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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR D
; o O
Type: Dragon Fire DGR-3F Name: OxCP
Movement Points: Tonnage: 75 . I . 0 00
3 Gunnery Skill: Piloting Skill: O_O
Walking: 4 Tech Base: Inner Sphere v — i OOOOO
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 8 OOOOO
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead ®) OO OO
Engine Type: 300 XL / OOOOO
Weapons & Equipment Inventory (hexes) OOOOC
Gty Type Loc Ht Dmg Min Sht Med Lng O
1 Gauss Rifle LA 1 15[DBX] 2 7 15 22
1 LB10-XAC BRA 2 10 — 6 12 18
Left Arm Right Arm
[DB.C/F/8] (24) (24)
1 Medium Pulse Laser LT 4 B][P] - 2 4 B
1 ECM Suite (Guardian) LT — [E] - - - B
1 Large Laser CT 8 8]IDE] — 5 10 15
1 Medium Pulse Laser HD 4 B[P] - 2 4 B Left Right
Total Heat (Dissipation): 19 (20) Leg Center Leg
Torso
Ammo: (Gauss) 16, (LB 10X) 10, (LB 10X Cluster] 10 . "e: . “igf:
Quirks: Good Reputation (1), No/Minimal Arms ors[oG )ear ors(os ]ear
\_BV: 1855 (ﬁ) 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. COCk_p't 2. Upper Arm Actuator % 30%
q.g 3 [Gauss it 4. Medium Pulse Laser 1.3 [B10%AC p 59
4.| Gauss Rifle 5. Sensors 4.|LB 10X AC o -
5. | Gauss Rifle 6. Life Support 5.| LB 10X AC g 28
6. | Gauss Rifle 6.|LB10-XAC ol Right 27
(e} *|
1.| Gauss Rifle Center Torso 1.[ LB 10X AC of i 1=
2. | Gauss Rifle 1. XL Fusion Engine 2.lLe10xAC o) (12 25
3. L Gauss Rifle 2. XL Fusion Engine 3. Endo Steel 24*
4-6 4. Endo Steel 3. XL Fusion Engine 4-6 4. Endo Steel 534
5. Roll Again 1-3 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro B. Roll Again .
. Right 21
6. Gyro L
°9 20+
1. Gyro (16)
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. XL Fusion Engine 5. [ Large Laser 3. XL Fusion Engine
1-3 4. Medium Pulse Laser 6. [Large Laser 1-3 4. Ammo (LB 10-X) 10 Double Heat Sinks: N K 6*
5. Ammo (Gauss) 8 5. Ammo (LB 10-X Cluster) 10 10 20' 15
6. Ammo (Gauss) 8 Engine Hits O O O 8. CASE Level* Effects (20) 14+
i 30 Shutdown
1, [ECM Suite (Guardian) Gyro Hits oo 1. Endo Steel 28 Ammo Exp, avoid on B+ @) 13*
2. LEc™ suite (Guardian) Sensor HitsQ O 2. Endo Steel o O 12
2 Endo Stel Life Suppor‘t (o) 3 Endo Stes! 26  Shutdown, avoid on 10+
. ndo eel . nao ee .
4-6 4. Endo Steel 4-6 4. Endo Steel 25 5 Movement qunts O 1
: : 24 +4 Modifier to Fire O 10%
5. Endo Steel 5. Endo Steel .
6 Endo Steol 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- Endo Stee - Roll Again 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 @) 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 10 2 Movement F'qnts 2
6. Roll Again Diagram 6. Roll Again ?, TMMDd'f'er zUPF'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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BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 39 (26)

Ammo: (Gauss) 16, (RAC/5) 40
Quirks: Good Reputation (1), No/Minimal Arms

\
Type: Dragon Fire DGR-SD Name:
\“I(';;‘I’;':;”t p°'gts‘ I:ZE?:S'E: KA?XE J Gunnery Skil: _____ Piloting Skill:
Running: 5 Rules Level: Standard HitsTaken | 1 [ 2 [ 3| 4| 5 | 6
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 225 XL
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Gauss Rifle (IS) LA 1 15[DBX] 2 7 15 @22
1 ERPPC(C) RA 15 15[DE] - 7 14 23
1 ERMediumLaser(C) LT 5 7][DE] — 5 10 15
1 Rotary AC/5 (IS) RT 1 5/Sht — 5 10 15
[DB,R/C]
1 ER Large Laser [C) RT 12 10([DE] — 8 15 25
1 ERMediumLaser(C) HD 5 7][DE] — 5 10 15

