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BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Grasshopper GHR-5J

N\

Movement Points: Tonnage: 70
Walking: 4 Tech Base: Inner Sphere
Running: 6 Rules Level: Standard
Jumping: 4 Role: Skirmisher
Engine Type: 280 Fusion

Weapons & Equipment Inventory (hexes)

BATTLETECH

( WARRIOR DATA \

Name:
Gunnery Skill: Piloting Skill:
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

O00000000
0000000000
000000000

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 Left Arm Right Arm
1 Anti-Missile System RT 1 [PB] -1 - = (22) (22)
1 ERLarge Laser CT 12 8]IDE] - 7 14 18
1 Streak SRM 2 HD 2 2/MsIMC] — 3 B 9
Left Right
Leg Center Leg
(26) Torso (26)
(13)
[¢]
[e]
[e]
[e]
o -
Ammo: (AMS) 12, (Streak SRM 2] 100 Left Right
Quirks: B 4 [1 Point Torso Rear o Torso Rear
uirks: Rugged (1 Point) (10 o) (10]
\, BV: 1,354 (&\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. Cockpit 2. Upper Arm Actuator (o] 30*
13 3. Lower Arm Actuator 4. Streak SRM 2 13 3. Lower Arm Actuator g o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator o "
5. Medium Laser 6. Life Support 5. Medium Laser o 28
6. Roll Again 6. Roll Again Left O Right 27
o
1. Roll Again Center Torso 1. Roll Again A’:I': [e] AT: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 21
Leg Leg "
1. Gyro (15) (15) 20
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. Heat Sink 5. [ ER Large Laser 3. Heat Sink
1-3 . [ 1-3 ! 16
4. Heat Sink 6. LER Large Laser 4. Heat Sink . .
5. Heat Sink 5. Anti-Missile System Heat S|nle<eé 15*
6. Heat Sink Engine Hts O O O 6. Ammo (Streak SRM 2) 50 Level* Effects 14*
. Gyro Hits 00 30 Shutdown 13*
1. Heat Sink . 1. Ammo (Streak SRM 2) 50 58 Ammo Exp. avoid on B+ o]e]e)
2 Ammo (AVS)12 Ls'fengor T 8 ° 2. folAgan 26 Shutdownplavo\d on 10+ 000 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]e) 10*
5. Roll Again 5. Roll Again 293 Ammo Exp, avoid on B+
6. Roll Again 6. Roll Again P, avo oo 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 L 1. Hip 17  +3 Modifier to Fire oo P
. game P labs . .
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. 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.
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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 O
Type: Grasshopper GHR-8K Name: 00
Movement Points: Tonnage: 70 . _— . O O
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i oo
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 8 8
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead o 0O
Engine Type: 280 Fusion p o O
Weapons & Equipment Inventory (hexes) O 8
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Light PPC LA 5 5|[DE] 3 6 12 18
1 Light PPC RA 5 ©5I[DE] 3 6 12 18 Left Arm Right Arm
1 Light PPC LT 5 ©5I[DE] 3 6 12 18 (22) (22)
1 Light PPC RT 5 5]DE] 3 6 12 18
1 ER Large Laser CT 12 8]IDE] - 7 14 18
1 LRM5 HD 2 1/Msl[MCS] 6 7 14 21
Left Right
Leg Center Leg
(30) Torso (30)
(13)
[¢]
[¢]
[¢]
[¢]
O .
Ammo: (LRM 5) 24 Left o Right
Quirks: Rugged (1 Point) Torso Rear Torso Rear
: Rugg {10) © (10)
\, BV: 1.754 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ s 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. Cockpit 2. Upper Arm Actuator (o] 30*
13 3. Lower Arm Actuator 4. LRM 5 13 3. Lower Arm Actuator g o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator o "
5. [ Double Heat Sink B. Life Support 5. [ Double Heat Sink o 28
6. | Double Heat Sink 6. | Double Heat Sink Left O Right 27
(o]
1. L Double Heat Sink Center Torso 1. L Double Heat Sink A’:I': [e) AT:I 26~
2, [Light PPC 1. Fusion Engine 2 [Lighc PPC (1 o) (") |25+
3. LLight PPC 2. Fusion Engine 3. LLight PPC 24+
4-6 4. Endo Steel 3. Fusion Engine 4-6 4. Endo Steel 23+
5. Endo Steel 1-3 4. Gyro 5. Endo Steel "
6. Endo Steel 5. Gyro 6. Endo Steel ) 22
. 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. [ ER Large Laser 3. LDouble Heat Sink
13 . [ 13510 N e
4. [ Double Heat S!nk 6. LER Large Laser 4. [L!ght PPC Double Heat Sinks: -
5. | Double Heat Sink 5. L Light PPC 16 (32) 15
6. L Double Heat Sink Engine Hts O O O 6. Ammo (LRM 5) 24 Level* Effects ( 14*
. Gyro Hits 00 30 Shutdown 13*
1. [L!ght PPC Sensor Hits © O 1. CASEI 58 Ammo Exp, avoid on 8+ (@]0)
2. | Light PPC ~ 2. Endo Steel 56  Shutd d 10+ O O 12
Llfe Suppor‘t o 3 Endo Steel utdown, avoid on
3. Endo Steel - Endo otee 25 -5 Movement Points (o]e) 11
4-6 4. Endo Steel 4-6 4. Endo Steel e )
) ) 24  +4 Modifier to Fire (o]e) 10*
5. Endo Steel 5. Endo Steel .
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
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. Jump Jet Damage Transfer 5. Jump Jet 3 -+1 Movz.rfrjent E.m S 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.
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BATTLEMECH RECORD SHEET

