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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: Hatchetman HCT-8D Name: O
Movement Points: Tonnage: 45 - - . o
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere v — i o
Running: 8 Rules Level: Standard MtsTaken [ 1 | 2 | 3 | 4 | 5 | 6 e}
Jumping: 5 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead o
Engine Type: 225 XL 7 O
Weapons & Equipment Inventory (hexes) o
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser LA 5 5][DE] - 4 8 12
1 Hatchet RA - 9 - - - = Left Arm Right Arm
1 ER Medium Laser LT 5 5[DE — 4 8 12 (14) (14)
1 ECM Suite (Guardian) LT — [E] - - - 6B
1 Rotary AC/5 RT 1 5/Sht — 5 10 15
[DBR/C]
1 ER Medium Laser HD 5 5][DE] - 4 8 12 Left i
Leg Center Leg
(22) Torso (22)
(6)
Ammo: (RAG/5) 40 . "E: . Rig*:
Quirks: Anti-Aircraft Targeting oreo Hear oreo Hear
(8) (6)
. Y
\, BV: 1611 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Endo Steel 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't_ 2. Upper Arm Actuator o 30*
13 3. Lower Arm Actuator 4. ER Medium Laser 13 3. Lower Arm Actuator o) o9
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator [e] "
5. ER Medium Laser 6. Life Support 5. [ Hatchet o 28
6. Endo Steel 6. | Hatchet Left g Right 27
1. Endo Steel Center Torso 1. LHatchet A;m Ar7m =
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel (71 (71 25*
3. Endo Steel 2. XL Fusion Engine 3. Endo Steel 24+
4-6 4. Endo Steel 3. XL Fusion Engine 4-6 4. Endo Steel 23+
5. Endo Steel 1-3 4. Gyro 5. Endo Steel oo
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro L 21
eg Leg 20"
1. Gyro . (11 (1) -
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 . 1-3 ] N\ |18
4. [ Double Heat S!nk 6. Endo Steel 4. [ Rotary AC/5 Double Heat Sinks: -
5. | Double Heat Sink 5. | Rotary AC/5 10 (20) 15
6. L Double Heat Sink Engine Hts O O O 6. | Rotary AC/5 Level* Effects ( 14*
X Gyro Hits 00 30 Shutdown 13*
1. ER Medl.um Laser' Sensor Hits o o 1. | Rotary AC/5 28 Ammo Exp, avoid on 8+ O
2. [ECM Suite (Guardian) Life S " o 2. | Rotary AC/5 56 Shutdown, avoid on 10+ O 12
i i ITe suppor !
4-6 3. LECM Suite (Guardian) PP 4-6 3. LRotary AC/5 S5 -5 Movement Points O 11
4. Endo Steel 4. Ammo (RAC/5) 20 24 +4 Modifier to Fire O 10+
5. Endo Steel 5. Ammo (RAC/5) 20 .
6 Endo Steol 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- Endo Stee - Roll Again 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [: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. Jump Jet Diagram 6. Jump Jet 5 M 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.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



BATTLEMECH RECORD SHEET

\
Type: Hatchetman HCT-8S
Movement Points: Tonnage: 45
Walking: 5 Tech Base: Mixed
Running: 8 Rules Level: Advanced
Jumping: 5 Role: Striker
Engine Type: 225 XL
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERMedium Laser[C) LA 5 7 [DE] — 5 10 15
1 ERMedium Laser[C) RA 5 7 [DE] — 5 10 15
1 Hatchet RA — 9 - - - =
1 AES RA — [E] - - - -
1 LB10XAC(IS) RT 2 10 — 6 12 18
[DB.C/F/S]

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

BATTLETECH

( WARRIOR DATA \

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

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

O0O0O000O0

Right Arm
(13)

Center
Torso

(6)

Left
Torso Rear

(5]

Right
Torso Rear

(5)

