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- CATA st
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BATTLETECH

( 'MECH DATA \

Type: Locust IIC

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (8)

Left Torso
(8)

Right Torso

\
\ ( WARRIOR DATA

Total Heat (Dissipation): 20 (20)

Name:
Movement Points: Tonnage: 25 . _— .
) Gi Skill: Piloting Skill:
Walking: 8 Tech Base: Clan unnerySidlt - Filoting =K
Running: 12 Rules Level: Standard HitsTaken | 1 | 2 | 3 5
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 200 Fusion p
Weapons & Equipment Inventory (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng

4 ER Small Laser LA 2 5][DE] — 2 4 B

4 ER Small Laser RA 2 5[DE] — 2 4 6B

X Left Arm Right Arm
1 Medium Pulse Laser CT 4 7[P] - 4 B 12 (8) (8)

Center
Torso

(2)

Quirks: Easy to Maintain, Narrow,/ Low Profile, No/Minimal Arms, Weak Lefe Right
Legs Torso Rear Torso Rear
(2) (2)
\_BY: 1.100 ®
/ \ \ / Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (6) Right Torso (6) 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 ° 30%
3. ERSmall Laser 4. Ferro-Fibrous 3. ERSmall Laser 59
1-3 4 Ersmall Laser 5. Sensors 1-3 4 R Small Laser
5. ER Small Laser 6. Life Support 5. ER Small Laser 287
6. ER Small Laser 6. ERSmall Laser 27
1. Roll Again Center Torso 1. Roll Again 26~
2. Roll Again 1. Fusion Engine 2. Roll Again 25
a4-8 3. Roll Again 2. Fusion Engine a4-8 3. Roll Again Center 24*
4. Roll Again 3. Fusion Engine 4. Roll Again Torso 23 %
5. Roll Again 1-3 4. Gyro 5. Roll Again (8) 2o
6. Roll Again 5. Gyro B. Roll Again Right
6. Gyro ¢ 21
Leg 207
1. Gyro (6)
Left Torso 2. Fusion Engine Right Torso 19%
1. [Double Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18*
2. L Double Heat Sink 4-6 4. Fusion Engine 2. L Double Heat Sink 17 %
3. Endo Steel 5. Medium Pulse Laser 3. Endo Steel
1-3 4. Endo Steel 6. Endo Steel 1-3 4. Endo Steel Double Heat Sinks: N |18
5. Ferro-Fibrous 5. Ferro-Fibrous 10 (20 15
6. Ferro-Fibrous Engine Hits o o o 6. Ferro-Fibrous Level* Effects [ ] 14%
Gyro Hits 30 Shutdown *
e Senser 2 9O e R A N I
3 Rl Agan Life Support O 3 Rl A 26 Shutdown, avoid on 10+ o
4_6 4' Rall Ag 4_6 4' Rol Ag 25 -5 Movement Points O 11
- Ploll Again - Poll Again 24  +4 Modifier to Fire ®) 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 8
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+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5. Endo Steel Damage Transfer 5. Endo Steel 180 quMDvS?en: F"glnts 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous 5 AM 3 'n'je';tup Iil;i 1
\ / '\ ovement Foints /| o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Reflective

Head (8)

Left Torso
(9)

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Locust lIC 10 Name:
Movement Points: Tonnage: 25 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Clan v — i
Running: 12 Rules Level: Advanced HitsTaken | 1 | 2 | 3 5
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 200 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
4 ER Small Laser LA 2 5|[DE] - 2 4 B
4 ER Small Laser RA 2 5][DE] - 2 4 B .
. Left Arm Right Arm
1 ER Medium Laser CT 5 7][DE] - 5 10 15 (8) (8)
Total Heat (Dissipation): 21 (20)
Center
Torso
. . . N . Left Right
Quirks: Easy to Maintain, Narrow,/ Low Profile, No/Minimal Arms, Weak
Torso Rear Torso Rear
Legs
(2) (2)
\, BV: 1,248 @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Hoad 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%
q.g & ERSmallLaser 4. Reflective 4.3 & ERSmallLasor 59
™2 4. ERSmallLaser 5. Sensors "2 4. ERSmall Laser -
5. ER Small Laser 6. Life Support 5. ER Small Laser 28
6. ER Small Laser 6. ERSmall Laser 27
. 26*
1. Roll Again Center Torso 1. Roll Again
2. Roll Again 1. Fusion Engine 2. Roll Again 25
a4-8 3. Roll Again 2. Fusion Engine a4-8 3. Roll Again Center 24*
4. Roll Again 3. Fusion Engine 4. Roll Again Torso 23 %
5. Roll Again 1-3 4. Gyro 5. Roll Again (8) 2o
6. Roll Again 5. Gyro B. Roll Again Right
1
6. Gyro Lig 21
20
1. Gyro . (6) m
Left Torso 2. Fusion Engine Right Torso 19
1. [Double Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18*
2. L Double Heat Sink 4-6 4. Fusion Engine 2. L Double Heat Sink 17 %
3. Endo Steel 5. ER Medium Laser 3. Endo Steel
- - 16
1 3 4. Endo Steel 6. Endo Steel 1 3 4. Endo Steel Double Heat Sinks: \ -
5. Reflective 5. Reflective 10 20' 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects (20) 14%
i 30 Shutdown *
1. Roll Again G\jI“D H!tS o o 1. Roll Again 28  Ammo Exp. avoid on 8+ O 13
2. Rol A Sensor Hits O O 5 RollA P, ave "5
- Roll Again Life Support O - Roll Again 26  Shutdown, avoid on 10+ @)
4-6 3. Roll Again pp 4-6 3. Roll Again o5 .5 Movement Points O 11
4. Roll Again 4. Roll Again 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 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
: 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. Reflective Diagram 6. Reflective g 4;1MMDd|f|er zUPFI‘ri 1
-1 Movement Points
\ / '\ /| o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (7)
Left Torso

(6)

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: JennerlIC Name:
Movement Points: Tonnage: 35 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 9 Tech Base: Clan v — i
Running: 14 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 7 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 315 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRM 6 LA 4 2/MslI[MCS] — 3 6 9
1 SRM 6 RA 4 2/MsI[MCS] — 3 6 9 Lot A Richt A
e rm [ rm
1 Streak SRM 4 CT 3 2/Msl[MC] — 4 B8 12 (3) 9[ 3)
Total Heat (Dissipation): 11 (20)
Center
Torso
(7)
[¢]
Ammo: (SRM 6) 30, (Streak SRM 4) 25 . "e: . “igf:
Quirks: No/Minimal Arms or3[03 )ear o o ors(oa ]ear
\, BV: 1.047 (&\) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (8) Right Torso (8) 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. SRM 6 4. Ferro-Fibrous 13 3. SRM 6 59
"9 4. Ferro-Fibrous 5. S'ensors "2 4. Ferro-Fibrous m
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right | 27
x|
1. Roll Again Center Torso 1. Roll Again A;m A(r;m -
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 5. Gyro B. Roll Again 227
E: Gyro tEft F:ght 21
eg eg 20*
1. Gyro i (8) (8) -
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. Jump Jet 5. Jump Jet 3. Jump Jet
- - 16
1 3 4. Ammo (SRM 6) 15 6. Streak SRM 4 1 3 4. Ammo (Streak SRM 4) 25 Double Heat Sinks: \ -
5. Endo Steel 5. Ammo (SRM B) 15 10 20' 15
6. Endo Steel Engine Hits O O O 6. Endo Steel Level* Effects (20 14*
G\jl“D HitsQ O 30 Shutdown 134
1. Endo Steel 1. Endo Steel ’
2 E:dg SE:Z\ Sensor HitsQ O 2 E;uz sz:; 28 Ammo Exp, avoid on 8+ Q 12
: ; : 26  Shutdown, avoid on 10+ @)
a 6 3. Ferro-Fibrous Life SUPPOT‘t o a 6 3. Ferro-Fibrous o5 .5 Movement Points O 11
4. Ferro-Fibrous 4. Ferro-Fibrous 24 +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 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 :ll g EEMMOd'f'er EOF'FI'ret
5. Jump Jet Damage Transfer 5. Jump Jet g -+1 ’\ons:.went 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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ARMOR DIAGRAM

