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BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 32 (20)

Quirks: Bad Reputation (Inner Sphere)

\
Type: Blackjack BJ-3 Name:
Movement Points: Tonnage: 45 . _— .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: ____ Piloting Skl
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 4 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 180 Fusion
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPC LA 10 10[DE] 3 6 12 18
1 Medium Laser LA 3 5|[DE] - 3 B 89
1 PPC RA 10 10|[DE] 3 6 12 18
1 Medium Laser RA 3 5][DE] - 3 B 89
1 Medium Laser LT 3 5[DE] - 3 B 89
1 Medium Laser RT 3 5][DE] - 3 6B 9

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

Center
Torso

(9)

Right Arm
(12)

Left Right
Torso Rear Torso Rear
(6) (8)

\, Bv: 1.271 ‘&\) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (11) Right Torso (11) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder S
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator o 30
3.[PPC 4. Roll Again 3.[PPC o 59
1-3 4 |prc 5. Sensors 1-3 4| pec o
5. | ppC 6. Life Support 5. Lppc o 28*
6. Medium Laser 6. Medium Laser Left g Right 27
x|
1. Roll Again Center Torso 1. Roll Again A;m A;m -
2. Roll Again 1. Fusion Engine 2. Roll Again 7 (71 25
3. Roll Again 2. Fusion Engine 3. Roll Again 24*
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again o3
5. Roll Again 1-3 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro 6. Roll Again Left Right =
6. Gyro Leg Leg o
1. Gyro (11) (11)
Gy . 19*
Left Torso 2. Fusion Engine Right Torso
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. Medium Laser 6. Roll Again 1 -3 4. | Double Heat Sink Double Heat Sinks: \ 1 6*
5. Roll Again 5. | Double Heat Sink 10 20' 15
6. Roll Again Engine Hits O O O 6. L Double Heat Sink Level* Effects (20) 14%
i 30 Shutdown
1. Roll Again G\jI“D H!tS 00 1. Medium Laser 28 Ammo Exp, avoid on 8+ O 137
2. Aol Again Lsifeengﬁ";;g:i 8 o 2. Roll Again 26 Shutdown, avoid on 10+ O 12
3. Roll Again 3. Roll Again .
4_6 4 Roll A 4_6 4 RolA 25 5 Movement Pqnts O 11
- HolAgain - rolAgain 24  +4 Modifier to Fire O 10%
5. Roll Again 5. Roll Again 23 Ammo Exp, avaid on 6+
6. Roll Again 6. Roll Again - @) 9
22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hi 1. Hi 17  +3 Modifier to Fire O T
- Hip game D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator :ll g EEMMOd'f'er EOF'FI'ret
5. Jump Jet Damage Transfer 5. Jump Jet g -+1 ’\ons:jent E.'” s 2
\ / '\ / | o

© 2025 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

Light Ferro-Fibrous

Head (9)

Left Torso

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Blackjack BJ-5 Name:
Movement Points: Tonnage: 45 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 4 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 180 Light /
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Light PPC LA 5 5|[DE] 3 6 12 18
1 Light AC/2 LA 1 2[DBS] — 6 12 18
X Left Arm Right Arm
1 Light PPC RA 5 5][DE] 3 6 12 18 (12) (12)
1 Light AC/2 RA 1 2[DBS] — B 12 18
1 Light PPC LT 5 5I[DE] 3 6 12 18
1 Light PPC RT 5 5[DE] 3 6 12 18
Total Heat (Dissipation): 22 (20) Left Right
Leg Center Leg
(17) Torso (17)
(8)
Left Right
Ammo: (LAG,/2) 45 Torso Rear Torso Rear
(6) (6)
\, BV: 1,185 @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (11) Right Torso (11) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder S
2. Upper Arm Actuator 3. CPCkat ) 2. Upper Arm Actuator o 30%
13 % [Light PPC 4. Light Ferro-Fibrous 13°% [Light PPC p 59
"9 4. [Light PPC 5. Sensors "9 4. | Light PPC o +
5. Light AG/2 6. Life Support 5. Light AG/2 o 28
6. Endo Steel B. Endo Steel Left g Right |27
x|
1. Endo Steel Center Torso 1. Endo Steel A;m A;m =
2. Endo Steel 1. Light Fusion Engine 2. Endo Steel 7 (71 25
a4-8 3. Endo Steel 2. Light Fusion Engine a4-8 3. Endo Steel 24*
" 4. Light FerroFibrous 3. Light Fusion Engine " 4. Light FerroFibrous 23*
5. Light Ferro-Fibrous 1-3 4. Gyro 5. Light Ferro-Fibrous 2o
6. Light Ferro-Fibrous 5. Gyro B. Light Ferro-Fibrous .
. Left Right 21
6. Gyro Leg Leg
20
1. Gyro . (1) (1) -
Left Torso (CASE ) 2. Light Fusion Engine Right Torso 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 %
e : B S — [
| oubie Reat Sin 6. Endo Steel | oub'e Heat Sin Double Heat Sinks: 157
5. L Double Heat Sink 5. LDouble Heat Sink 10 20]
6. [Light PPC Engine Hits O O O 6. [ Double Heat Sink Level* Effects ( 14%
i 30 Shutdown
1. LLight PPC Gyro Hits (o] o) 1. | Double Heat Sink 28 Ammo Exp, avoid on 8+ @) 137
2. Ammo (LAC/2) 45 Ls_fengm' Hits 8 o 2. L Double Heat Sink 56 Shutdown avoid on 10+ O 12
ife Support i !
4_6 2 EAdSESH | PP 4_6 2 [t'g:t E:g 25 -5 Movement Points O 11
- EndoStee - LEghe 24  +4 Modifier to Fire @) 10*
5. Endo Steel 5. Endo Steel .
6 Mol A 6 Endos 23 Ammo Exp, avoid on 6+ O 9
ol Again - Endo Steel 22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O "
1. Hip 1. Hip . 5
gamelate 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator . @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet 8  +1 Modifier to Fllre 1
-1 Movement Points
\ VAN 5 1M t Point / o

© 2025 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

Total Heat (Dissipation): 32 (24)

Quirks: Command Mek, Improved Communications, Ubiquitous (Inner
Sphere), Ubiquitous (Clans)

\

BV: 1,359

®

/4 \ "/ \
'MECH DATA \ WARRIOR D
Type: Phoenix Hawk PXH-3K Name:
Movement Points: Tonnage: 45 . _— .
Gi Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere unnerySidlt - Filoting =K
Running: 9 Rules Level: Standard HitsTaken | 1 [ 2 [ 3| 4| 5 | 6
Jumping: 6 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 270 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERLarge Laser LA 12 8IDE] — 7 14 18
1 Medium Pulse Laser LA 4 B[P] - 2 4 B
1 ERLarge Laser RA 12 8|[DE] — 7 14 18
1 Medium Pulse Laser RA 4 B[P] - 2 4 B

Left
Torso Rear

(

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso

Right Torso

4)

Center
Torso

(6)

Right Arm
(13)

Right
Torso Rear
(4)

INTERNAL STRUCTURE DIAGRAM

\
/ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (11) Right Torso (11) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder S
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator o 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o) 29
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator [e] m
5. [ER Large Laser 6. Life Support 5. [ER Large Laser o 28
6. LER Large Laser 6. LER Large Laser Left g Right 27
*|
1. Medium Pulse Laser Center Torso 1. Medium Pulse Laser A;m A;m 26
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous 7 (71 25
3. Ferro-Fibrous i i 3. Ferro-Fibrous 24*
4-6 ’ 2. XL Fus!nn Eng!ne 4-6
4. Roll Again 3. XL Fusion Engine 4. Roll Again 23 *
5. Roll Again 1-3 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro B. Roll Again Left Right =
6. Gyro Leg Leg o
1. Gyro (11) (11)
Gyl . m
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. Ferro-Fibrous 3. XL Fusion Engine
1-3 \ 13 \ \ [s
4. [ Double Heat S!nk 6. Ferro-Fibrous 4. [ Double Heat S!nk Double Heat Sinks: PP
5. | Double Heat Sink 5. | Double Heat Sink 12 (24
6. L Double Heat Sink Engine Hits O O O 6. L Double Heat Sink Level* Effects (24) 14%
G\jl“D HitsQ O 30 Shutdown 134
1. Jump Jet s Hi o o 1. Jump Jet 28 Ammo Exp, avoid on 8+ O O
2. Jump Jet ensor Hits 2. Jump Jet . 12
' Life Support O ' 26  Shutdown, avoid on 10+ 0]@)
4_6 3. Jump Jet 4_6 3. Jump Jet 25 -5 Movement Points O 11
4. FerroFibrous 4. FerroFibrous 24  +4 Modifier to Fire O 10%
5. Ferro-Fibrous 5. Ferro-Fibrous .
23 Ammo Exp, avoid on 6+ O 9
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O —
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hi 1. Hi 17 +3 Modifier to Fire @) 5+
- Hip game D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator ~o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 10 -2 Movement F'qnts 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous g 4;1MMDd|f|er zUPFI‘ri 1
- ovement Points
\ /7 '\ /| o
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BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 28 (24)

