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ARMOR DIAGRAM

Head (9)
Left Torso

(15)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Blackjack BJ-2 Name:
Movement Points: Tonnage: 45 . I .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i
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 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
(6) (8)
BV: 1,148
\ V) )
\ o
/, \ 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 " 4 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) (EADI =t
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: 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*
G\jl“D Hits o o 30 Shutdown 13*
1. S k SRM 2 1. S k SRM 2 .
2 S:::k SRM 2 Sensor Hits O O 2 S::::k SRM 2 25 Ammo Bxp, avoid on 81 9 12
: Life S tO : 26  Shutdown, avoid on 10+ @)
3. Ammo (Streak SRM 2) 50 ITe suppor 3. Roll Again S5 -5 Movement Points O 11
4-6 4. Roll Again 4-6 4. Roll Again i )
5 Rl A 5 Fol 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 [:H'[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_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
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 zDF’FI'N?: 1
-1 Movement Points
\, / '\ / | o

© 2022 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 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Blackjack C Name:
Movement Points: Tonnage: 45 . I .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Clan v — i
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 Large Pulse Laser LA 10 10[P] — B 14 20
1 Large Pulse Laser RA 10 10[P] — B 14 20
1 Streak SRM 4 LT 3 2/MsI[MC] — 4 8 12 Right Arm
1 Streak SRM 4 RT 3 2/MsIMC] — 4 8 12
Left Right
Leg Leg
(22) (22)
o
o
o
Left o Right
Ammo: (Streak SRM 4] 25 Torso Rear o Torso Rear
(7) (7)
\ BV: 1639 @
\ /
/ 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'F 2. Upper Arm Actuator 30*
13 3. [Large Pulse Laser 4. Ferro-Fibrous 13 3. [Large Pulse Laser o9
" g, Large Pulse Laser 5. S'ensors " 4, Large Pulse Laser "
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous 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 Lt Right 22
6. Gyro Leg Leg 21*
1. Gyro . (11) (11) 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. Roll Again 3. [Double Heat Sink
1-3 4. [Double Heat Sink 6. Roll Again 1-3 4. L Double Heat Sink Double Heat Sinks: N 16
5. Streak SRM 4 5. Streak SRM 4 11 (20 : 5%
6. Ammo (Streak SRM 4) 25 Engine Hts O O O 6. FerroFibrous Level* Effects (22] 14*
G\jl“D Hits o o 30 Shutdown 13*
1. CASEIl 1. F -Fib! .
2. FerroFibrous Sensor HitsQ O 2 FZ:ZFL:ZEE 25 amme Bxp. avaid on B4 80 12
. Life Suppor‘t 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+
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 [:H'[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_" 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. Jump Jot Diagram 6. Jump Jot 5 -1 Movement Points d
\, / '\ / | o
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ARMOR DIAGRAM

Head (6)
Left Torso

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Rifleman RFL-3N Name:
Movement Points: Tonnage: 60 . I .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
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 Laser LA 8 B8|[DE] — 5 10 15
1 AC/5 LA 1 5[DBS] 3 6 12 18
1 Large Laser RA 8 B8I[DE] — 5 10 15 Right Arm
1 AC/5 RA 1 5[DBS] 3 6 12 18
1 Medium Laser LT 3 5I[DE] - 3 B 8
1 Medium Laser RT 3 5]DE] - 3 6 9
o
o
Left © Right
Ammo: (AC/5) 20 Torso Rear o) Torso Rear
(2) (2)
BV: 1,039
N\ /
\
/, \ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (14 ) Right Torso (14) (G
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 o 30*
13 3. [Large Laser 4. Roll Again 13 3. [Large Laser o o9
" g, Large Laser 5. S'ensors " 4, Large Laser o
5.[AC/5 6. Life Support 5.[AC/5 [e] 28*
6.| AC/5 6.| Ac/5 g Right | 27
Arm *
1.|Ac/5 Center Torso 1.[AC/5 ° (10) =
2.lac/s 1. Fusion Engine 2.Llac/s Q 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 3. Fusion Engine 1. Medium Laser 18*
2. Roll Again 4-6 4. Fusion Engine 2. Roll Again 17+
3. Roll Again 5. Ammo (AC/5) 20 3. Roll Again
1-3 4. Roll Again 6. Roll Again 1-3 4. Roll Again s 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*
i 30 Shutdown
1. Roll Again G\jI“D H!tS o o 1. Roll Again 28 Ammo Exp, avoid on 8+ O 13+
2. Rol Again Sensor HitsQ O 2. Roll Again ' 12
9 : g 26  Shutdown, avoid on 10+ @)
a 6 3. Roll Again Life SUPPOT‘to a 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
I 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_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Heat Sink Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMOd'f'erz”PF'Tet 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Rifleman C 3

