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ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR DATA

Type: Archer ARC-2R

Name:
Movement Points: Tonnage: 70 . _— .
) Gi Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnery Sl Floting =K
Running: 6 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Missile Boat 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 Medium Laser LA 3 5][DE] - 3 6 9
1 Medium Laser RA 3 5[DE] - 3 6 9 i
Left Arm Right Arm
1 LRM 20 LT 6 1/Msl[M,CS] 6 7 14 21 (22) (22)
1 LRM 20 RT 6 1/Msl[MCS] 6 7 14 21
2 Medium Laser (R) CT 3 5|[DE] - 3 6 9
Maximum Heat (Dissipation): 24 (10]
Left Right
Leg Center Leg
(26) Torso (26)

(10)

Left Right
\/. Torso Rear Torso Rear
Ammo: (LAM 20) 24 I (6) (6]

11
I

. L
\ BV: 1477 == INTERNAL STRUCTURE DIAGRAM
/ \ Standard Structure Heat
CRITICAL TABLE \ . Seals

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. 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. Medium Laser 6. Life Support 5. Medium Laser o 28
6. Roll Again 6. Roll Again Left o\ Right 27
(o] ]
1. Roll Again Center Torso 1. Roll Again A,,r,r,n o A1r1m 26*
2. Roll Again 1. Fusion Engine 2. Roll Again (1) o) ("M 25
46 3. Roll Again 2. Fusion Engine 46 3. Roll Again Center 24’
4. Roll Agaﬁn 13 3. Fusion Engine 4. Roll Again Torso 234
5. Roll Again "9 4. Gyro 5. Roll Again YT
6. Roll Again 5. Gyro 6. Roll Again Lefe Right ~
6. Gyro Leg Leg =
1. Gyro ' (15) (15) -
Left Torso 2. Fusion Engine Right Torso 19
1.JLRM 20 3. Fusion Engine 1.[LRM 20 18
2.[LRM 20 4-6 4 Fusion Engine 2.[LRM 20 ——————N 17
1-3 3.[LRM 20 5. Medium Laser (R) 1-3 3.|LRM 20 HEAT DATA 16
4.[LRM 20 6. Medium Laser (R) 4.[LRM 20 Heat Sinks: =
5.LLRM 20 5.LLRM 20 Heat 10 15
6. Ammo (LRM 20) 6 Engine Hits 6. Ammo (LRM 20) 6 Level* Effects 147
[¢]
i 30 Shutd
1. Ammo (LRM 20) 6 Gyro Hits O O 1. Ammo (LRM 20) 6 o8 A N DVEV” dongs 'e) 137
Sensor Hits O O i mmo Exp, avold on
2. Roll Again Life S ° 2. Roll Aga!n 96 Shutdown, avoid on 10+ O 12
3. Roll Again ife Support 3. Roll Again 55 -5 Movement Points O 11
4-6 4. Roll Again 4-6 4. Roll Again e )
) ’ . 24  +4 Modifier to Fire O 10
5. Roll Again 5. Roll Aga!n 23 Ammo Exp, avoid on B+ O S
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ o) =
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again g 4;1MMDd|f|er‘zuPF|.ret 1
- vemen n
\ / '\ ovement Foints / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Marauder MAD-3R Name:
Movement Points: Tonnage: 75 . _— .
G Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnerySidlt - Filoting =k
Running: 6 Rules Level: Introductory HitsTaken | 1 [ 2 | 38 | 4 6
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 Dead
Engine Type: 300 Fusion p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 PPC LA 10 10[DE] 3 6 12 18
1 Medium Laser LA 3 5][DE] - 3 6 9 Left A Richt A
e rm [ rm
1 PPC RA 10 10 [DE] 3 6 12 18 (22) 125
1 Medium Laser RA 3 5[DE] - 3 6 9
1 AC/5 RT 1 5[DBS] 3 6 12 18
Maximum Heat (Dissipation): 27 (16) Lot Rich
e ight
Leg Center Leg
Torso
Left Right
Torso Rear Torso Rear
Ammo: (AC/5) 20 (8) (8)
\, BV: 1,363 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (16 Right Torso (16) Dverflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30%
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator o 29
1-3 4 pec 5. Sensors 1-3 4rprc o
5.|:ppc 6. Life Support 5.| PPC % 287
6.LPPC 6.LPPC Left ol Right 27
O *}
1. Medium Laser Center Torso 1. Medium Laser A,,r;n o A;: 26*
2. Roll Again 1. Fusion Engine 2. Roll Again (12 o) (12 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 —
6. Roll Again 5. Gyro 6. Roll Again Lefe Right
e ig 21
6. Gyro Leg Leg =
1. Gyro ' (16) (18) T
Left Torso 2. Fusion Engine Right Torso |
1. Ammo [AC/SJ 20 a-8 3. Fusion Engine 1.JAC/5 18
2. Roll Again " 4. Fusion Engine 2.| AC/5 /_\ 17
1-3 3. Roll Again 5. Roll Again 1-3 3.|AC/5 HEAT DATA 16
"9 4. Roll Again 6. Roll Again " 4.lAC/5 s
g Heat Sinks: +
5. Roll Again 5. Roll Again Heat 16 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 147
i 30 Shutd
1. Roll Again Gyro Hits O O 1. Roll Again o8 A;mstV:p avoid on B+ 00 1371
2. Roll Again Sensor Hits O O 2. Roll Again B Sl e 00 12
a.5 & FollAgain Life Support O .6 % Foll Again e b Movamo bt 00 T
" 4. Roll Again - 4. Roll Again 24  +4 Modifier to Fire 00 107
2' Roll Again g Roll Aga!n 23 Ammo Exp, avoid on 6+ [e)e) 9
- Roll Again - Roll Again 22 Shutdown, avoid on 8+ O 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. Hip l_ 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator :ll g EEMMDd'f'er EDF'FI'ret
5. Heat Sink Damage Transfer 5. Heat Sink 5 N ’ Ncl’vs:?e”t E_'” S 2
B. Heat Sink Diagram B. Heat Sink - Mose;gtﬂpo'ﬁs 1
\ / '\ / | o

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

Type: Mad Cat (Timber Wolf) (Pryde)

OMNIMECH RECORD SHEET

N\

Ammo: (LRM 20) 12

Maximum Heat (Dissipation): 48 (32)

Movement Points: Tonnage: 75
Walking: 5 Tech Base: Clan
Running: 8 Rules Level: Standard
Jumping: 4 Role: Missile Boat
Engine Type: 375 XL
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 ER Large Laser LA 12 10[DE] — 8 15 25
1 ER Medium Laser LA 5 7[DE] — 5 10 15
1 ER Large Laser RA 12 10 [DE] — 8 15 25
1 ER Medium Laser RA 5 7[DE] — 5 10 15
1 LRM 20 LT 6 1/Msl[MCS] - 7 14 2
1 LRM 20 RT 6 1/Msl[MCS] - 7 14 2
1 ER Small Laser CT 2 5[DE] — 2 4 6B

BATTLETECH

( WARRIOR DATA \

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

Torso Rear

(

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso

Right Torso

7)

Center
Torso

(9)

Right Arm
(24)

Torso Rear

(7)

\_BY: 2500 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ == /
/ \ Endo Steel Heat
CRITICAL TABLE \ " Scale
Head Left Torso (16 Right Torso (16) Dverflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30%
3. Lower Arm Actuator 4. FerroFibrous 3. Lower Arm Actuator o 29
1-3 4.[Doub|e Heat Sink 5. Sensors 1-3 4 en Large Laser o -
5., Double Heat Sink 6. Life Support 5. ER Medium Laser ° 28
6. ER Large Laser 6. Ferro-Fibrous Left o| Right 27
O *}
1. ER Medium Laser Center Torso 1. Roll Again A,,r;n o A;: 26*
2. Ferro-Fibrous 1. XL Fusion Engine 2. Roll Again (12 o) (12 25
46 3. Roll Again 2. XL Fusion Engine 46 8. Roll Again 24’
4. Roll Again 3. XL 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 L
eg Leg 207
1. Gyro ' (16) (18) T
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE)
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 ,_\ 177
1.3 3 Jump Jet 5. ER Small Laser 1.3 3 Jump Jet HEAT DATA 16
" 4. dump Jet 6. Endo Steel "7 4. Jump Jet Double Heat Sinks: 7
5.[LRM 20 5.[LRM 20 Heat 16 (32] 15
6./ LRM 20 Engine Hits O O O 6./ LRM 20 Level* Effects (32) 147
G\jl“D HitsQ O 30 Shutdown 134
1.| LRM 20 3 1.| LRM 20 .
2.|LrRm 20 Sensor Hits O O 2.lLRm 20 o0 ammo Bxp. avaid on B+ 88 12
. ) . +
3. Ammo (LRM 20) 6 Life Support O 3. Ammo (LRM 20) 6 o5 5 :; et Poit (0]0) 11
4-6 4. Endo Steel 4-6 4. Endo Steel o4 -+4 l\/(l);fii:i]t::to ’(:Jilrnes O O 107
5. Ferro-Fibrous 5. Ferro-Fibrous 03 A E id on 6+
6. Ferro-Fibrous 6. Ferro-Fibrous mmo Exp, avold an oo 9
' : 22 Shutdown, avoid on 8+ O O r'E
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 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Endo Steel Damage Transfer 5. Endo Steel 1o -2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 8 +1 Modifier to Fire 1
\ / \\ 5 -1 Movement Points / o

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

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

Right Torso

MECH DATA \ WARRIOR DATA
T . OO
Type: Daishi (Dire Wolf) 'Widowmaker"' Name: 80808
Movement Points: Tonnage: 100 Gunnery Skilk: Piloting Skill: OOOOO
Walking: 3 Tech Base: Clan —— OOOOO
Running: 5 Rules Level: Standard HitsTaken [ 1 ] 2 1 3 | 4 | 5 | 6 0295
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 08080
Engine Type: 300 XL 0-0-0
- / 02020
Weapons & Equipment Inventory (hexes) OOO
# Type Loc Ht Dmg Min Sht Med Lng 0”0
1 Large Pulse Laser LA 10 10([P] — 6 14 20
1 ERPPC LA 15 15[DE] — 7 14 23 Left A Right A
e rm [ rm
1 Large Pulse Laser RA 10 10[P] — 6 14 20 (34) ?34 )
1 ERPPC RA 15 15 [DE] — 7 14 23
1 Ultra AG/20 RT 7 20/Sht[DBR/C] — 4 8 12
2 ER Medium Laser CT 5 7|[DE] — 5 10 15
1 ER Small Laser HD 2 5[DE] — 2 4 B Left Right
Leg Center Leg
Maximum Heat (Dissipation): 76 (50] (41) Torso (41)
(14)
Left Right
Torso Rear Torso Rear
Ammo: (Ultra AC/20) 10 (10) (10)
\_BY: 3041 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (21) Right Torso (21) Dverflow
Left Arm 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder 4 °
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30¥
13 3.[Doub|e Heat Sink 4. ER Small Laser 13 3.[Double Heat Sink e =9
™2 4..Double Heat Sink 5. Sensors ™ 4.L Double Heat Sink 9 -
5.[Doub|e Heat Sink 6. Life Support 5. [Double Heat Sink S 28
6.1 Double Heat Sink 6.LDouble Heat Sink 8 27
*}
1 .[Double Heat Sink Center Torso 1. [Large Pulse Laser 8 EG*
2.1 Double Heat Sink 1. XL Fusion Engine 2.LLarge Pulse Laser 25
46 3.[Lar‘ge Pulse Laser 2. XL Fusion Engine 46 3.[ER PPC Center 24’
"O 4. Large Pulse Laser 3. XL Fusion Engine "© 4.lER PPC Torso 53+
5 [ER PPC 1-3 4 Gyro 5. Ammo (Ultra AC/20) 5 —
6.LER PPC 5. Gyro 6. Ammo (Ultra AC/20) 5
6. Gyro 21
1. G 207
. ro .
Left Torso o XK Fusion Engine Right Torso 197
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18%
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine ,_\ 17
3.[ Double Heat Sink 5. ER Medium Laser 3.[Double Heat Sink _
1-3 4.[Doub|e Heat Sink 6. ER Medium Laser 1-3 4.1 Double Heat Sink HEAT DATA Double Heat Sinks: N 16*
5.[Doub|e Heat Sink 5.[ Ultra AC/20 Heat o5 50' 15
6.L Double Heat Sink Engine Hits O O O 6.| Ultra AC/20 Level* Effects (50) 147
i 30 Shutd
1 .[Double Heat Sink Gyro HitsO O 1.| Ultra AC/20 o8 A;mc?VEV:p avoid on 8+ o000 1371
2.| Double Heat Sink Sensor Hits O O 2.| Uitra AC/20 B Sl e 000 12
3.[Doub|e Heat Sink Life Support O 3.| Ultra AC/20 e b Movamo bt 000 T
48 4 L pouble Hea Sink 48 4 ura ac/20 24 +4 Modifier to Fire 000 107
5.[Doub|e Heat Sink 5.| Ultra AC/20 93 Ammo Exo. avoid on 6+
6.L Double Heat Sink 6.Luitra Ac/20 el SR 000 9
’ *}
20 -4 Movement Points O O 8
19 Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
1. Hi l_ 1. Hi 17  +3 Modifier to Fire (o]0 5 A
- Hip game P labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints oo a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j avmd_ﬂ” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
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 A odmer tﬂp 'Ti 1
- ovement Foints
\ / '\ / | o

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

ARRIOR DATA \

Name: Morgan Kell

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

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

BATTLEMECH RECORD SHEET
/4 \
'MECH DATA \

Type: Archer ARC-2R

Movement Points: Tonnage: 70

Walking: 4 Tech Base: Inner Sphere

Running: 6 Rules Level: Advanced

Jumping: 0 Role: Missile Boat

Engine Type: 280 Fusion
Weapons & Equipment Inventory (hexes)

# Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5][DE] - 3 6 89
1 Medium Laser RA 3 5[DE] - 3 6 9 i
Left Arm Right Arm
1 LRM 20 LT 6 1/Msl[MCS] 6 7 14 21 (22 (22
1 LRM 20 RT 6 1/Msl[MCS] 6 7 14 21
2 Medium Laser (R) CT 3 5[DE] - 3 6 8
Maximum Heat (Dissipation): 24 (10]
Left Right
Leg Center Leg
(26) Torso (26)
(10)
Left Right
\/. Torso Rear Torso Rear
Ammo: [LRM 20) 24 ||\1“‘ (6) (6]
\, BV: 3574 INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
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. 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. Medium Laser 6. Life Support 5. Medium Laser o 28
6. Roll Again 6. Roll Again Left o\ Right 27
(o] ]
1. Roll Again Center Torso 1. Roll Again A,Ir,rln o A1r1m EG*
2. Roll Again 1. Fusion Engine 2. Roll Again (1) o) ("M 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 —
6. Roll Again g gym 6. Roll Again Lefe Right ~
- byro Leg Leg 207
1. Gyro ' (15) (15) T
Left Torso 2. Fusion Engine Right Torso
1.JLRM 20 3. Fusion Engine 1.[LRM 20 18
2.[LRM 20 4-6 4 Fusion Engine 2.[LRM 20 ——————N 17
13 3.[LRM 20 5. Med!um Laser (R) 13 3.|LRM 20 HEAT DATA 16
4.[LRM 20 6. Medium Laser (R) 4.[LRM 20 Heat Sinks: =
5.LLRM 20 5.LLRM 20 Heat 10 15
6. Ammo (LRM 20) 6 Engine Hits O O O 6. Ammo (LRM 20) 6 Level* Effects 14%
i 30 Shutd
1. Ammo (LRM 20) 6 Gyro Hits O O 1. Ammo (LRM 20) 6 B Ao o g 'e) 13
2. Roll Again Sensor Hits O O 2. Roll Again mmo EXp, avold on O 12
3. Roll Again Life Support O 3. Roll Again 26 Shutdown, avoid on 10+
4-B 4 Rl pgain 4-6 4. poll Again 25 -5 Movement Points O .
) : . 24  +4 Modifier to Fire O 107
5. Roll Again 5. Roll Again 53 A E id on 6+
6. Roll Again 6. Roll Again mmo Exp, avold 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 Plabs - P 15 -3M t Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again g 4;1MMDd|fler‘ zupﬁlret 1
\ VAN -1 Movement Points y. 5

© 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.



( 'MECH DATA \

BATTLEMECH RECORD SHEET

( WARRIOR DATA \

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

N
TVPE= Marauder MAD-3R Name: Grayson Carlyle
Movement Points: Tonnage: 75 . _— .
G Skill: 1 Piloting Skill: 1
Walking: 4 Tech Base: Inner Sphere vnnery Sk rloting Si
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 300 Fusion p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 PPC LA 10 10[DE] 3 6 12 18
1 Medium Laser LA 3 5][DE] - 3 6 89 Left A Richt A
e rm [ rm
1 PPC RA 10 10[DE] 3 6 12 18 (22) 125
1 Medium Laser RA 3 5[DE] - 3 6 9
1 AC/5 RT 1 5[DBS] 3 6 12 18
Maximum Heat (Dissipation): 27 (16) Lot Rich
e ight
Leg Center Leg
Torso
Left Right
Torso Rear Torso Rear
Ammo: (AC/5) 20 (8) (8)
\, BV: 2876 (& INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ head Scale
Head Left Torso (16 Right Torso (16) Dverflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30%
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator o 29
1-3 4 pec 5. Sensors 1-3 4rprc o
5.|:ppc 6. Life Support 5.| PPC % 287
6.LPPC 6.LPPC Left ol Right 27
O *}
1. Medium Laser Center Torso 1. Medium Laser A,,r;n o A;: 26*
2. Roll Again 1. Fusion Engine 2. Roll Again (12 o) (12 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 —
6. Roll Again 5. Gyro 6. Roll Again Lefe Right
€ 9 21
6. Gyro Leg Leg =
1. Gyro ' (18) (16) 97
Left Torso 2. Fusion Engine Right Torso |
1. Ammo [AC/SJ 20 a-8 3. Fusion Engine 1.JAC/5 18
2. Roll Again " 4. Fusion Engine 2.| AC/5 /_\ 17
1-3 3. Roll Again 5. Roll Again 1-3 3.|AC/5 HEAT DATA 16
"9 4. Roll Again 6. Roll Again " 4.lAC/5 s
9 Heat Sinks: E
5. Roll Again 5. Roll Again Heat 16 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 147
i 30 Shutd
1. Roll Again Gyro Hits O O 1. Roll Again o8 A;mstV:p avoid on B+ 00 1371
2. Roll Again Sensor Hits O O 2. Roll Again B Sl e 00 12
3. Roll Again Life Support O 3. Roll Again e b Movamo bt 00 T
4-6 4. Roll Again 4-6 4. Roll Again - ) =
5 . 24  +4 Modifier to Fire (o]e) 10
2' Roll Again B‘ Roll Aga!n 23 Ammo Exp, avoid on 6+ [e)e) 9
- Roll Again - Roll Again 22 Shutdown, avoid on 8+ O 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. Hip l_ 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator :ll g EEMMDd'f'er EDF'FI'ret
5. Heat Sink Damage Transfer 5. Heat Sink 5 N ’ Ncl’vs:?e”t E_'” S 2
B. Heat Sink Diagram B. Heat Sink - Mose;gtﬂpo'ﬁs 1
\ / '\ / | 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.