Ferro-Fibrous

Head (7)
Left Torso

(6)

BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 32 (22)

Ammo: (SRM B) 15
Quirks: No/Minimal Arms

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 Light Active Probe LT — [E] - - - 3
1 SRMB CT 4 2/MsiMCS] — 3 6 9

/4 \ "/ \
'MECH DATA \ WARRIOR DATA
Type: Jenner lIC 5 Name:
Movement Points: Tonnage: 35 . I .
Wialking: 9 Tech Base: Clan Gunnery Skill: Piloting Skill:
Running: 14 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 7 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 315 XL p
Weapons & Equipment Inventory (hexes)

Left Arm
(3)

Right Arm
(3)

Center
Torso

(7)

[¢]
Left Right
Torso Rear o o Torso Rear
(3) (3)

\, BV: 1,440 @@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (8) Right Torso (8) Dverflow
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp't_-' 2. Upper Arm Actuator 30%
13 3. [Imp. Heavy Medium Laser 4. Ferro-Fibrous 13 3. [Imp. Heavy Medium Laser 29
" g, Imp. Heavy Medium Laser 5. S'ensors " 4, Imp. Heavy Medium Laser m
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
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 1-3 3. XL Fusion Engine 4-6 4. Roll Again 23 *
5. Roll Again "™ 4. Gyro 5. Roll Again 2o
6. Roll Again E gym B. Roll Again Left Right =
- byro Leg Leg 507
1. Gyro _ (8] (8) -
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. Jump Jet 5. Jump Jet 3. Jump Jet
1-3 4. Light Active Probe 6. SRMB 1-3 4. Ammo (SRM 6) 15 Double Heat Sinks: N |18
5. Endo Steel 5. Endo Steel 11 (2] 15~
6. Endo Steel Engine Hits O O O 6. Endo Steel Level* Effects (22) 14*
G\jl“D HitsQ O 30 Shutdown 134
1. Endo Steel . 1. Endo Steel .
2. Endo Steel Sensor Hits O O 2. Ferro-Fibrous 8 AmmoExp, BVFJId on 8+ 8 O 12
. Life Support (o) 3' . . 26  Shutdown, avoid on 10+
4-6 3. Ferro-Fibrous 4-6 . Ferro-Fibrous o5 .5 Movement Points O 11
o remoTbrowe & oo 24  +4 Modifier to Fire O 10+
B. ROH Agam 6. RGI‘ Agam 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 LVS'[ Right Leg 18  Shutdown, avoid on 6+ @) 6
1. Hip i 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” 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
\ /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: Griffin lIC Name:
Movement Points: Tonnage: 40 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Clan v —— 9
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 6 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 240 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 LRM5 LT 2 1/MslI[MCS] — 7 14 21
2 LRM5 RT 2 1/Msl[MCS] — 7 14 21
1 ER Large Laser CT 12 10([DE] — 8 15 25
1 ER Small Laser HD 2 5][DE] - 2 4 B
Total Heat (Dissipation): 22 (20)
Leg Center Leg
(20) Torso (20)
(8)
Amma: (LRM 5) 48 . "e: . “igf:
Quirks: Battle Fists (LA), Battle Fists [RA) oreo Rear oreo Hear
(5) (5)
\, BV: 1,608 (&\) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ oo 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. Cockpit 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. ER Small Laser 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. Ferro-Fibrous 28
6. L Double Heat Sink B. Roll Again Left Right |27
x|
1. Ferro-Fibrous Center Torso 1. Roll Again A;m A(r;m -
2. Roll Again 1. Fusion Engine 2. Roll Again (8) (6) 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24*
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 534
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 . (10) (10) -
Left Torso (CASE) 2. Fusion Engine Right Torso [CASE) 19
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2. Jump Jet 4'6 4. Fusion Engine 2. Jump Jet 17
3. Jump Jet 5. ERL: L: 3. Jump Jet
1-3 4 taws e 1-3 4 tams ~ N e
: B. Roll Again : Double Heat Sinks: "
5. LRM5 5. LRM5 10 (20) 15
6. Ammo (LRM 5) 24 Engine Hits O O O 6. Ammo (LRM 5) 24 Level* Effects ( 14+
i 30 Shutdown
1. Endo Steel Gyro H!ts (o] o) 1. Endo Steel 28 Ammo Exp, avoid on 8+ O 137
2. Ferro-Fibrous S_EI'ISDI" Hits o o 2. Endo Steel 56  Shutdown Iavuid on 10+ O 12
a 6 3. Ferro-Fibrous Life SUPPOT‘t o a 6 3. Ferro-Fibrous o5 5 Movemént Points O 11
4. Ferro-Fibrous 4. Ferro-Fibrous 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 55 Shutdown. avoid on 8+ O 9
! *
20 -4 Movement Points O 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: 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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BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 14 (20)

Ammo: (Thunderbolt 5) 24
Quirks: Battle Fists (LA), Battle Fists (RA)

( 'MECH DATA \ \
Type: Griffin [IC 9
Movement Points: Tonnage: 40
Walking: 6 Tech Base: Mixed
Running: 9 Rules Level: Standard
Jumping: 6 Role: Striker
Engine Type: 240 Fusion
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Thunderbolt 5 LT 3 5[M] 5 6 12 18
1 Thunderbolt 5 RT 3 5[M] 5 B6 12 18
1 Medium X-Pulse Laser CT 6 B[P] - 3 B 89
1 ER Small Laser (IS) HD 2 3I[DE] - 2 4 5

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

(5)

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso

Right Torso

Center
Torso

(6)

Right
Torso Rear

(5)