( 'MECH DATA \ \
Type: Phoenix Hawk PXH-4M
Movement Points: Tonnage: 45
Walking: 6 Tech Base: Inner Sphere
Running: 9 Rules Level: Standard
Jumping: 6 Role: Striker
Engine Type: 270 Light
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Light PPC LA 5 5][DE] 3 6 12 18
1 Medium X-Pulse Laser LA 6 B[P] - 3 B 89
1 Light PPC RA 5 5[DE] 3 6 12 18
1 Medium X-Pulse Laser RA 6 B[P] - 3 B 89
2 Small X-Pulse Laser CT 3 3[PA] — 2 4 5

Quirks: Command Mek, Improved Communications

( WARRIOR D \

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

Center
Torso

(6)

Left
Torso Rear
(4)

Right Arm
(14)

Right
Torso Rear
(4)

\ 2V 15 @)
/ \ \ / Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (11) Right Torso (11) Dverfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 8 30%
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator o) 29
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator [e]
5. [Light PPC 6. Life Support 5. [Light PPC o 28~
6. L Light PPC 6. LLight PPC Left g Right 27
1. Medium X-Pulse Laser Center Torso 1. Medium X-Pulse Laser (A;"; [A;nr]\ 26~
2. Endo Steel 1. Light Fusion Engine 2. Endo Steel 25
4-6 2- E:JiOA Steel 2. Light Fusion Engine a4-6 2- EﬂiOA Steel 24
g gain 3. Light Fusion Engine - hollAgain 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro B. Roll Again Left Right =
6. Gyro Leg Leg
20*
1. Gyro (11) (1)
Left Torso 2. Light Fusion Engine Right Torso 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 %
1 3 o g ¥ HEAT DA —\ [
- i 6. Small X-Pulse Laser - | Double Heat in| Double Heat Sinks: o
5. L Double Heat Sink 5. LDouble Heat Sink Heat 12 24]
6. Jump Jet Engine Hits O O O 6. Jump Jet Level* Effects ( 14+
i 30 Shutdown *
1. Jump Jet SEEZ;?‘ ::E: 8 8 1. Jump Jet 28 Ammo Exp, avoid on 8+ O O 13
2. Jump Jet ~ 2. Jump Jet . . O O 12
3. Endo Steel Life Support O 3. Endo Steel 26 Shutdown, avoid on 10
4-6 4 cogosice 4-6 4 cogosteel 25 -5 Movement Points o 2
: : 24 +4 Modifier to Fire O 10%
5. Endo Steel 5. Endo Steel 593 Ammo Exp, avoid on 6+
P, O g
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 CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hip g e 1. Hip 17 +3 Modifier to FI.I"E O B*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5. Endo Steel Damage Transfer 5. Endo Steel 180 f1Mh2v§?en: F"glnts 2
8. Endo Steel Diagram 6. Endo Steel c M 3 'n'je;tﬂp 'i:i 1
\ /7 '\ ovement Toms /| o
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( 'MECH DATA \

Type: Wraith TR1

N\

Total Heat (Dissipation): 18 (20)

Quirks: Ubiquitous (Inner Sphere), Difficult to Maintain

BATTLETECH

BATTLEMECH RECORD SHEET

( WARRIOR DATA \

Name:
Movement Points: Tonnage: 55 . _— .
) Gi Skill: Piloting Skill:
Walking: 7 Tech Base: Inner Sphere unnerySidlt - Filoting =K
Running: 11 Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 7 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 385 XL p
Weapons & Equipment Inventory (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng

2 Medium Pulse Laser LA 4 B[P] — 2 4 B

1 Large Pulse Laser RA 10 9[P] - 3 7 10

ARMOR DIAGRAM

Ferro-Fibrous

Head (8)

Left Torso

0000000
0000000

Right Torso

Center
Torso

Torso Rear

(5)

Ri

Tors

(

ght Arm
(14)

o Rear
5)

BV: 1,287
\ : “% INTERNAL STRUCTURE DIAGRAM
— /
Endo Steel Heat
/ \
CRITICAL TABLE \ Head Scale
Head Left Torso (13) Right Torso (13) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp't_-' 2. Upper Arm Actuator 30
13 3. Lower Arm Actuator 4. FerroFibrous 13 3. Lower Arm Actuator 29
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator m
5. Medium Pulse Laser 6. Life Support 5. [Large Pulse Laser 28
6. Medium Pulse Laser 6. LLarge Pulse Laser Left Right 27
*|
1. Endo Steel Center Torso 1. Endo Steel A;m A;m =
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel (9 (2] 25
3. Endo Steel i i 3. Endo Steel 24*
4-6 4. Ferro-Fibrous oy FUS!DH Eng!ne 4-6 4. Ferro-Fibrous
d 1 3 3. XL Fusion Engine d 23 %
5. Ferro-Fibrous "™ 4. Gyro 5. Ferro-Fibrous 2o
6. Roll Again 5. Gyro B. Roll Again .
6 G Left Right 21
- byro Leg Leg 507
1. Gyro _ (13) (13) -
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. J Jet 3. XL Fusion Engine
1-3 4. Jump Jet B. F::g,,:;mus 1-3 4. Jump Jet Double Heat Sinks: N 16
5. Jump Jet 5. Jump Jet 10 20' 15
6. Jump Jet Engine Hits O O O 6. Jump Jet Level* Effects (20) 14+
Gyro Hits 00 30 Shutdown 134
1. Endo Steel 1. Endo Steel .
2. EncoSios Sensor Hits O O 2. Enco Suee 28 £mmo B, awid on B+ Q 12
: Life Support O : 26 Shutdown, avoid on 10+ ®)
4.6 2 Eerro-?Erous 4.6 2 Eerm-?bmus o5 .5 Movement Points O 11
. Ferro-Fibrous . Ferro-Fibrous o4  +4 Modifier to Fire O 10
5. Ferro-Fibrous 5. Ferro-Fibrous .
23 Ammo Exp, avoid on 6+ O 9
6. Ferro-Fibrous 6. Ferro-Fibrous .
22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hip L 1. Hip 17  +3 Modifier to Fire O 5*
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel ?, TMMDd'f'er z“PF'Fi 1
-1 Movement Points
\ /7 '\ / | o
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ARMOR DIAGRAM

Ferro-Fibrous

Head (8)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR DATA

Type: Wraith TR5 Name: 8 8
Movement Points: Tonnage: 55 . _— .
Gi Skill: Pil Skill:
Walking: 6 Tech Base: Inner Sphere unnery Sidll: - Piloting Sl 8 8
Running:  9[12] Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 o0
Jumping: 7 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead o O
O O

Engine Type: 330 XL

Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium X-Pulse Laser LA 6 B[P] - 3 B 89
1 Large X-Pulse Laser RA 14 9[P] - 5 10 15

Right Arm

Total Heat (Dissipation): 26 (26) (14)

Center
Torso

Torso Rear

(5)

T R
Quirks: Ubiquitous (Inner Sphere), Difficult to Maintain orso Rear

(5)
\_BY: 158 ®
\

/ \ Endo-Composite Heat
CRITICAL TABLE \ ons Scale

Head Left Torso (13) Right Torso (13) Dverfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator m
5. Medium X-Pulse Laser 6. Life Support 5. [Large X-Pulse Laser 28
6. Medium X-Pulse Laser 6. LLarge X-Pulse Laser Left Right 27
A *|
1. Endo-Composite Center Torso 1. Endo-Composite rm Arm 26
) ) ) (9) (9) 25*
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous
3. Ferro-Fibrous i i 3. Ferro-Fibrous 24*
4-6 ' 2. XL Fus!nn Eng!ne 4-6
4. Ferro-Fibrous 3. XL Fusion Engine 4. Ferro-Fibrous 23*
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous 2o
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous .
. Left Right 21
6. Gyro Leg Leg o
1. Gyro _ (13) (13) -
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. [ Improved Jump Jet 3. XL Fusion Engine
1-3 P P 1-3 ] N |16
4. [Improved Jump Jet 6. Limproved Jump Jet 4. [Impruved Jump Jet Double Heat Sinks:
5. LiImproved Jump Jet 5. LiImproved Jump Jet 13 (26 . 15
6. [ Improved Jump Jet Engine Hits 6. [ Improved Jump Jet Level* Effects (26) 14%
g
i 30 Shutdown
1. LImproved Jump Jet GVI‘D H!tS O o 1. Limproved Jump Jet 28  Ammo Exp, avoid on 8+ O O 137
2. [ Improved Jump Jet Sensor Hits o o 2. [ Improved Jump Jet o O O 12
Life Support O 26  Shutdown, avoid on 10+
3. LImproved Jump Jet PP 3. Limproved Jump Jet o5 .5 Movement Points O O 11
4. Endo-Composite 4. Supercharger 24 +4 Modifier to Fire O 10*
5. Endo-Composite 5. Endo-Composite .
23 Ammo Exp, avoid on 6+ O 9
6. Ferro-Fibrous 6. Ferro-Fibrous .
22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hip game ) labs 1. Hip 17  +3 Modifier to Fire O B*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo-Composite Damage Transfer 5. Endo-Composite 1o -2 Movement F'qnts 2
6. Ferro-Fibrous Diagram B. Ferro-Fibrous g 4;1MMDd|fler‘ zuPH‘ret P
- ovement Points
\ /7 '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 34 (24)

