















































ARMOR DIAGRAM

Hardened

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Gladiator GLD-7R Name:
Movement Points: Tonnage: 55 . _— .
Gi Skill: Piloting Skill:
Walking: 41[5] Tech Base: Inner Sphere unnery il Frloting 5K
Running: 5[7] Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 6 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 220 Light /
Weapons & Equipment Inventory [hexes)
# Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser LA 5 5][DE] — 4 8 12
1 Plasma Rifle RA 10 10[DEH] — 5 10 15 i
Left Arm Right Arm
1 SRM 4 RT 3 2/Msl[MCS] - 3 6 9 (12) (12)
2 ER Small Laser RT 2 3|[DE] — 2 4 5
Physical Attacks
Punch LA — B[12] - - - -
Punch RA — B[12] - - - - Left Right
Kick - — 11022 - - - - ['-1531 Center ['-1969]
Club — — 11[22 - - - - Tff:]“
Death From Above - =17 - - - =
Charge — — 55/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 27 (20)
Left Right
Torso Rear Torso Rear
Ammo: (Plasma Rifle) 20, (SRM 4) 25 (6) (8)
\, BV: 1.830 @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ 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. ER Medium Laser 6. Life Support 5.[Plasma Rifle o 28
6. ER Medium Laser 6.LPlasma Rifle Left o Right 27
*}
1. Triple Strength Myomer Center Torso 1. Ammo (Plasma Rifle) 10 A;m ] A;m EG*
2. Triple Strength Myomer 1. Light Fusion Engine 2. Ammo (Plasma Rifle) 10 (9 o) (9] 25
4.6 3. Triple Strength Myomer 2. Light Fusion Engine 4-6 3. Triple Strength Myomer 24’
"O 4. Roll Again 3. Light Fusion Engine " 4. Triple Strength Myomer 237
5. Roll Again 1-3 4. XL Gyro 5. Triple Strength Myomer YT
6. Roll Again 5. XL Gyro 6. Roll Again Lefe Right ~
6. XL Gyro
Leg Leg 207
1. XL Gyro i (13) (13)
Left Torso 2 XL Gyre Right Torso (CASE Il 19"
1. Light Fusion Engine 3. XL Gyro 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. Light Fusion Engine 3. [Impr‘oved Jump Jet 16
1-3 4.| Double Heat Sink 6. Light Fusion Engine 1-3 4.Limproved Jump Jet Double Heat Sinks: N -
5.1 Double Heat Sink 5. [Impr‘oved Jump Jet 10 EDl 15
6.[ Double Heat Sink Engine Hits O O O 6.LImproved Jump Jet Level* Effects (20) 14*
i 30 Shutd
1.| Double Heat Sink Gyro Hits O O 1. SRM 4 utdown - '0) 137
) Sensor Hits o o 28 Ammo Exp, avoid on 8+
2.1 Double Heat Sink 2. ER Small Laser 56  Shutd idon 10+ O 12
Life Su ort o utdown, avoid on
3.[Improved Jump Jet PP 3. ER Small Laser . O 11
4_6 4_6 25 -5 Movement Points
4.1 Improved Jump Jet 4. Ammo (SRM 4) 25 54  +4 Modifier to Fire O 107
5. Improved Jump Jet 5. CASEIl o3 A E id on 6+
6.LImproved Jump Jet 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.[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
\ /7 '\ / | o
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Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



ARMOR DIAGRAM

Hardened

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR D

Type: Gladiator GLD-7R/SF Name:
Movement Points: Tonnage: 55 . _— .
Wialking: 415] Tech Bgase: Mixed Gunnery Skill: ___ Piloting Skill:
Running: 51[7] Rules Level: Advanced Hits Taken | 1 2| 3|a|ls|s
Jumping: 6 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 220 Light
Weapons & Equipment Inventory (hexes) /
# Type Loc Ht Dmg Min Sht Med Lng
2 Imp. Heavy Medium LA 7 10[DEX] - 3 6 8
Laser
Left Arm Right Arm
1 LB5XAC(C) RA 1 5[DBC/F/S] 3 8 15 24 (12) 112)
1 SRM 6 [C) RT 4 2/Msl[MCS] - 3 6 9
Physical Attacks
Punch LA — 8[12] - - - -
Punch RA — B[12] - - - - Left Right
Kick - - e - T T (18) e (18]
Club - - 11[29] - - - - (6]
Death From Above - = 17 - - - =
Charge — — 55/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 19 (20]
Left Right
Torso Rear Torso Rear
Ammo: (LB 5-X) 20, (LB 5-X Cluster] 20, (SRM 6) 30 (5) (5)
\_BY: 1748 @ )
\

/, \ Standard Structure Heat
CRITICAL TABLE \ ons Scale

Head Left Torso (13) Right Torso (13) Dverflow
Left Arm (CASEII) 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.[Imp. Heavy Medium Laser [Clan] 6. Life Support 5.[LB 5-X AC [Clan] o 28
6.1 Imp. Heavy Medium Laser [Clan] 6.| LB 5-X AC [Clan] Left o Right 27
*}
1 .[Imp. Heavy Medium Laser [Clan] Center Torso 1.| LB 5-X AC [Clan] A;m ] A;m EG*
2.LImp. Heavy Medium Laser [Clan] 1. Light Fusion Engine 2.lLB 5X AC [Clan] (9 o) 91 |25
4.6 3. CASE Il [Clan] 2. Light Fusion Engine 4-6 3. Triple Strength Myomer 24’
4. Triple Strength Myomer 3. Light Fusion Engine 4. Triple Strength Myomer 53 ¥
5. Triple Strength Myomer 1-3 4. XL Gyro 5. Triple Strength Myomer YT
6. Triple Strength Myomer 5. XL Gyro 6. Roll Again .
6. XL Gyro Left Right 21
. Vi Leg Leg 207
1. XL Gyro ' (13) (13)
Left Torso 2. XL Gyro Right Torso (CASE Il 197
1. Light Fusion Engine 3. XL Gyro 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. Light Fusion Engine 3. [Impr‘oved Jump Jet 16
1-3 4.| Double Heat Sink 6. Light Fusion Engine 1-3 4.Limproved Jump Jet Double Heat Sinks: N -
5.1 Double Heat Sink 5. [Impr‘oved Jump Jet 10 EDl 15
6.[ Double Heat Sink Engine Hits O O O 6.LImproved Jump Jet Level* Effects (20) 14*
i 30 Shutd
1.| Double Heat Sink Gyro Hits O O 1. SRM 6 [Clan] o8 A;mc?"EV:p avoid on B+ 'e) 137
2. Double Heat Sink Sensor HitsQ O 2. Ammo [SRM 6] 15 B S e 0O 12
Life Su ort o utdown, avoid on
3.[ Improved Jump Jet PP 3. Ammo (SRM B) 15 h 11
4_6 4_6 25 -5 Movement Points O
4.l Improved Jump Jet 4. Ammo (LB 5-X) 20 54  +4 Modifier to Fire O 107
5.[ Improved Jump Jet 5. Ammo (LB 5-X Cluster) 20 o3 A ;
mmo Exp, avoid on 6+ O g
6.LImproved Jump Jet 6. CASE Il [Clan] oo gh -
utdown, avoid on 8+ O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hip u 1. Hip 17  +3 Modifier to Fire O 5 A
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5.[Improved Jump Jet Damage Transfer 5. [Improved Jump Jet 1o -2 Movement F'qnts 2
6.LImproved Jump Jet Diagram 6.LImproved Jump Jet 8  +1 Modifier to F',re 1
\ / \\ 5 -1 Movement Points / o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

