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BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 13 (10)

( 'MECH DATA \ \
Type: Flea FLE-17
Movement Points: Tonnage: 20
Walking: 6 Tech Base: Inner Sphere
Running:  9[12] Rules Level: Standard
Jumping: 0 Role: Striker
Engine Type: 120 Fusion
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser LA 4 B[P] - 2 4 B
1 Medium Pulse Laser RA 4 B[P] - 2 4 B
1 Small Laser (R) LT 1 3I[DE] - 1 2 3
1 Small Laser (R) RT 1 3[DE] - 1 2 3
1 Flamer CT 3 2I[DEHAI - 1 2 3

Quirks: Easy to Maintain, Improved Life Support, No/Minimal Arms

( WARRIOR DATA \

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

ARMOR DIAGRAM

Standard Armor

Head (5)

Left Torso
(5)

Right Torso

Left Arm
(4)

Right Arm
(4)

Center
Torso

(3)

Left Right
Torso Rear Torso Rear
(3) (3)

\, BV: 510 ‘&\) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ oo Scale
Head Left Torso (5 Right Torso (5) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 30%
13 3. Medium Pulse Laser 4. Roll Again 13 3. Medium Pulse Laser 29
"3 4. Roll Again 5. Sensors "9 4. Roll Again -
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right | 27
x|
1. Roll Again Center Torso 1. Roll Again A;m A;m -
2. Roll Again 1. Fusion Engine 2. Roll Again (3 (3] 25
a4-8 3. Roll Again 2. Fusion Engine a4-8 3. Roll Again Center 24*
4. Roll Again 1-3 3. Fusion Engine 4. Roll Again Torso 23 %
5. Roll Again "™ 4. Gyro 5. Roll Again (6)
6. Rol Again 5 G 6. Roll Again 227
- byro Left Right P
6. Gyro Leg Leg
20
1. Gyro (4) (4)
Left Torso 2. Fusion Engine Right Torso 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Small Laser (R) 4-6 4. Fusion Engine 2. Small Laser (R) 17 %
3. Endo Steel 5. MASC 3. Endo Steel
1-3 1-3 ) 16
4. Endo Steel 6. Flamer 4. Endo Steel Heat Sinks: PP
5. Endo Steel 5. Endo Steel 10
6. Endo Steel Engine Hits O O O 6. Endo Steel Level* Effects 14*
G\jl“D HitsQ O 30 Shutdown 134
1. Endo Steel . 1. Endo Steel .
Sensor Hits o o 28 Ammo Exp, aqu on 8+ O 1o
2. Endo Steel Life Support o 2. Endo Steel 96 Shutdown, avoid on 10+ O
4-6 3. Endo Steel PP 4-6 3. Endo Steel 55 -5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avaid on 6+
6. Roll Again 6. Roll Again - @) 9
22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H-[H LVS.[ Right Leg 18 Shutdown, avoid on 6+ @) 5
1. Hip 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+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Heat Sink Damage Transfer 5. Heat Sink 1o -2 Movement F'qnts 2
6. Heat Sink Diagram 6. Heat Sink 8 1 hhodiier to fire 1
-1 Movement Points
\ / '\ / | o

© 2025 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



BATTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \

Total Heat (Dissipation): 14 (20)

N
Type: Flea FLE-21
Movement Points: Tonnage: 20
Walking: 9 Tech Base: Inner Sphere
Running:  14[18] Rules Level: Standard
Jumping: 0 Role: Scout
Engine Type: 180 Light
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser LA 5 5][DE] — 4 8 12
1 ER Medium Laser RA 5 5[DE] — 4 8 12
1 ECM Suite (Guardian) RT — [E] - - - B
1 ER Flamer CT 4 2[DEHAI - 3 5 7

Quirks: Easy to Maintain, Improved Life Support, No/Minimal Arms

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

ARMOR DIAGRAM

Stealth

Head (5)

Left Torso
(5)

Right Torso

Left Arm
(4)

Center
Torso

(3)

Right Arm
(4)

Left Right
Torso Rear Torso Rear
(3) (3)

\, BV: 823 @%E INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (5 Right Torso (5) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
13 3. ER Medium Laser 4. Endo Steel 13 3. ER Medium Laser 29
™2 4. Endo Steel 5. Sensors ™2 4. Endo Steel -
5. Endo Steel 6. Life Support 5. Endo Steel 28
B. Endo Steel B. Endo Steel Left Right |27
x|
1. Endo Steel Center Torso 1. Endo Steel A;m A;m 26
2. Stealth 1. Light Fusion Engine 2. Stealth (3 (3] 25
a4-8 3. Stealth 2. Light Fusion Engine a4-8 3. Stealth Center 24*
4. Roll Again 3. Light Fusion Engine 4. Roll Again Torso 23 %
5. Roll Aga?n 1-3 4. Gyro 5. Roll Again (6) 2o
6. Roll Again 5. Gyro B. Roll Again Left Right =
6. Gyro L L
eg eg 20*
1. Gyro (4) (4)
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 Er_lgine 4-6 4. Light Fusion Engine 2. Light Fusion Er_\gine ,_\ 17 %
13 3. [ Double Heat S!nk 5. ER Flamer 13 3. | Double Heat S!nk \\ 16
4. | Double Heat Sink 6. Supercharger 4. | Double Heat Sink Double Heat Sinks: -
5. L Double Heat Sink 5. L Double Heat Sink 10 120] 15
6. [ Double Heat Sink Engine Hits O O O B. [ECM Suite (Guardian) Effects (20) 14+
i 30 Shutdown
1. | Double Heat Sink Gyro Hits oo 1. LECM Suite (Guardian) 58 AmmoE i on B+ @) 13%
2. | Double Heat Sink Sensor HitsQ O 2. Endo Steel Mo EXP, 8Y0Id on 12
: Life Support O : 26  Shutdown, avoid on 10+ @)
4-6 3. Endo Steel 4-6 3. Endo Steel o5 .5 Movement Points O 11
4. Endo Steel 4. Endo Steel 24 +4 Modifier to Fire O 10*
5. Stealth 5. Stealth .
6 Steatth 6 Steal 23 Ammo Exp, avoid on 6+ O 9
- Stealt - Stealth 22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l. L 1. Hip 17  +3 Madifier to Fire O B*
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Stealth Damage Transfer 5. Stealth 10 2 Movement F'qnts 2
6. Stealth Diagram B. Stealth 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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BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 15 (20)

Quirks: No/Minimal Arms

Ammo: (AMS) 12, (LRM 5 Artemis) 24

ARMOR DIAGRAM

Standard Armor

Head (8)

\
Type: Firefly FFL-4C Name:
Movement Points: Tonnage: 30 . _— .
Walking: 5 Tech Bgase: Inner Sphere Gunnery Skill: ____ Piloting Skl
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 4 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 150 XL
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Anti-Missile System LA 1 [PB] - 1 - =
1 Medium Pulse Laser LT 4 B][P] - 2 4 B
1 Medium Pulse Laser RT 4 B[P] - 2 4 B
1 LRM5 RT 2 1/Msl[MCS] 6 7 14 21
w/Artemis IV
1 Medium Pulse Laser CT 4 B[P] - 2 4 B

Left Torso
(1)

Right Torso

Center
Torso

(5)

Left
Torso Rear

(3)

Leg
(14)

Right
Torso Rear
(3)

