


ARMOR DIAGRAM

Reflective

Head (9)
Left Torso Right Torso

(10)

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ "/ \
'MECH DATA \ WARRIOR DATA
Type: Gunsmith CH11-NG Name:
Movement Points: Tonnage: 25 . _— .
Gi Skill: Pil Skill:
Walking: 10 Tech Base: Inner Sphere unnery Skl *____ Piloting Sli
Running: 15 [20] Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 250 XXL 7
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
2 Medium X-Pulse Laser RA 6 B[P - 3 B 89

Left Arm Right Arm

Total Heat (Dissipation): 24 (20) (8) (8)

Center
Torso

(3)

O
Left Right
Torso Rear Torso Rear
(2) (2)

\_BY: 1465 @

\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (6) Right Torso (6) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
2. Upper Arm Actuator 3. COCkp'F 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Reflective 13 3. Lower Arm Actuator 29
"2 4. Medium X-Pulse Laser 5. S'ensors "2 4. Medium X-Pulse Laser m
5. Medium X-Pulse Laser 6. Life Support 5. Medium X-Pulse Laser 28
6. Endo Steel 6. Endo Steel Left 27
x|
1. Endo Steel Center Torso 1. Endo Steel A:lm 26
2. Reflective 1. XXL Fusion Engine 2. Reflective 4 25
a4-8 3. Reflective 2. XXL Fusion Engine a4-8 3. Reflective Center 24*
"0 4. Roll Again 3. XXL Fusion Engine "0O 4. Roll Again Torso 53%
5. Roll Again 1-3 4. XL Gyro 5. Roll Again (8) 2o
6. Roll Again 5. XL Gyro 6. Roll Again .
o G‘/m Left Right P
. v Leg Leg 20+
1. XLGyro ) (8] (8] -
Left Torso 2. XLGyro Right Torso 19
1. XXL Fusion Engine 3. XLGyro 1. XXL Fusion Engine 18*
2. XXL Fusion Engine 4-6 4. XXL Fusion Engine 2. XXL Fusion Engine ,_\ 17 %
3. XXL Fusion Engine 5. XXL Fusion Engil 3. XXL Fusion Engine
1-3 4. XXL Fusion Engine B. XXL F:::g: 5:3::: 1-3 4. XXL Fusion Engine EA A Double Heat Sinks: N 16
5. XXL Fusion Engine 5. XXL Fusion Engine 10 20' 15
6. XXL Fusion Engine Engine Hits O O O 6. XXL Fusion Engine Effects (20 14%
G\jl“D HitsQ O 30 Shutdown 134
1. MASC 1. Endo Steel .
2. Endo Steel Sensor Hits O O 2 E;uz s::; 28 Ammo Exp, avoid on B+ Q 12
: Life Support O : 26 Shutdown, avoid on 10+ @)
4_6 2 Engo :tee: 4_6 2 ??‘O Steel 25 -5 Movement Points O 11
- EndoStee - Heflectve 24  +4 Modifier to Fire @) 10*
5. Reflective 5. Reflective .
& Rofl 6 Rof 23 Ammo Exp, avoid on 6+ O 9
- Reflective - Reflective 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. 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. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel g 4;1MMDd|fler‘ zuPH‘ret 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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ARMOR DIAGRAM

Reflective

Head (9)

Left Torso
(10)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Gunsmith CH11-NG-A Name:
Movement Points: Tonnage: 25 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 10 Tech Base: Inner Sphere v — i
Running: 15 [20] Rules Level: Advanced HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 0 Role: Striker 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
3 Medium Laser LA 3 5|[DE] - 3 B 89
3 Medium Laser RA 3 5[DE] - 3 6B 89 Left A Richt A
e rm 1 rm
1 Full Head Eject System — — [E] - - (8) “8)
Center
Torso
(3)
O
Left Right
Torso Rear Torso Rear
(2) (2)
\, BV: 1,465 @@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (6) Right Torso (6) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
2. Upper Arm Actuator 3. COCkp'F 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Reflective 13 3. Lower Arm Actuator 29
"9 4. Medium Laser 5. S'ensors "2 4. Medium Laser m
5. Medium Laser 6. Life Support 5. Medium Laser 28
6. Medium Laser 6. Medium Laser Left 27
x|
1. Endo Steel Center Torso 1. Endo Steel A:;m =
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel 4 25
a4-8 3. Reflective 2. XL Fusion Engine a4-8 3. Reflective Center 24*
"0 4. Reflective 3. XL Fusion Engine "O 4. Reflective Torso 23 %
5. Roll Again 1-3 4. XL Gyro 5. Roll Again (8) 2o
6. Roll Again 5. XL Gyro B. Roll Again Left
6. XL Gyro 21
Leg 207
1. XLGyro ) (6) 75
Left Tt:rrso . 2. XLGyro Right Turso ' -
1. XL Fus,on Eng!ne 46 3. XL Gyro 1. XL Fus!on Eng!ne 18
2. XL Fusion Engine 4. XL Fusion Engine 2. XL Fusion Engine ,_\ 17
3. XL Fusion Engine 5. XL Fusion Engine 3. XL Fusion Engine _
1-3 4. MASC 6. XL Fusion Engine 1-3 4. Endo Steel HEAT DA . N 18
9 Double Heat Sinks: *
5. Endo Steel 5. Endo Steel Heat 10 120 15
6. Endo Steel Engine Hits O O O 6. Endo Steel Level* Effects (20 14*
i 30 Shutdown
1. Endo Steel G\jI“D H!ts o o 1. Reflective 28 Ammo Exp, avoid on 8+ O 137
2. Reflective S_EI'ISDI" Hits o o 2. Reflective 56  Shutdown Iavuid on 10+ O 12
a 6 3. Reflective Life SUPPOT‘t o a 6 3. Reflective o5 5 Movemént Points O 11
"9 4. Roll Again "O 4. Roll Again 54  +4 Modifier to Fire O 107
5. Roll Again 5. Roll Again 23 Ammo Exp, avaid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
! *
20 -4 Movement Points O 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l_ 1. Hip 17  +3 Modifier to Fire O 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. Endo Steel Damage Transfer 5. Endo Steel 180 -qu'\/lovs:jent F"glnts 2
6. Endo Steel Diagram 6. Endo Steel e Memer EUP i 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

MECH DATA \

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (8)

