


BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (6)
Left Torso

(8)

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Javelin JVN-10N Name:
Movement Points: Tonnage: 30 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
Running: 9 Rules Level: Introductory HitsTaken | 1 | 2 | 3 5| 6
Jumping: 6 Role: Striker Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 180 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRM 6 LT 4 2/MsI[MCS] — 3 6 9
1 SRM 6 RT 4 2/MsIMCS] — 3 6 9 Left A Riht A
e rm [ rm
Total Heat (Dissipation): 8 (10]) (8) g[ 8)
Center
Torso
(2)
Ammo: (SRM 6) 30 . "Ef; . “igf:
orso Hear orso Hear
Quirks: Unbalanced
(2) (2)
\, BV: 534 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ . Scale
Head Left Torso (7 ) Right Torso (7 ) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator m
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Right 27
*|
1. Roll Again Center Torso 1. Roll Again A;m -
2. Roll Again 1. Fusion Engine 2. Roll Again (5) 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 .
. Right 21
6. Gyro L
e 20+
1. Gyro . (7] m
Left Torso 2. Fusion Engine Right Torso 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. [SRM 6 4-6 4. Fusion Engine 2. Heat Sink 17+
3.LsrRme 5. Jump Jet 3. [SFIM 6
- - 16
1 3 4. Ammo (SRM 6) 15 6. Jump Jet 1 3 4.LSRM 6 Heat Sinks: -
5. Roll Again 5. Ammo (SRM B) 15 1 O 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 134
1. Roll A 1. Roll A h
0% Again Sensor Hits O O 0% Again 28  Ammo Exp, avoid on 8+ ©)
2. Roll Again ~ 2. Roll Again 596  Shutdown. avoid on 10+ O 12
3. Roll Again Life SUPPOT‘t o 3. Roll Again o5 5M ' t Point O 11
46 4. Roll Again 4-6 4. Roll Again - viovernent Foints
: : 24 +4 Modifier to Fire O 10%
:' EOH ﬁgam 2 SGI: 298"1 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O B
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 P 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 F'_Pe
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement F'qnts 2
6. Jump Jet Diagram 6. Jump Jet g 4;1MMDd|f|er zUPFI‘F?: 1
-1 Movement Points
\ / '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Light Ferro-Fibrous

Head (8)

Left Torso
(10)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Javelin JVN-12N Name:
Movement Points: Tonnage: 30 . _— .
) X Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Mixed v — i
Running: 12 Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 8 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 240 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRAMB(C) LT 4 2/MsIMCS] — 3 6 9
1 SRMB (C) RT 4 2/Msl[MCS] — 3 6 9 Left A Right A
e rm 1 rm
1 TAG(IS) HD — [E] - 5 9 15 (8) g[ 8)
Total Heat (Dissipation): 8 (20)
Center
Torso
(4)
[¢]
[¢]
Left o Right
Ammo: (SRM B) 30 9
T R T R
Quirks: Unbalanced or3[03 )ear o ors(oa ]ear
\, BV: 735 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (7 ) Right Torso (7 ) 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. TAG 13 3. Lower Arm Actuator 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator m
5. Endo Steel 6. Life Support 5. Endo Steel 28
6. Endo Steel 6. Endo Steel Right 27
*|
1. Endo Steel Center Torso 1. Endo Steel A;m =
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel (5] 25
a4-8 3. Endo Steel 2. XL Fusion Engine a4-8 3. Endo Steel 24*
"0 4. Light FerroFibrous 3. XL Fusion Engine " 4. Light FerroFibrous 23*
5. Light Ferro-Fibrous 1-3 4. Gyro 5. Light Ferro-Fibrous 2o
6. Light Ferro-Fibrous 5. Gyro B. Light Ferro-Fibrous .
6 G Right 21
. yro Le
g 20
1. Gyro . (7] m
Left Torso 2. XL Fusion Engine Right Torso [CASE ) 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17 %
13 3. XL Fusion Engine 5. Jump Jet 13 3. XL Fusion Engine 16
"9 4. [ Double Heat Sink 6. Jump Jet "9 4. Jump Jet Double Heat Sinks: -
5. | Double Heat Sink 5. SRM 6 [Clan] 10 EDl 15
6. L Double Heat Sink Engine Hits O O O 6. Ammo (SRM B) 15 Level* Effects (20) 14%
i 30 Shutdown *
1. Jump Jet Gyro Hits O O 1. Ammo (SRM 6] 15 58 Ammo Exo. avoid on B+ O 13
2. SRMGCI Sensor HitsQ O 2. CASEIl p. ave 12
: [Clan] ; : 26  Shutdown, avoid on 10+ @)
ag & oS Life Support O a.g > oS 55 & Moverment Points 0 11
4. Endo Steel 4. Endo Steel 24 +4 Modifier to Fire O 10%
5. Light Ferro-Fibrous 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 95 Shutdown Yavmid on 8+ @) 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 F'_Pe
5. Jump Jet Damage Transfer 5. Jump Jet 180 quMDVZ?EHE P;:J.mts 2
6. Jump Jet Diagram 6. Jump Jet 5 M odiher tUP ',ri 1
-1 Movement Points
\ / '\ /| o
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ARMOR DIAGRAM

Standard Armor

Head (9)
Left Torso

1)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\
Type: Firestarter FSS-H Name:
Movement Points: Tonnage: 35 . _— .
Walking: 6 Tech Bgase: Inner Sphere Gunnery Skill: ____ Piloting Skl
Running: 9 Rules Level: Introductory HitsTaken | 1 [ 2 [ 3| 4| 5 | 6
Jumping: 6 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 210 Fusion
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 Flamer LA 3 2[DEHAI - 1 2 3
X Left Arm Right Arm
1 Medium Laser RA 3 5][DE] - 3 6 89 (8) (8)
1 Flamer RA 3 2[DEHAI - 1 2 3
1 Machine Gun LT — 2[DBAI] - 1 2 3
1 Machine Gun RT — 2[DBAI] - 1 2 3
1 Flamer CT 3 2[DEHA] — 1 2 3 Left Right
1 Flamer (R) CT 3 2[DEHA] - 1 2 3 Leg Center Leg

(8) (8)

Torso

Total Heat (Dissipation): 18 (10) (8)

Left
Torso Rear

(5)

\ BV: 694 INTERNAL STRUCTURE DIAGRAM

Right
Torso Rear

(5)

Ammao: (MG) 200
Quirks: Ubiquitous (Inner Sphere), Ubiquitous (Clans)

\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ 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'tF 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"9 4. Medium Laser 5. S'ensors "2 4. Medium Laser m
5. Flamer 6. Life Support 5. Flamer 28
6. Roll Again 6. Roll Again Left Right | 27
*|
1. Roll Again 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
20*
1. ro (8) (8)
Gy . m
Left Torso 2. Fusion Engine Right Torso 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. Flamer 3. Jump Jet
13 . 13 . —\ [15
4. Machlnt.a Gun 6. Flamer (R) 4. Machine Gun Heat Sinks: pre
5. Roll Again 5. Ammo (MG) 200 10
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 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, avoid on 6+
6. Roll Again 6. Roll Again - @) 9
22 Shutdown, avoid on 8+ O B
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 P 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 F'_Pe
5. Heat Sink Damage Transfer 5. Heat Sink 180 quMDVZ?EHE PE_'”tS 2
6. Roll Again Diagram 6. Roll Again e 4 Mose;zztﬂpc:i;is 1
\ / '\ /| 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)

BATTLETECH

BATTLEMECH RECORD SHEET

Left Torso

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Firestarter FS9-51 Name:
Movement Points: Tonnage: 35 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
Running: 9 Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 6 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 210 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 Flamer LA 3 2[DEHAI - 1 2 3 Left A Right A
t
1 Medium Laser RA 3 5[DE - 3 8 9 i eI
1 Flamer RA 3 2[DEHAI - 1 2 3
1 Anti-Missile System LT 1 [PB] - 1 - -
1 ECM Suite (Guardian) LT — [E] - - - B
1 Small Laser RT 1 3[DE] - 1 2 3 Left Right
1 Flamer (R) CT 3 2[DEHA] - 1 2 3 '[-*;9] Center '[-';9]
1 Flamer CT 3 2[DEHA] — 1 2 3 TF,“:,”
Total Heat (Dissipation): 20 (10)
Ammo: (AMS] 12 . "Ef; . “igf:
Quirks: Ubiquitous (Inner Sphere), Ubiquitous (Clans) ors[os )ear ors(os ]ear
\, BV: 820 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'tF 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"9 4. Medium Laser 5. S'ensors "2 4. Medium Laser m
5. Flamer 6. Life Support 5. Flamer 28
6. Endo Steel 6. Roll Again Left Right |27
*|
1. Endo Steel 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 o
1. Gyro . (8] (8) 19
Left Torso 2. Fusion Engine Right Torso
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. FI R 3. Jump Jet
1-3 4. Ammo (AMS) 12 6. F;:::[ ) 1-3 4. Small Laser Heat Sinks: 16
5. Anti-Missile System 5. Endo Steel 1 O 15
6. [ ECM Suite (Guardian) Engine Hits 000 6. Endo Steel Level* Effects 14+
i 30 Shutdown
1. LECM Suiite (Guardian) Gyro HitsO O 1. Endo Steel 58 AmmoE don B+ 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
4-6 4 Endostee 4-6 4, Endosieel - Viovement Foints
: : 24 +4 Modifier to Fire O 10%
5. Endo Steel 5. Endo Steel
B. Endo Steel 6. Roll A 23 Ammo Exp, avoid on 6+ O 9
- Endo Stee - Roll Again 22 Shutdown, avoid on 8+ O B
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 P 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 F'_Pe
5. Heat Sink Damage Transfer 5. Heat Sink 1o -2 Movement F'qmts 2
6. Roll Again Diagram 6. Roll Again 2 TMMDd'f'erz“PF'Ti 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 \

Type: Ostscout OTT-7J

( WARRIOR DATA \

ARMOR DIAGRAM

Standard Armor

Head (6)

Left Torso
(9)

Right Torso

Name:
Movement Points: Tonnage: 35 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Inner Sphere v — i
Running: 12 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 8 Role: Scout 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 Medium Laser CT 3 G5]DE] - 3 6 9
Total Heat (Dissipation): 3 (10) .
Left Arm Right Arm
(6) (6]
Center
Torso
(4)
[¢]
[¢]
[¢] .
Quirks: Improved Communications, Improved Sensors, Narrow,/Low Left Right
§ . Torso Rear o Torso Rear
Profile, Rugged (1 Point)
(2) (2)
\, BV: 536 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure 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'tF 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator m
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right | 27
*|
1. Roll Again 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 § gym B. Roll Again Left Right =
. ro
v Leg Leg 204
1. ro (8) (8)
Gy . ¥
Left Torso 2. Fusion Engine Right Torso 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 Laser 3. Jump Jet
- - 16
1 3 4. Jump Jet 6. Roll Again 1 3 4. Jump Jet Heat Sinks: -
5. Roll Again 5. Roll Again ’I(j 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 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 ; - 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
o polnaen & oo 24  +4 Modifier to Fire e 10+
B. ROH Agam 6. RGI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O B
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
) l_ - 17  +3 Modifier to Fire O "
1. Hip game Dlabs 1. Hip 15 aM Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMDd'f'erz“PF'Ti 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

Standard Armor

Head (6)

Left Torso
(9)

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Ostscout OTT-7db Name:
Movement Points: Tonnage: 35 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Inner Sphere v — i
Running: 12 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 8 Role: Scout 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 Active Probe (Beagle) RT — [E] - - - 4
1 Medium Laser CT 3 G5[DE] - 3 6 9 Lot A Richt A
e rm 1 rm
Total Heat (Dissipation): 3 (10]) (8) g[ 8)
Center
Torso
(4)
[¢]
[¢]
fe) )
Quirks: Improved Communications, Improved Sensors, Narrow,/Low T Le: T n'g::
Profile, Rugged (1 Point] oree Rear o oree near
(2) (2)
\, BV: 610 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ 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'tF 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator m
5. Endo Steel 6. Life Support 5. Endo Steel 28
6. Endo Steel B. Endo Steel Left Right |27
*|
1. Roll Again Center Torso 1. Roll Again A;m A(r;m -
2. Roll Again 1. Fusion Engine 2. Roll Again (6] (6] 25
a4-8 2 gz:: 2ga?n 2. Fusiun Engine a4-8 ;.?; 20:: iga\n Center 24*
g gain 3. Fusion Engine - Holl Again Torso 23 *
5. Roll Again 1-3 4. Gyro 5. Roll Again 1) 2o
6. Roll Again 5. Gyro B. Roll Again .
Left Right 21
6. Gyro Leg Leg o
1. Gyro . (8] (8) 19
Left Torso 2. Fusion Engine Right Torso
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 Laser 3. Jump Jet
- - 16
1 3 4. Jump Jet 6. Roll Again 1 3 4. Jump Jet Heat Sinks: -
5. Endo Steel 5. [Active Probe (Beagle) 1 O 15
6. Endo Steel Engine Hits O O O 6. L Active Probe (Beagle) 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
Sensor Hits O O » BV
2. Roll Again ~ 2. Endo Steel 596  Shutdown. avoid on 10+ O 12
3. Roll Again Life Support O 3. Endo Steel 55 & Movement Point 0 1
46 4. Roll Again 4-6 4. Roll Again - viovernent Foints
: : 24 +4 Modifier to Fire O 10%
:' EOH ﬁgam 2 SGI: 298"1 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O B
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 P 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 F'_Pe
5. Endo Steel Damage Transfer 5. Endo Steel 1o -2 Movement F'qmts 2
6. Endo Steel Diagram 6. Endo Steel 8 1 nodhier 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.
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

ARMOR DIAGRAM

Standard Armor

Head (9)
Left Torso

(12)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Spector SPR-5F Name:
Movement Points: Tonnage: 35 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Inner Sphere v — i
Running: 11 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 7 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 245 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser LA 3 5|[DE] - 3 B 8
1 Large Laser RA 8 B8IDE] - 5 10 15 Left A Richt A
e rm 1 rm
1 ECM Suite [Guardian] RT [E] - - - 6 (12) ?12 )
1 Small Laser HD 1 3I[DE] - 1 2 3
Total Heat (Dissipation): 15 (22)
Left Right
Leg Center Leg
(16) Torso (16)
(5)
Left Right
T R T R
Quirks: Rugged (1 Point), Difficult to Maintain oreo Hear oreo Rear
(4) (4)
\, BV: 1,183 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ 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. Cockpit 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator 29
"9 4. Hand Actuator 5. S'ensors " 4, [Large Laser m
5. Medium Laser 6. Life Support 5. LLarge Laser 28
6. Medium Laser 6. Endo Steel Left Right 27
*|
1. Endo Steel Center Torso 1. Endo Steel A,:-,m A;m =
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel (6] (6] 25
3. Endo Steel 2. XL Fusion Engine 3. Endo Steel 24*
4-6 4. Endo Steel 3. XL Fusion Engine 4-6 4. Roll Again 534
5. Roll Again 1-3 4. Gyro 5. Roll Again 2o
6. Roll Again § gym 6. Roll Again Left Right =
. Gyro Leg Leg 204
1. Gyro (8) (8)
Left Torso 2. XL Fusion Engine Right Torso 197
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
4. | Double Heat Sink 6. Roll Again 4. | Double Heat Sink . .
13 9 13 Double Heat Sinks: h 16*
5. | Double Heat Sink 5. | Double Heat Sink 11 (22 15
6. L Double Heat Sink Engine Hits O O O 6. L Double Heat Sink Level* Effects (22) 14%
G\jl“D HitsQ O 30 Shutdown 134
1. J J 1. J J .
ump Jet Sensor Hits o o ump Jet 28 Ammo Exp, avoid on 8+ O O
2. Jump Jet 2. Jump Jet . O 12
Life S tO - i 26  Shutdown, avoid on 10+
4-6 3. Endo Steel ITé suppor 4-6 3. [ECM Suite (Guardian) 55 -5 Movement Points O 11
4. Endo Steel 4. LECM Suite (Guardian) 24 +4 Modifier to Fire O 10%
5. Roll Again 5. Endo Steel .
6 Roll A 6 Endos 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Endo Steel 22 Shutdown, avoid on 8+ O B
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 P 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 F'_Pe
5. Jump Jet Damage Transfer 5. Jump Jet 10 -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