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

0 0 0 O

OOOOOOO

0 0 0 0O 0O 0O

o
o

0°0%0°%Ca°

o

OO
OO
o

e}

Right Arm
(24)

Center
Torso

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

\ SV 2599 @)
/ \ \ / Endo-Composite Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (16 Right Torso (16 Dverfiow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
3. [ Double Heat Sink 4. ER Medium Laser [Clan] 3. [ Double Heat Sink 3 59
1-3 4| Double Heat Sink 5. Sensors 13, [Duuble Heat Sink o
5. | Double Heat Sink 6. Life Support 5. | Double Heat Sink g 287
6. [ Gauss Rifle 6. | Double Heat Sink o Right 27
1. | Gauss Rifle Center Torso 1. | Double Heat Sink g Arm 26~
2. | Gauss Rifle 1. XL Fusion Engine 2. L Double Heat Sink o) (12 25
i . . x|
a5 3|z Purme g 3[orec Z
g 3. XL Fusion Engine - [Clan] 234
5. | Gauss Rifle 1-3 4. XL Gyro 5. Endo-Composite m
6. L Gauss Rifle 5. XL Gyro B. Endo-Composite Ri 22
ight 21
6. XL Gyro Leg o
1. XL Gyro (16)
Left Torso (CASE ) 2. XLGyro Right Torso 19
1. XL Fusion Engine 3. XLGyro 1. XL Fusion Engine 18*
2. XL Fusion Engine 4'6 4. XL Fusion Engine 2. XL Fusion Engine 17 %
1 _3 3. XL Fusion Engine 5. XL Fusion Engine 1 _3 3. XL Fusion Engine 16
4. | Double Heat S!nk 6. XL Fusion Engine 4. | Rotary AC/5 Double Heat Sinks: PP
5. | Double Heat Sink 5. | Rotary AC/5 13 [28]
6. L Double Heat Sink Engine Hits O O O 6. | Rotary AC/5 Level* Effects 14+
1. ER Medium Laser [Clan] Gyro HitsO O 1.| Rotary AC/5 Sg ihUth"EV” i on B+ 00 13+
2. Ammo [Gauss) 8 S_ensor‘ Hits O O 2. | Rotary AG/5 o6 Sm:;iwzp'ai\;?é Dzn,l 0+ e)e) 12
46 2_ ﬁmmn (Gauss) 8 Life Support O 46 3. L Rotary AC/5 55 5 Moverment Points 00 11
. Ammo (RAC/5) 20 4. ER Large Laser [Clan] 24 +4 Modifier to Fire O 10*
5. Ammo (RAC/5) 20 5. Endo-Composite 593 Ammo Exp, avoid on 6+
P, O g
6. CASEN 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 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+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5. Endo-Composite Damage Transfer 5. Endo-Composite 180 quMsz?en: F"gmts 2
6. Endo-Composite Diagram 6. Endo-Composite 5 AM 3 'n'je';tup Iil;i 1
\ / '\ ovement Foints / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA 0°0 0
O O
Type: Flashman FLS-SC Name: OOOOO o
Movement Points: Tonnage: 75 . - . @)
) Gunnery Skill: Piloting Skill: O
Walking: 5 Tech Base: Inner Sphere v — i o) o
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6 o 8
Jumping: 0 Role: Skirmisher Consciousness# [ 8 | 5 | 7 [ 10 [ 11 [Dead % o
