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ARMOR DIAGRAM

Ferro-Fibrous

Head (3)
Left Torso Right Torso

(5]

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR DA

Type: Wasp WSP-3W

Name: Amy Knight

Movement Points: Tonnage: 20 . I .

Walking: 6 Tech Bgase: Inner Sphere Gunnery Skil: - 4 Piloting Skill 5

Running: 9 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6

Jumping: 6 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead

Engine Type: 120 Fusion

Weapons & Equipment Inventory (hexes) /

Gty Type Loc Ht Dmg Min Sht Med Lng

2 Small Laser LL 1 3I[DE] -1 2 3

2 Small Pulse Laser RA 2 3I[PAI -1 2 3 Left Arm Right Arm
2 Small Laser LT 1 3[DE - 1 2 3 (3) (3)

Center
Torso

(1)

Left Right
Torso Rear Torso Rear

(1) (1)
\_BY: 342 @
\ e

/ \ Standard Structure Heat
CRITICAL TABLE \ ons Scale

Head Left Torso (5) Right Torso (5 ) Overfion
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. Ferro-Fibrous 6. Life Support 5. Small Pulse Laser 28~
6. Ferro-Fibrous 6. Small Pulse Laser Right 27
1. Ferro-Fibrous Center Torso 1. Ferro-Fibrous Arm 26~
2. Roll Again 1. Fusion Engine 2. Ferro-Fibrous (3] 25*
4-6 3. Roll Again 2. Fusion Engine a4-6 3. Ferro-Fibrous Center 24*
4. Roll Again 1-3 3. Fusion Engine 4. Roll Again Torso 23
5. Roll Again " 4. Gyro 5. Roll Again (6) oo
6. Roll Again 5. Gyro 6. Roll Again Right
6. Gyro L 21
o 20+
1. Gyro (4)
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+
I 5 i ser i DA I Y £T
5. Jump Jet 5. Jump Jet 1 O 15*
6. Small Laser Engine Hits 000 6. Ferro-Fibrous Level* Effects 14+
G\jl“D Hits o o 30 Shutdown 13*
1. Small Laser . 1. Ferro-Fibrous .
2. Ferro-Fibrous S_EI'ISOI“ Hits QO 2. Ferro-Fibrous :g ém:;z\iﬁp'ai\;?édoinfoi 8 12
4-6 2 ::Z:E:Zﬂz Life Support o 4-6 2 ;Z;’j:?;ous 25 -5 Movement Points O 11
: ! : g 24  +4 Modifier to Fire O 10*
5. Ferro-Fibrous 5. Roll Again 293 Ammo Exp, avoid on B+
P ®) 9
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 [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip ga'!‘: Y 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"E 3
5. Small Laser Damage Transfer 5. Roll Again 180 qu,\;WZ-Ten: F'E_'”ts 2
6. Small Laser Diagram 6. Roll Again 5 Mot\)le;?a;tul:’c:i;is 1
N\ /7 '\ / | o

© 2023 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

Ferro-Fibrous

Head (6)
Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
TVPE= Wasp WSP-3A Name: Ethan Pecson
Movement Points: Tonnage: 20 . I .
) Gunnery Skill: 4 Piloting Skill: 5
Walking: 8 Tech Base: Inner Sphere v i
Running: 12 Rules Level: Standard Hits Taken 2 |3 5| 6
Jumping: 8 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 160 XL p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM 2 LL 2 2/MsI[MC] — 3 B 9
1 ER Medium Laser RA 5 5][DE] — 4 8 12 Left Arm Right Arm
(5) (5)
Center
Torso
(2)
Left Right
T R T R
Ammo: (Streak SRM 2) 50 oree Hear oree near
(2) (2)
\, Bv: 517/ @ INTERNAL STRUCTURE DIAGRAM
\ / .
/, \ Endo-Composite Heat
CRITICAL TABLE \ o Scale
Head Left Torso (5) Right Torso [5) Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit ) 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. EndoComposite 13 3. Lower Arm Actuator o9
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. Ferro-Fibrous 6. Life Support 5. ER Medium Laser 28
6. Ferro-Fibrous 6. Ferro-Fibrous Right 27
1. Ferro-Fibrous Center Torso 1. Ferro-Fibrous A;m =
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous (3) 25*
4-6 3. Ferro-Fibrous 2. XL Fusion Engine a4-6 3. Ferro-Fibrous Center 24*
" 4. FerroFibrous 3. XL Fusion Engine " 4. FerroFibrous Torso 23
5. Ferro-Fibrous 1-3 4. XL Gyro 5. Ferro-Fibrous (6) oo
6. Roll Again 5. XL Gyro 6. Ferro-Fibrous .
. Right
6. XLGyro Leg 21
20*
1. XLGyro ) (4] -
Left Torso (CASE Il) 2. XLGyro Right Torso 19
1. XL Fusion Engine 3. XL Gyro 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. XL Fusion Engine 3. XL Fusion Engine
1-3 4. Heat Sink 6. XL Fusion Engine 1-3 4. Heat Sink s 16
: 9 : Heat Sinks: "
5. Heat Sink 5. Heat Sink 10 15
6. Jump Jet Engine Hits 000 6. Jump Jet Level* Effects 14+
G\jl“D Hits o o 30 Shutdown 13*
1. Jump Jet Sensor Hit o o 1. Jump Jet 28 Ammo Exp, avoid on 8+ O
2. Jump Jet enso S 2. Jump Jet O 12
Life Support O 26 Shutdown, avoid on 10+
3. Ammo (Streak SRM 2) 50 PP 3. Endo-Composite S5 -5 Movement Points O 11
4-6 4. CASEI 4-6 4. Endo-Composite i )
24  +4 Modifier to Fire O 10*
5. Endo-Composite 5. Endo-Composite .
6 EndoG 6 EndoG 23 Ammo Exp, avoid on 6+ O 9
. ndo-Composite . ndo-Composite oo ShUtdOWI"I, 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
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 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. Jump Jet Damage Transfer 5. Jump Jet 180 f‘qMMOVZ.Ten: P;:j.mts 2
6. Streak SRM 2 Diagram 6. Roll Again e M odmer t”P '_ret 1
-1 Movement Points
N\ / '\ / | o

© 2023 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (7)

Left Torso
(6)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
TVPE= Locust LCT-3M Name: Kenan Bele
Movement Points: Tonnage: 20 . I .
) Gunnery Skill: 4 Piloting Skill: 5
Walking: 8 Tech Base: Inner Sphere v i
Running: 12 Rules Level: Standard Hits Taken 2| s3fla]|s]|s
Jumping: 0 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 160 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Small Laser LA 1 3I[DE] - 1 2 3
1 Anti-Missile System LA 1 [PB] -1 - = Left Arm Right Arm
2 Small Laser RA 1 3[DE] - 1 2 3 (4) (4)
1 Medium Laser CT 3 5|[DE] - 3 9
Center
Torso
(2)
Left Right
Ammo: (AMS) 12 Torso Rear Torso Rear
’ (2) (2)
\_BV: 522 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ e /
/, \ Endo Steel Heat
CRITICAL TABLE \ o Scale
Head Left Torso (5 Right Torso (5) 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 30*
13 3. Small Laser 4. Ferro-Fibrous 13 3. Small Laser o9
"2 4. Small Laser 5. S'ensors "2 4. Small Laser "
5. Anti-Missile System 6. Life Support 5. Ferro-Fibrous 28
6. Ferro-Fibrous 6. Ferro-Fibrous Right 27
1. Ferro-Fibrous Center Torso 1. Ferro-Fibrous A;m =
2. Ferro-Fibrous 1. Fusion Engine 2. Ferro-Fibrous (3) 25*
4-6 3. Ferro-Fibrous 2. Fusion Engine a4-6 3. Ferro-Fibrous Center 24*
" 4. FerroFibrous 3. Fusion Engine " 4. FerroFibrous Torso 23
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous (6) "
6. Rol Again 5. Gyro 6. Roll Again ) 22
. Right
6. Gyro L 21
o 20~
1. Gyro . (4) "
Left Torso (CASE) 2. Fusion Engine Right Torso 19
1. Ammo (AMS) 12 3. Fusion Engine 1. Endo Steel 18*
2. CASE 4-6 4. Fusion Engine 2. Endo Steel 17+
3. Endo Steel 5. Medium Laser 3. Endo Steel
1-3 1-3 16
4. Endo Steel 6. Endo Steel 4. Endo Steel . .
5. Endo Steel 5. Endo Steel . Sm;(% 5%
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Endo Steel 1. Endo Steel .
ndo Stee Sensor Hits QO O ndo Stee 28 Ammo Exp, avoid on 8+ O
2' ;”iDAStee‘ Life Suppor‘t o) 2 20:: igam 26 Shutdown, avoid on 10+ O 12
. Roll Again . Roll Again .
4-6 4. Roll Again 4-6 4. Roll Again 25 5 Moverr.]ent qunts O i
) ) 24  +4 Modifier to Fire O 10*
:' EOH 298”-' 2 EGI: 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 [: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. 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‘ ;U':’Flir‘et 1
-1 Movement Points
\, / '\ / | o

© 2023 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

Heavy Ferro-Fibrous

Head (9)