Ammo: (LRM 15 Artemis) 32
Quirks: Battle Fists (LA), Battle Fists (RA), Command Mek, Stable,
Ubiquitous (Inner Sphere])

\
Type: Archer ARC-5R Name:
Movement Points: Tonnage: 70 . _— .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: ____ Piloting Skl
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 0 Role: Missile Boat 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 ERLarge Laser LA 12 8IDE] — 7 14 18
1 ERLarge Laser RA 12 8|[DE] — 7 14 18
1 LRM 15 LT 5 1/MsI[MCS] 86 7 14 21
w/Artemis IV
1 LRM 15 RT &5 1/Msl[MCS] 6 7 14 21
w/Artemis IV

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

O00000000
O00000000

o
(0]

Ri

Center
Torso

(8)

Left
Torso Rear

(5)

R
Tors

(

ght Arm
(20)

ight
o Rear
5)

\2V: 1572 @
/ \ \ / Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (15 Right Torso (15) Dverfiow
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%
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator o 29
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator g
5. [ER Large Laser 6. Life Support 5. [ Double Heat Sink o 287
6. LER Large Laser 6. | Double Heat Sink Left [¢] Right 27
(o]
1. Endo Steel Center Torso 1. L Double Heat Sink [A’Ir’vln] [e) (A’IT‘] 26~
2. Endo Steel 1. Fusion Engine 2. [ER Large Laser 9, 25
3. Roll Again 2. Fusion Engine 3. LER Large Laser 24*
4-6 4. Roll Again 13 3. Fusion En:ine 4-6 4. Endo Steel o3
5. Roll Again "™ 4. Gyro 5. Endo Steel 2o
6. Roll Again 5. Gyro B. Roll Again Left Right =
6. Gyro Leg Leg
20
1. Gyro (15) (15)
Left Torso (CASE) 2. Fusion Engine Right Torso [CASE) 19
1.[LRM 15 3. Fusion Engine 1.[LRM 15 18*
2.|LRM 15 4-6 4. Fusion Engine 2. LRM 15 17
3.LLRM 15 5. Roll Again 3.LLRM 15
1-3 4. Artemis IV FCS 6. Roll Again 1-3 4. Artemis IV FCS Double Heat Sinks: N 18
5. Ammo (LRM 15 Artemis) 8 5. Ammo (LRM 15 Artemis) 8 1o 24' 15
6. Ammo (LRM 15 Artemis) 8 Engine Hits O O O 6. Ammo (LRM 15 Artemis) 8 Level* Effects (24) 14*
Gyro Hits 30 Shutdown *
e Sentor Hi2Q O e o S~ |
3. Endo Steel Life Support O 3. Endo Steel 26 Shutdown, avoid on 10+ S
46 4 codosee 46 4 cogosieel 25 -5 Movement Points O 2
: : 24 +4 Modifier to Fire O 10%
5. Endo Steel 5. Endo Steel 593 Ammo Exp, avoid on 6+
6. Endo Steel 6. Endo Steel b, ave @) 9
22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18  Shutdown, avoid on 6+ O [}
1. Hip g e 1. Hip 17 +3 Modifier to FI.I"E O B*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5. Roll Again Damage Transfer 5. Roll Again 180 iMlvchZ?en: PE_'”tS 2
6. Roll Again Diagram 6. Roll Again c M 3 'n'jerntﬂp 'i:i 1
\ / '\ ovement Foints / | o
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BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 32 (28)

Ammo: (LRM 20 Artemis V) 24

\
Type: Archer ARC-7C
Movement Points: Tonnage: 70
Walking: 5 Tech Base: Mixed
Running: 8 Rules Level: Advanced
Jumping: 0 Role: Missile Boat
Engine Type: 350 XL
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser (C) LA 5 7[DE] 5 10 15
1 ER Medium Laser (C) RA 5 7[DE] 5 10 15
1 LRM20(C) LT 6 1/Msl[MGCS] 7 14 21
w/ Artemis V
1 LRM20(C) RT 6 1/Msl[MCS] 7 14 21
w/ Artemis V
2 ERMedium Laser(C) CT 5 7[DE] 5 10 15
(R]
1 Targeting Computer HD — [E] - - -
(is)

( WARRIOR D \

BATTLETECH

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
(22)

Left Right
Leg Center Leg
(26) Torso (26)

(10)

Quirks: Battle Fists (LA), Battle Fists [RA), Command Mek, Stable, Left Right
L Torso Rear Torso Rear
Ubiquitous (Inner Sphere])
(6) (6)
\, BV: 2,408 @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (15 Right Torso (15) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkp'T’ 2. Upper Arm Actuator (o] 30%
13 3. Lower Arm Actuator 4. Targeting Computer 13 3. Lower Arm Actuator g 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o m
5. ER Medium Laser [Clan] 6. Life Support 5. ER Medium Laser [Clan] o 28
6. Roll Again 6. Roll Again Left o\ rignt |27
(o] *|
1. Roll Again Center Torso 1. Roll Again A,Ir,'ln o A1r1m 28
2. Roll Again 1. XL Fusion Engine 2. Roll Again (1 o) ("M 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 2o
6. Roll Again 5. Gyro B. Roll Again Left Right =
6. Gyro Leg Leg o
1. Gyro (15) (15)
Left Torso (CASE ) 2. XL Fusion Engine Right Torso (CASE Il 19*
1. XL Fusion Engine i i 1. XL Fusion Engine 18*
3. XL Fusion Engine
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17 %
13 3. XL Fusion Engine 5. ER Medium Laser [Clan] (R) 13 3. XL Fusion Engine \\ 16
"2 4.[LRM 20 [Clan] 6. ER Medium Laser [Clan] (R] "2 4.[LRM 20 [Clan] Double Heat Sinks: -
5. | LRM 20 [Clan] 5. [ LRM 20 [Clan] 14 (28 : 15
6. | LRM 20 [Clan] Engine Hits O O O 6.| LRM 20 [Clan] Level* Effects (=8) 14*
i 30 Shutdown
1.LLAm 20 [Clan] Gyro Hits oo 1.LLAm 20 [Clan) . @] 13*
i Sensor HitsQ O X 28 Ammo Exp, avoid on 8+
2. [ Artemis V FCS [Clan] 2. | Artemis V FCS [Clan] K O O 12
X Life S tO X 26  Shutdown, avoid on 10+
3. L Artemis V FCS [Clan] ITe suppor 3. L Artemis V FCS [Clan] . 11
4_6 . 4_6 . 25 -5 Movement Points O O
4. Ammo (LRM 20 Artemis V) 6 4. Ammo (LRM 20 Artemis V) 6 e "
" . 24  +4 Modifier to Fire (o]e) 10%
5. Ammo (LRM 20 Artemis V) 6 5. Ammo (LRM 20 Artemis V) 6 .
23 Ammo Exp, avoid on 6+ O 9
6. CASEIl 6. CASEIl .
22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi I_ 1. Hi 17  +3 Modifier to Fire O T
- Hip game D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again ?, TMMDd'f'er zUPF'Fi 1
-1 Movement Points
\ / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Warhammer WHM-6R Name:
Movement Points: Tonnage: 70 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 280 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPC LA 10 10[DE] 3 6 12 18
1 PPC RA 10 10|[DE] 3 6 12 18 Left A Right A
t
1 Medium Laser LT 3 5[DE - 3 B8 9 (20) Too)
1 Small Laser LT 1 3I[DE] - 1 2 3
1 Machine Gun LT — 2[DBAI] - 1 2 3
1 SRM 6 RT 4 2/MsIMCS] — 3 6 9
1 Medium Laser RT 3 5][DE] - 3 B 89 N Left Right
1 Small Laser RT 1 3[DE - 1 2 3 ® ['-1559] Center ['-1959]
1 Machine Gun RT — 2[DBAI] - 1 2 3 TF;”
Total Heat (Dissipation): 32 (18)
Ammo: (MG) 200, (SRM B) 15 _
Quirks: Rugged (2 Point), Searchlight, Stable, Ubiquitous (Inner Sphere], Left Right
Ubiquitous (Clans)] Torso Rear Torso Rear
(8) (8)
\, BV: 1,293 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (15 Right Torso (15) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkpn:’ 2. Upper Arm Actuator o 30
13 3. Lower Arm Actuator 4. Heat Sink 13 3. Lower Arm Actuator g 29
"9 4, HeatSink 5. Sensors ™3 4. HeatSink o -
5.[PPC B. Life Support 5.[PPC o 28
6.| PPC 6. | PPC Left o\ Right 27
(o] |
1.LpPC Center Torso 1.LPPC A,Ir,'ln o A1r1m 28
2. Roll Again 1. Fusion Engine 2. Roll Again (1 o) ("M 25
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 53%
5. Roll Again 1-3 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro B. Roll Again Left Right =
6. Gyro Leg Leg o
1. Gyro (15) (15)
Left Torso 2. Fusion Engine Right Torso 19%
1. Medium Laser 3. Fusion Engine 1. [SFIM 6 18*
2. Small Laser 4-6 4. Fusion Engine 2.LsrRm B 17
3. Machine Gun 5. Ammo (MG) 200 3. Medium Laser
-3 . . 13 16
. 3 o] ain . .
1 4. Roll Again 6. Roll A 4. Small Laser .
) 9 ) Heat Sinks: 15+
5. Roll Again 5. Machine Gun 18
6. Roll Again Engine Hits O O O 6. Ammo (SRM B) 15 Level* Effects 14%
G\jl“D HitsQ O 30 Shutdown 134
1. Roll A 1. Roll A ’
2 RZH AEZ:; Sensor HitsQ O 2 Rzn Ag::: 28 Ammo Exp, avoid on 8+ Q9 12
: " : 26  Shutdown, avoid on 10+ 00
3. Roll Again Life SUPPOT‘t o 3. Roll Again ' . 11
46 4. Roll Again 4-6 4. Roll Again e 5 Movement qunts Q0
: : 24 +4 Modifier to Fire (o]e) 10%
5. Roll Again 5. Roll Again
. : 23 Ammo Exp, avoid on 6+ O O 9
6. Roll Again 6. Roll Again .
22 Shutdown, avoid on 8+ O O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
: l_ - 17  +3 Modifier to Fire O "
1. Hip game Dlabs 1. Hip 15 aM Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Heat Sink Damage Transfer 5. Heat Sink 1o -2 Movement F'qnts 2
6. Heat Sink Diagram 6. Heat Sink 8 1 hhodiier to fire 1
-1 Movement Points
\ / '\ /| o
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Warhammer WHM-8R

