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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
O OO
Type: Thunderbolt TDR-5SE Name: 000
Movement Points: Tonnage: 65 . I . [OlelNe]
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i 00O
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | & 8 8 8
Jumping: 4 Role: Skirmisher Consciousness # [ 8 | 5 | 7 [ 10 [ 11 |Dead o0 O
Engine Type: 260 Fusion / O O O
Weapons & Equipment Inventory (hexes) O 8 9
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser RA 8 B8I[DE] — 5 10 15
1 LRM10 LT 4 1/MsI[MCS] 8 7 14 21 Left Arm Right Arm
3 Medium Laser LT 3 5[DE] - 3 6 8 (20) (20)
Left Right
Leg Center Leg
(29) Torso (29)
(11)
Sifa
by
W7 o=
A
‘4 4“\\) N
Ammo: (LRM 10) 24 Left Right
) Torso R Torso R
Quirks: Multi-Trac, Rugged (2 Point), Ubiquitous (Inner Sphere) ors[os ]ear ors[os ]ear
\, BV: 1414 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure 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 le) 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. Roll Again 6. Life Support 5. [Large Laser o 28
6. Roll Again 6. LLarge Laser g Right 27
) Arm 26*
1. Roll Again Center Torso 1. Roll Again ¢} 10
2. Roll Again 1. Fusion Engine 2. Roll Again o) 1101 Jos5+
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 "
6. Rol Again 5. Gyro 6. Roll Again A 22
1
6. Gyro Lig 21
*
1. Gyro . (15) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Jump Jet 3. Fusion Engine 1. Heat Sink 18*
2. Jump Jet 4-6 4. Fusion Engine 2. Heat Sink ,_\ 17+
3. [LRM 10 5. Ammo (LRM 10) 12 3. Heat Sink HEAT DATA
- - 16
1 3 4.LLRM 10 6. Ammo (LRM 10) 12 1 3 4. Jump Jet Heat Sinks:
5. Medium Laser 5. Jump Jet Heat 1 7 15*
6. Medium Laser Engine Hits 000 6. Roll Again Level* Effects 14+
. Gyro Hits 00 30 Shutdown 13*
1. Med L 1. Roll A .
edium Laser Sensor Hits QO O ol Again 28 Ammo Exp, avoid on 8+ ole;
2. Roll Again Life Support O 2. Roll Again 96 Shutdown, avoid on 10+ (o]e) 12
4-6 3. Roll Again PP 4-6 3. Roll Again 25 .5 Movement Points O O 11
4. Roll Again 4. Roll Again . .
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O O 9
20 -4 Movement Points Q0 8%
19  Ammo Exp, avoid on 4+ o0 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. Heat Sink 10 -2 Movement Points 2
6. Heat Sink Diagram 6. Heat Sink 2 "11M'\"°d'f'er z”PF'_ret 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

Ammo: (AMS) 24, (Streak SRM B) 15
Quirks: Multi-Trac, Rugged (2 Point), Ubiquitous (Inner Sphere)

\
Type: Thunderbolt C 2 Name:
\“I(';;‘I’;:‘;”t p°'2ts' I:Z;?:S'e: SZ . Gunnery Skil: _____ Piloting Skill:
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead
Engine Type: 260 Fusion
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser LA 5 7|[DE] — 5 10 15
2 ER Small Laser LA 2 5|[DE] - 2 4 B
1 ERPPC RA 15 15][DE] - 7 14 23
1 Streak SRM 6 LT 4 2/MsI[MC] — 4 8 12
3 ER Medium Laser LT 5 7I[DE] — 5 10 15
2 Small Pulse Laser RT 2 3[PAI] - 2 4 B
1 Anti-Missile System RT 1 [PB] -1 - =

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

O00000000
0000000000

Right Arm
(20)

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

(12)

