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ARMOR DIAGRAM

Standard Armor

Front Armor
(24)

BATTLETECH

WHEELED VEHICLE RECORD SHEET

/4 \_
VEHICLE DA "W ( CREW 00000000
Type: Coolant Truck 135-K Crew: 8 8 8 8 8 8
Movement Points: Tonnage: 30 Gunnery Skilt Driving Skilk 0000
Cruising: 4 Tech Base: Inner Sphere
Flanking: 6 Rules Level: Introductory
Movement Type: \Wheeled Role: Ambusher Commander Hit Driver Hit
Engine Tvpe: 100 ICE Modifier to all skill rolls Madifier to Driving skill rolls o
Weapons & Equipment Inventory (hexes) N\ / 5 ‘§-
Gty Type Loc Dmg Min Sht Med Lng Nt :n'
2 Flamer (Vehicle) TU 2[DEHAI - 1 2 3 , CRITICAL DAMAGE \ﬁ 3 a
E o
Turret Locked D Engine Hit D é E
Sensor Hits o 3
Motive System Hits 8 2
Stabilizers @ ~
Front () Left O ree O "_al': ®
Rear  (J Turet () oo 00 O0O0 (O} =
\ / 0l oooo0o0 |\°°
O O O
OO0O0O0OO0OO00O00
Ammo: (Flamer) 40 [ONONCNONONONORONONONO)
Features Insulated Cargo (7.83 tons) !
\. BV: 321 7 Rea[rerrTor N A1
\ / CATALYST

ATTACK DIRECTION 2D6 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 89 Moderate damage; -1 Cruising MP, +2 madifier to all
4 Frontt Reart Sidet Driving Skill Rolls
& Right Side Left Side Front 1011 Heavy damage; only half Cruising MP (round fractions up),
9! vy y
6 Front Rear Side +3 maodifier to all Driving Skill Rolls
7 Front Rear Side 12 Major damage; no movement for the rest of the game
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidet Right Side t Reart
10 Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier:
yp
11 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
12* Turret (critical) Turret (critical) Turret (critical) Hit from the sides +2 Wheeled +2
Hovercraft, Hydrofoil +3
WIGE +4
* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 3 f de attack: vd Iy to th in that . The attacki | th t ticall Il modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
(or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTotal Warfare for more information). has no additional effect. This means the maximum Driving Skill Roll modifier that can be
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has inflicted from the Motive System Damage Table is +6. If a unit’s Gruising MP is reduced
. to O, it cannot move for the rest of the game, but is not considered an immobile target. In
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction addition, all motive system damage takes effect at the end of the phase in which the damage
1 The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in occurred. For example, if two units are attacking the same Combat Vehicle during the
that ti but th ttacki I | Il the Motive Syst D Table at right c bat, 192, Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4
at section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. »1n immobile target modifier would not apply for the second unit. However, the -4 modifier would
Total Warfare for more information). take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results over a Depth 1 or deeper water hex, it sinks and is destroyed.
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

\ /7 \ /
/4

GRO COMBAT VEHICLE CRITICALS TABLE

LOCATION HIT
FRONT SIDE REAR TURRET

2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit

6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer

7 \Weapon Malfunction \Weapon Malfunction Cargo/Infantry Hit Turret Jam

8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction

9 Sensors Stabilizer Weapon Destroyed Turret Locks

10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition* * Ammunition* *
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
** If Combat Vehicle carries no ammunition, treat this result as \Weapon Destroyed

\ /

© 2024 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.




ARMOR DIAGRAM

Standard Armor

Front Armor
(24)