Left Torso
(8)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
TVPE= Locust LCT-7V Name: Nestor Poniros
Movement Points: Tonnage: 20 . I .
) Gunnery Skill: 4 Piloting Skill: 5
Walking: 10 Tech Base: Inner Sphere v i
Running: 15 Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 0 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 200 Light /
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Magshot LA 1 2[DBX] - 3 6 8
1 Magshot RA 1 2[DBX] - 3 B 8 Left Arm Right Arm
1 Medium X-Pulse Laser CT 6 G6[P] - 3 6 8 (6) (6)
Center
Torso
(2)
Left Right
T R T R
Ammo: [Magshot] 50 orso Hear orso Hear
(2) (2)
\, BV: 585 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Endo Steel Heat
CRITICAL TABLE \ Scale
Head Right Torso (5 ) Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit ) 2. Upper Arm Actuator 30*
13 3. [Magshut 4. Heavy Ferro-Fibrous 13 3. [Magshot o9
2 g Magshot 5. S'ensors g Magshot "
5. Heavy Ferro-Fibrous 6. Life Support 5. Heavy Ferro-Fibrous 28
6. Heavy Ferro-Fibrous 6. Heavy Ferro-Fibrous Right 27
1. Heavy Ferro-Fibrous Center Torso 1. Heavy Ferro-Fibrous Ar3m 25
2. Heavy Ferro-Fibrous 1. Light Fusion Engine 2. Heavy Ferro-Fibrous (3) 25*
4-6 3. Heavy Ferro-Fibrous 2. Light Fusion Engine a4-6 3. Heavy Ferro-Fibrous Center 24*
O 4. Heavy Ferro-Fibrous 3. Light Fusion Engine "0 4 Heavy Ferro-Fibrous Torso 23
5. Heavy Ferro-Fibrous 1-3 4. Gyro 5. Heavy Ferro-Fibrous (6)
. i 20 *
6. Heavy Ferro-Fibrous 5. Gyro 6. Heavy Ferro-Fibrous Right
1
6. Gyro Lg 21
eg
20*
1. Gyro . (4)
Left Torso 2. Light Fusion Engine Right Torso 19*
1. Light Fusion Engine 3. Light Fusion Engine 1. Light Fusion Engine 18*
2. Light Fusion Engine 4-6 4. Light Fusion Engine 2. Light Fusion Engine 17*
1 3 3. [ Double Heat Sink 5. Medium X-Pulse Laser 1 3 3. | Double Heat Sink 16
™ 4.| Double Heat Sink 6. Ammo [Magshot) 50 " 4. Double Heat Sink Double Heat Sinks:
5. L Double Heat Sink 5. L Double Heat Sink 10 EDl a5+
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects (20] 14*
G\jl“D Hits QO 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 . O 12
Life Support o) 26 Shutdown, avoid on 10+
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. Endo Steel 5. Endo Steel .
6 Endo Steol 6 Endo Stecl 23 Ammo Exp, avoid on 6+ O 9
- Endo Stee - Endo Stee 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
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 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. Heavy Ferro-Fibrous Damage Transfer 5. Heavy Ferro-Fibrous 10 -2 Movement F'qmts 2
6. Heavy Ferro-Fibrous Diagram 6. Heavy Ferro-Fibrous 2 4;1Ml\/lod|f|er EDPFI'N?: 1
-1 Movement Points
N\ /7 '\ / | o

© 2023 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

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Blackjack BJ-3 Name: Bill Prodzinski
Movement Points: Tonnage: 45 . I .
) Gunnery Skill: 4 Piloting Skill: 5
Walking: 4 Tech Base: Inner Sphere v 9
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 4 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 180 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPC LA 10 10][DE] 3 6 12 18
1 Medium Laser LA 3 ©5][DE] - 3 6 9 Left Arm Right Arm
1 PPC RA 10 10[DE] 3 6 12 18 (12) (12)
1 Medium Laser RA 3 ©5][DE] - 3 6 8
1 Medium Laser LT 3 5][DE] - 3 6 9
1 Medium Laser RT 3 5]DE] - 3 6 8
Left Right
Leg Center Leg
(17) Torso (17)
(9)
Left Right
Torso Rear Torso Rear
(6) (6)
\, Bv: 1.271 (& INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ o Scale
Head Left Torso (11) Right Torso (11) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder S
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator o 30*
3.[PPC 4. Roll Again 3.[PPC
: : o 29
1-3 4 | prc 5. Sensors 1-3 4| pec o
5. | prc 6. Life Support 5. LpPC o 28
6. Medium Laser 6. Medium Laser Left g Right 27
1. Roll Again Center Torso 1. Roll Again A;m Ar7m 25
2. Roll Again 1. Fusion Engine 2. Roll Again (7 (7 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24*
46, r Again 3. Fusion Engine 46, ol 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 20*
1. Gyro (11 (1)
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. Medium Laser 6. Roll Again 1 -3 4. | Double Heat Sink Double Heat Sinks: 16
5. Roll Again 5. | Double Heat Sink 10 EOl 15*
6. Roll Again Engine Hts O O O 6. L Double Heat Sink Level* Effects (20] 14*
Gyro Hits O O ) 30 Shutdown pre
1. Roll A 1. Med L .
ol Again Sensor Hits QO O edium Laser 28 Ammo Exp, avoid on 8+ O
2. Roll Again Life Support O 2. Roll Again 26  Shutdown, avoid on 10+ @) 12
4-6 2 zolligam 4-6 2 20:: igam 25 -5 Movement Points O 11
- HolAgain - rolAgain 24  +4 Modifier to Fire O 10*
: EOH 298”-' 2 EGI: 298"1 23 Ammo Exp, avoid on 6+ O 9
ol Again - 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
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 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. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet 8  +1 Modifier to F|.r‘e p
9 5 -1 Movement Points
\, / '\ / | o

© 2023 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

Light Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
TVPE= BlaCkJaCk BJ-5 Name: Beverly Stulc
Movement Points: Tonnage: 45 . I .
) Gunnery Skill: 4 Piloting Skill: 5
Walking: 4 Tech Base: Inner Sphere v i
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 4 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 180 Light p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Light PPC LA 5 5|[DE] 3 6 12 18
1 Light AC/2 LA 1 2[DBS] — 6 12 18 Left Arm Right Arm
1 Light PPC RA 5 5[DE] 3 B8 12 18 (12) (12)
1 Light AC/2 RA 1 2[DBS] — 6 12 18
1 Light PPC LT 5 ©5I[DE] 3 6 12 18
1 Light PPC RT 5 5]DE] 3 6 12 18
Left Right
Leg Center Leg
(17) Torso (17)
(8)
Left Right
Ammo: (LAG,/2) 45 Torso Rear Torso Rear
(6) (6)
\, BV: 1,185 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Endo Steel Heat
CRITICAL TABLE \ o Scale
H.ead Left Torso (11) Right Torso (11) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder S
2. Upper Arm Actuator 3. G_OCkP't ) 2. Upper Arm Actuator o 30*
13 % [Light PPC 4. Light Ferro-Fibrous 13°% [Light PPC p 5
"9 4. [ Light PPC 5. Sensors "9 4. | Light PPC o «
5. Light AC/2 6. Life Support 5. Light AC/2 o 28
6. Endo Steel 6. Endo Steel Left g Right 27
1. Endo Steel Center Torso 1. Endo Steel A;m Ar7m =
2. Endo Steel 1. Light Fusion Engine 2. Endo Steel (71 (71 25*
4-6 3. Endo Steel 2. Light Fusion Engine a4-6 3. Endo Steel 24+
4. Light Ferro-Fibrous 3. Light Fusion Engine 4. Light Ferro-Fibrous o3+
5. Light Ferro-Fibrous 1-3 4. Gyro 5. Light Ferro-Fibrous "
6. Light Ferro-Fibrous 5. Gyro B. Light Ferro-Fibrous Left Right 22
e 1
6. Gyro L ¢ 21
eg Leg 20"
1. Gyro . (1 (1)
Left Torso (CASE Il) 2. Light Fusion Engine Right Torso 19*
1. Light Fusion Engine 3. Light Fusion Engine 1. Light Fusion Engine 18*
2. Light Fusion Engine 4-6 4. Light Fusion Engine 2. Light 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 EA e N 16
Double Heat Sinks: "
5. L Double Heat Sink 5. L Double Heat Sink 10120 15
6. [ Light PPC Enaine Hi 6. [ Double Heat Sink Level* Effects [ ] *
g ] ts 14
. Gyro Hits 00 . 30 Shutdown 13*
1. LLight PPC . 1. | Double Heat Sink " O
28 Ammo Exp, avoid on 8+
2. Ammo (LAC/2) 45 Ls_fngm' Hits 8 o 2. | Double Heat Sink o5 Shutdownp avoid on 10+ @) 12
ife Support i !
a4-6 2 EAdSESH | PP a4-6 2 [t'g:t :zg 25 -5 Movement Points O 11
- Endo Stee - LLight 24 +4 Modifier to Fire @) 10+
5. Endo Steel 5. Endo Steel .
6 Mol A 6 Endo Stecl 23 Ammo Exp, avoid on 6+ O 9
ol Again - Endo Stee 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ @) 5
1. Hi 1. Hi 17 +3 Modifier to Fire O 5+
P game Plate P 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+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 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 szFl-ri p
-1 Movement Points
\, / '\ / | o

