BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Heavy Ferro-Fibrous

Head (9)

Left Torso

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Hermes Il HER-B6K Name:
Movement Points: Tonnage: 40 . _— .
) Gi Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere unnerySidlt - Filoting =K
Running: 9 Rules Level: Standard Hits Taken | 1 2| 3| a 5
Jumping: 0 Role: Scout Consciousness# | 3 | 5 | 7 | 10 Dead
Engine Type: 240 XL 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 Targeting Computer RT — [E] - - - = .
Left Arm Right Arm
1 Snub-Nose PPC RT 10 10/8/5 [DE,\/] — 9 13 15 (11) (11)
1 ECM Suite (Guardian) CT — [E] - —-— — B
1 C3 Computer (Slave) HD — [E] - - - =
Physical Attacks
Punch LA — 4 - - - - Left Right
Punch RA — 4 - - - - ['-1579] Center ['-1979]
. Torso
Kick - — 8 - - - - (6)
Club - -8 - - - =
Charge — — 4/hex - - - =
Push - - = - - - =
Maximum Heat (Dissipation): 20 (20]
Left Right
Torso Rear Torso Rear
(6) (6)
\, BV: 1,285 @%@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (10) Right Torso (10) 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. C3Slave 1-3 3. Lower Arm Actuator 29
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator -
5. Heavy Ferro-Fibrous 6. Life Support 5. Heavy Ferro-Fibrous 28
6. Heavy Ferro-Fibrous 6. Heavy Ferro-Fibrous Left Right 27
*}
1. Heavy Ferro-Fibrous Center Torso 1. Heavy Ferro-Fibrous A;m A:;m 26*
2. Heavy Ferro-Fibrous 1. XL Fusion Engine 2. Heavy Ferro-Fibrous (6] (6] 25
4.6 3. Heavy Ferro-Fibrous 2. XL Fusion Engine 4-6 3. Heavy Ferro-Fibrous 24’
"O 4. Heavy Ferro-Fibrous 3. XL Fusion Engine " 4. Heavy Ferro-Fibrous 237
5. Heavy Ferro-Fibrous 1-3 4. Gyro 5. Heavy Ferro-Fibrous YT
6. Heavy Ferro-Fibrous 5. Gyro 6. Heavy Ferro-Fibrous )
. Left Right 21
6. Gyro L
eg Leg 207
1. Gyro ' (10) (10) -
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.[Double Heat Sink 6.LECM Suite (Guardian) - 4.[Snub-Nose PPC Double Heat Sinks: -
5.| Double Heat Sink 5.LSnub-Nose PPC 10 (20] 15
6.LDouble Heat Sink Engine Hits O O O B.[ Targeting Computer Level* Effects (20 147
i 30 Shutd
1.[ Snub-Nose PPC Gyro H!ts oo 1.| Targeting Computer Hraown ; O 137
Sensor Hits o o X 28 Ammo Exp, avoid on 8+
2.1Snub-Nose PPC ) 2.LTargeting Computer o6  Shutd idon 10+ O 12
3. Heavy Ferro-Fibrous Life Support O 3. Roll Again ukdown, avoid on
4_6 . y 4_6 . X 25 -5 Movement Points O 11
4. Roll Again 4. Roll Again - } =
. 24  +4 Modifier to Fire @) 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
. 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. Heavy Ferro-Fibrous Damage Transfer 5. Heavy Ferro-Fibrous 1o -2 Movement F'qnts 2
6. Heavy Ferro-Fibrous Diagram 6. Heavy Ferro-Fibrous g 4;1MMDd|f|er zUPFI‘ri 1
-1 Movement Points
\ / '\ / | o
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( 'MECH DATA \

BATTLEMECH RECORD SHEET

Maximum Heat (Dissipation): 27 (20]

N
Type: Hermes Il HER-2R
Movement Points: Tonnage: 40
Walking: 6 Tech Base: Inner Sphere
Running: 9 Rules Level: Advanced
Jumping: 0 Role: Sniper
Engine Type: 240 Fusion
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Flamer LA 3 2[DEHAI -1 2 3
1 ER Large Laser LT 12 8[DE] — 7 14 18
1 ER Large Laser RT 12 8[DE] — 7 14 18
Physical Attacks
Punch LA — 4 - - - =
Punch RA — 4 - - - =
Kick - — 8 - - = =
Charge — — 4/hex - - - =
Push - - = - - - =

( WARRIOR D \

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

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

\

BV: 1,100

®

N
QLA

L]
(SsE

e g &
NES oS

Left
Torso Rear

(5)

