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OMNIMECH RECORD SHEET

( 'MECH DATA \

Type: Shadow Cat Prime

N\

Movement Points: Tonnage: 45
Walking: 6 Tech Base: Clan
Running:  9[12] Rules Level: Standard
Jumping: 6 Role: Striker
Engine Type: 270 XL
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser LA 5 7[DE] — 5 10 15
1 Gauss Rifle RA 1 15[DBX] 2 7 15 2R
1 Active Praobe LT — [E] - - — 5
1 ER Medium Laser RT 5 7|[DE] — 5 10 15
Physical Attacks
Punch LA — 5 - - - -
Punch RA — 2 - - - =
Kick - -8 - - = =

Maximum Heat (Dissipation): 11 (20)

BATTLETECH

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

ARMOR DIAGRAM

Ferro-Fibrous

Head (8)

Left Torso Right Torso

Center
Torso

(6)

Left Right
Torso Rear Torso Rear
Ammo: (Gauss) 16 (4) (4)
\_BV: 2156 ®
/ \ \ / Endo Steel Heat
CRITICAL TABLE \ - Soale
Head Left Torso (11) Right Torso (11) Dverfiow
Left Arm 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 8 30%
3. Lower Arm Actuator 4. Endo Steel 3.[ Gauss Rifle o 29
1-3 4. Hand Actuator 5. Sensors 1-3 4| Gauss Rifle o -
5. ER Medium Laser 6. Life Support 5.| Gauss Rifle o 28
6. Endo Steel 6.| Gauss Rifle Left g Right 27
*}
1. Endo Steel Center Torso 1.| Gauss Rifle Arm Arm 26
2. Roll Again 1. XL Fusion Engine 2.LGauss Rifle 7 (71 25
46 3. Roll Again 2. XL Fusion Engine 46 3. Endo Steel 247
4. Roll Again 3. XL Fusion Engine 4. Endo Steel 53 ¥
5. Roll Again 1-3 4 Gyro 5. Roll Again -
6. Roll Again 5. Gyro 6. Roll Again Lo I 22
6. Gyro L Lg 21
eg eg 207
1. Gyro . (11) 11) -
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. Jump Jet 5. MASC 3. Jump Jet
1-3 4. Active Probe S.[MASC 1-3 4. ER Medium Laser Double Heat Sinks: N 16*
5. Endo Steel 5. Ammo (Gauss) 8 10 [20]' 15
6. Ferro-Fibrous Engine Hits O O O 6. Ammo (Gauss) 8 Level* Effects 147
1. Ferro-Fibrous Gyro Hits o0 1. Endo Steel S0 Shutdown = O 1371
2. Ferro-Fibrous Sensor HitsQ O 2. Ferro-Fibrous 28 Ammo Exp, aqu on 8+ O 12
P 26  Shutdown, avoid on 10+
3. Roll Again Life Support O 3. Ferro-Fibrous 55 5M ' t Point O 11
4-6 4. Roll Again 4-6 4. Ferro-Fibrous o4 +4 N(I)vcej?en ’(:J.In S 7
5. Roll Again 5. Ferro-Fibrous o3 A cdifier to rire O 10
. mmo Exp, avoid on 6+ O g
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ o) .
20 -4 Movement Points 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hip Ly Y 1. Hip 17  +3 Modifier to Fire O 5 A
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5. Jump Jet Damage Transfer 5. Jump Jet 180 quMDVZ?EHt Pﬁ.'nts 2
6. Jump Jet Diagram 6. Jump Jet 5 AM 3 'n'je';zup Iil;i 1
\ / '\ ovement Foints / | o
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (8)

