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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (6)

Left Torso

Right

Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Hybrid Rifleman RFL-3N (Sneede) Name:
Movement Points: Tonnage: 60 . I .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Experimental Hits Taken | 1 2| 3|a|ls|s
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 240 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 ©5][DE] - 3 6 9
1 PPC RA 10 10[DE] 3 6 12 18 ’\.i\‘ Right Arm
1 LRM 20 LT 6 1/Msl[MCS] 6 7 14 21 \‘4 @'.'\ . (20)
. _ R XS0 2A
1 Med?um Laser LT 3 5I[DE] 3 6 9 4 Qﬂm—m’f‘\‘ -
1 Medium Laser RT 3 5][DE] - 3 B 8 \ll m\\\‘i&;
1 Medium Laser (R) CT 3 5[DE - 3 B 9 =y " (70
B L]
-\i‘ Center
~, Torso
f (4)
o
o)
oool| ©
Left © o Right
Ammo: (LRM 20) 12 Torso Rear o Torso Rear
(5) (2)
\, BV: 1,248 @ INTERNAL STRUCTURE DIAGRAM
\
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso [ 15) Right Torso (14 ) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder ° °
2. Upper Arm Actuator 3. COCkp"_; 2. Upper Arm Actuator (¢} [e] 30*
13 3. Lower Arm Actuator 4. Heat Sink 13 3. Lower Arm Actuator o [©) o9
" 4. Hand Actuator 5. S'ensors "9 4. Heat Sink g o -
5. Medium Laser B. Life Support 5.[PPC ° o 28
6. Roll Again 6.| PPC Lefc [oO g Right | 27
o
1. Roll Again Center Torso 1.Lprc AT; o o AT; 26°
2. Roll Again 1. Fusion Engine 2. Roll Again (11 Lo o) 1101 Jos5+
3. Roll Again 2. Fusion Engine 3. Roll Again Center 24*
4-6 4. Roll Again 3. Fusion Engine 46 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 L 21
eg Leg 20+
1. Gyro i (14) (14) -
Left Torso 2. Fusion Engine Right Torso 19
1. LRM 20 3. Fusion Engine 1. Medium Laser 18*
2.|LRM 20 4-6 4. Fusion Engine 2. Roll Again 17+
3.|LRM 20 5. Heat Sink 3. Roll Again
- - 16
1 3 4.| LRM 20 6. Medium Laser (R) 1 3 4. Roll Again Heat Sinks:
5. LLRM 20 5. Roll Again 14' 15*
6. Medium Laser Engine Hits O O O 6. Roll Again Level* Effects 14+
G\jl“D Hits o o 30 Shutdown 13*
1. Ammo (LRM 20) 6 Sensor Hits © O 1. Roll Again 58 Ammo Exp, avoid on 8+ (@]0)
2. Ammo (LRM 20) 6 ) 2. Roll Again 56 Shutd don 10+ (o]e) 12
Llfe Suppor‘t o 3 Rol A utdown, avoid on
3. Roll Again - nolAgain 25 -5 Movement Points (o]e) 11
4-6 4. Roll Again 4-6 4. Roll Again i )
) ) 24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again o3 A E id 5+
6. Roll Again 6. Roll Again MmO Exp, avoid on 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 Moadifier 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. Heat Sink Damage Transfer 5. Heat Sink 8 i1 I\/IOVE'TEht ;’_'” S 2
6. Roll Again Diagram 6. Roll Again e M o "ert”P '_ret 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso