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Reflective

Head (9)
Left Torso

(12)

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Spector SPR-6F Name:
Movement Points: Tonnage: 35 . _— .
) X Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Mixed v — i
Running: 12 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 8 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 280 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Imp. Heavy Medium LA 7 10[DEX] - 3 6B 89
Laser
X Left Arm Right Arm
1 Medium VSP Laser RA 7 9/7/5[PV] — 2 5 9 (12) (12)
1 Targeting Computer RT — [E] - - = =
(1S)
1 ER Small Laser (IS) HD 2 3|[DE] — 2 4 5
Total Heat (Dissipation): 23 (20) Left Right
Leg Center Leg
(16) Torso (16)
(5)
Left Right
T R T R
Quirks: Rugged (1 Point), Difficult to Maintain oreo Hear oreo Rear
(4) (4)
\, BV: 1.478 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ 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. Small Cockpit 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Sensors 13 3. Lower Arm Actuator 29
"2 4. Hand Actuator 5. ER Small Laser g4 [Medium VSP Laser m
5. [Imp. Heavy Medium Laser [Clan] 6. Endo Steel 5. LMedium VSP Laser 28
6. LImp. Heavy Medium Laser [Clan] 6. Endo Steel Left Right 27
*|
1. [Imp. Heavy Medium Laser [Clan] Center Torso 1. Endo Steel A;m A;m 26
2. LImp. Heavy Medium Laser [Clan] 1. XL Fusion Engine 2. Endo Steel (6] (6] 25
3. Endo Steel i i 3. Endo Steel 24*
46, cogosiee o pason Enaine 46, cooos
- 3. XL Fusion Engine - Endo Steel 23*
5. Reflective 1-3 4. Gyro 5. Reflective 2o
6. Reflective 5. Gyro B. Reflective .
. Left Right 21
6. Gyro Leg Leg o
1. Gyro (8] (8)
Left Torso 2. XL Fusion Engine Right Torso 197
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17 %
3. XL Fusion Engine 5. J Jet 3. XL Fusion Engine
1-3 4. Jump Jet B. JE:'; J:c 1-3 4. Jump Jet Double Heat Sinks: N 16
5. Jump Jet 5. Jump Jet ouble ea,l 0 ”;S 15
6. Endo Steel Engine Hits O O O 6. [Targeting Computer Level* Effects (20) 14%
i 30 Shutdown
1. Endo Steel G\jI“D H!tS o o 1. LTargeting Computer o8 A E id g+ O 13*
2. Endo Steel Sensor Hits O O 2. Endo Steel o @) 12
X ~ X "
Life Support O 26  Shutdown, avoid on 10
a 6 3. Reflective PP a 6 3. Reflective o5 .5 Movement Points O 11
4. Reflective 4. Reflective 24 +4 Modifier to Fire O 10%
5. Reflective 5. Reflective .
6 Rol A 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O B
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
) l_ - 17  +3 Modifier to Fire O "
1. Hip game Dlabs 1. Hip 15 aM Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 8 1 nodhier to fire 1
-1 Movement Points
\ /7 '\ /| o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (8)

Left Torso
(10)

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Assassin ASN-23 Name:
Movement Points: Tonnage: 40 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Inner Sphere v — i
Running: 11 Rules Level: Standard HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 7 Role: Striker 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 Medium Pulse Laser RA 4 B[P] - 2 4 B
1 LRM5 RT 2 1/Msl[MCS] 6 7 14 21
. Left Arm Right Arm
w/ Artemis IV (6) (6)
Total Heat (Dissipation): 6 (10)
Center
Torso
(4)
[¢]
[¢]
Ammo: (LRM 5 Artemis) 24 o
. N . . Left Right
Quirks: Easy to Maintain, Cramped Cockpit, Non-Standard Parts, Poor Life
Torso Rear o Torso Rear
Support
(2) (2)
\, Bv: 740 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (10) Right Torso (10) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"9 4. Hand Actuator 5. S'ensors "2 4. Medium Pulse Laser m
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right | 27
*|
1. Roll Again 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 o
1. Gyro . (10) (10) -
Left Torso 2. Fusion Engine Right Torso 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. Jump Jet 3. Jump Jet
- - - 16
1 3 4. Roll Again 6. Roll Again 1 3 4. LRM5 Heat Sinks: -
5. Roll Again 5. Artemis IV FCS ’I(j 15
6. Roll Again Engine Hits O O O 6. Ammo (LRM 5 Artemis) 24 Level* Effects 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 ; - 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 593 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again b, ave @) 9
9 9 22 Shutdown, avoid on 8+ O B
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
) l_ - 17  +3 Modifier to Fire O "
1. Hip game Dlabs 1. Hip 15 aM Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMDd'f'erz“PF'Ti 1
-1 Movement Points
\ / '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Stealth

Head (9)

Left Torso

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Assassin ASN-109 Name:
Movement Points: Tonnage: 40 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Inner Sphere v —— 9
Running: 11 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 7 Role: Scout Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 280 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Light PPC RA 5 5][DE] 3 6 12 18
1 SAM 2 (0S) LT 2 2/MsIMCS] — 3 6 9 )
Left Arm Right Arm
1 MML5 RT 3 [MCS] (1) (11)
LRM 1/Msl 6 7 14 21
SRM 2/Msl - 3 6 9
1 Angel ECM Suite HD — [E] — 6
Total Heat (Dissipation): 10 (20) Left Right
Leg Center Leg
(19) Torso (19)
(5)
Ammo: (MML 5/LRM] 24, (MML 5,/SRM) 20 _
Quirks: Easy to Maintain, Cramped Cockpit, Non-Standard Parts, Poor Life Lefe Right
Torso Rear Torso Rear
Support
(5) (5)
\, BV: 1,158 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure 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. Small Cockpit 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Sensors i 13 3. Lower Arm Actuator 29
"3 4. Hand Actuator 5. [A“98| ECM Suite g [Light PPC -
5. Stealth 6.LAngel ECM Suite 5. LLight PPC 28
B. Stealth B. Stealth Left Right | 27
*|
1. Roll Again Center Torso 1. Stealth A,:-,m A;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 2o
6. Roll Again § gym B. Roll Again Left Right =
. ro
v Leg Leg 204
1. Gyro . (10) (10) -
Left Torso (CASE ) 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18%
2. XL Fusion Engine 4'6 4. XL Fusion Engine 2. XL Fusion Engine 17 %
3. XL Fusion Engine 5. Jump Jet 3. XL Fusion Engine
1-3 4. Jump Jet 6. Roll Again 1-3 4. Jump Jet . . \ 16
9 Double Heat Sinks: *
5. Jump Jet 5. Jump Jet 10 ED] 15
6. Jump Jet Engine Hits O O O 6. Jump Jet Level* Effects ( 14+
G\jl“D HitsQ O 30 Shutdown 134
1. SRM 2 (-0S) i 1. MML 5 28 Ammo Exp, avoid on 8+ O
2. Ammo (MML 5/SRM) 20 Sensor Hits O O 2. | MML5 o6 Shutdownp'avuid on 10+ O 12
3. Ammo (MML 5/LRM) 24 Life Support O 3. MML5 55 & Moverment Points 0 11
4-6 4. CASEIl 4-6 4. Stealth o X
24 +4 Modifier to Fire O 10%
5. Stealth 5. Stealth .
6 Steatth 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- Stealt - Roll Again 22 Shutdown, avoid on 8+ O B
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 F'_Pe
5. Stealth Damage Transfer 5. Stealth 1o -2 Movement F'qmts 2
6. Stealth Diagram 6. Stealth 8 1 nodhier to fire 1
-1 Movement Points
\ / '\ / | o
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ARMOR DIAGRAM

Standard Armor

Head (9)
Left Torso

(6)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ "/ \

'MECH DATA \ WARRIOR DATA
Type: Cicada CDA-2A Name:

Movement Points: Tonnage: 40 . _— .

Gi Skill: Piloting Skill:

Walking: 8 Tech Base: Inner Sphere unnery Sl Floting =K

Running: 12 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6

Jumping: 0 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead

Engine Type: 320 Fusion p
Weapons & Equipment Inventory (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng

1 Medium Laser LT 3 5I[DE] - 3 B 8

1 Medium Laser RT 3 5][DE] - 3 B 89 Left A Right A

1 Small Laser CT 1 3[Dg - 1 2 3 G A

Total Heat (Dissipation): 7 (10)

Left
Leg
(6)

Right
Leg
(6]

Center
Torso

(6)

Left Right
. . Torso Rear Torso Rear
Quirks: No/Minimal Arms (4] (3

\ BV: 659 INTERNAL STRUCTURE DIAGRAM

\ /

/, N\ Standard Structure Heat
CRITICAL TABLE \ dons Scale

Head Left Torso (10) Right Torso (10) Overfiow
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. Roll Again 4. Roll Again 3. Roll Again 59
1-3 4 g Again 5. Sensors 1-3 4 ko Again
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right 27
1. Roll Again Center Torso 1. Roll Again A;m A;m 26~
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 13 3. Fusion Engine 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 (10) (10
Left Torso 2. Fusion Engine Right Torso 197
1. Medium Laser 3. Fusion Engine 1. Medium Laser 18*
2. Roll Again 4-6 4. Fusion Engine 2. Roll Again 17
3. Roll Again 5. Small Laser 3. Roll Again
1-3 4. Roll Again 6. Roll Again 1-3 4. Roll Again Heat Sinks: N 18
5. Roll Again 5. Roll Again 10 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 14*
Gyro Hits 30 Shutdown *
i Sensor 2 9O e 2 smotp oo Q| 2
3. Rol Agam Life Support O 3. Rol Agam 26 Shutdown, avoid on 10+ o
4_6 4' Rall Ag 4_6 4' Rol Ag 25 -5 Movement Points O 11
. Roll Again - Roll 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+ O [}
1. Hip g e 1. Hip 17 +3 Modifier to FI.F’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 F'_Pe 3
5. Roll Again Damage Transfer 5. Roll Again 180 iMlvchZ?en: PE_'”tS 2
6. Roll Again Diagram 6. Roll Again A 3 'n'jerntﬂp 'i:i 1
\ / '\ ovement Foints / | o
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BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Cicada CDA-4A Name:
Movement Points: Tonnage: 40 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Inner Sphere v — i
Running: 12 [16] Rules Level: Advanced HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 320 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium VSP Laser LT 7 9/7/5[PV] — 2 5 9
1 Medium VSP Laser RT 7 9/7/5[PV] — 2 5 9
1 Medium CT 6 B[P - 3 6B 89
Re-engineered Laser
Total Heat (Dissipation): 20 (20)
Leg Center Leg
(20) Torso (20)
(8)
Left Right
T R T R
Quirks: No/Minimal Arms oreo Hear oreo Hear
(5) (5)
\, BV: 1,097 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (10) Right Torso (10) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30%
q.g & Endosies 4. Ferro-Fibrous q.g & Endosteel 59
™2 4. Endo Steel 5. Sensors ™2 4. Endo Steel -
5. Endo Steel 6. Life Support 5. Endo Steel 28
6. Endo Steel B. Endo Steel Left Right |27
*|
1. Endo Steel Center Torso 1. Endo Steel A,:-,m A;m =
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel (6] (6] 25
a4-8 3. Endo Steel 2. XL Fusion Engine a4-8 3. Endo Steel 24*
" 4. FerroFibrous 3. XL Fusion Engine " 4. FerroFibrous 23*
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous
. " 22 %
6. Ferro-Fibrous 5. Gyro B. Ferro-Fibrous .
Left Right 21
6. Gyro L
eg Leg 507
1. Gyro _ (10) (10 -
Left Torso 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17 %
13 3. XL Fusion Engine 5. [Medium Re-engineered Laser 13 3. XL Fusion Engine \\ 16
4. [Medium VSP Laser 6. L Medium Re-engineered Laser 4. [Med?um VSP Laser Double Heat Sinks: e
5. L Medium VSP Laser 5. LMedium VSP Laser 10 ED]
6. Ferro-Fibrous Engine Hits o o o 6. Supercharger Level* Effects [ 14*
i 30 Shutdown
1. Ferro-Fibrous G\jI“D H!ts o o 1. Ferro-Fibrous 28 Ammo Exp, avoid on 8+ O 137
2. Ferro-Fibrous S_EI'ISDI" HitsQ O 2. Ferro-Fibrous 56  Shutdown IavDid on 10+ O 12
3. Ferro-Fibrous Life SUPPOT‘t o 3. Ferro-Fibrous o5 5 Movemént Points O 11
46 4. Roll Again 4-6 4. Roll Again - )
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 O 9
9 9 22 Shutdown, avoid on 8+ O B
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
) l_ - 17  +3 Modifier to Fire O "
1. Hip game Dlabs 1. Hip 15 aM Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe
5. Roll Again Damage Transfer 5. Roll Again 180 quMDVZ?EHE PE_'”tS 2
6. Roll Again Diagram 6. Roll Again A odmer tﬂp 'Ti 1
-1 Movement Points
\ /7 '\ /| o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)
Left Torso

(6)

