump Jet 5. Jump Jet 3. Jump Jet
1-3 4. Anti-Missile System 6. Endo Steel 1-3 4. LRM 10 Double Heat Sinks: N 16
5. Ammo (AMS) 24 5. Artemis IV FCS 10 20' 15*
6. Flamer Engine Hts O O O 6. Ammo (LRM 10 Artemis-capable) 12 Level* Effects (20) 14*
Gyro Hits QO O . 30 Shutdown *
1. TAG yro Ar 1. Active Probe D8 Ammo Exp, avoid on 8+ @) 13
Sensor Hits O O ;
2. Endo Steel Life S :0 2. Endo Steel 56  Shutdown. avoid on 10+ O 12
3. Ferro-Fibrous ITe suppor 3. Ferro-Fibrous ' .
25 5M t Point: 11
4-6 4. Ferro-Fibrous 4-6 4. Ferro-Fibrous o4 +4 MOZZ:';::I:O '(:Jil:es 8 10
5. Ferro-Fibrous 5. Roll Again 23 Ammo Exp, avoid on 6+ O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ S 9*
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ @) 5
1. Hi 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3Mm ¢ Point: 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+ 3
4. Foot Actuator 4. Foot Actuator jl 8 ;EMMOd'f'er EDF'FI'ri
5. Jump Jet Damage Transfer 5. Jump Jet = Vioverment Fonts 2
N 8  +1 Moadifier to Fire
6. A-Pod D|agram 6. A-Pod 5 M t Point: 1
-1 Movement Points
\, / '\ / | o
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA WARRIOR DATA
Type: Huntsman (Nobori-nin] A Name:
Movement Points: Tonnage: 50 . _— .
) Gi Skill: Piloting Skill:
Walking: 5 Tech Base: Clan unnerySidlt - Filoting =i
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 Large Pulse Laser LA 10 10[P] — B 14 20
1 LRM10 LA 4 1/MsI[MCS] — 7 14 21
1 Large Pulse Laser RA 10 10[P] — B 14 20 Right Arm
1 LB2XAC RA 1 2[DBC/F/S] 4 10 20 30

Left Right
Ammo: (LB-2X] 45, (LRM 10) 12 Torso Rear Torso Rear
(8) (8)

BV: 2034

\

@

\
/ \
CRITICAL TABLE \ Head Scale
Head Left Torso (12) Right Torso (12) (oo
Left Arm 1. Life Support Right Arm '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
3. Lower Arm Actuator 4. Ferro-Fibrous 3. | Large Pulse Laser o9
1-3 4. [ Large Pulse Laser 5. Sensors 1-3 4. [Large Pulse Laser
5. [Large Pulse Laser 6. Life Support 5.[LB 2X AC 28>
6. LRM 10 6. LB2-XAC Right 27
Arm 2B *
1. Endo Steel Center Torso 1.LLB2-XAC (8)
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel 25*
3. Ferro-Fibrous 2. XL Fusion Engine 3. Endo Steel 24+
4-6 4. Roll Again 3. XL Fusion Engine 46 4. Roll Again 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again
6. Rol Again 5. Gyro 6. Roll Again Right 22>
6. Gyro Leg 21
*
1. Gyro (12) 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
1-3 3. [Double Heat Sink 5. Jump Jet 1-3 3. [Double Heat Sink pre
4. L Double Heat Sink 6. Endo Steel 4. L Double Heat Sink Double Heat Sinks: -
5. Jump Jet 5. Jump Jet 12 [24] 15
6. Ammo (LRM 10) 12 Engine Hts O O O 6. Ammo (LB-2X) 45 Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Endo Steel . 1. Endo Steel .
2. Ferro-Fibrous Ls_fengur‘ Hlti 8 o 2. Ferro-Fibrous :2 ém:;zviﬁp'ai\;?édoinﬁji 8 8 12
3. Ferro-Fibrous ITe suppor 3. Ferro-Fibrous ' .
4-6 4. FerroFibrous 4-6 4. Roll Again Si -_'_54MM0;Z:';::EOP;|:;S 8 1101*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ 9
20 -4 Movement Points o L
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hip 1. Hip 17  +3 Modifier to Fire O 5+
game P labs .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re 3
5. Jump Jet Damage Transfer 5. Jump Jet 180 -+21MMOVZTEHE P'Smts 2
6. Roll Again Diagram 6. Roll Again e M odimer tUP 'Ti 1
N\ / \L -1 Movement Points / m
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Huntsman (Nobori-nin) B Name:
Movement Points: Tonnage: 50 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Clan v - 9
Running: 8 Rules Level: Standard Hits Taken | 1 2| 3lals|s
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 LB10XAC LA 2 10 - B 12 18
[DB,C/F/S]
1 ERPPC RA 15 15[DE] - 7 14 23 Right Arm
2 Medium Pulse Laser RA 4  7[P] - 4 B 12
2 Machine Gun RT — 2[DBAI - 1 2 3
Left Right
Ammao: (LB-10X) 10, (LB-10X Cluster) 10, (Machine Gun) 200 Torso Rear Torso Rear
(8) (6)
BV: 2,156 (
\,
\ /
/, \" INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (12) Right Torso (12) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp"? 2. Upper Arm Actuator 30*
1.3 ¥[8 10xAC 4. Ferro-Fibrous 13°% [ER PPC 5
™2 4.|LB10XAC 5. Sensors ™2 4. lerprc -
5.| LB 10X AC B. Life Support 5. Medium Pulse Laser 28
6.| LB 10-X AC 6. Medium Pulse Laser Right 27
Arm 2B *
1.LLB 10-X AC Center Torso 1. Endo Steel (8)
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel 25*
3. Endo Steel 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Ferro-Fibrous 3. XL Fusion Engine 46 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right
6. Gyro Leg 21
20*
1. Gyro . (12) -
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. Jump Jet 5. Jump Jet 3. Jump Jet
1-3 4 Ammo (LB-10X) 10 6. Endo Steel 1-3 4. Machine 6un Double Heat Sinks: Y
5. Ammo (LB-10X Cluster) 10 5. Machine Gun 1020 : 15*
6. Endo Steel Engine Hts O O O 6. Ammo (Machine Gun) 200 Level* Effects (20) 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Ferro-Fib 1. Endo Steel .
L Sensor Hits 0.0 I @ pmobo modme: =
. Life Suppor‘t o) . 26 Shutdown, avoid on 10+
4-6 3. Ferro-Fibrous 4-6 3. Ferro-Fibrous o5 .5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
N l_ ) 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3Mm Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+
4. Foot Actuator 4. Foot Actuator jl 8 ;EMMOd'f'er EDF'FI'ri 3
5. Jump Jet Damage Transfer 5. Jump Jet 3 -+1 Movz.rfrjent Fqln ° 2
6. Roll Again Diagram 6. Roll Again e M odimer tUP 'Ti 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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OMNIMECH RECORD SHEET

Ammo: (LRM 10) 12, (SRM B) 15

\
Type: Black Lanner Prime
Movement Points: Tonnage: 55
Walking: 7 Tech Base: Clan
Running: 11 [14] Rules Level: Standard
Jumping: 0 Role: Skirmisher
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser LA 5 7|[DE] — 5 10 15
1 ER Large Laser RA 12 10|[DE] — 8 15 25
1 LRM10 LT 4 1/MsI[MCS] — 7 14 21
1 SRMB RT 4 2/MslI[MCS] — 3 6 9
1 ECM Suite HD — [E] - - - B

BATTLETECH

/4 \
WARRIOR DA
Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

\

BV: 2,268

®

Torso Rear

(5)

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

Right Arm

Torso Rear

(5)

\
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ — Scale
Head Left Torso (13 ) Right Torso (13) (G
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2 U Arm A 3. Cockpit
. Upper Arm Actuator . 2. Upper Arm Actuator o 30*
13 3. ER Medium Laser 4. ECM Suite 13 3. ERLarge Laser o o9
™2 4. ERMedium Laser 5. Sensors ™2 4. Endo Steel ° -
5. Ferro-Fibrous 6. Life Support 5. Endo Steel o 28
6. Ferro-Fibrous 6. Roll Again o | Right 27
A
1. Roll Again Center Torso 1. Roll Again © (rsm] 267
2. Roll Again 1. XL Fusion Engine 2. Roll Again O 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right
6. Gyro Leg 21
*
1. Gyro ) (13) 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso [CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. LRM 10 5. [ MASC 3. SRM6
1-3 [ 1-3 —\ |18
4. Ammo (LRM 10) 12 6. Lmasc 4. Ammo (SRM 6) 15 Double Heat Sinks: .
5. Endo Steel 5. Ferro-Fibrous 10 [ED] 15
6. Endo Steel Engine Hits 000 6. Ferro-Fibrous Level* Effects 14+
G\jl“D HitsQ O 30 Shutdown 13*
1. Endo Steel 1. F -Fibl .
e Sensor Hits OO S A T
: 9 Life Support O : g 26  Shutdown, avoid on 10+ ®)
4-6 3. Roll Again 4-6 3. Roll Again o5 .5 Movement Points O 11
o s 24 it ot o |[e
6. A HAg B. R \Ag 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 0 8
19  Ammo Exp, avoid on 4+ 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Endo Steel Damage Transfer 5. Ferro-Fibrous 10 -2 Movement F'qmts 2
6. Endo Steel Diagram 6. Ferro-Fibrous 8  +1 Modifier to F'.re 1
\ / \\ 5 -1 Movement Points / o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

/4 \\ /4 \
'MECH DATA \ WARRIOR DA
Type: Black Lanner A Name:
Movement Points: Tonnage: 55 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Clan v — 9
Running: 11 [14] Rules Level: Standard HitsTaken | 1 | 2 | 3 | 4 | 5 | &
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 Medium Pulse Laser LA 4 7[P] - 4 B 12
1 ERPPC RA 15 15[DE] - 7 14 23
1 TAG LT — [§] - 5 9 15 Right Arm
1 Active Probe RT — [E] - - =5
1 ECM Suite HD — [E] - - — B
Torso Rear Torso Rear
(5) (5)
BV: 2,308
\,
\ == /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (13 ) Right Torso (13) (G
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder °
2 U Arm A 3. Cockpit
. Upper Arm Actuator . 2. Upper Arm Actuator o 30*
q.g & Medium Puise Laser 4. ECM Suite 132 [ER PPC o 5
™2 4. Medium Pulse Laser 5. Sensors ™2 a4 lerprc ° -
5. Ferro-Fibrous 6. Life Support 5. Endo Steel o 28
6. Ferro-Fibrous 6. Endo Steel o | Right 27
A
1. Roll Again Center Torso 1. Roll Again © (rsm] o
2. Roll Again 1. XL Fusion Engine 2. Roll Again 9 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24*
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
*
1. Gyro _ (13) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. TAG 5. [ MASC 3. Active Probe
1-3 4. Endo Steel 6. LmAsc 1-3 4. Ferro-Fibrous . . 16
Double Heat Sinks: "
5. Endo Steel 5. Ferro-Fibrous 10(20 15
6. Endo Steel Engine Hits 000 6. Ferro-Fibrous Level* Effects (20 14+
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll A 1. Roll A .
2 RZH ASZ:: Sensor HitsQ O 2 RZH Ag:: 28 Ammo Exp, avoid on B+ 8 12
. Life Support o) . 26 Shutdown, avoid on 10+
4-6 3. Roll Again 4-6 3. Roll Again o5 .5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
:' ZOH 293'” 2 ?I: 298"1 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17  +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Endo Steel Damage Transfer 5. Ferro-Fibrous 10 -2 Movement F'qmts 2
6. Endo Steel Diagram 6. Ferro-Fibrous 8 +1 Modifier to Fl.re 1
\ / \\ 5 -1 Movement Points / o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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OMNIMECH RECORD SHEET

( 'MECH DATA \

Type: Black Lanner B

N

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Name:
Movement Points: Tonnage: 55 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Clan v — 9
Running: 11 [14] Rules Level: Standard HitsTaken | 1 | 2 | 3 | 4 | 5 | &
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 LA 1/Msl[MCS] — 7 14 21
1 LRM20 RA 1/Msl[MCS] — 7 14 21
Right Arm
Ammo: (LRM 20] 18 Torso Rear Torso Rear
(5) (5)
BV: 1,961
\ Y
¥ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (13 ) Right Torso (13) (G
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder °
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator o 30*
1.3 3[Ama0 4. Roll Again 1.3 [Ame0 o 5
™ 4 |Rma0 5. Sensors ™ 4. |Rma0 ° -
5.| LRM 20 B. Life Support 5.| LRM 20 o 28
6.LLRM 20 6. LLRM 20 o | Right 27
1. Ferro-Fibrous C o Arm 26~
. - enter Torso 1. Endo Steel (8)
2. Ferro-Fibrous 1. XL Fusion Engine 2. Endo Steel O 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again
. i 20 *
6. Roll Again 5. Gyro 6. Roll Again Right >
6. Gyro Leg -
1. Gyro ) (13) 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso [CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. Ammo (LRM 20) 6 5. [MASC 3. Ammo (LRM 20) 6
1-3 [ 1-3 . ] N\ |18
4. Ammo (LRM 20) 6 6. LmAsc 4. Ferro-Fibrous Double Heat Sinks: -
5. Endo Steel 5. Ferro-Fibrous 10 ED] 15
6. Endo Steel Engine Hits 000 6. Ferro-Fibrous Level* Effects ( 14+
Gyro Hits O O 30 Shutdown prm
1. Endo Steel 1. Roll A .
0 Rr;HOA tee Sensor Hits O O » onn Aga‘” 28 Ammo Exp, avoid on 8+ ©)
: gain ; - Roll Again 26  Shutdown, avoid on 10+ @) 12
Life Support O '
a 6 3. Roll Again PP a 6 3. Roll Again 25 .5 Movement Points O 11
‘5" 2°H iga'” g' 20': 298‘” 24  +4 Modifier to Fire @) 10*
6. ROH Agam B. RGI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- HolAgamn - Roll Again 22 Shutdown, avoid on 8+
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
V i 18 Shutdown, avoid on 6+ O
Left Leg l. Right Leg " _ 6
1. Hip 1. Hip 17 +3 Modifier to Fire O 5+
game Plate 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator . @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Endo Steel Damage Transfer 5. Ferro-Fibrous 180 f‘qMMOVZTE”: P":j_'”ts 2
6. Endo Steel Diagram 6. Ferro-Fibrous odimer to Fire 1
\ / \\ 5 -1 Movement Points / o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

Ammao: (Machine Gun) 100, (Streak SRM 2) 50

\
Type: Vapor Eagle (Goshawk])
Movement Points: Tonnage: 55
Walking: 6 Tech Base: Clan
Running: 9 Rules Level: Standard
Jumping: 6 Role: Skirmisher
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
3 Machine Gun LA — 2[DBAI - 1 2 3
1 Large Pulse Laser RA 10 10[P] — B 14 20
1 Medium Pulse Laser LT 4 7[P] - 4 B 12
1 Streak SRM 2 LT 2 2/MsI[MC] — 4 8 12
1 Machine Gun LT — 2[DBAI] - 1 2 3
2 Medium Pulse Laser RT 4 7[P] - 4 8B 12
1 Streak SRM 2 RT 2 2/Msi[MC] — 4 8 12
1 Targeting Computer RT — [E] - - - =

( WARRIOR DA \

BATTLETECH

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

\ BV: 2,368

@

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Left
Torso Rear

(5)

Right Arm

Right
Torso Rear

(5)

\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ — Scale
Head Left Torso (13 ) Right Torso (13) (oo
Left Arm (CASE) 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator [¢] 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o o9
4. Hand Actuator 5. S_ensors 4. [Large Pulse Laser o "
5. Machine Gun 6. Life Support 5. LLarge Pulse Laser o 28
6. Machine Gun 6. Endo Steel o | Right 27
A
1. Machine Gun Center Torso 1. Ferro-Fibrous © (rsm] =
2. Ammo (Machine Gun) 100 1. XL Fusion Engine 2. Ferro-Fibrous S 25*
3. Endo Steel i i 3. Roll Again 24*
46, rerrofirous o puson Enaine 46 4 nan
. 3. XL Fusion Engine - hollAgain 23*
5. Ferro-Fibrous 1-3 4. Gyro 5. Roll Again "
6. Roll Again 5. Gyro 6. Roll Again ) 22
- Right 21
6. Gyro Leg
*
1. Gyro (13) 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. Jump Jet 5. Endo Steel 3. Jump Jet
1 -3 4. Medium Pulse Laser 6. Ferro-Fibrous 1 -3 4. Medium Pulse Laser Double Heat Sinks: \ 16
5. Streak SRM 2 5. Medium Pulse Laser 11 (20 . 15+
6. Machine Gun Engine Hts O O O 6. Streak SRM 2 Level* Effects (22] 14*
Gyro Hits 00 . 30 Shutdown 13*
1. A Streak SRM 2) 50 1.|T ting Ci 1t .
5 E:;:;t(ee‘rea ] Sensor Hits Q O 5 T::ge ing Zomputer 28 Ammo Exp, avoid on 8+ oo
X ? X geting Computer 56 Shutd idon 10+ O 12
Life Suppor‘t o 3. LTargeting Computer utcown, avord on
a4-6 3. Endo Steel a4-6 geting P 25 -5 Movement Points O 11
4. Ferro-Fibrous 4. Endo Steel e X
24  +4 Modifier to Fire O 10*
5. Roll Again 5. Endo Steel .
6. B. 23 Ammo Exp, avoid on 6+ O 9
. Roll Again . Ferro-Fibrous 22 Shutdown, avoid on B+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17 +3 Modifier to Fire O "
. Hip game Diabs - P 15 3M t Point: 2
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @)
14 Shutdown, avoid on 4+ 4
3. Lower Leg Actuator 3. Lower Leg Actuator . . 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re
5. Jump Jet Damage Transfer 5. Jump Jet 180 -+21MMOVZTEHE P'Smts 2
6. Jump Jet Diagram 6. Jump Jet odifier to |‘re 1
9 5 -1 Movement Points
\ /7 "\ / | o
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Vapor Eagle (Goshawk) 2

N\

Ammao: (Machine Gun) 100, (Ultra AC/10) 20

Movement Points: Tonnage: 55

Walking: 6 Tech Base: Clan

Running: 9 Rules Level: Standard

Jumping: 6 Role: Skirmisher

Weapons & Equipment Inventory (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
3 Machine Gun LA — 2[DBAI - 1 2 3
1 Medium Pulse Laser RA 4 7 [P] - 4 8 12
1 Ultra AC/10 LT 3 10/Sht — B 12 18

[DBR/C]
1 Machine Gun LT — 2[DBAI] - 1 2 3
1 Medium Pulse Laser RT 4 7 [P] - 4 8B 12
1 Targeting Computer RT — [E] - - - =

\ BV: 1,989

BATTLETECH

( WARRIOR DA \

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

@

Left
Torso Rear

(5)

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

Right Arm

Right

Torso Rear

(5)

\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (13 ) Right Torso (13) (oo
Left Arm (CASE) 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder °
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator o 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o o9
4. Hand Actuator 5. S_ensors 4. Medium Pulse Laser o "
5. Machine Gun 6. Life Support 5. Endo Steel o 28
6. Machine Gun 6. Ferro-Fibrous o | Right 27
A
1. Machine Gun Center Torso 1. Ferro-Fibrous © (rsm] =
2. Ammo (Machine Gun) 100 1. XL Fusion Engine 2. Roll Again S 25*
3. Endo Steel i i 3. Roll Again 24*
46 4 rervoribrous 2 YL ruson Fnaine 46, poin
. 3. XL Fusion Engine - hollAgain 23*
5. Ferro-Fibrous 1-3 4. Gyro 5. Roll Again "
6. Roll Again 5. Gyro 6. Roll Again Right 22
21
6. Gyro Leg -
1. Gyro (13) 20
Left Torso 2. XL Fusion Engine Right Torso (CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. Jump Jet 5. Endo Steel 3. Jump Jet
1-3 4 Tukra AC/10 6. Ferro-Fibrous 1-3 4. Medium Puise Laser Double Heat Sinks: Y
5.| ultra AC/10 5. Ammo (Ultra AC/10) 10 10 20' 15*
6. Ultra AC/10 Engine Hts O O O 6. Ammo (Ultra AC/10) 10 Level* Effects (20) 14*
Gyro Hits O O ) 30  Shutdown pre
1. LUltra AC/10 . 1. | Targeting Computer 28 Ammo Exp, avoid on 8+ O
2. Machine Gun Ls_fengur‘ Hits 8 o 2. | Targeting Computer 26 Shutdownplavoid on 10+ O 12
ife Support i !
4-6 3. Endo Steel PP 4-6 3. LTargeting Computer o5 .5 Movement Points O 11
4. Endo Steel 4. Endo Steel . X
24  +4 Modifier to Fire O 10*
5. Ferro-Fibrous 5. Endo Steel .
6 Rl A 6 i 23 Ammo Exp, avoid on 6+ O 9
- HolAgain - rerro-ribrous 22  Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
V i 18 Shutdown, avoid on 6+ O
Left Leg l. Right Leg 6
1. Hip L B 1. Hip 17  +3 Modifier to Fire O 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @)
14 Shutdown, avoid on 4+ 4
3. Lower Leg Actuator 3. Lower Leg Actuator . . 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re
5. Jump Jet Damage Transfer 5. Jump Jet 180 -+21MMOVZTEHE P'Smts 2
6. Jump Jet Diagram 6. Jump Jet odiner to |‘re 1
9 5 -1 Movement Points
\, / '\ / | o
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

( 'MECH DATA \ \ ( WARRIOR DATA \
Type: Crossbow Prime Name:
\'\A";;‘I’Ei':;”t p°"5'ts' I:Z;?:S'e: SE . Gunnery Skill: Piloting Skill:
Running: 8 Rules Level: Standard Hits Taken | 1 2| 3lals]|s
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 LA 6 1/MsI[MCS] — 7 14 21
w/ Artemis [V
1 LRM 20 RA B 1/MsI[MCS] — 7 14 21 Right Arm
w,/ Artemis IV (18)
(26)
(0] (0]
(0] (0]
o o
Left © © Right
Amma: (LRM 20 Artemis-capable) 24 Torso Rear o © Torso Rear
(o) ° o (o)
\ BV: 1.829 @ )
/ O
CRITICAL TABLE N\ Head Scale
Head Left Torso (15 Right Torso (15) (oo
Left Arm (CASE) 1. Life Support Right Arm (CASE) '
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator (e} 30*
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator ]
1-3 4 [lrRmz0 5. Sensors 1-3 4 lrv20 o 23
5.|LRM 20 B. Life Support 5.| LRM 20 o 28>
6.| LRM 20 6.| LARm 20 g Right | 27
Arm 2B *
1.LLR™ 20 Center Torso 1.LLR™ 20 o (10)
2. Artemis IV FCS 1. Fusion Engine 2. Artemis IV FCS O 25*
4-6 3. Ammo (LRM 20 Am:em?s—capable] 6 2. Fusion Engine a4-6 3. Ammo (LRM 20 An:emis-capable) 6 24*
4. Ammo (LRM 20 Artemis-capable) 6 3. Fusion Engine 4. Ammo (LRM 20 Artemis-capable) 6 o3+
5. Roll Again 1- 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
1. Gyro (15) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Roll Again 3. Fusion Engine 1. Roll Again 18*
2. Roll Again 4-6 4. Fusion Engine 2. Roll Again ,_\ 17+
3. Roll Again 5. Roll Again 3. Roll Again _
1-3 4. Roll Again 6. Roll Again 1-3 4. Roll Again HEAT DATA Double Heat Sinks: N 16*
5. Roll Again - - 5. Roll Again Heat 10 (20) 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
1. Roll Again G\jI“D H!tS o o 1. Roll Again S0 Shutdown . 4 O 13*
2. Roll Again Sensor HitsQ O 2. Roll Again 28 Ammo Exp, avoid on B
9 Life Support O g 26  Shutdown, avoid on 10+ O 12
a4-6 2 zz::ﬁgzm pp a4-6 2 20:: 298"1 25 -5 Movement Points O 11
: gamn - rolAgain 24  +4 Modifier to Fire @) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ O 5
1. Hip L B 1. Hip 17 +3 Modifier to Fire O 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Roll Again Damage Transfer 5. Roll Again 180 f‘q'\"'\;’vi_fpens F'E_'”ts 2
6. Roll Again Diagram 6. Roll Again e 4 MO‘\’IE'H'E;;PO';E‘:S 1
\, / '\ / | o
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OMNIMECH RECORD SHEET

( 'MECH DATA \

Type: Crossbow A

N

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

Name:
Movement Points: Tonnage: 65 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Clan v — 9
Running: 8 Rules Level: Standard Hits Taken | 1 2| 3lals]|s
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 Streak SRM B LA 4 2/MsI[MC] — 4 8 12
1 Medium Pulse Laser LA 4 7 [P] - 4 8B 12
1 LRM5 LA 2 1/Msl[MCS] — 7 14 21 Right Arm
1 Streak SRM B RA 4 2/Msl[MC] — 4 8 12
1 Medium Pulse Laser RA 4 7 [P] - 4 8B 12
1 LRM5S RA 2 1/MsI[MCS] — 7 14 21
o o
o o
o O
Left © © Right
Amma: (LRM 5) 48, (Streak SRM 6) 30 Torso Rear 8 8 Torso Rear
(9) (9)
BV: 1,797
\ Q@
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
Scale
CRITICAL TABLE \ Head
Head Left Torso (15 Right Torso (15) (oo
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator (e} 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator ] o9
"9 g [Streak SRM 6 5. Sensors "9 g [Streak SRM 6 o -
5. L Streak SRM 6 B. Life Support 5. L Streak SRM 6 o 28
6. Medium Pulse Laser 6. Medium Pulse Laser CC)) Right 27
A
1. LRM5 Center Torso 1. LRM5 ° (r'lnc‘J] o
2. Ammo (LRM 5) 24 1. Fusion Engine 2. Ammo (LRM 5) 24 9 25*
4-6 3. Ammo (Streak SRM 6) 15 2. Fusion Engine a4-6 3. Ammo (Streak SRM B) 15 24+
"O 4. Roll Again 3. Fusion Engine " 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21*
1. Gyro (15) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Roll Again 3. Fusion Engine 1. Roll Again 18*
2. Roll Again 4-6 4. Fusion Engine 2. Roll Again 17+
3. Roll Again 5. Roll Again 3. Roll Again
-3 : o 1-3 16
. 3 s] ain . .
1 4. Roll Again 6. Roll A 4. Roll Again N
) 9 Double Heat Sinks: "
5. Roll Again 5. Roll Again 10 ED] 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects ( 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll Again s Hi oo 1. Roll Again 28 Ammo Exp, avoid on 8+ O
ensor Hits
2. Roll Again Life Support O 2. Roll Again 96 Shutdown, avoid on 10+ O 12
4-6 3. Roll Again PP 4-6 3. Roll Again 25 .5 Movement Points O 11
‘5" 2°H iga'” g' 20': 298‘” 24  +4 Modifier to Fire @) 10*
6. ROH Agam B. RGI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- HolAgamn - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l_ 1. Hip 17 +3 Modifier to Fire O 5+
game Plate 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator . @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Roll Again Damage Transfer 5. Roll Again 180 f‘qMMOVZTen: P'?_mts 2
6. Roll Again Diagram 6. Roll Again A odifier tUP |.r‘et p
N\ / \L -1 Movement Points / m

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

( 'MECH DATA \ \ ( WARRIOR DATA \
Type: Crossbow B Name:
\'\A";;‘I’Ei':;”t p°"5'ts' I:Z;?:S'e: SE . Gunnery Skill Piloting Skill:
Running: 8 Rules Level: Standard Hits Taken | 1 2| 3lals]|s
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 B LA 4 2/MsI[MC] — 4 8 12
2 Streak SRM B RA 4 2/Msl[MC] — 4 8 12
Right Arm
(18)
(26)
(0] (0]
(0] (0]
o o
Left © © Right
Ammo: (Streak SRM 6) 60 Torso Rear © © Torso Rear
(o) ° o (o)
\\ BV: 1,687 @ )
/ O
CRITICAL TABLE N\ Head Scale
Head Left Torso (15 Right Torso (15) (oo
Left Arm (CASE) 1. Life Support Right Arm (CASE) '
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator (e} 30*
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator ]
1-3 4 [streak SRV 6 5. Sensors 1-3 4 [streak srv 6 o 23
5. [Streak SRM 6 B. Life Support 5. [Streak SRM 6 © 28>
6. [Streak SRM 6 6. [Streak SRM 6 g Right 27
Arm 2B *
1. L Streak SRM 6 Center Torso 1. LStreak SRM 6 o (10)
2. Ammo (Streak SRM 6) 15 1. Fusion Engine 2. Ammo (Streak SRM 6) 15 O 25*
4-6 3. Ammo (Streak SRM 6) 15 2. Fusion Engine a4-6 3. Ammo (Streak SRM B) 15 24+
4. Roll Again 3. Fusion Engine 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
1. Gyro (15) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Roll Again 3. Fusion Engine 1. Roll Again 18*
2. Roll Again 4-6 4. Fusion Engine 2. Roll Again ,_\ 17+
3. Roll Again 5. Roll Again 3. Roll Again _
1-3 4. Roll Again 6. Roll Again 1-3 4. Roll Again HEAT DATA Double Heat Sinks: N 16*
5. Roll Again - - 5. Roll Again Heat 10 (20) 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
1. Roll Again G\jI“D H!tS o o 1. Roll Again S0 Shutdown . 4 O 13*
2. Roll Again Sensor HitsQ O 2. Roll Again 28 Ammo Exp, avoid on B
9 Life Support O g 26  Shutdown, avoid on 10+ O 12
a4-6 2 EZH ﬁgzm pp a4-6 2 20:: 298"1 25 -5 Movement Points O 11
: gamn - rolAgain 24  +4 Modifier to Fire @) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ O 5
1. Hip L B 1. Hip 17 +3 Modifier to Fire O 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Roll Again Damage Transfer 5. Roll Again 180 f‘q'\"'\;’vi_fpens F'E_'”ts 2
6. Roll Again Diagram 6. Roll Again e 4 MO‘\’IE'H'E;;PO';E‘:S 1
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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( 'MECH DATA \

Type: Ebon Jaguar (Cauldron-Born) Prime

Movement Points:

OMNIMECH RECORD SHEET

Tonnage:

65

N\

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 LB5XAC LA 1 5[DBC/F/S] 3 B 15 24
1 Gauss Rifle RA 1 15[DBX] 2 7 15 @22
17 LRM 10 LT 4 1/MsI[MCS] — 7 14 21
1 ER Medium Laser LT 5 7[DE] — 5 10 15
1 SRM2 RT 2 2/MsI[IMCS] — 3 6 9

Ammo: (Gauss) 16, (LB-5X) 20, (LB-5X Cluster] 20, (LRM 10) 24, (SRM

RRIOR DATA \

BATTLETECH

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Right Arm

Left Right
2) 50 Torso Rear Torso Rear
(8) (8)
\ BV: 1,952 @
\ /
/ \
CRITICAL TABLE N\ Head Scale
Head Left Torso (15) Right Torso (15) (oo
Left Arm (CASE) 1. Life Support Right Arm (CASE) '
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkp"? 2. Upper Arm Actuator o 30*
3.[LB5XAC 4. Ferro-Fibrous 3. [ Gauss Rifle o 5
1-3 4 |esxac 5. Sensors 1-3 4 | Gauss Rifie o
5.| LB 5-X AC B. Life Support 5. | Gauss Rifle o 28>
6.LLB5-XAC 6. | Gauss Rifle o Right 27
° Arm 2B *
1. Ammo (LB-5X) 20 Center Torso 1. | Gauss Rifle o (10)
2. Ammo (LB-5X Cluster) 20 1. XL Fusion Engine 2. L Gauss Rifle 9 25*
4-6 3. Ferro-Fibrous 2. XL Fusion Engine 4-6 3. Ferro-Fibrous 24+
4. Ferro-Fibrous 3. XL Fusion Engine 4. Ferro-Fibrous o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again
6. Rol Again 5. Gyro 6. Roll Again . 22>
oht 21
6. Gyro Leg -
1. Gyro (15) 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. LRM 10 5. Endo Steel 3. SRM2
1-3 4. ER Medium Laser 6. FerroFibrous 1-3 4. Ammo [SRM 2) 50 Double Heat Sinks: N 16*
5. Ammo (LRM 10) 12 5. Ammo (Gauss) 8 13 (26) 15
6. Ammo (LRM 10) 12 Engine Hts O O O 6. Ammo (Gauss) 8 Level* Effects ( 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Endo Steel . 1. Endo Steel .
2. Ferro-Fibrous Ls_fengur‘ Hlti 8 o 2. Roll Again :2 ém:;zviﬁp-ai‘;?édoinﬁji 8 8 12
3. Roll Again ITe suppor: 3. Roll Again ' .
a4-6 a RoHAgam pp a4-6 2 Fol Agam 25 5 Movement Pqnts OO 11
24  +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O S
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O
20 -4 Movement Points 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H mS'[ Right Leg 18 Shutdown, avoid on B+ @) 5
1. Hip game ) labs 1. Hip 17  +3 Modifier to Fire O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re 3
5. Endo Steel Damage Transfer 5. Endo Steel 180 -+21MI\/IOVZ'TEH: P'S'nts 2
6. Endo Steel Diagram 6. Endo Steel e 4 Mose;‘z;tupo'i;is 1
\, / '\ / | o
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OMNIMECH RECORD SHEET

\
( 'MECH DATA \

Type: Ebon Jaguar [Cauldron-Born] A

Movement Points: Tonnage: 65

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 Large Laser LA 12 10[DE] — 8 15 25
1 Flamer LA 3 2[DEHAI - 1 2 3
1 Machine Gun LA — 2[DBAI] - 1 2 3
1 ER Large Laser RA 12 10|[DE] — 8 15 25
1 Medium Pulse Laser RA 4 7 [P] - 4 B 12
1 Machine Gun RA  — 2[DBAI] - 1 2 3
1 ER Medium Laser LT 5 7[DE] — 5 10 15
2 ERMedumLlaser(R) LT 5 7[DE] - 5 10 15
1 Ultra AC/20 RT 7 20/Sht — 4 8 12

[DBR/C]

Ammao: (Machine Gun) 200, (Ultra AC/20) 15

BATTLETECH

( WARRIOR DATA \

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

Left
Torso Rear
(8)

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

Right Arm

Right
Torso Rear

(8)

BV: 2,429
N\ /
\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
H.ead Left Torso (15) Right Torso (15) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkp"? 2. Upper Arm Actuator o 30*
13 3. ERLlarge Laser 4. Ferro-Fibrous 13 3. ERLlarge Laser ] o9
"2 4. Flamer 5. S_ensors "2 4. Medium Pulse Laser o "
5. Machine Gun 6. Life Support 5. Machine Gun © 28
6. Ferro-Fibrous 6. Ferro-Fibrous CC)) Right 27
§ Arm 26*
1. Ferro-Fibrous Center Torso 1. Ferro-Fibrous o (10)
2. Roll Again 1. XL Fusion Engine 2. Roll Again 9 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 46 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
*
1. Gyro ) (15) 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. ER Medium Laser 5. Endo Steel 3. [ Ultra AC/20
1-3 4. ER Medium Laser (R) 6. FerroFibrous 1-3 4.| uitra AC/20 Double Heat Sinks: N, 18
5. ER Medium Laser (R) 5. | ultra AC/20 13 (96 ' 15*
6. Ammo (Ultra AC/20) 5 Engine Hts O O O 6. | uitra AC/20 Level* Effects (=8) 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Ammo (Ultra AC/20) 5 . 1.| Uitra AC/20 98 Ammo Exp. avoid on B+ (o]e)
2. Ammo (Ultra AC/20) 5 I_S_fngor‘ Hits 8 (o} 2. | uttra AG/20 e Shumownp.avoid on s 30 s
3. Ammo (Machine Gun) 200 ife Support 3. | uitra Ac/20 ' A
a4-6 4 Endo Stoo a4-6 L Uitra aC/20 25 5 Movement Pqnts O O 11
- Endo Stee - LUltra AC/ 24  +4 Modifier to Fire O 10*
5. Ferro-Fibrous 5. Endo Steel .
23 Ammo Exp, avoid on 6+ O 9
6. Roll Again 6. Roll Again 25 Shutdown. avoid on 8+
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l_ 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3Mm ¢ Point: 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re 3
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Endo Steel Diagram 6. Endo Steel 2 TM'\"Od'f'er zUPF'TE‘t 1
-1 Movement Points
\, / '\ / | o

© 2020 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

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ / \
'MECH DATA \ WARRIOR DATA
Type: Ebon Jaguar (Cauldron-Born) B Name:
Movement Points: Tonnage: 65 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Clan v — 9
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 ERPPC LA 15 15][DE] — 7 14 23
1 Large Pulse Laser LA 10 10[P] — B 14 20
1 ERPPC RA 15 15[DE] — 7 14 23 Right Arm
1 Large Pulse Laser RA 10 10[P] — B 14 20
1 Medium Pulse Laser LT 4 7[P] - 4 8B 12
1 TAG LT — [E] — 5 9 15
1 Medium Pulse Laser RT 4 7[P] - 4 8B 12
1 Active Probe RT — [E] - - =5
Left Right
Torso Rear Torso Rear
(8) (8)
BV: 2,535
\, (
\ /
/, N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ — Scale
Head Left Torso (15) Right Torso (15) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkp"? 2. Upper Arm Actuator o 30*
13 % [ER PPC 4. FerroFibrous 13°% [ER PPC o 5
™2 4.lerprc 5. Sensors ™2 4. lerprc o -
5. [Large Pulse Laser 6. Life Support 5. [Large Pulse Laser © 28
6. LLarge Pulse Laser 6. LLarge Pulse Laser CC)) Right 27
A
1. Ferro-Fibrous Center Torso 1. FerroFibrous ° (Tc‘J] =
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous S 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24*
4-6 4. Roll Again 3. XL Fusion Engine 46 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right
6. Gyro Leg 21
*
1. Gyro _ (15) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. Medium Pulse Laser 5. Endo Steel 3. Medium Pulse Laser
1-3 4 1ac e 1-3 4 Active Prob i N
: 6. Ferrofibrous - Active Frobe Double Heat Sinks:
5. Endo Steel 5. Endo Steel 13 28' 15+
6. FerroFibrous Engine Hts O O O 6. Roll Again Level* Effects (26) 14+
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll A 1. Roll A .
ol Again Sensor Hits O O ol Again 28  Ammo Exp, avoid on 8+ ole;
2. Roll Again - 2. Poll Again 96  Shutdown, avoid on 10+ oo 12
3. Roll Again Life SUPPUT‘t o 3. Roll Again ' .
a4-6 a4-6 25 -5 Movement Points O O 11
4. Roll Again 4. Roll Again e X
24  +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again o @) 9
22 Shutdown, avoid on 8+ O n
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
: l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3Mm Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re 3
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Endo Steel Diagram 6. Endo Steel 2 TMMOd'f'erzUPF'TEt 1
-1 Movement Points
\, / '\ / | o
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( 'MECH DATA \

Type: Linebacker Prime

OMNIMECH RECORD SHEET

N

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Name:
Movement Points: Tonnage: 65 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Clan v — 9
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 ERPPC LA 15 15]DE] - 7 14 23
1 ERPPC RA 15 15[DE] - 7 14 23
1 LRMS LT 2 1/Msl[MCS] — 7 14 21 Right Arm
1 Streak SRM 4 RT 3 2/Msl[MC] — 4 8 12
1 ER Small Laser (R) RT 2 5][DE - 2 4 8
Left Right
Ammo: (LRM 5) 24, (Streak SRM 4] 25 Torso Rear Torso Rear
(8) (8)
BV: 2,390
\,
\ == /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (15 Right Torso (15) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator (e} 30*
13 % [ER PPC 4. Ferro-Fibrous 132 [ER PPC o 5
™2 a.lerprc 5. Sensors ™2 a4 lerprc o -
5. Endo Steel 6. Life Support 5. Endo Steel o 28
6. Ferro-Fibrous 6. Ferro-Fibrous CC)) Right 27
A
1. Roll Again Center Torso 1. Roll Again ° (r'lnc‘J] o
2. Roll Again 1. XL Fusion Engine 2. Roll Again O 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Right
6. Gyro Leg 21
*
1. Gyro ) (15) 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso [CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. LRM5 3. Streak SRM 4
1-3 4. Ammo (LRM 5) 24 2' EniDAStE-EI 1-3 4 ERre:r‘naII Laser (R) . 16
: - Holl Again : Double Heat Sinks: "
5. Endo Steel 5. Ammo (Streak SRM 4) 25 14 (28) 15
6. Ferro-Fibrous Engine Hts O O O . Endo Steel Level* Effects ( 14+
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll Again Sensor Hits o o 1. Ferro-Fibrous 28 Ammo Exp, avoid on 8+ O O
2. Roll Again " 2. Roll Again 26  Shutdown, avoid on 10+ 00 12
3. Roll Again Life SUPPOT‘t o 3. Roll Again ' .
a4-6 a4-6 25 -5 Movement Points O O 11
4. Roll Again 4. Roll Again o4 +4 Modifi Fi "
5. Roll A 5. Roll A odier to Hre ol 10
. Roll Again . Roll Again .
6 Roll A 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- HolAgamn - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous g 4;1Ml\/lod|f|er EUPF'_'"‘?: 1
-1 Movement Points
\, / '\ / | o
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OMNIMECH RECORD SHEET

( 'MECH DATA \

Type: Linebacker A

N

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

Name:
Movement Points: Tonnage: 65 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Clan v — 9
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 Large Laser LA 12 10[DE] — 8 15 25
1 ER Large Laser RA 12 10|[DE] — 8 15 25
1 LRM 15 LT 5 1/MsI[MCS] — 7 14 21 Right Arm
2 ER Medium Laser RT 5 7[DE] — 5 10 15
1 LRM5 RT 2 1/MsI[MCS] — 7 14 21
Left Right
Ammo: (LRM 15] 16, (LRM 5) 24 Torso Rear Torso Rear
(8) (8)
BV: 2,264
\,
\ == /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (15 Right Torso (15) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator (e} 30*
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator ] o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o "
5. ER Large Laser 6. Life Support 5. ERLarge Laser ° 28
6. Endo Steel 6. Endo Steel O gignt |27
° Arm *
1. Ferro-Fibrous Center Torso 1. FerroFibrous ° (10) o
2. Roll Again 1. XL Fusion Engine 2. Roll Again 9 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24*
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Right >
6. Gyro Leg -
1. Gyro (15) 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso [CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3.[LRM 15 5. Endo Steel 3. ER Medium Laser
1-3 a. [LRM’IE 6. Roll Again 1-3 4. ER Medium Laser Double Heat Sinks: N 16
5. Ammo (LRM 15) 8 5. LRM5 14 28l 15*
6. Ammo (LRM 15) 8 Engine Hts O O O 6. Ammo (LRM 5) 24 Level* Effects (28] 14*
i 30 Shutdown
1. Endo Steel G\jI“D H!tS o o 1. Endo Steel 28 Ammo Exp, avoid on 8+ O O a3+
2. Ferro-Fibrous Sensor Hits o o 2. Ferro-Fibrous B . 12
' Life Support O ' 26  Shutdown, avoid on 10+ 00
4-6 3. Roll Again 4-6 3. Roll Again o5 .5 Movement Points O O 11
4. Roll Again 4. Roll Again . X
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again .
6 Roll A 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- HolAgamn - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous 2 4;1Ml\/lod|f|er EDPF'_ri 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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OMNIMECH RECORD SHEET