Left Torso Right Torso

\ \,
( 'MECH DATA \ ( WARRIOR D
Type: Shadow Cat T Name:
\“I(';;‘I’;':;”t p°'gts‘ I:ZE?:S'E: gg . Gunnery Skill Piloting Skill:
Running: 9[12] Rules Level: Standard HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 6 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 270 XL p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser LA 4 7[P] — 4 8 12
1 Ultra AC/10 RA 3 10/Sht[DBR/C] — 6 12 18
1 Active Praobe LT — [E] - - — 5
1 Medium Pulse Laser RT 4 7[P] — 4 8 12
Physical Attacks
Punch LA — 5 - - - =
Punch RA — 2 - - - = i
Kick - = - - - = Leg Center Leg
(18) Torso (18)
Maximum Heat (Dissipation): 14 (20) (8)
Left Right
Torso Rear Torso Rear
Ammo: (Ultra AC/10) 20 (4) (4)
\2V: 1557 @)
/ \ \ / Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (11) Right Torso (11) Dverfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 8 30%
3. Lower Arm Actuator 4. Endo Steel 3.[Uitra AC/10 o 29
1-3 4 Hand Actuator 5. Sensors 1-3 4] Uitra AC/10 o -
5. Medium Pulse Laser 6. Life Support 5.| Ultra AC/10 o 28
6. Endo Steel 6.Luitra AC/10 Left g Right 27
*}
1. Endo Steel Center Torso 1. Endo Steel Arm Arm 26
2. Roll Again 1. XL Fusion Engine 2. Endo Steel (7 (7 257
46 3. Roll Again 2. XL Fusion Engine 46 3. Roll Again 247
4. Roll Aga}n 13 3. XL Fusion Engine 4. Roll Aga?n 53 ¥
5. Roll Aga}n "9 4. Gyro 5. Roll Aga!n YT
6. Roll Again 5. Gyro 6. Roll Again Lefe Right ~
6. Gyro Leg Leg
207
1. Gyro . (11) (1) -
Left Torso 2. XL Fusion Engine Right Torso (CASE) 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18%
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17
3. Jump Jet 5. MASC 3. Jump Jet
1-3 4. Active Probe S.[MASC 1-3 4. Medium Pulse Laser Double Heat Sinks: N 16*
5. Endo Steel 5. Ammo (Ultra AC/10) 10 10 [on 15
B. Ferro-Fibrous Engine Hits O O O 6. Ammo (Ultra AC/10) 10 Level* Effects 14
1. Ferro-Fibrous Gyro Hits o0 1. Endo Steel S0 Shutdown = O 1371
2. Ferro-Fibrous Sensor HitsQ O 2. Ferro-Fibrous 28 Ammo Exp, aqu on 8+ O 12
3. Roll Again Life Support O 3. Ferro-Fibrous 26 Shutdown, avoid on 10+
4_6 4' Roll A 4_6 4' F Fib 25 5 Movement Pqnts O 11
) gain - erro-Tiorous 24  +4 Modifier to Fire O 104
5. Roll Again 5. Ferro-Fibrous ]
6. Roll Again 6. Roll Again 23 Ammo Exp, avoid on 6+ @) 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. 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 Shumov‘_’”j aVU'd_D” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5. Jump Jet Damage Transfer 5. Jump Jet 180 -qu'\onz:jen: Pﬁ'”ts 2
6. Jump Jet Diagram 6. Jump Jet 5 AM 3 'n'je';tup Iil;i 1
\ /7 '\ ovement Toms / | o

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

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR D

Type: Shockwave SKW-2F

Name:
Movement Points: Tonnage: 50 . _— .
Gi Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere unnerySidlt - Filoting =K
Running: 8 Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 250 XL p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 ER Large Laser LT 12 8[DE] — 7 14 18
1 Rotary AG/5 RT 1 5/Sht[DBR/C] — 5 10 15 )
Left Arm Right Arm
1 LRM 10 RT 4 1/Msl[MGCS] B 7 14 21 (15) (15)
w,/ Artemis IV *;' N
Physical Attacks el gﬁl
- A
- Sl Dy e
Punch RA — 5 - - - - Sy /N Left Right
A \\‘»/A ] 20, g
f _ _ k‘* { 7 (7 Leg Center Leg
Kick 10 ,‘a‘w‘ 4
;"' A (22) Torso (22)

Maximum Heat (Dissipation): 22 (22) (9)

Left Right
Torso Rear Torso Rear
Ammo: (LRM 10 Artemis) 12, (RAC/5) 40 (6) (6)