Right Torso

/4 \ / \
'MECH DATA \ WARRIOR DATA
Type: Hybrid Rifleman RFL-3N (Sneede Il) Name: 8 8
Movement Points: Tonnage: 60 . I .
) K Gunnery Skill: Piloting Skill: O O
Walking: 4 Tech Base: Mixed v —— 9 [elNe)
Running: 6 Rules Level: Experimental HitsTaken [ 1 ] 2 | 3 5 | 6 8 8
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead )
Engine Type: 240 Fusion p o O
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 LMz I 6 uMeMcE = 7 14 21
( ] /Msl[MCS] — _’\7/. - (22) (20)
w,/ Artemis V oé'.é‘:— z:
1 Imp.HeawyMedium LT 7 10[DEX] - 3 6 9 P\ A%
(128,
Laser ! —
1 Small X-Pulse Laser RT 3 3[PA] - 2 4 5 S —\ Left Right
1 Targeting Computer  RT — [E] - - - = . [L,le;;] r‘;e“':e" [L1e7g]
orso
© (6)
1 ERMedium Laser(IS) CT 5 5[DE] - 4 B 12
(R)
1 ECM Suite HD — [E] - - - B
Left Right
T R T R
Ammo: (LRM 20 Artemis V) 12 °rs[°5 ]”" °rs[°4 ]ear
\, BV: 2,185 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (15 Right Torso (14 ) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder ° °
2. Upper Arm Actuator 3. COCkp't_ 2. Upper Arm Actuator (¢} [e] 30*
13 3. Lower Arm Actuator 4. ECM Suite [Clan] 13 3. Lower Arm Actuator g [©) o9
"3 4. Hand Actuator 5. Sensors "9 g [Duuble Heat Sink [Clan] 3 o -
5. ER Medium Laser [Clan] 6. Life Support 5. | Double Heat Sink [Clan] o o 28
6. Ferro-Fibrous [Clan] 6. [Duuble Heat Sink [Clan] Left e} g Right 27
o)
1. Ferro-Fibrous [Clan] Center Torso 1. L Double Heat Sink [Clan] A’:I': o o AT; 26~
2. Roll Again 1. Fusion Engine 2. [ER PPC [Clan] (11 Lo o) 1101 Jos5+
3. Roll Again 2. Fusion Engine 3. LER PPC [Clan] 24+
4-6 4. Roll Again 3. Fusion Engine 46 4. Ferro-Fibrous [Clan] o3+
5. Roll Again 1-3 4. Gyro 5. Ferro-Fibrous [Clan] oo
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro 21
Leg Leg 20+
1. Gyro ) (14) (14)
Left Torso (CASEIl) 2. Fusion Engine Right Torso 19*
1. [ LRM 20 [Clan] 3. Fusion Engine 1. [Double Heat Sink [Clan] 18*
2. | LRM 20 [Clan] 4-6 4. Fusion Engine 2. L Double Heat Sink [Clan] 17*
1 3 3.| LRM 20 [Clan] 5. ER Medium Laser (R) 1 3 3. [Double Heat Sink [Clan] \ 16
"9 4.lLRM 20 [Clan] 6. Ferro-Fibrous [Clan] ™ 4. L Double Heat Sink [Clan] Double Heat Sinks:
5. [Artemis V FCS [Clan] 5. Small X-Pulse Laser 15 (30 . 15*
6. L Artemis V FCS [Clan] Engine Hits O O O 6. [ Targeting Computer [Clan] Level* Effects (30) 14+
i Gyro Hits 00 . 30 Shutdown 13*
1. [ Imp. Heavy Medium Laser [Clan] . 1. LTargeting Computer [Clan] 28 Ammo Exp, avoid on 8+ O O
s, [,mp_ Heavy Medium Laser [Clan] S_ensor' Hits O O 2. Ferro-Fibrous [Clan] oB Shutdownp'avmd on 10+ 00 12
3. Ammo (LRM 20 Artemis V) 6 Life Support O 3. Roll Again 55 -5 Movement Points e)e) 11
4-6 4. Ammo (LRM 20 Artemis V) 6 4-6 4. Roll Again i )
24  +4 Modifier to Fire (o]e) 10*
5. CASEIl[Clan] 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Ferro-Fibrous [Clan] 6. Roll Again 55 Shutdown Yavoid on 8+ O O 9