( 'MECH DATA \

Type: Linebacker B

N

BATTLETECH

Left Torso

ARMOR DIAGRAM

Head (9)
Right Torso

( WARRIOR DATA \

Name:
Movement Points: Tonnage: 65 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Clan v — 9
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 ER Medium Laser LA 5 7[DE] — 5 10 15
1 ER Medium Laser RA 5 7|[DE] — 5 10 15
1 ER Small Laser LT 2 5[DEf] — 2 4 B Right Arm
1 Gauss Rifle RT 1 15[DBX] 2 7 15 22
Left Right
Ammo: [Gauss) 16 Torso Rear Torso Rear
(8) (8)
BV: 2,048
\,
\ == /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (15 Right Torso (15) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator (e} 30*
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator ] o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o "
5. ER Medium Laser 6. Life Support 5. ER Medium Laser ° 28
6. ER Medium Laser 6. Endo Steel O gignt |27
° Arm *
1. Endo Steel Center Torso 1. Ferro-Fibrous o (10) 26
2. Ferro-Fibrous 1. XL Fusion Engine 2. Roll Again O 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right
6. Gyro Leg 21
*
1. Gyro ) (15) 20
Left Torso 2. XL Fusion Engine Right Torso [CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. ER Small Laser 5. Endo Steel 3. | Gauss Rifle
1-3 4. Endo Steel 6. Roll Again 1-3 4. | Gauss Rifle e 18
g Double Heat Sinks: "
5. Ferro-Fibrous 5. | Gauss Rifle 14 (28 15
6. Roll Again Engine Hts O O O 6. | Gauss Rifle Level* Effects (28] 14*
i 30 Shutdown
1. Roll Again Gyro H!tS oo 1. | Gauss Rifle 28 Ammo Exp, avoid on 8+ 0]0) 137
Sensor Hits O O ' avo
2. Roll Again Life Support O 2. L Gauss Rifle 96 Shutdown, avoid on 10+ (o]e) 12
4-6 3. Roll Again PP 4-6 3. Ammo (Gauss) 8 25 .5 Movement Points O O 11
4. Roll Again 4. Ammo (Gauss) 8 . X
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Endo Steel .
6 Roll A 6 F i 23 Ammo Exp, avoid on 6+ O 9
- HolAgamn - Ferro-ribrous 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous 2 4;1Ml\/lod|f|er EDPFI'N?: 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Nova Cat Prime Name:
Movement Points: Tonnage: 70 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Clan v — 9
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3lals]|s
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
3 ERLarge Laser LA 12 10[DE] — 8 15 25
2 ERPPC RA 15 15[DE] - 7 14 283
Right Arm
Left Right
Torso Rear Torso Rear
(7) (7)
BV: 2,530
\,
\ == /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (15 Right Torso (15) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30*
13 % [Dnuble Heat Sink 4. Endo Steel 132 [Duuble Heat Sink 5 5
™2 4. Double Heat Sink 5. Sensors ™ 4. L Double Heat Sink o -
5. [Dnuble Heat Sink 6. Life Support 5. [Duuble Heat Sink o 28
6. L Double Heat Sink 6. L Double Heat Sink O\ Right 27
o Arm 2B *
1. ERLarge Laser Center Torso 1. [ER PPC °f 11y
2. ERLarge Laser 1. XL Fusion Engine 2. lerpPc O 25*
a6 3. ERLarge Laser 2. XL Fusion Engine 46 3. [ER PPC 24*
4. Roll Again 3. XL Fusion Engine 4.LERPPC 23*
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
21
6. Gyro Leg -
1. Gyro (15) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine ,_\ 17*
3. [ Double Heat Sink 5. Endo Steel a. [Double Heat Sink _
1-3 4. [Double Heat Sink 6. Endo Steel 1-3 4. L Double Heat Sink HEAT DATA . 16
Double Heat Sinks: "
5. [Double Heat Sink 5. [Double Heat Sink Heat o5 (50 a5
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (50 14*
. Gyro Hits 00 . 30 Shutdown *
1. | Double Heat Sink 1. [ Double Heat Sink " O O O 13
i 28 Ammo Exp, avoid on 8+
2 ['3““"'9 Heat Sink Sensor Hits QO 2. [D“'”b'e Heat Sink 56 Shutdown, avard on 10+ 000 12
3. [ Double Heat Sink Life Support O 3. [ Double Heat Sink ' ,
a4-6 a4-6 25 -5 Movement Points o000 11
4. L Double Heat Sink 4. L Double Heat Sink . X
) h 24  +4 Modifier to Fire o000 10*
5. [Douhle Heat Sink 5. [Double Heat Sink 23 Ammo Exp, avoid on 6+
6. L Double Heat Sink 6. LDouble Heat Sink 55 Shutdown Yavoid on 8+ O O O 9
20 -4 Movement Points O O 8%
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ (0]0) 5
1. Hip game Dlabs 1. Hip 17 +3 Modifier to Fire 00 =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Endo Steel Damage Transfer 5. Endo Steel 180 f‘qMMO\/ETen: F"Smts 2
6. Endo Steel Diagram 6. Endo Steel e M oamer t”P 'Tet 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

OMNIMECH RECORD SHEET

( 'MECH DATA \

BATTLETECH

( WARRIOR DATA \

N
Type: Nova Cat A Name:
\'\A";;‘I’Ei':;”t p°'2ts' I:Z;?:S'e: égn Gunnery Skill Piloting Skill:
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3lals]|s
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 ERLarge Laser LA 12 10[DE] — 8 15 25
2 ERLarge Laser RA 12 10|[DE] — 8 15 25
1 Targeting Computer RT — [E] - - = = Right Arm
Left Right
Torso Rear Torso Rear
(7) (7)
\ BV: 2829 (ﬁ)
\ == /
/ \
CRITICAL TABLE \ Head Scale
Head Left Torso (15 Right Torso (15) (oo
Left Arm 1. Life Support Right Arm '
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30*
3. [ Double Heat Sink 4. Endo Steel 3. [ Double Heat Sink g
13, [Dnuble Heat Sink 5. Sensors 13, [Duuble Heat Sink o 29
5. [Dnuble Heat Sink B. Life Support 5. [Duuble Heat Sink o 28>
6. L Double Heat Sink 6. L Double Heat Sink O\ Right 27
' ) 9% Arm 26*
1. [Duuble Heat Sink Center Torso 1. [Duuble Heat Sink ] (11
2. L Double Heat Sink 1. XL Fusion Engine 2. L Double Heat Sink O 25*
a6 3. [Double Heat Sink 2. XL Fusion Engine 46 3. [Double Heat Sink 24*
4. L Double Heat Sink 3. XL Fusion Engine 4. L Double Heat Sink o3+
5. ERLarge Laser 1-3 4. Gyro 5. ERLarge Laser "
6. ERLarge Laser 5. Gyro 6. ERLarge Laser Right 22
6. Gyro Leg 21*
1. Gyro (15) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. | Double Heat Sink 5. Endo Steel 3. [ Double Heat Sink
1-3 4. [Double Heat Sink 6. Endo Steel 1-3 4. [Double Heat Sink Double Heat Sinks: 1 6*
5. [Double Heat Sink 5. [Double Heat Sink o5 (50) a5
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects 14*
. Gyro Hits 00 30 Shutdown 13*
1. [ Double Heat Sink 1. Jump Jet .
2. [Dnuhle Heat Sink Sensor HitsQ O 2, Jum:: Jet 28 Ammo Exp, avoid on B+ 8 8 8 12
3. | Double Heat Sink Life SUPPOT‘t o 3. | Targeting Computer 26 Shutdown, avoid an 1o+
46 4. [Douhle Heat Sink 4-6 4. Targeting C t 25 5 Move.rr.lent qunts 000 i
) ) geting bomputer 24  +4 Modifier to Fire o000 10*
5. Jump Jet 5. | Targeting Computer 293 Ammo Exp, avoid on B+
6. Jump Jet 6. LTargeting Computer oo gh P . O O O 9
utdown, avoid on 8+ O O Py
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H mS'[ Right Leg 18  Shutdown, avoid on B+ (0]0) 5
1. Hip game P labs 1. Hip 17 +3 Modifier to Fire (o]e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Endo Steel Damage Transfer 5. Endo Steel 180 f‘qMMoerrjent Points 2
6. Endo Steel Diagram 6. Endo Steel odifier to Fire 1
\ / \\ 5 -1 Movement Points / o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Nova Cat B Name:
Movement Points: Tonnage: 70 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Clan v — 9
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3lals]|s
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
3 LRM15 LA 5 1/MsI[MCS] — 7 14 21
3 LRM15 RA 5 1/MsI[MCS] — 7 14 21
1 ER Medium Laser LT 5 7I[DE] — 5 10 15 Right Arm
1 ER Medium Laser RT 5 7[DE] — 5 10 15
Left Right
Ammo: (LRM 15) 80 Torso Rear Torso Rear
(7) [7)
BV: 2,492
\,
\ == /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ — Scale
Head Left Torso (15 Right Torso (15) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30*
13 % [LRM 15 4. Endo Steel 132 [Duuble Heat Sink 5 5
"2 alLrm15 5. Sensors "9 4. Double Heat Sink ° -
5. [LRM 15 B. Life Support 5. [LRM 15 o 28
6.LLRM 15 6.LLRM 15 O\ Right 27
o Arm 2B *
1 [LRM’IS Center Torso 1. [LRM 15 °f o1
2.LLRM 15 1. XL Fusion Engine 2.LLRM 15 2 25>
3. Roll Again 2. XL Fusion Engine 3. [LRM 15 24 *
4-6 4. Roll Again 3. XL Fusion Engine 46 4.LLRM 15 23*
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
*
1. Gyro ) (15) 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso [CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine ,_\ 17*
3. [ Double Heat Sink 5. Endo Steel 3. [Double Heat Sink _
1-3 4. [Double Heat Sink 6. Endo Steel 1-3 4. L Double Heat Sink HEAT DATA s N 16
Double Heat Sinks: "
5. [Double Heat Sink 5. [Double Heat Sink Heat 16 (32 a5
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (32) 14*
X Gyro Hits 00 i 30 Shutdown 13*
1. ER Medium Laser 1. ER Medium Laser " O O
i 28 Ammo Exp, avoid on 8+
2. Ammo (LRM 15) 8 Ls_fngﬂf‘ Hlti 8 o 2. Ammo (LRM 15) 8 o6 Shutdownpavoid on 10+ 00 12
ITe suppor !
4-6 3. Ammo (LRM 15) 8 PP 4-6 3. Ammo (LRM 15) 8 55 -5 Movement Points 00 11
4. Ammo (LRM 15) 8 4. Ammo (LRM 15) 8 i ]
24  +4 Modifier to Fire (o]e) 10*
5. Ammo (LRM 15) 8 5. Ammo (LRM 15) 8 23 Ammo Exp, avoid on 6+
6. Ammo (LRM 15) 8 6. Ammo (LRM 15) 8 55 Shutdown Yavoid on 8+ O O 9
20 -4 Movement Points Q0 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Endo Steel Diagram 6. Endo Steel 2 j“M“g‘\’Ig::‘z;z”PZ'i;ets 1
\, / '\ / | o
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BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \\ /4 \
'MECH DATA \ WARRIOR DATA
Type: Night Gyr Prime Name:
Movement Points: Tonnage: 75 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Clan v — 9
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ERPPC LA 15 15][DE] — 7 14 23
1 Ultra AC/10 RA 3 10/Sht — B 12 18
[DBR/C] Right Arm
1 Medium Pulse Laser LT 4 7[P] - 4 8B 12
1 Medium Pulse Laser RT 4 7[P] — 4 8 12
1 Medium Pulse Laser HD 4 7 [P] - 4 8B 12 PN —t
‘.E \Wime = 22
..A-='§~
=
~{“,@ S \
o -
o {7 ‘
d
Left Right
Ammo: [Ultra AC/10) 20 Torso Rear Torso Rear
(10) (10)
BV: 2,830
\,
\ == /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (16 ) Right Torso (16) (oo
Left Arm 1. Life Support Right Arm (CASE) )
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCk_P't 2. Upper Arm Actuator g 30*
3. [ Double Heat Sink 4. Medium Pulse Laser 3. [ Double Heat Sink o 5
1-3 4 L bouble Heat sink 5. Sensors 1-3 4 L bouble Heat sink ) -
5. [Dnuble Heat Sink 6. Life Support 5. [ Ultra AC/10 g 28
6. L Double Heat Sink 6. | Ultra AC/10 o\ Right 27
o Arm 2B *
1. [ER PPC Center Torso 1.| Ultra AC/10 [e] (12)
2.LERPPC 1. XL Fusion Engine 2. LuitraAc/10 ) 25*
a6 % [ER PPC 2. XL Fusion Engine 4.5 3 Ammo(UkraAC/10) 10 24+
4.LerppPc 3. XL Fusion Engine 4. Ammo (Ultra AC/10) 10 a3+
5. Ferro-Fibrous 1-3 4. Gyro 5. Endo Steel "
6. Ferro-Fibrous 5. Gyro 6. Endo Steel Right 22
6. Gyro Leg 21
*
1. Gyro (16) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. [ Double Heat Sink 5. [ Double Heat Sink 3. [Double Heat Sink
1-3 4. [Double Heat Sink 6. [Duubb Heat Sink 1-3 4. L Double Heat Sink Double Heat Sinks: N 16
5. [Double Heat Sink 5. [Double Heat Sink 50 (40 . a5+
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (40 14*
. Gyro Hits 00 . 30 Shutdown 13*
1. Medium Pulse Laser Sensor Hits o o 1. Medium Pulse Laser 28 Ammo Exp, avoid on 8+ O O
2. Endo Steel ~ 2. Ferro-Fibrous 56  Shutd id 10+ O O 12
Life Support o 3. Ferro-Fibrous utaown, avoid on
a4-6 3. Endo Steel a4-6 25 -5 Movement Points O O 11
4. Endo Steel 4. Ferro-Fibrous . X
24  +4 Modifier to Fire (o]e) 10*
5. Endo Steel 5. Ferro-Fibrous .
23 Ammo Exp, avoid on 6+ O O
6. Endo Steel 6. Ferro-Fibrous . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ (0]0) 5
1. Hip game Dlabs 1. Hip 17 +3 Modifier to Fire 00 =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Jump Jet Damage Transfer 5. Jump Jet 180 f‘qMMOVZ.Ten: Pﬁ.'nts 2
6. Jump Jet Diagram 6. Jump Jet 5 M odimer tDF’ I'N?: 1
-1 Movement Points
\, / '\ / | o
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BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Night Gyr A Name:
Movement Points: Tonnage: 75 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Clan v — 9
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser LA 10 10[P] — 6 14 20
2 Medium Pulse Laser LA 4 7[P] — 4 8 12
1 Ultra AC/20 RA 7 20/Sht - 4 8 12 Right Arm
[DB,R/C]
1 Streak SRM 6 LT 4 2/MsI[MC] — 4 8 12
1 Streak SRM 6 RT 4 2/MsIIMC] — 4 8 12
S|
1 Medium Pulse Laser HD 4 7 [P] - 4 8B 12 ,,Q,i.
<IN
== (A
V’)i‘i// ,//'ﬂ ‘
Left Right
Ammao: (Streak SRM B) 15, (Ultra AC/20) 15 Torso Rear Torso Rear
(10) (10)
BV: 2,680
\,
\ == /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (16 ) Right Torso (16) (oo
Left Arm 1. Life Support Right Arm o
1. Shoulder 2. Sensors 1. Shoulder e}
2. Upper Arm Actuator 3. COCk_P't 2. Upper Arm Actuator g 30*
13 % [Dnuble Heat Sink 4. Medium Pulse Laser 1.3 &[ueranc/eo o 5
™2 4. Double Heat Sink 5. Sensors ™ 4. | uttra AC/20 ) -
5. [Dnuble Heat Sink 6. Life Support 5. | Uttra AC/20 g 28
6. L Double Heat Sink 6. | Ultra AC/20 o\ Right 27
o Arm 2B *
1. [Large Pulse Laser Center Torso 1.| Ultra AC/20 [e] (12)
2. LLarge Pulse Laser 1. XL Fusion Engine 2. | Ultra AC/20 ) 25*
4-6 3. Medium Pulse Laser 2. XL Fusion Engine a4-6 3. | Ultra AC/20 24+
4. Medium Pulse Laser 3. XL Fusion Engine 4. LUkkra AC/20 o3+
5. Ferro-Fibrous 1-3 4. Gyro 5. Endo Steel "
6. Ferro-Fibrous 5. Gyro 6. Endo Steel Right 22
6. Gyro Leg 21
*
1. Gyro (18) 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso [CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. [Double Heat Sink 5. [D.,uHE Heat Sink 3. [Streak SRM 6
- . - 16
1-3 4. L Double Heat Sink 6. L Double Heat Sink 1-3 4. LStreak SRM 6 Double Heat Sinks: N
5. [Streak SRM 6 5. Ammo (Ultra AC/20) 5 16 (32 : 15*
6. Lstreak SRM 6 Engine Hts O O O 6. Ammo (Ultra AC/20) 5 Level* Effects (32) 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Ammo (Streak SRM 6) 15 Sensor Hits © O 1. Ammo (Ultra AG/20) 5 58 Ammo Exp, avoid on 8+ (@]0)
2. Endo Steel ~ 2. Ferro-Fibrous 56  Shutd id 10+ O O 12
Life Support o 3. Ferro-Fibrous utaown, avoid on
a4-6 3. Endo Steel a4-6 25 -5 Movement Points O O 11
4. Endo Steel 4. Ferro-Fibrous . X
24  +4 Modifier to Fire (o]e) 10*
5. Endo Steel 5. Ferro-Fibrous .
23 Ammo Exp, avoid on 6+ O O
6. Endo Steel 6. Ferro-Fibrous . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hip LYy 1. Hip 17  +3 Modifier to Fire O 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator jl S ;EMMDd'f'eP EOF'FI'Fet
5. Jump Jet Damage Transfer 5. Jump Jet 3 -+1 I\/IOgZirf?;:tu '?il:es 2
6. Jump Jet Diagram 6. Jump Jet 5 M  Point 1
-1 Movement Points
\, / '\ / | o
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OMNIMECH RECORD SHEET

( 'MECH DATA \

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

N
Type: Night Gyr B Name:
Movement Points: Tonnage: 75 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Clan v — 9
Running: 6 Rules Level: Standard HitsTaken | 1 [ 2 [ 3| 4| 5 | 6
Jumping: 4 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Gauss Rifle LA 1 15[DBX] 2 7 15 22
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22
1 LB2-XAC LT 1 2[DbBC/F/S] 4 10 20 30 Right Arm
1 LB2-XAC RT 1 2[DBC/F/S] 4 10 20 30
&
£
= -“\'¥~
E5— o)L
o
S ‘
Left Right
Ammao: (Gauss) 24, (LB-2X Cluster) 45 Torso Rear Torso Rear
(10) (10)
BV: 2,140
\ "
\ == /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (16 ) Right Torso (16) (oo
Left Arm (CASE) 1. Life Support Right Arm (CASE) )
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator g 30*
q.g 3[Gauss it 4. Roll Again 1.3 & [Causs Rie o 5
™2 4. | Gauss Rifle 5. Sensors ™ 4.| Gauss Rifle ) -
5. | Gauss Rifle B. Life Support 5. | Gauss Rifle 2 28
6. | Gauss Rifle 6. | Gauss Rifle o\ Right 27
. ’ o Arm 26*
1. | Gauss Rifle Center Torso 1. | Gauss Rifle [e] (12)
2. | Gauss Rifle 1. XL Fusion Engine 2. L Gauss Rifle ) 25*
3. Ferro-Fibrous i i 3. Endo Steel *
4-6 o o 2. XL Fus!nn Eng!ne 4-6 o 24
- Ferro-ribrous 3. XL Fusion Engine - Endo Stee 23*
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Right
6. Gyro Leg 21
20*
1. Gyro ) (18) .
Left Torso (CASE) 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3.|LB2-XAC 5. Roll Again 3.[LB2-XAC
1-3 . 1-3 N L1s
4.|LB2XAC B. Roll Again 4.|LB2XAC Double Heat Sinks: n
5. LLB2X AC 5.LLB2X AC 12 (24) a5
6. Ammo (LB-2X Cluster) 45 Engine Hts O O O 6. Ammo (Gauss) 8 Level* Effects ( 14+
i 30 Shutdown
1. Ammo (Gauss) 8 Gyro H!tS (o] o] 1. Ammo (Gauss) 8 28 Ammo Exp, avoid on 8+ O O 137
2. Endo Steel Sensor Hits o o 2. Ferro-Fibrous 56  Shutd ' id 10+ O O 12
Life Su ort o utdown, avoid on
3. Endo Steel PP 3. Ferro-Fibrous 25 .5 Movement Points O 11
46 4. Endo Steel 4-6 4. Ferro-Fibrous e )
24  +4 Modifier to Fire O 10*
5. Endo Steel 5. Ferro-Fibrous .
6 Endo Stecl 6 F Fib 23 Ammo Exp, avoid on 6+ O 9
- Endo Stee - rerroribrous 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet 2 4;1Ml\/lod|f|er EDPFI'N?: 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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( 'MECH DATA \

BATTLEMECH RECORD SHEET

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

N\ O O
. O O
Type: Warhammer IIC Name: 50
Movement Points: Tonnage: 80 . _— . o0
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Clan v — 9 [ole)
Running: 6 Rules Level: Standard HitsTaken [ 1 [ 2 | 3 | 4 [ 5 [ & O O
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead : 8
Weapons & Equipment Inventory (hexes) / o
Gty Type Loc Ht Dmg Min Sht Med Lng O
1 ERPPC LA 15 15][DE] — 7 14 23
1 ERPPC RA 15 15[DE] — 7 14 23
2 Medium Pulse Laser LT 4 7[P] - 4 8B 12 Right Arm
2 Medium Pulse Laser RT 4 7[P] — 4 8 12
1 SRM B RT 4 2/MsIIMCS] — 3 6 9
1 Medium Pulse Laser HD 4 7 [P] - 4 8B 12
Left Right
Leg Leg
(30) (30)
Left Right
Ammo: (SRM 6] 15 Torso Rear Torso Rear
(10) (10)
BV: 2,570
\,
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
H.ead Left Torso (17 ) Right Torso (17) (oo
Left Arm 1. Life Support Right Arm )
1. Shoulder 2. Sensors 1. Shoulder o
2 U Arm A 3. Cockpit o
. Upper Arm Actuator ) 2. Upper Arm Actuator o 30*
13 3. Lower Arm Actuator 4. Medium Pulse Laser 13 3. Lower Arm Actuator g o9
" a4 [ER PPC 5. Sensors il [ER PPC o
5. LEr PPC B. Life Support 5.LERPPC 0o 28>
6. Endo Steel 6. Endo Steel 21 rion: | 27
) O§ Arm 2B *
1. Ferro-Fibrous Center Torso 1. Endo Steel [e) (13)
2. Ferro-Fibrous 1. Fusion Engine 2. Ferro-Fibrous O 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 46 4. Roll Again 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
*
1. Gyro ) (17) 20
Left Torso 2. Fusion Engine Right Torso (CASE) 19*
1. [Double Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18*
2. L Double Heat Sink 4-6 4. Fusion Engine 2. L Double Heat Sink 17*
3. | Double Heat Sink 5. [ Double Heat Sink 3. | Double Heat Sink
133 . [ _ 133 . —\ [
4. L Double Heat S!nk 6. L Double Heat Sink 4. Doul?le Heat Sink Double Heat Sinks: -
5. [Duuble Heat Sink 5. Medium Pulse Laser o0 40] 15
6. L Double Heat Sink Engine Hts O O O 6. Medium Pulse Laser Level* Effects ( 14*
. Gyro Hits 00 30 Shutdown 13*
1. Med!um Pulse Laser Sensor Hits o o 1. SRM6 28 Ammo Exp, avoid on 8+ O O
2. Medium Pulse Laser ~ 2. Ammo (SRM B) 15 56  Shutd id 10+ O O 12
Life Suppor‘t o 3. Endo Steel utaown, avoid on
a4-6 3. Endo Steel a4-6 25 -5 Movement Points O O 11
4. Endo Steel 4. Endo Steel 54 +4 Modifi X
odifier to Fire (o]e) 10*
5. Ferro-Fibrous 5. Ferro-Fibrous .
23 Ammo Exp, avoid on 6+ O O
6. Ferro-Fibrous 6. Ferro-Fibrous . 9
22 Shutdown, avoid on 8+ O O n
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
1. Hi l_ 1. Hi 17  +3 Modifier to Fire (o]e) n
- Hip game P labs - Hip 15 3Mm ¢ Point: 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 180 '+21MMOVZTEHE F'gnts 2
6.1 Double Heat Sink Diagram 6.1 Double Heat Sink e M ocmer t“P 'TE‘t 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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( 'MECH DATA \

BATTLEMECH RECORD SHEET

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

N\ O O O
Type: Warhammer IIC 2 Name: 8 8 8
Movement Points: Tonnage: 80 Gunnery Skill Piloting Skill: 00O
Walking: 4 Tech Base: Clan O0O0
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3lals]|s O OO
Jumping: 0 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead : 8 8
Weapons & Equipment Inventory (hexes) / 00
Gty Type Loc Ht Dmg Min Sht Med Lng O O
1 ERPPC LA 15 15]DE] - 7 14 283
1 ERPPC RA 15 15[DE] - 7 14 283
1 LRM15 LT 5 1/MsI[MCS] — 7 14 21 Right Arm
1 LRM 15 RT 5 1/Msl[MCS] — 7 14 21
1 SRMB RT 4 2/Msl[MCS] — 3 6 9
Left Right
Leg Leg
(30) (30)
Left Right
Ammo: (LRM 15) 24, (SRM B) 15 Torso Rear Torso Rear
(10) (10)
| BV: 2482 m
Q/ /
/ O
CRITICAL TABLE N\ Head Scale
Head Left Torso (17 ) Right Torso (17) (oo
Left Arm 1. Life Support Right Arm ) '
1. Shoulder 2. Sensors 1. Shoulder o o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 8 8 30*
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator ] o
1-3 4. [ Double Heat Sink S. Sensors 1-3 4. [ Double Heat Sink S S 23
5. [Dnuble Heat Sink B. Life Support 5. [Duuble Heat Sink o o 28>
6. [ER PPC 6. [ER PPC Left 8 8 Right 27
1.LER PPC Center Torso 1.LERPPC ‘[\:r; ) g % L}T; ) =
2. Endo Steel 1. Fusion Engine 2. Endo Steel O O 25*
3. Ferro-Fibrous i i 3. Endo Steel 24*
4-6 4. Ferro-Fibrous g :z:z: E::::: 4-6 4. Ferro-Fibrous o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot Right 22
6. Gyro Leg Leg 21
1. Gyro 17) (17) 20*
Left Torso (CASE) 2. Fusion Engine Right Torso [CASE) 19*
1. [Double Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18*
2. L Double Heat Sink 4-6 4. Fusion Engine 2. L Double Heat Sink 17*
a3 [Double Heat Sink 5. [D.,uHE Heat Sink a3 [LRM 15
1-3 4. L Double Heat Sink 6. L Double Heat Sink 1-3 4.LLRM 15 Double Heat Sinks: 16*
5.[LRM15 - - 5. SRM6 20 (40) a5
6.LLRM 15 Engine Hts O O O 6. Ammo (SRM 6) 15 Level* Effects 14*
1. Ammo (LRM 15) 8 Seﬁ}s,;?' ::2: 8 8 1. Ammo (LRM 15) 8 Sg i?:g‘g:pl avoid on B+ 00 13*
2. Endo Steel ~ 2. Ammo (LRM 15) 8 56  Shutdown. avoid on 10+ OO 12
ag > Foose Life Support O a.g 3 oS 55 & Movement Points 00 P
"0 4. FerroFibrous "0 4. Endo Steel 54 +4 Modifier to Fire 00 10-
5. Ferro-Fibrous 5. Ferro-Fibrous 23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Ferro-Fibrous 22 Shutdown, avoid on 8+ 9
20 -4 Movement Points O O 8%
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H mS'[ Right Leg 18  Shutdown, avoid on B+ (0]0) 5
1. Hip L B 1. Hip 17 +3 Modifier to Fire (o]e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 180 qul\sz-TenE F'E_'“ts 2
6.1 Double Heat Sink Diagram 6.1 Double Heat Sink e Mose;zztupo';ets 1
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

RRIOR DATA \

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

N O O O
Type: Warhammer IIC 3 Name: 8 8 8
Movement Points: Tonnage: 80 Gunnery Skill Piloting Skill: 00O
Walking: 4 Tech Base: Clan O0O0
Running: 5] Rules Level: Standard HitsTaken [ 1 | 2 | 3 [ 4 | 5 [ & O O O
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead : 8 8
Weapons & Equipment Inventory (hexes) / 00
Gty Type Loc Ht Dmg Min Sht Med Lng O O
1 Heavy Large Laser LA 18 16 [DE] — 5 10 15
1 Heavy Large Laser RA 18 16 [DE] — 5 10 15
2 Medium Pulse Laser LT 4 7][P] — 4 8 12 Right Arm
2 Medium Pulse Laser RT 4 7[P] - 4 8B 12
1 Targeting Computer RT — [E] - - - =
1 Medium Pulse Laser HD 4 7 [P] - 4 8B 12
Left Right
Leg Leg
(34) (34)
Left Right
Torso Rear Torso Rear
(10) (10)
BV: 2,382
\
\ == /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (17 ) Right Torso (17) (oo
Left Arm 1. Life Support Right Arm )
1. Shoulder 2. Sensors 1. Shoulder o o
2 U Arm A 3. Cockpit o o
. Upper Arm Actuator X 2. Upper Arm Actuator le) le) 30*
13 3. Lower Arm Actuator 4. Medium Pulse Laser 13 3. Lower Arm Actuator 8 g o9
" 4 [Dnuble Heat Sink 5. Sensors " 4 [Duuble Heat Sink 5 o -
5. L Double Heat Sink B. Life Support 5. L Double Heat: Sink o 0 28
6. [ Heavy Large Laser 6. [ Heavy Large Laser Left 8 g Right 27
Arm o O§ Arm 26 *
1. | Heavy Large Laser Center Torso 1. | Heavy Large Laser (13) [e] [0} (13)
2. L Heavy Large Laser 1. Fusion Engine 2. LHeavy Large Laser O O 25*
3. Endo Steel 2. Fusion Engine 3. Endo Steel 24+
4-6 4. Endo Steel 3. Fusion Engine 4-6 4. Endo Steel 23
5. Ferro-Fibrous 1-3 4. Gyro 5. Endo Steel oo
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous Left Right >
6. Gyro Leg Leg -
1. Gyro (17) (17) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. [Double Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18*
2. L Double Heat Sink 4-6 4. Fusion Engine 2. L Double Heat Sink 17*
3. [Double Heat Sink 5. [D.,uHE Heat Sink 3. [Double Heat Sink
- . - . 16
1-3 4. L Double Heat S!nk 6. L Double Heat Sink 1-3 4. Doul?le Heat Sink Double Heat Sinks: N -
5. [Duuble Heat Sink 5. Medium Pulse Laser 29 44] 15
6. L Double Heat Sink Engine Hts O O O 6. Medium Pulse Laser Level* Effects ( 14*
. Gyro Hits 00 . 30 Shutdown 13*
1. Medium Pulse Laser Sensor Hits o o 1. | Targeting Computer 28 Ammo Exp, avoid on 8+ O O O
2. Medium Pulse Laser ~ 2. | Targeting Computer 56  Shutd id on 10+ O O O 12
Llfe Su ort o ) utaown, avoia on
a 6 3. Endo Steel PP a 6 3. | Targeting Computer 25 .5 Movement Points O O 11
4. Endo Steel 4. L Targeting Computer 24 +4 Modifier to Fire O O 10+
5. Ferro-Fibrous 5. Ferro-Fibrous 23 Ammo Exp, avoid on 6+
6. Ferro-Fibrous 6. Ferro-Fibrous o O O 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
1. Hip l_ 1. Hip 17  +3 Modifier to Fire (o]e) 5+
EAm S 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator . oo a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 180 qul\sz-TenE F'E_'“ts 2
6.1 Double Heat Sink Diagram 6.1 Double Heat Sink ocmer to nire 1
\ / \\ 5 -1 Movement Points / o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)
Left Torso

(26)

Right Torso

O O O O O O
O_O O_O
/& \ /4 \ 0 0 0 00 0
MECH DATA "N ( WARRIOR DATA 2% |0 2%
O _O O_O
Type: Marauder IIC Name: 0“0 0O 8 0 00O
R . O O
Movement Points: Tonnage: 85 Gunnery Skill Piloting Skill: oo o)
Walking: 4 Tech Base: Clan olo O
Running: 6 Rules Level: Standard HitsTaken [ 1 | 2 [ 3| a | 5 [ 6 8 (e} 8
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead : o
Weapons & Equipment Inventory (hexes) / O O O
Gty Type Loc Ht Dmg Min Sht Med Lng o
1 ERPPC LA 15 15][DE] - 7 14 23 e} O
1 Medium Pulse Laser LA 4 7[P] - 4 B 12 OO
1 ERPPC RA 15 15[DE] - 7 14 23 Left Arm OO Right Arm
1 Medium Pulse Laser RA 4 7[P] - 4 8 12 (24) OOO (24)
1 ERPPC LT 15 15[DE] - 7 14 23 e) O
1 ER Small Laser LT 2 5I[DE] - 2 4 B
1 ER Small Laser RT 2 5][DE] - 2 4 B
2 ER Small Laser CT 2 5]DE] - 2 4 B
(27)
Left Right
Torso Rear Torso Rear
(8) (8)
BV: 2,680
\
/, \" INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (18 ) Right Torso (18) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp"? 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator o9
" 4 [ER PPC 5. Sensors "3 a.[ErRPPC -
5. LEr PPC B. Life Support 5. LER PPC 28
6. Medium Pulse Laser 6. Medium Pulse Laser 27
1. Ferro-Fibrous Center Torso 1. Ferro-Fibrous 26~
2. Ferro-Fibrous 1. Fusion Engine 2. Ferro-Fibrous 25*
3. Ferro-Fibrous 2. Fusion Engine 3. Ferro-Fibrous 24+
4-6 4. Roll Again 3. Fusion Engine 46 4. Roll Again 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro )
Left Torso 2. Fusion Engine Right Torso 19*
1. [Double Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18*
2. L Double Heat Sink 4-6 4. Fusion Engine 2. L Double Heat Sink 17*
3. | Double Heat Sink 5. ER Small Laser 3. [Double Heat Sink
13, [Double Heat Sink 6. ERSmall Laser 1-3 4. L Double Heat Sink Double Heat Sinks: N e
5. [Double Heat Sink 5. [ Double Heat Sink 51 (4D ' 15*
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (42] 14*
G\jl“D HitsQ O 30 Shutdown 13*
1.| ERPPC . 1. ER Small Laser .
2 [ER PPC Sensor HitsQ O 2. Endo Steel 28 Ammo Exp, avoid on B+ Q00 12
' Life S tO : 26 Shutdown, avoid on 10+ 0]@)
3. ER Small Laser ITe suppor 3. Endo Steel o5 .5 Movement Points O O 11
4-6 4. Endo Steel 4-6 4. Endo Steel e )
24  +4 Modifier to Fire (o]e) 10*
5. Endo Steel 5. Endo Steel .
s S s 23 Ammo Exp, avoid on 6+ O O 9
. Endo Steel . Roll Again 22 Shutdown, avoid on B+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ (0]@) 5
1. Hip game Dabs 1. Hip 17 +3 Modifier to Fire 00 =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re 3
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 10 -2 Movement Points 2
6.1 Double Heat Sink Diagram 6. Double Heat Sink 2 "11M'\"°d'f'er f:UPF'TE‘t 1
-1 Movement Points
\, / '\ / | o
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Marauder IIC 2 Name:
Movement Points: Tonnage: 85 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Clan v — 9
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3lals]|s
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Heavy Large Laser LA 18 16 [DE] — 5 10 15
1 Medium Pulse Laser LA 4 7[P] — 4 8 12
1 Heavy Large Laser RA 18 16 [DE] — 5 10 15 Right Arm
1 Medium Pulse Laser RA 4 7 [P] — 4 8 12
1 ER Large Laser CT 12 10([DE] — 8 15 25
o
o
o
o
Left o Right
Torso Rear [e) Torso Rear
(8) (8)
BV: 2,358 B
\ &
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (18) Right Torso (18] (G
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator o9
" a4 [Dnuble Heat Sink 5. Sensors " [Duuble Heat Sink -
5. L Double Heat Sink B. Life Support 5. L Double Heat Sink 28
6. [ Heavy Large Laser 6. [ Heavy Large Laser 27
1. | Heawy Large Laser Center Torso 1. | Heavy Large Laser 26~
2. L Heavy Large Laser 1. Fusion Engine 2. LHeavy Large Laser 25*
4-6 3. Medium Pulse Laser 2. Fusion Engine a4-6 3. Medium Pulse Laser 24+
" 4. FerroFibrous 3. Fusion Engine " 4. FerroFibrous o3+
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous "
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous 22
6. Gyro 21
20*
1. Gyro ) .
Left Torso 2. Fusion Engine Right Torso 19
1. [Double Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18*
2. L Double Heat Sink 4-6 4. Fusion Engine 2. L Double Heat Sink 17*
3. [Double Heat Sink 5. ER Large Laser 3. [Double Heat Sink
1-3 4. L Double Heat Sink 6. Endo Steel 1-3 4. L Double Heat Sink e 18
Double Heat Sinks: .
5. [Double Heat Sink 5. [Double Heat Sink 54148 a5
6. L Double Heat Sink Engine Hits 6. L Double Heat Sink Level* Effects [ ] 14*
9
) Gyro Hits O O 30 Shutdown prm
1. | Double Heat Sink . 1. Jump Jet " O O O
28 Ammo Exp, avoid on 8+
2, [Dnuhle Heat Sink Sensor Hits O O 2. Jump Jet 56  Shutd P id on 10+ 000 12
Life Support o 3. Endo Steel utdown, avoid on
a4-6 3. Jump Jet a4-6 25 -5 Movement Points o000 11
4. Jump Jet 4. Endo Steel . X
) ) 24  +4 Modifier to Fire o000 10*
5. Endo Steel 5. Endo Steel .
23 Ammo Exp, avoid on 6+ O O
6. Endo Steel 6. Endo Steel . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
1. Hi l. 1. Hi 17 +3 Modifier to Fire (o]e) "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. [ Double Heat Sink Damage Transfer 5. [Double Heat Sink 180 f‘qMMOVE'Ten: P'?_'nts 2
6.1 Double Heat Sink Diagram 6.1 Double Heat Sink ocmer to nire 1
\ / \\ 5 -1 Movement Points / o
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BATTLETECH

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

OOOOO
/4 \ /4 \ O 0 O
'MECH DATA \ WARRIOR DATA 2% 0%
Type: Warhawk (Masakari) Prime Name: ogogo OOOOO
Movement Points: Tonnage: 85 Gunnery Skill Piloting Skill: O5°° g
Walking: 4 Tech Base: Clan [ e)e] Ie)
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3|a|ls|s OOOOO O
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 [ 11 |Dead 2o ©
Weapons & Equipment Inventory (hexes) / 8080 O
Gty Type Loc Ht Dmg Min Sht Med Lng OOOO
2 ERPPC LA 15 15][DE] — 7 14 23
1 LRM 10 LA 4 1/MsI[MCS] — 7 14 21
2 ERPPC RA 15 15[DE] — 7 14 23 Right Arm
1 Targeting Computer RT — [E] - - = = (28)
(35)
Left Right
Ammo: (LRM 10] 12 Torso Rear Torso Rear
(10) (10)
\ BV: 3194 @
\ /
/ \
CRITICAL TABLE \ Head Scale
Head Left Torso (18 ) Right Torso (18) (oo
Left Arm (CASE) 1. Life Support Right Arm l
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
3.[ERPPC 4. FerroFibrous 3.[ERPPC
13, [ER PPC S. Sensors 13, [ER PPC 23
5. [ER PPC B. Life Support 5. [ER PPC 28>
6. LERPPC 6. LERPPC 27
1. LRM10 Center Torso 1. Ferro-Fibrous 26~
2. Ammo (LRM 10) 12 1. XL Fusion Engine 2. Roll Again 25*
3. Ferro-Fibrous 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 46 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine ,_\ 17*
3. | Double Heat Sink 5. Roll Again 3. | Double Heat Sink
1-3 4. [Duuble Heat Sink 6. Roll Again 1-3 a. [Double Heat Sink HEAT DATA Double Heat Sinks: N ] 6*
5. [Double Heat Sink 5. [ Targeting Computer Heat o0 [40] 15
6. L Double Heat Sink Engine Hits o o o 6. | Targeting Computer Level* Effects 14+
. Gyro Hits 00 . 30 Shutdown 13*
1. | Double Heat Sink . 1. | Targeting Computer .
2. [Dnuhle Heat Sink S_ensor' Hits o o 2. Targetin: Cum::uter :2 é;q:;z Eﬁp.aa\l/thlidoc;]n18o++ 8 8 12
4-6 2 [gnuhle Heat S?nk Life SUPPOT‘t o 4-6 3. LTargeting Computer o5 5 UMOVZVmLan\tl: I;Oints O O 11
. L Double Heat Sink 4. Ferro-Fibrous 24 +4 Modifier to Fire O O 10+
5. Ferro-Fibrous 5. Ferro-Fibrous 23 Ammo Exp, avoid on 6+ O O
6. Ferro-Fibrous 6. Roll Again 22 Shutdown, avoid on 8+ 9
20 -4 Movement Points Q0 8%
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H mS'[ Right Leg 18 Shutdown, avoid on B+ (0]0) 5
1. Hip L) B 1. Hip 17 +3 Modifier to Fire (o]e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 180 quhijTenE F’E_'“ts 2
6.1 Double Heat Sink Diagram 6.1 Double Heat Sink e Mose;zztupo';ets 1
\, / '\ / | o
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BATTLETECH

OMNIMECH RECORD SHEET

15

\
Type: Warhawk (Masakari] A
Movement Points: Tonnage: 85
Walking: 4 Tech Base: Clan
Running: 6 Rules Level: Standard
Jumping: 0 Role: Sniper
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ERLarge Laser LA 12 10[DE] — 8 15 25
1 Streak SRM B LA 4 2/MsIMC] — 4 8 12
1 LB10XAC RA 2 10 — B 12 18
[DBC/F/S]
1 LRM15 RT 5 1/Msl[MCS] — 7 14 21
1 Targeting Computer RT — [E] - - - =