© 2023 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

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ /4
'MECH DATA \ WARRIOR DA
TVPE= Phoenix Hawk PXH-3K Name: Tienke Timmerman
Movement Points: Tonnage: 45 . I .
) Gunnery Skill: 4 Piloting Skill: 5
Walking: 6 Tech Base: Inner Sphere v i
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 6 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 270 XL p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERLarge Laser LA 12 B8|[DE] - 7 14 18
1 Medium Pulse Laser LA 4 B][P] - 2 4 B Left Arm Right Arm
1 ERLarge Laser RA 12 8|[DE] - 7 14 18 (13) (13)
1 Medium Pulse Laser RA 4 B [P] - 2 4 B
Left Right
Leg Center Leg
(18) Torso (18)
(6)
Left Right
Torso Rear Torso Rear
(4) (4)
\_BV: 1.358 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ e /
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (11) Right Torso (11) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder S
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. Hand Actuator 5. S'ensors "2 4. Hand Actuator [e] "
5. [ER Large Laser 6. Life Support 5. [ER Large Laser o 28
6. LER Large Laser 6. LER Large Laser Left g Right 27
1. Medium Pulse Laser Center Torso 1. Medium Pulse Laser A;’" A"7m =
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous (71 (71 25*
4-6 3. Ferro-Fibrous 2. XL Fusion Engine a4-6 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 oo
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro Leg Leg 21
1. Gyro (11 (1) 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 ' . 1-3 ; ] N L1s
4. [ Double Heat S!nk 6. Ferro-Fibrous 4. [ Double Heat S!nk Double Heat Sinks: -
5. | Double Heat Sink 5. | Double Heat Sink 12 (24 15
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (24 14*
G\jl“D Hits QO O 30 Shutdown 13*
1. J J 1. J J .
2 Jz:p Je': Sensor HitsQ O . 28 Ammo Exp, avoid on 8+ 00
- Jump Jet - 2. Jump Jet 26 Shutd id on 10+ oo 12
Llfe Su ort o utaown, avoia on
a 6 3. Jump Jet PP a 6 3. Jump Jet 25 .5 Movement Points O 11
"9 4. Ferro-Fibrous "0 4. FerroFibrous i )
24  +4 Modifier to Fire O 10*
5. Ferro-Fibrous 5. Ferro-Fibrous .
6 Aol A 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- holAgain - Roll Again 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. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 180 iMMOVZTE”: P":j_'”ts 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous 5 M odimer tDF’ I'N?: 1
-1 Movement Points
N\ / '\ / | o

© 2023 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

\ \
( 'MECH DATA \ ( WARRIOR DA

Type: Phoenix Hawk PXH-4M

Name: Teresa Aris

\ BV: 1.327 @ )

Movement Points: Tonnage: 45 . _— .
Walking: 6 Tech Bgase: Inner Sphere Gunnery Skil: - 4 Piloting Skill 5
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 6 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 270 Light

Weapons & Equipment Inventory (hexes) /

Gty Type Loc Ht Dmg Min Sht Med Lng

1 Light PPC LA 5 5|[DE] 3 6 12 18

1 Medium X-Pulse Laser LA 6 B[P] - 3 6 9

1 Light PPC RA 5 ©5I[DE] 3 6 12 18

1 Medium X-Pulse Laser RA 6 B[P] - 3 6 9

2 Small X-Pulse Laser CT 3 3[PAI] - 2 4 5

Left
Torso Rear
(4)

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

Right Torso

Center
Torso

(6)

INTERNAL STRUCTURE DIAGRAM

Right
Torso Rear
(4)

Right Arm
(14)

\
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (11) Right Torso (11)  [Overfion
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder S
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. Hand Actuator 5. S'ensors "2 4. Hand Actuator [e] "
5. [Light PPC B. Life Support 5. [Light PPC o 28
6. L Light PPC 6. LLight PPC Left g Right 27
1. Medium X-Pulse Laser Center Torso 1. Medium X-Pulse Laser A;’" A"7m =
2. Endo Steel 1. Light Fusion Engine 2. Endo Steel (71 (71 25*
3. Endo Steel i i i 3. Endo Steel 24*
4-6 ’ 2. L!ght Fus!on Eng!ne 4-6
4. Roll Again 3. Light Fusion Engine 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 L
eg Leg 20"
1. Gyro . (1 (1)
Left Torso 2. Light Fusion Engine Right Torso 19*
1. Light Fusion Engine 3. Light Fusion Engine 1. Light Fusion Engine 18*
2. Light Fusion Engine 4-6 4. Light Fusion Engine 2. Light Fusion Engine ,_\ 17+
3. [ Double Heat Sink 5. Small X-Pulse L: 3. | Double Heat Sink
1-3 4. | Double Heat Sink X Pulo Lacar 1'34 Double Heat Sink EA ~ N |18
. | Double Heat Sin B. Small X-Pulse Laser . | Double Heat Sinl Double Heat Sinks:
5. L Double Heat Sink 5. L Double Heat Sink 10 24' a5+
6. Jump Jet Engine Hits 000 6. Jump Jet Level* Effects (24 14+
G\jl“D Hits QO O 30 Shutdown 13*
1. J Jet 1. J Jet .
ump Jef Sensor Hits QO O ump e 28 Ammo Exp, avoid on 8+ ole;
2. Jump Jet Life Support O 2. Jump Jet 26  Shutdown, avoid on 10+ 0]0) 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. Endo Steel 5. Endo Steel .
6. Roll A B. Roll A 23 Ammo Exp, avoid on 6+ O 9
- holAgain - rolAgan 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[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 Vlovement 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 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
N\ / '\ / | o

© 2023 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: Wraith TR1

BATTLEMECH RECORD SHEET

N\

Movement Points: Tonnage: 55
Walking: 7 Tech Base: Inner Sphere
Running: 11 Rules Level: Standard
Jumping: 7 Role: Skirmisher
Engine Type: 385 XL

Weapons & Equipment Inventory (hexes)

( WARRIOR DA \

Name: Drew Chellos

BATTLETECH

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

ARMOR DIAGRAM

Ferro-Fibrous

Head (8)

Left Torso Right Torso

Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Pulse Laser LA 4 B[P] - 2 4 6
1 Large Pulse Laser RA 10 9[P] - 3 7 10 Right Arm
(14)
Right
Center Leg
Torso
Torso Rear Torso Rear
(5) (5)
\_BV: 128/ (ﬁ) INTERNAL STRUCTURE DIAGRAM
— /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (13) Right Torso (13 ) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder °
2. Upper Arm Actuator 3. COCkP'F 2. Upper Arm Actuator o 30*
13 3. Lower Arm Actuator 4. FerroFibrous 13 3. Lower Arm Actuator o o9
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o "
5. Medium Pulse Laser 6. Life Support 5. [Large Pulse Laser ) 28
6. Medium Pulse Laser 6. LLarge Pulse Laser Left o Right 27
*
1. Endo Steel Center Torso 1. Endo Steel A;m © Arsm =2
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel (9] o) (2] 25*
4-6 3. Endo Steel 2. XL Fusion Engine a4-6 3. Endo Steel 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 o
1. Gyro (13) (13)
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. Jump Jet 3. XL Fusion Engine
1-3 4. Jump Jet 6. Ferro-Fibrous 1-3 4. Jump Jet . . N 16
Double Heat Sinks
5. Jump Jet 5. Jump Jet 10 EO' 15*
6. Jump Jet Engine Hits 000 6. Jump Jet Level* Effects (20] 14+
G\jl“D Hits o o 30 Shutdown 13*
1. Endo Steel 1. Endo Steel .
2 o sz:; Sensor Hits O O 2 o s:; 28 Amma Bxp, avod on B+ Q 12
’ ) Life Support o ’ 26  Shutdown, avoid on 10+ @)
4-6 3. Fer‘r‘o-F?brous 4-6 3. Ferro-Fibrous o5 .5 Movement Points O 11
4. Ferro-Fibrous 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 [:H'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ @) 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"E 3
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
- ovement Points
N\ /7 '\ / | o

© 2023 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

Ferro-Fibrous

Head (8)

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
TVPE= Wraith TRS Name: Konstantin Langen
Movement Points: Tonnage: 55 . I .
) Gunnery Skill: 4 Piloting Skill: 5
Walking: 6 Tech Base: Inner Sphere v i
Running:  9[12] Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 7 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 330 XL p
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium X-Pulse Laser LA 6 B[P] - 3 6 8
1 Large X-Pulse Laser RA 14 9[P] — 5 10 15 Right Arm
(14)
Right
Center Leg
Torso
Torso Rear Torso Rear
(5) (5)
\, BV: 1,581 @ INTERNAL STRUCTURE DIAGRAM
\ / .
/, \ Endo-Composite Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (13) Right Torso (13 ) 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 o 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o o9
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o "
5. Medium X-Pulse Laser 6. Life Support 5. [Large X-Pulse Laser ° 28
6. Medium X-Pulse Laser 6. LLarge X-Pulse Laser Left o Right 27
1. Endo-Composite Center Torso 1. Endo-Composite A;m © Arsm =2
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous (9] [©) (2] 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 "
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous . 22
. Left Right
6. Gyro L 21
eg Leg 20"
1. Gyro _ (13) (13)
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. [ Improved Jump Jet 3. XL Fusion Engine
1-3 4. [ Improved Jump Jet B. [Im roved Jump Jet 1-3 4. [ Improved Jump Jet . . 16
P P Double Heat Sinks: "
5. Limproved Jump Jet 5. LiImproved Jump Jet 13 (26 15
6. [Improved Jump Jet Engine Hits o o o 6. [ Improved Jump Jet Level* Effects [ ] 14+
G\jl“D Hits QO O 30 Shutdown 13*
1. Limproved Jump Jet . 1. Limproved Jump Jet 28 Ammo Exp, avoid on 8+ O O
2. [ Improved Jump Jet Sensor HitsQ O 2. [ Improved Jump Jet P avo (o]e) 12
Life S tO 26  Shutdown, avoid on 10+
4-6 3. Limproved Jump Jet ITe suppor 46 3. Limproved Jump Jet 25 .5 Movement Points O O 11
4. Endo-Composite 4. Supercharger 24 +4 Modifier to Fire O 10+
5. Endo-Composite 5. Endo-Composite .
) 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 [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi L 1. Hi 17 +3 Modifier to Fire O "
- Hip game D 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_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Endo-Composite Damage Transfer 5. Endo-Composite 102 Movement F'qmts 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous g 4;1Ml\/lod|f|er EUPF'_'"‘?: 1
- ovement Points
N\ /7 '\ / | o