Right Torso

\ \,
( 'MECH DATA \ ( WARRIOR D
Type: Gladiator GLD-9SF Name: 8 8
Movement Points: Tonnage: 55 . I .
Walking: 4 [5] Tech Base: Mixed Gunnery Skill: ___ Piloting Skill: 8 8
Running: 6 [8] Rules Level: Standard HitsTaken [ 1 1 2 1 3 1 4 ] 5 | 6 o O
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead 8 8
Engine Type: 220 Light / O O
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Small Pulse Laser (C) LA 2 3[PA] - 2 4 6
1 Fluid Gun [IS) LA — 0[DBS] - 1 2 3
1 ERPPC (C) RA 15 15[DE] — 7 14 23 Left Arm Right Arm
w,/Capacitor 20 20 [DEX] (17] (7]
1 Targeting Computer (C) RA  — [E] - - - =
1 Lift Hoist/Arresting Hoist LT — [E] - - - =
1 SRM 4 (C) RT 3 2/Msl[MCS] - 3 B 9
2 Flamer (C) _ RT3 2[DEHAI - 1 2 3 Lefe Right
1 Lift Hoist/Arresting Hoist RT ~ — [E] - - = - Leg Center Leg
Physical Attacks (24) Torso (24)
Punch LA — B6[12] - - - = (9)
Punch RA — B[12] - - - -
Kick - - 11022 - - - =
Club - — 11[229] - - - =
Death From Above - = 17 - - - -
Charge — — 55/hex - - - =
Push - - = - - - =
Maximum Heat (Dissipation): 31 (20])
Left Right
Torso Rear Torso Rear
Ammo: (Fluid Gun) 40, (SRM 4) 50 (6) (8)
\ V2110 @)
/ \ \ / Standard Structure Heat
CRITICAL TABLE \ hond Scale
Head Left Torso (13) Right Torso (13) 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. Roll Again 3. Lower Arm Actuator ° 29
1-3 4. Hand Actuator S. Sensors 1-3 4. Hand Actuator ° -
5. Small Pulse Laser [Clan] 6. Life Support 5.[ER PPC [Clan] o 28
6.[ Fluid Gun 6.LER PPC [Clan] Left o Right 27
*}
1.LFluid Gun Center Torso 1. PPC Capacitor Arm of Arm 26
2. Ammo (Fluid Gun) 20 1. Light Fusion Engine 2.[Targeting Computer [Clan] (9 o) (8] 25’
4.6 3. Ammo (Fluid Gun) 20 2. Light Fusion Engine 4-6 3.LTargeting Computer [Clan] 24’
4. Triple Strength Myomer 3. Light Fusion Engine 4. Triple Strength Myomer 53 ¥
5. Triple Strength Myomer 1-3 4. XL Gyro 5. Triple Strength Myomer =
6. Triple Strength Myomer 5. XL Gyro 6. Triple Strength Myomer L . 22
eft Right 21
6. XL Gyro Leg Leg
207
(13) (13)
Left Torso > XL o Right Torso (CASE 1) 19"
1. Light Fusion Engine 3. XL Gyro 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. Light Fusion Engine 1-3 3. SRM 4 [Clan] \ 16
4.| Double Heat Sink 6. Light Fusion Engine 4. Flamer [Clan] Double Heat Sinks: -
5.1 Double Heat Sink 5. Flamer [Clan] 10 [on 15
6.[ Double Heat Sink Engine Hits O O O 6. Ammo (SRM 4) 25 Level* Effects 14
1.| Double Heat Sink Gyro Hits O O 1. Ammo [SRM 4) 25 S0 Shutdown = 'e) 1371
2.LDouble Heat Sink Sensor HitsQ O 2.[ Lift Hoist/Arresting Hoist 28 Ammo Exp, aqu on 8+ O 12
ny . 26 Shutdown, avoid on 10+
3.[ Lift Hoist/Arresting Hoist Life Support O 3.]| Lift Hoist/Arresting Hoist o5 5 Movem;ent Points O 11
4-6 4.] Lift Hoist/Arresting Hoist 4-6 4.] Lift Hoist/Arresting Hoist 54 +4 Modifier to Fire O 107
5. L Lift Hoist/Arresting Hoist 5. CASE Il [Clan] 53 Ammo Ex id on 6+
. p, avoid on @) 9
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 VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l_ 1. Hi 17  +3 Modifier to Fire O 5 A
P gemeFlabs P 15 -3 Movement Paints
2. Upper Leg Actuator 2. Upper Leg Actuator . @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5. 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
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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: Shadow Hawk SHD-3H Name: 8 8
Movement Points: Tonnage: 55 . _— .
Gi Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere unnerySidlt - Filoting =K 8 8
Running: 8 Rules Level: Introductory HitsTaken | 1 [ 2 | 3 | 4 [ oo
Jumping: 3 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 Dead o O
Engine Type: 275 Fusion o O
- /
Weapons & Equipment Inventory [hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser RA 3 5[DE] - 3 6 9
1 AC/5 LT 1 5[DBS] 3 6 12 18
Left Arm Right Arm
1 LAM 5 RT 2 1/Msl[MCS] B 7 14 21 (16) (18)
1 Machine Gun CT — 2[DBAI] -1 2 3
1 Machine Gun HD — 2[DBAI] -1 2 3
Physical Attacks
Punch LA — B - - - - Left Right
Punch RA — B - - - = Leg Center Leg
(16) Torso (16)
Kick - - n - - - -
(8)
Club - -1 - - - -
Death From Above - =17 - - - =
Charge — — 55/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 6 (12)
Left Right
Torso Rear Torso Rear
Ammo: (AG/5) 20, (LRM 5) 24, (MG) 200 (6) (8)
\, BV: 1,043 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ 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. COCkp_'t 2. Upper Arm Actuator ° 30%
1-3 3. Lower Arm Actuator 4. Machine Gun 1-3 3. Lower Arm Actuator ° 29
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator ° -
5. Roll Again 6. Life Support 5. Medium Laser ° 28
6. Roll Again 6. Roll Again Left ol mignt |27
*}
1. Roll Again Center Torso 1. Roll Again A;m © A;m EG*
2. Roll Again 1. Fusion Engine 2. Roll Again (9 o) (9] 25
46 3. Roll Again 2. Fusion Engine 46 3. 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 (18) —
6. Roll Again 5. Gyro 6. Roll Again Lefe Right ~
6. Gyro Leg Leg =
1. Gyro ' (13) (13) T
Left Torso 2. Fusion Engine Right Torso
1. Jump Jet 46 3. Fusion Engine 1. Heat Sink 18%
2.[AC/5 " 4. Fusion Engine 2. Jump Jet 174
1.3 3|Ac/s 5. Jump Jet 1.3 3 LAMS pr=
4.| AC/5 6. Machine Gun 4. Ammo (LRM 5) 24 Heat Sinks: -
5.lAc/5 5. Roll Again 12 15
6. Ammo (AC/5) 20 Engine Hits O O O 6. Roll Again Level* Effects 14%
i 30 Shutd
1. Ammo (MG) 200 Gyro Hits O O 1. Roll Again P8 Ao i on Be 00 13
Sensor Hits O O i mmo Exp, avold on
2. Roll Again ) 2. Roll Again 56  Shutdown. avoid on 10+ (@]0) 12
3. Roll Again Life Support O 3. Roll Again v
4_6 9 4_6 9 25 -5 Movement Points O 11
4. Roll Again 4. Roll Again o4 +4 Modifi Fi =
5. Roll Again 5. Roll Again odfer to Hre O 10
8. Roll A B‘ Roll Adai 23 Ammo Exp, avoid on B+ @) 9
- holtAgain - hollAgain 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 ga'!‘: i, 1. Hip 17 +3 Modifier to Fire @) 5 A
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator . @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 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|f|er‘zuPF|‘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: Shadow Hawk SHD-3H2 Name: 8 8
Movement Points: Tonnage: 55 . _— .
) Gi Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnerySidlt - Filoting =K 8 8
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3| a 5 oo
Jumping: 3 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 Dead o O
Engine Type: 220 Fusion / O O
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 SRM 4 LL 3 2/Msl[MCS] - 3 B8 9
1 SAM 4 AL 3 2/Msl[MCS] - 3 6 9
1 Small Laser LA 1 3[DE] - 1 2 3 Left Arm Right Arm
1 Medium Laser RA 3 5[DE] - 3 6 9 (16) (18)
1 Small Laser RA 1 3[DE - 1 2 3
1 AC/5 LT 1 5[DBS] 3 B 12 18
1 Vehicular Grenade Launcher LT 1 [AEQS] - 1 - =
1 SRM 4 RT 3 2/Msl[MCS] - 3 B8 9
1 LRM5 RT 2 1/Msl[MCS] 6 7 14 21 .
1 Vehicular Grenade Launcher RT 1 [AEQS] -1 - - Left Right
1 Machine Gun CT  — 2[DBA] -1 2 3 Leg Center Leg
1 Machine Gun HD — 2[DBAI - 1 2 3 (18] Torso (18]
Physical Attacks (8)
Punch LA — B - - - =
Punch RA — B - - = =
Kick R - - - =
Club - - n - - - -
Death From Above - = 17 - - - =
Charge — — b5.5/hex - - - =
Push - - = - - = =
Maximum Heat (Dissipation): 17,/19 (10)
Left Right
Torso Rear Torso Rear
Ammo: (AC/5) 20, (LRM 5) 24, (MG) 100, (SRM 4) 25 (6) (6)
\, Bv: 1,112 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure 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. COCkp_'t 2. Upper Arm Actuator ° 30%
1-3 3. Lower Arm Actuator 4. Machine Gun 1-3 3. Lower Arm Actuator ° 29
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator ° -
5. Small Laser B. Life Support 5. Medium Laser ) 28
6. Ferro-Fibrous 6. Small Laser Left o Right 27
*}
1. Ferro-Fibrous Center Torso 1. Ferro-Fibrous A;m © A;m 26*
2. Ferro-Fibrous 1. Fusion Engine 2. Ferro-Fibrous (9 o) (9] 25
4.6 3. Roll Again 2. Fusion Engine 4-6 3. Ferro-Fibrous Center 24’
4. Roll Again 3. Fusion Engine 4. Roll Again Torso 23
5. Roll Again 1-3 4 Gyro 5. Roll Again (18) —
6. Roll Again 5. Gyro 6. Roll Again Lefe Right
e g 21
6. Gyro Le
g Leg P
20
1. Gyro ' (13) (13) T
Left Torso 2. Fusion Engine Right Torso
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18%
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet 17
3.[AC/5 5. Jump Jet 3. SRM4
- : - 16
1-3 4.|AC/5 6. Machine Gun 1-3 4. LRM 5 Heat Sinks: e
5.|AC/5 5. Vehicular Grenade Launcher .
6.lAc/5 Engine Hits O O O 6. Ammo (SRM 4) 25 Level* Effects 10 14
i 30 Shutd
1. Vehicular Grenade Launcher Gyro :!ts oo 1. Ammo (LRM 5) 24 og Ar;Jmc?‘IIEV:p avoid on 8+ @) 1371
2. Ammo (AC/5) 20 Sensor HitsQ O 2. Ferro-Fibrous ave 0O 12
3 A MG] 100 Life Suppor‘t (o) 3 F Fib 26  Shutdown, avoid on 10+
a4-6 4' meoF'[b ) a4-6 4' Feer-F?brous 25 -5 Movement Points O 11
- rerromibrous - TerroTibrous 24 +4 Modifier to Fire O 10
5. Ferro-Fibrous 5. Roll Again ]
) . 23 Ammo Exp, avoid on 6+ O g
6. Ferro-Fibrous 6. Roll Again -
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 ::g EEMMOd'f'er EOF'FI'ret
5. SRM 4 Damage Transfer 5. SRM 4 B i1 et o 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous 5 M oditier tUP ',ri 1
- vemen n
\ / '\ ovement Foints / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