BATTLETECH

Ammao: (Streak SRM 2) 50
Quirks: Rugged (2 Point), Searchlight, Stable

\
Type: Warhammer WHM-7S Name:
Movement Points: Tonnage: 70 . I .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: ___ Piloting Skl
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 Medium Pulse Laser LT 4 B]P] - 2 4 B
1 Streak SRM 2 LT 2 2/Msl[MC] — 3 6 9
1 Small Laser LT 1 3I[DE] -1 2 3
1 Medium Pulse Laser RT 4 B[P] - 2 4 B
1 Streak SRM 2 RT 2 2/Msl[MC] — 3 6 9
1 Small Laser RT 1 3[DE] -1 2 3

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

Right Arm
(20)

Left Right
Leg Center Leg
(15) Torso (15)

(9)

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

\_BV: 1477 (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 (o] 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator g o9
a.[ERPPC 5. Sensors 4.[ Double Heat Sink o -
5.| ERPPC B. Life Support 5. | Double Heat Sink o 28
6.LERPPC 6. L Double Heat Sink Left O] Right 27
(o]
1. Roll Again Center Torso 1.[ERPPC AT; o AT:, 267
2. Roll Again 1. Fusion Engine 2.|ERPPC (1 o) M1 Jas+
3. Roll Again 2. Fusion Engine 3.LERPPC 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro L
eg Leg 20"
1. Gyro (15) (15)
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. Ammo (Streak SRM 2) 50 3. LDouble 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 : 5%
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (36] 14*
- . Gyr\o Hits o o - . 30 Shutdown 13*%
1. | Double Heat Sink 1. | Double Heat Sink " O O
i 28 Ammo Exp, avoid on 8+
2. | Double Heat Sink Sensor HitsQ O 2.| Double Heat Sink P 00 12
i Life S tO i 26 Shutdown, avoid on 10+
3. L Double Heat Sink ITe suppor 3. LDouble Heat Sink . O O 11
4_6 - 4_6 X 25 -5 Movement Points
4. Medium Pulse Laser 4. Medium Pulse Laser . X
24  +4 Modifier to Fire (o]e) 10*
5. Streak SRM 2 5. Streak SRM 2
. : 23 Ammo Exp, avoid on 6+ O O
6. Small Laser 6. Small 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]@) 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. Roll Again Damage Transfer 5. Roll Again 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.
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Warhammer C 2 Name:
Movement Points: Tonnage: 70 . _— .
) X Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Mixed v — i
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 11 | Dead
Engine Type: 280 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC(C) LA 15 15][DE] — 7 14 23
1 ERPPC(C) RA 15 15 [DE] - 7 14 23 Loft Arm Right Arm
Medium Pulse Laser LT 4 7[P] - 4 8 12 (20) (20)
(€
1 ER Small Laser (C] LT 2 5][DE] - 2 4 6
1 Small Pulse Laser (C) LT 2 3[PAI] - 2 4 B
1 Streak SRM B (C) RT 4 2/MsI[MC] — 4 8 12 Left Right
1 Medium PulseLaser  RT 4 7[P] — 4 8 12 [L1e§1 Genter ["1959]
orso
(€ (9)
1 ER Small Laser (C] RT 2 5|[DE] - 2 4 6
1 Small Pulse Laser (C) RT 2 3[PAI] - 2 4 B
Ammo: (Streak SRM 6) 15 . "E: . Rig*:
Quirks: Rugged (2 Point), Searchlight, Stable °rs[°8 ]”" °rs[°a ]”"
\_BV: 215/ (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ == /
/, \ Standard Structure Heat
CRITICAL TABLE \ o 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*
,I 3 3. Lower Arm Actuator 4. Roll Again 1 3 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. [ERpoc g Center Torso 1. [£8 pec e - of i, B=
2. LER PPC [Clan] 1. Fusion Engine 2. LER PPC [Clan] (m o) (") o5+
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 . (15) (15) -
I_.eft Torso 2. Fusion Engine Right Torso 19
1. [ Double Heat Sink 3. Fusion Engine 1. [ Double Heat Sink 18*
2. | Double Heat Sink 4-6 4. Fusion Engine 2. | Double Heat Sink 17*
