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BATTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Scarabus SCB-9A

N\

( WARRIOR D \

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso

Right Torso

Name:
Movement Points: Tonnage: 30 . _— .
) Gi Skill: Piloting Skill:
Walking: 10 Tech Base: Inner Sphere unnerySidlt - Filoting =K
Running: 15 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 300 XL p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser LA 3 5][DE] - 3 6 8
2 Small Laser LA 1 3I[DE] -1 2 3 i
Left Arm Right Arm
1 Hatchet RA — B - - - - (9) (9)
1 ECM Suite (Guardian) CT — [E] - —-— — B
1 TAG HD — [E] — 5 9 15
Physical Attacks
Punch LA — - - - = Left Right
Punch RA — _ - _ _ Leg Center Leg
Kick _ _ . _ Torso
Charge — — 3/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 8 (10)
Left Right
Torso Rear Torso Rear
(4) (4)
\_BV: 846 (ﬁ) INTERNAL STRUCTURE DIAGRAM
== /
/ \ Endo Steel Heat
CRITICAL TABLE \ - Scalo
Head Left Torso (7)) Right Torso (7 ) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
13 3. Lower Arm Actuator 4. TAG 13 3. Lower Arm Actuator 29
" 4. Medium Laser 5. Sensors "2 4. Hand Actuator -
5. Medium Laser 6. Life Support 5.[Hatchet: 28
6. Small Laser 6.LHatchet Left Right 27
*}
1. Small Laser Center Torso 1. Endo Steel A;m A;m 26*
2. Endo Steel 1. XL Fusion Engine 2. Ferro-Fibrous (5) (5) 25
4.6 3. Ferro-Fibrous 2. XL Fusion Engine 4-6 3. Ferro-Fibrous 24
"9 4. Ferro-Fibrous 3. XL Fusion Engine "9 4. Ferro-Fibrous 237
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous YT
6. Ferro-Fibrous 5. Gyro 6. Roll Again .
. Left Right 21
6. Gyro L
eg Leg 207
1. Gyro ' (7) (7) -
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
1-3 3. XL Fusion Engine 5.[ECM Suite (Guardian) 1-3 3. XL Fusion Engine 16
"9 4. Endo Steel 6.LECM Suite (Guardian) "9 4. Endo Steel Heat Sinks: -
5. Endo Steel 5. Endo Steel 10 15
6. Endo Steel Engine Hits O O O 6. Endo Steel Level* Effects 14
i 30 Shutd
1. Endo Steel Gyro Hits O O 1. Endo Steel rdonn - 'e) 1371
; Sensor Hits o o ; 28 Ammo Exp, avoid on 8+
2. Ferro-Fibrous 2. Ferro-Fibrous 56  Shutd idon 10+ O 12
= Life Su or‘tO = utdown, avoid on
3. Ferro-Fibrous PP 3. Ferro-Fibrous 55 -5 Movement Points O 11
4-6 4. Ferro-Fibrous 4-6 4. Ferro-Fibrous o ) =
: 24  +4 Modifier to Fire O 10
5. Roll Again 5. Roll Again ]
6. Roll A 6. Roll Aai 23 Ammo Exp, avoid on 6+ O g
- 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 D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 1o -2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 8 1 hhodiier to fire 1
-1 Movement Points
\ / '\ / | 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

Maximum Heat (Dissipation): 8 (10)

( 'MECH DATA \ \
Type: Scarabus SCB-9T
Movement Points: Tonnage: 30
Walking: 10[11] Tech Base: Inner Sphere
Running: 15[17] Rules Level: Standard
Jumping: 0 Role: Scout
Engine Type: 300 XL
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser LA 3 5][DE] - 3 6 9
2 Small Laser LA 1 3[DE] -1 2 3
1 Hatchet RA — B - - - =
1 ECM Suite (Guardian) CT — [E] - —-— — B
1 TAG HD — [E] — 5 9 15
Physical Attacks
Punch LA — 1[2] - - - -
Punch RA — 3[6] - - - =
Kick - - B[7] - - - -
Charge — — 3/hex - - - =
Push - - = - - - =