( 'MECH DATA \

Type: Mad Cat (Timber Wolf) (Pryde)

OMNIMECH RECORD SHEET

N\

Ammo: (LRM 20) 12

Maximum Heat (Dissipation): 48 (32)

Movement Points: Tonnage: 75
Walking: 5 Tech Base: Clan
Running: 8 Rules Level: Standard
Jumping: 4 Role: Missile Boat
Engine Type: 375 XL
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 ER Large Laser LA 12 10[DE] — 8 15 25
1 ER Medium Laser LA 5 7[DE] — 5 10 15
1 ER Large Laser RA 12 10 [DE] — 8 15 25
1 ER Medium Laser RA 5 7[DE] — 5 10 15
1 LRM 20 LT 6 1/Msl[MCS] - 7 14 2
1 LRM 20 RT 6 1/Msl[MCS] - 7 14 2
1 ER Small Laser CT 2 5[DE] — 2 4 6B

ARRIOR DATA \

Name: Aidan Pryde

BATTLETECH

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

Torso Rear

(

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso

Right Torso

7)

Center
Torso

(9)

Right Arm
(24)

Torso Rear

(7)

\_BV: 6119 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ == /
/ \ Endo Steel Heat
CRITICAL TABLE \ " Scale
Head Left Torso (16 Right Torso (16) Dverflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30%
3. Lower Arm Actuator 4. FerroFibrous 3. Lower Arm Actuator o 29
1-3 4.[Doub|e Heat Sink 5. Sensors 1-3 4 en Large Laser o -
5., Double Heat Sink 6. Life Support 5. ER Medium Laser ° 28
6. ER Large Laser 6. Ferro-Fibrous Left o| Right 27
O *}
1. ER Medium Laser Center Torso 1. Roll Again A,,r;n o A;: 26*
2. Ferro-Fibrous 1. XL Fusion Engine 2. Roll Again (12 o) (12 25
46 3. Roll Again 2. XL Fusion Engine 46 8. Roll Again 24’
4. Roll Again 3. XL 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 L
eg Leg 207
1. Gyro ' (16) (18) T
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE)
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 ,_\ 177
1.3 3 Jump Jet 5. ER Small Laser 1.3 3 Jump Jet HEAT DATA 16
" 4. dump Jet 6. Endo Steel "7 4. Jump Jet Double Heat Sinks: 7
5.[LRM 20 5.[LRM 20 Heat 16 (32] 15
6./ LRM 20 Engine Hits O O O 6./ LRM 20 Level* Effects (32) 147
G\jl“D HitsQ O 30 Shutdown 134
1.| LRM 20 3 1.| LRM 20 .
o | Lam 20 Sensor Hits QO O 2.[LrRm 20 Sg é;””:f Exp, av‘.jc'id 0”185 88 12
. ) . +
3. Ammo (LRM 20) 6 Life Support O 3. Ammo (LRM 20) 6 26 9 :; own, a\t/:UF|) .D: 33 —
6 3t aee 48 2 Enosiee 20 S Moement Fars o =T
5. Ferro-Fibrous 5. Ferro-Fibrous 03 A E id on 6+
6. Ferro-Fibrous 6. Ferro-Fibrous mmo Exp, avold an oo 9
' : 22 Shutdown, avoid on 8+ O O r'E
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 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Endo Steel Damage Transfer 5. Endo Steel 1o -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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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

Right Torso

, | N\ , N\ OO0
MECH DATA \ WARRIOR DATA
T - O~0
Type: Daishi (Dire Wolf) 'Widowmaker"' Name: Natasha Kerensky 80808
Movement Points: Tonnage: 100 Gunnery Skil: O Piloting Skil O 0200
Walking: 3 Tech Base: Clan OOOOO
Running: 5 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 OOOOO
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead 08080
Engine Type: 300 XL [O)(e)(e]
- / 02020
Weapons & Equipment Inventory (hexes) OOO
# Type Loc Ht Dmg Min Sht Med Lng 0”0
1 Large Pulse Laser LA 10 10([P] — 6 14 20
1 ERPPC LA 15 15[DE] — 7 14 23 Left A Right A
e rm 1 rm
1 Large Pulse Laser RA 10 10[P] — 6 14 20 (34) ?34 )
1 ERPPC RA 15 15 [DE] — 7 14 23
1 Ultra AC/20 RT 7 20/Sht[DBR/C] — 4 8 12
2 ER Medium Laser CT 5 7|[DE] — 5 10 15
1 ER Small Laser HD 2 5[DE] — 2 4 B Left Right
Leg Center Leg
Maximum Heat (Dissipation): 76 (50] (41) Torso (41)
(14)
Left Right
Torso Rear Torso Rear
Ammo: (Ultra AC/20) 10 (10) (10)
\_BY: 7359 (ﬁ) 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 (CASE)
1. Shoulder 2. Sensors 1. Shoulder 4 °
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30¥
13 3.[Doub|e Heat Sink 4. ER Small Laser 13 3.[Double Heat Sink e =9
™2 4..Double Heat Sink 5. Sensors ™ 4.L Double Heat Sink 9 -
5.[Doub|e Heat Sink 6. Life Support 5. [Double Heat Sink S 28
6.L Double Heat Sink 6.LDouble Heat Sink 8 27
*}
1 .[Double Heat Sink Center Torso 1. [Large Pulse Laser 8 EG*
2.1 Double Heat Sink 1. XL Fusion Engine 2.LLarge Pulse Laser 25
46 3.[Lar‘ge Pulse Laser 2. XL Fusion Engine 46 3.[ER PPC Center 24’
"O 4. Large Pulse Laser 3. XL Fusion Engine "© 4.lER PPC Torso 53+
5 [ER PPC 1-3 4 Gyro 5. Ammo (Ultra AC/20) 5 —
6.LER PPC 5. Gyro 6. Ammo [Ultra AC/20) 5
6. Gyro 21
1. G 207
. Gyro .
Left Torso o XK Fusion Engine Right Torso 197
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18%
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine ,_\ 17
3.[ Double Heat Sink 5. ER Medium Laser 3.[Double Heat Sink _
1-3 4.[Doub|e Heat Sink 6. ER Medium Laser 1-3 4.1 Double Heat Sink HEAT DATA Double Heat Sinks: N 16*
5.[Doub|e Heat Sink 5.[ Ultra AC/20 Heat o5 50' 15
6.L Double Heat Sink Engine Hits O O O 6.| Ultra AC/20 Level* Effects (50) 147
i 30 Shutd
1 .[Double Heat Sink Gyro HitsO O 1.| Ultra AC/20 o8 A;mc?VEV:p avoid on 8+ o000 1371
2.| Double Heat Sink Sensor Hits O O 2.| uitra AC/20 B Sl e 000 12
3.[Doub|e Heat Sink Life Support O 3.| Ultra AC/20 e b Movamo bt 000 T
48 4 L pouble Hea Sink 48 4 ura ac/20 24 +4 Modifier to Fire 000 107
5.[Doub|e Heat Sink 5.| Ultra AC/20 93 Ammo Exo. avoid on 6+
6. Double Heat Sink 6.Luitra AC/20 el SR 000 9
) *}
20 -4 Movement Points Q0 8
19 Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
1. Hi l. 1. Hi 17  +3 Modifier to Fire (o]e) 5 A
- Hip game P labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o vViovement Foints (0]0) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j avmd_ﬂ” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
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 A odmer tﬂp 'Ti 1
-1 Movement Points
\ / '\ / | o
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ARMOR DIAGRAM

Ballistic-Reinforced

Front Armor
(24)

BATTLETECH

HOVER VEHICLE RECORD SHEET

/4 \ /4
VEHICLE DATA \\ CREW DATA [ONCNONONONONONE)
- . 000000
Type: SMS5 Field Commander Prime Crew: 5600000
Movement Points: Tonnage: 50 Gunnery Skilk Driving Skill:
Cruising: 9 Tech Base: Mixed ry =t — g Sk OO0OO0O0
Flanking: 14 [18] Rules Level: Advanced
Movement Type: Hover Role: Striker Commander Hit Driver Hit
Engine Type: 215 XL Modifier to all skill rolls Maodifier to Driving skill rolls _ P
Weapons & Equipment Inventory (hexes) N\ / Og <
# Type Loc Dmg Min Sht Med Lng / — :D'
1 Ultra AC/20 (C) FR 20/Sht[DBR/C] — 4 8 12 CRITICAL DAMAGE \ﬁ B a
1 ER Medium Laser [C) TU 7[DE] — 5 10 15 £ o
1 TAG(IS) TU [E] - 5 8 15 Turret Locked O engineHic J & >
1 Supercharger BD [E] - - - = Sensor Hits o 3
Moative System Hits 3 2
Stabilizers o :
Front ([ Left g s O © ©
- s
\Rear‘ D Turret D

OO0OO0OO0OO0OO0OO0
OO0OO0OO0OO0O0OO0O0

Ammo (CASE): (Ultra AC/20) 20

Rear Armor
\ BV: 2147 $ 15 M|
\ / e ALgST

( GRO COMBAT VEHICLE HIT LOCATION ) (4 TIVE SYSTEM DAMAGE TABLE \

ATTACK DIRECTION 2D6 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 89 Moderate damage; -1 Cruising MP, +2 madifier to all
4 Frontt Reart Sidet Driving Skill Rolls
5 Right Side t 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 +86. 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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( 'MECH DATA \

Type: Caesar CES-3R 'Archangel'

BATTLEMECH RECORD SHEET

N\

( WARRIOR D \

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

Right Torso

Name: O O
Movement Points: Tonnage: 70 - _— - (O]
Wialking: a Tech Base: Mixed Gunnery Skill: Piloting Skill: o0
Running: 6 Rules Level: Advanced HitsTaken | 1 | 2 | 3 | 4| 5 | & 8 8
Jumping: 0 Role: Brawler Consciousness# [ 8 | 5 | 7 [ 10 [ 11 [Dead o 0
Engine Type: 280 XL p O 0O
Weapons & Equipment Inventory (hexes) OOOO
# Type Loc Ht Dmg Min Sht Med Lng
2 Medium Pulse Laser (C) LA 4 7 [P] — 4 8 12
1 ERPPC (C) RA 15 15 [DE] — 7 14 28 Left A Right A
1 Medium Pulse Laser (IS] LT 4 B[P - 2 4 B (22) taay
(R)
1 Gauss Rifle (C) RT 1 15[DBX] 2 7 15 @22
1 Medium Pulse Laser (IS) RT 4 B [P] — 2 4 6
(R) Left Right
1 Medium Pulse Laser (C] CT 4 7[P] - 4 8 12 Leg Center Leg
(22) Torso (22)
Maximum Heat (Dissipation): 36 (34) (7)
Left Right
Torso Rear Torso Rear
Ammo: (Gauss) 16 (6) (8)
\2V- 2098 @
/ \ \ / Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (15 Right Torso (15) Overfiow
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%
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator o 29
1-3 4. Hand Actuator S. Sensors 1-3 4. Hand Actuator g -
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
*}
1.1 Double Heat Sink Center Torso 1.LDouble Heat Sink Arm g Arm 26
2. Double Heat Sink 1. XL Fusion Engine 2.[ Double Heat Sink (1) o) (") | 257
4.6 3.| Double Heat Sink 2. XL Fusion Engine 4.6 3.| Double Heat Sink 24’
4.1 Double Heat Sink 3. XL Fusion Engine 4.1 Double Heat Sink 53 ¥
5. Medium Pulse Laser [Clan] 1-3 4 Gyro 5. [ER PPC [Clan] -
6. Medium Pulse Laser [Clan] 5. Gyro 6.LER PPC [Clan] Lo . 22
6. Gyro ¢ b 21
Leg Leg 207
1. Gyro . (15) (15) -
Left Torso 2. XL Fusion Engine nght 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
1-3 3. XL Fusion Engine 5. Medium Pulse Laser [Clan] 1-3 3. XL Fusion Engine 16
4.[ Double Heat Sink 6. Roll Again 4.[ Gauss Rifle [Clan] Double Heat Sinks: -
5.| Double Heat Sink 5.| Gauss Rifle [Clan] 17 (3 4]' 15
6.L Double Heat Sink Engine Hits O O O 6.| Gauss Rifle [Clan] Level* Effects 14
1.[ Double Heat Sink Gyro Hits O O 1.| Gauss Rifle [Clan] Sg ih”thVEV” donBe 00 13
2.| Double Heat Sink Sensor HitsQ O 2.| Gauss Rifle [Clan] mmo EXp, avoid on 00 12
3.1 Double Heat Sink Life Support O 3.LGauss Rifle [Clan] 26 Shutdown, avoid on o
4_6 N 4_6 " 25 -5 Movement Points O O 11
4. Medium Pulse Laser (R) 4. Medium Pulse Laser (R) o4  +4 Modifier to Fire O O 107
5. Ammo (Gauss) 8 5. CASE ;
6. Ammo (Gauss) 8 6. Roll Agai 23 Ammo Exp, avoid on B+ (0]0) 9
' : gain 22 Shutdown, avoid on 8+
' ; oo 8
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_ 1. Hip 17  +3 Modifier to Fire O 5 A
5 U geme Flabs 15 -3 Movement Paints @)
. Upper Leg Actuator 2. Upper Leg Actuator ] a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe 3
5. Roll Again Damage Transfer 5. Roll Again 180 iMlvchZ?en: PE_'”tS 2
6. Roll Again Diagram 6. Roll Again A 3 'n'jerntﬂp 'i:i 1
\ /7 '\ ovement Toms / | o
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BATTLEMECH RECORD SHEET

Maximum Heat (Dissipation): 46 (28]

Ammao: (Ultra AC/10) 20

\
Type: Marauder (Red Hunter-3146)
Movement Points: Tonnage: 75
Walking: 4 Tech Base: Mixed
Running: 61[8] Rules Level: Advanced
Jumping: 0
Engine Type: 300 XL
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Snub-Nose PPC LA 10 10/8/5[DEV] — 9 13 15
w,/Capacitor 15 15/13/10 [DEV.X]
1 ER Medium Laser (C) LA 5 7[DE] — 5 10 15
1 Snub-Nose PPC RA 10 10/8/5 [DEV] - 9 13 15
w,/Capacitor 15 15/13/10 [DE\V.X]
1 ER Medium Laser (C) RA 5 7[DE] — 5 10 15
1 Ultra AC/10 (C) RT 3 10/Sht[DBR/C] — 6 12 18

ARRIOR DATA \

BATTLETECH

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

ARMOR DIAGRAM

Ballistic-Reinforced

Head (9)

Left Torso Right Torso

Center
Torso
(10)

Right Arm
(23)