N\

Total Heat (Dissipation): 48 (32)

Ammo: (MG) 200, (Streak SRM B) 15
Quirks: Rugged (2 Point), Searchlight, Stable, Ubiquitous (Inner Sphere],
Ubiquitous (Clans)

Movement Points: Tonnage: 70

Walking: 4 Tech Base: Inner Sphere

Running: 6 Rules Level: Standard

Jumping: 0 Role: Brawler

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 ER Medium Laser LT 5 5[DE] — 4 8 12
1 ER Small Laser LT 2 3[DE] - 2 4 5
1 Machine Gun LT — 2[DBAI - 1 2 3
1 Streak SRM 6 RT 4 2/MsI[MC] — 3 B 9
1 ER Medium Laser RT 5 5][DE] — 4 8 12
1 ER Small Laser RT 2 3|[DE] - 2 4 5
1 Machine Gun RT — 2[DBAI] - 1 2 3

( WARRIOR D \

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 5 6
Consciousness # | 3 5 7 11 | Dead
/

Right Arm
(22)

. Left Right
@/ Leg Center Leg
(30) Torso (30)

(10)

Left
Torso Rear

(7)

Right
Torso Rear

(7)

\, Bv: 1,897 @%@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ - Scale
Head Left Torso (15 Right Torso (15) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator (o] 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator g 29
™2 4.[Double Heat Sink 5. Sensors ™ 4. [ Double Heat Sink o -
5. | Double Heat Sink 6. Life Support 5. | Double Heat Sink o 28
6. L Double Heat Sink 6. L Double Heat Sink Left o\ Right 27
(o] *|
A
1.[ERPPC Center Torso 1.[ERPPC [ 1r,'|"] o (A1"1'"] 28*
2.|ErpPPC 1. Fusion Engine 2.|ErPPC ) 25
3.LlerpPc 2. Fusion Engine 3.Lerppc 24+
4-6 4. Endo Steel 3. Fusion Engine 4-6 4. Endo Steel 534
5. Endo Steel 1-3 4. Gyro 5. Endo Steel
. 22%
6. Endo Steel 5. G 6. Endo Steel .
- byro Left Right P
6. Gyro Leg Leg o
1. Gyro . (15) (15) "
Left Torso 2. Fusion Engine Right Torso [CASE ) 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 %
13 3. L Double Heat Sink 5. Endo Steel 13 3. L Double Heat Sink 16
"9 4. Double Heat Sink 6. Roll Again "9 g, [Streak SRM 6 Double Heat Sinks: -
5. | Double Heat Sink 5. L Streak SRM 6 16 (32 : 15
6. L Double Heat Sink Engine Hits O O O 6. ER Medium Laser Level* Effects (32) 14%
i 30 Shutdown
1. ER Medium Laser Gyro Hits O O 1. ER Small Laser . @] 13~
Sensor HitsQ O N 28 Ammo Exp, avoid on 8+
2. ER Small Laser ~ 2. Machine Gun 56  Shutd idon 10+ O O 12
3. Machine Gun Life Support O 3. Ammo (MG) 200 down, aveid on 11
4-6 4. Endo Steel 4-6 4. Ammo (Streak SRM 6) 15 25 5 Movement qunts O O
: : 24 +4 Modifier to Fire (o]e) 10%
5. Endo Steel 5. CASEIl .
23 Ammo Exp, avoid on 6+ O O 9
6. Endo Steel 6. Roll Again .
22 Shutdown, avoid on 8+ O O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O "
1. Hip game Dlabs 1. Hip 15 aM Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 8 1 hhodiier to fire 1
-1 Movement Paints
\, / '\ / | o
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BATTLETECH

( 'MECH DATA \

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 33 (30)

Ammo: (AC/20) 15, (LRM 20) 12, (SRM B) 15, (Streak SRM 2) 50
Quirks: Battle Fists (LA), Battle Fists (RA), Command Mek, Distracting,
Improved Communications

N

Type: Atlas AS7-S

Movement Points: Tonnage: 100

Walking: 3 Tech Base: Inner Sphere
Running: 5 Rules Level: Standard
Jumping: 0 Role: Juggernaut
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 89
1 Medium Laser RA 3 5][DE] - 3 B 89
1 LBM20 LT 68 1/MsI[MCS] 86 7 14 21
1 SRMB LT 4 2/Msl[MCS] — 3 B8 9
2 Streak SAM 2 [R) LT 2 2/Msi[MC] — 3 B 9
1 AG/20 RT 7 20[DBS] - 3 B 9
2 Medium Laser (R) CT 3 5]|DE] - 3 B 89

ARRIOR DATA \

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 6
Consciousness # | 3 5 7 10 Dead
/

Left
Torso Rear
(10)

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

(0]
O

OOOOOOOOOOOOOOO

(@)
©)

000000
OOOOOOOOOOOOOOO

(6)

O

[oXe)

OOO

Center
Torso
(14)

Right Torso

Right Arm
(34)

Right

Torso Rear

(10)

\_BV: 1829 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (21) Right Torso (21) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder e °
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator o} 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 8 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator 8 m
5. [ Double Heat Sink B. Life Support 5. [ Double Heat Sink o 28
6. | Double Heat Sink 6. | Double Heat Sink o 27
Y 26*
1. L Double Heat Sink Center Torso 1. L Double Heat Sink 8
2. | Double Heat Sink 1. Fusion Engine 2. Medium Laser 25
a4-8 3. | Double Heat Sink 2. Fusion Engine a4-8 3. Roll Again Center 24*
4. L Double Heat Sink 3. Fusion Engine 4. Roll Again Torso 23 %
5. Medium Laser 1-3 4. Gyro 5. Roll Again
. " 22 %
6. Roll Again 5. Gyro B. Roll Again
6. Gyro 21
20
1. Gyro .
Left Torso 2. Fusion Engine I_:hght Torso 19%
1.[LRM 20 4-6 3. Fusion Engine 1.[ AC/20 18*
2.|LRM 20 "0 4. Fusion Engine 2.| Ac/20 ﬁ 17+
13 3.|LRM 20 5. Medium Laser (R) 13 3.| AC/20 HEAT DATA \\ [1&
4.(LRM 20 6. Medium Laser (R 4. Ac/20 i .
(R) Double Heat Sinks: m
5. LLRM 20 5.| Ac/20 Heat 15 (30 15
6.[SRM 6 Engine Hits O O O 6.| Ac/20 Level* Effects (30) 14+
G\jl“D HitsQ O 30 Shutdown 134
1.LsRM & Sensor HitsQ O 1.]Ac/20 28 Ammo Exp, avoid on 8+ ole;
2. Streak SRM 2 (R) ] 2.|ac/20 56  Shutd id on 10+ e)e) 12
Llfe Suppor‘t o a.| ac/20 utaown, avoid on
a4-6 3. Streak SRM 2 (R) 46 , 25 -5 Movement Paints O O 11
4. Ammo (LRM 20) & 4.LAc/20 24  +4 Modifier to Fire 00 10*
5. Ammo (LRM 20) 6 5. Ammo (AC/20) 5 .
6. A SRM 6) 15 6. A AC/20) 5 23 Ammo Exp, avoid on 6+ (0]0) 9
- Ammo ) - Ammo (AC/20) 22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi I_ 1. Hi 17  +3 Modifier to Fire O T
- Hip game D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Ammo (Streak SRM 2] 50 Damage Transfer 5. Ammo (AG/20) 5 180 quMDVZ?EHE PE_'”tS 2
6. Roll Again Diagram 6. Rall Again odimer to Fire 1
\ / \\ 5 -1 Movement Points / o
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BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 43 (34)

