BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

i

MECH DATA \ WARRIOR DATA
OOOOO
Type: Thunder Hawk TDK-7Z Name: 0Z00
Movement Points: Tonnage: 100 ] o . 0~ 0~0
) Gunnery Skill: Piloting Skill: ()40
Walking: 3 Tech Base: Inner Sphere v - 9 OOOOO
Running: 5 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 80808
Jumping: 0 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead 02%5
Engine Type: 300 XL y 08080
Weapons & Equipment Inventory (hexes) oogoO
Gty Type Loc Ht Dmg Min Sht Med Lng O0~0
2 ER Medium Laser LA 5 5|[DE] — 4 8 12
1 Thunderbolt 20 RA 8 20[M] 5 6 12 18 Lot A Right A
e rm [ rm
1 ER Medium Laser RA 5 5[DE] - 4 8 12 (34) 13a)
1 Thunderbolt 20 LT 8 20M] 5 B 12 18 f
1 Thunderbolt 20 RT 8 20[M] 5 6 12 18
. &1
1 ER Medium Laser HD 5 5I[DE] — 4 8 12 == \
2 = ] Left Right
'VN'@”‘ ' "A!:/ Leg Center Leg
” bR RN oy (42) Torso (42)
'ﬁ llfi“ o (12)
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Left Right
Te R Te R
Ammo: (Thunderbolt 20) 30 °r(s:0 )”" °r[s:0 ]”"
\, BV: 2413 @ INTERNAL STRUCTURE DIAGRAM
\ / .
/ \ Composite 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't_ 2. Upper Arm Actuator 000 30*
13 3. Lower Arm Actuator 4. ER Medium Laser 13 3. Lower Arm Actuator 888 o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator 888 "
5. ER Medium Laser B. Life Support 5. [ Thunderbolt 20 000 28
6. ER Medium Laser 6. | Thunderbolt 20 000 27
000 "
1. Roll Again Center Torso 1. | Thunderbolt 20 88 26
2. Roll Again 1. XL Fusion Engine 2. | Thunderbolt 20 25*
4-6 3. Roll Again 2. XL Fusion Engine a4-6 3. LThunderbolt 20 24+
"O 4. Roll Again 3. XL Fusion Engine " 4. ER Medium Laser 23+
5. Roll Again 1-3 4. Gyro 5. Ammo (Thunderbolt 20) 3 "
6. Rol Again 5. Gyro 6. Ammo (Thunderbolt 20) 3 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. Roll Again 3. XL Fusion Engine
1-3 4. [ Thunderbolt 20 6. Roll Again 1-3 4. [ Thunderbolt 20 Double Heat Sinks: N 16
5. | Thunderbolt 20 5. | Thunderbolt 20 11 (20 : 5%
6. | Thunderbolt 20 Engine Hts O O O 6. | Thunderbolt 20 Level* Effects (22] 14*
i 30 Shutdown
1. | Thunderbolt 20 GVI“D H!tS 00 1. | Thunderbolt 20 28  Ammo Exp, avoid on 8+ O O 137
2. | Thunderbolt 20 Sensor Hits oo 2. | Thunderbolt 20 56 Shutdown. avoid on 10+ @) 12
3. Ammo (Thunderbolt 20) 3 Life Support o 3. Ammo (Thunderbolt 20) 3 o5 5 Movemént Points @) 11
4-6 4. Ammo (Thunderbolt 20) 3 4-6 4. Ammo (Thunderbolt 20) 3 s )
24  +4 Modifier to Fire O 10*
5. Ammo (Thunderbolt 20) 3 5. Ammo (Thunderbolt 20) 3 23 Ammo Exp, avoid on 6+
6. Ammo (Thunderbolt 20) 3 6. Ammo (Thunderbolt 20) 3 55 Shutdown Yavmid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18  Shutdown, avoid on 6+ O 6
A l_ ) 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 aM Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgv‘_’”j aVU'd_U” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again g :h“gsgg‘jee;zupz'i;is 1
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