\_BY: 1453 @

\

/ \ Endo Steel Heat
CRITICAL TABLE \ Hons Scale

Head Left Torso (12 Right Torso (12) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
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 6. Life Support 5. Endo Steel 28
B. Endo Steel 6. Endo Steel Left Right | 27
*}
1. Endo Steel Center Torso 1. Endo Steel A;m A;m EG*
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel (8] (8] 25
46 3. Endo Steel 2. XL Fusion Engine 46 3. Endo Steel 24’
4. Endo Steel 13 3. XL Fusion Engine 4. Endo Steel 53 ¥
5. Endo Steel - 5. Endo Steel
5 RnIIDA ee 4. Gyro ndo Stee 20
. Roll Again 5. Gyro 6. Roll Again Lefe Right
6. Gyro ? 21
Leg Leg 207
1. Gyro ' (12) (12) T
Left Torso 2. XL Fusion Engine Right Torso
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18%
2. XL Fus!un Eng!ne 4-6 4. XL Fusion Engine 2. XL Fus!on Eng!ne 17
1-3 3. XL Fusion Engl_ne 5. Ammo (RAC/5) 20 1-3 3. XL Fusion Engine \ 16
4.[ Double Heat Sink 6. Ammo (RAC/5) 20 4.[ Rotary AC/5 Double Heat Sinks: -
5.| Double Heat Sink 5.| Rotary AC/5 11 (2] 15
6.L Double Heat Sink Engine Hits O O O 6.| Rotary AC/5 Level* Effects (22) 14
G\jl“D HitsQ O 30 Shutdown 134
1.[ER Large Laser S Hits © O 1.| Rotary AC/5 28 Ammo Exp, avoid on 8+ (o]e)
2.1 ER Large L ensor Hits 2.| Rotary AC/5 . 12
-LER Large Laser ; | Rotary AC/ 26  Shutdown, avaid on 10+ @)
3. Ammo (LRM 10 Artemis) 12 Life Support O 3.LRotary AC/5 55 & Moverment Points 0 IT
4-6 4. Rol Again 4-6 4'["“"" 10 24  +4 Madifier to Fire O 107
5. Roll Again S.LLRM 1,0 23 Ammo Exp, avoid on 6+ O g
6. Roll Again 6. Artemis IV FCS 599 Shutdown. avoid on B+
’ *}
20 -4 Movement Points o 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
: : 17  +3 Madifier to Fire e
1. Hip ga!: - 1. Hip 3 Modif 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again g 4;1MMDd|fler‘ zuPH‘ret 1
- vemen n
\ /7 '\ ovement Toms / | o

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

( 'MECH DATA \

Type: Shockwave SKW-6H

N\

Maximum Heat (Dissipation): 24 (20)

Ammo: (LRM 10) 12, (Uttra AG/10) 20

Movement Points: Tonnage: 50
Walking: 5 Tech Base: Inner Sphere
Running: 8 Rules Level: Standard
Jumping: 0 Role: Sniper
Engine Type: 250 XL
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 ER Large Laser LT 12 8[DE] — 7 14 18
1 Ultra AC/10 RT 4 10/Sht[DBR/C] — 6 12 18
1 LRM 10 RT 4 1/Msl[MCS] 6 7 14 21
Physical Attacks
Punch LA — 5 - - - -
Punch RA — 5 - - - -
Kick - — 10 - - - -

ARRIOR DATA \

BATTLETECH

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

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

Left Arm Right Arm
(15) (15)
Left Right
Leg Center Leg
(22) Torso (22)

(9)

Left
Torso Rear
(6)

Right
Torso Rear

(8)