BATTLETECH

HOVER VEHICLE RECORD SHEET

/4 \_
VEHICLE D "W ( CREW 00000000
Type: Coolant Truck (Hover) Crew: 8 8 8 8 8 8
Movement Points: Tonnage: 30 Gunnery Skill: Driving Skill:
Cruising: 4 Tech Base: Inner Sphere s — S 0000
Flanking: 6 Rules Level: Introductory
Movement Type: Hover Role: Ambusher Commander Hit Driver Hit
Engine Tvpe: 10 ICE Modifier to all skill rolls Madifier to Driving skill rolls o
Weapons & Equipment Inventory (hexes) N\ / g ‘§-
Gty Type Loc Dmg Min Sht Med Lng Nt :n'
2 Flamer (Vehicle) TU 2[DEHAI - 1 2 3 , CRITICAL DAMAGE \ﬁ 3 a
E o
Turret Locked D Engine Hit D é E
Sensor Hits o 3
Motive System Hits 8 2
Stabilizers @ ~
Front () Left O ree O "_al': ®
\Rear‘ O weee O y oo 00 O0O0 (O} =
0l oooo0o0 |\°°
O O O
OO0O0O0OO0OO00O00
Ammo: (Flamer) 40 [ONONCNONONONORONONONO)
Features Insulated Cargo (5.22 tons)
" Rear Armor
BV: 284 .
\ e (20) M
\ 4 / CATALYST

( (0] COMBAT VEHICLE HIT LOCATIO N (4 TIVE SYSTEM DAMAGE TABLE \

ATTACK DIRECTION 2D6 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 89 Moderate damage; -1 Cruising MP, +2 madifier to all
4 Frontt Reart Sidet Driving Skill Rolls
& Right Side Left Sidet Frontt 1011 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 maodifier to all Driving Skill Rolls
7 Front Rear Side 12 Major damage; no movement for the rest of the game
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidet Right Side t Reart
10 Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier:
11 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
12* Turret (critical) Turret (critical) Turret (critical) Hit from the sides +2 Wheeled +2
Hovercraft, Hydrofoil +3
WIGE +4

* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
maodifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting

12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7

once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTotal Warfare for more information). has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +6. If a unit’s Cruising MP is reduced

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has H !

. to O, it cannot move for the rest of the game, but is not considered an immobile target. In
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction addition, all motive system damage takes effect at the end of the phase in which the damage
1 The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in occurred. For example, if two units are attacking the same Combat Vehicle during the
that section. but the attacki | | " the Motive System D Table at right Combat. p. 192, i Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4

at section, but the attacking player aiso rolls once on the Viotive system Damage fable at rig (see Combat, p. -1n immobile target modifier would not apply for the second unit. However, the -4 modifier would
Total Warfare for more information). take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results over a Depth 1 or deeper water hex, it sinks and is destroyed.

strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

\ /7 \ /
/4

COMBAT VEHICLE CRITI S TABLE

RO

LOCATION HIT
FRONT SIDE REAR TURRET

2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit

6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer

7 \Weapon Malfunction \Weapon Malfunction Cargo/Infantry Hit Turret Jam

8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction

9 Sensors Stabilizer Weapon Destroyed Turret Locks

10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition* * Ammunition* *
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
** If Combat Vehicle carries no ammunition, treat this result as \Weapon Destroyed

\ /
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BATTLEMECH RECORD SHEET

BATTLETECH

Ammo: (LRM 10) 24, (MG) 100, (RAC/5) 40

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Argus AGS-4D Name:
Movement Points: Tonnage: 60 . I .
Gi Skill: Pil Skill:
Walking: 5 Tech Base: Inner Sphere unnery Sidll: - Piloting Sl
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 300 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM 10 LA 4 1/Msl[MCS] B 7 14 21
1 Rotary AC/5 RA 1 5/Sht - 5 10 15
[DBR/C]
1 Machine Gun RA  — 2[DBAI] - 1 2 3 =
1 ER Medium Laser LT 5 5[DE - 4 8 12 ) (ol W N I
1 Active Probe (Beagle] LT — [E][ ] - 4 \\‘Eﬁ{'ﬁ@' q 0
BN\
1 ER Medium Laser RT 5 5[DF] - 4 8 12 J J)\\“\f )
1 Targeting Computer ~ RT — [E] - - = = \él@""’&?