3. L Double Heat Sink 5. Roll Again 3. LDouble Heat Sink
1-3 4. [ Double Heat Sink 6. Roll Again 1-3 4. [ Double Heat Sink Double Heat Sinks: N 16
5. | Double Heat Sink 5. | Double Heat Sink 18136 : 5%
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (36] 14*
- . Gyro Hits 00 30 Shutdown 13*
1. [ Double Heat Sink . 1. [ Streak SRM 6 [Clan] 58 Ammo Exp. avoid on B+ (o]e)
2. | Double Heat Sink Sensor HitsQ O 2, [Streak SRM B [Clan] o6 Shutdownp'avmd on 10+ 00 12
3. | Double Heat Sink Life Support O 3. Medium Pulse Laser [Clan] 55 & Movement Points 00 Y
4-6 4. Medium Pulse Laser [Clan] 4-6 4. ER Small Laser [Clan] i )
24  +4 Modifier to Fire (o]e) 10*
5. ER Small Laser [Clan] 5. Small Pulse Laser [Clan] 293 Ammo Exp, avoid on B+
6. Small Pulse Laser [Clan] 6. Ammo (Streak SRM 6) 15 oo Shutdownpyavoid on 8+ O O 9
. (0]@) 8+
20 -4 Movement Points
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 D 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 TMMOdlﬂerszFl-ri p
- ovemen oints
\, /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

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Gunslinger GUN-1ERD Name:
Movement Points: Tonnage: 85 . I .
) Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: Inner Sphere v - 9
Running: 5 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 2 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead
Engine Type: 255 XL p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser LL 4 B]P] - 2 4 B
(R) Left Arm Right Arm
1 Medium Pulse Laser RL 4 B[P] - 2 4 6 (25) (25)
(R)
1 Gauss Rifle LA 1 15[DBX] 2 7 15 22
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22
2 Medium Laser LT 3 5I[DE] - 3 B 8 Left Right
2 Medium Laser RT 3 5[Df - 3 B8 9 Leg Center Leg
. ) (32) Torso (32)
1 ECM Suite (Guardian) RT — [E] - - - 6B (19)
1 Active Probe (Beagle) CT — [E] - - - 4
1 Small Laser HD 1 3|[DE] - 1 2 3
o O
o O
o O
o O
5 6
Ammo: (Gauss) 40 Left o O Right
Quirks: Cowl Torso Rear O O Torso Rear
i (1) 6 © (1)
\_BV: 2286 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (18) Right Torso (18) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator o9
™2 4.[Gauss Rifle 5. Sensors ™ 4.[Gauss Rifle -
5. | Gauss Rifle B. Life Support 5. | Gauss Rifle 28
B. | Gauss Rifle 6. | Gauss Rifle 27
1. | Gauss Rifle Center Torso 1. | Gauss Rifle 26~
2. | Gauss Rifle 1. XL Fusion Engine 2. | Gauss Rifle 25*
3. | Gauss Rifle i i 3. | Gauss Rifle *
46 4 | Gauss Rifie 2 YL rusion Faine 4-6 ;| Gaussrif =
g 3. XL Fusion Engine - LGauss Hifle 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. 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. [ Active Probe (Beagle) 3. XL Fusion Engine
1 -3 4. Medium Laser B. [Active Probe (Beagle) 1 -3 4. Medium Laser N . \ 16
) 9 ) Double Heat Sinks: "
5. Medium Laser 5. Medium Laser 10 EO] 15
6. Ammo (Gauss) 8 Engine Hits o o O 6. Ammo (Gauss) 8 Level* Effects [ 14+
G\jl“D Hits o o 30 Shutdown 13*
1. A G 8 1. A G 8 .
mmo [Gauss] Sensor Hits o o mmo (Gauss) 28 Ammo Exp, avoid on 8+ O
2. Roll Again Life Support O 2. Ammo (Gauss) 8 96 Shutdown, avoid on 10+ O 12
a2 T PP a5 3 [z 25 Sioarans P o |R
5. Roll Again 5. Roll Again 24 +4 Modifier to ’.:lre O 10
6. Roll Again 6. Roll Again 23 Ammo Exp, avoid on B+ @) 9
. 9 . g 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 "
P game P labs P 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. Medium Pulse Laser (R) Diagram 6. Medium Pulse Laser (R) 8 +1 Muodifier to Fl.re 1
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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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Ballistic-Reinforced