( WARRIOR D \

BATTLETECH

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

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

Right Arm

(9) (9]
Left Right
Leg Center Leg

Torso

Left Right
Torso Rear Torso Rear
(4) (4)
\_BV: 948 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ == /
/ \ Endo Steel Heat
CRITICAL TABLE \ - Scalo
Head Left Torso (7)) Right Torso (7 ) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
13 3. Medium Laser 4. TAG 13 3. Lower Arm Actuator 29
" 4. Medium Laser 5. Sensors "2 4. Hand Actuator -
5. Small Laser 6. Life Support 5.[Hatchet; 28
6. Small Laser 6.LHatchet Left Right 27
*}
1. Endo Steel Center Torso 1. Endo Steel A;m A;m 26*
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous (s (5] 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 YT
6. Triple Strength Myomer 5. Gyro 6. Triple Strength Myomer .
6. G Left Right 21
. Gyro Leg Leg 20
1. Gyro ' (7) (7) -
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.[ ECM Suite (Guardian) 3. XL Fusion Engine 16
1-3 4. Endo Steel S.[ECM Suite (Guardian) 1-3 4. Endo Steel Heat Sinks: -
5. Endo Steel 5. Endo Steel 10 15
6. Endo Steel Engine Hits O O O 6. Endo Steel Level* Effects 14
i 30 Shutd
1. Endo Steel Gyro HitsO O 1. Endo Steel 08 A don B O 131
Fi Sensor HitsQ O = mmo Exp, avoid on
2. Ferro-Fibrous 2. Ferro-Fibrous 56  Shutd idon 10+ O 12
= Life Su or‘tO = utdown, avoid on
3. Ferro-Fibrous PP 3. Ferro-Fibrous 55 -5 Movement Points O 11
4-6 4. Ferro-Fibrous 4-6 4. Ferro-Fibrous L ) =
) 24  +4 Modifier to Fire O 10
5. Triple Strength Myomer 5. Triple Strength Myomer 23 Ammo Exp, avoid on 6+ O
i , 9
6. Triple Strength Myomer 6. Triple Strength Myomer 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
1. Hi l_ 1. Hi 17  +3 Modifier to Fire O 5 *
- Hip game D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel g 4;1MMDd|fler‘ zuPH‘ret 1
-1 Movement Points
\ /7 '\ / | 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