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

Left
Leg Center
(27) Torso

(9)

Left
Torso Rear

(7)

Right
Torso Rear

(7)

Right Arm
(19)

. Y
\, BV: 1,638 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (14) Right Torso (14 ) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator le) 30*
13 % [LRM 10 4. Roll Again 1.3 & [Fotarvac/s o 5
"9 a.ltrm10 5. Sensors "9 4.| Rotary AC/5 o -
5. Endo Steel 6. Life Support 5. | Rotary AC/5 o 28
6. Endo Steel 6. | Rotary AC/5 Left g Right 27
1. Endo Steel Center Torso 1. | Rotary AC/5 A’:I'; [¢] AT; 26~
2. Endo Steel 1. XL Fusion Engine 2. LRotaryAC/5 (10 o) 1101 Jos5+
3. Roll Again 2. XL Fusion Engine 3. Machine Gun 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 oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg
20*
1. Gyro (14) (14)
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. Endo Steel 3. XL Fusion Engine
1-3 : 1-3 . i N |L1s
4. ER Medium Laser 6. Endo Steel 4. ER Medium Laser Double Heat Sinks: -
5. Ammo (LRM 10) 12 5. Ammo (RAC/5) 20 19 (24 15
6. Ammo (LRM 10) 12 Engine Hts O O O 6. Ammo (RAC/5) 20 Level* Effects (24) 14*
i 30 Shutdown
1. CASE S Eyr?. ::ES 88 1. Ammo (MG) 100 28 Ammo Exp, avoid on 8+ O O 13°
2, [Active Probe (Beagle) L'? ESBO S o 2. CASE 56 Shutdown. avoid on 10+ 00 12
i ife Support i !
4-6 3. LActive Probe (Beagle) PP 4-6 3. Target:!ng Computer o5 5 Movement Pqints O 11
4. Endo Steel 4. | Targeting Computer 24 +4 Modifier to Fire O 10+
5. Endo Steel 5. LTargeting Computer 23 Ammo Exp. avoid on 6+
6. Endo Steel 6. Endo Steel b, ave @) 9
22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi L 1. Hi 17  +3 Modifier to Fire O "
. Hip game P labs - Hip 15 -3 M t Point =
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgw”_' aVU'd_U” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Endo Steel Diagram 6. Endo Steel g ;! Modfer z”PF'Ti 1
-1 Movement Points
\, / '\ / | o

© 2024 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

Ammao: (Streak SRM 6) 30

\é‘?“"*

\

Type: Argus AGS-5D Name:
Movement Points: Tonnage: 60 . I .
Walking: 5 Tech Bgase: Inner Sphere Gunnery Skill: ___ Piloting Skl
Running: 8[10] Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 300 XL

Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Streak SRM B LA 4 2/Msi[MC] — 3 6 9
1 Heavy PPC RA 15 15[DE] 3 6 12 18
1 Medium Laser LT 3 5[DE] - 3 6B 8
1 Medium Laser RT 3 5][DE] - 3 6 8 =
1 Targeting Computer RT — [E] - - - ﬂ%
1 C3Computer (Slave)] HD — [E] e — <

Torso Rear

ARMOR DIAGRAM

Light Ferro-Fibrous

Left Torso

Head (9)
Right Torso

O00000000
00000000

Left

(7)

0000000000

Center
Torso
(10)

O 0O O OO

Right
Torso Rear

(7)

Right Arm
(20)