\, BV: 1.479 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Endo Steel 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
4. Hand Actuator 5. S'ensors 4. Hand Actuator [e] "
5. ER Medium Laser [Clan] 6. Life Support 5. ER Medium Laser [Clan] o 28
6. Endo Steel 6. | Hatchet Left g Right 27
1. Endo Steel Center Torso 1. | Hatchet A;m Ar7m =
2. Endo Steel 1. XL Fusion Engine 2. L Hatchet (71 (71 25*
3. Endo Steel 2. XL Fusion Engine 3. [AES 24 *
46 4. Endo Steel 3. XL Fusion Engine 46 4.LAES 23*
5. Endo Steel 1-3 4. Gyro 5. Endo Steel oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro
Leg Leg 20"
1. Gyro . (1 (1)
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. Jump Jet 3.[LB 10X AC
1-3 ' 1-3 . ] N\ |18
4. | Double Heat S!nk 6. Endo Steel 4.|LB10-XAC Double Heat Sinks: -
5. L Double Heat Sink 5. LB 10X AC 10120 15
6. Endo Steel Engine Hts O O O 6.|LB 10X AC Level* Effects (20) 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Endo Steel Sensor Hits © O 1.[LB10XAC 58 Ammo Exp, avoid on 8+ O
2. Endo Steel Life Suppopt o 2.LLB10-XAC 26  Shutdown, avoid on 10+ O 12
4-6 3. Endo Steel 4-6 3. Ammo (LB 10-X) 10 o5 .5 Movement Points O 11
4. Endo Steel 4. Ammo (LB 10-X Cluster) 10 24 +4 Modifier to Fire O 10+
5. Endo Steel 5. CASE .
6 Mol A 6 Foll 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 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 jl S ;EMMDd'f'eP EOF'FI'Fet
5. Jump Jet Damage Transfer 5. Jump Jet 3 -+1 Movz.rfrjent E.m S 2
6. Jump Jet Diagram 6. Jump Jet 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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BATTLEMECH RECORD SHEET

\
Type: Enforcer ENF-5D
Movement Points: Tonnage: 50
Walking: 5 Tech Base: Inner Sphere
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
1 ERLarge Laser LA 12 B8][DE] - 7 14 18
1 LB10XAC RA 2 10 — 6 12 18
[DB.C/F/S]
1 Small Laser LT 1 3[DE] - 1 2 3

Ammo: (LB 10-X) 10, (LB 10-X Cluster] 10
Quirks: Barrel Fists (LA), Barrel Fists (RA)

BATTLETECH

( WARRIOR DA \

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

Left Torso

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Right Torso

Center
Torso

Torso Rear

(5]

Tors

Right Arm

(16)

o Rear

(5)

\_BV: 1.308 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ e /
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (12) Right Torso (12) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
a4 [ER Large Laser 5. Sensors ™2 4.[LB10XAC -
5. LER Large Laser 6. Life Support 5. LB 10X AC 28
6. FerroFibrous 6.[ LB 10X AC Left Right 27
1. Roll Again Center Torso 1.{LB10-XAC A;m Aram =
2. Roll Again 1. XL Fusion Engine 2.[LB10XAC (8] (8] 25*
4-8 3. Roll Again 2. XL Fusion Engine a4-6 3.LLB10-XAC Center 24
"2 4. Roll Again 3. XL Fusion Engine 2 4. FerroFibrous Torso 23*
5. Roll Again 1-3 4. Gyro 5. Ferro-Fibrous "
6. Roll Again 5. Gyro 6. Ferro-Fibrous . 22
Left Right 21
6. Gyro Leg Leg o
1. Gyro . (12) (12)
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. XL Fusion Engine 5. J Jet 3. XL Fusion Engine
1 -3 4. Jump Jet B. p:TAPg;n 1 -3 4. Jump Jet Heat Sinks: 16
5. Jump Jet 5. Jump Jet 1 2 15*
6. Small Laser Engine Hts O O O 6. Ammo (LB 10-X Cluster) 10 Level* Effects 14*
Gyro Hits O O 30 Shutdown prm
1. F -Fib 1. A LB 10-X) 10 .
EWD_ forous Sensor Hits O O mmo ( ) 28  Ammo Exp, avoid on 8+ 010
2. Ferro F?bmus Life Support o 2. CAsE 26  Shutdown, avoid on 10+ 0]0) 12
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 . X
) 24  +4 Modifier to Fire O 10*
5. Ferro-Fibrous 5. Ferro-Fibrous .
. 23 Ammo Exp, avoid on 6+ O
6. Ferro-Fibrous 6. Ferro-Fibrous . 9
22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [: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. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 8 +1 Modifier to Fire 1
9 5 -1 Movement Points
\, / '\ / | o