© 2023 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: Archer ARC-5R

N\

Ammo: (LRM 15 Artemis) 32

Movement Points: Tonnage: 70

Walking: 4 Tech Base: Inner Sphere

Running: 6 Rules Level: Standard

Jumping: 0 Role: Missile Boat

Engine Type: 280 Fusion

Weapons & Equipment Inventory (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERLarge Laser LA 12 B8][DE] - 7 14 18
1 ERLarge Laser RA 12 B8IDE] - 7 14 18
1 LBRM15 LT 5 1/MsI[MCS] 6 7 14 21

w/ Artemis IV
1 LBRM15 RT 5 1/MslI[IMCS] 68 7 14 21
w/ Artemis IV

\

BV: 1672

®

( WARRIOR DATA \

Name: Halit Musa

BATTLETECH

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

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

O00000000
000000000

o
(0]

Right Arm
(20)

Left i
Leg Center Leg
(22) Torso (22)

(8)

Left
Torso Rear

(5]

INTERNAL STRUCTURE DIAGRAM

Right
Torso Rear

(5)

/ \ Endo Steel Heat
CRITICAL TABLE \ Head 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'tF 2. Upper Arm Actuator (o] 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator g o9
4. Hand Actuator 5. S'ensors 4. Hand Actuator o "
5. [ER Large Laser 6. Life Support 5. [ Double Heat Sink o 28
6. LER Large Laser 6. | Double Heat Sink Left O] Right 27
(o]
1. Endo Steel Center Torso 1. L Double Heat Sink A’:I': [e) AT:I 26~
2. Endo Steel 1. Fusion Engine 2. [ER Large Laser (1 [©) (m 25*
3. Roll Again 2. Fusion Engine 3. LER Large Laser 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Endo Steel 23+
5. Roll Again 1-3 4. Gyro 5. Endo Steel oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro L
eg Leg 20"
1. Gyro . (15) (15)
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) 19*
1.|LRM 15 3. Fusion Engine 1./ LRM 15 18*
2.|LRM 15 4-6 4. Fusion Engine 2. LRM 15 17+
3.LLRM 15 5. Roll Again 3.LLRM 15
1-3 4. Artemis IV FCS 6. Roll Again 1-3 4. Artemis IV FCS Double Heat Sinks: N 16
5. Ammo (LRM 15 Artemis) 8 5. Ammo (LRM 15 Artemis) 8 10 24' 15*
6. Ammo (LRM 15 Artemis) 8 Engine Hts O O O 6. Ammo (LRM 15 Artemis) 8 Level* Effects (24) 14*
G\jl“D Hits QO O 30 Shutdown 13*
1. CASE 1. CASE .
Sensor Hits o o 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 S5 -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 Steel B. Endo Stecl 23 Ammo Exp, avoid on 6+ O 9
- Endo Stee - Endo Stee 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H-[H LVS.[ Right Leg 18 Shutdown, avoid on 6+ (@) 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 @)
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. Roll Again Damage Transfer 5. Roll Again 10 2 Movement F'qmts 2
6. Roll Again Diagram 6. Roll Again 8  +1 Modifier to F|.r‘e p
9 5 -1 Movement Points
\, / '\ / | o

© 2023 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: Archer ARC-7C

Movement Points:

BATTLEMECH RECORD SHEET

Tonnage:

N\

70

( WARRIOR DATA \

Name: Gideon Burianova

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

Walking: 5 Tech Base: Mixed Gunnery Skill: 4 Piloting Skill: 5
Running: 8 Rules Level: Standard Hits Taken | 1 2| 3lals|s
Jumping: 0 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 350 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERMediumLaser(C) LA 5 7][DE] — 5 10 15
1 ERMedium Laser[C) RA 5 7 [DE] — 5 10 15 Loft Armm Right Arm
1 LRM 20 (C) LT 6 1/MsI[MCS] — 7 14 21 (22) (22)
w/ Artemis V
1 LRM 20 (C) RT B 1/MsI[MCS] — 7 14 21
w,/ Artemis V
2 ERMediumlaser(C) CT 5 7[DE] — 5 10 15 Left Right
R) Leg Center Leg
. (26) Torso (26)
1 Targeting Computer HD — [E] - - - - (10)
(1S)
Left Right
Ammo: [LRM 20 Artemis V) 24 Torso Rear Torso Rear
(6) (6)
\_EV: 2408 @)
/, \ \ / Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (15 Right Torso (15 ) Overfion
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. Lower Arm Actuator 4. Targeting Computer 3. Lower Arm Actuator o
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator g 29
5. ER Medium Laser [Clan] 6. Life Support 5. ER Medium Laser [Clan] ° 28~
6. Roll Again 6. Roll Again Left O Right 27
(o]
1. Roll Again Center Torso 1. Roll Again A’:I': [e] AT:I 26>
2. Roll Again 1. XL Fusion Engine 2. Roll Again () o) M1 Jas5+
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
6. Rol Again 5. Gyro 6. Roll Again Lot Right 22>
6. Gyro Leg Leg 21*
1. Gyro ) (15) (15) 20
Left Torso (CASEIl) 2. XL Fusion Engine Right Torso [CASE Il) 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. ER Medium Laser [Clan] (R) 1 _3 3. XL Fusion Engine \ 16
4.[LRM 20 [Clan] 6. ER Medium Laser [Clan] (R) 4.[LRM 20 [Clan] Double Heat Sinks: -
5. | LRM 20 [Clan] 5.| LRM 20 [Clan] 14 (28) a5
6. | LRM 20 [Clan] Engine Hits O O O 6.| LRM 20 [Clan] Level* Effects ( 14+
G\jl“D Hits o o 30 Shutdown 13*
1. LLRM 20 [Clan] . 1. LLRM 20 [Clan] .
2. [ Artemis V FCS [Clan] S_ensor‘ Hits QO 2. [ Artemis V FCS [Clan] :2 é? :;D Exp. avpéd Dn180++ 8 8 12
3. [Artemis V FCS [Clan] Life Support O 3. [Artemis V FCS [Clan] o5 5 :/| s a:DFIJ 'D: oo 11
4-6 4. Ammo (LRM 20 Artemis V) 6 4-6 4. Ammo (LRM 20 Artemis V) 6 o4 +4 Moverr.]en O.In S
. . odifier to Fire (o]e) 10*
5. Ammo (LRM 20 Artemis V) 6 5. Ammo (LRM 20 Artemis V) 6 23 Ammo Exp, avoid on 6+
6. CASEI 6. CASE 22 Shutdown, avoid on 8+ O =
e O g8
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ ©) 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. Roll Again Damage Transfer 5. Roll Again 180 qu,\;WZ-Ten: F'E_'”ts 2
6. Roll Again Diagram 6. Roll Again c o odifier tUP |.r‘et 1
N\ / \L -1 Movement Points / m

© 2023 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

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
TVPE= Warhammer WHM-6R Name: Armida Esquieres
Movement Points: Tonnage: 70 . I .
) Gunnery Skill: 4 Piloting Skill: 5
Walking: 4 Tech Base: Inner Sphere v i
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 280 Fusion p
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 Left Arm Right Arm
1 Medium Laser LT 3 5][DE] - 3 6 9 (20) (20)
1 Small Laser LT 1 3I[DE] -1 2 3
1 Machine Gun LT — 2[DBAI] -1 2 3
1 SRMB RT 4 2/Msl[MCS] — 3 6 9
1 Medium Laser RT 3 5|[DE] - 3 6 9 Left Right
— Leg Center Leg
1 Small Laser RT 1 3[Dg 12 3 (15) enter (15)
1 Machine Gun RT — 2[DBAI] -1 2 3 (9)
Left Right
Te R Te R
Ammo: (Machine Gun) 200, (SRM 6] 15 °rs[°8 ]”" °rs[°a ]”"
\, BV: 1,293 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head 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 o 30*
13 3. Lower Arm Actuator 4. Heat Sink 13 3. Lower Arm Actuator g o9
"2 4. HeatSink 5. Sensors ™3 4. HeatSink o
5.[PPC B. Life Support 5.[PPC o 28>
6.| PPC 6. | PPC Left o\ right 27
(o]
A A *
1.LPPC Center Torso 1.LPPC 2"1] o T:I 26
2. Roll Again 1. Fusion Engine 2. Roll Again (1 o) M1 Jas+
3. Roll Again 2. Fusion Engine 3. Roll Again Center 24*
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again Torso 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 20*
1. Gyro _ (15) (15)
Left Torso 2. Fusion Engine Right Torso 19*
1. Medium Laser 3. Fusion Engine 1. [SRM 6 18*
2. Small Laser 4-6 4. Fusion Engine 2.LsrRm B 17+
3. Machine Gun 5. Ammo (Machine Gun) 200 3. Medium Laser
1-3 4. Roll Again 6. Roll Again 1-3 4. Small Laser s 16
g Heat Sinks: "
5. Roll Again 5. Machine Gun 18 15
6. Roll Again Engine Hts O O O 6. Ammo (SRM B) 15 Level* Effects 14*
G\jl“D Hits QO 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 SUPPOT‘t o 3. Roll Again o5 5 Movemlant Points O O 11
4-6 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 55 Shutdown. avoid on 8+ O O 9
20 -4 Movement Points O O 8%
19  Ammo Exp, avoid on 4+ o0 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ o]e) 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. 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

© 2023 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

\ \
( 'MECH DATA \ ( WARRIOR DA

Type: Warhammer WHM-8R

Movement Points: Tonnage: 70

Name: Sebastian Chaundy

Ammao: (Machine Gun) 200, (Streak SRM B) 15

Walking: 4 Tech Base: Inner Sphere Gunnery Skil: - 4 Piloting Skill 5
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 280 Fusion
Weapons & Equipment Inventory (hexes) /