\, BV: 1,384 @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (12 Right Torso (12) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. 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 B. Life Support 5. Endo Steel 28
6. Endo Steel 6. Endo Steel Left Right | 27
*}
1. Endo Steel Center Torso 1. Endo Steel A;m A;m EG*
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel (8] (8] 25
46 3. Endo Steel 2. XL Fusion Engine 46 3. Endo Steel 24’
"O 4. Endo Steel 3. XL Fusion Engine " 4. Endo Steel 237
5. Endo Steel 1-3 4 XL eyro 5. Endo Steel —
6. Roll Again 6. Roll Again
’ g i:: gv:g ° Left Right 21
. Vi Leg Leg 207
1. XL Gyro i (12) (12)
Left Torso (CASE) 2 XL Gyre Right Torso 197
1. XL Fusion Engine 3. XL Gyro 1. XL Fusion Engine 18%
g. it IIzus!un Eng!ne 4-6 4. XL Fusion Engine g it 'Izus!nn Eng!ne ,_\ 177
. usion Engine 5. XL Fusion Engine . usion Engine _
1-3 4.[ER Large Laser 6. XL Fusion Engine 1-3 4.[Ultra AC/10 HEAT DATA s N |18
9 Double Heat Sinks +
5.LER Large Laser 5.| Ultra AC/10 Heat 10 ED' 15
6. Ammo (Ultra AC/10) 10 Engine Hits 000 6.| Ultra AC/10 Level* Effects (20) 147
i 30 Shutd
1. Ammoa [Ultra AC/10) 10 Gyro Hits O O 1.| urtra Ac/10 o8 A Y D"EV” dongs 'e) 137
Sensor Hits O O mmo Exp, avold on
2. Ammo (LRM 10) 12 2.| Ultra AC/10 . O 12
Life S tO 26  Shutdown, avoid on 10+
3. CASE ITe suppor 3.| Ultra AC/10 o5 5M t Point: O 11
4-6 4. Roll Again 4-6 4| uira AC/10 o overnent roints
: : 24 +4 Modifier to Fire O 107
5. Roll Again 5.[LRM 10 o3 A ;
mmo Exp, avoid on 6+ O g
6. Roll Again 6.LLRM 10 oo 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. 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 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again g 4;1MMDd|fler‘ zuPH‘ret 1
\ VAN -1 Movement Points y. 5

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

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Jade Hawk Name:
Movement Points: Tonnage: 75 . _— .
Gi Skill: Piloting Skill:
Walking: 5 Tech Base: Clan unnerySidlt - Filoting =K
Running:  8[10] Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 6 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
2 ER Small Laser LA 2 5][DE] — 2 4 6
2 ER Small Laser RA 2 5[DE] — 2 4 6
. . Left Arm Right Arm
1 Partial Wing RT/LT — [E] - - - (24) (24)
2 Streak SRM 6 LT 4 2/Msl[M,C] — 4 8 12
2 Streak SRM 6 RT 4 2/Msl[M/C] — 4 8 12
1 Light Active Probe HD — [E] - - — 3
Physical Attacks Left Right
Punch LA — 8 - - - ['-;gl Center ['-;a?]
Torso
Punch RA — 8 - - = (10)
Kick - - 15 - - -
Maximum Heat (Dissipation): 24 (29)
Left Right
Torso Rear Torso Rear
Ammo: (Streak SRM B6) 80 (8) (8)
\, BV: 2,523 @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ 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. C_OCkP't ) 2. Upper Arm Actuator g 30%
1-3 3. Lower Arm Actuator 4. Light Active Probe 1-3 3. Lower Arm Actuator o 29
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator o -
5. ER Small Laser 6. Life Support 5. ER Small Laser ° 28
6. ER Small Laser 6. ER Small Laser ol Right 27
O *}
1. Ammo (Streak SRM 6) 15 Center Torso 1. Ammo (Streak SRM 6] 15 of Am 28
2. Endo Steel 1. XL Fusion Engine 2. Ferro-Fibrous o) (12 25
46 3. Endo Steel 2. XL Fusion Engine 46 3. Ferro-Fibrous 24’
"O 4. Endo Steel 3. XL Fusion Engine " 4. Ferro-Fibrous 237
5. Endo Steel 1-3 4. Gyro 5. Ferro-Fibrous =
' ‘ 22
6. Endo Steel 5. Gyro 6. Ferro-Fibrous .
. Right 21
6. Gyro
Leg 207
CASE 1. Gyro i CASE (e 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
1-3 3.[ Partial Wing 5. Jump Jet 1-3 3.[ Partial Wing 16
4| Partial Wing 6. Supercharger 4| Partial Wing Laser Heat Sinks: 154
5.1 Partial Wing 5.1 Partial Wing 13[29)
6. Jump Jet Engine H!tS 000 6. Jump Jet LEBVEE)H Shutdo\llzvﬁems (Partial Wing +3) 147
*)
1. Jump Jet Gyro H!ts 00 1. Jump Jet ' (o]e) 13
Sensor Hits o o 28 Ammo Exp, avoid on 8+
2.[ Streak SRM 6 2.[ Streak SRM 6 56  Shutd idon 10+ (@]0) 12
Life Su ort o utdown, avoid on
3.LStreak SRM 6 PP 3.LStreak SRM 6 . 11
4-6 4-6 25 -5 Movement Points (o]e)
4. [Streak SRM 6 4. [Streak SRM 6 54 +4 Modifier to Fire 0O 107
5.1 Streak SRM 6 5.LStreak SRM 6 o3 A ;
mmo Exp, avoid on 6+ O g
6. Ammo (Streak SRM 6) 15 6. Ammo (Streak SRM 6) 15 oo gh -
utdown, 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 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 1o -2 Movement F'qnts 2
6. Ferro-Fibrous Diagram B. Ferro-Fibrous g 4;1MMDd|fler‘ zuPH‘ret 1
- vemen n
\ / '\ ovement Toms / | o