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

\_BV: 2509 @
/ \ \ / Standard Structure Heat
CRITICAL TABLE \ - Scale
Head Left Torso (16 Right Torso (16 Overfiow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator g 29
1-3 4.[Snub-Nose PPC S. Sensors 1-3 4.[Snub-Nose PPC o -
5.| Snub-Nose PPC 6. Life Support 5. Snub-Nose PPC ° 28
6. PPC Capacitor 6. PPC Capacitor Left ol Right 27
*}
1. ER Medium Laser [Clan] Center Torso 1. ER Medium Laser [Clan] A,Ir;n g A;: EG*
2. Ballistic-Reinforced 1. XL Fusion Engine 2. Ballistic-Reinforced (12) o) 12 25
4.6 3. Ballistic-Reinforced 2. XL Fusion Engine 4.6 3. Ballistic-Reinforced 247
4. Roll Again 3. XL 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 . (16) (186) -
Left Torso 2. XL Fusion Engine nght Torso (CASEIl) 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18%
g. i:: IIzus!un Eng!ne 4-6 4. XL Fusion Engine g it ius!on Eng!ne ,_\ 177
. usion Engine 5. Supercharger . usion Engine
1-3 4.[ Double Heat Sink & RoﬁAgain 9 1-3 4.ruitra AC/10 [Clan] HEAT DATA Double Heat Sinks: N
5.| Double Heat Sink 5.| Ultra AC/10 [Clan] Heat 14 [28j 15
6.L Double Heat Sink Engine Hits O O O 6.[ Ultra AC/10 [Clan] Level* Effects 14
1.] Double Heat Sink Gyro Hits O O 1.Luttra Ac/10 [Clan] Sg ih”tdo"EV” dongs 00 137
2.[Douh|e Heat Sink Sensor HitsQ O 2. Ammo (Ultra AC/10) 10 B Sl e 00 12
3. Double Heat Sink Life Support O 3. Ammo (Ultra AC/10) 10 e B Mo, 2O o0 e
4-6 4. Balistic Reinforced 46 4 casell A +4 Mogfio o e -
5. Ballistic-Reinforced 5. Roll Again 53 A cdifier to rire 00 10
6. Roll Again 6. Roll Again mmo Exp, avoid on B+ ©) 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 VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip ga'!‘: i, 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 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Ballistic-Reinforced Damage Transfer 5. Ballistic-Reinforced 180 quMDvZ?en: F"glnts 2
6. Ballistic-Reinforced Diagram 6. BallisticReinforced A :’/ ;e;tﬂp 'Ei 1
\ / '\ ovement Foints / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Charger CGR-3K Name: 8 8
Movement Points: Tonnage: 80 . _— .
G Skill: Piloting Skil: o 0
Walking: 5 Tech Base: Inner Sphere unnery Skl Floting Sk O 0
Running: 8 Rules Level: Advanced HitsTaken [ 1 | 2 | 3 ] 4 ]| 5 | 6 8 8
Jumping: 5 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead e
Engine Type: 400 XL / O O
Weapons & Equipment Inventory (hexes) 00
# 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 6 Left A Right A
e rm 1 rm
1 Medium Pulse Laser LT 4 B[P] — 2 4 6 (15) ?15)
1 LRM 20 RT 6 1/Msl[MCS] 6 7 14 21
w,/Artemis IV
1 Medium Pulse Laser RT 4 B[P] — 2 4 6
Left Righ
Maximum Heat (Dissipation): 22 (24] Log Contar ,_'2;
(22) Torso (22)
(7)
Left Right
Torso Rear Torso Rear
Ammo: (LRM 20 Artemis) 12 (7) (7)
\, BV: 1,656 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ head Scale
Head Left Torso (17 ) Right Torso (17 ) Dverflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 8 30%
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator o 29
"2 4. Medium Pulse Laser 5. Sensors "2 4. Hand Actuator 8 -
5. Ferro-Fibrous 6. Life Support 5. Medium Pulse Laser o 28
B. Ferro-Fibrous 6. Ferro-Fibrous 8 Right 27
) . O§ Arm 267
1. Ferro-Fibrous Center Torso 1. Ferro-Fibrous ol (13 -
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous o) (13] 25
4.6 3. Ferro-Fibrous 2. XL Fusion Engine 4.6 3. Ferro-Fibrous 24’
"O 4. Ferro-Fibrous 3. XL Fusion Engine " 4. Ferro-Fibrous 237
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous =
. . . 22
6. Roll Again 5. Gyro 6. Ferro-Fibrous )
- by Right 21
6. Gyro
Leg 207
CAS 1. Gyro . (17) e
Left Torso (CASE) 2. XL Fusion Engine Right Torso
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18%
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17
3. XL Fusion Engine 5. Jump Jet 3. XL Fusion Engine
- ; : - 16
1-3 4. Medium Pulse Laser 6. Roll Again 1-3 4.[LRM 20 Double Heat Sinks: N -
5. Ammo (LRM 20 Artemis) 6 5.| LRM 20 19 (2] 15
6. Ammo (LRM 20 Artemis) 6 Engine Hits 000 6. LRM 20 Level* Effects (24) 147
G\jl“D HitsQ O 30 Shutdown 134
1. CASE S Hit; o o 1.[LRM 20 28 Ammo Exp, avoid on 8+ O O
2. Roll Again ensor Hits 2.[LRm 20 . 12
g ; 26  Shutdown, avoid on 10+ 0]@)
3. Roll Again Life Support O 3. Artemis IV FCS e b Movamo bt 0O T
4-6 4. Roll Again 4-6 4. Medium Pulse Laser L ) =
v 24  +4 Modifier to Fire O 10
5. Roll Again 5. Roll Aga!n 23 Ammo Exp, avoid on B+ O S
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ o) =
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ . 17  +3 Modifier to Fire O 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator :ll g EEMMDd'f'er EDF'FI'ret
5. Jump Jet Damage Transfer 5. Jump Jet g -+1 ’\ons:.went E.m s 2
6. Jump Jet Disgram 6 Jump Jot 5 1 Movement Pointe !
\ / '\ / | o
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( 'MECH DATA \

BATTLEMECH RECORD SHEET

( WARRIOR DATA \

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

(0]
O

N
OOOOO
Type: Devastator DVS-2 Name: 500
Movement Points: Tonnage: 100 Gunnerv Skill: Piloting Skill: OOOOO
Walking: 3 Tech Base: Inner Sphere rysel — i ) OOOOO
Running: 5 Rules Level: Standard vicsTaken | 1 1 21 3 1 215 ] 6 0295
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 08080
Engine Type: 300 XL 0-0-0
- / 02020
Weapons & Equipment Inventory (hexes) OOO
# Type Loc Ht Dmg Min Sht Med Lng 0”0
1 Gauss Rifle LA 1 15[DBX] 2 7 15 @22
1 Gauss Rifle RA 1 15[DBX] 2 7 15 @22 i
Left Arm Right Arm
1 PPC LT 10 10[DE] 3 6 12 18 (34) (34)
1 Medium Laser LT 3 5[DE] - 3 6 9
1 PPC RT 10 10 [DE] 3 6 12 18
1 Medium Laser RT 3 5|[DE] - 3 6 89
1 Medium Laser (R) CT 3 5[DE] - 3 8 9 Lefe Right
1 Medium Laser HD 3 5[DE] - 3 6 9 [L:g] Genter ['fg]
orso
Maximum Heat (Dissipation): 34 (28) (12)
Torso Rear Torso Rear
Ammo: (Gauss) 32 (10) (10)
\, BV: 2.481 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (21) Right Torso (21) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder 4 °
2. Upper Arm Actuator 3. COCk_p't 2. Upper Arm Actuator o 30¥
1-3 3. Lower Arm Actuator 4. Medium Laser 1-3 3. Lower Arm Actuator 8 29
™2 4.[Gauss Rifle 5. Sensors ™ 4.[Gauss Rifle 9 -
5.| Gauss Rifle 6. Life Support 5.| Gauss Rifle S 28
6.| Gauss Rifle B.| Gauss Rifle 8 27
*}
1.| Gauss Rifle Center Torso 1.]| Gauss Rifle 8 EG*
2.| Gauss Rifle 1. XL Fusion Engine 2.| Gauss Rifle 25
46 3.| Gauss Rifle 2. XL Fusion Engine 46 3.| Gauss Rifle Center 24’
"O 4.| 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 YT
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro 21
1 207
. 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 HEAT DATA Double Heat Sinks: N 16*
5.| Double Heat Sink 5.| Double Heat Sink Heat 14 28] 15
6.L Double Heat Sink Engine Hits O O O 6.LDouble Heat Sink Level* Effects (=8) 14
G\jl“D HitsQ O 30 Shutdown 134
1.[PPC Sensor Hits o o 1.[PPC 28 Ammo Exp, avoid on 8+ O O
2.|PPC Life Support O 2.|PPC 26  Shutdown, avoid on 10+ o]e) 12
a4-6 3.LpPC pp 4-6 3.LPPC 25 -5 Movement Paints OO 11
O 4, Medium Laser ~O 4. Medium Laser L ) =
24 +4 Modifier to Fire (o]e) 10
5. Ammo (Gauss) 8 5. Ammo (Gauss) 8 23 Ammo Exp, avoid on B+
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 Hi 1. Hi 17  +3 Modifier to Fire O 5
P gamePlabe P 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator ] @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator :ll g EEMMDd'f'er EDF'FI'ret
5. Roll Again Damage Transfer 5. Roll Again 5 -+1 ’\ons:jent 'gm s 2
6. Roll Again Diagram 6. Roll Again - MD\”/e'n'smﬂpo'ﬁs 1
\ / '\ / | o
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ARMOR DIAGRAM

Ballistic-Reinforced

Front Armor
(24)

BATTLETECH

HOVER VEHICLE RECORD SHEET

/4 \ /4
VEHICLE DATA \\ CREW DATA [ONCNONONONONONE)
" . OO0OO0OO0OO0O0
Type: SMS5 Field Commander Prime Crew: Callendre Kell 5600000
Movement Points: Tonnage: 50 Gunnery Skill: 2 Driving Skil: 2
Cruising: 9 Tech Base: Mixed OO0OO0O0
Flanking: 14 [18] Rules Level: Advanced
Movement Type: Hover Role: Striker Commander Hit Driver Hit
Engine Type: 215 XL Modifier to all skill rolls Maodifier to Driving skill rolls _ P
Weapons & Equipment Inventory (hexes) N\ / Og <
# Type Loc Dmg Min Sht Med Lng / — :D'
1 Ultra AG/20 (C) FR 20/Sht[DBR/C] — 4 8 12 CRITICAL DAMAGE \ﬁ & z
1 ER Medium Laser [C) TU 7[DE] — 5 10 15 £ o
1 TAG(IS) TU [E] - 5 8 15 Turret Locked O engineHic J & >
1 Supercharger BD [E] - - - = Sensor Hits o 3
Moative System Hits 3 2
Stabilizers o :
Front ([ Left g s O © ©
- —
\Rear‘ D Turret D

OO0OO0OO0OO0OO0OO0
OO0OO0OO0OO0O0OO0O0

Ammo (CASE): (Ultra AC/20) 20

Rear Armor
\ BV: 3779 $ 15 M|
\ / e LS

( GRO COMBAT VEHICLE HIT LOCATION ) (4 TIVE SYSTEM DAMAGE TABLE \

ATTACK DIRECTION 2D6 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 89 Moderate damage; -1 Cruising MP, +2 madifier to all
4 Frontt Reart Sidet Driving Skill Rolls
5 Right Side t 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 +86. 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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BATTLEMECH RECORD SHEET

( 'MECH DATA \

BATTLETECH

( WARRIOR D \

Maximum Heat (Dissipation): 36 (34)

Ammo: (Gauss) 16

N
TVPE= Caesar CES-3R IAPCI«H’""‘geI| Name: Marcus GioAvanti
Movement Points: Tonnage: 70 . _— .
. G skill: 2 Piloting Skill: 2
Walking: 4 Tech Base: Mixed vnnery Sk rloting Si
Running: 6 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 280 XL p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
2 Medium Pulse Laser (C) LA 4 7 [P] 4 8 12
1 ERPPC (C) RA 15 15 [DE] 7 14 23
1 Medium Pulse Laser (IS) LT 4 B[P] 2 4 B
(R)
1 Gauss Rifle (C) RT 1 15[DBX] 2 7 15 @22
1 Medium Pulse Laser (IS) RT 4 B[P] 2 4 B
(R)
1 Medium Pulse Laser (C) CT 4 7[P] 4 8 12

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

Right Arm
(22)

Left Right
Leg Center Leg
(22) Torso (22)

(7)

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

\_BY: 3692 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (15 Right Torso (15) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 307
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. 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 ]
1.1 Double Heat Sink Center Torso 1.LDouble Heat Sink A,Ir,rln o A1r1m EG*
2. Double Heat Sink 1. XL Fusion Engine 2.[ Double Heat Sink (1) o) (") Ja5
4.6 3.| Double Heat Sink 2. XL Fusion Engine 4.6 3.| Double Heat Sink 24’
"© 4.1 Double Heat Sink 3. XL Fusion Engine " 4.] Double Heat Sink 237
5. Medium Pulse Laser [Clan] 1-3 4 Gyro 5. [ER PPC [Clan] —
6. Medium Pulse Laser [Clan] 5. Gyro 6.LER PPC [Clan] )
. Left Right 21
6. Gyro
. Leg Leg 207
1. Gyro ' (15) (15) -
Left Torso 2. XL Fusion Engine nght Torso (CASE) 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18%
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17
3. XL Fusion Engine 5. Medium Pulse Laser [Clan] 3. XL Fusion Engine 16
.[ Double Heat Sin| 6. Roll Again .[ Gauss Rifle [Clan ——
1-3 4.7 Double Heat:Sink g 18are Rifle [CI Double Heat Sinks h +
5.| Double Heat Sink 5.| Gauss Rifle [Clan] 1713 2 15
6.L Double Heat Sink Engine Hits O O O 6.| Gauss Rifle [Clan] Level* Effects (34) 14
i 30 Shutd
1.[ Double Heat Sink Gyro HitsO O 1.| Gauss Rifle [Clan] 8 A va:p avoid on B+ o]e) 1371
2.| Double Heat Sink Sensor Hits o o 2. Gauss Rifle [Clan] 96  Shutd I id on 10+ O O 12
N Life Su ort o N utdown, avoid on
3.1 Double Heat Sink PP 3.LGauss Rifle [Clan] 55 -5 Movement Points 00 11
4-6 4. Medium Pulse Laser (R) 4-6 4. Medium Pulse Laser (R) e ) =
24 +4 Modifier to Fire (o]e) 10
5. Ammo (Gauss) 8 5. CASE 53 A ;
. mmo Exp, avoid on 6+ O O g
6. Ammo (Gauss) 8 6. Roll Again o5 gh -
utdown, avoid on 8+ O O r'E
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_ 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again g 4;1MMDd|fler‘ zupﬁlret 1
\ VAN -1 Movement Points y. 5
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BATTLEMECH RECORD SHEET

Maximum Heat (Dissipation): 46 (28]

Ammao: (Ultra AC/10) 20

\
Type: Marauder (Red Hunter-3146)
Movement Points: Tonnage: 75
Walking: 4 Tech Base: Mixed
Running: 61[8] Rules Level: Advanced
Jumping: 0
Engine Type: 300 XL
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Snub-Nose PPC LA 10 10/8/5[DEV] — 9 13 15
w,/Capacitor 15 15/13/10 [DEV.X]
1 ER Medium Laser (C) LA 5 7[DE] — 5 10 15
1 Snub-Nose PPC RA 10 10/8/5 [DEV] - 9 13 15
w,/Capacitor 15 15/13/10 [DE\V.X]
1 ER Medium Laser (C) RA 5 7[DE] — 5 10 15
1 Ultra AC/10 (C) RT 3 10/Sht[DBR/C] — 6 12 18

ARRIOR DATA \

Name: Abdoun Ricol

BATTLETECH

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

ARMOR DIAGRAM

Ballistic-Reinforced

Head (9)

Left Torso Right Torso

Center
Torso
(10)

Right Arm
(23)

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

\_BV: 5294 @
/ \ \ / Standard Structure Heat
CRITICAL TABLE \ - Scale
Head Left Torso (16 Right Torso (16 Overfiow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator g 29
1-3 4.[Snub-Nose PPC S. Sensors 1-3 4.[Snub-Nose PPC o -
5.| Snub-Nose PPC 6. Life Support 5. Snub-Nose PPC ° 28
6. PPC Capacitor 6. PPC Capacitor Left ol Right 27
*}
1. ER Medium Laser [Clan] Center Torso 1. ER Medium Laser [Clan] A,Ir;n g A;: EG*
2. Ballistic-Reinforced 1. XL Fusion Engine 2. Ballistic-Reinforced (12) o) 12 25
4.6 3. Ballistic-Reinforced 2. XL Fusion Engine 4.6 3. Ballistic-Reinforced 247
4. Roll Again 3. XL 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 . (16) (186) -
Left Torso 2. XL Fusion Engine nght Torso (CASEIl) 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18%
g. i:: IIzus!un Eng!ne 4-6 4. XL Fusion Engine g it ius!on Eng!ne ,_\ 177
. usion Engine 5. Supercharger . usion Engine
1-3 4.[ Double Heat Sink & RoﬁAgain 9 1-3 4.ruitra AC/10 [Clan] HEAT DATA Double Heat Sinks: N
5.| Double Heat Sink 5.| Ultra AC/10 [Clan] Heat 14 [28j 15
6.L Double Heat Sink Engine Hits O O O 6.[ Ultra AC/10 [Clan] Level* Effects 14
1.] Double Heat Sink Gyro Hits O O 1.Luttra Ac/10 [Clan] Sg ih”tdo"EV” dongs 00 137
2.[Douh|e Heat Sink Sensor HitsQ O 2. Ammo (Ultra AC/10) 10 B Sl e 00 12
3. Double Heat Sink Life Support O 3. Ammo (Ultra AC/10) 10 e B Mo, 2O o0 e
4-6 4. Balistic Reinforced 46 4 casell A +4 Mogfio o e -
5. Ballistic-Reinforced 5. Roll Again 53 A cdifier to rire 00 10
6. Roll Again 6. Roll Again mmo Exp, avoid on B+ ©) 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 VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip ga'!‘: i, 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 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Ballistic-Reinforced Damage Transfer 5. Ballistic-Reinforced 180 quMDvZ?en: F"glnts 2
6. Ballistic-Reinforced Diagram 6. BallisticReinforced A :’/ ;e;tﬂp 'Ei 1
\ / '\ ovement Foints / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
TVPE= Charger CGR-3K Name: Jeremiah Rose 8 8
Movement Points: Tonnage: 80 . _— .
G skill: 2 Piloting Skill: 2 o 0o
Walking: 5 Tech Base: Inner Sphere unnery Sk rloting SKd O 0
Running: 8 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 8 8
Jumping: 5 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead e
Engine Type: 400 XL / O O
Weapons & Equipment Inventory (hexes) 00
# 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 6 Left A Right A
e rm 1 rm
1 Medium Pulse Laser LT 4 B[P] — 2 4 6 (15) ?15)
1 LRM 20 RT 6 1/Msl[MCS] 6 7 14 21
w/ Artemis IV
1 Medium Pulse Laser RT 4 B[P] — 2 4 6
Left Righ
Maximum Heat (Dissipation): 22 (24) Log Contar Log
(22) Torso (22)
(7)
Left Right
Torso Rear Torso Rear
Ammo: (LRM 20 Artemis) 12 (7) (7)
\, BV: 2,915 (&N‘) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (17 ) Right Torso (17 ) Dverflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 8 30%
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator o 29
"2 4. Medium Pulse Laser 5. Sensors "2 4. Hand Actuator 8 -
5. Ferro-Fibrous 6. Life Support 5. Medium Pulse Laser o 28
6. Ferro-Fibrous B. Ferro-Fibrous 8 Right 27
) . O§ Arm 267
1. Ferro-Fibrous Center Torso 1. Ferro-Fibrous ol (13 -
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous o) (13] 25
4.6 3. Ferro-Fibrous 2. XL Fusion Engine 4.6 3. Ferro-Fibrous 24’
"O 4. Ferro-Fibrous 3. XL Fusion Engine " 4. Ferro-Fibrous 237
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous =
. . . 22
6. Roll Again 5. Gyro 6. Ferro-Fibrous )
- by Right 21
6. Gyro
Leg 207
CAS 1. Gyro . (17) e
Left Torso (CASE) 2. XL Fusion Engine Right Torso
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18%
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17
3. XL Fusion Engine 5. Jump Jet 3. XL Fusion Engine
- . : - 16
1-3 4. Medium Pulse Laser 6. Roll Again 1-3 4.[LRM 20 Double Heat Sinks: N -
5. Ammo (LRM 20 Artemis) 6 5.| LRM 20 19 (2] 15
6. Ammo (LRM 20 Artemis) 6 Engine Hits 000 6. LRM 20 Level* Effects (24) 147
G\jl“D HitsQ O 30 Shutdown 134
1. CASE S Hit; o o 1.[LRM 20 28 Ammo Exp, avoid on 8+ O O
2. Roll Again ensor Hits 2.[LRm 20 . 12
g ; 26  Shutdown, avoid on 10+ 0]@)
3. Roll Again Life Support O 3. Artemis IV FCS e b Movamo bt 0O T
4-6 4. Roll Again 4-6 4. Medium Pulse Laser L ) =
v 24  +4 Modifier to Fire O 10
5. Roll Again 5. Roll Aga!n 23 Ammo Exp, avoid on B+ O S
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ o) =
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ . 17  +3 Modifier to Fire O 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator :ll g EEMMDd'f'er EDF'FI'ret
5. Jump Jet Damage Transfer 5. Jump Jet g -+1 ’\ons:.went E.m s 2
6. Jump Jet Disgram 6 Jump Jot 5 1 Movement Pointe !
\ / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