Gty Type Loc Ht Dmg Min Sht Med Lng

1 ERPPC LA 15 10[DE] — 7 14 23

1 ERPPC RA 15 10|[DE] - 7 14 23

1 ER Medium Laser LT 5 ©5I[DE] — 4 8 12

1 ER Small Laser LT 2 3I[DE] - 2 4 5

1 Machine Gun LT — 2[DBAI] -1 2 3

1 Streak SRM 6 RT 4 2/MsI[MC] — 3 6 9

1 ER Medium Laser RT 5 5]DE] — 4 8 12

1 ER Small Laser RT 2 3[DE] - 2 4 5

1 Machine Gun RT — 2[DBAI] -1 2 3

Torso Rear

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

Right Torso

Left

(7)

Center
Torso
(10)

Right
Torso Rear

(7)

Right Arm
(22)

\, BV: 1697 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Endo Steel Heat
CRITICAL TABLE \ pons 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'tF 2. Upper Arm Actuator (o] 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator g o9
™2 4. Double Heat Sink 5. Sensors ™2 4. [ Double Heat Sink o -
5. | Double Heat Sink B. Life Support 5. | Double Heat Sink o 28
6. L Double Heat Sink 6. L Double Heat Sink Left O Right 27
o
1.[ERPPC Center Torso 1.[ERPPC AT; o AT:, 28
2.| ERPPC 1. Fusion Engine 2.| ERPPC (m o) (") o5+
3.LERPPC 2. Fusion Engine 3.LERPPC 24*
46 oo siee 3. Fusion Engine 46 4 oo sieel 23+
5. Endo Steel 1-3 4. Gyro 5. Endo Steel
. 22*
6. Endo Steel 5. G 6. Endo Steel .
- byro Left Right
6. Gyro L 21
eg Leg 20"
1. Gyro _ (15) (15)
Left Torso 2. Fusion Engine Right Torso [CASE Il) 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 ' . 1-3 ] N L1se
4. | Double Heat S!nk 6. Roll Again 4. [Streak SRM 6 Double Heat Sinks: -
5. | Double Heat Sink 5. LStreak SRM 6 16 (32 15
6. L Double Heat Sink Engine Hts O O O 6. ER Medium Laser Level* Effects (32] 14*
X Gyro Hits 00 30 Shutdown 13*
1. ER Medium Laser Sensor Hits o o 1. ER Sntlall Laser 28 Ammo Exp, avoid on 8+ O O
2. ER Small Laser ~ 2. Machine Gun 56  Shutd id 10+ O O 12
) Life Su ort o ) utdown, avoid on
3. Machine Gun PP 3. Ammo (Machine Gun) 200 .
a4-6 a4-6 25 -5 Movement Points O O 11
4. Endo Steel 4. Ammo (Streak SRM 6) 15 24 +4 Modifier to Fire O O 10+
5. Endo Steel 5. CASEIl .
23 Ammo Exp, avoid on 6+ O O
6. Endo Steel 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 [: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

BATTLEMECH RECORD SHEET

( 'MECH DATA \

N
Type: Atlas AS7-S
Movement Points: Tonnage: 100
Walking: 3 Tech Base: Inner Sphere
Running: 5 Rules Level: Standard
Jumping: 0 Role: Juggernaut
Engine Type: 300 Fusion
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 6 9
1 LRM20 LT 6 1/MsI[MCS] 6 7 14 21
1 SRMB LT 4 2/MsIIMCS] — 3 6 9
2 Streak SRM 2 (R) LT 2 2/Msi[MC] — 3 6 9
1 AC/20 RT 7 20[DBS] - 3 6 8
2 Medium Laser (R) CT 3 5[Df - 3 B 39

Ammo: (AC/20) 15, (LRM 20) 12, (SRM 6) 15, (Streak SRM 2) 50

( WARRIOR DATA \

Name: Hilel Omitra

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

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

(0]
O

(O)Ne)
(o) e)(e]
(O)x(e)
[O)(e)(e]
(O)xe)
[O)(e)(e]
O-0,
[)(e)(e]
(O)x(e)
[O)(e)e]
(O)x(e)
[O)xexe]
(O)xe)
(e
O-0,
[O)(e)e)
OOO
(@)

Left Arm Right Arm
(34) (34)
Left Right
Leg Center Leg
(41) Torso (41)

(14)

Torso Rear
(10)

Torso Rear
(10)

OO0OO0O00O0O0

\_BV: 1.929 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (21) Right Torso (21) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
3. Cockpit 938
2. Upper Arm Actuator . P ) 2. Upper Arm Actuator 000 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 888 o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator 888 "
5. [ Double Heat Sink B. Life Support 5. [ Double Heat Sink 000 28
6. | Double Heat Sink 6. | Double Heat Sink 000 27
000 "
1. L Double Heat Sink Center Torso 1. L Double Heat Sink 8 26
2. | Double Heat Sink 1. Fusion Engine 2. Medium Laser 25*
4-6 3. | Double Heat Sink 2. Fusion Engine a4-6 3. Roll Again 24+
4. L Double Heat Sink 3. Fusion Engine 4. Roll Again o3+
5. Medium Laser 1-3 4. Gyro 5. Roll Again
. i 20 *
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro 21
20*
1. Gyro . "
Left Torso 2. Fusion Engine I_:hght Torso 19
1. LRM 20 a-8 3. Fusion Engine 1.1 Ac/20 18*
2.|LRM 20 "0 4. Fusion Engine 2.| Ac/20 ﬁ 17+
13 3.| LRM 20 5. Medium Laser (R) 13 3.| Ac/20 HEAT DATA \\ 16
"2 4.|LRM 20 6. Medium Laser (R "2 4.|Ac/20 i .
(R) Double Heat Sinks
5. LLRM 20 5.| Ac/20 Heat 15 SDl 15*
6.[SRM B Engine Hts O O O 6.| Ac/20 Level* Effects (30) 14*
G\jl“D Hits QO O 30 Shutdown 13*
1.1sRM & S Hit o o 1.| Ac/20 28 Ammo Exp, avoid on 8+ O O
2. Streak SRM 2 [R) ensor Hits 2.| Ac/20 . e)e) 12
. Life Suppor‘t o) 3' AC/20 26 Shutdown, avoid on 10+
a4-6 3. Streak SRM 2 (R) a4-6 / 25 -5 Movement Points (o]e) 11
4. Ammo (LRM 20) 6 4.LAC/20 54 +4 Modifi Fi "
5 A odifier to Fire (o]e) 10
. Ammo (LRM 20) 6 5. Ammo (AC/20) 5 )
6. A SRM 6) 15 6. A AC/20) 5 23 Ammo Exp, avoid on 6+ O O 9
- Ammo ) - Ammo [AC/20) 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
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 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. Ammo (Streak SRM 2) 50 Damage Transfer 5. Ammo (AG/20) 5 180 iM’\;;erpen: F';’_'”ts 2
6. Roll Again Diagram 6. Roll Again odiher to rire 1
\ g / \\ 5 -1 Movement Points y.
0
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM
Stealth

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Atlas AS7-54 000
ype: as - Name: Maricica Lior OOOOO
Movement Points: Tonnage: 100 Gunnery Skill: 4 Piloting Skill: 5 o220
Walking: 3 Tech Base: Inner Sphere OOOOO
Running: 5 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 OOOOO
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 08080
Engine Type: 300 Fusion O~0-0|
- / 02020
Weapons & Equipment Inventory (hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng 0”0
1 ERPPC LA 15 10[DE] - 7 14 23
1 ERPPC RA 15 10|[DE] - 7 14 23 Left Arm Right Arm
2 Medium X-Pulse Laser LT 6 B][P] - 3 6 8 (34) (34)
1 ECM Suite (Guardian) LT — [E] - - - 6B
1 Gauss Rifle RT 1 15[DBX] 2 7 15 @22
Left Right
Leg Center Leg
(41) Torso (41)
(14)
[¢]
[¢]
[¢]
[¢]
o Right
[¢]
Torso Rear Torso Rear
Ammo: (Gauss) 16 (10 o) (10]
\, BV: 2,568 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ o Scale
Head Left Torso (21) Right Torso (21) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder orerd
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 000 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 888 o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator 888 "
5. [ Double Heat Sink B. Life Support 5. [ Double Heat Sink 000 28
6. | Double Heat Sink 6. | Double Heat Sink 000 27
000 "
1. L Double Heat Sink Center Torso 1. L Double Heat Sink 88 26
2. [ER PPC 1. Fusion Engine 2.[ERPPC 25*
3.|ERPPC 2. Fusion Engine 3.[ERPPC 24 *
46 4.LERPPC 3. Fusion Engine 46 4.LERPPC 23*
5. Stealth 1-3 4. Compact Gyro 5. Stealth "
6. Stealth 5. Gompact Gyra 6. Stealth 22
6. Fusion Engine 21
20*
1. Fusion Engine . "
Left Torso 2. Fusion Engine Right Torso [CASE Il) 19
1. [ Double Heat Sink 3. [ Double Heat Sink 1. | Gauss Rifle 18*
2. | Double Heat Sink 4-6 4. | Double Heat Sink 2. | Gauss Rifle 17*
3. L Double Heat Sink 5. L Double Heat Sink 3. | Gauss Rifle
4. | Double Heat Sink 6. Roll Again 4. | Gauss Rifle N .
1-3 g 1-3 Double Heat Sinks: h 16*
5. | Double Heat Sink 5. | Gauss Rifle 17 (34 15
6. L Double Heat Sink Engine Hts O O O 6. | Gauss Rifle Level* Effects (34 14*
. Gyro Hits 00 . 30 Shutdown 13*
1. Medium X-Pulse Laser 1. LGauss Rifle " O O
i 28 Ammo Exp, avoid on 8+
2. Medium X-Pulse Laser Sensor HitsQ O 2. Ammo (Gauss) 8 b ave (o]e) 12
Life S tO 26 Shutdown, avoid on 10+
3. [ECM Suite [Guardian) ITe suppor 3. Ammo (Gauss) 8 S5 -5 Movement Points 00 11
4-6 4 | ecm suite (Guardian) 46 4 case i )
24  +4 Modifier to Fire (o]e) 10*
5. Stealth 5. Stealth
. : 23 Ammo Exp, avoid on 6+ O O
6. Stealth 6. Stealth . 9
22 Shutdown, avoid on 8+ O O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg [:H'[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 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. Stealth Damage Transfer 5. Stealth 10 -2 Movement Points 2
6. Stealth Diagram 6. Stealth 2 "11M'V'°d'f'er EUPF'Tet 1
-1 Movement Points
\, / '\ / | o