BATTLETECH

ARMOR DIAGRAM

Light Ferro-Fibrous

Head (8)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Ostroc OSR-3M Name: 000
Movement Points: Tonnage: 60 Gunnery Skill: Pilating Skill: 000
Walking: 5 Tech Base: Inner Sphere 000
Running:  8[10] Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 000
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead O O O
Engine Type: 300 Fusion / O O O
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 ER Large Laser LT 12 8[DE] — 7 14 18
1 ER Medium Laser LT 5 5|[DE] — 4 8 12
1 ER Large Laser RT 12 8[DE] — 7 14 18
1 ER Medium Laser RT 5 5|[DE] — 4 8 12
1 Streak SRM 4 RT 3 2/Msl[MC] - 3 6 9
Physical Attacks
Punch LA — B - - - - i
Punch RA — B - - - = Leg Center Leg
n (20) Torso (20)
Kick - =12 - - - - (6)
Club - =12 - - - =
Charge — — B/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 37 (24)
Left Right
Torso Rear Torso Rear
Ammo: (Streak SRM 4] 25 (4) (4)
\, BV: 1,584 @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (14 Right Torso (14 ) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
1-3 3. Lower Arm Actuator 4. Light Ferro-Fibrous 1-3 3. Lower Arm Actuator 29
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator -
5. Light Ferro-Fibrous 6. Life Support 5. Light Ferro-Fibrous 28
6. Roll Again 6. Roll Again Left Right | 27
*}
1. Roll Again Center Torso 1. Roll Again A,,r;n Af;" 26*
2. Roll Again 1. Fusion Engine 2. Roll Again (10) (10] 25
46 3. Roll Again 2. Fusion Engine 46 3. Roll Again 24’
"O 4. Roll Again 3. Fusion Engine "O 4. Roll Again 237
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 ' (14) (14) -
Left Torso 2. Fusion Engine Right Torso (CASE) 19
1.[ER Large Laser 3. Fusion Engine 'I.[ER Large Laser 18%
2.LER Large Laser 4-6 4. Fusion Engine 2.LER Large Laser 17
3. ER Medium Laser 5. Supercharger 3. ER Medium Laser 16
13 4 Light Ferro-Fibrous 6. Roll Again 1-3 4. streak SRM 4 Double Heat Sinks: N "
5. Roll Again 5. Ammo (Streak SRM 4) 25 19 (2] 15
6. Roll Again Engine Hits O O O B. CASE Level* Effects (24) 144
i 30 Shutd
1. Roll Again Gyro H!ts 00 1. Light Ferro-Fibrous Hdown . (o]e) 137
Sensor Hits o o ) 28 Ammo Exp, avoid on 8+
2. Roll Again ) 2. Roll Again 56  Shutd idon 10+ (@]0) 12
3. Roll Again Life Support O 3. Roll Again down, aveid on
a4-6 , 46 , . 25 -5 Movement Points O 11
4. Roll Again 4. Roll Again - } =
. 24  +4 Modifier to Fire O 10
5. Roll Again 5. Roll Again o3 A E id on 6+
6. Roll Again 6. Roll Again mmo Exp, avoid an @) 9
. . 22 Shutdown, avoid on 8+ O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. 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. Light Ferro-Fibrous Damage Transfer 5. Light Ferro-Fibrous 1o -2 Movement F'qnts 2
6. Roll Again Diagram 6. Roll Again ?, TMMDd'f'erz“PF'Fi 1
-1 Movement Paints
\ /7 '\ / | 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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( 'MECH DATA \