Left Torso

Right Torso

(6)

Center
Torso

INTERNAL STRUCTURE DIAGRAM

(14)

Right
Torso Rear

(5)

\
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (10) Right Torso (10) 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
" 4. Flamer 5. Sensors "2 4. Hand Actuator -
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right 27
*}
1. Roll Again Center Torso 1. Roll Again A;m A:;m 26*
2. Roll Again 1. Fusion Engine 2. Roll Again (6] (6] 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 g gym 6. Roll Again Lefe Right ~
. Gyro Leg Leg 20
1. Gyro ' (10) (10) -
Left Torso 2. Fusion Engine Right Torso 19
1.[ Double Heat Sink 3. Fusion Engine 'I.[ER Large Laser 18*
2.| Double Heat Sink 4-6 4. Fusion Engine 2.LER Large Laser 17
3.LDouble Heat Sink 5. Roll Again 3. Roll Again
1-3 4.[ER Large Laser 6. Roll Again 1-3 4. Roll Again . N |18
g Double Heat Sinks +
5.LER Large Laser 5. Roll Again 10 EDl 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects (20 147
G\jl“D Hits o o . 30 Shutdown 134
1. Roll A 1. Roll A .
ol Again Sensor HitsQ O o Again 28 Ammo Exp, aqu on 8+ O
2. Roll Again ) 2. Roll Again 56  Shutdown. avoid on 10+ O 12
3. Roll Again Life Support O 3. Roll Again Ve >
4-6 4-6 . 25 -5 Movement Points @)
4. Roll Again 4. Roll Again - }
) : . 24  +4 Modifier to Fire @) 10
5. Roll Again 5. Roll Again
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 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
- vemen n
\ / '\ ovement Foints / | o
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BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Hermes Il HER-7K

N\

( WARRIOR D \

BATTLETECH

ARMOR DIAGRAM

Heavy Ferro-Fibrous

Head (9)

Left Torso Right Torso

Name:
Movement Points: Tonnage: 40 . _— .
) - Gi Skill: Piloting Skill:
Walking: 6 Tech Base: Mixed unnerySidlt - Filoting =K
Running:  9[12] Rules Level: Standard HitsTaken | 1 | 2 | 3 [
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 Dead
Engine Type: 240 XL p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 ER Large Laser (C) LT 12 10[DE] — 8 15 25
1 Bloodhound Active RT — [E] - - — 8
Probe
1 ER Large Laser (C) RT 12 10[DE] — 8 15 25
1 Targeting Computer (IS) RT — [E] - - - =
1 Angel ECM Suite CT — [E] - — — B
1 C3 Computer (Slave) HD — [E] - - - =
Physical Attacks [Lff ) Center [L‘Ieg]
Punch LA — 4 - - - - oy
Punch RA — 4 - - - =
Kick - — 8 - - = =
Club - -8 - - - =
Charge — — 4/hex - - - =
Push - == - - - =
Maximum Heat (Dissipation): 24 (24) .
Left Right
Torso Rear Torso Rear
(5) (5)
. Y
\, BV: 1,337 Ep INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (10) Right Torso (10) 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. C3Slave 1-3 3. Lower Arm Actuator 29
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator -
5. Heavy Ferro-Fibrous B. Life Support 5. Heavy Ferro-Fibrous 28
6. Heavy Ferro-Fibrous B. Heavy Ferro-Fibrous Left Right 27
*|
1. Heavy Ferro-Fibrous Center Torso 1. Heavy Ferro-Fibrous A;m A:;m 26*
2. Heavy Ferro-Fibrous 1. XL Fusion Engine 2. Heavy Ferro-Fibrous (6] (6] 25
4.6 3. Heavy Ferro-Fibrous 2. XL Fusion Engine 4-6 3. Heavy Ferro-Fibrous 24’
4. Heavy Ferro-Fibrous 3. XL Fusion Engine 4. Heavy Ferro-Fibrous 53 ¥
5. Heavy Ferro-Fibrous 1-3 4. Gyro 5. Heavy Ferro-Fibrous =
. ' ) 22
6. Heavy Ferro-Fibrous 5. Gyro 6. Heavy Ferro-Fibrous )
. Left Right 21
6. Gyro L
eg Leg 207
1. Gyro ' (10) (10) -
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.[ Angel ECM Suite 3. XL Fusion Engine 16
1-3 4.[ Double Heat Sink S.[Angel ECM Suite 1-3 4.[ Double Heat Sink Double Heat Sinks: N -
5.| Double Heat Sink 5.| Double Heat Sink 19 (2] 15
6.L Double Heat Sink Engine Hits O O O 6.LDouble Heat Sink Level* Effects (=4) 14
i 30 Shutd
1.[ Double Heat Sink Gyro H!ts oo 1. ER Large Laser [Clan] Hraown . (o]e) 137
) Sensor Hits o o s 28 Ammo Exp, avoid on 8+
2.| Double Heat Sink 2.[ Targeting Computer o6  Shutd idon 10+ (@]0) 12
. Life Su ort o ) utdown, avoid on
3.1 Double Heat Sink PP 3.LTargeting Computer h '®) 11
4_6 4_6 - 3 25 -5 Movement Points
4. ER Large Laser [Clan] 4.[ Bloodhound Active Probe o4  +4 Modifier to Fire O 107
5. Supercharger 5.| Bloodhound Active Probe ]
) N 23 Ammo Exp, avoid on 6+ O g
6. Heavy Ferro-Fibrous 6.LBloodhound Active Probe -
22 Shutdown, avoid on 8+ O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17  +3 Modifier to Fire O 5 A
- Hip game D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator ~o vViovement 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. Heavy Ferro-Fibrous Damage Transfer 5. Heavy Ferro-Fibrous 10 -2 Movement F'qnts 2
6. Heavy Ferro-Fibrous Diagram 6. Heavy Ferro-Fibrous g 4;1MMDd|f|er zUPFI‘ri 1
-1 Movement Points
\ /7 '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \

