


ARMOR DIAGRAM

Standard Armor

Front Armor
(46)

BATTLETECH

HOVER VEHICLE RECORD SHEET

0000000000

1/ \ /
VEHICLE D \ CREW DATA Jummmmn N 000000000
Type: Fulcrum Heavy Hovertank Crew: OOOOOOOOOOOOOOO
Movement Points: Tonnage: 50 . . . 00 00
Cruising: 10 Tech Base: Inner Sphere Gunnery Skill: - ____ Driving Skil: 0000000
Flanking: 15 Rules Level: Standard
Movement Type: Hover Role: Striker Commander Hit Driver Hit
Engine Type: 265 XL Modifier to all skill rolls Modifier to Driving skill rolls o
Weapons & Equipment Inventory (hexes) N\ / E §-
# Type Loc Dmg Min Sht Med Lng — o
/; [42]
1 TAG FR[E] - 5 9715 CRITICAL DAMAGE Qs N g
1 Large Laser TU 8[DE] — 5 10 15 g @
1 Medium Laser TU 5[DE] - 3 6 9 Turret Locked O engineHic O & >
1 LRM 10 TU 1/Msl[MLCS] 6 7 14 21 Sensor Hits @ o 3
1 ECM Suite (Guardian) BD [E] - — — B Motive System Hits g 2
Physical Attacks Stabilizers 2 O000000 E
Charge —  5/hex - - - - Front D Left D Right D EJ 0000000 N
Rear (J Turret (O 00 00000000 00 =
/ 00 [ [oooooooo0| \0O
O00000000O
OO OO O
(ONONONONORONONONO)
(ONCHONONONONONONONONG]
Ammo: (LRM 10) 12
Rear Armor
BV: 1,167
N % - v
\ D e ALYST

TION

GRO COMBAT VEHICLE HIT LOC

( 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
5] Right Sidet Left Sidet Frontt 1011 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier 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
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTotal Warfare for more information).

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

T The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in
Total Warfare for more information).

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

*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
a +1 maodifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
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
to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

\ /

\ /

( GRO

*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

\

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

/
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ARMOR DIAGRAM

Standard Armor

Front Armor
(46)

BATTLETECH

HOVER VEHICLE RECORD SHEET

/ \ / 0000000000
VEHICLE D \ CREW DATA Jummmmn N 000000000
Type: Fulcrum Heavy Hovertank Il Crew: OOOOOOOOOOOOOOO
Movement Points: Tonnage: 50 . . . 00 00
Cruising: 10 Tech Base: Inner Sphere Gunnery Skill: - ____ Driving Skil: 0000000
Flanking: 15 Rules Level: Standard
Movement Type: Hover Role: Striker Commander Hit Driver Hit
Engine Type: 265 XL Modifier to all skill rolls Modifier to Driving skill rolls o
Weapons & Equipment Inventory (hexes) N\ / E §-
# Type Loc Dmg Min Sht Med Lng — o
/; (2]
1 TAG R [E] - 5 9715 CRITICAL DAMAGE e N- =
1 LRM 10 TU 1/Msl[M,CS] 6 7 14 21 g %
3 Medium Laser TU 5|[DE] - 3 6 9 Turret Locked O engineHic O é E
1 SRM B TU 2/Msl[MCS] - 3 6 9 Sensor Hits © ° 3
1 ECM Suite (Guardian) BD [E] - — — B Motive System Hits g 2
Physical Attacks Stabilizers 2 O000000 E
Charge —  5/hex - - - - Front D Left D Right D EJ 0000000 N
Rear (J Turret (O 00 00000000 00 =
/ 00 [ [oooooooo0| \0O
O00000000O
OO OO O
(ONONONONORONONONO)
(ONCHONONONONONONONONG]
Ammo: (LRM 10) 12, (SRM 6) 15
Rear Armor
BV: 1,248 B M
\ 20
\ Y e ALYST

GRO COMBAT VEHICLE HIT LOCATION

( 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
5] Right Sidet Left Sidet Frontt 1011 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier 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
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTotal Warfare for more information).

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

T The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in
Total Warfare for more information).

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

\ /

*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
a +1 maodifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
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
to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

\ /

( GRO

*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

\

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

/
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (8)

Left Torso
(8)

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Locust lIC Name:
Movement Points: Tonnage: 25 . _— .
Gi Skill: Piloting Skill:
Walking: 8 Tech Base: Clan unnerySidlt - Filoting =K
Running: 12 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 200 Fusion p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
4 ER Small Laser LA 2 5][DE] — 2 4 6
4 ER Small Laser RA 2 5[DE] — 2 4 6
. Left Arm Right Arm
1 Medium Pulse Laser CT 4 71[P] — 4 8 12 (8)
Physical Attacks
Punch LA — 1 - - - =
Punch RA — 1 - - - =
Kick - =5 - - = =
Charge — — 25/hex - - - = Center
Push _ o . _ Torso
us| (2)
Maximum Heat (Dissipation): 20 (20]
Left Right
Torso Rear Torso Rear
(2) (2)
\, BV: 1,100 (&\) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (6) Right Torso (6) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
1.3 3 ERSmallLaser 4. FerroFibrous 1.3 3 ERSmallLaser 9
"2 4. ER Small Laser 5. Sensors ™2 4. ERSmall Laser -
5. ER Small Laser 6. Life Support 5. ER Small Laser 28
6. ER Small Laser 6. ER Small Laser 27
*}
1. Roll Again Center Torso 1. Roll Again EG*
2. Roll Again 1. Fusion Engine 2. Roll Again 25
46 3. Roll Again 2. Fusion Engine 46 3. Roll Again Center 24’
"O 4. Roll Again 3. Fusion Engine "O 4. Roll Again Torso 53+
5. Roll Again 1-3 4 Gyro 5. Roll Again (8] —
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro 21
1. G 207
. Gyro . P
Left Torso 2. Fusion Engine Right Torso 19
1 .[Duuble Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18%
2.1 Double Heat Sink 4-6 4. Fusion Engine 2.LDouble Heat Sink 17
3. Endo Steel 5. Medium Pulse Laser 3. Endo Steel
1-3 4. Endo Steel 6. Endo Steel 1-3 4. Endo Steel Double Heat Sinks: N 16*
5. Ferro-Fibrous 5. Ferro-Fibrous 10 EDl 15
6. Ferro-Fibrous Engine Hits O O O 6. Ferro-Fibrous Level* Effects (20) 147
G\jl“D Hits o o . 30 Shutdown 134
1. Roll Again Sensor Hits © 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 Support O 3. Roll Again Hbdown, 8void on
4_6 . 4_6 . X 25 -5 Movement Points O 11
4. Roll Again 4. Roll Again - } =
. 24  +4 Modifier to Fire O 10
5. Roll Again 5. Roll Again o3 A E id on 6+
6. Roll Again 6. Roll Again mmo Exp, avoid an @) 9
. . 22 Shutdown, avoid on 8+ O r'E
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 l_ 1. Hi 17  +3 Modifier to Fire O 5 A
- 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. Endo Steel Damage Transfer 5. Endo Steel 180 -qu'\/lovs:jent F"glnts 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous 5 M oditier zUP ',ri 1
-1 Movement Points
\ / '\ / | o
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ARMOR DIAGRAM

Ferro-Fibrous

Head (8)