BATTLEMECH RECORD SHEET

( WARRIOR D \

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

Right Torso

N
Type: Ostroc OSR-4K Name:
Movement Points: Tonnage: 60 . _— .
A G Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnerySidlt - Filoting =K
Running: 6 Rules Level: Standard HitsTaken | 1 [ 2 [ 3| 4| 5 | 6
Jumping: 6 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 240 Fusion p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Snub-Nose PPC LT 10 10/8/5[DEV] — 9 13 15
1 ER Medium Laser LT 5 5|[DE] — 4 8 12
1 Snub-Nose PPC RT 10 10/8/5[DEV] — 9 13 15
1 ER Medium Laser RT 5 5|[DE] — 4 8 12
Physical Attacks
Punch LA — B - - - -
Punch RA — B - - - - i
Kick — _ 12 - - - Leg Center Leg
18 18
Club _ _ 12 . _ ( ) T;:r;s]n ( )
Death From Above — — 18 - - - =
Charge — — B/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 30 (22)
Left Right
Torso Rear Torso Rear
(5) (5)
\, BV: 1.430 1) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ - Scale
Head Left Torso (14 Right Torso (14 ) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
1-3 3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator 29
"2 4. Hand Actuator 5. Sensors 4. Hand Actuator
. 3
5.[ Double Heat Sink 6. Life Support 5. Double Heat Sink 28
6.| Double Heat Sink 6.| Double Heat Sink Left Right 27
*}
1.LDouble Heat Sink Center Torso 1.LDouble Heat Sink A,Irg' A;g‘ EG*
2. Endo Steel 1. Fusion Engine 2. Endo Steel (10) (10] 25
46 3. Endo Steel 2. Fusion Engine 3. Endo Steel 24’
"O 4. Roll Again 3. Fusion Engine 4. Roll Again 237
5. Roll Again 1-3 4 Heavy Duty Gyro 5. Roll Again —
6. Roll Again 5. Heavy Duty Gyro 6. Roll Again Lefe Right ~
6. Heavy Duty Gyro L
eg Leg 207
1. Heavy Duty Gyro i (14) (14)
Left Torso o Fusi‘;‘{, Engviney Right Torso 197
1 .[Improved Jump Jet 3. Fusion Engine 1. [Impmved Jump Jet 18%
2.LImproved Jump Jet 4-6 4. Fusion Engine 2.LImproved Jump Jet 17
3.[Improved Jump Jet 5. Endo Steel 3. [Impr‘oved Jump Jet 16
.Limproved Jump Jet 6. Endo Steel .LiImproved Jump Jet s
13 4l dd J 4Ll ddJ J Double Heat Sinks h e
5. [Snub-Nose PPC 5. [Snub-Nose PPC 11 (2] 15
6.1 Snub-Nose PPC Engine Hts O O O 6.LSnub-Nose PPC Level* Effects (22) 14
i 30 Shutd
1. ER Medium Laser Gyro H!ts oo0o 1. ER Medium Laser Hdown . (o]e) 137
Sensor Hits o o 28 Ammo Exp, avoid on 8+
2. Endo Steel 2. Endo Steel 56  Shutd idon 10+ O 12
Life Su ort o utdown, avoid on
3. Endo Steel PP 3. Endo Steel . 11
4_6 25 -5 Movement Points O
4. Endo Steel 4. Endo Steel . ) =
24 +4 Modifier to Fire O 10
5. Endo Steel 5. Endo Steel ;
6. Roll A 6. Roll Aai 23 Ammo Exp, avoid on 6+ O g
- 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 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.[Improved Jump Jet Damage Transfer 5. [Improved Jump Jet 1o -2 Movement F'qnts 2
6.LImproved Jump Jet Diagram 6.LImproved Jump Jet g 4;1MMDd|f|er zUPFI‘ri 1
-1 Movement Points
\ / '\ / | o