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Clint CLNT-2-3T Name:
Movement Points: Tonnage: 40 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
Running: 9 Rules Level: Introductory HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 6 Role: Striker 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
1 AC/5 RA 1 5[DBS] 3 6 12 18
1 Medium Laser LT 3 ©5I[DE] - 3 B 89 .
X Left Arm Right Arm
1 Medium Laser CT 3 5]|DE] - 3 6 9 (6) (8)
Total Heat (Dissipation): 7 (10)
Left Right
Leg Center Leg
Torso
Ammao: (AC/5) 20
. . . . . Left Right
Quirks: Improved Targeting (Long), Improved Targeting (Medium), Difficult
. . Torso Rear Torso Rear
to Maintain, Exposed Actuators, Non-Standard Parts (4) (4]
\, Bv: 770 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (10) Right Torso (10) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
™2 4. Hand Actuator 5. Sensors ™2 a.[ac/s -
5. Roll Again 6. Life Support 5.| ac/5 28
6. Roll Again 6.{Ac/5 Left Right 27
*|
1. Roll Again Center Torso 1.LAC/5 A;m A;m -
2. Roll Again 1. Fusion Engine 2. Roll Again (6] (6] 25
a4-8 3. Roll Again 2. Fusion Engine a4-8 3. Roll Again Center 24*
"O 4. Roll Again 3. Fusion Engine " 4. Roll Again Torso 53%
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 204
1. Gyro _ (10) (10 -
Left Torso 2. Fusion Engine Right Torso 19
1. Jump Jet 3. Fusion Engine 1. Heat Sink 18*
2. Medium Laser 4-6 4. Fusion Engine 2. Jump Jet 17
3. Roll Again 5. Medium Laser 3. Ammo (AC/5) 20
1-3 4. Roll Again 6. Roll Again 1-3 4. Roll Again s 16
) 9 Heat Sinks: 15+
5. Roll Again 5. Roll Again 10
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 134
1. Roll Again S Hits O O 1. Roll Again 28 Ammo Exp, avoid on 8+ O
2. Roll Again ensor Hits 2. Roll Again . O 12
Life Suppor‘t (o) 2 RolA 26  Shutdown, avoid on 10+
4_6 2 EOH ﬁgam 4_6 4' RO | Agam 25 -5 Movement Points O 11
o o o o 24  +4 Modifier to Fire e 10*
B. ROH Agam 6. RGI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O B
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 P 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 F'_Pe
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement F'qnts 2
6. Jump Jet Diagram 6. Jump Jet 8  +1 Modifier to Fllre 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

Reflective

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Clint CLNT-3-4T Name:
Movement Points: Tonnage: 40 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
Running: 9 Rules Level: Advanced HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 6 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 240 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LB5-XAC RA 1 S5[DBC/F/S] 3 7 14 21
1 Medium X-Pulse Laser LT 6 B][P] - 3 6B 9
1 Medium X-Pulse Laser CT 6 B][P] - 3 6 89
Total Heat (Dissipation): 13 (20)
Leg Center Leg
Torso
Ammo: (LB 5-X) 20 .
Quirks: Improved Targeting (Long), Improved Targeting (Medium), Difficult T Le: T n'g::
to Maintain, Exposed Actuators, Non-Standard Parts ors[o4 )ear ors(o4 ]ear
\, BV: 115/ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (10) Right Torso (10) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
™2 4. Hand Actuator 5. Sensors ™2 4 LB5XAC -
5. Roll Again 6. Life Support 5. [ LB 5X AC 28
6. Roll Again 6.| LB5-X AC Left Right | 27
*|
1. Roll Again Center Torso 1.[LB5-XAC A,:-,m A;m =
2. Roll Again 1. XL Fusion Engine 2.lLesxAC (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 2o
6. Roll Again 5. Gyro 6. Roll Again Left Right =
6. Gyro Leg Leg o
1. Gyro (10) (10
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. Medium X-Pulse L. 3. XL Fusion Engine
1-3 4. Jump Jet 6. p,j‘ :;:in v Teser 1-3 4. [ Double Heat Sink Double Heat Sinks: N 18
5. Medium X-Pulse Laser 5. | Double Heat Sink 10 ED' 15
6. Reflective Engine Hits O O O 6. L Double Heat Sink Level* Effects (20) 14%
G\jl“D HitsQ O 30 Shutdown 134
1. Refl 1. J J .
2 Rzﬂzzz:zz Sensor Hits O O 2 Al:mpo FLtB 5-X) 20 28 Ammo Exp, avoid on 8+ Q 12
: ; : 26  Shutdown, avoid on 10+ @)
3. Reflective Life Support O 3. CASEll - 1
4_6 4 Ref 4_6 4 Ref 25 -5 Movement Points O
- Heflectve - Heflectve 24  +4 Modifier to Fire @) 10*
5. Reflective 5. Reflective .
6 Rofl 6 Rof 23 Ammo Exp, avoid on 6+ O 9
- Reflective - Reflective 22  Shutdown, avoid on 8+ O B
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 P 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 F'_Pe
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement F'qnts 2
6. Jump Jet Diagram 6. Jump Jet 8  +1 Modifier to Fllre 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

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Hermes Il HER-25 Name:
Movement Points: Tonnage: 40 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
Running: 9 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 0 Role: Scout 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
1 Flamer LA 3 2[DEHAI - 1 2 3
1 Medium Laser RA 3 5][DE] - 3 B 89
1 AC/5 RT 1 5[DBS] 3 6 12 18
Total Heat (Dissipation): 7 (10)
Leg Center Leg
(14) Torso (14)
(8)
Ammo: (AG/5) 20 . "Ef; . “igf:
Quirks: Easy to Maintain, Improved Communications ors[os )ear ors(os ]ear
\, Bv: 784 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (10) Right Torso (10) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"2 4. Flamer 5. S'ensors "2 4. Hand Actuator m
5. Roll Again 6. Life Support 5. Medium Laser 28
6. Roll Again 6. Roll Again Left Right | 27
*|
1. Roll Again 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 o
1. Gyro (10) (10)
Left Torso 2. Fusion Engine Right Torso 197
1. Heat Sink 3. Fusion Engine 1.[AC/5 18*
2. Ammo (AC/5) 20 46 , L.on Engine 2.[ac/s 17+
3. Roll Again 5. Roll Again 3.| AC/5
- : - 16
1-3 4. Roll Again 6. Roll Again 13 4.LAC/5 Heat Sinks: |
5. Roll Again 5. Roll Again ’I(j 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 134
1. Roll A 1. Roll A h
0% Again Sensor Hits O O 0% Again 28 Ammo Exp, avoid on 8+ ©)
2. Roll Again ~ 2. Roll Again 596  Shutdown. avoid on 10+ O 12
3. Roll Again Life SUPPOT‘t o 3. Roll Again ' . 11
4_6 4 Roll A 4_6 4 RolA 25 -5 Movement Points O
- mongen - ot 24  +4 Modifier to Fire @) 10*
:' EOH ﬁgam 2 SGI: 298"1 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O B
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 P 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 F'_Pe
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 8  +1 Modifier to Fire 1
\ / \\ 5 -1 Movement Points / o

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

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Hermes Il HER-7A Name:
Movement Points: Tonnage: 40 . _— .
) X Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Mixed v — i
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 240 Light p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Flamer LA 3 2[DEHAI - 1 2 3
1 Medium X-Pulse Laser RA 6 B[P] - 3 6B 9
1 Ultra AC/10 (C) RT 3 10/Sht - 6 12 18
[DBR/C]
Total Heat (Dissipation): 12 (20)
Leg Center Leg
(14) Torso (14)
(8)
Ammo: (Uttra AG/10) 30 . "Ef; . “igf:
Quirks: Easy to Maintain, Improved Communications ors[os )ear ors(os ]ear
\, Bv: 1,121 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. Endo Steel 13 3. Lower Arm Actuator 29
"2 4. Flamer 5. S'ensors "2 4. Hand Actuator m
5. Roll Again 6. Life Support 5. Medium X-Pulse Laser 28
6. Roll Again 6. Roll Again Left Right | 27
*|
1. Roll Again Center Torso 1. Roll Again A;m A;m 26
2. Roll Again 1. Light Fusion Engine 2. Roll Again (8) (8) 25"
3. Roll Again i - i 3. Roll Again 24%
4-6 o AQ ' 2. L!ght Fus!on Eng!ne 4-6 % ol AQ
- noll Again 3. Light Fusion Engine - Roll Again 23*
5. Roll Again 1-3 4. XL Gyro 5. Roll Again 2o
6. Roll Again 5. XL Gyro B. Roll Again .
6 XL Guro Left Right 21
. v Leg Leg 20
1. XLGyro (10) (10)
Left Torso 2. XLGyro Right Torso [CASE ) 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 %
3. [ Double Heat Sink 5. Light Fusion Engine 3. [Ultra AC/10 [Clan] _
1-3 4. | Double Heat Sink 6. Light Fusion Engine 1-3 4. | Uitra AC/10 [Clan] EA A s N |18
g g Double Heat Sinks: *
5. L Double Heat Sink 5. | Ultra AC/10 [Clan] 10 120 15
6. Endo Steel Engine Hits O O O 6. Luitra Ac/10 [Clan] Level* Effects (20) 14%
i 30 Shutdown
1. Endo Steel Gyro Hits oo 1. Ammo (Ultra AC/10) 10 . O 13*
Sensor Hits o o 28 Ammo Exp, avoid on 8+
2. Endo Steel Life S +O 2. Ammo (Ultra AC/10) 10 56  Shutdown. avoid on 10+ O 12
3. Endo Steel ITe suppor 3. Ammo (Ultra AC/10) 10 ' .
46 4 Endosieel 46 ;5 chse 25 -5 Movement Points O 1
: : 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 B
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 P 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 F'_Pe
5. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qmts 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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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (8)
Left Torso

(8)

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Vulcan VL-2T Name:
Movement Points: Tonnage: 40 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
Running: 9 Rules Level: Introductory HitsTaken | 1 | 2 | 3 5| 6
Jumping: 6 Role: Scout 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
1 Machine Gun LA — 2[DBAI] - 1 2 3
1 Flamer RA 3 2[DEHAI - 1 2 3 Left A Right A
t
1 Medium Laser LT 3 5[DE - 3 6 9 B S
1 AC/2 RT 1 2[DBS] 4 8 16 24
Total Heat (Dissipation): 7 (10)
Left Right
Leg Center Leg
Torso
Amma: [AC/2] 45, [MG) 200 . "Ef; . “igf:
Quirks: Narrow,/ Low Profile oreo Hear oreo Rear
(4) (4)
\, Bv: 842 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (10) Right Torso (10) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"2 4. Machine Gun 5. S'ensors "2 4. Flamer m
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right | 27
*|
1. Roll Again 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 i i 3. Roll Again Center 24%
4-6 a ROHAQ ' 2. Fus!un Eng!ne 4-6 % ol AQ ente
g gain 3. Fusion Engine - Roll Again Torso 53%
5. Roll Again 1-3 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro B. Roll Again Left Right =
6. Gyro Leg Leg o
1. Gyro . (10) (10) -
Left Torso 2. Fusion Engine Right Torso 19
1. Jump Jet 3. Fusion Engine 1. Heat Sink 18*
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet 17
3. Medium Laser 5. Jump Jet 3. Jump Jet
- - 16
1-3 4 Ammo (MG) 200 6. Jump Jet 13, Ac/2 Heat Sinks: -
5. Roll Again 5. Ammo (AC/2) 45 ’I(j 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 134
1. Roll A 1. Roll A h
0% Again Sensor Hits O O 0% Again 28 Ammo Exp, avoid on 8+ ©)
2. Roll Again ~ 2. Roll Again 596  Shutdown. avoid on 10+ O 12
3. Roll Again Life SUPPOT‘t o 3. Roll Again ' . 11
4_6 4 Roll A 4_6 4 RolA 25 -5 Movement Points O
- mongen - ot 24  +4 Modifier to Fire @) 10*
:' EOH ﬁgam 2 SGI: 298"1 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O B
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 P 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 F'_Pe
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 8  +1 Modifier to Fire 1
\ / \\ 5 -1 Movement Points / o

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

MECH DATA \

BATTLEMECH RECORD SHEET

RRIOR DATA \

ARMOR DIAGRAM

Standard Armor

Head (8)
Left Torso

(8)

Right Torso

/4 /4
N
Type: Vulcan VT-5M Name:
Movement Points: Tonnage: 40 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 6 Role: Striker 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
1 Machine Gun LA — 2[DBAI] - 1 2 3
1 Flamer RA 3 2[DEHAI - 1 2 3 Left A Right A
t
1 Medium Pulse Laser LT 4 B[P - 2 4 B e( [ )rm Ig[ 6) "
1 Large Pulse Laser RT 10 9[P] - 3 7 10
Total Heat (Dissipation): 17 (22)
Left Right
Leg Center Leg
Torso
Ammo: (MG) 200 . "Ef; . “igf:
Quirks: Narrow,/ Low Profile oreo Hear oreo Rear
(4) (4)
\, Bv: 811 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (10) Right Torso (10) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
™2 4.[Double Heat Sink 5. Sensors ™ 4. [ Double Heat Sink -
5. | Double Heat Sink 6. Life Support 5. | Double Heat Sink 28
6. L Double Heat Sink 6. L Double Heat Sink Left Right 27
*|
1. Machine Gun Center Torso 1. Flamer A,:-,m A;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 o
1. Gyro . (10) (10) -
Left Torso 2. Fusion Engine Right Torso 19
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet 17
3. Medium Pulse Laser 5. Jump Jet 3. [Large Pulse Laser
1-3 4. Ammo (MG) 200 6. Jump Jet 1-3 4. LLarge Pulse Laser Double Heat Sinks: N 16
5. Endo Steel 5. Endo Steel 11 (2] 157
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 h
2. Endo SE:Z\ Sensor Hits O O 2. Endo sz:; 28 £mmo B, awidon B+ Q0 12
: ; : 26  Shutdown, avoid on 10+ @)
3. Endo Steel Life Support O 3. Endo Steel - 1
a4-6 4 Endo Stecl 4-6 4 Endo Steel 25 -5 Movement Points O
» Endo Stee - bndo Stee 24  +4 Modifier to Fire @) 10*
5. Endo Steel 5. Endo Steel
B. Roll A 6. Roll A 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O B
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 P 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 F'_Pe
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMDd'f'erz“PF'Ti 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

(12)

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Whitworth WTH-1 Name:
Movement Points: Tonnage: 40 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 5| 6
Jumping: 4 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 160 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 Medium Laser RA 3 5][DE] - 3 B 89 i
Left Arm Right Arm
1 LRM10 LT 4 1/MsI[MCS] 8 7 14 21 (12) 112)
1 LRM 10 RT 4 1/Msl[MCS] 6 7 14 21
1 Medium Laser HD 3 5][DE] - 3 6B 89
Total Heat (Dissipation): 17 (10)
Left Right
Leg Center Leg
Torso
Ammo: (LRM 10) 24 . "Ef; . “igf:
Quirks: Rugged (1 Point), Weak Legs oreo Rear oree Rear
(6) (86)
\, Bv: 982 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure 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. COCk_P't 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Medium Laser 13 3. Lower Arm Actuator 29
"9 4. Medium Laser 5. S'ensors "2 4. Medium Laser m
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right | 27
*|
1. Roll Again Center Torso 1. Roll Again A;m A(r;m -
2. Roll Again 1. Fusion Engine 2. Roll Again (6] (6] 25
a4-8 3. Roll Again 2. Fusion Engine a4-8 3. Roll Again Center 24*
"O 4. Roll Again 3. Fusion Engine " 4. Roll Again Torso 53%
5. Roll Again 1-3 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro 6. Roll Again .
6. sz tEﬂ: F:ght 21
©9 cs 20
1. Gyro _ (10) (10 —
Left Torso 2. Fusion Engine Right Torso
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17
3. [LRM 10 5. Roll Again 3. [LRM 10
- - 16
1 3 4.LLRM 10 6. Roll Again 1 3 4.LLRM 10 Heat Sinks: -
5. Ammo (LRM 10) 12 5. Ammo (LRM 10) 12 1 O 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 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 ; - 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 593 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again b, ave @) 9
9 9 22 Shutdown, avoid on 8+ O B
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
) l_ - 17  +3 Modifier to Fire O "
1. Hip game Dlabs 1. Hip 15 aM Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement F'qnts 2
6. Jump Jet Diagram 6. Jump Jet g 4;1MMDd|f|er zUPFI‘F?: 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