\, BV: 1,108 @@ 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. Cockpit 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. ER Small Laser [IS] 13 3. Lower Arm Actuator 29
4. Hand Actuator 5. S'ensors 4. Hand Actuator m
5. [Dnuble Heat Sink 6. Life Support 5. Ferro-Fibrous 28
6. L Double Heat Sink B. Roll Again Left Right |27
x|
1. Ferro-Fibrous Center Torso 1. Roll Again A;m A(r;m -
2. Roll Again 1. Fusion Engine 2. Roll Again (6] (6] 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 B. Roll Again Left Right =
6. Gyro
Leg Leg 507
1. Gyro (10) (10)
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) 19*
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2. Jump Jet 4'6 4. Fusion Engine 2. Jump Jet 17
3. Jump Jet 5. Medium X-Pulse Laser [IS] 3. Jump Jet
1-3 . 1-3 ) N L1s
4. Thunderbolt 5 [IS] 6. Roll Again 4. Thunderbolt 5 [IS] Double Heat Sinks: 15+
5. Ammo (Thunderbolt 5) 12 5. Ammo (Thunderbolt 5) 12 10 (20
6. Endo Steel Engine Hits O O O 6. Endo Steel Level* Effects (20 14*
G\jl“D HitsQ O 30 Shutdown 134
1. Ferro-Fibrous . 1. Endo Steel .
2. Ferro-Fibrous Sensor HitsQ O 2. Ferro-Fibrous 28 Ammo Exp, BVFJId on 8+ 8 12
. Life Suppor‘t (o) 3' . . 26  Shutdown, avoid on 10+
4-6 2 ;e‘r‘rz-ﬁbrous 4-6 4. Rerl“‘ri- ibrous o5 .5 Movement Points O 11
o At o 24  +4 Modifier to Fire @) 10*
B. ROH Agam 6. RGI‘ Agam 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 [:H-[H LVS.[ Right Leg 18 Shutdown, avoid on 6+ @) 5
1. Hip Ly Y 1. Hip 17  +3 Modifier to FI.I"E 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” 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
\ / '\ /| 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 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Shadow Hawk IIC Name:
Movement Points: Tonnage: 45 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Clan v — i
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 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser LA 4  7[P] — 4 8 12
1 Medium Pulse Laser RA 4 7[P] — 4 8 12 Right A
t
2 Streak SRM 2 LT 2 2/MsIMC] — 4 8 12 Ta)
2 Streak SRM 2 RT 2 2/Msl[MC] — 4 8 12
1 ER Small Laser CT 2 5]|DE] - 2 4 B
1 ER Medium Laser HD 5 7[DE] — 5 10 15
Total Heat (Dissipation): 23 (20) Right
Center Leg
Torso
Ammo: (Streak SRM 2) 100 T R T A
Quirks: Battle Fists (LA}, Battle Fists (RA), Improved Life Support °rs[°5 )ear °"s(°5 ]ea"
\, BV: 1,732 ‘&\) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel 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't_ 2. Upper Arm Actuator o 30%
13 3. Lower Arm Actuator 4. ER Medium Laser 13 3. Lower Arm Actuator o) 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator [e] m
5. Medium Pulse Laser 6. Life Support 5. Medium Pulse Laser o 28
6. Roll Again 6. Endo Steel 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 20*
1. Gyro (11) (11)
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) 19*
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet 17
3. Jump Jet 5. ER Small Laser 3. Jump Jet
- - 16
1-3 4. Streak SRM 2 6. Ferro-Fibrous 1-3 4. Streak SRM 2 Double Heat Sinks: N -
5. Streak SRM 2 5. Streak SRM 2 10 120] 15
6. Ammo (Streak SRM 2) 50 Engine Hits 6. Ammo (Streak SRM 2) 50 Level* Effects (20) 14%
[¢]
G\jl“D HitsQ O 30 Shutdown 134
1. Endo Steel 1. Endo Steel .
2 Endo SE:Z\ Sensor Hits O O 2. Endo sz:; 28 £mmo B, awid on B+ 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*
2' EOH ﬁgam 2 ?I: 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 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. Ferro-Fibrous Diagram 6. Ferro-Fibrous g 4;1MMDd|f|er zUPFI‘ri 1
-1 Movement Points
\ / '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 29 (20)

Ammao: (SRM 2) 100

Quirks: Battle Fists (LA), Battle Fists (RA), Improved Life Support

\
Type: Shadow Hawk IIC 11 Name:
\“I(';;‘I’;':;”t p°'gts‘ I:ZE?:S'E: gg . Gunnery Skil: _____ Piloting Skill:
Running: 9 Rules Level: Advanced HitsTaken | 1 | 2 | 3 5| 6
Jumping: 6 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 270 Fusion
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Imp. Heavy Medium LA 7 10[DEX] - 3 B 89
Laser
1 Imp. Heavy Medium RA 7 10[DEX] - 3 B 89
Laser
2 SRM2 LT 2 2/MsIMCS] — 3 6 9
2 SRM2 RT 2 2/Msl[MCS] — 3 B 9
1 ER Small Laser CT 2 5]|DE] - 2 4 B
1 Targeting Computer CT [E] - - = =
1 ER Medium Laser HD 5 7[DE] — 5 10 15

ARMOR DIAGRAM

Ferro-Lamellor

Head (9)

Left Torso Right Torso

O00O00O0O0

Right Arm
(13)

Center
Torso

Torso Rear

(5)

Torso Rear

(5)

\, BV: 1692 @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (11) Right Torso (11) Dverflow
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder S
2. Upper Arm Actuator 3. COCkp't_ 2. Upper Arm Actuator o 30%
13 3. Lower Arm Actuator 4. ER Medium Laser 13 3. Lower Arm Actuator o) 29
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator [e] m
5. [Imp. Heavy Medium Laser 6. Life Support 5. [ Imp. Heavy Medium Laser o 28
6. LImp. Heavy Medium Laser 6. LImp. Heavy Medium Laser Left g Right 27
*|
1. Ferro-Lamellor Center Torso 1. Endo Steel A;m A;m =
2. Roll Again 1. Fusion Engine 2. FerroLamellor 7 (71 25
3. Roll Again 2. Fusion Engine 3. Roll Again 24*
4-6 4. Roll Again 1-3 3. Fusion Engine 4-6 4. Roll Again 23 *
5. Roll Again "™ 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro 6. Roll Again Left Right =
6. Gyro L L
c9 ©9 20*
1. Gyro (11) (11)
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) 19*
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet 17
3. Jump Jet 5. ER Small L: 3. Jump Jet
1-3 4. SRM2 g Com 1-3 4. SRM2 ~ N s
s sam2 6. Targeting Computer s sama Double Heat Sinks: 5%
6. Ammo (SRM 2) 50 Engine Hits 6. Ammo (SRM 2) 50 Level* Effects 10(=20) 14%
g
G\jl“D HitsQ O 30 Shutdown 134
1. Endo Steel 1. Endo Steel .
2 Endo SE:Z\ Sensor Hits O O 2. Endo sz:; 28 £mmo B, awid on B+ Q 12
: Life Support O : 26 Shutdown, avoid on 10+ ®)
4-6 3. Ferro-Lamellor 4-6 3. Ferro-Lamellor o5 .5 Movement Points O 11
4. Ferro-Lamellor 4. Ferro-Lamellor 24 +4 Modifier to Fire O 10*
5. Ferro-Lamellor 5. Ferro-Lamellor .
23 Ammo Exp, avoid on 6+ O 9
6. Ferro-Lamellor 6. Ferro-Lamellor .
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 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. Ferro-Lamellor Diagram 6. Ferro-Lamellor g TMMdeer zUPFI‘ret 1
- ovement Points
\ /7 '\ /| o
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BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 42 (38)

/4 \ "/ \
'MECH DATA \ WARRIOR DATA
Type: Rifleman IIC Name:
Movement Points: Tonnage: 65 . _— .
Gi Skill: Piloting Skill:
Walking: 3 Tech Base: Clan unnerySidlt - Filoting =K
Running: 5 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 3 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 195 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Large Pulse Laser LA 10 10[P] — 6 14 20
2 Large Pulse Laser RA 10 10[P] — 6 14 20
1 Active Probe CT — [f] - - =5
1 ER Small Laser HD 2 5][DE] - 2 4 B

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

O00O000000
0000000000

000000000

Right Arm
(20)

Left Right
Leg Center Leg
(30) Torso (30)

(12)