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

BATTLEMECH RECORD SHEET

( 'MECH DATA \

( WARRIOR DATA \

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

N
Type: Jade Hawk JHK-03 Name:
Movement Points: Tonnage: 75 . _— .
. Gi Skill: Piloting Skill:
Walking: 51[6] Tech Base: Mixed unnery il Frloting 5K
Running: 8[12] Rules Level: Advanced HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 4 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 Claw LA — 1 - - -
2 ER Small Laser (C) LA 2 5[DE] - 2 4 8
Left Arm Right Arm
1 Claw RA — 11 - - - (22) (22)
2 ER Small Laser (C) RA 2 5[DE] - 2 4 8
1 Partial Wing (C) RT/LT — [E] - - -
2 SRM B (C) LT 4 2/Msl[MCS] - 3 6 9
2 SRM B (C) RT 4 2/Msl[MCS] - 3 6 9 Left Right
Physical Attacks [Lgegg] Genter (I;E?]
. Torso
Kick — — 15[30] - - - (1)
Maximum Heat (Dissipation): 24 (27)
Left Right
Torso Rear Torso Rear
Ammo: (SRM 8) 30 (8) (8)
\, Bv: 2,160 @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Hoad 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 o 30%
o
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator o 29
"2 4.[Claw 5. Sensors ™2 4.[Claw o -
5.| Claw 6. Life Support 5.| Claw ° 28
B.| Claw 6.| Claw Left ol Right 27
O *}
1.| Claw Center Torso 1.| Claw [A,,r: ) ° (A1r;n ) EG*
2.LClaw 1. XL Fusion Engine 2.LClaw o 25
4.6 3. ER Small Laser 2. XL Fusion Engine 4-6 3. ER Small Laser 24’
"O 4. ER Small Laser 3. XL Fusion Engine "O 4. ER Small Laser 237
5. Triple Strength Myomer 1-3 4. Gyro 5. Triple Strength Myomer YT
6. Roll Again 5. Gyro 6. Roll Again .
. Left Right 21
6. Gyro Leg 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
3.[ Partial Win 3.[ Partial Win
1-3 ;| poric Wind 5. Jump Jet 1-3 4| portinl Wins HEAT DATA A 16
|| Larval wing 6. Supercharger || arval wing Double Heat Sinks: 7
5.1 Partial Wing 5.L Partial Wing Heat 1o [27]' 15
6. Jump Jet Engine H!ts 000 6. Jump Jet Level* Effects (Partial Wing +3) 147
1. SRM 6 Gyro Hits O O 1. SRM 6 29 Shuwown 00 137
o SAM B Sensor Hits o o 5 SRM G 28 Ammo Exp, avoid on 8+ 1o
' ; ' 26  Shutdown, avoid on 10+ 0]@)
3. Ammo (SRM 6) 15 Life Support O 3. Ammo (SRM 6) 15 o5 M  Point 0 IT
4-6 4. Endo Steel 4-6 4. Endo Steel - Viovement Foints
' ’ 24  +4 Modifier to Fire O 10
5. Endo Steel 5. Endo Steel o3 A ;
mmo Exp, avoid on 6+ O g
6. Endo Steel 6. Endo Steel oo gh -
utdown, avoid on 8+ O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hi 1. Hi 17 +3 Modifier to Fire @) 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 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Triple Strength Myomer Damage Transfer 5. Triple Strength Myomer 180 quMsz?en: F"gmts 2
6. Triple Strength Myomer Diagram 6. Triple Strength Myomer 5 M oditier tUP |‘ret 1
\ VAN -1 Movement Points y. 5
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