\ \
( 'MECH DATA \ ( WARRIOR DATA

Type: Thunder Hawk TDK-7ZEM

Name:
Movement Points: Tonnage: 100 . I .
Walking: 3 Tech Bgase: Inner Sphere Gunnery Skill: - Piloting Skl
Running: 5 Rules Level: Advanced HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 0 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 300 XL
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser LA 5 5|[DE] - 4 8B 12
1 Thunderbolt 20 RA 8 20[M] 5 6 12 18
1 ER Medium Laser RA 5 5][DE] - 4 8B 12
1 Thunderbolt 20 LT 8 20M] 5 B 12 18 -
1 Thunderbolt 20 RT 8 20[M] 5 6 12 18 N
1 C3Emergency Master CT — [E] - - = = ;‘/
1 ER Medium Laser HD 5 5I[DE] - 4 8B 12 2 —
"“*,‘7@*"!3!4!-7
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= A E"a““ﬂ
(<=

ARMOR DIAGRAM

Standard Armor
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Ammo: [Thunderbolt 20) 24 orso Hear orso Hear
(10) (10)
BV: 2,379
\, ’ « INTERNAL STRUCTURE DIAGRAM
\ / .
/ \ Composite Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (21) Right Torso (21) Overflow
Left Arm 1. Life Support Right Arm 5
1. Shoulder 2. Sensors 1. Shoulder orerd
2. Upper Arm Actuator 3. COCkP't_ 2. Upper Arm Actuator 000 30*
13 3. Lower Arm Actuator 4. ER Medium Laser 13 3. Lower Arm Actuator 888 o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator [oJeJe} "
5. ER Medium Laser B. Life Support 5. [ Thunderbolt 20 389 28
6. ER Medium Laser 6. | Thunderbolt 20 888 27
1. Roll Again Center Torso 1. | Thunderbolt 20 88 26~
2. Roll Again 1. XL Fusion Engine 2. | Thunderbolt 20 25*
4-6 3. Roll Again 2. XL Fusion Engine a4-6 3. LThunderbolt 20 24+
4. Roll Again 3. XL Fusion Engine 4. ER Medium Laser o3+
5. Roll Again 1-3 4. Gyro 5. Ammo (Thunderbolt 20) 3 "
6. Rol Again 5. Gyro 6. Ammo (Thunderbolt 20) 3 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.[C3E Mast 3. XL Fusion Engine
1-3 4. [ Thunderbolt 20 6 [cs Emergency Mas - 1-3 4. [ Thunderbolt 20 . N 16
5' ™ . ‘mergency Master : Double Heat Sinks: 15+
. underbolt 20 5. | Thunderbolt 20 11 (22
6. | Thunderbolt 20 Engine Hts O O O 6. | Thunderbolt 20 Level* Effects (22] 14*
G\jl“D Hits o o 30 Shutdown 13*
1. | Thunderbolt 20 1. | Thunderbolt 20 ' (o]e)
i 28 Ammo Exp, avoid on 8+
2. | Thunderbolt 20 Ls_fngm' Hits 8 o 2. | Thunderbolt 20 of Shutduwnp avoid on 10+ @) 12
3. Ammo (Thunderbolt 20) 3 ife Support 3. Ammo (Thunderbolt 20) 3 o5 5M ' .
N N -5 Movement Points 11
4-6 4. Ammo (Thunderbolt 20) 3 4-6 4. Ammo (Thunderbolt 20) 3 24 +4 Modifier to Fire 8 10+
5. Ammo (Thunderbolt 20) 3 5. Ammo (Thunderbolt 20) 3 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 6+ @) 5
1. Hi 1. Hi 17  +3 Modifier to Fire O "
- Hip game P labs - Hip 15 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovemnent Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgv‘_’”j aVU'd_U” 4+ 3
4. Foot Actuator 4. Foot Actuator :ll g ;EMModmer EOPF'_PE;
5. Roll Again Damage Transfer 5. Roll Again 5 -+1 NTZZ;‘;QD Ei':es 2
6. Roll Again Diagram 6. Roll Again 5 M  Paint 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

