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BATTLEMECH RECORD SHEET

\
( 'MECH DATA \

Type: Shadow Hawk SHD-7H

Movement Points: Tonnage: 55

Walking: 5 Tech Base: Inner Sphere

Running: 8 Rules Level: Standard

Jumping: 5 Role: Skirmisher

Engine Type: 275 Light

Weapons & Equipment Inventory (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser RA 5 5[DE] - 4 8 12
1 LB10XAC LT 2 10 — 6 12 18

[DB.C/F/S]
1 Enhanced LRM 5 RT 2 1/MsI[IMCS] 3 7 14 21
1 SRM2 HD 2 2/MsIIMCS] — 3 6 9

Ammo: (LB 10:X) 10, (LB 10X Cluster] 10, (NLRM 5) 24, (SRM 2) 50

BATTLETECH

( WARRIOR DATA \

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

\ BV: 1.394 @ )

\

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

0000000
0000000

Right Arm
(18)

Center
Torso

(8)

Left
Torso Rear

(7)

INTERNAL STRUCTURE DIAGRAM

Right
Torso Rear

(7)

/ \ 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. Cockpit 2. Upper Arm Actuator o 30*
13 3. Lower Arm Actuator 4. SRM 2 13 3. Lower Arm Actuator o o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator o "
5. Endo Steel 6. Life Support 5. ER Medium Laser ) 28
6. Endo Steel 6. Endo Steel Left o| Right 27
1. Endo Steel Center Torso 1. Endo Steel A;m o Arsm 26~
2. Endo Steel 1. Light Fusion Engine 2. Endo Steel (9] o) (2] 25*
3. Endo Steel i i i 3. Endo Steel 24*
4-6 2. L!ght Fus!on Eng!ne 4-6
4. Endo Steel 3. Light Fusion Engine 4. Endo Steel o3+
5. Endo Steel 1-3 4. Gyro 5. Endo Steel "
6. Rol Again 5. Gyro 6. Endo Steel ) 22
. Left Right 21
6. Gyro Leg Leg o
1. Gyro . (13) (13)
Left Torso 2. Light Fusion Engine Right Torso [CASE Il) 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. Jump Jet 5. Jump Jet 3. Jump Jet
- - 16
1 3 4. Jump Jet 6. Roll Again 1 3 4. Jump Jet Double Heat Sinks: \
5.[LB 10-X AC 5. [Enhanced LRM 5 10 EOl 5%
6.|LB10XAC Engine Hts O O O 6. LEnhanced LRM 5 Level* Effects (20] 14*
G\jl“D Hits o o 30 Shutdown 13*
1.| LB 10-XAC . 1. Ammo (NLRM 5) 24 .
! Sensor Hits o o . 28 Ammo Exp, avoid on 8+ O
2.|LB10-XAC Life S to 2. Ammo (LB 10-X) 10 96  Shutdown, avoid on 10+ O 12
3. LB 10X AC ITe suppor 3. Ammo (LB 10-X Cluster] 10 ’ .
- - 25 -5 Movement Points 11
4 6 4.1LB10-XAC 4 6 4. Ammo (SRM 2) 50 54 +4 Modifier to Fi O "
5. Roll Again 5. CASEIl odmier to Fire O 10
. gal . 23 Ammo Exp, avoid on 6+ O 9
6. Roll Again 6. Roll Again 25 Shutdown avoid on 8+
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [: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. Roll Again Damage Transfer 5. Roll Again 180 f‘q'\"'\;’vi_fpent F'E_'”ts 2
6. Roll Again Diagram 6. Roll Again 5 am oditier z”P '_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.
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Shadow Hawk C Name: 8 8
Movement Points: Tonnage: 55 . I .
) X Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Mixed v — i 8 8
Running: 8 Rules Level: Standard HitsTaken [ 1 [ 2 | 3 | 4 | 5 | & o0
Jumping: 5 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead o O
Engine Type: 275 Fusion / o O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERMedium Laser(C) RA 5 7][DE] — 5 10 15
1 LB5XAC(C) LT 1 5[DBC/F/S] 3 8 15 24 Loft Arm Right Arm
1 LRM5(C) RT 2 1/Msl[MCS] — 7 14 21 (18) (16)
1 Streak SRM 2 (C) HD 2 2/MsIMC] — 4 8 12
Left Right
Leg Center Leg
(16) Torso (16)
(8)
\J‘ \\‘
A 1\@\ \
Z\e
SN
Left Right
Torso Rear Torso Rear
Ammo: (LB-5X) 20, (LRM 5) 24, (Streak SRM 2) 50 &) (6]
\, BV: 1,303 (&\D a INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ oo 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. Cockpit 2. Upper Arm Actuator o 30*