© 2023 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

Ferro-Fibrous

Head (5)

Left Torso
(4)

Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DA
TVPE= Dasher [FII"B MOth] D Name: Asiannique Frial
Movement Points: Tonnage: 20 . I .
) Gunnery Skill: 4 Piloting Skill: 5
Walking: 10 Tech Base: Clan v i
Running: 15 [20] Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 200 XL p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser LA 5 7I[DE] — 5 10 15
2 ER Medium Laser RA 5 7[DE] — 5 10 15 Left Arm Right Arm
1 ER Medium Laser RT 5 7[DE] — 5 10 15 (3) (3)
1 Flamer RT 3 2[DEHAI - 1 2 3
1 Targeting Computer RT — [E] - - = =
Center
Torso
(2)
Left Right
Torso Rear Torso Rear
(2) (2)
\, BV: 2,307 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Scale
Head Right Torso [5) Overfiow
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 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 6. Life Support 5. ER Medium Laser 28
6. ER Medium Laser 6. ER Medium Laser Right 27
1. Endo Steel Center Torso 1. Endo Steel Ar3m =
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous (3] 25*
3. Roll Again i i 3. Roll Again Center *
a4-6 - HAQ ! 2. XL Fus!nn Eng!ne 4-6 . AQ ente 24
- HollAgain 3. XL Fusion Engine - Holl Again Torso 23
5. Roll Aga?n 1-3 4. Gyro 5. Roll Again (6) oo
6. Roll Again 5. Gyro 6. Roll Again Right
6. Gyro L 21
eg
20*
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. [Double Heat Sink 6. Endo Steel 1-3 4. L Double Heat Sink Double Heat Sinks: N 16
5. Endo Steel 5. ER Medium Laser 10 EDl a5+
6. Ferro-Fibrous Engine Hits 000 6. Flamer Level* Effects (20] 14+
Gyro Hits 00 . 30 Shutdown 13*
1. FerroFib 1. T c .
erro--iorous Sensor\ Hltsoo argeting Computer o8 Ammo EXp. avqld on 8+ O
2. Roll Again Life Support o 2. Endo Steel 96 Shutdown, avoid on 10+ O 12
a4-6 2 zolligam a4-6 2 EEPPO'EEFMS 25 -5 Movement Points O 11
- HolAgain - rerroribrous 24  +4 Modifier to Fire O 10*
:' EOH 298”-' 2 EGI: 298"1 23 Ammo Exp, avoid on 6+ O 9
- holAgain - 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
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 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. Roll Again Diagram 6. Roll Again 8 +1 Modifier to Fire 1
9 5 -1 Movement Points
N\ / '\ / | o
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OMNIMECH RECORD SHEET

BATTLETECH

/4 \ /4 \
'MECH DATA \ WARRIOR DA
TVPE= Dasher [Fire MOth] G Name: Chad Stolic
Movement Points: Tonnage: 20 . I .
Gi skill: 4 Pil Sskil: 5
Walking: 10 Tech Base: Clan unnery S Hoting Ski
Running: 15[25] Rules Level: Standard HitsTaken | 1 | 2 5 | 6
Jumping: 0 Role: Striker Consciousness # | 3 | 5 10 | 11 | Dead
Engine Type: 200 XL p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Imp. Heavy Medium LA 7 10[DEX] - 3 6 9
Laser
2 Imp. Heavy Medium RA 7 10[DEX] - 3 6 9
Laser
1 Targeting Computer RT — [E] - - = =
\ BV: 2041 @
\ /

( CRITICAL TABLE \

ARMOR DIAGRAM

Ferro-Fibrous

Head (5)
Left Torso

(4)

Right Torso

Left Arm
(3)

Center
Torso

(2)

Left
Torso Rear

(2)

INTERNAL STRUCTURE DIAGRAM

Endo Steel

Right
Torso Rear

(2)

Right Arm
(3)

Heat
Scale

Head Right Torso (5 ) Overfiow
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 30*
13 3. Lower Arm Actuator 4. FerroFibrous 13 3. Lower Arm Actuator o9
4. Hand Actuator 5. S'ensors 4. Hand Actuator "
5. [Imp. Heavy Medium Laser 6. Life Support 5. [Imp. Heavy Medium Laser 28
6. LImp. Heavy Medium Laser 6. LImp. Heavy Medium Laser Right 27
*
1. [Imp. Heavy Medium Laser Center Torso 1. [Imp. Heavy Medium Laser Ar*3m 26
2. LImp. Heavy Medium Laser 1. XL Fusion Engine 2. Limp. Heavy Medium Laser (3] 25*
4-6 3. Endo Steel 2. XL Fusion Engine a4-6 3. Endo Steel Center 24*
" 4. FerroFibrous 3. XL Fusion Engine " 4. FerroFibrous Torso 23
5. Roll Again 1-3 4. Gyro 5. Roll Again (6) oo
6. Roll Again 5. Gyro 6. Roll Again Rioh
6. Gyro aht 21
. Leg 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 16
5. Supercharger 5. Targeting Computer 10 ED' 15*
6. Endo Steel Engine Hts O O O 6. Coolant Pod Level* Effects (20] 14*
G\jl“D Hits QO O 30 Shutdown 13*
1. F -Fibl 1. Endo Steel .
R Sensor HitsQ O ;. A T
' Life Support O ' 26 Shutdown, avoid on 10+ @)
4-6 3. Roll Again 4-6 3. Ferro-Fibrous o5 .5 Movement Points O 11
451. :o” 2gam g- 20': iga‘” 24  +4 Modifier to Fire O 10+
6. ROH Agam B. RG:\ Agam 23 Ammo Exp, avoid on 6+ O 9
- molAgain - hollAgain 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[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 @)
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. Roll Again Diagram 6. Roll Again 8 +1 Modifier to Fire 1
9 5 -1 Movement Points
N\ /7 '\ / | o
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ARMOR DIAGRAM

Ferro-Fibrous

Head (9)
Left Torso

(11)

Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DA
TVPE= Pouncer Prime Name: Ada Vaifale
Movement Points: Tonnage: 40 . I .
Gi skill: 4 Piloting Skill: 5
Walking: 6 Tech Base: Clan ynnery sk rloting =i
Running: 9 Rules Level: Standard Hits Taken | 1 2| 3lals|s
Jumping: 5 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead
Engine Type: 240 XL p,
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 Left Arm Right Arm
1 ERSmall Laser LT 2 5[Df - 2 4 B (12) (12)
1 Targeting Computer RT — [E] - - = =

Left Right
Leg Center Leg
(13) Torso (13)

(8)

Left
Torso Rear

(7)

\_BV: 2557 &

\

/ \ Endo Steel Heat
CRITICAL TABLE \ o Scale

Right
Torso Rear

(7)

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'F 2. Upper Arm Actuator 30*
13 % [Dnuble Heat Sink 4. Ferro-Fibrous 13°% [Duuble Heat Sink 5
™2 4. Double Heat Sink 5. Sensors ™ 4. L Double Heat Sink -
5. [En PPC B. Life Support 5. [ER PPC 28
6.LERPPC 6. LER PPC Left Right 27
1. Ferro-Fibrous Center Torso 1. FerroFibrous A;m A"Gm =
2. Roll Again 1. XL Fusion Engine 2. Roll Again (6] (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 Agai 6. Roll A
oll Again g iym oll Again Left Right >
. Gyro Leg Leg 20*
1. Gyro . (10 (10)
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. [Double Heat Sink
1-3 4. Jump Jet 6. Endo Steel 1-3 4. L Double Heat Sink Double Heat Sinks: N 16
5. ER Small Laser 5. Jump Jet 19 24' 15*
6. Endo Steel Engine Hits 000 6. Jump Jet Level* Effects (24 14+
Gyro Hits 00 . 30 Shutdown 13*
1. F -Fib 1. T ting Ci t .
I Sensor Hits O O ] boiepadiom 28 AmmoEp aodong: QO
X X geting Computer (o]e) 12
Life Support o) i 26 Shutdown, avoid on 10+
4-6 3. Roll Again 4-6 3. LTargeting Computer o5 .5 Movement Points O 11
4. Roll Again 4. Endo Steel 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Ferro-Fibrous .
6 Roll A 6 F Fib 23 Ammo Exp, avoid on 6+ O 9
- holAgain - Ferro-ribrous 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[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 Vlovement 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 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
\, / '\ / | o

