ks
-

oA

>

rd

A8

INCLU _ESRECORD SHEETS FOR:
Star League Command Lance

cmn’f{sr

%
e
IIE 3]



( 'MECH DATA \

BATTLEMECH RECORD SHEET

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM

Standard Armor

Head (6)

Left Torso Right Torso

N
Type: Phoenix Hawk PXH-1b 'Special' Name:
Movement Points: Tonnage: 45 . I .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
Running: 9 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 6 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 270 XL p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 6 8
1 Machine Gun LA — 2[DBAI - 1 2 3
Left Arm Right Arm
1 ERPPC RA 15 10 [DE] - 7 14 23 (10) (10)
1 Medium Laser RA 3 5I[DE] - 3 6 8
1 Machine Gun RA  — 2[DBAI] - 1 2 3
1 ERLarge Laser RT 12 8|[DE] — 7 14 18
1 ECM Suite (Guardian) CT — [E] - - - B Left Right
Leg Center Leg
(15) (15)
(5)
Left Right
Ammo: (MG] 200 Torso Rear Torso Rear
(4) (4)
\, BV: 1512 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Endo Steel Heat
CRITICAL TABLE \ o Scale
Head Left Torso (11) Right Torso (11) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder S
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30*
13 3. Lower Arm Actuator 4. Endo Steel 13 3. Lower Arm Actuator o) o9
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator [e] "
5. Medium Laser B. Life Support 5.[ERPPC o 28
6. Machine Gun 6.| ER PPC Left g Right | 27
1. Endo Steel Center Torso 1.LERPPC A;m Ar7m =
2. Endo Steel 1. XL Fusion Engine 2. Medium Laser (7 (7 25*
4-6 3. Endo Steel 2. XL Fusion Engine a4-6 3. Machine Gun 24*
" 4. Roll Again 3. XL Fusion Engine "2 4. Endo Steel 23+
5. Roll Again 1-3 4. Gyro 5. Endo Steel oo
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro L 21
eg Leg 20"
1. Gyro (11) (11)
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. [ ECM Suite (Guardi 3. XL Fusion Engine
1-3 4. Jump Jet [ U! ° (Suer !3"] 1-3 4. Jump Jet N \ 16
. 6. LECM Suite (Guardian) . Double Heat Sinks: -
5. Jump Jet 5. Jump Jet 10 EO] 15
6. Jump Jet Engine Hits 000 6. Jump Jet Level* Effects ( 14+
G\jl“D Hits o o 30 Shutdown 13*
1. Ammo (MG) 200 Sensor Hits O O 1. [ER Large Laser 28 Ammo Exp, avoid on 8+ O
2. CASE ) 2. LER Large Laser 56  Shutd idon 10+ O 12
Llfe Suppor‘t o 3. Endo Steel utaown, avoid on
3. Endo Steel - Endo otee 25 -5 Movement Points O 11
4-6 4. Endo Steel 4-6 4. Endo Steel ; )
5' Roll A 5' Roll A 24  +4 Modifier to Fire O 10*
6. ROH Agam B. RGI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- holAgain - Roll Again 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 13 +2 Modifier to F'_Pe 3
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Endo Steel Diagram 6. Endo Steel g TMM”d‘f'er 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

ARMOR DIAGRAM

Standard Armor

Head (8)