Left Torso Right Torso

/4 1/ \
Type: Hellspawn HSN-7D Name:
Movement Points: Tonnage: 45 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 6 Role: Missile Boat 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 Medium Pulse Laser LA 4 B[P] - 2 4 B
1 LRM 10 RA 4 1/Msl[MCS] B 7 14 21 Left A Right A
t
1 Medium Pulse Laser RA 4 B[F] - 2 4 8 oy ey
1 LRM 10 LT 4 1/Msl[MCS] 6 7 14 21
1 Medium Pulse Laser  RT 4 B[P] — 2 4 B
1 ECM Suite (Guardian) CT — [E] - - - B
Total Heat (Dissipation): 20 (20)
Leg
Amma: (LRM 10) 24 . "e: . “igf:
Quirks: Bad Reputation (Inner Sphere) oreo Rear oreo Rear
(4) (4)
. o
\, Bv: 1.220 Xb) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ oo 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. Medium Pulse Laser 5. Sensors ™ [LRM 10 o -
5. Endo Steel 6. Life Support 5.LLRM 10 o 28
6. Endo Steel 6. Medium Pulse Laser Left g Right 27
x|
1. Endo Steel Center Torso 1. Roll Again A;m A;m -
2. Roll Again 1. XL Fusion Engine 2. Roll Again 7 (71 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 . (1) (1) -
Left Torso 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fus?on Eng?ne 4-6 4. XL Fusion Engine 2. XL Fus?on Eng?ne 17 %
13 2- ﬁ::sdl:: Engine 5. [ECM Suﬁte (Guardian] 13 2- fl- FUSJIO: Engine ) \\ [1&
. 6. LECM Suite (Guardian) . Jump Jef Double Heat Sinks:
5. Jump Jet 5. Jump Jet 10 20' 15
6. Jump Jet Engine Hits O O O 6. Jump Jet Level* Effects (20) 14+
i 30 Shutdown
1.[LRM 10 Gyro H!ts (o] o 1. Medium Pulse Laser a8 A £ idonBe @) 137
Sensor Hits O O mmo Exp, avold on 12
2.lLam10 ; 2. Endo Steel 26  Shutdown, avoid on 10+ @)
3. Ammo (LRM 10) 12 Life Support O 3. Endo Steel 55 & Movement Point 0 11
4-6 4. Ammo (LRM 10) 12 4-6 4. Endo Steel ) Ovemen O.In S
: : 24 +4 Modifier to Fire O 10%
5. Endo Steel 5. Endo Steel
B. Endo Steel 6. Endo S 23 Ammo Exp, avoid on 6+ O 9
- Endo Stee - Endo Steel 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. Endo Steel Diagram 6. Endo Steel ?, TM’\"”d'f'erz“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.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 20 (20)

Quirks: Bad Reputation (Inner Sphere)

\
Type: Hellspawn HSN-10SR
Movement Points: Tonnage: 45
Walking: 6 Tech Base: Inner Sphere
Running: 9 Rules Level: Standard
Jumping: 8 Role: Striker
Engine Type: 270 XL
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 ER Medium Laser LA 5 5][DE] — 4 8 12
1 Light PPC RA 5 5[DE] 3 6 12 18
1 ER Medium Laser RA 5 5[DE] — 4 8 12
1 Active Probe (Beagle) LT — [E] - - - 4
1 TAG RT — [E] - 5 9 15
1 ECM Suite (Guardian) CT — [E] - - - B

( 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

O00O00O0O0

Center
Torso

(6)

Left
Torso Rear

(5)

Right
Torso Rear

(5)

Right Arm
(14)

\, BV: 1.411 @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. Cockpit 2. Upper Arm Actuator o 30%
13 3. Lower Arm Actuator 4. Endo Steel 13 3. Lower Arm Actuator o) 29
"9 g [Light PPC 5. Sensors "9 g, [Light PPC o -
5. L Light PPC 6. Life Support 5. LLight PPC o 28
6. ER Medium Laser 6. ER Medium Laser Left g Right 27
x|
1. Endo Steel Center Torso 1. Endo Steel A;m A;m =
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel (7 (7 25*
3. Endo Steel i i 3. Endo Steel 24*
46, cogosiee o pason Enaine 46 4 cocosieel
. 13 3. XL Fusion Engine . 23%
5. Endo Steel "™ 4. Gyro 5. Endo Steel 2o
6. Roll Again 5. Gyro B. Roll Again Left Right =
6. Gyro L
eg Leg 507
1. Gyro (11) (11)
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. [ ECM Suite (Guardian) 3. XL Fusion Engine
1-3 4. | Improved Jump Jet B [ECM Suite (Guardi 1-3 4. [ Improved Jump Jet . N 16
: [ - uite (Guardian) : [ Double Heat Sinks: 5%
5. LiImproved Jump Jet 5. LiImproved Jump Jet 10 (20
6. [Improved Jump Jet Engine Hits O O O 6. [Impruved Jump Jet Level* Effects (20) 14%
i 30 Shutdown
1. LiImproved Jump Jet G\jI“D H!tS o o 1. Limproved Jump Jet . O 13~
Sensor Hits o o 28 Ammo Exp, avoid on 8+
2. [ Improved Jump Jet 2. [ Improved Jump Jet . O 12
Life Support O 26  Shutdown, avoid on 10+
4-6 3. Imp.rcved Jump Jet pp 4-6 3. LImproved Jump Jet o5 .5 Movement Points O 11
a. [Act!ve Probe (Beagle) 4. TAG 24  +4 Modffier to Fire O 10~
5. L Active Probe (Beagle) 5. Endo Steel .
23 Ammo Exp, avoid on 6+ O 9
6. Endo Steel 6. 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. 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.[Improved Jump Jet Damage Transfer 5. [Improved Jump Jet 1o -2 Movement F'qnts 2
6.LImproved Jump Jet Diagram 6.LImproved Jump Jet g 4;1MMDd|f|er zUPFI‘ri 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