© 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

BATTLEMECH RECORD SHEET

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

/4 \ /4 \

'MECH DATA \ WARRIOR DA
Type: Enforcer ENF-5R Name:

Movement Points: Tonnage: 50 . I .

G Skill: Pil Skill:

Walking: 4 Tech Base: Inner Sphere unnery Sidll: - Piloting Sl

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

Jumping: 4 Role: Brawler 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 Large Re-engineered LA 89 8][P] — 5 10 15

Laser
1 LB10XAC RA 2 10 — 6 12 18
[DB,.C/F/S]
1 ERSmall Laser LT 2 3[DE] - 2 4 5

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

Right Arm
(16)

Center
Torso

Torso Rear

(5]

Torso Rear

(5)

BV: 1,192
\, ; & INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (12) Right Torso (12) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
4. | Large Re-engineered Laser 5. S'ensors 4.|1LB10-XAC "
5. | Large Re-engineered Laser 6. Life Support 5.| LB 10-X AC 28
6. | Large Re-engineered Laser 6.| LB 10-XAC Left Right 27
1. | Large Re-engineered Laser Center Torso 1.{LB10-XAC A"g’" A"Bm =
2. L Large Re-engineered Laser 1. Light Fusion Engine 2.|LB10-XAC (8] (8] 25*
3. Ferro-Fibrous i i i 3.LLB10-XAC 24*
46, rerrofibrous 2 Ligne Fuson Enaine 46, reroris
g - 3. Light Fusion Engine - rerro-ribrous 23*
5. Roll Again 1-3 4. Gyro 5. Ferro-Fibrous oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro L
eg Leg 20"
1. Gyro . (12) (12)
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. | Double Heat Sink 5. Roll Again 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. L Double Heat Sink 5. L Double Heat Sink 10 EOl a5+
6. ER Small Laser Engine Hts O O O 6. Ammo (LB 10-X) 10 Level* Effects (20] 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Ferro-Fibrous . 1. Ammo (LB 10-X Cluster) 10 .
- Sensor Hits o o 28 Ammo Exp, avoid on 8+ O
2. Ferro-Fibrous Life S cO 2. CASEIl 56  Shutdown. avoid on 10+ O 12
-Fi ITe ouppor ¥ ’
4-6 3. Ferro F?brous PP 4-6 3. Ferro-Fibrous 25 .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
I utdown, avoid on 6+
Left Leg LV Right Leg 18  Shutd idon 6 O 5
1. Hip game Dabs 1. Hip 17 +3 Modifier to Fire O -
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @)
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. Jump Jet Damage Transfer 5. Jump Jet 180 iMMOVZTen: Pﬁ'”ts 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.