BV: 2,065 @
\, ; 1) INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Endo Steel Heat
CRITICAL TABLE \ s Scalo
Head Left Torso (14) Right Torso (14 ) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator le) 30*
13 % [Streak SRM 6 4. C3 Slave 1.3 & [HeawPPe o 5
™2 4. Lstreak SRM B 5. Sensors ™ 4. Heawy PPC o -
5. [Streak SRM 6 6. Life Support 5. | Heawy PPC o 28
6. | Streak SRM 6 6. LHeavy PPC Left g Right | 27
1. Endo Steel Center Torso 1. Light Ferro-Fibrous A’:I'; [¢] AT; 26~
2. Endo Steel 1. XL Fusion Engine 2. Light Ferro-Fibrous (10 [©) (10) 25*
3. Endo Steel i i 3. Light Ferro-Fibrous 24*
4-6 4 Enie ste 2. XL Fus!nn Eng!ne 4-6 o !
g 3. XL Fusion Engine - Light Ferro-Fibrous 23*
5. Endo Steel 1-3 4. XL Gyro 5. Light Ferro-Fibrous oo
6. Endo Steel 5. XL Gyro 6. Light Ferro-Fibrous Left Right
6. XLGyro L 21
eg Leg 20"
1. XL Gyro . (14) (14)
Left Torso 2. XLGyro Right Torso 19*
1. XL Fusion Engine 3. XL Gyro 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. XL Fusion Engi 3. XL Fusion Engine
1-3 4. Medium Laser B. XL FUS!DT\ E"Q!ne 1-3 4. Medium Laser . N 16
: - usion Engine : . Double Heat Sinks: "
5. Ammo (Streak SRM 6) 15 5. [ Targeting Computer 11 (22 15
6. Ammo (Streak SRM 6) 15 Engine Hits o o o 6. | Targeting Computer Level* Effects [ ] 14+
Gyro Hits 00 . 30 Shutdown 13*
1. | MASC Sensor Hits o o 1. LTargeting Computer 28  Ammo Exp, avoid an 8+ O O
2.| MASG : 2. Endo Steel 26 Shutdown, avoid on 10+ ©) 12
3. masc Life Support O 3. Light FerroFibrous ' .
a4-6 a4-6 25 -5 Movement Points O 11
4. Endo Steel 4. Roll Again 24 +4 Modifier to Fire O 10+
5. Endo Steel 5. Roll Again
6. Endo Steel B. Rol Ag 23 Ammo Exp, avoid on 6+ O 9
- Endo Stee - Roll Again 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H-[H LVS.[ Right Leg 18 Shutdown, avoid on 6+ (@) 5
1. Hip game ) labs 1. Hip 17  +3 Modifier to Fire O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @)
14 Shutdown, avoid on 4+ 4
3. Lower Leg Actuator 3. Lower Leg Actuator v . 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Endo Steel Diagram 6. Endo Steel g ;! Modfer z”PF'Ti 1
-1 Movement Points
N\ / '\ / | o

© 2024 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Helios HEL-3D Name:
Movement Points: Tonnage: 60 . I .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 [
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 240 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser LA 5 5|[DE] — 4 8 12
1 Gauss Rifle RA 1 15[DBX] 2 7 15 @22
Left Arm Right Arm
1 SRMB LT 4 2/Msl[MCS] — 3 6 9 (15) (15)
1 SRM6B RT 4 2/MsIMCS] — 3 6 9
\ >
y / ! Left Right
./!’ ‘ Leg Center Leg
,,‘@»\? f (15) Torso (15)
0\ D= "" 7 (7)
S =
Yo =
Te R Te R
Ammo: (Gauss] 16, (SRM 6] 15 oreo Hear oreo Hear
(5) (5)
\_BV: 1618 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ == /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (14) Right Torso (14 ) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator le) 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator [©) o9
™2 4. ERMedium Laser 5. Sensors ™ 4.[Gauss Rifle o -
5. ER Medium Laser B. Life Support 5. | Gauss Rifle o 28
6. Roll Again 6. | Gauss Rifle Left g Right | 27
1. Roll Again Center Torso 1. | Gauss Rifle A’:I'; [¢] AT; 26~
2. Roll Again 1. Fusion Engine 2. | Gauss Rifle (10 o) 1101 Jos5+
3. Roll Again 2. Fusion Engine 3. | Gauss Rifle 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. L Gauss Rifle 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro L 21
eg Leg 20"
1. Gyro (14) (14)
Left Torso 2. Fusion Engine Right Torso (CASE) 19*
1. [ Double Heat Sink 3. Fusion Engine 1. [SRM 6 18*
2. | Double Heat Sink 4-6 4. Fusion Engine 2.LSRM 6 17*
3. L Double Heat Sink 5. Endo Steel 3. Ammo (SRM 6) 15
1-3 1-3 N |L1s
4. [SRM 6 6. Endo Steel 4. Ammo (Gauss) 8 Double Heat Sinks: -
5.lsRm 6 5. Ammo (Gauss) 8 10 (20) 15
6. Endo Steel Engine Hts O O O 6. CASE Level* Effects ( 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Endo Steel Sensor Hits o o 1. Endo Steel 28  Ammo Exp, avoid an 8+ O
2. Endo Steel ) 2. Endo Steel 56  Shutd idon 10+ O 12
Llfe Suppor‘t o 3. EndoS | utaown, avoid on
3. Endo Steel . Endo Stee o5 .5 Movement Points O 11
4-6 4. Endo Steel 4-6 4. Endo Steel ] )
) ) 24  +4 Modifier to Fire O 10*
5. Endo Steel 5. Endo Steel .
6 Mol A 6 Endo Stecl 23 Ammo Exp, avoid on 6+ O 9
- holAgain - Endo Stee 22  Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l_ 1. Hi 17  +3 Modifier to Fire O "
- Hip game P labs - Hip 15 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgw”_' aVU'd_U” 4+
4. Foot Actuator 4. Foot Actuator :ll g ';EMMOd\fIEI" EOPF'_PE; 3
5. Jump Jet Damage Transfer 5. Jump Jet g -+1 NTVZTent E.m S 2
6. Jump Jet Diagram 6. Jump Jet 5 M odiher tDF’ ',ri 1
-1 Movement Points
\, / '\ / | o