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Enforcer ENF-5D Name: 8 8
Movement Points: Tonnage: 50 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere v — i 8 8
Running: 8 Rules Level: Standard HitsTaken [ 1 [ 2 | 3 5|86 o0
Jumping: 5 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead o O
Engine Type: 250 XL / O O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERLarge Laser LA 12 8IDE] — 7 14 18
1 LB10XAC RA 2 10 — 6 12 18
Left Arm Right Arm
[DB.C/F/8] (18) (18)
1 Small Laser LT 1 3I[DE] - 1 2 3
Total Heat (Dissipation): 15 (12)
Left Right
Leg Center Leg
Torso
Ammo: (LB 10-X] 10, (LB 10-X Cluster) 10 T R T A
Quirks: Barrel Fists (LA), Barrel Fists (RA) oreo Rear oreo Hear
(5) (5)
\_BV: 1308 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/ \ Standard Structure Heat
CRITICAL TABLE N\ 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
a4 [ER Large Laser 5. Sensors ™2 4.[LB10XAC -
5. LER Large Laser 6. Life Support 5.[ LB 10X AC 28
6. Ferro-Fibrous 6.|LB 10X AC Left Right | 27
x|
1. Roll Again Center Torso 1.{LB10-XAC A;m A;m =
2. Roll Again 1. XL Fusion Engine 2.|LB10XAC (8] (8] 25
3. Roll Again i i 3.LLB10-XAC 24%
4-6 o AQ ' 2. XL Fus!nn Eng!ne 4-6 aF -
g gain 3. XL Fusion Engine - rerro-ribrous 23*
5. Roll Again 1-3 4. Gyro 5. Ferro-Fibrous 2o
6. Roll Again 5. Gyro 6. Ferro-Fibrous .
. Left Right 21
6. Gyro Leg Leg o
1. Gyro (12) (12)
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. J Jet 3. XL Fusion Engine
1'34 Jump J o 1'34 Jump J N 16
- Jump Jet 6. Roll Again - Jump Jet Heat Sinks: m
5. Jump Jet 5. Jump Jet 1 2 15
6. Small Laser Engine Hits O O O 8. Ammo (LB 10-X Cluster) 10 Level* Effects 14%
G\jl“D HitsQ O 30 Shutdown 134
1. Ferro-Fibrous . 1. Ammo (LB 10-X) 10 .
2. FerroFibrous Sensor Hits O O 2. CASE 28 £mmo B, awid on B+ 8 8 12
. Life Suppor‘t (o) 3' . . 26  Shutdown, avoid on 10+
4-6 2 Eerro-?Erous 4-6 4. Ferm-’:\zmus o5 .5 Movement Points O 11
. erro-riorous . erro-Fibrous 24 +4 MOdiﬁEl" 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 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. Heat Sink Damage Transfer 5. Heat Sink 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.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



BATTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \

Total Heat (Dissipation): 13 (20)

N
Type: Enforcer ENF-5R
Movement Points: Tonnage: 50
Walking: 4 Tech Base: Inner Sphere
Running: 6 Rules Level: Advanced
Jumping: 4 Role: Brawler
Engine Type: 200 Light
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Re-engineered LA 9[P] — 5 10 15
Laser
1 LB10XAC RA 10 — 6 12 18
[DB.C/F/S]
1 ER Small Laser LT 3 [DE] — 2 4 5

Ammo: (LB 10X) 10, (LB 10X Cluster] 10

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

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

0000000
0000000

Right Arm
(16)

Center
Torso

Torso Rear

(5)

Torso Rear

(5)

BV: 1,192
\ ; Q) INTERNAL STRUCTURE DIAGRAM
/
Standard Structure Heat
/ \
CRITICAL TABLE \ o Scale
Head Left Torso (12 Right Torso (12)  (Guerfiow
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
" g, Large Re-engineered Laser 5. S'ensors "2 4.[LB10XAC m
5. | Large Re-engineered Laser 6. Life Support 5.| LB 10-X AC 28
6. | Large Re-engineered Laser 6.| LB 10-XAC Left Right 27
. Arm Arm 26*
1. | Large Re-engineered Laser Center Torso 1.| LB10-XAC 8 8
2. L Large Re-engineered Laser 1. Light Fusion Engine 2.|LB10-XAC (8] (8] 25
3. Ferro-Fibrous i i i 3.LLB10-XAC 24*
46, rerofirous 2 Liane Fuson Enaine 46, reoris
- - 3. Light Fusion Engine - rerro-ribrous 23*
5. Roll Again 1-3 4. Gyro 5. Ferro-Fibrous
6. Rol Again 5 G 6. Roll Again 227
e. GV"° Left Right P
. Gyro Leg Leg 204
1. Gyro . (12) (12) -
Left Torso 2. Light Fusion Engine Right Torso [CASE ) 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 %
3. | Double Heat Sink 5. Roll Agai 3. [ Double Heat Sink
1-3 4. | Double Heat Sink 6 RD” Agafn 1-3 4. | Double Heat Sink : N 18
’ : - RollAgain ’ ) Double Heat Sinks: 15+
5. L Double Heat Sink 5. L Double Heat Sink 10 (20
6. ER Small Laser Engine Hits O O O 6. Ammo (LB 10-X) 10 Effects (20) 14+
i 30 Shutdown
1. Ferro-Fibrous G\jI“D H!tS o o 1. Ammo (LB 10-X Cluster) 10 o8 A E id g+ O 13*
2. FerroFibrous Sensor Hits O O 2. CASEl o B, svoit on 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 54  +4 Modifier to Fire O 10"
5. Ferro-Fibrous 5. Ferro-Fibrous 23 Ammo Exp, avaid on 6+
6. Ferro-Fibrous 6. Ferro-Fibrous 2o sh - O 9
utdown, 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 T
. 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
- ovement 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

BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Legionnaire LGN-2D

N\

Total Heat (Dissipation): 1 (20)

Ammao: (RAC/5) 60

Movement Points: Tonnage: 50
Walking: 7 Tech Base: Inner Sphere
Running: 11 Rules Level: Standard
Jumping: 0 Role: Striker
Engine Type: 350 XL
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Targeting Computer LT — [E] - - = =
1 Rotary AC/5 RT 1 5/Sht - 5 10 15
[DBR/C]

Quirks: Easy to Maintain, Improved Targeting (Medium)

( 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

Right Arm
(14)

Left Right
Leg Center Leg
(22) Torso (22)

(7)