e O g8
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
h 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.[Doub|e Heat Sink [Clan] Damage Transfer 5. [Double Heat Sink [Clan] 10 -2 Movement Points 2
6.1 Double Heat Sink [Clan] Diagram 6.1 Double Heat Sink [Clan] 2 "11M'V'°d'f'er EUPF'Tet 1
-1 Movement Points
\, /7 \ / | o
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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: Guillotine GLT-3N Name: 8
Movement Points: Tonnage: 70 Gunnerv Skill Piloting Skill: o
Walking: 4 Tech Base: Inner Sphere v B 9 : le)
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 8
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead o
Engine Type: 280 Fusion p, @)
Weapons & Equipment Inventory (hexes) o
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LA 8 B8|[DE] — 5 10 15
2 Medium Laser RA 3 5][DE] - 3 6 9 Left Arm Right Arm
1 Medium Laser LT 3 5][DE] - 3 6 9 (20) (20)
1 Medium Laser RT 3 5]DE] - 3 6 8
1 SRMB CT 4 2/MsIIMCS] — 3 6B 9
Left i
Leg Leg
(22) (22)
Left Right
Ammo: (SRM 6] 15 Torso Rear Torso Rear
(8) (8)
\, BV: 1.418 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (15 Right Torso (15) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator (o] 30*
13 3. [Large Laser 4. Endo Steel 13 3. Lower Arm Actuator g o9
" g, Large Laser 5. S'ensors "2 4. Medium Laser o "
5. Endo Steel 6. Life Support 5. Medium Laser o 28
6. Endo Steel 6. Endo Steel Left O\ Right 27
(o]
1. Endo Steel Center Torso 1. Endo Steel A’:I': [e) AT:I 26~
2. Endo Steel 1. Fusion Engine 2. Endo Steel (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 L
eg Leg 20"
1. Gyro . (15) (15) -
Left Torso 2. Fusion Engine Right Torso (CASE) 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.[SRM 6 3. Heat Sink
1-3 4. Heat Sink 6. [SRM 5 1-3 4. Heat Sink Heat Sinks: 16
5. Heat Sink 5. Heat Sink 25‘ 5%
6. Heat Sink Engine Hits 000 6. Jump Jet Level* Effects 14+
. Gyro Hits 00 i 30 Shutdown 13*
1. Heat Sink Sensor Hits o o 1. Medium Laser 28 Ammo Exp, avoid on 8+ O O O
2. Jump Jet ~ 2. Ammo (SRM B) 15 56  Shutd d 10+ O O O 12
d Llfe Su ort o utdown, avoid on
3. Medium Laser PP 3. CASE h 000 11
4_6 4_6 25 -5 Movement Points
4. Endo Steel 4. Endo Steel . X
24  +4 Modifier to Fire o000 10*
5. Endo Steel 5. Endo Steel .
23 Ammo Exp, avoid on 6+ O O O
6. Endo Steel 6. Endo Steel . 9
22 Shutdown, avoid on 8+ O O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
1. Hi l_ 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. Heat Sink Damage Transfer 5. Heat Sink 180 iM’\;;erpen: F';’_'”ts 2
6. Jump Jet Diagram 6. Jump Jet 5 M odimer tDF’ I'N?: 1
\ VAN -1 Movement Points 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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BATTLEMECH RECORD SHEET