Left Torso
(8)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Locust lIC 4 Name:
Movement Points: Tonnage: 25 . _— .
Gi Skill: Piloting Skill:
Walking: 8 Tech Base: Clan unnerySidlt - Filoting =K
Running: 12 Rules Level: Standard HitsTaken | 1 [ 2 [ 3| 4| 5 | 6
Jumping: 0 Role: Scout Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 200 Fusion p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
3 Heavy Small Laser LA 3 B[DE] -1 2 3
3 Heavy Small Laser RA 3 B[DE] -1 2 3 .
. Left Arm Right Arm
1 ER Medium Laser CT 5 7|[DE] — 5 10 15 (8)
Physical Attacks
Punch LA — 1 - - - =
Punch RA — 1 - - - =
Kick - -5 - - - -
Charge — — 25/hex - - - = Center
Push o L Torso
usl (2)
Maximum Heat (Dissipation): 23 (24)
Left Right
Torso Rear Torso Rear
(2) (2)
. o
\, BV: 735 Xb) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (6) Right Torso (6) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
1-3 3. Heavy Small Laser 4. FerroFibrous 1-3 3. Heavy Small Laser 29
"2 4. Heavy Small Laser 5. S'ensor‘s "2 4. Heavy Small Laser -
5. Heavy Small Laser 6. Life Support 5. Heavy Small Laser 28
6. Roll Again 6. Roll Again 27
*}
1. Roll Again Center Torso 1. Roll Again EG*
2. Roll Again 1. Fusion Engine 2. Roll Again 25
46 3. Roll Again 2. Fusion Engine 46 3. Roll Again Center 24’
"O 4. Roll Again 3. Fusion Engine "O 4. Roll Again Torso 53+
5. Roll Again 1-3 4 Gyro 5. Roll Again (8] —
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro 21
16 207
. Gyro . 3
Left Torso 2. Fusion Engine Right Torso 19
1 .[Duuble Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18%
2.1 Double Heat Sink 4-6 4. Fusion Engine 2.LDouble Heat Sink 17
3.[Doub|e Heat Sink 5. ER Medium Laser 3.[Double Heat Sink 16
1-3 4.[ Double Heat Sink 6. Endo Steel 1-3 4.LDouble Heat Sink s N
Double Heat Sinks: 157
5. Endo Steel 5. Endo Steel 190 (24
6. Endo Steel Engine Hits O O O 6. Endo Steel Level* Effects (24) 14
i 30 Shutd
1. Ferro-Fibrous Gyro H!ts oo 1. Ferro-Fibrous utdown ! 00 137
. Sensor Hits o o . 28 Ammo Exp, avoid on 8+
2. Ferro-Fibrous ) 2. Ferro-Fibrous 56  Shutd idon 10+ (@]0) 12
3. Roll Again Life Support O 3. Roll Again Hbdown, 8void on
4_6 . 4_6 . X 25 -5 Movement Points O 11
4. Roll Again 4. Roll Again - } =
. 24  +4 Modifier to Fire O 10
5. Roll Again 5. Roll Again o3 A E id on 6+
6. Roll Again 6. Roll Again mmo Exp, avoid an @) 9
. . 22 Shutdown, avoid on 8+ O r'E
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 l_ 1. Hi 17  +3 Modifier to Fire O 5 A
- 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. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qnts 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous g 4;1MMDd|f|er zUPFI‘ri 1
-1 Movement Points
\ / '\ / | o
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ARMOR DIAGRAM

Ferro-Fibrous

Head (7)
Left Torso

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\
Type: Baboon (Howler) Name:
\“I(';;‘I’;':;”t p°';ts‘ I:ZE?:S'E: ggn Gunnery Skil: _____ Piloting Skill:
Running: 11 Rules Level: Standard HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 0 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 140 Fusion
Weapons & Equipment Inventory (hexes) /
# Type Loc Ht Dmg Min Sht Med Lng
3 LRM 5 RT 2 1/Msl[MCS] - 7 14 21
Physical Attacks Right Arm
Punch LA — 2 - - - = (5)
Punch RA — 2 - - - =
Kick - -4 - - - -
Club - -4 - - - -
Charge — — 2/hex - - - =
Push - - = - - - = Center

Torso

Maximum Heat (Dissipation): 6 (20) (2)

Left Right
Torso Rear Torso Rear
Ammo: (LRM 5) 72 (2) (2)
\, BV: 645 (&\) 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%
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator 29
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator -
5.[Doub|e Heat Sink 6. Life Support 5. Roll Again 28
6.1 Double Heat Sink 6. Roll Again Left Right | 27
*}
1.[Double Heat Sink Center Torso 1. Roll Again A;m A;m 26*
2. Double Heat Sink 1. Fusion Engine 2. Roll Again (3 (3] 25
46 3.[Duuble Heat Sink 2. Fusion Engine 46 3. Roll Again Center 24’
“O 4.] Double Heat Sink i i “© 4. Roll Again Torso E
3. Fusion Engine 23
5. Roll Again 1-3 4 Gyro 5. Roll Again (6] —
6. Roll Again 5. Gyro 6. Roll Again Lefe Right
6. Gyro 21
. Leg Leg 207
1. Gyro ' (4) (4) -
Left Torso 2. Fusion Engine Right Torso (CASE) 19
1. Endo Steel 3. Fusion Engine 1. LRM5 18%
2. Endo Steel 4-6 4 Fusion Engine 2. LRM 5 —————N o
3. Endo Steel 5. Endo Steel 3. LRM5 HEAT DA
- . . - 16
1-3 4. Ferro-Fibrous 6. Ferro-Fibrous 1-3 4. Ammo (LRM 5) 24 Double Heat Sinks: N -
5. Ferro-Fibrous 5. Ammo (LRM 5) 24 Heat 10 ED' 15
6. Ferro-Fibrous Engine Hits 6. Ammo (LRM 5) 24 Level* Effects [ ] 147
[¢]
i 30 Shutd
1. Roll Again Gyro H!tSOO 1. Endo Steel 08 A Y D‘:Evn id on B+ O 137
Sensor Hits O O mmo Exp, avold on
2. Roll Again ) 2. Endo Steel 56  Shutdown. avoid on 10+ O 12
3. Roll Again Life Support O 3. Endo Steel 55 5M ont Point O 11
4-6 4. Roll Again 4-6 4. Ferro-Fibrous - Viovement Foints
) : X 24  +4 Modifier to Fire O 10
5. Roll Again 5. Ferro-Fibrous o3 A ]
. mmo Exp, avoid on 6+ O g
6. Roll Again 6. Ferro-Fibrous oo gh -
utdown, avoid on 8+ O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hip u 1. Hip 17  +3 Modifier to Fire O 5 A
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5.[Doub|e Heat Sink Damage Transfer 5. [Douhle Heat Sink 10 -2 Movement Points 2
6.1 Double Heat Sink Diagram 6. Double Heat Sink g TMMDd'f'er z“PF'Fi 1
-1 Movement Paints
\ /7 '\ / | o
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BATTLEMECH RECORD SHEET

Maximum Heat (Dissipation): 8 (20)

BATTLETECH

\
Type: Baboon (Howler) 6 Name:
\“I(';;‘I’;':;”t p°';ts‘ I:ZE?:S'E: ggn Gunnery Skil: _____ Piloting Skill:
Running: 11 Rules Level: Advanced HitsTaken | 1 | 2 | 3 [ 4 | 5 | &
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 140 Fusion
Weapons & Equipment Inventory (hexes) /
# Type Loc Ht Dmg Min Sht Med Lng
2 SRM B (T) RT 4 2/Msl[MCS] - 3 6 9
1 Shoulder Turret RT — [E] - - - =
Physical Attacks
Punch LA — 2 - - = =
Punch BRA — 2 - - = =
Kick - — 4 - - - -
Club - — 4 - - - =
Charge — — 2/hex - - - =
Push - - = - - - =

ARMOR DIAGRAM

Ferro-Fibrous

Head (7)
Left Torso

Right Torso

Right Arm
(5]

Center
Torso

(2)