13 3. Lower Arm Actuator 4. Streak SRM 2 [Clan] 13 3. Lower Arm Actuator o o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator o "
5. Roll Again 8. Life Support 5. ER Medium Laser [Clan] o 28
6. Roll Again 6. Roll Again Left o| Right 27
1. Roll Again Center Torso 1. Roll Again A;m © Arsm =2
2. Roll Again 1. Fusion Engine 2. Roll Again (9] o) (2] 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 (18) oo
6. Roll Again 5. Gyro 6. Roll Again .
6. Gyro Left Right 21
Leg Leg 20"
1. Gyro . (13) (13)
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+
13 3. [ LB 5-XAC [Clan] 5. Jump Jet 13 3. Jump Jet 16
"2 4.[LB5-XAC [Clan] 6. Ammo [Streak SRM 2) 50 "2 4. Jump Jet Heat Sinks:
5. | LB 5-X AC [Clan] 5. LRM 5 [Clan] 1 3 15*
6. LLB 5-X AC [Clan] Engine Hts O O O 6. Ammo (LRM 5) 24 Level* Effects 14+
Gyro Hits O O 30 Shutdown prm
1. A LB-5X) 20 1. Roll A .
mmo [ ) Sensor Hits o o 0% Again 28 Ammo Exp, avoid on 8+ O O
2. Roll Again Life Support O 2. Roll Again 26  Shutdown, avoid on 10+ ole) 12
4-6 3. Roll Again pp 4-6 3. Roll Again 25 .5 Movement Points O O 11
4. Roll Again 4. Roll Again . .
24  +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
I l_ ) 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3Mm Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMOd'f'erz”PF'Tet 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ / \
'MECH DATA \ WARRIOR DATA
O O
Type: Catapult CPLT-K2K Name: 00
Movement Points: Tonnage: B5 ] L } o O
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere v — i 8 8
Running: 8 Rules Level: Standard Hits Taken | 1 2| 3lals|s o0
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead o O
Engine Type: 325 XL p O O
. O O
Weapons & Equipment Inventory (hexes) 0 O
Gty Type Loc Ht Dmg Min Sht Med Lng O O
1 ERPPC LA 15 10[DE] - 7 14 23
1 ERPPC RA 15 10|[DE] - 7 14 23 Right Arm
2 ER Medium Laser CT 5 5|[DE] — 4 8 12 (20)
W=
% "j, Right
’.['"a Center Leg
N- Torso (30)
A\ (10)
Left Right
T R T R
Quirks: No/Minimal Arms, Weak Head Armor (1) ors[os ]ear ors[oa ]ear
\_BV: 1716 (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*
4.3 [ Double Heat sink 4. Roll Again 1.3 & [Double Heat ik o 5
™2 4. | Double Heat Sink 5. Sensors ™ 4. | Double Heat Sink o -
5. L Double Heat Sink 6. Life Support 5. L Double Heat Sink o 28
6. [ Double Heat Sink 6. [ Double Heat Sink o Right 27
. . ° Arm 26*
1. | Double Heat Sink Center Torso 1. | Double Heat Sink ¢} 10
2. L Double Heat Sink 1. XL Fusion Engine 2. L Double Heat Sink o) (101 Jos+
3.[ERPPC 2. XL Fusion Engine 3.[ERPPC 24*
46 4.|ERPPC 3. XL Fusion Engine 46 4.| ERPPC 23*
5. LERPPC 13, Gyro 5. LERPPC
. " 20 *
6. Roll Again 5. Gyro 6. Roll Again Right
6. Gyro Leg 21
*
1. Gyro . (15) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engine 5. ER Medium Laser 3. XL Fusion Engine
1-3 4. [ Double Heat Sink 6. ER Medium Laser 1-3 4. [ Double Heat Sink Double Heat Sinks: N 16
5. | Double Heat Sink 5. | Double Heat Sink o0 40' 5%
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (40] 14*
Gyro Hits 00 . 30 Shutdown 13*
1. Roll A 1. | Double H Sink .
2 RZH ASZ:E Sensor HitsQ O 2 Dzﬁblz H::: S::k 28 Ammo Exp, avoid on 8+ Q9 12
' : : 26 Shutdown, avoid on 10+ 0]0)
3. Roll Again Life Support O 3. L Double Heat Sink ' , Y
4-6 4. Roll Again 4-6 4. Roll Again 25 5 Moverr.]ent qunts Q0
s R 24 +4 Modffier to Fire (o]e) 10*
. 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]0) 5
1. Hi 1. Hi 17  +3 Modifier to Fire (o]e) "
- Hip game P labs - Hip 15 3Mm ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"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