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

\, BV: 1,388 1) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel 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
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator m
5. Endo Steel 6. Life Support 5. Endo Steel 28
6. Roll Again 6. Roll Again Left Right | 27
x|
1. Roll Again Center Torso 1. Roll Again A;m A;m -
2. Roll Again 1. XL Fusion Engine 2. Roll Again (8] (8] 25
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24*
4-6 4. Roll Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again 23 *
5. Roll Again "™ 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro B. Roll Again Left Right =
6. Gyro Leg Leg
20*
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. XL Fusion Engine 5. Endo Steel 3. XL Fusion Engine
1-3 : 1-3 ) N L1s
4. [ Targeting Computer 6. Endo Steel 4. [ Rotary AC/5 Double Heat Sinks: 154
5. | Targeting Computer 5. | Rotary AC/5 10 (20
6. L Targeting Computer Engine Hits o o o 6. | Rotary AC/5 Level* Effects [ ] 14%
i 30 Shutdown
1. Endo Steel G\jI“D H!tS o o 1. | Rotary AC/5 28 A E id g+ O 13*
2. Endo Steel Sensor HitsQ O 2. | Rotary AC/5 o =, avoid on 12
: Life S tO : v 26  Shutdown, avoid on 10+ @)
a4-6 3. Endo Steel ife Suppor 4-6 3. LRotary AC/5 25 -5 Movement Paints O 11
4. Endo Steel 4. Ammo (RAC/5) 20 24 +4 Modifier to Fire O 10*
5. Endo Steel 5. Ammo (RAC/5) 20 .
6 Endo Steol 6 A RAG/5) 20 23 Ammo Exp, avoid on 6+ O 9
- Endo Stee - Ammo (RAC/S) 22 Shutdown, avoid on 8+ O P
20 -4 Movement Points 0
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. Endo Steel Diagram 6. Endo Steel 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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ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ "/ \
'MECH DATA \ WARRIOR D
Type: Legionnaire LGN-2K Name:
Movement Points: Tonnage: 50 . _— .
Gi Skill: Pil Skill:
Walking: 7 Tech Base: Inner Sphere unnery Sidll: - Piloting Sl
Running: 11 [14] Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 7 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 350 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Targeting Computer LT — [E] - - = =
1 ERPPC RT 15 10|[DE] — 7 14 23

Total Heat (Dissipation): 15 (20)

Center
Torso

(7)

Left Right
T R T R
Quirks: Easy to Maintain, Improved Targeting (Medium) °"s[°6 )ear °"S(°6 ]ear

\_BY: 1557 @

\ /
/ \ Endo Steel 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
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator m
5. Endo Steel 6. Life Support 5. Endo Steel 28
B. Endo Steel B. Endo Steel Left Right |27
x|
1. Endo Steel Center Torso 1. Roll Again A;m A;m -
2. Roll Again 1. XL Fusion Engine 2. Roll Again (8] (8] 25
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24*
4-6 . : g 4-6
4. Roll Again 1-3 3. XL Fusion Engine 4. Roll Again 23 *
5. Roll Again "™ 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro B. Roll Again Left Right =
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. XL Fusion Engine 5. J Jet 3. XL Fusion Engine
1-3 4. Jump Jet 6. E:(TopStZel 1-3 4. Jump Jet Double Heat Sinks: N 16
5. Jump Jet 5. Jump Jet 10 20' 15
6. Jump Jet Enaqine Hi 6. Jump Jet Level* Effects [ ] 14*
p gine Hits p
i 30 Shutdown
1. [ Targeting Computer Gyro H!tS (o] o] 1.[ER PPC o8 A E id on 8+ O 13*
; Sensor Hits O O mmo Exp, avold on
2. L Targeting Computer Life S :O 2.| ERPPC 596  Shutdown. avoid on 10+ O 12
ITe suppor !
4-6 3. Endo Steel PP 4-6 3.LERPPC 55 -5 Movement Points O 11
4. Endo Steel 4.| MASC 24 +4 Modifier to Fire '®) 10~
5. Endo Steel 5.| MASC
B. Endo Steel 6. MASGC 23 Ammo Exp, avoid on 6+ O 9
- Endo Stee . 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. 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. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel g 4;1MMDd|fler‘ zuPH‘ret 1
-1 Movement Points
\ /7 '\ /| o
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BATTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