Ammo: (Gauss) 16

\
Type: Atlas AS7-54
Movement Points: Tonnage: 100
Walking: 3 Tech Base: Inner Sphere
Running: 5 Rules Level: Standard
Jumping: 0 Role: Sniper
Engine Type: 300 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
2 Medium X-Pulse Laser LT 6 B[P] - 3 B 89
1 ECM Suite (Guardian) LT — [E] - - - B
1 Gauss Rifle RT 1 15[DBX] 2 7 15 @22

Quirks: Battle Fists (LA), Battle Fists (RA), Command Mek, Distracting,

Improved Communications

/4 \
WARRIOR D
Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 6
Consciousness # | 3 5 7 10 Dead
/

\

BV: 2,568

@

\

ARMOR DIAGRAM

Stealth

Head (9)

Left Torso Right Torso

(0]
O

(O)Ne)
(o) e)(e]
(O)x(e)
[O)(e)(e]
(O)xe)
[O)(e)(e]
O-0,
[)(e)(e]
(O)x(e)
[O)(e)e]
(O)x(e)
[©)xexe]
(O)xe)
[O)xexe
(O)x(e)
[O)ee
OOO
[oe)

Right Arm
(34)

Center
Torso
(14)

Left Right
Torso Rear Torso Rear
(10) (10)

INTERNAL STRUCTURE DIAGRAM

\
/ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (21) Right Torso (21) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder e °
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator o} 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 8 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator 8 m
5. [ Double Heat Sink B. Life Support 5. [ Double Heat Sink o 28
6. | Double Heat Sink 6. | Double Heat Sink o 27
Y 26*
1. L Double Heat Sink Center Torso 1. L Double Heat Sink 8 -
2.[ERPPC 1. Fusion Engine 2.[ERPPC 25
4-6 3.|ERPPC 2. Fusion Engine 4-6 3.| ERPPC Center 24+
4. LER PPC 1 3 3. Fusion Engine 4. LER PPC Torso 23 %
5. Stealth "2 4. Compact Gyro 5. Stealth 2o
6. Stealth 5. Compact Gyro B. Stealth
6. Fusion Engine 21
20*
1. Fusion Engine . 194
Left Torso 2. Fusion Engine Right Torso (CASE Il)
1. [ Double Heat Sink 3. [ Double Heat Sink 1. [ Gauss Rifle 18*
2. | Double Heat Sink 4-6 4. | Double Heat Sink 2. | Gauss Rifle 17 %
3. L Double Heat Sink 5. | Double Heat Sink 3. | Gauss Rifle
1-3 4. [ Double Heat Sink 6. Roll Again 1-3 4. | Gauss Rifle Double Heat Sinks: N 6*
5. | Double Heat Sink 5. | Gauss Rifle 17 (3] 15
6. L Double Heat Sink Engine Hits O O O 6. | Gauss Rifle Level* Effects (34) 14+
i 30 Shutdown
1. Medium X-Pulse Laser G\jI“D H!tS 00 1. LGauss Rifle : O O 137
. Sensor HitsQ O 28 Ammo Exp, avoid on 8+
2. Medium X-Pulse Laser ~ 2. Ammo (Gauss) 8 56  Shutd idon 10+ O O 12
i i Life Suppor‘t o 3. Ammo (Gauss) 8 ukdown, avoid on
4_6 2 [Egm gu!te [guarjran) 4_6 4' CASE I 25 -5 Movement Points O O 11
: uite (Guardian] : 24  +4 Modifier to Fire 00 10+
5. Stealth 5. Stealth .
23 Ammo Exp, avoid on 6+ O O 9
6. Stealth 6. Stealth .
22 Shutdown, avoid on 8+ O O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ 00 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hi 1. Hi 17 +3 Modifier to Fire @) 5+
- Hip game D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator :ll g EEMMOd'f'er EOF'FI'ret
5. Stealth Damage Transfer 5. Stealth 5 -+1 MDVZ,Tent E_m S 2
6. Stealth Diagram B. Stealth A odifier tuP I'ri P
-1 Movement Points
/ '\ /| o

© 2025 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

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (5)

Left Torso
(4)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Fire Moth (Dasher) D Name:
Movement Points: Tonnage: 20 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 10 Tech Base: Clan v — i
Running: 15 [20] Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 200 XL p
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser LA 5 7[DE] — 5 10 15
2 ER Medium Laser RA 5 7I[DE] - 5 10 15 Left A Richt A
t
1 ER Medium Laser RT 5 7[DE] - 5 10 15 e( 3 )rm Ig[ 3) "
1 Flamer RT 3 2[DEHAI - 1 2 3
1 Targeting Computer RT — [E] - - = =
Total Heat (Dissipation): 28 (20)
Center
Torso
(2)
Left Right
T R T R
Quirks: Narrow,/ Low Profile, Overhead Arms ors[oa )ear ors(oz ]ear-
\, BV: 2,307 (&\:} INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (5 Right Torso (5) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkp't_-' 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. FerroFibrous 13 3. Lower Arm Actuator 29
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator m
5. ER Medium Laser 6. Life Support 5. ER Medium Laser 28
6. ER Medium Laser 6. ER Medium Laser Left Right 27
g
x|
1. Endo Steel Center Torso 1. Endo Steel A;m A;m 26
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous (3 (3] 25
3. Roll Again i i 3. Roll Again Center 24*
4-6 o AQ ' 2. XL Fus!nn Eng!ne 4-6 P AQ ente
- Roll Again 3. XL Fusion Engine - Holl Again Torso 23 %
5. Roll Aga?n 1-3 4. Gyro 5. Roll Again (6) 2o
6. Roll Again 5. Gyro B. Roll Again Left Right =
6. Gyro Leg Leg o
1. Gyro . (4) (4) -
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. | Double Heat Sink 5. MASC 3. [Double Heat Sink
1-3 4. [Double Heat Sink 6. Endo Steel 1-3 4. L Double Heat Sink Double Heat Sinks: N |18
5. Endo Steel 5. ER Medium Laser 10 120] 15~
6. Ferro-Fibrous Engine Hits 000 6. Flamer Level* Effects (20) 147
Gyro Hits O O ) 30 Shutdown e
1. Ferro-Fibrous . 1. Targeting Computer .
Sensor Hits o o 28 Ammo Exp, aqu on 8+ O 1o
2. Roll Again ~ 2. Endo Steel 596  Shutdown. avoid on 10+ O
3. Roll Again Life SUPPOT‘t o 3. Ferro-Fibrous ' . 11
4_6 4 Roll A 4_6 . F Fib 25 -5 Movement Points O
- nongan - rerroTbrous 24  +4 Modifier to Fire @) 10*
2' EOH ﬁgam 2 EGI: 298"1 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O "
1. Hip game Dlabs 1. Hip 15 aM Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 1o -2 Movement F'qnts 2
6. Roll Again Diagram 6. Roll Again g TMMDd'f'er zUPF'Fi 1
-1 Movement Points
\ /7 '\ /| o

© 2025 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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OMNIMECH RECORD SHEET

\
Type: Fire Moth (Dasher) G
Movement Points: Tonnage: 20
Walking: 10 Tech Base: Clan
Running: 15 [25] Rules Level: Standard
Jumping: 0 Role: Striker
Engine Type: 200 XL
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Imp. Heavy Medium LA 7 10[DEX] - 3 B 89
Laser
2 Imp. Heavy Medium RA 7 10[DEX] - 3 B 89
Laser
1 Targeting Computer RT — [E] - - = =
1 Coolant Pod RT — [PEOSX] - - = =

Total Heat (Dissipation): 28 (20, 30 with Coolant Pod)

Quirks: Narrow,/ Low Profile, Overhead Arms

( WARRIOR DATA \

BATTLETECH

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

ARMOR DIAGRAM

Ferro-Fibrous

Head (5)

Left Torso
(4)

Right Torso

Left Arm
(3)

Right Arm
(3)

Center
Torso

(2)

Left
Torso Rear

(2)

Right
Torso Rear

(2)

\ oV 204 @)
/ \ \ / Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (5 Right Torso (5) Dverfiow
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator ° 30%
3. Lower Arm Actuator 4. FerroFibrous 3. Lower Arm Actuator 29
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator
5. [Imp. Heavy Medium Laser 6. Life Support 5. [Imp. Heavy Medium Laser 28~
6. LImp. Heavy Medium Laser 6. LImp. Heavy Medium Laser Left Right 27
1. [Imp. Heavy Medium Laser Center Torso 1. [Imp. Heavy Medium Laser A;m A;m 26~
2. LImp. Heavy Medium Laser 1. XL Fusion Engine 2. Limp. Heavy Medium Laser (3 (3] 25
a4-8 3. Endo Steel 2. XL Fusion Engine a4-8 3. Endo Steel Center 24*
4. Ferro-Fibrous 3. XL Fusion Engine 4. Ferro-Fibrous Torso 23 %
5. Roll Again 1-3 4. Gyro 5. Roll Again (6) 2o
6. Roll Again 5. Gyro B. Roll Again Left Right =
6. Gyro Leg Leg
20*
1. Gyro (4) (4)
Left Torso 2. XL Fusion Engine Right Torso [CASE) 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. | Double Heat Sink 5. MASC 3. | Double Heat Sink
1-3 4. [Double Heat Sink 6. Endo Steel 1-3 4. [Duuble_Heac Sink Double Heat Sinks: N :::*
5. Supercharger 5. Targeting Computer 10 [20]
6. Endo Steel Engine Hits O O O 6. Coolant Pod Level* Effects 14+
G\jl“D HitsQ O 30 Shutdown 134
1. Ferro-Fibrous . 1. Endo Steel .
2. Ferro-Fibrous S_EI'ISDI" HitsOQ O 2. Ferro-Fibrous Sg ém&i;ﬁplai\;?clidgznfoi 8 12
4-6 2 EOH Again Life SUPPOT‘t o 4-6 3. Ferro-Fibrous o5 5 Movemént Points O 11
- Poll Again 4. Roll Again 24  +4 Modifier to Fire '®) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avaid 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 CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hip g e 1. Hip 17 +3 Modifier to FI.I"E O B*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qnts 2
6. Roll Again Diagram 6. Roll Again 8  +1 Modifier to Fire 1
\ / \\ 5 -1 Movement Points / o