© 2023 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

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso
(11)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
TVPE= Pouncer T Name: Teferi bin Rahman
Movement Points: Tonnage: 40 . I .
) X Gunnery Skill: 4 Piloting Skill: 5
Walking: 6 Tech Base: Mixed v i
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 5 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 240 XL p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Plasma Rifle LA 10 10[DEH] — 5 10 15
1 Plasma Rifle RA 10 10[DEH] — 5 10 15 Left Arm Right Arm
1 ER Small Laser (C) LT 2 ©5I[DE] - 2 4 6B (12) (12)
Left Right
Leg Center Leg
(13) Torso (13)
(8)
Left Right
T R T R
Ammo: (Plasma Rifle] 30 oreo Hear oreo Hear
(7) (7)
\, BV: 1,573 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head 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'F 2. Upper Arm Actuator 30*
132 [Dnuble Heat Sink 4. Ferro-Fibrous 13°% [Duuble Heat Sink 5
™2 4. Double Heat Sink 5. Sensors ™ 4. L Double Heat Sink -
5 [Plasma Rifle [IS] 6. Life Support 5. [Plasma Rifle [IS] 28
6. L Plasma Rifle [IS] 6. LPlasma Rifle [IS] Left Right 27
1. Ferro-Fibrous Center Torso 1. FerroFibrous A;m A"Gm =
2. Roll Again 1. XL Fusion Engine 2. Roll Again (6] (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 o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro L
eg Leg 20"
1. Gyro (10 (10)
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. | Double Heat Sink
1-3 1-3 . i 16
4. Jump Jet 6. Endo Steel 4. L Double Heat Sink Double Heat Sinks: -
5. ER Small Laser 5. Jump Jet 12 24] 15
6. Ammo (Plasma Rifle) 10 Engine Hts O O O 6. Jump Jet Level* Effects ( 14*
Gyro Hits 00 . 30 Shutdown 13*
1. Endo St‘ee\ Sensor Hits o o 1. Ammo (Plasma Rifle) 10 28 Ammo Exp, avoid on 8+ O O
2. Ferro-Fibrous ~ 2. Ammo (Plasma Rifle) 10 56  Shutd id 10+ O O 12
Fi Life Support O 3. Endo Steel ukdown, avoid on
a4-6 2 ;ETZFMOUS a4-6 4' . - 25 -5 Movement Points O 11
- HolAgain - rerro-ribrous 24  +4 Modifier to Fire O 10*
5. Roll Again 5. Ferro-Fibrous .
6 Roll A 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- holAgain - 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
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+ 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
\, / '\ / | o

© 2023 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

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR DA

Type: Black Hawk [Nova) Prime

Name: Therese Sutton

\“I(';;‘I’;:‘;”t p°"5'ts: I:Z;?:S:e: ggn Gunnery Skill: 4 Piloting Skil: 5
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 5 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 250 XL
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
6 ER Medium Laser LA 5 7|[DE] — 5 10 15
6 ER Medium Laser RA 5 7][DE] — 5 10 15 Left Arm Right Arm
(186) (186)

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

(8)

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

\_BV: 2663 ®

\

/ \ Standard Structure Heat
CRITICAL TABLE \ ons Scale

Head Left Torso (12) Right Torso (12)  ((Overfom
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. 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 Left Right 27
1. ER Medium Laser Center Torso 1. ER Medium Laser A;m Aram =
2. ER Medium Laser 1. XL Fusion Engine 2. ER Medium Laser (8] (8] 25*
4-6 3. ER Medium Laser 2. XL Fusion Engine a4-6 3. ER Medium Laser 24+
"O 4. ER Medium Laser 3. XL Fusion Engine " 4. ER Medium Laser o3+
5. ER Medium Laser 1-3 4. Gyro 5. ER Medium Laser "
6. ER Medium Laser 5. Gyro 6. ER Medium Laser . 22
. Left Right 21
6. Gyro L
eg Leg 20"
1. Gyro _ (12) (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. [ Double Heat Sink 5. Jump Jet 3. [Double 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 18136 . a5+
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (36] 14*
) Gyro Hits O O ) 30 Shutdown prm
1. | Double Heat Sink 1. | Double Heat Sink " O O
i 28 Ammo Exp, avoid on 8+
2 [Dnuhle Heat Sink Ls_fngm' Hits 8 o 2. [Duuble Heat Sink o5 Shutdownp avoid on 10+ e)e) 12
ife Support !
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 [:H'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ (0]@) 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 @)
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
S. Jump Jet Damage Transfer 5. Jump Jet 180 f‘qMMOVZTen: P'?_mts 2
6. Jump Jet Diagram 6. Jump Jet odifier to |.r‘e p
9 5 -1 Movement Points
N\ /7 '\ / | o

© 2023 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: (Medium Chemical Laser) 120

\
Type: Black Hawk (Nova) T
Movement Points: Tonnage: 50
Walking: 5 Tech Base: Clan
Running: 8 Rules Level: Standard
Jumping: 5 Role: Skirmisher
Engine Type: 250 XL
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
6 Medium Chemical LA 2 5I[DE] - 3 6 8
Laser
6 Medium Chemical RA 2 5[DE] - 3 6 8
Laser

BATTLETECH

( WARRIOR DA \

Name: Dylan Steele

Gunnery Skill: 4 Piloting Skill: 5

Hits Taken | 1 2 3 4 5

Consciousness # | 3 5 7

\ BV: 1,579

ARMOR DIAGRAM

Standard Armor

Head (9)
Left Torso

Right Torso

Center
Torso

(8)

Left
Torso Rear

(8)

INTERNAL STRUCTURE DIAGRAM

Right
Torso Rear
(8)

Right Arm
(16)

\
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (12) Right Torso (12) Overflow
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*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
4. Hand Actuator 5. S'ensors 4. Hand Actuator "
5. Medium Chemical Laser 6. Life Support 5. Medium Chemical Laser 28
6. Medium Chemical Laser 6. Medium Chemical Laser Left Right 27
1. Medium Chemical Laser Center Torso 1. Medium Chemical Laser ArSm Aer 26~
2. Medium Chemical Laser 1. XL Fusion Engine 2. Medium Chemical Laser (8] (8] 25*
4-6 3. Medium Chemical Laser 2. XL Fusion Engine a4-6 3. Medium Chemical Laser 24+
“O 4. Medium Chemical Laser 3. XL Fusion Engine " 4. Medium Chemical Laser o3+
5. Ammo (Medium Chemical Laser) 31)'3 4. Gyro 5. Ammo (Medium Chemical Laser) 30 "
6. Ammo (Medium Chemical Laser) 30 5. Gyro 6. Ammo (Medium Chemical Laser) 30 Left Right 22
© 9 21
6. Gyro Leg Leg -
1. Gyro _ (12) (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. [ Double Heat Sink 5. Jump Jet 3. [Double 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 14 (28 . a5+
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (28] 14*
Gyro Hits 30 Shutdown
1. Roll Again Y . 00 1. Roll Again 28 Ammo Exp, avoid on 8+ OO 13~
5 RollA Sensor Hits O O 2 Rol A P,
- Roll Again Life S o - Roll Again 96  Shutdown, avoid on 10+ 0]0) 12
a 6 3. Roll Again Ire UPPOT‘t a 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 =
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 [:H'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip i 1. Hip 17 +3 Modifier to Fire O P
. game P labs . .
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 jl S ;EMMDd'f'eP EOF'FI'Fet
5. Jump Jet Damage Transfer 5. Jump Jet 8 -+1 I\/IOSZ;?;:W ,Sil:es 2
6. Jump Jet Diagram 8. Jump Jet 5 -1 Movement Points 1
N\ /7 '\ / | o

© 2023 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

Ferro-Fibrous

Head (9)

Left Torso Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR DATA

Type: Mad Cat (Timber Wolf) Prime

Name: Yumika Arai

\“I(';;‘I’;:‘;”t p°"5‘ts: I:Z;?:S:e: ég . Gunnery Skill: 4 Piloting Skil: 5

Running: 8 Rules Level: Standard HitsTaken | 1 | 2 | 3 [ 4 | 5 | &

Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead

Engine Type: 375 XL

Weapons & Equipment Inventory (hexes) /

Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERLarge Laser LA 12 10[DE] — 8 15 25
1 ER Medium Laser LA 5 7|[DE] — 5 10 15 Left Arm Right Arm
1 ERLarge Laser RA 12 10[DE] — 8 15 25 (24) (24)
1 ER Medium Laser RA 5 7][DE] — 5 10 15
1 LRM20 LT 6 1/MsI[MCS] — 7 14 21
1 Medium Pulse Laser LT 4 7][P] — 4 8 12
1 LRM20 RT 6 1/Msl[MCS] — 7 14 21 Left Right
1 Machine Gun RT — 2[DBA| - 1 2 3 [";gl Genter [";g]
1 Machine Gun CT — 2[DBAI] -1 2 3

(9)

Left
Torso Rear

Right
Torso Rear

Ammao: (LRM 20) 12, (Machine Gun) 200 (7)

(7)
\_BV: 2737 . ®

/ \ Endo Steel Heat
CRITICAL TABLE \ o Scale

Head Left Torso (16 Right Torso (16 ) Overflow
Left Arm 1. Life Support Right Arm S
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. Ferro-Fibrous 13 3. Lower Arm Actuator o o9
a4 [Dnuble Heat Sink 5. Sensors " [Duuble Heat Sink o -
5. L Double Heat Sink B. Life Support 5. L Double Heat Sink 9 28
6. ER Large Laser 6. ERLarge Laser o| Right 27
[e]
1. ER Medium Laser Center Torso 1. ER Medium Laser le) AT‘E 26~
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous 9, (12) 25*
4-6 3. Roll Again 2. XL Fusion Engine a4-6 3. Roll Again Center 24*
"O 4. Roll Again 3. XL Fusion Engine " 4. Roll Again Torso 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again A 22
6. Gyro aht 21
: Leg 20
1. Gyro . (16)
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
1-3 1-3 i 16
:' tgm Zg 6. Endo Steel :' tgm zg Double Heat Sinks: 15
6.LLrRM 20 Engine Hts O O O 6.LLRM 20 Level* Effects 17(34) 14*
' Gyro Hits O O ) 30 Shutdown pre
1. Medium Pulse Laser 1. Machine Gun " O O
i 28 Ammo Exp, avoid on 8+
2. Ammo (LRM 20) 6 Ls_f"g"" H'ti 8 o 2. Ammo (LRM 20] & 26 Shutdown, avad 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 .
23 Ammo Exp, avoid on 6+ O O
6. Roll Again 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 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 Vlovement 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 FI.I"B
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
\, / '\ / | o

