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ARMOR DIAGRAM

Standard Armor

Head (9)
Left Torso

(8)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR DATA

Type: UrbanMech UM-R27

Name:
Movement Points: Tonnage: 30 . I .
) Gi Skill: Piloting Skill:
Walking: 2 Tech Base: Inner Sphere unnerySidlt - Filoting =k
Running: 3 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 2 Role: Ambusher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: B0 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRMB LA 4 2/MsIIMCS] — 3 6 8
1 AES LA = [ - - - = Left Arm Right Arm
2 SRM6 RA 4 2/MsIIMCS] — 3 6 9 (10) (10)
1 AES RA — [E] - - - -

Center
Torso

(8)

Left Right
Ammo: (SRM B) 45 T°"$[°4F;eaf‘ Tors[°4F;ear
\ BV: 610 C*) INTERNAL STRUCTURE DIAGRAM

\

/ \ Standard Structure Heat
CRITICAL TABLE \ ons Scale

Head Left Torso (7) Right Torso (7 ) Overfion
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
3.[SRM 6 4. Heat Sink 3.[SRM 6 5
13, [SRM 6 5. Sensors 13, [SHM 6
5. AES B. Life Support 5. [SRM 6 28>
6. Roll Again 6.LSRM 6 Left Right 27
1. Roll Again Center Torso 1. AES A;m Ar5r1r\ 26~
2. Roll Again 1. Fusion Engine 2. Roll Again (] (5] 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion En:ine 4-6 4. Roll Again 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again g iym 6. Roll Again Left Right >
. Gyro Leg Leg "
1. Gyro (7) (7) 20
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. Roll Again 5. Jump Jet 3. Ammo (SRM 6) 15
1-3 4 ko Again 6. Jumz Jet 1-3 4 Ammo (SRM 6) 15 Heat Sinks: 16
5. Roll Again 5. Ammo (SRM 6) 15 10 5%
6. Roll Again Engine Hts OO O B. CASE Level* Effects 14*
Gyro Hits 30 Shutdown %
1. Folagon e itid 44 1. Folagon 26 Ammo Exp, avoid on B¢ o) 13
: gain Life Support O - Roll Again 26  Shutdown, avoid on 10+ @) 12
a4-6 2 zz::igzm pp a4-6 2 20:: igam 25 -5 Movement Points O 11
: gain - rolAgain 24  +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O S
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 mS'[ Right Leg 18 Shutdown, avoid on B+ @) 5
1. Hip 1 B 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. Heat Sink Damage Transfer 5. Heat Sink 180 qu,\;WZ-Ten: F'E_'”ts 2
\, / '\ / | 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

(8)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: UrbanMech UM-R60 Name:
Movement Points: Tonnage: 30 . I .
) Gunnery Skill: Piloting Skill:
Walking: 2 Tech Base: Inner Sphere v — i
Running: 3 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 2 Role: Ambusher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: B0 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Small Laser LA 1 3|[DE] -1 2 3
1 AC/10 RA 3 10[DB)S] — 5 10 15 Left Arm Right Arm
(10) (10)
Left Right
Leg Center Leg
(12) Torso (12)
(8)
Left Right
Ammo: (AC/10) 10 Torso Rear Torso Rear
’ (4) (4)
\, BV: 504 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ o Scale
Head Left Torso (7)) Right Torso (7 ) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
q.g 3 SmallLaser 4. Heat Sink 1.3 3[Ac/10 5
"3 4. Roll Again 5. Sensors "9 4| ac/10 -
5. Roll Again 6. Life Support 5.| Ac/10 28
6. Roll Again 6.[Ac/10 Left Right 27
1. Roll Again Center Torso 1.1 AC/10 A;m Ar5m 25
2. Roll Again 1. Fusion Engine 2.| Ac/10 (8] (5) 25*
3. Roll Again 2. Fusion Engine 3.LAc/10 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 o
1. Gyro i (7) (7) -
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. Roll Again 5. Jump Jet 3. Ammo (AC/10) 10
1-3 4. Roll Again 6. Jump Jet 1-3 4. Roll Again s 16
P Heat Sinks: "
5. Roll Again 5. Roll Again 11 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D Hits QO O 30 Shutdown 13*
1. Roll A 1. Roll A .
2 RZH Aga'” Sensor Hits O O » RO” Aga‘” 28 Ammo Exp, avoid on 8+ 0]0)
: gain ; - Roll Again 26  Shutdown, avoid on 10+ @) 12
Life Suppor‘t o 3. Roll Again '
a4-6 3. Roll Again a4-6 9 25 -5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10+
:' EOH 298”-' 2 EGI: 298"1 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+
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
B. Heat Sink Diagram 6. Heat Sink 2 TM’\"Od'f'erz”PF'Tet 1
-1 Movement Points
\, / '\ / | o