000 O
( 'MECH DATA \ \ ( WARRIOR DATA \ 80
o_O O
Type: Mauler MAL-1KX Name: 80808 80
Movement Points: Tonnage: 90 Gunnery Skill Piloting Skill: 9% | o
Walking: 3 Tech Base: Inner Sphere (o)(®) o
Running: 5 Rules Level: Standard Hits Taken | 1 2| 3|als]|s 80808 o)
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 20| o
Engine Type: 270 XL p OOOOO o
Weapons & Equipment Inventory (hexes) 08080
# Type Loc Ht Dmg Min Sht Med Lng O
1 Snub-Nose PPC LA 10 10/8/5[DEV] — 9 13 15
1 Snub-Nose PPC RA 10 10/8/5 [DEV] — 9 13 15 Lot Arm Right Arm
1 LRM 15 LT 5 1/Msl[M,.CS] 6 7 14 21 (29) (29)
2 Light AC/5 LT 1 5[DBS] — 5 10 15
1 LRM 15 RT 5 1/Msl[MCS] 6 7 14 21
2 Light AC/5 RT 1 5[DBS] — 5 10 15
Physical Attacks Left Right
Punch LA — 4 - - - - Leg Center Leg
Punch RA — 4 - - - - (37) o (37)
Kick - — 18 - - - -
Charge — — 9/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 34 (24)
Left Right
Torso Rear Torso Rear
Ammo: (LAG/5) 80, (LRM 15) 32 (9) (e)
\_BY: 1678 @
/ \ \ / Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (19 Right Torso (19) Dverfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder e
2. Upper Arm Actuator 3. Small Cockpit 2. Upper Arm Actuator o 30%
3.[ Double Heat Sink 4. Sensors 3.[ Double Heat Sink e 9
1-3 4.[Doub|e Heat Sink 5. Endo Steel 1-3 4.[Double Heat Sink 0 -
5. Double Heat Sink 6. Endo Steel 5. Double Heat Sink 3 28
6. [Snub-Nose PPC B. [Snub-Nose PPC 8 27
*}
1.LSnub-Nose PPC Center Torso 1.LSnub-Nose PPC EG*
2. Ammo (LAC/5) 20 1. XL Fusion Engine 2. Ammo (LAC/5) 20 25
4.6 3. Ammo (LAC/5) 20 2. XL Fusion Engine 4-6 3. Ammo (LAC/5) 20 247
4. Endo Steel 3. XL Fusion Engine 4. Endo Steel 53 ¥
5. Endo Steel 1-3 4 Gyro 5. Endo Steel —
6. Endo Steel 5. Gyro 6. Endo Steel ~
6. Gyro
16 207
Left Torso 5wl 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
1-3 3. XL Fusion Engine 5. Endo Steel 1-3 3. XL Fusion Engine HEAT DATA \ 16
4.[LAM 15 8. Endo Steel 4.[LAM 15 Double Heat Sinks: e
5.[LRM 15 5.[LRM 15 Heat 12 (24) 15
6.LLRM 15 Engine Hits O O O 6.LLRM 15 Level* Effects 14
1.[ Light AC/5 Gyro Hits O O 1.[ Light AC/5 Sg ih”tdo"EV” don B+ 00 137
2.[Light AC/5 Sensor HitsQ O 2. [Light AC/5 B S e 00 12
3. [ Light AC/5 Life Support O 3. [Light AC/5 o5 5 :;O\?;Vr:;\;u;mungs O 11
48 aLight ac/s 46 alLight Ac/s 24 +4 Modifier to Fire O 107
5. Ammo (LRM 15) 8 5. Ammo (LRM 15) 8 23 Ammo Exp, avoid on 6+
6. Ammo (LRM 15) 8 6. Ammo (LRM 15) 8 oo Shutdown,yavmid on 8+ O 9 .
20 -4 Movement Points O 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H mS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hi 1. Hi 17  +3 Modifier to Fire O 5 A
P gamelate P 15 -3 Movement Points @)
2. Upper Leg Actuator 2. Upper Leg Actuator . a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5. Endo Steel Damage Transfer 5. Endo Steel 180 f1Mh2v§?en: F"glnts 2
8. Endo Steel Diagram 6. Endo Steel = Mose;gtﬂpo'ﬁs 1
\ / '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