Ammo: (LB-10X) 10, (LB-10X Cluster) 10, (LRM 15) 8, (Streak SRM 6)

( WARRIOR DATA \

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

\

BV: 2,399

N

Left
Torso Rear
(10)

ARMOR DIAGRAM

Head (9)

Left Torso

S
000000

0.0.0.0
OOOOOO
OO0OO0OO0O0O00O0

Right Torso

OOOOO
OOOOO
OOOOO
O OO
@)
@)
O

O 0O

Right Arm

(28)

Right

Torso Rear

(10)

\
/ N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ — Scale
Head Left Torso (18 ) Right Torso (18) (oo
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp"? 2. Upper Arm Actuator 30*
q.g & Lower Arm Actuator 4. Ferro-Fibrous 1.3 [B10%AC o5
™2 4. ERLarge Laser 5. Sensors ™2 4.LB10XAC -
5. ER Large Laser 6. Life Support 5. LB 10X AC 28
6. | Streak SRM 6 6.| LB 10-XAC 27
1. L Streak SRM 6 Center Torso 1.LLB 10-X AC 26~
2. Ammo (Streak SRM B) 15 1. XL Fusion Engine 2. Ammo (LB-10X) 10 25*
4-6 3. Ferro-Fibrous 2. XL Fusion Engine 4-6 3. Ammo (LB-10X Cluster) 10 24+
"O 4. Roll Again 3. XL Fusion Engine "© 4. Ammo (LRM 15) 8 23+
5. Roll Again 1-3 4. Gyro 5. Ferro-Fibrous "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro .
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. | Double Heat Sink 5. Roll Again 3. [Double Heat Sink
1-3 4. [Duuble Heat Sink 6. Roll Again 1-3 4. | Double Heat Sink Double Heat Sinks: N 16
5. [Duuble Heat Sink 5. [LRM 15 o0 40' 5%
6. L Double Heat Sink Engine Hits O O O 6.LLRM 15 Level* Effects (40) 14*
. Gyro Hits 00 . 30 Shutdown 13*
1. [ Double Heat Sink . 1. | Targeting Computer 28 Ammo Exp, avoid on 8+ O O
2. [Dnuhle Heat Sink |_S'fen§°r Hits 8 o 2. | Targeting Computer 26 Shutdownplavoid on 10+ O O 12
i ife Support i !
4-6 3. [Dnuhle Heat S!nk PP 4-6 3. Target!ng Computer 25 .5 Movement Points O O 11
4. L Double Heat Sink 4. L Targeting Computer 24 +4 Modifier to Fire O O 10+
5. Ferro-Fibrous 5. Ferro-Fibrous .
23 Ammo Exp, avoid on 6+ O O
6. Ferro-Fibrous 6. Ferro-Fibrous . 9
22 Shutdown, avoid on 8+ O O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
1 utdown, avoid on 6+
Left Leg LV Right Leg 18  Shutd idon 6 00 5
1. Hip game Dlabs 1. Hip 17 +3 Modifier to Fire 00 =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 10 -2 Movement Points 2
6.1 Double Heat Sink Diagram 6. Double Heat Sink 2 ! oder EUPF'Tet 1
-1 Movement Points
\, / '\ / | o
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BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

OMNIMECH RECORD SHEET —
O _O
. \ /4 \ 000
MECH DATA "N { WARRIOR DATA 9% |%%
. O _O
Type: Warhawk (Masakari) B Name: ogogo 00O
e . O
Movement Points: Tonnage: 85 Gunnery Skill Piloting Skill: 9% o
Walking: 4 Tech Base: Clan [ e)e] Ie)
Running: 6 Rules Level: Standard HitsTaken [ 1 | 2 [ 3 | a | 5 [ 6 OOOOO 8
Jumping: 0 Role: Brawler Consciousness# [ 8 | 5 | 7 [ 10 [ 11 |Dead 2o
- O O
Weapons & Equipment Inventory (hexes) / OOOO O
Gty Type Loc Ht Dmg Min Sht Med Lng OOOO
1 Gauss Rifle LA 1 15[DBX] 2 7 15 22
1 ER Small Laser LA 2 5][DE] — 2 4 B
3 ER Medium Laser RA 5 7|[DE] — 5 10 15 Right Arm
2 SRMB RT 4 2/MsIIMCS] — 3 6 9 (28)
1 Targeting Computer RT — [E] - - - =
1 Narc CT — [M] - 4 8 12
(35)
Left Right
Ammao: (Gauss) 16, (Narc) 6, (SRM 6 Narc-capable) 75 Torso Rear Torso Rear
(10) (10)
\ BV: 2,320 @
\ /
/ N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (18 ) Right Torso (18) (oo
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp"? 2. Upper Arm Actuator 30*
13 3. | Gauss Rifle 4. FerroFibrous 13 3. Lower Arm Actuator o9
"9 4.| Gauss Rifle 5. Sensors "9 4. ER Medium Laser -
5. [ Gauss Rifle 6. Life Support 5. ER Medium Laser 28
6. | Gauss Rifle 6. ER Medium Laser 27
1. | Gauss Rifle Center Torso (CASE) 1. Ammo (SRM 6 Narc-capable) 15 26~
2. L Gauss Rifle 1. XL Fusion Engine 2. Ammo (SRM 6 Narc-capable) 15 25*
4-6 3. ER Small Laser 2. XL Fusion Engine 4-6 3. Ammo (SRM 6 Narc-capable) 15 24+
"O 4. Ammo (Gauss) 8 3. XL Fusion Engine "© 4. Ammo (SRM 6 Narc-capable) 15 23+
5. Ammo (Gauss) 8 1-3 4. Gyro 5. Ammo (SRM 6 Narc-capable) 15 "
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous 22
6. Gyro 21
20*
1. Gyro .
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. [ Double Heat Sink 5. Narc 3. [Double Heat Sink
1-3 4. [Duuble Heat Sink 8. Ammo (Narc) 6 1-3 4. L Double Heat Sink Double Heat Sinks: N 16
5. [Duuble Heat Sink 5. SRM 6 o0 40' a5+
6. L Double Heat Sink Engine Hits O O O 6. SRM B Level* Effects (40) 14*
. Gyro Hits 00 . 30 Shutdown 13*
1. | Double Heat Sink . 1. | Targeting Computer 28 Ammo Exp, avoid on 8+ O O
2, [Dnuhle Heat Sink Sensor Hits O O 2.| Targeting Computer 56  Shutd P id on 10+ 00 12
X Life Support o ) utdown, avoid on
3. [Dnuhle Heat Sink PP 3. | Targeting Computer 25 .5 Movement Points O O 11
4-6 4. | Double Heat Sink 4-6 4. | Targeting Computer i )
24  +4 Modifier to Fire (o]e) 10*
5. Ferro-Fibrous 5. Ferro-Fibrous .
23 Ammo Exp, avoid on 6+ O O
6. Ferro-Fibrous 6. Ferro-Fibrous . 9
22 Shutdown, avoid on 8+ O O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ (0]0) 5
1. Hip game D labs 1. Hip 17 +3 Modifier to Fire (o]e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 10 -2 Movement Points 2
6.1 Double Heat Sink Diagram 6.1 Double Heat Sink 2 "11M'V'°d'f'er EUPF'Tet 1
-1 Movement Points
N\ / '\ / | o

Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

830

OO0
/4 \\ /4 \
'MECH DATA \ WARRIOR DATA o
Type: Kingfisher Prime Name: 80808
Movement Points: Tonnage: 90 ) o } OO,
) Gunnery Skill: Piloting Skill: 0~ 0-0
Walking: 4 Tech Base: Clan v — 9 OOOOO
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3lals]|s OOOOO
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 8080
Weapons & Equipment Inventory (hexes) / 0808
Gty Type Loc Ht Dmg Min Sht Med Lng OOO
1 Streak SRM 6 LA 4 2/MsI[MC] — 4 8 12
1 ER Small Laser LA 2 5/[DE] — 2 4 B
1 Large Pulse Laser RA 10 10[P] — 6 14 20 o Right Arm
1 LRM 10 LT 4 1/MsI[MCS] — 7 14 21
1 Medium Pulse Laser LT 4 7[P] - 4 8B 12
1 Medium Pulse Laser RT 4 7[P] - 4 8B 12
1 Large Pulse Laser CT 10 10[P] — B 14 20
% Left Right
Leg Leg
@ (38) (38)
o O
o O
o O
Left © © Right
Amma: (LRM 10) 12, (Streak SRM B) 15 ] Torso Rear o © Torso Rear
5 (10) © © (10)
BV: 2,401
\ Q@
\ /
CRITICAL TABLE \ Head Scale
Head Left Torso (19) Right Torso (19) (G
Left Arm (CASE) 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator o9
" 4, [Streak SRM 6 5. S'ensors 4, [Large Pulse Laser "
5. L Streak SRM 6 6. Life Support 5. LLarge Pulse Laser 28
6. ER Small Laser 6. Roll Again 27
1. Ammo (Streak SRM 6) 15 Center Torso 1. Roll Again 26>
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro )
Left Torso (CASE) 2. Fusion Engine Right Torso 19*
1. LRM 10 3. Fusion Engine 1. [Double Heat Sink 18*
2. Medium Pulse Laser 4-6 4. Fusion Engine 2. L Double Heat Sink 17*
3. Ammo (LRM 10) 12 5. [ Large Pulse Laser 3. Medium Pulse Laser
1-3 4. Endo Steel 6. [Lar e Pulse Laser 1-3 4. Endo Steel e N, |18
g Double Heat Sinks: "
5. Endo Steel 5. Endo Steel 17 (34) a5
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects ( 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Endo Steel s Hi o o 1. Ferro-Fibrous 28 Ammo Exp, avoid on 8+ O O
2. Ferro-Fibrous ensor Hits 2. Ferro-Fibrous . 12
' Life Support O ' 26  Shutdown, avoid on 10+ 00
4-6 3. Ferro-Fibrous 4-6 3. Ferro-Fibrous o5 .5 Movement Points OO 11
4. Ferro-Fibrous 4. Roll Again . X
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again .
23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. [ Double Heat Sink Damage Transfer 5. [Double Heat Sink 180 f‘qMMOVE'Ten: P'?_'nts 2
6.1 Double Heat Sink Diagram 6.L Double Heat Sink e M odmer t”P 'Tet 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

830

OO0
/4 \ /4 \
'MECH DATA \ WARRIOR DATA 5
Type: Kingfisher A Name: 80808
Movement Points: Tonnage: 90 ) o } (OO)
) Gunnery Skill: Piloting Skill: [e)(®)(e]
Walking: 4 Tech Base: Clan v — 9 OOOOO
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 | 4 | 5 | & ooooo
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 8080
Weapons & Equipment Inventory (hexes) / 0808
Gty Type Loc Ht Dmg Min Sht Med Lng OOO
1 ER Medium Laser LA 5 7|[DE] — 5 10 15
1 Medium Pulse Laser LA 4 7[P] — 4 8 12
1 LB10XAC RA 2 10 - B 12 18 S Right Arm
[DB,C/F/S]
1 SRMB LT 4 2/Msl[MCS] — 3 6 9
1 ER Small Laser RT 2 5][DE] - 2 4 6
1 ERPPC CT 15 15][DE] - 7 14 23
% Left Right
Leg Leg
@ (38) (38)
o o
o o
o O
Left © © Right
Ammo: (LB-10X] 10, (LB-10X Cluster) 10, (SRM 6) 15 Torso Rear 8 8 Torso Rear
B (10) (10)
BV: 2,261
\, (
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (19) Right Torso (19) (G
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
q.g & Lower Arm Actuator 4. Ferro-Fibrous 1.3 [B10%AC 5
™2 4. ERMedium Laser 5. Sensors ™2 4.LB10XAC -
5. Medium Pulse Laser B. Life Support 5.| LB 10X AC 28
6. Roll Again 6.| LB 10-XAC 27
1. Roll Again Center Torso 1.LLB 10-X AC 26~
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro )
Left Torso (CASE) 2. Fusion Engine Right Torso [CASE) 19*
1. SRM6 3. Fusion Engine 1. [Double Heat Sink 18*
2. Ammo (SRM 6) 15 4-6 4. Fusion Engine 2. L Double Heat Sink 17*
3. Endo Steel 5. [ER PPC 3. ER Small Laser
13 [ 13 —\ s
4. Endo Steel 6. LER PPC 4. Ammo (LB-10X) 10 Double Heat Sinks: -
5. Endo Steel 5. Ammo (LB-10X Cluster) 10 17 (34) 15
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects ( 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Ferro-Fibrous s Hi o o 1. Endo Steel 28 Ammo Exp, avoid on 8+ O O
- ensor Hits
2. Ferro-Fibrous Life S " o 2. Endo Steel 56  Shutdown. avoid on 10+ O O 12
- ITe suppor ¥ !
4-6 3. Ferro-Fibrous PP 4-6 3. Ferro-Fibrous 25 .5 Movement Points O O 11
4. Roll Again 4. Ferro-Fibrous . X
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Ferro-Fibrous .
23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. [ Double Heat Sink Damage Transfer 5. [Double Heat Sink 180 f‘qMMOVE'Ten: P'?_'nts 2
6.1 Double Heat Sink Diagram 6.1 Double Heat Sink e M odmer t”P 'Tet 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

830

(ele]e)
/4 \ /4 \
'MECH DATA \ WARRIOR DATA o
Type: Kingfisher B Name: 80808
Movement Points: Tonnage: 90 ) o } (OO)
G Skill: Pil Skill: 0,0 0
Walking: 4 Tech Base: Clan unnery Sidll: - Piloting Sl OOOOO
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 | 4 | 5 | & ooooo
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 8080
Weapons & Equipment Inventory (hexes) / oooo
Gty Type Loc Ht Dmg Min Sht Med Lng OgOO
1 ER Large Laser LA 12 10[DE] — 8 15 25
1 ER Medium Laser LA 5 7|[DE] — 5 10 15
1 ER Small Laser LA 2 5[DE - 2 4 8 S Right Arm
1 Ultra AC/20 RA 7 20/Sht — 4 8 12
[DBR/C]
2 ER Medium Laser LT 5 7I[DE] — 5 10 15
1 ER Medium Laser RT 5 7[DE] — 5 10 15
1 Anti-Missile System CT 1 [PD] - 1 - = % Left Right

o o
o o
o O
Left © © Right
Ammo: (AMS] 24, (Uttra AC,/20) 10 = Torso Rear ©o 0 Torso Rear
5 (10) © © (10)
BV: 2,472
N\ /
\
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ — Scale
Head Left Torso (19) Right Torso (19) (G
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. FerroFibrous 13 3. | Ultra AC/20 o9
"2 4. ERLarge Laser 5. Sensors ™3 4| uttra AC/20 -
5. ER Medium Laser B. Life Support 5.| Uttra AC/20 28
6. ER Small Laser 6. | Ultra AC/20 27
1. Roll Again Center Torso (CASE) 1. | Ultra AC/20 26
2. Roll Again 1. Fusion Engine 2.| Ultra AC/20 25*
3. Roll Again i i 3. | Ultra AC/20 *
4-6 a ool AQ ! 2. Fus!un Eng!ne 4-6 alu / 24
- gain 3. Fusion Engine - LUltra AC/20 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20+
1. Gyro ) .
Left Torso 2. Fusion Engine Right Torso [CASE) 19
1. ER Medium Laser 3. Fusion Engine 1. [Double Heat Sink 18*
2. ER Medium Laser 4-6 4. Fusion Engine 2. L Double Heat Sink 17*
13 3. Endo Steel 5. Anti-Missile System 13 3. ER Medium Laser 16
4. Endo Steel 6. Ammo (AMS) 24 4. Ammo (Ultra AC/20) 5 Double Heat Sinks: -
5. Endo Steel 5. Ammo (Ultra AC/20) 5 17 (34) 15
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects ( 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. F -Fibl 1. Endo Steel .
EWD_ forous Sensor Hits O O ndo Stee 28  Ammo Exp, avoid on 8+ (0]0)
2. Ferro-Fibrous ~ 2. Endo Steel 56  Shutdown. avoid on 10+ (o]e) 12
3. Ferro-Fibrous Life SUPPOT‘t o 3. Ferro-Fibrous o5 5 Movemlant Points O O 11
46 4. Roll Again 4-6 4. Ferro-Fibrous i )
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Ferro-Fibrous 23 Ammo Exp, avoid on 6+ O O
’ 9
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hip L 1. Hip 17  +3 Modifier to Fire O 5+
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 180 qul\sz-TenE F'E_'“ts 2
6.1 Double Heat Sink Diagram 6.1 Double Heat Sink e M odmer t”P 'Tet 1
-1 Movement Points
\ / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ / \
'MECH DATA \ WARRIOR DATA
Type: Supernova Name:
Movement Points: Tonnage: 90 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: Clan v — 9
Running: 5 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 3 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Dmg Min Sht Med Lng
3 ERLarge Laser 10 [DE] — 8 15 25
3 ERLarge Laser 10 [DE] — 8 15 25
Right Arm
Left Right
Torso Rear Torso Rear
(8) (8)
BV: 2,801
\, (
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (19) Right Torso (19) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
" a4 [Dnuble Heat Sink 5. Sensors il [Duuble Heat Sink -
5. L Double Heat Sink B. Life Support 5. L Double Heat Sink 28
6. [Dnuble Heat Sink 6. [Duuble Heat Sink 27
1. L Double Heat Sink Center Torso 1. LDouble Heat Sink 26>
2. ERLarge Laser 1. Fusion Engine 2. ERLarge Laser 25*
4-6 3. ERLarge Laser 2. Fusion Engine 4-6 3. ERLlarge Laser 24+
" 4. ERLarge Laser 3. Fusion Engine " 4. ERLarge Laser o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro )
Left Torso 2. Fusion Engine Right Torso 19*
1. [Double Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18*
2. L Double Heat Sink 4-6 4. Fusion Engine 2. L Double Heat Sink 17*
1-3 3. [Double Heat Sink 5. Jump Jet 1-3 3. [Double Heat Sink pre
4. L Double Heat S!nk 6. Roll Again 4. L Double Heat S!nk Double Heat Sinks: -
5. [Duuble Heat Sink 5. [Double Heat Sink og (52 15
6. L Double Heat Sink Engine Hits 6. L Double Heat Sink Level* Effects [ ] 14*
g
. G\jl“D Hits o o . 30 Shutdown %
1. | Double Heat Sink 1. | Double Heat Sink " O O O 13
i 28 Ammo Exp, avoid on 8+
2. [Dnuhle Heat Sink Sensor Hits O O 2. [Duuble Heat Sink o6 Shutd P il on 10+ 000 12
X Life Support o ) utdown, avoid on
3. | Double Heat Sink pp 3. | Double Heat Sink . O O O 11
4_6 . 4_6 i 25 -5 Movement Points
4. L Double Heat Sink 4. L Double Heat Sink e X
24  +4 Modifier to Fire o000 10*
5. Jump Jet 5. Jump Jet .
23 Ammo Exp, avoid on 6+ O O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O O n
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
1. Hi l_ 1. Hi 17  +3 Modifier to Fire (o]e) n
- Hip game P labs - Hip 15 3Mm ¢ Point: 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re 3
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 10 -2 Movement Points 2
6.1 Double Heat Sink Diagram 6. Double Heat Sink 8 +1 Modifier to Fire 1
\ AN 5 -1 Movement Points . o

© 2020 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.



ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

830

O 0O O, O
02020 [\&°F J|ogoce
7 \ /¢ \ 020-0 02070
MECH DATA "W WARRIOR DATA 0202|050 |So20
OOOOO OO oO o OOOOO
Type: Supernova 2 Name: ©"070| ~0-0~ |0707 O
Movement Points: Tonnage: 90 Q OOOOO O
X . ) Gunnery Skill: Piloting Skill: O (o0~ 0] O
Walking: 3 Tech Base: Clan - o) OOOOO o
Running: 5 Rules Level: Standard HitsTaken[ 1 | 2 | 3 | 4 | 5 | & % o0 8
Jumping: 3 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 0 6°%| o
Weapons & Equipment Inventory (hexes) Y. 8080
Gty Type Loc Ht Dmg Min Sht Med Lng OOOO
1 ER Large Laser LA 12 10[DE] — 8 15 25
1 ER Large Laser RA 12 10|[DE] — 8 15 25
2 ATMS LT 6 [MCS] Right Arm
Standard 2/Msl 4 5 10 15
Extended Range 1/Msl 4 9 18 27
High Explosive 3/Msl - 3 B 8
1 Targeting Computer LT — [E] - - - =
2 ATMS RT 6 [MCS]
Standard 2/Msl 4 5 10 15
Extended Range 1/Msl 4 9 18 27
High Explosive 3/Msl - 3 6 9
Left Right
Ammao: (ATM 9) 14, (ATM S ER) 14, (ATM 9 HE) 14 Torso Rear Torso Rear
(8) (8)
BV: 2,741 <)
\ &
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (19) Right Torso (19 Overflow
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
" a4 [Dnuble Heat Sink 5. Sensors " [Duuble Heat Sink -
5. L Double Heat Sink B. Life Support 5. L Double Heat Sink 28
6. [Dnuble Heat Sink 6. [Duuble Heat Sink 27
1. L Double Heat Sink Center Torso 1. L Double Heat Sink 26~
2. ERLlarge Laser 1. Fusion Engine 2. [Double Heat Sink 25*
4-6 3. Ammo (ATM 9) 7 2. Fusion Engine a4-6 3. LDouble Heat Sink 24+
"O 4. Endo Steel 3. Fusion Engine " 4. ERLarge Laser o3+
5. Endo Steel 1-3 4. Gyro 5. Ammo (ATM 9) 7 "
6. Endo Steel 5. Gyro 6. Endo Steel 22
6. Gyro 21
20+
1. Gyro )
Left Torso 2. Fusion Engine Right Torso 19*
1. Jump Jet 3. Fusion Engine 1. [Double Heat Sink 18*
2.[ATM9 4-6 4. Fusion Engine 2. L Double Heat Sink 17*
3.|ATM9 5. J J 3. Jump Jet
1-3 4.|ATM 9 i 1'34 ATM 9 " N, &
: 8. Endo Steel : Double Heat Sinks:
5 LAaTmM8 5.|ATM 8 16 (32 5%
6.[ATM 9 Engine Hts O O O 6.|ATM 9 Level* Effects (32) 14*
G\jl“D HitsQ O 30 Shutdown 13*
1.|ATM S Sensor Hits o o 1.LATM S 28 Ammo Exp, avoid on 8+ O O
2.[aTmM9 ] 2.[aTmMg 56  Shutd id on 10+ 00 12
Llfe Suppor‘t o 3| atme utdown, avoid on
a4-6 2 ¢TM 9. c a4-6 4' ATM 9 25 -5 Movement Paints (o]0 11
: [ argeting Computer : 24  +4 Modifier to Fire 00 10+
5. L Targeting Computer 5.LATM 9 .
23 Ammo Exp, avoid on 6+ O O
6. Endo Steel 6. Endo Steel . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg (CASE) CH'[H VS'[ Right Leg (CASE) 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator jl S ;EMMDd'f'eP EOF'FI'Fet
5. Ammo (ATM S ER) 7 Damage Transfer 5. Ammo (ATM S ER) 7 g -+1 I\/IOgZirf?;:tu I(:jil:es 2
6. Ammo [ATM 8 HE) 7 Diagram 6. Ammo (ATM 8 HE) 7 5 M t Point A
-1 Movement Points
\, / '\ / | o
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OMNIMECH RECORD SHEET

( 'MECH DATA \

N
Type: Turkina Prime

Movement Points: Tonnage: 95

Walking: 3 Tech Base: Clan

Running: 5 Rules Level: Standard

Jumping: 3 Role: Sniper

Weapons & Equipment Inventory (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
2 LB5XAC LA 1 5[DBC/F/S] 3 B8 15 24
2 ERPPC RA 15 15[DE] - 7 14 23
1 LRM15 LT 5 1/MsI[MCS] — 7 14 21
1 LRM15 RT 5 1/Msl[MCS] — 7 14 21

Ammo: (LB-5X) 20, (LB-5X Cluster) 20, (LRM 15) 24

( WARRIOR DATA \

BATTLETECH

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

830

OOOOO OO0 OOOOO
OOOOO OOOOO
OO0 |0.0.0 |0 0O
OOOOO OOOOO OOOOO
O "0 0| J0O-0~ |O”0"0
le) OOOOO [e)

O oo 0ofO
9 102 [ ©
[oR h(e)(eo)q K]

o) OOOOO o)

(o e)(e)(e] k¢
(e)(e)
ey(e)(e]

OOOO
(e)ie)

Right Arm
(32)

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

BV: 2,944
\ "
\ == /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (20 ) Right Torso (20) (G
Left Arm (CASE) 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
1.3 3[B5xAC 4. Roll Again 132 [Duuble Heat Sink 5
™2 4. |1B5XAC 5. Sensors ™ 4. L Double Heat Sink -
5.| LB 5X AC B. Life Support 5. [Duuble Heat Sink 28
6.LLB5-XAC 6. LDouble Heat Sink 27
1.|LB5-XAC Center Torso 1. [ER PPC 26~
2.|LB5XAC 1. XL Fusion Engine 2.LERPPC 25>
3.|LB5-XAC i i 3.| ERPPC *
4-6 a Lo ac 2. XL Fus!nn Eng!ne 4-6 u [ER i 24
. 3. XL Fusion Engine . 23*
5. Ammo (LB-5X) 20 1-3 4. Gyro 5. Roll Again "
6. Ammo (LB-5X Cluster) 20 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro )
Left Torso (CASE) 2. XL Fusion Engine Right Torso [CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine ,_\ 17*
1 _3 3. [Double Heat S!nk 5. Jump Jet 1 _3 3. [Double Heat S!nk HEAT DATA \ 16
4. L Double Heat Sink 6. Roll Again 4. L Double Heat Sink Double Heat Sinks:
5. [Double Heat Sink 5. [Double Heat Sink Heat 19 (38 : 5%
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (38] 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Jump Jet Sensor Hits o o 1. Jump Jet 28 Ammo Exp, avoid on 8+ O O
2.|LRM 15 2. LRM 15 . OO 12
Life Support o) 26 Shutdown, avoid on 10+
a4-6 3.1LRAM 15 a4-6 3.LLRM 15 25 -5 Movement Points O O 11
4. Ammo (LRM 15) 8 4. Ammo (LRM 15) 8 i )
24  +4 Modifier to Fire (o]e) 10*
5. Ammo (LRM 15) 8 5. Roll Again .
23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
1. Hip ganl\: labs 1. Hip 17 +3 Modifier to Fire 00 =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 10 -2 Movement Points 2
6. Double Heat Sink Diagram 6. Double Heat Sink 2 ;! oder EUPF'Tet 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

830

O 0O O, O
02020 \ €99 lo2c20
‘& \ /4 \ 02020 020%
MECH DATA "M ( WARRIOR DATA 0202|050 |So20
. OOOOO oO oO o OOOOO
Type: Turkina A Name: ©"070| ~0-0~ |0707 O
Movement Points: Tonnage: 95 o OOOOO o
3 Gunnery Skill: Piloting Skill: (o Yo)(o)(e] KC)
Walking: 3 Tech Base: Clan - o) OOOOO o
Running: 5 Rules Level: Standard HitsTaken[ 1 | 2 | 3 | 4 | 5 | & % o0 8
Jumping: 3 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead 0 6°%| o
Weapons & Equipment Inventory (hexes) Y. 8080
Gty Type Loc Ht Dmg Min Sht Med Lng OOOO
1 Gauss Rifle LA 1 15[DBX] 2 7 15 22
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22
1 LRM20 LT 6 1/Msl[MCS] — 7 14 21 Right Arm
1 LRM20 RT 6 1/Msl[MCS] — 7 14 21 (32)
(40)
Left Right
Ammo: (Gauss) 32, (LRM 20) 24 Torso Rear Torso Rear
(10) (10)
BV: 2,906
\,
\ == /
/ \ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (20 ) Right Torso (20) (G
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
q.g 3[Gauss it 4. Roll Again 1.3 & [Causs Rie 5
™2 4. | Gauss Rifle 5. Sensors ™ 4.| Gauss Rifle -
5. | Gauss Rifle B. Life Support 5. | Gauss Rifle 28
6. | Gauss Rifle 6. | Gauss Rifle 27
1. | Gauss Rifle Center Torso 1. | Gauss Rifle 26~
2. L Gauss Rifle 1. XL Fusion Engine 2. LGauss Rifle 25*
4-6 3. Ammo (Gauss) 8 2. XL Fusion Engine a4-6 3. Ammo (Gauss) 8 24+
4. Ammo (Gauss) 8 3. XL Fusion Engine 4. Ammo (Gauss) 8 o3+
5. Ammo (LRM 20) 6 13, Gyro 5. Ammo (LRM 20) 6 -
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20+
1. Gyro )
Left Torso (CASE) 2. XL Fusion Engine Right Torso [CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine ,_\ 17*
3. [ Double Heat Sink 5. Jump Jet 3, [Double Heat Sink _
1-3 4. [Double Heat Sink 6. Roll Again 1-3 4. L Double Heat Sink HEAT DATA . N 16
9 Double Heat Sinks:
5. [Double Heat Sink 5. [Double Heat Sink Heat 15 (30 5%
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (30 14*
i 30 Shutdown
1. Jump Jet S Gyro :IES 8 8 1. Jump Jet 28 Ammo Exp, avoid on 8+ O O 13
2.|LRM 20 L'? ngor : iO 2.| LRM 20 26  Shutdown, avoid on 10+ ole) 12
ITe suppor !
a4-6 3.|LRM 20 PP a4-6 3.|LRM 20 25 -5 Movement Points O O 11
4.| LRM 20 4.| LRM 20 . X
s | Lam 20 s | Lam 20 24 +4 Modffier to Fire (o]e) 10*
. : 23 Ammo Exp, avoid on 6+ O O 9
6. Ammo (LRM 20) 6 6. Ammo (LRM 20) 6 o5 Shutdown. avoid on B+
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TM'\"Od'f'er EUPF'Tet 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

830

OOOOO (ele]e) OOOOO
7 \ /¢ \ 0200 0202
MECH DATA "W WARRIOR DATA o002 | oo 0 |So0
. 00050 | 50595 (06000
Type: Turkina B Name: O"0"0 OOOOO 0"070
Movement Points: Tonnage: 95 . - . Q ()x(e) o
X Gunnery Skill: Piloting Skill: (O3 fo)(e)(e] Ke]
Walking: 3 Tech Base: Clan - o) OOOOO o
Running: 5 Rules Level: Standard HitsTaken | 1 | 2 | 3 | a | 5 | & % OOOOO 8
Jumping: 3 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 0 6°%| o
Weapons & Equipment Inventory (hexes) Y. 8080
Gty Type Loc Ht Dmg Min Sht Med Lng OOOO
2 Large Pulse Laser LA 10 10[P] — 6 14 20
2 ERLarge Laser RA 12 10|[DE] — 8 15 25
1 Targeting Computer RA  — [E] - - = = Right Arm
1 ER Medium Laser LT 5 7I[DE] — 5 10 15 (32)
1 ER Medium Laser RT 5 7[DE] — 5 10 15
1 Medium Pulse Laser CT 4 7[P] - 4 8B 12
1 Medium Pulse Laser HD 4 7 [P] - 4 8B 12
Left Right
Leg Leg
(40) (40)
Left Right
Torso Rear Torso Rear
(10) (10)
BV: 3,420
\
\ == /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (20 ) Right Torso (20) (G
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCk_P't 2. Upper Arm Actuator 30*
13 % [Dnuble Heat Sink 4. Medium Pulse Laser 132 [Duuble Heat Sink 5
™2 4. Double Heat Sink 5. Sensors ™ 4. L Double Heat Sink -
5. [Dnuble Heat Sink 6. Life Support 5. ER Large Laser 28
6. L Double Heat Sink 6. ERLarge Laser 27
1. [Duuble Heat Sink Center Torso 1. | Targeting Computer 26~
2. L Double Heat Sink 1. XL Fusion Engine 2. | Targeting Computer 25*
4-6 3. [Large Pulse Laser 2. XL Fusion Engine a4-6 3. | Targeting Computer 24+
" 4. lLarge Pulse Laser 3. XL Fusion Engine "0 4. Targeting Computer o3+
5. [Large Pulse Laser 1-3 4. Gyro 5. | Targeting Computer "
6. LLarge Pulse Laser 5. Gyro 6. LTargeting Computer 22
6. Gyro 21
20*
1. Gyro )
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. [Double Heat Sink 5. Jump Jet 3. [Double Heat Sink
- . - . 16
1-3 4. L Double Heat Sink 6. Medium Pulse Laser 1-3 4. L Double Heat Sink Double Heat Sinks: N
5. [Double Heat Sink 5. [Double Heat Sink o5 (50 . a5+
6. L Double Heat Sink nain: I 6. L Double Heat Sink eve ects *
Engine HitsO O O Level  Eff GO | [Fa
. Gyro Hits 00 . 30 Shutdown *
1. | Double Heat Sink 1. [ Double Heat Sink " O O O 13
i 28 Ammo Exp, avoid on 8+
2. [Dnuhle Heat Sink Sensor Hits O O 2. [Duuble Heat Sink o6 Shutd P ' on 10+ 000 12
) Life Support o ) utdown, avoid on
3. | Double Heat Sink PP 3. | Double Heat Sink . O O O 11
4_6 i 4_6 i 25 -5 Movement Points
4. L Double Heat Sink 4. L Double Heat Sink . .
24  +4 Modifier to Fire o000 10*
5. Jump Jet 5. Jump Jet .
X X 23 Ammo Exp, avoid on 6+ O O O
6. ER Medium Laser 6. ER Medium Laser . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ (0]0) 5
1 Hi 1. Hi 17 +3 Modifier to Fire (o]e) "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator ~o Viovement Foints (0]0) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 10 -2 Movement Points 2
6.1 Double Heat Sink Diagram 6.1 Double Heat Sink 8 +1 Modifier to Fire 1
\ / \\ 5 -1 Movement Points / o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA 2%
. i (O)(®)
Type: Kodiak Name: OOOOO
Movement Points: Tonnage: 100 . _— . 0-0~0
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Clan v — 9 OOOOO
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3| 4 | 5 | 6 OOOOO
Jumping: 0 Role: Brawler Consciousness # | 3 | 5 | 7 [ 10 [ 11 |Dead 2o
. (O)K®)
Weapons & Equipment Inventory (hexes) / OOOO
Gty Type Loc Ht Dmg Min Sht Med Lng OOO
4 ER Medium Laser LA 5 7[DE] — 5 10 15
4 ER Medium Laser RA 5 7[DE] — 5 10 15
2 Streak SRM 6 LT 4 2/MsI[MC] — 4 8 12 Right Arm
1 Ultra AC/20 RT 7 20/Sht - 4 8 12
[DBR/C]
ER Large Laser CT 12 10([DE] — 8 15 25
JET
] i
N gy
(AN
!l_.wé,‘ Lefc Right
Ammao: (Streak SRM 6) 30, (Ultra AC/20) 10 N Torso Rear Torso Rear
(10) (10)
BV: 2,927
\, (
\ /
/, N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (21) Right Torso (21) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S_ensors "2 4. Hand Actuator "
5. ER Medium Laser 6. Life Support 5. ER Medium Laser 28
6. ER Medium Laser 6. ER Medium Laser 27
1. ER Medium Laser Center Torso 1. ER Medium Laser 26~
2. ER Medium Laser 1. XL Fusion Engine 2. ER Medium Laser 25*
3. Endo Steel 2. XL Fusion Engine 3. Endo Steel 24+
4-6 4. Endo Steel 3. XL Fusion Engine 46 4. Endo Steel 23+
5. Endo Steel 1-3 4. Gyro 5. Endo Steel "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro )
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. [Double Heat Sink 5. ER Large Laser 3. | Ultra AC/20
1-3 4 | Double Heat sink 6. Endo Steel 1-3 4| ura ac/20 Double Heat Sinks: Y
5. [Double Heat Sink 5.| Ultra Ac/20 50 (40 : 15*
6. L Double Heat Sink Engine Hts O O O 6.| Urtra Ac/20 Level* Effects (40 14*
Gyro Hits O O 30 Shutdown prm
1. [ Streak SRM 6 . 1.| Uitra AC/20 ' (o]e)
28 Ammo Exp, avoid on 8+
2. [Streak SRM 6 Sensor HitsQ O 2.| uitra Ac/20 . ave e)e) 12
Life Suppor‘t o) 26 Shutdown, avoid on 10+
46 3. [Streak SRM 6 46 3.| Ultra AG/20 95 -5 Movement Points 00 11
4. | Streak SRM 6 4. L Ultra AC/20 24 +4 Modifier to Fire O O 10+
5. Ammo (Streak SRM 6) 15 5. Ammo (Ultra AC/20) 5 .
23 Ammo Exp, avoid on 6+ O O
6. Ammo (Streak SRM 6) 15 6. Ammo (Ultra AC/20) 5 . 9
22 Shutdown, avoid on 8+ O O n
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18  Shutdown, avoid on 6+ (0]@) 5
1. Hip game ) labs 1. Hip 17  +3 Modifier to Fire (o]e) 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" av0|d‘on a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re 3
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 10 -2 Movement Points 2
6.1 Double Heat Sink Diagram 6. Double Heat Sink 2 "11M'\"°d'f'er f:“PF'TEt 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4 \\
'MECH DATA \ WARRIOR DATA 2%
Type: Kodiak 2 Name: 08080
Movement Points: Tonnage: 100 . _— . 0-0~0
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Clan v — 9 OOOOO
Running: 6 Rules Level: Standard Hits Taken 2|3|4|5]|68 OOOOO
Jumping: 4 Role: Brawler Consciousness # [ 8 | 5 | 7 [ 10 [ 11 [Dead 2o
X (0)Ko)
Weapons & Equipment Invento hexes O 0 0O
p quip ry Y. 0%
Gty Type Loc Ht Dmg Min Sht Med Lng OOO
2 ER Medium Laser LA 5 7|[DE] — 5 10 15
2 ER Medium Laser RA 5 7[DE] — 5 10 15
1 Streak SRM B LT 4 2/Msl[MC] — 4 8 12 Right Arm
1 Ultra AC/20 RT 7 20/Sht — 4 8 12
[DB,R/C]
1 ER Large Laser CT 12 10][DE] — 8 15 25
)
b=
s
8
PN
A% i)
N =y
(N
Y l_vwé,v‘ Left Right
Ammao: (Streak SRM B) 15, (Ultra AC/20) 10 N Torso Rear Torso Rear
i (10) (10)
BV: 2,856 <)
\ &
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (21) Right Torso (21) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. [Dnuble Heat Sink B. Life Support 5. ER Medium Laser 28
6. L Double Heat Sink 6. ER Medium Laser 27
1. ER Medium Laser Center Torso 1. Endo Steel 26~
2. ER Medium Laser 1. XL Fusion Engine 2. Endo Steel 25*
3. Endo Steel 2. XL Fusion Engine 3. Endo Steel 24+
4-6 4. Endo Steel 3. XL Fusion Engine 4-6 4. Roll Again 23
5. Endo Steel 1-3 4. Gyro 5. Roll Again
. : 22*
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro 21
20*
1. Gyro )
Left Torso (CASE) 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. [Double Heat Sink 5. ER Large Laser 3. Jump Jet
1-3 4 [ Double Heat sink 6. Endo Steel 134 Jump Jet Double Heat Sinks: N e
5. Jump Jet 5. [ Ultra AC/20 o0 40' 15*
6. Jump Jet Engine Hts O O O 6. | Ultra AC/20 Level* Effects (40) 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. [ Streak SRM 6 . 1.| uitra AC/20 ) (o]e)
28 Ammo Exp, avoid on 8+
2. [Streak SRM 6 Sensor HitsQ O 2.| urraAc/20 p. ave e)e) 12
Life Support o) 26 Shutdown, avoid on 10+
4-6 3. Ammo (Streak SRM 6) 15 4-6 3. | Ultra AC/20 o5 .5 Movement Points O O 11
4. Ammo (Ultra AC/20) 5 4. | Ultra AC/20 24 +4 Modifier to Fire O O 10+
5. Ammo (Ultra AC/20) 5 5. | Uitra AC/20 )
23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. LUltra AC/20 . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ (0]0) 5
1. Hip game P labs 1. Hip 17 +3 Modifier to Fire (o]e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 10 -2 Movement Points 2
6. Double Heat Sink Diagram 6. Double Heat Sink 2 "11M'V'°d'f'er EUPF'Tet 1
-1 Movement Points
\, / '\ / | o

© 2020 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

Left Torso
(27)

830

ARMOR DIAGRAM

Head (9)

Right Torso

BATTLEMECH RECORD SHEET £ — I8 e
O_O O_O
/& \ /4 \ 0 0 0 000
MECH DATA "N ( WARRIOR DATA 0% | 0050 60005
. O_O O_O
Type: Stone Rhino (Behemoth]) Name: O 0 0 80808 0 00
ints: . @) 0-0 O
Movement Points: Tonnage: 100 Gunnery Skill: Piloting Skill [0 [Sxexe] Ko
Walking: 3 Tech Base: Clan o lo2o0 o fo
Running: 5 Rules Level: Standard HitsTaken [ 1 | 2 | 3 | a | 5 | 6 8 OOOOO 8
Jumping: 3 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead o 8080 o
Weapons & Equipment Inventory (hexes) / 0808
Gty Type Loc Ht Dmg Min Sht Med Lng OOO
1 Large Pulse Laser LA 10 10[P] — 6 14 20
1 Large Pulse Laser RA 10 10[P] — B 14 20
1 Gauss Rifle LT 1 15[DBX] 2 7 15 @22 Right Arm
1 Gauss Rifle RT 1 15[DBX] 2 7 15 @22
1 Small Pulse Laser HD 2 3I[PAI] - 2 4 B
Left Right
Leg Leg
(36) (36)
Left Right
Ammo: (Gauss) 32 Torso Rear Torso Rear
(14) (14)
BV: 3,001 (
N\ /
\
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (21) Right Torso (21) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Small Pulse Laser 13 3. Lower Arm Actuator o9
" 4, [Large Pulse Laser 5. S'ensors 4, [Large Pulse Laser "
5. L Large Pulse Laser 6. Life Support 5. LLarge Pulse Laser 28
6. Roll Again 6. Roll Again 27
1. R i 26*
- Roll Again Center Torso 1. Roll Again
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20+
1. Gyro ) .
Left Torso (CASE) 2. Fusion Engine Right Torso [CASE) 19
1. | Gauss Rifle 3. Fusion Engine 1. | Gauss Rifle 18*
2. | Gauss Rifle 4-6 4. Fusion Engine 2. | Gauss Rifle 17+
3. | Gauss Rifle 5. Jump Jet 3. | Gauss Rifle
1-3 4. | Gauss Rifle 6. Roll Again 1-3 4. | Gauss Rifle Double Heat Sinks: N 16
5. | Gauss Rifle 5. | Gauss Rifle 10 EDl 5%
6. LGauss Rifle Engine Hts O O O 6. L Gauss Rifle Level* Effects (20 14*
Gyro Hits O O 30 Shutdown prm
1. Ammo (Gauss) 8 . 1. Ammo (Gauss) 8 o8 A E id g+ O
2. Ammo [Gause) 8 Sensor Hits O O 2. Ammo (Gauss) 8 o5 S?u :;Zwip'ai\;?é Donnm N ®) 12
46 3. Roll Again Life Support O 46 3. Roll Again 55 B Moverment Points 0O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again o @) 9
22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator jl S ;EMMDd'f'eP EOF'FI'Fet
5. Jump Jet Damage Transfer 5. Jump Jet 3 -+1 Movz.rfrjent E.m S 2
6. Roll Again Diagram 6. Roll Again e M o "ert”P '_ret 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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ARMOR DIAGRAM