© 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

( 'MECH DATA \

Type: Ostsol OTL-9R

BATTLEMECH RECORD SHEET

N\

( WARRIOR D \

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

Name:
Movement Points: Tonnage: 60 . I .
Walking: 3 [4] Tech Base: Inner Sphere Gunnery Skill: ___ Piloting Skill:
Running: 5[6] Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 180 Fusion p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Heavy PPC LT 15 15[DE] 3 6 12 18
1 Small Laser LT 1 3|[DE] -1 2 3 i
1 Snub-Nose PPC RT 10 10/8/5[DEV] — 9 13 15 ey R
1 ER Medium Laser RT 5 5|[DE] — 4 8 12
1 ER Small Laser RT 2 3|[DE] - 2 4 5
1 Large Laser CT 8 B8|[DE] — 5 10 15
1 C3 Computer (Slave) HD — [E] - - - = Left Right
Physical Attacks Leg Center Leg
Punch LA — B[12] - - - Torso
Punch RA — B[12] - - - -
Kick — — 12[24] - - - -
Club — = 12[24] - - - =
Charge — — B/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 41 (28) .
Left Right
Torso Rear Torso Rear
(4) (4)
\_BY: 1854 @
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (14 Right Torso (14) Dverfiow
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. C3Slave 3. Lower Arm Actuator 29
1-3 4. Hand Actuator S. Sensors 1-3 4. Hand Actuator -
5.[ Double Heat Sink 6. Life Support 5. Double Heat Sink 28
6.| Double Heat Sink 6.| Double Heat Sink Left Right 27
*}
1.LDouble Heat Sink Center Torso 1.LDouble Heat Sink Arm Arm 26
2. Double Heat Sink 1. Fusion Engine 2.[ Double Heat Sink (10) (101 | 25
4.6 3.| Double Heat Sink 2. Fusion Engine 4-6 3.[Double Heat Sink 247
4.] Double Heat Sink 3. Fusion Engine 4.] Double Heat Sink 53 ¥
5. Roll Again 1-3 4 Heavy Duty Gyro 5. Roll Again —
6. Roll Again 5. Heavy Duty Gyro 6. Roll Again Lefe Right
6. Heavy Duty Gyro L Lg 21
eg eg 207
(14) (14)
Left Torso ; ;'j:i‘;‘:,%izviiym Right Torso 197
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. :Double Heat Sink 5.[Large Laser 1-3 3.LDouble Heat Sink \ 16
4.[ Double Heat Sink 6.l Large Laser 4.[Snub-Nose PPC Double Heat Sinks: -
5.| Double Heat Sink 5.LSnub-Nose PPC 14 [28j 15
6.L Double Heat Sink Engine Hts O O O 6. ER Medium Laser Level* Effects 14
1.[Heavy PPC Gyro HitsO O O 1. ER Small Laser Sg ih”tdo"EV” don e 00 137
2. Heavy PPC S_EI'ISDI“ HitsQ O 2. Triple Strength Myomer o6 Sm:;%w?p'ai\;?é ucr]1n’| 0+ (@]0) 12
4-6 2 Eeavy PPC Life Support ° 4-6 3. Rol Aga?n 25 -5 Movement Points (o]e) 11
-LHeavy PPC 4. Roll Again 24  +4 Madifier to Fire 00 107
5. Small Laser 5. Roll Again ;
6. Triple Strength Myomer 6. Roll Again 28 Ammo Exp, aqu on B+ @) 9
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. Triple Strength Myomer Damage Transfer 5. Triple Strength Myomer 180 quMDvS?en: F"glnts 2
6. Triple Strength Myomer Diagram 6. Triple Strength Myomer 5 M ’\J/ Inlqer;thP Ii;et 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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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Ostsol OTL-9M Name:
Movement Points: Tonnage: 60 . _— .
Gi Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere unnerySidlt - Filoting =K
Running: 9[12] Rules Level: Standard HitsTaken | 1 [ 2 [ 3| 4| 5 | 6
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 360 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 ER Medium Laser LT 5 5|[DE] — 4 8 12 Left A Right A
t
1 SnubNose PPC RT 10 10/8/5[DEV] — 9 13 15 1) ey
1 ER Medium Laser RT 5 5|[DE] — 4 8 12
1 ECM Suite (Guardian) CT — [E] - — — B
1 Medium Pulse Laser HD 4 B[P] — 2 4 6
Physical Attacks Left Right
Punch LA — B - - - Leg Center Leg
punch RA 5 (22) Torso (22)
- - T (8)
Kick - =12 - - - -
Club - =12 - - - -
Charge — — B/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 36 (28]
Left Right
Torso Rear Torso Rear
(6) (6)
\, BV: 1.871 1) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (14 Right Torso (14 ) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCk_p't 2. Upper Arm Actuator 30%
1-3 3. Lower Arm Actuator 4. Medium Pulse Laser 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,Irg' A;g‘ EG*
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel (10) (10] 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 YT
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous .
6. G Left Right 21
. Gyro Leg Leg 20
1. Gyro ' (14) (14) -
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.[ ECM Suite (Guardian) 3. XL Fusion Engine 16
1-3 4.[ER Large Laser S.[ECM Suite (Guardian) 1-3 4.[Snub-Nose PPC Double Heat Sinks: N -
5.LER Large Laser 5.LSnub-Nose PPC 14 28' 15
6. ER Medium Laser Engine Hits O O O 6. ER Medium Laser Level* Effects (@8) 147
i 30 Shutd
1. Endo Steel Gyro Hits O O 1.[MASC P8 Ao i on Be 00 13
2. Endo Steel Sensor Hits Q O 2.| masc o X, avals on 12
e Life Support O 3 | MASG 26  Shutdown, avoid on 10+ ole)
a4-6 erro-ribrous a4-6 , . 25 -5 Movement Points OO 11
4. Ferro-Fibrous 4. Ferro-Fibrous o ) =
) ) 24  +4 Modifier to Fire (o]e) 10
5. Ferro-Fibrous 5. Ferro-Fibrous o3 A )
. mmo Exp, avoid on 6+ O g
6. Roll Again 6. Ferro-Fibrous oo gh -
utdown, avoid on 8+ O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hi 1. Hi 17 +3 Modifier to Fire @) 5 A
- Hip game D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 1o -2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 8 1 hhodiier to fire 1
- vemen n
\ / '\ ovement Foints / | o

© 2026 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.



ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR D

Type: Ostwar OWR-2Mb Name:
Movement Points: Tonnage: 65 . _— .
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: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 325 XL p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 SRM 6 LA 4 2/Msl[MGCS] - 3 6 9
1 SRM 6 RA 4 2/Msl[MCS] - 3 6 9 )
== Left Arm Right Arm
1 ER Large Laser LT 12 8 [DE] — 7 14 18 ¥ = (20) (20)
1 ER Large Laser RT 12 8[DE] — 7 14 18 Cj‘"{i_‘(
1 ER Large Laser CT 12 8|[DE] — 7 14 19 {p-,“gk:—_:-‘
Physical Attacks %g
Punch LA — 7 - - - = N < \A Left Right
Punch RA — 7 - - - - Leg Center Leg
21 21
Kick _ _ 13 L ( ) T;J;S]D ( )
Charge — — B.5/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 44 (36)
o”a~g Left Right
\"A"’/L\\ Torso Rear Torso Rear
Ammo: (SAM 6) 15 /,7@5\,;\\\ (8 (8]
\, BV: 1,638 @ INTERNAL STRUCTURE DIAGRAM
\ /

/ \ Endo Steel Heat
CRITICAL TABLE \ Hons 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 30%
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator 29
™2 4.[Double Heat Sink 5. Sensors ™2 4. Double Heat Sink -
5.| Double Heat Sink 6. Life Support 5.| Double Heat Sink 28
6.1 Double Heat Sink 6.LDouble Heat Sink Left Right 27
A *}
1.[SRM 6 Center Torso ‘I-[SRM 6 [,,r;] (A1rr:‘] EG*
2.lsrme 1. XL Fusion Engine 2.Lsrme 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. End - .
ndo Steel 4. Gyro 5. Endo Steel YT
6. Endo Steel 5. Gyro 6. Endo Steel .
6. Gyro Left Right 21
. Leg Leg 207
1. Gyro ' (15) (15) T
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.[ER Large Laser 3. XL Fusion Engine
1-3 4.[Doub|e Heat Sink S.[ER Large Laser 1-3 4.[Double Heat Sink Double Heat Sinks: N :g*
5.| Double Heat Sink 5.| Double Heat Sink .
6.L Double Heat Sink Engine Hits O O O 6.LDouble Heat Sink Level* Effects 18 (38) 14
G\jl“D Hits o o . 30 Shutdown 134
’I.[EFI Large Laser Sensor Hits © O 1.[ Double Heat Sink 28 Ammo Exp, avoid on 8+ (o]e)
2.LER Large Laser ) 2.| Double Heat Sink 56  Shutdown. avoid on 10+ (@]0) 12
3. Ammo (SRM 6) 15 Life Support O 3.| Double Heat Sink 55 & Moverment Points 00 11
46 4. cast 46 4 [ER Large Laser 24  +4 Madifier to Fire ole) 107
5. Endo Steel 5.LER Large Laser 53 Ammo Exo. avoid on 6+
6. Endo Steel 6. Endo Steel b, ave (0]@) 9
22 Shutdown, avoid on 8+ O O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ o0 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ (0]0) 6
1. Hip 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. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qnts 2
6. Roll Again Diagram 6. Roll Again g 4;1MMDd|fler‘ zuPH‘ret 1
- vemen n
\ /7 '\ ovement Toms / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Light Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
O O0Oo
Type: Ostwar OWR-3M Name: 000
Movement Points: Tonnage: 65 . I . O 0o