© 2024 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

Ammo: (Gauss) 16, (MML 5/LRM) 24, (MML 5,/SRM] 20

\

BV: 1,459

®

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Helios HEL-7L Name:
Movement Points: Tonnage: 60 . I .
Gi Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnery St Floting =K
Running: 6 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 240 XL 7
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Light PPC LA 5 5][DE] 3 6 12 18
1 Gauss Rifle RA 1 15[DBX] 2 7 15 @22
1 MML5 LT 3 [MCS]
LRM 1/Msl 6 7 14 21
SRM 2/Msl — B 9
1 C3 Boosted Slave LT — [E] — — -
1 MML5 RT 3 [MCS] y~ ///'.
LRM 1/Msl 6 7 14 21 ./!* \
SRM 2 W0\d (
/Msl - 3 B 9 l @ V!’ J

Left
Torso Rear

(5]

ARMOR DIAGRAM

Light Ferro-Fibrous

Head (9)

Left Torso

Right Torso

Center
Torso

INTERNAL STRUCTURE DIAGRAM

Right
Torso Rear

(5)

Right Arm
(19)

\ .
/, \ Endo-Composite Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (14) Right Torso (14 ) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. G_OCkP't ) 2. Upper Arm Actuator le) 30*
13 3. Lower Arm Actuator 4. Light Ferro-Fibrous 13 3. Lower Arm Actuator o o9
g [Light PPC 5. Sensors ™ 4.[Gauss Rifle o -
5. L Light PPC 6. Life Support 5. | Gauss Rifle o 28
6 [Light PPC 6. | Gauss Rifle Left g Right 27
1. LLight PPC Center Torso 1. | Gauss Rifle A’:I'; [¢] AT; 26~
2. Endo-Composite 1. XL Fusion Engine 2. | Gauss Rifle (10 [©) (10) 25*
4-6 3. Endo-Composite 2. XL Fusion Engine a4-6 3. | Gauss Rifle 24+
4. Endo-Composite 3. XL Fusion Engine 4. L Gauss Rifle o3+
5. Light Ferro-Fibrous 1-3 4. XL Gyro 5. Endo-Composite oo
6. Light Ferro-Fibrous 5. XL Gyro B. Light Ferro-Fibrous Left Right >
6. XL Gyro L
eg Leg 20"
1. XL Gyro . (14) (14)
Left Torso 2. XLGyro Right Torso [CASE Il) 19*
1. XL Fusion Engine 3. XL Gyro 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. XL Fusion Engine 3. XL Fusion Engine
1-3 ' ) i 1-3 ] N L1s
4. [ Double Heat S!nk 6. XL Fusion Engine 4. MML 5 Double Heat Sinks: -
5. [ Double Heat Sink 5.[ MML 5 10120 a5
6. L Double Heat Sink Engine Hts O O O 6.LmmL5 Level* Effects (20) 14*
i 30 Shutdown
1.[MML5 Gyro Hits oo 1. Ammo (MML 5/LRM) 24 . O 13*
Sensor Hits o o 28 Ammo Exp, avoid on 8+
2.|MML5 ) 2. Ammo (MML 5/SRM]) 20 56  Shutd id on 10+ @) 12
Life Suppor‘t o 3. Ammo (Gauss) 8 udown, avoid on
a4-6 3.LMML 5 a4-6 25 -5 Movement Points O 11
4. | C3 Boosted Slave 4. Ammo (Gauss) 8 X X
24  +4 Modifier to Fire O 10*
5. LC3 Boosted Slave 5. CASEI .
6 EndoG 6 LohtF Fib 23 Ammo Exp, avoid on 6+ O 9
. ndo-Composite . ight Ferro-Fibrous 0o Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi L 1. Hi 17  +3 Modifier to Fire O "
- Hip game ) labs - Aip 15 3M £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgw”_' aVU'd_U” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe
5. Endo-Composite Damage Transfer 5. Endo-Composite 180 iMl\/Tvaent F"gmts 2
6. Light Ferro-Fibrous Diagram 6. Light Ferro-Fibrous 5 1M odiner zDP "ret 1
-1 Movement Points
N\ /7 '\ / | o