Engine Type: 375 XL p 0o o
Weapons & Equipment Inventory (hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng OO
1 ERLarge Laser LA 12 8IDE] — 7 14 18 O
1 Medium Pulse Laser LA 4 B[P] - 2 4 B Left A Right A
t
1 ERLarge Laser RA 12 8[DE] - 7 14 19 (2a) Toay
1 Medium Pulse Laser RA 4 B[P] - 2 4 B
1 Medium Pulse Laser LT 4 B[P - 2 4 B
1 Medium Laser (R) LT 3 5[DE] - 3 6B 9
1 Medium Pulse Laser RT 4 6B[P] - 2 4 B Left Right
1 C3i RT — [E] - - Leg Center Leg
25 25
1 ERLarge Laser CT 12 8I[DE] - 7 14 19 (29) I”f;“]' (29)
Total Heat (Dissipation): 55 (32)
o O
o O
o O
o O
o O
Left 0] 0] Right
X X Torso Rear o) [e] Torso Rear
Quirks: Rugged (1 Point) (10] o o (10)
\_BV: 1778 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ == /
/ \ Endo Steel Heat
CRITICAL TABLE \ - Scalo
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. | Double Heat Sink 4. Ferro-Fibrous 13 3. [ER Large Laser o 29
" 4. | Double Heat Sink 5. S'ensors "™ a4 ler Large Laser o m
5. L Double Heat Sink 6. Life Support 5. Medium Pulse Laser % 28
6. [ER Large Laser 6. Endo Steel o Right 27
(e} *|
1. LER Large Laser Center Torso 1. Endo Steel [} Aflr: 28
2. Medium Pulse Laser 1. XL Fusion Engine 2. Endo Steel o) 12 25*
a4-8 3. Ferro-Fibrous 2. XL Fusion Engine a4-8 3. Endo Steel 24*
"9 4. Ferro-Fibrous 3. XL Fusion Engine "9 4. Endo Steel 23*
5. Ferro-Fibrous 1-3 4. Gyro 5. Endo Steel 2o
6. Ferro-Fibrous 5. Gyro B. Roll Again .
& Guro Right 21
- By Leg
20
1. Gyro (16)
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. [ ER Large Laser 3. XL Fusion Engine
1 -3 4. Medium Pulse Laser B. [EFI Large Laser 1 -3 4. Medium Pulse Laser . . \ 16
9 Double Heat Sinks: *
5. Medium Laser (R] 5. [cai 16 (32 15
6. FerroFibrous Engine Hits O O O 6.Lcsi Level* Effects (32) 144
G\jl“D HitsQ O 30 Shutdown 134
1. F -Fibl 1. Endo Steel .
2 FZ;ZF:bCZEz Sensor HitsQ O 2 E;uz sz:; 28 Ammo Exp, avoid on 8+ Q9 12
' ; ' 26  Shutdown, avoid on 10+ 00
3. Ferro-Fibrous Life SUPPOT‘t o 3. Endo Steel ' . 11
46 4. FerroFibrous 4-6 4. Endo Steel e 5 Movement qunts Q0
: : 24 +4 Modifier to Fire (o]e) 10%
5. Ferro-Fibrous 5. Endo Steel .
23 Ammo Exp, avoid on 6+
6. Ferro-Fibrous 6. Endo Steel O O 9
. . 22 Shutdown, avoid on 8+ O 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 @) 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. Endo Steel 10 2 Movement F'qnts 2
6. Ferro-Fibrous Diagram 6. Endo Steel g 4;1MMDd|f|er zUPFI‘ri 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