( 'MECH DATA \ \ ( WARRIOR DATA \
Type: Mauler MAL-1PT5 Name: 888
Movement Points: Tonnage: 90 . _— . (Ol elNe]
Walking: 3 Tech Bgase: Inner Sphere Gunnery Skill: ____ Piloting Skl 00O
Running: 5 Rules Level: Introductory HitsTaken | 1 [ 2 [ 3| 4| 5 | 6 8 8 8
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead o O O
Engine Type: 270 Fusion p 0 0 O
Weapons & Equipment Inventory (hexes) O 8 9
# 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 8 Right Arm
1 LAM 15 LT 5 1/Msl[MCS] B 7 14 21 (20)
2 AC/2 LT 1 2[DBS] 4 8 16 24
1 LRM 15 RT 5 1/Msl[MCS] 6 7 14 21
2 AC/2 RT 1 2[DBS] 4 8 16 24
Physical Attacks Right
Punch LA — 9 - - - Center Leg
Punch RA — 9 - - - - oy (=2)
Kick - — 18 - - - -
Charge — — 9/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 20 (12)
Left Right
Torso Rear Torso Rear
Ammo: (AG/2) 90, (LRM 15) 32 (6) (8)
\_BV: 1400 ®
/ \ \ / Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (19 Right Torso (19) Dverfiow
Left Arm 1. Life Support Right Arm l
1. Shoulder 2. Sensors 1. Shoulder e
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator 8 29
1-3 4. Medium Laser S. Sensors 1-3 4. Medium Laser o -
5. Roll Again 6. Life Support 5. Roll Again S 28
6. Roll Again 6. Roll Again 8 27
*}
1. Roll Again Center Torso 1. Roll Again EG*
2. Roll Again 1. Fusion Engine 2. Roll Aga?n 25
46 3. Roll Again 2. Fusion Engine 46 8. Roll Again 24’
4. Roll Again 3. Fusion Engine 4. Roll Again 53 ¥
5. Roll Again 1-3 4 Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro 21
1. Gyro 207
. - *
Left Tqrso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18
2.[LRM 15 4-6 4 Fusion Engine 2.[LRM 15 [\ 17
1-3 3.[LRM 15 5. Roll Again 1-3 3.| LRM 15 HEAT DATA 16
4.[LRM 15 6. Roll Again 4.[LRM 15 Heat Sinks: -
5. AC/2 5. AC/2 Heat 12 15
6. AC/2 Engine Hits 000 6. AC/2 Level* Effects 144
1. Ammo (LRM 15) 8 Gyro Hits O O 1. Ammo (LRM 15) 8 Sg ih”tdo"EV” don B+ 00 137
2. Ammo (LRM 15)8 Sensor Hits O O 2. Ammo (LRM 15)8 56 St v om 10+ 00 12
3. Ammo (AC/2) 45 Life Support O 3. Ammo [AC/2) 45 e s :josgvr:;‘fp',ofngs o >
46 4. sl agan 46 4 rol Again 24  +4 Modifier to Fire ®) 107
5. Roll Again 5. Roll Aga!n 23 Ammo Exp, avoid on 6+ 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 LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hip 1. Hip 17 +3 Modifier to Fire O 5 A
5 U Leg A gemeFlabs 15 -3 Movement Paints @)
. Upper Leg Actuator 2. Upper Leg Actuator . a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5. Roll Again Damage Transfer 5. Roll Again 180 f1MhADZ§;:§:EuP|§]iI:etS 2
6. Roll Again Diagram 6. Roll Again 5 -1 Movement Points 1
\ /7 '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