ARMOR DIAGRAM

Standard Armor

Head (9)
Left Torso

(12)

Right Torso

BATTLEMECH RECORD SHEET
/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Whitworth WTH-1S Name:
Movement Points: Tonnage: 40 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 5| 6
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 160 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 Medium Laser RA 3 5][DE] - 3 6B 9 Left A Richt A
e rm 1 rm
1 SRMB LT 4 2/MsI[MCS] — 3 6 9 t12) 112
1 SRM 6 RT 4 2/MsIMCS] — 3 6 9
1 Medium Laser HD 3 5][DE] - 3 6B 89
Total Heat (Dissipation): 17 (14)
Left Right
Leg Center Leg
Torso
Ammo: (SRM 6] 30 . "Ef; . “igf:
Quirks: Rugged (1 Point), Weak Legs oreo Rear oree Rear
(6) (8)
\, Bv: 817 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure 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. COCk_P't 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Medium Laser 13 3. Lower Arm Actuator 29
"9 4. Medium Laser 5. S'ensors "2 4. Medium Laser m
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right | 27
*|
1. Roll Again 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 Center 24*
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again Torso 53%
5. Roll Again 1-3 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro B. Roll Again Left Right =
6. Gyro Leg Leg o
1. Gyro (10) (10
Left Torso 2. Fusion Engine Right Torso 197
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17
3. Heat Sink 5. Heat Sink 3. Heat Sink
- - 16
1-3 4. SRM 6 6. Heat Sink 1-3 4. SRM 6 Heat Sinks:
5.lsRm 6 5.lsRm 6 14 157
6. Ammo (SRM B) 15 Engine Hits O O O 6. Ammo (SRM 6) 15 Level* Effects 14+
G\jl“D HitsQ O 30 Shutdown 134
1. Roll Again . 1. Roll Again .
2. Rol Again Sensor Hits O O 2. Roll Again 28 £mmo B, awidon B+ 9 12
: 9 Life Support O : g 26  Shutdown, avoid on 10+ 0]@)
4-6 3. Roll Again 4-6 3. Roll Again o5 .5 Movement Points O O 11
4. Roll Again 4. Roll Again e X
: : 24 +4 Modifier to Fire (o]e) 10%
5. Roll Again 5. Roll Again
B. Roll A 6. Roll A 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O B
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 T
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 F'_Pe
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement F'qmts 2
6. Jump Jet Diagram 6. Jump Jet g 4;1MMDd|fler‘ zuPFllret 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

Standard Armor

Head (8)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Dervish DV-BM Name: 000
Movement Points: Tonnage: 55 . _— . 000
A G Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere unnerySidlt - Filoting =k 000
Running: 8 Rules Level: Introductory HitsTaken [ 1 | 2 | 3 5 | 6 [l eiNe]
Jumping: 5 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead O O O
Engine Type: 275 Fusion 7 O O O
Weapons & Equipment Inventory (hexes) 00
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 SRM2 LA 2 2/MsI[MCS] — 3 6 9 Left A Right A
t
1 Medium Laser RA 3 S5[DE - 3 6 @9 o) Tioy
1 SAM2 RA 2 2/MsI[MCS] — 3 B 9
1 LRM 10 LT 4 1/Msl[MCS] 6 7 14 21
1 LRM 10 RT 4 1/Msl[MCS] 6 7 14 21
Total Heat (Dissipation): 18 (10)
Leg
Ammo: (LRM 10) 24, (SRM 2) 100 . "Ef; . “igf:
Quirks: Easy to Maintain, Hyper-Extending Actuators ors[o4 )ear ors(o4 ]ear
\, BV: 1,148 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (13 Right Torso (13) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"9 4. Medium Laser 5. S'ensors "2 4. Medium Laser m
5. SRM 2 6. Life Support 5. SRM 2 28
6. Ammo (SRM 2) 50 6. Ammo (SRM 2) 50 Left Right |27
*|
1. Roll Again Center Torso 1. Roll Again A;m A;m -
2. Roll Again 1. Fusion Engine 2. Roll Again (9 (2] 25
3. Roll Again 2. Fusion Engine 3. Roll Again Center 24*
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again Torso 53%
5. Roll Again 1-3 4. Gyro 5. Roll Again (18) 2o
6. Roll Again 5. Gyro B. Roll Again .
. Left Right 21
6. Gyro Leg Leg 20*
1. Gyro (13) (13)
Left Torso 2. Fusion Engine Right Torso 197
1. [LRM 10 3. Fusion Engine 1. [LRM 10 18%
2.LLRM 10 4-6 4. Fusion Engine 2.LLRMm 10 17
3. Ammo (LRM 10) 12 5. Jump Jet 3. Ammo (LRM 10) 12
1-3 4. Roll Again 6. Roll Again 1-3 4. Roll Again s 16
9 Heat Sinks: *
5. Roll Again 5. Roll Again 10 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 134
1. Roll A 1. Roll A h
0% Again Sensor Hits O O 0% Again 28 Ammo Exp, avoid on 8+ ©)
2. Roll Again ~ 2. Roll Again 596  Shutdown. avoid on 10+ O 12
3. Roll Again Life SUPPOT‘t o 3. Roll Again ' . 11
4_6 4 Roll A 4_6 4 RolA 25 -5 Movement Points O
- mongen - ot 24  +4 Modifier to Fire @) 10*
:' EOH ﬁgam 2 SGI: 298"1 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O B
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 P 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 EOPF'_Pi
5. Jump Jet Damage Transfer 5. Jump Jet g -+1 ’\ons:.went ;:J.m s 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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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Dervish DV-7D Name:
Movement Points: Tonnage: 55 . _— .
) 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: Missile Boat Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 275 Fusion p
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 Streak SRM 2 LA 2 2/MsIMC] — 3 6 9 Left A Right A
t
1 Medium Laser RA 3 5[DE] - 3 B8 9 1) sy
1 Streak SRM 2 RA 2 2/MsilMC] — 3 B 9
1 LRM 10 LT 4 1/Msl[MCS] 6 7 14 21
1 LRM 10 RT 4 1/Msl[MCS] 6 7 14 21
Total Heat (Dissipation): 18 (20) Left Right
Leg Center Leg
(17) Torso (17)
(5)
Amma: (LRM 10) 24, (Streak SRM 2) 100 . "Ef; . “igf:
Quirks: Easy to Maintain, Hyper-Extending Actuators ors[os )ear ors(os ]ear
\, Bv: 1.412 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (13 Right Torso (13) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"2 4. Medium Laser 5. S'ensors "2 4. Medium Laser m
5. Streak SRM 2 6. Life Support 5. Streak SRM 2 28
6. Ferro-Fibrous 6. Ferro-Fibrous Left Right 27
*|
1. Ferro-Fibrous Center Torso 1. FerroFibrous A;m A;m =
2. Ferro-Fibrous 1. Fusion Engine 2. Ferro-Fibrous (9 (2] 25
3. FerroFibrous 2. Fusion Engine 3. Ferro-Fibrous 24*
4-6 4. Ferro-Fibrous 3. Fusion Engine 4-6 4. Ferro-Fibrous 23*
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous 2o
6. Ferro-Fibrous 5. Gyro B. Ferro-Fibrous .
. Left Right 21
6. Gyro Leg Leg o
1. Gyro (13) (13)
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) 19*
1. [LRM 10 3. Fusion Engine 1. [LRM 10 18%
2.LLRM 10 4-6 4. Fusion Engine 2.LLRMm 10 17
13 3. Ammo (LRM 10) 12 5. Jump Jet 13 3. Ammo (LRM 10) 12 \ [
:. gzggo (Streak SRM 2) 50 6. Endo Steel : ér:srgo (Streak SRM 2) 50 Double Heat Sinks: pre
6. Endo Steel Engine Hits O O O 6. Endo Steel Level* Effects 10(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, awidon B+ Q 12
: ; : 26  Shutdown, avoid on 10+ @)
3. Endo Steel Life Support O 3. Endo Steel 55 & Movement Point 0 1
4-6 4 codostce 4-6 4 cdosicel o Mlovermnent roints
’ ’ 24  +4 Modifier to Fire O 10*
5. Endo Steel 5. Endo Steel
B. Roll A 6. Endo S 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Endo Steel 22 Shutdown, avoid on 8+ O B
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 P 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 F'_Pe
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement F'qnts 2
6. Jump Jet Diagram 6. Jump Jet 8  +1 Modifier to Fllre 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

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Hoplite HOP-4D Name: 8
Movement Points: Tonnage: 55 Gunnerv Skill: Piloting Skill: o
Walking: 4 Tech Base: Inner Sphere Y o 9 . [e)
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 8
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead 1)
Engine Type: 220 Fusion / ®)
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LBRM5 LA 2 1/Msl[MCS] B 7 14 21
1 LB10-XAC RA 2 10 — B 12 18
Left Arm Right Arm
[DB.C/F/S] (18) (18)
Total Heat (Dissipation): 4 (16)
Left Right
Leg Center Leg
(26) Torso (26)
(9]
Ammo: (LB 10X) 10, (LB 10X Cluster] 10, (LRM 5) 24 . "Ef; . “igf:
Quirks: No/Minimal Arms orse Hear orse Rear
(8) (8)
\, Bv: 1.022 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (13 Right Torso (13) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30%
1.3 & LAMS 4. Roll Again 1.3 3[B10%AC 59
™2 4. Roll Again 5. Sensors ™2 4B 10XAC -
5. Roll Again 6. Life Support 5.[ LB 10X AC 28
6. Roll Again 6.|LB 10X AC Left Right | 27
*|
1. Roll Again Center Torso 1.{LB10-XAC A;m A;m =
2. Roll Again 1. Fusion Engine 2.lLe10xAC (9 (2] 25
3. Roll Again 2. Fusion Engine 3. Roll Again Center 24*
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again Torso 53%
5. Roll Again 1-3 4. Gyro 5. Roll Again (18) 2o
6. Roll Again 5. Gyro B. Roll Again .
. Left Right 21
6. Gyro Leg Leg o
1. Gyro (13) (13)
Left Torso 2. Fusion Engine Right Torso 197
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17
3. Roll Again 5. Ammo (LRM 5) 24 3. Ammo (LB 10-X) 10 16
1-3 4. Roll Again 6. Roll Again 1-3 4. Ammo (LB 10-X Cluster) 10 Heat Sinks:
5. Roll Again 5. Roll Again 1 8 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 14*
G\jl“D Hits o o 30 Shutdown 134
1. Roll Again . 1. Roll Again .
2. Rol Again Sensor Hits O O 2. Roll Again 28 £mmo B, awidon B+ 9 12
: 9 Life Support O : g 26  Shutdown, avoid on 10+ ole)
a4-6 2 EOH ﬁgam 4-6 2 EO:: 298"1 25 -5 Movement Paints O O 11
- HolAgain - rolAgain 24  +4 Modifier to Fire 00 10*
5. Roll Again 5. Roll Again
. : 23 Ammo Exp, avoid on 6+ O O 9
6. Roll Again 6. Roll Again .
22 Shutdown, avoid on 8+ O O B
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 P 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 F'_Pe
5. Heat Sink Damage Transfer 5. Heat Sink 10 2 Movement F'qmts 2
6. Heat Sink Diagram 6. Heat Sink 8 1 nodhier to fire 1
-1 Movement Paints
\, / '\ / | 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

\ \
( 'MECH DATA \ ( WARRIOR DATA

ARMOR DIAGRAM

Ballistic-Reinforced

Head (9)

Left Torso

Right Torso

Type: Hoplite HOP-5C Name: oo
Movement Points: Tonnage: 55 ' - . (O]
) X Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Mixed v — i R e
Running: 6 Rules Level: Advanced HitsTaken | 1 | 2 | 3 | 4 | 5 | & 8 8
Jumping: 0 . Role: Brawler Consciousness # [ 8 | 5 [ 7 [ 10 [ 11 [Dead o 0
Engine Type: 220 Light / O O
Weapons & Equipment Inventory (hexes) OOOO
Gty Type Loc Ht Dmg Min Sht Med Lng
1 MML5 LA 3 [MCS]
LRM 1/Msl 6 7 14 21
Left Arm Right Arm
SRM 2/Msl - 3 6 9 (18) (18)
1 AES LA — [f] - - - -
1 Ultra AC/10 (C) RA 3 10/Sht - B 12 18
[DBR/C]
1 AES RA — [] N Left Right
Total Heat (Dissipation): 6 (20) Leg Center Leg
Torso
Left Right
Ammo: (MML 5/LRM]) 24, [MML 5,/SRM) 20, (Ultra AC/10) 30
. - Torso Rear Torso Rear
Quirks: No/Minimal Arms
(8) (8)
\, BV: 1,520 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ s Scalo
Head Left Torso (13 Right Torso (13) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
1.3 3[vmLs 4. Endo Steel 1.3 & [UtraAc/10(Clan) 59
"9 4 |mMMLs 5. Sensors "9 4.| uitra AC/10 [Clan] -
5. LmMmL 5 6. Life Support 5. | Ultra AC/10 [Clan] 28
B. [AES 6. Luitra AC/10 [Clan] Left Right |27
A A 26*
1.LAES Center Torso 1. [AES ( ;"; ( ;"; -
2. Endo Steel 1. Light Fusion Engine 2.LAES 25
a4-8 3. Endo Steel 2. Light Fusion Engine a4-8 3. Endo Steel 24*
" 4. Endo Steel 3, Light Fusion Engine " 4. Endo Steel 534
5. Ballistic-Reinforced 1-3 4. Gyro 5. Endo Steel 2o
6. Roll Again 5. Gyro B. Ballistic-Reinforced .
. Left Right 21
6. Gyro L
eg Leg 507
1. Gyro (13) (13)
Left Torso (CASE ) 2. Light Fusion Engine Right Torso (CASE Il 19*
1. Light Fusion Engine 3. Light Fusion Engine 1. Light Fusion Engine 18*
2. Light Fusion Engine 4-6 4. Light Fusion Engine 2. Light Fusion Engine 17 %
1-3 3. [Double Heat Sink [Clan] 5. Endo Steel 1-3 3. [Double Heat Sink [Clan] \\ [75
4. L Double Heat Sink [Clan] 6. Endo Steel 4. L Double Heat Sink [Clan] Double Heat Sinks: pre
5. Ammo (MML 5/SRM) 20 5. Ammo (Ultra AC/10) 10 10 (20)
6. Ammo (MML 5/LRM) 24 Engine Hits O O O 6. Ammo (Ultra AC/10) 10 Level* Effects ( 14*
i 30 Shutdown
1. CASEIl [Clan] Gyro Hits oo 1. Ammo (Ultra AC/10) 10 . O 13*
Sensor Hits o o 28 Ammo Exp, avoid on 8+
2. Endo Steel - 2. CASE Il [Clan] 296  Shutd id 10+ O 12
3. Endo Steel Life Support O 3. Endo Steel down, aveid on
4_6 . 4_6 - 25 -5 Movement Points O 11
4. Endo Steel 4. Endo Steel 24 +4 Modifier to Fire O 10%
5. Ballistic-Reinforced 5. Ballistic-Reinforced .
23 Ammo Exp, avoid on 6+ O 9
6. Ballistic-Reinforced 6. Ballistic-Reinforced .
22 Shutdown, avoid on 8+ O B
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 F'_Pe
5. Ballistic-Reinforced Damage Transfer 5. Ballistic-Reinforced 10 -2 Movement F'qmts 2
6. Ballistic-Reinforced Diagram 6. Ballistic-Reinforced g TMMDd'f'e'" zUPFI‘F?: 1
-1 Movement Points
\ / '\ /| o
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ARMOR DIAGRAM