Head (6)
Left Torso Right Torso

(7)

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \\ /4 \
'MECH DATA \ WARRIOR DA
Type: Mercury MCY-98 Name:
Movement Points: Tonnage: 20 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Inner Sphere v — 9
Running: 12 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 5I[DE] - 3 B 8
1 Medium Laser LT 3 5I[DE] - 3 B 8
1 Small Laser CT 1 3[DE - 1 2 3 Right Arm
1 Small Laser HD 1 3I[DE] - 1 2 3 (6)
o
o
Left © Right
Torso Rear o) Torso Rear
(3) (3)
BV: 553 (
\,
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (5) Right Torso [5) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder °
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. Roll Again 6. Life Support 5. Medium Laser 28
6. Roll Again 6. Roll Again Right 27
1 R . Arm 2B *
. Roll Again Center Torso 1. Roll Again (3)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right 21
6. Gyro Leg -
1. Gyro ) (4] .
Left Torso 2. Fusion Engine Right Torso 19
1. Medium Laser 3. Fusion Engine 1. Roll Again 18*
2. Roll Again 4-6 4. Fusion Engine 2. Roll Again 17+
3. Roll Again 5. Small Laser 3. Roll Again
1-3 4. Roll Again 6. Roll Again 1-3 4. Roll Again sl 16
g Heat Sinks: "
5. Roll Again 5. Roll Again 10 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll A 1. Roll A .
0 RZH Aga'” Sensor Hits O O » onn Aga‘” 28 Ammo Exp, avoid on 8+ ©)
: gain ; - Roll Again 26  Shutdown, avoid on 10+ @) 12
Life Support o 3. Roll Again '
a4-6 3. Roll Again a4-6 9 25 -5 Movement Points O 11
‘5" 2°H ﬁga'” g' 20': 298‘” 24 +4 Modifier to Fire O 10+
6. ROH Agam B. ROI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- HolAgamn - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l_ 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 180 f‘qM'\;’VE_TE”: F';’_'”ts 2
6. Heat Sink Diagram 6. Heat Sink odimer to Fire 1
\ / \\ 5 -1 Movement Points / o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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ARMOR DIAGRAM

Head (5)
Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\" \"
( 'MECH DATA \ ( WARRIOR DA
Type: Mercury MCY-99 Name:
Movement Points: Tonnage: 20 . I .
Walking: 8 Tech Base: Inner Sphere Gunnery Skill: - Piloting Skill:
Running: 12 [16] Rules Level: Standard HitsTaken | 1 | 2 | 3 | 4 | 5 | &
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 5I[DE] - 3 6 9
1 Medium Laser LT 3 5I[DE] - 3 B 8
1 Small Laser CT 1 3I[DE] - 1 2 3 Right Arm
1 Small Laser HD 1 3|[DE] - 1 2 3 (5)
Left Right
Torso Rear Torso Rear
(2) (2)
\ BV: 586 &
\ /
/ \
CRITICAL TABLE \ Head Scale
Head Left Torso (5) Right Torso [5) v
Left Arm 1. Life Support Right Arm '
1. Shoulder 2. Sensors 1. Shoulder °
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
3. Lower Arm Actuator 4. Small Laser 3. Lower Arm Actuator o9
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator
5. Roll Again 6. Life Support 5. Medium Laser 28*
6. Roll Again 6. Roll Again Right 27
1. Roll Again Center Torso 1. Roll Again l-\ram o
2. Roll Again 1. Fusion Engine 2. Roll Again (31 fos+
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion En:ine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again
6. Rol Again 5. Gyro 6. Roll Again ) 22>
Right 21
6. Gyro Leg -
1. Gyro ) (4] 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Medium Laser 3. Fusion Engine 1. Ferro-Fibrous 18*
2. Ferro-Fibrous 4-6 4. Fusion Engine 2. Ferro-Fibrous 17*
3. Ferro-Fibrous 5. Small Laser 3. Ferro-Fibrous
1-3 4. FerroFibrous 5. MASC 1-3 4. FerroFibrous Heat Sinks: 1 6*
5. Ferro-Fibrous 5. Ferro-Fibrous 10 15
6. Ferro-Fibrous Engine Hits o o o 6. Ferro-Fibrous Level* Effects 14+
! G\jl“D HitsQ O ! 30 Shutdown 13*
i Sensor Hit 0 O e LU S |
3. Roll Again Life SUPPOT‘t o 3. Roll Again 26 Shutdown, avoid an 10+
4-6 4. Roll Again 4-6 4. Roll Again 25 5 Moverr.]ent qunts O 1
5. Roll Again 5. Roll Again 24 +4 Modffier to ’.:lre O 10>
6. Roll Again B. Roll Again 23 Ammo Exp, avoid on B+ O 9
. . 22 Shutdown, avoid on 8+ O Py
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l_ 1. Hip 17 +3 Modifier to Fire O 5+
5 U game Plate 15 -3 Movement Points @)
. Upper Leg Actuator 2. Upper Leg Actuator . a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 180 f‘q'\"'\;’vi_ff?ent Points 2
6. Heat Sink Diagram 6. Heat Sink odifier to Fire 1
\ / \\ 5 -1 Movement Points / o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso
(10)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Mongoose MON-66 Name:
Movement Points: Tonnage: 25 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Inner Sphere v — 9
Running: 12 Rules Level: Standard HitsTaken | 1 | 2 | 3 | 4 | 5 | &
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 LA 3 5|[DE] - 3 B 8
1 Medium Laser RA 3 5][DE] - 3 B 8
1 Active Probe (Beagle) LT — [E] - - - 3 Right Arm
1 Medium Laser CT 3 5I[DE] - 3 B 9 (8)
1 Small Laser HD 1 3I[DE] - 1 2 3
o
o
Left © Right
Torso Rear o) Torso Rear
(2) (2)
BV: 758 D
\ 437
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (6) Right Torso [6) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator o9
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. Medium Laser 6. Life Support 5. Medium Laser 28
6. Ferro-Fibrous 6. Ferro-Fibrous 27
1. Ferro-Fibrous Center Torso 1. Ferro-Fibrous 26~
2. Ferro-Fibrous 1. Fusion Engine 2. Ferro-Fibrous 25*
3. Ferro-Fibrous 2. Fusion Engine 3. Ferro-Fibrous 24+
4-6 4. Ferro-Fibrous 3. Fusion Engine 4-6 4. Ferro-Fibrous o3+
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous "
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous 22
6. Gyro 21
20*
1. Gyro ) .
Left Torso 2. Fusion Engine Right Torso 19
1. [Active Probe (Beagle) 3. Fusion Engine 1. Endo Steel 18*
2. L Active Probe (Beagle) 4-6 4. Fusion Engine 2. Endo Steel 17*
3. Endo Steel 5. Medium Laser 3. Endo Steel
1-3 4. Endo Steel 6. Roll Again 1-3 4. Endo Steel Heat Sinks: 16
5. Endo Steel 5. Endo Steel 1 O a5+
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects 14*
Gyro Hits O O 30 Shutdown prm
1. Endo Steel Sensor Hits o o 1. Endo Steel 28 Ammo Exp, avoid on 8+ O
2. Endo Steel ) 2. Roll Again 56 Shutd id on 10+ O 12
Llfe Suppor‘t o 3. Roll A utaown, avoia on
a4-6 3. Endo Steel a4-6 ol Again 25 -5 Movement Points O 11
‘5" 2°H iga'” g' 20': 298‘” 24  +4 Modifier to Fire O 10+
6. ROH Agam B. RGI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17  +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator ~o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 180 iM'\;;erpen: F';’_'”ts 2
6. Roll Again Diagram 6. Roll Again e M oamer t”P '_ret 1
-1 Movement Points
\ /7 "\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)
Left Torso Right Torso

(10)

\\ \"
( 'MECH DATA \ ( WARRIOR DATA
Type: Mongoose MON-67 Name:
Movement Points: Tonnage: 25 . I .
Walking: 8 Tech Base: Inner Sphere Gunnery Skill: - Piloting Skill:
Running: 12 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
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 LA 3 5|[DE] - 3 B 8
1 Medium Laser RA 3 5][DE] - 3 6 9
1 Medium Laser CT 3 5]|DE] - 3 B 8 Right Arm
1 Small Laser HD 1 3|[DE] -1 2 3 (8)
O
Left Right
Torso Rear Torso Rear
(2) (2)
\ BV: 741 @
\ /
/ \
CRITICAL TABLE N\ Head Scale
Head Left Torso (6) Right Torso [6) v
Left Arm 1. Life Support Right Arm '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
3. Lower Arm Actuator 4. Small Laser 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. Medium Laser 28~
6. Roll Again 6. Roll Again Left 27
. Arm 26*
1. Roll Again Center Torso 1. Roll Again (4)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion En:ine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot 22
6. Gyro Leg 2201*
1. Gyro ) (8]
Left Torso 2. Fusion Engine Right Torso 19*
1. Roll Again 3. Fusion Engine 1. Roll Again 18*
2. Roll Again 4-6 4. Fusion Engine 2. Roll Again 17+
3. Roll Again 3 i 3. Roll Again
1-3 4. Roll Again 2, 'F\(ADT:;E”LESEF 1-3 4. Roll Again Heat Sinks: 16
5. Roll Again 5. Roll Again gat Sinks: 15*
} - - . 10
6. Roll Again Engine Hts O O O 6. Roll Again Level Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
e Sensor Hits O O epio 8 moEnamons O T
3. Roll Again Life SUPPOT‘t o 3. Roll Again 26 Shutdown, avoid on 10+
a4-6 a4-6 25 -5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O S
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O
20 -4 Movement Points 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hip game D labs 1. Hip 17 +3 Modifier to Fire O P
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 180 iM'\;;erpen: F';’_'”ts 2
\ 6. Roll Again Diagram 6. Roll Again JLEE MO‘\’IE'H'E;;PO';E‘:S p 1
0

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

Left Torso

ARMOR DIAGRAM

Head (6)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Spider SDR-5V Name:
Movement Points: Tonnage: 30 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Inner Sphere v — 9
Running: 12 Rules Level: Introductory HitsTaken | 1 | 2 | 3 5| 6
Jumping: 8 Role: Scout 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 9
(Y
/l' ‘7‘\ Right Arm
7 ' 5
Jri ) -
| o0\ ""\\/
‘\“(()\Q\t\ﬁ{ Q
Y
l\.\' ((.\_/ W~
G
A= N .
\w\lt v
o
o
Left © Right
Torso Rear o) Torso Rear
(2) (2)
BV: 622 R
\ 437
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (7) Right Torso (7) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Heat Sink 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Right 27
1 R . Arm 2B *
. Roll Again Center Torso 1. Roll Again (5)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right 21
6. Gyro Leg -
1. Gyro ) (7]
Left Torso 2. Fusion Engine Right Torso 19*
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet 17+
3. Jump Jet 5. Medium Laser 3. Jump Jet
- - 16
1-3 4. Jump Jet 6. Medium Laser 1-3 4. Jump Jet Heat Sinks:
5. Roll Again 5. Roll Again 10‘ 15*
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll Again Sensor HitsOO 1. Roll Again 28 Ammo Exp, avoid on 8+ O
2. Roll Again ) 2. Roll Again 56 Shutd id on 10+ O 12
Life Suppor‘tO 3. Roll Again utaown, avoid on
a4-6 3. Roll Again a4-6 g 25 -5 Movement Points O 11
‘5" ?Higa'” g' 20': 298‘” 24  +4 Modifier to Fire O 10+
6. ROH Agam B. ROI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17  +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMOd'f'erzUPF'Tet 1
\. VAN -1 Movement Points y. o
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BATTLEMECH RECORD SHEET

BATTLETECH

Left Torso

ARMOR DIAGRAM

Head (6)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Spider SDR-7M Name:
Movement Points: Tonnage: 30 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Inner Sphere v — 9
Running: 12 Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 8 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
2 MediumPulse Laser CT 4 B[P - 2 4 B
Aa
- /-\ Right Arm
AR (5)
s’vk Jv\
TN
N e
) 44(
“(J‘,\“/\t‘\\“"\
og' '(‘\/.\/6’&!
N/
N _L 77
Left Right
Torso Rear Torso Rear
(2) (2)
BV: 621
\ V)
\ == /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (7) Right Torso (7) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Heat Sink 13 3. Lower Arm Actuator o9
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous 28
6. Ferro-Fibrous 6. Ferro-Fibrous Left Right 27
. Arm Arm 2B *
1. Ferro-Fibrous Center Torso 1. FerroFibrous (5) (5)
2. Ferro-Fibrous 1. Fusion Engine 2. Ferro-Fibrous 25*
3. Ferro-Fibrous 2. Fusion Engine 3. Ferro-Fibrous 24+
4-6 4. Ferro-Fibrous 3. Fusion Engine 4-6 4. Ferro-Fibrous o3+
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg
7 7 20%
1. Gyro . (7) (7) -
Left Torso 2. Fusion Engine Right Torso 19
1. Jump Jet 46 3. Fusion Engine 1. Jump Jet 18*
2. Jump Jet "0 4. Fusion Engine 2. Jump Jet 17+
3. Jump Jet 5. Medium Pulse Laser 3. Jump Jet
13 4. Jump Jet 6. Medium Pulse Laser 1-3 4. Jump Jet ke 18
Heat Sinks: "
5. Endo Steel 5. Endo Steel 10 a5
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Endo Steel Sensor Hits o o 1. Endo Steel 28 Ammo Exp, avoid on 8+ O
2. Endo Steel ) 2. Endo Steel 56 Shutd id on 10+ O 12
Life Support o 3. Endo Steel utaown, avoid on
a4-6 3. Endo Steel a4-6 25 -5 Movement Points O 11
4. Endo Steel 4. Endo Steel . .
24  +4 Modifier to Fire O 10*
5. Endo Steel 5. Endo Steel .
6 Mol A 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- HolAgamn - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17  +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator ~o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TM'\"Od'f'er EUPF'Tet 1
\ / \\ -1 Movement Points / o
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BATTLEMECH RECORD SHEET

BATTLETECH

Ammao: (SRM 4) 25

\ BV: 875 @

/4 \\ /4 \
'MECH DATA \ WARRIOR DA
Type: Jenner JR7-D Name:
Movement Points: Tonnage: 35 . _— .
Gi Skill: Piloting Skill:
Walking: 7 Tech Base: Inner Sphere unnerySidt - Filoting =k
Running: 11 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 5 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser LA 3 5|[DE] - 3 B 8
2 Medium Laser RA 3 5][DE] - 3 B 8
1 SRM4 CT 3 2/Msl[MCS] — 3 6 9

Left Al
(4)

Left
Leg

Left

Torso Rear

(4

ARMOR DIAGRAM

Head (7)

Left Torso
(8)

rm

)

Right Torso

Right Arm
(4)

Right
Leg
(6)

Right
Torso Rear

(4)

\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ — Scale
Head Left Torso (8) Right Torso [8) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
13 3. Medium Laser 4. Heat Sink 13 3. Medium Laser o9
"2 4. Medium Laser 5. S'ensors "2 4. Medium Laser "
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right 27
. Arm Arm 2B *
1. Roll Again Center Torso 1. Roll Again (8) (6)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot Right 22
6. Gyro Leg Leg 21
8 8 20*
1. Gyro . (8) (8)
Left Torso 2. Fusion Engine Right Torso 19*
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet 17+
3. Roll Again 5. J Jet 3. Ammo (SRM 4) 25
1-3 4. Roll Again 6. S;Tnpqe 1-3 4. Roll Again Heat Sinks: 16
5. Roll Again 5. Roll Again 10‘ 15*
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
i 30 Shutdown
1. Roll Again G\jI“D H!tS o o 1. Roll Again 28 Ammo Exp, avoid on 8+ O 13*
5 RollA Sensor Hits O O 2 Rol A p. ave
- Roll Again Life Support O - Roll Again 26  Shutdown, avoid on 10+ ®) 12
4-6 3. Roll Again PP 4-6 3. Roll Again 25 .5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hi 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator jl 8 ;EMMDd'f'eP EOF'FI'Fet
5. Roll Again Damage Transfer 5. Roll Again 8 i1 hjl’vi:?ent ;’_'” S 2
6. Roll Again Diagram 6. Roll Again e M oamer t”P '_ret 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

Ammao: (SRM 4) 25

\ BV: 889 @

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Jenner JR7-K Name:
Movement Points: Tonnage: 35 . _— .
Gi Skill: Piloting Skill:
Walking: 7 Tech Base: Inner Sphere unnerySidt - Filoting =k
Running: 11 Rules Level: Standard HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 5 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser LA 3 5|[DE] - 3 B 8
2 Medium Laser RA 3 5][DE] - 3 B 8
1 SRM4 CT 3 2/Msl[MCS] — 3 6 9

Left Al
(4)

Left
Leg

Left

Torso Rear

(4

ARMOR DIAGRAM

Head (7)

Left Torso
(8)

rm

)

Right Torso

Right Arm
(4)

Right
Leg
(6)

Right
Torso Rear

(4)

\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (8) Right Torso [8) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
13 3. Medium Laser 4. Heat Sink 13 3. Medium Laser o9
"2 4. Medium Laser 5. S'ensors "2 4. Medium Laser "
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right 27
. Arm Arm 2B *
1. Roll Again Center Torso 1. Roll Again (8) (6)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot Right 22
6. Gyro Leg Leg =
8 8 20*
1. Gyro . (8) (8)
Left Torso 2. Fusion Engine Right Torso 19*
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet 17+
3. Ferro-Fibrous 5. J Jet 3. Ammo (SRM 4) 25
1-3 4. FerroFibrous 6 S;Tnpqe 1-3 4. CASE . 16
: ) - : Heat Sinks: "
5. Ferro-Fibrous 5. Ferro-Fibrous 10 15
6. Ferro-Fibrous Engine Hits o o o 6. Ferro-Fibrous Level* Effects 14+
Gyro Hits O O 30 Shutdown prm
1. FerroFib 1. FerroFib ;
2 FerroRbrous Sensor Hits O O 2. FerroRbrous 25 Ammo Bxp, avoid on 81 8 12
. Life Support o) 3' . Fib 26 Shutdown, avoid on 10+
3. Ferro-Fibrous . Ferro-Fibrous .
a4-6 2 oA a4-6 % Forofib 25 5 Movement Pqnts O 11
- HolAgan - rerro-ribrous 24  +4 Moadifier to Fire O 10*
5. Roll Again 5. Ferro-Fibrous 53 Ammo Exp. avoid on 6+
6. Roll Again 6. Roll Again b, avol O 9
9 9 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ O 5
1. Hip game ) labs 1. Hip 17  +3 Modifier to Fire O o
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator jl 8 ;EMMDd'f'eP EOF'FI'Fet
5. Roll Again Damage Transfer 5. Roll Again 8 i1 hjl’vi:?ent ;’_'” S 2
6. Roll Again Diagram 6. Roll Again A odifier tUP |.r‘et p
-1 Movement Points
\ / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)
Left Torso

(10)

Right Torso

/4 \ /4 \\
'MECH DATA \ WARRIOR DATA
Type: Panther PNT-9R Name:
Movement Points: Tonnage: 35 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 4 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPC RA 10 10 [DE] 3 6 12 18
1 SRM4 CT 3 2/Msi[MCS] — 3 6 9
Right Arm
Left Right
Leg Leg
(12) (12)
Ammo: (SRM 4] 25 Torso Rear Torso Rear
(5) (5)
BV: 769 D
\ &> )
\
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (8) Right Torso [8) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. Roll Again 6. Life Support 5.[PPC 28
6. Roll Again 6.| PPC Left Right 27
. Arm Arm 2B *
1. Roll Again Center Torso 1.LPPC (8) (6)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot Right 22
6. Gyro Leg Leg 21*
1. Gyro _ (8) (8) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3. Heat Sink 5. SRM 4 3. Heat Sink
1-3 4. Heat Sink 6. Roll Again 1-3 4. Heat Sink Heat Sinks: 16
5. Ammo (SRM 4) 25 5. Roll Again 1 3 15*
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll Again . 1. Roll Again .
5 Roll A Sensor Hits o o 5 Rol A 28 Ammo Exp, av9|d on 8+ O O
- noltAgain Life Support O - Roll Again 26  Shutdown, avoid on 10+ 0]0) 12
4-6 3. Roll Again 4-6 3. Roll Again o5 .5 Movement Points O O 11
4. Roll Again 4. Roll Again . X
24  +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet g 4;1Ml\/lod|f|er EDPF'_ri 1
-1 Movement Points
\, / '\ / | o
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ARMOR DIAGRAM

Head (9)
Left Torso

(10)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Panther PNT-10K Name:
Movement Points: Tonnage: 35 . _— .
Gi Skill: Pil Skill:
Walking: 4 Tech Base: Inner Sphere unnery Sidll: - Piloting Sl
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 4 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC RA 15 10|[DE] - 7 14 23
1 SRM4 CT 3 2/Msl[MCS] — 3 6 9
w/ Artemis IV Left Arm Right Arm
(10) (10)

Right
Leg
(12)

Ammo: (SRM 4 Artemis-capable) 25 Torso Rear

(5)

Torso Rear

(5)

\ BV: 838

®

\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (8) Right Torso [8) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. Endo Steel B. Life Support 5.[ERPPC 28
6. Roll Again 6.| ERPPC Left Right 27
. Arm Arm 2B *
1. Roll Again Center Torso 1.LERPPC (8) (6)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg
8 8 20*
1. Gyro . (8) (8)
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3. Heat Sink 5. SRM 4 3. Heat Sink
1-3 4. Heat Sink 6. Artemis IV FCS 1-3 4. Heat Sink Heat Sinks: 16
5. Ammo (SRM 4 Artemis-capable) 25 5. Endo Steel 1 3 15*
6. CASE Engine Hts O O O 6. Endo Steel Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Endo Steel 1. Endo Steel .
ndo Stee Sensor Hits o o ndo Stee 28 Ammo Exp, avoid on 8+ O O
2. Endo Steel Life S " o 2. Endo Steel 56  Shutdown. avoid on 10+ O O 12
ITe suppor !
4-6 3. Endo Steel PP 4-6 3. Endo Steel 55 -5 Movement Points 00 11
4. Endo Steel 4. Endo Steel . X
24  +4 Modifier to Fire O 10*
5. Endo Steel 5. Endo Steel
6. Endo Steel B. Roll A 23 Ammo Exp, avoid on 6+ O 9
- Endo Stee - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ O 5
1. Hip game ) labs 1. Hip 17  +3 Modifier to Fire O o
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet 8 +1 Modifier to Flir‘e 1
9 5 -1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (6)

Left Torso
(6)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Raven RVN-1X Name:
Movement Points: Tonnage: 35 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere v — 9
Running: 8 Rules Level: Experimental Hits Taken | 1 2| 3|a|s|s
Jumping: 0 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser RA 3 5I[DE] - 3 6 9
1 EW Equipment LT — [E] - - - 3
1 SRMB RT 4 2/MsI[MCS] — 3 6 9 Right Arm
(6)
o
o
Left © Right
Ammo: (SRM 6] 15 Torso Rear o) Torso Rear
(3) (3)
BV: 639
\
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (8) Right Torso (8] Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
13 3. Roll Again 4. Heat Sink 13 3. Medium Laser og
" 4. Rol Again 5. S'ensors "2 4. Medium Laser "
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right 27
. Arm Arm 2B *
1. Roll Again Center Torso 1. Roll Again (6) (8)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot Right 22
6. Gyro Leg Leg 21*
1. Gyro _ (8) (8) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. [ EW Equipment 3. Fusion Engine 1. [SFIM 6 18*
2. | EW Equipment 4-6 4. Fusion Engine 2.LsRm B 17+
3. | EW Equipment 5. Roll Again 3. Roll Again
1-3 4 lew Equipment 6. Roll Again 13 4 o Again Heat Sinks: 18
5. Ammo (SRM 6) 15 5. Roll Again 12‘ 5%
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
Gyro Hits O O 30 Shutdown prm
1. Roll Again . 1. Roll Again .
5 Roll A Sensor Hits o o 5 Rol A 28 Ammo Exp, av9|d on 8+ O O
- noltAgain Life Support O - Roll Again 26  Shutdown, avoid on 10+ 0]0) 12
4-6 3. Roll Again 4-6 3. Roll Again o5 .5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
o e s S5 s S ey :
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (6)

Left Torso
(11)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Raven RVN-3L Name:
Movement Points: Tonnage: 35 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — 9
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 Narc LA — [M] - 3 6B 9
2 Medium Laser RA 3 5][DE] - 3 B 8
1 ECM Suite (Guardian) LT — [E] - - - B Right Arm
1 SRMB RT 4 2/MsIIMCS] — 3 6 9 (8)
1 TAG RT — [E] — 5 9 15
1 Active Probe (Beagle) CT — [E] - - - 3
O
Left Right
Ammo: (Narc) 12, (SRM B Narc-capable) 15 Torso Rear Torso Rear
(3) (3)
BV: 708 (
N\ /
\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (8) Right Torso [8) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
13 3. [Nar‘c 4. Heat Sink 13 3. Medium Laser o9
"2 4. Narc 5. S'ensors "2 4. Medium Laser "
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous 28
6. Ferro-Fibrous 6. Ferro-Fibrous Left Right 27
. Arm Arm 2B *
1. Ferro-Fibrous Center Torso 1. FerroFibrous (8) (6)
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous 25*
4-6 3. Ferro-Fibrous 2. XL Fusion Engine a4-6 3. Ferro-Fibrous 24+
" 4. FerroFibrous 3. XL Fusion Engine " 4. FerroFibrous o3+
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg -
1. Gyro _ (8) (8) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
1 3 3. XL Fusion Engine 5. [Active Probe (Beagle) 1 3 3. XL Fusion Engine 16
"9 4. Ammo (SRM 6 Narc-capable) 15 6. LActive Probe (Beagle) " 4 [SFIM 6 Heat Sinks:
5. Ammo (Narc) 6 5.LsRm 6 1 ’I. 15*
6. Ammo (Narc) 6 Engine Hts O O O 6. TAG Level* Effects 14*
. i Gyro Hits 00 30 Shutdown 13*
1. [ ECM S Guard 1. Roll A .
o [ e e Sensor Hits O O et i O |
. Life Support o) 3' Roll A 26  Shutdown, avoid on 10+
a4-6 2 [F%:A\\Si a4-6 4' ROI‘ Agam 25 -5 Movement Points O 11
- Roll Again - Roll Again 24  +4 Modifier to Fire '®) 10
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points o 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Heat Sink Damage Transfer 5. Heat Sink 180 iM'\;;erpen: F';’_'”ts 2
6. Roll Again Diagram 6. Roll Again e 4 MO‘\’IE'H'E;;PO';E‘:S 1
\ /7 "\ / | o
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ARMOR DIAGRAM

Head (9)
Left Torso

(11)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \\ /4 \
'MECH DATA \ WARRIOR DATA
Type: Wolfhound WLF-1 Name:
Movement Points: Tonnage: 35 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — 9
Running: 9 Rules Level: Introductory HitsTaken | 1 [ 2 [ 3| 4 | 5 | 6
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 Large Laser RA 8 B8IDE] - 5 10 15
1 Medium Laser LT 3 5I[DE] - 3 6 9
1 Medium Laser RT 3 5][DE] - 3 B 8 Right Arm
1 Medium Laser CT 3 5]|DE] - 3 6 9
1 Medium Laser (R) CT 3 5][DE] - 3 6B 9
Left Right
Leg Leg
(16]) (16)
Left Right
Torso Rear Torso Rear
(5) (5)
BV: 949 (
\,
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (8) Right Torso [8) v
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors 4, [Large Laser "
5. Roll Again 6. Life Support 5. L Large Laser 28
6. Roll Again 6. Roll Again Left Right 27
. Arm Arm 2B *
1. Roll Again Center Torso 1. Roll Again (8) (6)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg
8 8 20*
1. Gyro . (8) (8)
Left Torso 2. Fusion Engine Right Torso 19*
1. Medium Laser 3. Fusion Engine 1. Medium Laser 18*
2. Roll Again 4-6 4. Fusion Engine 2. Roll Again 17+
3. Roll Again 5. Medium Laser 3. Roll Again
1-3 4. Roll Again 6. Medium Laser (R 1-3 4. Roll Again . 16
(R) Heat Sinks: -
5. Roll Again 5. Roll Again 10 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll Again Sensor Hits o o 1. Roll Again 28 Ammo Exp, avoid on 8+ O
2. Roll Again ) 2. Roll Again 56 Shutd id on 10+ O 12
Life Support o 3. Roll Again utaown, avoid on
a4-6 3. Roll Again a4-6 g 25 -5 Movement Points O 11
‘5" 2°H ﬁga'” g' 20': 298‘” 24  +4 Modifier to Fire O 10+
6. ROH Agam B. ROI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l_ 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 180 f‘qM'\;’VE_TE”: F';’_'”ts 2
6. Roll Again Diagram 6. Roll Again e M oamer t”P '_ret 1
-1 Movement Points
\, / '\ / | o
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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 (9)
Left Torso

(11)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\" \"
( 'MECH DATA \ ( WARRIOR DATA
Type: Wolfhound WLF-2 Name:
Movement Points: Tonnage: 35 . I .
Walking: 5] Tech Base: Inner Sphere Gunnery Skill: - Piloting Skill:
Running: 9 Rules Level: Standard Hits Taken | 1 2| 3lals|s
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 ER Large Laser RA 12 B8I[DE] - 7 14 19
1 Medium Laser LT 3 5I[DE] - 3 B 8
1 Medium Laser RT 3 5][DE] - 3 6 9 Right Arm
1 Medium Laser CT 3 5]|DE] - 3 B 8
1 Medium Laser (R) CT 3 5][DE] - 3 6B 9
Left Right
Leg Leg
(16) (16)
Left Right
Torso Rear Torso Rear
(5) (5)
\\ BV: 1.081 (ﬁ)
\ == /
/ \
CRITICAL TABLE \ Head Scale
Head Left Torso (8) Right Torso [8) v
Left Arm 1. Life Support Right Arm '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. | ER Large Laser 29
5. Roll Again 6. Life Support 5. [ER Large Laser 28~
6. Roll Again 6. Roll Again Left Right 27
. Arm Arm 2B *
1. Roll Again Center Torso 1. Roll Again (8) (6)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion En:ine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot Right 22
6. Gyro Leg Leg 21*
1. Gyro _ (8) (8) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. [ Double Heat Sink 3. Fusion Engine 1. | Double Heat Sink 18*
2. | Double Heat Sink 4-6 4. Fusion Engine 2. | Double Heat Sink 17*
_3 3. L Double Heat Sink 5. Medium Laser 1 _3 3. LDouble Heat Sink 16
1 4. Medium Laser 6. Medium Laser (R) 4. Medium Laser Double Heat Sinks: -
5. Roll Again 5. Roll Again 10 (20) 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
e Sensor Hits O O epio 8 moEnamons O T
3. Roll Again Life SUPPOT‘t o 3. Roll Again 26 Shutdown, avoid an 10+
4-6 4. Roll Again 4-6 4. Roll Again 25 5 Move.rr.lent qunts O 1
5. Roll Again 5. Roll Again 24 +4 Modffier to ’.:lre O 10>
6. Roll Again B. Roll Again 23 Ammo Exp, avoid on B+ O 9
. . 22 Shutdown, avoid on 8+ O Py
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l_ 1. Hip 17 +3 Modifier to Fire O 5+
5 U game Plate 15 -3 Movement Points @)
. Upper Leg Actuator 2. Upper Leg Actuator . a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Roll Again Damage Transfer 5. Roll Again 180 f‘q'\"'\;’vi_fpens F'E_'”ts 2
\ 6. Roll Again Diagram 6. Roll Again PAN e 4 MO‘\’IE'H'E;;PO';E‘:S p 1
0
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)
Left Torso

(10)

Right Torso

/4 \ /4 \\
'MECH DATA \ WARRIOR DATA
Type: Sentinel STN-3K Name:
Movement Points: Tonnage: 40 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — 9
Running: 9 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 AC/5 LA 1 5[DBS] 3 6 12 18
1 SRM2 RT 2 2/Msl[MCS] — 3 6 9
1 Small Laser RT 1 3[DE] - 1 2 3 Left Arm Right Arm
(8) (8)
Left Right
Leg Leg
(11) (11)
Ammo: [AC/5) 40, (SRM 2] 50 Torso Rear Torso Rear
(5) (5)
BV: 652 (
\,
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (10) Right Torso (10) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3.|AC/5 4. Roll Again 13 3. Lower Arm Actuator o9
™2 a|ac/s 5. Sensors "2 4. Hand Actuator -
5.| AC/5 6. Life Support 5. Roll Again 28
6.LAC/5 6. Roll Again Left Right 27
. Arm Arm 2B *
1. Roll Again Center Torso 1. Roll Again (8) (6)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot Right 22
6. Gyro Leg Leg 21*
1. Gyro ) (10) (10) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. SRM2 18*
2. Ammo (AC/5) 20 4-6 4. Fusion Engine 2. Small Laser 17*
3. Ammo (AC/5) 20 5. Roll Again 3. Ammo (SRM 2) 50
1-3 4. Roll Again 6. Roll Again 1-3 4. Roll Again I 16
g Heat Sinks: "
5. Roll Again 5. Roll Again 10 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll A 1. Roll A .
ol Again Sensor Hits O O 0% Again 28  Ammo Exp, avoid on 8+ ©)
2. Roll Again Life Support O 2. Roll Again 96 Shutdown, avoid on 10+ O 12
4-6 3. Roll Again PP 4-6 3. Roll Again 25 .5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMOd'f'erzUPF'Tet 1
-1 Movement Points
\, / '\ / | o
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BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Sentinel STN-3L Name:
Movement Points: Tonnage: 40 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — 9
Running: 9 Rules Level: Standard Hits Taken | 1 2| 3lals|s
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 Ultra AC/5 LA 1 5/8ht 2 6 13 20
[DBR/C]
1 Streak SRM 2 RT 2 2/Msl[MC] — 3 6 9 Left Arm Right Arm
1 Small Laser RT 1 3[DE] - 1 2 3 (8)
(10)
Ammao: (Streak SRM 2) 50, (Ultra AC/5) 20 Torso Rear Torso Rear
(5) (5)
BV: 717 D
\ 437
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (10) Right Torso (10) (G
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. | Ultra AC/5 4. Roll Again 13 3. Lower Arm Actuator o9
™2 4. |utraAc/5 5. Sensors "2 4. Hand Actuator -
5. | Ultra AC/5 6. Life Support 5. Roll Again 28
6. | Ultra AC/5 6. Roll Again Left Right 27
Arm Arm 2B *
1. Lultra Ac/5 Center Torso 1. Roll Again (8) (6)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg -
1. Gyro ) (10) (10) 20*
Left Torso 2. Fusion Engine Right Torso 19
1. Heat Sink 3. Fusion Engine 1. Streak SRM 2 18*
2. Ammo (Ultra AC/5) 20 4-6 4. Fusion Engine 2. Small Laser 17*
3. Roll Again 5. Roll Again 3. Ammo (Streak SRM 2) 50
1-3 4. Roll Again 6. Roll Again 1-3 4. Roll Again I 16
g Heat Sinks: "
5. Roll Again 5. Roll Again 10 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
Gyro Hits O O 30 Shutdown prm
1. Roll Again Sensor Hits o o 1. Roll Again 28 Ammo Exp, avoid on 8+ O
2. Roll Again 2. Roll Again 56 Shutd id on 10+ O 12
Life Su ort o utdown, avoid on
a 6 3. Roll Again PP a 6 3. Roll Again 25 .5 Movement Points O 11
‘5" 2°H iga'” g' 20': 298‘” 24  +4 Modifier to Fire O 10+
6. ROH Agam B. RGI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TM'\"Od'f'er EUPF'Tet 1
-1 Movement Points
\, / '\ / | o
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BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Blackjack BJ-1 Name:
Movement Points: Tonnage: 45 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 4 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 LA 3 5|[DE] - 3 6 9
1 AC/2 LA 1 2[DBS] 4 8 16 24
1 Medium Laser RA 3 5][DE] - 3 6 9 Right Arm
1 AC/2 RA 1 2[DBS] 4 8 16 24
1 Medium Laser LT 3 5I[DE] - 3 6 9
1 Medium Laser RT 3 5][DE] - 3 B 8
Left Right
Leg Leg
(17) (17)
Left Right
Ammo: [AC/2) 45 Torso Rear Torso Rear
(8) (8)
BV: 949 A
\ 437
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (11) Right Torso (11) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Medium Laser 4. Roll Again 13 3. Medium Laser o9
"3 4 Ac/e 5. Sensors "9 4. Ac/2 -
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right 27
. Arm Arm 2B *
1. Roll Again Center Torso 1. Roll Again (7) (7)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot Right 22
6. Gyro Leg Leg 21*
1. Gyro _ (1) EIPI =%
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3. Medium Laser 5. Ammo (AC/2) 45 3. Medium Laser
1-3 4. Roll Again 6. Roll Again 1-3 4. Roll Again sl 16
g Heat Sinks: "
5. Roll Again 5. Roll Again 11 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll A 1. Roll A .
ol Again Sensor Hits O O ol Again 28  Ammo Exp, avoid on 8+ ole;
2. Roll Again Life Support O 2. Roll Again 96 Shutdown, avoid on 10+ O 12
4-6 3. Roll Again PP 4-6 3. Roll Again 25 .5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
s Jump o6 o e ;
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \\ /4 \
'MECH DATA \ WARRIOR DATA
Type: Blackjack BJ-2 Name:
Movement Points: Tonnage: 45 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 4 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Large Laser LA 12 B8|[DE] - 7 14 19
1 ER Large Laser RA 12 B8I[DE] - 7 14 19
2 Streak SRM 2 LT 2 2/Msl[MC] — 3 6 9 Right Arm
2 Streak SRM 2 RT 2 2/Msl[MC] — 3 6 9
Left Right
Leg Leg
(17) (17)
Left Right
Ammo: (Streak SRM 2] 50 Torso Rear Torso Rear
(8) (8)
BV: 1,148
\ Y
\ == /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (11) Right Torso (11) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. [ER Large Laser 4. Roll Again 13 3. [ER Large Laser o9
" 4. lEr Large Laser 5. S'ensors "™ a4 lEr Large Laser "
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right 27
. Arm Arm 2B *
1. Roll Again Center Torso 1. Roll Again (7) (7)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg -
1. Gyro (1) EIPI =%
; *
Left Torso 2. Fusion Engine Right Torso 19
1. | Double Heat Sink 3. Fusion Engine 1. | Double Heat Sink 18*
2. | Double Heat Sink 4-6 4. Fusion Engine 2. | Double Heat Sink 17*
3. L Double Heat Sink 5. Roll Again 3. LDouble Heat Sink
1-3 4. [ Double Heat Sink 6. Roll Again 1-3 4. [ Double Heat Sink Double Heat Sinks: N 16
5. | Double Heat Sink 5. | Double Heat Sink 11 (20 : 5%
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (22) 14*
Gyro Hits O O 30 Shutdown prm
1. S k SRM 2 1. S k SRM 2 .
2 S::Z:k SRM 2 Sensor Hits O O 2 S::::k SRM 2 25 Ammo Bxp, avoid on 81 0 12
: Life S tO : 26  Shutdown, avoid on 10+ ®)
3. Ammo (Streak SRM 2) 50 ITe suppor 3. Roll Again 55 -5 Movement Points '®) 11
46 4. Roll Again 4-6 4. Roll Again i )
5 Rl A 5 FolA 24  +4 Modifier to Fire O 10*
6. ROH Agam B. RGI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet 2 4;1Ml\/lod|f|er EDPF'_ri 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (6)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Hatchetman HCT-3F Name:
Movement Points: Tonnage: 45 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v 9
Running: 6 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 4 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 6 9
1 Hatchet RA — 9 - - - =
1 Medium Laser RA 3 5][DE] - 3 6 9 Left Arm Right Arm
1 AC/10 RT 3 10[DBS] — 5 10 15 (11) (11)
Left Right
Leg Leg
(11) (1)
Left Right
Ammo: [AC/10) 20 Torso Rear Torso Rear
(4) (4)
BV: 854 (
N\ /
\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
H.ead Left Torso (11) Right Torso (11) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. Medium Laser 6. Life Support 5. [ Hatchet 28
6. Roll Again 6. | Hatchet Left Right 27
. Arm Arm 2B *
1. Roll Again Center Torso 1. LHatchet (7) (7)
2. Roll Again 1. Fusion Engine 2. Medium Laser 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot Right 22
6. Gyro Leg Leg 21*
1. Gyro _ (1) EIPI =%
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink ,_\ 17+
13 3. Roll Again 5. Ammo (AC/10) 10 13 3.|AC/10 HEAT DA \\ 16
4. Roll Again 6. Ammo (AC/10) 10 4.| AC/10 Heat Sinks:
5. Roll Again 5. Ac/10 Heat 1 ’I. 15*
6. Roll Again Engine Hts O O O 6.| Ac/10 Level* Effects 14*
i 30 Shutdown
1. Roll Again Gyro Hits O O 1.| Ac/10 58 Ammo Exo. avoid on B+ OO 13+
5 RollA Sensor Hits O O o | ac/10 p. ave
- noltAgain Life Support O -| A/ 26  Shutdown, avoid on 10+ @) 12
a4-6 3. Roll Again a4-6 3.LAc/10 25 -5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
5 i o8 Sy e ;
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Hatchetman HCT-5S Name:
Movement Points: Tonnage: 45 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 4 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser LA 4 B[P] - 2 4 B
1 Hatchet RA — 9 - - - =
1 Medium Pulse Laser RA 4 B[P] - 2 4 B Right Arm
1 Medium Pulse Laser LT 4 B[P - 2 4 B
1 LB10-XAC RT 2 10 — B 12 18
[DB,C/F/S]
Left Right
Leg Leg
(22) (22)
Left Right
Ammo: (LB 10-X Cluster) 10 Torso Rear Torso Rear
(8) (8)
BV: 1,039
\ (
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (11) Right Torso (11) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Heat Sink 13 3. Lower Arm Actuator o9
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. Medium Pulse Laser 6. Life Support 5. [ Hatchet 28
6. Ferro-Fibrous 6. | Hatchet Left Right 27
. Arm Arm 2B *
1. Ferro-Fibrous Center Torso 1. LHatchet (7) (7)
2. Ferro-Fibrous 1. XL Fusion Engine 2. Medium Pulse Laser 25*
3. Roll Again 2. XL Fusion Engine 3. Ferro-Fibrous 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Ferro-Fibrous o3+
5. Roll Again 1-3 4. Gyro 5. Ferro-Fibrous oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg -
1. Gyro _ (1) EIPI =%
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engine 5. Ferro-Fibrous 3. XL Fusion Engine
1-3 4 Heatsink 6. Roll Again 1-3 4. Heat sink Heat Sinks: -
5. Medium Pulse Laser 5.[LB 10-X AC 1 O a5+
6. FerroFibrous Engine Hts O O O 6.|LB10X AC Level* Effects 14*
i 30 Shutdown
1. Ferro-Fibrous Gyro H!tS oo 1.|LB10-XAC 28 Ammo Exp, avoid on 8+ @) 137
2. FerroFibrous Ls_fngm' Hits 8 o 2.|LB10XAC 56 Shutdown. avoid on 10+ ®) 12
- ife Support . ’
4-6 3. Ferro-Fibrous PP 4-6 3.| LB 10X AC 55 -5 Movement Points '®) 11
4. Ferro-Fibrous 4.LLB10-XAC . .
24  +4 Modifier to Fire O 10*
5. Ferro-Fibrous 5. Ammo (LB 10-X Cluster) 10 293 Ammo Exp, avoid on B+
6. FerroFibrous 6. CASE b, ave O 9
22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet g 4;1Ml\/lod|f|er EDPF'_ri 1
-1 Movement Points
\ /7 "\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

/4 \ /4 \\
'MECH DATA \ WARRIOR DATA
Type: Centurion CNS-A Name:
Movement Points: Tonnage: 50 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 AC/10 RA 3 10[DB)S] - 5 10 15
1 LRM10 LT 4 1/Msl[MCS] 6 7 14 21
1 Medium Laser CT 3 5]|DE] - 3 6 9 Right Arm
1 Medium Laser (R) CT 3 5[DF - 3 B 9 ., =
V= /6
'»‘.'\/[J H@) ’"\\‘/: N\
NS
W NGs) o 25
NN S \ ) Left Right
4 A ‘ Leg Leg
2 (16) (16)
Left Right
Ammo: [AC/10]) 20, (LRM 10) 24 Torso Rear Torso Rear
(8) (6)
BV: 945
\ Q@
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (12) Right Torso (12) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
"9 4. Hand Actuator 5. Sensors ™3 a.[ac/10 -
5. Roll Again B. Life Support 5.| Ac/10 28
6. Roll Again 6.| AC/10 Right 27
A
1. Roll Again Center Torso 1.[AC/10 (rsm] o
2. Roll Again 1. Fusion Engine 2.| Ac/10 25*
3. Roll Again 2. Fusion Engine 3.[Ac/10 24*
4 6 4. Roll Again 3. Fusion Engine 4 6 4.LAC/10 o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right 21
6. Gyro Leg -
1. Gyro (12) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2.[LRM 10 4-6 4. Fusion Engine 2. Ammo (AC/10) 10 17+
1 3 3.LLRM 10 5. Medium Laser 1 3 3. Ammo (AC/10) 10 16
"2 4. Ammo (LRM 10) 12 6. Medium Laser (R) "2 4. Roll Again Heat Sinks:
5. Ammo (LRM 10) 12 5. Roll Again ’I(j 5%
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll Again Sensor HitsOO 1. Roll Again 28 Ammo Exp, avoid on 8+ O
2. Roll Again ) 2. Roll Again 56 Shutd id on 10+ O 12
3. Roll Again Life SUPPOT‘t o 3. Roll Again utdown, avor an 11
4-6 4. Roll Again 4-6 4. Roll Again 25 5 Move.rr.lent qunts O
5' Roll A 5' Roll A 24  +4 Modifier to Fire O 10*
6. ROH Agam B. RGI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l_ 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Roll Again Damage Transfer 5. Roll Again 180 iM'\;;erpen: F';’_'”ts 2
6. Roll Again Diagram 6. Roll Again e M o "ert”P '_ret 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

Ty I '% N
Wy =5 \
NE=0 pmid

Ammao: (LB 10-X] 10, (LB 10-X Cluster) 10, (LRM 10 Artemis-capable)
24

/4 \\ /4 \

'MECH DATA \ WARRIOR DA
Type: Centurion CNS-D Name:

Movement Points: Tonnage: 50 . _— .