( 'MECH DATA \ \ ( WARRIOR DATA \
Type: Mauler MAL-1PTE Norme: 373
Movement Points: Tonnage: 90 . _— . (Ol elNe]
Walking: 2 Tech Bgase: Inner Sphere Gunnery Skill: ____ Piloting Skl 00O
Running: 3 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | & 8 8 8
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 [ 10 [ 11 [pead o0 O
Engine Type: 180 Fusion p 0 0 O
Weapons & Equipment Inventory (hexes) O 8 9
# Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LA 8 8I[DE] — 5 10 15
1 Large Laser RA 8 B8|[DE] — 5 10 15 i
1 LRM 15 LT 5 1/Msl[MGCS] 6 7 14 21 R'?':D‘;""
2 AC/2 LT 1 2[DBS] 4 8 16 24
1 LRM 15 RT 5 1/Msl[MCS] 6 7 14 21
2 AC/2 RT 1 2[DBS] 4 8 16 24
1 Small Laser HD 1 3|[DE] -1 2 3 Right
Physical Attacks Center ";29
Punch LA -9 - - - - oy (=2)
Punch RA — 8 - - - -
Kick - — 18 - - - -
Charge — — 9/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 31 (12)
Left Right
Torso Rear Torso Rear
Ammo: (AG/2) 90, (LRM 15) 32 (6) (8)
\_BY: 1270 ®
/ \ \ / Standard Structure Heat
CRITICAL TABLE \ - Soale
Head Left Torso (19 Right Torso (19) Dverfiow
Left Arm 1. Life Support Right Arm l
1. Shoulder 2. Sensors 1. Shoulder e
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
3. Lower Arm Actuator 4. Small Laser 3. Lower Arm Actuator 8 29
1-3 4.[ Large Laser 5. Sensors 1-3 4.[ Large Laser o -
5.[Large Laser 6. Life Support 5. [Lar‘ge Laser 8 28
6. Roll Again 6. Roll Again 8 27
*}
1. Roll Again Center Torso 1. Roll Again EG*
2. Roll Again 1. Fusion Engine 2. Roll Again 25
46 3. Roll Again 2. Fusion Engine 46 8. Roll Again 24’
4. Roll Again 3. Fusion Engine 4. Roll Again 53 ¥
5. Roll Again 1-3 4 Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro 21
16 207
Left Torso 5 Foson Engine Right Torso 197
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18%
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink ,_\ 17
1-3 3.[LRM 15 5. Heat Sink 1-3 3.[LRM 15 HEAT DATA 16
4.[LRM 15 6. Roll Again 4.{LRM 15 Heat Sinks: -
5.LLRM 15 5.LLRM 15 Heat 12 15
6. AC/2 Engine Hits 000 6. AC/2 Level* Effects 144
i 30 Shutdown ]
1. Ac/2 SEEZ;?‘ ::E: 88 1. Ac/2 28 Ammo Exp, avoid on 8+ O O 13
2. Ammo (LRM 15) 8 > 2. Ammo (LRM 15) 8 56 Shutdown. avoid on 10+ 00 12
3. Ammo (LRM 15) 8 Life Support O 3. Ammo (LRM 15) 8 55 & Moverment Points 0 IT
48 4. ammo ac/2) 45 48 4. ammo [AC/2) 45 24  +4 Modifier to Fire O 10%
5. Roll Again 5. ol Aga!n 23 Ammo Exp, avoid on B+ @)
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ 2 =
20 -4 Movement Points o 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hip 1. Hip 17 +3 Modifier to Fire O 5 A
5 U Leg A gemeFlabs 15 -3 Movement Paints @)
. Upper Leg Actuator 2. Upper Leg Actuator . a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5. Roll Again Damage Transfer 5. Roll Again 180 f1MhADZ§;:§:EuP|§]iI:etS 2
6. Roll Again Diagram 6. Roll Again 5 -1 Movement Points 1
\ /7 '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Mauler MAL-1X-AFFC Name: 8 8
Movement Points: Tonnage: 90 . _— .
G Skill Piloting Skill:
Walking: 3 Tech Base: Inner Sphere unnerySidlt - Filoting =K 8 8
Running: 5 Rules Level: Introductory HitsTaken [ 1 [ 2 | 3 | 4 | 5 | B o0
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead o O
Engine Type: 270 Fusion / O O
Weapons & Equipment Inventory [hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LA 8 8I[DE] — 5 10 15
1 Large Laser RA 8 B8|[DE] — 5 10 15 Richt A
[ rm
2 SRM 4 LT 3 2/Msl[MCS] ~ 3 6 9 116
2 AC/2 LT 1 2[DBS] 4 8 16 24
2 SAM 4 RT 3 2/Msl[MCS] - 3 B8 9
2 AC/2 RT 1 2[DBS] 4 8 16 24
Physical Attacks Right
Punch LA — 9 - - - - Center ['-2909]
Torso
Punch RA — 9 - - - - (8)
Kick - — 18 - - - -
Charge — — 9/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 32 (14)
Left Right
Torso Rear Torso Rear
Ammo: (AG/2] 90, ([SRM 4] 50 (5) (5)
\, Bv: 1.214 (&\) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ - Scale
Head Left Torso (19 Right Torso (19) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder e
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator 8 29
"2 4. HeatSink 5. Sensors ™2 4. Heat Sink 9 -
5.[Large Laser 6. Life Support 5. [Lar‘ge Laser o 28
6.l Large Laser B.LLarge Laser 8 27
*}
1. Roll Again Center Torso 1. Roll Again EG*
2. Roll Again 1. Fusion Engine 2. Roll Again 25
46 3. Roll Again 2. Fusion Engine 46 3. Roll Again 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
6. Gyro 21
1. G 207
. Gyro . ]
Left Torso 2. Fusion Engine Right Torso 19
1. Heat Sink 46 3. Fusion Engine 1. Heat Sink 18%
2. SRM 4 " 4. Fusion Engine 2. SRM 4 174
3. SRM 4 5. Roll Again 3. SRM4
13 4. AC/2 6. Roll Again 13 4. AC/2 Heat Sinks: 16*
5. AC/2 5. AC/2 14 15
6. Ammo (SRM 4] 25 Engine Hits O O O 6. Ammo (SRM 4) 25 Level* Effects 14
i 30 Shutd
1. Ammo [AC/2) 45 Gyro Hits O O 1. Ammo (AC/2) 45 utdown - 00 137
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 Hbdown, 8void on
4_6 . 4_6 . X 25 -5 Movement Points O O 11
4. Roll Again 4. Roll Again - } =
. 24  +4 Modifier to Fire (o]e) 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. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again ?, TMMDd'f'erz“PF'Fi 1
-1 Movement Paints
\ / '\ / | o
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Mauler MAL-1Y

N\

Ammo: (AG/2) 90, (LRM 15) 32

Movement Points: Tonnage: 90
Walking: 3 Tech Base: Inner Sphere
Running: 5 Rules Level: Standard
Jumping: 0 Role: Sniper
Engine Type: 270 XL
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LA 8 8I[DE] — 5 10 15
1 Large Laser RA 8 B8|[DE] — 5 10 15
1 LRM 15 LT 5 1/Msl[MCS] 6 7 14 21
2 AC/2 LT 1 2[DBS] 4 8 16 24
1 LRM 15 RT 5 1/Msl[MCS] 6 7 14 21
2 AC/2 RT 1 2[DBS] 4 8 16 24
Physical Attacks
Punch LA — 8 - - - -
Punch RA — 8 - - - -
Kick — 18 - - - -
Charge — 9/hex - - - =
Push - = - - - =

Maximum Heat (Dissipation): 30 (22)

( 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

Ferro-Fibrous

Head (9)

Left Torso

Right Torso

000000000
000000000

Left
Torso Rear
(10)

Center
Torso
(10)

Right Arm

(22)

Right

Torso Rear

(10)