MECH DATA \ WARRIOR DATA
(O)Ne)
Type: Devastator DVS-2 Name: Marcus Barton 80808
Movement Points: Tonnage: 100 . _— . (O)xe)
) Gi Skill: 1 Piloting Skill: 1 [e)(e)(e]
Walking: 3 Tech Base: Inner Sphere vnnery Sk rloting Si OOOOO
Running: 5 Rules Level: Standard HitsTaken [ 1 ] 2 1 3 | 4 | 5 | 6 0295
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 08080
Engine Type: 300 XL [O)(e)(e]
- / 02020
Weapons & Equipment Inventory (hexes) OOO
# Type Loc Ht Dmg Min Sht Med Lng o0
1 Gauss Rifle LA 1 15[DBX] 2 7 15 @22
1 Gauss Rifle RA 1 15[DBX] 2 7 15 @22 i
Left Arm Right Arm
1 PPC LT 10 10[DE] 3 6 12 18 (34) (34)
1 Medium Laser LT 3 5[DE] - 3 6 9
1 PPC RT 10 10 [DE] 3 6 12 18
1 Medium Laser RT 3 5|[DE] - 3 6 9
1 Medium Laser (R) CT 3 5][DE] - 3 6 9 Left Right
1 Medium Laser HD 3 5[DE] - 3 6 9 Leg Center Leg
(40) Torso (40)
Maximum Heat (Dissipation): 34 (28) (12)
Torso Rear Torso Rear
Ammo: (Gauss) 32 (10) (10)
\, BV: 5235 (&\D INTERNAL STRUCTURE DIAGRAM
/
andar ructure Heat
/ \ Standard Struct
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 4 °
2. Upper Arm Actuator 3. COCk_p't 2. Upper Arm Actuator o 30¥
1-3 3. Lower Arm Actuator 4. Medium Laser 1-3 3. Lower Arm Actuator 8 29
™2 4.[Gauss Rifle 5. Sensors ™ 4.[Gauss Rifle 0 -
5.| Gauss Rifle 6. Life Support 5.| Gauss Rifle S 28
6.| Gauss Rifle B.| Gauss Rifle 8 27
*}
1.| Gauss Rifle Center Torso 1.]| Gauss Rifle 8 EG*
2.| Gauss Rifle 1. XL Fusion Engine 2.| Gauss Rifle 25
46 3.| Gauss Rifle 2. XL Fusion Engine 46 3.| Gauss Rifle Center 24’
"O 4.| 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 YT
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro 21
1 207
. 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 HEAT DATA Double Heat Sinks: N 16*
5.| Double Heat Sink 5.| Double Heat Sink Heat 14 28] 15
6.L Double Heat Sink Engine Hits O O O 6.LDouble Heat Sink Level* Effects (=8) 14
G\jl“D HitsQ O 30 Shutdown 134
1.[PPC Sensor Hits o o 1.[PPC 28 Ammo Exp, avoid on 8+ O O
2.|PPC Life Support O 2.|PPC 26  Shutdown, avoid on 10+ o]e) 12
a4-6 3.LpPC pp 4-6 3.LPPC 25 -5 Movement Paints OO 11
"9 4. Medium Laser “O 4. Medium Laser e ) =
24 +4 Modifier to Fire (o]e) 10
5. Ammo (Gauss) 8 5. Ammo [Gauss] 8 23 Ammo Exp, avoid on B+ O S
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 VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17  +3 Modifier to Fire O 5 A
P gamePlabe P 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator ] @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator :ll g EEMMDd'f'er EDF'FI'ret
5. Roll Again Damage Transfer 5. Roll Again 5 -+1 ’\ons:jent 'gm s 2
6. Roll Again Diagram 6. Roll Again - MD\”/e'n'smﬂpo'ﬁs 1
\ /7 '\ / | o
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( 'MECH DATA \

BATTLEMECH RECORD SHEET

( WARRIOR DATA \

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

Right Torso

N
Type: Griffin C Name:
Movement Points: Tonnage: 55 . _— .
. Gi Skill: Piloting Skill:
Walking: 6 Tech Base: Mixed unnerySidlt - Filoting =k
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 9 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 330 XL p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC (C) RA 15 15 [DE] — 7 14 238
1 Streak LRM 10 RT 4 1/Msl[MC] - 7 14 21 Left A Right A
e rm {[s] rm
Maximum Heat (Dissipation): 19 (22) (18) (18)
Left Right
Leg Center Leg
(23) Torso (23)
(8)
Left Right
Torso Rear Torso Rear
Ammo: (Streak LRM 10) 12 (5) (5)
\, BV: 2,131 @ INTERNAL STRUCTURE DIAGRAM
/
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (13) Right Torso (13) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder °
2. Upper Arm Actuator 3. 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. Endo Steel [IS] 6. Life Support 5.[ER PPC o 28
6. Endo Steel [IS] 6.LER PPC Left ol might |27
*}
1. Endo Steel [IS] Center Torso 1. Endo Steel [IS] A;m © A;m EG*
2. Endo Steel [IS] 1. XL Fusion Engine 2. Endo Steel [IS] (9 o) 91 |25
4.6 3. Endo Steel [IS] 2. XL Fusion Engine 4.6 3. Endo Steel [IS] 24’
"O 4. Endo Steel [IS] 3. XL Fusion Engine " 4. Endo Steel [IS] 237
5. Roll Again 1-3 4 Gyro 5. Endo Steel [IS] -
6. Roll Again 5 G 6. Roll Again 22
iy G‘/"° Left Right 21
. Gyro Leg Leg 207
1. Gyro ' (13) (13) -
Left Torso 2. XL Fusion Engine nght 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 ,_\ 177
3. XL Fusion Engine 5 [Improved Jump Jet 3. XL Fusion Engine HEAT DATA
- : - 16
1-3 4.[Improved Jump Jet 6.LImproved Jump Jet 1-3 4.[Impr‘oved Jump Jet Double Heat Sinks: N -
5.LImproved Jump Jet 5.LImproved Jump Jet Heat 11 22' 15
S.[Improved Jump Jet Engine Hits O O O B. [Improved Jump Jet Level* Effects (22) 147
i 30 Shutd
1.LImproved Jump Jet Gyro H!tS oo 1.LImproved Jump Jet og Ar;Jmc?‘IIEV:p avoid on 8+ O O 1371
2'['“"’”"9“ Jump Jet Sensor Hits QO 2. ['mpm"e" Jump Jet 26 Shutdown, avoid on 10+ ©) 12
3.LImproved Jump Jet Life Support O 3.LImproved Jump Jet o5 5 Movemént Points O 11
48 4. Encio steel 1) 46 4'[5”‘33" LRM 10 24 +4 Modifier to Fire O 107
5. Endo Steel [IS] 5.LStreak LRM 10 53 Ammo Exp. avoid on 6+
6. Endo Steel [IS] 6. Ammo (Streak LRM 10} 12 - P, ave @) 9
utdown, 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 P labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5.[Improved Jump Jet Damage Transfer 5. [Impr‘oved Jump Jet 180 quMDvZ?en: F"glnts 2
6.LImproved Jump Jet Diagram 6.LImproved Jump Jet 5 M odiher tUP '.ri 1
-1 Movement Paints
\, / '\ / | o
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ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Griffin GRF-2N Name: 8 8
Movement Points: Tonnage: 55 . _— .
G Skill: Pil Skill: o 0o
Walking: 5 Tech Base: Inner Sphere unnery Skill:©____ Piloting Sld O 0
Running: 8 Rules Level: Experimental HitsTaken | 1 | 2 | 83 | 4 | 5 | & oo
Jumping: 5 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 8 8
Engine Type: 275 Fusion p o 0
Weapons & Equipment Inventory (hexes) 00
# Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC RA 15 10 [DE] — 7 14 238
1 SRM 6 LT 4 2/Msl[MCS] - 3 6 9 Lot A Aiche A
1 ECM Suite (Guardian) LT — [E] - - _ 8 ) ey
1 SRM 6 RT 4 2/Msl[MCS] - 3 6 9
Maximum Heat (Dissipation): 23 (22)
Left Right
Leg Center Leg

Torso

Left Right
Torso Rear Torso Rear
Ammo: [SRM 6) 30 (8) (6]
\, BV: 1,608 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (13) Right Torso (13) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder °
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator ° 30%
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator ° 29
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator ° -
5. Ferro-Fibrous 6. Life Support 5.[ER PPC o 28
B. Ferro-Fibrous 6.| ER PPC Left o Right 27
*}
1. Ferro-Fibrous Center Torso 1.LER PPC A;m © A;m 26*
2. Ferro-Fibrous 1. Fusion Engine 2. Endo Steel (9 o) (9] 25
46 3. Ferro-Fibrous 2. Fusion Engine 46 3. Endo Steel 24’
"O 4. Ferro-Fibrous 3. Fusion Engine " 4. Endo Steel 237
5. Roll Again 1-3 4 Gyro 5. Endo Steel —
6. Roll Again 5. Gyro 6. Endo Steel )
6. G Left Right 21
- byro Leg Leg 207
1. Gyro ' (13) (13) -
Left Torso 2. Fusion Engine Right Torso (CASE) 19
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18%
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet /_\ 17
+[5ms 2 Jump de s[ome { HEAT DATA
13 4'[SRM 6 B. Endo Steel 13 alsrme HEAT DATA Double Heat Sinks: ) 16*
5.[ECM Suite (Guardian) 5. Ammo (SRM B6) 15 Heat 11 (2] 15
6.LECM Suite (Guardian) Engine Hits 000 6. Ammo (SRM B) 15 Level* Effects (22) 147
- G\jl“D Hits o o 30 Shutdown 134
1. Ferro_F!br‘ous Sensor Hits © O 1. CASE 28 Ammo Exp, avoid on 8+ @]@)
2. Ferro-Fibrous 2. Endo Steel o6  Shutd idon 10+ O 12
= Life Su ort o utdown, avoid on
3. Ferro-Fibrous PP 3. Endo Steel 55 5M t Point O 11
4-6 4. Ferro-Fibrous 4-6 4. Endo Steel - viovernent Foints
) ) ’ 24  +4 Modifier to Fire O 107
5. Ferro-Fibrous 5. Endo Steel 53 A ;
) mmo Exp, avoid on 6+ O g
6. Ferro-Fibrous 6. Endo Steel o5 gh -
utdown, 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 P labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Ferro-Fibrous Damage Transfer 5. Endo Steel 10 -2 Movement F'qnts 2
6. Ferro-Fibrous Diagram 6. Endo Steel g 4;1MMDd|f|er zUPFI'r?: 1
- vemen n
\ / '\ ovement Foints / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

( 'MECH DATA \ \ ( WARRIOR D \
Type: Warhammer WHM-6R Name:
Movement Points: Tonnage: 70 . _— .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: ____ Piloting Skl
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4| 5 | &
Jumping: 0 Role: Brawler 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 PPC LA 10 10[DE] 3 6 12 18
1 PPC RA 10 10 [DE] 3 6 12 18 Left Arm Right Arm
1 Medium Laser LT 3 5[DE] - 3 6 9 (20) (20)
1 Small Laser LT 1 3[DE] -1 2 3
1 Machine Gun LT — 2[DBAI] -1 2 3
1 SRM B RT 4 2/Msl[MCS] - 3 6 9
1 Medium Laser RT 3 5[DE] - 3 6 89 Left Right
1 Small Laser RT 1 3[DE] -1 2 3 ['-1559] iz::ir ['-1959]
1 Machine Gun RT — 2[DBAI] -1 2 3 (9)
Maximum Heat (Dissipation): 32 (18]
Left Right
Torso Rear Torso Rear
Ammo: (MG) 200, (SRM B) 15 (8) (8)
\_BV: 1299
/ \ \ / Standard Structure Heat
CRITICAL TABLE \ - Soale
Head Left Torso (15 Right Torso (15) Overfiow
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. Heat Sink 3. Lower Arm Actuator o 29
1-3 4. Heat Sink 5. Sensors 1-3 4. Heat Sink b -
5.[PPC 6. Life Support 5.[PPC o 28
6.| PPC 6.| PPC Left o\ Rrignt |27
*}
1.LPPC Center Torso 1.lprc "\1""'" g A1r1m EG*
2. Roll Again 1. Fusion Engine 2. Roll Again (1) o) ("M 25
46 3. Roll Again 2. Fusion Engine 46 8. Roll Again Center 24’
4. Roll Again 3. Fusion Engine 4. Roll Again Torso 23
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 ' (15) (15) -
Left Torso 2. Fusion Engine Right Torso 19*
1. Medium Laser 3. Fusion Engine 'I.[SRM 6 18
2. Small Laser 4-6 4. Fusion Engine 2.LSRM 6 17
1-3 3. Machine Gun 5. Ammo (MG) 200 1-3 3. Medium Laser 16
4. Roll Again 6. Roll Again 4. Small Laser Heat Sinks: -
5. Roll Again 5. Machine Gun 18 15
6. Roll Again Engine Hits O O O 6. Ammo (SRM B6) 15 Level* Effects 147
1. Roll Again Gyro Hits O O 1. Roll Again Sg i?;ﬁi?"g: avoid on B+ 00 137
2. Roll Again Sensor HitsQ O 2. Roll Again B Sl e 00 12
6 3. Roll Again Life Support O 3. Roll Again 25 5 :;o\?;vr:;\tlzolgoiun:s 00 1
46 4. roll Again 48 4. rol Again 24  +4 Modifier to Fire 00 10%
5. Roll Again 5. Roll Aga!n 23 Ammo Exp, avoid on 6+ [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+ 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 5 A
5 U Leg A geme Flabs 15 -3 Movement Paints @)
. Upper Leg Actuator 2. Upper Leg Actuator ] a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Heat Sink Damage Transfer 5. Heat Sink 180 iMMDZZi?::EUPESS 2
6. Heat Sink Diagram 6. Heat Sink 5 -1 Movement Points .
\ /7 '\ / | o
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BATTLEMECH RECORD SHEET

\
Type: Warhammer WHM-9K
Movement Points: Tonnage: 70
Walking: 4 Tech Base: Inner Sphere
Running: 6 Rules Level: Standard
Jumping: 0 Role: Brawler
Engine Type: 280 Light
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Heavy PPC LA 15 15[DE] 3 6 12 18
1 Heavy PPC RA 15 15 [DE] 3 6 12 18
1 MML 8 RT 5 [MCS]
LRM 1/Msl 6 7 14 21
SRAM 2/Msl - 3 6 9

Maximum Heat (Dissipation): 35 (32)

( WARRIOR D \

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

Left Torso

Head (9)
Right Torso

O00000000
000000000

0000000000

Right Arm
(22)

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

(13)