Left Torso Right Torso

( 'MECH DATA \ \ ( WARRIOR DATA \
Type: Phoenix Hawk PXH-1¢c 'Special' Name:
Movement Points: Tonnage: 45 . _— .
Walking: 5] Tech Base: Inner Sphere Gunnery Skill: ___ Piloting Skl
Running: 9 Rules Level: Experimental Hits Taken | 1 2| 3|a|ls|s
Jumping: 6 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 270 XL
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 Machine Gun LA — 2[DBAI] - 1 2 3 i
Snub-Nose PPC RA 10 10/8/5 —_ 9 13 15 R'?'}tg‘}m'
[DEV]
1 Medium Laser RA 3 5I[DE] - 3 B 8
1 Machine Gun RA  — 2[DBAI] - 1 2 3
1 ERLarge Laser RT 12 8|[DE] — 7 14 18 Right
1 ECM Suite (Guardian) CT — [E] - - - B Center Leg
(20) Torso (20)
(5)
Left Right
Ammo: (MG] 200 Torso Rear Torso Rear
(4) (4)
\_BY: 1443
/ \ \ / Endo Steel Heat
CRITICAL TABLE \ o Scale
Head Left Torso (11) Right Torso (11) Overfion
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30*
3. Lower Arm Actuator 4. Endo Steel 3. Lower Arm Actuator o)
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator [e] 29
5. Medium Laser 6. Life Support 5. [ Snub-Nose PPC o 28~
6. Machine Gun 6. [Snub-ane PPC Left g Right 27
1. Endo Steel Center Torso 1. Medium Laser Arm Arm 26*
2. Endo Steel 1. XL Fusion Engine 2. Machine Gun (71 (71 25*
3. Endo Steel X i i 3. Endo Steel 24*
4-6 4. Roll Again § it :::Z: E:g::z 4-6 4. Endo Steel 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot Right 2221
6. Gyro Leg Leg -
1. Gyro (1) (1) 20
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. [ ECM Suite [Guardian) 3. XL Fusion Engine
1-3 4 sump dec 6. [ECM Suite (Guardian) 1-3 4 sump et Double Heat Sinks: N e
5. Jump Jet 5. Jump Jet 15*
6. Jump Jet Engine Hits 000 6. Jump Jet Level* Effects 10(20] 14+
1. Ammo [MG) 200 Gyro Hits oo 1.[ER Large Laser 80 Shutdown 13*
2. CASE e Sensor HitsQ O 2, [ER Large Laser Sg é;t :Lc;fvﬁp' a?/\;?clid DT,|SD++ 8 12
a8 Dol oSuweer® J asl nin 22 5 Hoemers o 0 1
24  +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 5
1. Hip 1. Hip 17 +3 Modifier to Fire O 5+
5 U game Plate 15 -3 Movement Points @)
. Upper Leg Actuator 2. Upper Leg Actuator . a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgw”_' aVU'd_U” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe 3
5. Endo Steel Damage Transfer 5. Endo Steel 180 iMl\/Tvaen: F"gmts 2
B. Endo Steel Diagram 8. Endo Steel e Mose‘n'fe;tupo'i;is 1
\, / '\ / | 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: Orion ON1-K Name:
Movement Points: Tonnage: 75 . I .
) 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: 0 Role: Brawler 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 OOO
1 Medium Laser LA 3 5|[DE] 3 6 89 @) (@)
1 Medium Laser RA 3 5I[DE] 3 6 89 Left A OOO Richt A
e rm 1 rm
1 LAM 15 LT 5 1/MsI[MCS] 8 7 14 21 (24) oC 12a)
1 SRM4 LT 3 2/Msl[MCS] 3 6 9
1 AC/10 RT 3 10[DBS] 5 10 15
Left Right
Leg Center Leg
(32) Torso (32)
(10)
Left Right
Te R Te R
Ammo: [AC/10) 20, [LRM 15) 16, ([SRM 4) 25 orso Hear orso Hear
(10) (10)
\, BV: 1.423 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (16 Right Torso (16 ) Overflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator g 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o o9
"2 4. Medium Laser 5. S'ensors "2 4. Medium Laser o "
5. Roll Again 6. Life Support 5. Roll Again g 28
6. Roll Again 6. Roll Again o| Right 27
o
1. Roll Again Center Torso 1. Roll Again [} Ar,:na 267
2. Roll Again 1. Fusion Engine 2. Roll Again o) 1121 Jos5+
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 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again ) 22
. Right
6. Gyro L 21
9 20~
1. Gyro (16)
Left Torso 2. Fusion Engine Right Torso 19*
1.[LRM 15 a-8 3. Fusion Engine 1.1 AC/10 18*
2.|LRM 15 "0 4. Fusion Engine 2.| AC/10 17+
3.LLRM 15 5. Roll Again 3.| AC/10
1-3 . 1-3 16
4. SRM4 6. Roll Again 4.| AC/10 Heat Sinks: -
5. Ammo (LRM 15) 8 5. Ac/10 10 15
6. Ammo (LRM 15) 8 Engine Hts O O O 6.| Ac/10 Level* Effects 14*
G\jl“D Hits QO O 30 Shutdown 13*
1. A SRM 4) 25 1.LAC/10 .
mmo [ ) Sensor Hits o o / 28 Ammo Exp, avoid on 8+ O
2. Roll Again Life Suppor‘t o 2. Ammo (AC/10) 10 96  Shutdown, avoid on 10+ O 12
4-6 3. Roll Again 4-6 3. Ammo (AC/10) 10 o5 .5 Movement Points O 11
4. Roll Again 4. Roll Again e .
) ) 24  +4 Modifier to Fire O 10*
:' EOH 298”-' 2 EGI: 298"1 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 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 ) 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 Shumgv‘_’”j aVU'd_U” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe 3
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 8  +1 Modifier to F|‘re p
9 5 -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