Gi Skill: Piloting Skill:

Walking: 6 Tech Base: Inner Sphere unnery il Frloting 5

Running: 9 Rules Level: Standard Hits Taken | 1 2| 3lals|s

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 LB10XAC RA 2 10 — B 12 18

[DBC/F/S]
1 LRM10 LT 4 1/Msl[MCS] 6 7 14 21
w/ Artemis [V
1 Medium Laser CT 3 5]|DE] - 3 B 8
1 Medium Laser (R) CT 3 5[DE - 3 B 9

Left
Torso Rear

(6)

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

Right Arm

Right
Torso Rear

(6)

BV: 1,130
\, (
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (12) Right Torso (12) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
™2 4. Hand Actuator 5. Sensors ™2 4.[LB10XAC -
5. Endo Steel B. Life Support 5.| LB 10X AC 28
6. Endo Steel 6.| LB 10-XAC Right 27
A
1. Endo Steel Center Torso 1./ LB10-XAC (rsm] o
2. Roll Again 1. XL Fusion Engine 2.[LB10XAC 25*
3. Roll Again 2. XL Fusion Engine 3.LLB10XxAC 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Endo Steel 23
5. Roll Again 1-3 4. Gyro 5. Endo Steel "
6. Rol Again 5. Gyro 6. Endo Steel ) 22
- Right 21
6. Gyro Leg -
1. Gyro (12) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
13 3. XL Fusion Engine 5. Medium Laser 13 3. XL Fusion Engine 16
O g [LRM 10 6. Medium Laser (R) "9 4. Ammo (LB 10-X Cluster) 10 Heat Sinks:
5. LLRM 10 5. Ammo (LB 10-X) 10 ’I(j 15*
6. Artemis IV FCS Engine Hts O O O 6. Ammo (LRM 10 Artemis-capable) 12 Level* Effects 14*
Gyro Hits 00 . 30 Shutdown 13*
1. Endo Steel 1. A LRM 10 A - ble) 12 .
ndo Stee Sensor Hits o o mmo (| rtemis-capable) 28  Ammo Exp, av9|d on 8+ O
2. Endo Steel Life Support O 2. Cast 26  Shutdown, avoid on 10+ ©) 12
4-6 3. Endo Steel 4-6 3. Endo Steel o5 .5 Movement Points O 11
4. Endo Steel 4. Endo Steel . X
24  +4 Modifier to Fire O 10*
5. Roll Again 5. Endo Steel
6. Roll A B. Endo S 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Endo Steel 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hip game Dlabs 1. Hip 17 +3 Modifier to Fire @) -
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 8 *1 Modifier to Fire 1
9 5 -1 Movement Points
\, / '\ / | o
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BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \\
'MECH DATA \ WARRIOR DATA
Type: Crab CRB-20 Name:
Movement Points: Tonnage: 50 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere v — 9
Running: 8 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 Large Laser LA 8 B8|[DE] - 5 10 15
1 Large Laser RA 8 B8IDE] — 5 10 15
1 Medium Laser CT 3 5]|DE] - 3 6 9 Right Arm
1 Small Laser HD 1 3|[DE] - 1 2 3
Left Right
Leg Leg
(22) (22)
Left Right
Torso Rear Torso Rear
(5) (5)
BV: 1,143
\, (
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (12) Right Torso (12) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. [Large Laser 6. Life Support 5. [Large Laser 28
6. LLarge Laser 6. LLarge Laser Right 27
1 R . Arm 26*
- Roll Again Center Torso 1. Roll Again (8)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right 21
6. Gyro Leg -
1. Gyro (12) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Roll Again 4-6 4. Fusion Engine 2. Roll Again 17+
3. Roll Again 5. Medium Laser 3. Roll Again
1-3 4. Roll Again 6. Roll Again 1-3 4. Roll Again I 16
g Heat Sinks: "
5. Roll Again 5. Roll Again 16 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll Again Sensor Hits o o 1. Roll Again 28 Ammo Exp, avoid on 8+ O O
2. Roll Again ~ 2. Roll Again 56  Shutd id 10+ O O 12
Llfe Suppor‘t o 3. Roll A utaown, avoia on
3. Roll Again - nolAgain 25 -5 Movement Points (o]e) 11
46 4. Roll Again 4-6 4. Roll Again i )
) ) 24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again .
23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l_ 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 180 f‘q'\"'\;’vi_fpens F'E_'”ts 2
B. Heat Sink Diagram B. Heat Sink e M odmer t”P 'Tet 1
-1 Movement Points
\, / '\ / | o
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DATA o0
Type: Crab CRB-27 Name: oo
Movement Points: Tonnage: S0 Gunnery Skilk Piloting Skill: oo
Walking: 5 Tech Base: Inner Sphere o0
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B o0
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 0o
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LA 8 B8|[DE] - 5 10 15
1 Large Laser RA 8 B8IDE] — 5 10 15
1 Medium Laser CT 3 5]|DE] - 3 6 9 Right Arm
1 Small Laser HD 1 3|[DE] - 1 2 3
Left Right
Torso Rear Torso Rear
(8) (8)
BV: 1,198 Y
\ 437
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ — Scale
Head Left Torso (12) Right Torso (12) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator o9
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. [Large Laser 6. Life Support 5. [Large Laser 28
6. LLarge Laser 6. LLarge Laser Right 27
1 R . Arm 2B *
- Roll Again Center Torso 1. Roll Again (8)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right 21
6. Gyro Leg -
1. Gyro (12) 20
: *
Left Torso 2. Fusion Engine Right Torso 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Ferro-Fibrous 4-6 4. Fusion Engine 2. Ferro-Fibrous 17*
3. Ferro-Fibrous 5. Medium Laser 3. Ferro-Fibrous
1 -3 4. Ferro-Fibrous 6. Roll Again 1 -3 4. Ferro-Fibrous Heat Sinks: 16
5. Ferro-Fibrous 5. Ferro-Fibrous 1 8 15*
6. Ferro-Fibrous Engine Hits o o o 6. Ferro-Fibrous Level* Effects 14+
G\jl“D HitsQ O 30 Shutdown 13*
1. Ferro-Fibrous Sensor Hits o o 1. Ferro-Fibrous 28 Ammo Exp, avoid on 8+ O O
2. Ferro-Fibrous ~ 2. Ferro-Fibrous 56  Shutd id on 10+ O O 12
Llfe Suppor‘t o 3. Roll A utaown, avoia on
a4-6 3. Roll Again a4-6 ol Again 25 -5 Movement Points O O 11
4. Roll Again 4. Roll Again . X
) ) 24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again .
23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17  +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator ~o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 180 iM'\;;erpen: F';’_'”ts 2
6. Heat Sink Diagram 6. Heat Sink odimer to Fire 1
\ / \\ 5 -1 Movement Points / o
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BATTLEMECH RECORD SHEET

BATTLETECH

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Enforcer ENF-4R Name:
Movement Points: Tonnage: 50 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LA 8 B8|[DE] - 5 10 15
1 AC/10 RA 3 10[DBS] — 5 10 15
1 Small Laser LT 1 3[DE] - 1 2 3 Right Arm
(14)
o
o
Left © Right
Ammo: (AC/10) 10 Torso Rear o) Torso Rear
(3) (3)
BV: 1,032 n
\ 437
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (12) Right Torso (12) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
"9 g [Large Laser 5. Sensors "9 4.[Ac/10 -
5. | Large Laser 6. Life Support 5.| Ac/10 28
6. Roll Again 6.| AC/10 Right 27
. Arm 2B *
1. Roll Again Center Torso 1.1 AC/10 (8)
2. Roll Again 1. Fusion Engine 2.[Ac/10 25*
3. Roll Again 2. Fusion Engine 3.|AC/10 24 *
4-6 4. Roll Again 3. Fusion Engine 46 4.LAC/10 23*
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
*
1. Gyro ) (12) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink ,_\ 17+
3. Small Laser 5. Roll Again 3. Ammo (AC/10) 10 HEAT DATA
1-3 4. Roll Again 6. Roll Again 1-3 4. Roll Again Heat Sinks: 16
5. Roll Again 5. Roll Again Heat 1 2 15*
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
i 30 Shutdown
1. Roll Again Gyro Hits (o] o] 1. Roll Again 28 Ammo Exp, avoid on 8+ 0]0) 137
2. Roll Again Sensor Hits O O 2. Roll Again . 12
9 ; g 26  Shutdown, avoid on 10+ 0]@)
46 3. Roll Again Life Support O 46 3. Roll Again 55 B Moverment Points 0O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet g 4;1Ml\/lod|f|er EDPF'_ri 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Enforcer ENF-5D

Movement Points:

N

Tonnage: 50

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 ER Large Laser LA 12 B8|[DE] - 7 14 19
1 LB10-XAC RA 2 10 — 6 12 18
[DBC/F/S]
1 Small Laser LT 1 3[DE] - 1 2 3

Ammo: (LB 10X) 10, (LB 10X Cluster] 10

BATTLETECH

( WARRIOR DATA \

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

Torso Rear

(5)

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

Right Arm

Torso Rear

(5)

\, BV: 1,308 (ﬁ)
\ == /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (12) Right Torso (12) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
" a4 [ER Large Laser 5. Sensors ™2 4.[LB10XAC -
5. LER Large Laser 6. Life Support 5. LB 10 AC 28
6. Ferro-Fibrous 6.|LB10-XAC Right 27
A
1. Roll Again Center Torso 1./ LB10-XAC (rsm] o
2. Roll Again 1. XL Fusion Engine 2.[LB10XAC 25*
3. Roll Again i i 3.LLB10-XAC *
4-6 4 ool AQ ! 2. XL Fus!nn Eng!ne 4-6 % Forort 24
g gain 3. XL Fusion Engine - rerro-ribrous 23*
5. Roll Again 1-3 4. Gyro 5. Ferro-Fibrous "
6. Roll Again 5. Gyro 6. Ferro-Fibrous . 22
- Right 21
6. Gyro Leg -
1. Gyro (12) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engine 5. J Jet 3. XL Fusion Engine
1 -3 4. Jump Jet B RUTAP ? 1 -3 4. Jump Jet N 16
' - Roll Again ' Heat Sinks: "
5. Jump Jet 5. Jump Jet 12 15
6. Small Laser Engine Hts O O O 6. Ammo (LB 10-X Cluster) 10 Level* Effects 14*
Gyro Hits O O 30 Shutdown prm
1. F -Fib 1. A LB 10-X) 10 .
EWD_ forous Sensor Hits O O mmo ( ) 28  Ammo Exp, avoid on 8+ 010
2. Ferrofibrous Life Support O 2. Case 26  Shutdown, avoid on 10+ 0]@) 12
4-6 3. Ferro-Fibrous 4-6 3. Ferro-Fibrous o5 .5 Movement Points O 11
4. Ferro-Fibrous 4. Ferro-Fibrous . X
24  +4 Modifier to Fire O 10*
5. Ferro-Fibrous 5. Ferro-Fibrous .
23 Ammo Exp, avoid on 6+ O
6. Ferro-Fibrous 6. Ferro-Fibrous . 9
22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hip game Dabs 1. Hip 17 +3 Modifier to Fire O -
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 8 +1 Modifier to Fire 1
9 5 -1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

BATTLETECH

\
\ ( WARRIOR DATA

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

Type: Hunchback HBK-4G Name:
Movement Points: Tonnage: 50 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 6 9
1 Medium Laser RA 3 5][DE] - 3 B 8
1 AC/20 RT 7 20[DBS] - 3 6 9 Right Arm
1 Small Laser HD 1 3[DE] -1 2 3 (16)
(20)
Left Right
Ammo: [AC/20) 10 Torso Rear Torso Rear
(4) (4)
BV: 1,041 nY
\ 437
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (12) Right Torso (12) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. Medium Laser 6. Life Support 5. Medium Laser 28
6. Roll Again 6. Roll Again Right 27
. Arm 2B *
1. Roll Again Center Torso 1. Roll Again (8)
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
*
1. Gyro ) (12) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Ammo (AC/20) 5 46 3. Fusion Engine 1.[Ac/20 18*
2. Ammo (AC/20) 5 O 4. Fusion Engine 2.| AC/20 ﬁ 17*
1 _3 3. Roll Again 5. Heat Sink 1 _3 3.| AC/20 HEAT DATA 16
4. Roll Again 6. Roll Again 4.| AC/20 Heat Sinks:
5. Roll Again 5.| Ac/20 Heat 1 3 15*
6. Roll Again Engine Hts O O O 6.| Ac/20 Level* Effects 14*
Gyro Hits 30 Shutdown
1. Roll Again Y . o0 1.| AC/20 28  Ammo Exp, avoid on 8+ O O 137
2. Rol Again Sensor HitsQ O 2.| ac/20 - 12
' g Life S o : 26  Shutdown, avoid on 10+ 00
a4-6 3. Roll Again ife Support a4-6 3.[Ac/20 25 -5 Movement Points (o]e) 11
"9 4. Roll Again "0 4.lAc/20 . X
24  +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Heat Sink Diagram 6. Heat Sink 2 4;1Ml\/lod|f|er‘ szFl-ret 1
-1 Movement Points
\, / '\ / | o
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Hunchback HBK-5M Name:
Movement Points: Tonnage: 50 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 6 9
1 Medium Laser RA 3 5][DE] - 3 B 8
1 AC/20 RT 7 20[DBS] - 3 6 9 Right Arm
1 Small Pulse Laser HD 2 3[PA] - 1 2 3 (18)
(20)
Left Right
Ammo: [AC/20) 5 Torso Rear Torso Rear
(4) (4)
BV: 1,056
\
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (12) Right Torso (12) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Small Pulse Laser 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. [ Double Heat Sink B. Life Support 5. [ Double Heat Sink 28
6. | Double Heat Sink 6. | Double Heat Sink Right 27
! ) Arm  |og*
1. L Double Heat Sink Center Torso 1. L Double Heat Sink (8)
2. [ Double Heat Sink 1. Fusion Engine 2. [ Double Heat Sink 25*
4-6 3. | Double Heat Sink 2. Fusion Engine a4-6 3. | Double Heat Sink 24+
4. L Double Heat Sink 3. Fusion Engine 4. L Double Heat Sink o3+
5. Medium Laser 1-3 4. Gyro 5. Medium Laser "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21*
1. Gyro _ (12) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. [ Double Heat Sink 3. Fusion Engine 1.[Ac/20 18*
2. | Double Heat Sink 4-6 4. Fusion Engine 2.| AC/20 ,_\ 17*
3. | Double Heat Sink 5. Roll Again 3.| Ac/20 _
1-3 4. Ammo (AC/20) 5 6. Roll Again 1-3 4.| Ac/20 HEAT DATA . N, 18
9 Double Heat Sinks: "
5. CASE 5.| Ac/20 Heat 13 (96 15
6. Roll Again Engine Hts O O O 6.| Ac/20 Level* Effects (26) 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll Again S Hits © O 1.| Ac/20 58 Ammo Exp, avoid on 8+ (@]0)
2. Rol Again ensor Hits 2.| ac/20 ; 12
' g Life Support O : 26  Shutdown, avoid on 10+ 00
a4-6 3. Roll Again a4-6 3.| AC/20 25 -5 Movement Points O O 11
4. Roll Again 4.LAC/20 . X
24  +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMOdlﬂerszFl-ri p
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

Ammo: (LRM 15) 16

\
Type: Trebuchet TBT-5N
Movement Points: Tonnage: 50
Walking: 5 Tech Base: Inner Sphere
Running: 8 Rules Level: Introductory
Jumping: 0 Role: Missile Boat
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM 15 LA 5 1/MsI[MCS] 6 7 14 21
1 Medium Laser LA 3 5|[DE] - 3 B 8
2 Medium Laser RA 3 5][DE] - 3 B 8
1 LRM 15 RT 5 1/MsI[MCS] B8 7 14 21

BATTLETECH

/4 \
WARRIOR DATA
Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

\

BV: 1,191

@

Torso Rear

(5)

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

Right Arm
(10)

Right
Leg
(15)

Torso Rear

(5)

\
/ \
CRITICAL TABLE \ Head Scale
Head Left Torso (12) Right Torso (12) (oo
Left Arm 1. Life Support Right Arm '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator o9
1-3 4. Hand Actuator 5. Sensors 1-3 4. Medium Laser
5.[LRM 15 B. Life Support 5. Medium Laser 28>
6.| LRM 15 6. Roll Again Right 27
1.LLRM 15 Center Torso 1. Roll Again A(er] 26~
2. Medium Laser 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion En:ine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again
6. Rol Again 5. Gyro 6. Roll Again ) 22>
Right 21
6. Gyro Leg -
1. Gyro (12) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Ammo (LRM 15) 8 3. Fusion Engine 1.[LRM 15 18*
2. Roll Again 4-6 4. Fusion Engine 2. LRM 15 17+
3. Roll Again 5. Roll Again 3.LLRM 15
1-3 4. Rol Again 6. Roll Again 1-3 4. Ammo (LRM 15) 8 Heat Sinks: 1 6*
5. Roll Again 5. Roll Again 10 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll Again . 1. Roll Again .
2. Roll Again Ls_fngm' H'ti 8 o 2. Roll Again :2 éﬁ:;%iﬁp'a?,\;?éd;nqsoi 8 12
3. Roll Again ITe suppor 3. Roll Again ' .
46 4. Roll Agam i 4-6 4. Roll Agam 25 5 Move.rr.lent qunts O i
5. Roll Again 5. Roll Again gg ;ﬁmg?zl)f(lwato F[;Pe 6+ O 10>
6. Roll Again 6. Roll Again P, avoid on @) 9
22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H mS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hip L B 1. Hip 17 +3 Modifier to Fire O 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Roll Again Damage Transfer 5. Roll Again 180 f‘q'\"'\;’vi_fpens F'E_'”ts 2
6. Roll Again Diagram 6. Roll Again e 4 MO‘\’IE'H'E;;PO';E‘:S 1
\, / '\ / | o
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Trebuchet TBT-7M Name:
Movement Points: Tonnage: 50 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere v — 9
Running: 8 Rules Level: Standard Hits Taken | 1 2| 3lals|s
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 LRM15 LA 5 1/Msl[MCS] B 7 14 21
1 Medium Laser LA 3 5|[DE] - 3 6 9
2 Medium Laser RA 3 5][DE] - 3 B 8 Right Arm
1 Narc LT — [M] - 3 6 9 (10)
1 LRM15 RT 5 1/Msl[MCS] 6 7 14 21
Right
Leg
(15)
Ammo: (LRM 15 Narc-capable) 16, (Narc) 12 Torso Rear Torso Rear
(5) (5)
BV: 1,348
\, (
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (12) Right Torso (12) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors "2 4. Medium Laser "
5.[LRM 15 B. Life Support 5. Medium Laser 28
6.|LRM 15 6. Endo Steel Right 27
A
1.LLRM 15 Center Torso 1. Endo Steel (rsm] o
2. Medium Laser 1. XL Fusion Engine 2. Endo Steel 25*
3. Endo Steel 2. XL Fusion Engine 3. Endo Steel 24+
4-6 4. Endo Steel 3. XL Fusion Engine 4-6 4. Roll Again 23
5. Endo Steel 1-3 4. Gyro 5. Roll Again "
6. Endo Steel 5. Gyro 6. Roll Again ) 22
- Right
6. Gyro Leg 21
*
1. Gyro ) (12) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engine 5. J Jet 3. XL Fusion Engine
1-3 4N o 1'34 LRM 15 N N, 18
' [ arc 6. Roll Again : Double Heat Sinks: "
5. L Narc 5. LRM 15 1020 a5
6. Ammo (LRM 15 Narc-capable) 8 Engine Hts O O O 6.LLRM 15 Level* Effects (=0) 14+
i 30 Shutdown
1. Ammo (Narc) 6 Gyro Hits oo 1. Ammo (LRM 15 Narc-capable) 8 D8 Ammo Exp, avoid on B8+ @) 13+
Sensor Hits O O ,avo
2. Ammo (Narc) 8 . 2. CAsE 26 Shutdown, avoid on 10+ ®) 12
3. CASE Life Support O 3. Endo Steel ' ,
a4-6 a4-6 25 -5 Movement Points O 11
4. Endo Steel 4. Endo Steel . X
24  +4 Modifier to Fire O 10*
5. Endo Steel 5. Endo Steel .
6 Endo Stecl 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- Endo Stee - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hip LYy 1. Hip 17  +3 Modifier to Fire O 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet 2 4;1Ml\/lod|f|er EDPF'_ri 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

Ammo: (AC/10) 10, (LRM 5) 24, (Machine Gun) 100

S
@y ,ﬁz%‘ﬁ‘lrwf £
A=)

=

<

@) T

=

@

\

BV: 1,223

®

il
g

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Bushwacker BSW-X1 Name:
Movement Points: Tonnage: 55 . _— .

) Gi Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere unnerySidt - Filoting =k
Running: 8 Rules Level: Standard HitsTaken | 1 [ 2 [ 3| 4 | 5 | 6
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 LRM5 LA 2 1/MsI[MCS] 8 7 14 21
1 AC/10 RA 3 10[DBS] — 5 10 15
1 LRMS LT 2 1/MsI[MCS] 86 7 14 21
1 Machine Gun LT — 2[DBAI] - 1 2 3
1 Machine Gun RT — 2[DBAI - 1 2 3
1 ER Large Laser CT 12 8]|DE] - 7 14 19

Left
Torso Rear

(4)

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

Right Arm

Right
Torso Rear

(4)

\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (13 ) Right Torso (13) (G
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder °
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator o 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o o9
™2 4 LAmSs 5. Sensors ™2 4. Hand Actuator ° -
5. FerroFibrous B. Life Support 5.[AC/10 o 28
6. Roll Again 6.| AC/10 o | Right 27
A
1. Roll Again Center Torso 1.[AC/10 © (rsm] o
2. Rol Again 1. XL Fusion Engine 2.| ac/10 9 25+
3. Roll Again 2. XL Fusion Engine 3.[Ac/10 24*
4-6 4. Roll Again 3. XL Fusion Engine 46 4.1 AC/10 23*
5. Roll Again 13, Gyro 5.Lac/10 -
6. Roll Again 5. Gyro 6. Ferro-Fibrous . 22
- Right 21
6. Gyro Leg -
1. Gyro (13) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engine 5. [ER L: L: 3. XL Fusion Engine
1-3 4. LRM5 [ e e 1-3 4. Machine G N 16
: 6. LER Large Laser + Viachine sun Double Heat Sinks:
5. Machine Gun 5. Ammo (Machine Gun) 100 11 (20 : 15*
6. Ammo (LRM 5) 24 Engine Hits 6. Ammo (AC/10) 10 Level* Effects (22) 14*
g
G\jl“D HitsQ O 30 Shutdown 13*
1. CASE 1. CASE .
2. Ferro-Fibrous Sensor Hits o o 2. Ferro-Fibrous 28 Ammo Exp, avc»”d on 8+ O O 12
' Life Support O : 26  Shutdown, avoid on 10+ ®)
4-6 3. Ferro-Fibrous 4-6 3. Ferro-Fibrous o5 .5 Movement Points O 11
4. Ferro-Fibrous 4. Ferro-Fibrous . X
24  +4 Modifier to Fire O 10*
5. Ferro-Fibrous 5. Ferro-Fibrous .
23 Ammo Exp, avoid on 6+ O
6. Ferro-Fibrous 6. Ferro-Fibrous . 9
22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hip game Dlabs 1. Hip 17 +3 Modifier to Fire @) -
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 10 -2 Movement F'qmts 2
6. Roll Again Diagram 6. Roll Again 8 +1 Modifier ta Fire 1
9 5 -1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Bushwacker BSW-X2 Name:
Movement Points: Tonnage: 55 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere v — 9
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 LRM5 LA 2 1/MslI[MCS] 6 7 14 21
1 AC/10 RA 3 10[DBS] — 5 10 15
2 LRM5 LT 2 1/MslI[MCS] 6 7 14 21 Right Arm
1 Machine Gun LT — 2[DBAI] -1 2 3
1 Machine Gun RT — 2[DBAI] - 1 2 3
2 MediumPulse Laser CT 4 B[P - 2 4 B — ‘\
ﬁ:’ﬂ:@\&&di
%) % > gl
A 7 IR
.‘{E@}‘K‘i - \ (22)
\ { (
oo EEi )
S /s N e W/ %\_,:
‘ﬁl(@ 1] I
7 A
Y
Left Right
Ammo: (AC/10) 10, (LRM 5) 24, (Machine Gun) 100 Torso Rear Torso Rear
(4) (4)
BV: 1,193
\ V)
\ == /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Hgad Left Torso (13 ) Right Torso (13) (G
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder °
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator o 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o o9
™2 4 LAmSs 5. Sensors ™2 4. Hand Actuator ° -
5. Ferro-Fibrous B. Life Support 5.[AC/10 o 28
6. Ferro-Fibrous 6.| AC/10 o | Right 27
Arm *
1. Roll Again Center Torso 1.[AC/10 © (9) =
2. Roll Again 1. XL Fusion Engine 2.|Ac/10 Q 25+
3. Roll Again 2. XL Fusion Engine 3.|AC/10 24 *
4-6 4. Roll Again 3. XL Fusion Engine 46 4.1 AC/10 23*
5. Roll Again 13, Gyro 5.Lac/10
. i 20 *
6. Roll Again 5. Gyro 6. Ferro-Fibrous Right
6. Gyro Leg 21
*
1. Gyro (13) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engine 5. Medium Pulse Laser 3. XL Fusion Engine
- - ) 16
1-3 4. LRM S 6. Medium Pulse Laser 1-3 4. Machine Gun_ Double Heat Sinks: N -
5. LRM5 5. Ammo (Machine Gun) 100 1020 15
6. Machine Gun Engine Hts O O O 6. Ammo (AC/10) 10 Level* Effects (20) 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Ammo (LRM 5) 24 Sensor Hits © O 1. CASE 58 Ammo Exp, avoid on 8+ O
2. CASE ) 2. FerroFibrous 56 Shutd id on 10+ O 12
- Life Support o 3. Ferro-Fibrous utcown, avoid on
a4-6 3. Ferrofibrous a4-6 25 -5 Movement Points O 11
4. FerroFibrous 4. Ferro-Fibrous 24  +4 Modifier to Fire O 10*
5. Ferro-Fibrous 5. Ferro-Fibrous .
23 Ammo Exp, avoid on 6+ O
6. Ferro-Fibrous 6. Ferro-Fibrous . 9
22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hip 1. Hip 17  +3 Modifier to Fire O 5+
EAm S 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator . @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 180 f‘qMMOVZTE”: P":j_'”ts 2
6. Roll Again Diagram 6. Roll Again A odifier tUP |.r‘et p
-1 Movement Points
\ /7 "\ / | o
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( 'MECH DATA \

BATTLEMECH RECORD SHEET

( WARRIOR DATA \

BATTLETECH

ARMOR DIAGRAM

Head (
Left Torso

9)

Right Torso

N O O O
Type: Dragon DRG-1N Name: 00O
R . O O O
Movement Points: Tonnage: 60 Gunnery Skill Piloting Skill: 000
Walking: 5 Tech Base: Inner Sphere 00O
Running: 8 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | B O O O
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead 0 OO
X O O O
Weapons & Equipment Inventory (hexes) / o0
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 6 9
1 AC/5 RA 1 5[DBS] 3 6 12 18
1 Medium Laser (R) LT 3 5I[DE] - 3 6 9 Right Arm
1 LRM10 CT 4 1/Msl[MCS] 6 7 14 21
Right
Leg
(18)
Left Right
Ammo: [AC/5) 40, (LRM 10) 24 Torso Rear Torso Rear
(8) (8)
BV: 1,125 nY
\ 437
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (14 ) Right Torso (14) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator (e} 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator ] o9
™2 4. Hand Actuator 5. Sensors ™2 a.[Ac/s o -
5. Medium Laser 6. Life Support 5.| Ac/s ° 28
6. Roll Again 6.| AC/5 g Right 27
Arm *
1. Roll Again Center Torso 1.LAC/5 ° (10) =
2. Roll Again 1. Fusion Engine 2. Roll Again O 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
*
1. Gyro _ (14) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Medium Laser (R) 3. Fusion Engine 1. Ammo (AC/5) 20 18*
2. Ammo (LRM 10) 12 4-6 4. Fusion Engine 2. Ammo (AC/5) 20 17+
3. Ammo (LRM 10) 12 5.[LRM 10 3. Roll Again
1-3 4. Roll Again 6. [LRM 10 1-3 4. Roll Again . 16
Heat Sinks: "
5. Roll Again 5. Roll Again 10 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll A 1. Roll A .
ol Again Sensor Hits O O 0% Again 28  Ammo Exp, avoid on 8+ ©)
2. Roll Again Life Support O 2. Roll Again 96 Shutdown, avoid on 10+ O 12
4-6 3. Roll Again PP 4-6 3. Roll Again 25 .5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again o @) 9
22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMOd'f'erzUPF'Tet 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

N O O O
Type: Grand Dragon DRG-5K Name: 00O
f—— . O O O
Movement Points: Tonnage: 60 Gunnery Skill: Piloting Skill: 00O
Walking: 6 Tech Base: Inner Sphere 00O
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B O O O
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead 0 OO
X O O O
Weapons & Equipment Inventory (hexes) / o0
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 ERPPC RA 15 10|[DE] - 7 14 23
1 Medium Laser (R) LT 3 5[DE] - 3 B 9 Right Arm
1 Medium Laser (R) RT 3 5][DE] - 3 6 9
1 LRM10 CT 4 1/Msl[MCS] 6 7 14 21
Right
Leg
(18)
Left Right
Ammo: (LRM 10) 24 Torso Rear Torso Rear
(8) (8)
BV: 1,358
\,
\ == /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (14 ) Right Torso (14) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator (e} 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator ] o9
™2 4. Hand Actuator 5. Sensors ™2 a.[erpPPC o -
5. Medium Laser B. Life Support 5.| ERPPC o 28
6. Rol Again 6.LEr PPC g Right | 27
A
1. Roll Again Center Torso 1. Roll Again ° (r'lnc‘J] o
2. Roll Again 1. XL Fusion Engine 2. Roll Again O 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
*
1. Gyro _ (14) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engine 5.[LRM 10 3. XL Fusion Engine
1-3 4 Medium Laser (R) 6. [LRM 10 1-3 4 Medium Laser (R) Double Heat Sinks: N e
5. Ammo (LRM 10) 12 5. Roll Again 13 EBl 5%
6. Ammo (LRM 10} 12 Engine Hts O O O 6. Roll Again Level* Effects (=8) 14*
Gyro Hits O O 30 Shutdown prm
1. CASE S Hits © O 1. Roll Again 58 Ammo Exp, avoid on 8+ (@]0)
2. Roll A ensor Hits 2. Roll A :
- Poll Again - - Poll Again 96  Shutdown, avoid on 10+ oo 12
3. Roll Again Life SUPPOT‘t o 3. Roll Again 25 .5 Movement Points O O 11
46 4. Roll Again 4-6 4. Roll Again i )
24  +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 4;1M|\/|0d|f|er‘zUPF|.ri p
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (7)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA o0
Type: Lancelot LNC25-01 Name: oo
Movement Points: Tonnage: 60 Gunnery Skilk Piloting Skill: oo
Walking: 6 Tech Base: Inner Sphere o0
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B o0
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 0o
Weapons & Equipment Inventory (hexes) / loXe)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LA 8 B8|[DE] - 5 10 15
1 Large Laser RA 8 B8IDE] — 5 10 15
1 PPC RT 10 10[DE] 3 6 12 18 Right Arm
1 Medium Laser CT 3 5]|DE] - 3 B 8
(14)
o O
o O
o O
o O
o O
o O Right
Torso Rear o o Torso Rear
(10) © © (10)
BV: 1,422 Y
\ 437
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (14 ) Right Torso (14) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator (e} 30*
13 3. [Large Laser 4. Roll Again 13 3. [Large Laser ] o9
" g, Large Laser 5. S'ensors 4, Large Laser o "
5. Roll Again 6. Life Support 5. Roll Again o 28
6. Roll Again 6. Roll Again CC)) Right 27
A
1. Roll Again Center Torso 1. Roll Again ° (r'lnc‘J] o
2. Roll Again 1. XL Fusion Engine 2. Roll Again O 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right 21
6. Gyro Leg -
1. Gyro (14) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engine 5. Medium Laser 3. XL Fusion Engine
1-3 4. Roll Again 6. Roll Again 1-3 4.TPPC . ) 16
g Double Heat Sinks
5. Roll Again 5.| PPC 13 EBl 15*
6. Roll Again Engine Hts O O O 6.LppPc Level* Effects (26) 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll Again . 1. Roll Again .
2. Roll Again Sensor Hits O O 2. Roll Again 25 Ammo Bxp, avoid on 81 39 12
' 9 Life Support O ' g 26  Shutdown, avoid on 10+ 00
4-6 3. Roll Again 4-6 3. Roll Again o5 .5 Movement Points O O 11
4. Roll Again 4. Roll Again . X
) ) 24  +4 Modifier to Fire O 10*
:' ZOH 293'” 2 ?I: 298"1 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17  +3 Modifier to Fire O "
- Hip game ) labs - Aip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Roll Again Damage Transfer 5. Roll Again 180 f‘q'\"'\;’vi_fpens F'E_'”ts 2
6. Roll Again Diagram 6. Roll Again odifier to Fire 1
9 5 -1 Movement Points
\ / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (7)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA o0
Type: Lancelot LNC25-02 Name: oo
Movement Points: Tonnage: 60 Gunnery Skilk Piloting Skill: oo
Walking: 4 Tech Base: Inner Sphere o0
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | B o0
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 0o
Weapons & Equipment Inventory (hexes) / loXe)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LA 8 B8|[DE] - 5 10 15
1 Large Laser RA 8 B8IDE] — 5 10 15
1 PPC RT 10 10([DE] 3 6 12 18 Right Arm
1 Medium Laser CT 3 5]|DE] - 3 B 8
(14)
o O
o O
o O
o O
o O
o O Right
Torso Rear o o Torso Rear
(10) ©c o© (10)
BV: 1,236
\, (
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (14 ) Right Torso (14) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator (e} 30*
13 3. [Large Laser 4. Heat Sink 13 3. [Large Laser ] o9
" g, Large Laser 5. S'ensors 4, Large Laser o "
5. Roll Again 6. Life Support 5. Roll Again o 28
6. Roll Again 6. Roll Again CC)) Right 27
A
1. Roll Again Center Torso 1. Roll Again o (Tc‘]] 267
2. Roll Again 1. Fusion Engine 2. Roll Again O 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right 21
6. Gyro Leg -
1. Gyro (14) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. PPC 17+
3. Heat Sink 5. Heat Sink 3.| PPC
1-3 4. Roll Again 6. Medium Laser 1-3 a.Lprc . 16
Heat Sinks: "
5. Roll Again 5. Roll Again 19 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll A 1. Roll A .
0 RZH Aga'” Sensor Hits O O » onn Aga‘” 28 Ammo Exp, avoid on 8+ 010
: gain - - Poll Again 96  Shutdown, avoid on 10+ oo 12
Life Support o 3. Roll Again '
a4-6 3. Roll Again a4-6 9 25 -5 Movement Points (o]e) 11
4. Roll Again 4. Roll Again . X
) ) 24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again
. : 23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
1. Hi l_ 1. Hi 17  +3 Modifier to Fire (o]0) "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 180 iM'\;;erpen: F';’_'”ts 2
B. Heat Sink Diagram 6. Heat Sink e M odmer t”P 'Tet 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Axman AXM-1N Name:
Movement Points: Tonnage: 65 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser LA 10 9[P] - 3 7 10
1 Hatchet RA — 13 - - - =
3 Medium Laser RA 3 5][DE] - 3 6 9 Right Arm
1 AC/20 CT/RT 7 20[DBS] - 3 6B 9
Left Right
Leg Leg
(24) (24)
Left Right
Ammo: (AC/20) 10 Torso Rear Torso Rear
(8) (6)
BV: 1,374
\ (
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (15) Right Torso (15) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator (e} 30*
13 3. Lower Arm Actuator 4. FerroFibrous 13 3. Lower Arm Actuator S} o9
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o "
5. [Large Pulse Laser 6. Life Support 5. [ Hatchet ° 28
6. LLarge Pulse Laser 6. | Hatchet o Right 27
o
1. F y o Arm 26*
. Ferro-Fibrous Center Torso 1. | Hatchet (10)
2. Ferro-Fibrous 1. XL Fusion Engine 2. | Hatchet O 25*
4-6 3. Ferro-Fibrous 2. XL Fusion Engine a4-6 3. LHatchet 24+
" 4. FerroFibrous 3. XL Fusion Engine "O 4. Medium Laser o3+
5. Ferro-Fibrous 1-3 4. Gyro 5. Medium Laser "
6. Ferro-Fibrous 5. Gyro 6. Medium Laser . 22
- Right 21
6. Gyro Leg -
1. Gyro (15) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engine 5. [Ac/gg 3. XL Fusion Engine
- - 16
1 3 4. Ammo (AC/20) 5 6.LAc/20 1 3 4.| AC/20 Double Heat Sinks: \
5. Ammo (AC/20) 5 5.| Ac/20 10 EDl 15*
6. CASE Engine Hts O O O 6.| Ac/20 Level* Effects (20) 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. F -Fib 1.| AC/20 .
2 FZEF:JEEE Sensor HitsQ O 2 chao 28 Ammo Exp, avoid on B+ Q 12
' Life Support O ' 26  Shutdown, avoid on 10+ ©)
3. Ferro-Fibrous PP 3. Ac/20 55 -5 Movement Points '®) 11
46 4. FerroFibrous 4-6 4.| Ac/20 i )
) ) 24  +4 Modifier to Fire O 10*
5. Ferro-Fibrous 5.LAC/20 .
6 F Fib 6 F Fib 23 Ammo Exp, avoid on 6+ O 9
. erro-riorous . erro-Fibrous oo ShUtdOWI"I, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l_ 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet 2 4;1Ml\/lod|f|er EDPFI'N?: 1
\ / \\ -1 Movement Points / o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Axman AXM-2N Name:
Movement Points: Tonnage: 65 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3lals|s
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser LA 10 9[P] - 3 7 10
1 Hatchet RA — 13 - - - =
3 Medium Laser RA 3 5][DE] - 3 B 8 g Right Arm
1 LRM15 LT 5 1/MsI[MCS] 6 7 14 21 e =
s ((ON
1 LRM15 RT 5 1/MsI[MCS] 6 7 14 21 \,/\'".)\‘ AN
//.’\Q/’A\ ,/‘ = t\‘ . \\
% S=0 Va1
S/ ONR s
// A
‘e 7%':
A ,_; ) Left Right
' S /H’ Leg Leg
D) (24) (24)
Left Right
Ammo: (LRM 15] 16 Torso Rear Torso Rear
(8) (8)
BV: 1,458
\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (15) Right Torso (15) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator (e} 30*
13 3. Lower Arm Actuator 4. FerroFibrous 13 3. Lower Arm Actuator S} o9
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o "
5. [Large Pulse Laser 6. Life Support 5. [ Hatchet ° 28
6. LLarge Pulse Laser 6. | Hatchet CC)) Right 27
§ Arm 2B *
1. FerroFibrous Center Torso 1. | Hatchet ° (10)
2. Ferro-Fibrous 1. XL Fusion Engine 2. | Hatchet 9 25*
4-6 3. Ferro-Fibrous 2. XL Fusion Engine a4-6 3. LHatchet 24*
" 4. FerroFibrous 3. XL Fusion Engine "O 4. Medium Laser o3+
5. Ferro-Fibrous 1-3 4. Gyro 5. Medium Laser
6. Ferro-Fibrous 5. Gyro 6. Medium Laser Right
6. Gyro Leg 21
*
1. Gyro _ (15) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engine 5. Ferro-Fibrous 3. XL Fusion Engine
1-3 4.[LRM 15 6. Roll Again 1-3 4.[LRM 15 - N, |18
g Double Heat Sinks: "
5.[LRM 15 5.[ LRM 15 1020 a5
6.LLRM 15 Engine Hts O O O 6.LLRM 15 Level* Effects (20) 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Ammo (LRM 15) 8 : 1. FerroFibrous 58 Ammo Exp. avoid on B+ O
2. Ammo (LRM 15) 8 Sensor Hits oo 2. FerroFibrous o5 Shutdownp'avoid on 10+ @) 12
a 6 3. CASE Life SUPPOT‘t o a 6 3. Ferro-Fibrous o5 5 Movemlant Points O 11
4. Ferro-Fibrous 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Ferro-Fibrous 5. Roll Again 293 Ammo Exp, avoid on B+
6. Ferro-Fibrous 6. Roll Again oo Shutdownpyavoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet 2 4;1Ml\/lod|f|er EDPF'_ri 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