( 'MECH DATA \

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Light Ferro-Fibrous

Head (9)

Left Torso Right Torso

N
Type: Catapult CPLT-KB Name:
Movement Points: Tonnage: 65 . I .
) Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: Inner Sphere v — i
Running: 5 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 3 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 195 XL p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 AES LA — [E] - - - -
1 Extended LRM 15 LA 8 1/MslI[MCS] 10 12 22 38 Left Arm Right Arm
1 AES RA  — [E] - - = = (20) (20)
1 Extended LRM 15 RA 8 1/MsI[MCS] 10 12 22 38
2 ER Small Laser LT 2 3I[DE] - 2 4 5
2 ER Small Laser RT 2 3[DE] - 2 4 5 A1
‘. I Left Right
== Leg Center Leg
W (30) Torso (30)
A\ (10)
Ammo: (ELRM 15) 24 . "E: . Rig*:
Quirks: No/Minimal Arms, Weak Head Armor (1) ors[os ]ear ors[oa ]ear
\, BV: 1,613 @ INTERNAL STRUCTURE DIAGRAM
\ /
_\ Standard Structure Heat
CRITICAL TABLE N\ Scale
Head
Head Left Torso (15 Right Torso (15) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. G_OCkP't ) 2. Upper Arm Actuator le) 30*
3.[AES 4. Light Ferro-Fibrous 3.[AES o 5
1-3 4 | aes 5. Sensors 1-3 4 | nes o
5. L AES 6. Life Support 5. LAES o 28*
6. [ Extended LRM 15 6. [ Extended LRM 15 g Right 27
1. | Extended LRM 15 Center Torso 1. | Extended LRM 15 o AT:J 267
2. | Extended LRM 15 1. XL Fusion Engine 2. | Extended LRM 15 o) 1101 Jos5+
4-6 3. | Extended LRM 15 2. XL Fusion Engine a4-6 3. | Extended LRM 15 24+
" 4. | Extended LRM 15 3. XL Fusion Engine "0 4.| Extended LRM 15 23+
5. LExtended LRM 15 1-3 4. Gyro 5. LExtended LRM 15 "
6. Ammo (ELRM 15) 6 5. Gyro 6. Ammo (ELRM 15) 6 A 22
[
6. Gyro Lig 21
*
1. Gyro . (15) 20
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engil 3. XL Fusion Engi
18 e e 183 —\ [z
: ! . Light Ferro-Fibrous : ! Double Heat Sinks: "
5. | Double Heat Sink 5. | Double Heat Sink 10 [ED] 15
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects 14*
. Gyro Hits 00 30 Shutdown 13*
1. | Double Heat S!nk Sensor Hits o o 1. Jump Jet 28 Ammo Exp, avoid on 8+ O
2. | Double Heat Sink ~ 2. ER Small Laser o6 Shutd d 10+ O 12
3. | Double Heat Sink Life Support O 3. ER Small Laser os = :/l own. aVDF‘, on 0 Y
’ : - t t
4-6 4. Jump Jet 4-6 4. Ammo (ELRM 15) 6 o4 +4 Movzrpen ’(__).In S "
5. ER Small Laser 5. Ammo (ELRM 15) 6 odifier to Fire O 10
6. ER Small L B. Liaht F Fib 23 Ammo Exp, avoid on 6+ O 9
. mal aser . ight Ferro-Fibrous 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+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Light Ferro-Fibrous Damage Transfer 5. Light Ferro-Fibrous 180 iMMOVZTE”: P":j_'”ts 2