\, BV: 806 ‘&\) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ oo Scale
Head Left Torso (7) Right Torso (7 ) Overfion
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
q.g & AntiMissie System 4. Endo Steel 1.3 & [Double Heatsink 59
™2 4. Endo Steel 5. Sensors ™ 4. | Double Heat Sink -
5. Endo Steel 6. Life Support 5. L Double Heat Sink 28
6. Endo Steel 6. Endo Steel Right 27
x|
1. Endo Steel Center Torso 1. Endo Steel A;m =
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel (5) 25*
3. Endo Steel 2. XL Fusion Engine 3. Endo Steel 24*
4 6 4. Roll Again 1 3 3. XL Fusion Engine 4 6 4. Roll Again 23*
5. Roll Again "™ 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro B. Roll Again .
. Right 21
6. Gyro Leg
20
1. Gyro . (7] m
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. Medium Pulse Laser 3. XL Fusion Engine
1-3 4. [ Double Heat Sink 6. Endo Steel 1-3 4. [ Double Heat Sink Double Heat Sinks: N K 6*
5. | Double Heat Sink 5. | Double Heat Sink 10 120] 15
6. L Double Heat Sink Engine Hits O O O 6. L Double Heat Sink Level* Effects (20) 14%
i 30 Shutdown
1. Medium Pulse Laser GVI‘D H!tS o o 1. [ Double Heat Sink 28 Ammo Exp, avoid on 8+ O 137
2. Ammo (LRM 5 Artemis) 24 Sensor HitsQ O 2. | Double Heat Sink o O 12
Life Support (o) N 26  Shutdown, avoid on 10+
4-6 3. Ammo (AMS]) 12 4-6 3. Duul.)le Heat Sink o5 .5 Movement Points O 11
4. CASE 4. Medium Pulse Laser 24 +4 Modifier to Fire O 10*
5. Endo Steel 5. LRM5
. : i 23 Ammo Exp, avoid on 6+ O 9
6. Endo Steel 6. Artemis IV FCS .
22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l_ L 1. Hip 17  +3 Modifier to Fire O 5*
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet g 4;1MMDd|f|er zUPFI‘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

Total Heat (Dissipation): 18 (23)

Ammo: (AMS) 12, (LRM 5) 24
Quirks: No/Minimal Arms

SHEET

ARMOR DIAGRAM

Standard Armor

Head (8)

\
Type: Firefly FFL-5A Name:
Movement Points: Tonnage: 30 . _— .
Walking: 6 Tech Bgase: Inner Sphere Gunnery Skill: ____ Piloting Skl
Running: 9 Rules Level: Advanced HitsTaken | 1 | 2 | 3 5| 6
Jumping: 8 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 180 XL
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Anti-Missile System LA 1 [PB] - 1 - =
1 Partial Wing RT/LT — [E] N
1 ER Medium Laser LT 5 5[DE] — 4 8 12
1 ER Medium Laser RT 5 5][DE] — 4 8 12
1 LRM5 RT 2 1/MsI[MCS] 8 7 14 21
1 ER Medium Laser CT 5 5][DE] — 4 8 12

Left Torso
(1)

Right Torso

Center
Torso

(5)

Left
Torso Rear

(3)

Leg
(14)

Right
Torso Rear
(3)

\, BV: 936 @é@ 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%
4.3 [ Double Heat sink 4. Endo Steel 1.3 & [Double Heatsink 59
™2 4. Double Heat Sink 5. Sensors ™ 4. | Double Heat Sink -
5. | Double Heat Sink 6. Life Support 5. | Double Heat Sink 28
6. Anti-Missile System 6. | Double Heat Sink Right 27
x|
1. Endo Steel Center Torso 1. [ Double Heat Sink A;m =
2. Endo Steel 1. XL Fusion Engine 2. L Double Heat Sink (5] 25
3. Endo Steel ; i 3. Endo Steel 24%
46 , coosiee 2 YL Fusion Fnaine 46 ; Ergosieel
d 1 3 3. XL Fusion Engine d 23 %
5. Endo Steel "™ 4. Gyro 5. Endo Steel 2o
6. Endo Steel 5. Gyro 6. Endo Steel .
6. Gyro Right 21
: Leg 207
1. Gyro . (7) -
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. ER Medium Laser 3. XL Fusion Engine
1-3 4. [ Partial Wing 6. Endo Steel 1-3 4. [ Partial Wing Double Heat Sinks: N |18
5. | Partial Wing 5. | Partial Wing 10 (23 : 15
6. | Partial Wing Engine Hits 000 6. | Partial Wing Level* Effects (Partial Wm[g +3]] 14*
o Gyro Hits O O - 30 Shutdown 13
1.LP | Wi 1.LP | Wi .
2 hanpoer Sensor Hits QO O e 28 Ammo Exp, avaid on B+ Q 12
X p Jet ~ 2. Jump Jet 56  Shutd idon 10+ O
i Life Suppor‘t o 3. ER Medium Laser utdown, avoid on
4_6 3. ERMedium Laser 4_6 - 25 -5 Movement Points O 11
4. Ammo (LRM 5) 24 4. LRM5 24  +4 Modifier to Fire O 10+
5. Ammo (AMS) 12 5. Endo Steel 23 A E d &+
6. CASE B. Endo Steel mmo Exp, avoid an @) 9
. . 22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l. L 1. Hip 17  +3 Madifier to Fire O B*
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet g 4;1MMDd|fler‘ zch’Fllret 1
-1 Movement Points
\ / '\ / | o

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

Standard Armor

Head (9)
Left Torso

(12)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Chameleon CLN-7V Name:
Movement Points: Tonnage: 50 . _— .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
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: 300 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 89
1 Large Laser RA 8 B8IDE] - 5 10 15 .
. Left Arm Right Arm
1 Medium Laser RA 3 5][DE] - 3 6 9 (12) (12)
1 Small Laser LT 1 3I[DE] - 1 2 3
2 Small Laser RT 1 3[DE] - 1 2 3
2 Machine Gun CT 2 [DB,AI] - 1 2 3
Total Heat (Dissipation): 17 (10) Left Right
Leg Center Leg
Torso
Ammo: (MG) 100 Left Right
Quirks: Easy to Pilot Torso Rear Torso Rear
’ (4) (4)
\_BV: 1042 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (12 Right Torso (12) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator m
5. Medium Laser 6. Life Support 5. [Large Laser 28
6. Roll Again 6. L Large Laser Left Right | 27
x|
1. Roll Again Center Torso 1. Medium Laser A;m A;m =
2. Roll Again 1. Fusion Engine 2. Roll Again (8] (8] 25
3. Roll Again 2. Fusion Engine 3. Roll Again 24*
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again o3
5. Roll Again 1-3 4. Gyro 5. Roll Again 2o
6. Roll Again 5. Gyro 6. Roll Again Left Right =
6. Gyro L
eg Leg 507
1. Gyro . (12) (12) -
Left Torso 2. Fusion Engine Right Torso 19
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2. Small Laser 4-6 4. Fusion Engine 2. Small Laser 17
3. Ammo (MG) 100 5. Machine Gun 3. Small Laser
1-3 4. Roll Again 6. Machine Gun 1-3 4. Roll Again e 16
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 Sensor Hits o o 1. Roll Again 28 Ammo Exp, avoid on 8+ O
2. Roll Again ) 2. Roll Again 56  Shutd idon 10+ O 12
3. Roll Again Life SUPPOT‘t o 3. Roll Again utdown, avol .Dn 11
4-6 4. Roll Again 4-6 4. Roll Again 25 5 Movement qunts O
5' Boll A 5' Boll A 24 +4 Modifier to Fire O 10%
B. ROH Agam 6. RGI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi I_ 1. Hi 17  +3 Modifier to Fire O T
- Hip game D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. 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‘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 (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Chameleon CLN-7Z Name:
Movement Points: Tonnage: 50 . _— .
) 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: Striker 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 ERLarge Laser LA 12 8IDE] — 7 14 18
2 Large Laser RA 8 B8IDE] - 5 10 15 Left A Richt A
e rm 1 rm
Total Heat (Dissipation): 28 (22) (16 ?16)
Left Right
Leg Center Leg
(24) Torso (24)
(8)
Left Right
Quirks: Easy to Pilot Torso Rear Torso Rear
ey (8) (8)
\_BV: 1527 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (12 Right Torso (12) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator m
5. [ER Large Laser 6. Life Support 5. [Large Laser 28
6. LER Large Laser 6. LLarge Laser Left Right 27
. Arm Arm 26*
1. Roll Again Center Torso 1. [Large Laser 8 8
2. Roll Again 1. XL Fusion Engine 2. LLarge Laser (8] (8] 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 E gym 6. Roll Again Left Right =
. Gyro Leg Leg 204
1. Gyro (12) (12)
Left Torso 2. XL Fusion Engine Right Torso 19%
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17 %
3. XL Fusion Engine 5. Roll Agai 3. XL Fusion Engine
1-3 4 Jumoy o aan 1-3 4 Jumod ) N L1s
- Jump Jet 6. Roll Again - Jump Jet Double Heat Sinks: "
5. Roll Again 5. Roll Again p 22' 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects (22) 14%
i 30 Shutdown *
1. Roll Again Gyro H!ts oo 1. Roll Again 28 Ammo Exp, avoid on 8+ 00 =
Sensor Hits O O SV 12
2. Roll Again ; 2. Roll Again 26  Shutdown, avoid on 10+ @)
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*
2' EOH ﬁgam 2 ?I: 298"1 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hi 1. Hi 17 +3 Modifier to Fire @) 5+
- Hip game D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. 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‘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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ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \, /4 \N
'MECH DATA \ WARRIOR D
Type: Starslayer STY-3C Name: 8 8 8
Movement Points: Tonnage: 50 . _— .
G Skill: Pill Skill: O OO
Walking: 5 Tech Base: Inner Sphere unnery Skill: - Plloting Sld O 00
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 000
Jumping: 5 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 8 8 8
Engine Type: 250 Fusion p O O O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser RA 8 B8I[DE] — 5 10 15
1 SRM4 LT 3 2/Msl[MCS] — 3 B8 9 Lot Rt A
2 Medium Laser LT 3 5[DE - 3 B8 9 6] ey
1 Large Laser RT 8 8][DE] — 5 10 15
1 Small Laser (R) HD 1 3I[DE] - 1 2 3