Left Right
T R T R
Quirks: Anti-Aircraft Targeting, Improved Communications orso Hear orso Hear
(10) (10)
\, BV: 2,307 (&\) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel 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. Cockpit 2. Upper Arm Actuator 30%
13 % [Dnuble Heat Sink 4. ER Small Laser 13°% [Duuble Heat Sink 59
™2 4. L Double Heat Sink 5. Sensors ™ 4. L Double Heat Sink -
5. [Large Pulse Laser 6. Life Support 5. [Large Pulse Laser 28
6. LLarge Pulse Laser 6. LLarge Pulse Laser Left Right 27
x|
1. [Large Pulse Laser Center Torso 1. [Large Pulse Laser A’Irg\ A’Irg\ 26
2. L Large Pulse Laser 1. Fusion Engine 2. LLarge Pulse Laser (10) (10] 25
3. Endo Steel 2. Fusion Engine 3. Endo Steel 24*
4-6 4. Endo Steel 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 .
Left Right 21
6. Gyro Leg Leg 20*
1. Gyro (15) (15)
Left Torso 2. Fusion Engine Right Torso 19%
1. [Double Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18*
2. L Double Heat Sink 4-6 4. Fusion Engine 2. L Double Heat Sink 17 %
3. | Double Heat Sink 5. Jump Jet 3. | Double Heat Sink
13 5[ . 13 . \ =
4. L Double Heat Sink 6. Active Probe 4. L Double Heat Sink . .
5. [Double Heat Sink 5. [Duuble Heat Sink Double Heeiltg'%kg' 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 B+ 0]0) 137
2. | Double Heat Sink Sensor Hits O O 2. | Double Heat Sink o 00 12
Life Support (o) 26  Shutdown, avoid on 10+
a4-6 3. Jump Jet 4-6 3. Jump Jet 25 -5 Movement Paints O O 11
4. Endo Steel 4. Endo Steel e X
24  +4 Modifier to Fire (o]e) 10*
5. Endo Steel 5. Endo Steel .
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+ 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 @) 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. [Douhle Heat Sink 10 -2 Movement Points 2
6.1 Double Heat Sink Diagram 6. Double Heat Sink g TMMDd'f'er z“PF'Fi 1
-1 Movement Points
\ /7 '\ /| o
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BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 4 (20)

Ammo: (Ultra AC/2) 270
Quirks: Anti-Aircraft Targeting, Improved Communications

Y/ \ Y/ \,
'MECH DATA \ WARRIOR D
Type: Rifleman lIC 2 Name:
Movement Points: Tonnage: 65 . _— .
Gi Skill: Pil Skill:
Walking: 4 Tech Base: Clan unnery Sidll: - Piloting Sl
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 3 Role: Sniper 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 Ultra AC/2 LA 1 2/Sht 2 9 18 27
[DBR/C]
2 Ultra AC/2 RA 1 2/Sht 2 9 18 27
[DB.R/C]

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

O00000000
O00000000

o
(0]

Right Arm
(20)

Center
Torso
(10)

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

\_BV: 1345 ®
/ \ \ / 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. COCkp'tb 2. Upper Arm Actuator 30%
3. [Ultra AC/2 4. Roll Again 3. [Ultra AC/2 59
13, [Ultra AC/2 5. Sensors 13, [Ultra Ac/2
5. [Ultra AC/2 6. Life Support 5. [Ultra Ac/2 287
6. LUtra AC/2 6. LUuitra AC/2 Left Right 27
Arm Arm 26*
1. Endo Steel Center Torso 1. Endo Steel (10) (10 -
2. Endo Steel 1. Fusion Engine 2. Roll Again 25
3. Roll Again 2. Fusion Engine 3. Roll Again 24*
4-6 4. Roll Again 13 3. Fusion En:ine 4-6 4. Roll Again o3
5. Roll Again "™ 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. Fusion Engine Right Torso [CASE) 19
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2. Ammo (Ultra AC/2) 45 4-6 4. Fusion Engine 2. Ammo (Ultra AC/2) 45 17 %
13 3. Ammo (Ultra AC/2) 45 5. Jump Jet 13 3. Ammo (Ultra AC/2) 45 \\ 16
4. Ammo (Ultra AC/2) 45 6. Roll Again 4. Ammo (Ultra AC/2) 45 Double Heat Sinks:
5. Endo Steel 5. Endo Steel 10 120 157
6. Endo Steel Engine Hits O O O 6. Endo Steel Level* Effects (20 14*
Gyro Hits 30 Shutdown *
;e Sontor 200 i T |
3. Rol Agam Life Support O 3. Rol Agam 26 Shutdown, avoid on 10+ o
4_6 . 9 4_6 - g 25 -5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 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. 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

BATTLETECH

Total Heat (Dissipation): 21 (22)

Ammo: (Gauss]) 16, (LRM 10) 12
Quirks: Difficult to Maintain, Exposed Actuators

/4 \ "/ \
'MECH DATA \ WARRIOR D
Type: Grizzly Name:
Movement Points: Tonnage: 70 . _— .
Gi Skill: Piloting Skill:
Walking: 4 Tech Base: Clan unnerySidlt - Filoting =K
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 4 Role: Skirmisher 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 Large Pulse Laser LA 10 10[P] — 6 14 20
1 Medium Pulse Laser LA 4 7[P] — 4 8 12
1 Small Pulse Laser LA 2 3[PA] — 2 4 B
1 Gauss Rifle RA 1 15[DBX] 2 7 15 @22
1 LBM10 LT 4 1/MsI[MCS] — 7 14 21

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

Right Arm
(22)

Left Right
Leg Center Leg
(27) Torso (27)

(10)

Left
Torso Rear

(7)

Right
Torso Rear

(7)

