BATTLEMECH RECORD SHEET

BATTLETECH

4 Artemis) 25

Ammo: (LB 10X) 10, (LB 10X Cluster] 10, (LRM 15 Artemis) 16, (SRM

\
Type: Orion ON1-Kb Name:
Movement Points: Tonnage: 75 . I .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: - Pilating Skl
Running: 6 Rules Level: Advanced Hits Taken | 1 2| 3|a|ls|s
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 300 Fusion
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 Medium Laser RA 3 5I[DE] - 3 B 8
1 LBRM 15 LT 5 1/Msl[MCS] 6 7 14 21
w/ Artemis [V
1 SRM4 LT 3 2/Msi[MCS] — 3 B 9
w/Artemis IV
1 LB10XAC RT 2 10 — B 12 18
[DB.C/F/S]
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\, BV: 1617 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ e 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
"2 4. Medium Laser 5. S'ensors "2 4. Medium Laser o "
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous g 28
6. Roll Again 6. Roll Again o| Right 27
o
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 A 22
1
6. Gyro Lig 21
1. Gyro (16) 20*
Left Torso 2. Fusion Engine Right Torso (CASE) 19*
1.[LRM 15 46 3. Fusion Engine 1.[LB 10X AC 18*
2.|LRM 15 4. Fusion Engine 2.|LB10xAC 17+
3.LLRM 15 5. FerroFib 3.[LB10xAC
1-3 4. Artemis IV FCS 6 Fem Ffbrous 1-3 4. LB 10X AC . 16
: - Ferro-Fibrous : Double Heat Sinks: "
5. SRM 4 5. LB 10X AC 10120 15
6. Artemis IV FCS Engine Hts O O O 6.LLB10x AC Level* Effects (20] 14*
i 30 Shutdown
1. FerroFibrous Gyro Hits oo 1. Ammo (LB 10X] 10 . @) 13+
) Sensor Hits o o 28 Ammo Exp, avoid on 8+
2. Ferro-Fibrous 2. Ammo (LB 10-X Cluster) 10 ; O 12
. Life Support o) i 26  Shutdown, avoid on 10+
4-6 3. Fer‘r‘o-F?brous 4-6 3. Ammo (LRM 15 Artem!s] 8 o5 .5 Movement Points O 11
4. Ferro-Fibrous 4. Ammo (LRM 15 Artemis) 8 24 +4 Modifier to Fire O 10+
5. Ferro-Fibrous 5. Ammo (SRM 4 Artemis) 25 .
. 23 Ammo Exp, avoid on 6+ O
6. Ferro-Fibrous 6. CASE . 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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 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. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 10 -2 Movement F'qmts 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous g 4%1MMDd|f|er zDPFI‘F?: 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

Ammo: (Gauss) 16, (SRM 4 Artemis) 25

\
Type: Orion (Kerensky] Name:
Movement Points: Tonnage: 75 . I .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: ___ Piloting Skl
Running: 6 Rules Level: Advanced HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 300 Fusion
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 6 8
1 Medium Laser RA 3 5I[DE] - 3 6B 8
1 SRM4 LT 3 2/Msi[MCS] — 3 B 9
w/Artemis IV
1 Snub-Nose PPC LT 10 10/8/5 — 9 13 15
[DEV]
1 Gauss Rifle RT 1 15[DBX] 2 7 15 @22

ARMOR DIAGRAM
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\, Bv: 1,821 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ Head 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
4. Medium Laser 5. S'ensors 4. Medium Laser o "
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous 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. Roll Again 5. Gyro 6. Roll Again A 22
1
6. Gyro Lig 21
*
1. Gyro (16) 20
Left Torso 2. Fusion Engine Right Torso (CASE) 19*
1. [Snub-Nose PPC 3. Fusion Engine 1. | Gauss Rifle 18*
2. LSnub-Nose PPC 4-6 4. Fusion Engine 2. | Gauss Rifle 17*
3. SRM4 5. Ferro-Fibrous 3. | Gauss Rifle
1-3 : . 1-3 ; ] N L1s
4. Arteml§ IVFCS 6. Ferro-Fibrous 4. | Gauss R!fle Double Heat Sinks: pr
5. Ferro-Fibrous 5. | Gauss Rifle 10(20
6. Ferro-Fibrous Engine Hits o o O 6. | Gauss Rifle Level* Effects [ ] 14+
Gyro Hits O O ) 30 Shutdown pre
1. Ferro-Fibrous 1. LGauss Rifle : O
i 28 Ammo Exp, avoid on 8+
2. Ferro-Fibrous |_S'fen,_cs‘,0r Hits 8 o 2. Ammo (Gauss) 8 2B Shutduwnp avoid on 10+ O 12
3. Ferro-Fibrous Ire UPPOT‘t 3. Ammo (Gauss) 8 ' .
25 -5M t Point: 11
46 4 rororim 46 5 Ammo (SAM 4 Artermis) 25 25 5 Movernent Paints 8 —
5. Roll Again 5. CASE 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 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 Viovement Foints @) 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. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 180 iMl\/Tvaen: F"gmts 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous 5 M oamer tDF’ ',ri 1
-1 Movement Points
N\ / '\ / | o
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