Total Heat (Dissipation): 26 (22)

Center
Torso

(6)

Left
Torso Rear

Right
Torso Rear

(5)

Ammao: (SRM 4) 25
Quirks: Rugged (1 Point)

(5)
\_BY: 1508 @&
\ —

/ \ Endo Steel Heat
CRITICAL TABLE \ Hons Scale

Head Left Torso (12 Right Torso (12) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. Small Laser (R) 13 3. [Large Laser 29
"9 4. Hand Actuator 5. S'ensors " 4, Large Laser m
5. Endo Steel 6. Life Support 5. Endo Steel 28
B. Endo Steel B. Endo Steel Left Right |27
x|
1. Endo Steel Center Torso 1. Endo Steel A;m A;m =
2. Endo Steel 1. Fusion Engine 2. Endo Steel (8] (8] 25
3. Ferro-Fibrous i i 3. Ferro-Fibrous 24*
4-6 4. Ferro-Fibrous = FUS!DH Eng!ne 4-6 4. Ferro-Fibrous
. ' 13 3. Fusion Engine . 23%
5. Ferro-Fibrous "™ 4. Gyro 5. Ferro-Fibrous 2o
6. Ferro-Fibrous 5. Gyro B. Roll Again .
. Left Right 21
6. Gyro L
eg Leg 507
1. Gyro _ (12) (12) -
Left Torso (CASE) 2. Fusion Engine Right Torso 19
1. Jump Jet 3. Fusion Engine 1. [ Double Heat Sink 18*
2. Jump Jet 4-6 4. Fusion Engine 2. | Double Heat Sink 17
3. SRM4 5. J Jet 3. L Double Heat Sink
1-3 4 MediumL i 1-3 4 sump ) N L&
. Medium Laser 6. Ferro-Fibrous - Jump Jet Double Heat Sinks: *
5. Medium Laser 5. Jump Jet 11 (22 . 15
6. Ammo (SRM 4) 25 Engine Hits O O O 6. [ Large Laser Level* Effects (22) 14+
G\jl“D HitsQ O 30 Shutdown 134
1. CASE 1. LL L .
2. Endo Steel Sensor Hits O O 2 E:Eties::esfr 28 Ammo Exp, avoid on B+ Q0 12
: Life Support O : 26 Shutdown, avoid on 10+ ©)
a4-6 2 Endo SFEEE‘ 4-6 2 Endo S’:teel 25 -5 Movement Points O 11
. erro-riorous . erro-Fibrous 24 +4 lVlOdifiEl“ to Fire O 10*
5. Ferro-Fibrous 5. Ferro-Fibrous .
6 Aol A 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- HolAgan - HolAgain 22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l_ L 1. Hip 17  +3 Modifier to Fire O 5*
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qnts 2
6. Ferro-Fibrous Diagram B. Ferro-Fibrous 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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BATTLETECH

BATTLEMECH RECORD SHEET

Quirks: Rugged (1 Point)

\
Type: Starslayer STY-4C
Movement Points: Tonnage: 50
Walking: 51[6] Tech Base: Mixed
Running: 81[9] Rules Level: Standard
Jumping: 5 Role: Skirmisher
Engine Type: 250 Fusion
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Imp. Heavy Large RA 18 16 [DEX] — 5 10 15
Laser
2 ERMedium Laser(C) LT 5 7[DE] — 5 10 15
1 SRM 4 (-0S) (IS) LT 3 2/MsIMCS] — 3 6 9
1 Coolant Pod LT — [PEOSX] —
1 Imp. Heavy Large RT 18 1B[DEX] — 5 10 15
Laser
1 ERSmallLaser (C)(R) HD 2 5][DE] — 2 4 B

Total Heat (Dissipation): 51 (26, 39 with Coolant Pod)

( WARRIOR D \

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

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

Right Arm
(16)

Left Right
Leg Center Leg
(24) Torso (24)

(6)

Left
Torso Rear

(5)

Right
Torso Rear

(5)

\ BV: 2218 @@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Hoad Scale
Head Left Torso (12 Right Torso (12)  (Guerfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. ER Small Laser [Clan] (R) 13 3. [ Double Heat Sink 29
"2 4. Hand Actuator 5. S'ensors "2 4.| Double Heat Sink m
5. Endo Steel 6. Life Support 5. L Double Heat Sink 28
6. Endo Steel 6. [ Imp. Heavy Large Laser [Clan] Left Right 27
*|
1. Endo Steel Center Torso 1. | Imp. Heavy Large Laser [Clan] A;m A;m =
2. Endo Steel 1. Fusion Engine 2. Limp. Heavy Large Laser [Clan] (8] (8] 25
a4-8 3. Endo Steel 2. Fusion Engine a4-8 3. Triple Strength Myomer 24*
" 4. Triple Strength Myomer 3. Fusion Engine " 4. Triple Strength Myomer 23*
5. Triple Strength Myomer 1-3 4. Gyro 5. Triple Strength Myomer 2o
6. Triple Strength Myomer 5. Gyro B. Roll Again Left Right =
6. Gyro L L
eg eg 20*
1. Gyro . (12) (12) -
Left Torso 2. Fusion Engine Right Torso 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. J Jet 3. L Double Heat Sink
1-3 4. Jump Jet B EU;"FS ° | 1 -3 4. Jump Jet . \ 16
: - Endo Stee ’ Double Heat Sinks: 157
5. Jump Jet 5. Jump Jet 13 (26
6. ER Medium Laser [Clan] Engine Hits 6. [ Imp. Heavy Large Laser [Clan] Level* Effects (26) 14%
g
i 30 Shutdown
1. ER Medium Laser [Clan] G\jI“D H!tS o o 1. | Imp. Heavy Large Laser [Clan] 28 Ammo Exp, avoid on 8+ O O 13~
2. SRAM 4 (108) Ls_fengm' Hits 8 o 2. | imp. Heavy Large Laser [Clan] 96 Shutdown. avoid on 10+ (@]0) 12
ife Support !
a4-6 2 Eoglag: P‘Ud PP 4-6 2 Enja 22%: 25 -5 Movement Points O O 11
- £ndostee - Endostee 24  +4 Modifier to Fire O 10%
5. Roll Again 5. Endo Steel .
6 Roll A 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H-[H LVS.[ Right Leg 18 Shutdown, avoid on 6+ @) 5
1. Hip Ly Y 1. Hip 17  +3 Modifier to FI.I"E O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 8  *+1 Modifier to Fire 1
\ / \\ 5 -1 Movement Points / o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (8)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Ostsol OTL-4D 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 8IDE] — 5 10 15 II
1 Medium Laser LT 3 5[DE] - 3 6B 89
1 Large Laser RT 8 8][DE] - 5 10 15
1 Medium Laser RT 3 5][DE] - 3 6B 89
2 Medium Laser (R) CT 3 5]|DE] - 3 B 89
Total Heat (Dissipation): 28 (16)
Leg Center Leg
(20) Torso (20)
(8)
Left Right
T R T R
Quirks: Improved Sensors, Narrow,/Low Profile oreo Rear oreo Rear
(4) (4)
\, Bv: 1.277 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ 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'tb 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
x|
1. Roll Again Center Torso 1. Roll Again A,Irg' A;g‘ 28
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 "9 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 L
eg Leg 507
1. Gyro (14) (14)
Left Torso 2. Fusion Engine Right Torso 19%
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. Medium Laser (R) 3. Medium Laser 16
1-3 4. Roll Again 6. Medium Laser (R 1-3 4. Roll Again e
(R) Heat Sinks: m
5. Roll Again 5. Roll Again 6 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 Sensor Hits o o 1. Roll Again 28 Ammo Exp, avoid on 8+ O O
2. Roll Again ~ 2. Roll Again . O O 12
Life Suppor‘t (o) 26  Shutdown, avoid on 10+
4-6 3. Roll Again 4-6 3. Roll Again o5 .5 Movement Points O O 11
4. Roll Again 4. Roll Again e "
: : 24 +4 Modifier to Fire (o]e) 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 P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi I_ 1. Hi 17  +3 Modifier to Fire O T
- Hip game D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Heat Sink Damage Transfer 5. Heat Sink 1o -2 Movement F'qnts 2
6. Heat Sink Diagram 6. Heat Sink 8 1 hhodiier to fire 1
-1 Movement Points
\ / '\ /| o