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

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (6)
Left Torso

(6)

/4 \ /4 \
'MECH DA \ WARRIOR DA
Type: UrbanMech UM-R60L Name:
Movement Points: Tonnage: 30 . I .
) Gunnery Skill: Piloting Skill:
Walking: 2 Tech Base: Inner Sphere v — i
Running: 3 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 2 Role: Ambusher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: B0 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Small Laser LA 1 3|[DE] -1 2 3
1 AC/20 RA 7 20[DB)S] - 3 6 9 Right Arm
(8)
Center
Torso
(4)
[¢]
[¢]
Left o Right
Ammo: (AC/20) 5 Torso Rear o Torso Rear
’ (3) (3)
\, Bv: 470 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (7)) Right Torso (7 ) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
q.g 3 SmallLaser 4. Heat Sink 13°% [AC/20 5
"3 4. Roll Again 5. Sensors "9 4.| Ac/20 -
5. Roll Again 6. Life Support 5.| Ac/20 28
6. Roll Again 6. Ac/20 Left Right 27
1. Roll Again Center Torso 1.1 Ac/20 A;m Ar5m 25
2. Roll Again 1. Fusion Engine 2.[Ac/20 (] (5] 25*
3. Roll Again 2. Fusion Engine 3.[Ac/20 24 *
4-6 4. Roll Again 3. Fusion Engine 46 4.|AC/20 23*
5. Roll Again 13, Gyro 5.| Ac/20 o
6. Roll Again 5. Gyro 6.LAC/20 Left Right
6. Gyro 21
. Leg Leg 20"
1. Gyro . (7) (7) -
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. Roll Again 5. Jump Jet 3. Ammo (AC/20) 5
1-3 4. Roll Again 6. Jump Jet 1-3 4. Roll Again s 16
P Heat Sinks: "
5. Roll Again 5. Roll Again 11 15
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 .
0% Again Sensor Hits O O 0% Again 28  Ammo Exp, avoid on 8+ 0]0)
2. Roll Again Life Suppor‘t o 2. Roll Again 96 Shutdown, avoid on 10+ O 12
a4-6 2 zolligam a4-6 2 20:: igam 25 -5 Movement Points O 11
- HolAgain - rolAgain 24  +4 Modifier to Fire O 10*
:' EOH 298”-' 2 EGI: 298"1 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 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. Heat Sink Diagram 6. Heat Sink 2 TM’\"Od'f'erz”PF'Tet 1
-1 Movement Points
\, / '\ / | o

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

Standard Armor

Head (9)
Left Torso

(8)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DA \ ( WARRIOR DA

Type: UrbanMech UM-R68

Name:
Movement Points: Tonnage: 30 . I .
Walking: 2 Tech Bgase: Inner Sphere Gunnery Skill: ___ Piloting Skl
Running: 3 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 2 Role: Ambusher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: B0 Fusion
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Small Laser LA 1 3|[DE] -1 2 3
1 MRM 30 RA 10 1/MsIIMC] — 3 8 15 Left Arm Right Arm
1 Small Pulse Laser LT 2 3[PA] - 1 2 3 (10) (10)

Left Right
Leg Center Leg
(12) Torso (12)

(8)