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BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLEMECH RECORD SHEET
/e \ /, \ o
MECH DATA \ WARRIOR DATA
OOOOO
Type: Emperor EMP-GA Name: 0500
Movement Points: Tonnage: 90 . L ] 0L0:0
A G Skill: Piloting Skill: O~
Walking: 3 Tech Base: Inner Sphere unnery S —— Foting =K OOOOO
Running: 5 Rules Level: Standard HitsTaken | 1 | 2 | 3 [ 4 | 5 | & 80808
Jumping: 3 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 02%6
Engine Type: 270 XL y 08080
Weapons & Equipment Inventory (hexes) 0099
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LB10XAC LA 2 10 — B 12 18
DB,C/F/S
[ /F/8] Left Arm Right Arm
1 Large Laser LA 8 B8|[DE] — 5 10 15 (30) (30)
1 LB10XAC RA 2 10 — B 12 18
[DB,C/F/S]
1 Large Laser RA 8 B8I[DE] — 5 10 15
1 Medium Pulse Laser LT 4 B[P] - 2 4 B Left Right
1 Medium Pulse Laser  RT 4 B[P] - 2 4 B Leg Center Leg
. (38) Torso (38)
1 Medium Laser HD 3 5I[DE] - 3 6 8 (10)
[¢]
[¢]
[¢]
Left [e) Right
Te R Te R
Ammo: (LB 10X) 20, (LB 10X Cluster] 20 °rs[°8 ]”" o °rs[°a ]”"
\, BV: 1,963 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Scale
Head Left Torso (19) Right Torso (19) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder orerd
2. Upper Arm Actuator 3. COCk_P't 2. Upper Arm Actuator 000 30*
13 3. Lower Arm Actuator 4. Medium Laser 13 3. Lower Arm Actuator 888 o9
™2 4.[LB10XAC 5. Sensors ™2 4.[LB10XAC 999 -
5.| LB 10X AC B. Life Support 5.| LB 10X AC 000 28
6.(LB10-XAC 6.| LB 10-X AC 888 27
[¢] 26*
1.| LB 10-X AC Center Torso 1.| LB10-X AC o
2.|LB 10X AC 1. XL Fusion Engine 2.[LB10XAC 25*
4-6 3.lLB10xAC 2. XL Fusion Engine 4-6 3.LLB10XAC Center 24+
O 4, [Large Laser 3. XL Fusion Engine "0 4, [Large Laser Torso 23
5. LLarge Laser 1-3 4. Gyro 5. LLarge Laser "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20*
1. Gyro .
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine ,_\ 17*
3. XL Fusion Engine 5. Jump Jet 3. XL Fusion Engine HEAT DATA
1-3 4. [ Double Heat Sink 6. Roll Again 1-3 4. [ Double Heat Sink Double Heat Sinks: N 16
5. | Double Heat Sink 5. | Double Heat Sink Heat 19 (2 4' 5%
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (24 14*
. Gyro Hits 00 i 30 Shutdown 13*
1. Medium Pulse Laser 1. Medium Pulse Laser : O O
i 28 A Exp, d on 8+
2. Ammo (LB 10-X) 10 S-eI'ISDI" Hits O O 2. Ammo (LB 10-X) 10 og S;T;:ic;w?p a?/\;?(lj Dc:,ln,l o+ O O 12
a6 3. Ammo (LB 10X Cluster) 10 Life Support O 4-6 3. Ammo (LB 10-X Cluster) 10 o5 5 Movemént Points O 1
4. CASE 4. CAsE 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 b, ave @) 9
9 9 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18  Shutdown, avoid on 6+ O 6
I l_ ) 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 aM Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgw”_' aVU'd_U” 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 Points 2
6. Roll Again Diagram 6. Roll Again g :h“gsgg‘jee;zupz'i;is 1
\, / '\ / | o
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ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