Reflective

Head (9)
Left Torso

(22)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ 1/ \
'MECH DATA \ WARRIOR D
O OO
Type: Flashman FLS-10E Name: 000
Movement Points: Tonnage: 75 . I . O 0o
) - Gi Skill: Piloting Skill:
Walking: 5 Tech Base: Mixed unnery il Frloting 5K 60O
Running:  8[10] Rules Level: Advanced HitsTaken | 1 | 2 | 3 | 4 | 5 | B 8 8 8
Jumping: 0 Role: Skirmisher Consciousness# [ 8 | 5 | 7 [ 10 [ 11 [Dead o0 O
Engine Type: 375 XL / O O O
Weapons & Equipment Inventory (hexes) O 8 9
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Large Laser [C) LA 12 10[DE] — 8 15 25
1 ERMediumLaser(C) LA 5 7][DE] - 5 10 15 Left A Right A
t
1 ERLargelaser(C) RA 12 10[DE] — 8 15 25 (2a) Toay
1 ERMedium Laser(C) RA 5 7[DE] — 5 10 15
1 ERMediumLaser(C) LT 5 7][DE] — 5 10 15
1 ERMediumlLaser(C) LT 5 7][DE] — 5 10 15
(R) Left Right
ER Medium Laser (C) RT 5 7 [DE] — 5 10 15 ['-;gl Center ['-392?]
1 Anti-Missie System  RT 1 [PB] -1 - = I”f;“]'
(1)
1 ERLarge Laser (C) CT 12 10][DE] — 8 15 25
1 ER Small Laser (C) HD 2 5I[DE] - 2 4 B o o
Total Heat (Dissipation): 64 (36) o ©
[¢] [¢]
[¢] [¢]
[¢] [¢]
Ammo: (AMS] 12 o o Right
Quirks: R d (1 Point Torso Rear [¢] o Torso Rear
uirks: Rugged (1 Point) (10] o o (10)
\, BV: 3,343 @%@ 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. Cockpit 2. Upper Arm Actuator % 30%
4.3 [ Double Heat sink 4. ER Small Laser [Clan] 1.3 & [Double Heatsink p 59
™2 4. Double Heat Sink 5. Sensors ™ 4. | Double Heat Sink o -
5. | Double Heat Sink 6. Life Support 5. | Double Heat Sink g 28
6. ER Large Laser [Clan] 6. ER Large Laser [Clan] o| Right 27
o) *|
1. ER Medium Laser [Clan] Center Torso 1. ER Medium Laser [Clan] o A’Ir‘;n 26
2. Reflective 1. XL Fusion Engine 2. Endo Steel o) (12 25
3. Reflective 2. XL Fusion Engine 3. Endo Steel 24*
4-6 4. Reflective 3. XL Fusion Engine 4-6 4. Endo Steel 23*
5. Reflective 1-3 4. Gyro 5. Endo Steel
. 22*
6. Reflective 5. Gyro 6. Endo Steel .
Y Right
6. Gyro ¢ 21
. Gyl Leg
20*
1. Gyro . (16) m
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 %
13 3. | Double Heat Sink 5. ER Large Laser [Clan] 13 3. ER Medium Laser [Clan] 16
"9 4. | Double Heat Sink 6. Supercharger "9 4. Ammo (AMS) 12 Double Heat Sinks: -
5. L Double Heat Sink 5. Anti-Missile System 18 (36 : 15
6. ER Medium Laser [Clan] Engine Hits 000 6. CASEIl Level* Effects (38) 14*
X Gyro Hits 00 30 Shutdown 134
1. ER Medium Laser [Clan] (R) Sensor Hits © O 1. Endo Steel 28 Ammo Exp, avoid on 8+ @]0)
2. Endo Steel ensol S 2. Endo Steel - 00 12
3' Reflect Life Suppor‘tO 3' Endo Stee! 26  Shutdown, avoid on 10+
. erlective . ndo eel .
46 4. Reflective 4-6 4. Endo Steel e 5 Movement qunts Q0 .
: : 24 +4 Modifier to Fire (o]e) 10%
5. Reflective 5. Endo Steel
. : 23 Ammo Exp, avoid on 6+ O O 9
6. Roll Again 6. Endo Steel .
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 ga'!‘: A 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. Reflective Damage Transfer 5. Endo Steel 1o -2 Movement F'qnts 2
6. Reflective Diagram 6. Endo Steel g 4;1MMDd|f|er zUPFI‘ri 1
-1 Movement Points
\ / '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 10 (12)

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

Quirks: Battle Computer, Cowl, Difficult Ejection, Weak Head Armor (2)

Y/ \ Y/ \,
'MECH DATA \ WARRIOR D
Type: Cyclops CP-11-C Name:
Movement Points: Tonnage: 90 . _— .
Gi Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnerySidlt - Filoting =K
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 360 Fusion p
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 C3 Computer (Master] LT [E] - 5 9 15
1 Gauss Rifle RT 1 15[DBX] 2 7 15 @22
1 SRM4 CT 3 2/MsiMCS] — 3 B 9

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

Center
Torso
(1)

Right Arm
(15)