6. Light Ferro-Fibrous Diagram 6. Light Ferro-Fibrous 5 M odimer tDF’ I.r‘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.
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
O OO
Type: Man O' War (Gargoyle]) C Name: 000
Movement Points: Tonnage: 80 . I . [OlelNe]
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Clan v — i 00O
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 | 3 | 4 | 5 | B 8 8 8
Jumping: 0 Role: Skirmisher Consciousness # [ 8 | 5 | 7 [ 10 [ 11 |Dead o0 O
Engine Type: 400 XL / O O O
Weapons & Equipment Inventory (hexes) O 8 9
Gty Type Loc Ht Dmg Min Sht Med Lng
1 A-Pod LL — [PBOSAI - - = =
2 APod RL — [PBOSAI - - - = Right Arm
1 Ultra AC/20 LA 7 20/Sht — 4 8 12 (23)
[DBR/C]
B8 ER Medium Laser RA 5 7[DE] — 5 10 15
Right
Center Leg
Torso (24)
(10)
Left Right
T R T R
Ammo: (Ultra AG/20) 10 orse Rear orse near
(10) (10)
\, BV: 2,417 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ o Scale
Head Left Torso (17 ) Right Torso (17 ) 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*
3 3. | Ultra AC/20 g ;erro-Flerus 13 3. Lower Arm Actuator o9
1-3 4| uira AC/20 - Sensors " 4. Hand Actuator -
5. | Uttra AC/20 6. Life Support 5. ER Medium Laser 28
6. | Ultra AC/20 6. ER Medium Laser 27
1. | Ultra AC/20 Center Torso 1. ER Medium Laser 26>
2.| Ultra AC/20 1. XL Fusion Engine 2. ER Medium Laser 25*
4-6 3. | Ultra AC/20 2. XL Fusion Engine a4-6 3. ER Medium Laser 24+
4. LUlkra AC/20 3. XL Fusion Engine 4. ER Medium Laser o3+
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous
. . 22*
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro 21
20*
1. Gyro . "
Left Torso (CASE) 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. Ammo (Ultra AC/20) 5 5. Roll Again 3. Ferro-Fibrous
1-3 4. Ammo (Ultra AC/20) 5 6. Roll Again 1-3 4. FerroFibrous Double Heat Sinks: N 16
5. Ferro-Fibrous 5. Roll Again 16 (32 . 15*
6. Ferro-Fibrous Engine Hits o o O 6. Roll Again Level* Effects [ ] 14+
G\jl“D Hits o o 30 Shutdown 13*
1. Roll Again Sensor Hits o o 1. Roll Again 28 Ammo Exp, avoid on 8+ O O
2. Roll Again ~ 2. Roll Again 56  Shutd d 10+ O O 12
Life Suppor‘t o 3. Roll Again utdown, avoid on
a4-6 3. Roll Again a4-6 g 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+ O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [: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 jl S ;EMMDd'f'eP EOF'FI'Fet 3
5. A-Pod Damage Transfer 5. A-Pod 8 -+1 Movz.rpent E.'” s 2
6. Roll Again Diagram 6. APod odimer to fire 1
-1 Movement Points