Left Right
Torso Rear Torso Rear
Ammo: (MML 8/LRM] 13, [MML 9/SRM) 11 (10) (10)
\, BV: 1.744 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ " Scalo
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. Cockpit 2. Upper Arm Actuator (¢} 30%
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator g 29
™2 4.[Double Heat Sink 5. Sensors ™2 4. Double Heat Sink o -
5.| Double Heat Sink 6. Life Support 5.| Double Heat Sink o 28
6.1 Double Heat Sink 6.1 Double Heat Sink Left o\ Right 27
(o] ]
1.[Heavy PPC Center Torso 1.[Heavy PPC A,,r,r,n o A1r1m 26*
2.| Heavy PPC 1. Light Fusion Engine 2.| Heavy PPC (1) o) ") |25
4-6 3.| Heavy PPC 2. Light Fusion Engine a4-6 3.| Heavy PPC 247
4.1 Heavy PPC 3. Light Fusion Engine 4.1 Heavy PPC 234
5. Endo Steel 1-3 4 Gyro 5. Endo Steel —
6. Endo Steel 5. Gyro 6. Endo Steel )
6. G Left Right 21
. Gyro Leg Leg 207
1. Gyro . (15) (15) -
Left Torso 2. Light Fusion Engine nght Torso (CASEIl) 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.[ Double Heat Sink 5. Endo Steel 3.[MML 9
- . . - 16
1-3 4.| Double Heat Sink 6. Endo Steel 1-3 4.| MML 9 Double Heat Sinks: N -
5.1 Double Heat Sink 5. MML 9 16 (32] 15
6.[ Double Heat Sink Engine Hits O O O 6. MML 9 Level* Effects (32) 14%
i 30 Shutd
1.| Double Heat Sink Gyro HitsO O 1. lMmLg o8 A;mstV:p avoid on B+ 00 1371
2., Double Heat Sink Sensor Hits O O 2. Ammo (MML 8/LRM] 13 B Sl e 00 12
3.[ Double Heat Sink Life Support O 3. Ammo (MML 3/SRM) 11 55 & Movement Point 00 IT
4-6 4| Double Heat Sink 4-6 4 casell o Movernent roints
: . : 24 +4 Modifier to Fire (o]e) 107
5.1 Double Heat Sink 5. Endo Steel 53 A ;
mmo Exp, avoid on 6+ O O g
6. Endo Steel 6. Endo Steel -
22 Shutdown, avoid on 8+ O 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 A
- Hip game P labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Endo Steel Damage Transfer 5. Endo Steel 1o -2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 2 1 hhodiier to fire 1
- vemen n
\, / '\ ovement Foints / | o
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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: Marauder (Bounty Hunter-3015]) Name:
Movement Points: Tonnage: 75 . _— .
G Skill: Pilating Skill:
Walking: 3 Tech Base: Inner Sphere unnerySidlt - Filoting =k
Running: 5 Rules Level: Advanced HitsTaken | 1 [ 2 | 38 | 4 6
Jumping: 3 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 Dead
Engine Type: 225 Fusion
- /
Weapons & Equipment Inventory [hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 PPC LA 10 10[DE] 3 6 12 18
1 Medium Laser LA 3 5][DE] - 3 6 89
Left Arm Right Arm
1 PPC RA 10 10[DE] 3 6 12 18 (24) (24)
1 Medium Laser RA 3 5[DE] - 3 6 9
1 Medium Laser LT 3 5[DE] - 3 6 9
1 PPC RT 10 10 [DE] 3 6 12 18
1 Medium Laser RT 3 5|[DE] - 3 6 9 Left Right
1 Medium Laser CT 3 5][DE] - 3 6 9 Leg Center Leg
(32) Torso (32)
Maximum Heat (Dissipation): 45 (36) (10)
Left Right
Torso Rear Torso Rear
(8) (8)
\, BV: 1,913 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ - Scalo
Head Left Torso (16 Right Torso (16) Dverflow
Left Arm 1. Life Support Right Arm S
2. Sensors
1. Shoulder . 1. Shoulder o
2. Upper Arm Actuator 2 g"ﬁ'x"tb 2. Upper Arm Actuator g 30%
3.[ Double Heat Sink - holtAgain 3.[ Double Heat Sink
- i . Sensors - i
1-3 4. Double Heat Sink S5 S_ 1-3 4.| Double Heat Sink g 29*
5.| Double Heat Sink 6. Life Support 5. Double Heat Sink ° 28
6.[ Double Heat Sink 6.[ Double Heat Sink Left ol Right 27
O *}
1.| Double Heat Sink Center Torso 1.| Double Heat Sink A,,r;n o A;: 26*
g. :E;tcl:ble Heat Sink 1. Fusion Engine g :Eggble Heat Sink (12 o) (12 25*
. i i . 24
a6 5o o5 e a6 3o
5.LPPC - L
. 4. Gyro 5 PPC_ 50
6. Medium Laser 5. Gyro 6. Medium Laser )
6. Gyro tEft Tght 21
eg eg *}
20
1. Gyro ' (16) (18) T
I_.eft Torso . 2. Fusion Engine I_?lght Torso . |
1.[ Double Heat Sink 3. Fusion Engine 1.[ Double Heat Sink 18
2.| Double Heat Sink 4-6 4. Fusion Engine 2.| Double Heat S!nk ,_\ 177
1-3 3. :Double Heat S!nk 5. JumP Jet 1-3 3. :Double Heat S!nk HEAT DATA \ 16
4.[ Double Heat Sink 6. Medium Laser 4.[ Double Heat Sink . .
Double Heat Sinks: +
5.| Double Heat Sink 5.| Double Heat Sink Heat 18 (36 15
6.L Double Heat Sink Engine Hits O O O 6.LDouble Heat Sink Level* Effects (38) 14
- i - 30 Shutd
1.[ Double Heat Sink Gyro Hits O O 1.[PPC 8 A on B 00 137
2.| Double Heat Sink Sensor Hits Q O 2.|prc e S, vl on 12
' ! ; ' 26  Shutdown, avoid on 10+ 0]@)
3.1 Double Heat Sink Life Support O 3.LPPC . 11
a4-6 - X a4-6 , . 25 -5 Movement Points O O
4. Medium Laser 4. Medium Laser L R =
v 24  +4 Modifier to Fire (o]e) 10
5. Roll Again 5. Roll Again 53 A E id on 6+
6. Roll Again 6. Roll Again mmo Exp, avold an (0]0) 9
. . 22 Shutdown, avoid on 8+ O O r'E
20 -4 Movement Points 00
19 Ammo Exp, avoid on 4+ 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator :ll g EEMMDd'f'er EDF'FI'ret
S. Jump Jet Damage Transfer 5. Jump Jet g -+1 I\/IDVZ'r:ent 'S_m S 2
6. Roll Again Diagram 6. Roll Again A odifier tUP |.ret 1
\ VAN -1 Movement Points y. 5
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BATTLEMECH RECORD SHEET

Maximum Heat (Dissipation): 37 (30)

Ammo: (Gauss) 16

( 'MECH DATA \ \
Type: Marauder (Bounty Hunter-3138)
Movement Points: Tonnage: 75
Walking: 4 Tech Base: Mixed
Running: 6 Rules Level: Standard
Jumping: 4 Role: Sniper
Engine Type: 300 XL
Weapons & Equipment Inventory [hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC (C) LA 15 15[DE] — 7 14 238
1 Medium Laser LA 3 5][DE] - 3 6 9
1 ERPPC (C) RA 15 15 [DE] — 7 14 238
1 Medium Laser RA 3 5[DE] - 3 6 9
1 Gauss Rifle (C) RT 1 15[DBX] 2 7 15 @22

ARRIOR DATA \

BATTLETECH

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

Left Torso

ARMOR DIAGRAM

Standard Armor

Head (9)

Right Torso

Center
Torso
(10)

Right Arm

(24)

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

\_BV: 2708 @
/ \ \ / Standard Structure Heat
CRITICAL TABLE \ " Scale
Head Left Torso (16) Right Torso (16)  ((verfiow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator g 29
1-3 4 [ER PPC [Clan] 5. Sensors 1-3 4 [ER PPC [Clan] o -
5.LER PPC [Clan] 6. Life Support 5.LER PPC [Clan] ° 28
6. Medium Laser 6. Medium Laser Left ol Right 27
*}
1. Roll Again Center Torso 1. Roll Again A,Ir;n g A;: EG*
2. Roll Again 1. XL Fusion Engine 2. Roll Again (12 o) (12 25
46 3. Roll Again 2. XL Fusion Engine 46 3. Roll Again 24’
4. Roll Again 3. XL Fusion Engine 4. Roll Again 53 ¥
5. Roll Again 1-3 4 Gyro 5. Roll Again —
6. Roll Again g gym 6. Roll Again Lefe Right ~
- byro Leg Leg 207
1. Gyro . (16) (186) -
Left Torso 2. XL Fusion Engine nght 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
1-3 3. _XL Fusion Engine 5. Jump Jet 1-3 3. XL Fusion Engine HEAT DATA \ 16
"9 4.[ Double Heat Sink 6. Jump Jet "9 4. Gauss Rifle [Clan] Double Heat Sinks: -
5.| Double Heat Sink 5.| Gauss Rifle [Clan] Heat 15 [SDj 15
6.L Double Heat Sink Engine Hits O O O 6.| Gauss Rifle [Clan] Level* Effects 14
1.[ Double Heat Sink Gyro Hits O O 1.| Gauss Rifle [Clan] Sg ih”thVEV” donBe 00 13
2.| Double Heat Sink Sensor HitsQ O 2.| Gauss Rifle [Clan] mmo EXp, avoid on 00 12
3.1 Double Heat Sink Life Support O 3.LGauss Rifle [Clan] 26 Shutdown, avoid on o
4_6 - ) 4_6 25 -5 Movement Points O O 11
4.[ Double Heat Sink 4. Ammo (Gauss) 8 54  +4 Modifier to Fire 00 107
5.| Double Heat Sink 5. Ammo (Gauss) 8 53 Ammo Exp. avoid on 6+
6. Double Heat Sink 6. CASE o o P, ave 0]@) 9
utdown, 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. Hip l_ 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 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Jump Jet Damage Transfer 5. Jump Jet 180 qu“ADVZ?EHE Pﬁ'”ts 2
6. Roll Again Diagram 6. Roll Again A 3 'n'jerntﬂp 'Ei 1
\ / '\ ovement Foints / | o
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

Movement Points:

Type: Marauder Il (Bounty Hunter)

Tonnage:

100

N\

Maximum Heat (Dissipation): 47 (34)

Walking: 3 Tech Base: Clan

Running: 5 Rules Level: Standard
Jumping: 3 Role: Sniper

Engine Type: 300 Fusion
Weapons & Equipment Inventory (hexes)

# Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC LA 15 15[DE] — 7 14 238
2 Medium Pulse Laser LA 4 7[P] — 4 8 12
1 ERPPC RA 15 15 [DE] — 7 14 238
2 Medium Pulse Laser RA 4 7[P] — 4 8 12
1 Targeting Computer LT — [E] - - - =
1 Gauss Rifle RT 1 15[DBX] 2 7 15 @22

BATTLETECH

( WARRIOR DATA \

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

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

i

OO0 (®)
[o)e)
OOOOSO
O 0 10°0
000 | ~O
(O(o)g [o)(e)
[O)(e)(e]
(O)x(e)
[O)(e)(e]
(O)x(e)
[O)(e)(e]
(O)xe)
O 0 0
(O)x(e)
[O)exe
()¢
[O)exe
(O)x(e)
OOOOO
O

Right Arm
(34)

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

(16)

00000000
00000000

Left Right
Torso Rear Torso Rear
Ammo: (Gauss) 16 (11) (1)
. o
\, Bv: 3,787 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel 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. Cockpit 2. Upper Arm Actuator o 30¥
13 3.[Doub|e Heat Sink 4. Roll Again 13 3.[Double Heat Sink e =9
™2 4..Double Heat Sink 5. Sensors ™ 4.L Double Heat Sink 9 -
5.[Doub|e Heat Sink 6. Life Support 5. [Double Heat Sink S 28
6.1 Double Heat Sink 6.LDouble Heat Sink 8 27
*}
1.[ER PPC Center Torso ‘I-[ER PPC 8 26*
2.LERPPC 1. Fusion Engine 2.LERPPC 25
4.6 3. Medium Pulse Laser 2. Fusion Engine 4.6 3. Medium Pulse Laser Center 24’
"© 4. Medium Pulse Laser 3. Fusion Engine "O 4. Medium Pulse Laser Torso 53+
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous YT
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous
6. Gyro 21
1 207
. Gyro .
Left Torso 2. Fusion Engine Right Torso (CASE] 19"
1. Jump Jet 3. Fusion Engine ’I.[Double Heat Sink 18%
2.[ Targeting Computer 4-6 4. Fusion Engine 2.LDouble Heat Sink ,_\ 177
3.| Targeting Computer 5. Jump Jet 3. Jump Jet _
1-3 4.| Targeting Computer 6. Endo Steel 1-3 4.[ Gauss Rifle HEAT DATA s 16
. ; Double Heat Sinks: 157
5.| Targeting Computer 5.| Gauss Rifle Heat 17 (34
B.| Targeting Computer Engine Hits 000 6.| Gauss Rifle Level* Effects (34) 147
i 30 Shutd
1.]| Targeting Computer Gyro H!tS (o] o) 1.| Gauss Rifle og Ar;Jmc?‘IIEV:p avoid on 8+ O O 1371
2.1 Targeting Computer S_EI'ISDI“ HitsQ O 2.| Gauss Rifle o6  Shutdown Iavuid on 10+ (@]0) 12
3. Endo Steel Life Support O 3.L Gauss Rifle o5 5 Movemént Points 00 11
48 4. Enco steel 48 4. Ammo (Gauss) 8 24 +4 Modifier to Fire 00 107
5. Endo Steel 5. Ammo (Gauss) 8 23 Ammo Exp, avoid on B+
6. Endo Steel 6. Ferro-Fibrous 55 Shutdown avoid on B+ oo 9
0 ]
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
1. Hip l_ 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Endo Steel Damage Transfer 5. Ferro-Fibrous 180 quthZ?en: F"glnts 2
6. Endo Steel Diagram 6. Ferro-Fibrous A odiner tUP '.'"i 1
-1 Movement Paints
\ / '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

Ammo: (Gauss) 16

Maximum Heat (Dissipation): 31 (30)

/4 \ "/ \
'MECH DATA \ WARRIOR DATA
Type: Marauder Il MAD-8K Name:
Movement Points: Tonnage: 100 . _— .
Gi Skill: Piloting Skill:
Walking: 3 Tech Base: Inner Sphere unnerySidlt - Filoting =k
Running: 5 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 3 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 300 XL p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 PPC LA 10 10[DE] 3 6 12 18
1 Light PPC LA 5 5[DE] 3 6 12 18
1 PPC RA 10 10 [DE] 3 6 12 18
1 Light PPC RA 5 5][DE] 3 6 12 18
1 Gauss Rifle RT 1 15[DBX] 2 7 15 22

ARMOR DIAGRAM

Ballistic-Reinforced

Head (9)

Left Torso Right Torso

i

OO0 (®)
[o)e)
OOOOSO
(O)(e)g [O)(¢)
[e)(e)(o) PKo)
(O)(o)g [O)(e)
[o)(e)(e]
(O)(e)
[O)(e)(e]
()¢
000
()¢
[©)(e)(e]
(O)e)
[©)(e)e
()¢
[O)(e)e
OOO
[o)e)

Left Arm Right Arm
(34) (34)
Left Right
Leg Center Leg
(42) Torso (42)

(16)

00000000
00000000

Left Right
Torso Rear Torso Rear
(11) (11)

\, BV: 2,843 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (21) Right Torso (21) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder 4 >
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 307
1-3 3. Lower Arm Actuator g 20” Again 1-3 3. Lower Arm Actuator 8 29
"2 4.1PPC . Sensors "9 4.1PPC o
5.[PPC 6. Life Support 5. [PPC S 28]
6.LPPC 6.LPPC 8 27
*}
1 .[Light PPC Center Torso 1, [Light PPC 9 2:*
2.LLight PPC 1. XL Fusion Engine 2.1Light PPC
3. Ballistic-Reinforced i i 3. Ballistic-Reinforced Center 247
4-6 2. XL Fusion Engine a4-6
4. Ballistic-Reinforced 3. XL Fusion Engine 4. Ballistic-Reinforced Torso 23
5. Balistic-Reinforced 1-3 4 Gyro 5. Balistic-Reinforced —
6. Ballistic-Reinforced 5. Gyro 6. Ballistic-Reinforced
6. Gyro 21
207
1. Gyro i CASE I 197
Left Torso 2. XL Fusion Engine nght Torso ( )
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 [r— 17
3. XL Fusion Engine 5. Jump Jet 3. XL Fusion Engine HEAT DATA
- - . . - . 16
1-3 4.[ Double Heat Sink 6. Ammo (Gauss) 8 1-3 4.[ Gauss Rifle Double Heat Sinks: N -
5.| Double Heat Sink 5.| Gauss Rifle Heat 15 (30] 15
6.L Double Heat Sink Engine Hits O O O 6.| Gauss Rifle Level* Effects (30) 147
- i 30 Shutd
1.[ Double Heat Sink Gyro H!ts 00 1.| Gauss Rifle o8 A N D‘:Evn idon 8+ (o]e) 137
; Sensor HitsQ O ; mmo Exp, avoid on
2.| Double Heat Sink ) 2.| Gauss Rifle 56  Shutdown. avoid on 10+ O O 12
3.LDouble Heat Sink Life Support O 3.| Gauss Rifle o5 5 Movemént Points 00 11
4-6 4.[ Double Heat Sink 4-6 4.[ Gauss Rifle 54 +4 Modifier to Fire 00 107
5.| Double Heat Sink 5. Ammo (Gauss) 8 53 A E id on 6+
6.1 Double Heat Sink 6. CASEIl e S, Aol on 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
. 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator :ll g EEMMDd'f'er EDF'FI'ret
5. Jump Jet Damage Transfer 5. Jump Jet g -+1 ’\ons:.went E.m s 2
6. Ballistic-Reinforced Diagram 6. Ballistic-Reinforced odiherto Fire 1
\ / \\ 5 -1 Movement Points / o
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR D
Type: Loki Mk Il (Hel) (Prime) Name:
Movement Points: Tonnage: 65 . _— .
Gi Skill: Piloting Skill:
Walking: 4 Tech Base: Clan unnerySidlt - Filoting =k
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: 260 XL p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Gauss Rifle LA 1 15[DBX] 2 7 15 @22
1 ER Large Laser LA 12 10[DE] — 8 15 25 Left A Right A
t
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22 (20) Too)
1 ER Large Laser RA 12 10 [DE] — 8 15 25
1 Streak SRM 4 RT 3 2/Msl[M/C] — 4 8 12
Maximum Heat (Dissipation): 29 (24)
Left Right
Leg Center Leg
Torso
Left Right
Torso Rear Torso Rear
Ammo: (Gauss) 24, (Streak SRM 4) 25 (7) (7)
\, BV: 2,183 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ - Soale
Head Left Torso (15 Right Torso (15) Dverflow
Left Arm (CASE) 1. Life Support Right Arm (CASE]
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Small Cockpit 2. Upper Arm Actuator 30%
1.3 3[Gauss Rifle 4. Sensors ) 1.3 3/[Gauss Rifle =9
"3 4.| Gauss Rifle 5. [Doub'e Heat Sink "3 4.| Gauss Rifle -
5.| Gauss Rifle 6.L Double Heat Sink 5.| Gauss Rifle 28
6.| Gauss Rifle 6.| Gauss Rifle Left Right 27
. " Arm Arm 267
1.| Gauss Rifle Center Torso 1.| Gauss Rifle 10 10 -
2.1 Gauss Rifle 1. XL Fusion Engine 2.1 Gauss Rifle (10 (101 |25
4.6 3. ER Large Laser 2. XL Fusion Engine 4.6 3. ER Large Laser 24’
"O 4. Endo Steel 3. XL Fusion Engine " 4. Endo Steel 237
5. Ferro-Fibrous 1-3 4. Gyro 5. Endo Steel =
. . . 22
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous )
. Left Right 21
6. Gyro
Leg Leg 207
1. Gyro ' (15) (15) -
Left Torso 2. XL Fusion Engine nght 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. Ammo (Gauss) 8 5. Double Heat Sink 3. Streak SRM 4 16
1-3 4. Ammo (Gauss) 8 S.[Double Heat Sink 1-3 4. Ammo (Streak SRM 4) 25 Double Heat Sinks: N -
5. Endo Steel 5. Ammo (Gauss) 8 19 24' 15
6. Ferro-Fibrous Engine Hits O O O 6. Endo Steel Level* Effects (24) 147
i 30 Shutd
1. Roll Again Gyro H!tsoo 1. Ferro-Fibrous o8 A N D‘:Evn idon 8+ (o]e) 137
2. Roll Again Sensor Hits O O 2. Rol Again me Bxp. avord on 12
' g Life Support O ' gai 26  Shutdown, avoid on 10+ 0]@)
3. Roll Again PP 3. Roll Again 55 -5 Movement Points O 11
4'64 Roll A 4'64 Roll Agail . }
- DORAgan - HotAgain 24 +4 Modifier to Fire 10
5. Roll Again 5. Roll Again ; O
8. Roll A B‘ Roll Aai 23 Ammo Exp, avoid on 6+ @) 9
- ROl Again - Mol Agan 22 Shutdown, avoid on 8+ O FE
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 P labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Endo Steel Damage Transfer 5. Endo Steel 1o -2 Movement F'qnts 2
6. Ferro-Fibrous Diagram B. Ferro-Fibrous 8  +1 Modifier to F|.re 1
\ / \\ 5 -1 Movement Points / o
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ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR D