4 Artemis) 25

Ammo: (LB 10X) 10, (LB 10X Cluster] 10, (LRM 15 Artemis) 16, (SRM

\
Type: Orion ON1-Kb Name:
Movement Points: Tonnage: 75 . I .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: - Pilating Skl
Running: 6 Rules Level: Advanced Hits Taken | 1 2| 3|a|ls|s
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 300 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 Medium Laser RA 3 5I[DE] - 3 B 8
1 LBRM 15 LT 5 1/Msl[MCS] 6 7 14 21
w/ Artemis [V
1 SRM4 LT 3 2/Msi[MCS] — 3 B 9
w/Artemis IV
1 LB10XAC RT 2 10 — B 12 18
[DB.C/F/S]

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

O
OOOO
[©e)

Right Arm
(24)

O
@)

Left Right
Leg Center Leg
(32) Torso (32)

(10)

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

\, BV: 1617 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ e Scale
Head Left Torso (16 Right Torso (16 ) Overflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator g 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o o9
"2 4. Medium Laser 5. S'ensors "2 4. Medium Laser o "
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous g 28
6. Roll Again 6. Roll Again o| Right 27
o
1. Roll Again Center Torso 1. Roll Again le) AT‘E 26~
2. Roll Again 1. Fusion Engine 2. Roll Again o) 1121 Jos5+
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 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again A 22
1
6. Gyro Lig 21
1. Gyro (16) 20*
Left Torso 2. Fusion Engine Right Torso (CASE) 19*
1.[LRM 15 46 3. Fusion Engine 1.[LB 10X AC 18*
2.|LRM 15 4. Fusion Engine 2.|LB10xAC 17+
3.LLRM 15 5. FerroFib 3.[LB10xAC
1-3 4. Artemis IV FCS 6 Fem Ffbrous 1-3 4. LB 10X AC . 16
: - Ferro-Fibrous : Double Heat Sinks: "
5. SRM 4 5. LB 10X AC 10120 15
6. Artemis IV FCS Engine Hts O O O 6.LLB10x AC Level* Effects (20] 14*
i 30 Shutdown
1. FerroFibrous Gyro Hits oo 1. Ammo (LB 10X] 10 . @) 13+
) Sensor Hits o o 28 Ammo Exp, avoid on 8+
2. Ferro-Fibrous 2. Ammo (LB 10-X Cluster) 10 ; O 12
. Life Support o) i 26  Shutdown, avoid on 10+
4-6 3. Fer‘r‘o-F?brous 4-6 3. Ammo (LRM 15 Artem!s] 8 o5 .5 Movement Points O 11
4. Ferro-Fibrous 4. Ammo (LRM 15 Artemis) 8 24 +4 Modifier to Fire O 10+
5. Ferro-Fibrous 5. Ammo (SRM 4 Artemis) 25 .
. 23 Ammo Exp, avoid on 6+ O
6. Ferro-Fibrous 6. CASE . 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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgv‘_’”j aVU'd_U” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe
5. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 10 -2 Movement F'qmts 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous g 4%1MMDd|f|er zDPFI‘F?: 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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ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