\ VAN 5 1M t Point y. 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
O OO
Type: Man O' War (Gargoyle) F Name: 000
Movement Points: Tonnage: 80 . _— . O O0O0
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Clan v — i 00O
Running: 8 Rules Level: Standard Hits Taken | 1 2| 3lals|s 8 8 8
Jumping: 0 Role: Brawler Consciousness # [ 8 | 5 | 7 [ 10 [ 11 |Dead o0 O
Engine Type: 400 XL / O O O
Weapons & Equipment Inventory (hexes) O 8 9
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Rotary AC/2 LA 1 2/Sht - 8 17 25
[DB.R/C] Right Arm
1 Imp. Heavy Large RA 18 16 [DEX] — 5 10 15 (23)
Laser
2 ATM3 RA 2 [MCS]
Standard 2/Msl 4 5 10 15
Extended Range 1/Msl 4 9 18 27 Right
High Explosive 3/Msl 3 6 9 Center Leg
Torso (24)
1 Heavy Flamer CT 5 4[DEHAI - 2 3 4 (10)
Left Right
T R T R
Ammo: [ATM 3] 40, (Heavy Flamer] 10, (RAG/2) 90 orso Hear orso Hear
(10) (10)
\, BV: 1.894 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (17 ) Right Torso (17 ) Overflow
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'F 2. Upper Arm Actuator 30*
13 3. | Rotary AC/2 4. Ferro-Fibrous 13 3. | Imp. Heavy Large Laser o9
" g, Rotary AC/2 5. S'ensors " 4, Imp. Heavy Large Laser "
5. | Rotary AC/2 6. Life Support 5. LImp. Heavy Large Laser 28
6. LRotary AC/2 6. [ATM 3 27
*
1. Ammo (RAC/2) 45 Center Torso (CASE] 1.latms 26
2. Ammo (RAC/2) 45 1. XL Fusion Engine 2. [ATM 3 25*
4-6 3. Ferro-Fibrous 2. XL Fusion Engine a4-6 3.LATM 3 24+
4. Roll Again 3. XL Fusion Engine 4. Ammo (ATM 3) 20 o3+
5. Roll Again 1-3 4. Gyro 5. Ammo (ATM 3) 20
. ’ 22*
6. Roll Again 5. Gyro 6. Ferro-Fibrous
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. Ferro-Fibrous 5. Heavy Flamer 3. Ferro-Fibrous
1-3 4. Ferro-Fibrous 6. Ammo (Heavy Flamer) 10 1-3 4. Ferro-Fibrous D . . 16
- ouble Heat Sinks: 15+
5. Roll Again 5. Roll Again 186 32]
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects ( 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Roll A 1. Roll A .
2 Fol Agin Sensor HitsQ O 2 Rl Agan 28 Ammo Exp, avoid on B+ 99 12
3' Rall Ag Life Suppor‘t o) 3' Rol Ag 26 Shutdown, avoid on 10+ O O
. Roll Again . Roll Again .
4-6 4. Roll Again 4-6 4. Roll Again 25 5 Moverr.]ent qunts O O 1
) ) 24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again
. : 23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [: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 ) labs - Aip 15 3M ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
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
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