( WARRIOR D \

N
Type: Thunderbolt TDR-SNAIS Name:
Movement Points: Tonnage: 65 . I .
Walking: 5 Tech Base: Inner Sphere Gunnery Skill: ____ Piloting Skl
Running: 8 Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 325 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Rotary AC/5 RA 1 5/5ht — 5 10 15
(DB.R/C] Right Arm
1 Streak SRM 6 LT 4 2/Msl[MC] — 3 6 9 (18)
3 ER Medium Laser LT 5 G5I[DE] - 4 B 12
1 Targeting Computer LT [E] — —
1 ECM Suite (Guardian) CT — [E] - - - B
Total Heat (Dissipation): 20 (26) Right
J ) 27 Center ['—2979]
(G~ ‘ o
A9 x| s
W g
3 L‘_[/l/“r:—j
!!.!!I‘F‘ v‘\ Z‘!{\l W\
. AR
LSS MRS
N o .
Ammao: (RAC/5) B0, (Streak SRM B) 15 A ’ );’/\‘/!&{,/"7 . Lef; . ngf:
Quirks: Multi-Trac, Rugged (2 Point), Ubiquitous (Inner Sphere) /ﬂ‘,\‘\‘/\ \/'%“)- or‘slo7 )ear‘ ors(o7 ]ear
BV: 1,864 ) =
N 5
/ \ \ / 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
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
3. Lower Arm Actuator 4. Endo Steel 3. Lower Arm Actuator 29
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator
5. Endo Steel 6. Life Support 5. [ Rotary AG/5 28~
6. Endo Steel 6. | RotaryAC/5 Left Right 27
1. Endo Steel Center Torso 1. | Rotary AC/5 [A,:(T ) (A1r;n ) 2Bi
2. Roll Again 1. XL Fusion Engine 2. | Rotary AC/5 25
a4-8 3. Roll Again 2. XL Fusion Engine a4-8 3. | Rotary AC/5 24*
4. Roll Again 3. XL Fusion Engine 4. L Rotary AC/5 23 *
5. Roll Again 1-3 4. Gyro 5. Endo Steel 2o
6. Roll Again 5. Gyro 6. Endo Steel Left Right =
6. Gyro Leg Leg o
1. Gyro (15) (15)
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. XL Fusion Engine 5. [ECM Suite (Guardian) 13 3. XL Fusion Engine \\ 16
4. [Streak SRM 6 6. LECM Suite (Guardian) 4. Ammo (RAC/5) 20 Double Heat Sinks: -
5. L Streak SRM 6 : : 5. Ammo (RAC/5) 20 13 (28] 15
6. ER Medium Laser Engine Hits O O O 6. Ammo (RAC/5) 20 Level* Effects 14+
1. ER Medium Laser Gyro Hits (o] o 1. Ammo (Streak SRM 6) 15 Sg ihUthVEV” idonBe 00 13~
2. ERMedium Laser Sensor Hits O O 2. casE 26 Shutdown, avord on 10+ ole) 12
3. | Targeting Computer Life SUPPOT‘t o 3. Endo Steel utdown, avo .Dn 11
4-6 4 | Targeting Comput 46 4 cngosteel 25 -5 Movement Points ole
’ geting momputer - Endostee 24  +4 Modifier to Fire O 10%
5. Target!ng Computer 5. Endo Steel 23 Ammo Exp, avoid on 6+ O 5
6. L Targeting Computer 6. Endo Steel 22 Shutdown, avoid on 8+
20 -4 Movement Points O 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H mS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hi 1. Hi 17  +3 Modifier to Fire O 5*
P gamelate P 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+
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 = Mose;gtﬂpo'ﬁs 1
\ / '\ /| o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Thunderbolt TDR-115 Name:
Movement Points: Tonnage: 65 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 260 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Machine Gun LA — 2[DBAI - 1 2 3
1 ERPPC RA 15 10 [DE] - 7 14 23
Left Arm Right Arm
1 SRM6B6 LT 4 2/Msl[MCS] — 3 6 9 (20) (20)
3 ER Medium Laser LT 5 G5I[DE] - 4 B 12
2 Machine Gun RT 2 [DBAI] - 1 2 3
1 Anti-Missile System RT 1 [PB] - 1 —
Total Heat (Dissipation): 35 (30) Left Right
Leg Center Leg
(28) Torso (28)
(8)
’ /\6 |
Ammo: [AMS] 12, (MG] 200, (SRM B) 15 /. ) Q . '-e: . “'9*:
\ s /i orso Hear orso Hear
Quirks: Multi-Trac, R d (2 Point), Ubiquitt I Sph NANS
uirks: Multi-Trac, Rugged (2 Point), Ubiquitous (Inner Sphere) 4&'[1‘&;\3; (8) (6]
.. &)
1=
. 3 Nt
\, BV: 1,570 @ S INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (15 Right Torso (15) 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. Ferro-Fibrous 13 3. Lower Arm Actuator 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator m
5. [ Double Heat Sink 6. Life Support 5. [ Double Heat Sink 28
6. | Double Heat Sink 6. | Double Heat Sink Left Right |27
. . Arm Arm 26*
1. L Double Heat Sink Center Torso 1. L Double Heat Sink 10 10
2. Machine Gun 1. Fusion Engine 2.[ERPPC (10) (10] 25
3. Machine Gun 2. Fusion Engine 3.| ERPPC 24*
4-6 4. FerroFibrous 3. Fusion Engine 4-6 4.LERPPC 534
5. Ferro-Fibrous 1-3 4. Heavy Duty Gyro 5. Ferro-Fibrous
6. Ferro-Fibrous 5. H Duty G 6. Ferro-Fibrous 227
. leavy Duty Gyro Left Right P
6. Heavy Duty Gyro Leg Leg o
1. Heavy Duty Gyro . (15) (15) m
Left Torso (CASE) 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 %
3. L Double Heat Sink 5. Ferro-Fibrous 3. L Double Heat Sink
1-3 1-3 . ) N L1s
4. [SRM 6 6. FerroFibrous 4. [ Double Heat S!nk Double Heat Sinks: e
5.LSRM 6 5. | Double Heat Sink 15 [SD]
6. ER Medium Laser Engine Hts O O O 6. L Double Heat Sink Level* Effects 14%
i 30 Shutdown
1. ER Medium Laser G\jI“D H!tS oo0o 1. Machine Gun : O O 137
X Sensor HitsQ O . 28 Ammo Exp, avoid on 8+
2. ER Medium Laser ~ 2. Machine Gun 56  Shutd idon 10+ O O 12
Life Su ort o . utdown, avoid on
4-6 3. Ammo (SRM 6) 15 PP 4-6 3. Anti-Missile System 55 -5 Movement Points 00 11