(e]e]e}
/4 \ /4 \
'MECH DATA \ WARRIOR DATA
i OOOOO
Type: Atlas Il AS7-D-H (Devlin) Name: 500
Movement Points: Tonnage: 100 Gunnerv Skill Piloting Skill: OOOOO
Walking: 3 Tech Base: Mixed sl — i ) OOOOO
Running: 5 Rules Level: Advanced itsTaken [ 1 ] 2 1 3 1 4 | 5] 6 0295
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 08080
Engine Type: 300 XL 0-0-0
- / 02020
Weapons & Equipment Inventory (hexes) OOO
Gty Type Loc Ht Dmg Min Sht Med Lng 0”0
2 ERLarge Laser (C) LA 12 10[DE] — 8 15 25
1 LB 10-XAC(IS) RA 2 10 — B 12 18
Left Arm Right Arm
[DB.C/F/S] (34) (34)
2 Medium Pulse Laser LT 4 B[P - 2 4 B
(1)
1 Anti-Missile System LT 1 [PB] - 1 - -
(1S) Left Right
1 MML9 RT 5 [MCS] Leg Center Leg
w,/ Artemis IV (am Torso (am
(14)
LRM 1/Msl 6 7 14 21
SRM 2/Msl - 3 6 9
1 Angel ECM Suite CT — [g] - - - B le)
[¢]
[¢]
[¢]
O .
Ammo: (AMS] 12, (LB 10-X] 20, (LB 10-X Cluster) 20, (MML 9/LRM Toren B ° . R'g:“
Artemis) 26, (MML 9,/SRM Arteris] 11 orso Hear o orso Hear
(10) (10)
\, BV: 2,431 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (21) Right Torso (21) Overflow
Left Arm 1. Olife Support Right Arm 5
1. Shoulder 2. OSensors 1. Shoulder orerd
2. Upper Arm Actuator 3. OCDCkP't 2. Upper Arm Actuator 000 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 888 o9
"2 4. Hand Actuator 5. OS'ensurs " 4. Hand Actuator 888 "
5. [Dnuble Heat Sink [Clan] 6. OLife Support 5.[LB 10X AC 000 28
. ' ' y 000 27
6. L Double Heat Sink [Clan] 6.| LB 10-XAC 003 -
1. [Duuble Heat Sink [Clan] Center Torso 1.]LB10-XAC 88 28
2. L Double Heat Sink [Clan] 1. XL Fusion Engine 2.[LB10XAC 25*
4-6 3. ERLarge Laser [Clan] 2. XL Fusion Engine a4-6 3.|LB10-XAC 24+
" 4. ERLarge Laser [Clan] 3. XL Fusion Engine "© 4.lLB10XAC 23+
5. Roll Again 13, Heavy Duty Gyro 5. Ammo (LB 10-X) 10 -
6. Rol Again 5. Heavy Duty Gyro 6. Ammo (LB 10-X Cluster] 10 22
6. Heavy Duty Gyro 21
20*
1. Heavy Duty Gyro .
Left Torso (CASE Il) 2. XL Fusion Engine Right Torso [CASE Il) 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. [Duuble Heat Sink [Clan] 5. [Angel ECM Suite 3.|MML 9
- . - 16
1 3 4. L Double Heat Sink [Clan] 6. LAngel ECM Suite 1 3 4.| MML 9 Double Heat Sinks: \
5. Medium Pulse Laser 5. MmML9 17 34' 5%
6. Medium Pulse Laser Engine Hits 000 6. MML 9 Level* Effects (34 14+
o Gyro Hits 000 30 Shutdown 13*
1. Anti-Missile System . 1.LMML 9 : O O
28 A Exp, d on 8+
2. Ammo (AMS) 12 Sensor Hits Q O 2. Artemis IV FCS o e 00 12
Life S tO 26  Shutdown, avoid on 10+
3. Ammo (MML S/LRM Artemis) 13 ITe suppor 3. Ammo (LB 10-X) 10 55 -5 Movement Points 00 11
4-6 4. Ammo (MML 9/LRM Artemis) 13 4-6 4. Ammo (LB 10-X Cluster) 10 e X
; 24  +4 Modifier to Fire (o]e) 10*
5. Ammo (MML 9/SRM Artemis) 11 5. CASEIl .
23 Ammo Exp, avoid on 6+ O O
6. CASEI 6. Roll Again ) 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+ @) 5
1. Hip game Dabs 1. Hip 17 +3 Modifier to Fire O -
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgv‘_’”j aVU'd_U” 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe 3
5.[Doub|e Heat Sink [Clan] Damage Transfer 5. [Double Heat Sink [Clan] 10 -2 Movement Points 2
6.1 Double Heat Sink [Clan] Diagram 6. Double Heat Sink [Clan] g "11MM”d'f'er z”PF'Ti 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