Type: Loki Mk Il (Hel) A

Name:
\“I(';;‘I’;':;”t p°'2ts' I:ZE?:S'E Slz . Gunnery Skil: _____ Piloting Skilt:
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 [ 4 | 5 | &
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 260 XL
Weapons & Equipment Inventory (hexes) /
# Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC LA 15 15[DE] — 7 14 238
1 Medium Pulse Laser LA 4 7[P] — 4 8 12
Left Arm Right Arm
1 ERPPC RA 15 15[DE] - 7 14 23 (20) (20)
1 Medium Pulse Laser RA 4 7[P] — 4 8 12
1 LB10XAC LT 2 10[DBC/F/S] — 6 12 18
2 Imp. Heavy Medium RT 7 10[DEX] - 3 6 89
Laser Left Right
2 AP Gauss Rifle RT 1 3[DBAIX] - 3 6 9 Leg Center Leg
1 Angel ECM Suite RT — [E] - - _ B Torso

Maximum Heat (Dissipation): 56 (32)

Left Right
Torso Rear Torso Rear
Ammo: (AP Gauss) 40, (LB-10X) 10, (LB-10X Cluster) 10 (7) (7)

\_BY: 2249 @

\

/ \ Endo Steel Heat
CRITICAL TABLE \ dons Scale

Head Left Torso (15 Right Torso (15) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Small Cockpit 2. Upper Arm Actuator 30%
13 3.[Doub|e Heat Sink 4. Sensors 133 [Double Heat Sink =9
™2 4..Double Heat Sink 5. [Doub'e Heat Sink ™ 4.L Double Heat Sink -
5.[Doub|e Heat Sink 6.L Double Heat Sink 5. [Double Heat Sink 28
6.1 Double Heat Sink 6.LDouble Heat Sink Left Right 27
*}
1.[ER PPC Center Torso ‘I-[ER PPC A,,r: A;;‘ 26*
2.LErPPC 1. XL Fusion Engine 2.LErPPC (19 ey 1 es
4.6 3. Medium Pulse Laser 2. XL Fusion Engine 4.6 3. Medium Pulse Laser 24’
4. Endo Steel 3. XL Fusion Engine 4. Endo Steel 53 ¥
5. Ferro-Fibrous 1-3 4. Gyro 5. Endo Steel YT
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous )
6. Gyro Left Right 21
- oY Leg Leg 207
1. Gyro ' (15) (15) -
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18%
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17
3.[LB10-XAC 5. Double Heat Sink 3. [Imp. Heavy Medium Laser 16
1-3 4.[LB10-XAC 6.LDouble Heat Sink 1-3 4.LImp. Heavy Medium Laser Double Heat Sinks: N -
5.| LB 10-X AC 5.[Imp. Heavy Medium Laser 18 32' 15
6.[LB10-X AC Engine Hits O O O 6.LImp. Heavy Medium Laser Level* Effects (32) 14
i 30 Shutd
1.[LB 10X AC Gyro HitsO O 1. AP Gauss Rifle 8 A va:p avoid on B+ 00 1371
2. Ammo (LB-10X] 10 Sensor Hits O O 2. AP Gauss Rifle B Sl e 00 12
3. Ammo (LB-10X Cluster) 10 Life Support O 3. [Angel ECM Suite 55 & Moverment Points 00 IT
4-6 4. Ammo (AP Gauss) 40 4-6 4.1 Angel ECM Suite e ) =
24 +4 Modifier to Fire (o]e) 10
5. Endo Steel 5. Endo Steel 53 A ;
. . mmo Exp, avoid on 6+ O O g
6. Ferro-Fibrous 6. Ferro-Fibrous o5 gh -
utdown, avoid on 8+ O 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement F'qnts 2
6. Ferro-Fibrous Diagram B. Ferro-Fibrous 8  +1 Modifier to F|.re 1
\ / \\ 5 -1 Movement Points / o
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Mad Cat (Timber Wolf) (Bounty Hunter) Name:
Movement Points: Tonnage: 75 . _— .
G Skill: Pilating Skill:
Walking: 5 Tech Base: Clan unnerySidlt - Filoting =k
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 375 XL p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser LA 10 10([P] — 6 14 20
1 Medium Pulse Laser LA 4 7[P] — 4 8 12 i
Left Arm Right Arm
1 Large Pulse Laser RA 10 10[P] - B6 14 20 (24) (24)
1 Medium Pulse Laser RA 4 7[P] — 4 8 12
1 Medium Pulse Laser LT 4 7[P] — 4 8 12
1 Active Probe LT — [E] - - — 5
1 Medium Pulse Laser RT 4 7[P] — 4 8 12 Left Right
1 ECM Suite RT — [E] - - — B Leg Center Leg
. (32) Torso (32)
1 Targeting Computer RT — [E] - - - (9)
1 Light TAG CT — [E] - 3 6 9
Maximum Heat (Dissipation): 36 (32)
Left Right
Torso Rear Torso Rear
(7) (7)
\_BV: 2829 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ == /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (16 Right Torso (16) Dverflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30%
1-3 3. Lower Arm Actuator 4. FerroFibrous 1-3 3. Lower Arm Actuator o 29
- 4.[Lar‘ge Pulse Laser 5. S'ensor‘s ™~ a [Lar‘ge Pulse Laser o -
5.lLarge Pulse Laser 6. Life Support 5.lLLarge Pulse Laser g 28
6. Medium Pulse Laser 6. Medium Pulse Laser ol Right 27
O *}
1. Ferro-Fibrous Center Torso 1. Ferro-Fibrous o A1": EG*
2. Roll Again 1. XL Fusion Engine 2. Roll Again o) (12 25
46 3. Roll Again 2. XL Fusion Engine 46 3. Roll Again 24’
4. Roll Again 3. XL Fusion Engine 4. Roll Again 53 ¥
5. Roll Again 1-3 4 Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again Right ~
6. Gyro Leg
207
1. Gyro . (18) 197
Left Torso 2. XL Fusion Engine Right Torso
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. Endo Steel 3. Medium Pulse Laser 16
1-3 4. Double Heat Sink B. Light TAG 1-3 4. ECM Suite s N
" 9 h Double Heat Sinks: 154
5. Medium Pulse Laser 5.[ Targeting Computer 16 (32
6. Active Probe Engine Hits O O O B.| Targeting Computer Level* Effects (32) 147
i 30 Shutd
1. Endo Steel Gyro Hits o0 1.| Targeting Computer rdonn - (o]0 137
; Sensor Hits o o X 28 Ammo Exp, avoid on 8+
2. Ferro-Fibrous 2.LTargeting Computer o6  Shutd idon 10+ (@]0) 12
= Life Su ort o utdown, avoid on
3. Ferro-Fibrous PP 3. Endo Steel . 00 11
4_6 4_6 X 25 -5 Movement Points
4. Roll Again 4. Ferro-Fibrous L R =
) 24  +4 Modifier to Fire (o]e) 10
5. Roll Again 5. Ferro-Fibrous ;
. 23 Ammo Exp, avoid on 6+ O O g
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+ ©) 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel ?, TM’\"”d'f'erz“PF'Ti 1
-1 Movement Points
\ / '\ / | o
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OMNIMECH RECORD SHEET

BATTLETECH

Head (9)
Left Torso

ARMOR DIAGRAM

Ferro-Fibrous

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
Type: Mad Cat (Timber Wolf) S Name:
Movement Points: Tonnage: 75 . _— .
G Skill: Pilating Skill:
Walking: 5 Tech Base: Clan unnerySidlt - Filoting =k
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 5 Role: Skirmisher Consciousness# | 3 | 5 | 7 [ 10 [ 11 [Dead
Engine Type: 375 XL p
Weapons & Equipment Inventory [hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser LA 10 10([P] — 6 14 20
2 Medium Pulse Laser RA 4 7[P] — 4 8 12 i
Left Arm Right Arm
2 SRM 6 LT 4 2/Msl[M,CS] - 3 6 9 (24) (24)
1 Machine Gun LT — 2[DBAI] -1 2 3
2 SRM 6B RT 4 2/Msl[MCS] - 3 86 9
1 ER Small Laser RT 2 5|[DE] — 2 4 6
1 Machine Gun RT — 2[DBAI] -1 2 3 Left Right
Leg Center Leg
Maximum Heat (Dissipation): 36 (32) (32) Torso (32)
(9)
Torso Rear Torso Rear
Ammo: (MG) 100, (SRM 6) 60 (7) (71
\_BY: 2462 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ == /
/ \ Endo Steel Heat
CRITICAL TABLE \ - Scale
Head Left Torso (16 Right Torso (16) 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 g 30%
1-3 3. Lower Arm Actuator 4. FerroFibrous 1-3 3. Lower Arm Actuator o 29
- 4.[Lar‘ge Pulse Laser 5. Sensors ™ 4. [Double Heat Sink o -
5.l Large Pulse Laser B. Life Support 5.1 Double Heat Sink g 28
6. Ammo (SRM 6) 15 6. Medium Pulse Laser Left ol Right 27
O *}
1. Ammo (SRM B6) 15 Center Torso 1. Medium Pulse Laser A,,r;n o A;: 26*
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ammo (SRM B) 15 (12) o) 12 25
46 3. Roll Again 2. XL Fusion Engine 46 3. Ammo (SRM B) 15 247
4. Roll Again 3. XL Fusion Engine 4. Ferro-Fibrous 53 ¥
5. Roll Again 1-3 4 Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again Lefe Right ~
6. Gyro L
eg Leg 207
1. Gyro ' (16) (18) -
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 ,_\ 177
3. SRM 6 3. SRM 6
1-3 4 sams > dump Jet 1-3 4 srme HEAT DATA —\ [7s
) - . Endo Stee g Double Heat Sinks: 157
5. Machine Gun 5. ER Small Laser Heat 16 (32
6. Ammo (MG) 100 Engine Hits O O O 6. Machine Gun Level* Effects (32) 147
i 30 Shutd
1. Jump Jet s Gyro :!ts 88 1. Jump Jet og Ar;Jmc?‘IIEV:p. avoid on 8+ O O 1371
2. Jump Jet ensor Hits 2. dump Jet 26  Shutdown, avoid on 10+ o]e) 12
3. Endo Steel Life Support O 3. Endo Steel o5 5 Movemént Points 00 11
4-6 4. Ferro-Fibrous 4-6 4. Ferro-Fibrous e ) =
) ) 24  +4 Modifier to Fire (o]e) 10
5. Ferro-Fibrous 5. Ferro-Fibrous 23 Ammo Exp, avoid on B+
6. Roll Again 6. Rall Again 55 Shutdown, avoid on 8+ ole) 9 y
20 -4 Movement Points Q0 8
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 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Endo Steel Damage Transfer 5. Endo Steel 1o -2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 2 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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BATTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \

N

Type: Griffin C

Movement Points: Tonnage: 55

Walking: 6 Tech Base: Mixed

Running: 9 Rules Level: Standard
Jumping: 9 Role: Sniper

Engine Type: 330 XL
Weapons & Equipment Inventory (hexes)

# Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC (C) RA 15 15 [DE] — 7 14 23
1 Streak LRM 10 RT 4 1/Msl[MC] - 7 14 21

Maximum Heat (Dissipation): 19 (22)

ARRIOR DATA \

Name: Annie

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

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

Left Arm Right Arm
(16) (18)
Left Right
Leg Center Leg
(23) Torso (23)

(8)

Left Right
Torso Rear Torso Rear
Ammo: (Streak LRM 10) 12 (5) (5)
\_BV: 3751 @
/ \ \ / Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (13) Right Torso (13 ) Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder °
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator ° 30%
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator ° 29

1-3 4. Hand Actuator S. Sensors 1-3 4. Hand Actuator ° -
5. Endo Steel [IS] 6. Life Support 5.[ER PPC o 28
6. Endo Steel [IS] 6.LER PPC Left o| Right 27

*}
1. Endo Steel [IS] Center Torso 1. Endo Steel [IS] Arm of Arm 26
2. Endo Steel [IS] 1. XL Fusion Engine 2. Endo Steel [IS] (9 o) (91 | 257

4.6 3. Endo Steel [IS] 2. XL Fusion Engine 4.6 3. Endo Steel [IS] 24’
4. Endo Steel [IS] 3. XL Fusion Engine 4. Endo Steel [IS] 53 ¥
5. Roll Again 1-3 4 Gyro 5. Endo Steel [IS] —
6. Roll Again 5. Gyro 6. Roll Again Lefe Right ~

6. Gyro L
eg Leg 207
1. Gyro . (13) (13) -
Left Torso 2. XL Fusion Engine nght 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.[ Improved Jump Jet 3. XL Fusion Engine _

1-3 4.[Improved Jump Jet B. [Improved Jump Jet 1-3 4. [Impr‘oved Jump Jet HEAT DATA Double Heat Sinks: N 16*
5.LImproved Jump Jet 5.LImproved Jump Jet Heat 11 [22]' 15
S.[Improved Jump Jet Engine Hits O O O B. [Improved Jump Jet Level* Effects 147
1.Limproved Jump Jet Gyro Hits O O 1. Limproved Jump Jet Sg ih”tdo"EV” donBe 00 13
2.[ Improved Jump Jet S_EI'ISDI“ HitsQ O 2.[ Improved Jump Jet o6 Sl:r]::io g avg(lj 0n1 0+ O 12
3.[Improved Jump Jet Life Support O 3. [Improved Jump Jet o5 5 :/Iosgvr:;\tlzoll’oiun:s O 11

4-6 4. Endo Steel [IS] 4-6 4.[ Streak LRM 10 54 +4 Modifi Fi =
5. Endo Steel [IS] 5.[Streak LRM 10 3 AmeE ler to e e O 10
6. Endo Steel [1S] 6. Ammo [Streak LRM 10) 12 mmo Exp, avold an @) 9

22 Shutdown, avoid on 8+
' ; O 8
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 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 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5.[Improved Jump Jet Damage Transfer 5. [Impr‘oved Jump Jet 180 quthZ?en: F"glnts 2
6.LImproved Jump Jet Diagram 6.LImproved Jump Jet 5 AM 3 'n'je';tup Ii::: 1
\ / '\ ovement Foints / | o
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ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

1/ \ 1/ \
'MECH DATA \ WARRIOR DATA
TVPE= Griffin GRF-2N Name: Bounty Hunter (3014) 8 8
Movement Points: Tonnage: 55 . _— .
G skill: O Pil skil: 0 o 0o
Walking: 5 Tech Base: Inner Sphere unnery S Hioting Ski [e}e)
Running: 8 Rules Level: Experimental HitsTaken | 1 | 2 | 83 | 4 | 5 | & oo
Jumping: 5 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 8 8
Engine Type: 275 Fusion p o 0
Weapons & Equipment Inventory (hexes) 00
# Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC RA 15 10 [DE] — 7 14 238
1 SRM 6 LT 4 2/Msl[MCS] - 3 6 9 Lot A At A
1 ECM Suite (Guardian) LT — [E] - - _ 8 ) ey
1 SRM 6 RT 4 2/Msl[MCS] - 3 6 9
Maximum Heat (Dissipation): 23 (22)
Left Right
Leg Center Leg

Torso

Left Right
Torso Rear Torso Rear
Ammo: [SRM 6) 30 (8) (6]
\, Bv: 3887 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (13) Right Torso (13) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder °
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator ° 30%
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator ° 29
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator ° -
5. Ferro-Fibrous 6. Life Support 5.[ER PPC o 28
B. Ferro-Fibrous 6.| ER PPC Left o Right 27
*}
1. Ferro-Fibrous Center Torso 1.LER PPC A;m © A;m 26*
2. Ferro-Fibrous 1. Fusion Engine 2. Endo Steel (9 o) (9] 25
46 3. Ferro-Fibrous 2. Fusion Engine 46 3. Endo Steel 24’
"O 4. Ferro-Fibrous 3. Fusion Engine " 4. Endo Steel 237
5. Roll Again 1-3 4 Gyro 5. Endo Steel —
6. Roll Again 5. Gyro 6. Endo Steel )
6. G Left Right 21
- byro Leg Leg 207
1. Gyro ' (13) (13) -
Left Torso 2. Fusion Engine Right Torso (CASE) 19
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18%
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet /_\ 17
+[5ms 2 Jump de s[ome { HEAT DATA
13 4'[SRM 6 B. Endo Steel 13 alsrme HEAT DATA Double Heat Sinks: ) 16*
5.[ECM Suite (Guardian) 5. Ammo (SRM B6) 15 Heat 11 (2] 15
6.LECM Suite (Guardian) Engine Hits 000 6. Ammo (SRM B) 15 Level* Effects (22) 147
- G\jl“D Hits o o 30 Shutdown 134
1. Ferro_F!br‘ous Sensor Hits © O 1. CASE 28 Ammo Exp, avoid on 8+ @]@)
2. Ferro-Fibrous 2. Endo Steel o6  Shutd idon 10+ O 12
= Life Su ort o utdown, avoid on
3. Ferro-Fibrous PP 3. Endo Steel 55 5M t Point O 11
4-6 4. Ferro-Fibrous 4-6 4. Endo Steel - viovernent Foints
) ) ’ 24  +4 Modifier to Fire O 107
5. Ferro-Fibrous 5. Endo Steel 53 A ;
) mmo Exp, avoid on 6+ O g
6. Ferro-Fibrous 6. Endo Steel o5 gh -
utdown, 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 P labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Ferro-Fibrous Damage Transfer 5. Endo Steel 10 -2 Movement F'qnts 2
6. Ferro-Fibrous Diagram 6. Endo Steel g 4;1MMDd|f|er zUPFI'r?: 1
- vemen n
\ / '\ ovement Foints / | o
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( 'MECH DATA \