Gi Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnerySidlt - Filoting =K 00O
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3|als 8 8 8
Jumping: 0 Role: Brawler Consciousness# [ 8 | 5 | 7 [ 10 [ 11 [Dead o0 O
Engine Type: 260 Fusion / O O O
Weapons & Equipment Inventory (hexes) O 8 9
# Type Loc Ht Dmg Min Sht Med Lng OO
1 Streak SRM 4 LA 3 2/Msl[MC] - 3 6 9 OO
1 Streak SRM 4 RA 3 2/Msl[MC] - 3 6 9 , Ler A e Rt A
2 ER Medium Laser LT 5 5[DE — 4 8 12 = (20) Too)
W
1 LRM 20 RT 6 1/Msl[MCS 6 7 14 21 ST
‘ /Msl | ] g‘\"(.(
w,/Artemis IV {P=4 =
1 ECM Suite (Guardian) CT [E] - —-— — B %’
Physical Attacks W <\ Left Right
Punch LA 7 - - - - ['-:g] Center ['-;g]
Torso
Punch RA 7 - - - =
(10)
Kick — 13 - - - -
Charge — — B.5/hex - - - =
Push - - - - - =
Maximum Heat (Dissipation): 22 (24)
"."‘.—E'-% Left Right
\"A"’/L\\ Torso Rear Torso Rear
Ammo: [LRM 20 Artemis] 18, (Streak SRM 4] 25 /I’(Qa;\\\ (7) (7)
\, Bv: 1,557 1) 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 30%
1-3 3. Lower Arm Actuator 4. Light Ferro-Fibrous 1-3 3. Lower Arm Actuator 29
"2 4. streak SRM 4 5. Sensors ™2 4. Streak SRM 4 -
5. Light Ferro-Fibrous 6. Life Support 5. Light Ferro-Fibrous 28
6. Roll Again 6. Roll Again Left Right | 27
*}
1. Roll Again Center Torso 1. Roll Again A,,r;n Af;" 26*
2. Roll Again 1. Fusion Engine 2. Roll Again (10] (10) 25
46 3. Roll Again 2. Fusion Engine 46 3. Roll Again 24
"0 4. Roll Again 3. Fusion Engine “© 4. Roll Again 237
5. Roll Again 1-3 4 Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again Lefe Right
6. Gyro 21
. Leg Leg 207
CAS 1. Gyro ' CAS (15) (15) T
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE)
1.[ Double Heat Sink 3. Fusion Engine 1.[LRM 20 18%
2.| Double Heat Sink 4-6 4 Fusion Engine 2.|LrRm 20 rer:
1-3 3.LDouble Heat Sink 5.[ECM Suite (Guardian) 1-3 3.| LRM 20 \ 16
"9 4.[Double Heat Sink 6.LECM Suite (Guardian) "9 4.| LRM 20 Double Heat Sinks: -
5.| Double Heat Sink 5.LLRM 20 19 (2] 15
6.L Double Heat Sink Engine Hits O O O 6. Artemis IV FCS Level* Effects (24) 14
i 30 Shutd
1. ER Medium Laser Gyro HitsO O 1. Ammo [LRM 20 Artemis) 6 -8 A;mc?va:p avoid on 8+ 0]0) 1371
2. ER Medium Laser Sensor Hits O O 2. Ammo (LRM 20 Artemis) 6 B S e 00 12
3. Ammo (Streak SRM 4) 25 Life Support O 3. Ammo (LRM 20 Artemis) 6 ' . IT
a4-6 4. CASE 4-6 4. CASE 25 -5 Movement Points O
C ) s 24  +4 Modifier to Fire O 10
5. Light Ferro-Fibrous 5. Light Ferro-Fibrous o3 A ]
. mmo Exp, avoid on 6+
6. Roll Again 6. Roll Again - @) 9
22 Shutdown, avoid on 8+ O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hi 1. Hi 17 +3 Modifier to Fire @) 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. Light Ferro-Fibrous Damage Transfer 5. Light Ferro-Fibrous 1o -2 Movement F'qnts 2
6. Roll Again Diagram 6. Roll Again g 4;1MMDd|fler‘ zuPH‘ret 1
\ VAN -1 Movement Points y. 5
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