\
Type: Atlas Il AS7-D-H (Kerensky]
Movement Points: Tonnage: 100
Walking: 3 Tech Base: Clan
Running: 5 Rules Level: Advanced
Jumping: 0 Role: Juggernaut
Engine Type: 300 Fusion
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ERLarge Laser LA 12 10[DE] — 8 15 25
1 LB10XAC RA 2 10 — 6 12 18
[DB.C/F/S]
2 SRMB LT 4 2/Msl[MCS] — 3 B8 9
w/Artemis IV
2 Medium Pulse Laser LT 4 7][P] — 4 8 12
1 LRM20 RT 6 1/Msl[MCS] — 7 14 21
w/Artemis IV
1 Active Probe CT — [g] - - =5
1 ECM Suite CT — [E] - - — B

Ammo: (LB-10X] 10, (LB-10X Cluster) 10, (LRM 20 Artemis) 12, (SRM 6
Artemis) 15

( WARRIOR DATA \

BATTLETECH

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 | Dead
/

\

BV: 2,777

®

Left
Leg
(42)

Left
Torso Rear
(10)

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso

(0]
O

Right Torso

Torso
(15)

(O)Ne)
(o) e)(e]
(O)x(e)
[O)(e)(e]
(O)xe)
[O)(e)(e]
O-0,
[)(e)(e]
(O)x(e)
[O)(e)e]
(O)x(e)
[O)xexe]
(O)xe)
(e
O-0,
[O)(e)e)
OOO
(@)

Center

Right Arm

Right
Torso Rear
(10)

INTERNAL STRUCTURE DIAGRAM

(34)