BATTLEMECH RECORD SHEET

BATTLETECH

( WARRIOR D \

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

N
TVPE= Warhammer WHM-6R Name: Vic Travers
Movement Points: Tonnage: 70 . _— .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: 0 Piloting Skill: - 0
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4| 5 | &
Jumping: 0 Role: Brawler 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 PPC LA 10 10[DE] 3 6 12 18
1 PPC RA 10 10 [DE] 3 6 12 18 Left Arm Right Arm
1 Medium Laser LT 3 5[DE] - 3 6 9 (20) (20)
1 Small Laser LT 1 3[DE] -1 2 3
1 Machine Gun LT — 2[DBAI] -1 2 3
1 SRM B RT 4 2/Msl[MCS] - 3 6 9
1 Medium Laser RT 3 5[DE] - 3 6 89 Left Right
1 Small Laser RT 1 3[DE] -1 2 3 ['-1559] iz::ir ['-1959]
1 Machine Gun RT — 2[DBAI] -1 2 3 (9)
Maximum Heat (Dissipation): 32 (18]
Left Right
Torso Rear Torso Rear
Ammo: (MG) 200, (SRM B) 15 (8) (8)
\_BY: 3144
/ \ \ / Standard Structure Heat
CRITICAL TABLE \ - Soale
Head Left Torso (15 Right Torso (15) Overfiow
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. Heat Sink 3. Lower Arm Actuator o 29
1-3 4. Heat Sink 5. Sensors 1-3 4. Heat Sink b -
5.[PPC 6. Life Support 5.[PPC o 28
6.| PPC 6.| PPC Left o\ Rrignt |27
*}
1.LPPC Center Torso 1.lprc "\1""'" g A1r1m EG*
2. Roll Again 1. Fusion Engine 2. Roll Again (1) o) ("M 25
46 3. Roll Again 2. Fusion Engine 46 8. Roll Again Center 24’
4. Roll Again 3. Fusion Engine 4. Roll Again Torso 23
5. Roll Again 1-3 4 Gyro 5. Roll Again —
6. Roll Again g gz:g 6. Roll Again te“ Right ~
eg Leg 207
1. Gyro ' (15) (15) -
Left Torso 2. Fusion Engine Right Torso 19*
1. Medium Laser 3. Fusion Engine 'I.[SRM 6 18
2. Small Laser 4-6 4. Fusion Engine 2.LSRM 6 17
1-3 3. Machine Gun 5. Ammo (MG) 200 1-3 3. Medium Laser 16
4. Roll Again 6. Roll Again 4. Small Laser Heat Sinks: -
5. Roll Again 5. Machine Gun 18 15
6. Roll Again Engine Hits O O O 6. Ammo (SRM B6) 15 Level* Effects 147
1. Roll Again Gyro Hits QO O 1. Roll Again Sg i?;ﬁi?"g: avoid on B+ 00 1371
2. Roll Again Sensor HitsQ O 2. Roll Again B Sl e 00 12
6 3. Roll Again Life Support O 3. Roll Again 25 5 :;o\?;vr:;\tlzolgoiun:s 00 1
46 4. roll Again 48 4. rol Again 24  +4 Modifier to Fire 00 10%
5. Roll Again 5. Roll Aga!n 23 Ammo Exp, avoid on 6+ [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+ 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 5 A
5 U Leg A gamePlabe 15 -3 Movement Points @)
. Upper Leg Actuator 2. Upper Leg Actuator ] a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Heat Sink Damage Transfer 5. Heat Sink 180 iMMDZZi?::EUPESS 2
6. Heat Sink Diagram 6. Heat Sink 5 1 Movement Points 1
\ /7 '\ / | o

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

\
Type: Warhammer WHM-9K
Movement Points: Tonnage: 70
Walking: 4 Tech Base: Inner Sphere
Running: 6 Rules Level: Standard
Jumping: 0 Role: Brawler
Engine Type: 280 Light
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Heavy PPC LA 15 15[DE] 3 6 12 18
1 Heavy PPC RA 15 15 [DE] 3 6 12 18
1 MML 8 RT 5 [MCS]
LRM 1/Msl 6 7 14 21
SRAM 2/Msl - 3 6 9

Maximum Heat (Dissipation): 35 (32)

( WARRIOR D \

Name: Kyudo

BATTLETECH

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

ARMOR DIAGRAM

Standard Armor

Left Torso

Head (9)
Right Torso

O00000000
000000000

0000000000

Right Arm
(22)

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

(13)

Left Right
Torso Rear Torso Rear
Ammo: (MML 8/LRM] 13, [MML 9/SRM) 11 (10) (10)
\, BV: 3083 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ " Scalo
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. Cockpit 2. Upper Arm Actuator (¢} 30%
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator g 29
™2 4.[Double Heat Sink 5. Sensors ™2 4. Double Heat Sink o -
5.| Double Heat Sink 6. Life Support 5.| Double Heat Sink o 28
6.1 Double Heat Sink 6.1 Double Heat Sink Left o\ Right 27
(o] ]
1.[Heavy PPC Center Torso 1.[Heavy PPC A,,r,r,n o A1r1m 26*
2.| Heavy PPC 1. Light Fusion Engine 2.| Heavy PPC (1) o) ") |25
4-6 3.| Heavy PPC 2. Light Fusion Engine a4-6 3.| Heavy PPC 247
4.1 Heavy PPC 3. Light Fusion Engine 4.1 Heavy PPC 234
5. Endo Steel 1-3 4 Gyro 5. Endo Steel —
6. Endo Steel 5. Gyro 6. Endo Steel )
6. G Left Right 21
. Gyro Leg Leg 207
1. Gyro . (15) (15) -
Left Torso 2. Light Fusion Engine nght Torso (CASEIl) 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.[ Double Heat Sink 5. Endo Steel 3.[MML 9
- . . - 16
1-3 4.| Double Heat Sink 6. Endo Steel 1-3 4.| MML 9 Double Heat Sinks: N -
5.1 Double Heat Sink 5. MML 9 16 (32] 15
6.[ Double Heat Sink Engine Hits O O O 6. MML 9 Level* Effects (32) 14%
i 30 Shutd
1.| Double Heat Sink Gyro HitsO O 1. lMmLg o8 A;mstV:p avoid on B+ 00 1371
2., Double Heat Sink Sensor Hits O O 2. Ammo (MML 8/LRM] 13 B Sl e 00 12
3.[ Double Heat Sink Life Support O 3. Ammo (MML 3/SRM) 11 55 & Movement Point 00 IT
4-6 4| Double Heat Sink 4-6 4 casell o Movernent roints
: . : 24 +4 Modifier to Fire (o]e) 107
5.1 Double Heat Sink 5. Endo Steel 53 A ;
mmo Exp, avoid on 6+ O O g
6. Endo Steel 6. Endo Steel -
22 Shutdown, avoid on 8+ O 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 A
- Hip game P labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Endo Steel Damage Transfer 5. Endo Steel 1o -2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 2 1 hhodiier to fire 1
- vemen n
\, / '\ ovement Foints / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR DATA
TVPE= Marauder [BOU"W Hunter-301 5] Name: Legend of the Bounty Hunter
Movement Points: Tonnage: 75 . _— .
G skil: 4 Pilating Skill: 4
Walking: 3 Tech Base: Inner Sphere vnnery Sk rloting Si
Running: 5 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 3 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 225 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 PPC LA 10 10[DE] 3 6 12 18
1 Medium Laser LA 3 5][DE] - 3 6 9
Left Arm Right Arm
1 PPC RA 10 10[DE] 3 6 12 18 (24) (24)
1 Medium Laser RA 3 5[DE] - 3 6 9
1 Medium Laser LT 3 5[DE] - 3 6 9
1 PPC RT 10 10 [DE] 3 6 12 18
1 Medium Laser RT 3 5|[DE] - 3 6 9 Left Right
1 Medium Laser CT 3 5][DE] - 3 6 9 Leg Center Leg
(32) Torso (32)
Maximum Heat (Dissipation): 45 (36) (10)
Left Right
Torso Rear Torso Rear
(8) (8)
\, Bv: 2,111 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (16 Right Torso (16) 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 o 30%
3.[ Double Heat Sink 4. Roll Again 3.[ Double Heat Sink o
1-3 4| Double Heat Sink 5. Sensors 1-3 4| Double Heat Sink 3 29*
5. Double Heat Sink 6. Life Support 5. Double Heat Sink ° 28
6.[ Double Heat Sink 6.[ Double Heat Sink Left ol Right 27
O *}
1.| Double Heat Sink Center Torso 1.| Double Heat Sink A,,r;n o A;: 26*
2.1 Double Heat Sink 1. Fusion Engine 2.1 Double Heat Sink (12 o) (12) |25
4-6 3.[PPC 2. Fusion Engine a4-6 3.[PPC 247
4.| PPC 13 3. Fusion Engine 4.| PPC 237
5.LPPC = .L
. 4. Gyro 5 PPC_ 50
6. Medium Laser 5. Gyro 6. Medium Laser )
6. Gyro Left Right 21
. Leg Leg 3
20
1. Gyro ' (16) (18) T
I_.eft Torso . 2. Fusion Engine I_?lght Torso . |
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 ,_\ 177
3.1 Double Heat Sink 5. Jump Jet 3.LDouble Heat Sink _
1-3 4.[ Double Heat Sink 6. Medium Laser 1-3 4.[ Double Heat Sink HEAT DATA s N |18
Double Heat Sinks: E
5.| Double Heat Sink 5.| Double Heat Sink Heat 18 (36 15
6.L Double Heat Sink Engine Hits O O O 6.LDouble Heat Sink Level* Effects (38) 14
- i - 30 Shutd
1.[ Double Heat Sink Gyro Hits QO O 1.[PPC rdonn - 00 1371
" S H o o 28 Ammo Exp, avoid on 8+
2.| Double Heat Sink ensor Hits 2.| pPC . 12
o | e e e Life Support O = L pe 26  Shutdown, avoid on 10+ ole)
a6 , ou X e Heat Sin a4-6 , . 25 -5 Movement Points O O 11
4. Medium Laser 4. Medium Laser L R =
5. Roll A 5. Roll Adai 24  +4 Modifier to Fire (o]e) 10
8. RD” Aga\n B‘ ROH Aga!n 23 Ammo Exp, avoid on 6+ [e)e) 9
- nholtAgain - hollAgain 22 Shutdown, avoid on 8+ OO r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
. l_ . 17  +3 Modifier to Fire O 3
1. Hip 1. Hip ) 5
game P labs 15 3IM t Point:
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator :ll g EEMMDd'f'er EDF'FI'ret
5. Jump Jet Damage Transfer 5. Jump Jet g -+1 ,\AD'\J/Z:;:::W 'Sil:es 2
6. Roll A i 6. Roll Agai 1
o Agamn Diagram o Again 5 -1 Movement Points
\ / '\ / | o
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BATTLEMECH RECORD SHEET

Maximum Heat (Dissipation): 37 (30)

Ammo: (Gauss) 16

( 'MECH DATA \ \
Type: Marauder (Bounty Hunter-3138)
Movement Points: Tonnage: 75
Walking: 4 Tech Base: Mixed
Running: 6 Rules Level: Standard
Jumping: 4 Role: Sniper
Engine Type: 300 XL
Weapons & Equipment Inventory [hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC (C) LA 15 15[DE] 7 14 23
1 Medium Laser LA 3 5][DE] 3 6 89
1 ERPPC (C) RA 15 15 [DE] 7 14 23
1 Medium Laser RA 3 5[DE] 3 6 9
1 Gauss Rifle (C) RT 1 15[DBX] 2 7 15 @22

\ BV: 6,553

®

ARRIOR DATA \

BATTLETECH

Name: Legend of the Bounty Hunter

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

Left
Torso Rear

(8)

Left Torso

ARMOR DIAGRAM

Standard Armor

Head (9)

Right Torso

Center
Torso
(10)

Right Arm

(24)

Right

Torso Rear

(8)

INTERNAL STRUCTURE DIAGRAM

/ \ \ Standard Structure Heat
CRITICAL TABLE \ " Scale
Head Left Torso (16) Right Torso (16)  ((verfiow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator g 29
1-3 4 [ER PPC [Clan] 5. Sensors 1-3 4 [ER PPC [Clan] o -
5.LER PPC [Clan] 6. Life Support 5.LER PPC [Clan] ° 28
6. Medium Laser 6. Medium Laser Left ol Right 27
*}
1. Roll Again Center Torso 1. Roll Again A,Ir;n g A;: EG*
2. Roll Again 1. XL Fusion Engine 2. Roll Again (12 o) (12 25
46 3. Roll Again 2. XL Fusion Engine 46 3. Roll Again 24’
4. Roll Again 3. XL Fusion Engine 4. Roll Again 53 ¥
5. Roll Again 1-3 4 Gyro 5. Roll Again —
6. Roll Again g gym 6. Roll Again Lefe Right ~
- byro Leg Leg 207
1. Gyro . (16) (186) -
Left Torso 2. XL Fusion Engine nght Torso (CASE) 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18%
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine ,_\ 17
3. XL Fusion Engine 5. Jump Jet 3. XL Fusion Engine _
1-3 4.[Double Heat Sink 8. Jump Jot 1-3 4.[Gauss Rifle [Clan] HEAT DATA Double Heat Sinks: Y =
5.| Double Heat Sink 5.| Gauss Rifle [Clan] Heat 15 [SDj 15
6.L Double Heat Sink Engine Hits O O O 6.| Gauss Rifle [Clan] Level* Effects 14
1.] Double Heat Sink Gyro Hits O O 1.| Gauss Rifle [Clan] Sg ih”tdo"EV” dongs 00 137
2.| Double Heat Sink Sensor HitsQ O 2.| Gauss Rifle [Clan] mmo EXp, avoid on 00 12
3.1 Double Heat Sink Life Support O 3.LGauss Rifle [Clan] 26 Shutdown, avoid on o
4_6 - ) 4_6 25 -5 Movement Points O O 11
4.[ Double Heat Sink 4. Ammo (Gauss) 8 54  +4 Modifier to Fire 00 107
5.| Double Heat Sink 5. Ammo (Gauss) 8 53 Ammo Exp. avoid on 6+
6. Double Heat Sink 6. CASE o o P, ave 0]@) 9
utdown, 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. Hip l_ 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 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Jump Jet Damage Transfer 5. Jump Jet 180 qu“ADVZ?EHE Pﬁ'”ts 2
6. Roll Again Diagram 6. Roll Again A 3 'n'jerntﬂp 'Ei 1
\, / '\ ovement Foints / | o
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

Movement Points:

Type: Marauder Il (Bounty Hunter)

Tonnage:

100

N\

Maximum Heat (Dissipation): 47 (34)

Walking: 3 Tech Base: Clan

Running: 5 Rules Level: Standard
Jumping: 3 Role: Sniper

Engine Type: 300 Fusion
Weapons & Equipment Inventory (hexes)

# Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC LA 15 15[DE] — 7 14 238
2 Medium Pulse Laser LA 4 7[P] — 4 8 12
1 ERPPC RA 15 15 [DE] — 7 14 238
2 Medium Pulse Laser RA 4 7[P] — 4 8 12
1 Targeting Computer LT — [E] - - - =
1 Gauss Rifle RT 1 15[DBX] 2 7 15 @22

BATTLETECH

( WARRIOR DATA \

Name: Jonathan Kamimori

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

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

i

OO0 (®)
[o)e)
OOOOSO
O 0 10°0
000 | ~O
(O(o)g [o)(e)
[O)(e)(e]
(O)x(e)
[O)(e)(e]
(O)x(e)
[O)(e)(e]
(O)xe)
O 0 0
(O)x(e)
[O)exe
()¢
[O)exe
(O)x(e)
OOOOO
O

Right Arm
(34)

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

(16)

00000000
00000000

Left Right
Torso Rear Torso Rear
Ammo: (Gauss) 16 (11) (1)
. o
\, BV: 3116 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel 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. Cockpit 2. Upper Arm Actuator o 30¥
13 3.[Doub|e Heat Sink 4. Roll Again 13 3.[Double Heat Sink e =9
™2 4..Double Heat Sink 5. Sensors ™ 4.L Double Heat Sink 9 -
5.[Doub|e Heat Sink 6. Life Support 5. [Double Heat Sink S 28
6.1 Double Heat Sink 6.LDouble Heat Sink 8 27
*}
1.[ER PPC Center Torso ‘I-[ER PPC 8 26*
2.LERPPC 1. Fusion Engine 2.LERPPC 25
4.6 3. Medium Pulse Laser 2. Fusion Engine 4.6 3. Medium Pulse Laser Center 24’
"© 4. Medium Pulse Laser 3. Fusion Engine "O 4. Medium Pulse Laser Torso 53+
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous YT
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous
6. Gyro 21
1 207
. Gyro .
Left Torso 2. Fusion Engine Right Torso (CASE] 19"
1. Jump Jet 3. Fusion Engine ’I.[Double Heat Sink 18%
2.[ Targeting Computer 4-6 4. Fusion Engine 2.LDouble Heat Sink ,_\ 177
3.| Targeting Computer 5. Jump Jet 3. Jump Jet _
1-3 4.| Targeting Computer 6. Endo Steel 1-3 4.[ Gauss Rifle HEAT DATA s 16
. ; Double Heat Sinks: 157
5.| Targeting Computer 5.| Gauss Rifle Heat 17 (34
B.| Targeting Computer Engine Hits 000 6.| Gauss Rifle Level* Effects (34) 147
i 30 Shutd
1.]| Targeting Computer Gyro H!tS (o] o) 1.| Gauss Rifle og Ar;Jmc?‘IIEV:p avoid on 8+ O O 1371
2.1 Targeting Computer S_EI'ISDI“ HitsQ O 2.| Gauss Rifle o6  Shutdown Iavuid on 10+ (@]0) 12
3. Endo Steel Life Support O 3.L Gauss Rifle o5 5 Movemént Points 00 11
48 4. Enco steel 48 4. Ammo (Gauss) 8 24 +4 Modifier to Fire 00 107
5. Endo Steel 5. Ammo (Gauss) 8 23 Ammo Exp, avoid on B+
6. Endo Steel 6. Ferro-Fibrous 55 Shutdown avoid on B+ oo 9
0 ]
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
1. Hip l_ 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Endo Steel Damage Transfer 5. Ferro-Fibrous 180 quthZ?en: F"glnts 2
6. Endo Steel Diagram 6. Ferro-Fibrous A odiner tUP '.'"i 1
-1 Movement Paints
\ / '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

Ammo: (Gauss) 16

Maximum Heat (Dissipation): 31 (30)