Left Right
Ammo: (MRM 30) 16 Torso Rear Torso Rear
(4) (4)
. o
\, BV: 561 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ o Scale
ead .
¥
H Left Torso (7)) Right Torso (7) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
q.g 3 SmallLaser 4. Heat Sink 1.3 [vAma30 5
™2 4. Roll Again 5. Sensors ™2 4.| MRM 30 -
5. Roll Again 6. Life Support 5.| MRV 30 28
6. Roll Again 6. MRM 30 Left Right 27
1. Roll Again Center Torso 1.LMRM 30 A;m Ar5m =
2. Roll Again 1. Fusion Engine 2. Roll Again (] (5] 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
. i 20 *
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro 21
Leg Leg 20"
1. Gyro i (7) (7) -
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+
13 3. Small Pl.Jlse Laser 5. Jump Jet 13 3. Ammo (MRM 30) 8 16
4. Roll Again 6. Jump Jet 4. Ammo (MRM 30) 8 Heat Sinks:
5. Roll Again 5. Roll Again 1 ’I. 15*
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
i 30 Shutdown
1. Roll Again Gyro Hits (o] o] 1. Roll Again 28 Ammo Exp, avoid on 8+ 0] 137
2. Roll Again Lsf ngor Hits 8 ° 2. Poll Again 26  Shutdown, avoid on 10+ @) 12
3. Roll Again Ire UPPOT‘t 3. Roll Again ' .
4-6 4. Roll Again 4-6 4. Roll Again 25 5 Movement Pqnts O 11
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire O 10*
6. A HAg B. R \Ag 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
. l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3Mm Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
B. Heat Sink Diagram 6. Heat Sink 2 ! oder EUPF'Tet 1
-1 Movement Points
\, / '\ / | o

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

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)
Left Torso

Right Torso

/4 \ /4 \
'MECH DA \ WARRIOR DA
Type: UrbanMech UM-R69 Name:
Movement Points: Tonnage: 30 . I .
) Gunnery Skill: Piloting Skill:
Walking: 2 Tech Base: Inner Sphere v — i
Running: 3 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 2 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead
Engine Type: B0 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser LA 2 3|[DE] - 2 4 5
1 Ultra AC/10 RA 4 10/Sht — 6 12 18 Left Arm Right Arm
[DB.R/C] (9) (8)
1 Small Pulse Laser LT 2 3[PAI -1 2 3
Center
Torso
(3)
Left Right
Te R Te R
Ammo: (Uttra AG/10) 10 oreo Hear oreo Hear
(3) (3)
. o
\, BV: 583 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (7)) Right Torso (7 ) 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*
q.g & ERSmallLaser 4. Roll Again 1.3 &[ueranc/10 5
"3 4. Roll Again 5. Sensors "9 4.| uitra AC/10 -
5. Roll Again 6. Life Support 5. | Ultra AC/10 28
6. Roll Again 6. | Ultra AC/10 Left Right 27
1. Roll Again Center Torso 1.| Ultra AC/10 A;m Ar5m o
2. Roll Again 1. Fusion Engine 2.| uitra Ac/10 (] (5] 25*
3. Roll Again 2. Fusion Engine 3. LUltra AC/10 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 _ (7) (7 -
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. Small Pulse Laser 5. Jump Jet 3. Ammo (Ultra AC/10) 10
1-3 4. FerroFibrous 6. Jump Jet 1-3 4. Ferro-Fibrous Heat Sinks: 5
5. Ferro-Fibrous 5. Ferro-Fibrous 1 O 15*
6. Ferro-Fibrous Engine Hits o o o 6. Ferro-Fibrous Level* Effects 14+
G\jl“D Hits QO O 30 Shutdown 13*
1. Ferro-Fib 1. Ferro-Fib .
2 szébzi Sensor Hits O O 2 FZ::F:b:z:z 28 £mma Exp, avold on B+ Q 12
’ ) Life Support o ’ 26  Shutdown, avoid on 10+ @)
4-6 3. Ferro-Fibrous 4-6 3. Ferro-Fibrous o5 .5 Movement Points O 11
4. Ferro-Fibrous 4. Ferro-Fibrous . X
5 Rl A 5 Rl A 24 +4 Modffier to Fire O 10*
6. ROH Agam B. RGI‘ Agam 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+
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. Heat Sink Diagram 6. Heat Sink 8 *+1 Modifier to Fire 1
\ / \\ 5 -1 Movement Points / P

© 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

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)
Left Torso

(10)