( 'MECH DATA \

Type: Penetrator PTR-4D

BATTLEMECH RECORD SHEET

N\

( WARRIOR DATA \

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

Name:
Movement Points: Tonnage: 75 . I .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3lals|s
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 300 Fusion 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 ERLarge Laser RA 12 B8IDE] - 7 14 18 Left Arm Right Arm
3 Medium Pulse Laser LT 4 GB[P] - 2 4 6 (21) (21)
3 Medium Pulse Laser RT 4 B[P] - 2 4 B
1 Anti-Missile System CT 1 [PB] -1 - =
Left Right
o] { Leg Center Leg
e "/‘/’:fﬂ (26) Torso (26)
= ‘@a y
s, .ﬁ PR
07
w;\'"‘
|,
Ammo: (AMS) 12 . "E: . Rig*:
Quirks: Good Reputation (1), Stable oreo Hear oreo Hear
(7) (7)
\_BV: 168~ (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ e /
/, \ Standard Structure 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'tF 2. Upper Arm Actuator g 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o o9
" g, [ER Large Laser 5. S'ensors " 4, [ER Large Laser o "
5. LER Large Laser 6. Life Support 5. LER Large Laser g 28
6. Roll Again 6. Roll Again o| Right 27
o
1. Roll Again Center Torso 1. Roll Again [} Ar,:na 267
2. Roll Again 1. Fusion Engine 2. Roll Again o) 1121 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 ) 22
. Right 21
6. Gyro Leg
*
1. Gyro . (16) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Medium Pulse Laser 3. Fusion Engine 1. Medium Pulse Laser 18*
2. Medium Pulse Laser 4-6 4. Fusion Engine 2. Medium Pulse Laser 17*
3. Medium Pulse Laser 5. Anti-Missile System 3. Medium Pulse Laser
1-3 4. Roll Again 6. Ammo [AMS) 12 1-3 4. Roll Again e N 16
[AMS) Double Heat Sinks: -
5. Roll Again 5. Roll Again 19 (24 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects (24 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Roll Again s Hi o o 1. Roll Again 28 Ammo Exp, avoid on 8+ O O
2. Rol Again ensor Hits 2. Roll Again 12
' g Life Support O : g 26  Shutdown, avoid on 10+ 0]@)
4-6 3. Roll Again 4-6 3. Roll Again o5 .5 Movement Points O 11
‘5" :°H 293'” g' 20': 298‘” 24  +4 Modifier to Fire O 10+
6. ROH Agam B. RGI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ @) 5
1. Hip game ) labs 1. Hip 17  +3 Modifier to Fire O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" 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 EDF’FI'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.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Penetrator PTR-6T

N\

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

Name:
Movement Points: Tonnage: 75 . I .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 300 Fusion 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 ERLarge Laser RA 12 B8IDE] - 7 14 18 Left Arm Right Arm
3 ER Medium Laser LT 5 5[DE — 4 8 12 (21) (21)
3 ER Medium Laser RT 5 5][DE] - 4 8 12
1 Targeting Computer RT — [E] - - = - y’
1 Anti-Missile System CT 1 [PB] -1 - = > ‘,'
N Left Right
0 5y Leg Center Leg
e "/‘/’:fﬂ (26) Torso (26)
= ‘@a y
s, .ﬁ P
07
w;\'"‘
|,
Ammo: (AMS) 12 . "E: . Rig*:
Quirks: Good Reputation (1), Stable oreo Hear oreo Hear
(7) (7)
. Y
\, BV: 1,934 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
H.ead 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'tF 2. Upper Arm Actuator g 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o o9
" g, [ER Large Laser 5. S'ensors " 4, [ER Large Laser o "
5. LER Large Laser 6. Life Support 5. LER Large Laser g 28
6. Roll Again 6. Roll Again o| Right 27
[e]
1. Roll Again Center Torso 1. Roll Again le) AT‘E 26~
2. Roll Again 1. Fusion Engine 2. Roll Again o) 1121 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 ) 22
. Right 21
6. Gyro Leg
*
1. Gyro . (16) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. | Double Heat Sink 3. Fusion Engine 1. [ Double Heat Sink 18*
2. | Double Heat Sink 4-6 4. Fusion Engine 2. | Double Heat Sink 17*
3. L Double Heat Sink 5. Anti-Missile System 3. LDouble Heat Sink
1-3 4. ER Medium Laser 6. Ammo (AMS) 12 1-3 4. ER Medium Laser Double Heat Sinks: N 16
5. ER Medium Laser 5. ER Medium Laser 14 (28 . 15*
6. ER Medium Laser Engine Hts O O O 6. ER Medium Laser Level* Effects (28] 14*
Gyro Hits 00 - . 30 Shutdown 13*
1. Roll A 1. T C .
0% Again Sensor Hits o o arget!"g omputer 28 Ammo Exp, avoid on 8+ O O
2. Roll Again Life S cO 2. | Targeting Computer 56  Shutdown. avoid on 10+ (o]e) 12
ITe suppor i !
4-6 3. Roll Again PP 4-6 3. Target:!ng Computer o5 5 Moverr.]ent Pqints O O 11
4. Roll Again 4. L Targeting Computer 24 +4 Modifier to Fire O O 10+
5. Roll Again 5. Roll Again .
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+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Jump Jet Damage Transfer 5. Jump Jet 180 iMMOVZTen: Pﬁ'”ts 2
6. Jump Jet Diagram 6. Jump Jet A odifier tDFJ I-ri p
-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.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