N\

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Left To

Head (9)

rso Right Torso

Name:
Movement Points: Tonnage: 60 . I .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Clan v — i
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
1 ER Large Laser LA 12 10[DE] — 8 15 25
1 Ultra AC/5 LA 1 5/Sht - 7 14 21
[DBR/C] Right Arm
1 ER Large Laser RA 12 10|[DE] — 8 15 25
1 Ultra AC/5 RA 1 5/8ht - 7 14 21
[DBR/C]
1 ER Medium Laser LT 5 7I[DE] — 5 10 15
1 ER Medium Laser RT 5 7[DE] — 5 10 15 Left Right
Leg Leg
(23) (23)
Left Right
Ammo: [Ultra AC/5) 40 Torso Rear Torso Rear
(5) (5)
\ BV: 1871 @
\ /
/, \ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ — Scale
Head Left Torso (14 ) Right Torso (14) (G
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 o 30*
13 3. ERLlarge Laser 4. Roll Again 13 3. ERLlarge Laser o o9
"3 4. [ultra AC/5 5. Sensors "9 4.[Ultra AC/5 o -
5. | Ultra AC/5 6. Life Support 5. | Utra AC/5 ° 28
6. Lultra Ac/5 6. Luitraac/5 g Right 27
Arm 2B *
1. Ammo (Ultra AC/5) 20 Center Torso 1. Ammo (Ultra AC/5) 20 o (10)
2. Roll Again 1. Fusion Engine 2. Roll Again 9 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. [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. ER Medium Laser 5. [ Double Heat Sink 3. ER Medium Laser
1 -3 4. Endo Steel B. [Duuble Heat Sink 1 -3 4. Ferro-Fibrous N . \ 16
Double Heat Sinks: "
5. Endo Steel 5. Ferro-Fibrous 14 28] 15
6. Endo Steel Engine Hits 000 6. Ferro-Fibrous Level* Effects ( 14+
G\jl“D Hits o o 30 Shutdown 13*
1. Endo Steel 1. F -Fib! .
ndo Stee Sensor Hits O O erm_ orous 28 Ammo Exp, avoid on 8+ 00
2. Endo Steel Life S :O 2. Ferro-Fibrous 56  Shutdown. avoid on 10+ (o]e) 12
3. Endo Steel ITe suppor 3. Ferro-Fibrous ' .
4-6 4. Endo Steel 4-6 4. Ferro-Fibrous 25 5 Moverr.]ent qunts Q0 i
) ) 24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again
6. Roll A B. 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 [:H'[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_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 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 / P
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