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

Ferro-Fibrous

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 44 (34)

Quirks: Improved Sensors, Narrow,/Low Profile

\

BV: 1,552

®

( 'MECH DATA \ \ ( WARRIOR DATA \
Type: Ostsol OTL-BE Norme: 373
Movement Points: Tonnage: 60 . I . O 0o
Walking: 5 Tech Bgase: Inner Sphere Gunnery Skill: ____ Piloting Skl 00O
Running: 8 Rules Level: Standard HitsTaken | 1 [ 2 [ 3| 4| 5 | 6 8 8 8
Jumping: 0 Role: Skirmisher Consciousness# [ 8 | 5 | 7 [ 10 [ 11 [Dead o0 O
Engine Type: 300 XL / O O O
Weapons & Equipment Inventory (hexes) O 8 9
Gty Type Loc Ht Dmg Min Sht Med Lng -
1 Large X-Pulse Laser LT 14 9][P] — 5 10 15 II
1 Medium X-Pulse Laser LT 6 B][P] - 3 B 89 .
Left Arm Right Arm
1 Large X-Pulse Laser RT 14 9[P] - 5 10 15 (18) (18)
1 Medium X-Pulse Laser RT 6 B][P] - 3 B 89
2 ER Small Laser (R) CT 2 3IDE] - 2 4 5

Left Right
Leg Center Leg
(28) Torso (28)

(10)

Left
Torso Rear

(7)

INTERNAL STRUCTURE DIAGRAM

Right
Torso Rear

(7)

\
/ \ Standard Structure Heat
CRITICAL TABLE \ 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't_-' 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. FerroFibrous 13 3. Lower Arm Actuator 29
"2 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
x|
1. L Double Heat Sink Center Torso 1. L Double Heat Sink A’Irg\ A’Irg\ 26
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous (10) (10] 25
3. Ferro-Fibrous i i 3. Ferro-Fibrous 24*
46, rerofirous o pason Enaine 46, roori
d - 3. XL Fusion Engine . Ferro-Fibrous 23*
5. Ferro-Fit.Jr‘ous 1-3 4. Compact Gyro 5. Ferro-Fibrous 2o
6. Roll Again 5. Compact Gyro 6. Roll Again Left Right =
6. XL Fusion Engine
Leg Leg 507
1. XL Fusion Engine . (14) (14) 194
Left Torso 2. XL Fusion Engine Right Torso
1. XL Fusion Engine 3. ER Small Laser (R) 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. ER Small Laser (R) 2. XL Fusion Engine 17 %
3. XL Fusion Engine 5. Ferro-Fibrous 3. XL Fusion Engine
- . - . 16
1-3 4. | Double Heat Sink 6. Ferro-Fibrous 1-3 4. | Double Heat Sink Double Heat Sinks: N -
5. | Double Heat Sink 5. | Double Heat Sink 17 (3] 15
6. L Double Heat Sink Engine Hits O O O 6. L Double Heat Sink Level* Effects (34) 14%
i 30 Shutdown
1. [Large X-Pulse Laser GVI‘D H!tS o o 1. [ Double Heat Sink 28 Ammo Exp, avoid on 8+ O O 137
2. LLarge X-Pulse Laser S_EI'ISDI" HitsQ O 2. | Double Heat Sink 56  Shutdown IavDid on 10+ O O 12
3. Medium X-Pulse Laser Life SUPPOT‘t o 3. LDouble Heat Sink ' . 11
4_6 . F Fib 4_6 aTL YePulse L 25 -5 Movement Points OO
. Ferro-Fibrous X [ arge X-Pulse Laser o4  +4 Modifier to Fire O O 10
5. Ferro-Fibrous 5. LLarge X-Pulse Laser .
g 23 Ammo Exp, avoid on 6+ O O 9
6. Ferro-Fibrous 6. Medium X-Pulse Laser .
22 Shutdown, avoid on 8+ O O P
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. Hip l_ L 1. Hip 17  +3 Modifier to Fire O 5*
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. 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: Quickdraw QKD-4G 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: 5 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 Medium Laser LA 3 5|[DE] - 3 B 89
1 Medium Laser RA 3 5][DE] - 3 B 89 Left A Richt A
1 LRM10 LT 4 1/Msl[MCS] 6 7 14 21 e T
2 Medium Laser (R) RT 3 5][DE] - 3 B 89
1 SRM 4 CT 3 2/MsI[MCS] — 3 6 9
Total Heat (Dissipation): 19 (13)
Left Right
Leg Center Leg
(15) Torso (15)
(8)
Ammo: (LRM 10) 12, [SRM 4] 25 . "e: . “igf:
Quirks: Hyper-Extending Actuators, Exposed Actuators ors[o7 )ear ors(o7 ]ear
\, BV: 1,192 @ 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. COCkpn:’ 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. Medium Laser 6. Life Support 5. Medium Laser 28
6. Roll Again 6. Roll Again Left Right | 27
x|
1. Roll Again Center Torso 1. Roll Again A,Irg' A;g‘ 28
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 P 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 E gym 6. Roll Again Left Right =
. Gyro Leg Leg 204
1. Gyro . (14) (14) -
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.[LRM 10 5. Jump Jet 3. Medium Laser (R)
1-3 4. [LRM 10 6. SRM4 1-3 4. Medium Laser (R) Heat Sinks: 16
5. Ammo (LRM 10) 12 5. Ammo (SRM 4) 25 ’IS; 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 14*
i 30 Shutdown *
1. Roll Again Gyro H!ts oo 1. Roll Again 28 Ammo Exp, avoid on 8+ 00 =
2. Roll Again Sensor HitsQ O 2. Roll Again o 12
3' Rall Ag Life Suppor‘t (o) 3' Rol Ag 26  Shutdown, avoid on 10+ O O
. Roll Again . Roll Again .
4-6 4. Roll Again 4-6 4. Roll Again 25 5 Movement qunts O O 1
: : 24 +4 Modifier to Fire O 10%
2' EOH ﬁgam 2 ?I: 298"1 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hip L 1. Hip 17  +3 Modifier to Fire O 5*
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Roll Again Damage Transfer 5. Roll Again 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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BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 26 (24)