\, BV: 2219 (&\) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (15 Right Torso (15) Dverflow
Left Arm 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder o
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 g 29
4. [Large Pulse Laser 5. S'ensors 4. Hand Actuator o m
5. LLarge Pulse Laser 6. Life Support 5. [ Gauss Rifle o 28
6. Medium Pulse Laser 6. | Gauss Rifle Left [¢] Right 27
pS g
*|
1. Small Pulse Laser Center Torso 1. | Gauss Rifle A’Ir’vln [e) A’IT‘ 26
2. Endo Steel 1. Fusion Engine 2. | Gauss Rifle (1 o) ("M 25
3. Endo Steel 2. Fusion Engine 3. | Gauss Rifle 24*
4-6 4. Roll Again 3. Fusion Engine 4-6 4. LGauss Rifle 534
5. Roll Again 1-3 4. Gyro 5. Ammo (Gauss) 8 2o
6. Roll Again 5. Gyro 6. Ammo (Gauss) 8 Left Right =
6. Gyro L
eg Leg 507
1. Gyro _ (15) (15) -
Left Torso (CASE) 2. Fusion Engine Right Torso 19
1. LRM10 3. Fusion Engine 1. Endo Steel 18*
2. Ammo (LRM 10) 12 4-6 4. Fusion Engine 2. Endo Steel 17 %
3. Roll Again 5. Endo Steel 3. Roll Again
1-3 : 1-3 ] N |16
4. Roll Aga!n 6. Endo Steel 4. Roll Again Double Heat Sinks: PP
5. Roll Again 5. Roll Again 11 (22
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects (22) 14%
i 30 Shutdown *
1. Roll Again G\jI“D H!tS 00 1. Roll Again 28  Ammo Exp. avoid on 8+ O O 13
2. Rol A Sensor Hits O O 5 RollA P, ave "5
- Roll Again Life Support O - Roll Again 26  Shutdown, avoid on 10+ @)
4-6 3. Roll Again PP 4-6 3. Roll Again o5 .5 Movement Points O 11
4. Roll Again 4. Roll Again 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 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_ 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
S. Jump Jet Damage Transfer 5. Jump Jet 180 quMDVZ?EHE F"glnts 2
6. Jump Jet Diagram 6. Jump Jet A odifier tuP I'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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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Grizzly 2 Name:
Movement Points: Tonnage: 70 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Clan v — i
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 4 Role: Skirmisher 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 ER Large Laser LA 12 10[DE] — 8 15 25
2 ER Micro Laser LA 1 2|[DE] - 1 2 4 Left A Richt A
e rm [ rm
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22 (22) 125
1 ATM9 LT B [MCS]
Standard 2/Msl 4 5 10 15
Extended Range 1/Msl 4 9 18 27
High Explosive 3/Msl - 3 B 89 Left Right
4 ER Micro Laser RT 1 2[DE - 1 2 4 ['-:79] CTenter ['-;79]
Total Heat (Dissipation); 25 (22) ["1"3‘;
Left Right
Ammo: (ATM 9) 14, (Gauss) 16 Tm: o TorslogRear
Quirks: Difficult to Maintain, Exposed Actuators (7) (71
. o
\, BV: 2,185 Xb) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (15 Right Torso (15) Dverflow
Left Arm 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder o
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 g 29
™ 4 ER Large Laser 5. S'ensors "2 4. Hand Actuator o m
5. ER Micro Laser 6. Life Support 5. [ Gauss Rifle o 28
6. ER Micro Laser 6. | Gauss Rifle Left O\ Right 27
(o] |
1. Endo Steel Center Torso 1. | Gauss Rifle A’Ir’vln [e) A’IT‘ 26
2. Endo Steel 1. Fusion Engine 2. | Gauss Rifle (1 o) ("M 25
3. Roll Again 2. Fusion Engine 3. | Gauss Rifle 24*
4-6 4. Roll Again 3. Fusion Engine 4-6 4. LGauss Rifle 534
5. Roll Again 1-3 4. Gyro 5. Ammo (Gauss) 8 2o
6. Roll Again 5. Gyro 6. Ammo (Gauss) 8 Left Right
e’ 1g 21
6. Gyro
Y Leg Leg 507
1. Gyro (15) (15)
Left Torso (CASE) 2. Fusion Engine Right Torso 19
1.[ATM 9 3. Fusion Engine 1. ER Micro Laser 18*
2.|ATM 9 4-6 4. Fusion Engine 2. ER Micro Laser 17
3.|ATM9 5. Endo Steel 3. ER Micro Laser
- - . 16
1 3 4.LATM 9 6. Endo Steel 1 3 4. ER Micro Laser Double Heat Sinks: \ -
5. Ammo (ATM 9) 7 5. Endo Steel 11 (2] 15
6. Ammo (ATM 9) 7 Engine Hits O O O 6. Endo Steel Level* Effects (22) 14+
i 30 Shutdown *
1. Roll Again G\jI“D H!tS o o 1. Roll Again 28  Ammo Exp. avoid on 8+ O O 13
2. Rol A Sensor Hits O O 5 RollA P, ave "5
- Roll Again ; - Roll Again 26  Shutdown, avoid on 10+ @)
4-6 3. Roll Again Life Suppor‘t O 46 3. Roll Again o5 .5 Movement Points O 11
4. Roll Again 4. Roll Again 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 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
: 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. Jump Jet Damage Transfer 5. Jump Jet 180 quMDVZ?EHE Pﬁ.'nts 2
6. Jump Jet Diagram 6. Jump Jet 5 M odiher tUP ',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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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
. O OO
Type: Black Python (Viper) Name: 000
Movement Points: Tonnage: 75 . I . O 0o
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Clan v — i 00O
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 | 3 5|6 8 8 8
Jumping: S 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
Qty Type Loc Ht Dmg Min Sht Med Lng ©) O
2 Machine Gun LA — 2[DBAI - 1 2 3 OOO
1 Targeting Computer RA — [E] - - = = Lot A OO Richt A
1 Large Pulse Laser LT 10 10[P] — B 14 20 (22) OO Toa)
1 Medium Pulse Laser LT 4 7[P] — 4 8 12
2 Small Pulse Laser LT 2 3[PA] — 2 4 B
1 Large Pulse Laser RT 10 10[P] — 6 14 20
1 Medium Pulse Laser RT 4 7[P] - 4 B 12 Left Right
2 Small Pulse Laser RT 2 3[PA|] - 2 4 8 ['-:g] Center ['-;69]
T
Total Heat [Dissipation): 36 (26) ["1“25‘;
Ammo: (MG) 200 . "e: . “igf:
Quirks: Improved Targeting (Short) orso Hear orso Hear
(10) (10)
\_BV: 2813 (ﬁ) 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 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
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o m
5. Machine Gun 6. Life Support 5. [ Targeting Computer % 28
6. Machine Gun 6. | Targeting Computer o Right 27
(e} *|
1. Ammo (MG) 200 Center Torso 1. | Targeting Computer le) A’Ir;n 26
2. Ferro-Fibrous 1. XL Fusion Engine 2. LTargeting Computer o) (12 25
3. Roll Again 2. XL Fusion Engine 3. Ferro-Fibrous 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
. " 22 %
6. Roll Again 5. Gyro 6. Roll Again Right
21
6. Gyro Leg o
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. Jump Jet 5. Jump Jet 3. Jump Jet
1 -3 4. Jump Jet 6. Endo Steel 1 -3 4. Jump Jet Double Heat Sinks: \ 16
5. [Large Pulse Laser 5. [Large Pulse Laser 13 (26 . 15
6. LLarge Pulse Laser Engine Hits o o o 6. LLarge Pulse Laser Level* Effects [ ] 14*
i 30 Shutdown
1. Medium Pulse Laser GVI‘D H!tS o o 1. Medium Pulse Laser 28 Ammo Exp, avoid on 8+ O O 137
2. Small Pulse Laser Sensor HitsQ O 2. Small Pulse Laser o O O 12
Life S tO 26  Shutdown, avoid on 10+
3. Small Pulse Laser ITe suppor 3. Small Pulse Laser o5 5M t Point O O 11
4-6 4 codostee 4-6 4 cndosicel o overnent roints
: : 24 +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 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 ?, 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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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Lamellor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
. O O
Type: White Raven Name: o0
Movement Points: Tonnage: 75 . _— . O O
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Clan v — i oo
Running: 8 Rules Level: Advanced HitsTaken | 1 | 2 | 3 5| 6 8 8
Jumping: S Role: Skirmisher Consciousness# [ 8 | 5 | 7 [ 10 [ 11 [Dead o o
Engine Type: 375 XL / O O
Weapons & Equipment Inventory [hexes) o 8
Gty Type Loc Ht Dmg Min Sht Med Lng
2 AP Gauss Rifle LA 1 3I[DBALX] - 3 B 89
1 Targeting Computer RA — [E] - - = = Left A Richt A
1 ERLarge Laser LT 12 10[DE] - 8 15 25 1) oy
1 Medium Pulse Laser LT 4 7][P] — 4 8 12
2 ERSmall Laser LT 2 5[DE] — 2 4 B
1 ER Large Laser RT 12 10([DE] — 8 15 25
1 Medium Pulse Laser RT 4 7[P] — 4 8 12 Left Right
2 ERSmall Laser RT 2 5[DE - 2 4 8 ['-:g] Center ['-;g]
T
Total Heat (Dissipation); 42 (32) ["1"3‘;
Ammo: (AP Gauss) 40 T Le: T Rigl:
Quirks: Improved Targeting (Short) oreo Rear oreo Hear
(8) (8)
\, BV: 2,941 @é@ 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 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. Hand Actuator 5. S'ensors "2 4. Hand Actuator o m
5. [Dnuble Heat Sink 6. Life Support 5. [ Targeting Computer % 28
6. L Double Heat Sink 6. | Targeting Computer o Right 27
o) *|
1. AP Gauss Rifle Center Torso 1. LTargeting Computer le) A’Ir;n 26
2. AP Gauss Rifle 1. XL Fusion Engine 2. FerroLamellor o) (12 25
a4-8 3. Ammo (AP Gauss) 40 2. XL Fusion Engine a4-8 3. Ferro-Lamellor 24*
"O 4. FerroLamellor 3. XL Fusion Engine " 4. FerroLlamellor 23*
5. Ferro-Lamellor 1-3 4. Gyro 5. FerroLamellor 2o
6. Roll Again 5. Gyro B. Roll Again .
& 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. Jump Jet 5. Jump Jet 3. Jump Jet
1-3 4. Jump Jet 6. Roll Again 1 -3 4. Jump Jet Double Heat Sinks: \ 16
5. ERLarge Laser 5. ERLarge Laser 16 (32 . 15
6. Medium Pulse Laser Engine Hits o o o 6. Medium Pulse Laser Level* Effects [ ] 14*
i 30 Shutdown
1. ERSmall Laser Gyro HitsO O 1. ER Small Laser 58 Ammo Exo. avoid on 8+ (@]0) 137
2. ERSmall Laser Sensor Hits O O 2. ERSmall Laser P. avo 00 12
3. Endo Steel Life Support O 3. Endo Steel 26 Shutdown, avoid on 10+ 00 11
4_6 . 4_6 - 25 -5 Movement Points
4. Ferro-Lamellor 4. Ferro-Lamellor 24 +4 Modifier to Fire O O 10*
5. Ferro-Lamellor 5. Ferro-Lamellor .
23 Ammo Exp, avoid on 6+ O O 9
6. Ferro-Lamellor 6. Ferro-Lamellor .
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 1o -2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 8 1 hhodiier to fire 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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BATTLEMECH RECORD SHEET