Right Torso

BATTLEMECH RECORD SHEET
( 'MECH DA \ \ ( WARRIOR DA \
Type: UrbanMech UM-R70 Name:
Movement Points: Tonnage: 30 . _— .
Walking: 2 Tech Base: Inner Sphere Gunnery Skill: ___ Piloting Skl
Running: 3 Rules Level: Standard Hits Taken | 1 2| 3lals|s
Jumping: 2 Role: Ambusher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: B0 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser LA 2 3I[DE] - 2 4 5
1 Rotary AC/5 RA 1 5/Sht — 5 10 15
[DBR/C]
1 ER Medium Laser LT 5 5[DE - 4 8 12
Leg Center Leg
(14) Torso (14)
(5)
Left Right
Ammo: (RAG,/5) 40 Torso Rear Torso Rear
(4) (4)
. Y
\EV: 72 &
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (7)) Right Torso (7)) Overfion
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
3. ERSmall Laser 4. Heat Sink 3. [ Rotary AC/5
1-3 4. Ferro-Fibrous 5. Sensors 1-3 4. | Rotary AC/5 29
5. Ferro-Fibrous 6. Life Support 5. | Rotary AC/5 28~
6. Ferro-Fibrous 6. | Rotary AC/5 Left Right 27
1. Ferro-Fibrous Center Torso 1.| Rotary AC/5 ?;"; A[r5m] o
2. Roll Again 1. Fusion Engine 2. LRotaryAC/5 25*
3. Roll Again X i i 3. Ferro-Fibrous 24*
4-6 4. Roll Again g :z:z: E::::: 4-6 4. Ferro-Fibrous o3+
5. Roll Again 1-3 4. Gyro 5. Ferro-Fibrous oo
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro L L 21
eg eg o0+
1. Gyro (7) (7)
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+
13 3. ER Medium Laser 5. Jump Jet 13 3. Ammo (RAC/5) 20 16
4. Ferro-Fibrous 6. Jump Jet 4. Ammo (RAC/5) 20 Heat Sinks: -
5. Ferro-Fibrous 5. Ferro-Fibrous 11 15
6. Ferro-Fibrous Engine Hits o o o 6. Ferro-Fibrous Level* Effects 14+
G\jl“D Hits QO O 30 Shutdown 13*
1. Ferro-Fibrous . 1. Ferro-Fibrous .
2. Rol Again Sensor Hits O O 2. Roll Again :2 éﬂ:;%fvﬁp'ai\;?édo?}nfoi 8 © 12
a4-6 2 EZH 2:2:2 Life Support o a4-6 2 22:: ig::: 25 5 Movement Pqints O 11
) ) 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+ 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ @) 5
1. Hip 1. Hip 17 +3 Modifier to Fire O 5+
5 U game Plate 15 -3 Movement Points @)
. Upper Leg Actuator 2. Upper Leg Actuator ] a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Heat Sink Damage Transfer 5. Heat Sink 180 qu,\;WZ-Ten: F'E_'”ts 2
B. Heat Sink Diagram B. Heat Sink e Mose;‘z;tupo'i;ets 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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ARMOR DIAGRAM