i

7. \ / \ 300
MECH DATA \ WARRIOR DATA
OOOOO
Type: Thunder Hawk TDK-7XEM Name: 0Z00
Movement Points: Tonnage: 100 ] o . 0~ 0~0
A G Skill: Piloting Skill: O~
Walking: 3 Tech Base: Inner Sphere unnery S —— Foting =K OOOOO
Running: 5 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 80808
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 02%5
Engine Type: 300 XL y 08080
Weapons & Equipment Inventory (hexes) oogoO
Gty Type Loc Ht Dmg Min Sht Med Lng O0~0
2 ER Medium Laser LA 5 5|[DE] — 4 8 12
1 Gauss Rifle RA 1 15[DBX] 2 7 15 @22 Lot A Right A
e rm [ rm
1 Gauss Rifle LT 1 15[DBX] 2 7 15 22 (34) ?34]
1 Gauss Rifle RT 1 15[DBX] 2 7 15 @22
1 C3Emergency Master CT — [E] - - = =
1 ER Medium Laser HD 5 5I[DE] — 4 8 12 Q =7
'.:)!.~.- Left Right
\NN&" Leg Center Leg
D O =ma= (42) Torso (42)
Y A\
!
Left Right
Ammo: (Gauss) 40 Tor(s::)ear' Tor[s::]ear'
\, BV: 2,533 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
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't_ 2. Upper Arm Actuator 000 30*
13 3. Lower Arm Actuator 4. ER Medium Laser 13 3. Lower Arm Actuator 888 o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator 888 "
5. ER Medium Laser B. Life Support 5. [ Gauss Rifle 000 28
6. ER Medium Laser 6. | Gauss Rifle 888 27
. . o 26*
1. Roll Again Center Torso 1. | Gauss Rifle o
2. Roll Again 1. XL Fusion Engine 2. | Gauss Rifle 25*
3. Roll Again 2. XL Fusion Engine 3. | Gauss Rifle 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4.| Gauss Rifle 23+
5. Roll Again 1-3 4. Gyro 5. LGauss Rifle
. i 20*
6. Roll Again 5. Gyro 6. Ammo (Gauss) 8
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. [ C3 Emergency Master 3. XL Fusion Engine _
1-3 4.[ Gauss Rifle 6. [cs Emergency Master 1-3 4.[ Gauss Rifle HEAT DATA . N &
gency Double Heat Sinks:
5. | Gauss Rifle 5. | Gauss Rifle Heat 10120 5%
6. | Gauss Rifle Engine Hts O O O 6. | Gauss Rifle Level* Effects (20] 14*
i 30 Shutd
1. | Gauss Rifle Gyro Hits oo 1.| Gauss Rifle og A;mstv:p avoid on B+ (@) 137
2. | Gauss Rifle Sensor HitsQ O 2.| Gauss Rifle 56 Shutdown. avoid on 10+ ®) 12
3. | Gauss Rifle Life Support O 3. | Gauss Rifle 55 & Moverment Points 0 P
4-6 4. | Gauss Rifle 4-6 4. | Gauss Rifle 54 +4 Modifier to Fire O 10
5. Ammo (Gauss) 8 5. Ammo (Gauss) 8 23 Ammo Exp, avoid on 6+
6. Ammo (Gauss) 8 6. Ammo (Gauss) 8 55 Shutdown Yavmid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18  Shutdown, avoid on 6+ O 6
A l_ ) 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 aM Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgv‘_’”j aVU'd_U” 4+ 3
4. Foot Actuator 4. Foot Actuator :ll g ;EMModmer EOPF'_PE;
5. Roll Again Damage Transfer 5. Roll Again 5 -+1 I\/TVZTent E_'” S 2
6. Roll Again Diagram 6. Roll Again c o odifier tup |‘ret p
-1 Movement Points
\, / '\ / | o
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