Maximum Heat (Dissipation): 16 (11)

( WARRIOR D \

N

Type: Hermes Il HER-4K Name:

Movement Points: Tonnage: 40 . _— .

Walking: 6 Tech Bgase: Inner Sphere Gunnery Skill: - Pilating Skl

Running: 9 Rules Level: Introductory Hits Taken | 1 2| 3|a|ls|s

Jumping: 0 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead

Engine Type: 240 Fusion

Weapons & Equipment Inventory (hexes) /

# Type Loc Ht Dmg Min Sht Med Lng

1 Large Laser LT 8 B8|[DE] — 5 10 15

1 Large Laser RT 8 B8|[DE] — 5 10 15 %‘\

Physical Attacks —ﬁ;ﬁ /’;\\
Punch LA — 4 - - - - ,_ff/li&ga"%\\
Punch RA — 4 - - - - 7\\"\\& \

Kick - -8 - - - - w2
Club - — 8 - - - -
Charge — — 4/hex - - - =
Push - - = - - - -

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

Center
Torso

(6)

(14)

Left Right
Torso Rear Torso Rear
(5) (5)

\, Bv: 978 (&\) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ - Scale
Head Left Torso (10) Right Torso (10) 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. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again Left Right | 27
*}
1. Roll Again Center Torso 1. Roll Again A;m A:;m 26*
2. Roll Again 1. Fusion Engine 2. Roll Again (6] (6] 25
46 3. Roll Again 2. Fusion Engine 46 3. Roll Again Center 24’
"O 4. Roll Again 3. Fusion Engine "O 4. Roll Again Torso 53+
5. Roll Again 1-3 4 Gyro 5. Roll Again (12) —
6. Roll Again g gym 6. Roll Again Lefe Right ~
. Gyro Leg Leg 20
1. Gyro ' (10) (10) -
Left Torso 2. Fusion Engine Right Torso 19
1.[Lar‘ge Laser 3. Fusion Engine ’I.[Large Laser 18*
2.lLarge Laser 4-6 4. Fusion Engine 2.lLLarge Laser 17
3. Roll Again 5. Heat Sink 3. Roll Again
1-3 4. Roll Again B. Heat Sink 1-3 4. Roll Again Heat Sinks: N 16*
5. Roll Again 5. Roll Again 11 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 147
G\jl“D Hits o o . 30 Shutdown 134
1. Roll A 1. Roll A .
ol Again Sensor HitsQ O o1 Again 28 Ammo Exp, aqu on 8+ ole;
2. Roll Again ) 2. Roll Again 56  Shutdown. avoid on 10+ O 12
3. Roll Again Life Support O 3. Roll Again e 5 Movame b 0O >
4-6 4. Roll A 4-6 4. Roll Aai -5 Movement Points
- DOLAgan - HotAgain 24 +4 Modifier to Fire 10
5. Roll Again 5. Roll Again O
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 LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hip u 1. Hip 17  +3 Modifier to Fire O 5 A
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again ?, TMMDd'f'erz“PF'Fi 1
- vemen n
\ /7 '\ ovement oS / | o
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