\, BV: 1,448 (&\) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ - Scale
Head Left Torso (19 Right Torso (19) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder e
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1-3 3. Lower Arm Actuator 4. Ferro-Fibrous 1-3 3. Lower Arm Actuator 8 29
" 4.[Double Heat Sink 5. Sensors ™ 4. [Lar‘ge Laser S -
5.| Double Heat Sink B. Life Support 5.lLarge Laser o 28
6.L Double Heat Sink B. Ferro-Fibrous 8 27
*}
1 .[Lar‘ge Laser Center Torso 1. Ferro-Fibrous EG*
2.lLarge Laser 1. XL Fusion Engine 2. Ferro-Fibrous 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. Roll Again 5. Gyro 6. Roll Again
6. Gyro 21
207
1. Gyro . =
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. XL Fusion Engine 5. Ferro-Fibrous 3. XL Fusion Engine
13 arirm1s B. FerroFibrous 13 asrM 15 Double Heat Sinks: ) :g*
5.|LRM 15 5.|LRM 15 .
6.LLRM 15 Engine Hits O O O 6.LLRM 15 Level* Effects 11 (22) Ve
G\jl“D HitsQ O 30 Shutdown 134
1. AG/2 S HitsQ O 1. Ac/2 28 Ammo Exp, avoid on 8+ ole;
2. Ac/2 ensor Hits 2. AC/2 ; 12
: Life S tO ' 26 Shutdown, avoid on 10+ @)
3. Ammo (LRM 15) 8 ife Suppor 3. Ammo (LRM 15) 8 . 0O T
4_6 4_6 25 -5 Movement Points
4. Ammo (LRM 15) 8 4. Ammo (LRM 15) 8 o4  +4 Modifier to Fire O 107
5. Ammo (AC/2) 45 5. Ammo (AC/2) 45 o3 A )
mmo Exp, avoid on 6+
6. CASE 6. GASE ; @) 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 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 10 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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BATTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \

( WARRIOR D \

Maximum Heat (Dissipation): 36 (26)

Ammo: (LB 10X) 10, (LB 10X Cluster] 10, (LRM 15) 16, (SRM 6) 15

N
Type: Albatross ALB-4Ur Name:
Movement Points: Tonnage: 95 . _— .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: ____ Piloting Skl
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 0 Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 380 XL
Weapons & Equipment Inventory (hexes) /

# Type Loc Ht Dmg Min Sht Med Lng
1 LB10-XAC LA 2 10[DBC/F/S] — B 12 18
1 Large Pulse Laser RA 10 9[P] - 3 7 10
2 ER Medium Laser RA 5 5[DE] — 4 8 12
1 Light PPC LT 5 5|[DE] 3 6 12 18
1 LRM 15 RT 5 1/Msl[MCS] 6 7 14 21
1 SRM 6 RT 4 2/Msl[MCS] - 3 6 9
Physical Attacks

Punch LA — 10 - - =

Punch RA — 10 - - =

Kick - — 19 - - -

Charge — — 95/hex - - -

Push - - = - - -

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)
Left Torso

Right Torso

Left
Leg Center
(40) Torso

(12)

Right Arm
(32)

Right
Leg
(40)

Left Right
Torso Rear Torso Rear
(12) (12)

\, BV: 1,893 @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (20) Right Torso (20) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder 2
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator 8 29
™2 4.[LB10XAC 5. Sensors - 4.[Lar‘ge Pulse Laser 9 -
5.[LB 10X AC 6. Life Support 5.LLarge Pulse Laser S 28
6./ LB 10-X AC 6. ER Medium Laser 8 27
*}
1. LB 10-X AC Center Torso 1. ER Medium Laser OO EG*
2.|LB10-X AC 1. XL Fusion Engine 2. FerroFibrous 25
46 3.LLB 10-X AC 2. XL Fusion Engine 46 3. Ferro-Fibrous Center 24’
“O 4. Ferro-Fibrous i i “0© 4. Ferro-Fibrous Torso E
3. XL Fusion Engine 23
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous =
. . . 22
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous .
. Right
6. Gyro 21
- byl Leg 207
1. Gyro . (20) -
Left Torso (CASE) 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18%
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17
3. XL Fusion Engine 5. Ferro-Fibrous 3. XL Fusion Engine
- . ' - 16
1-3 arLight ppc 6. Roll Again 13 asrM 15 Double Heat Sinks: ) 7
5.l Light PPC 5.|LRM 15 13 28' 15
6. Ammo (LRM 15) 8 Engine Hits O O O 6.LLRM 15 Level* Effects (=8) 14
i 30 Shutd
1. Ammo (LRM 15) 8 Gyro Hits O O 1.[SRM 6 P8 Ao i on Be 00 137
Sensor Hits O O mmo Exp, avold on
2. Ammo (SRM B) 15 ; 2.LSRM 8 26  Shutdown, avaid on 10+ ole) 12
3. Ammo (LB 10-X) 10 Life Support O 3. FerroFibrous . 00 >
4_6 4_6 X 25 -5 Movement Points
4. Ammo (LB 10-X Cluster) 10 4. Ferro-Fibrous - ; =
) 24  +4 Modifier to Fire O 10
5. CASE 5. Ferro-Fibrous 53 Ammo Exo. avoid on 6+
6. Ferro-Fibrous 6. Ferro-Fibrous 55 gh b, ave @) 9
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. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again ?, TMMDd'f'erz“PF'Fi 1
\ / \\ -1 Movement Points y. o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Heavy Ferro-Fibrous

Head (9)

Left Torso Right Torso

i

(o]e]e} O
/, \, Y/ \ 0)
'MECH DATA \ WARRIOR D o0
0.0 0|~0
Type: Albatross ALB-5U Name: 08080 80
Movement Points: Tonnage: 95 . . . [e)(ex(o) hrs}
Gi Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnery Skt Filating =K Ogogo O
Running: 5] Rules Level: Standard HitsTaken [ 1 | 2 | 3 [ 4 | 5 [ & OOOOO
Jumping: 0 Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 009
Engine Type: 380 Light OOOOO
- / 0-0-0
Weapons & Equipment Inventory (hexes) OOO
# Type Loc Ht Dmg Min Sht Med Lng o0
1 Rotary AC/2 LA 1 2/5ht[DBR/C] — B 12 18
1 Large X-Pulse Laser RA 14 9[P] — 5 10 15 i
. Left Arm Right Arm
2 ER Medium Laser RA 5 5 [DE] — 4 8 12 (32) (32)
1 ER Small Laser LT 2 3|[DE] — 2 4 5
1 MML7 AT IMC.S]
LRM 1/Msl 6 7 14 21
SRM 2/Msl - 3 6 8 Left Right
Physical Attacks [L:g ) CTEMEP (L:g )
orso
Punch LA — 10 - - - - (15)
Punch RA — 10 - - - -
Kick - =19 - - - -
Charge — — 95/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 36 (26)
Torso Rear Torso Rear
Ammo: (MML 7,/LRM) 17, [MML 7,/SRM) 14, (RAG/2) 45 (10) (10)
\, BV: 1,885 @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (20) Right Torso (20) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder 2
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator 8 29
"2 4.[Rotary AC/2 5. S'ensor‘s ™~ a [Lar‘ge X-Pulse Laser 8 -
5.| Rotary AC/2 6. Life Support 5.LLarge X-Pulse Laser o 28
6.LRotary AC/2 6. ER Medium Laser 8 27
*}
1. Heavy Ferro-Fibrous Center Torso 1. ER Medium Laser OO EG*
2. Heavy Ferro-Fibrous 1. Light Fusion Engine 2. Heavy Ferro-Fibrous 25
4.6 3. Heavy Ferro-Fibrous 2. Light Fusion Engine 4-6 3. Heavy Ferro-Fibrous Center 24’
"O 4. Heavy Ferro-Fibrous 3. Light Fusion Engine " 4. Heavy Ferro-Fibrous Torso 53+
5. Heavy Ferro-Fibrous 1-3 4. Heavy Duty Gyro 5. Heavy Ferro-Fibrous YT
6. Roll Again 5. Heavy Duty Gyro 6. Roll Again .
. vy y Lyl Right 21
6. Heavy Duty Gyro L
°9 20
1. Heavy Duty Gyro . (20)
Left Torso (CASE) 2. Light Fusion Engine Right Torso 197
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. ER Small Laser 5. Heavy Ferro-Fibrous 1-3 3.[MML 7 \ 16
"2 4. Ammo (MML 7/SRM) 14 6. Roll Again 2 4| MML7 Double Heat Sinks: -
5. Ammo (MML 7/LRM) 17 5.[MML 7 13 (28] 15
6. Ammo (RAC/2) 45 Engine Hts O O O 6.LMML 7 Level* Effects (26) 147
i 30 Shutd
1. CASE Gyro H!ts 000 1. Heavy Ferro-Fibrous og Ar‘ﬁmc?‘llfv:p avoid on 8+ O O 1371
2. Heavy Ferro-Fibrous Sensor Hits O O 2. Heavy Ferro-Fibrous 96 Shutdown. avoid on 10+ (o]e) 12
. Life Su ort o : utdown, avoid on
3. Heavy Ferro-Fibrous PP 3. Heavy Ferro-Fibrous 55 -5 Movement Points 00 11
4-6 4. Heavy Ferro-Fibrous 4-6 4. Heavy Ferro-Fibrous 24 +4 Modifier to Fire O 107
5. Heavy Ferro-Fibrous 5. Heavy Ferro-Fibrous o3 A )
) mmo Exp, avoid on 6+ O g
6. Heavy Ferro-Fibrous 6. Heavy Ferro-Fibrous 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. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again g TMMDd'f'er zUPF'Fi 1
-1 Movement Points
\ /7 '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Heavy Ferro-Fibrous