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

\_BV: 2170 (ﬁ) 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'tF 2. Upper Arm Actuator le) 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator [©) o9
4. Hand Actuator 5. S'ensors 4. Hand Actuator o "
5. ER Medium Laser B. Life Support 5. [Duuble Heat Sink o 28
6. ER Small Laser 6. L Double Heat Sink g Right 27
1. ER Small Laser Center Torso 1. [ER PPC o AT; 28
2. Roll Again 1. Fusion Engine 2.LErPPC o) 1101 Jos5+
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 L
o 20~
1. Gyro . (15)
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) 19*
1. [Double Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18*
2. L Double Heat Sink 4-6 4. Fusion Engine 2. L Double Heat Sink 17*
3. [Double Heat Sink 5. [D.,uHE Heat Sink 3. [Double Heat Sink
1-3 4. L Double Heat Sink 6. L Double Heat Sink 1-3 4. L Double Heat Sink Double Heat Sinks: N 16
5. [Streak SRM 6 5. [Double Heat Sink 17 34' 5%
6. Lstreak SRM 6 Engine Hts O O O 6. L Double Heat Sink Level* Effects (34 14*
) Gyro Hits O O 30 Shutdown prm
1. ER Medium Laser 1. Small Pulse Laser " O O
i 28 Ammo Exp, avoid on 8+
2. ER Medium Laser Sensor Hits o o 2. Small Pulse Laser 56  Shutd i id 10+ O O 12
3 Life Su Ol"to o utdown, avoid on
3. ER Medium Laser PP 3. Anti-Missile System . O O 11
4_6 4_6 25 -5 Movement Points
4. Ammo (Streak SRM 6) 15 4. Ammo (AMS) 24 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 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. 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

© 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

Left Torso

Head (9)

ARMOR DIAGRAM

Standard Armor

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
O OO
Type: Cyclops CP-11-A Name: 000
Movement Points: Tonnage: 90 . _— . O O0O0
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i 00O
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6 8 8 8
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 [ 11 |Dead o0 O
Engine Type: 360 Fusion / O O O
Weapons & Equipment Inventory (hexes) O 8 9
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 LRM10 LT 4 1/Msl[MCS] 6 7 14 21
1 Gauss Rifle RT 1 15[DBX] 2 7 15 @22
1 SRM 4 CT 3 2/Msl[MCS] — 3 6 9 "
iy
g]’i Leg Center Leg
N = (17) Torso (17)
J ([~ 1
l’{_gf',‘ll \ ()
(7 I
A A
e
I
o
Ammo: (Gauss) 16, (LRM 10 24, (SRM 4] 25 . "E: . Rig*:
Quirks: Battle Computer, Cowl, Difficult Ejection, Weak Head Armor (2) ors[os ]ear ors[oa ]ear
\, BV: 1.547 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (19) Right Torso (19)  (Overfion
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. Medium Laser 6. Life Support 5. Medium Laser 000 28
6. Roll Again 6. Roll Again 888 27*
1. Roll Again Center Torso 1. Roll Again 8 28
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
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 (29) oo
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro 21
20*
1. Gyro . "
Left Torso 2. Fusion Engine Right Torso 19
1. [LRM 10 3. Fusion Engine 1. [ Gauss Rifle 18*
2.LLRM 10 4-6 4. Fusion Engine 2. | Gauss Rifle 17+
1 3 3. Ammo (LRM 10) 12 5. SRM 4 1 3 3. | Gauss Rifle 16
"2 4. Ammo (LRM 10) 12 6. Ammo (SRM 4) 25 " 4. Gauss Rifle Heat Sinks:
5. Roll Again 5. | Gauss Rifle 12‘ 15*
6. Roll Again Engine Hts O O O 6. | Gauss Rifle Level* Effects 14*
Gyro Hits 00 . 30 Shutdown 13*
1. Roll A 1. LG Rifll .
2 RZH AQZ:E Sensor HitsQ O 2 A:: [(IE:JSS] 8 28 Ammo Exp, avoid on 8+ Q9 12
g Life Support O : 26  Shutdown, avoid on 10+ ole)
4-6 3. Roll Again 4-6 3. Ammo (Gauss) 8 o5 .5 Movement Points O 11
4. Roll Again 4. Roll Again . .
5' Roll A 5' Roll A 24 +4 Modffier to Fire O 10*
s ROH Agam B. RGI‘ Agam 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. Roll Again 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 / 5

© 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.