Left Right
Torso Rear Torso Rear
Ammo: (SRM 8) 30 (2) (2)
\, BV: 550 @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ - 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%
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator 29
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator -
5.[Doub|e Heat Sink 6. Life Support 5. Roll Again 28
6.1 Double Heat Sink 6. Roll Again Left Right | 27
*}
1.[Double Heat Sink Center Torso 1. Roll Again A;m A;m 26*
2. Double Heat Sink 1. Fusion Engine 2. Roll Again (3 (3] 25
46 3.[Duuble Heat Sink 2. Fusion Engine 46 3. Roll Again Center 24’
"© 4.1 Double Heat Sink 3. Fusion Engine "O 4. Roll Again Torso 53+
5. Roll Again 1-3 4 Gyro 5. Roll Again (8) ==
6. Roll Again 5. Gyro 6. Roll Again Lefe Right
6. Gyro 21
. Leg Leg 207
1. Gyro ' CAS (4) (4) T
Left Torso 2. Fusion Engine Right Torso (CASE Il)
1. Endo Steel 3. Fusion Engine 1. SRM6 (T) 18%
2. Endo Steel 4-6 4 Fusion Engine 2. SRM 6 (T) ——————N 17
3. Endo Steel 5. Endo Steel 3. Ammo (SRM 6) 15 HEAT DA
- . . - 16
1-3 4. Ferro-Fibrous 6. Ferro-Fibrous 1-3 4. Ammo (SRM 6) 15 Double Heat Sinks: N -
5. Ferro-Fibrous 5. Shoulder Turret Heat 10 EDl 15
B. Ferro-Fibrous Engine Hits O O O 6. CASE Il Level* Effects (20) 14
i 30 Shutd
1. Roll Again Gyro H!tSOO 1. Endo Steel 08 A Y D‘:Evn id on B+ O 137}
Sensor Hits O O mmo Exp, avold on
2. Roll Again ) 2. Endo Steel 56  Shutdown. avoid on 10+ O 12
3. Roll Again Life Support O 3. Endo Steel 55 5M ont Point O 11
4-6 4 R Again 4-6 4. FerroFibrous -0 Viovement Foints
) : X 24  +4 Modifier to Fire O 10
5. Roll Again 5. Ferro-Fibrous o3 A ]
. mmo Exp, avoid on 6+ O g
6. Roll Again 6. Ferro-Fibrous oo gh -
utdown, avoid on 8+ O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hip u 1. Hip 17  +3 Modifier to Fire O 5 A
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5.[Doub|e Heat Sink Damage Transfer 5. [Douhle Heat Sink 10 -2 Movement Points 2
6.1 Double Heat Sink Diagram 6. Double Heat Sink g TMMDd'f'er z“PF'Fi 1
-1 Movement Paints
\ / '\ / | o
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Rifleman C 2

N\

BATTLETECH

( WARRIOR D \

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso

Right Torso

Name:
Movement Points: Tonnage: 60 . _— .
) Gi Skill: Piloting Skill:
Walking: 6 Tech Base: Clan unnerySidlt - Filoting =K
Running: 9 Rules Level: Advanced HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 9 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 360 XXL p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 ER Large Laser LA 12 10[DE] 8 15 25
1 Imp. Heavy Medium LA 7 10[DEX] 3 6 9 .
Left Arm Right Arm
Laser (20) (20)
1 ER Large Laser RA 12 10 [DE] 8 15 25
1 Imp. Heavy Medium RA 7 10[DEX] 3 6 9
Laser
Physical Attacks Left Right
Punch LA — 3 - - - Leg Center Leg
20 20
Punch RA — 3 - - - (20) oy (20)
Kick - =12 - - =
Death From Above — — 18 - - -
Charge — — B/hex - - =
Push - == - - -
Maximum Heat (Dissipation): 38 (24)
Left Right
Torso Rear Torso Rear
(5) (5)
\, BV: 2,150 @%E INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (14 Right Torso (14 ) Dverflow
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
1-3 3. ERLarge Laser 4. Roll Again 1-3 3. ERLarge Laser 29
- 4.[Imp. Heavy Medium Laser 5. S'ensor‘s - 4.[Imp. Heavy Medium Laser -
5.LImp. Heavy Medium Laser 6. Life Support 5.LImp. Heavy Medium Laser 28
6. Endo Steel 6. Endo Steel Left Right 27
*}
1. Endo Steel Center Torso 1. Endo Steel A,Irg' A;g‘ EG*
2. Endo Steel 1. XXL Fusion Engine 2. Ferro-Fibrous (10) (10] 25
4.6 3. Ferro-Fibrous 2. XXL Fusion Engine 4-6 3. Ferro-Fibrous 24’
"O 4. Ferro-Fibrous 3. XXL Fusion Engine " 4. Ferro-Fibrous 237
5. Roll Again 1-3 4 Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again Lefe Right
6. Gyro 21
Leg Leg 207
1. Gyro _ (14) (14) —
Left Torso 2. XXL Fusion Engine Right Torso
1. XXL Fusion Engine 3. XXL Fusion Engine 1. XXL Fusion Engine 18%
2. XXL Fusion Engine 4-6 4. XXL Fusion Engine 2. XXL Fusion Engine 17
1-3 3. XXL Fus!on Eng!ne 5. [Improved Jump Jet 1-3 3. XXL Fus!on Eng!ne \ 16
4. XXL Fusion Engine 6.LImproved Jump Jet 4. XXL Fusion Engine Double Heat Sinks: -
5.[Improved Jump Jet 5. [Impr‘oved Jump Jet 19 24' 15
6.LImproved Jump Jet Engine Hits O O O 6.LImproved Jump Jet Level* Effects (24) 147
i 30 Shutd
1 .[Improved Jump Jet Gyro H!tS oo 1. [Improved Jump Jet og Ar;Jmc?‘IIEV:p avoid on 8+ 0]0) 1371
2.LImproved Jump Jet S_EI'ISDI“ HitsQ O 2.LImproved Jump Jet 56  Shutdown Iavuid on 10+ (@]0) 12
3.[Improved Jump Jet Life Support O 3. [Improved Jump Jet o5 5 Movem;ent Points O 11
4-6 4.] Improved Jump Jet 4-6 4.l Improved Jump Jet o ) =
24 +4 Modifier to Fire O 10
5. Endo Steel 5. Endo Steel ;
. . 23 Ammo Exp, avoid on 6+ O g
6. Ferro-Fibrous 6. Ferro-Fibrous -
22 Shutdown, avoid on 8+ O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1 Hi 1. Hi 17  +3 Modifier to Fire O 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.[Improved Jump Jet Damage Transfer 5. [Improved Jump Jet 180 quMDvS?en: F"glnts 2
6.LImproved Jump Jet Diagram 6.LImproved Jump Jet 5 M odiher tUP ',ri 1
-1 Movement Points
\ / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