Standard Armor

Head (9)
Left Torso

(8)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DA \ ( WARRIOR DA

Type: UrbanMech UM-R80 Name:
Movement Points: Tonnage: 30 . I .
) Gunnery Skill: Piloting Skill:
Walking: 2 Tech Base: Inner Sphere v — i
Running: 3 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 3 Role: Ambusher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: B0 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Small Laser LA 1 3|[DE] -1 2 3
Snub-Nose PPC RA 10 10/8/5 — 9 13 15 Left Arm Right Arm
[DE\V] (10) (10)
1 TAG RA  — [E] — 5 9 15
1 Small Pulse Laser LT 2 3[PAI -1 2 3
1 ECM Suite (Guardian) LT — [E] - - — B
1 Active Probe (Beagle] RT — [E] - - = 4 Left Right
Leg Center Leg
(12) Torso (12)
(8)
Left Right
Torso Rear Torso Rear
(4) (4)
\, BV: 833 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (7)) Right Torso (7 ) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30*
q.g 3 SmallLaser 4. Heat Sink 13°% [Snub-ane PPC 5
™2 4. Roll Again 5. Sensors ™ 4. Lsnub-Nose PPC -
5. Roll Again 6. Life Support 5. TAG 28
6. Roll Again 6. Roll Again Left Right 27
1. Roll Again Center Torso 1. Roll Again A;m Ar5m 25
2. Roll Again 1. Fusion Engine 2. Roll Again (] (5] 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 oo
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro L 21
eg Leg 20"
1. Gyro _ (7) (7) -
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. [ Improved Jump Jet 5. [ Improved Jump Jet 3. | Improved Jump Jet
1 -3 4. Limproved Jump Jet [ 1 -3 4. Limproved Jump Jet N 16
. 6. LImproved Jump Jet . ! Heat Sinks: -
5. Small Pulse Laser 5. [Actlve Probe (Beagle) 11 15
6. [ECM Suite [Guardian) Engine Hts O O O 6. L Active Probe (Beagle) Level* Effects 14+
. . G\jl“D Hits QO O 30 Shutdown 13*
1. LECM S Guard 1. Roll A .
2. Roll A o e Sensor Hits O O 2 ROH Agam 28 fmmo Bxp, avoid on 8+ S0
: gain : - Roll Again 26  Shutdown, avoid on 10+ @) 12
Life Suppor‘t o 3. Roll Again '
a4-6 3. Roll Again a4-6 g 25 -5 Movement Points O 11
‘5" EDH 293'” g' 20': iga‘” 24  +4 Modifier to Fire O 10+
6. ROH Agam B. RGI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
ol Again - Roll Again 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H VS'[ Right Leg 18 Shutdown, avoid on 6+ O 6
1. Hi L 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3Mm ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Heat Sink Diagram 6. Heat Sink 8 *+1 Modifier to Fire 1
\ / \\ 5 -1 Movement Points / P
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ARMOR DIAGRAM

Hardened

Head (9)
Left Torso

(8)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DA \ ( WARRIOR DA

Type: UrbanMech UM-RS3

Name:
Movement Points: Tonnage: 30 . I .
Walking: 2 Tech Bgase: Inner Sphere Gunnery Skill: ___ Piloting Skl
Running: 2 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 2 Role: Ambusher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: B0 Fusion
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser LA 2 3|[DE] - 2 4 5
1 Plasma Rifle RA 10 10[DEH] — 5 10 15 Left Arm Right Arm
1 ER Medium Laser LT 5 5[Df - 4 8 12 (10) (10)

Left Right
Leg Center Leg
(12) Torso (12)

(8)

Left Right
T R T R
Ammo: (Plasma Rifle) 10 oree near oree near
(4) (4)
\, BV: 834 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ e Scale
Head Left Torso (7)) Right Torso (7 ) 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*
4.3 [ Double Heat sink 4. Roll Again 1.3 & [Double Heat ik 5
™2 4. | Double Heat Sink 5. Sensors ™ 4. | Double Heat Sink -
5. L Double Heat Sink 6. Life Support 5. L Double Heat Sink 28
6. ER Small Laser 6. [Plasma Rifle Left Right 27
1. Roll Again Center Torso 1. LPlasma Rifle A;m Ar5m =
2. Roll Again 1. Fusion Engine 2. Roll Again (] (5] 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 oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg o
1. Gyro i (7) (7) -
I_.eft Torso 2. Fusion Engine I_:hght 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. Jump Jet 3. LDouble Heat Sink
1-3 4. [ Double Heat Sink 6. Jump Jet 1-3 4. [ Double Heat Sink Double Heat Sinks: N 16
5. | Double Heat Sink 5. | Double Heat Sink 10 EDl 5%
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (20] 14*
- i - 30 Shutdown
1. [ Double Heat Sink GVI“D H!tS 00 1. [ Double Heat Sink 28 Ammo Exp, avoid on 8+ O 137
2. | Double Heat Sink Ls_fngm' Hits 8 o 2.| Double Heat Sink 56 Shutdown. avoid on 10+ @) 12
3. L Double Heat Sink ife Support 3. L Double Heat Sink ' h
- - 25 5M t Point; 11
4-6 4. ER Medium Laser 4-6 4. Ammo (Plasma Rifle) 10 o4 +4 I\AO;Z:';;:tO ’(__)il:es 8 10~
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again o @) 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. Hi 1. Hi 17 +3 Modifier to Fire O "
- Hip game D 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 4 Mose;ee;tupo'i;ets 1
\, / '\ / | o
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