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Gunslinger GUN-3ERD Name:
Movement Points: Tonnage: 85 . I .
) - Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: Mixed v — i
Running: 5 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 2 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead
Engine Type: 255 XL p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Small X-Pulse Laser LL 3 3[PAI - 2 4 5
(R Left Arm Right Arm
1 Small X-Pulse Laser RL 3 3[PA] - 2 4 5 (25) (25)
(R)
1 Gauss Rifle (IS) LA 1 15[DBX] 2 7 15 22
1 Gauss Rifle (IS) RA 1 15[DBX] 2 7 15 22
2 ERMedium Laser (C) LT 5 7[DE] — 5 10 15 Left Right
2 ERMedium Laser(C) RT 5 7 [DEf] — 5 10 15 [";gl Genter [";g]
orso
1 Small X-Pulse Laser HD 3 3[PA] - 2 4 5 (17)
o O
o O
o O
o O
Left 0 0 Right
Ammo: (Gauss) 32 € o O 9
Quirks: Cowl Torso Rear o o Torso Rear
' (11) o 0 (1)
\, BV: 2,844 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (18) Right Torso (18) Overflow
Left Arm (CASE Il 1. Life Support Right Arm (CASE Il
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Small X-Pulse Laser 13 3. Lower Arm Actuator o9
™2 4.[Gauss Rifle 5. Sensors ™ 4.[Gauss Rifle -
5. | Gauss Rifle B. Life Support 5. | Gauss Rifle 28
B. | Gauss Rifle 6. | Gauss Rifle 27
1. | Gauss Rifle Center Torso 1. | Gauss Rifle 26~
2. | Gauss Rifle 1. XL Fusion Engine 2. | Gauss Rifle 25*
3. | Gauss Rifle i i 3. | Gauss Rifle *
46 4 | Gauss Rifie 2 YL rusion Faine 4-6 ;| Gaussrif =
g 3. XL Fusion Engine - LGauss Hifle 23*
5. CASEIl 13, Gyro 5. CASEIl -
6. Rol Again 5. XLGyro 6. Roll Again 22
6. XLGyro 21
20*
1. XL Gyro .
Left Torso 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*
13 3. ER Medium Laser [Clan] 5. XL Fusion Engine 13 3. ER Medium Laser [Clan] 16
"9 4. ER Medium Laser [Clan] 6. XL Fusion Engine "9 4. ER Medium Laser [Clan] e
5. Ammo (Gauss) 8 5. Ammo (Gauss) 8 Double HEEEIEDSIZKC‘]S. 15*
6. Ammo (Gauss) 8 Engine Hits o o O 6. Ammo (Gauss) 8 Level* Effects [ ] 14+
i 30 Shutdown
1. Ballistic-Reinforced GVI“D H!tS 00 1. Ballistic-Reinforced 28 Ammo Exp, avoid on 8+ O 137
2. Ballistic-Reinforced |_S'fen,_cs‘,0r Hits 8 o 2. Ballistic-Reinforced o6 Shutdown IavD\d on 10+ O 12
| ife Support . ’
4-6 3. Ballistic-Reinforced pp 4-6 3. Ballistic-Reinforced 25 .5 Movement Points O 11
4. Ballistic-Reinforced 4. Ballistic-Reinforced . X
24  +4 Modifier to Fire O 10*
5. Ballistic-Reinforced 5. Ballistic-Reinforced .
23 Ammo Exp, avoid on 6+ O 9
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 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. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Small X-Pulse Laser (R) Diagram 6. Small X-Pulse Laser (R) 8 *+1 Modifier to Fire 1
\ \ 5 -1 Movement Points /
0
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