Standard Armor
Head (8)

BATTLETECH

FOUR-LEGGED BATTLEMECH RECORD SHEET

/4 \ 1/ \
'MECH DATA \ WARRIOR DAT
Type: Scorpion SCP-1N Name:
Movement Points: Tonnage: 55 . _— .
) Gi Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere unnerySidlt - Filoting =k
Running: 9 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 330 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPC RT 10 10([DE] 3 6 12 18
1 SRM 6 RT 4 2/MsIMCS] — 3 6 9
Total Heat (Dissipation): 14 (10)
Left Right
Left Rear Leg Rear Leg Right
Front Leg (10) (10) Front Leg
(10) (10)
0] ©9]o
00l 99 oo
Ammo: (SRM B) 15 Left o o O O o o Right
Quirks: Bad Reputation (Inner Sphere), Bad Reputation (Clan), Hard to Torso Rear o O Torso Rear
Pilot (5) (5)
Center Torso Rear (8)
\, Bv: 1,019 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N Left Head Right Scale
Head Torso Torso Overfiow
1. Life Support (13) (13)
2. Sensors
3. COCkat» 307
4. Roll Again .
Front Left Leg 5. Sensors Front Right Leg 29
1. Hip 6. Life Support 1. Hip 28>
2. Upper Leg Actuator 2. Upper Leg Actuator Left Right 27
3. Lower Leg Actuator 3. Lower Leg Actuator Front Leg [°°Y 00\ Front Leg 56+
4. Foot Actuator Center Torso 4. Foot Actuator (13) (13) -
5. Roll Again 1. Fusion Engine 5. Roll Again 25
6. Roll Again 2. Fusion Engine 6. Roll Again 24*
1 3 3. Fusion Engine 23 %
4. Gyro Left Right 20 %
5. Gyro Rear Leg Rear Leg
6. Gyro (13) (13) 21
20
1. Gyro .
Left Torso 2. Fusion Engine Right Torso 19
1. Ammo (SRM 6) 15 3. Fusion Engine 1. PPC 18%
2. Roll Again 4-6 4. Fusion Engine 2. PPC 17
3. Roll Again 5. Roll Again 3.LPPC
- : - 16
1-3 4. Roll Again 6. Roll Again 1-3 4. [SFIM 6 Heat Sinks: -
5. Roll Again 5. LsrRm B ’I(j 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 14*
i 30 Shutdown
1. Roll Again Gyro Hits oo 1. Roll Again 58 Ammo Exn. avoid on 8+ @) 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 593 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again b, ave @) 9
9 9 22 Shutdown, avoid on 8+ O B
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Rear Left Leg [:H'[H LVS'[ Rear Right Leg 18  Shutdown, avoid on 6+ O 3
1 Hi 1. Hi 17  +3 Modifier to Fire O T
P gamePlabe 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+ 3
4. Foot Actuator 4. Foot Actuator :ll g EEMMOd'f'er EOPF'_Pi
5. Roll Again Damage Transfer 5. Roll Again 5 -+1 ’\ons:jent 'gm s 2
6. Roll Again Diagram 6. Roll Again e 4 Mose;zztﬂpc:i;is 1
\ / '\ /| o
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FOUR-LEGGED BATTLEMECH RECORD SHEET

( 'MECH DATA \

BATTLETECH

ARMOR DIAGRAM

Standard Armor
Head (8)

( WARRIOR DAT \

N
Type: Scorpion C Name:
Movement Points: Tonnage: 55 . _— .
) - Gi Skill: Piloting Skill:
Walking: 6 Tech Base: Mixed unnerySidlt - Filoting =k
Running:  9[12] Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 330 Light
- / (olye}
Weapons & Equipment Inventory (hexes) oo
Gty Type Loc Ht Dmg Min Sht Med Lng o O
1 Micro Pulse Laser LT 1 3[RPAI] - 1 2 3 O O
1 ERPPC (C) RT 15 15[DE] - 7 14 23 o0
w,/ Capacitor 20 20[DEX] o O
1 ATMB RT 4 [MCS] o (C))
Standard 2/Msl 4 5 10 15 g o
Extended Range 1/Msl 4 9 18 27 00
High Explosive 3/Msl - 3 6B 9 o O
Total Heat (Dissipation): 20 (20)
Left Rear Leg Rear Leg Right
Front Leg (22) (22) Front Leg
(22) (22)
0] ©9]o
o O
Ammo: (ATM 6) 10, [ATM 6 ER) 10, (ATM 6 HE) 10 Left OC?OO oo %%O Right
Quirks: Bad Reputation (Inner Sphere), Bad Reputation (Clan), Hard to Torso Rear o O Torso Rear
Pilot (6) (6)
Center Torso Rear (8)
\, BV: 2,331 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N Left Head Right Scale
Head Torso Torso Overfiow
1. Life Support (13) (13)
2. Sensors
3. Cockpit 307
4. Roll Again .
Front Left Leg 5. Sensors Front Right Leg 29
1. Hip 6. Life Support 1. Hip 28>
2. Upper Leg Actuator 2. Upper Leg Actuator Left Right 27
3. Lower Leg Actuator 3. Lower Leg Actuator Front Leg [°°Y 00\ Front Leg 56+
4. Foot Actuator Center Torso 4. Foot Actuator (13) (13) -
5. Endo Steel 1. Light Fusion Engine 5. Endo Steel 25
6. Endo Steel 2. Light Fusion Engine 6. Endo Steel 24*
1 _3 3. Light Fusion Engine 23 %
4. XL Gyro Left Right 20 %
5. XLGyro Rear Leg Rear Leg 57
6. XL Gyro 13 13
(13) (13) =
1. XL Gyro . m
Left Torso (CASE ) 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
3. Micro Pulse Laser [Clan] 5. Light Fusion Engine 3. [ER PPC [Clan] HEAT A
- - 16
1 3 4. Ammo (ATM 6 HE) 10 6. Light Fusion Engine 1 3 4. LER PPC [Clan] Double Heat Sinks: \ -
5. Ammo (ATM 6) 10 5. PPC Capacitor Heat 10 EDl 15
6. Ammo (ATM 6 ER]) 10 Engine Hits O O O 6. [ ATM 6 [Clan] Level* Effects (20) 14*
i 30 Shutdown
1. Supercharger Gyro H!tS (o] o) 1.| ATM 6 [Clan] 598 Ammo Exp. avoid on 8+ O 137
2. CASEI Sensor HitsQ O 2. LATM 6 [Clan] P, ave 12
: Life S o : 26  Shutdown, avoid on 10+ @)
3. Endo Steel ife Support 3. Endo Steel o5 5 Movement Points O 1
46 4. Endo Steel 4-6 4. Endo Steel 54 +4 Modifier to Fire O 0%
5. Endo Steel 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Endo Steel 6. Roll Again 95 Shutdown Yavmid on 8+ @) 9
! *
20 -4 Movement Points O 8
19 Ammo Exp, avoid on 4+ ©) 7
Rear Left Leg [:H'[H LVS'[ Rear Right Leg 18  Shutdown, avoid on 6+ O 3
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 F'_Pe
5. Endo Steel Damage Transfer 5. Endo Steel 180 -qu'\onz:jent F"gmts 2
6. Endo Steel Diagram 6. Endo Steel e 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

Standard Armor

Head (9)
Left Torso

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Merlin MLN-1A Name:
Movement Points: Tonnage: 60 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 4 Role: Brawler 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
1 Medium Laser LA 3 5]DE] - 3 6B 89
1 Medium Laser RA 3 5][DE] - 3 B 89 i
Left Arm Right Arm
1 Flamer LT 3 2 [DE,H,A|] —_ 1 2 3 [ 15] ( 16 )
1 Machine Gun LT — 2[DBAI] - 1 2 3
1 PPC RT 10 10([DE] 3 6 12 18
1 LRM5 RT 2 1/Msl[MCS] 6 7 14 21
Total Heat (Dissipation): 21 (18) Left Right
Leg Center Leg
(19) Torso (19)
(1)
Amma: (LRM 5) 24, (MG) 100 . "Ef; . “igf:
Quirks: Easy to Maintain, Rugged (1 Point) oreo Hear oreo Rear
(8) (8)
\, Bv: 1.217 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (14 ) Right Torso (14)  ((Overfon
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"2 4. Medium Laser 5. S'ensors "2 4. Medium Laser m
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right | 27
*|
1. Roll Again Center Torso 1. Roll Again A’Irg\ A’Irg\ 26
2. Roll Again 1. Fusion Engine 2. Roll Again (10) (10] 25
a4-8 3. Roll Again 2. Fusion Engine a4-8 3. Roll Again Center 24*
"O 4. Roll Again 3. Fusion Engine " 4. Roll Again Torso 53%
5. Roll Again 1-3 4. Gyro 5. Roll Again
6. Roll Again 6. Roll Again 22
" 5. Gyro " Left Right >
6. Gyro Leg Leg o
1. Gyro (14) (14)
Left Torso 2. Fusion Engine Right Torso 197
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17
3. Heat Sink 5. Ammo (LRM 5) 24 3. Heat Sink
- . - . 16
1-3 4. Heat Sink 6. Ammo (MG) 100 1-3 4. Heat Sink Heat Sinks: -
5. Heat Sink 5.[PPC 18 15
6. Flamer Engine Hits 000 6.| PPC Level* Effects 14
i Gyro HitsQ O 30 Shutdown 134
1. Machine Gun yro Al 1.Lprc 28 Ammo Exp, avoid on B+ @]
2. Rol Again Sensor HitsQ O 2. LAMS5 . 12
' 9 Life S o ' 26  Shutdown, avoid on 10+ 0]@)
3. Roll Again Ire UPPOT‘t 3. Roll Again o5 .5 Movement Points O O 11
46 4. Roll Again 4-6 4. Roll Again - )
24 +4 Modifier to Fire (o]e) 10%
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O O 9
! *
20 -4 Movement Points Q0 8
19 Ammo Exp, avoid on 4+ o0 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ o]e) 6
) l_ - 17  +3 Modifier to Fire O "
1. Hip game Dlabs 1. Hip 15 aM Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator :ll g EEMMOd'f'er EOPF'_Pi
S. Jump Jet Damage Transfer 5. Jump Jet g -+1 I\/IDVZ'r:ent ":J_m S 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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BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLEMECH RECORD SHEET
/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Merlin MLN-1E Name:
Movement Points: Tonnage: 60 . _— .
) Gi Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnerySidlt - Filoting =k
Running: 6 Rules Level: Standard Hits Taken 2 |3 5| 6
Jumping: 4 Role: Sniper Consciousness # 5 | 7 [ 10 11 [Dead
Engine Type: 240 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Light PPC LA 5 5|[DE] 3 6 12 18
1 Light PPC RA 5 5][DE] 3 6 12 18
Left Arm Right Arm
1 Flamer LT 3 2 [DE,H,A|] bl 1 2 3 (18) (18)
1 PPC RT 10 10([DE] 3 6 12 18
1 MML5 RT 3 [MCS]
LRM 1/Msl 6 7 14 21
SRM 2/Msl - 3 6B 9 Left Right
Total Heat (Dissipation): 26 (24) Leg Center Leg
(19) Torso (19)
(1)
Ammo: (MML 5/LRM) 24, [MML 5/SRM] 20 Left Right
. . . . Torso Rear Torso Rear
Quirks: Easy to Maintain, Rugged (1 Point)
(8) (8)
\, BV: 1,363 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (14 Right Torso (14 ) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"9 g [Light PPC 5. Sensors "9 g [Light PPC -
5. L Light PPC 6. Life Support 5. LLight PPC =2
6. Roll Again 6. Roll Again Left Right | 27
*|
1. Roll Again Center Torso 1. Roll Again A’Irg\ A’Irg\ 26
2. Roll Again 1. Fusion Engine 2. Roll Again (10) (10] 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
6. Roll Again 6. Roll Again a2~
" 5. Gyro " Left Right >
6. Gyro L
e Leg 207
1. Gyro _ (14) (14) -
Left Torso 2. Fusion Engine Right Torso [CASE ) 19
1. [ Double Heat Sink 3. Fusion Engine 1. [ Double Heat Sink 18*
2. | Double Heat Sink 4-6 4. Fusion Engine 2. | Double Heat Sink 17 %
3. L Double Heat Sink 5. Roll Again 3. LDouble Heat Sink
1-3 ' . 13,7 N L1&
4. | Double Heat S!nk 6. Roll Again 4.| PPC Double Heat Sinks: pre
5. | Double Heat Sink 5.| PPC 12 24]
6. L Double Heat Sink Engine Hits O O O 6.LppPc Level* Effects ( 144
G\jl“D HitsQ O _ 30 Shutdown 134
1. Flamer S HitsQ O 1. MML 5 28 Ammo Exp, avoid on 8+ ole;
2. Roll Again ensor Hits 2.|MmL5 - 00 12
Life Suppor‘t (o) a | MMLS 26  Shutdown, avoid on 10+
a4-6 3. Roll Again 46 , 25 -5 Movement Paints O 11
4. Roll Again 4. Ammo (MML 5/SRM) 20 54 +4 Madifier to Fire 0 e
5. Roll Again 5. Ammo (MML 5/LRM) 24 .
6 Roll A 6 CASE 23 Ammo Exp, avoid on 6+ O 9
- molAgain . 22 Shutdown, avoid on 8+ O B
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 P 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 EOPF'_Pi
5. Jump Jet Damage Transfer 5. Jump Jet g -+1 ’\ons:.went ;:J.m s 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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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (8)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Ostroc OSR-2C Name:
Movement Points: Tonnage: 60 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere v — i
Running: 8 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 300 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LT 8 8I[DE] - 5 10 15
1 Medium Laser LT 3 5[DE] - 3 6B 9
1 Large Laser RT 8 8][DE] - 5 10 15
1 Medium Laser RT 3 5][DE] - 3 B 8
1 SRM4 RT 3 2/MsI[MCS] — 3 6 9
Total Heat (Dissipation): 25 (15)
Leg Center Leg
(20) Torso (20)
(8)
Ammo: (SRM 4] 25 . "Ef; . “igf:
Quirks: Narrow,/ Low Profile oreo Hear oreo Rear
(4) (4)
\, BV: 1,228 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (14 Right Torso (14 ) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP"_; 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Heat Sink 13 3. Lower Arm Actuator 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator m
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right | 27
*|
1. Roll Again Center Torso 1. Roll Again A’Irg\ A’Irg\ 26
2. Roll Again 1. Fusion Engine 2. Roll Again (10) (10] 25
3. Roll Again i i 3. Roll Again Center 24%
4-6 o AQ ' 2. Fus!un Eng!ne 4-6 o AQ ente
g gain 3. Fusion Engine - Holl Again Torso 23 *
5. Roll Again 1-3 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro B. Roll Again Left Right =
6. Gyro Leg Leg o
1. Gyro (14) (14)
Left Torso 2. Fusion Engine Right Torso 197
1. [Large Laser 3. Fusion Engine 1. [Large Laser 18*
2. L Large Laser 4-6 4. Fusion Engine 2. LLarge Laser 17 %
3. Medium Laser 5. Ammo (SRM 4) 25 3. Medium Laser
1-3 4. Roll Again 6. Roll Again 1-3 4. SRM 4 s 16
9 Heat Sinks: *
5. Roll Again 5. Roll Again 15 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 134
1. Roll Again . 1. Roll Again .
2. Roll Again Sensor HitsQ O 2. Roll Again 28 Ammo Exp, avoid on 8+ QQ 12
: 9 Life Support O : g 26  Shutdown, avoid on 10+ 0]@)
4-6 3. Roll Again 4-6 3. Roll Again o5 .5 Movement Points O O 11
4. Roll Again 4. Roll Again e X
: : 24 +4 Modifier to Fire (o]e) 10%
5. Roll Again 5. Roll Again
B. Roll A 6. Roll A 23 Ammo Exp, avoid on 6+ O O 9
- HolAgamn - Roll Again 22 Shutdown, avoid on 8+ O B
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 P 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 F'_Pe
5. Heat Sink Damage Transfer 5. Heat Sink 1o -2 Movement F'qmts 2
6. Roll Again Diagram 6. Roll Again 8  +1 Modifier to Fire 1
\ / \\ 5 -1 Movement Points / o