( WARRIOR DATA \

N o
Type: Archer ARC-2W Name: OO
Movement Points: Tonnage: 70 . I .
X Gunnery Skill: Piloting Skill: O
Walking: 4 Tech Base: Inner Sphere v — i o
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | & e}
Jumping: 0 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead 8
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 LRM 20 LT 6 1/Msl[MCS] 6 7 14 21 Right Arm
1 SRM4 LT 3 2/Msl[MCS] — 3 6 9
1 LRM20 RT 6 1/Msl[MCS] 6 7 14 21
1 SRM4 RT 3 2/Msl[MCS] — 3 6 9
Left Right
Ammo: (LRM 20) 24, (SRM 4] 25 Torso Rear Torso Rear
(6) (8)
BV: 1,338
\
/, \ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ — 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'tF 2. Upper Arm Actuator g 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator o "
5. Medium Laser 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 o (1)
2. Roll Again 1. Fusion Engine 2. Roll Again 9 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
20*
1. Gyro . (15) "
Left Torso 2. Fusion Engine Right Torso 19
1.[LRM 20 46 3. Fusion Engine 1. LRM 20 18*
2.|LRM 20 "0 4. Fusion Engine 2. LRM 20 17+
3.|LRM 20 5. Ammo (SRM 4) 25 3.| LRM 20
1-3 4.(LRm 20 6. Roll Again 1-3 4. LRm 20 Heat Sinks: 16
5.LLR™ 20 5.LLR™M 20 1 D 5%
6. SRM4 Engine Hts O O O 6. SRM4 Level* Effects 14*
i 30 Shutdown
1. Ammo (LRM 20) 6 Gyro H!ts (o] o] 1. Ammo (LRM 20) 6 28 Ammo Exp, avoid on 8+ (@) 137
2. Ammo (LRM 20) 6 Sensor Hits oo 2. Ammo (LRM 20) 6 56 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+
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
I 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_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
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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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Archer C 2 Name:
Movement Points: Tonnage: 70 . I .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Clan v — i
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3lals|s
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 Pulse Laser LA 4 7 [P] - 4 8B 12
1 Medium Pulse Laser RA 4 7 [P] — 4 8 12
1 LRM20 LT 6 1/MsI[MCS] — 7 14 21 Right Arm
w,/ Artemis IV (20)
1 Streak SRM 4 LT 3 2/MsIMC] — 4 8 12
1 LRM20 RT 6 1/Msl[MCS] — 7 14 21
w/ Artemis [V
1 Streak SRM 4 RT 3 2/Msli[MC] — 4 8 12 Right
Leg
(30)
Left Right
Ammao: (LRM 20 Artemis-capable) 38, (Streak SRM 4) 50 Torso Rear Torso Rear
(6) (8)
BV: 2,167 <)
\ &
\ /
/, \ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE Scale
N Head
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'F 2. Upper Arm Actuator g 30*
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator o o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator o "
5. Medium Pulse Laser 6. Life Support 5. Medium Pulse Laser [e] 28
6. FerroFibrous 6. Ferro-Fibrous O] Right 27
[0
A
1. Roll Again Center Torso 1. Roll Again ° (r'lr: ) =~
2. Roll Again 1. Fusion Engine 2. Roll Again 9 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 (CASE) 2. Fusion Engine Right Torso (CASE) 19*
1. LRM 20 3. Fusion Engine 1.|LRM 20 18*
2.|LRM 20 4-6 4. Fusion Engine 2. LRM 20 17+
3.| LRM 20 5. [ Double Heat Sink 3.|LRM 20
1-3 [ ) 1-3 ] N |18
4.lLAm 20 6. L Double Heat Sink 4.1LAm 20 Double Heat Sinks: .
5. Artemis IV FCS 5. Artemis IV FCS 12 (24) 15
6. Streak SRM 4 Engine Hts O O O 6. Streak SRM 4 Level* Effects ( 14*
i 30 Shutdown
1. Ammo (Streak SRM 4) 25 Gyro H!tS (o] o] 1. Ammo (Streak SRM 4) 25 28 Ammo Exp, avoid on 8+ O O 137
2. Ammo (LRM 20 Artemis-capable) 6 Sensor HitsQ O 2. Ammo (LRM 20 Artemis-capable) 6 5B Shutdown. avoid on 10+ e)e) 12
) Life Support o ) utdown, avoid on
3. Ammo (LRM 20 Artemis-capable) 6 PP 3. Ammo (LRM 20 Artemis-capable) 6 25 .5 Movement Points O 11
4-6 4. Ammo (LRM 20 Artemis-capable) 6 46 4. Ammo (LRM 20 Artemis-capable) 6 24 +4 Modifier to Fire '®) 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
V i 18 Shutdown, avoid on 6+ O
Left Leg L Right Leg 6
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 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"E 3
5. Roll Again Damage Transfer 5. Roll Again 180 iM’\;;erpen: F';’_'”ts 2
6. Roll Again Diagram 6. Roll Again e M odimer t”P '_ret 1
\ VAN -1 Movement Points y. o
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( 'MECH DATA \