( 'MECH DATA \

N
Type: Cyclops C
Movement Points: Tonnage: 90
Walking: 4 Tech Base: Clan
Running: 5 Rules Level: Advanced
Jumping: 0 Role: Brawler
Engine Type: 360 Fusion
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser LA 5 7|[DE] — 5 10 15
1 ER Medium Laser RA 5 7][DE] — 5 10 15
1 Streak LRM 10 LT 4 1/MsI[MC] — 7 14 21
1 Gauss Rifle RT 1 15[DBX] 2 7 15 @22
1 Streak SRM 4 CT 3 2/MslI[MC] — 4 8 12

Ammo: (Gauss) 16, (Streak LRM 10]) 12, (Streak SRM 4) 25
Quirks: Battle Computer, Cowl, Difficult Ejection, Weak Head Armor (2)

BATTLETECH

BATTLEMECH RECORD SHEET

( WARRIOR DA \

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

ARMOR DIAGRAM

Hardened

Head (9)

Left Torso Right Torso

O00000000
0000000000

000000000

Center
Torso
(1)

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

\_BV: 2.252 @
/ \ \ / Endo Steel Heat
CRITICAL TABLE \ o Scale
Head Left Torso (19) Right Torso (19) Overfion
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*
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator 888 o9
1-3 4, Hand Actuator 5. Sensors 1-3 4, Hand Actuator [oJege}
5. ER Medium Laser 6. Life Support 5. ER Medium Laser 888 28~
6. Roll Again 6. Roll Again 888 27
) o 26*
1. Roll Again Center Torso 1. Roll Again o
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again Center 24*
4-6 4. Roll Again 13 3. Fusion Engine 4-6 4. Roll Again Torso 23+
5. Roll Again " 4. Gyro 5. Roll Again (29) oo
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro 21
20*
1. Gyro .
Left Torso 2. Fusion Engine Right Torso [CASE Il) 19*
1. [Streak LRM 10 3. Fusion Engine 1. | Gauss Rifle 18*
2. LStreak LRM 10 4-6 4. Fusion Engine 2. | Gauss Rifle 17*
3. Endo Steel 5. Streak SRM 4 3. | Gauss Rifle
1-3 4. Endo Steel 6. Roll Again 1-3 4. | Gauss Rifle Double Heat Sinks: N 16*
5. Endo Steel 5. | Gauss Rifle 10 (20) 15
6. Endo Steel Engine Hts O O O 6. L Gauss Rifle Level* Effects ( 14*
1. Endo Steel Gyro Hits O O 1. Ammo (Gauss] 8 el i O a3:
5 Endo Steel Sensor Hits O O 2. Ammo (Gauss) 8 B S s ®) 12
3. Endo Steel Life Support O 3. Ammo (Streak LRM 10) 12 o5 5 :/l owr. a:DF‘, VD: O 1
4-6 4. Roll Again 4-6 4. Ammo (Streak SRM 4) 25 o4 +4 Moverr.]en O.In S
odifier to Fire O 10*
5. Roll Again 5. CASEIl 23 Ammo Exp, avoid on 6+ O S
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ @) 5
1. Hip 1. Hip 17 +3 Modifier to Fire O 5+
game Plate 15 -3 Movement Points @)
2. Upper Leg Actuator 2. Upper Leg Actuator ] a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
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 A odifier tUP |.r‘et p
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.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