© 2025 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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MECH DATA \

BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Reflective

Head (8)

Left Torso

Right Torso

/4 1/ \
Type: Ostroc OSR-6R Name:
Movement Points: Tonnage: 60 . _— .
) X Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Mixed v — i
Running: 9 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 360 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Large Laser (C) LT 12 10[DE] — B 15 25
1 ERMedium Laser (C) LT 5 7[DE] — 5 10 15
1 ER Large Laser (C) RT 12 10[DE] — B 15 25
1 Streak SRM 4 (IS) RT 3 2/MsiMC] — 3 B 9
1 ERMedium Laser (C) RT 5 7[DE] — 5 10 15
Total Heat (Dissipation): 37 (36)
Leg Center Leg
(20) Torso (20)
(8)
Left Right
Ammo: [Streak SRM 4) 25 Torsoe Rear TorslogRear
Quirks: Narrow,/ Low Profile (4) (4]
\, Bv: 2,035 INTERNAL STRUCTURE DIAGRAM
\ / .
/ \ Endo-Composite Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (14 Right Torso (14 ) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator m
5. [ 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. Reflective 1. XL Fusion Engine 2. Reflective (10) (10] 25
3. Reflective 2. XL Fusion Engine 3. Reflective 24*
4-6 4. Reflective 3. XL Fusion Engine 4-6 4. Reflective 23*
5. Roll Again 1-3 4. Gyro 5. Roll Again
6. Roll Again 5. Gyro B. Roll Again 227
E. Gyro Left Right 21
X Leg Leg 204
1. Gyro (14) (14)
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. Endo-Composite 3. XL Fusion Engine
1-3 4. [ Double Heat Sink 6. Endo-Composite 1-3 4. [ Double Heat Sink Double Heat Sinks: N K G*
5. | Double Heat Sink 5. | Double Heat Sink 18 36] 15
6. L Double Heat Sink Engine Hits O O O 6. L Double Heat Sink Level* Effects (38) 14%
i 30 Shutdown
1. ER Large Laser [Clan] GVPD H!ts O o 1. ER Large Laser [Clan] 28 Ammo Exp, avoid on 8+ O O 137
2. ER Medium Laser [Clan] Sensor Hits oo 2. Streak SRM 4 56 Shutdown. avoid on 10+ 00 12
a8 3. Endo-Composite Life Support O 4-6 3. ER Medium Laser [Clan] o5 5 Movemént Points 00 11
4. Endo-Composite 4. Ammo (Streak SRM 4) 25 24 +4 Modifier to Fire O O 10%
5. Endo-Composite 5. CASEI 23 Ammo Exp, avoid on 6+
6. Endo-Composite 6. Endo-Composite 25 Shutd ’ d 8+ OO 9
utdown, avoid on 00 Py
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
) l_ - 17  +3 Modifier to Fire O "
1. Hip game Dlabs 1. Hip 15 aM Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe
5. Reflective Damage Transfer 5. Reflective 180 -qu'\onz:jent F"gmts 2
6. Reflective Diagram 6. Reflective 5 M odiher zUP ',ri 1
-1 Movement Points
\ / '\ /| o

Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.
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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: JagerMech JMB-S Name:
Movement Points: Tonnage: 65 . _— .
A G Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnerySidlt - Filoting =k
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 0 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
1 AC/5 LA 1 5[DBS] 3 6 12 18
1 AC/2 LA 1 2[DBS] 4 8 16 24 Left A Right A
e rm {[s] t Arm
1 AC/5 RA 1 5[DBS] 3 B 12 18 (6) (6)
1 AC/2 RA 1 2[DBS] 4 8 16 24
1 Medium Laser LT 3 5[DE] - 3 6B 89
1 Medium Laser RT 3 5][DE] - 3 B 8
Total Heat (Dissipation): 10 (10) Left Right
Leg Center Leg
(11) Torso (11)
(5)
Amma: (AC/2) 45, [AC/5) 40 . "Ef; . “igf:
Quirks: Anti-Aircraft Targeting oreo Hear oreo Hear
(3) (3)
\, Bv: 301 INTERNAL STRUCTURE DIAGRAM
/
\
/ \ Standard Structure Heat
CRITICAL TABLE \ . Scale
Head Left Torso (15 Right Torso (15) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30%
1.3 3[Acrs 4. Roll Again 1.3 3[Aers 59
"9 a|ac/s 5. Sensors "9 4.|Ac/s -
5.|Ac/5 6. Life Support 5.| Ac/5 28
s.Llac/s 6.Lac/s Left Right |27
*|
1. Ac/2 Center Torso 1. Ac/2 A,Irg' A;g‘ 28
2. Roll Again 1. Fusion Engine 2. Roll Again (10) (10] 25
3. Roll Again 2. Fusion Engine 3. Roll Again Center 24*
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again Torso 53%
5. Roll Again 1-3 4. Gyro 5. Roll Again 2o
6. Roll Again § gym B. Roll Again Left Right =
- byro Leg Leg 507
1. Gyro (15) (15)
Left Torso 2. Fusion Engine Right Torso 197
1. Medium Laser 3. Fusion Engine 1. Medium Laser 18*
2. Ammo (AC/5) 20 46 , L.on Engine 2. Ammo (AC/5) 20 17+
3. Roll Again 5. Ammo (AC/2) 45 3. Roll Again
1-3 4. Roll Again 6. Roll Again 1-3 4. Roll Again s 16
9 Heat Sinks: *
5. Roll Again 5. Roll Again 10 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 134
1. Roll Again . 1. Roll Again .
Sensor Hits o o 28 Ammo Exp, aqu on 8+ O 1o
2. Roll Again ~ 2. Roll Again 596  Shutdown. avoid on 10+ O
3. Rol Again Life Support O 3. Roll Again 55 -5 Movement Point O 11
46 4. Roll Again 4-6 4. Roll Again - viovernent Foints
: : 24 +4 Modifier to Fire O 10%
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O S
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O —
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H 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 F'_Pe
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMDd'f'erz“PF'Ti 1
- vemen n
\ / '\ ovement Foints / | 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 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: JagerMech JMG6-DGr 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: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 260 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Gauss Rifle LA 1 15[DBX] 2 7 15 22
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22 Left A Riht A
t
2 ERMediumlaser ~ CT 5 5[DE] — 4 8 12 P ey
Total Heat (Dissipation): 12 (20)
Left Right
Leg Center Leg
(12) Torso (12)
(5)
Ammo: (Gauss) 48 T Le: T Rigl:
Quirks: Anti-Aircraft Targeting oreo Hear oreo Hear
(5) (5)
\, BV: 1,681 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'tF 2. Upper Arm Actuator 30%
q.g 3 [Gauss it 4. Roll Again 1.3 & [CaussRife 59
™2 4. | Gauss Rifle 5. Sensors ™ 4.| Gauss Rifle -
5. | Gauss Rifle 6. Life Support 5. | Gauss Rifle 28
6. | Gauss Rifle 6. | Gauss Rifle Left Right 27
*|
1. | Gauss Rifle Center Torso 1. | Gauss Rifle A’Irg\ A’Irg\ 26
2. | Gauss Rifle 1. XL Fusion Engine 2. | Gauss Rifle (10) (10] 25
a4-8 3. L Gauss Rifle 2. XL Fusion Engine a4-8 3. L Gauss Rifle 24*
" 4. FerroFibrous 3. XL Fusion Engine " 4. FerroFibrous 23*
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous
. " 22 %
6. Ferro-Fibrous 5. Gyro B. Ferro-Fibrous .
6 G Left Right 21
- byro Leg Leg 507
1. Gyro . [15) (15) -
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. XL Fusion Engine 5. ER Medium Laser 3. XL Fusion Engine
1-3 4. Ammo (Gauss) 8 6. ER Medium Laser 1-3 4. Ammo (Gauss) 8 . . N 16
Double Heat Sinks: *
5. Ammo (Gauss) 8 5. Ammo (Gauss) 8 10 (20 15
6. Ammo (Gauss) 8 Engine Hits O O O 6. Ammo (Gauss) 8 Level* Effects (20) 14*
Gyro Hits 30 Shutdown *
1. CASE S n\l r Hit; 88 1. CASE 28 Ammo Exp, avoid on 8+ O 13
2. Ferro-Fibrous _e S0 S 2. Ferro-Fibrous 56  Shutdown. avoid 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. Ferro-Fibrous 5. Ferro-Fibrous .
6 Aol A 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- HolAgamn - Roll Again 22 Shutdown, avoid on 8+ O B
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 P 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 F'_Pe
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMDd'f'er zUPF'Ti 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

(20)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Charger CGR-1A1 Name:
Movement Points: Tonnage: 80 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere v — i
Running: 8 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 400 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Small Laser LA 1 3[DE] 1 2 3
1 Small Laser RA 1 3I[DE] 1 2 3 Lot A Richt A
t
1 Small Laser LT 1 3[DE 1 2 3 s sy
1 Small Laser RT 1 3[DE] 1 2 3
1 Small Laser HD 1 3[DE] 1 2 3
Total Heat (Dissipation): 5 (10])
Left Right
Leg Center Leg
(20) Torso (20)
(8)
Left Right
T R T R
Quirks: Barrel Fists (LA), Easy to Maintain, Bad Reputation (Inner Sphere) ors[os )ear ors(os ]ear
\, Bv: 381 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ 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. Cockpit 2. Upper Arm Actuator 8 30%
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator [©) 29
"9 4. Small Laser 5. S'ensors "2 4. Hand Actuator 8 m
5. Roll Again 6. Life Support 5. Small Laser o 28
6. Roll Again 6. Roll Again 21 mione |27
*|
1. Roll Again Center Torso 1. Roll Again Cc’) A’Ir;n 26
2. Roll Again 1. Fusion Engine 2. Roll Again o) (13] 25
3. Roll Again i i 3. Roll Again Center 24%
4-6 a ROHAQ ' 2. Fus!un Eng!ne 4-6 % ol AQ ente
g gain 3. Fusion Engine oll Again Torso 23 *
5. Roll Again 1-3 4. Gyro 5. Roll Again (25) 2o
6. Roll Again 5. Gyro B. Roll Again .
. Left Right 21
6. Gyro Leg Leg 20*
1. Gyro . (17) (17) -
Left Torso 2. Fusion Engine Right Torso 19
1. Small Laser 3. Fusion Engine 1. Small Laser 18%
2. Roll Again 4'6 4. Fusion Engine 2. Roll Again 17
3. Roll Again 5. Roll Again . Roll Again
- ) - 16
1 3 4. Roll Again 6. Roll Again 1 3 4. Roll Again Heat Sinks: -
5. Roll Again 5. Roll Again ’I(j 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 134
1. Roll A 1. Roll A .
0% Again Sensor Hits O O 0% Again 28  Ammo Exp, avoid on 8+ ©)
2. Roll Again ~ 2. Roll Again 596  Shutdown. avoid on 10+ O 12
3. Roll Again Life SUPPOT‘t o Roll Again ' . 11
a4-6 4 Roll A 4-6 4 RolA 25 -5 Movement Points O
- HolAgain ol Again 24  +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again K O 9
22 Shutdown, avoid on 8+ O B
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 F'_Pe
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again g 4;1MMDd|fler‘ zuPH‘ret P
-1 Movement Points
\ / '\ / | 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

RRIOR DATA \

BATTLETECH

ARMOR DIAGRAM

Ferro-Lamellor

Head (9)