BATTLEMECH RECORD SHEET

( 'MECH DATA \

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Standard Armor

Head (9)
Left Torso

i

(0]
(0]
O

Right Torso

h (O)Ne)
Type: Atlas AS7-D Name: 80808
Movement Points: Tonnage: 100 . I . (O)xe)
A G Skill: Piloting Skill: [e)(e)(e]
Walking: 3 Tech Base: Inner Sphere unnerySidlt - Filoting =k OOOOO
Running: 5 Rules Level: Introductory HitsTaken [ 1 ] 2 | 3 5| 6 0295
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 08080
Engine Type: 300 Fusion p, OOOOO
Weapons & Equipment Inventory (hexes) Oogoo
Gty Type Loc Ht Dmg Min Sht Med Lng 0”0
1 Medium Laser LA 3 ©5][DE] - 3 6 9
1 Medium Laser RA 3 5][DE] - 3 6 9 Left Arm Right Arm
1 LRM20 LT 6 1/MsI[MCS] 8 7 14 21 s o (34) (34)
1 SRMB LT 4 2/MsI[MCS] — 3 6 9 {!""“\\N‘,' [od] |
1 AG/20 RT 7 20[DBS] - 3 B 9 @‘-r/ F YY)
2 Medium Laser (R) CT 3 5[Df - 3 B 9 -)ilm [ ‘j
) \f“ e i
AT \ Left Right
‘y‘i‘%"\\‘.m I Leg Center Leg
R{“ﬁ:‘l’m}ﬂﬁ“ !L (41) Torso (41
) — 14
i'\?/—,&!'!lk-q (4
TN VU T W
o 'i_ \ L\ |
WAL il o
=Y o N o
178 o
LA o
Ammo: [AC/20) 10, (LRM 20) 12, (SRM 6) 15 °
Quirks: Battle Fists (LA), Battle Fists (RA), Command Mek, Distracting, T R o T R
Improved Communications _l__ o or(s:o )ear o) or[s:o ]ear
)
BV: 1897 =i
\, L @ Hl.i,Hl! 17 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"_; 2. Upper Arm Actuator 000 30*
13 3. Lower Arm Actuator 4. Heat Sink 13 3. Lower Arm Actuator 888 o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator 888 "
5. Heat Sink B. Life Support 5. Heat Sink 000 28
i i 000
6. Medium Laser 6. Medium Laser 838 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 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro . "
Left Torso 2. Fusion Engine Right Torso 19
1. Heat Sink 4-6 3. Fusion Engine 1.[Ac/20 18*
2.|LRM 20 "0 4. Fusion Engine 2.| Ac/20 ﬁ 17+
3.| LRM 20 5. Medium Laser (R) 3.| Ac/20 HEAT DATA
- - 16
1-3 4| iamao 6. Medium Laser (R) 13, AC/20 Heat Sinks:
5.| LRM 20 5.| Ac/20 Heat 20‘ 15*
6.LLrRM 20 Engine Hts O O O 6.| Ac/20 Level* Effects 14*
G\jl“D Hits QO O 30 Shutdown 13*
1.|sRmE S Hi o o 1.| Ac/20 28 Ammo Exp, avoid on 8+ O O
2. |sams ensor Hits 2.| ac/20 ; 00 12
. Life S tO . 26 Shutdown, avoid on 10+
4-6 3. Ammo (LRM 20) 6 ITe suppor 4-6 3.|Ac/20 S5 -5 Movement Points 00 11
"O 4. Ammo (LRM 20) 6 "0 4.lac/20 i )
24  +4 Modifier to Fire (o]e) 10*
5. Ammo (SRM 6) 15 5. Ammo (AC/20) 5 53 Ammo Exp, avoid on 6+
6. Roll Again 6. Ammo (AC/20) 5 55 Shutdown. avoid 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 1 B 1. Hip 17 +3 Modifier to Fire (o]e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 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 F'qmts 2
6. Heat Sink Diagram 6. Heat Sink 2 4;1Ml\/lod|f|er‘ szFl-ret 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