Right Torso

( 'MECH DATA \ \ ( WARRIOR D \
Type: Stalker STK-8S Name:
Movement Points: Tonnage: 85 . I .
Walking: 3 Tech Base: Inner Sphere Gunnery Skill: ____ Piloting Skl
Running: 5 Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 255 Light
Weapons & Equipment Inventory (hexes) /
# Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC LA 15 10[DE] 7 14 23
1 Medium Pulse Laser LA 4 B[P] 2 4 B Left Arm Right Arm
1 ERPPC RA 15 10[DE] 7 14 23 (23) (23)
1 Medium Pulse Laser RA 4 B[PF] 2 4 B
1 ER Medium Laser LT 5 5|[DE] 4 8 12
1 Heavy Gauss Rifle CT/RT2 25/20/10[DBX] 4 6 13 20
1 ER Medium Laser RT 5 5[DE] 4 8 12 Left Right
Physical Attacks [L:EQ ) CT?:::? (";59]
Punch LA — 4 - - = (1)
Punch RA — 4 - - =
Kick - =17 - - =
Maximum Heat (Dissipation): 50 (32)
Left Right
Torso Rear Torso Rear
Ammo: (Heavy Gauss) 12 (7) (7)
. o
\_BY: 2020 &
/ \ \ / Standard Structure Heat
CRITICAL TABLE \ - Scale
Head Left Torso (18 Right Torso (18 Dverfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder S
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator e} 30%
3.[ Double Heat Sink 4. Roll Again 3.[ Double Heat Sink 3 9
1-3 4| Double Heat Sink S. Sensors 1-3 4| Double Heat Sink ) -
5.1 Double Heat Sink 6. Life Support 5.1 Double Heat Sink g 28
6.[ Double Heat Sink 6.[ Double Heat Sink 8 Right 27
1.| Double Heat Sink Center Torso 1.| Double Heat Sink 3t Arm EG:
2.1 Double Heat Sink 1. Light Fusion Engine 2.1 Double Heat Sink o) (141 |25
4-6 3.[ERPPC 2. Light Fusion Engine a4-6 3.[ERPPC 24’
4.|ERPPC 3. Light Fusion Engine 4.|ERPPC 237
5.lER PPC 1-3 4 Gyro 5.lERPPC —
6. Medium Pulse Laser 5. Gyro 6. Medium Pulse Laser Lefe Right
6. Gyro L ? 21
eg Leg 207
1. Gyro ' (18) (18) -
Left Torso 2. Light Fusion Engine Right Torso 19
1. Light Fusion Engine 3. Light Fusion Engine 1. Light Fusion Engine 18%
2. Light Fusion Engine 4-6 4. Light Fusion Engine 2. Light Fusion Engine 17
1-3 3.[ Double Heat Sink 5 [Heavy Gauss Rifle 1-3 3.[ Heavy Gauss Rifle \ 16
4.| Double Heat Sink 6.LHeavy Gauss Rifle 4.| Heavy Gauss Rifle Double Heat Sinks: -
5.1 Double Heat Sink 5.| Heavy Gauss Rifle 16 (32) 15
6.[ Double Heat Sink Engine Hits O O O B.| Heavy Gauss Rifle Level* Effects 147
1.| Double Heat Sink Gyro H!ts 00 1.| Heavy Gauss Rifle Sg ihutdo\:zvn id on 8+ (o]e) 137
2.LDouble Heat Sink Sensor HitsQ O 2.| Heavy Gauss Rifle o6 Srr;nmdo g avg(lj 0n1 0+ (@]0) 12
3. ER Medium Laser Life Support O 3.[ Heavy Gauss Rifle o5 5 :;O\?;Vr:;\;u;mungs 00 11
4-6 4. Ammo (Heavy Gauss) 4 4-6 4.| Heavy Gauss Rifle 54 +4 Modifier to Fire 00 107
5. Ammo (Heavy Gauss) 4 5.1 Heavy Gauss Rifle 23 Ammo Exp, avoid on B+
6. Ammo (Heavy Gauss) 4 6. ER Medium Laser oo Shutdown,yavmid on 8+ (0]@) 9 .
20 -4 Movement Points QO 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hip Ly Y 1. Hip 17 +3 Modifier to Fire O 5 A
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5. Roll Again Damage Transfer 5. Roll Again 180 iMlvchZ?en: PE_'”tS 2
6. Roll Again Diagram 6. Roll Again e 4 Mose;iztﬂpc:i;is 1