( 'MECH DATA \

( WARRIOR DATA \

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

N
Type: Guillotine GLT-7M Name: 8
Movement Points: Tonnage: 70 Gunnerv Skill Piloting Skill: o
Walking: 4 Tech Base: Inner Sphere sl —— 9 =ik @)
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6 8
Jumping: 4 Role: Brawler Consciousness# | 3 | 5 | 7 11 | Dead o
Engine Type: 280 Fusion p, @)
Weapons & Equipment Inventory (hexes) o
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC LA 15 10[DE] — 7 14 23
_W/CapaC|mr Left Arm Right Arm
2 Light PPC RA 5 ©5I[DE] 3 6 12 18 (20) (20)
1 ER Medium Laser LT 5 ©5I[DE] — 4 8 12
1 ER Medium Laser RT 5 5]DE] — 4 8 12
1 Streak SRM 6 CT 4 2/Msl[MC] — 3 6 9
Left i
Leg Center Leg
(22) Torso (22)
(12)
[¢]
[¢]
[¢]
[¢]
Left o Right
T R T R
Ammo: (Streak SRM B) 15 °rs[°8 ]”" o °rs[°a ]”"
\, Bv: 1.877 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel 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. Cockpit 2. Upper Arm Actuator (o] 30*
13 3.| ERPPC 4. Endo Steel 13 3. Lower Arm Actuator g o9
™2 4 |erprC 5. Sensors " [Light PPC o -
5.LER PPC B. Life Support 5. L Light PPC o 28
6. PPC Capacitor 6. [Light PPC Left O] Right 27
(o]
1. Endo Steel Center Torso 1. LLight PPC AT; o AT:, 28
2. Endo Steel 1. Fusion Engine 2. Endo Steel (1 o) M1 Jas+
3. Endo Steel 2. Fusion Engine 3. Endo Steel 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 Lot A 22
6. Gyro i © 21
Leg Leg "
1. Gyro _ (15) (15) 20
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. [ Streak SRM 6 3. LDouble Heat Sink
1-3 4. [ Double Heat Sink 6. [Streak SBRM 6 1-3 4. [ Double Heat Sink Double Heat Sinks: N 16
5. | Double Heat Sink 5. | Double Heat Sink 16 (32 : 5%
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (32] 14*
- . Gyro Hits 00 30 Shutdown 13*
1. | Double Heat Sink . 1. Jump Jet " O O
28 Ammo Exp, avoid on 8+
2.| Double Heat Sink Sensor Hits QO 2. ER Medium Laser 56 Shutdown, averd on 10+ ole) 12
3. | Double Heat Sink Life Support O 3. Ammo (Streak SRM 6) 15 55 & Movement Points 00 Y
4-6 4. Jump Jet 4-6 4. CASEIl i )
- 24  +4 Modifier to Fire (o]e) 10*
5. ER Medium Laser 5. Roll Again 23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ roYe] 9*
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+
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. Endo Steel Diagram 6. Endo Steel 2 —+11M'V|o[\)/2:lqee:12013'2i:1is 1
\, / '\ / | o

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

\
( 'MECH DATA \

Type: Spartan SPT-N2

Movement Points: Tonnage: 80

Walking: 5 Tech Base: Inner Sphere

Running: 8 Rules Level: Standard

Jumping: 0 Role: Skirmisher

Engine Type: 400 XL

Weapons & Equipment Inventory (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
3 Medium Pulse Laser RA 4 B[P] - 2 4 B
1 ERPPC LT 15 10[DE] - 7 14 23
1 TAG LT — [E] - 5 9 15
1 Anti-Missile System RT 1 [PB] -1 - =
2 Streak SRM 2 Cr 2 2/MsiIMC] — 3 6 9

Ammo: [AMS) 24, (Streak SRM 2) 100

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

Right Arm
(26)

Center
Torso
(12)

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

\, BV: 1,605 ‘V'/P INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ s 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'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
4. Hand Actuator 5. S'ensors 4. Hand Actuator "
5. Roll Again 6. Life Support 5. Medium Pulse Laser 28
6. Roll Again 6. Medium Pulse Laser 27
1. Roll Again Center Torso 1. Medium Pulse Laser 26~
2. Roll Again 1. XL Fusion Engine 2. Roll Again 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Roll 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. Streak SRM 2 3. XL Fusion Engine
1-3 1-3 Missi i N |L1s
4. ERPPC 6. Streak SRM 2 4. Anti-Missile System Double Heat Sinks: pr
5.| ERPPC 5. Ammo (AMS) 12 13 (26
6.LERPPC Engine Hts O O O 6. Ammo (AMS) 12 Level* Effects (26] 14*
Gyro Hits O O 30 Shutdown prm
1. Ammo (Streak SRM 2) 50 : 1. Roll Again 58 Ammo Exp. avoid on B+ (o]e)
2. Ammo (Streak SRM 2) 50 S_ensor‘ Hits QO 2. Roll Again o6 Shutdownp'avmd on 10+ 00 12
3. TAG Life Support O 3. Roll Again ' ,
a4-6 a4-6 25 -5 Movement Points O O 11
4. Roll Again 4. Roll Again . X
) 9 ) g 24  +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ 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 jl S ;EMMDd'f'eP EOF'FI'Fet
5. Roll Again Damage Transfer 5. Roll Again 8 i1 I\/IOVE'TEht ;’_'” S 2
6. Roll Again Diagram 6. Roll Again e M oamer t”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