4. Ammo (MG) 200 4. Ammo (AMS) 12 54 +4 Modifier to Fire 00 T
5. CASE 5. CASE .
23 Ammo Exp, avoid on 6+ O 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 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 6. Ferro-Fibrous g 4;1MMDd|f|er zUPFI‘ri 1
-1 Movement Points
\ /7 '\ /| o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Falconer FLC-8R Name:
Movement Points: Tonnage: 75 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere v —— 9
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 5 Role: Skirmisher 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 ERPPC LA 15 10[DE] - 7 14 23
1 Gauss Rifle RA 1 15[DBX] 2 7 15 @22 Left A Right A
t
2 Medium Laser LT 3 5DE - 3 8 9 1) Tay
2 Medium Laser RT 3 5][DE] - 3 B 89
Total Heat (Dissipation): 28 (20)
Left Right
Leg Center Leg
(22) Torso (22)
(8)
Ammo: (Gauss) 16 T Le: T Rigl:
orso Hear orso Hear
Quirks: Stable
(6) (6)
\_BV: 2231 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ == /
/ \ Endo Steel Heat
CRITICAL TABLE \ oo 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%
13 3. Lower Arm Actuator 4. Endo Steel 13 3. Lower Arm Actuator o 29
™2 a.[erprc 5. Sensors ™ 4.[Gauss Rifle o -
5.| ERPPC 6. Life Support 5. | Gauss Rifle g 28
6. LlerpPPC 6. | Gauss Rifle o\ right |27
(e} *|
1. Endo Steel Center Torso 1. | Gauss Rifle le) A’Ir;n 26
2. Endo Steel 1. XL Fusion Engine 2. | Gauss Rifle o) (12 25
3. Roll Again 2. XL Fusion Engine 3. | Gauss Rifle 24*
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. LGauss Rifle o3
5. Roll Again 1-3 4. Gyro 5. Endo Steel 2o
6. Roll Again 5. Gyro 6. Endo Steel .
& Guro Right 21
. Gy Leg 207
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. Jump Jet 3. XL Fusion Engine 16
1 -3 4. Medium Laser 6. Endo Steel 1 -3 4. Medium Laser . .
Double Heat Sinks: *
5. Medium Laser 5. Medium Laser 10 (20 15
6. Endo Steel Engine Hits O O O 6. Ammo (Gauss) 8 Level* Effects (20) 14+
i 30 Shutdown
1. Endo Steel Gyro H!tS (o] o) 1. Ammo (Gauss) 8 o8 A E id on 8+ O 13
2. Endo Steel Sensor Hits O O 2. Endo Steel o B, svoit on 12
: ; : 26  Shutdown, avoid on 10+ @)
3. Endo Steel Life Support O 3. Endo Steel 55 & Movement Point 0 11
46 4 gy Again 4-6 4, Endosteel - Viovement Foints
: : 24 +4 Modifier to Fire O 10%
5. Roll Again 5. Endo Steel
B. Roll A 6. Roll A 23 Ammo Exp, avoid on 6+ O 9
- HolAgan - 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. 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. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet g 4;1MMDd|fler‘ zch’Fllret 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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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Falconer FLC-9R Name:
Movement Points: Tonnage: 75 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere v — i
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 5 Role: Skirmisher 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 Heavy PPC LA 15 15[DE] 3 6 12 18
1 LB10XAC RA 2 10 — 6 12 18
Left Arm Right Arm
[DB.C/F/8] (19) (19)
2 Medium Laser LT 3 5I[DE] - 3 B 89
2 Medium Laser RT 3 5][DE] - 3 B 89
Total Heat (Dissipation): 29 (22)
Left Right
Leg Center Leg
(22) Torso (22)
(8)
Amma: (LB 10X) 10, (LB 10X Cluster] 10 Left Right
. Torso Rear Torso Rear
Quirks: Stable
(6) (6)
\, BV: 1,973 1) 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%
13 3. Lower Arm Actuator 4. Endo Steel 13 3. Lower Arm Actuator o 29
™2 4. [Heavy PPC 5. Sensors ™2 4.[LB10XAC o -
5. | Heawy PPC 6. Life Support 5.[ LB 10X AC g 28
6. | Heavy PPC 6.| LB 10X AC ol Rright |27
(e} *|
1. L Heaw pPC Center Torso 1.[ LB 10X AC of i 1=
2. Endo Steel 1. XL Fusion Engine 2.|LB10XAC o) (12 25
3. Endo Steel i i 3.LLB10-XAC 24%
4-6 P 2. XL Fus!nn Eng!ne 4-6 4 Enio So
- Roll Again 3. XL Fusion Engine - Endo Stee 23*
5. Roll Again 1-3 4. Gyro 5. Endo Steel
. " 22 %
6. Roll Again 5. Gyro B. Roll Again .
6. Gyro Right 21
i Leg 20
1. Gyro . (18] 19
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. XL Fusion Engine 5. Jump Jet 3. XL Fusion Engine
-3 ; P 13 : \ [s
g . Endo Steel g .
1 4. Medium Laser 6. Endo Steel 4. Medium Laser .
i ) Double Heat Sinks: 15+
5. Medium Laser 5. Medium Laser 11 22]
6. Endo Steel Engine Hits O O O 6. Ammo (LB 10X) 10 Level* Effects ( 14%
G\jl“D HitsQ O 30 Shutdown 134
1. Endo Steel S Hits © O 1. Ammo (LB 10X Cluster) 10 28 Ammo Exp, avoid on 8+ (o]e)
2. Endo Steel ensor Hits 2. Endo Steel - ®) 12
Life Support O 26  Shutdown, avoid on 10+
4-6 3. Endo Steel I PP 4-6 3. Endo Steel 55 -5 Movement Points O 11
4. Roll Again 4. Endo Steel 24 +4 Modifier to Fire O 10*
5. Roll Again 5. Endo Steel .
6 Roll A 6 Roll A 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
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 :ll g EEMMOd'f'er EOF'FI'ret
5. Jump Jet Damage Transfer 5. Jump Jet g -+1 ’\ons:.went E.'” s 2
6. Jump Jet Diagram 6. Jump Jet odifier 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