Ammo: (Streak SRM 4) 25, (Streak SRM B) 15
Quirks: Hyper-Extending Actuators, Exposed Actuators

\
Type: Quickdraw QKD-9G Name:
\“I(IIZ‘IIIZ:;M p°"5'ts‘ Igg;?:s'e: IE\S/IOixe 4 Gunnery Skl ____ Piloting Skill:
Running: 8[13] Rules Level: Standard HitsTaken | 1 | 2 | 3 | a | 5 | &
Jumping: 5 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 300 Light
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERMedium Laser(IS) LA 5 5][DE] — 4 8 12
1 ERMedium Laser(IS) RA 5 5][DE] — 4 8 12
1 Streak SRM B (C) LT 4 2/Msl[MC] — 4 8 12
1 Streak SRM 4 (C) LT 3 2/Msl[MC] — 4 8 12
2 Medium Laser (R) RT 3 5][DE] - 3 B 89
1 Targeting Computer RT — [E] - - - -
(1S)
1 Streak SRM 4 (C) CT 3 2/Msl[MC] — 4 8 12

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso

Q0000000
O0000000
00000000

Right Torso

Left
Torso Rear

(7)

Center
Torso

(8)

Right Arm
(17)

Right
Torso Rear

(7)

\, Bv: 2,224 @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Hoad 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'tb 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. ER Medium Laser 6. Life Support 5. ER Medium Laser 28
6. Endo Steel [Clan] 6. Endo Steel [Clan] Left Right |27
x|
1. Endo Steel [Clan] Center Torso 1. Endo Steel [Clan] "\1"('3" ’*1";‘ 26
2. Ferro-Fibrous 1. Light Fusion Engine 2. Ferro-Fibrous (10) (10] 25
a8l e
- 3. Light Fusion Engine - rerro-ribrous 23*
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous 2o
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous .
. Left Right 21
6. Gyro Leg Leg o
1. Gyro (14) (14)
Left Torso (CASE ) 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 %
3. Jump Jet 5. Jump Jet 3. Jump Jet
- - 16
13, Jump Jet 6. Streak SRM 4 [Clan] 13, Jump Jet Double Heat Sinks: N -
5. [Streak SRM 6 [Clan] 5. Medium Laser (R) 19 (2] 15
6. L streak SRM 6 [Clan] Engine Hits O O O 6. Medium Laser (R) Level* Effects (24) 14*
i 30 Shutdown
1. Streak SRM 4 [Clan] Gyro Hits oo 1.[masc 28 Ammo Exp, avoid on 8+ 0]0) 137
2. Ammo (Streak SRM 4) 25 Sensor Hits O O 2.| masc 56 Shutdown avoid on 10+ 00 12
Life Suppor‘t o a3 | Mase utdown, avoid on
4-6 3. Ammo (Streak SRM 6) 15 4-6 . ) o5 .5 Movement Points O 11
4. CASEIl 4. Targeting Computer 24 +4 Modifier to Fire O 10*
5. Endo Steel [Clan] 5. Supercharger 23 Ammo Exp, avoid on B+ O 5
6. Ferro-Fibrous 6. Ferro-Fibrous .
22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H-[H LVS.[ Right Leg 18 Shutdown, avoid on 6+ @) 5
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+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel [Clan] Damage Transfer 5. Endo Steel [Clan] 10 -2 Movement Points 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous g 4;1MMDd|f|er zUPFI‘ri 1
-1 Movement Points
\ / '\ /| o

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

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Caesar CES-3R Name: 8 8 8
Movement Points: Tonnage: /0 Gunnery Skill: Piloting Skl 000
Walking: 4 Tech Base: Inner Sphere O 00
Running: 5] Rules Level: Standard HisTaken[ 1 ] 2 | 3 | 4 | 5 | & 8 8 8
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 56
Engine Type: 280 XL / O O O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser LA 4 B[P] - 2 4 B
1 ERPPC RA 15 10|[DE] - 7 14 23 Left A Right A
e rm [ rm
1 Medium Pulse Laser RA 4 B[P] - 2 4 B (21) ?21 )
1 Medium Pulse Laser LT 4 B][P] - 2 4 B
(R)
Gauss Rifle RT 1 15[DBX] 2 7 15 @22
1 Medium Pulse Laser RT 4 B[P] - 2 4 B Left Right
(R) Leg Center Leg
T
Total Heat (Dissipation): 32 (32) orse
Ammo: (Gauss) 16 Left Right
X ) . Torso Rear Torso Rear
Quirks: Hyper-Extending Actuators (8) (6]
\, BV: 1,578 (&\) INTERNAL STRUCTURE DIAGRAM
\ /
Standard Structure Heat
/4 \
CRITICAL TABLE N\ Head Scale
Head Left Torso (15 Right Torso (15) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator (o] 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator g 29
"9 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o m
5. [ Double Heat Sink 6. Life Support 5. [ Double Heat Sink o 28
6. | Double Heat Sink 6. | Double Heat Sink Left o\ Right 27
(o] *|
1. L Double Heat Sink Center Torso 1. L Double Heat Sink A’Ir’vln [e) A’IT‘ 26
2. [ Double Heat Sink 1. XL Fusion Engine 2.[ERPPC (1 o) ("M 25
a4-8 3. | Double Heat Sink 2. XL Fusion Engine a4-8 3.| ERPPC 24*
4. L Double Heat Sink 3. XL Fusion Engine 4. LER PPC 23*
5. Medium Pulse Laser 1-3 4. Gyro 5. Medium Pulse Laser
6. Roll Again 5. Gyro B. Roll Again 227
E. Gyro Left Right 21
. Leg Leg 507
1. Gyro _ (15) (15) -
Left Torso 2. XL Fusion Engine Right Torso [CASE) 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17 %
3. XL Fusion Engine 5. Roll Again 3. XL Fusion Engine
1-3 4. [ Double Heat Sink 6. Roll Again 1-3 4. [ Gauss Rifle Double Heat Sinks: N 6*
5. | Double Heat Sink 5. | Gauss Rifle 16 (32 : 15
6. L Double Heat Sink Engine Hits O O O 6. | Gauss Rifle Level* Effects (32) 14+
i 30 Shutdown
1. [ Double Heat Sink Gyro Hits (o] o) 1.| Gauss Rifle 28  Ammo Exp, avoid on B+ 0]0) 137
2. | Double Heat Sink Sensor Hits oo 2.| Gauss Rifle 56 Shutdown. avoid on 10+ 00 12
. & LDouble Heat Sink Life Support O a.g 3 |Gaves e 55 & Moverment Points 00 11
4. Medium Pulse Laser (R) 4. Gaus.s Rifle 24 +4 Modifier to Fire O O 10*
5. Ammo (Gauss) 8 5. Medium Pulse Laser (R) 23  Ammo Exp, avoid on 6+ 00 S
6. Ammo (Gauss) 8 B. CASE 22 Shutdown, avoid on 8+ O O =
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 Fl.re
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again ?, :h“gsg;:zrnzﬂpz';is 1
\ / '\ / | 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