(e]e]e}
/4 \ /4 \
'MECH DATA \ WARRIOR DATA
S ()¢
Type: Daishi [Dire Wolf) 'Prometheus’ Name: 000
Movement Points: Tonnage: 100 . OOOOO
' ' Gi Skill: Piloting Skill:
Walking: 3 Tech Base: Clan unnery Sidll: - Piloting Sl 80808
Running: 5 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 OOOOO
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 02020
Engine Type: 300 XL OOOOO
- / 02020
Weapons & Equipment Inventory (hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng 0”0
1 ER Large Laser LA 12 10[DE] — 8 15 25
1 ER Large Laser RA 12 10|[DE] — 8 15 25
1 Ultra AC/20 LT 7 20/Sht — 4 8 12
[DBR/C]
3 Large Pulse Laser RT 10 10[P] — B 14 20
1 SRMB RT 4 2/MsI[MCS] — 3 6 9

Center
Torso
(14)

[¢]
[¢]
[¢]
[¢]
o Right
[¢]
Tc R Te R
Ammao: (SRM B) 15, (Ultra AC/20) 10 orso Rear o orso Rear
(10) (10)

\_BV: 2900 &
\ e

/ \ Standard Structure Heat
CRITICAL TABLE \ ons Scale

Head Left Torso (21) Right Torso (21) Overflow
Left Arm (CASE) 1. Life Support Right Arm o)
1. Shoulder 2. Sensors 1. Shoulder orerd
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 000 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 888 o9
a4 [Dnuble Heat Sink 5. Sensors " [Duuble Heat Sink 999 -
5. L Double Heat Sink B. Life Support 5. L Double Heat Sink 000 28
6. [ Double Heat Sink 6. [ Double Heat Sink 000 27
000 "
1. L Double Heat Sink Center Torso 1. L Double Heat Sink 88 26
2. [Duuble Heat Sink 1. XL Fusion Engine 2. [Double Heat Sink 25*
4-6 3. L Double Heat Sink 2. XL Fusion Engine a4-6 3. LDouble Heat Sink 24+
" 4. ERLarge Laser 3. XL Fusion Engine O 4 [Double Heat Sink o3+
5. Ammo (Ultra AC/20) 5 1-3 4. Gyro 5. LDouble Heat Sink "
6. Ammo (Ultra AC/20) 5 5. Gyro 6. ERLarge Laser 22
6. Gyro 21
20*
1. Gyro .
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 3. [Double Heat Sink 5. Roll Again 3 3. [Double Heat Sink
1- 4. L Double Heat Sink 6. Roll Again 1- 4. L Double Heat Sink Double Heat Sinks: 16
5. [ Ultra AC/20 5. [Large Pulse Laser 03 (48 . 15*
6. Ultra AC/20 Engine Hts O O O 6. L Large Pulse Laser Level* Effects (46] 14*
G\jl“D Hits o o 30 Shutdown 13*
1. | Ultra AC/20 . 1. [Large Pulse Laser 28 Ammo Exp. avoid on 8+ O O O
2.| Ultra AC/20 Sensor HitsQ O 2. L Large Pulse Laser P ave o]e]e) 12
Life Suppor‘t o) 26  Shutdown, avoid on 10+
4-6 3. | Ultra AC/20 4-6 3. [Large Pulse Laser o5 .5 Movement Points O O O 11
4. | Ultra AC/20 4. L Large Pulse Laser X X
24  +4 Modifier to Fire 10*
5. | Ultra AC/20 5. SRM6
. : 23 Ammo Exp, avoid on 6+ O O
6. Luitra Ac/20 6. Ammo (SRM 6) 15 ) 9
22 Shutdown, avoid on 8+ O O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg [:H'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ (0]0) 5
1 Hi 1. Hi 17  +3 Modifier to Fire (o]e) "
. p game P labs . P 15 -3 M t Point =
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgw”_' aVU'd_U” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 180 fq'\",\j’vzrff_‘e“t F'E_'ﬂts 2
6.1 Double Heat Sink Diagram 6.1 Double Heat Sink & M odmer z”P 'Ti 1
-1 Movement Points
\, / '\ / | o
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