( 'MECH DATA \ \ ( WARRIOR DATA \
Type: Crusader CRD-3R Name:
Movement Points: Tonnage: 65 . _— .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: - Piloting Skill:
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
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 SRMB LL 4 2/Msl[MCS] — 3 6 9
1 SRMB RL 4 2/Msl[MCS] — 3 6 9
1 LRM15 LA 5 1/MsI[MCS] 6 7 14 21 Right Arm
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 Machine Gun LA — 2[DBAI - 1 2 3
1 LRM15 RA 5 1/Msl[MCS] B 7 14 21
1 Medium Laser RA 3 5][DE] - 3 B 8
1 Machine Gun RA  — 2[DBAI] - 1 2 3
Left Right
Ammo: (LRM 15) 16, (Machine Gun) 200, (SRM 6) 15 Torso Rear Torso Rear
(8) (8)
\ BV: 1,317 @} )
/ O
CRITICAL TABLE N\ Head Scale
Head Left Torso (15) Right Torso (15) (oo
Left Arm 1. Life Support Right Arm '
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator (e} 30*
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator ]
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator o 29
5.[LRM 15 B. Life Support 5.[LRM 15 o 28>
6.| LRM 15 6.[LRM 15 g Right | 27
Arm 2B *
1.LLRM 15 Center Torso 1.LLrRm 15 o (10)
2. Medium Laser 1. Fusion Engine 2. Medium Laser O 25*
3. Machine Gun i i 3. Machine Gun 24*
46 4 roingan § :z:z: E::::: 46 4 o agan -
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
1. Gyro (15) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Ammo (LRM 15) 8 3. Fusion Engine 1. Ammo (LRM 15) 8 18*
2. Roll Again 4-6 4. Fusion Engine 2. Roll Again 17+
13 3. Roll Aga?n 5. Ammo (SRM B) 15 13 3. Roll Again 16
4. Roll Again 6. Ammo (Machine Gun) 200 4. Roll Again Heat Sinks: -
5. Roll Again - - 5. Roll Again 10 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
1. Roll Again G\jI“D H!tS o o 1. Roll Again S0 Shutdown . 4 O 13*
2. Roll Again Sensor HitsQ O 2. Roll Again 28 Ammo Exp, avoid on B
9 ; g 26  Shutdown, avoid on 10+ ®) 12
a 6 3. Roll Again Life SUPPOT‘to a 6 3. Roll Again o5 5 Movemlant Points O 11
"9 4. Roll Again "0 4. Roll Again 54  +4 Modifier to Fire O 10"
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ O 5
1. Hip L B 1. Hip 17 +3 Modifier to Fire O 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. [SRM 6 Damage Transfer 5. [SRM 6 180 f‘qMMOVE'Ten: F"Smts 2
6.L5AM & Disgram 6.LSRM & 5 -1 Movement Points d
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Crusader CRD-5M

N

Movement Points: Tonnage: 65

Walking: 4 Tech Base: Inner Sphere

Running: 6 Rules Level: Standard

Jumping: 4 Role: Skirmisher

Weapons & Equipment Inventory (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM 2 LL 2 2/MsI[MC] — 3 B 8
1 Streak SRM 2 RL 2 2/MsIMC] — 3 6 8
1 LRM 15 LA 5 1/MsI[MCS] 6 7 14 21
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 LBRM 15 RA 5 1/MsI[MCS] 8 7 14 21
1 Medium Laser RA 3 5][DE] - 3 B 8
1 Flamer RA 3 2[DEHAI - 1 2 3
1 Machine Gun RA  — 2[DBAI] - 1 2 3
1 Anti-Missile System HD 1 [PD] - 1 - =

Ammo: [AMS) 12, (LRM 15) 18, (Machine Gun) 100, (Streak SRM 2] 50

BATTLETECH

( WARRIOR DATA \

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

Left
Torso Rear

(6)

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Right Arm

Right
Torso Rear

(6)

BV: 1,408
\, (
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ — Scale
Head Left Torso (15) Right Torso (15]) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Coc_kP'F ’ 2. Upper Arm Actuator (e} 30*
13 3. Lower Arm Actuator 4. Anti-Missile System 13 3. Lower Arm Actuator ] o9
4. Hand Actuator 5. S'ensors 4. Hand Actuator o "
5. [ Double Heat Sink B. Life Support 5.[LRM 15 o 28
6. | Double Heat Sink 6.| LRM 15 o Right 27
° Arm *
1. L Double Heat Sink Center Torso 1.LLRM 15 o (10) 26
2.[LRM 15 1. XL Fusion Engine 2. Medium Laser O 25*
3.[LRM 15 2. XL Fusion Engine 3. Flamer 24 *
4-6 4.LLRM 15 3. XL Fusion Engine 4-6 4. Machine Gun 23
5. Medium Laser 1-3 4. Gyro 5. Ammo (Machine Gun) 100 "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right 21
6. Gyro Leg -
1. Gyro (15) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engine 5. Roll Again 3. XL Fusion Engine
1-3 4. [ Double Heat Sink 6. Roll Again 1-3 4. [ Double Heat Sink Double Heat Sinks: N 16
5. | Double Heat Sink 5. | Double Heat Sink 13 (96 : 5%
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (26] 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. J J 1. J J .
2 Jz:p J:z Sensor Hits o o N J::p J:: 28 Ammo Exp, avoid on 8+ O O .
- dump Life Support O - Jump 96  Shutdown, avoid on 10+ oo
4-6 3. Ammo (Streak SRM 2) 50 4-6 3. Ammo (LRM 15) 8 o5 .5 Movement Points O O 11
4. CASE 4. Ammo (LRM 15) 8 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Ammo (AMS) 12 .
6 Roll A 6 CASE 23 Ammo Exp, avoid on 6+ O 9
- molAgain . 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Streak SRM 2 Damage Transfer 5. Streak SRM 2 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TM'\"Od'f'er EUPF'Tet 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Exterminator EXT-4A Name:
Movement Points: Tonnage: 65 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere v — 9
Running: 8 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 5 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser LA 3 5|[DE] - 3 6 9
2 Medium Laser RA 3 5][DE] - 3 B 8
1 LRM10 LT 4 1/Msl[MCS] 6 7 14 21 Right Arm
1 Machine Gun RT — 2[DBAI - 1 2 3
1 Small Laser HD 1 3I[DE] - 1 2 3
Left Right
Ammao: (LRM 10) 12, (Machine Gun) 200 Torso Rear Torso Rear
(8) (8)
BV: 1,372
\
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (15) Right Torso (15) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator (e} 30*
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator ] o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o "
5. Medium Laser 6. Life Support 5. Medium Laser ° 28
6. Medium Laser 6. Medium Laser CC)) Right 27
. o Arm 2B *
1. Roll Again Center Torso 1. Roll Again (10)
2. Roll Again 1. Fusion Engine 2. Roll Again O 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
*
1. Gyro (15) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet 17+
1-3 3. [LRM 10 5. Jump Jet 1-3 3. Machine Gun e
"2 4.lLRM 10 6. Ammo (LRM 10) 12 "2 4. Ammo (Machine Gun) 200 Heat Sinks:
5. Roll Again 5. Roll Again ’I(j 15*
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
i 30 Shutdown
1. Roll Again Gyro Hits (o] o] 1. Roll Again 28 Ammo Exp, avoid on 8+ @) 137
2. Roll Again Sensor Hits O O 2. Roll Again . 12
9 ; g 26  Shutdown, avoid on 10+ ®)
46 3. Roll Again Life Support O 46 3. Roll Again 55 B Moverment Points 0O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMOd'f'erzUPF'Tet 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA o0
Type: Exterminator EXT-4D Name: oo
Movement Points: Tonnage: 65 Gunnery Skilk Piloting Skill: oo
Walking: 6 Tech Base: Inner Sphere o0
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B o0
Jumping: 6 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 0o
Weapons & Equipment Inventory (hexes) / loXe)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser LA 3 5|[DE] - 3 6 9
2 Medium Laser RA 3 5][DE] - 3 B 8
1 LRM 10 LT 4 1/MsI[MCS] 686 7 14 21 Right Arm
1 Anti-Missile System RT 1 [PD] - 1 - =
1 Small Laser HD 1 3|[DE] - 1 2 3
Left Right
Leg Leg
(19) (19)
Left Right
Ammo: [AMS] 12, (LRM 10] 12 Torso Rear Torso Rear
(8) (8)
BV: 1,385 n
\ &> )
\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (15) Right Torso (15) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator (e} 30*
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator ] o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o "
5. Medium Laser 6. Life Support 5. Medium Laser ° 28
6. Medium Laser 6. Medium Laser CC)) Right 27
. o Arm 26*
1. Roll Again Center Torso 1. Roll Again (10)
2. Roll Again 1. XL Fusion Engine 2. Roll Again O 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
1. Gyro (15) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engine 5. Ammo (LRM 10) 12 3. XL Fusion Engine
1-3 4. Jump Jet 6. Roll Again 1 -3 4. Jump Jet N . \ 16
g Double Heat Sinks: "
5. Jump Jet 5. Jump Jet 10(20 15
6. Jump Jet Engine Hts O O O 6. Jump Jet Level* Effects (20) 14+
i 30 Shutdown
1. [LRM 10 Gyro Hits oo 1. Anti-Missile System 28 Ammo Exp, avoid on 8+ @) 137
2.LLrRm 10 Sensor HitsQ O 2. Ammo (AMS) 12 - 12
: 26 Shutdown, avoid on 10+
46 3. Roll Again Life Support O 46 3. Roll Again 55 B Moverment Points 0O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TM'\"Od'f'er EUPF'Tet 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \\
'MECH DATA \ WARRIOR DATA
Type: Cataphract CTF-1X Name:
Movement Points: Tonnage: 70 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
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 Medium Laser LA 3 5|[DE] - 3 6 9
1 PPC RA 10 10|[DE] 3 6 12 18
1 Medium Laser RA 3 5][DE] - 3 6 9 Right Arm
1 Medium Laser (R) LT 3 5[DE] - 3 B 9
1 AC/10 RT 3 10[DBS] — 5 10 15
1 Medium Laser (R) RT 3 5I[DF - 3 B 9
Left Right
Ammo: [AC/10) 10 Torso Rear Torso Rear
(8) (8)
BV: 1,316 (
\ /
\
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (15) Right Torso (15) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator g 30*
13 3. Lower Arm Actuator 4. Heat Sink 13 3. Lower Arm Actuator o o9
™2 4. Hand Actuator 5. Sensors ™2 aprc o -
5. Medium Laser B. Life Support 5.| PPC o 28
6. Roll Again 6.LPPC Ol Right 27
. . 2% am g+
1. Roll Again Center Torso 1. Medium Laser ] (11
2. Roll Again 1. Fusion Engine 2. Roll Again O 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
*
1. Gyro (15) 20
; *
Left Torso 2. Fusion Engine Right Torso 19
1. Medium Laser (R) 3. Fusion Engine 1.1 AC/10 18*
2. Roll Again 4-6 4. Fusion Engine 2.| AC/10 17+
3. Roll Again 5. Roll Again 3.| AC/10
1-3 4 Rol agan 6. Roll Again 1-3 4| ac/10 Heat Sinks: -
5. Roll Again 5. Ac/10 ’IS 15*
6. Roll Again Engine Hts O O O 6.| Ac/10 Level* Effects 14*
Gyro HitsQ O 30 Shutdown %
1. Roll Again yro A 1.Lac/10 D8 Ammo Exp, avoid on B8+ @] 13
Sensor Hits O O i ;
2. Roll Again ~ 2. Medium Laser (R) 56  Shutdown. avoid on 10+ O O 12
3. Rol Again Life Support O 3. Ammo (AC/10) 10 55 & Movement Points 00 1
46 4. Roll Again 4-6 4. Roll Again i )
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Heat Sink Diagram 6. Heat Sink 2 TM'V'Od'f'erz”PF'Tet 1
-1 Movement Points
\, / '\ / | o
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BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4 \\
'MECH DATA \ WARRIOR DATA
Type: Cataphract CTF-3D Name:
Movement Points: Tonnage: 70 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Standard Hits Taken 2| 3lals|s
Jumping: 4 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 LA 3 5|[DE] - 3 6 9
1 Ultra AC/5 RA 1 5/8ht 2 6 13 20
[DBR/C] Right Arm
1 Medium Laser RA 3 5][DE] - 3 B 8
1 Medium Laser (R) LT 3 5I[DE] - 3 6 9
1 LB10XAC RT 2 10 - 6 12 18
[DB,C/F/S]
1 Medium Laser (R) RT 3 5[DE] - 3 6 9
Left Right
Ammo: (LB 10-X] 10, (LB 10X Cluster] 10, (Ultra AC/5) 20 Torso Rear Torso Rear
(9) (9)
BV: 1,325
\ "
\ == /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (15) Right Torso (15]) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator g 30*
13 3. Lower Arm Actuator 4. Heat Sink 13 3. Lower Arm Actuator o o9
™2 4. Hand Actuator 5. Sensors ™2 4.[uttra AC/5 o -
5. Medium Laser 6. Life Support 5. | Utra AC/5 o 28
6. Roll Again 6. | Ultra AC/5 O] Right 27
. o Arm 2B *
1. Roll Again Center Torso 1. | Ultra AC/5 [¢] (11
2. Roll Again 1. XL Fusion Engine 2. Lutra Ac/5 O 25*
3. Roll Again 2. XL Fusion Engine 3. Medium Laser 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
*
1. Gyro ) (15) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engine 5. Heat Sink 3. XL Fusion Engine
- ) - 16
1 3 4. Heat Sink 6. Heat Sink 1 3 4.|1LB10-XAC Heat Sinks:
5. Heat Sink 5.( LB 10X AC 1 8 5%
6. Medium Laser [R) Engine Hts O O O 6.|LB10X AC Level* Effects 14+
G\jl“D HitsQ O 30 Shutdown 13*
1. Ammo (LB 10-X Cluster) 10 . 1.|LB10XAC 58 Ammo Exp. avoid on B+ (o]e)
2. Ammo (LB 10X} 10 Ls_fngm' H'ti 8 o 2.|LB10xAC o5 Shutdownp'avoid on 10+ e)e) 12
ITe suppor - !
a4-6 3. CASE PP a4-6 3.l 1_0 XAC 25 -5 Movement Points O O 11
4. Roll Again 4. Medium Laser (R) . X
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Ammo (Ultra AC/5) 20 293 Ammo Exp, avoid on B+
6. Roll Again 6. CASE P, avo oo 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet 2 4;1Ml\/lod|f|er EDPF'_ri 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA " { WARRIOR DATA oG o[
Type: Grasshopper GHR-5H Name: 8 8 8 o
Movement Points: Tonnage: 70 o
! Gunnery Skill: Piloting Skill: 0O0OfJo
Walking: 4 Tech Base: Inner Sphere O 0O Ofo
Running: 6 Rules Level: Introductory HitsTaken | 1 [ 2 [ 3| 4 | 5 | 6 O O OfJo
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead : 8 8 8
Weapons & Equipment Inventory (hexes) / 00
Gty Type Loc Ht Dmg Min Sht Med Lng O O
1 Medium Laser LA 3 5|[DE] - 3 6 9
1 Medium Laser RA 3 5][DE] - 3 B 8
1 Medium Laser LT 3 5I[DE] - 3 6 9 Right Arm
1 Medium Laser RT 3 5][DE] - 3 B 8
1 Large Laser CT 8 8]IDE] — 5 10 15
1 LRM5 HD 2 1/MsI[IMCS] 8 7 14 21
Left Right
Leg Leg
(26) (26)
o O
o O
o O
Left © © Right
Ammo: (LRM 5) 24 Torso Rear © © Torso Rear
(10) ©c o© (10)
BV: 1,427 nY
\ 437 y
\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (15) Right Torso (15) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30*
13 3. Lower Arm Actuator 4. LRM 5 13 3. Lower Arm Actuator o o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o "
5. Heat Sink B. Life Support 5. Heat Sink o 28
6. Medium Laser 6. Medium Laser O\ Right 27
. o Arm 2B *
1. Roll Again Center Torso 1. Roll Again o (11)
2. Roll Again 1. Fusion Engine 2. Roll Again O 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
*
1. Gyro (15) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3. Heat Sink 5. [Large Laser 3. Heat Sink
- : - : 16
1-3 4. Heat Sink 6. LLarge Laser 1-3 4. Heat Sink Heat Sinks:
5. Heat Sink 5. Medium Laser 22' 15*
6. Medium Laser Engine Hts O O O 6. Ammo (LRM 5) 24 Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll A 1. Roll A .
2 RZH ASZ:: Sensor HitsQ O 2 RZH Ag:: 28 Ammo Exp, avoid on B+ 8 8 8 12
. Life S tO . 26  Shutdown, avoid on 10+
3. Roll Again ITe suppor 3. Roll Again 25 .5 Movement Points O O 11
46 4. Roll Again 4-6 4. Roll Again i )
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again .
23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ (0]0) 5
1. Hip game P labs 1. Hip 17 +3 Modifier to Fire (o]e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet 2 4;1Ml\/lod|f|er EDPFI'N?: 1
-1 Movement Points
\, / '\ / | o
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BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLEMECH RECORD SHEET
/4 \ /4 \
'MECH DATA " { WARRIOR DATA oG o[
Type: Grasshopper GHR-5J Name: 8 8 8 o
Movement Points: Tonnage: 70 ©
! Gunnery Skill: Piloting Skill: 0O0OfJo
Walking: 4 Tech Base: Inner Sphere O 0O Ofo
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3lals|s O O OfJo
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead : 8 8 8
Weapons & Equipment Inventory (hexes) / 00
Gty Type Loc Ht Dmg Min Sht Med Lng O O
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 Medium Laser RA 3 5][DE] - 3 6 9
1 Anti-Missile System RT 1 [PD] - 1 - = Right Arm
1 ER Large Laser CT 12 8]|DE] - 7 14 19
1 Streak SRM 2 HD 2 2/MsiIMC] — 3 6 9
Left Right
Leg Leg
(26) (26)
o O
o O
o O
Left © © Right
Amma: (AMS) 12, (Streak SRM 2) 100 Torso Rear o © Torso Rear
(10) ©c o© (10)
BV: 1,354 (
N\ /
\
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (15) Right Torso (15]) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30*
13 3. Lower Arm Actuator 4. Streak SRM 2 13 3. Lower Arm Actuator o o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o "
5. Medium Laser 6. Life Support 5. Medium Laser [e] 28
6. Roll Again 6. Roll Again O\ Right 27
. o Arm 26*
1. Roll Again Center Torso 1. Roll Again [¢] (11
2. Roll Again 1. Fusion Engine 2. Roll Again O 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Roll Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
20*
1. Gyro ) (15) .
Left Torso 2. Fusion Engine Right Torso 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3. Heat Sink 5. [ER Large Laser 3. Heat Sink
- : - : 16
1-3 4. Heat Sink 6. LER Large Laser 1-3 4. Heat Sink Heat Sinks:
5. Heat Sink 5. Anti-Missile System 22‘ 15*
6. Heat Sink Engine Hts O O O 6. Ammo (Streak SRM 2) 50 Level* Effects 14*
. Gyro Hits 00 30 Shutdown 13*
1. Heat Sink . 1. Ammo (Streak SRM 2) 50 58 Ammo Ex ) o]ole)
p, avoid on 8+
2. Ammo (AMS) 12 Sensor Hits O O 2. Poll Again 96  Shutdown, avoid on 10+ OO0 12
3. Roll Again Life SUPPOT‘t o 3. Roll Again o5 5 Movemlant Points O O 11
46 4. Roll Again 4-6 4. Roll Again i )
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again .
23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ (0]0) 5
1. Hip Ly Y 1. Hip 17 +3 Modifier to Fl.r'e O O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Jump Jet Damage Transfer 5. Jump Jet 10 2 Movement F'qmts 2
6. Jump Jet Diagram 6. Jump Jet g 4;1Ml\/lod|f|er szFl-ri p
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

BATTLETECH

( WARRIOR DATA \

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

N
Type: Guillotine GLT-3N Name:
Movement Points: Tonnage: 70 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Standard HitsTaken | 1 [ 2 [ 3| 4 | 5 | 6
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LA 8 B8|[DE] - 5 10 15
2 Medium Laser RA 3 5][DE] - 3 6 9
1 Medium Laser LT 3 5I[DE] - 3 B 8 Right Arm
1 Medium Laser RT 3 5][DE] - 3 6 9
1 SRM B CT 4 2/MsIIMCS] — 3 6 9
Left Right
Leg Leg
(22) (22)
Left Right
Ammo: (SRM 6] 15 Torso Rear Torso Rear
(8) (8)
BV: 1,418 nY
\ 437
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (15) Right Torso (15) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30*
13 3. [Large Laser 4. Endo Steel 13 3. Lower Arm Actuator o o9
" g, Large Laser 5. S'ensors "2 4. Medium Laser o "
5. Endo Steel 6. Life Support 5. Medium Laser [e] 28
6. Endo Steel 6. Endo Steel O] Right 27
o Arm 2B *
1. Endo Steel Center Torso 1. Endo Steel ] (11
2. Endo Steel 1. Fusion Engine 2. Endo Steel O 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right
6. Gyro Leg 21
*
1. Gyro ) (15) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3. Heat Sink 5.[SRM 6 3. Heat Sink
1-3 4 Heat sink 6. [SRM 6 1-3 4 Heat sink Heat Sinks: 16
5. Heat Sink 5. Heat Sink 25‘ 5%
6. Heat Sink Engine Hts O O O 6. Jump Jet Level* Effects 14+
. Gyro Hits 00 . 30 Shutdown 13*
1. Heat Sink Sensor Hits o o 1. Medium Laser 28 Ammo Exp, avoid on 8+ O O O
2. Jump Jet ~ 2. Ammo (SRM B) 15 56  Shutd id 10+ OOO 12
) Llfe Su ort o utaown, avoia on
3. Medium Laser PP 3. CASE . 000 11
4_6 4_6 25 -5 Movement Points
4. Endo Steel 4. Endo Steel . X
24  +4 Modifier to Fire o000 10*
5. Endo Steel 5. Endo Steel .
23 Ammo Exp, avoid on 6+ O O O
6. Endo Steel 6. Endo Steel . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
1. Hi l. 1. Hi 17 +3 Modifier to Fire (o]e) "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Heat Sink Damage Transfer 5. Heat Sink 180 iM'\;;erpen: F';’_'”ts 2
6. Jump Jet Diagram 6. Jump Jet 5 M odimer tDF’ I'N?: 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Guillotine GLT-4L Name:
Movement Points: Tonnage: 70 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LA 8 B8|[DE] - 5 10 15
2 Medium Laser RA 3 5][DE] - 3 6 9
1 Medium Laser LT 3 5I[DE] - 3 B 8 Right Arm
1 Medium Laser RT 3 5][DE] - 3 6 9
1 SRM B CT 4 2/MsIIMCS] — 3 6 9
Left Right
Leg Leg
(22) (22)
Left Right
Ammo: (SRM 6] 15 Torso Rear Torso Rear
(8) (8)
BV: 1,400
\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (15) Right Torso (15) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator g 30*
13 3. [Large Laser 4. Roll Again 13 3. Lower Arm Actuator o o9
" g, Large Laser 5. S'ensors "2 4. Medium Laser o "
5. Roll Again 6. Life Support 5. Medium Laser o 28
6. Roll Again 6. Roll Again O] Right 27
. o Arm 2B *
1. Roll Again Center Torso 1. Roll Again [¢] (11
2. Roll Again 1. Fusion Engine 2. Roll Again O 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
*
1. Gyro (15) 20
: *
Left Torso 2. Fusion Engine Right Torso 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3. Heat Sink 5.[SRM 6 3. Heat Sink
1-3 4. Heat Sink 6. [SRM 5 1-3 4. Heat Sink Heat Sinks: 16
5. Heat Sink 5. Jump Jet 22‘ 15*
6. Jump Jet Engine Hts O O O 6. Medium Laser Level* Effects 14+
. Gyro Hits 00 30 Shutdown 13*
1. Medium Laser . 1. Ammo (SRM 6) 15 .
2 Rol A Sensor Hits QO O 5 Rol A 28 Ammo Exp, av9|d on 8+ O O O
- Poll Again - - Poll Again 96  Shutdown, avoid on 10+ OO0 12
3. Roll Again Life SUPPOT‘t o 3. Roll Again 25 .5 Movement Points O O 11
46 4. Roll Again 4-6 4. Roll Again i )
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O O S
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ (0]0) 5
1. Hip Ly Y 1. Hip 17 +3 Modifier to Fl.r'e O O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet g 4;1Ml\/lod|f|er szFl-ri p
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Black Knight BL-7-KNT Name:
Movement Points: Tonnage: 75 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
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 Medium Laser LA 3 5|[DE] - 3 B 8
1 PPC RA 10 10[DE] 3 6 12 18
1 Medium Laser RA 3 5][DE] - 3 B 8 Right Arm
1 Large Laser LT 8 B8[DE — 5 10 15 (20)
1 Medium Laser LT 3 5I[DE] - 3 B 8
1 Large Laser RT 8 8]IDE] - 5 10 15
1 Medium Laser RT 3 5][DE] - 3 B 8
1 Small Laser HD 1 3[DE] - 1 2 3
(20)
Left Right
Torso Rear Torso Rear
(7) (7)
BV: 1,443
\ Q@
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (16) Right Torso (16) Overflow
Left Arm 1. Life Support Right Arm )
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30*
1 3 3. Lower Arm Actuator 4. Small Laser 1 3 3. Lower Arm Actuator e} o9
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator [} "
5. Medium Laser B. Life Support 5.[PPC 2 28
6. Roll Again 6.| PPC o Right 27
. o Arm 2B *
1. Roll Again Center Torso 1.LPPC ° (12)
2. Roll Again 1. Fusion Engine 2. Medium Laser O 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24*
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right
6. Gyro Leg 21
*
1. Gyro _ (16) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3. | Large Laser 5. Roll Again 3. [Large Laser
1 -3 4. [Large Laser 6. Roll Again 1 -3 4. LLarge Laser N . 16
' 9 ) Heat Sinks: "
5. Medium Laser 5. Medium Laser o0 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
Gyro Hits O O 30 Shutdown prm
1. Roll A 1. Roll A .
2 RZH ASZ:: Sensor HitsQ O 2 RZH Ag:: 28 Ammo Exp, avoid on B+ 88 12
. Life Support o) . 26 Shutdown, avoid on 10+
4-6 3. Roll Again 4-6 3. Roll Again o5 .5 Movement Points O O 11
4. Roll Again 4. Roll Again o4 +4 Modifi Fi "
5. Roll Again 5. Roll Again odifier to Fire O O 10
. : 23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again oo gh . 9
utdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ (0]0) 5
1. Hip game P labs 1. Hip 17 +3 Modifier to Fire (o]e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Heat Sink Diagram 6. Heat Sink 8  +1 Modifier to F|.r‘e p
\ / \\ 5 -1 Movement Points / o

© 2020 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

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA o0
Type: Black Knight BL-B-KNT Name: o9
Movement Points: Tonnage: 75 Gunnery Skill Piloting Skill: 00
Walking: 4 Tech Base: Inner Sphere [ole)
Running: 6 Rules Level: Standard HitsTaken [ 1 [ 2 | 3 [ 4 [ 5 [ 6 O O
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead : 8
Weapons & Equipment Inventory (hexes) / o
Gty Type Loc Ht Dmg Min Sht Med Lng O O
1 Medium Laser LA 3 5|[DE] - 3 6
1 PPC RA 10 10[DE] 3 6 12 18
1 Medium Laser RA 3 5][DE] - 3 6 Right Arm
1 Large Laser LT 8 8IDE] — 5 10 15
1 Medium Laser LT 3 5I[DE] - 3 6
1 Large Laser RT 8 8]IDE] - 5 10 15
1 Medium Laser RT 3 5][DE] - 3 6
1 Active Probe (Beagle]) CT [E] - - - Right
1 Small Laser HD 1 3[DE - 1 2 Leg
(24)
Left Right
Torso Rear Torso Rear
(8) (8)
BV: 1,551 nY
\ 437
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (16 ) Right Torso (16) (oo
Left Arm 1. Life Support Right Arm o
1. Shoulder 2. Sensors 1. Shoulder e}
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30*
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator le) o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o "
5. Medium Laser B. Life Support 5.[PPC 2 28
6. Endo Steel 6.| PPC o | Right 27
o Arm 2B *
1. Endo Steel Center Torso 1.LpPC o (12
2. Endo Steel 1. Fusion Engine 2. Medium Laser O 25*
3. Endo Steel 2. Fusion Engine 3. Endo Steel 24*
46, Again 3. Fusion Engine 46 4 cocosieel 23
5. Roll Again 1-3 4. Gyro 5. Endo Steel "
6. Rol Again 5. Gyro 6. Endo Steel Right 22
6. Gyro Leg 21
*
1. Gyro ) (18) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
1 3 3. [Large Laser 5. [ Active Probe (Beagle) 1 3 3. [Large Laser 16
"9 4. [Large Laser 6. L Active Probe [Beagle’ "9 4, | Large Laser N .
(Beagle) Heat Sinks: -
5. Medium Laser 5. Medium Laser o0 15
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Endo Steel 1. Endo Steel .
2 o sz:; Sensor Hits O O 2 Ene sz: S oo avodon® 8 8 12
. . . +
Life Support o) 3 Roll Again 26 Shutdown, avoid on 10
a4-6 3. Roll Again a4-6 9 25 -5 Movement Points (o]e) 11
4. Roll Again 4. Roll Again . X
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again .
23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ (0]0) 5
1. Hip game P labs 1. Hip 17 +3 Modifier to Fire (o]e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Heat Sink Diagram 6. Heat Sink 2 "11M'V'°d'f'er EUPF'Tet 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Flashman FLS-7K Name:
Movement Points: Tonnage: 75 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
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 Large Laser LA 8 B8|[DE] - 5 10 15
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 Large Laser RA 8 B8IDE] — 5 10 15 Right Arm
1 Medium Laser RA 3 5][DE] - 3 B 8
1 Medium Laser LT 3 5I[DE] - 3 6 9
1 Medium Laser (R) LT 3 5[DE] - 3 6B 9
1 Medium Laser RT 3 5][DE] - 3 6 9
1 Flamer HD 3 2[DEHAI - 1 2 3 =3
<
o O
y o o
o O
o O
o O
o O Right
Torso Rear o o Torso Rear
(10) ©c o© (10)
BV: 1,480
\, (
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (16) Right Torso (16) Overflow
Left Arm 1. Life Support Right Arm )
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30*
1 3 3. Lower Arm Actuator 4. Flamer 1 3 3. Lower Arm Actuator e} o9
" g, [Large Laser 5. S'ensors 4, [Large Laser o "
5. L Large Laser 6. Life Support 5. LLarge Laser g 28
6. Medium Laser 6. Medium Laser o\ Right 27
. o Arm 2B *
1. Roll Again Center Torso 1. Roll Again [} (12)
2. Roll Again 1. Fusion Engine 2. Roll Again ) 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right
6. Gyro Leg 21
*
1. Gyro ) (18) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3. Heat Sink 5. Heat Sink 3. Heat Sink
1 -3 4. Medium Laser 6. Roll Again 1 -3 4. Medium Laser N . 16
g Heat Sinks: "
5. Medium Laser (R) 5. Roll Again o3 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll A 1. Roll A .
2 RZH ASZ:: Sensor HitsQ O 2 RZH Ag:: 28 Ammo Exp, avoid on B+ 8 8 8 12
. Life Support o) . 26 Shutdown, avoid on 10+
4-6 3. Roll Again 4-6 3. Roll Again o5 .5 Movement Points O O O 11
4. Roll Again 4. Roll Again o4 +4 Modifi Fi "
5. Roll Again 5. Roll Again odifier to Fire O O 10
. : 23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
1. Hip ganl\: labs 1. Hip 17 +3 Modifier to Fire 00 -
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Heat Sink Diagram 6. Heat Sink 8 1 Modifier to Fire 1
\ / \\ 5 -1 Movement Points / o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

\" \"
( 'MECH DATA \ ( WARRIOR DA
Type: Flashman FLS-8K Name:
Movement Points: Tonnage: 75 . I .
Walking: 5 Tech Base: Inner Sphere Gunnery Skill: - Piloting Skill:
Running: 8 Rules Level: Standard Hits Taken | 1 2| 3lals|s
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 Large Laser LA 8 B8|[DE] - 5 10 15
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 Large Laser RA 8 B8IDE] - 5 10 15 Right Arm
1 Medium Laser RA 3 5][DE] - 3 B 8
1 Medium Laser LT 3 5I[DE] - 3 B 8
1 Medium Laser (R) LT 3 5[DE] - 3 6B 9
1 Medium Laser RT 3 5][DE] - 3 B 8
1 Anti-Missile System RT 1 [PD] - 1 - = =Y
1 Large Laser CT 8 8]IDE] — 5 10 15
1 Flamer HD 3 2[DEHAI - 1 2 3 <
o O
y o o
o O
o O
o O
o O Right
Ammo: (AMS) 12 Torso Rear 6 o Torso Rear
(10) ©c o© (10)
\ BV: 1,779 @}
\ /
/ \
CRITICAL TABLE \ Head Scale
Head Left Torso (16 ) Right Torso (16) (oo
Left Arm 1. Life Support Right Arm ) '
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30*
3. Lower Arm Actuator 4. Flamer 3. Lower Arm Actuator e} o9
1-3 4. | Large Laser 5. Sensors 1-3 4. | Large Laser o
5. [Large Laser 6. Life Support 5. [Large Laser g 28~
6. Medium Laser 6. Medium Laser o\ Right 27
. o Arm 2B *
1. Roll Again Center Torso 1. Roll Again [e] (12)
2. Roll Again 1. XL Fusion Engine 2. Roll Again ) 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
1. Gyro (18) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
1 _3 3. XL Fusion Engine 5. [Large Laser 1 _3 3. XL Fusion Engine 16
4. Medium Laser 6. LLarge Laser 4. Medium Laser Double Heat Sinks: -
5. Medium Laser (R) 5. Anti-Missile System 15 (30) 15
6. Roll Again Engine Hts O O O 6. Ammo (AMS) 12 Level* Effects 14*
Gyro Hits 30 Shutdown %
L Sentor H15 © O L @ amotpsonner 90 | [
. Life Support o) 3' Roll A 26 Shutdown, avoid von 10+
a4-6 2 EDH Again a4-6 ol Again 25 -5 Movement Points O O 11
. Roll Again 4. Roll Again 24 +4 Modifier to Fire O O 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hip 1. Hip 17  +3 Modifier to Fire O 5+
game P labs .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Roll Again Damage Transfer 5. Roll Again 180 f‘q'\"'\;’vi_fpens F'E_'”ts 2
6. Roll Again Diagram 6. Roll Again e M ‘\’I mer t”P '_ret 1
\ / \\ ovement Points y. o
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MECH DATA \

BATTLEMECH RECORD SHEET

BATTLETECH

( WARRIOR DATA \

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

N
Type: Orion ON1-K Name:
Movement Points: Tonnage: 75 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 Medium Laser LA 3 5|[DE] - 3 6 9
1 Medium Laser RA 3 5][DE] - 3 B 8
1 LRM15 LT 5 1/Msl[MCS] 6 7 14 21 Right Arm
1 SRM4 LT 3 2/Msl[MCS] — 3 6 9
1 AC/10 RT 3 10[DBS] — 5 10 15
Left Right
Ammo: (AC/10) 20, (LRM 15] 16, (SRM 4] 25 Torso Rear Torso Rear
(10) (10)
BV: 1,429 n
\ 437
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (16 ) Right Torso (16) (oo
Left Arm 1. Life Support Right Arm )
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator g 30*
1 3 3. Lower Arm Actuator 4. Roll Agam 1 3 3. Lower Arm Actuator e} o9
"2 4. Medium Laser 5. S'ensors "2 4. Medium Laser o "
5. Roll Again 6. Life Support 5. Roll Again g 28
6. Roll Again 6. Roll Again o | Right 27
. o Arm 2B *
1. Roll Again Center Torso 1. Roll Again [} (12)
2. Roll Again 1. Fusion Engine 2. Roll Again ) 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
*
1. Gyro _ (16) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. LRM 15 a6 3. Fusion Engine 1.1 AC/10 18*
2.|LRM 15 "0 4. Fusion Engine 2.| AC/10 17+
3.LLRM 15 5. Roll Again 3.|AC/10
1-3 4. SRM4 6. Roll Again 1-3 4.(Ac/10 Heat Sinks: 16
5. Ammo (LRM 15) 8 5.( Ac/10 ’I(j 5%
6. Ammo (LRM 15) 8 Engine Hts O O O 6.| Ac/10 Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. A SRM 4) 25 1.LAC/10 .
0 R:‘"";”( ) Sensor Hits O O 2 A / 28 Ammo Exp, avoid on 8+ ©)
X gain ) . Ammo (AC/10) 10 56 Shutd id on 10+ O 12
Llfe Su ort o utaown, avoia on
3. Roll Again PP 3. Ammo (AC/10) 10 55 -5 Movement Points '®) 11
46 4. Roll Again 4-6 4. Roll Again i )
5 Rl A 5 FolA 24 +4 Modffier to Fire O 10*
6. ROH Agam B. RGI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- HolAgamn - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18  Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 4;1M|\/|0d|f|er‘zUPF|.ri p
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

N
Type: Orion ON1-M
Movement Points: Tonnage: 75
Walking: 4 Tech Base: Inner Sphere
Running: 6 Rules Level: Standard
Jumping: 0 Role: Brawler
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM20 LA 6 1/MsI[MCS] 6 7 14 21
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 Medium Laser RA 3 5][DE] - 3 B 8
1 SRM 4 LT 3 2/MsI[MCS] — 3 6 8
1 LB10-XAC RT 2 10 — 6 12 18
[DBC/F/S]
1 Narc CT — [M] - 3 B 9

Ammo: (LB 10-X) 10, (LB 10-X Cluster) 10, (LRM 20 Narc-capable) 12,
(Narc) 12, (SRM 4 Narc-capable) 50

BATTLETECH

( WARRIOR DATA \

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

Left
Torso Rear
(10)

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

Right Arm

Right
Torso Rear
(10)

BV: 1,414
\, (
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (16 ) Right Torso (16) (oo
Left Arm 1. Life Support Right Arm )
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator g 30*
1 _3 3. Lower Arm Actuator 4. Roll Agam 1 _3 3. Lower Arm Actuator e} o9
4.[LRM 20 5. Sensors 4. Medium Laser ) -
5.| LRM 20 B. Life Support 5. Roll Again 2 28
6.| LRM 20 6. Roll Again o | Right 27
of A
1.| LRM 20 Center Torso 1. Roll Again 9 (T; ) o
2.lLrRm 20 1. XL Fusion Engine 2. Roll Again ) 25*
3. Medium Laser 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
- Right 21
6. Gyro Leg -
1. Gyro ) (18) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engine 5N 3. XL Fusion Engine
1-3 4. SRM4 [ o 1-3 4.[LB 10X AC N N, 18
: 6. LNarc : Double Heat Sinks: -
5. Ammo (LRM 20 Narc-capable) 6 5. LB 10X AC 11 (20 15
6. Ammo (LRM 20 Narc-capable) 6 Engine Hts O O O 6.|LB10X AC Level* Effects (22) 14+
Gyro Hits O O 30 Shutdown prm
1. Ammo (SRM 4 Narc-capable) 25 : 1.| B 10x AC 58 Ammo Exp. avoid on B+ (o]e)
2. Ammo (SRM 4 Narc-capable) 25 Sensor HitsQ O 2.| LB 10X AC P. avo @) 12
Life Support o) 26 Shutdown, avoid on 10+
4-6 3. Ammo (Narc) 6 4-6 3.LLB10-XAC o5 .5 Movement Points O 11
4. Ammo (Narc) 6 4. Ammo (LB 10-X Cluster) 10 24 +4 Modifier to Fire O 10+
5. CASE 5. Ammo (LB 10-X) 10 .
6 Foll A 6 CASE 23 Ammo Exp, avoid on 6+ O 9
- molAgain . 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ O 5
1. Hip Ly Y 1. Hip 17 +3 Modifier to Fl.r'e O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 4;1M|\/|0d|f|er‘zUPF|.ri p
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Thug THG-10E