( 'MECH DATA \ \ ( WARRIOR DATA \
Type: Rifleman C 3 Name:
\“I(';;‘I’;':;”t p°'2ts‘ I:ZE?:S'E: Sgn Gunnery Skill Piloting Skill:
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 240 Fusion
Weapons & Equipment Inventory (hexes) /
# Type Loc Ht Dmg Min Sht Med Lng
1 ER Large Laser LA 12 10[DE] — 8 15 25
1 Ultra AG/5 LA 1 5/Sht[DBR/C] — 7 14 21 Lot A Right Arm
1 ER Large Laser RA 12 10[DE] — 8 15 25 (19) (19)
1 Ultra AG/5 RA 1 5/Sht[DBR/C] — 7 14 21
1 ER Medium Laser LT 5 7[DE] — 5 10 15
1 ER Medium Laser RT 5 7|[DE] — 5 10 15
Physical Attacks Left Right
Punch LA — 3 - - - - Leg Center Leg
Punch RA — 3 - - - - (22) oy (23)
Kick - 12 - - - -
Charge — B/hex - - - =
Push - - - - - =
Maximum Heat (Dissipation): 38 (28]
Left Right
Torso Rear Torso Rear
Ammo: (Ultra AC/5) 40 (5) (5)
2V 197 @)
/ \ \ / Endo Steel Heat
CRITICAL TABLE \ - Soale
Head Left Torso (14 ) Right Torso (14) T]
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
3. ERLarge Laser 4. Roll Again 3. ERLarge Laser 29
1-3 41uttra AC/5 5. Sensors 1-3 41uttra AC/5 -
5.[Ult:r'a AC/5 6. Life Support 5.| Ultra AC/5 28
6.LUultra AC/5 6.LUltra AC/5 Left Right 27
1. Ammo (Ultra AC/5) 20 Center Torso 1. Ammo [Ultra AC/5) 20 "1"3’ A 26:
2. Roll Again 1. Fusion Engine 2. Roll Aga?n (10) (10] 25
46 3. Roll Again 2. Fusion Engine 46 8. Roll Again 24’
4. Roll Again 3. Fusion Engine 4. Roll Again 53 ¥
5. Roll Again 1-3 4 Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again Lefe Right ~
6. Gyro Leg Leg =
1. Gyro ' (14) (14) -
Left Torso . 2. Fusion Engine Right Torso . 19*
1 [Duuble Heat Sink 3. Fusion Engine 1. [Double Heat Sink 18
2.1 Double Heat Sink 4-6 4. Fusion Engine 2.LDouble Heat Sink ,_\ 17
3. ER Medium Laser 5. Double Heat Sink 3. ER Medium Laser _
1-3 4. Endo Steel S.[Double Heat Sink 1-3 4. FerroFibrous HEAT DATA Double Heat Sinks: N 16*
5. Endo Steel - - 5. Ferro—F!brous Heat 14 (28 15
6. Endo Steel Engine Hits O O O 6. Ferro-Fibrous Level* Effects 147
1. Endo Steel Gyro H!ts 00 1. Ferro-Fibrous 80 Shutdown . (o]e) 137
2. Endo Steel Sensor HitsQ O 2. Ferro-Fibrous Sg é;nmdo B, avq(ljd on180++ (@]0) 12
3. Endo Steel Life Support O 3. Ferro-Fibrous o5 5 :;O\?;Vr:;\;u;mungs 00 11
4-6 4. Endo Steel 4-6 4. Ferro-Fil?rous 54 +4 Modifier to Fire O O 107
5. Roll Again 5. ol Aga!n 23 Ammo Exp, avoid on B+ @) 9
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ =
20 -4 Movement Points O 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H mS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hi 1. Hi 17  +3 Modifier to Fire O 5 A
P gamelate P 15 -3 Movement Points @)
2. Upper Leg Actuator 2. Upper Leg Actuator . a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5.[Doub|e Heat Sink Damage Transfer 5. [Douhle Heat Sink 180 fq'\",\;’vjfpe”: Pﬁ'”ts 2
6.1 Double Heat Sink Diagram 6.L Double Heat Sink e 4 Mose;gtﬂpo'ﬁs 1
\ / '\ / | o

© 2026 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

( 'MECH DATA \ \ ( WARRIOR DATA \
Type: Thor (Summoner) A Name: 8 8
\'\I"V‘;‘I’;':;”t p°"5‘t5' I:ZE?:S'E: égn Gunnery kil _____ Piloting Skill: 8 8
Running: 8 Rules Level: Standard HitsTaken [ 1 1 2 1 3 1 4 ] 5 | 6 O O
Jumping: 5 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead 8 8
Engine Type: 350 XL p o 0
Weapons & Equipment Inventory (hexes) 00
# Type Loc Ht Dmg Min Sht Med Lng
1 Gauss Rifle LA 1 15[DBX] 2 7 15 @22
1 Large Pulse Laser RA 10 10[P] 6 14 20 i
1 SAM & LT 4 2/Msl[MCS] 3 6 9 U R A
Physical Attacks
Punch LA — 3 - - -
Punch RA — 7 - - =
Kick - — 14 - - - Left Right
7 L Le Le
Death From Above - — 21 - - = ) \\\/i‘J 4: [239] cTer::zr (2:;1]
Charge —  — 7/hex - - - | H/ § (8)
Push _ _ _ _ ‘l“ "!‘ ?’b\ {
i / A\
Maximum Heat (Dissipation): 15 (28) WY ‘lyL N
Left Right
Torso Rear Torso Rear
Ammo: (Gauss) 8, (SRM 6) 30 (7) (7)
2210 @
/ \ \ / Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (15 Right Torso (15) Dverfiow
Left Arm (CASE) 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator (¢} 30%
3.[ Gauss Rifle 4. Ferro-Fibrous 3. Lower Arm Actuator o 29
1-3 4| Gauss Rifle S. Sensors 13, Large Pulse Laser g -
5.| Gauss Rifle 6. Life Support 5. [Lar‘ge Pulse Laser o 28
6.| Gauss Rifle 6. Ferro-Fibrous Left o\ nright 27
1.| Gauss Rifle Center Torso 1. Roll Again Arm 28 arm 267
2.1 Gauss Rifle 1. XL Fusion Engine 2. Roll Again (1 o) ("M 25
46 3. Ammo (Gauss) 8 2. XL Fusion Engine 46 3. Roll Again 24’
4. Ferro-Fibrous 3. XL Fusion Engine 4. Roll Again 53 ¥
5. Roll Again 1-3 4 Gyro 5. Roll Again —
6. Roll Again g gz:g 6. Roll Again Lefe Right ~
Leg Leg 207
1. Gyro ' (15) (15) -
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
1-3 3. SRM 6 5. Jump Jet 1-3 3. Ferro-Fibrous HEAT DATA \ 16
4. Ammo (SRM B6) 15 6. Roll Again 4. Ferro-Fibrous Double Heat Sinks: -
5. Ammo (SRM B) 15 5. Roll Again Heat 14 (28] 15
6. Ferro-Fibrous Engine Hits O O O 6. Roll Again Level* Effects 147
1. Ferro-Fibrous Gyro Hits O O 1. Roll Again Sg ih”thVEV” don B+ 00 137
2. Roll Again Sensor Hits O O 2. Roll Again B S e 00 12
3. Roll Again Life Support O 3. Roll Again e B Mo, B o0 >
48 4. ol again 48 4. Foll Again 24 +4 Modifier to Fire 00 107
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Rall Again 55 Shutdown, avoid on 8+ O 9 .
20 -4 Movement Points o 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hip 1. Hip 17  +3 Modifier to Fire O 5 A
5 U gemeFlabs 15 -3 Movement Paints @)
. Upper Leg Actuator 2. Upper Leg Actuator . a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5. Jump Jet Damage Transfer 5. Jump Jet 180 -qu'\onz:jen: Pﬁ'”ts 2
\ /7 '\ / | o
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