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

O 0O
( 'MECH DATA \ \ ( WARRIOR D \ 080
Type: Thanatos TNS-4S Name: 80
Movement Points: Tonnage: 75 . _— .
Walking: 5 Tech Bgase: Inner Sphere Gunnery Skill: ____ Piloting Skl
Running: 8 Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 5 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 375 XL
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 6B Left Arm Right Arm
1 MRM 20 RA 6 1/MsI[MC] — 3 8 15 (20) (20)
1 ER Medium Laser LT 5 G5I[DE] — 4 8 12
1 ECM Suite (Guardian) LT — [E] - - - B
1 ER Medium Laser RT 5 5[DE] — 4 8 12
1 C3Computer (Slave) CT — [E] S — e \)%“ teﬂ: F:_ight
T T 73 e ©
Total Heat (Dissipation): 32 (32) : Q‘}.—l\:‘(ﬁ [231 Cﬁl:;;r (2791
Amma: (MRM 20] 24 Left Right
. Torso Rear Torso Rear
Quirks: Stable (7) (71
\_BV: 1844 @
/ \ \ / Endo Steel Heat
CRITICAL TABLE \ oo Scale
Head Left Torso (16 Right Torso (16 Dverfiow
Left Arm 1. Life Support Right Arm S l
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
3. Lower Arm Actuator 4. Endo Steel 3. Lower Arm Actuator g 29
1-3 4 1er Large Laser 5. Sensors 1-3 4 rmem 20 o
5. [ER Large Laser 6. Life Support 5.| MRM 20 g 28~
6. Medium Pulse Laser 6. LMRM 20 Left o\ Right 27
1. Endo Steel Center Torso 1. Ammo (MRM 20) 12 Arm 8 Arm 267
2. Endo Steel 1. XL Fusion Engine 2. Ammo (MRM 20) 12 (12) o) (12 25
a4-8 3. Endo Steel 2. XL Fusion Engine a4-8 3. Endo Steel 24*
4. Endo Steel 3. XL Fusion Engine 4. Endo Steel 23*
5. Endo Steel 1-3 4. Gyro 5. Endo Steel 2o
6. Roll Again 5. Gyro B. Roll Again .
6. sz t:: Ti:t 21
20
1. Gyro . (16) (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 %
1 _3 3. XL Fusir‘)n Engine 5. Jump Jet 1 _3 3. XL Fusion Engi_ne 16
4. ER Medium Laser B6. C3Slave 4. | Double Heat Sink Double Heat Sinks: -
5. [ECM Suite (Guardian) : : 5. | Double Heat Sink 16 (32) 15
6. LECM Suite (Guardian) Engine Hits 000 6. LDouble Heat Sink Level* Effects 14+
1. Endo Steel G\jI“D Hits o o 1. ER Medium Laser 80 Shutdown . 13~
2. Endo Steel Sensor Hits O O 2. Endo Steel Sg élr;ﬂn:io Exp. BVQ(;d Un,|80++ 8 8 12
46 3. Endo Steel Life Support (o] 4-6 3. Endo Steel o5 5 :Zosgvr:éi\éull’oiungs O O 11
"9 4. Roll Again "O 4. Roll Again 54  +4 Modifier to Fire 00 107
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O O S
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+
20 -4 Movement Points O O 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H mS'[ 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+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5. Jump Jet Damage Transfer 5. Jump Jet 180 f1MhADr\J/Z:;:§::uP|§]iI:etS 2
6. Jump Jet Diagram 8. Jump Jet 5 -1 Movement Points i
\ / '\ / | o
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ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\
Type: Thanatos TNS-6S Name:
Movement Points: Tonnage: 75 . _— .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: ____ Piloting Skl
Running: 6 Rules Level: Standard HitsTaken | 1 [ 2 [ 3| 4| 5 | 6
Jumping: 6 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 300 Light p 1)
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng O OO
1 Heavy PPC LA 15 15[DE] 3 B 12 18 e) O
3 LRM5 RA 2 1/MsI[MCS] B 7 14 21 OO )
. Left Arm O Right Arm
1 ER Medium Laser LT 5 5]DE] — 4 8 12 (24) OO (24)
1 Medium Laser LT 3 5[DE - 3 B 9 Oo
1 ER Medium Laser RT 5 5][DE] - 4 B 12
1 Medium Laser RT 3 5][DE] - 3 6B 9
1 C3Computer (Slave)] HD — [E] - - = = e \)%A Left Right
ol : N S Le Le
Total Heat (Dissipation): 37 (26) : Q‘}.—l\:‘(ﬁ [231 cTer::zr (25?]

(13)

Left
Torso Rear

(7)

\_EV: 1,936 @)

Right
Torso Rear

(7)

Ammo: (LRM 5] 48
Quirks: Stable

/ \ \ / Endo Steel Heat
CRITICAL TABLE \ - Soale
Head Left Torso (16 Right Torso (16)  ((verfiow
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. Lower Arm Actuator 4. C3 Slave 3. Lower Arm Actuator g 29
1-3 4 [Heavy PPC S. Sensors 1-3 4 trwis o
5. | Heavy PPC B. Life Support 5. LRM5 9 28"
6. | Heavy PPC 6. LRM5 Left ‘3 Right |27
1. LHeavy PPC Center Torso 1. Ammo (LRM 5) 24 [A,:;n ) g (A1r: ) =
2. Endo Steel 1. Light Fusion Engine 2. Ammo (LRM 5) 24 O 25*
a8 ol e aelli
d 1 _3 3. Light Fusion Engine d 23 %
5. Endo Steel 4. XL Gyro 5. Endo Steel 2o
6. Endo Steel 5. XL Gyro 6. Endo Steel Left Right =
6. XL Gyro Leg Leg o
1. XLGyro (18) (18]
Left Torso 2. XLGyro Right Torso 19%
1. Light Fusion Engine 3. XLGyro 1. Light Fusion Engine 18*
2. Light Fusion Engine 4-6 4. Light Fusion Engine 2. Light Fusion Engine 17 %
1-3 3‘[333212 Hom Sk e e e 13 [imoveved e s Y i
: - Light Fusion Engine + improved. ump e Double Heat Sinks: n
5. L Double Heat Sink 5. [Impr‘uved Jump Jet 13 [28] 15
6. [Improved Jump Jet Engine Hits o o o 6. Limproved Jump Jet Level* Effects 14*
1. Limproved Jump Jet Gyro H!ts (o] o) 1. ER Medium Laser Sg ihutdo\:zvn id on B+ (o]e) 13~
2. [ Improved Jump Jet Sensor HitsQ O 2. Medium Laser o =, avoid on O O 12
3 [Imprcved Jump Jet Life SUPPOT‘t o 3. Endo Steel 28 Shutdown, avoid .Dn 10+
4-6 4. ER Medium Laser 4-6 4. Endo Steel 25 5 Movement qunts O O 1
: ' : 24  +4 Modifier to Fire O 10%
5. Medium Laser 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+ @) [}
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.[Improved Jump Jet Damage Transfer 5. [Improved Jump Jet 180 f1Mh2v§?en: F"glnts 2
6.LImproved Jump Jet Diagram 6.LImproved Jump Jet 5 AM 3 'n'je';tup Iil;i 1
\ / '\ ovement Foints / | o
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ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