[O)Xe)
4 \ /4 \ 0-0-0
'MECH DATA \ WARRIOR DATA %%
o O OOOOO
Type: Banshee BNC-3S Name: 05°° [P0
. O
Movement Points: Tonnage: 95 Gunnerv Skill Piloting Skill: OOOOO OO ©
Walking: 3 Tech Base: Inner Sphere e — 9= OOOOO o
Running: 5 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | & OOOOO 8
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead e o)
Engine Type: 285 Fusion OOOOO o
- / 0-0~0
Weapons & Equipment Inventory (hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng [e)y¢]
1 PPC LA 10 10][DE] 3 6 12 18
1 AC/10 LT 3 10[DB)S] — 5 10 15 Right Arm
1 PPC RT 10 10[DE] 3 6 12 18 (21)
1 SRMB RT 4 2/Msl[MCS] — 3 6 9
4  Medium Laser RT 3 5|[DE] - 3 6 9
1 Small Laser CT 1 3IDE] -1 2 3
1 Small Laser HD 1 3I[DE] -1 2 3 Right
Center Leg
Torso (26)
(17)
[¢] [¢]
[¢] [¢]
[¢] [¢]
[¢] [¢]
Left 9 9 Right
Ammo: [AC/10) 20, (SRM 6] 15 Torso Rear 8 8 TorsogRear
Quirks: Rugged (1 Point), Bad Reputation (Inner Sphere] o o
(10) (10)
\, BV: 1,751 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (20) Right Torso (20) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder 2
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o} 30*
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator 8 o9
™2 aprc 5. Sensors ™2 4. Hand Actuator 9 -
5. | prc 6. Life Support 5. Heat Sink o 28
6. LPPC 6. Roll Again 8 27
1. Roll Again Center Torso 1. Roll Again OO 267
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro .
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink ,_\ 17+
3.|AC/10 5. Heat Sink 3. PPC HEAT DATA
- - 16
1 3 4.1 AC/10 6. Small Laser 1 3 4. [PPC Heat Sinks:
5.[ Ac/10 5.LpPC Heat E’I. 5%
6.| AC/10 Engine Hts OO O 6.[SRM 6 Level* Effects 14*
Gyro Hits O O 30 Shutdown prm
1.]Ac/10 S HitsQ O 1 SRM_E 28 Ammo Exp, avoid on 8+ OOO
2.|ac/10 ensor Hits 2. Medium L
-| A/ - - Medium Laser 96  Shutdown, avoid on 10+ oo 12
a.lac/10 Life Support O 3. Medium Laser 55 & Movement Points 00 Y
4-6 4. Ammo (AC/10) 10 4-6 4. Medium Laser i )
) 24  +4 Modifier to Fire (o]e) 10*
5. Ammo (AC/10) 10 5. Medium Laser 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Ammo (SRM 6) 15 55 Shutdown Yavoid on 8+ O O 9
20 -4 Movement Points Q0 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+ 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
B. Heat Sink Diagram 6. 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.
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ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

@)