\
/, \ Standard Structure Heat
CRITICAL TABLE \ o Scale
Head Left Torso (21) Right Torso (21)  ((Overfiow
Left Arm 1. Life Support Right Arm
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
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator 888 "
5. [Dnuble Heat Sink B. Life Support 5.[LB 10X AC 000 28
6. L Double Heat Sink 6.| LB 10-X AC 888 27*
1. [Duuble Heat Sink Center Torso 1.| LB 10-X AC 88 26
2. L Double Heat Sink 1. Fusion Engine 2.|LB10-X AC 25*
4-6 3. ERLarge Laser 2. Fusion Engine a4-6 3.LLB10-XAC 24*
4. ERLarge Laser 3. Fusion Engine 4. Ferro-Fibrous o3+
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous "
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous 22
6. Gyro 21
20*
1. Gyro . "
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. [ Double Heat Sink 5. Active Probe 3.|LRM 20
133 . _ 13 —\ [Is
4. L Double Heat Sink 6. ECM Suite 4.| LRM 20 Double Heat Sinks: -
5. SRM6 5. LRM 20 19 (38 15
6. Artemis IV FCS Engine Hts O O O 6.LLRM 20 Level* Effects (38) 14*
Gyro Hits O O ) 30 Shutdown pre
1. SRMB 1. Artemis IV FCS ' (o]e)
i 28 Ammo Exp, avoid on 8+
5 Artemis IV FCS S_ensor' Hits O O 2. Ammo (LRM 20 Artemis) 6 o5 Shutduwnp avoid on 10+ 00 12
3. Medium Pulse Laser Life Support O 3. Ammo (LRM 20 Artemis) 6 95 5M ' £ Point 00 1
4_6 . 4_6 ovement Points
4. Medium Pulse Laser 4. Ammo (LB-10X) 10 24 +4 Modifier to Fire O O 10+
5. Ammo (SRM 6 Artemis) 15 5. Ammo (LB-10X Cluster) 10 23 Ammo Exp. avoid on 6+
6. Ferro-Fibrous 6. Ferro-Fibrous P K O O 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 VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
1. Hi l_ 1. Hi 17  +3 Modifier to Fire (o]e) "
- 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 Shumgv‘_’”j aVU'd_U” 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe 3
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 10 -2 Movement Points 2
6.1 Double Heat Sink Diagram 6. Double Heat Sink g ;! Modfer z”PF'Ti 1
-1 Movement Points
\, / '\ / | o
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ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
(®) (@]
Type: Thunder Hawk TDK-7S Name: 08080
Movement Points: Tonnage: 100 ] o . 0~ 0~0
G Skill: Pil Skill: O~
Walking: 3 Tech Base: Inner Sphere unnery Sidll: - Piloting Sid OOOOO
Running: 5 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 80808
'Jumping: 0 Role: Sniper Consciousness # | 3 5 7 10 | 11 | Dead OOOOO
Engine Type: 300 Light y 08080
Weapons & Equipment Inventory (hexes) oogoO
Gty Type Loc Ht Dmg Min Sht Med Lng O0~0
1 Gauss Rifle RA 1 15[DBX] 2 7 15 @22
1 Medium Laser RA 3 5I[DE] - 3 B 8 Left A Richt A
1 Gauss Rifle LT 1 15[DBX] 2 7 15 22 Taa) Taa)
1 Gauss Rifle RT 1 15[DBX] 2 7 15 @22
1 Medium Laser HD 3 5I[DE] - 3 B 8

o=

Left Right
\NN“A Y Leg Center Leg
) = (40) Torso (40)

(12)

&N
!‘i@,;'\

Left
Torso Rear

(9)

. Couh
\_BY: 2440 S

\

/ \ Standard Structure Heat
CRITICAL TABLE \ ons Scale

Right
Torso Rear

(9)

O0OO0O00O0

Ammo: (Gauss) 32

Head Left Torso (21) Right Torso (21) Overflow
Left Arm 1. Life Support Right Arm 5
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. Hand Actuator 5. S'ensors "2 4. Hand Actuator 888 "
5. Roll Again 6. Life Support 5. [ Gauss Rifle 339 28
6. Roll Again 6. | Gauss Rifle 888 27
1. R ) . o 26*
. Roll Again Center Torso 1.| Gauss Rifle b
2. Roll Again 1. Light Fusion Engine 2. | Gauss Rifle 25*
4-6 3. Roll Again 2. Light Fusion Engine a4-6 3. | Gauss Rifle Center 24*
"O 4. Roll Again 3. Light Fusion Engine "0 4.| Gauss Rifle Torso 23+
5. Roll Again 1-3 4. Gyro 5. LGauss Rifle "
6. Roll Again 5. Gyro 6. Medium Laser . 22
. Right 21
6. Gyro L
o 20+
1. Gyro . (21)
Left Torso 2. Light 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. [ Gauss Flifle 5. Ammo (Gauss) 8 13 3. | Gauss Rifle HEAT DATA \\ 16
4. | Gauss Rifle 6. Ammo (Gauss) 8 4. | Gauss Rifle . .
: : Heat Sinks: "
5. | Gauss Rifle 5. | Gauss Rifle Heat 10 15
6. | Gauss Rifle Engine Hts O O O 6. | Gauss Rifle Level* Effects 14*
. Gyro Hits 00 . 30 Shutdown 13*
1. | Gauss Rifle Sensor Hits o o 1. | Gauss Rifle 28  Ammo Exp, avoid an 8+ O
2. | Gauss Rifle 2. | Gauss Rifle - O 12
i Life Support o) i 26  Shutdown, avoid on 10+
a4-6 2 iauss RLl;er s a4-6 2 iauss Rgle s 25 -5 Movement Points O 11
5' Rn""":( auss) 5' RTZOI auss) 24  +4 Modifier to Fire O 10*
6. ROH Agam B. RGH Agam 23 Ammo Exp, avoid on 6+ O 9
- molAgain - hollAgain 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. Hip gav!\: labs 1. Hip 17  +3 Modifier to Fire O P
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 N . 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‘ szFI'ret p
N\ / \L -1 Movement Points / m
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