BATTLETECH

Total Heat (Dissipation): 6 (20)

\
Type: Phoenix Hawk IIC Name:
\“I(';;‘I’;':;”t p°"5‘ts‘ I:ZE?:S'E: ggn Gunnery Skil: _____ Piloting Skill:
Running: 8 Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 5 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 400 XL
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Ultra AC/10 LT 3 10/Sht — 6 12 18
[DBR/C]
1 Ultra AC/10 RT 3 10/Sht — 6 12 18
[DBR/C]
1 Machine Gun CT — 2[DBA|] - 1 2 3
1 Machine Gun HD — 2[DBAI] - 1 2 3

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

Q0000000
O0000000
00000000

Right Arm
(20)

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

(14)

Amma: (MG) 100, (Ultra AC/10) 60 Left Right
X N Torso Rear Torso Rear
Quirks: Easy to Maintain
(10) (10)
\, Bv: 2,057 ‘&\) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (17 ) Right Torso (17 ) 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 8 30%
13 3. Lower Arm Actuator 4. Machine Gun 13 3. Lower Arm Actuator (o} 29
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator 8 m
5. Endo Steel B. Life Support 5. Endo Steel o 28
6. Endo Steel 6. Endo Steel 8 Right 27
x|
1. Ferro-Fibrous Center Torso 1. Endo Steel Cc’) A’Ir;n 26
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous o) (13] 25
3. Roll Again 2. XL Fusion Engine 3. Ferro-Fibrous 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 Right
9 21
6. Gyro Leg o
1. Gyro (17)
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. Jump Jet 5. J Jet 3. Jump Jet
133 i 135 —\ [
: 6. Machine Gun - _oump.Je Double Heat Sinks: n
5. [ Ultra AC/10 5. [ Ultra AC/10 10 20' 15
6. | uitra Ac/10 Engine Hits O O O 6. | utra Ac/10 Level* Effects (20) 14+
i 30 Shutdown
1. | uira Ac/10 Gyro H!tsOO 1.| ura Ac/10 58 Ammo Exo. avoid on B+ @) 13*
2. | uitra Ac/10 Sensor Hits O O 2.Lurraac/10 p. ave 12
- LUtra AC/ Life Support O - L Utera AC/ 26  Shutdown, avoid on 10+ @)
46 3 o 463 o 5 oo O |
: : 24 +4 Modifier to Fire O 10%
5. Ammo (Ultra AG/10) 10 5. Ammo (Ultra AG/10) 10 53 Ammo Exn. avoid on 6+
6. Ammo (MG) 100 6. Ferro-Fibrous o5 Shutdownpyavmid on 8+ @) 9
! *
20 -4 Movement Points O 8
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 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qnts 2
6. Ferro-Fibrous Diagram B. Ferro-Fibrous g 4;1MMDd|fler‘ zuPH‘ret P
-1 Movement Points
\ / '\ /| o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Phoenix Hawk IIC 9 Name: 8 8 8
Movement Points: Tonnage: 80 Gunnery Skill: Piloting Skl 000
Walking: 5 Tech Base: Clan O 00
Running: 8 Rules Level: Standard HisTaken[ 1 ] 2 | 3 | 4 | 5 | & 8 8 8
Jumping: 5 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 56
Engine Type: 400 XL / O O O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 LRM20 LT 6 1/MsI[MCS] — 7 14 21
1 Ultra AC/10 RT 3 10/Sht — 6 12 18 .
[DBR/C] Left Arm Right Arm
d (20) (20)
1 Machine Gun CT — 2[DBAI - 1 2 3
1 Machine Gun HD — 2[DBAI - 1 2 3
Total Heat (Dissipation): 15 (20)
Left Right
Leg Center Leg
(26) Torso (26)
(14)
Ammo: (LRM 20) 24, [MG] 100, (Ultra AG/10) 20 . "e: . “igf:
Quirks: Easy to Maintain orso Hear orso Hear
(10) (10)
\, BV: 2483 (&\) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (17 ) Right Torso (17 ) Dverflow
Left Arm (CASE) 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkp_'t 2. Upper Arm Actuator 8 30%
13 3. Lower Arm Actuator 4. Machine Gun 13 3. Lower Arm Actuator [©) 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator 8 m
5. Ammo (LRM 20) 6 6. Life Support 5. Endo Steel o 28
6. Ammo (LRM 20) 6 6. Endo Steel 8 Right 27
x|
1. Ammo (LRM 20) 6 Center Torso 1. Endo Steel Cc’) A’Ir;n 26
2. Ammo (LRM 20) 6 1. XL Fusion Engine 2. Ferro-ibrous o) (13] 25
a4-8 3. Endo Steel 2. XL Fusion Engine a4-8 3. Ferro-Fibrous 24*
" 4. Endo Steel 3. XL Fusion Engine "9 4. Roll Again 534
5. Ferro-Fibrous 1-3 4. Gyro 5. Roll Again
) " 22 %
6. Ferro-Fibrous 5. Gyro B. Roll Again .
Right 21
6. Gyro L
°9 20+
1. Gyro (17)
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. Jump Jet 5. J Jet 3. Jump Jet
1-3 4. Jump Jet B. l\lllj;-r:]::inz Gun 1 -3 4. Jump Jet Double Heat Sinks: \ 16
5. [LRM 20 5. [ Ultra AC/10 ouble eeilo 'ZS 15
6. LrRm 20 Engine Hits O O O 6. | utra Ac/10 Level* Effects (20) 14+
i 30 Shutdown
1.|Lrm 20 Gyro H!tsOO 1.| urtra Ac/10 o8 A c i on B+ @) 13*
Sensor Hits O O mmo Exp, avoid on
2 lLRM 20 ; 2. LUtra AC/10 26  Shutdown, avoid on 10+ O 12
a.g >[meo Life Support O a.g & Ammo(UtraAc/10] 10 55 & Moverment Points 0 1
‘5" t:m zg g' :‘“"‘° ‘ﬂgaﬁj/ 10)10 24  +4 Modifier to Fire '®) 10*
. - Ammo [MG) 23 Ammo Exp, avoid on 6+ O 9
6.LLRM 20 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. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qnts 2
6. Ferro-Fibrous Diagram B. Ferro-Fibrous g 4;1MMDd|fler‘ zuPH‘ret P
-1 Movement Points
\, / '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