© 2023 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

Ammao: (LRM 20 Artemis V) 36

\
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
Engine Type: 375 XL
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 LRM20 LT 6 1/MsI[MCS] — 7 14 21
w,/ Artemis V
1 ERSmall Pulse Laser LT 3 5[PAI] - 2 4
1 LRM20 RT 6 1/MsI[IMCS] — 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

( WARRIOR DA

Name: Douglas Zahir

\

BATTLETECH

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

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

0°0"0
OOOOOO.
0°06°0°0"0

000

Right Arm
(24)

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

(9)

Left
Torso Rear

(7]

Right
Torso Rear

(7)

BV: 2,714
\, ’ € INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (16) Right Torso (16 ) Overflow
Left Arm (CASE) 1. Life Support Right Arm (CASE) S
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. FerroFibrous 13 3. Lower Arm Actuator o o9
a, [Dnuble Heat Sink 5. Sensors a, [Duuble Heat Sink o -
5. L Double Heat Sink B. Life Support 5. L Double Heat Sink 9 28
6. [Imp. Heavy Medium Laser 6. [Imp. Heavy Medium Laser o| Right 27
[e]
1. Limp. Heavy Medium Laser Center Torso 1. LiImp. Heavy Medium Laser [e) AT‘E 26~
2. ER Medium Laser 1. XL Fusion Engine 2. ER Medium Laser 9, (12) 25*
4-6 3. Ammo (LRM 20 Artemis V) 6 2. XL Fusion Engine 4-6 3. Ammo (LRM 20 Artemis V) 6 Center 24*
"© 4. Ammo (LRM 20 Artemis V) 6 3. XL Fusion Engine "© 4. Ammo (LRM 20 Artemis V) 6 Torso 23
5. Ammo (LRM 20 Artemis V) 6 1-3 4. Gyro 5. Ammo (LRM 20 Artemis V) 6 "
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous Righ 22
6. Gyro oht 21
. Leg 20
1. Gyro . (16)
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 L: 3.|LRM 20
1-3 4.(LRm 20 6. End 'ga |aser 1-3 4. LRrRm 20 . N 16
5' LAM 20 . Endo Stee 5' LAM 20 Double Heat Sinks: 15+
6.LLRm 20 Engine Hits O O O 6. LLRm 20 Level* Effects 1734 a2
i Gyro Hits 00 . 30 Shutdown 13*
1. [ Artemis V FCS 1. [ Artemis V FCS ) (o]e)
i 28 Ammo Exp, avoid on 8+
2. [ArtemisVFCS Sensor Hits QO 2. [ArtemisVFCS o6 Shutdownpavoid on 10+ 00 12
3. ER Small Pulse Laser Life Support O 3. ERSmall Laser ' , 00 P
4_6 4_6 25 -5 Movement Points
4. Endo Steel 4. Endo Steel e X
: 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 VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip ga.!.: labs 1. Hip 17 +3 Modifier to Fire O =
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. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qmts 2
6. Endo Steel Diagram 6. Endo Steel 2 ! oder EUPF'Tet 1
-1 Movement Points
N\ /7 '\ / | o

© 2023 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

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
] OOOOO
TVPE Masakari [Warhawk] C Name: Eugenio Sanchez OOOOO
Movement Points: Tonnage: 85 ) I . (o)
) Gunnery Skill: 4 Piloting Skill: 5
Walking: 4 Tech Base: Clan v i OOOOO
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3lals|s OOOOO
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead PP
Engine Type: 340 XL O e)e
o O
- / 0-0~0
Weapons & Equipment Inventory (hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng [e))e)
2 ERPPC LA 15 15][DE] — 7 14 23
2 Large Pulse Laser RA 10 10[P] — B 14 20 Left Arm Right Arm
1 Targeting Computer RT — [g] - - = - (28) (28)
1 Flamer CT 3 2[DEHAI - 1 2 3
Left Right
Leg Center Leg
(35) Torso (35)
(10)
Left Right
Torso Rear Torso Rear
(10) (10)
\, BV: 2,338 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (18) Right Torso (18)  (Overfion
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder 9
2. Upper Arm Actuator 3. COCkP'F 2. Upper Arm Actuator o] 30*
13 3. [Dnuble Heat Sink 4. Ferro-Fibrous 13 3. Lower Arm Actuator 8 o9
™2 4. Double Heat Sink 5. Sensors " [Duuble Heat Sink e -
5. [Dnuble Heat Sink 6. Life Support 5. | Double Heat Sink S 28
6. L Double Heat Sink 6. [Large Pulse Laser Left 8 27
[e)
1. [ER PPC Center Torso 1. LLarge Pulse Laser A’:I':: o 26>
2. LERPPC 1. XL Fusion Engine 2. [Large Pulse Laser (141 (o 25*
4-6 3. [ER PPC 2. XL Fusion Engine a4-6 3. LLarge Pulse Laser 24+
4. LERPPC 3. XL Fusion Engine 4. Ferro-Fibrous o3+
5. Ferro-Fibrous 1-3 4. Gyro 5. Roll Again
. . 22*
6. Roll Again 5. Gyro 6. Roll Again Left
6. Gyro L 21
° 20~
1. Gyro . (18)
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. Flamer 3. [Double Heat Sink
1-3 4. [Double Heat Sink 6. Roll Again 1-3 4. | Double Heat Sink Double Heat Sinks: N 16
5. [Duuble Heat Sink 5. [ Targeting Computer 03 (48 . 15*
6. L Double Heat Sink Engine Hits o o o 6. | Targeting Computer Level* Effects [ ] 14+
i 30 Shutdown
1. [Dnuhle Heat Sink Gyro H!ts oo 1. | Targeting Computer 28 Ammo Exp, avoid on 8+ OO0 137
2. | Double Heat Sink Sensor Hits Q O 2.| Targeting Computer 96 Shutdown avoid on 10+ 000 12
) Life Support o ) utdown, avoid on
3. [Dnuhle Heat Sink PP 3. LTargeting Computer 25 .5 Movement Points O O O 11
4-6 4. | Double Heat Sink 4-6 4. Ferro-Fibrous 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. 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 [:H'[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+
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"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. Double Heat Sink 2 ! oder EUPF'Tet 1
-1 Movement Points
\, / '\ / | o

© 2023 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
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ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
] OOOOO
Type: Masakari [Warhawk) T Name: Polat Killic 20000
Movement Points: Tonnage: 85 ) I . (o)
) X Gunnery Skill: 4 Piloting Skill: 5
Walking: 4 Tech Base: Mixed v i 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 Ol
Engine Type: 340 XL O e)e
/ OOOOO
Weapons & Equipment Inventory (hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng [e))e)
2 ERPPC(C) LA 15 15][DE] — 7 14 23
2 Plasma Rifle RA 10 10[DEH] — 5 10 15 Left Arm Right Arm
1 Targeting Computer  RT — [E] - = - (28) (28)
8]
1 Rocket Launcher 10 Cr 3 1/MsIMC] — &5 11 18
Left Right
Leg Center Leg
(35) Torso (35)
(10)
Left Right
T R T R
Ammo: (Plasma Rifle] 30 orso Hear orso Hear
(10) (10)
\, BV: 2,338 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (18) Right Torso (18) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder 9
2. Upper Arm Actuator 3. COCkP'F 2. Upper Arm Actuator o] 30*
13 % [ER PPC 4. Ferro-Fibrous 13°% [Plasma Rifle [IS] S 5
"9 4. lerpPc 5. Sensors "9 4. | Plasma Rifle [IS] e -
5. [En PPC 6. Life Support 5. [Plasma Rifle [IS] S 28
6.LERPPC 6. L Plasma Rifle [IS] Left 8 27
[e)
1. Ferro-Fibrous Center Torso 1. Ammo (Plasma Rifle) 10 A’:I':: [e] 26~
2. Roll Again 1. XL Fusion Engine 2. Ammo (Plasma Rifle) 10 (141 (o 25*
3. Roll Again i i 3. Ammo (Plasma Rifle) 10 *
a4-6 a ool AQ ! 2. XL Fus!nn Eng!ne a4-6 P -F[b ) 24
g gain 3. XL Fusion Engine - rerro-ribrous 23*
5. Roll Again 1-3 4. Gyro 5. Roll Again
. i 20 *
6. Roll Again 5. Gyro 6. Roll Again Left
6. Gyro L 21
eg "
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. [ Double Heat Sink 5. Rocket Launcher 10 3. | Double Heat Sink
1-3 [ ' 1-3 [ ; N |18
4. L Double Heat Sink 6. Roll Again 4. L Double Heat Sink N .
5. [Duuble Heat Sink 5. [ Targeting Computer Double Hea;DSIZkC‘]S 15*
6. L Double Heat Sink Engine Hits o o o 6. | Targeting Computer Level* Effects [ ] 14+
i 30 Shutdown
1. [Dnuhle Heat Sink G\jI“D H!tS o o 1. | Targeting Computer 28 Ammo Exp, avoid on 8+ O O 13+
2. L Double Heat Sink Sensor HitsQ O 2. | Targeting Computer S (o]e) 12
i Life Support o) i 26 Shutdown, avoid on 10+
4-6 3. [Dnuhle Heat S!nk 4-6 3. LTargeting Computer o5 .5 Movement Points O O 11
4. L Double Heat Sink 4. Ferro-Fibrous . X
] 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. 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 [:H'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ (0]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_" 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 2 "11M'V'°d'f'er EUPF'Tet 1
-1 Movement Points
\, / '\ / | o
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