\ /7 '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Stalker STK-7C3BS Name:
Movement Points: Tonnage: 85 . _— .
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: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 255 Fusion p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 MML5 LA 3 [MCS]
LRM 1/Msl 6 7 14 21 )
SRM 2/Msl - 3 6 9 '-?fat;]fm R'?’:;;""
1 Medium Pulse Laser LA 4 B[P] — 2 4 6
1 MML 5 RA 3 [MCS]
LRM 1/Msl 6 7 14 21
SRM 2/Msl - 3 6 9
1 Medium Pulse Laser RA 4 B[P] — 2 4 6 Left Right
1 ERPPC LT 15 10[DE] — 7 14 23 Leg Center Leg
1 C3 Boosted Slave LT — [E] - - - - (25) T°1“15° (25)
1 ERPPC RT 15 10[Df] — 7 14 23 (1]
2 Medium Pulse Laser CT 4 B[P] — 2 4 6
1 Small VSP Laser HD 3 5/4/3[PV] - 2 4 8
Physical Attacks
Punch LA — 4 - - - =
Punch RA — 4 - - - =
Kick - -7 - - - -
Maximum Heat (Dissipation): 55 (36) Left Right
Torso Rear Torso Rear
Ammo: (MML 5/LRM]) 24, (MML 5,/SRM) 20 (7) (7)
\, Bv: 1,712 1) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (18 Right Torso (18) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder S
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator e} 30%
4.3 3[Double Heat Sink 4. Small VSP Laser 4.3 3/[Double Heat Sink 3 9
™2 4.| Double Heat Sink 5. Sensors ™ 4.| Double Heat Sink 2 -
5.1 Double Heat Sink 6. Life Support 5.1 Double Heat Sink 3 28
6.[ Double Heat Sink 6.[ Double Heat Sink 9V Right 27
o g
O *}
1.| Double Heat Sink Center Torso 1.| Double Heat Sink o A1T EG*
2. Double Heat Sink 1. Fusion Engine 2.L Double Heat Sink o) (141 |25
4-8 3.[MML 5 2. Fusion Engine a4-6 3.[MML 5 24’
4.| MML 5 3. Fusion Engine 4.| MML 5 23
5.LMML 5 1-3 4 Gyro 5.LMML 5 —
6. Medium Pulse Laser 5. Gyro 6. Medium Pulse Laser .
. Left Right 21
6. Gyro Leg Leg =
1. Gyro ' (18) (18) T
I_.eft Torso 2. Fusion Engine I_-'\'lght Torso (CASE)
1.[ Double Heat Sink 3. Fusion Engine 1.[ Double Heat Sink 18%
2.| Double Heat Sink 4-6 4. Fusion Engine 2.| Double Heat Sink 17
1-3 3.1 Double Heat Sink 5. Medium Pulse Laser 1-3 3.LDouble Heat Sink \ 16
"9 4.[Double Heat Sink 6. Medium Pulse Laser "9 4.[ Double Heat Sink Double Heat Sinks: -
5.| Double Heat Sink 5.| Double Heat Sink 18 36] 15
6.L Double Heat Sink Engine Hits O O O 6.LDouble Heat Sink Level* Effects (38) 14
- Gyr\o Hits o o - 30 Shutdown 134
1.[ERPPC Sensor Hits o o 1.[ER PPC 28 Ammo Exp, avoid on 8+ O O
2.| ER PPC 2.| ER PPC 56  Shutd idon 10+ OO 12
Life Su ort o utdown, avoid on
a4-6 3.LERPPC pp 4-6 3.LERPPC 25 -5 Movement Paints O O 11
"0 4, [ca Boosted Slave "9 4. Ammo (MML 5/LRM) 24 54  +4 Modifier to Fire 00 107
5.1 C3 Boosted Slave 5. Ammo (MML 5/SRM) 20 o3 A ;
mmo Exp, avoid on 6+ O O g
6. Roll Again 6. CASEIl oo gh -
utdown, avoid on 8+ O O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ o]e) 6
1. Hi l. 1. Hi 17  +3 Modifier to Fire O 5 A
- Hip game D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again ?, TMMDd'f'er zUPF'Fi 1
-1 Movement Points
\ / '\ / | o
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