i

MECH DATA \ WARRIOR DATA
OOOOO
Type: Thunder Hawk TDK-7X Name: 0g0z0
Movement Points: Tonnage: 100 ] o . 0~ 0~0
A G Skill: Piloting Skill: O~
Walking: 3 Tech Base: Inner Sphere unnery S —— Foting =K OOOOO
Running: 5 Rules Level: Advanced Hits Taken 2(3][a]|s5]68 80808
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 02%6
Engine Type: 300 XL y 08080
Weapons & Equipment Inventory (hexes) oogoO
Gty Type Loc Ht Dmg Min Sht Med Lng O0~0
2 Medium Laser LA 3 5|[DE] - 3 B 8
1 Gauss Rifle RA 1 15[DBX] 2 7 15 @22 Lot A Rioht A
e rm [ rm
1 Medium Laser RA 3 5[DE] - 3 B8 9 {3a) 13a)
1 Gauss Rifle LT 1 15[DBX] 2 7 15 @22
1 Gauss Rifle RT 1 15[DBX] 2 7 15 @22
1 Medium Laser HD 3 5I[DE] - 3 6 8 Q >
'.:)!.~.- Left Right
\NN“' Leg Center Leg
D O o= (42) Torso (42)
Y A\
P«@"o
Left Right
Ammo: (Gauss) 48 Tor(s::)ear Tor[s::]ear'
\, BV: 2,577 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (21) Right Torso (21) 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. Hand Actuator 5. S'ensors " 4. Hand Actuator 888 "
5. Medium Laser 6. Life Support 5. [ Gauss Rifle 000 28
6. Medium Laser 6. | Gauss Rifle 888 27
. . o 26*
1. Roll Again Center Torso 1. | Gauss Rifle o
2. Roll Again 1. XL Fusion Engine 2. | Gauss Rifle 25*
3. Roll Again 2. XL Fusion Engine 3. | Gauss Rifle 24+
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4.| Gauss Rifle 23+
5. Roll Again 1-3 4. Gyro 5. LGauss Rifle "
6. Roll Again 5. Gyro 6. Medium Laser 22
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. Ammo (Gauss) 8 3. XL Fusion Engine HEAT DATA
1-3 4 [Gauss hifie 6. Ammo (Gauss) 8 1-3 4 [Gauss Rifie Heat Sinks: 16
; : : *
5. | Gauss Rifle 5. | Gauss Rifle Heat 10 15
6. | Gauss Rifle Engine Hts O O O 6. | Gauss Rifle Level* Effects 14+
i 30 Shutd
1.| Gauss Rifle Gyro Hits oo 1.| Gauss Rifle o8 A;mstV:p avoid on B+ @) 13*
2. | Gauss Rifle Sensor HitsQ O 2.| Gauss Rifle 56 Shutdown. avoid on 10+ ®) 12
3. | Gauss Rifle Life Support O 3.| Gauss Rifle 55 & Moverment Points 0 Y
4-6 4. | Gauss Rifle 4-6 4. | Gauss Rifle ] )
24  +4 Modifier to Fire O 10*
5. Ammo (Gauss) 8 5. Ammo (Gauss) 8 23 Ammo Exp, avoid on 6+
6. Ammo (Gauss) 8 6. Ammo (Gauss) 8 55 Shutdown Yavmid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18  Shutdown, avoid on 6+ O 6
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. Roll Again Damage Transfer 5. Roll Again 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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