( 'MECH DATA \ \ ( WARRIOR D \
Type: Thor (Summoner) H Name: 8 8
\'\I"V‘;‘I’;':;”t p°"5‘t5' I:ZE?:S'E: égn Gunnery kil _____ Piloting Skill: 8 8
Running: 8 Rules Level: Standard HitsTaken [ 1 | 2 | 3 ] 4 ]| 5 | 6 o O
Jumping: 5 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead 8 8
Engine Type: 350 XL p o 0
Weapons & Equipment Inventory (hexes) 00
# Type Loc Ht Dmg Min Sht Med Lng
1 Heavy Large Laser LA 18 16 [DE] — 5 10 15
1 ER Medium Laser LA 5 7[DE] — 5 10 15 Lefe Arm Right Arm
1 Heavy Large Laser RA 18 16 [DE] — 5 10 15 (17) (17)
1 ER Medium Laser RA 5 7[DE] — 5 10 15
1 Anti-Missile System LT 1 [PB] -1 - =
1 Targeting Computer RT — [E] - - - =
Physical Attacks Left Right
Punch LA — 7 - - - - Leg Center Leg
Punch RA — 7 - - - - (22) oy (23)
Kick - — 14 - - - -
Death From Above - =21 - - - =
Charge — — 7/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 47 (46)
Left Right
Torso Rear Torso Rear
Ammo: (AMS) 24 (7) (7)
\_2V: 2.5%° @
/ \ \ / Standard Structure Heat
CRITICAL TABLE \ - Scale
Head Left Torso (15 Right Torso (15) Dverfiow
Left Arm 1. Life Support Right Arm l
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator (¢} 30%
3. Lower Arm Actuator 4. Ferro-Fibrous 3. Lower Arm Actuator o 29
1-3 4. Double Heat Sink S. Sensors 1-3 4.7 Double Heat Sink g -
5.[Doub|e Heat Sink 6. Life Support 5. [Double Heat Sink o 28
B.[Double Heat Sink 6. [Double Heat Sink Left o\ Right 27
*}
1. Double Heat Sink Center Torso 1.LDouble Heat Sink A,,r,',n g A1r1m 26*
2.[Heavy Large Laser 1. XL Fusion Engine 2.[Heavy Large Laser (1 o) ("M 25
4.6 3.[Heaw Large Laser 2. XL Fusion Engine 4-6 3. [Heaw Large Laser 24’
4.1 Heavy Large Laser 3. XL Fusion Engine 4.1 Heavy Large Laser 53 ¥
5. ER Medium Laser 1-3 4. Gyro 5. ER Medium Laser YT
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous Lefe Right ~
6. Gyro Leg Leg =
1. Gyro ' (15) (15) -
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
1-3 3.[Doub|e Heat Sink 5. Jump Jet 1-3 3. [Double Heat S!nk \\ [
4.[ Double Heat Sink 6. Roll Again 4.[ Double Heat Sink Double Heat Sinks: -
5.[Doub|e Heat Sink 5. [Double Heat Sink 03 (48) 15
6.1 Double Heat Sink Engine Hits O O O 6.LDouble Heat Sink Level* Effects 147
1.[ Double Heat Sink Gyro H!ts (o] o) 1.[ Targeting Computer Sg ihutdo\:zvn id on B+ o000 137
2.[Doub|e Heat Sink Sensor Hits O O 2. [Targeting Computer o6 S;ﬂmdo - a\/t_lcli cm’l 0+ o]ole) 12
3. Anti-Missile System Life Support O 3. Ferro-Fibrous o5 5 :;O\?;Vr:;\;u;mungs 000 11
4-6 4. Ammo [AMS] 24 4-6 4. Ferro-Fil?rous 54 +4 Modifier to Fire O O 107
5. Ferro-Fibrous 5. Roll Again 53 Ammo Exn. avoid on 6+
6. Ferro-Fibrous 6. Roll Again b, ave (0]@) 9
22 Shutdown, avoid on 8+ =
20 -4 Movement Points Q0 8
19 Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H mS'[ Right Leg 18 Shutdown, avoid on 6+ (0]0) 6
1. Hip Ly Y 1. Hip 17 _+3 Modifier to Fire (o]0 5 A
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points (0]0) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5. Jump Jet Damage Transfer 5. Jump Jet 180 f1MhADr\J/Z:;:§::uP|§]iI:etS 2
6. Jump Jet Diagram 6. Jump Jet 5 -1 Movement Points .
\ /7 '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Thunderbolt IIC

N\

Ammo: (Streak LRM 15] 16

Maximum Heat (Dissipation): 56 (34)

Movement Points: Tonnage: 70

Walking: 5 Tech Base: Clan

Running: 8 Rules Level: Standard

Jumping: 0 Role: Brawler

Engine Type: 350 XL

Weapons & Equipment Inventory (hexes)

# Type Loc Ht Dmg Min Sht Med Lng

1 Imp. Heavy Large Laser LA 18 16 [DEX] — 5 10 15

1 Imp. Heavy Large Laser RA 18 16 [DEX] — 5 10 15

3 ER Medium Laser LT 5 7[DE] — 5 10 15

1 Streak LRM 15 RT 5 1/Msl[MC] - 7 14 21

Physical Attacks
Punch LA 7 - - =
Punch RA 7 - - =
Kick — 14 - - -
Club - 14 - - -
Charge — — 7/hex — - =
Push - - — - =

( WARRIOR D \

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

Ei

ARMOR DIAGRAM

Standard Armor

Left Torso

Head (9)
Right Torso

Right Arm
(22)

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

(10)

Left Right
Torso Rear Torso Rear
(6) (8)

\, BV: 2.475 @@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ head Scale
Head Left Torso (15 Right Torso (15) Dverflow
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator (¢} 30%
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator g 29
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator o -
5.[Imp. Heavy Large Laser 6. Life Support 5.[ Imp. Heavy Large Laser o 28
6.] Imp. Heavy Large Laser 6.| Imp. Heavy Large Laser Left O\ Right 27
Arm O¢ arm 267
1.LImp. Heavy Large Laser Center Torso 1.LImp. Heavy Large Laser 1 o " -
2. Roll Again 1. XL Fusion Engine 2. Roll Again (1 o) ("M 25
46 3. Roll Again 2. XL Fusion Engine 46 3. Roll Again 24’
"O 4. Roll Again 3. XL Fusion Engine "O 4. Roll Again 237
5. Roll Again 1-3 4 Gyro 5. Roll Again —
6. Roll Again g gym 6. Roll Again Lefe Right ~
. Gyro Leg Leg 20
1. Gyro ' (15) (15) -
Left Torso 2. XL Fusion Engine nght Torso (CASEI) 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.[Doub|e Heat Sink 5.1 Double Heat Sink 3. [Double Heat Sink 16
1-3 4.1 Double Heat Sink 6. [Double Heat Sink 1-3 4.1 Double Heat Sink Double Heat Sinks: -
5. ER Medium Laser 5.[Streak LRM 15 17 (3] 15
6. ER Medium Laser Engine Hits O O O 6.| Streak LRM 15 Level* Effects (34) 14
i 30 Shutd
1. ER Medium Laser Gyro HitsO O 1./ Streak LRM 15 o8 A;mc?va:p avoid on 8+ 0]0) 1371
2. Roll Again Sensor Hits O O 2. Ammo (Streak LRM 15) 8 B S e 00 12
3. Roll Again Life Support O 3. Ammo (Streak LRM 15) 8 ’ . IT
4-6 4-6 25 -5 Movement Points (o]e)
4. Roll Again 4. CASEIl - ;
) : ) 24  +4 Modifier to Fire (o]e) 10
5. Roll Again 5. Roll Again
’ ’ . 23 Ammo Exp, avoid on B+ e)e) 9
6. Roll Again 6. Roll Again -
22 Shutdown, avoid on 8+ O O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ 00 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hip u 1. Hip 17  +3 Modifier to Fire O 5 A
. 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 1
\ VAN -1 Movement Points y. 5
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ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR D

Type: Thunderbolt IIC 2 Name:
Movement Points: Tonnage: 70 . _— .
. G Skill: Piloting Skill:
Walking: 4 Tech Base: Mixed unnerySidlt - Filoting =K
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 280 Fusion p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Small Pulse Laser (C] LA 2 3[PAl - 2 4 8 N
©99) <
1 ER L Pulse L RA 13 10[P - 7 16 2 1 I\
arge FuTse Faser 9 10[FA 5 @3 » Q“\ Left Arm Right Arm
3 Medium Pulse Laser (C) LT 4 7[P] — 4 8 12 = (20) (20)
1 Imp. Heavy Large Laser RT 18 16 [DEX] — 5 10 15 4’@@]{
1 ECM Suite HD — [E] - — — B o4
Physical Attacks {7 g\
Punch LA — 7 - - - = A\l Left Right
Punch RA — 7 - - - - ['-;g] Center ['-3909]
. Torso
Kick - — 14 - - - - (10)
Club - — 14 - - - -
Death From Above - — 21 - - - =
Charge — — 7/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 45 (30)
Left Right
Torso Rear Torso Rear
. (6) (6)
H 4 4
\, Bv: 2,174 @é@ ) INTERNAL STRUCTURE DIAGRAM
\ /