[e]e) O O
4 \ /4 \ 0-0-0
'MECH DATA \ WARRIOR DATA %%
OOO OOOOO
Type: Banshee BNC-125 Name: 05950 | %%
Movement Points: Tonnage: 95 Gunnerv Skill Piloting Skill: OOOOO (e}
Walking: 4 Tech Base: Mixed sl — 9 =i OOOOO o
Running: B Rules Level: Standard vicsTaken | 1 1 21 3 121 5] 6 002
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 80808
Engine Type: 380 XL (0)(0)
- J OOOOO
Weapons & Equipment Inventory (hexes) OOOOO
Gty Type Loc Ht Dmg Min Sht Med Lng (@)
1 ERPPC LA 15 10[DE] — 7 14 23
1 Gauss Rifle (IS) LT 1 15[DBX] 2 7 15 @22 Left Arm Right Arm
1 ERPPC RT 15 10[DE] - 7 14 23 (32) (32)
1 SRMB RT 4 2/Msl[MCS] — 3 6 9
4 ERMedium Laser(C) RT 5 7[DE] — 5 10 15
1 ER Small Laser (C) CT 2 5]DE] - 2 4 6B
1 ER Small Laser (C) HD 2 ©5][DE] - 2 4 6B Left Right
Leg Center Leg
(38) Torso (38)
(15)
Left Right
Ammo: (Gauss) 16, (SRM 6] 15 Tors:Rear TorslogRear'
Quirks: Rugged (1 Point), Bad Reputation (Inner Sphere] (10 (10]
\, BV: 2,582 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (20) Right Torso (20) Overflow
Left Arm 1. Life Support Right Arm 5
1. Shoulder 2. Sensors 1. Shoulder 2
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o} 30*
13 3. Lower Arm Actuator 4. ER Small Laser [Clan] 13 3. Lower Arm Actuator 8 o9
™2 a[erprc 5. Sensors ™2 4. Hand Actuator 0 -
5.| ERPPC B. Life Support 5. Endo Steel 3 28
6. LERPPC 6. Endo Steel 8 27
[¢] 26*
1. Endo Steel Center Torso 1. Endo Steel o
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel 25*
4-6 3. Endo Steel 2. XL Fusion Engine a4-6 3. Endo Steel Center 24*
"0 4. Roll Again 3. XL Fusion Engine "O 4. Endo Steel Torso 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again .
6. Gyro Left Right 21
Leg Leg "
1. Gyro (20) (20) 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine ,_\ 17*
3. [ Gauss Rifle 5. ER Small Laser [Clan] 3.[ER PPC _
1-3 4. | Gauss Rifle 6. Endo Steel 1-3 4. ERPPC HEAT DATA e N 16
Double Heat Sinks:
5. | Gauss Rifle 5.LERPPC Heat 14 (28 5%
6. | Gauss Rifle Engine Hts O O O 6.[SRM 6 Level* Effects (28) 14*
. Gyro Hits QO O 30 Shutdown *
1.| Gauss Rifle Sen}.;lor Hits o o 1.LSRM & 28 Ammo Exp, avoid on 8+ O O 13
2. | Gauss Rifle ~ 2. ER Medium Laser [Clan] 56  Shutdown. avoid on 10+ O O 12
3. | Gauss Rifle Life Support O 3. ER Medium Laser [Clan] 55 & Movement Points 00 Y
4-6 4. Ammo (SRM 6) 15 4-6 4. ER Medium Laser [Clan] i )
. 24  +4 Modifier to Fire (o]e) 10*
5. CASE 5. ER Medium Laser [Clan] 23 Ammo Exp, avoid on 6+
6. Endo Steel 6. Endo Steel 55 Shutdown ’avoid on 8+ @) 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
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+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Ammo (Gauss) 8 Damage Transfer 5. Endo Steel 180 iMI\/IOVZTen: F"Smts 2
6. Ammo (Gauss) 8 Diagram 6. Endo Steel 5 AM odimer tDF’ I'N?: 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

BATTLEMECH RECORD SHEET

@)

O O
\ %
Type: Sagittaire SGT-8R Name: 08080 80
Movement Points: Tonnage: 95 . I . [O)(e)(e]
Walking: 3 Tech Bgase: Inner Sphere Gunnery Skill: ___ Piloting Skl 08080 OO
Running: 5 Rules Level: Standard HisTaken [ 1] 2 | 3] 4 | 5 | 6 002
Jumping: 3 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead RO
Engine Type: 285 XL p, 80808
Weapons & Equipment Inventory (hexes) 08080
Gty Type Loc Ht Dmg Min Sht Med Lng (@)
1 Large Pulse Laser LA 10 9][P] - 3 7 10
1 Medium Pulse Laser LA 4 B][P] - 2 4 B Left Arm Right Arm
1 Large Pulse Laser RA 10 9[P] - 3 7 10 (31) (31)
1 Medium Pulse Laser RA 4 B [P] - 2 4 B
1 Small Pulse Laser RA 2 3I[PAI -1 2 3
1 ERPPC LT 15 10/[DE] — 7 14 23
1 Medium Pulse Laser RT 4 B[P] - 2 4 B Left Right
1 Targeting Computer  RT — [E] - - - = [L§§, CT‘;::Z" [L;g]
1 Medium Pulse Laser CT 4 GB[P] - 2 4 6 (15)
(R
1 Medium Pulse Laser HD 4 B[P] - 2 4 6
(R
Quirks: Improved Targeting (Short), Difficult to Maintain, WWeak Head TorsL:fF:ear Torziog:!tear
Armor (1) (10 (10]
. o
\_BV: 2088 . S5 )