( 'MECH DATA \

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

N
Type: Spartan SPT-N3 Name:
Movement Points: Tonnage: 80 . I .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere v — i
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 400 XL p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
3 ER Medium Laser RA 5 ©5I[DE] — 4 8 12
1 ERPPC LT 15 10][DE] - 7 14 23 Left Arm Right Arm
1 TAG T — [ - 5 9 15 (26) (286)
1 C3i RT — [g] - - - -
2 Streak SRM 2 CT 2 2/MslI[MC] — 3 6 9
Left Right
Leg Center Leg
(26) Torso (26)
(12)
Left Right
T R T R
Ammo: (Streak SRM 2) 100 °rs[°8 ]”" °rs[°a ]”"
. o
\, BV: 1,631 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head 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'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. Roll Again 6. Life Support 5. ER Medium Laser 28
6. Roll Again 6. ER Medium Laser 27
1. Roll Again Center Torso 1. ER Medium Laser 26~
2. Roll Again 1. XL Fusion Engine 2. Roll Again 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
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. Streak SRM 2 3. XL Fusion Engine _
1-3 4.[ERPPC 6. Streak SRM 2 1-3 4.[csi HEAT DATA e N 16
Double Heat Sinks: "
5.| ERPPC 5.Lcai Heat 16 (32 15
6. LERPPC Engine Hts O O O 6. Roll Again Level* Effects (32] 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Ammo (Streak SRM 2) 50 . 1. Roll Again 58 Ammo Exp. avoid on B+ (o]e)
2. Ammo (Streak SAM 2) 50 Sensor Hits O O 2. Roll Again 26 Shutdown, avoid on 10+ o]e) 12
3. TAG Life Support o 3. Roll Again 25 5 Movem;ent Points (o]e) 11
4-6 4. Roll Again 4-6 4. Roll Again i )
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again o oo 9
22 Shutdown, avoid on 8+ O 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. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 ;M“gi:‘qz;?é‘;ets 1
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