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

\_BV: 1553 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (19 Right Torso (19) 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. Medium Laser 6. Life Support 5. Medium Laser o 28
6. Roll Again 6. Roll Again 8 27
. 28*
1. Roll Again Center Torso 1. Roll Again
2. Roll Again 1. Fusion Engine 2. Roll Again 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
. " 22 %
6. Roll Again 5. Gyro B. Roll Again
6. Gyro 21
20
1. Gyro . m
Left Torso 2. Fusion Engine Right Torso 19
1. [ €3 Master 3. Fusion Engine 1. [ Gauss Rifle 18*
2. | C3 Master 4-6 4. Fusion Engine 2. | Gauss Rifle 17
3. | C3 Master 5. SRM 4 3. | Gauss Rifle
- - | 16
1-3 4. | C3 Master 6. Ammo (SRM 4) 25 1-3 4. | Gauss Rifle Heat Sinks: -
5.1 c3 Master 5. | Gauss Rifle 12 15
6. Roll Again Engine Hits O O O 6. | Gauss Rifle Level* Effects 14%
i 30 Shutdown
1. Roll Again G\jI“D H!tS 00 1. LGauss Rifle 28 Ammo Exp, avoid on 8+ O O 137
2. Roll Again S_EI'ISDI" Hits o o 2. Ammo (Gauss) 8 56  Shutdown Iavuid on 10+ O O 12
3. Roll Again Life SUPPOT‘t o 3. Ammo (Gauss) 8 o5 5 Movemént Points O 11
4-64 Roll A 4-64 Roll As o "
- hotAgain - nolAgan 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
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. Roll Again Damage Transfer 5. Roll Again 180 quMDVZ?EHE PE_'”tS 2
6. Roll Again Diagram 6. Rall Again c M odmer tﬂp '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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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Cyclops CP-11-H Name:
Movement Points: Tonnage: 90 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 360 Fusion p
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 89
1 Rocket Launcher20 LA 5 1/MsIMC] — 3 7 12
X Left Arm Right Arm
1 Medium Laser RA 3 5][DE] - 3 6 9 (20) (20)
1 Rocket Launcher20 RA 5 1/MsI[MC] — 3 7 12
4 Rocket Launcher20 LT 5 1/MsI[MC] — 3 7 12
1 AC/20 RT 7 20[DBS] - 3 6B 9
Total Heat (Dissipation): 43 (24) Left Right
Leg Center Leg
(26) Torso (26)
(1)
Ammo: (AG/20) 10 . "e: . “igf:
Quirks: Battle Computer, Cowl, Difficult Ejection, Weak Head Armor (2) ors[os )ear ors(oB ]ear
. o
\, BV: 1,525 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (19 Right Torso (19) 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
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator 8 m
5. [ Rocket Launcher 20 6. Life Support 5. [ Rocket Launcher 20 o 28
6. | Rocket Launcher 20 6. | Rocket Launcher 20 8 27
x|
1. L Rocket Launcher 20 Center Torso 1. LRocket Launcher 20 26
2. Medium Laser 1. Fusion Engine 2. Medium Laser 25
3. FerroFibrous 2. Fusion Engine 3. Ferro-Fibrous 24*
4-6 4. Ferro-Fibrous 3. Fusion Engine 4-6 4. Ferro-Fibrous 23*
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous
. " 22 %
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous
6. Gyro 21
20*
1. Gyro .
Left Torso 2. Fusion Engine Right Torso 19
1. [ Rocket Launcher 20 3. Fusion Engine 1.[Ac/20 18%
2. | Rocket Launcher 20 4-6 4. Fusion Engine 2.| AC/20 17 %
3. LRocket Launcher 20 5. Ferro-Fibrous 3.| AC/20
1-3 41 1-3 N |16
4. [ Racket Launcher 20 6. FerroFibrous 4.| AC/20 Double Heat Sinks: 15+
5. | Rocket Launcher 20 5.| AC/20 12 24]
6. L Rocket Launcher 20 Engine Hits O O O 6.| Ac/20 Level* Effects ( 14+
- Gyr\o Hits o o 30 Shutdown 134
1. [ Rocket Launcher 20 Sensor Hits © O 1.| Ac/20 28 Ammo Exp, avoid on 8+ @]0)
2. | Rocket Launcher 20 2.| Ac/20 56  Shutd idon 10+ O O 12
Life Suppor‘t o 3.| ac/20 utdown, avoid on
4-6 3. :Rucket Launcher 20 4-6 . o5 .5 Movement Points O 11
4. | Rocket Launcher 20 4.LAC/20 24 +4 Modifier to Fire O 10*
5. | Rocket Launcher 20 5. Ammo (AC/20) 5 .
6 | Rooket L her 20 6 A AG/20 5 23 Ammo Exp, avoid on 6+ O 9
- L Rocket Launcher - 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. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 10 -2 Movement F'qnts 2
6. Ferro-Fibrous Diagram B. Ferro-Fibrous g 4;1MMDd|fler‘ zuPH‘ret P
-1 Movement Points
\ /7 '\ /| o
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BATTLETECH