/ \ Standard Structure Heat
CRITICAL TABLE \ ons Scale

Head Left Torso (20) Right Torso (20) Overfion
Left Arm 1. Life Support Right Arm 5
1. Shoulder 2. Sensors 1. Shoulder 2
2. Upper Arm Actuator 3. COCk_P't 2. Upper Arm Actuator o} 30*
4.3 [ Double Heat sink 4. Medium Pulse Laser (R) 1.3 & [Double Heat ik 3 5
™2 4. | Double Heat Sink 5. Sensors ™ 4. | Double Heat Sink 9 -
5. L Double Heat Sink B. Life Support 5. L Double Heat Sink o 28
6. [ Double Heat Sink 6. [ Double Heat Sink o] 27
o *
1. | Double Heat Sink Center Torso 1. | Double Heat Sink OO 26
2. L Double Heat Sink 1. XL Fusion Engine 2. L Double Heat Sink 25*
4-6 3. [Large Pulse Laser 2. XL Fusion Engine a4-6 3. [Large Pulse Laser Center 24*
" 4.l Large Pulse Laser 3. XL Fusion Engine "0 4.l Large Pulse Laser Torso 23
5. Medium Pulse Laser 1-3 4. Gyro 5. Medium Pulse Laser "
6. Roll Again 5. Gyro 6. Small Pulse Laser . 22
) Right 21
6. Gyro L
-~ 20+
1. Gyro . (20)
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engine 5. J Jet 3. XL Fusion Engine
1-3 4. [ Double Heat Sink et 1-3 4. Medium Puise L ~ N |18
. | Double Heat Sin| 6. Medium Pulse Laser (R) . Medium Pulse Laser Double Heat Sinks:
5. | Double Heat Sink 5. [ Targeting Computer 17 84' 15*
6. L Double Heat Sink Engine Hits o o o 6. | Targeting Computer Level* Effects [ ] 14+
- . Gyr\o Hits o o . 30 Shutdown 13*%
1. [ Double Heat Sink . 1. | Targeting Computer 28 Ammo Exp, avoid on 8+ O O
2. | Double Heat Sink Sensor HitsQ O 2. | Targeting Computer P (o]e) 12
i Life Support o) i 26 Shutdown, avoid on 10+
4-6 3. :Dnuhle Heat Sink 4-6 3. | Targeting Computer o5 .5 Movement Points O O 11
4.| ERPPC 4. | Targeting Computer . X
. 24  +4 Modifier to Fire (o]e) 10*
5. | ERPPC 5. | Targeting Computer .
23 Ammo Exp, avoid on 6+ O O
6. LER PPC 6. L Targeting Computer oo gh . 9
utdown, 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 6+ (@) 5
1. Hip Ly Y 1. Hip 17 +3 Modifier to Fl.r'e O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Jump Jet Damage Transfer 5. Jump Jet 180 iMMOVZTen: Pﬁ'”ts 2
6. Roll Again Diagram 6. Roll Again odiner to Fire 1
9 5 -1 Movement Points
N\ /7 '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Left Torso

Head (9)

Right Torso

@)