Hardened

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
O O
Type: Caesar CES-5R Name: o0
Movement Points: Tonnage: 70 . _— . O O
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i oo
Running: 5 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 8 8
Jumping: 0 Role: Brawler Consciousness# [ 8 | 5 | 7 [ 10 [ 11 [Dead o o
Engine Type: 280 XL / O O
Weapons & Equipment Inventory (hexes) O 8
Gty Type Loc Ht Dmg Min Sht Med Lng OO
1 ER Medium Laser LA 5 5|[DE] — 4 8 12 OO
1 Snub-Nose PPC RA 10 10/8/5 — 9 13 15 O O .
Left Arm Right Arm
[DEV] (22) (22)
1 ER Medium Laser RA 5 5][DE] — 4 8 12
1 ERMediumLaser(R) LT 5 5J[DE] — 4 8 12
1 Gauss Rifle RT 1 15[DBX] 2 7 15 @22
1 ERMediumLaser(R) RT 5 5][DE] - 4 B 12 Left Right
Total Heat (Dissipation): 31 (20) Leg Center Leg
(27) Torso (27)
(1)
Ammo: (Gauss) 16 T Le: T Rigl:
Quirks: Hyper-Extending Actuators oreo Rear oreo Hear
(8) (8)
\, Bv: 2,192 @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (15 Right Torso (15) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator (o] 30%
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator g 29
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o m
5. ER Medium Laser 6. Life Support 5. [Snuh-ane PPC o 28
6. Endo Steel 6. L snub-Nose PPC Left oY right |27
(o] |
1. Endo Steel Center Torso 1. ER Medium Laser A’Ir’vln [e) A’IT‘ 26
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel (1 o) ("M 25
a4-8 3. Endo Steel 2. XL Fusion Engine a4-8 3. Endo Steel 24*
" 4. Endo Steel 3. XL Fusion Engine " 4. Endo Steel 534
5. Roll Again 1-3 4. XL Gyro 5. Endo Steel 2o
6. Roll Again 5. XL Gyro B. Roll Again .
. Left Right 21
6. XL Gyro Leg Leg o
1. XLGyro (15) (15)
Left Torso 2. XLGyro Right Torso [CASE ) 19
1. XL Fusion Engine 3. XLGyro 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
- . - i 16
1 3 4. ER Medium Laser (R) 6. XL Fusion Engine 1 3 4. | Gauss Rifle Double Heat Sinks: \ -
5. Ammo (Gauss) 8 5. | Gauss Rifle 10 20' 15
6. Ammo (Gauss) 8 Engine Hits 000 6. | Gauss Rifle Level* Effects (20) 147
Gyro Hits 00 § 30 Shutdown 134
1. Endo Steel 1.| G Rifl .
ndo Stee Sensor HitsQ O auss Hirle 28 Ammo Exp, aqu on 8+ @)
2. Endo Steel ~ 2. | Gauss Rifle 596  Shutdown. avoid on 10+ O 12
3. Endo Steel Life Support O 3. | Gauss Rifle - 1
a4-6 4 Endo Stecl 4-6 ale Rif 25 -5 Movement Points O
» Endo Stee - L Gauss Rifle 24  +4 Modifier to Fire @) 10*
5. Endo Steel 5. ER Medium Laser (R) .
6 Mol A 6 CASE 23 Ammo Exp, avoid on 6+ O 9
- HolAgan . 22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hip LYy 1. Hip 17  +3 Modifier to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again ?, TMMDd'f'er zUPF'Fi 1
-1 Movement Points
\ /7 '\ /| o
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BATTLETECH

BATTLEMECH RECORD SHEET

Total Heat (Dissipation): 34 (28)

Ammo: (Gauss) 32

Quirks: Hyper-Extending Actuators, Searchlight

\
Type: Devastator DVS-2 Name:
Movement Points: Tonnage: 100 . _— .
Walking: 3 Tech Bgase: Inner Sphere Gunnery Skill: ___ Piloting Skill:
Running: 5 Rules Level: Standard HitsTaken | 1 | 2 | 3 [ 4 | 5 | &
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 300 XL
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
1 PPC LT 10 10|[DE] 3 6 12 18
1 Medium Laser LT 3 5[DE] - 3 6B 89
1 PPC RT 10 10([DE] 3 6 12 18
1 Medium Laser RT 3 5][DE] - 3 6B 9
1 Medium Laser (R) CT 3 5]|DE] - 3 B 89
1 Medium Laser HD 3 5][DE] - 3 B 89

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

(0]
O

(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)
[©)xexe]
(O)xe)
[O)xexe
(O)x(e)
[O)ee
OOO
[oe)

Right Arm
(34)

Right
Leg
(40)

Center
Torso
(12)

Torso Rear
(10)

Torso Rear
(10)

\, BV: 2.481 (&\) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ 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
™2 4.[Gauss Rifle 5. Sensors ™ 4.[Gauss Rifle 9 -
5. | Gauss Rifle B. Life Support 5. | Gauss Rifle o 28
6. | Gauss Rifle 6. | Gauss Rifle o 27
Y 26*
1. | Gauss Rifle Center Torso 1. | Gauss Rifle 8
2. | Gauss Rifle 1. XL Fusion Engine 2. | Gauss Rifle 25
a4-8 3. | Gauss Rifle 2. XL Fusion Engine a4-8 3. | Gauss Rifle Center 24*
"0 4.1 Gauss Rifle 3. XL Fusion Engine "0 4.1 Gauss Rifle Torso 53%
5. Ammo (Gauss) 8 1-3 4. Gyro 5. Ammo (Gauss) 8 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. Medium Laser (R) 3. XL Fusion Engine
1-3 4. [ Double Heat Sink 6. Roll Again 1-3 4. [ Double Heat Sink Double Heat Sinks: N 6*
5. | Double Heat Sink 5. | Double Heat Sink 14 (28] 15
6. L Double Heat Sink Engine Hits O O O 6. L Double Heat Sink Level* Effects (@8) 14%
G\jl“D HitsQ O 30 Shutdown 134
o Sensor Hits o o 1.1 PrC 28 Ammo Exp, avoid on 8+ O O
2.| PPC 2.| PPC K O O 12
Life S (o) 26  Shutdown, avoid on 10+
3.lprc ife Support 3.lppc . 11
4_6 . 4_6 . 25 -5 Movement Points O O
4. Medium Laser 4. Medium Laser 24 +4 Modifier to Fire O O 10*
5. Ammo (Gauss) 8 5. Ammo (Gauss) 8 .
6 Aol A 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O P
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l_ L 1. Hip 17  +3 Modifier to Fire O 5*
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again ?, TMMDd'f'er zUPF'Fi 1
-1 Movement Points
\ /7 '\ /| o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