© 2025 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



BATTLETECH

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso
(1)

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Pouncer Prime Name:
Movement Points: Tonnage: 40 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Clan v — i
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 5 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 240 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC LA 15 15[DE] - 7 14 23
1 ERPPC RA 15 15[DE] - 7 14 23 Left A Right A
t
1 ERSmall Laser LT 2 5[Dg - 2 4 B 12 Ta)
1 Targeting Computer RT — [E] - - = =
Total Heat (Dissipation): 32 (24)
Left Right
Leg Center Leg
(13) Torso (13)
(8)
Left Right
T R Ta R
Quirks: Weak Head Armor (2) oreo Rear oreo Rear
(7) (7)
\, BV: 2,557 INTERNAL STRUCTURE DIAGRAM
/
\ a3
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (10) Right Torso (10) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp't_-' 2. Upper Arm Actuator 30
13 % [Dnuble Heat Sink 4. FerroFibrous 13°% [Duuble Heat Sink 59
"9 4. Double Heat Sink 5. Sensors "9 4. Double Heat Sink -
5. [ER PPC B. Life Support 5. [ER PPC 28
6.LER PPC 6. LER PPC Left Right | 27
x|
1. FerroFibrous Center Torso 1. Ferro-Fibrous A;m A;m 26
2. Roll Again 1. XL Fusion Engine 2. Roll Again (6] (6] 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. Roll Again 6. Roll Again a2~
" 5. Gyro " Left Right >
6. Gyro Leg Leg
20
1. Gyro . (10) (10) -
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. Jump Jet 5. Jump Jet 3. [Double Heat Sink
1-3 4. Jump Jet 6. Endo Steel 1-3 4. L Double Heat Sink Double Heat Sinks: N |18
5. ER Small Laser 5. Jump Jet 19 24' 15
6. Endo Steel Engine Hits O O O 6. Jump Jet Level* Effects (24) 14+
Gyro Hits O O ) 30 Shutdown e
1. Ferro-Fibrous . 1. | Targeting Computer 28  Ammo Exp. avoid on 8+ O O
2. Ferro-Fibrous Sensor HitsQ O 2. | Targeting Computer b, ave O O 12
Life Support (o) i 26  Shutdown, avoid on 10+
4_6 2 EOH ﬁgam 4_6 2 ;‘a;gest;nQICumputer 25 -5 Movement Points O 11
- mongen - cndostee 24  +4 Modifier to Fire @) 10*
5. Roll Again 5. Ferro-Fibrous .
6 Roll A 6 F . 23 Ammo Exp, avoid on 6+ O 9
- HolAgan - Ferro-Fibrous 22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hip L 1. Hip 17  +3 Modifier to Fire O 5*
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel ?, TMMDd'f'er z“PF'Fi 1
-1 Movement Points
\ /7 '\ /| o

© 2025 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

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso
(1)

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Pouncer T Name:
Movement Points: Tonnage: 40 . _— .
) X Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Mixed v — i
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 5 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 240 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Plasma Rifle LA 10 10[DEH] - 5 10 15
1 Plasma Rifle RA 10 10[DEH] - 5 10 15 Left A Right A
e rm [ rm
1 ER Small Laser [C) LT 2 5D - 2 4 B (12) 112
Total Heat (Dissipation): 22 (24)
Left Right
Leg Center Leg
(13) Torso (13)
(8)
. Left Right
Amme: [Plasma Rifie] 30 Tor'soe Rear TorslogRear
Quirks: Weak Head Armor (2) (7) (71
\, BV: 1,573 @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (10) Right Torso (10) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp't_-' 2. Upper Arm Actuator 30%
13 % [Dnuble Heat Sink 4. Ferro-Fibrous 13°% [Duuble Heat Sink 59
™2 4. L Double Heat Sink 5. Sensors ™ 4. L Double Heat Sink -
5. [Plasma Rifle [IS] 6. Life Support 5. [Plasma Rifle [IS] 28
6. L Plasma Rifle [IS] 6. L Plasma Rifle [1S] Left Right 27
x|
1. FerroFibrous Center Torso 1. Ferro-Fibrous A;m A;m 26
2. Roll Again 1. XL Fusion Engine 2. Roll Again (6] (6] 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. Roll Again 6. Roll Again a2~
" é- ng " Left Right >
. Gyro
Leg Leg 204
1. Gyro . (10) (10) -
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. Jump Jet 5. Jump Jet 3. [Double Heat Sink
- - . 16
1 3 4. Jump Jet 6. Endo Steel 1 3 4. L Double Heat Sink Double Heat Sinks: \ -
5. ER Small Laser 5. Jump Jet 19 24' 15
6. Ammo (Plasma Rifle) 10 Engine Hits 000 6. Jump Jet Level* Effects (24) 14*
i 30 Shutdown
1. Endo Steel Gyro H!ts (o] o] 1. Ammo (Plasma Rifle) 10 28 Ammo Exp, avoid on 8+ O O 137
2. Ferro-Fibrous S_EI'ISDI" Hits o o 2. Ammo (Plasma Rifle) 10 56  Shutdown IavDid on 10+ O O 12
a 6 3. Ferro-Fibrous Life SUPPOT‘t o a 6 3. Endo Steel o5 5 Movemént Points O 11
4. Roll Again 4. Ferro-Fibrous 24 +4 Modifier to Fire O 10*
5. Roll Again 5. Ferro-Fibrous 593 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again b, ave @) 9
9 9 22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: l_ - 17  +3 Modifier to Fire O "
1. Hip game Dlabs 1. Hip 15 aM Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel ?, TMMDd'f'er z“PF'Fi 1
-1 Movement Points
\ / '\ / | o

© 2025 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 Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Nova (Black Hawk] Prime Name:
Movement Points: Tonnage: 50 . _— .
Gi Skill: Pil Skill:
Walking: 5 Tech Base: Clan unnery Sidll: - Piloting Ski
Running: 8 Rules Level: Standard HitsTaken | 1 [ 2 [ 3| 4| 5 | 6
Jumping: 5 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 250 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
6 ER Medium Laser LA 5 7[DE] — 5 10 15
6 ER Medium Laser RA 5 7I[DE] - 5 10 15 Left A Right A
Total Heat [Dissipation); 60 [36) 6] ey

Left Right
Leg Center Leg
(20) Torso (20)

(8)

Left Right
. N Torso Rear Torso Rear
Quirks: Combat Computer, Narrow,/ Low Profile 18] (8]

\_BY: 2663 ®

\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (12 Right Torso (12) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator m
5. [Dnuble Heat Sink 6. Life Support 5. [Duuble Heat Sink 28
6. L Double Heat Sink 6. L Double Heat Sink Left Right 27
x|
1. ER Medium Laser Center Torso 1. ER Medium Laser A;m A;m =
2. ER Medium Laser 1. XL Fusion Engine 2. ER Medium Laser (8] (8] 25
a4-8 3. ER Medium Laser 2. XL Fusion Engine a4-8 3. ER Medium Laser 24*
"O 4. ER Medium Laser 3. XL Fusion Engine " 4. ER Medium Laser 23*
5. ER Medium Laser 1-3 4. Gyro 5. ER Medium Laser 2o
6. ER Medium Laser 5. Gyro 6. ER Medium Laser .
. Left Right 21
6. Gyro L
eg Leg 507
1. Gyro _ (12) (12) -
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. | Double Heat Sink 5. Jump Jet 3. [Double Heat Sink
1-3 4. [Double Heat Sink 6. Roll Again 1-3 4. | Double Heat Sink Double Heat Sinks: N 6*
5. [Double Heat Sink 5. [Duuble Heat Sink 18 36] 15
6. L Double Heat Sink Engine Hits O O O 6. L Double Heat Sink Level* Effects (38) 14%
i 30 Shutdown
1. [Dnuhle Heat Sink Gyro Hits O O 1 [Duuble Heat Sink 28 Ammo Exp, avoid on 8+ ole) 137
2. | Double Heat Sink Sensor HitsQ O 2. | Double Heat Sink o 00 12
Life Suppor‘t (o) 26  Shutdown, avoid on 10+
4_6 2 EOH ﬁgam 4_6 2 EOI: 298"1 25 -5 Movement Points O O 11
- Ploll Again - Poll Again 24  +4 Modifier to Fire 00 10*
5. Roll Again 5. Roll Again .
23 Ammo Exp, avoid on 6+ O O 9
6. Roll Again 6. Roll Again .
22 Shutdown, avoid on 8+ O O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
1. Hip l. L 1. Hip 17  +3 Madifier to Fire O B*
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Jump Jet Damage Transfer 5. Jump Jet 180 -qu'\onz:jen: Pﬁ'”ts 2
6. Jump Jet Diagram 6. Jump Jet A odifier tuP I'ri 1
-1 Movement Points
\ / '\ /| o
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OMNIMECH RECORD SHEET