Head (9)

Left Torso

Right Torso

i

(o]e]e} O
( 'MECH DATA } \ (€ \_/ 880
Type: Albatross ALB-5W Name: 08080 80
Movement Points: Tonnage: 95 . . . 0-0-0
Walking: 4 5] Tech Base: Inner Sphere Gunnery Skill: _ Piloting Skill OOOOO OO
Running: 6[8] Rules Level: Standard Hits Taken | 1 2| 3|als]|s 08080
Jumping: 0 Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 009
Engine Type: 380 Light p OOOOO
Weapons & Equipment Inventory (hexes) Oogoo
# Type Loc Ht Dmg Min Sht Med Lng O~0
1 ERPPC LA 15 10[DE] — 7 14 23
w,/Capacitor 20 15 [DEX] .
1 Large VSP Laser RA 10 11/9/7 [PV] - 4 8 15 E A
1 Medium Pulse Laser LT 4 B[P] — 2 4 6
1 ER Medium Laser LT 5 5|[DE] — 4 8 12
1 ER Small Laser LT 2 3|[DE] — 2 4 5
1 ECM Suite (Guardian) LT — [E] - - — B Left Right
1 Medium Pulse Laser RT 4 B[P] — 2 4 6 Leg Center Leg
1 ER Medium Laser RT 5 5][DE] - 4 8 12 (40) Torso (40)
1 ER Small Laser RT 2 3[DE — 2 4 5 (15)
Physical Attacks
Punch LA — 10[20] - - - -
Punch RA — 10[20] - - - -
Kick — — 19[38] - - - -
Charge — — 9.5/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 52 (26) Torso Rear Torso Rear
(10) (10)
\_BV: 2370 @
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ o Scale
Head Left Torso (20) Right Torso (20) Dverfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder 2
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
3. Lower Arm Actuator 4. Heavy Ferro-Fibrous 3. Lower Arm Actuator 8 29
1-3 4rerprc S. Sensors 1-3 47 Large VSP Laser 0 -
5. [ER PPC 6. Life Support 5.| Large VSP Laser S 28
6.LER PPC B.| Large VSP Laser 8 27
*}
1. PPC Capacitor Center Torso 1.LLarge VSP Laser oo EG*
2. Heavy Ferro-Fibrous 1. Light Fusion Engine 2. Heavy Ferro-Fibrous 25
3. Heavy Ferro-Fibrous 2. Light Fusion Engine 3. Heavy Ferro-Fibrous Center 24’
4-6 4. Heavy Ferro-Fibrous 3 L'g i g 4-6 4. Heavy Ferro-Fib e
. . Light Fusion Engine . Vy Ferro-ribrous Torso 23
5. Heavy Ferro-Fibrous 1-3 4. Heavy Duty Gyro 5. Heavy Ferro-Fibrous YT
6. Roll Again 5. Heavy Duty Gyro 6. Roll Again Right
6. Heavy Duty Gyro Leg Z;*
20
Left Torso ; ['i‘;f,‘t"’FB;‘if}’nGE",f;ine Right Torso (=) 197
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. Medium Pulse Laser 5. Triple Strength Myomer 1-3 3. Medium Pulse Laser \ 16
4. ER Medium Laser 6. Triple Strength Myomer 4. ER Medium Laser Double Heat Sinks: -
5. ER Small Laser 5. ER Small Laser 13 (28] 15
B.[ ECM Suite (Guardian) Engine Hits 000 B. Heavy Ferro-Fibrous Level* Effects 147
1.LECM Suite (Guardian) Gyro H!ts 000 1. Heavy Ferro-Fibrous Sg ihutdo\:zvn id on 8+ (o]e) 137
2. Heavy Ferro-Fibrous Sensor HitsQ O 2. Heavy Ferro-Fibrous o6 Srr;nn:io XP. avoid on (@]0) 12
3. Heavy Ferro-Fibrous Life Support O 3. Heavy Ferro-Fibrous utdown, avoid on o+
4_6 X 4_6 25 -5 Movement Points O O 11
4. Heavy Ferro-Fibrous 4. Heavy Ferro-Fibrous o4  +4 Modifier to Fire O 107
5. Heavy Ferro-Fibrous 5. Heavy Ferro-Fibrous 53 Ammo Exn. avoid on 6+
6. Heavy Ferro-Fibrous 6. Heavy Ferro-Fibrous oo gh b, ave @) 9
utdown, avoid on 8+ O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hip 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. 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 Mo?/elrrlwee:thPoli;is 1
\ /7 '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

Maximum Heat (Dissipation): 35 (26)

\
Type: Albatross ALB-6U Name:
Movement Points: Tonnage: 95 . _— .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: ____ Piloting Skl
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 0 Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 380 XL
Weapons & Equipment Inventory (hexes) /
# Type Loc Ht Dmg Min Sht Med Lng
1 Gauss Rifle LA 1 15[DBX] 2 7 15 @22
1 Large VSP Laser RA 10 11/9/7 [PV] — 4 8 15
2 ER Medium Laser RA 5 5][DE] — 4 8 12
1 Light PPC LT 5 5][DE] 3 6 12 18
1 LRM 15 RT 5 1/Msl[MCS] 6 7 14 21
1 SRM 6 RT 4 2/Msl[MCS] - 3 6 9
Physical Attacks
Punch LA — 10 - - -
Punch RA — 10 - - - -
Kick - — 19 - - - -
Charge — — 95/hex - - - =
Push - - = - - - =