N

( WARRIOR DATA \

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Name:
Movement Points: Tonnage: 80 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 PPC LA 10 10[DE] 3 6 12 18
1 PPC RA 10 10|[DE] 3 6 12 18
1 SRM4 LT 3 2/Msl[MCS] — 3 6 9 Right Arm
1 SRM4 RT 3 2/Msl[MCS] — 3 6 9
Left Right
Ammo: (SRM 4] 25 Torso Rear Torso Rear
(8) (8)
BV: 1,501
\ Q@
\ /
CRITICAL TABLE \ o~ Scale
Head Left Torso (17 ) Right Torso (17) (oo
Left Arm 1. Life Support Right Arm )
1. Shoulder 2. Sensors 1. Shoulder o o
2 U Arm A 3. Cockpit o o
. Upper Arm Actuator ) 2. Upper Arm Actuator le) le) 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 8 g o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o o "
5. Heat Sink B. Life Support 5. Heat Sink o 0 28
6.[ PPC 6.[PPC efe [S o1 rion: | 27
Arm [e] O§ Arm 26 *
1.| PPC Center Torso 1.| PPC 13) |@ S (13
2.LPPC 1. Fusion Engine 2.LpPC 2 Q 25>
3. Roll Again 2. Fusion Engine 3. Roll Again 24*
46, p Again 3. Fusion Engine 46, Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro Leg Leg 21
1. Gyro (17) (17) 20*
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink ,_\ 17+
3. Heat Sink 5. Roll Again 3. SRM 4 _
1-3 4. SRM4 6. Roll Again 1-3 4. Ammo (SRM 4) 25 HEAT DATA Heat Sinks: 16
5. Roll Again 5. Roll Again Heat 1 9 15*
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
i 30 Shutdown
1. Roll Again Gyro Hits (o] o] 1. Roll Again 28 Ammo Exp, avoid on 8+ 0]0) 137
Sensor Hits O O » BV
2. Roll Again Life Support O 2. Roll Again 26  Shutdown, avoid on 10+ ole) 12
4-6 3. Roll Again PP 4-6 3. Roll Again 25 .5 Movement Points O O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O O 10+
5. Roll Again 5. Roll Again .
23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ (0]0) 5
1. Hip game P labs 1. Hip 17 +3 Modifier to Fire (o]e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 8 *1 Modifier to Fire 1
9 5 -1 Movement Points
\, / '\ / | o
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( 'MECH DATA \

BATTLEMECH RECORD SHEET

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

0808080
O O OO

(e)
O
N o
Type: Thug THG-11E Name: ¢)
Movement Points: Tonnage: 80 ] L ] O
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9 O
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B O
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 PPC LA 10 10[DE] 3 6 12 18
1 PPC RA 10 10|[DE] 3 6 12 18
1 SRMB LT 4 2/Msl[MCS] — 3 6 9 Right Arm
1 SRMB RT 4 2/Msl[MCS] — 3 6 9
(2
O S
SES o o
> (1 \‘ o o
[T ATV o o
NS
!}%‘E‘ %ﬁ Left o O Right
Ammo: (SRM 6] 30 = Torso Rear 8 8 Torso Rear
(9) (9)
BV: 1,640 n
\ 437
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Hgad Left Torso (17 ) Right Torso (17) (oo
Left Arm 1. Life Support Right Arm )
1. Shoulder 2. Sensors 1. Shoulder o o
2 U Arm A 3. Cockpit o o
. Upper Arm Actuator 2. Upper Arm Actuator le) le) 30*
13 3. Lower Arm Actuator 4. Endo Steel 13 3. Lower Arm Actuator 8 g o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o o "
5. [ Double Heat Sink B. Life Support 5. [ Double Heat Sink o 0 28
6. | Double Heat Sink 6. | Double Heat Sink Left 8 g Right 27
Arm [e] O§ Arm 26 *
1. L Double Heat Sink Center Torso 1. LDouble Heat Sink 13 [e] [e] 13
2.[PPC . . 2.[PPC 1131 Lo o) 118) o5+
. 1. Fusion Engine .
3.| PPC ; ; 3.| Prc *
4-6 a [Ppc 2. Fus!un Eng!ne 4-6 u [Ppc 24
. 3. Fusion Engine . 23*
5. Endo Steel 1-3 4. Gyro 5. Endo Steel oo
6. Endo Steel 5. Gyro 6. Endo Steel Left Right >
6. Gyro Leg Leg -
1. Gyro (17) (17) 20
; *
Left Torso 2. Fusion Engine Right Torso 19
1. | Double Heat Sink 3. Fusion Engine 1. | Double Heat Sink 18*
2. | Double Heat Sink 4-6 4. Fusion Engine 2. | Double Heat Sink 17*
3. L Double Heat Sink 5. Endo Steel 3. LDouble Heat Sink
1-3 4. [ Double Heat Sink 6. Roll Again 1-3 4. [ Double Heat Sink Double Heat Sinks: N 16
5. | Double Heat Sink 5. | Double Heat Sink 18 (36 : 5%
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (36] 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. SRM 6 1.[SRM 6 .
2 [SRM 6 Sensor Hits o o N [SRM s 28 Ammo Exp, av9|d on 8+ O O 12
' Life S tO : 26  Shutdown, avoid on 10+ ole)
3. Ammo (SRM 6) 15 ITe suppor 3. Ammo (SRM 6) 15 55 -5 Movement Points 00 11
4-6 4. CASE 4-6 4. CASE . X
24  +4 Modifier to Fire (o]e) 10*
5. Endo Steel 5. Endo Steel .
23 Ammo Exp, avoid on 6+ O O
6. Endo Steel 6. Endo Steel . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ o]e) 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Endo Steel Diagram 6. Endo Steel 2 "11M'V'°d'f'er EUPF'Tet 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

N
Type: Victor VTR-9B Name:
Movement Points: Tonnage: 80 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser LA 3 5|[DE] - 3 B 8
1 AC/20 RA 7 20[DBS] - 3 6 9
1 SRM 4 LT 3 2/Msl[MCS] — 3 B8 9 Right Arm
(15)
(20)
Left Right
Ammo: [AC/20) 15, (SRM 4] 25 Torso Rear Torso Rear
(10) (10)
BvV: 1,378 n
\ 437
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ — Scale
Head Left Torso (17 ) Right Torso (17) (oo
Left Arm 1. Life Support Right Arm )
1. Shoulder 2. Sensors 1. Shoulder o
2 U Arm A 3. Cockpit o
. Upper Arm Actuator ) 2. Upper Arm Actuator o 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3.[Ac/20 g o9
™2 4. Hand Actuator 5. Sensors ™2 a.|ac/z0 o -
5. Medium Laser 6. Life Support 5.| Ac/20 o 28
6. Medium Laser 6.| Ac/20 o1 rion: | 27
. O§ Arm 26 *
1. Roll Again Center Torso 1.| Ac/20 O (13
2. Roll Again 1. Fusion Engine 2.| ac/20 O 25*
3. Roll Again 2. Fusion Engine 3.|AC/20 24 *
4-6 4. Roll Again 3. Fusion Engine 46 4.|AC/20 23*
5. Roll Again 13, Gyro 5.| Ac/20 -
6. Rol Again 5. Gyro 6.Lac 20 Right 22
6. Gyro Leg 21
*
1. Gyro ) (17) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. SRM4 3. Fusion Engine 1. Heat Sink 18*
2. Ammo (SRM 4) 25 4'6 4. Fusion Engine 2. Ammo (AC/20) 5 17*
3. Roll Again 5. Jump Jet 3. Ammo (AC/20) 5
13, Roll Again 6. Jump Jet 1-3 4 Ammo (Ac/20)5 Heat Sinks: 16
5. Roll Again 5. Roll Again 1 5 15*
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll A 1. Roll A .
ol Again Sensor Hits O O ol Again 28  Ammo Exp, avoid on 8+ ole;
2. Roll Again Life Support O 2. Roll Again 96 Shutdown, avoid on 10+ (o]e) 12
4-6 3. Roll Again PP 4-6 3. Roll Again 25 .5 Movement Points O O 11
4. Roll Again 4. Roll Again . X
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet g TMMOdmerszFl-ri p
-1 Movement Points
\, / '\ / | o
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( 'MECH DATA \

BATTLEMECH RECORD SHEET

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

N
Type: Victor VTR-9K Name:
Movement Points: Tonnage: 80 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Pulse Laser LA 4 B[F] - 2 4 6
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22
1 SRM4 LT 3 2/MsIMCS] — 3 6 9 Right Arm
(18)
(20)
Left Right
Ammo: [Gauss) 16, (SRM 4] 25 Torso Rear Torso Rear
(10) (10)
BV: 1,717
\
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Hgad Left Torso (17 ) Right Torso (17) (oo
Left Arm 1. Life Support Right Arm )
1. Shoulder 2. Sensors 1. Shoulder o o
2 U Arm A 3. Cockpit o o
. Upper Arm Actuator X 2. Upper Arm Actuator le) le) 30*
13 3. Lower Arm Actuator 4. Heat Sink 13 3. Lower Arm Actuator 8 g o9
" 4. Hand Actuator 5. S'ensors ™9 4. [ Gauss Rifle o o "
5. Medium Pulse Laser 6. Life Support 5. | Gauss Rifle [} (o] 28
6. Medium Pulse Laser 6. | Gauss Rifle Left 8 g Right 27
) . Arm O O§ Arm 26 *
1. Roll Again Center Torso 1. | Gauss Rifle (13) [e] [0} (13)
2. Roll Again 1. Fusion Engine 2. | Gauss Rifle O O 25*
3. Roll Again 2. Fusion Engine 3. | Gauss Rifle 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. L Gauss Rifle 23
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg -
1. Gyro _ (17) (17) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. SRM4 3. Fusion Engine 1. Ammo (Gauss) 8 18*
2. Ammo (SRM 4) 25 4-6 4. Fusion Engine 2. Ammo (Gauss) 8 17*
3. CASE 5. Jump Jet 3. CASE
1-3 4 Endo siee 6. Jump Jet 1-3 4. endosicel Heat Sinks: 16
5. Endo Steel 5. Endo Steel 1 5 5%
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Endo Steel 1. Endo Steel .
ndo Stee Sensor Hits QO O ndo Stee 28 Ammo Exp, av9|d on 8+ (0]0)
2. Endo Steel ~ 2. Endo Steel 56  Shutdown. avoid on 10+ (o]e) 12
3. Endo Steel Life Support O 3. Endo Steel 55 & Movement Points 00 1
46 4. Endo Steel 4-6 4. Endo Steel i )
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet g 4;1Ml\/lod|f|er szFl-ri p
-1 Movement Points
\, / '\ / | o
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MECH DATA \

BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 /4 \
Type: Zeus ZEU-6S Name:
Movement Points: Tonnage: 80 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 AC/5 LA 1 5[DBS] 3 6 12 18
1 LRM15 RA 5 1/Msl[MCS] B 7 14 21
1 Large Laser LT 8 B8IDE] - 5 10 15 Right Arm
1 Medium Laser (R) LT 3 5I[DE] - 3 6 9
1 Medium Laser CT 3 5]|DE] - 3 B 8
Left Right
Ammo: [AC/5) 20, (LRM 15) 8 Torso Rear Torso Rear
(8) (8)
BV: 1,348
\, (
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (17 ) Right Torso (17) (oo
Left Arm 1. Life Support Right Arm )
1. Shoulder 2. Sensors 1. Shoulder o o
2 U Arm A 3. Cockpit o o
. Upper Arm Actuator ) 2. Upper Arm Actuator le) le) 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 8 g o9
"2 a[ac/s 5. Sensors "3 4.[LRM 15 5 o
5.|Ac/5 6. Life Support 5.| LRM 15 o o) 28*
6.| Ac/5 6.LLRM 15 Left 8 8 Right 27
Arm [e] O§ Arm 26 *
1.LAC/5 Center Torso 1. Roll Again (13) o) o) (13)
2. Ammo (AC/5) 20 1. Fusion Engine 2. Roll Again O O 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot Right 22
6. Gyro Leg Leg 21*
1. Gyro . (17) (17) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. [Large Laser 3. Fusion Engine 1. Ammo (LRM 15) 8 18*
2. LLarge Laser 4-6 4. Fusion Engine 2. Roll Again ,_\ 17*
3. Medium Laser (R) 5. Heat Sink 3. Roll Again HEAT DATA
- ) - 16
1-3 4. Roll Again 6. Medium Laser 1-3 4. Roll Again Heat Sinks:
5. Roll Again 5. Roll Again Heat 1 7 15*
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll A 1. Roll A .
ol Again Sensor Hits O O 0% Again 28  Ammo Exp, avoid on 8+ 010
2. Roll Again Life Support O 2. Roll Again 26  Shutdown, avoid on 10+ 00 12
4-6 3. Roll Again PP 4-6 3. Roll Again 25 .5 Movement Points O O 11
4. Roll Again 4. Roll Again . X
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O O 9
20 -4 Movement Points Q0 8%
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
B. Heat Sink Diagram 6. Heat Sink 2 ;! oder EUPF'Tet 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

O_O O 0 O
Oo_O Oo_O
", \ 1/ \ (O)(¢] 0 00
MECH DATA "N ( WARRIOR DATA 0% 2%
o _O o _O
Type: Zeus ZEU-8S Name: [o)e] 000
Movement Points: Tonnage: 80 ] L ] O O
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v - 9 @) O
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B o O
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 ERPPC LA 15 10[DE] — 7 14 23
1 LRM 15 RA 5 1/MsI[MCS] 86 7 14 21
1 ER Large Laser LT 12 B8I[DE] - 7 14 19 Right Arm
1 Medium Pulse Laser LT 4 B[P] - 2 4 B
(R)
1 Medium Pulse Laser CT 4 B[P] - 2 4 B
Left Right
Ammo: (LRM 15) 8 Torso Rear Torso Rear
(8) (8)
BV: 1639 (
N\ /
\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Hgad Left Torso (17 ) Right Torso (17) (oo
Left Arm 1. Life Support Right Arm )
1. Shoulder 2. Sensors 1. Shoulder o
2 U Arm A 3. Cockpit o
. Upper Arm Actuator - 2. Upper Arm Actuator o 30*
13 3. Lower Arm Actuator 4. FerroFibrous 13 3. Lower Arm Actuator g o9
™2 a.[erprC 5. Sensors ™2 4 RM 15 o -
5.| ERPPC B. Life Support 5.|LRM 15 0 28
6. LER PPC 6.LLARM 15 o1 rion: | 27
) O§ Arm 2B *
1. Ferro-Fibrous Center Torso 1. Ferro-Fibrous [e] (13)
2. Ferro-Fibrous 1. Fusion Engine 2. Ferro-Fibrous O 25*
3. Ferro-Fibrous 2. Fusion Engine 3. Ferro-Fibrous 24+
4-6 4. Ferro-Fibrous 3. Fusion Engine 4-6 4. Ferro-Fibrous o3+
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous "
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous Right 22
6. Gyro Leg 21
*
1. Gyro ) (17) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. [ Double Heat Sink 3. Fusion Engine 1. | Double Heat Sink 18*
2. | Double Heat Sink 4-6 4. Fusion Engine 2. | Double Heat Sink 17*
3. L Double Heat Sink 5. Medium Pulse Laser 3. LDouble Heat Sink
1-3 4. [ Double Heat Sink 6. Roll Again 1-3 4. [ Double Heat Sink Double Heat Sinks: N 16
5. [ Double Heat Sink 5. [ Double Heat Sink 1713 4' a5+
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (34) 14*
- . Gyr\o Hits o o 30 Shutdown 13*%
1. | Double H: Sink 1. A LRM 15) 8 .
ouble Heat " Sensor Hits QO O mmo ] 28 Ammo Exp, av9|d on 8+ ole;
2. | Double Heat Sink ~ 2. CASE 56  Shutdown. avoid on 10+ (o]e) 12
a 6 3. L Double Heat Sink Life SUPPOT‘t o 3. Ferro-Fibrous o5 5 Movemlant Points O O 11
4. [ER Large Laser 4. Roll Again 24 +4 Modifier to Fire O O 10+
5. LER Large Laser 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Medium Pulse Laser (R) 6. Roll Again 55 Shutdown Yavoid on 8+ O O 9
20 -4 Movement Points Q0 8%
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TM'\"Od'f'er EUPF'Tet 1
-1 Movement Points
\ / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

O 0O O
O_O
/e \ /, \ 0070
MECH DATA \ WARRIOR DATA %o
O_O
Type: Crockett CRK-5003-1 Name: O 0 0
Movement Points: Tonnage: 85 . - . O
) Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: Inner Sphere v — 9 O
Running: 5 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | B o
Jumping: 3 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Large Laser LA 12 B8|[DE] - 7 14 19
1 Small Laser LA 1 3|[DE] - 1 2 3
1 ER Large Laser RA 12 B8I[DE] - 7 14 19 Right Arm
1 Small Laser RA 1 3I[DE] - 1 2 3 (28)
1 SRMB LT 4 2/Msl[MCS] — 3 6 9
1 LB10XAC LT 2 10 — B 12 18
[DB,C/F/S]
1 SRMB RT 4 2/Msl[MCS] — 3 6 9
(36)
o o
o o
0] o
o O
o O
Left 8 8 Right
Ammo: (LB 10X] 20, (LB 10X Cluster) 10, (SRM 6) 30 Torso Rear o 0o Torso Rear
(11) © o (11)
BV: 1,923 n
\ 437 y
\
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (18) Right Torso (18] (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
"9 4. Double Heat Sink 5. Sensors "9 4. Double Heat Sink
. *
5. | Double Heat Sink B. Life Support 5. | Double Heat Sink 28
6. L Double Heat Sink 6. L Double Heat Sink 27
1. [ER Large Laser Center Torso 1. [ER Large Laser 26~
2. LER Large Laser 1. Fusion Engine 2. LER Large Laser 25*
3. Small Laser 2. Fusion Engine 3. Small Laser 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro ) .
Left Torso 2. Fusion Engine Right Torso 19
1. [ Double Heat Sink 3. Fusion Engine 1. | Double Heat Sink 18*
2. | Double Heat Sink 4-6 4. Fusion Engine 2. | Double Heat Sink ,_\ 17*
3. L Double Heat Sink 5. Jump Jet 3. L Double Heat Sink _
1-3 4.[sRM B 6. Roll Again 1-3 4. Double Heat Sink HEAT DATA . N, 18
9 Double Heat Sinks: "
5.LsRme 5. | Double Heat Sink Heat 15 (30 a5
6.[LB 10X AC Engine Hts O O O 6. L Double Heat Sink Level* Effects (30 14*
G\jl“D HitsQ O 30 Shutdown 13*
1.|LB10XAC Sensor Hits o o 1 [SRM 8 28 Ammo Exp, avoid on 8+ O O
2.|LB10-XAC - 2.LSRM 6 26  Shutd id 10+ OO 12
Llfe Su ort o utaown, avoia on
3.(LB10XAC PP 3. Ammo (SRM 6) 15 55 -5 Movement Points 00 11
4-6 4 |8 10xAC 46 4 pmmo (SRM B) 15 i ]
24  +4 Modifier to Fire (o]e) 10*
5.LLB10-XAC 5. Ammo (LB 10-X) 10 .
23 Ammo Exp, avoid on 6+ O O
6. Ammo (LB 10-X Cluster) 10 6. Ammo (LB 10-X) 10 . 9
22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TM'\"Od'f'er EUPF'Tet 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

\
Type: Katana (Crockett) CRK-5003-2
Movement Points: Tonnage: 85
Walking: 3 Tech Base: Inner Sphere
Running: 5 Rules Level: Standard
Jumping: 3 Role: Juggernaut
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LA 8 B8|[DE] - 5 10 15
1 Small Laser LA 1 3I[DE] - 1 2 3
1 Large Laser RA 8 B8IDE] - 5 10 15
1 Small Laser RA 1 3[DE] - 1 2 3
1 SRMB LT 4 2/MsI[MCS] — 3 6 8
1 LB10-XAC LT 2 10 — 6 12 18
[DBC/F/S]
1 SRMB RT 4 2/MsIIMCS] — 3 6 89

Ammo: (LB 10:X) 10, (LB 10X Cluster] 10, (SRM 6) 30

( WARRIOR DATA \

BATTLETECH

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

‘ e
A3 AL

==
N

Fie

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

000000000

@)
@)

Right Arm

Left
Torso Rear

(8)

Right
Torso Rear

(8)

BV: 1,629 (
\ /
\
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Left Torso (18) Right Torso (18)
H.ead Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
4. [Large Laser 5. S'ensors 4. [Large Laser "
5. L Large Laser 6. Life Support 5. LLarge Laser 28
6. Small Laser 6. Small Laser 27
. 26*
1. Roll Again Center Torso 1. Roll Again
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro ) .
Left Torso 2. Fusion Engine Right Torso 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3. Heat Sink 5. Jump Jet 3. Heat Sink
1-3 . : 1-3 . 16
4. Heat Sink 6. Roll Again 4. Heat Sink Heat Sinks: -
5.[SRM6 5. [SFIMG o0 a5
6.lsrRme Engine Hts O O O 6.LlsrRm B Level* Effects 14*
Gyro Hits O O 30 Shutdown prm
1.[LB 10X AC . 1. Ammo (SRM 6) 15 58 Ammo Exp. avoid on B+ (o]e)
2.|LB 10X AC Sensor HitsQ O 2. Ammo (SRM 6) 15 o6  Shutd P id on 10+ e)e) 12
Life Su ort o utdown, avoid on
3.(LB10XAC PP 3. Ammo (LB 10X Cluster) 10 .
a4-6 a4-6 25 -5 Movement Points O O 11
4.|LB10-XAC 4. Ammo (LB 10-X) 10 . X
24  +4 Modifier to Fire (o]e) 10*
5.| LB 10-XAC 5. Roll Again .
23 Ammo Exp, avoid on 6+ O O
6.LLB10xAC 6. Roll Again : 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ (0]0) 5
1. Hip LYy 1. Hip 17 +3 Modifier to Fire oo P
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet 2 4;1Ml\/lod|f|er EDPFI'N?: 1
N\ / \L -1 Movement Points / m

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/4 \ / \
'MECH DATA \ WARRIOR DATA o0
Type: Longbow LGB-OW Name: oo
Movement Points: Tonnage: 85 Gunnery Skilk Piloting Skill: oo
Walking: 4 Tech Base: Inner Sphere o0
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 [ 4 | 5 | & 00
Jumping: 0 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead 0o
Weapons & Equipment Inventory (hexes) / loXe)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM20 LA 6 1/MslI[MCS] B 7 14 21
1 LRM 20 RA B 1/Msl[MCS] 6 7 14 21
1 LRM5 LT 2 1/Msl[MCS] 6 7 14 21 Left Arm
1 LRM5 RT 2 1/Msl[MCS] 6 7 14 21
1 Small Laser HD 1 3I[DE] — 1 2 3
(18)
3\
il
i
,"l= N
Il N~
!“"lll\\\!\\i\%\! Left Right
Ammo: (LRM 20) 24, (LRM 5) 48 = = Torso Rear Torso Rear
(7) (7)
BV: 1,337 n
\ 437 y
\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (18) Right Torso (18] (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
1.3 3[rAma0 4. Small Laser 1.3 [Ame0 5
"2 a(Lrma0 5. Sensors ™3 4.|LRM20 -
5.|LRM 20 B. Life Support 5.| LRM 20 28
6.| LRM 20 6.| LRM 20 27
1.LLRM 20 Center Torso 1.LLRM 20 26~
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20+
1. Gyro ) .
Left Torso 2. Fusion Engine Right Torso 19
1. LRM5 3. Fusion Engine 1. LRM5 18*
2. Ammo (LRM 20) 6 4'6 4. Fusion Engine 2. Ammo (LRM 20) 6 17*
3. Ammo (LRM 20) 6 5. Ammo (LRM 5) 24 3. Ammo (LRM 20) 6
1-3 4. Roll Again 6. Ammo (LRM 5) 24 1-3 4. Roll Again I 16
( ) Heat Sinks:
5. Roll Again 5. Roll Again 13 5%
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll Again Sensor HitsOO 1. Roll Again 28 Ammo Exp, avoid on 8+ OO
2. Roll Again ~ 2. Roll Again 56  Shutd id 10+ O O 12
Llfe Su ort o utaown, avoia on
3. Roll Again PP 3. Roll Again 25 .5 Movement Points O O 11
46 4. Roll Again 4-6 4. Roll Again i )
5 Rl A 5 FolA 24 +4 Modffier to Fire O 10*
6. ROH Agam B. RGI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- HolAgamn - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMOd'f'erzUPF'Tet 1
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Longbow LGB-7Q Name:
Movement Points: Tonnage: 85 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: Inner Sphere v — 9
Running: 5 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | B
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 LA 6 1/MslI[MCS] B 7 14 21
1 LRM20 RA B 1/Msl[MCS] 6 7 14 21
1 LRM5 LT 2 1/Msl[MCS] 8 7 14 21 Right Arm
1 Medium Laser LT 3 5I[DE] - 3 6 9
1 LRMS RT 2 1/Msl[MCS] 6 7 14 21
1 Medium Laser RT 3 5][DE] - 3 B 8
3\
il
o
) e,
RN
!\“"i“\!\\%\! Left Right
Ammo: [LAM 20) 24, (LAM 5) 24 d Torso Rear Torso Rear
(10) (10)
BV: 1,618 n
\ 437 y
\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (18) Right Torso (18] Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
1.3 3[rAma0 4. Roll Again 1.3 [Ame0 5
™ 4 |Rma0 5. Sensors ™2 4. |Rma0 -
5.| LRM 20 B. Life Support 5.| LRM 20 28
6.| LRM 20 6.| LRM 20 27
1.LLRM 20 Center Torso 1.LLRM 20 26~
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20+
1. Gyro )
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3. Heat Sink 5. Ammo (LRM 5) 24 3. Heat Sink
1-3 4. Heat Sink 6. Roll Again 1-3 4. Heat Sink 16
5. LRM5 5. LRM5 oo 5%
6. Medium Laser Engine Hits o o O 6. Medium Laser Level* Effects 14+
i 30 Shutdown
1. Ammo (LRM 20 6 s EV"g ::zs 88 1. Ammo (LRM 20) 6 28 Ammo Exp, avoid on B+ 000 | k=
2. Ammo (LRM 20) 6 Ienso S 2. Ammo (LRM 20) 6 o6 Shutdown. avoid on 10+ 000 12
3. Roll Again Life Support o 3. Roll Again 25 5 Movem;ent Points (o]e) 11
46 4. Roll Again 4-6 4. Roll Again i )
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again o oo 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ (0]0) 5
1. Hip game Dlabs 1. Hip 17 +3 Modifier to Fire 00 -
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Heat Sink Diagram 6. Heat Sink 2 "11M'V'°d'f'er EUPF'Tet 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

OOOOO
/4 \" /4 \" O 0 O
'MECH DATA "N ( WARRIOR DATA 2%
Type: Stalker STK-3F Name: °c°%
Movement Points: Tonnage: 85 . L . o
Walking: 3 Tech Base: Inner Sphere Gunnery Skill: - Piloting Skill: O
Running: 5 Rules Level: Introductory HitsTaken [ 1 1 2 | 31 4 ] 5 | 6 O
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM10 LA 4 1/Msl[MCS] B 7 14 21
2 Medium Laser LA 3 5|[DE] - 3 B 8
1 LRM 10 RA 4 1/MsI[MCS] B 7 14 21 Right Arm
2 Medium Laser RA 3 5][DE] - 3 B 8
1 Large Laser LT 8 B8IDE] — 5 10 15
1 SRMB LT 4 2/Msl[MCS] — 3 6 9
1 Large Laser RT 8 8]DE] — 5 10 15
1 SRMB RT 4 2/Msl[MCS] — 3 6 9
o
o
o
Left o Right
Ammo: (LRM 10) 24, (SRM 6) 30 Torso Rear o Torso Rear
(7) (7)
\ BV: 1,559 @} )
/ -
CRITICAL TABLE \ Head Scale
Head Left Torso (18) Right Torso (18] (oo
Left Arm 1. Life Support Right Arm '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
3. Heat Sink 4. Roll Again 3. Heat Sink
1-3 4 [rRm10 5. Sensors 1-3 4 v 10 23
5. [LRM 10 B. Life Support 5. [LRM 10 28>
6. Medium Laser 6. Medium Laser 27
1. Medium Laser Center Torso 1. Medium Laser 26~
2. Ammo (LRM 10) 12 1. Fusion Engine 2. Ammo (LRM 10) 12 25*
3. Roll Again X i i 3. Roll Again 24*
4-6 4. Roll Again § :z:z: E::::: 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again
6. Rol Again 5. Gyro 6. Roll Again 22>
6. Gyro 21
20*
1. Gyro )
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. [Large Laser 4-6 4. Fusion Engine 2. [Large Laser 17*
3. LLarge Laser 5. Heat Sink 3. LLarge Laser
13, [SRM 6 6. Heat Sink 134 [SFIM 6 Heat Sinks: 1 6*
5.LsRme - - 5.LsRm B o0 a5
6. Ammo (SRM B) 15 Engine Hts O O O 6. Ammo (SRM 6) 15 Level* Effects 14*
1. Roll Again G\jI“D H!tS 00 1. Roll Again 80 Shutdown . 4 O O 13*
2. Roll Again Sensor HitsQ O 2. Roll Again 28 Ammo Exp, avoid on B
9 ; g 26  Shutdown, avoid on 10+ 00 12
3. Roll Again Life SUPPOT‘t o 3. Roll Again o5 5M ' t Point O O 11
46 4. Roll Again 4-6 4. Roll Again o4 +4 Move.rr.]en oints
odifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ 9
20 -4 Movement Points Q0 8%
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H mS'[ Right Leg 18  Shutdown, avoid on B+ (0]0) 5
1. Hip L B 1. Hip 17 +3 Modifier to Fire (o]e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 180 f‘q'\"'\;’vi_fpens F'E_'”ts 2
B. Heat Sink Diagram B. Heat Sink e Mose;zztupo';ets 1
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

\
( 'MECH DATA \

Type: Stalker STK-5M

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Name:
Movement Points: Tonnage: 85 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: Inner Sphere v — 9
Running: 5 Rules Level: Standard Hits Taken | 1 2| 3lals|s
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM10 LA 4 1/MsI[MCS] 6 7 14 21
2 Medium Laser LA 3 5|[DE] - 3 6 9
1 LRM10 RA 4 1/MsI[MCS] 6 7 14 21 Right Arm
2 Medium Laser RA 3 5[DE] - 3 B 9 (25)
1 SRMB LT 4 2/MsIMCS] — 3 6 9
1 Narc LT — [M] - 3 6 9
1 SRMB RT 4 2/MsI[MCS] — 3 6 9
1 ER Large Laser CT 12 8]|DE] - 7 14 19
(27)
Left Right
Ammo: (LRM 10 Narc-capable) 48, (Narc) 12, (SRM 6 Narc-capable) 30 Torso Rear Torso Rear
(9) (9)
BV: 1,655
\, 1z )
\ %S
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (18) Right Torso (18] Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
4.3 [ Double Heat sink 4. Roll Again 1.3 & [Double Heat ik 5
™2 4. | Double Heat Sink 5. Sensors ™ 4. | Double Heat Sink -
5. L Double Heat Sink B. Life Support 5. L Double Heat Sink 28
6.|LRM 10 6. LRM 10 27
1.LLRM 10 26>
. Center Torso 1.LLRM 10
2. Medium Laser 1. Fusion Engine 2. Medium Laser 25*
4-6 3. Medium Laser 2. Fusion Engine a4-6 3. Medium Laser 24+
4. Ammo (LRM 10 Narc-capable) 12 3. Fusion Engine 4. Ammo (LRM 10 Narc-capable) 12 o3+
5. Ammo (LRM 10 Narc-capable) 12 179 4 Gyro 5. Ammo (LRM 10 Narc-capable) 12 "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro ) 19+
Left Torso 2. Fusion Engine I_:hght Torso
1. [ Double Heat Sink 3. Fusion Engine 1. | Double Heat Sink 18*
2. | Double Heat Sink 4-6 4. Fusion Engine 2. | Double Heat Sink 17*
3. L Double Heat Sink 5. [ ER Large Laser 3. LDouble Heat Sink
1-3 4. [Double Heat Sink 6. [ER Large Laser 1-3 4. [ Double Heat Sink Double Heat Sinks: 16
5. | Double Heat Sink 5. | Double Heat Sink 1713 4' 5%
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (34) 14*
Gyro HitsQ O - . 30 Shutdown *
1.[SRM & yro A 1. [ Double Heat Sink D8 Ammo Exp, avoid on B8+ @] 13
2.lsrRme Sensor HitsQ O 2.| Double Heat Sink . e)e) 12
. Life S tO . N 26 Shutdown, avoid on 10+
3. [Narc ITe suppor 3. LDouble Heat Sink 25 .5 Movement Points O O 11
46 4. | Narc 4-6 4.[SRM 6 e )
24  +4 Modifier to Fire (o]e) 10*
5. Ammo (SRM 6 Narc-capable) 15 5.LSRM 6 293 Ammo Exp, avoid on B+
6. Roll Again 6. Ammo (SRM 6 Narc-capable) 15 P . O O 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Ammo (Narc) 6 Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Ammo (Narc) 6 Diagram 6. Roll Again 2 4;1Ml\/lod|f|er zDPFI'r?: 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA o
Type: Cyclops CP-10-Z Name: 8
Movement Points: Tonnage: 90 . _— . le)
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v - 9 o)
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 8 [ 4 | 5 | 6 O
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead :
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 6 9
1 Medium Laser RA 3 5][DE] - 3 B 8
1 LRM10 LT 4 1/Msl[MCS] 6 7 14 21 3 Left Arm Right Arm
1 AC/20 RT 7 20[DBS] - 3 B 9 % (10)
1 SRM4 CT 3 2/Msl[MCS] — 3 6 9
O(’ (’O
(17)
K
Left Right
Ammo: (AC/20) 20, (LRM 10] 12, (SRM 4] 25 Torso Rear Torso Rear
(8) (8)
BV: 1,317 nY
\ 437 y
\
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (19) Right Torso (19) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. Medium Laser 6. Life Support 5. Medium Laser 28
6. Roll Again 6. Roll Again 27
1 Rull A 26*
- Roll Again Center Torso 1. Roll Again
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro ) .
Left Torso 2. Fusion Engine Right Torso 19
1. [LRM 10 a6 3. Fusion Engine 1.[Ac/20 18*
2.LLRM 10 "0 4. Fusion Engine 2.| Ac/20 17+
1 3 3. Ammo (AC/20) 5 5. SRM 4 1 3 3.| AC/20 16
"2 4. Ammo (AC/20) 5 6. Ammo (SRM 4) 25 " 4.(Ac/20 Heat Sinks:
5. Ammo (LRM 10) 12 5.| Ac/20 12‘ 15*
6. Roll Again Engine Hts O O O 6.| Ac/20 Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll Again S Hi o o 1.|Ac/20 28 Ammo Exp, avoid on 8+ O O
2. Rol Again ensor Hits 2.| ac/20 ; 12
g Life Support O : 26  Shutdown, avoid on 10+ ole)
a4-6 3. Roll Again a4-6 3.| AC/20 25 -5 Movement Points O 11
4. Roll Again 4.LAC/20 . X
24  +4 Modifier to Fire O 10*
5. Roll Again 5. Ammo (AC/20) 5 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Ammo (AC/20) 5 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMOd'f'erzUPF'Tet 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \\ /4 \
'MECH DATA \ WARRIOR DA 1)
Type: Cyclops CP-11-A Name: 8
Movement Points: Tonnage: 90 . _— . le)
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9 o)
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3lals|s O
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 LA 3 5|[DE] - 3 6 9
1 Medium Laser RA 3 5][DE] - 3 B 8
1 LRM10 LT 4 1/Msl[MCS] 6 7 14 21 3 Left Arm Right Arm
1 Gauss Rifle RT 1 15[DBX] 2 7 15 @22 % (10)
1 SRM4 CT 3 2/Msl[MCS] — 3 6 9
O(’ (.O
(17)
K
Left Right
Ammo: (Gauss) 16, (LRM 10) 24, (SRM 4] 25 Torso Rear Torso Rear
(8) (8)
BV: 1,547
\, (
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (19) Right Torso (19 Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. Medium Laser 6. Life Support 5. Medium Laser 28
6. Roll Again 6. Roll Again 27
1. R i 26*
- Roll Again Center Torso 1. Roll Again
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro )
Left Torso 2. Fusion Engine Right Torso 19*
1. [LRM 10 3. Fusion Engine 1. [ Gauss Rifle 18*
2.LLRM 10 4-6 4. Fusion Engine 2. | Gauss Rifle 17+
13 3. Ammo (LRM 10) 12 5. SRM 4 13 3. | Gauss Rifle 16
"9 4. Ammo (LRM 10) 12 6. Ammo (SRM 4) 25 "9 4.| Gauss Rifle Heat Sinks:
5. Roll Again 5. | Gauss Rifle 12‘ 15*
6. Roll Again Engine Hts O O O 6. | Gauss Rifle Level* Effects 14*
Gyro Hits O O ) 30 Shutdown pre
1. Roll A 1. LG Rifll .
ol Again Sensor Hits QO O auss Hirle 28 Ammo Exp, av9|d on 8+ (0]0)
2. Roll Again - 2. Ammo (Gauss) 8 96  Shutdown, avoid on 10+ OO 12
3. Roll Again Life SUPPOT‘t o 3. Ammo (Gauss) 8 o5 5 Movemlant Points O 11
46 4. Roll Again 4-6 4. Roll Again i )
24  +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game ) labs 1. Hip 15 3M Poi 5%
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 4;1M|\/|0d|f|er‘zUPF|.ri p
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

i

O 0O
OO0 0O
7 \ /¢ \ 0200
MECH DATA \ WARRIOR DATA 2% | .o
Type: Highlander HGN-732 Name: 0°c°% 02020
Movement Points: Tonnage: 90 . I . 0-0~0
) Gi Skill: Piloting Skill:
Walking: 3 Tech Base: Inner Sphere unnerySidt - Filoting =k OOOOO
Running: 5 Rules Level: Standard HitsTaken | 1 [ 2 [ 3| 4 | 5 | 6 OOOOO
Jumping: 3 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 [ 11 [pead 2o
X (0)Ko)
Weapons & Equipment Inventory (hexes) / OOOO
Gty Type Loc Ht Dmg Min Sht Med Lng OOO
1 SRMB LA 4 2/MsI[MCS] — 3 6 9
1 Gauss Rifle RA 1 15[DBX] 2 7 15 @22
1 LRM20 LT 6 1/Msl[MCS] 6 7 14 21 Right Arm
2 Medium Laser RT 3 5][DE] - 3 B 8
o O
o O
o O
o O
o O
o O Right
Ammo: (Gauss) 16, (LRM 20) 12, (SRM 6] 30 Torso Rear o o Torso Rear
(10) ©c o© (10)
BV: 2,227 D
\ 437
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ o~ Scale
Head Left Torso (19) Right Torso (19) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors ™9 4. [ Gauss Rifle "
5. [SRM 6 B. Life Support 5. | Gauss Rifle 28
6.LSRM 6 6. | Gauss Rifle 27
1. Ferro-Fibrous Center Torso 1. | Gauss Rifle 26~
2. Ferro-Fibrous 1. Fusion Engine 2. | Gauss Rifle 25*
3. Ferro-Fibrous 2. Fusion Engine 3. | Gauss Rifle 24+
4-6 4. Ferro-Fibrous 3. Fusion Engine 4-6 4. L Gauss Rifle o3+
5. Roll Again 1-3 4. Gyro 5. Ferro-Fibrous "
6. Roll Again 5. Gyro 6. Ferro-Fibrous 22
6. Gyro 21
20+
1. Gyro ) .
Left Torso 2. Fusion Engine Right Torso 19
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2.|LRM 20 4-6 4. Fusion Engine 2. Medium Laser ,_\ 17+
3.|LRM 20 3. Medium L:
1-3 ;| (v a0 5. Jump Jet 1-3 e HEAT DATA A 16
. 6. Ferro-Fibrous - Ammo [Gauss) Heat Sinks:
5.| LRM 20 5. Ammo (Gauss) 8 Heat 1 2 15*
6.LLrRM 20 Engine Hts O O O 6. CASE Level* Effects 14*
Gyro Hits O O 30 Shutdown prm
1. Ammo (SRM 6) 15 . 1. FerroFibrous o8 A £ id on B+ (o]e)
2. Ammo [SRM 6] 15 S_ensor' Hits O O 2. FerroFibrous o6 Sm:;zwip'ai\;?é Donnq o+ 00 12
a.g & Ammo(LAM 2018 Life Support O a.g & Ferofirous 55 & Movement Points 0 1
‘5" ‘é‘:’s";" (LRM 20) & g' 20': 298‘” 24  +4 Modifier to Fire @) 10*
6. . Fib B. RG:\ Agam 23 Ammo Exp, avoid on 6+ O 9
. erro-riorous . o] gain .
22 Shutdown, avoid on 8+
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous g 4;1Ml\/lod|f|er EUPF'_'"‘?: 1
-1 Movement Points
\, / '\ / | o
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( 'MECH DATA \

Type: Highlander HGN-733

N

Ammo: (AG/10) 20, (LRM 20) 18, (SRM 6) 30

ARRIOR DATA \

BATTLETECH

BATTLEMECH RECORD SHEET
/4

Name:
Movement Points: Tonnage: 90 . _— .
Walking: 3 Tech Bgase: Inner Sphere Gunnery Skill: - Piloting Skill:
Running: 5 Rules Level: Introductory HitsTaken | 1 [ 2 [ 3| 4 | 5 | 6
Jumping: 3 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRMB LA 4 2/MsI[MCS] — 3 6 9
1 AC/10 RA 3 10[DBS] — 5 10 15
1 LRM20 LT 6 1/Msl[MCS] 6 7 14 21
2 Medium Laser RT 3 5][DE] - 3 B 8

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

830

(®]
O

(©) OOOOOOOOOO
O O OOOOOOOOOOO

OOOOOOOO O

©)
©)

©)

©)
o
[e)

Right Arm

o O

o O

o O

o O

o o
Left o) o) Right

Torso Rear O O Torso Rear

(10) © © (10)