Left Torso Right Torso

(0]
O

Type: Charger C Name: 80808
Movement Points: Tonnage: 80 . I .
Wialking: 5 Tech Bgase: Mixed Gunnery Skill: Piloting Skill: Ogogo
Running: 8[13] Rules Level: Advanced HitsTaken | 1 | 2 | 3 5 | 6 OOOOO
Jumping: 0 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead CoPl)
Engine Type: 400 XL [©)(e)(e
/ OOOOO
Weapons & Equipment Inventory (hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng 00
1 Imp. Heavy Medium LA 7 10[DEX] - 3 6B 89
Laser
1 Imp. Heavy Medium RA 7 10[DEX] - 3 6B 89
Laser
1 Imp. Heavy Medium LT 7 10[DEX] - 3 6B 89
Laser
1 Imp. Heavy Medium RT 7 10[DEX] - 3 6B 9
Laser Leg Center Leg
1 Bloodhound Active  RT — [E] - - — 8 (34 I”{;“]' (34)
Probe
1 Targeting Computer RT — [E] - - = =
€
1 Angel ECM Suite CT — [f] - - - B
1 ER MediumLaser(C) HD 5 7[DE] — 5 10 15
Total Heat (Dissipation): 33 (30)
Left Right
Quirks: Barrel Fists (LA), Easy to Maintain, Bad Reputation (Inner Sphere) Tor[s:oR]ear Tor[s:uR]ear
\_B: 2826
/ \ \ / Standard Structure Heat
CRITICAL TABLE \ . Scale
Head Left Torso (17 ) Right Torso (17 ) Overfiow
Left Arm (CASE) 1. Life Support Right Arm (CASE) S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 8 30%
3. Lower Arm Actuator 4. ER Medium Laser 3. Lower Arm Actuator (o} 29
1-3 4. | Imp. Heavy Medium Laser 5. Sensors 1-3 4. Hand Actuator 8
5. [Imp. Heavy Medium Laser 6. Life Support 5. [ Imp. Heavy Medium Laser o 28~
6. Ferro-Lamellor 6. [Imp. Heavy Medium Laser 8 Right 27
1. Ferrolamellor Center Torso 1. Ferro-Lamellor % Arm 267
2. Ferro-Lamellor 1. XL Fusion Engine 2. FerroLamellor o) (13] 25
a4-8 3. FerroLamellor 2. XL Fusion Engine a4-8 3. Ferro-Lamellor 24*
4. Ferro-Lamellor 3. XL Fusion Engine 4. Ferro-Lamellor 23*
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 -
1. Gyro (17) 20
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. [ Imp. Heavy Medium Laser 5. [ Angel ECM Suite 3. | Imp. Heavy Medium Laser
1-3 4. [Im . Heavy Medium Laser [ o i 1-3 4. [Im . Heavy Medium Laser . 18
P. vy 6. LAngel ECM Suite P. vy ! Double Heat Sinks: 157
5. Supercharger - - 5. | Bloodhound Acc!ve Probe [IS] 15 [SD]
6.[MASC Engine Hits O O O 6. | Bloodhound Active Probe [IS] Level* Effects 14%
1.| masc Gyro Hits QO O 1. L Bloodhound Active Probe [IS S0 Shutdown = 137
2.Lmasc S_EI'ISDI" HitsQ O 2. Targeting Computer = Sg ém:;c;fvﬁpla?/\;?clidg?:f[]i 8 8 12
a8 s ToSuweert® J asl ™ 25 5 Mo o 00 |[m
5. Roll Again 5. Roll Again 24 +4 Modifier to ’.:we O O 10
23 Ammo Exp, avoid on 6+ O O 9
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H mS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hip g e 1. Hip 17 +3 Modifier to FI.F’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 F'_Pe 3
5. Roll Again Damage Transfer 5. Roll Again 180 iMlvchZ?en: PE_'”tS 2
6. Roll Again Diagram 6. Roll Again e 4 Mose;zztﬂpc:i;is 1
\ /7 '\ /| 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

FOUR-LEGGED BATTLEMECH RECORD SHEET

( 'MECH DATA \

ARRIOR DATA \

ARMOR DIAGRAM

Standard Armor
Head (9)

N
Type: Goliath GOL-1H Name:
Movement Points: Tonnage: 80 . _— .
Walking: 4 Tech Base: Inner Sphere Gunnery Skill: ____ Piloting Skl
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 320 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM 10 LT 4 1/Msl[MCS] 6 7 14 21
1 Machine Gun LT — 2[DBAI] 1 2 3
1 PPC RT 10 10([DE] 3 6 12 18
1 LRM 10 RT 4 1/Msl[MCS] 6 7 14 21
1 Machine Gun RT 2 [DB,AI] 1 2 3
Total Heat (Dissipation): 18 (17)
Left Rear Leg Rear Leg Right
Front Leg (30) (30) Front Leg
(24) (24)
[eJeXe]
000
000
Left 000 Right
Ammo: [LRM 10) 24, [MG) 200 Torso Rear ooooooo Torso Rear
Quirks: Multi-Trac, Exposed Actuators (13) (13)
Center Torso Rear (19)
\, BV: 1.443 INTERNAL STRUCTURE DIAGRAM
/ \ \ / Standard Structure Heat
CRITICAL TABLE N\ Head Right Scale
Head Torso Overflow
1. Life Support (17) 3
2. Sensors
3. Cockpit 307
4. Heat Sink
Front Left Leg 5. Sensors Front Right Leg 29
1. Hip 6. Life Support 1. Hip 28>
2. Upper Leg Actuator 2. Upper Leg Actuator Right 27
3. Lower Leg Actuator 3. Lower Leg Actuator Front Leg 56+
4. Foot Actuator Center Torso 4. Foot Actuator (17) oo
5. Heat Sink 1. Fusion Engine 5. Heat Sink
6. Roll Again 2. Fusion Engine 6. Roll Again oo 24*
1 _3 3. Fusion Engine o 23 %
4. Gyro Left g Right ErT
é- gvm Rear Leg ) o Rear Leg 57
. ro
4 (17) g (17) 207
Left Torso ; SZ:DH Engine Right Torso ° 19%
1. [LRM 10 3. Fusion Engine 1.[PPC 18%
2.LLRM 10 4'6 4. Fusion Engine 2. [PPC ,_\ 17
3. Machine Gun 5. Ammo (LRM 10) 12 3.LPPC _
1-3 4 Ammo (MG) 200 6. Ammo (LRM 10) 12 134 [LRM 10 HEAT DATA Heat Sinks: 16*
5. Roll Again 5.LLRM 10 Heat 17 15
6. Roll Again Engine Hits O O O 6. Machine Gun Level* Effects 14%
1. Roll Again Gyro Hits (o] o) 1. Roll Again 50 Shuwown " @]0) 13-
2. Rol Again Sensor Hits O O 2. Roll Again 28 £mmoByp avidon8 12
9 " g 26  Shutdown, avoid on 10+ ole)
3. Rol Again Life Support O 3. Roll Again 55 -5 Movement Point 00 11
4-6 4. Roll Again 4-6 4. Roll Again o4 +4 ’\/(I)vemen O.In S
odifier to Fire (o]e) 10%
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+ 00 7
Rear Left Leg CH-[H ms‘[ Rear R|ght Leg 18 Shutdovyn., avmid.un 6+ O 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 F'_Pe 3
5. Heat Sink Damage Transfer 5. Heat Sink 180 f1Mh2v§?en: F"gmts 2
6. Roll Again Diagram 6. Roll Again e 4 Mose;zztﬂpc:i;is 1
\ / '\ / | 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

FOUR-LEGGED BATTLEMECH RECORD SHEET

( 'MECH DATA \

( WARRIOR DATA \

ARMOR DIAGRAM

Standard Armor
Head (9)

N
Type: Goliath GOL-7K Name:
Movement Points: Tonnage: 80 . _— .
) Gi Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnerySidlt - Filoting =k
Running: 6[8] Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 320 Light /
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 M-Pod RLL — 15[DBX0S] — 1 2 3
1 M-Pod RRL — 15[DBX0S] — 1 2 3
1 M-Pod FLL — 15[DBX0S] — 1 2 3
1 M-Pod FRL — 15[DBX0S] — 1 2 3
1 MRM 10 LT 4 1/Msi[MC] — 3 8 15
w/ Apollo
Machine Gun LT — 2[DBAI] - 1 2 3
1 Heavy PPC RT 15 15][DE] 3 6 12 18
w,/Capacitor 20 20[DEX]
1 MRM 10 RT 4 1/MsiMC] — 3 8 15
w/Apollo Left nia;,lL]Eg Ria;,lL]eg Right
1 MPod CT — 15[DBX0S] — 1 2 3 F“[";E")eg F“?gto"]eg
1 Machine Gun CT — 2I[DBAI - 1 2 3 000
Total Heat (Dissipation): 23 (24) 000
[eJeJe)
Left 888 Right
Ammo: (MG) 100, (MRM 10) 48 Torso Rear RYeYeYe Torso Rear
Quirks: Multi-Trac, Exposed Actuators (13) (13)
Center Torso Rear (19)
\, BV: 1.894 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Right Scale
Head Torso Overflow
1. Life Support (17)
2. Sensors
3. Cockpit 307
4. Roll Again .
Front Left Leg 5. Sensors Front Right Leg 29
1. Hip 6. Life Support 1. Hip 28>
2. Upper Leg Actuator 2. Upper Leg Actuator Right 27
3. Lower Leg Actuator 3. Lower Leg Actuator Front Leg 56+
4. Foot Actuator Center Torso 4. Foot Actuator (17) -
5. M-Pod 1. Light Fusion Engine 5. M-Pod 25
6. Roll Again 2. Light Fusion Engine 6. Roll Again 00, 24
1 3 3. Light Fusion Engine o 23 %
4. Gyro Left g Right ErT
5. Gyro Rear Leg ) o Rear Leg 57
8. Gyro 17) |o 17
" (173 fo (7)o
. ro
Left Torso (CASE ) 2. Light Fusion Engine Right Torso o 19
1. Light Fusion Engine 3. Light Fusion Engine 1. Light Fusion Engine 18%
2. Light Fusion Engine 4-6 4. Light Fusion Engine 2. Light Fusion Engine ,_\ 17 %
1-3 4. [MRM 10 6. Machine Gun 1-3 4. | Heavy PPC HEAT DATA s N |18
Double Heat Sinks: *
5. Apollo MRM FCS 5. | Heawy PPC Heat 19 (24 15
6. Machine Gun Engine Hits O O O 6. LHeawy PPC Level* Effects (24) 14+
Gyro Hits 00 . 30 Shutdown 134
1. Ammo (MG) 100 . 1. PPC Capacitor 58 Ammo Ex ' (o]e)
p, avoid on 8+
2. Ammo (MRM 10) 24 Sensor Hits O O 2, [MRM 10 56 Shutdown avoid on 10+ 00 12
a.g & Ammo (MAM 10124 Life Support O a.g & LMAm 10 55 & Moverment Points 0 11
~O 4. Supercharger "0 4. Apollo MRM FCS 24 +4 Modifier to Fire O 10+
5. CASEIl 5. Roll Again 23 Ammo Exp, avoid on 6+ O S
6. Roll Again 6. Roll Again 20 Shutdown. avoid on 8+
! *
20 -4 Movement Points O 8
19 Ammo Exp, avoid on 4+ ©) 7
Rear Left Leg CH'[H VS'[ Rear 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 :ll g EEMMOd'f'er EOPF'_Pi
5. M-Pod Damage Transfer 5. M-Pod s -+1 I\/IDVZ'r:ent ":J_m S 2
6. Roll Again Diagram 6. Roll Again A ocifier tUP "Fet 1
- vemen n
\ / '\ ovement Toms /| o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

(0]
O

/4 \ /4 \
'MECH DATA \ WARRIOR D
OOOOO
Type: Shogun SHG-2F Name: 20500
Movement Points: Tonnage: 85 ] I . 0-0
A G Skill: Piloting Skill:
Walking: 3 Tech Base: Inner Sphere unnerySidlt - Filoting =k OOOOO
Running: 5 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 OOOOO
Jumping: 3 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead CoPod
Engine Type: 255 Fusion 0 O O
/ OOOOO
Weapons & Equipment Inventory (hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng 00
1 LRM 15 LA 5 1/Msl[MCS] B 7 14 21
1 LRM 15 RA 5 1/Msl[MCS] B 7 14 21 Left A Right A
t
1 SAMB LT 4 2/Msi[MCS] — 3 6 9 (22) Toa)
1 ERPPC RT 15 10[DE] - 7 14 23
1 SRMB RT 4 2/MsI[MCS] — 3 6 9
Total Heat (Dissipation): 33 (17)
Left Right
Leg Center Leg
(36) Torso (36)
(1)
Ammo: (LRM 15) 16, (SRM B) 30 .
Quirks: Barrel Fists (LA), Barrel Fists [RA), Difficult to Maintain, Left Right
Non-Standard Parts Torso Rear Torso Rear
(8) (8)
\, BV: 1.804 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (18] Right Torso (18) Dverflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder 9 S
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator o] o] 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 8 8 29
™2 4. [LAM 15 5. Sensors ™2 4 RM 15 e 2 -
5. [ LRM 15 6. Life Support 5.[ LRM 15 3 o 28
6. LLRM 15 6.LLrm 15 teie [ S 2\ righe |27
o (0] *|
1. Roll Again Center Torso 1. Roll Again A,Ir:' o} Q A1T 28
2. Roll Again 1. Fusion Engine 2. Roll Again (141 (o o) (141 | a5+
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 B. Roll Again Left Right =
6. Gyro Leg Leg o
1. Gyro (18) (18)
Left Torso (CASE) 2. Fusion Engine Right Torso [CASE) 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17
3. [SRM 6 5. Heat Sink 3.[ERPPC
- - 16
1 3 4.LSRM 6 6. Jump Jet 1 3 4. |:ER PPC Heat Sinks: -
5. Ammo (SRM 6] 15 5. LERPPC 1 7 15
6. Ammo (LRM 15) 8 Engine Hits O O O 6.[SRM 6 Level* Effects 14+
G\jl“D HitsQ O 30 Shutdown 134
1. CASE 1.lsAm e ' (o]e)
H 28 A Exp, d on 8+
2. Roll Again Sensor Hits o o 2. Ammo (SRM 6) 15 mmo EXp BVFII on O O 12
Life Suppor‘t (o) 26  Shutdown, avoid on 10+
4_6 2 EOH ﬁgam 4_6 2 é,:ggo (LRM15) 8 25 -5 Movement Points O O 11
- mongen : 24  +4 Modifier to Fire 00 10*
5. Roll Again 5. Roll Again .
23 Ammo Exp, avoid on 6+ O O 9
6. Roll Again 6. Roll Again .
22 Shutdown, avoid on 8+ O O B
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ 00 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 P 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 F'_Pe
5. Heat Sink Damage Transfer 5. Heat Sink 10 2 Movement F'qmts 2
6. Jump Jet Diagram 6. Jump Jet 8  +1 Modifier to Fllre 1
\ / \\ 5 -1 Movement Points / o
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BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