[e]e) O
4 \ /4 \ 00
'MECH DATA \ WARRIOR DATA o0
. O O
Type: Sagittaire SGT-D Name: 08080 80
Movement Points: Tonnage: 95 . I . [O)(e)xe]
3 Gunnery Skill: Piloting Skill: (0)(e) o
Walking: 3 Tech Base: Inner Sphere v — i OOOOO (@]
Running: 5 Rules Level: Standard vicsTaken | 1 1 21 3 121 5] 6 002
Jumping: 3 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 80808
Engine Type: 285 XL (0)(0)
- J OOOOO
Weapons & Equipment Inventory (hexes) OOOOO
Gty Type Loc Ht Dmg Min Sht Med Lng (@)
1 LB10XAC LA 2 10 — 6 12 18
. [DBC/F/8] Left Arm Right Arm
1 Medium Laser LA 3 5IDE] - 3 6 8 (31) (31)
1 LB10XAC RA 2 10 — 6 12 18
[DB.C/F/S]
1 Medium Laser RA 3 5][DE] - 3 6 9
1 Small Pulse Laser RA 2 3I[PAI -1 2 3 Left Right
1 ERPPC LT 15 10[DE] — 7 14 23 [";g] Genter [";g]
orso
1 Medium Laser RT 3 5][DE] - 3 6 8 (15)
1 C3 Computer (Master) RT — [E] — 5 9 15
1 Medium Laser (R) CT 3 5[Df - 3 B 9
1 Medium Laser (R) HD 3 ©5][DE] - 3 6 9
Ammao: (LB 10-X] 20, (LB 10-X Cluster) 20
Quirks: Improved Targeting (Short), Difficult to Maintain, WWeak Head T R T A
orso Rear orso Rear
Armor (1) (10) (10)
\, BV: 2,084 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (20) Right Torso (20) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder 2
2. Upper Arm Actuator 3. COCk_P't 2. Upper Arm Actuator o} 30*
4.3 [ Double Heat sink 4. Medium Laser [R) 1.3 [B10%AC 3 5
™2 4. | Double Heat Sink 5. Sensors ™2 4.LB10XAC 9 -
5. L Double Heat Sink B. Life Support 5.| LB 10X AC o 28
6.[LB10XAC 6.| LB 10-X AC 8 27
[¢] 26*
1.| LB 10-X AC Center Torso 1.| LB10-X AC o
2.|LB 10X AC 1. XL Fusion Engine 2.LLB10xAC 25*
4-6 3.|LB10-XAC 2. XL Fusion Engine a4-6 3. Medium Laser 24+
4.|LB10-XAC 3. XL Fusion Engine 4. Small Pulse Laser o3+
5.LLB10XAC 13, Gyro 5. Roll Again
. i 2o *
6. Medium Laser 5. Gyro 6. Roll Again
6. Gyro 21
20*
1. Gyro . "
Left Torso 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine ,_\ 17*
3. XL Fusion Engine 5. Jump Jet 3. XL Fusion Engine HEAT DATA
1 -3 4. | Double Heat Sink 6. Medium Laser (R 1 -3 4. Medium Laser N . \ 16
(R) Double Heat Sinks:
5. | Double Heat Sink 5. Ammo (LB 10-X) 10 Heat 13 (96 15*
6. L Double Heat Sink Engine Hts O O O 6. Ammo (LB 10-X Cluster) 10 Level* Effects (26] 14*
G\jl“D Hits o o 30 Shutdown 13*
1.[ERPPC Sensor Hits © O 1.[C3 Master 58 Ammo Exp, avoid on 8+ (@]0)
. . aster
2.| ERPRC : 2.1 €3 Mast 26  Shutdown, avoid on 10+ ole) 12
3.LER PPC Life Support O 3. | c3 Master 55 & Movement Points 00 Y
4-6 4. Ammo (LB 10-X) 10 4-6 4.| C3 Master i )
24  +4 Modifier to Fire O 10*
5. Ammo (LB 10-X Cluster) 10 5. LC3 Master 23 Ammo Exp, avoid on 6+ O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ S 9*
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [: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+ 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 F'qmts 2
. ot e S8 Tl S e ;
\, / '\ / | o
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