(0]
O

/4 \ 1/ \
'MECH DATA \ WARRIOR D
OOOOO
Type: Devastator DVS-11 Name: 500
Movement Points: Tonnage: 100 Gunnerv Skill: Piloting Skill: OOOOO
Walking: 3 Tech Base: Mixed ry sl — i ) OOOOO
Running: 58] Rules Level: Standard vitsTaken | 1 1 21 31215 ] 6 0295
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 08080
Engine Type: 300 XL p OOOOO
Weapons & Equipment Inventory (hexes) Oogoo
Gty Type Loc Ht Dmg Min Sht Med Lng 0”0
1 Gauss Rifle (IS) LA 1 15[DBX] 2 7 15 22
1 Gauss Rifle (IS) RA 1 15[DBX] 2 7 15 @22 Left A Right A
e rm [ rm
1 Snub-Nose PPC LT 10 10/8/5 - 9 13 15 (34) ?34)
[DE\V]
1 ERMediumLaser(C) LT 5 7][DE] — 5 10 15
1 Snub-Nose PPC RT 10 10/8/5 - 9 13 15
[DE\V] Left Right
1 ERMedium Laser(C) RT 5 7[DE] — 5 10 15 ['-:g] Center ['fg]
1 ERSmalllaser(C)(R) CT 2 5[DE] - 2 4 B I’T:“l'
1 ER Small Laser (C) HD 2 5][DE] - 2 4 B
Total Heat (Dissipation): 36 (24)
Ammo: (Gauss) 32
rT‘lmo [ EUSS] . . Torso Rear Torso Rear
Quirks: Hyper-Extending Actuators, Searchlight (10] (10)
\, BV: 3,170 @é@ INTERNAL STRUCTURE DIAGRAM
\ / .
/ \ Endo-Composite 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. Cockpit 2. Upper Arm Actuator o} 30*
13 3. Lower Arm Actuator 4. ER Small Laser [Clan] 13 3. Lower Arm Actuator 8 29
™2 4.[Gauss Rifle 5. Sensors ™ 4.[Gauss Rifle 0 -
5. | Gauss Rifle B. Life Support 5. | Gauss Rifle S 28
6. | Gauss Rifle 6. | Gauss Rifle 8 27
. . o 26*
1. | Gauss Rifle Center Torso 1. | Gauss Rifle o
2. | Gauss Rifle 1. XL Fusion Engine 2. | Gauss Rifle 25
a4-8 3. | Gauss Rifle 2. XL Fusion Engine a4-8 3. | Gauss Rifle Center 24*
4. L Gauss Rifle 3. XL Fusion Engine 4. L Gauss Rifle Torso 23 %
5. Roll Again 1-3 4. Compact Gyro 5. Endo-Composite 2o
6. Roll Again 5. Compact Gyro B. Endo-Composite
6. XL Fusion Engine 21
20
1. XL Fusion Engine . 194
Left Torso 2. XL Fusion Engine Right Torso
1. XL Fusion Engine 3. ER Small Laser [Clan] (R) 1. XL Fusion Engine 18*
2. XL Fusion Engine 4'6 4. Ammo (Gauss) 8 2. XL Fusion Engine 17 %
3. XL Fusion Engine 5. Ammo (Gauss) 8 3. XL Fusion Engine
- - 16
1-3 4. [Snub-Nose PPC 6. Supercharger 1-3 4. [Snub-Nose PPC Double Heat Sinks: N -
5. | Snub-Nose PPC 5. L Snub-Nose PPC 19 (2] 15
6. ER Medium Laser [Clan] Engine Hits O O O 6. ER Medium Laser [Clan] Level* Effects (24) 14*
G\jl“D HitsQ O 30 Shutdown 134
1. Ammo (Gauss) 8 . 1. Ammo (Gauss) 8 .
2. EndoComposite Sensor HitsQ O 2.[MAsC 28 Ammo Exp, avoid on 8+ Q0 12
: P Life S o : 26  Shutdown, avoid on 10+ ole)
a 6 3. Endo-Composite Ire UPPOT‘t a 6 3.| MASC o5 .5 Movement Points O 11
4. Endo-Composite 4.| MASC 24 +4 Modifier to Fire O 10*
5. Endo-Composite 5. | MASC 23 Ammo Exp, avaid on 6+ O S
6. Endo-Composite 6. LMASC 22 Shutdown, avoid on 8+ O —
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) [}
1. Hip LYy 1. Hip 17 +3 Modifier to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Roll Again Damage Transfer 5. Roll Again 180 quMDVZ?EHE PE_'”tS 2
6. Roll Again Diagram 6. Rall Again c M odiher tﬂp 'Fi 1
- vemen n
\ / '\ ovement Foints / | o
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ARMOR DIAGRAM

Standard Armor

Front Armor

BATTLETECH

(11)
TRACKED VEHICLE RECORD SHEET
/4 \ /4
VEHICLE DATA " ( CREW DATA 0000 O
Type: Galleon Light Tank GAL-100 Crew: O O O
Movement Points: Tonnage: 30 . . . O 0O O
Cruising: 5] Tech Base: Inner Sphere Gunnery Skill: ____ Driving Skill:
Flanking: 9 Rules Level: Introductory O ©
Movement Type: Tracked Role: Scout Commander Hit Driver Hit @) e}
Engine Type: 180 ICE Modifier to all skill rolls Modifier to Driving skill rolls _ O O O O O g
Weapons & Equipment Inventory (hexes) N\ / E 5
Gty Type Loc Dmg Min Sht Med Lng / — :D'
1 Small Laser RS  3[DE] - 1 2 3 CRITICAL DAMAGE \ﬁ B =
1 Small Laser LS 3 [DE] - 1 2 3 € @
1 Medium Laser TU 5[DE] - 3 B8 9 Turret Locked O engineHic O & >
Sensor Hits @ ] 3
Moative System Hits 3 =
Stabilizers o :
Front ([ Left g s O © o
- —
\Rear‘ D Turret D

O O O

(ONONOCNONONONOCNONONONC)

Quirks: Ubiquitous (Inner Sphere)

BV: 309 4, Rear Armor vi
\ \ 2 y (11) [:H'[EI H.,S.[

™ ARMOR DIAGRAM
Ferro-Fibrous
- Front Armor
(25)

TRACKED VEHICLE RECORD SHEET

/4 \ /, OO0OO0O0O0O0
VEHICLE DATA AN A CREW DATA uumn N\ 000000
Type: Galleon Light Tank GAL-102 Crew: OO0O0OO0O0
Movement Points: Tonnage: 30 - . o (ONONONG)
Cruising: 7 Tech Base: Inner Sphere Gunnery Skill: - _ Driving Skill: 0000
Flanking: 11 Rules Level: Standard 000 00O
Movement Type: Tracked Role: Striker Commander Hit Driver Hit
Engine Type: 210 Fusion Modifier to all skill rolls Modifier to Driving skill rolls o O O O O O O O O O O -
Weapons & Equipment Inventory {hexes) N\ / © 0@ 00O g
. - Turret Armor =
Gty Type Loc Dmg Min Sht Med Lng / — OO OO0 P
1 Active Probe (Beagle) FR  [E] - - - 4 CRITICAL DAMAGE \— [ e) ®) 5
1 Medium Laser RS 5 [DE] - 3 6 9 g oo oo [
1 Medium Laser LS 5[Df - 3 8 9 Turret Locked O egreric @ | Z¢|00 o) Ol\ooft >
1 Medium Pulse Laser TU B[P] — 2 4 B Sensor Hits o 0O O O o 3
Motive System Hits 8 2
Stabilizers ‘m_’ O O :
Front ([ Left g s O °ilo olfd o«
- —
\Rear‘ D Turret D

[ONOCNONONONONONONO)
(O ONONONONONONONONG
Quirks: Ubiquitous (Inner Sphere)

BV: 651 Rear Armor
\ . ® U (ST

© 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

Hardened

Front Armor

BATTLETECH

(11)
TRACKED VEHICLE RECORD SHEET
/4 \ /4
VEHICLE DATA \ CREW DATA S OO O O
Type: Galleon Light Tank GAL-106 Crew: OO O
Movement Points: Tonnage: 30 . . . O O O
Cruising: 8 Tech Base: Inner Sphere Gunnery Skill: - ____ Driving Skil:
Flanking: 12 Rules Level: Advanced o o
Movement Type: Tracked Role: Scout Commander Hit Driver Hit > o
Engine Type: 240 XL Modifier to all skill rolls Modifier to Driving skill rolls _ o O O O o> g
Weapons & Equipment Inventory (hexes) N\ / E 5
Gty Type Loc Dmg Min Sht Med Lng / — ;
1 TAG FR[E - 5 915 CRITICAL DAMAGE e N g
1 Medium Laser (S) RS 5D - 3 B8 9 = o
1 Medium Laser (S) LS 5[DE] - 3 B 9 Turret Locked O engineHic O & >
1 Light PPC TU  5[DE 3 6 12 18 Sensor Hits BEEO o 3
1 Active Probe [Beagle) BD [E] - - — 4 Motive System Hits 3 S
Stabilizers o :
Front ([ Left g s O © o
- —
\Rear‘ D Turret D

COO OO OO0 00

Quirks: Ubiquitous (Inner Sphere)

\, BV: 762 . @@ )

—

Rear Armor

(1) CATAYJST

game J labs
™ ARMOR DIAGRAM
Hardened
- Front Armor
(11)