(e]e]e} O O
4 \ /4 \ 0-0-0
'MECH DATA " { WARRIOR DATA %
o O (0)Ke)
. ; [o3(e)(®)
Type: Regent Prime Name: 050:° 0%
Movement Points: Tonnage: 90 Gunnerv Skill Piloting Skill: OOOOO 6
Walking: 3 Tech Base: Clan sl — 9 =i OOOOO o
Running: 5 Rules Level: Standard HitsTaken | 1 1 2 1 3 1 4 ] 5 | 6 OOOOO o
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead Ooooo o
Engine Type: 270 Fusion 0.0 0] ©
/ OOOOO
Weapons & Equipment Inventory (hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng [e))e)
1 Medium Pulse Laser LA 4 7][P] — 4 8 12
1 ERLarge Laser RA 12 10|[DE] — 8 15 25 Left Arm Right Arm
1 Medium Pulse Laser RA 4 7[P] - 4 8 12 (30) (30)
1 ERLarge Laser LT 12 10/[DE] — 8 15 25
1 Streak SRM 4 LT 3 2/MslI[MC] — 4 8 12
1 LB20-XAC RT 6 20 — 4 8 12
[DB.C/F/S] Left Right
1 ERLarge Laser RT 12 10([Df] _ 8 15 25 [";gl Genter [";g]
orso
1 Micro Pulse Laser HD 1  3[PA] - 1 2 3 (18)
o o
o o
o o
o o
o o
Ammo: (LB-20X] 5, (LB-20X Cluster) 5, [Streak SRM 4) 25 ©o o Right
Quirks: Easy to Maintai Torso Rear [¢] o Torso Rear
uirks: casy to aintain (10) le) le) (10)
\, BV: 2.437 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (19) Right Torso (19) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder orerd
2. Upper Arm Actuator 3. chkplt 2. Upper Arm Actuator 000 30*
13 3. Lower Arm Actuator 4. Micro Pulse Laser 13 3. Lower Arm Actuator 888 o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator 888 "
5. [Dnuble Heat Sink B. Life Support 5. [Duuble Heat Sink 000 28
6. L Double Heat Sink 6. L Double Heat Sink 000 27
000 "
1. Medium Pulse Laser Center Torso 1. ERLarge Laser 8 26
2. Roll Again 1. Fusion Engine 2. Medium Pulse Laser 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) "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20+
1. Gyro .
Left Torso (CASE Il) 2. Fusion Engine Right Torso 19*
1. [Double Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18*
2. L Double Heat Sink 4-6 4. Fusion Engine 2. L Double Heat Sink 17*
3. | Double Heat Sink 5. [ Double Heat Sink 3.[LB 20X AC
1-3 [ ' [ ) 1-3 . ) N s
4. L Double Heat S!nk 6. L Double Heat Sink 4.|LB20-XAC Double Heat Sinks: pr
5. [Duuble Heat Sink 5.| LB20-XAC 19 38]
6. L Double Heat Sink Engine Hts O O O 6.| LB 20-X AC Level* Effects ( 14*
G\jl“D Hits QO O 30 Shutdown 13*
1. ERLarge Laser . 1.| LB20-XAC .
2. Streak SRM 4 Sensor HitsQ O 2.| LB 20X AC 28 Ammo Exp, avoid on B+ 99 12
' : : 26 Shutdown, avoid on 10+ 0]0)
3. Ammo (Streak SRM 4) 25 Life Support O 3.| LB 20X AC os M  Point 00 Y
46 4 pmmo (LB-20X) 5 4-6 4 | B 20xAC " viovernent roints
) ) 24  +4 Modifier to Fire (o]e) 10*
5. Ammo (LB-20X Cluster) 5 5.LLB20-XAC .
23 Ammo Exp, avoid on 6+ O O
6. CASEI 6. ERLarge Laser : 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 @) 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. Double Heat Sink Diagram 6. Double Heat Sink 2 "11M'V'°d'f'er EUPF'Tet 1
-1 Movement Points
\, / '\ / | o
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