BATTLEMECH RECORD SHEET s 0
O O
/4 \ /4 \ (Oxe} o0
'MECH DATA \ WARRIOR DATA OOO OOO
O O
Type: Shogun C Name: Ogo 80808 o%o
Movement Points: Tonnage: 85 Gunnery Skilk Piloting Skill: 9o o P
Walking: 3 Tech Base: Clan 00 0-0 loxe)
Running: 5 Rules Level: Standard HitsTaken | 1 | 2 | 3 [ 4 | 5 | & @) 0,00 (@)
Jumping: 3 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead OOO 0-0 OOO
Engine Type: 255 Fusion p O Co°C OOO
. O_O_O
Weapons & Equipment Inventory (hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng 00
1 LRM 20 LA 1/Msl[MCS] — 7 14 21
w/ Artemis IV L i
eft Arm Right Arm
1 LRM 20 RA 1/Msl[MCS] — 7 14 21 (27) (27)
w/ Artemis IV
2 Streak SRM 6 LT 2/MsIMC] — 4 8 12
1 ERPPC RT 15 15][DE] - 7 14 23
2 Streak SRM B RT 2/MsI[MC] — 4 8 12 Left Right
Total Heat (Dissipation): 43 (32) Leg Center Leg
(27) Torso (27)
(1)
Ammo: (LRM 20 Artemis) 24, (Streak SRM 6) 30 .
Quirks: Barrel Fists (LA), Barrel Fists (RA), Difficult to Maintain, Left Right
Torso Rear Torso Rear
Non-Standard Parts
(9) (9)
\, Bv: 3032 INTERNAL STRUCTURE DIAGRAM
/
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (18] Right Torso (18) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder S
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator o] 30%
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator 8 29
" a4 [Dnuble Heat Sink 5. Sensors " [Duuble Heat Sink 2 -
5. L Double Heat Sink 6. Life Support 5. L Double Heat Sink o 28
6. [Dnuble Heat Sink B. [Duuble Heat Sink 8 Right 27
O *|
1. L Double Heat Sink Center Torso 1. L Double Heat Sink 8 (A1r:1] o
*|
2.[LRM 20 1. Fusion Engine 2.[LRM 20 25
3.[LRm 20 2. Fusion Engine 3.|LRM 20 24
46 , |(rvz0 3. Fusion Engine 46 ;| (rm20 237
5.LLRM 20 13, Gyro 5.LLRM 20 o
6. Artemis IV FCS 5. Gyro 6. Artemis IV FCS .
6 Guro Left Right 21
- By Leg Leg 507
1. Gyro . (18) (18) -
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) 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. [ Streak SRM 6 5. Jump Jet 3.[ERPPC
13 ] 13 A 16
4. L streak SRM 6 6. FerroFibrous 4.LERPPC Double Heat Sinks: 15+
5. [Streak SRM 6 5. [Streak SRM 6 16 [32)
6. Lstreak SRM 6 Engine Hits O O O 6. Lstreak SRM B Level* Effects ( 14+
i 30 Shutd
1. Ammo (Streak SAM 6] 15 Gyro Hits (o] o) 1. [Streak SRM 6 og A;mc?va:p avoid on B+ 0]0) 137
2. Ammo (LRM 20 Artemis) 6 Sensor Hits O O 2. | streak SAM 6 56 Shutdown avoid on 10+ 00 12
) Life Su ort o utdown, avoid on
3. Ammo (LRM 20 Artemis) 6 PP 3. Ammo (Streak SRM 6) 15 55 -5 Movement Points 00 11
46 4. FerroFibrous 4-6 4. Ammo (LRM 20 Artemis) 6 - )
. 24  +4 Modifier to Fire (o]e) 10%
5. Ferro-Fibrous 5. Ammo (LRM 20 Artemis) 6 .
23 Ammo Exp, avoid on 6+ O O 9
6. Ferro-Fibrous 6. Ferro-Fibrous .
22 Shutdown, avoid on 8+ O O B
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 P labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator :ll g EEMMOd'f'er EOPF'_Pi
5. Jump Jet Damage Transfer 5. Jump Jet g -+1 ’\ons:.went ;:J.m s 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous 5 M odinier tUP ',ri 1
-1 Movement Points
\ / '\ / | o
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ARMOR DIAGRAM

Standard Armor

Head (9)

BATTLETECH

BATTLEMECH RECORD SHEET

Left Torso

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Pillager PLG-3Z Name:
Movement Points: Tonnage: 100 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: Inner Sphere v — i
Running: 5 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 3 Role: Juggernaut 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
2 Medium Laser LA 3 5|[DE] - 3 B 8
1 Large Laser RA 8 B8IDE] - 5 10 15 Left A Richt A
e rm [ rm
1 Gauss Rifle LT 1 15[DBX] 2 7 15 22 (34) 134)
1 Gauss Rifle RT 1 15[DBX] 2 7 15 @22
1 Medium Laser CT 3 G5[DE] - 3 6 9
1 Medium Laser HD 3 5][DE] - 3 B 8
Total Heat (Dissipation): 22 (28) Left Right
Leg Center Leg
(42) Torso (42)
(10)
Ammo: (Gauss) 48 Left Right
) Torso R Torso R
Quirks: Battle Fists (LA), Battle Fists (RA] °"[s:0 ]ear °"[s:u ]ea"
\, Bv: 2,897 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. COCk_P't 2. Upper Arm Actuator o} 30*
13 3. Lower Arm Actuator 4. Medium Laser 13 3. Lower Arm Actuator 8 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator 8 m
5. [ Double Heat Sink B. Life Support 5. [ Double Heat Sink o 28
6. | Double Heat Sink 6. | Double Heat Sink 8 27
" . o 26*
1. L Double Heat Sink Center Torso 1. L Double Heat Sink o
2. Medium Laser 1. XL Fusion Engine 2. [Large Laser 25
a4-8 3. Medium Laser 2. XL Fusion Engine a4-8 3. LLarge Laser Center 24*
"0 4. Roll Again 3. XL Fusion Engine "0O 4. Roll Again Torso 53%
5. Roll Again 1-3 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro B. Roll Again
6. Gyro 21
20
1. Gyro .
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
1-3 4.[ Gauss Rifle 6. Medium Laser 1-3 4.[ Gauss Rifle . N 18
Double Heat Sinks: *
5. | Gauss Rifle 5. | Gauss Rifle 14 (28 15
6. | Gauss Rifle Engine Hits O O O 6. | Gauss Rifle Level* Effects (@8) 14+
i 30 Shutdown
1. | Gauss Rifle Gyro Hits (o] o) 1. | Gauss Rifle 28 Ammo Exp, avoid on 8+ 0]0) 137
2. | Gauss Rifle Sensor HitsQ O 2. | Gauss Rifle 56 Shutdown avoid on 10+ 00 12
3. | Gauss Rifle Life Support O 3. | Gauss Rifle 55 & Moverment Points 00 11
46 4. | Gauss Rifle 4-6 4. | Gauss Rifle 54 +4 Modifier to Fire 00 0%
5. Ammo (Gauss) 8 5. Ammo (Gauss) 8 23 Ammo Exp, avoid on 6+
6. Ammo (Gauss) 8 6. Ammo (Gauss) 8 25 Shutdown Yavmid 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 F'_Pe
5. Jump Jet Damage Transfer 5. Jump Jet 180 -qu'\onz:jen: Pﬁ'”ts 2
6. Ammo (Gauss) 8 Diagram 6. Ammo (Gauss) 8 5 M odinier tUP ',ri 1
-1 Movement Points
\ / '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

( 'MECH DATA \ \ ( WARRIOR D \
Type: Pillager PLG-6Z Name:
Movement Points: Tonnage: 100 . _— .
Wialking: 3[4] Tech Bgase: Mixed Gunnery Skill: Piloting Skill:
Running: 5[6] Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 3 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 300 Light p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ERMediumLaser(IS) LA 5 5[DE] - 4 8 12
1 ERlargelaser(lS) RA 12 B8[DE] - 7 14 19 Lot A Right Arm
1 LB20XAC(C) LT 6 20 - 4 8 12 (34) (34)
[DBC/F/S]
1 LB20-XAC(C) RT 6 20 — 4 8 12
[DBC/F/S]
1 ERMedium Laser(IS) CT 5 5][DE] — 4 8 12 Left Right
1 Medium Pulse Laser HD 4 6[P] - 2 4 B ['-:gl CTenter ['fg]
(1S) (109
Total Heat (Dissipation): 43 (24)
Amma: (LB-20X) 15, (LB-20X Cluster] 15 Left Right
Quirks: Battle Fists (LA), Battle Fists [RA) T°"[s:0R]ear T°"[s:unlea"
\_BY: 2714
/ \ \ / Standard Structure Heat
CRITICAL TABLE \ . Scale
Head Left Torso (21) Right Torso (21) Overfiow
Left Arm (CASE Il) 1. Life Support Right Arm (CASE 1) l
1. Shoulder 2. Sensors 1. Shoulder e °
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o} 30*
3. Lower Arm Actuator 4. Medium Pulse Laser 3. Lower Arm Actuator 8 29
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator o
5. ER Medium Laser 6. Life Support 5. [ER Large Laser 8 28~
6. ER Medium Laser 6. LER Large Laser 8 27
1. Ammo (LB-20X) 5 Center Torso 1. Ammo (LB-20X) 5 8 26~
2. Ammo (LB-20X Cluster) 5 1. Light Fusion Engine 2. Ammo (LB-20X] 5 25"
a4-8 3. Ammo (LB-20X Cluster) 5 2. Light Fusion Engine a4-8 3. Ammo (LB-20X Cluster) 5 Center 24*
4. CASEIl 3. Light Fusion Engine 4. CASEIl Torso 23 %
5. Triple Strength Myomer 1-3 4. Gyro 5. Triple Strength Myomer 2o
6. Triple Strength Myomer 5. Gyro 6. Triple Strength Myomer
6. Gyro 21
20
Left Torso ; ﬁ‘gl;:)c Fusion Engine Right Torso 19*
1. Light Fusion Engine 3. Light Fusion Engine 1. Light Fusion Engine 18*
2. ) Light Fusion Engine 4-6 4. Light Fusion Engine 2. _Light Fusion Engine 17 %
13 3.[LB 20X AC [Clan] 5. Jump Jet 13 3.[LB 20-X AC [Clan] \ [
4.| LB 20X AC [Clan] 6. ER Medium Laser 4.| LB 20X AC [Clan] Double Heat Sinks: -
5. [ LB 20X AC [Clan] : - 5. [ LB 20-X AC [Clan] 12 (24] 15
6. | LB 20-X AC [Clan] Engine Hits O O O 6. LB 20-X AC [Clan] Level* Effects 14*
1.| LB 20X AC[Clan] Gyro Hits oo 1.| LB 20X AC [Clan] S0 Shutdown 00 13%
2. | LB 20X AC [Clan] Sensor HitsQ O 2.| LB 20-X AC [Clan] Sg é;n n:f B, avc.lc"d Un180++ 00 12
3.| LB 20X AC [Clan] Life Support O 3.| LB 20X AC [Clan] o5 5 Kzosgvr:;\goiun:s (@) 1
4-6 4 |B20xac [Clan] 4-6 4 | B 2oxAc [Clan] 54 +4 Madifier to Fire 0 e
5. LB 20-X AC [Clan] 5. LB 20-X AC [Clan] 53 Ammo Exp, avoid on B+ S 5
6. Roll Again 6. Roll Again 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. Hip g e 1. Hip 17 +3 Modifier to FI.F’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 F'_Pe 3
5. Jump Jet Damage Transfer 5. Jump Jet 180 iMMDZZi?::EUP;I::S 2
6. Triple Strength Myomer Diagram 6. Triple Strength Myomer 5 -1 Movement Points 1
\ / '\ / | o
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S

™
A BATTLE ARMOR
RECORD SHEET
AR N
/4 \ \
BATTLE ARMOR: SQU 1 \ LEG ATTACKS TABLE
Type: IS Standard Battle Armor [Flamer](Sqd4) [1 ©000000000 ] TES(?LE!QTS?S/E BSISOEDIT;::T
e A (7 §565666060 ) o
Gty T Dm Min Sht Med Lni 3 +2
1 FIya'::er [BA] 2 [IZ?E,H,AI] - ee ag [3 @O000000000 ) 2 +5
1 Battle Claw - - - = 1 +7
4 @000000000 )
( SWARM ATTACKS TABLE
\M“ha"ize‘t M sweml e A BATTLE ARMOR BASE TO-HIT
\ Armor: Standard (Basic) Role: Ambusher BV: 199,38 / TROOPERS ACTIVE MODIFIER
4-6 +2
1-3 +5

( BATTLE ARMOR: SQUAD 2 \

1 @000000000

o

Type: IS Standard Battle Armor [Laser](Sqd4)

Gunn Skill: Anti-'Mech Skill:

Ground MP: 1 S g —{2  @000000000
Gty T D Min Sht Med L

1 S‘ﬁaellLaser STDQE] —n 1 ; gg [3 @000000000
! Bame Claw - 7 7 " (4 @000000000

HHHH/

Swarm: @ Leg: @ AP: D

\ Armor: Standard [Basic)

Mechanized: @
\

Role: Ambusher

BV: 231/44 /

\
( BATTLE ARMOR: SQUAD 3

1 @000000000

o

Type: IS Standard Battle Armor [Magnetic](Sqd4)

Gunnery Skill: Anti-'Mech Skill: |
Ground MP: 2 Jump MP: 4 2 @000000000
Gty Type Dmg Min Sht Med Lng

Machine Gun [Medium) 2 [DB,AI] - 1 2 3 [3 @000000000

Jump Booster [BA] [E] - = - a 000000000

Battle Claw - - —

——

HHHH/

1
1
1
1 Magnetic Clamps [BA]  [E] - = - —

Swarm: @ Leg: @ AP: D

N\, Armor: Advanced

Mechanized: @
\

Role: Ambusher

BV: 205,/39 /

( BATTLE ARMOR: SQUAD 4 \

Type: IS Stan.dar‘d Battle Armor [MG][.Sqd4] . [1 9000000000
g::::;y Nsl:;:u:1 ﬁﬂf,'{;.MMe;? gk'": 4[2 @000000000
Q:y US:hine Gun (Medium) STE?B.AI] Nﬂn S?t M;d '-;9 [3 9000000000
1 Battle Claw - - - - [4 @000000000

HHHH/

Swarm: @ Leg: @ AP: D

\ Armor: Standard (Basic)

Mechanized: @
\

Role: Ambusher

BV: 199,38 /

( SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE

TROOPERS ACTIVE 1 2 3 a4 5 6
6 +0 +0 +0 +0 +1 +2
5 +0 +0 +0 +1 +2 +3
4 +0 +0 #1 +2  +3  +4
3 +0 +1 +2 +3 +4 45
2 +1 +2 +3 +4 +5 +B6
1 +2 +3 +4  +5 +6 +7

BATTLE ARMOR EQUIPMENT

Claws with magnets -1
SITUATION *
'Mech prone -2
'Mech or vehicle immobile -4
Vehicle 2
*Modifiers are cumulative
/
/4 \
SWARM ATTACKS HIT LOCATION TABLE
2D6 BIPEDAL/TRIPOD QUAD
ROLL LOCATION LOCATION
2 Head Head
3 Rear Center Torso Front Right Torso
a4 Rear Right Torso Rear Center Torso
5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
7 Front Center Torso Front Center Torso
8 Left Arm Front Left Torso
9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
N\
/4 \
TRANSPORT POSITIONS TABLE
TROOPER 'MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side
2 Left Torso Right Side
3 Right Torso (rear) Left Side
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear
6 Center Torso Rear
TROOPER LARGE SUPPORT
NUMBER VEHICLE LOCATION *
1 Right Side (Unit 1,/Unit 2)
2 Right Side [Unit 1,/Unit 2) N1
3 Left Side (Unit 1,/Unit 2) [:H-[HLQS.[
4 Left Side (Unit 1,/Unit 2) game Dlabs
5 Rear (Unit 1,/Unit 2)
6 Rear (Unit 1,/Unit 2)

*

Unit 1 and Unit 2 represent two battle armor units.

N\ /
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