Total Heat (Dissipation): 24 (28)

( 'MECH DATA \ \
Type: Nova (Black Hawk] T
Movement Points: Tonnage: 50
Walking: 5 Tech Base: Clan
Running: 8 Rules Level: Standard
Jumping: 5 Role: Skirmisher
Engine Type: 250 XL
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
6 Medium Chemical LA 2 5|[DE] - 3 B 89
Laser
6 Medium Chemical RA 2 5][DE] - 3 B 89
Laser

Ammo: (Medium Chemical Laser) 120
Quirks: Combat Computer, Narrow,/ Low Profile

\ BV: 1,579

BATTLETECH

Y/ \,
WARRIOR DATA
Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 5 6
Consciousness # | 3 5 7 10 | 11 |Dead
/

®

Left
Torso Rear

(8)

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

Right Torso

Center
Torso

(8)

INTERNAL STRUCTURE DIAGRAM

Right Arm
(16)

Right
Torso Rear
(8)

/ \ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (12 Right Torso (12) Dverfiow
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator 29
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator
5. Medium Chemical Laser 6. Life Support 5. Medium Chemical Laser 28~
6. Medium Chemical Laser 6. Medium Chemical Laser Left Right 27
1. Medium Chemical Laser Center Torso 1. Medium Chemical Laser A;m A;m 26~
2. Medium Chemical Laser 1. XL Fusion Engine 2. Medium Chemical Laser (8] (8] 25
a4-8 3. Medium Chemical Laser 2. XL Fusion Engine a4-8 3. Medium Chemical Laser 24*
4. Medium Chemical Laser 3. XL Fusion Engine 4. Medium Chemical Laser 23*
5. Ammo (Medium Chemical Laser) 31)'3 4. Gyro 5. Ammo (Medium Chemical Laser) 30 m
6. Ammo (Medium Chemical Laser) 30 5. Gyro 6. Ammo (Medium Chemical Laser) 30 L . 22
eft Right 21
6. Gyro Leg Leg o
1. Gyro (12) (12)
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. | Double Heat Sink 5. Jump Jet 3. | Double Heat Sink
1-3 4. [Double Heat Sink 6. Roll Zgain 1-3 4. [Duuble Heat Sink Double Heat Sinks: N |18
5. [Double Heat Sink 5. [Duuble Heat Sink 14 (28 15~
6. L Double Heat Sink Engine Hits O O O 6. L Double Heat Sink Level* Effects (@8) 14%
Gyro Hits 00 30 Shutdown 134
1. Roll Again . 1. Roll Again .
= Sensor Hits O O ;o 25 mmobpomdense OO | =2
4-6 3. Roll Again Life SUPPOT‘t o 4-6 3. Roll Again o5 .5 Movement Points O O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O O 10*
5. Roll Again 5. Roll Again 593 Ammo Exp, avoid on 6+
P. 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 CH'[H mS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hip g e 1. Hip 17 +3 Modifier to FI.I"E O B*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5. Jump Jet Damage Transfer 5. Jump Jet 180 -qu'\onz:jent Pﬁ'”ts 2
6. Jump Jet Diagram 6. Jump Jet 5 AM 3 'n'je';zup Iil;i 1
\ /7 '\ ovement Toms /| o
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Timber Wolf (Mad Cat) Prime Name:
Movement Points: Tonnage: 75 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Clan v — i
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 375 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Large Laser LA 12 10[DE] — 8 15 25
1 ER Medium Laser LA 5 7|[DE] - 5 10 15 Left A Richt A
t
1 ERLarge Laser RA 12 10[DE] - 8 15 25 (2a) Toay
1 ER Medium Laser RA 5 7I[DE] — 5 10 15
1 LRM 20 LT 6 1/MslI[MCS] — 7 14 21
1 Medium Pulse Laser LT 4 7][P] — 4 8 12
1 LRM20 RT 6 1/Msl[MCS] — 7 14 21 Left Right
1 Machine Gun RT — 2[DBAI] - 1 2 3 ['-;gl Center ['-3929]
1 Machine Gun CT — 2[DBA] - 1 2 3 TF;”
Total Heat (Dissipation): 50 (34)
Amma: (LRM 20] 12, (MG) 200 . "Ef; . “igf:
Quirks: Improved Targeting (Medium), Weak Head Armor (1) ors[o7 )ear ors(o7 ]ear-
\, Bv: 2,737 INTERNAL STRUCTURE DIAGRAM
/
\
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (16 Right Torso (16 ) Dverflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkp't_-' 2. Upper Arm Actuator % 30%
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator o 29
a4 [Dnuble Heat Sink 5. Sensors " [Duuble Heat Sink o -
5. | Double Heat Sink 6. Life Support 5. | Double Heat Sink g 28
6. ERLarge Laser 6. ERLarge Laser o Right 27
(e} *|
1. ER Medium Laser Center Torso 1. ER Medium Laser le) A’;‘: 26
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous o) (12 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 2o
6. Roll Again 5. Gyro B. Roll Again .
& Guro Right 21
- By Leg 207
1. Gyro (16)
Left Torso (CASE) 2. XL Fusion Engine Right Torso [CASE) 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.|LRM 20 5. Machine Gun 3.[LRM 20
1-3 1-3 ) 16
:' tgm Zg 6. Endo Steel :' tgm 23 Double Heat Sinks: 5%
6.LLRm 20 Engine Hits O O O 6.LLRM 20 Level* Effects 17 (34) 14+
i 30 Shutdown
1. Medium Pulse Laser GVI‘D H!tS o o 1. Machine Gun 28 Ammo Exp, avoid on 8+ O O 137
2. Ammo (LRM 20) 6 Sensor Hits O O 2. Ammo (LRM 20) 6 96 Shutdown. avoid on 10+ 00 12
3. Endo Steel Life Support O 3. Ammo (MG) 200 down, aveid on 11
4-6 4. Ferro-Fibrous 4-6 4. Endo Steel 25 5 Movement qunts O O
: : 24 +4 Modifier to Fire (o]e) 10%
5. Ferro-Fibrous 5. Ferro-Fibrous .
23 Ammo Exp, avoid on 6+ O O 9
6. Roll Again 6. Ferro-Fibrous .
22 Shutdown, avoid on 8+ O O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ 00 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hi 1. Hi 17 +3 Modifier to Fire @) 5+
- Hip game D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 1o -2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 8 1 hhodiier to fire 1
-1 Movement Points
\ / '\ / | o

© 2025 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR D
Type: Timber Wolf (Mad Cat) T Name:
Movement Points: Tonnage: 75 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Clan v — i
Running: 8 Rules Level: Advanced HitsTaken | 1 | 2 | 3 5| 6
Jumping: 0 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 375 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Imp. Heavy Medium LA 7 10[DEX] 3 6 89
Laser Left A Right A
e rm 1 rm
1 ER Medium Laser LA 5 7[DE] 5 10 15 (24) ?24 )
1 Imp. Heavy Medium RA 7 10[DEX] 3 6 89
Laser
1 ER Medium Laser RA 5 7I[DE] 5 10 15
1 LRM 20 LT 6 1/Msl[MCS] 7 14 21 Left Right
w,/ Artemis V Leg Center Leg
32 32
1 ERSmallPulselaser LT 3 5[PAl 2 4 B (32) TF;” (32)
1 LRM 20 RT 6 1/Msl[MCS] 7 14 21
w/ Artemis V
1 ER Small Laser RT 2 ©5[DE] 2 4 B
1 ER Small Laser CT 2 ©5]DE] 2 4 B
Total Heat (Dissipation): 43 (34)
Ammo: (LRM 20 Artemis V) 36 . "Ef; . “igf:
Quirks: Improved Targeting (Medium), Weak Head Armor (1) ors[o7 )ear ors(o7 ]ear-
\, Bv: 2,714 @@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (16 Right Torso (16 ) Dverflow
Left Arm (CASE) 1. Life Support Right Arm (CASE) S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkp't_-' 2. Upper Arm Actuator % 30%
13 3. Lower Arm Actuator 4. FerroFibrous 13 3. Lower Arm Actuator o 29
a4 [Dnuble Heat Sink 5. Sensors " [Duuble Heat Sink o -
5. L Double Heat Sink 6. Life Support 5. L Double Heat Sink g 28
6. [Imp. Heavy Medium Laser 6. [Imp. Heavy Medium Laser o| Right 27
(e} *|
1. Limp. Heavy Medium Laser Center Torso 1. LiImp. Heavy Medium Laser [e) A’;‘: 26
2. ER Medium Laser 1. XL Fusion Engine 2. ER Medium Laser o) (12 25
a4-8 3. Ammo (LRM 20 Artemis V) 6 2. XL Fusion Engine a4-8 3. Ammo (LRM 20 Artemis V) 6 24*
"© 4. Ammo (LRM 20 Artemis V) 6 3. XL Fusion Engine "© 4. Ammo (LRM 20 Artemis V) 6 23*
5. Ammo (LRM 20 Artemis V) 6 1-3 4. Gyro 5. Ammo (LRM 20 Artemis V) 6 2o
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous .
& Guro Right 21
- By Leg 207
1. Gyro . (16) m
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.[LRM 20 5. ER Small Laser 3.|LRM 20
1-3 1-3 ) N L1s
:' tgm Zg 6. Endo Steel :' tgm 23 Double Heat Sinks: 5%
6.LLRM 20 Engine Hits O O O 6.LLRmM 20 Level* Effects 17(34) 14%
i 30 Shutdown
1. [Artemis V FCS Gyro Hits (o] o) 1. [Artemis VFCS 28  Ammo Exp, avoid on B+ 0]0) 137
2. | Artemis V FCS Sensor Hits O O 2. | Artemis v Fcs o 00 12
Life S tO 26  Shutdown, avoid on 10+
3. ERSmall Pulse Laser Ife suppor 3. ER Small Laser 55 5M . 11
~ ~ - ovement Points O O
4 B 4. Endo Steel 4 6 4. Endo Steel e "
: : 24 +4 Modifier to Fire (o]e) 10%
5. Ferro-Fibrous 5. Ferro-Fibrous .
23 Ammo Exp, avoid on 6+ O O 9
6. Ferro-Fibrous 6. Ferro-Fibrous .
22 Shutdown, avoid on 8+ O O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ 00 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hip LYy 1. Hip 17 +3 Modifier to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 2 TMMDd'f'er z“PF'Fi 1
-1 Movement Points
\ /7 '\ /| o
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BATTLETECH