/, \ Standard Structure Heat
CRITICAL TABLE \ ons 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't_ 2. Upper Arm Actuator (¢} 30%
3. Lower Arm Actuator 4. ECM Suite [Clan] 3. Lower Arm Actuator o 29
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator g -
5.[Doub|e Heat Sink [Clan] 6. Life Support 5.[ER Large Pulse Laser [Clan] o 28
6.L Double Heat Sink [Clan] 6.| ER Large Pulse Laser [Clan] Left o\ Right 27
Arm O¢ arm 267
1. Small Pulse Laser [Clan] Center Torso 1.LER Large Pulse Laser [Clan] 1 o " -
2. Roll Again 1. Fusion Engine 2. Ferro-Fibrous [Clan] (1 o) ("M 25
46 3. Roll Again 2. Fusion Engine 46 3. Roll Again 24’
4. Roll Again 3. Fusion Engine 4. Roll Again 53 ¥
5. Roll Again 1-3 4 Heavy Duty Gyro 5. Roll Again —
6. Roll Again 5. Heavy Duty Gyro 6. Roll Again Lefe Right
6. Heavy Duty Gyro Leg Leg Z;*
1. Heavy Duty Gyro . (15) (15) n
Left Torso 2. Fusion Engine Right Torso 19
1 .[Duuble Heat Sink [Clan] 3. Fusion Engine 1. [Double Heat Sink [Clan] 18%
2.1 Double Heat Sink [Clan] 46 4 Fusion Engine 2.| Double Heat Sink [Clan] rer:
1-3 3. Jump Jet 5.[ Double Heat Sink [Clan] 1-3 3. Jump Jet \\ [7&
4. Jump Jet 6.LDouble Heat Sink [Clan] 4. Jump Jet Double Heat Sinks: -
5. Medium Pulse Laser [Clan] 5.[ Imp. Heavy Large Laser [Clan] 15 SDl 15
6. Medium Pulse Laser [Clan] Engine Hts O O O B.| Imp. Heavy Large Laser [Clan] Level* Effects (30) 147
i 30 Shutd
1. Medium Pulse Laser [Clan] s Gyro :!ts 8 8 o 1.LImp. Heavy Large Laser [Clan] og Ar;Jmc?‘IIEV:p. avoid on 8+ oo 137
2. Ferro-Fibrous [Clan] _ensor‘ its 2. Ferro-Fibrous [Clan] 56  Shutdown. avoid on 10+ (@]0) 12
a.g & FolAgain Life Support O . % FollAgain e b Movamo et 00 >
™2 4. Roll Again ™ 4. Roll Again 24  +4 Madifier to Fire 00 107
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again S (0]0) 9
22 Shutdown, avoid on 8+ O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
- A + odifier to Fire |
1. Hip ga!: - 1. Hip 17 +8 Modifier to Fi 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. Ferro-Fibrous [Clan] Damage Transfer 5. Ferro-Fibrous [Clan] 1o -2 Movement F'qnts 2
6. Ferro-Fibrous [Clan] Diagram 6. Ferro-Fibrous [Clan] g 4;1MMDd|f|er zUPFI‘ri 1
-1 Movement Points
\ /7 '\ / | o
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ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

i

(& \ / \ 300
MECH DATA \ WARRIOR DATA
0. 0.0
Type: Kraken (Bane) 3 Name: 08080
Movement Points: Tonnage: 100 . I . [O)(e)xe]
Gi Skill: Pil Skill:
Walking: 3 Tech Base: Clan unnery Sidll: - Piloting Sl 08080
Running: 5 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 OOOOO
Jumping: 0 Role: Missile Boat Consciousness # | 3 | 5 | 7 | 10 | 11 |Dead 80808
Engine Type: 300 XL / OOOOO
Weapons & Equipment Inventory (hexes) 08080
# Type Loc Ht Dmg Min Sht Med Lng (©)
4 LRM 15 LA 5 1/Msl[MCS] - 7 14 21
4 LRAM 15 RA 5 1/Msl[MCS] - 7 14 21 Lot A Aiche A
1 Streak SRM 4 [0S} HD 3 2/Msl[MC] — 4 8 12 (aa) Taay
Physical Attacks '
Punch LA — 5 - - - -
Punch RA — 5 - - - -
Kick - — 20 - - - - Left Right
Charge — — 10/hex - - - - Leg Center Leg
(42) Torso (42)
Push - == - - - =

(13)
Maximum Heat (Dissipation): 40,/43 (38)

Left Right
Torso Rear Torso Rear
Ammo: (LRM 15) 128 (10) (10)

\_BY: 2941 @&

\

/, \ Standard Structure Heat
CRITICAL TABLE \ ons Scale

Head Left Torso (21) Right Torso (21)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder 4 °
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
3.[Doub|e Heat Sink 4. Streak SRM 4 (03] 3. [Double Heat Sink e 9
1-3 4. Double Heat Sink S. Sensors 1-3 4. Double Heat Sink 0 -
5.[LRM 15 6. Life Support 5.[LRM 15 S 28
6.LLRM 15 6.LLRM 15 g 27
*}
1.[LRM 15 Center Torso ‘I.[LRM 15 9 28
2.LLRm 15 1. XL Fusion Engine 2.LLrRm 15 25
4.6 3.[LFIM 15 2. XL Fusion Engine 4-6 3.[LRM 15 Center 24’
4.1LRM 15 3. XL Fusion Engine 4.LLRM 15 Torso 23
5.[LRM 15 1-3 4 Gyro 5.[LRM 15 —
6.LLRM 15 5. Gyro 6.LLRM 15 —
6. Gyro -
20
Left Torso (CASE] v Right Torso (CASE) 197
2. XL Fusion Engine 9
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
1-3 3.[Doub|e Heat S!nk 5. [Double Heat Sink 1-3 3. [Double Heat S!nk HEAT DATA \ 16
4.1 Double Heat Sink 6.LDouble Heat Sink 4.1 Double Heat Sink Double Heat Sinks: -
5. Ammo (LRM 15) 8 5. Ammo (LRM 15) 8 Heat 19 [88j 15
6. Ammo (LRM 15) 8 Engine Hits O O O 6. Ammo (LRM 15) 8 Level* Effects 14
1. Ammo (LRM 15) 8 Gyro Hits O O 1. Ammo (LRM 15) 8 Sg ih”tdo"EV” dongs 00 137
2. Ammo (LRM 15) 8 Sensor HitsQ O 2. Ammo (LRM 15) 8 B S e 00 12
3. Ammo (LRM 15) 8 Life Support O 3. Ammo (LRM 15) 8 e B Mo, B o0 >
4-6 4 Ammo (LRM 15) 8 4-6 4. Ammo (LRM 15) 8 54 +4 Modifier to Fire loYe! o
5. Ammo (LRM 15) 8 5. Ammo (LRM 15) 8 23 Ammo Exp, avoid on B+
6. Ammo (LRM 15) 8 6. Ammo [LRM 15) 8 55 Shutdonm avod on 81 (0]@) 9 1
20 -4 Movement Points O O 8
19 Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ (0]0) 6
1. Hip 1. Hip 17  +3 Modifier to Fire (o]0 5 A
gamelate 15 -3 Movement Points @)
2. Upper Leg Actuator 2. Upper Leg Actuator . a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5.[Doub|e Heat Sink Damage Transfer 5. [Double Heat Sink 180 fq'\",\;’vjfpe”: PE_'”tS 2
6.1 Double Heat Sink Diagram 6.L Double Heat Sink c M 3 'n'je;tﬂp 'i:i 1
\, / '\ ovement Foints / | o
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( 'MECH DATA \

BATTLEMECH RECORD SHEET

N\

Type: Kraken (Bane) 5
Movement Points: Tonnage: 100
Walking: 3 Tech Base: Clan
Running: 5 Rules Level: Standard
Jumping: 0 Role: Sniper
Engine Type: 300 XL
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
2 Ratary AG/2 LA 1 2/Sht[DBR/C] — 8 17 25
2 Rotary AG/2 RA 1 2/Sht[DBR/C] — 8 17 25
1 LRM 10 LT 4 1/Msl[MCS] - 7 14 21
1 ER Large Laser RT 12 10 [DE] — 8 15 25
1 LRM 10 RT 4 1/Msl[MCS] - 7 14 2
1 ECM Suite HD — [E] - — — B
Physical Attacks
Punch LA — 5 - - -
Punch RA — 5 - - - -
Kick — 20 - - - -
Charge — 10/hex - - - =
Push - = - - - =
Maximum Heat (Dissipation): 44 (34)

Ammo: (LRM 10) 24, (RAG/2) 270

ARRIOR DATA \

BATTLETECH

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

i

(0]
O

OOOOOOOOOOOOOOOO
OOOOOOO OO OO OO oO O
00000000

Xe)

©)
©)
(6)

<

Right Arm
(34)