OMNIMECH RECORD SHEET

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

0808080
O 00O

N
Type: Mad Cat (Timber Wolf) Prime Name:
Movement Points: Tonnage: 75 ] . . O
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Clan v — i O
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 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 ER Large Laser LA 12 10[DE] — 8 15 25
1 ER Medium Laser LA 5 7[DE] — 5 10 15
1 ER Large Laser RA 12 10|[DE] — 8 15 25 Right Arm
1 ER Medium Laser RA 5 7|[DE] — 5 10 15
1 LRM 20 LT 68 1/MsI[MCS] — 7 14 21
1 Medium Pulse Laser LT 4 7][P] — 4 8 12
1 LRM20 RT B8 1/MsI[MCS] — 7 14 21
1 Machine Gun RT — 2[DBAI - 1 2 3
1 Machine Gun CT — 2[DBAI - 1 2 3
Left Right
Ammao: (LRM 20) 12, (Machine Gun) 200 Torso Rear Torso Rear
(7) (7)
BV: 2,737
\
/ 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 o
2. Upper Arm Actuator 3. COCkP'F 2. Upper Arm Actuator g 30*
,I 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator e} o9
a4 [Dnuble Heat Sink 5. Sensors " [Duuble Heat Sink ) -
5. L Double Heat Sink B. Life Support 5. L Double Heat Sink 2 28
6. ERLarge Laser 6. ERLarge Laser o | Right 27
. . o Arm 26*
1. ER Medium Laser Center Torso 1. ER Medium Laser [e] (12)
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 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 . (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.|LRM 20 5. Machine Gun 3.[LRM 20
- - 16
13 4 1am 2o 6. Endo Steel 18 41w z0 Double Heat Sinks: h
5. LRM 20 5. LRM 20 17 34' a5+
6.LLrRM 20 Engine Hts O O O 6.LLRM 20 Level* Effects (34) 14*
. Gyro Hits 00 . 30 Shutdown 13*
1. Medium Pulse Laser 1. Machine Gun " O O
i 28 Ammo Exp, avoid on 8+
2. Ammo (LRM 20) 6 Ls_fngﬂf‘ Hlti 8 o 2. Ammo (LRM 20) 6 o6 Shutdownp avoid on 10+ 00 12
ITe suppor i !
4-6 3. Endo s;ee\ PP 4-6 3. Ammo (Machine Gun) 200 S5 -5 Movement Points 00 11
4. Ferro-Fibrous 4. Endo Steel . X
) 24  +4 Modifier to Fire (o]e) 10*
5. Ferro-Fibrous 5. Ferro-Fibrous 293 Ammo Exp, avoid on B+
6. Roll Again 6. Ferro-Fibrous oo Shutdownpyavoid on 8+ O O 9
20 -4 Movement Points Q0 8%
19  Ammo Exp, avoid on 4+ o0 7
Left Leg [:H'[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_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
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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BATTLETECH

OMNIMECH RECORD SHEET

\
Type: Mad Cat (Timber Wolf) T
Movement Points: Tonnage: 75
Walking: 5 Tech Base: Clan
Running: 8 Rules Level: Standard
Jumping: 0 Role: Missile Boat
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Imp. Heavy Medium LA 7 10[DEX] - 3 6
Laser
1 ER Medium Laser LA 5 7[DE] — 5 10 15
1 Imp. Heavy Medium RA 7 10[DEX] - 3 6
Laser
1 ER Medium Laser RA 5 7[DE] — 5 10 15
1 LRM 20 LT 6 1/MsI[MCS] — 7 14 21
w/ Artemis V
1 ERSmallPulse Laser LT 3 5[PAI - 2 4
1 LRM20 RT 6 1/Msl[MCS] — 7 14 21
w/ Artemis V
1 ER Small Laser RT 2 5][DE] - 2 4
1 ER Small Laser CT 2 5]|DE] - 2 4

Ammao: (LRM 20 Artemis V-capable) 36

( 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

(7)

ARMOR DIAGRAM

Head (9)
Left Torso

0808080
O 00O

00©

Right Torso

Right Arm

Right

Torso Rear

(7)