(0]
O

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: AtlasC 2 000
ype: as Name: OOOOO
Movement Points: Tonnage: 100 . I . (O)xe)
A G Skill: Piloting Skill: [e)(e)(e]
Walking: 3 Tech Base: Clan unnerySidlt - Filoting =k OOOOO
Running: 5 Rules Level: Standard vicsTaken | 1 1 21 3 121 5] 6 0295
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 08080
Engine Type: 300 Fusion p, OOOOO
Weapons & Equipment Inventory (hexes) Oogoo
Gty Type Loc Ht Dmg Min Sht Med Lng 0”0
1 ERLarge Laser LA 12 10][DE] — 8 15 25
1 ERLarge Laser RA 12 10|[DE] — 8 15 25 Left Arm Right Arm
1 ERPPC LT 15 15[DE] - 7 14 23 (34) (34)
1 Streak SRM 6 LT 4 2/Msl[MC] — 4 8 12
2 Medium Pulse Laser LT 4 7][P] — 4 8 12
1 LB20XAC RT 6 =20 — 4 8 12
[DB.C/F/S] N = Left Right
';-}:\\ A F‘..‘ Leg Center Leg
U LI KXY !L (41) Torso (41)
I@f“ l' IRV (14)
Q) o= e =2
SOl
£ AN 18
G \‘ u
<\ o
[¢]
[¢]
Ammo: (LB-20X) 5, (LB-20X Cluster) 5, (Streak SRM 6) 15 °
Quirks: Battle Fists (LA), Battle Fists (RA), Command Mek, Distracting, o
L Torso Rear Torso Rear
Improved Communications o)
(10) (10)
\, BV: 2,736 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
Standard Structure Heat
/4 \
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 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. [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*
3. ERLarge Laser 2. Fusion Engine 3. ERLarge Laser 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro .
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) 19*
1. [Double Heat Sink 3. Fusion Engine 1.[LB 20-X AC 18*
2. L Double Heat Sink 4-6 4. Fusion Engine 2.|LB20-XAC ,_\ 17*
1 _3 3. [Duuble Heat S!nk 5. Roll Aga?n 1 _3 3.| LB20-XAC HEAT DATA \ 16
4. L Double Heat Sink 6. Roll Again 4.|LB20-XAC Double Heat Sinks:
5. [ER PPC 5.| LB 20-X AC Heat o0 40' 5%
6.LER PPC Engine Hts O O O 6.| LB 20X AC Level* Effects (40) 14*
G\jl“D Hits QO O 30 Shutdown 13*
1.[ S k SRM 6 1.| LB20-XAC .
[ trea Sensor Hits QO O ! 28 Ammo Exp, avoid on 8+ 00
2. L Streak SAM & : 2.|LB20xAC 26 Shutdown, avoid on 10+ 0]0) 12
3. Medium Pulse Laser Life Support O 3. lLB20x AC 55 & Movement Points 00 Y
4-6 4. Medium Pulse Laser 4-6 4. Ammo (LB-20X) 5 i )
24  +4 Modifier to Fire (o]e) 10*
5. Ammo (Streak SRM 6) 15 5. Ammo (LB-20X Cluster) 5 293 Ammo Exp, avoid on B+
6. Roll Again 6. Roll Again oo Shutdownpyavoid on 8+ 0]0) 9
20 -4 Movement Points O O 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.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 10 -2 Movement Points 2
6.1 Double Heat Sink Diagram 6.L Double Heat Sink 2 "11M'\"°d'f'er z”PF'_ret 1
-1 Movement Points
\, / '\ / | o
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