TRACKED VEHICLE RECORD SHEET

/4 \ /4
VEHICLE DATA \ CREW DATA SO0 OO
Type: Galleon Light Tank GAL-106M Crew: SO0
Movement Points: Tonnage: 30 . . .
G Skill: D Skill: SO0
Cruising: 8 Tech Base: Inner Sphere unnery Sidk - Briving Sk
Flanking: 12 Rules Level: Advanced o o
Movement Type: Tracked Role: Scout Commander Hit Driver Hit
Engine Type: 240 XL Modifier to all skill rolls Modifier to Driving skill rolls O O O
g yp _ o > :33
Weapons & Equipment Inventory (hexes) N\ / E 5>
Gty Type Loc Dmg Min Sht Med Lng / — :D'
1 Anti-Missile System FR  [PB] - 1 - - CRITICAL DAMAGE \ﬁ B s
1 Machine Gun (S) RS 2[DBAI - 1 2 3 = o
1 Machine Gun (S) LS 2[DBAIJ - 1 2 3 Turret Locked O engineHic O & >
1 ER Medium Laser TU  5[DE - 4 8 12 Sensor Hits © o 3
Mative System Hits 3 =
Stabilizers o :
Front ([ Left g s O © o
- —
\Rear‘ D Turret D

Ammo (CASE): (AMS]) 12, (MG) 100
Features Infantry Compartment (4 tons)

COO OO OO0 00

Quirks: Ubiquitous (Inner Sphere)

R A
\ BV: 601 . @@ ) ee;r1 1rr]'n°" CHIEN.ST
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ARMOR DIAGRAM

Standard Armor

Front Armor
(20)

BATTLETECH

HOVER VEHICLE RECORD SHEET

/4 \ /4
VEHICLE DATA \\ CREW DATA OO0 0O0O0O0O0
Type: Maxim Heavy Hover Transport Crew:
Movement Points: Tonnage: 50 . . .
Gi Skill: D Skill:
Cruising: 8 Tech Base: Inner Sphere unnery Skl Hriving Sk
Flanking: 12 Rules Level: Introductory
Movement Type: Hover Role: Striker Commander Hit Driver Hit
Engine Type: 185 ICE Modifier to all skill rolls Modifier to Driving skill rolls _ P
Weapons & Equipment Inventory (hexes) N\ / 8 <
Gty Type Loc Dmg Min Sht Med Lng / — :D'
2 LRM5 FR 1/MsI[MCS] 6 7 14 21 CRITICAL DAMAGE \ﬁ B =
1 SRM2 RS 2/MsI[MCS] — 3 6 9 £ o
1 SRM2 IS 2/MsI[MCS] — 3 6 9 Turret Locked O engineHic O & >
1 LRM5 RR  1/MsI[MCS] 6 7 14 21 Sensor Hits HEED o 3
3 Machine Gun TU  2[DBAI 1 2 3 Motive System Hits - g
1 SRMB TU 2/Msli[MCS] — 3 6 9 Stabilizers o E
Front ([ Left g s O © o
- —
\Rear‘ D Turret D

Ammo: (LRM 5) 24, (MG) 200, [SRM 2) 50, (SRM B) 15 000000000000

Features Infantry Compartment (3 tons)

—

Rear Armor

\ & T (12) CATAYST

game J labs
™ ARMOR DIAGRAM
Ferro-Fibrous
- Front Armor
(25)

HOVER VEHICLE RECORD SHEET

( VEHICLE DATA \ l{ CREW DATA \ﬁ
g

\ BV: 764

Type: Maxim Heavy Hover Transport (BA Factory Up Crew:
Movement Points: Tonnage: 50 . . .
Gi Skill: D Skill:
Cruising: 8 Tech Base: Inner Sphere unnery Sidk - Briving Sk
Flanking: 12 Rules Level: Standard
Movement Type: Hover Role: Striker Commander Hit Driver Hit
Engine Type: 1685 ICE Modifier to all skill rolls Modifier to Driving skill rolls -
Weapons & Equipment Inventory (hexes) N\ / 8 S
Gty Type Loc Dmg Min Sht Med Lng / — :D'
2 LRM5 FR 1/MsI[MCS] 6 7 14 21 CRITICAL DAMAGE \ﬁ B s
1 Streak SRM 2 RS 2/MsiMC] — 3 B 9 £ @
1 Streak SRM 2 LS 2/Msi[MC] — 3 6 9 Turret Locked O engnerr O & >
1 SRMB TU 2/MsIMCS] — 3 6 9 Sensor Hits HEHEODO o 3
2 Machine Gun TU 2[DBAI - 1 2 3 Motive System Hits 3 S
Stabilizers o E
Front ([ Left g s O © [X]
- —
\Rear‘ D Turret D

Ammo: (LRM 5) 24, (MG) 200, ([SRM B) 15, (Streak SRM 2) 50
Features Infantry Compartment (4 tons)

;/ [ /,,,, “’;‘ /\
BV: 794 T e Rear Armor
\ \ (ﬁ) y = (16) cﬂ'[ﬂmms-[
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ARMOR DIAGRAM

Ferro-Fibrous

Front Armor
(25)

BATTLETECH

HOVER VEHICLE RECORD SHEET

/4 \ /4
VEHICLE DATA \ CREW DATA
Type: Maxim Heavy Hover Transport (Escort) Crew:
Movement Points: Tonnage: 50 . . .
Gi Skill: D Skill:
Cruising: 8 Tech Base: Inner Sphere unnery SIdk - Briving Sk
Flanking: 12 Rules Level: Standard
Movement Type: Hover Role: Striker Commander Hit Driver Hit
Engine Type: 165 Fuel Cell Modifier to all skill rolls Madifier to Driving skill rolls o
Weapons & Equipment Inventory (hexes) N\ 8 =
Gty Type Loc Dmg Min Sht Med Lng / — ;
2 MMLS FR - IMCS] CRITICAL DAMAGE e N g
LRM 1/Msl 6 7 14 21 € @
SRM 2/Msl 3 B8 9 Turret Locked O engineHic O é E
1 SRM2(108) RS 2/Msl[MCS] — 3 6 9 Sensor Hits © o 3
1 SRM2 (H0S) LS 2/Msl[MCS] — 3 Motive System Hits 3 g
1 MML5 RR  [MCS] Stabilizers o E
LRM 1/Msl 6 7 14 21 ot Qe Qree O | @ @
SAM 2/Msl| - 3 6 9 Rear ([J muree (O =
3 Machine Gun TU 2[DBA] - 1 2 3 /
1 Machine Gun Array TU [T] - 1 2 3
1 Streak SRM 6 TU 2/MsiMC] — 3 6 9
Ammo: (MG) 200, (MML 5,/LRM) 24, (MML 5,/SRM) 20, (Streak SRM »
015 B
RN
- ‘ NN Rear Armor
\\ BV: 835 @@ .MMM}L;,A (18) [: H[HYS.[
\ / game J labs

ARMOR DIAGRAM

Ferro-Fibrous

Front Armor
(25)

BATTLETECH

HOVER VEHICLE RECORD SHEET

( CREW DATA \ﬁ

N
Type: Maxim Heavy Hover Transport (Fire Support) Crew:
Movement Points: Tonnage: 50 . . .
Gi Skill: D Skill:
Cruising: 8 Tech Base: Inner Sphere unnery Skl Hriving Sk
Flanking: 12 Rules Level: Standard
Movement Type: Hover Role: Missile Boat Commander Hit Driver Hit
Engine Type: 1685 ICE Modifier to all skill rolls Modifier to Driving skill rolls -
Weapons & Equipment Inventory (hexes) N\ / 8 S
Gty Type Loc Dmg Min Sht Med Lng , — :D'
2 LRVM5 FR 1/MsI[MCS] 6 7 14 21 CRITICAL DAMAGE \ﬁ 5 E
1 LBM15 TU 1/MsI[MCS] 6 7 14 21 € @
2 Machine Gun TU  2[DBAI - 1 2 3 Turret Locked O egreric O | & >
Sensor Hits @ o 3
Mative System Hits 3 =
Stabilizers o E
Front ([ Left g s O © [X]
- —
Rear D Turret D /

Ammo: (LRM 15) 16, (LRM 5) 24, (MG] 100
Features Infantry Compartment (3 tons)

BV: 869 Rear Armor
\ - ® SEN (11451
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