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

Right Arm
(32)

Left Right
Leg Center Leg
(40) Torso (40)

(12)

Left Right
Torso Rear Torso Rear
Ammo: (Gauss) 16, (LRM 15) 16, (SRM 6] 15 (12) (12)
\, BV: 2,162 @é@ INTERNAL STRUCTURE DIAGRAM
\ / :
/ \ Composite Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (20) Right Torso (20) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder 2
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator 8 29
" 4.T Gauss Rifle 5. Sensors "2 4.[Large VSP Laser S -
5.| Gauss Rifle B. Life Support 5.| Large VSP Laser o 28
6.| Gauss Rifle B.| Large VSP Laser 8 27
*}
1.| Gauss Rifle Center Torso 1.lLLarge VSP Laser OO EG*
2.| Gauss Rifle 1. XL Fusion Engine 2. ER Medium Laser 25
3.| Gauss Rifle 2. XL Fusion Engine 3. ER Medium Laser Center 24
46 . - X0 Fusion Engi 4-6 -
4.] Gauss Rifle 3. XL Fusion Engine 4. Ferro-Fibrous Torso 23
5. Ferro-Fibrous 1-3 4. XL Gyro 5. Ferro-Fibrous YT
6. Ferro-Fibrous 5. XL Gyro 6. Ferro-Fibrous .
6. XL Gyro Riant 21
P teg 207
1. XL Gyro . (20)
Left Torso [CASE ) 2 XL Gyre Right Torso 197
1. XL Fusion Engine 3. XL Gyro 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. XL Fusion Engine 1-3 3. XL Fusion Engine \ 16
" 4[Light PPC 6. XL Fusion Engine " 4[LRM 1S Double Heat Sinks: c
5.l Light PPC 5.|LRM 15 13 28' 15
6. Ammo (LRM 15) 8 Engine Hits O O O 6.LLRM 15 Level* Effects (=8) 14
i 30 Shutd
1. Ammo (LRM 15) 8 Gyro Hits O O 1.[SRM 6 P8 Ao i on Be 00 13
2. Ammo (SRM 6) 15 Sensor Hits Q O 2lsrve o X, avals on 00 12
: Life S tO : . 26  Shutdown, avoid on 10+
3. Ammo (Gauss) 8 ITé suppor 3. Ferro-Fibrous . 00 11
4_6 4_6 X 25 -5 Movement Points
4. Ammo (Gauss) 8 4. Ferro-Fibrous - ; =
) 24  +4 Modifier to Fire O 10
5. CASEIl 5. Ferro-Fibrous
’ . ’ ) 23 Ammo Exp, avoid on B+ @) 9
6. Ferro-Fibrous 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. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 10 -2 Movement F'qnts 2
6. Ferro-Fibrous Diagram B. Ferro-Fibrous g 4;1MMDd|fler‘ zuPH‘ret 1
\ VAN -1 Movement Points y. 5
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

\ \,
( 'MECH DATA \ ( WARRIOR D
Type: Albatross C 'Sooty Albatross' Name:
\“I(';;‘I’;':;”t p°'2ts‘ I:ZE?:S'E: fﬂ?xe J Gunnery Skilk Piloting Skill:
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 4 Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 380 XL p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Gauss Rifle (C) LA 1 15[DBX] 2 7 15 @22
1 ER Large Pulse Laser RA 13 10[P] — 7 15 238
2 ERMedium Laser (IS) RA 5 5[DE] - 4 8 12 '-?f;;]f m R‘?’;E‘;m‘
1 Plasma Cannon LT 7 [DEH.AI] — 6 12 18
1 ATM9 RT 6 [MCS]
Standard 2/Msl 4 5 10 15
Extended Range 1/Msl 4 9 18 27
High Explosive 3/Msl - 3 6 9 II:Eft Tght
Physical Attacks ( :g] CTz::ir ( :Dg )
Punch LA — 10 - - - - (12)
Punch RA — 10 - - - -
Kick - 19 - - - -
Death From Above — 29 - - - =
Charge — 9.5/hex - - - =
Push - - - - - =
Maximum Heat (Dissipation): 37 (30)
Left Right
Ammo: (ATM 9) 7, [ATM 9 ER) 7, [ATM 9 HE) 7, (Gauss) 16, [Plasma Torso Rear Torso Rear
Cannon) 10 (12) (12)
\ SV 270 @)
\ / :
/ \ Composite Heat
CRITICAL TABLE \ oo Scale
Head Left Torso (20) Right Torso (20) Dverfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder 2
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
3. Lower Arm Actuator 4. FerroFibrous 3. Lower Arm Actuator 8 29
1-3 4[Gauss Rifle [Clan] 5. Sensors 1-3 4R Large Pulse Laser [Clan] o -
5.| Gauss Rifle [Clan] 6. Life Support 5.| ER Large Pulse Laser [Clan] 3 28
6.| Gauss Rifle [Clan] 6.LER Large Pulse Laser [Clan] 8 27
*}
1.| Gauss Rifle [Clan] Center Torso 1. ER Medium Laser OO 26
2.| Gauss Rifle [Clan] 1. XL Fusion Engine 2. ER Medium Laser 25
4.6 3.1 Gauss Rifle [Clan] 2. XL Fusion Engine 4-6 3. Ferro-Fibrous Center 24’
4. Ferro-Fibrous 3. XL Fusion Engine 4. Ferro-Fibrous Torso 23
5. Ferro-Fibrous 1-3 4. XL Gyro 5. Ferro-Fibrous YT
6. Ferro-Fibrous 5. XL Gyro 6. Ferro-Fibrous Right
6. XL Gyro b 21
Leg 207
(20)
Left Torso (CASE > XL o Right Torso 197
1. XL Fusion Engine 3. XL Gyro 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. XL Fusion Engine 1-3 3. XL Fusion Engine \ 16
4. Plasma Cannon [Clan] 6. XL Fusion Engine 4.[ ATM 9 [Clan] Double Heat Sinks: -
5. Ammo (ATM 9 HE) 7 5.| ATM 9 [Clan] 15 [SDj 15
6. Ammo (ATM 9) 7 Engine Hits O O O 6.| ATM 9 [Clan] Level* Effects 14%
1. Ammo (ATM 9 ER) 7 Gyro Hits O O 1.LATM 9 [Clan) Sg ih”thVEV” dongs 00 137
2. Ammo (Plasma Cannon) 10 S_EI'ISDI“ HitsQ O 2. Ferro-Fibrous o6 5:]:210 > avc_lcli cm’| o+ O O 12
3. Ammo (Gauss) 8 Life Support O 3. Ferro-Fibrous o5 5 :/I own. aqull on 00 11
4-6 4. Ammo (Gauss) 8 4-6 4. Ferro-Fibrous o4 -+4 '\/(I)vement O.Ints =
5. CASEIl 5. FerroFibrous odffier to Fire 00 10
6. Ferro-Fibrous 6. Ferro-Fibrous 28 Ammo Exp, aqu on B+ (0]0) 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 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 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 -qu'\onz:jent Pﬁ'”ts 2
6. Jump Jet Diagram 6. Jump Jet 5 AM 3 'n'je';zup Iil;i 1
\ /7 '\ ovement Toms / | o
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