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

Right Torso

(0]
O

/4 \ /4 \
'MECH DATA N\ WARRIOR D
OOOOO
Type: Blood Asp (Star Adder) C Name: 20000
Movement Points: Tonnage: 90 ] I . (o)
A G Skill: Piloting Skill:
Walking: 4 Tech Base: Clan unnerySidlt - Filoting =K OOOOO
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3|als]|s OOOOO
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead ol
Engine Type: 360 XL 0 O O
/ OOOOO
Weapons & Equipment Inventory (hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng [e))e]
1 Ultra AC/10 LA 3 10/Sht — B 12 18
(DBR/C] Left A Right A
e rm [ rm
1 ERLarge Laser RA 12 10[DE] — 8 15 25 (28) ?23)
1 Ultra AC/10 LT 3 10/Sht — B 12 18
[DB,R/C]
1 LB20-XAC RT 6 =20 — 4 8 12
[DBC/F/S] Left Right
Total Heat (Dissipation): 24 (28) Leg Center Leg
(34) Torso (34)
(13)
Ammo: (LB-20X] 5, (LB-20X Cluster) 5, (Uttra AC/10) 40 . "Ef; . “igf:
Quirks: Rugged (1 Point) orso Hear orso Hear
(11) (1)
\_BV: 2270 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ == /
/ \ Endo Steel Heat
CRITICAL TABLE \ - Scale
Head Left Torso (19 Right Torso (19) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder e
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o} 30*
13 3. | Ultra AC/10 4. Endo Steel 13 3. Lower Arm Actuator 8 29
"9 4.| ura Ac/10 5. Sensors "9 4. ER Large Laser 9 -
5. | uitra AC/10 B. Life Support 5. Endo Steel ) 28
6. LUItra AC/10 6. Roll Again 8 27
x|
1. Endo Steel Center Torso (CASE) 1. Roll Again 28
2. Endo Steel 1. XL Fusion Engine 2. Roll Again 25*
3. Endo Steel 2. XL Fusion Engine 3. Roll Again 24*
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again 534
5. Roll Again 1-3 4. Gyro 5. Roll Again
. " 22 %
6. Roll Again 5. Gyro B. Roll Again
6. Gyro 21
20*
1. Gyro .
Left Torso (CASE) 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. | Ultra AC/10 5. Ammo (LB-20X) 5 3.[LB20-XAC
- - 16
1 3 4. | Ultra AC/10 6. Ammo (LB-20X Cluster) 5 1 3 4.|LB20-XAC Double Heat Sinks: \ -
5. | uitra AC/10 5. LB 20X AC 14 (28 : 15
6. Luttra Ac/10 Engine Hits O O O 6.| LB 20X AC Level* Effects (@8) 14+
i 30 Shutd
1. Ammo (Ultra AC/10} 10 Gyro Hits oo 1.[LB 20X AC utdown 00 13%
Sensor Hits o o 28 Ammo Exp, avoid on 8+
2. Ammo (Ultra AC/10) 10 2.|LB20xAC - 00 12
P 26  Shutdown, avoid on 10+
a.g & Ammo(UtraAc/10) 10 Life Support O a.g 2 |1B20xAc 55 & Moverment Points 00 11
o Ammo (Uitra AC/10110 bl o 24  +4 Modifier to Fire 00 10+
B. Fean;A tee 6. e S 23 Ammo Exp, avoid on B+ O )
- molAgain - 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
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” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Paints 2
6. Roll Again Diagram 6. Roll Again g TMMDd'f'er zUPF'Fi 1
- vemen n
\, / '\ ovement Foints / | o
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BATTLETECH