\ BV: 2714 @
\ /
/ N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ 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'F 2. Upper Arm Actuator g 30*
,I _3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 _3 3. Lower Arm Actuator e} o9
a, [Dnuble Heat Sink 5. Sensors a, [Duuble Heat Sink ) -
5. L Double Heat Sink B. Life Support 5. L Double Heat Sink 2 28
6. | Imp. Heavy Medium Laser 6. [ Imp. Heavy Medium Laser o | Right 27
o Arm 2B *
1. LImp. Heavy Medium Laser Center Torso 1. Limp. Heavy Medium Laser [e] (12)
2. ER Medium Laser 1. XL Fusion Engine 2. ER Medium Laser ) 25*
4-6 3. Ammo (LRM 20 Artemis V-capable) 8 o x| Fusion Engine a4-6 3. Ammo (LRM 20 Artemis V-capable) 6 24+
"© 4. Ammo (LRM 20 Artemis V-capable) 6_ 3. XL Fusion Engine "© 4. Ammo (LRM 20 Artemis V-capable) 6 o3+
5. Ammo (LRM 20 Artemis V-capabl, 4. Gyro 5. Ammo (LRM 20 Artemis V-capable) 6 "
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous Right 22
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.|LRM 20 5. ER Small Laser 3.[LRM 20
1-3 1-3 ] N\ |18
:' tgm Zg 6. Endo Steel :' tgm zg Double Heat Sinks: 15
6.LLAM 20 Engine Hits O O O 6.LLRM 20 Level* Effects 17(34) 14
. Gyro Hits 00 . 30 Shutdown 13*
1. [ Artemis V FCS 1. [ Artemis V FCS ) (o]e)
i 28 Ammo Exp, avoid on 8+
2 [A"emis VFCS Sensor Hits Q O 2 [A"temis VFCS 26 Shutdown, avoid on 10+ 0]@) 12
3. ER Small Pulse Laser Life Support O 3. ERSmall Laser ' ,
a4-6 a4-6 25 -5 Movement Points O O 11
4. Endo Steel 4. Endo Steel . .
: 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
V i 18 Shutdown, avoid on 6+ O
Left Leg L Right Leg 6
1. Hip 1 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 FI.I"E
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Endo Steel Diagram 6. Endo Steel 2 ! oder EUPF'Tet 1
-1 Movement Points
/7 \ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

\ \
( 'MECH DATA \ ( WARRIOR DATA
Type: Annihilator ANH-2A Name:
Movement Points: Tonnage: 100 . _— .
Walking: 2 Tech Base: Inner Sphere Gunnery Skill: ___ Piloting Skl
Running: 3 Rules Level: Standard HitsTaken | 1 | 2 | 3 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
[DB,C/F/S]
1 Medium Pulse Laser LA 4 B[P] — 2 4 B \ A\ Right Arm
1 LB10XAC RA 2 10 — 12 18 )
[DB,C/F/S]
1 Medium Pulse Laser RA 4 B[P] - 2 4 6
1 LB10XAC LT 2 10 — 12 18
[DB,C/F/S]
1 LB10XAC RT 2 10 — B 12 18
[DB,C/F/S]
2 MediumPulse Laser CT 4 B[P - 2 4 B
o
o
: o
‘ Y Left o Right
Ammo: (LB 10X] 20, (LB 10X Cluster] 20 s Torso Rear o Torso Rear
(@Mb (9) (9)
\ BV: 1595 @
\ /
/ \
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*
3. Lower Arm Actuator 4. Heat Sink 3. Lower Arm Actuator
1-3 4 [ie10xAC 5. Sensors 1-3 4 s 10xac 23
5.|LB 10X AC 6. Life Support 5.| LB 10X AC 28>
6.|LB10-XAC 6.| LB 10-XAC 27
1.| LB 10-X AC Center Torso 1.| LB10-X AC 26~
2.|LB 10X AC 1. Fusion Engine 2.[LB10XAC 25*
4-6 3.lLB10xAC 2. Fusion Engine 4-6 3.LLB10xAC 24+
4. Medium Pulse Laser 3. Fusion Engine 4. Medium Pulse 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. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
13 3.[LB10-XAC 5. Medium Pulse Laser 13 3.|LB10-XAC 16
4.|LB10-XAC 6. Medium Pulse Laser 4.|LB10-XAC Heat Sinks: -
5.| LB 10-X AC 5. LB 10X AC 17 15
6.|LB10XAC Engine Hts O O O 6.|LB10X AC Level* Effects 14*
i 30 Shutdown *
1.|LB10XAC SEEZ;?‘ ::E: 8 8 1.|LB10XAC 28 Ammo Exp, avoid on 8+ 010 13
2.1LB10XAC : 2.lLB10xAc 26  Shutdown, avoid on 10+ ole) 12
3. Ammo (LB 10X Cluster) 10 Life Support O 3. Ammo (LB 10X Cluster] 10 ' ,
a4-6 a4-6 25 -5 Movement Points O O 11
4. Ammo (LB 10-X) 10 4. Ammo (LB 10-X) 10 24 +4 Modifier to Fire O O 10+
5. CASE 5. CASE .
6. Roll Again 6. Roll Again 23 Ammo Exp, avoid on 6+ oo 9
. . 22 Shutdown, avoid on 8+ O O Py
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ o0 7
Left Leg [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l_ 1. Hi 17 +3 Modifier to Fire O "
P game Plate P 15 -3 Movement Points 2
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+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Heat Sink Damage Transfer 5. Heat Sink 180 qu,\;WZ-Ten: F'E_'”ts 2
B. Heat Sink Diagram B. Heat Sink e Mose;‘z;tupo'i;ets 1
\, / '\ / | o