O
/4 \ 1/ \
'MECH DATA \ WARRIOR D
O
Type: Templar TLR1-0 Name: 08080
Movement Points: Tonnage: 85 . I . [O)(e)xe]
3 Gunnery Skill: Piloting Skill: (0)(e)
Walking: 4 Tech Base: Inner Sphere v — i OOOOO
Running: B Rules Level: Standard vitsTaken | 1 1 21 31215 ] 6 002
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 80808
Engine Type: 340 XL p OOOOO
Weapons & Equipment Inventory [hexes) 08080
Gty Type Loc Ht Dmg Min Sht Med Lng O
1 Large Pulse Laser LA 10 9[P] - 3 7 10
1 Medium Pulse Laser LA 4 B[P] — 2 4 6B
. Left Arm Right Arm
1 Gauss Rifle RA 1 15 [DB.X] 2 7 15 22 (28) (28)
1 Targeting Computer LT — [E] - - = =
1 Streak SRM 4 RT 3 2/MsiMC] — 3 B 9
2 ER Medium Laser CT 5 G5]DE] — 4 8 12
Total Heat (Dissipation): 28 (28) Left Right
Leg Center Leg
(36) Torso (36)
(10)
Ammo: (Gauss) 16, [Streak SRM 4) 25 Left Right
. . . Torso Rear Torso Rear
Quirks: Easy to Maintain
[ (10) (10)
. = '
\, BV: 2,045 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ oo 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. Cockpit 2. Upper Arm Actuator o] [e] 30*
1.3 3 [Double Heat sink 4. Endo Steel 1.3 3 [Gauss Rife S 2 5
™2 4. Double Heat Sink 5. Sensors ™ 4. Gauss Rifle e 2 -
5. L Double Heat Sink 6. Life Support 5. | Gauss Rifle 3 o 28
6. [Large Pulse Laser 6. | Gauss Rifle Left 8 8 Right 27
(o] o *
1. L Large Pulse Laser Center Torso 1.| Gauss Rifle ALT o 9 A1r::1 =
2. Medium Pulse Laser 1. XL Fusion Engine 2. | Gauss Rifle (141 \° o) (14) 25*
3. Endo Steel ; i 3. LGauss Rifle 24%
46, cogosiee o pason Enaine 46, cooos
- 3. XL Fusion Engine - Endo Steel 23*
5. Endo Steel 1-3 4. Gyro 5. Roll Again
. 22*
6. Endo Steel 5. Gyro B. Roll Again .
V! Left Right P
6. Gyro L
eg Leg 507
1. Gyro . (18) (18) -
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. ER Medium Laser 3. XL Fusion Engine 16
1-3 4. | Targeting Computer 6. ER Medium Laser 1-3 4. Streak SRM 4 Double Heat Sinks: N
5. | Targeting Computer 5. Ammo (Streak SRM 4) 25 14 (28 . 15
6. | Targeting Computer Engine Hits o o o 6. Ammo (Gauss) 8 Level* Effects [ ] 14%
. Gyro Hits 00 30 Shutdown 134
1.|T C 1. A G 8 .
2 T::Qe'zfng omputer Sensor Hits o o mmo [Gauss) 28 Ammo Exp, avoid on 8+ O O 12
X geting Computer ~ 2. CASE 56  Shutd idon 10+ O O
i Life Suppor‘t o 3. Endo Steel udown, avoid on
a4-6 3. Target!ng Computer 46 , 25 -5 Movement Paints O O 11
4. | Targeting Computer 4. Endo Steel 24 +4 Modifier to Fire O O 10*
5. Endo Steel 5. Roll Again .
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. 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 1o -2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 8 +1 Modifier to Fire 1
\ / \\ 5 -1 Movement Points / o
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BATTLETECH

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

O
/4 \ /4 \
'MECH DATA \ WARRIOR D
O
Type: Templar TLR1-0 (Tancred) Name: 08080
Movement Points: Tonnage: 85 . I . [O)(e)xe]
3 Gunnery Skill: Piloting Skill: (0)(e)
Walking: 4 Tech Base: Inner Sphere 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 80808
Engine Type: 340 XL / OOOOO
Weapons & Equipment Inventory (hexes) 08080
Gty Type Loc Ht Dmg Min Sht Med Lng O
1 Rotary AC/5 LA 1 5/Sht — 5 10 15
[DBR/C] .
Left Arm Right Arm
1 Rotary AC/5 RA 1 5/Sht — 5 10 15 (28) (28)
[DBR/C]
1 ER Large Laser RA 12 B8I[DE] - 7 14 19
1 ER Medium Laser RA 5 G5][DE] — 4 8 12
1 Targeting Computer LT — [E] - - = = Left Right
1 ER Medium Laser CT 5 5[DE] - 4 8 12 ['-;g] Center ['-3969]
1 ERMedumlaser ~ HD 5 5[DE] - 4 8 12 s
Total Heat (Dissipation): 29 (26)
Ammo: (RAC/5) 100 Left Right
X X . Torso Rear Torso Rear
Quirks: Easy to Maintain
(10) (10)
. o
\, BV: 2,273 Xb) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
H.ead 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*
1.3 3 [Rewryac/s 4. ER Medium Laser 1.3 3 [Rewryac/s S 2 5
"9 4.| Rotary AC/5 5. Sensors "9 4.| Rotary AC/5 e 2 -
5. | Rotary AC/5 6. Life Support 5. | Rotary AC/5 3 o 28
6. | Rotary AC/5 6. | Rotary AC/5 et [§ 2\ rigne |27
o (0] *|
1.| Rotary AC/5 Center Torso 1. | Rotary AC/5 A,Ir:' o} Q A1T 28
2. L Rotary Ac/5 1. XL Fusion Engine 2. L Rotary AC/5 B o) 14 |25+
3. Endo Steel ; i 3. [ ER Large Laser 24%
46, cogosiee oo Enane 46, [ER Largol
d 3. XL Fusion Engine d arge Laser 23*
5. Endo Steel 1-3 4. Gyro 5. ER Medium Laser 2o
6. Endo Steel 5. Gyro 6. Endo Steel .
. Left Right 21
6. Gyro L
eg Leg 507
1. Gyro (18) (18)
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. ER Medium Laser 3. XL Fusion Engine
- ) - 16
1-3 4. [ Targeting Computer 6. Endo Steel 1-3 4. Ammo (RAC/5) 20 Double Heat Sinks: N "
5. | Targeting Computer 5. Ammo (RAC/5) 20 13 (26 . 15
6. | Targeting Computer Engine Hits O O O 6. Ammo (RAC/5) 20 Level* Effects (=8) 14*
i 30 Shutdown
1. | Targeting Computer G\jI“D H!tS o o 1. Ammo (RAC/5) 20 28 Ammo Exp, avoid on 8+ O O 13~
2. | Targeting Computer Sensor Hits o o 2. Ammo (RAC/5) 20 56  Shutd ' idon 10+ O O 12
i Life Suppor‘t o 3 cAsE utdown, avoid on
a4-6 3. Target!ng Computer 46 , 25 -5 Movement Paints O O 11
4. | Targeting Computer 4. Endo Steel 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. 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
S. Endo Steel Damage Transfer 5. Endo Steel 180 quMDVZ?EHE F"glnts 2
8. Endo Steel Diagram 6. Endo Steel c M oamer t“P 'Fi 1
-1 Movement Points
\ / '\ / | o
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