(e]e]e) O O
4 \ /4 \ 0-0-0
'MECH DATA " ( WARRIOR DATA 30596
OOOOO OOOOO
TVPE REQBHt A Name: (o)) OOOO
Movement Points: Tonnage: 90 Gunnerv Skill Piloting Skill: OOOOO 6
Walking: 3 Tech Base: Clan sl — 9 =i OOOOO o
Running: 5 Rules Level: Standard Hits Taken | 1 2| 3lals|s OOOOO o)
'Jumpmg: 0 Role: Snlper Consciousness # | 3 5 7 | 10 | 11 |Dead OOOOO 0
Engine Type: 270 Fusion 0.0 0] ©
/ OOOOO
Weapons & Equipment Inventory (hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng [e))e)
1 ERPPC 15 15[DE] — 7 14 23
w/ Capacitor Left Arm Right Arm
1 ERPPC 15 15[DE] — 7 14 23 (30) (30)
w,/ Capacitor
1 ERPPC 15 15[DE] — 7 14 23
w,/ Capacitor
1 Targeting Computer — [E] - - - - Left Right
i _ Leg Center Leg
1 ER Medium Laser HD 5 7[DE] 5 10 15 (38) Toren (38)
(18)
o O
o O
o O
o O
o O
o ©° Right
) _— Torso Rear o O Torso Rear
Quirks: Easy to Maintain (10 o o (10]
\, BV: 3419 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (19) Right Torso (19) Overflow
Left Arm 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder orerd
2. Upper Arm Actuator 3. COCkP't_ 2. Upper Arm Actuator 000 30*
13 3. Lower Arm Actuator 4. ER Medium Laser 13 3. [Duuble Heat Sink 888 o9
"2 4. Hand Actuator 5. S'ensors ™ 4. [ Double Heat Sink 888 "
5. [Dnuble Heat Sink B. Life Support 5. [Duuble Heat Sink 000 28
6. L Double Heat Sink 6. L Double Heat Sink 000 27
000 "
1. [Duuble Heat Sink Center Torso 1. [Double Heat Sink 8 26
2. L Double Heat Sink 1. Fusion Engine 2. L Double Heat Sink 25*
46 3. [Double Heat Sink 2. Fusion Engine 46 3. [ER PPC Center 4%
" 4. Double Heat Sink 3. Fusion Engine "O 4.lErpPPC Torso 23+
5. [Double Heat Sink 1-3 4. Gyro 5. PPC Capacitor (29) "
6. L Double Heat Sink 5. Gyro 6. Coolant Pod 22
6. Gyro 21
20*
1. Gyro .
Left Torso 2. Fusion Engine Right Torso 19*
1. [Double Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18*
2. L Double Heat Sink 4-6 4. Fusion Engine 2. L Double Heat Sink 17*
3. | Double Heat Sink 5. [ Double Heat Sink 3. [ Double Heat Sink
1-3 [ ; [ 1-3 [ ; N s
4. L Double Heat Sink 6. L Double Heat Sink 4. L Double Heat Sink . .
5. [Double Heat Sink 5. [ER PPC Double Hea2t68|r%kés. 5%
6. L Double Heat Sink Engine Hts O O O 6.LER PPC Level* Effects (52) 14*
. Gyro Hits 00 . 30 Shutdown 13*
1. | Double Heat Sink . 1. PPC Capacitor " O O O
28 Ammo Exp, avoid on 8+
2. [Dnuhle Heat Sink Sensor HitsQ O 2. [ Targeting Computer P o]e]e) 12
Life Support o) i 26 Shutdown, avoid on 10+
4-6 3.| ERPPC 4-6 3. Target:!ng Computer o5 .5 Movement Points O O O 11
4. LERPPC 4. | Targeting Computer . X
) . ) . 24  +4 Modifier to Fire o000 10*
5. PPC Capacitor 5. L Targeting Computer .
23 Ammo Exp, avoid on 6+ O O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ 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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