© 2022 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 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Annihilator ANH-5W Name:
Movement Points: Tonnage: 100 . I .
) X Gunnery Skill: Piloting Skill:
Walking: 2 Tech Base: Mixed v — i
Running: 3 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
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 Gauss Rifle (Clan) LA 1 15[DBX] 2 7 15 22
1 Medium Pulse Laser LA 4 7 [P] - 4 8B 12
(Clan) \ g Right Arm
1 Gauss Rifle (Clan) RA 1 15[DBX] 2 7 15 22 )2
1 Medium Pulse Laser RA 4 7 [P] - 4 8B 12
(Clan)
1 Gauss Rifle (Clan) LT 1 15[DBX] 2 7 15 22
1 Gauss Rifle (Clan) RT 1 15[DBX] 2 7 15 22
2 MediumPulse Laser CT 4 7[P] - 4 8B 12
(Clan)
e Y Left Right
Ammo: (Gauss) 64 (ISa T R T R
Par—Ar . orso Hear orso Hear
(%@‘.L (8) (8)
\ BV: 2595 @
\ /
/ N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ — 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. Endo Steel 13 3. Lower Arm Actuator o9
™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. | Gauss Rifle 1. Fusion Engine 2. | Gauss Rifle 25*
4-6 3. LGauss Rifle 2. Fusion Engine a4-6 3. LGauss Rifle 24+
4. Medium Pulse Laser 3. Fusion Engine 4. Medium Pulse Laser o3+
5. CASEIl 13, Compact Gyro 5. CASEIl oor
6. Endo Steel 5. Compact Gyro 6. Endo Steel
6. Fusion Engine 21
20*
1. Fusion Engine . "
Left Torso 2. Fusion Engine Right Torso 19
1. [Double Heat Sink 3. Medium Pulse Laser 1. [Double Heat Sink 18*
2. L Double Heat Sink 4-6 4. Medium Pulse Laser 2. L Double Heat Sink 17*
3. | Gauss Rifle 5. Ammo (Gauss) 8 3. [ Gauss Rifle
1-3 4. | Gauss Rifle 6. Ammo (Gauss) 8 1-3 4. | Gauss Rifle . . N 16
) ; Double Heat Sinks: .
5. | Gauss Rifle 5. | Gauss Rifle 10 ED] 15
6. | Gauss Rifle Engine Hts O O O 6. | Gauss Rifle Level* Effects ( 14*
. Gyro Hits 00 . 30 Shutdown 13*
1. | Gauss R!fle s Hi o o 1. | Gauss R!fle 28 Ammo Exp, avoid on 8+ O
ensor Hits
2. L Gauss Rifle Life S cO 2. L Gauss Rifle 56  Shutdown. avoid on 10+ O 12
ITe suppor !
4-6 3. Ammo (Gauss) 8 PP 4-6 3. Ammo (Gauss) 8 25 .5 Movement Points O 11
4. Ammo (Gauss) 8 4. Ammo (Gauss) 8 . X
24  +4 Modifier to Fire O 10*
5. Ammo (Gauss) 8 5. Ammo (Gauss) 8 .
6 CASEl 6 CASE 23 Ammo Exp, avoid on 6+ 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
1. Hi L 1. Hi 17 +3 Modifier to Fire O "
. Hip game P labs - Hip 15 -3M t Point =
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"E 3
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Endo Steel Diagram 6. Endo Steel 2 ! oder EUPF'Tet 1
-1 Movement Points
N\ / '\ / | o
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