BV: 1,801
\, (
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (19) Right Torso (19) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
™2 4. Hand Actuator 5. Sensors ™2 a.[ac/10 -
5. Heat Sink 6. Life Support 5.| Ac/10 28
6.| SRM 6 6.| AC/10 27
1.LsRm 6 Center Torso 1.1 AC/10 22
2. Roll Again 1. Fusion Engine 2.[Ac/10 25*
3. Roll Again 2. Fusion Engine 3.|AC/10 24 *
4-6 4. Roll Again 3. Fusion Engine 46 4.LAC/10 23*
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro )
Left Torso 2. Fusion Engine Right Torso 19*
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2.|LRM 20 4-6 4. Fusion Engine 2. Medium Laser ,_\ 17+
3.|LRM 20 5. Jump Jet 3. Medium Laser HEAT DATA
1-3 4.|LRM 20 6. Roll Again 1-3 4. Ammo (AC/10) 10 Heat Sinks: 16
5.| LRM 20 5. Ammo (AC/10) 10 Heat 1 8 15*
6. LLRM 20 Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Ammo (SRM B) 15 Sensor Hits O O 1. Roll Again 28 Ammo Exp, avoid on 8+ 00
2. Ammo (SRM 6) 15 2. Roll Again . (o]e) 12
Life Support o) 26 Shutdown, avoid on 10+
4-6 3. Ammo (LRM 20) 6 4-6 3. Roll Again o5 .5 Movement Points O O 11
4. Ammo (LRM 20) 6 4. Roll Again . X
24  +4 Modifier to Fire O 10*
5. Ammo (LRM 20) 6 5. Roll Again .
6 Aol A 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l_ 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 8 *1 Modifier to Fire 1
9 5 -1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

i

Right Torso

O 0O O, O
OO0 0O OO0 0
7 \ /¢ \ 0200 0202
MECH DATA "M ( WARRIOR DATA 0202 | oo |20
OOOOO OOOOO OOOOO
Type: Banshee BNC-3E Name: o0 OO 05050 OO (o))
Movement Points: Tonnage: 35 Gunnery Skill Piloting Skill: 0 |9°L [ o
Walking: 4 Tech Base: Inner Sphere o o o] o
Running: 5] Rules Level: Introductory HtsTaken [ 1 | 2 | 3 | 4 | 5 | & OOOOO 8
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 [ 11 [pead 02| 3
X (0)Ko)
Weapons & Equipment Inventory (hexes) / OOOO
Gty Type Loc Ht Dmg Min Sht Med Lng OOO
1 AC/5 LT 1 5[DBS] 3 6 12 18
1 PPC RT 10 10([DE] 3 6 12 18
1 Small Laser HD 1 3I[DE] - 1 2 3 Right Arm
%,lri’z (26)
IIN%E]
N -
el
& o O
o O
o O
o O
o o
o o Right
Ammo: [AC/5) 20 Torso Rear o} o} Torso Rear
(10) ©c © (10)
BV: 1,422 n
\ 437
\ /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ — Scale
Head Left Torso (20 ) Right Torso (20) (G
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again 27
1. Boll A 26*
- Roll Again Center Torso 1. Roll Again
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20+
1. Gyro )
Left Torso 2. Fusion Engine Right Torso 19*
1.1 AC/5 4-6 3. Fusion Engine 1.]PPC 18*
2.| Ac/5 " 4. Fusion Engine 2.[PPC /_\ 17*
3.|AC/5 i 3.LPPC
1.3 3|28 5. Foll Agan 1.3 3P HEAT DATA A 16
. / 6. Roll Again - hollAgain Heat Sinks:
5. Ammo (AC/5) 20 5. Roll Again Heat ’IS 5%
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Roll A 1. Roll A .
ol Again Sensor Hits O O ol Again 28  Ammo Exp, avoid on 8+ ole;
2. Roll Again Life Support O 2. Roll Again 96 Shutdown, avoid on 10+ (o]e) 12
4-6 3. Roll Again PP 4-6 3. Roll Again 25 .5 Movement Points O O 11
4. Roll Again 4. Roll Again . .
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O O 9
20 -4 Movement Points Q0 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Roll Again Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMOd'f'erzUPF'Tet 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

i

Right Torso

O 0O O, O
OO0 0O OO0 0
7 \ /¢ \ 0200 0202
MECH DATA "W WARRIOR DATA o202 | oo |22
OOOOO OOOOO OOOOO
Type: Banshee BNC-5S5 Name: o0 OO 05050 OO (o))
Movement Points: Tonnage: 35 Gunnery Skill Piloting Skill: 0 |9°L [ o
Walking: 4 Tech Base: Inner Sphere o o o] o
Running: 6 Rules Level: Standard HitsTaken [ 1 | 2 [ 3| a | 5 [ 6 OOOOO 8
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 [ 11 [pead 02| 3
X (0)Ko)
Weapons & Equipment Inventory (hexes) / OOOO
Gty Type Loc Ht Dmg Min Sht Med Lng OOO
2 Medium Laser LA 3 5|[DE] - 3 6 9
1 SRMB RA 4 2/Msl[MCS] — 3 6 9
1 Gauss Rifle LT 1 15[DBX] 2 7 15 @22 Right Arm
1 Medium Laser (R) LT 3 5[DE] - 3 B 9
2 ERPPC RT 15 10([DE] - 7 14 23
1 Medium Laser (R) RT 3 5I[DF - 3 B 9
1 Small Laser CT 1 3I[DE] - 1 2 3 G
1 Small Laser HD 1 3I[DE] - 1 2 3 7 )],’
.E
T =4
7o I\ (26)
17
Aot -
el
& o O
o O
o O
o O
o o
o o Right
Ammo: (Gauss) 8, (SRM 6] 15 Torso Rear O O Torso Rear
(10) ©c © (10)
\, BV: 2,065 (ﬁ)
= /
\ ==
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (20 ) Right Torso (20) (G
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator o9
"2 4. Medium Laser 5. S'ensors "2 4. Hand Actuator "
5. Medium Laser B. Life Support 5. [SRM 6 28
6. Roll Again 6.LSRM 6 27
1. Roll Again Center Torso 1. Ammo (SRM 6) 15 26
2. Roll Again 1. XL Fusion Engine 2. Roll Again 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20+
1. Gyro ) .
Left Torso 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine ,_\ 17*
3. XL Fusion Engine 5. Small Laser 3. XL Fusion Engine HEAT DATA
18§ o . 1-3 N\ [
. [ Gauss Rifle 6. Roll Again 4.[ERPPC Double Heat Sinks:
5. | Gauss Rifle 5.| ERPPC Heat 14 28l 5%
6. | Gauss Rifle Engine Hts O O O 6.LErR PPC Level* Effects (28] 14*
. Gyro Hits 00 30 Shutdown 13*
1. | Gauss Rifle S Hits © O 1.[ERPPC 58 Ammo Exp, avoid on 8+ (@]0)
2. | Gauss Rifle ensor Hits 2.|ErpPPC .
. Life Support (o) 26  Shutdown, avoid on 10+ oo 12
4-6 3. | Gauss R!fle 4-6 3.LER P.PC o5 .5 Movement Points O O 11
4. | Gauss Rifle 4. Medium Laser (R) . X
> 24  +4 Modifier to Fire (o]e) 10*
5. Medium Laser (R) 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Ammo (Gauss) 8 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMOd'f'erzUPF'Tet 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

\
Type: Nightstar NSR-SFC Name:
Movement Points: Tonnage: 95 . _— .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: - Piloting Skill:
Running: 6 Rules Level: Standard HitsTaken | 1 [ 2 [ 3| 4 | 5 | 6
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LB10XAC LA 2 10 — B 12 18
[DBC/F/S]
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 LB10XAC RA 2 10 — B 12 18
[DB,C/F/S]
1 Medium Laser RA 3 5][DE] - 3 6 9
1 ERPPC RT 15 10([DE] - 7 14 23
1 Medium Laser HD 3 5][DE] - 3 B 8

ARMOR DIAGRAM

Left Torso

Head (9)
Right Torso

80
ces

000000
OOOOOOOOOOOOO O

OOO
00000000

Q000000000

[oXe)
(oXe)
[oXe)

Right Arm

(32)

Left Right
Ammo: (LB 10-X] 20, (LB 10-X Cluster) 20 Torso Rear Torso Rear
(8) (8)
BV: 1,929
\, 1z )
\ %l
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (20 ) Right Torso (20) (G
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCk_P't 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Medium Laser 13 3. Lower Arm Actuator o9
4. Hand Actuator 5. S'ensors 4. Hand Actuator "
5.[LB 10X AC B. Life Support 5.[LB 10X AC 28
6.|LB10-XAC 6.| LB 10-XAC 27
1.| LB 10-X AC Center Torso 1.| LB10-XAC 26~
2.|LB 10X AC 1. XL Fusion Engine 2.[LB10XAC 25*
3.|LB10-XAC i i 3.|LB10-XAC *
4-6 § 2. XL Fus!nn Eng!ne 4-6 - 24
4.[LB10XAC 3. XL Fusion Engine 4.LLB10XxAC a3+
5. Medium Laser 1-3 4. Gyro 5. Medium Laser "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro ) .
Left Torso 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine ,_\ 17*
1 3 3. XL Fusion Engine 5. Roll Again 1 3 3. XL Fusion Engine HEAT DATA \ 16
4. Ammo (LB 10-X) 10 6. Roll Again 4.[ERPPC Double Heat Sinks: -
5. Ammo (LB 10-X) 10 5.| ERPPC Heat 13 (96 15
6. Ammo (LB 10-X Cluster) 10 Engine Hts O O O 6.LERPPC Level* Effects (26) 14+
Gyro Hits O O 30 Shutdown prm
1. Ammo (LB 10-X Cluster) 10 . 1. Roll Again .
2. cAsE Sensor Hits O O 2. Roll Again 28 fmmo Bxp, avoid on 8+ 88 12
. Life Support O . 26 Shutdown, avoid on 10+
3. Roll Again PP 3. Roll Again 25 .5 Movement Points O O 11
4-64 Roll A 4-64 Roll As . X
- HolAgan - rolAgain 24  +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ S 9*
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hip L 1. Hip 17  +3 Modifier to Fire O 5+
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator jl S ;EMMDd'f'eP EOF'FI'Fet
5. Roll Again Damage Transfer 5. Roll Again o -+1 nzviTent 'Sm s 2
6. Roll Again Diagram 6. Roll Again e 4 MO‘\’IE'H'E;;PO';E‘:S 1
\, / '\ / | o
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BATTLETECH

Left Torso

830

ARMOR DIAGRAM

Head (9)

Right Torso

BATTLEMECH RECORD SHEET 30
/4 \\ /4 \
'MECH DATA \ WARRIOR DATA 0,00
. O 00
Type: Nightstar NSR-9J Name: o259,
e . (©)(e)
Movement Points: Tonnage: 95 Gunnery Skill Piloting Skill: 000
Walking: 3 Tech Base: Inner Sphere OOOOO
Running: 5 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 OOOOO
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 0808
Weapons & Equipment Inventory (hexes) / 9590
Gty Type Loc Ht Dmg Min Sht Med Lng 8080
1 Gauss Rifle LA 1 15[DBX] 2 7 15 22
1 Medium Pulse Laser LA 4 B[F] - 2 4
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22 Left Arm Right Arm
1 Medium Pulse Laser RA 4 B[P] - 2 4 (32)
1 ERPPC RT 15 10|[DE] — 7 14 23
1 Small Laser HD 1 3I[DE] - 1 2
(40)
Left Right
Ammo: (Gauss) 56 Torso Rear Torso Rear
(8) (8)
BV: 2,399 n
\ &> )
\
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (20 ) Right Torso (20) (G
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. [ Gauss Rifle B. Life Support 5. [ Gauss Rifle 28
6. | Gauss Rifle 6. | Gauss Rifle 27
1. | Gauss Rifle Center Torso 1. | Gauss Rifle 26~
2. | Gauss Rifle 1. XL Fusion Engine 2. | Gauss Rifle 25*
4-6 3. | Gauss Rifle 2. XL Fusion Engine a4-6 3. | Gauss Rifle 24+
4. | Gauss Rifle 3. XL Fusion Engine 4. | Gauss Rifle o3+
5. L Gauss Rifle 1-3 4. Gyro 5. LGauss Rifle
6. Medium Pulse Laser 5. Gyro 6. Medium Pulse Laser
6. Gyro 21
20*
1. Gyro ) .
Left Torso 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engine 5. Ammo (Gauss) 8 3. XL Fusion Engine
1-3 4. [ Double Heat Sink 6. Roll Again 1-3 4. [ Double Heat Sink Double Heat Sinks: N 16
5. [ Double Heat Sink 5. [ Double Heat Sink 14 (98 . a5+
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (28] 14*
i 30 Shutdown
1.[ Double Heat Sink Gyro Hits O O 1.[ERPPC 58 Ammo Exo. avoid on B+ @] 13+
2. | Double Heat Sink Sensor Hits O O 2.|erPprc p. ave
. Life Support (o) 26  Shutdown, avoid on 10+ oo 12
4-6 3. L Double Heat Sink 4-6 3.LERPPC o5 .5 Movement Points O O 11
4. Ammo (Gauss) 8 4. Ammo (Gauss) 8 . X
24  +4 Modifier to Fire (o]e) 10*
5. Ammo (Gauss) 8 5. Ammo (Gauss) 8 23 Ammo Exp, avoid on 6+
6. Ammo (Gauss) 8 6. Ammo (Gauss) 8 55 Shutdown Yavoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game ) labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 4;1M|\/|0d|f|er‘zUPF|.ri p
-1 Movement Points
\, / '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATT

LEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

i

/4 \ /4 \
'MECH DATA \ WARRIOR DATA 2%
Type: Atlas AS7-D Name: 08080
Movement Points: Tonnage: 100 ) o . OO0
. G Skill: Piloting Skill: (S)(0)
Walking: 3 Tech Base: Inner Sphere unnerySidt - Filoting =k OOOOO
Running: 5 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | & Ooooo
I . O
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 0808
Weapons & Equipment Inventory (hexes) / 8080
Gty Type Loc Ht Dmg Min Sht Med Lng OOOO
1 Medium Laser LA 3 5|[DE] - 3 6 9
1 Medium Laser RA 3 5][DE] - 3 B 8
1 LRM20 LT 6 1/Msl[MCS] 6 7 14 21 Left Arm Right Arm
1 SRMB LT 4 2/Msl[MCS] — 3 6 9 (34) (34)
1 AC/20 RT 7 20[DBS] - 3 6 9
2 Medium Laser [R) CT 3 5[DE - 3 B 9
Left Right
Leg Leg
(41) (41)
Left Right
Ammo: (AC/20) 10, (LRM 20] 12, (SRM 6] 15 Torso Rear Torso Rear
(10) (10)
BV: 1,897 n
\ 437
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (21) Right Torso (21) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Heat Sink 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. Heat Sink B. Life Support 5. Heat Sink 28
6. Medium Laser 6. Medium Laser 27
1. Roll Again Center Torso 1. Roll Again 26~
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro )
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 4-6 3. Fusion Engine 1.[Ac/20 18*
2.|LRM 20 "0 4. Fusion Engine 2.| Ac/20 ﬁ 17+
3.|LRM 20 i 3.| AC/20
1 _3 a | Lam 20 5. Med!um Laser (R) 1 _3 u Ac/zg HEAT DATA A 186
. 6. Medium Laser (R) . / Heat Sinks:
5.| LRM 20 5.| Ac/20 Heat 20‘ 15*
6.LLrRM 20 Engine Hts O O O 6.| Ac/20 Level* Effects 14*
Gyro HitsQ O 30 Shutdown %
1.|sRmE 4 H 1.|Ac/20 28 Ammo Exp, avoid on 8+ O O 13
2.lsame Sensor HitsQ O 2.| Ac/20 : 00 12
. Life S tO . 26 Shutdown, avoid on 10+
a4-6 3. Ammo (LRM 20) 6 ffe Suppor a4-6 3.[Ac/20 25 -5 Movement Points (o]e) 11
"0 4. Ammo (LRM 20) 6 "0 4.lAc/20 . X
24  +4 Modifier to Fire (o]e) 10*
5. Ammo (SRM 6) 15 5. Ammo (AC/20) 5 )
23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Ammo (AC/20) 5 . 9
22 Shutdown, avoid on 8+ O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ (0]0) 5
1. Hip game P labs 1. Hip 17 +3 Modifier to Fire (o]e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
B. Heat Sink Diagram 6. Heat Sink 2 ;! oder EUPF'Tet 1
-1 Movement Points
\, / '\ / | o
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( 'MECH DATA \

BATTLEMECH RECORD SHEET

( WARRIOR DATA \

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso

i

Right Torso

N DX
Type: Atlas AS7K Name: 08080
Movement Points: Tonnage: 100 N o - OO0
Walking: 3 Tech Base: Inner Sphere Gunnery Skill: - Piloting Skill: 08080
Running: 5 Rules Level: Standard Hits Taken | 1 2| 3lals|s OOOOO
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 0808
Weapons & Equipment Inventory (hexes) / Oooo
Gty Type Loc Ht Dmg Min Sht Med Lng 8080
1 ER Large Laser LA 12 B8|[DE] - 7 14 19
1 Anti-Missile System LA 1 [PD] 1 - =
1 ER Large Laser RA 12 B8I[DE] - 7 14 19 Right Arm
1 LRM20 LT 6 1/MsI[MCS] 686 7 14 21
1 Gauss Rifle RT 1 15[DBX] 2 7 15 22
2 MediumPulse Laser CT 4 B[P - 2 4 B
(R)
Left Right
Leg Leg
(41) (41)
Left Right
Ammo: (AMS] 12, (Gauss) 16, (LRM 20) 12 Torso Rear Torso Rear
(10) (10)
\ BV: 2175 @
\ /
/ \ Y “INTERNAL STRUCTURE DIAGRAM R
CRITICAL TABLE \ Head Scale
Head Left Torso (21) Right Torso (21) (oo
Left Arm 1. Life Support Right Arm '
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
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. Heat Sink B. Life Support 5. Heat Sink 28>
6. Heat Sink 6. Heat Sink 27
1. [ER Large Laser Center Torso 1. [ER Large Laser 26~
2. LER Large Laser 1. XL Fusion Engine 2. LER Large Laser 25*
4-6 3. Anti-Missile System 2. XL Fusion Engine a4-6 3. Ammo (Gauss) 8 24+
4. Roll Again 3. XL Fusion Engine 4. Ammo (Gauss) 8 o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro 21
20*
1. Gyro
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine ,_\ 17*
1 3 e  pemmuier) g e c HEAT DATA —\ [
. N edium Pulse Laser (R) . Heat Sinks:
5. LRM 20 5. [ Gauss Rifle Heat o0 a5+
6. LRM 20 Engine Hts O O O 6. | Gauss Rifle Level* Effects 14*
Gyro Hits 00 i 30 Shutdown 13*
1.| LRM 20 . 1. | Gauss Rifle .
2.lLrRm 20 Ls_fngm' Hits 8 o 2.| Gauss Rifle :2 é?u :;vaip'ai\;?éd;nfo: 8 8 12
4-6 2. zmmn (LRM 20) 6 ife Support 4-6 3. | Gauss R!fle 55 -5 Movement Points 00 11
. Ammo (LRM 20) 6 4. L Gauss Rifle 24 +4 Modifier to Fire O O 10+
5. Ammo (AMS) 12 5. CASE .
6. CASE 6. Roll Again 23 Ammo Exp, aqu on B+ oo 9
22 Shutdown, avoid on 8+ O O Py
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H mS'[ Right Leg 18  Shutdown, avoid on B+ (0]0) 5
1. Hip game P labs 1. Hip 17 +3 Modifier to Fire (o]e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 180 f‘q'\"'\;’vi_fpens F'E_'”ts 2
B. Heat Sink Diagram B. Heat Sink e Mose;zztupo';ets 1
\, / '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

830

Right Torso

O 0O O, O
02020 [\ °° Jlo2c%0
7 \ /¢ \ 0200 0202
MECH DATA \ WARRIOR DATA 526 | 2P [696%6
Type: King Crab KGC-0000 Name: 0°0% | 9P [0°%°0
Movement Points: Tonnage: 100 . I . 9 Ooooo O
i Gunnery Skill: Piloting Skill: O loo0of ©
Walking: 3 Tech Base: Inner Sphere ol bieX(e)d Ke)
Running: 5 Rules Level: Introductory HitsTaken | 1 ] 2 | 3 | 4 | 5 | 6 % OOOOO 8
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 [ 11 [pead 3 1Pc°°l 8 o
X O O
Weapons & Equipment Inventory (hexes) / OOO OO
Gty Type Loc Ht Dmg Min Sht Med Lng OOO
1 AC/20 LT/LA 7 20[DBS] - 3 6 9
1 AC/20 RT/RA 7 20[DBS] - 3 B 9
1 LRM15 LT 5 1/Msl[MCS] 6 7 14 21 Right Arm
1 Large Laser RT 8 8]IDE] — 5 10 15
Left Right
Ammo: [AC/20) 10, (LRM 15) 8 Torso Rear Torso Rear
(10) (10)
BV: 1,810
\ Q@
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ — Scale
Hgad Left Torso (21) Right Torso (21) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5.[AC/20 6. Life Support 5.[AC/20 28
6.| Ac/20 6.(Ac/20 27
*
1. Ac/20 Center Torso 1.[Ac/20 28
2.| Ac/20 1. Fusion Engine 2. Ac/20 25~
3.[AcC/20 2. Fusion Engine 3. Ac/20 24*
4-6 4.| Ac/20 3. Fusion Engine 46 4.|AC/20 23*
5.| AC/20 1 '3 4. Gyro 5.| AC/20 "
6.LAc/20 5. Gyro 6.Lac/20 22
6. Gyro 21
20*
1. Gyro )
Left Torso 2. Fusion Engine Right Torso 19*
1. [AC/ED 4-6 3. Fusion Engine 1. [AC/ZU 18*
2.LAc/20 " 4. Fusion Engine 2.LAC/20 /_\ 17*
3.|LRM 15 i 3.| L L
1.3 3[am1e 5. Heat Sink 7.3 3 Loroe Loser HEAT DATA A 16
. 6. Roll Again . LLarge Laser Heat Sinks:
5.LLRM 15 5. Ammo (AC/20) 5 Heat 1 5 5%
6. Ammo (AC/20) 5 Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 13*
1. Ammo (LRM 15) 8 . 1. Roll Again .
2 RolA Sensor Hits o o 5 Rol A 28 Ammo Exp, av9|d on 8+ O O
- Roll Again Life Support O - Roll Again 26  Shutdown, avoid on 10+ 00 12
4-6 3. Roll Again 4-6 3. Roll Again o5 .5 Movement Points O O 11
4. Roll Again 4. Roll Again . X
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B
5. Heat Sink Damage Transfer 5. Heat Sink 10 2 Movement F'qmts 2
6. Roll Again Diagram 6. Roll Again 2 4;1M|\/|0d|f|er‘zUPF|.ri p
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

830

() O
oo\ 999 Jlo2o
7 \ /¢ \ 00 o2
MECH DATA \ WARRIOR DATA 26| 9L |90
Type: King Crab KGC-000 Name: 020|922 |o°
Movement Points: Tonnage: 100 . I . 9 Ooooo O
i Gunnery Skill: Piloting Skill: O loo0of ©
Walking: 3 Tech Base: Inner Sphere ol bieX(e)d Ke)
Running: 5 Rules Level: Standard HitsTaken | 1 ] 2 | 3 | 4 | 5 | 6 % OOOOO 8
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 [ 11 [pead 3 1PPPle 0o
X O O
Weapons & Equipment Inventory (hexes) / OOO 00
Gty Type Loc Ht Dmg Min Sht Med Lng OOO
1 AC/20 LT/LA 7 20[DBS] - 3 6 9
1 AC/20 RT/RA 7 20[DBS] - 3 B 9
1 LRM15 LT 5 1/Msl[MCS] 6 7 14 21 Right Arm
1 Large Laser RT 8 8]IDE] — 5 10 15
o O
o O
o O
o O
o O
Left o O Right
Ammao: (AC/20]) 10, (LRM 15) 8 Torso Rear o o Torso Rear
(12) ©c o© (12)
BV: 1,906 n
\ 437
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (21) Right Torso (21) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5.[AC/20 6. Life Support 5.[AC/20 28
6.| Ac/20 6.(Ac/20 27
*
1. Ac/20 Center Torso 1.[Ac/20 28
2.| Ac/20 1. Fusion Engine 2. Ac/20 25~
3.[AcC/20 2. Fusion Engine 3. Ac/20 24*
4-6 4.| Ac/20 3. Fusion Engine 46 4.|AC/20 23*
5.| AC/20 1'3 4. Gyro 5.| AC/20 "
6.LAc/20 5. Gyro 6.Lac/20 22
6. Gyro 21
20*
1. Gyro )
Left Torso 2. Fusion Engine Right Torso 19*
1. [AC/20 4-6 3. Fusion Engine 1. [AC/ZU 18*
2.LAc/20 " 4. Fusion Engine 2.LAC/20 /_\ 17*
3.|LRM 15 i 3.| L L
1.3 3[am1e 5. Heat Sink 7.3 3 Loroe Loser HEAT DATA A 16
. 6. Ferro-Fibrous - LLarge Laser Heat Sinks:
5. LLRM 15 5. Ammo (AC/20) 5 Heat 1 5 15*
6. Ammo (AC/20) 5 Engine Hts O O O 6. CASE Level* Effects 14*
i 30 Shutd
1. Ammo (LAM 15) 8 Gyro Hits (o] o) 1. FerroFibrous o8 An:ms‘g:p avoid on B+ 0]0) 137
2. CASE LS;a ngor Hits 8 o 2. Ferro-fibrous 26 Shutdown, avoid on 10+ ole) 12
- ife Support | ’
4-6 3. Ferro-Fibrous PP 4-6 3. Ferro-Fibrous 25 .5 Movement Points O O 11
4. Ferro-Fibrous 4. Ferro-Fibrous . X
24  +4 Modifier to Fire (o]e) 10*
5. Ferro-Fibrous 5. Ferro-Fibrous 23 Ammo Exp, avoid on 6+
6. Ferro-Fibrous 6. Ferro-Fibrous 55 Shutdown Yavoid on 8+ O O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous g TMMOd'f'e'"zUPF'_'"i 1
-1 Movement Points
\, / '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

830

OO0
/m \ / \
MECH DATA \ WARRIOR DATA 000
Type: Marauder I MAD-4A Name: 80808
Movement Points: Tonnage: 100 Gunnerv Skill: Piloting Skill: OOOOO
Walking: 3 Tech Base: Inner Sphere = — g = OOOOO
Running: 5 Rules Level: Introductory HitsTaken [ 1 [ 2 | 3 [ 4 [ 5 [ 6 OOOOO
Jumping: 3 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead o
Weapons & Equipment Inventory (hexes) Y. 8080
Gty Type Loc Ht Dmg Min Sht Med Lng OOOO
1 PPC LA 10 10[DE] 3 6 12 18
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 PPC RA 10 10[DE] 3 6 12 18 Right Arm
1 Medium Laser RA 3 5[DE] - 3 B 9 (34)
1 Large Laser RT 8 8]DE] — 5 10 15
(41)
o O
o O
o O
o O
o O
o O Right
Torso Rear o o Torso Rear
(11) © © (11)
BvV: 2,073
\ Q@
\ /
/, 0 INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (21) Right Torso (21) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
"9 a.[prc S. Sensors "3 a.[prc
5. | PPC 6. Life Support s.| PPc 28*
6.LPPC 6. LPPC 27
1. Medium Laser Center Torso 1. Medium Laser 26~
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro )
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink ,_\ 17+
3. Heat Sink 3. Heat Sink
1.3 3 pesi 5. dump det 1.3 3 Hemesink HEAT DATA A 16
. eat Sin 6. Roll Again . eat Sin Heat Sinks:
5. Heat Sink 5. Heat Sink Heat 29' a5+
6. Heat Sink Enaqine Hi B. Heat Sink Level* Effects *
gine Hits 14
. Gyro Hits 00 30 Shutdown 13*
1. Heat Sink 1.| L L .
e Sensor Hits OO ] v o pmobo somes 3G | P2
. ! Life Support O -LLarg 26 Shutdown, avoid on 10+ o]ele)
4-6 3. Heat Sink 4-6 3. Roll Again o5 .5 Movement Points O O O 11
4. Roll Again 4. Roll Again o4 +4 Modifi X
odifier to Fire o000 10*
5. Roll Again 5. Roll Again .
23 Ammo Exp, avoid on 6+ O O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ 000 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ 000 5
1. Hip 1. Hip 17  +3 Modifier to Fire o]o]e) 5+
game Plate 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator . oo a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 180 f‘q'\"'\;’vi_fpens F'E_'”ts 2
6. Jump Jet Diagram 6. Jump Jet 5 M odimer tDF’ I'N?: 1
N\ / \L -1 Movement Points / m
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

Ammo: (LB 10-X) 20, (LB 10X Cluster] 10

N
Type: Marauder [ MAD-5A
Movement Points: Tonnage: 100
Walking: 3 Tech Base: Inner Sphere
Running: 5 Rules Level: Standard
Jumping: 3 Role: Sniper
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC LA 15 10[DE] - 7 14 23
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 ERPPC RA 15 10|[DE] - 7 14 23
1 Medium Laser RA 3 5][DE] - 3 B 8
1 LB10XAC RT 2 10 — B 12 18
[DBC/F/S]

( WARRIOR DATA \

BATTLETECH

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

Torso Rear
(11)

ARMOR DIAGRAM

Head (9)

Left Torso

(®]

020020000

o

O00O0000O0

830

O

(eXe)
OOOOOOOOOOOOOOO O

©)
o

©)

Right Torso

000000000

O000000O0

Right Arm
(34)

Right

Torso Rear

(11)

BV: 2,058
\ >
\ == /
/; N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (21) Right Torso (21) (oo
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Heat Sink 13 3. Lower Arm Actuator o9
™2 4. Heat Sink 5. Sensors ™2 4. Heat Sink -
5. Heat Sink B. Life Support 5. Heat Sink 28
6. Heat Sink 6. Heat Sink 27
1. [ ERPPC Center Torso 1.[ ER PPC 26>
2.|ERPPC 1. XL Fusion Engine 2.[ERPPC 25>
4-6 3.LERPPC 2. XL Fusion Engine 4-6 3.LERPPC 24 *
4. Medium Laser 3. XL Fusion Engine 4. Medium Laser o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro )
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine ,_\ 17*
13 3. XL Fu5|_on Engine 5. Jump Jet 13 3. XL Fus!on Engine HEAT DATA 16
4. Heat Sink 6. Roll Again 4. Heat Sink Heat Sinks:
5. Heat Sink 5. Heat Sink Heat 29' a5+
6. Heat Sink Engine Hts O O O 6.[LB 10X AC Level* Effects 14*
. Gyro Hits 00 30 Shutdown 13*
1. Heat Sink Sensor Hits © O 1.[LB10XAC 58 Ammo Exp, avoid on 8+ 000
2. Heat Sink - 2.| LB10-XAC f O O O 12
i Life S o) 26 Shutdown, avoid on 10+
3. Heat Sink ife Support 3.|LB10XAC ,
a4-6 a4-6 25 -5 Movement Points o000 11
4. Ammo (LB 10-X) 10 4.|LB10-XAC . X
24  +4 Modifier to Fire o000 10*
5. Ammo (LB 10-X) 10 5.LLB10-XAC .
23 Ammo Exp, avoid on 6+ O O O
6. Ammo (LB 10-X Cluster) 10 6. CASE oo gh . 9
utdown, avoid on 8+ O O O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ 000 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ 000 6
1. Hip ganl\: labs 1. Hip 17 +3 Modifier to Fire 000 -
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"B 3
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet 8 +1 Modifier to Flir‘e 1
9 5 -1 Movement Points
\ / '\ / | o
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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

AEROSPACE FIGHTER RECORD SHEET

( FIGHTER DATA \

Type: Shilone SL-17
Thrust:
SafeThrust: 6

Tonnage:
Tech Base:

65

Inner Sphere

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)

EXTERNAL STORES,/BOMBS

)
)
aan

Key:

HE - High Explosive
LG - Laser Guided
C - Cluster

Maximum Thrust: 9 Rules Level: Standard 6(60) AL~ Rocket Launcher
Role: Fire Support
Weapons & Equipment Inventory 6 oldblooolaolo o
Standard Scale [(1-6) (7-12) (13-20)(21-25)
Qty Type Loc Ht SRV MRV LRV ERV O 0|0 00 QOO 00 00O
1 LRM 20 [MCS] NOS 6 12 12 12 — O O0O/l0O OO OO0 OO0 Oolo o
1 Large Laser [DE] NOS 8 8 8 — — OO0 O,0,0, 0 O/0/0/0 OO0
1 Medium Laser [DE] LWG 3 5 — — — OO0 ONO.OO0 OO0
1 Medium Laser [DE] RWG 3 5 — — —
1 SRM4[MCS] AFT 3 4 — — —
Structural
Integrity:
6
Left Wing ©0O0OOO0 O Right Wing
Damage Threshold Damage Threshold
(Total Armor) (Total Armor)
5(44) 5(44)
O O O O
Ammo: (LRM 20) 12, (SRM 4) 25 0QQY) 0000 0000
Fuel Points: 400 OO0000 (ele]e]e]e)
O O O QO
O0O0O00O00O OO0 0O QO 0O00QO000
\ BV: 1230 @ OO0000OOO00OOO00O © O O QO O00OO0O00OOOOO0O
JOO00QOOO0000 © 00 Q 0000000Q0000D | He=
O 0 O0Q e
O O o O Overflow
O O O QO :]
30+
29
A og*
Advanced F B Aft Damage 27*
Movement Threshold vior | S
Compass g C (Total Armor) H]_QS'[ e
D a4 [ 36 ] game Plabs 24+
/, \ / \ 23*
CRITICAL DAMAGE \ PILOT DATA HEAT DATA -
L Heat Sinks:
\ : eat 21*
Avionics Engine B @ ome Level* Effects 2o 20*
Gunnery Skill: Piloting Skill: 20 Shutd O O r
2] +a ; +5 utdown *
FCS @ Landing Gear . HitsTaken | 1 [ 2 | 3 | 4 [ 5 | & 28  Ammo Exp avoid on 8+ (o]0 18+
Sensors Life Support Consciousness # | 3 5 7 | 10 | 11 |Dead 27 Pilot damage, avoid on 9+ O O 17*
\ Modifier | +1 | +2 | +3 | +4 | +5 26  Shutdown, avoid on 10+ (0]0) 186
\ /7 \L Y. 25 Random Movement, o0 15*
/ \N avoid on 10+ OO 14*
VELOCITY RECORD N\ | 24 +aModifiertoFire o0 pre
23 Ammo Exp avoid on 6+ O O 12
Turn # 1 2 3 a 5 6 7 8 9 10 22 Shutdown, avoid on 8+ Q0 11
Thrust 21 Pilot damage, avoid on 6+ O O 10*
Velocity 20 Random Movement, avoid on 8+ 9
Effgctive Velocity 19 Ammo Exp avoid on 4+ .
Altitude . 8
18 Shutdown, avoid on 6+ 7
17 +3 Modifier to Fire 8
Turn # 11 12 13 14 15 16 17 18 19 20 15 Random Mavement, avoid on 7+ 5+
Thrust 14 Shutdown, avoid on 4+ P
VelociFv _ 13 +2 Modifier to Fire 3
Eff?Ct'Ve Velocity 10 Random Movement, avoid on 6+
Altitude . ) 2
8  +1 Modifier to Fire p
5 Rand M t, id on 5
\ / \ andom Movement, avoid on 9+ / 0
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BATTLETECH

AEROSPACE FIGHTER RECORD SHEET

( FIGHTER DATA \

Type: Shilone SL-17AC

ARMOR DIAGRAM

Nose Damage

EXTERNAL STORES,/BOMBS

)
[ )

L)
s

Thrust: Tonnage: 65 LG - Laser Guided
SafeThrust: 6 Tech Base: Inner Sphere Threshold (Total Armor) C- Cluster
Maximum Thrust: 9 Rules Level: Standard 6(60) AL~ Rocket Launcher
Role: Dogfighter
Weapons & Equipment Invento
p quip o 0 oldblooolglo o o
Standard Scale [1-6) (7-12) (13-20)(21-25)
Qty Type Loc Ht SRV MRV LRV ERV O 0|0 00 QOO 00 00O
1 Large Laser [DE] NOS 8 8 8 — — O O0O/l0O OO OO0 OO0 Oolo o
2 AC/2[DBS] NOS 1 2 2 2 - OO0 O,0,0, 0 O/0/0/0 OO0
1 Medium Laser [DE] LWG 3 5 — — — OO0 ONO.OO0 OO0
1 Medium Laser [DE] RWG 3 5 — — —
1 SRM 4 [MCS] AFT 3 4 — — —
Structural
Integrity:
6
Left Wing ©0O0OOO0 O Right Wing
Damage Threshold Damage Threshold
(Total Armor) (Total Armor)
5(44) 5(44)
O O O O
Ammo: [AG/2) 45, (SRM 4) 25 0QQY) 0000 0000
Fuel Points: 400 OO0000 Q0000
O O O O
00000300 oood 000QO000
BV: 1,008
\_\ @ 00000000TO0000 00 0aQ 0000000000000
JO000QOOO0000 © 0 O0Q 0000000Q0000D | He=
0 0 O QJ oee
O O o O Overflow
O O O O :]
30+
29
A og*
Advanced F B Aft Damage 27*
Movement Threshold vior | S
Compass g C (Total Armor) H]_QS'[ e
D a [ 36 ] game Plabs 24+
/4 \ / \ 23+
CRITICAL DAMAGE \ PILOT DATA HEAT DATA -
L Heat Sinks:
\ : eat 21*
Avionics Engine B @ ome Level* Effects 19 20*
Gunnery Skill: Piloting Skill: 20 Shutd O O
F +2|| +4 L i +5 utdown 19*
€S @ anding Gear . HitsTaken | 1 [ 2 | 3 | 4 [ 5 | & 28  Ammo Exp avoid on 8+ (o]0 18+
Sensors Life Support Consciousness # | 3 5 7 | 10 | 11 |Dead 27 Pilot damage, avoid on 9+ O O 17+
\ Modifier | +1 | +2 | +3 | +4 | +5 26  Shutdown, avoid on 10+ (0]0) 186
\ /7 \L Y. 25 Random Movement, o0 15*
/ \N avoid on 10+ OO 14*
VELOCITY RECORD N\ | 24 +aModifiertoFire o0 pre
23 Ammo Exp avoid on 6+ O O 12
Turn # 1 2 3 a 5 6 7 8 9 10 22 Shutdown, avoid on 8+ Q0 11
Thrust 21 Pilot damage, avoid on 6+ O 10*
Velocity 20 Random Movement, avoid on 8+ 9
Effgctive Velocity 19 Ammo Exp avoid on 4+ -
Altitude . 8
18 Shutdown, avoid on 6+ 7
17 +3 Modifier to Fire 8
Turn # 11 12 13 14 15 16 17 18 19 20 15 Random Mavement, avoid on 7+ 5+
Thrust 14 Shutdown, avoid on 4+ P
VelociFv _ 13 +2 Modifier to Fire 3
Eff?Ct'Ve Velocity 10 Random Movement, avoid on 6+
Altitude . ) 2
8  +1 Modifier to Fire p
5 Rand M t, id on 5+
\ / \ anaom IViovement, avoid on / 0
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BATTLETECH

AEROSPACE FIGHTER RECORD SHEET

( FIGHTER DATA \

Type: Shilone SL-17R

ARMOR DIAGRAM

Nose Damage

EXTERNAL STORES,/BOMBS

)

[

)

L)
s

Thrust: Tonnage: 65 LG - Laser Guided
SafeThrust: 6 Tech Base: Inner Sphere Threshold (Total Armor) C- Cluster
Maximum Thrust: 9 Rules Level: Standard 6(60) AL~ Rocket Launcher
Role: Fire Support
Weapons & Equipment Invento
p quip o 0 oldblooolglo o o
Standard Scale [1-6) (7-12) (13-20)(21-25)
Qty Type Loc Ht SRV MRV LRV ERV O 0|0 00 QOO 00 00O
1 LRM 20 [MCS] NOS 6 12 12 12 — O O0O/l0O OO OO0 OO0 Oolo o
1 Large Laser [DE] NOS 8 8 8 — — OO0 O,0,0, 0 O/0/0/0 OO0
1 Medium Laser [DE] LWG 3 5 — — — OO0 ONO.OO0 OO0
1 Medium Laser [DE] RWG 3 5 — — —
1 SRM4[MCS] AFT 3 4 — — —
Structural
Integrity:
6
Left Wing ©0O0OOO0 O Right Wing
Damage Threshold Damage Threshold
(Total Armor) (Total Armor)
5(44) 5(44)
O O O O
Ammo: (LRM 20) 12, (SRM 4) 25 0QQY) 0000 0000
Fuel Points: 400 OO0000 (ele]e]e]e)
O O O O
OO0O0O0O0O00 OO0 0O QO 00000000
BV: 1,230
;\ @ 0000000000000 0 O O O O OO000O00DOOOOO0O
JO000QOOO0000 © 0 O0Q 0000000Q0000D | He=
0 0 O QJ oee
O O o O Overflow
O O O O 3
30+
29
A og*
Advanced F B Aft Damage 27*
Movement Threshold vior | S
Compass g C (Total Armor) H]_QS'[ e
D a4 [ 36 ] game Plabs 24+
/4 \ / \ 23+
CRITICAL DAMAGE \ PILOT DATA HEAT DATA -
L Double Heat Sinks:
\ : eat 21*
Avorics engne CEE | e levels  Efects S =
Gunnery Skill: Piloting Skill: 20 Shutd O O r
F +2|| +4 L H +5 utdown *
Cs @ anding Gear . HitsTaken | 1 | 2 | 3 | 4 [ 5 | 6 28  Ammo Exp avoid on 8+ o]e) 18+
Sensors Life Support Consciousness # | 3 5 7 | 10 | 11 |Dead 27 Pilot damage, avoid on 9+ O O 17*
\ Modifier | +1 | +2 | +3 | +4 | +5 26  Shutdown, avoid on 10+ (0]0) 186
\ /7 \L Y. 25 Random Movement, o0 15*
/ \N avoid on 10+ OO 14*
VELOCITY RECORD N\ | 24 +aModifiertoFire o0 pre
23 Ammo Exp avoid on 6+ O O 12
Turn # 1 2 3 a 5 6 7 8 9 10 22 Shutdown, avoid on 8+ Q0 11
Thrust 21 Pilot damage, avoid on 6+ O O 10*
Velocity 20 Random Movement, avoid on 8+ 9
Effgctive Velocity 19 Ammo Exp avoid on 4+ -
Altitude . 8
18 Shutdown, avoid on 6+ 7
17 +3 Modifier to Fire 8
Turn # 11 12 13 14 15 16 17 18 19 20 15 Random Mavement, avoid on 7+ 5+
Thrust 14 Shutdown, avoid on 4+ P
VelociFv _ 13 +2 Modifier to Fire 3
Eff?Ct'Ve Velocity 10 Random Movement, avoid on 6+
Altitude . ) 2
8  +1 Modifier to Fire p
5 Rand M t, id on 5+
\ / \ anaom IViovement, avoid on / 0
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	ForcePack Record Sheets - Clan
	Fire Moth (Dasher) Prime
	Fire Moth (Dasher) A
	Fire Moth (Dasher) B
	Howler (Baboon)
	Piranha
	Fire Falcon Prime
	Fire Falcon A
	Fire Falcon B
	Arctic Cheetah (Hankyu) Prime
	Arctic Cheetah (Hankyu) A
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	Hellion Prime
	Hellion A
	Hellion B
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	Kit Fox (Uller) Prime
	Kit Fox (Uller) A
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	Cougar Prime
	Cougar A
	Cougar B
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	Battle Cobra Prime
	Battle Cobra A
	Battle Cobra B
	Conjurer (Hellhound)
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	Hunchback IIC
	Hunchback IIC 2
	Huntsman (Nobori-nin) Prime
	Huntsman (Nobori-nin) A
	Huntsman (Nobori-nin) B
	Black Lanner Prime
	Black Lanner A
	Black Lanner B
	Vapor Eagle (Goshawk)
	Vapor Eagle (Goshawk) 2
	Crossbow Prime
	Crossbow A
	Crossbow B
	Ebon Jaguar (Cauldron-Born) Prime
	Ebon Jaguar (Cauldron-Born) A
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