(e]e]e) O
/s \, Y/ \ 0)
'MECH DATA \ WARRIOR D o0
. o O OO
Type: Highlander IIC Name: 9:°° |96
Movement Points: Tonnage: 90 Gunnerv Skill: Piloting Skill: OOOOO OO ©
Walking: 3 Tech Base: Clan ry sl — 9 St OOOOO o
Running: 5 Rules Level: Standard HitsTaken | 1 1 2 1 3 1 4 ] 5 | 6 OOOOO o
Jumping: 3 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10| 11 |Dead Ooooo o
Engine Type: 270 Fusion Co°° o
- / 0-0~0
Weapons & Equipment Inventory (hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng [e))e]
2 Streak SRM 6 LA 4 2/MsIMC] — 4 8 12
1 Gauss Rifle RA 1 15[DBX] 2 7 15 @22 .
X Left Arm Right Arm
3 Medium Pulse Laser LT 4 7 [F’] - 4 8 12 (30) (30)
1 LRM 20 RT 6 1/Msl[MCS] — 7 14 21
w/Artemis IV
Total Heat (Dissipation): 27 (24)
Left Right
Leg Center Leg
(38) Torso (38)
(17)
[¢] [¢]
[¢] [¢]
[¢] [¢]
[¢] [¢]
Left 0 0 Right
Ammo: (Gauss) 24, (LRM 20 Artemis) 24, (Streak SRM 6) 15 . ER 8 8 . 'QR
Quirks: Command Mek, Cowl, Reinforced Legs, Difficult Ejection orso Rear o o orso Rear
(10) (10)
\, BV: 2,973 ‘&\) 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 (CASE)
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 "9 4.[ Gauss Rifle 8 m
5. [Streak SRM 6 B. Life Support 5. | Gauss Rifle o 28
6. L Streak SRM 6 6. | Gauss Rifle 8 27
x|
1. [Streak SRM 6 Center Torso 1. | Gauss Rifle 26
2. | Streak SRM 6 1. Fusion Engine 2. | Gauss Rifle 25
3. FerroFibrous 2. Fusion Engine 3. LGauss Rifle 24*
4-6 4. Ferro-Fibrous 3. Fusion Engine 4-6 4. Ferro-Fibrous 23*
5. Roll Again 1-3 4. Gyro 5. Ferro-Fibrous 2o
6. Roll Again 5. Gyro B. Roll Again
6. Gyro 21
20
1. Gyro .
Left Torso (CASE) 2. Fusion Engine Right Torso 19
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2. Medium Pulse Laser 4'6 4. Fusion Engine 2.| LRM 20 17 %
3. Medium Pulse Laser 5. Jump Jet 3.| LRM 20
- ) - 16
1 3 4. Medium Pulse Laser 6. Roll Again 1 3 4.| LRM 20 Double Heat Sinks: \ -
5. Ammo (LRM 20 Artemis) 6 5.LLRM 20 12 (24) 15
6. Ammo (LRM 20 Artemis) 6 Engine Hits 000 6. Artemis IV FCS Level* Effects ( 14*
i 30 Shutdown
1. Ammo (LRM 20 Artemis) 6 Gyro Hits oo 1. Ammo (Gauss) 8 28 Ammo Exp, avoid on B+ 0]0) 137
2. Ammo (LRM 20 Artemis) 6 Sensor Hits o o 2. Ammo (Gauss) 8 26  Shutd ' id 10+ O O 12
Life Suppor‘t o utdown, avoid on
a 6 3. Ammo (Streak SRM 6) 15 a 6 3. Ammo (Gauss) 8 o5 .5 Movement Points O 11
4. Roll Again 4. Ferro-Fibrous 24 +4 Modifier to Fire O 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 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.[Doub|e Heat Sink Damage Transfer 5. [Douhle Heat Sink 10 -2 Movement Points 2
6. Double Heat Sink Diagram 6.L Double Heat Sink 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.
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BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 30 (24)

Ammo: (HAG/20) 24, (LRM 20 Artemis) 24, (Streak SRM B) 15
Quirks: Command Mek, Cowl, Reinforced Legs, Difficult Ejection

\
Type: Highlander IIC 3 Name:
\“I(';;‘I’;':;”t p°'gts‘ I:ZE?:S'E: ggn Gunnery Skil: _____ Piloting Skill:
Running: 5 Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 3 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 270 Fusion
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Streak SRM 6 LA 4 2/MsIMC] — 4 8 12
1 HAG/20 RA 4 20[CFX] 2 8 16 24
3 Medium Pulse Laser LT 4 7[P] - 4 B 12
1 LRM 20 RT 6 1/Msl[MCS] — 7 14 21
w/Artemis IV
1 ECM Suite HD — [E] - - - B

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

(0]
O

O O

©)

©)

00000
0

©.0.0.000
0.0:0.0.0:0.,0
0005

OO
oO
0)

©) OO OO OO OO oO oO

OO

o

Right Arm
(30)

Right
Leg
(38)

Center
Torso
(17)

o O

o O

o O

o O

o O )
Left o o Right

Torso Rear o [¢] Torso Rear

(10) o 0 (10)

\_BV: 3001 @
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ o Scale
Head Left Torso (19) Right Torso (19)  ((Overfow
Left Arm 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder e
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o} 30*
3. Lower Arm Actuator 4. ECM Suite 3. Lower Arm Actuator 8 29
1-3 4 Hand Actuator 5. Sensors 1-3 4 HAG/20 o
5. [Streak SRM 6 B. Life Support 5. HAG/20 S 28"
6. L Streak SRM 6 6.| HAG/20 8 27
1. [Streak SRM 6 Center Torso 1.| HAG/20 26~
2. | Streak SRM 6 1. Fusion Engine 2.| HAG/20 25
T Lo a6 5o
. 3. Fusion Engine - Ammo (HAG/20) & 23*
5. Roll Again 1-3 4. Gyro 5. Ferro-Fibrous m
6. Roll Again 5. Gyro 6. Ferro-Fibrous 22
6. Gyro 21
20
Left Torso (CASE) ; SZ:DH Engine Right Torso 19*
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2. Medium Pulse Laser 4-6 4. Fusion Engine 2./ LRM 20 17 %
3. Medium Pulse Laser 5. Jump Jet 3.|LRM 20
1-3 4. Medium Pulse Laser _ 6. Roll Again 1-3 4.| LRM 20 Double Heat Sinks: N :::*
5. Ammo (LRM 20 Artemis) 6 5.LLRM 20 12 [24]
6. Ammo (LRM 20 Artemis) 6 Engine Hits 000 6. Artemis IV FCS Level* Effects 14+
1. Ammo LRM 20 Artemis) 6 Gyro Hits O O 1. Ammo (HAG,/20) 6 Sg ihUth"EV” don B+ 00 13*
2. Ammo (LRM 20 Artemis) 6 Sensor Hits O O 2. Ammo (HAG/20) 6 o (0]0) 12
3. Ammo (Streak SRM 6) 15 Life Support O 3. Ammo (HAG/20)6 26 Shutdown, avoid on 10+
4_6 4' Roll A 4_6 4' . - 25 -5 Movement Points O 11
- mongen - Ferrofibrous 24  +4 Modifier to Fire @) 10*
5. Roll Again 5. Ferro-Fibrous 593 Ammo Exp, avoid on 6+
! P. O 9
6. Roll Again 6. Ferro-Fibrous 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 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.[Doub|e Heat Sink Damage Transfer 5. [Douhle Heat Sink 180 fq'\",\;’vjfpe”: Pﬁ'”ts 2
6.1 Double Heat Sink Diagram 6.L Double Heat Sink c M 3 'n'je;tﬂp 'i:i 1
\ / '\ ovement Foints / | o
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Bane (Kraken])