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

(13)

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

\, BV: 2,554 @%@ 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 4 °
2. Upper Arm Actuator 3. COCkP't_ 2. Upper Arm Actuator o 30%
13 3.[Doub|e Heat Sink 4. ECM Suite 13 3.[Double Heat Sink e 9
- .L Double Heat Sin| - "2 4.| Double Heat Sin
4.1 Double Heat Sink 5. Sensors 4.1 Double Heat Sink 9 -
5.] Rotary AC/2 6. Life Support 5.] Rotary AC/2 S 28
6.| Rotary AC/2 6.| Rotary AC/2 8 27
*}
1. Rotary AC/2 Center Torso 1.| Rotary AC/2 8 EG*
2.1 Rotary AC/2 1. XL Fusion Engine 2.LRotary AC/2 25
4.6 3.[ Rotary AC/2 2. XL Fusion Engine 4-6 3.[ Rotary AC/2 Center 24
4.| Rotary AC/2 3. XL Fusion Engine 4.| Rotary AC/2 Torso 23
5.| Rotary AC/2 1-3 4 Gyro 5.| Rotary AC/2 —
6.LRotary AC/2 5. Gyro 6.LRotary AC/2
6. Gyro 21
207
1. Gyro . 3
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASEIl) 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.[ Double Heat Sink 5. Double Heat Sink 3. [Double Heat Sink _
1-3 4.[Doub|e Heat Sink 6. [Double Heat Sink 1-3 4.LDouble Heat Sink HEAT DATA Double Heat Sinks: N 16*
5. LRM 10 5. ER Large Laser Heat 1713 2 15
6. Ammo (LRM 10) 12 Engine Hits O O O 6. LRM 10 Level* Effects (34) 14
i 30 Shutd
1. Ammo [RAC/2) 45 . Gyro :!ts 88 1. Ammo (LRM 10) 12 -8 A;mc?VEV:p avoid on 8+ 0]0) 1371
2. Ammo (RAC/2) 45 sensor Hits 2. Ammo (RAC/2) 45 56 Shutdown. avoid on 10+ 00 12
46 3. Ammo (RAC/2) 45 Life Support O 46 3. Ammo (RAC/2) 45 55 & Moverment Points 00 IT
0 4. casEll "9 4. Ammo [RAC/2) 45 54 +4 Modifior to Fire Iote) o
5. Roll Again 5. CASEIl . 23 Ammo Exp, avoid on B+ e)e) 9
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ .
20 -4 Movement Points Q0 8
19 Ammo Exp, avoid on 4+ 00 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ . 17  +3 Modifier to Fire O 3
1. Hip game Dlabs 1. Hip 15 aM Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo-Composite Damage Transfer 5. Endo-Composite 180 quMsz?en: F"gmts 2
6. Endo-Composite Diagram 6. Endo-Composite A odifier tuP I'ri 1
-1 Movement Paints
\ / '\ / | o
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ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR D

Type: Marauder IIC 6

Name:
\“I(';;‘I’;':;”t p°'2ts‘ I:ZE?:S'E: 22 . Gunnery Skil: _____ Piloting Skill:
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 6 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 340 XL
Weapons & Equipment Inventory (hexes) /
# Type Loc Ht Dmg Min Sht Med Lng
1 LB10-XAC LA 2 10[DBC/F/S] — B 12 18
1 ER Medium Laser LA 5 7[DE] — 5 10 15
. Left Arm Right Arm
1 Gauss Rifle RA 1 15[DBX] 2 7 15 2R (22) (22)
1 ER Medium Laser RA 5 7[DE] — 5 10 15
1 Heavy Large Laser RT 18 16 [DE] — 5 10 15
Physical Attacks
Punch LA — 9 - - - - Left Right
Punch -9 - T T (28) Toren (28)
Kick - -7 - - - - (10)
Death From Above — — 26 - - - =
Charge — — 85/hex - - - =
Push - - = - - - =

Maximum Heat (Dissipation): 31 (24)

Left Right
Torso Rear Torso Rear
Ammo: (Gauss) 16, (LB 10-X) 20, (LB 10-X Cluster) 10 (7) (7)

BV: 2,646

\

/ \ \ Endo Steel Heat
CRITICAL TABLE \ Hons Scale

&
N

Head Left Torso (18) Right Torso (18)  ((verfiow
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder S
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator e} 30%
3. Lower Arm Actuator 4. Endo Steel 3. Lower Arm Actuator 8 29
1-3 4B 10XAC S. Sensors 1-3 47 Gauss Rifle ) -
5.| LB 10X AC 6. Life Support 5.| Gauss Rifle g 28
6./ LB 10-X AC 6.| Gauss Rifle 8 Right 27
*}
1.|LB 10X AC Center Torso 1.| Gauss Rifle of Am |28
2.lLB 10X AC 1. XL Fusion Engine 2.| Gauss Rifle o) (141 | 257
4.6 3. ER Medium Laser 2. XL Fusion Engine 4-6 3.LGauss Rifle 24’
4. Ammo (LB 10-X) 10 3. XL Fusion Engine 4. ER Medium Laser 53 ¥
5. Ammo (LB 10-X) 10 1-3 4 Gyro 5. Ammo (Gauss) 8 -
6. Ammo (LB 10-X Cluster] 10 5. Gyro 6. Ammo (Gauss) 8 _ 22
Left Right 21
6. Gyro Leg Leg =
(18) (18)
Left Torso ; ﬁﬂ’usion Engine Right Torso 197
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18%
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17
1-3 3.[Improved Jump Jet 5. Endo Steel 1-3 3.[Impr‘oved Jump Jet \\ [
"9 4.LImproved Jump Jet 6. Endo Steel "9 4.lImproved Jump Jet Double Heat Sinks: -
5.[ Improved Jump Jet 5.[ Improved Jump Jet . 15
[1me P — [1me P 12 (24)
6.LImproved Jump Jet Engine Hits 000 6.LImproved Jump Jet Level* Effects 144
1. Endo Steel Gyro H!tS (o] o) 1.[Heavy Large Laser Sg ihutdo\:zvn id on B+ (o]e) 137
2. Endo Steel Sensor HitsQ O 2.| Heavy Large Laser mmo =Xp, avoid on (@]0) 12
3. Roll Again Life Support O 3.LHeavy Large Laser 26 Shutdown, avoid on o+ 11
4-6 4. Roll Again 4-6 4. Endo Steel e 5 Movement Pqnts o
24  +4 Modifier to Fire O 10
5. Roll Again 5. Endo Steel 53 Ammo Exo. avoid on 6+
6. Roll Again 6. Roll Again P ave @) 9
9 g 22 Shutdown, avoid on 8+ O =
20 -4 Movement Points 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H mS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hip Ly Y 1. Hip 17 +3 Modifier to Fire O 5 A
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5.[Improved Jump Jet Damage Transfer 5. [Improved Jump Jet 180 f1Mh2v§?en: F"glnts 2
6.LImproved Jump Jet Diagram 6.LImproved Jump Jet 5 AM 3 'n'je';tup Iil;i 1
\ / '\ ovement Foints / | o
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ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Marauder IIC 10 Name:
Movement Points: Tonnage: 85 . _— .
Gi Skill: Piloting Skill:
Walking: 4 Tech Base: Clan unnerySidlt - Filoting =K
Running: 6 Rules Level: Standard HitsTaken | 1 [ 2 [ 3| 4| 5 | 6
Jumping: 6 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 340 XL p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser LA 10 10[P] — B6 14 20
1 Medium Pulse Laser LA 4 71[P] — 4 8 12
Left Arm Right Arm
1 Large Pulse Laser RA 10 10[P] — 6 14 20 (22) (22)
1 Medium Pulse Laser RA 4 7[P] — 4 8 12
1 ERPPC LT 15 15[DE] — 7 14 23
1 Small Pulse Laser LT 2 3[PAI — 2 4 6
1 Small Pulse Laser RT 2 3[PAI] — 2 4 6 Left Right
2 ER Small Laser CT 2 5[DE - 2 4 6 Leg Center Leg
. (26) Torso (26)
Physical Attacks (10)
Punch LA — 9 - - - -
Punch RA — 9 - - - -
Kick - =17 - - - -
Death From Above — — 26 - - - =
Charge — — 85/hex - - - =
Push - == - - - =
Left Righ
Maximum Heat (Dissipation): 51 (40) © one
Torso Rear Torso Rear
(7) (7)
\, Bv: 2.877 @%@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ - Scalo
Head Left Torso (18 Right Torso (18) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder S
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator e} 30%
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator 8 29
- 4.[Doub|e Heat Sink 5. Sensors a4 [Double Heat Sink 2 -
5.1 Double Heat Sink 6. Life Support 5.1 Double Heat Sink 3 28
B.[Double Heat Sink 6. [Double Heat Sink 8 Right 27
O *}
1. Double Heat Sink Center Torso 1.L Double Heat Sink 9 A1T 26*
2.[Lar‘ge Pulse Laser 1. XL Fusion Engine 2. [Large Pulse Laser o) (14 25
4.6 3.lLarge Pulse Laser 2. XL Fusion Engine 4-6 3.LLarge Pulse Laser 24’
"© 4. Medium Pulse Laser 13 3. XL Fusion Engine "O 4. Medium Pulse Laser 237
5. Endo Steel "9 4. Gyro 5. Endo Steel =
' 22
6. Endo Steel 5. Gyro 6. Endo Steel .
. Left Right 21
6. Gyro
Leg Leg 207
1. Gyro ' (18) (18) -
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.[Doub|e Heat Sink 5. ER Small Laser 3. [Double Heat Sink 16
1-3 4.[ Double Heat Sink 6. ER Small Laser 1-3 4.LDouble Heat Sink s N
) Double Heat Sinks: 157
5.[Improved Jump Jet 5. [Double Heat Sink 50 (40
6.LImproved Jump Jet Engine Hits O O O 6.LDouble Heat Sink Level* Effects (40) 147
i 30 Shutd
1 .[Improved Jump Jet Gyro H!tS oo 1. [Improved Jump Jet og Ar;Jmc?‘IIEV:p avoid on 8+ 0]0) 1371
2.[ Improved Jump Jet Sensor Hits O O 2.LImproved Jump Jet 96 Shutdown. avoid on 10+ (o]e) 12
Life Su ort o utdown, avoid on
3.[ERPPC PP 3.[Improved Jump Jet . 11
4_6 4_6 25 -5 Movement Points O O
4.LER PPC 4.LImproved Jump Jet - ; =
24 +4 Modifier to Fire (o]e) 10
5. Small Pulse Laser 5. Small Pulse Laser o3 A ;
mmo Exp, avoid on 6+ O O g
6. Endo Steel 6. Endo Steel oo gh -
utdown, avoid on 8+ O O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ (0]0) 6
1. Hip Ly Y 1. Hip 17 +3 Modifier to Fire (o]0 5 A
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 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.[Improved Jump Jet Damage Transfer 5. [Improved Jump Jet 1o -2 Movement F'qnts 2
6.LImproved Jump Jet Diagram 6.LImproved Jump Jet g 4;1MMDd|f|er zUPFI‘ri 1
-1 Movement Points
\ / '\ / | o
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BATTLETECH!