(e]e]e) O O
4 \ /4 \ 000
'MECH DATA \ WARRIOR DATA %%
: o 0O (9)X¢)
Type: Highlander HGN-694 Name: 04C:C [9C°
ame: (o){o) 0°0%
Movement Points: Tonnage: 90 Gunnerv Skill Piloting Skill: OOOOO 6
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: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead Ol ©
Engine Type: 270 Light 0_0~ 0| ©
- / 0200
Weapons & Equipment Inventory (hexes) OOO
Qty Type Loc Ht Dmg Min Sht Med Lng O 0O
1 Gauss Rifle RA 1 15[DBX] 2 7 15 @22
1 Heavy Gauss Rifle CT/LT 2 25/20/10 4 6 13 20 Left Arm Right Arm
[DB,X] (30) (30)
2 Large Laser RT 8 B8|[DE] — 5 10 15
Left Right
Leg Center Leg
(38) Torso (38)
(18)
o O
o O
o O
o O
o O
o o Right
Torso Rear [¢] [¢] Torso Rear
Ammao: (Gauss) 24, (Heavy Gauss) 16 (10 o o (10]
. o
\, BV: 2,369 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel 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. Cockpit 2. Upper Arm Actuator 000 30*
13 3. Lower Arm Actuator 4. Endo Steel 13 3. | Gauss Rifle 888 o9
"2 4. Hand Actuator 5. S'ensors "2 4.| Gauss Rifle 888 "
5. Ammo (Heavy Gauss) 4 6. Life Support 5. | Gauss Rifle 000 28
x 3 i 000 27
6. Ammo (Heavy Gauss) 4 6. | Gauss Rifle 003 -
1. Ammo (Heavy Gauss) 4 Center Torso 1. | Gauss Rifle 8 26
2. Ammo (Heavy Gauss) 4 1. Light Fusion Engine 2. | Gauss Rifle 25*
3. Endo Steel i i i 3. LGauss Rifle Cent *
4-6 o 2. L!ght Fus!on Eng!ne 4-6 e enter 24
- Endo Stee 3. Light Fusion Engine - Endo Stee Torso 23
5. Endo Steel 1-3 4. Gyro 5. Endo Steel (29)
*
6. Endo Steel 5. Gyro 6. Endo Steel 22
6. Gyro 21
20*
1. Gyro .
Left Torso (CASE) 2. Light Fusion Engine Right Torso (CASE) 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. [ Heavy Gauss Rifle 5. [ Heavy Gauss Rifle 3. [Large Laser
1 -3 4. | Heavy Gauss Rifle B. [Hea Gauss Rifle 1 -3 4. LLarge Laser . . \ 16
vy Double Heat Sinks: "
5. | Heavy Gauss Rifle 5. [Large Laser 10(20 15
6. | Heavy Gauss Rifle Engine Hits o o o 6. LLarge Laser Level* Effects [ ] 14+
. Gyro Hits 00 30 Shutdown 13*
1. | Heavy Gauss Rifle . 1. Ammo (Gauss) 8 28 Ammo Exp, avoid on 8+ O
g sty Ls'fengor Hlti 8 ° 2. Ammo (Gauss] 8 26 Shutdownplavo\d on 10+ @) 12
3. | Heavy Gauss Rifle ITe suppor 3. Ammo (Gauss) 8 ' .
46 , Heavy Gauss Rifle 46 4 cnse 25 -5 Movement Points O i
) ) ) 24  +4 Modifier to Fire O 10*
5. LHeavy Gauss Rifle 5. Endo Steel .
6 CASE 6 Endo Stecl 23 Ammo Exp, avoid on 6+ O 9
. - Endo Stee 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19 Ammo Exp, avoid on 4+ O 7
Left Leg [:H'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ @) 5
1. Hip game Dabs 1. Hip 17 +3 Modifier to Fire O -
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Endo Steel Diagram 6. Endo Steel 2 "11M'V'°d'f'er EUPF'Tet 1
-1 Movement Points
N\ / '\ / | o
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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 \ 000
'MECH DATA \ WARRIOR DATA %%
N o O OOOOO
Type: Highlander HGN-732 . OP:° | PP
Name: (o){o) 0°0%
Movement Points: Tonnage: 90 Gunnerv Skill Piloting Skill: OOOOO 6
Walking: 3 Tech Base: Inner Sphere sl — 9 =i OOOOO o
Running: 5 Rules Level: Standard Hits Taken 2| 3]4]s5]6 OOOOO o
'Jumping: 3 Role: Sniper Consciousness # | 3 5 7 | 10 | 11 |Dead OOOOO 0
Engine Type: 270 Fusion [Oxe)(e Re]
o O
- / 0-0"0l
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 LRM20 LT 6 1/MsI[MCS] 8 7 14 21 (30) (30)
2 Medium Laser RT 3 5|[DE] - 3 6 9
Left Right
Leg Center Leg
(38) Torso (38)
(18)
o O
o O
o O
o O
o O
o ©° Right
Torso Rear [¢] o Torso Rear
Ammo: (Gauss) 16, (LRM 20) 12, (SRM 6) 30 o o
(10) (10)
\, BV: 2,227 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ s 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'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
i 000
6.LSRM 6 6. | Gauss Rifle 838 27
1. F ) . 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) "
6. Roll Again 5. Gyro 6. Ferro-Fibrous 22
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 |amao 6. FerroFibrous 1-3 4 Ammo (Gauss) 8 Heat Sinks: 16
5. LR™M 20 5. Ammo (Gauss) 8 12‘ 5%
6.LLrRM 20 Engine Hts O O O 6. CASE Level* Effects 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Ammo (LRM 20) 6 Sensor Hits © O 1. FerroFibrous 58 Ammo Exp, avoid on 8+ (@]0)
2. Ammo (LRM 20) 6 ~ 2. Ferro-Fibrous 56  Shutd d 10+ O O 12
Life Suppor‘t o 3. Ferro-Fibrous utdown, avoid on
a4-6 3. Ammo (SRM 6] 15 a4-6 25 -5 Movement Points O 11
4. Ammo (SRM 6) 15 4. Roll Again 24 +4 Modifier to Fire O 10+
5. CASE 5. Roll Again .
6 F Fib 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- rerroribrous - 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 jl S ;EMMDd'f'eP EOF'FI'Fet 3
5. Heat Sink Damage Transfer 5. Heat Sink 8 i1 I\/IOVE'TEht ;’_'” S 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous e M odimer tDF’ '_'"i 1
-1 Movement Points
\, / '\ / | o
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