N\

Total Heat (Dissipation): 10 (20)

Movement Points: Tonnage: 100
Walking: 3 Tech Base: Clan
Running: 5 Rules Level: Standard
Jumping: 0 Role: Sniper
Engine Type: 300 XL
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
5 Ultra AC/2 LA 1 2/Sht 2 9 18 27
[DBR/C]
5 Ultra AC/2 RA 1 2/Sht 2 9 18 27
[DBR/C]
4 Machine Gun RT — 2[DBAI] - 1 2 3

Ammo: (MG) 100, (Ultra AC/2) 180
Quirks: Extended Torso Twist, Protected Actuators

BATTLETECH

( WARRIOR D \

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

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

i

O

000000 0l. O

©
©)

O

OOOOOOOOOOOOO
6) OOOOOOOOOOOOO

5
@)

©)

©)
OOO
(0)

Right Arm
(34)

Left Right
Leg Center Leg
(42) Torso (42)

(13)

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

\, BV: 1,950 (&\) 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 % [Ultra AC/2 4. Roll Again 13°% [Ultra AC/2 3 59
"9 4. lurraac/2 5. Sensors "9 4 luira Ac/2 9 -
5. [Ultra AC/2 6. Life Support 5. [Ultra Ac/2 ) 28
6. Luitra Ac/2 6. Lurra Ac/2 8 27
o 26*
1. [Ultra AC/2 Center Torso 1. [Ultra AC/2 o
2. luraac/2 1. XL Fusion Engine 2. Luera AC/2 25
46 3. [Ultra AC/2 2. XL Fusion Engine 46 3. [Ultra AC/2 Center 24+
"2 a.luitraAc/2 3. XL Fusion Engine ™ 4.lukraAc/2 Torso 23*
5. [Ultra AC/2 1-3 4. Gyro 5. [Ultra AC/2 5o
6. LUItra AC/2 5. Gyro 6. Luitra Ac/2
6. Gyro 21
20*
1. Gyro .
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. Ammo (Ultra AC/2) 45 5. Roll Again 3. Machine Gun
- - . 16
1 3 4. Ammo (Ultra AC/2) 45 6. Roll Again 1 3 4. Machine Gun Double Heat Sinks: \ -
5. Roll Again 5. Machine Gun 10 20' 15
6. Roll Again Engine Hits O O O 8. Machine Gun Level* Effects (20) 14+
i 30 Shutdown *
1. Roll Again 5 Gyro :!ts 88 1. Ammo (ME) 100 28 Ammo Exp, avoid on 8+ @) 13
2. Roll Again L_feng‘jr' 'tso 2. Ammo (Ultra AG/2) 45 56 Shutdown. avoid on 10+ O 12
3. Roll Again ife Support 3. Ammo (Ultra AC/2) 45 ' .
4_6 4 Roll A 4_6 4 Rol A 25 5 Movement Pqnts O 11
- HolAgain - rolAgain 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 Paints
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. Roll Again Damage Transfer 5. Roll Again 180 iMlvchZ?en: PE_'”tS 2
6. Roll Again Diagram 6. Roll Again A odifier tuP |‘ret P
- ovemen oints
\, / '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 46 (28)

Ammo: (HAG/40) 36
Quirks: Extended Torso Twist, Protected Actuators

BV: 3,740

\

®

/4 \ "/ \
'MECH DATA \ WARRIOR D
Type: Bane (Kraken) 7 Name:
Movement Points: Tonnage: 100 . _— .
Gi Skill: Piloting Skill:
Walking: 3 Tech Base: Clan unnerySidlt - Filoting =K
Running: 5 Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 300 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 HAG/40 LA 8 40I[CFX] 2 8 16 24
1 HAG/40 RA 8 40[CFX] 2 8 16 24
1 Large Pulse Laser RT 10 10[P] — 6 14 20
4 ER Medium Laser RT 5 7[DE] — 5 10 15

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

i

O

000000 0l. O

©
©)

O

OOOOOOOOOOOOO
6) OOOOOOOOOOOOO

5
@)

©)
©)
(0)

©)
OO

Right Arm
(34)

Left
Leg
(42)

Center
Torso
(13)

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

INTERNAL STRUCTURE DIAGRAM

/ \ \ Endo-Composite Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (21) Right Torso (21) Dverfiow
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder e °
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator o} 30*
3.[HAG/40 4. Roll Again 3.[HAG/40 3 59
1-3 4 HAG/40 5. Sensors 1-3 4 HAG/40 o
5. | HAG/40 6. Life Support 5. HAG/40 8 28~
6.| HAG/40 6. HAG/40 8 27
o 26*
1.| HAG/40 Center Torso 1. [ HAG/40 o
2. HAG/40 1. XL Fusion Engine 2.| HAG/40 25
4-6 3.| HAG/40 2. XL Fusion Engine 4-6 3.| HAG/40 Center 24%
4.| HAG/40 3. XL Fusion Engine 4.| HAG/40 Torso 23 %
5.| HAG/40 1'3 4. Gyro 5.| HAG/40 m
6. LHAG/40 5. Gyro 6. LHAG/40 22
6. Gyro 21
20*
Left Torso ; XGyLr;usmn 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 %
(] Kt i B R oo [
: 6. L Double Heat Sink - arge Double Heat Sinks: 157
5. Ammo (HAG/40) 3 5. ER Medium Laser 14 [28]
6. Ammo (HAG/40) 3 Engine Hits O O O 6. ER Medium Laser Level* Effects 14%
1. Ammo (HAG/40) 3 Gyro Hits oo 1. ER Medium Laser Sg ihUthVEV” i on B+ 00 13%
2. Ammo (HAG/40) 3 S_E"SDP HitsQ O 2. ER Medium Laser on 5:21 :Liwzp'ai\;?; Dzn,l 0+ 00 12
a8 5 jmotec/s TeSupportO ) gl fmmetucrs 25 5 howmmentPorts oo |
: : 24 +4 Modifier to Fire (o]e) 10%
5. Ammo (HAG/40) 3 5. Ammo (HAG/40) 3 23 Ammo Exp, avoid on B+ o S
6. Ammo (HAG/40) 3 6. Ammo (HAG/40) 3 55 Shutdown, avoid on B+
20 -4 Movement Paints O 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-Composite Damage Transfer 5. Endo-Composite 180 quMsz?en: F"gmts 2
6. Endo-Composite Diagram 6. Endo-Composite A odifier tuP I'ri P
\ VAN -1 Movement Points y. )
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