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
1 OOOOO
Type: Warhawk (Masakari]) C Name: 20000
Movement Points: Tonnage: 85 ] I . (o)
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Clan v — i OOOOO
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 OOOOO
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead CoPo
Engine Type: 340 XL OOOOO
/ O_O_O
Weapons & Equipment Inventory [hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng [e))e)
2 ERPPC LA 15 15][DE] - 7 14 23
2 Large Pulse Laser RA 10 10[P] — 6 14 20 Left A Right A
t
1 Targeting Computer RT — [E] - - = = ?23 ]rm I? 28 )rm
1 Flamer CT 3 2[DEHAI] - 1 2 3
Total Heat (Dissipation): 53 (46)
Left Right
Leg Center Leg
(35) Torso (35)
(10)
Left Right
. : . Torso Rear Torso Rear
Quirks: Improved Targeting (Long) (10] (10)
\, BV: 2,338 (m INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (18 Right Torso (18) Dverflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder 9 S
2. Upper Arm Actuator 3. COCkp't_-' 2. Upper Arm Actuator o] [e] 30*
13 3. [Dnuble Heat Sink 4. FerroFibrous 13 3. Lower Arm Actuator 8 8 29
™2 4. L Double Heat Sink 5. Sensors " [Duuble Heat Sink e 2 -
5. [Dnuble Heat Sink 6. Life Support 5. L Double Heat Sink 3 o 28
6. L Double Heat Sink 6. [Large Pulse Laser Left 8 8 Right 27
o (0] *|
1. [ER PPC Center Torso 1. LLarge Pulse Laser A’Ir:'n [e) [e) A’;‘:‘ 26
2. LERPPC 1. XL Fusion Engine 2. [Large Pulse Laser (141 (o o) (14 25
3.[ERPPC i i 3. LLarge Pulse Laser 24*
4-6 a [ER PG 2. XL Fus!nn Eng!ne 4-6 - g o
- 3. XL Fusion Engine - rerro-ribrous 23*
5. Ferro-Fibrous 1-3 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro B. Roll Again .
. Left Right 21
6. Gyro Leg Leg 20*
1. Gyro (18) (18)
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. | Double Heat Sink 5. Flamer 3. [Double Heat Sink
1-3 4. [Double Heat Sink 6. Roll Again 1-3 4. | Double Heat Sink Double Heat Sinks: N 18
5. [Duuble Heat Sink 5. | Targeting Computer 03 (46 . 15
6. L Double Heat Sink Engine Hits O O O 6. | Targeting Computer Level* Effects (48) 14%
i 30 Shutdown
1. [Dnuhle Heat Sink Gyro Hits oo 1.| Targeting Computer 28 Ammo Exp, avoid on 8+ o]ole) 137
2. L Double Heat Sink Sensor Hits o o 2. | Targeting Computer o O O O 12
Life S (o) 26  Shutdown, avoid on 10+
46 3. [Douhle Heat Sink ife Support 4-6 3. L Targeting Computer 55 -5 Movement Points 000 11
4. L Double Heat Sink 4. Ferro-Fibrous 24 +4 Modifier to Fire O O 10*
5. Ferro-Fibrous 5. Ferro-Fibrous .
23 Ammo Exp, avoid on 6+ O O 9
6. Ferro-Fibrous 6. Roll Again .
22 Shutdown, avoid on 8+ O O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ ole) 6
1. Hip l_ L 1. Hip 17  +3 Modifier to Fire (o]e) 5*
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 10 -2 Movement Points 2
6.1 Double Heat Sink Diagram 6. Double Heat Sink 8 +1 Modifier to Fire 1
\ / \\ 5 -1 Movement Points / o

© 2025 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

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR D
i OOOOO
Type: Warhawk (Masakari) T Name: 20000
Movement Points: Tonnage: 85 ] I . (o)
) - Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Mixed v — i OOOOO
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 OOOOO
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead PP
Engine Type: 340 XL 0 O O
/ OOOOO
Weapons & Equipment Inventory (hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng [e))e)
2 ERPPC(C) LA 15 15[DE] - 7 14 23
2 Plasma Rifle RA 10 10[DEH] - 5 10 15 Left A Right A
t
1 Targeting Computer RT — [E] - - = = ?23 ]rm I? 28 )rm
(€
1 Rocket Launcher10 CT 3 1/MsI[MC] — 5 11 18
Total Heat (Dissipation): 53 (40)
Left Right
Leg Center Leg
(35) Torso (35)
(10)
Amma: (Plasma Rifle) 30 . "Ef; . “igf:
. ) . orso Hear orso Hear
Quirks: Improved Targeting (Long) (10] (10)
\, BV: 2,938 @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ head Scale
Head Left Torso (18 Right Torso (18) Dverflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder 9 S
2. Upper Arm Actuator 3. COCkp't_-' 2. Upper Arm Actuator o] [e] 30*
132 [ER PPC 4. Ferro-Fibrous 13°% [Plasma Rifle [1S] S 2 5
"9 4. lerpPc 5. Sensors "9 4. | Plasma Rifle [IS] e 2 -
5. [ER PPC 6. Life Support 5. [Plasma Rifle [IS] 3 o 28
6. LER PPC 6. LPlasma Rifle [IS] teie [ S 2\ rigne |27
o (0] *|
1. Ferro-Fibrous Center Torso 1. Ammo (Plasma Rifle) 10 A’Ir:'n [e) [e) A’;‘:‘ 26
2. Roll Again 1. XL Fusion Engine 2. Ammo [Plasma Rifle) 10 (141 (o o) (141 | a5+
3. Roll Again ; i 3. Ammo [Plasma Rifle) 10 24%
4-6 o AQ ' 2. XL Fus!nn Eng!ne 4-6 P -F[b )
. gain 3. XL Fusion Engine - rerro-ribrous 23%
5. Roll Again 1-3 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro B. Roll Again Left Right =
6. Gyro Leg Leg o
1. Gyro . (18) (18) 75
Left Torso 2. XL Fusion Engine Right Torso
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. | Double Heat Sink 5. Rocket Launcher 10 3. [ Double Heat Sink
13 3] . . 133 . \ [=
4. L Double Heat S!nk 6. Roll Again 4. Duuble_ Heat Sink Double Heat Sinks: PP
5. [Duuble Heat Sink 5. | Targeting Computer o0 (40
6. L Double Heat Sink Engine Hits O O O 6. | Targeting Computer Level* Effects (40) 14%
i 30 Shutdown
1. [ Double Heat Sink Gyro H!tS (o] o) 1. | Targeting Computer o8 A E id on 8+ (o]e) 13
2. L Double Heat Sink Sensor HitsQ O 2. | Targeting Computer o =, avoid on 12
: Life S tO - | Targeting Comp 26  Shutdown, avoid on 10+ ole)
4-6 3. [Douhle Heat Sink ITe suppor 46 3. L Targeting Computer 55 .5 Movement Points e)e) 11
4. L Double Heat Sink 4. Ferro-Fibrous 24 +4 Modifier to Fire O O 10*
5. Ferro-Fibrous 5. Ferro-Fibrous .
23 Ammo Exp, avoid on 6+ O O 9
6. Ferro-Fibrous 6. Roll Again .
22 Shutdown, avoid on 8+ O O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ ole) 6
1. Hip l_ L 1. Hip 17  +3 Modifier to Fire (o]e) 5*
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 10 -2 Movement Points 2
6.1 Double Heat Sink Diagram 6. Double Heat Sink 8 +1 Modifier to Fire 1
\ / \\ 5 -1 Movement Points / o
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