(e]e]e) O O
4 \ /4 \ 0-0-0
'MECH DATA \ WARRIOR DATA %%
N o O OOOOO
Type: Highlander HGN-732 Name: 05°° [P0
Movement Points: Tonnage: 90 Gunnerv Skill Piloting Skill: OOOOO OO 00
Walking: 3 Tech Base: Inner Sphere sl — 9 =i OOOOO o
Running: 5 Rules Level: Standard Hits Taken 2| 3lals|s OOOOO o)
'Jumping: 3 Role: Sniper Consciousness # | 3 5 7 | 10 | 11 |Dead OOOOO 0
Engine Type: 270 Fusion Co2P o
- / 0-0~0
Weapons & Equipment Inventory (hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng [e)y¢]
1 SRMB LA 4 2/MsI[MCS] — 3 6 9
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22 Left Arm Right Arm
1 LRM 20 LT 6 1/MsI[MCS] 68 7 14 21 (30) (30)
2 Medium Laser RT 3 5]DE] - 3 6 8
Left Right
Leg Center Leg
(38) Torso (38)
(18)
o O
o O
o O
o O
o O
Ammo: (Gauss) 16, (LRM 20) 12, (SRM 6) 30 s 8 8 . Rig*:
Quirks: Command Mek, Cowl, Reinforced Legs, Difficult Ejection orso Hear o o orso Hear
(10) (10)
\, Bv: 2,227 INTERNAL STRUCTURE DIAGRAM
\ /
_\ Standard Structure Heat
CRITICAL TABLE \ Scale
Head
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. COCkP'F 2. Upper Arm Actuator 000 30*
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator 888 o9
"2 4. Hand Actuator 5. S'ensors "9 4.[ Gauss Rifle 888 "
5. [SRM 6 B. Life Support 5. | Gauss Rifle 000 28
6.LSRM 6 6. | Gauss Rifle 888 27
1F ) . [o} 26*
. Ferro-Fibrous Center Torso 1. | Gauss Rifle o
2. Ferro-Fibrous 1. Fusion Engine 2. | Gauss Rifle 25*
4-6 3. Ferro-Fibrous 2. Fusion Engine a4-6 3. | Gauss Rifle Center 24*
" 4. FerroFibrous 3. Fusion Engine "0 4.1 Gauss Rifle Torso 23
5. Roll Again 1-3 4. Gyro 5. Ferro-Fibrous (29) oo
6. Roll Again 5. Gyro 6. Ferro-Fibrous
6. Gyro 21
20*
1. Gyro . "
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) 19
1. Jump Jet 46 3. Fusion Engine 1. Jump Jet 18*
2.|LRM 20 "0 4. Fusion Engine 2. Medium Laser 17+
3.|LRM 20 5. Jump Jet 3. Medium Laser
1-3 4.(LRm 20 6. FerroFibrous 1-3 4. Ammo (Gauss) 8 Heat Sinks: 16
: *
5.| LRM 20 5. Ammo (Gauss) 8 19 15
6.LLrRM 20 Engine Hts O O O 6. CASE Level* Effects 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Ammo (SRM 6) 15 . 1. FerroFibrous 58 Ammo Exp. avoid on B+ (o]e)
2. Ammo (SRM B) 15 Sensor HitsQ O 2. FerroFibrous o6 Shutd P don 10+ 00 12
Llfe Su ort o utdown, avoid on
3. Ammo (LRM 20) 6 PP 3. Ferro-Fibrous S5 -5 Movement Points O 11
4-6 4. Ammo (LRM 20) 6 4-6 4. Roll Again i )
24  +4 Modifier to Fire O 10*
5. CASE 5. Roll Again 293 Ammo Exp, avoid on B+
6. Ferro-Fibrous 6. Roll Again P . O 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 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
S. Heat Sink Damage Transfer 5. Heat Sink 180 f‘qMMOVZTen: P'?_mts 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous e M odimer tDF’ '_'"i 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Light Ferro-Fibrous