/4 \ "/ \
'MECH DATA \ WARRIOR DATA
TVPE= Marauder Il MAD-8K Name: Bounty Hunter (3151)
Movement Points: Tonnage: 100 . _— .
Gi skill: O Piloting Skill: O
Walking: 3 Tech Base: Inner Sphere vnnery Sk rloting Si
Running: 5 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 3 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 300 XL p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 PPC LA 10 10[DE] 3 6 12 18
1 Light PPC LA 5 5[DE] 3 6 12 18
1 PPC RA 10 10 [DE] 3 6 12 18
1 Light PPC RA 5 5][DE] 3 6 12 18
1 Gauss Rifle RT 1 15[DBX] 2 7 15 @22

ARMOR DIAGRAM

Ballistic-Reinforced

Head (9)

Left Torso Right Torso

i

OO0 (®)
[o)e)
OOOOSO
(O)(e)g [O)(¢)
[e)(e)(o) PKo)
(O)(o)g [O)(e)
[o)(e)(e]
(O)(e)
[O)(e)(e]
()¢
000
()¢
[©)(e)(e]
(O)e)
[©)(e)e
()¢
[O)(e)e
OOO
[o)e)

Left Arm Right Arm
(34) (34)
Left Right
Leg Center Leg
(42) Torso (42)

(16)

00000000
00000000

Left Right
Torso Rear Torso Rear
(11) (11)

\, BV: 8835 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (21) Right Torso (21) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder 4 >
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 307
1-3 3. Lower Arm Actuator g 20” Again 1-3 3. Lower Arm Actuator 8 29
"3 4.7PPC . Sensors 3 4.7PPC 0
5.[PPC 6. Life Support 5.[PPC S 28]
6.LpPC 6.Lprc 9 27
*}
1 -[Light PPC Center Torso 1. [Light PPC 9 2‘55*
2.1 Light PPC 1. XL Fusion Engine 2.l Light PPC
4.6 3. Ballistic-Reinforced 2. XL Fusion Engine 4.6 3. Ballistic-Reinforced Center 24
~O 4, Ballistic-Reinforced 3. XL Fusion Engine “O 4. Ballistic-Reinforced Torso 53+
5. Ballistic-Reinforced 1-3 4 Gyro 5. Ballistic-Reinforced —
6. Ballistic-Reinforced 5. Gyro 6. Ballistic-Reinforced
6. Gyro 21
207
1. Gyro i CASE I 197
Left Torso 2. XL Fusion Engine nght Torso ( )
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 ,_\ 177
3. XL Fusion Engine 5. Jump Jet 3. XL Fusion Engine HEAT DATA
- - . . - . 16
1-3 4.[ Double Heat Sink 6. Ammo (Gauss) 8 1-3 4.[ Gauss Rifle Double Heat Sinks: N -
5.| Double Heat Sink 5.| Gauss Rifle Heat 15 (30] 15
6.L Double Heat Sink Engine Hits O O O 6.| Gauss Rifle Level* Effects (30) 147
- i 30 Shutd
1.[ Double Heat Sink Gyro Hits O O 1.| Gauss Rifle B Ao o g 00 13
; Sensor Hits O O i mmo Exp, avold on
2.| Double Heat Sink ) 2.| Gauss Rifle 56  Shutdown. avoid on 10+ (@]0) 12
3.LDouble Heat Sink Life Support O 3.| Gauss Rifle o5 5 Movemént Points 00 11
4-6 4.[ Double Heat Sink 4-6 4.[ Gauss Rifle 54 +4 Modifier to Fire 00 107
5.| Double Heat Sink 5. Ammo (Gauss) 8 53 A E id on 6+
6.1 Double Heat Sink 6. CASEIl e S, Aol on 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
. 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator :ll g EEMMDd'f'er EDF'FI'ret
5. Jump Jet Damage Transfer 5. Jump Jet g -+1 ’\ons:.went E.m s 2
6. Ballistic-Reinforced Diagram 6. Ballistic-Reinforced odiherto Fire 1
\ / \\ 5 -1 Movement Points / o
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Loki Mk Il (Hel) (Prime) Name: Kolbitr
Movement Points: Tonnage: 65 . _— .
Gi skill: O Piloting Skill: O
Walking: 4 Tech Base: Clan vnnery Sk rloting Si
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 260 XL p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Gauss Rifle LA 1 15[DBX] 2 7 15 @22
1 ER Large Laser LA 12 10[DE] — 8 15 25 Left A Right A
t
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22 (20) Too)
1 ER Large Laser RA 12 10 [DE] — 8 15 25
1 Streak SRM 4 RT 3 2/Msl[M/C] — 4 8 12
Maximum Heat (Dissipation): 29 (24)
Left Right
Leg Center Leg
Torso
Left Right
Torso Rear Torso Rear
Ammo: (Gauss) 24, (Streak SRM 4) 25 (7) (7)
\, BV: 5297 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ - Soale
Head Left Torso (15 Right Torso (15) Dverflow
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Small Cockpit 2. Upper Arm Actuator 30%
1.3 3[Gauss Rifle 4. Sensors 1.3 3/[Gauss Rifle =9
"3 4.| Gauss Rifle 5. [Doub'e Heat Sink "3 4.| Gauss Rifle -
5.| Gauss Rifle 6.L Double Heat Sink 5.| Gauss Rifle 28
6.| Gauss Rifle 6.| Gauss Rifle Left Right 27
. " Arm Arm 267
1.| Gauss Rifle Center Torso 1.| Gauss Rifle 10 10 -
2.1 Gauss Rifle 1. XL Fusion Engine 2.1 Gauss Rifle (10 (101 |25
4.6 3. ER Large Laser 2. XL Fusion Engine 4.6 3. ER Large Laser 24’
"O 4. Endo Steel 3. XL Fusion Engine " 4. Endo Steel 237
5. Ferro-Fibrous 1-3 4. Gyro 5. Endo Steel =
. . . 22
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous )
. Left Right 21
6. Gyro
Leg Leg 207
1. Gyro . (15) (15) =
Left Torso 2. XL Fusion Engine nght 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. Ammo (Gauss) 8 5. Double Heat Sink 3. Streak SRM 4 16
1-3 4. Ammo (Gauss) 8 S.[Double Heat Sink 1-3 4. Ammo (Streak SRM 4) 25 Double Heat Sinks: N -
5. Endo Steel 5. Ammo (Gauss) 8 19 24' 15
6. Ferro-Fibrous Engine Hits O O O 6. Endo Steel Level* Effects (24) 147
i 30 Shutd
1. Roll Again Gyro H!tsoo 1. Ferro-Fibrous o8 A N D‘:Evn idon 8+ (o]e) 137
2. Roll Again Sensor Hits O O 2. Rol Again me Bxp. avord on 12
' g Life Support O ' gai 26  Shutdown, avoid on 10+ 0]@)
3. Roll Again PP 3. Roll Again 55 -5 Movement Points O 11
4'64 Roll A 4"64 Roll Agai . )
- DORAgan - HotAgain 24 +4 Modifier to Fire 10
5. Roll Again 5. Roll Again ; O
8. Roll A B‘ Roll Aai 23 Ammo Exp, avoid on 6+ @) 9
- ROl Again - Mol Agan 22 Shutdown, avoid on 8+ O FE
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 P labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Endo Steel Damage Transfer 5. Endo Steel 1o -2 Movement F'qnts 2
6. Ferro-Fibrous Diagram B. Ferro-Fibrous 8  +1 Modifier to F|.re 1
\ / \\ 5 -1 Movement Points / o
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ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR D

Type: Loki Mk Il (Hel) A

Name: Michi Fraser

\“I(';;‘I’;':;”t p°'2ts: I:ZE?:S:E Slz . Gunnery Skill: 4 Piloting Skill: 4
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 [ 4 | 5 | &
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 260 XL
Weapons & Equipment Inventory (hexes) /
# Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC LA 15 15[DE] — 7 14 238
1 Medium Pulse Laser LA 4 7[P] — 4 8 12
Left Arm Right Arm
1 ERPPC RA 15 15[DE] - 7 14 23 (20) (20)
1 Medium Pulse Laser RA 4 7[P] — 4 8 12
1 LB10XAC LT 2 10[DBC/F/S] - 6 12 18
2 Imp. Heavy Medium RT 7 10[DEX] - 3 6 89
Laser Left Right
2 AP Gauss Rifle RT 1 3[DBAIX] - 3 6 9 Leg Center Leg
1 Angel ECM Suite RT — [E] - - _ B Torso

Maximum Heat (Dissipation): 56 (32)

Left Right
Torso Rear Torso Rear
Ammo: (AP Gauss) 40, (LB-10X) 10, (LB-10X Cluster) 10 (7) (7)

\BY: 2474 @

\

/ \ Endo Steel Heat
CRITICAL TABLE \ dons Scale

Head Left Torso (15 Right Torso (15) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Small Cockpit 2. Upper Arm Actuator 30%
13 3.[Doub|e Heat Sink 4. Sensors 133 [Double Heat Sink =9
™2 4..Double Heat Sink 5. [Doub'e Heat Sink ™ 4.L Double Heat Sink -
5.[Doub|e Heat Sink 6.L Double Heat Sink 5. [Double Heat Sink 28
6.1 Double Heat Sink 6.LDouble Heat Sink Left Right 27
*}
1.[ER PPC Center Torso ‘I-[ER PPC A,,r: A;;‘ 26*
2.LErPPC 1. XL Fusion Engine 2.LErPPC (19 ey 1 es
4.6 3. Medium Pulse Laser 2. XL Fusion Engine 4.6 3. Medium Pulse Laser 24’
4. Endo Steel 3. XL Fusion Engine 4. Endo Steel 53 ¥
5. Ferro-Fibrous 1-3 4. Gyro 5. Endo Steel YT
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous )
6. Gyro Left Right 21
- oY Leg Leg 207
1. Gyro ' (15) (15) -
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18%
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17
3.[LB10-XAC 5. Double Heat Sink 3. [Imp. Heavy Medium Laser 16
1-3 4.[LB10-XAC 6.LDouble Heat Sink 1-3 4.LImp. Heavy Medium Laser Double Heat Sinks: N -
5.| LB 10-X AC 5.[Imp. Heavy Medium Laser 18 32' 15
6.[LB10-X AC Engine Hits O O O 6.LImp. Heavy Medium Laser Level* Effects (32) 14
i 30 Shutd
1.[LB 10X AC Gyro HitsO O 1. AP Gauss Rifle 8 A va:p avoid on B+ 00 1371
2. Ammo (LB-10X] 10 Sensor Hits O O 2. AP Gauss Rifle B Sl e 00 12
3. Ammo (LB-10X Cluster) 10 Life Support O 3. [Angel ECM Suite 55 & Moverment Points 00 IT
4-6 4. Ammo (AP Gauss) 40 4-6 4.1 Angel ECM Suite e ) =
24 +4 Modifier to Fire (o]e) 10
5. Endo Steel 5. Endo Steel 53 A ;
. . mmo Exp, avoid on 6+ O O g
6. Ferro-Fibrous 6. Ferro-Fibrous o5 gh -
utdown, avoid on 8+ O 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement F'qnts 2
6. Ferro-Fibrous Diagram B. Ferro-Fibrous 8  +1 Modifier to F|.re 1
\ / \\ 5 -1 Movement Points / o
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ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR D

Type: Mad Cat (Timber Wolf) (Bounty Hunter) Name: Walt Urizernan
Movement Points: Tonnage: 75 . _— .
. G Skil: 0 Pilating Skill: O
Walking: 5 Tech Base: Clan vnnery Sk rloting Si
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 375 XL p
Weapons & Equipment Inventory [hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser LA 10 10([P] — 6 14 20
1 Medium Pulse Laser LA 4 7[P] — 4 8 12 i
Left Arm Right Arm
1 Large Pulse Laser RA 10 10[P] - B6 14 20 (24) (24)
1 Medium Pulse Laser RA 4 7[P] — 4 8 12
1 Medium Pulse Laser LT 4 7[P] — 4 8 12
1 Active Probe LT — [E] - - — 5
1 Medium Pulse Laser RT 4 7[P] — 4 8 12 Left Right
1 ECM Suite RT — [E] - - — B Leg Center Leg
. (32) Torso (32)
1 Targeting Computer RT — [E] - - - (9)
1 Light TAG CT — [E] - 3 6 9
Maximum Heat (Dissipation): 36 (32)
Left Right
Torso Rear Torso Rear
(7) (7)
\_BV: 6846 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (16 Right Torso (16) Dverflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30%
1-3 3. Lower Arm Actuator 4. FerroFibrous 1-3 3. Lower Arm Actuator o 29
- 4.[Lar‘ge Pulse Laser 5. S'ensor‘s ™~ a [Lar‘ge Pulse Laser o -
5.lLarge Pulse Laser 6. Life Support 5.lLLarge Pulse Laser g 28
6. Medium Pulse Laser 6. Medium Pulse Laser ol Right 27
O *}
1. Ferro-Fibrous Center Torso 1. Ferro-Fibrous o A1": EG*
2. Roll Again 1. XL Fusion Engine 2. Roll Again o) (12 25
46 3. Roll Again 2. XL Fusion Engine 46 3. Roll Again 24’
4. Roll Again 3. XL Fusion Engine 4. Roll Again 53 ¥
5. Roll Again 1-3 4 Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again Right ~
6. Gyro Leg
207
1. Gyro . (18) 197
Left Torso 2. XL Fusion Engine Right Torso
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. Endo Steel 3. Medium Pulse Laser 16
1-3 4. Double Heat Sink 6. Light TAG 1-3 4. ECM Suite D s N
" - ouble Heat Sinks: 157
5. Medium Pulse Laser 5.[ Targeting Computer 16 (32
6. Active Probe Engine Hits O O O B.| Targeting Computer Level* Effects (32) 147
i 30 Shutd
1. Endo Steel Gyro H!ts oo 1.]| Targeting Computer Htown . (o]e) 137
; Sensor Hits o o X 28 Ammo Exp, avoid on 8+
2. Ferro-Fibrous 2.LTargeting Computer o6  Shutd idon 10+ (@]0) 12
= Life Su ort o utdown, avoid on
3. Ferro-Fibrous PP 3. Endo Steel . 00 11
4_6 4_6 X 25 -5 Movement Points
4. Roll Again 4. Ferro-Fibrous o ) =
) 24  +4 Modifier to Fire (o]e) 10
5. Roll Again 5. Ferro-Fibrous ;
. 23 Ammo Exp, avoid on 6+ O O g
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+ ©) 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 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Endo Steel Damage Transfer 5. Endo Steel 1o -2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 2 1 hhodiier to fire 1
-1 Movement Points
\ /7 '\ / | o
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OMNIMECH RECORD SHEET

( 'MECH DATA \

Type: Mad Cat (Timber Wolf) S

N\

Movement Points: Tonnage: 75
Walking: 5 Tech Base: Clan
Running: 8 Rules Level: Standard
Jumping: 5 Role: Skirmisher
Engine Type: 375 XL

Weapons & Equipment Inventory (hexes)

BATTLETECH

( WARRIOR DATA \

Name: Kendali Morris

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

Head (9)
Left Torso

ARMOR DIAGRAM

Ferro-Fibrous

Right Torso

# Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser LA 10 10([P] — 6 14 20
2 Medium Pulse Laser RA 4 7[P] — 4 8 12 Left A Right A
e rm 1 rm
2 SRMB LT 4 2/Msl[MCS] ~ 3 6 9 (2a) 124)
1 Machine Gun LT — 2[DBAI] -1 2 3
2 SRM 6 RT 4 2/Msl[MCS] - 3 6 9
1 ER Small Laser RT 2 5|[DE] — 2 4 6
1 Machine Gun RT — 2[DBAI] -1 2 3 Left Right
Leg Center Leg
Maximum Heat (Dissipation): 36 (32) (32) Torso (32)
(9)
Torso Rear Torso Rear
Ammo: (MG) 100, (SRM B) 0 (7) (7)
\_BY: 5858 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ == /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (16 Right Torso (16) 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 g 30%
1-3 3. Lower Arm Actuator 4. FerroFibrous 1-3 3. Lower Arm Actuator o 29
- 4.[Lar‘ge Pulse Laser 5. Sensors ™ 4. [Double Heat Sink o -
5.lLarge Pulse Laser 6. Life Support 5.LDouble Heat Sink g 28
6. Ammo (SRM 6) 15 6. Medium Pulse Laser Left ol Right 27
O *}
1. Ammo (SRM B6) 15 Center Torso 1. Medium Pulse Laser A,,r;n o A;: 26*
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ammo (SRM B) 15 (12 o) (12 25
3. Roll Again 2. XL Fusion Engine 3. Ammo (SRM 6) 15 24’
46 4 Rol Aga ' : i 46 4 rerrorib
- holl Again 3. XL Fusion Engine - Ferro-ribrous 23%
5. Roll Again 1-3 4 Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again Lefe Right ~
6. Gyro
Leg Leg 207
CASE 1. Gyro ' (16) (18) T
Left Torso ( ) 2. XL Fusion Engine Right Torso
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 ,_\ 177
1.3 3 SAW8 5. Jump Jet 1.3 2 SAMS HEAT DATA \ [&
"2 4. SRM 6 6. Endo Steel "2 4. SRM 6 D i .
- ouble Heat Sinks: 157
5. Machine Gun 5. ER Small Laser Heat 16 (32
6. Ammo (MG) 100 Engine Hits O O O 6. Machine Gun Level* Effects (32) 147
i 30 Shutd
1. Jump Jet s Gyro :!ts 88 1. Jump Jet og Ar;Jmc?‘IIEV:p. avoid on 8+ O O 1371
2. Jump Jet ensor Hits 2. dump Jet 26 Shutdown, avoid on 10+ o]e) 12
3. Endo Steel Life Support O 3. Endo Steel o5 5 Movemént Points 00 11
4-6 4. Ferro-Fibrous 4-6 4. Ferro-Fibrous 54 +4 Modifier to Fire 00 707
5. Ferro-Fibrous 5. Ferro-Fibrous 23 Ammo Exp, avoid on B+ 00
i : 9
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O O FE
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 Plabs - P 15 -3M t Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator :ll g EEMMDd'f'er EDF'FI'ret
5. Endo Steel Damage Transfer 5. Endo Steel A -+1 ’\ons:jent 'gm s 2
8. Endo Steel Diagram 6. Endo Steel c M odmer tﬂp 'Ti 1
-1 Movement Paints
\ / '\ / | o
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