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

(0]
O

/4 \ "/ \
'MECH DATA \ WARRIOR D
OOOOO
Type: Blood Asp (Star Adder] | Name: 20000
Movement Points: Tonnage: 90 ] I . (o)
) X Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Mixed v — i OOOOO
Running: 6 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 OOOOO
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead CoPod
Engine Type: 360 XL [©)(e)(e
/ OOOOO
Weapons & Equipment Inventory (hexes) OOO
Qty Type Loc Ht Dmg Min Sht Med Lng O 0
1 Large Re-engineered LA 9 9[P] — 5 10 15
Laser
X Left Arm Right Arm
1 Large Re-engineered RA 9 9[P] - 5 10 15 (28) (28)
Laser
4 ER Small Laser [C) LT 2 5[DE] — 2 4 B
1 Imp. Heavy Gauss CT/RT 2 22[DBX] 3 6 12 18
Rifle Left Right
Total Heat (Dissipation): 28 (28) Leg Center Leg
(34) Torso (34)
(13)
Ammo: (iHeavy Gauss) 16 Left Right
X . Torso Rear Torso Rear
Quirks: Rugged (1 Point)
(11) (11)
\, BV: 2,252 @@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (19 Right Torso (19) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder e
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o} 30*
13 3. Lower Arm Actuator 4. Endo Steel 13 3. Lower Arm Actuator 8 29
" g, Large Re-engineered Laser [IS] 5. S'ensors " 4, Large Re-engineered Laser [IS] 8 m
5. | Large Re-engineered Laser [IS] 6. Life Support 5. | Large Re-engineered Laser [IS] o 28
6. | Large Re-engineered Laser [IS] 6. | Large Re-engineered Laser [IS] 8 27
x|
1. | Large Re-engineered Laser [IS] Center Torso (CASE) 1. | Large Re-engineered Laser [IS] 26
2. L Large Re-engineered Laser [IS] 1. XL Fusion Engine 2. LLarge Re-engineered Laser [IS] 25
3. Endo Steel 2. XL Fusion Engine 3. Endo Steel 24*
4-6 4. Endo Steel 3. XL Fusion Engine 4-6 4. Roll Again 534
5. Endo Steel 1-3 4. Gyro 5. Roll Again
. " 22 %
6. Roll Again 5. Gyro B. Roll Again
6. Gyro 21
20*
1. Gyro . m
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. ER Small Laser 5. [ Imp. Heavy Gauss Rifle [IS] 3. | Imp. Heavy Gauss Rifle [IS] 16
1-3 4. ER Small Laser 6. [|m . Heawy Gauss Rifle [IS 1-3 4. | Imp. Heavy Gauss Rifle [IS] s N
p. Heavy (8] Double Heat Sinks: m
5. ER Small Laser 5. | Imp. Heavy Gauss Rifle [IS] 14 (28 15
6. ER Small Laser Engine Hits O O O 8. | Imp. Heavy Gauss Rifle [IS] Level* Effects (=8) 14+
i 30 Shutdown
1. Ammo (iHeavy Gauss) 4 G\jI“D H!tS o o 1. | Imp. Heavy Gauss Rifle [IS] 28 Ammo Exp, avoid on 8+ O O 13~
2. Ammo (iHeavy Gauss) 4 Sensor HitsQ O 2. | Imp. Heavy Gauss Rifle [IS] o O O 12
. Life Support (o) N 26  Shutdown, avoid on 10+
4-6 3. Ammo (!Heavy Gauss) 4 4-6 3. | Imp. Heavy Gauss R!fle [1s] o5 .5 Movement Points O O 11
4. Ammo (iHeavy Gauss) 4 4. | Imp. Heavy Gauss Rifle [IS] 24 +4 Modifier to Fire O O 10*
2. I;nr‘J‘c;Stee\ 2 _Ilzmg. I-éeavy Gauss Rifle [IS] 23  Ammo Exp, avoid on 6+ O S
- molAgain - 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
1. Hi l_ 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 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 g 4;1MMDd|fler‘ zuPH‘ret P
-1 Movement Points
\ /7 '\ /| o
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