Head (9)

Left Torso Right Torso

(e]e]e) O O
4 \ /4 \ 0-0-0
'MECH DATA \ WARRIOR DATA %%
N o O OOOOO
Type: Highlander HGN-740 Name: 05°° [P0
. O
Movement Points: Tonnage: 90 Gunnerv Skill Piloting Skill: OOOOO OO ©
Walking: 3 Tech Base: Inner Sphere sl — 9 =i OOOOO o
Running: 5 Rules Level: Standard HitsTaken | 1 1 2 1 3 1 4 ] 5 | 6 OOOOO o
'Jumping: 3 Role: Sniper Consciousness # | 3 5 7 | 10 | 11 |Dead OOOOO 0
Engine Type: 270 Fusion Co2P o
- / 0-0~0
Weapons & Equipment Inventory (hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng [e))e)
2 M-Pod LL — 15[DBX0S] — 1 2 3
2 M-Pod RL — 15[DBX0S] — 1 2 3 Left Arm Right Arm
1 Streak SRM 6 LA 4 2/MsI[MC] — 3 6 9 (29) (29)
1 ERPPC RA 15 10[DE] - 7 14 23
w,/Capacitor
1 LRM 20 LT 6 1/MsI[MCS] 68 7 14 21
w/ Artemis IV Left Right
i _ Leg Center Leg
2 ER Medium Laser RT 5 5]DE] 4 8 12 (36) Toren (36)
(14)
o
o
o
o
. o Right
Ammo: (LRM 20 Artemis) 12, (Streak SRM 6) 15 T R o T A
Quirks: Command Mek, Cowl, Reinforced Legs, Difficult Ejection orso Rear o) orso Rear
(10) (10)
\, Bv: 2,232 @ 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
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. [ Double Heat Sink 888 "
5. [ Double Heat Sink B. Life Support 5. | Double Heat Sink 000 28
6. | Double Heat Sink 6. L Double Heat Sink 000 27
000 "
1. L Double Heat Sink Center Torso 1.[ERPPC 8 26
2. [Screak SRM 6 1. Fusion Engine 2.|ERPPC 25*
4-6 3. Lstreak SRM 6 2. Fusion Engine 4-6 3.LERPPC Center 24+
" 4. Light FerroFibrous 3. Fusion Engine " 4. PPC Capacitor Torso 23
5. Light Ferro-Fibrous 1-3 4. Gyro 5. Light Ferro-Fibrous (29) "
6. Light Ferro-Fibrous 5. Gyro B. Light Ferro-Fibrous 22
6. Gyro 21
20*
1. Gyro . "
Left Torso (CASE) 2. Fusion Engine I_:hght Torso 19
1. Jump Jet 3. Fusion Engine 1. [ Double Heat Sink 18*
2.[LRM 20 4-6 4. Fusion Engine 2. | Double Heat Sink 17*
3.|LRM 20 5. Jump Jet 3. LDouble Heat Sink
1-3 4 |amao 6. Light Ferro-Fibrous 1-3 4. [ Double Heat Sink Double Heat Sinks: N e
5. LR™M 20 5. | Double Heat Sink 15 SOl 5%
6.LLRM 20 Engine Hts O O O 6. L Double Heat Sink Level* Effects (30] 14*
. Gyro Hits 00 - . 30 Shutdown 13*
1. Artemis IV FCS ' Sensor Hits © O 1. [ Double Heat Sink 58 Ammo Exp, avoid on 8+ (@]0)
2. Ammo (LRM 20 Artemis) 6 2. | Double Heat Sink 56  Shutd d 10+ O O 12
) Life Support o N utdown, avoid on
3. Ammo (LRM 20 Artemis) 6 PP 3. L Double Heat Sink S5 -5 Movement Points 00 11
4-6 4. Ammo (Streak SRM 6) 15 4-6 4. Jump Jet i )
- 24  +4 Modifier to Fire (o]e) 10*
5. CASEIl 5. ER Medium Laser .
) . 23 Ammo Exp, avoid on 6+ O O
6. Light Ferro-Fibrous 6. ER Medium Laser . 9
22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
I l_ ) 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3Mm Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. M-Pod Damage Transfer 5. M-Pod 10 2 Movement F'omts 2
6. M-Pod Diagram 6. M-Pod 2 TMMOdlﬂerszFl-ri 1
-1 Movement Points
\, / '\ / | o
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