( BATTLE ARMOR: POINT 1 \

@) (1§}-€0000000000

BATTLE ARMOR
RECORD SHEET

LEG ATTACKS TABLE

A\

Type: Elemental Battle Armor [AP Gauss](Sqd5) ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: | ] TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump MP: 3 2%.0000000000 ] 46 0
# Type Dmg Min Sht Med Lng # 3 +2
1 AP Gauss 3DBA] — 3 B 9 3%.0000000000 ) +5
1 SRM 2 (Body) 2/Msl - 3 B8 9 ‘ 1 +7

IMCS] 4@&.0000000000 )
1 Battle Claw - — T /
Ao (SR 2) 2 1 80000000000 ) SWARM ATTACKS TABLE
\M“ha"ize‘t M swem e A BATTLE ARMOR BASE TO-HIT
\ Armor: Standard (Basic) Role: Ambusher BV: 577,/82 / TROOPERS ACTIVE MODIFIER
4-6 +2
13 +5

( BATTLE ARMOR: POINT 2 \

@) (1§}-#50066000600

Type: Elemental Battle Armor [AP Gauss](Sqd5)

Grouma P P 2§ 85000000000
# Type Dmg Min Sht Med Lng
1 AvF’Gauss 3M0BA] - 3 6 9 3§§=.OOOOOOOOOO
SRM 2 2 - 3 6B B9
R mes) 4§} 0000000000
1 Battle Claw - - - = >
5§k ®0000000000

HHHHH]

Ammo: (SRM 2) 2
Mechanized: @
\

Swarm: @ Leg: @ AP: @

\ Armor: Standard (Basic)

Role: Ambusher

BV: 577,82 /

\
( BATTLE ARMOR: POINT 3

@ (19 @0000000000

Type: Elemental Battle Armor [AP Gauss](Sqd5)

BB 1 aempne 5 2§k @0000000000
# Type Dmg Min Sht Med Lng 4
1 AP Gauss speal o a6 o (3¥k@0000000000
1 SRM 2 (Body) 2/Msl - 3 B 9

IMCS] 4%.0000000000
1 Battle Claw —

( SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE

TROOPERS ACTIVE 1 2 3 a 5 6
6 +0 +0 +0 +0 +1 +2
5 +0 +0 +0 +1 +2 +3
4 +0 +0 #1 +2  +3  +4
3 +0 +1 +2 +3 +4 +5
2 +1 +2 +3 +4 +5 +6
1 +2 +3 +4 +5 +6 +7

BATTLE ARMOR EQUIPMENT

Claws with magnets -1
SITUATION *

'Mech prone -2
'Mech or vehicle immobile 4
Vehicle 2

*Modifiers are cumulative

 [5$k@0000000000

HHHHH]

Ammo: (SRM 2) 2
Mechanized: @
\

Swarm: @ Leg: @ AP: @

2D6 BIPEDAL/TRIPOD QUAD
N\ Armor: Standard [Basic]) Role: Ambusher BV: 577/82 / /
ROLL LOCATION LOCATION
/; \ 2 Head Head
BA1TLE ARMOR pO|NT 4 ‘ N\ 3 Rear Center Torso Front Right Torso
Type: Elemental Battle Armor [AP Gauss](Sqd5) @ 1 %‘ @O0000000000 ] 4 Rear Right Torso Rear Center Torso
G ) skl AntiMech Skill 5 Front Right Torso Rear Right Torso
unne ill: nti-'Mec ill: ] ; -
Groun;yMP' ’I—Jump MP: 3 4' 2%.0000000000 ] 6 Right Arm Front Right Torso
o : b .M' Sht Med L 7 Front Center Torso Front Center Torso
ype mg in ed Lng
1 AP Gauss 3 [DBAI] _ 3 6 9 3%.0000000000 ] 8 Left Arm Front Left Torso
1 SRM 2 [Bod 2 /M ’I 3 & 9 = 9 Front Left Torso Rear Left Torso
(Body) [l\gcg] - 4%.0000000000 ] 10 Rear Left Torso Rear Center Torso
1 Battle Claw o L 11 Rear Center Torso Front Left Torso
5§k ®0000000000 )| LN Head Head
Ammo: (SRM 2) 2 =
oot B s el 2 ( TRANSPORT POSITIONS TABLE )
\ Armor: Standard (Basic) Role: Ambusher BV: 577,/82 /
TROOPER 'MECH VEHICLE
/, N\ NUMBER LOCATION LOCATION
BATTLE ARMOR: POINT 5 N\ ; FeLigptt TTorso EigEt gige
‘_ 1 eft Torso ight Side
Type: Elemental Battle Armor [AP Gauss](Sqd5) Q 1 % @0000000000 ] 3 Right Torso (rear) Left Side
. L . 4 Left Torso (rear) Left Side
Gunnery Skill: Anti-'Mech Skill: #
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