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'MECH DATA
Type: Dragon DRG-1ALAG
Movement Points:
Walking: 5
Running: 8
Jumping: 0

Tonnage: 60
Tech Base: Inner Sphere
Role: Skirmisher
Engine Type: 300 Fusion

Weapons & Equipment Inventory (hexes)

# Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5 [DE] — 3 6 9

1 AC/10 RA 3 10 [DB,S] — 5 10 15

1 Medium Laser LT 3 5 [DE] — 3 6 9

1 SRM 4 CT 3 2/Msl [M,C,S] — 3 6 9

1 Flamer HD 3 2 [DE,H,AI] — 1 2 3

Physical Attacks

Punch LA — 6 — — — —

Punch RA — 6 — — — —

Kick — — 12 — — — —

Charge — — 6/hex — — — —

Push — — — — — — —

Maximum Heat (Dissipation): 15 (10)

Ammo: (AC/10) 10, (SRM 4) 25

BV: 1,179

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:
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CRITICAL TABLE
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1-3

4-6

1-3

4-6
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4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
Life Support1.
Sensors2.
Cockpit3.
Flamer4.
Sensors5.
Life Support6.

Center Torso
Fusion Engine1.
Fusion Engine2.
Fusion Engine3.
Gyro4.
Gyro5.
Gyro6.

Gyro1.
Fusion Engine2.
Fusion Engine3.
Fusion Engine4.
SRM 45.
Roll Again6.

Right Torso
Ammo (AC/10) 101.
Roll Again2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Roll Again1.
Roll Again2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Left Torso
Medium Laser1.
Ammo (SRM 4) 252.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Roll Again1.
Roll Again2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Right Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
AC/104.
AC/105.
AC/106.

AC/101.
AC/102.
AC/103.
AC/104.
Roll Again5.
Roll Again6.

Left Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
Medium Laser4.
Roll Again5.
Roll Again6.

Roll Again1.
Roll Again2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Right Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
Roll Again5.
Roll Again6.

Left Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
Roll Again5.
Roll Again6.

INTERNAL STRUCTURE DIAGRAM
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HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Heat Sinks:
10

Heat
Scale

Overflow

30*
29

28*
27

26*
25*
24*
23*
22*
21

20*
19*
18*
17*
16

15*
14*
13*
12

11

10*
9

8 *
7

6

5 *
4

3

2

1

0
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'MECH DATA
Type: Dragon DRG-2ALAG
Movement Points:
Walking: 5
Running: 8
Jumping: 0

Tonnage: 60
Tech Base: Inner Sphere
Role: Skirmisher
Engine Type: 300 Fusion

Weapons & Equipment Inventory (hexes)

# Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5 [DE] — 3 6 9

1 AC/10 RA 3 10 [DB,S] — 5 10 15

1 Medium Laser LT 3 5 [DE] — 3 6 9

1 SRM 4 CT 3 2/Msl [M,C,S] — 3 6 9

Physical Attacks

Punch LA — 6 — — — —

Punch RA — 6 — — — —

Kick — — 12 — — — —

Charge — — 6/hex — — — —

Push — — — — — — —

Maximum Heat (Dissipation): 12 (10)

Ammo: (AC/10) 20, (SRM 4) 25

BV: 1,172

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:
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Consciousness #

ARMOR DIAGRAM
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CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
Life Support1.
Sensors2.
Cockpit3.
Roll Again4.
Sensors5.
Life Support6.

Center Torso
Fusion Engine1.
Fusion Engine2.
Fusion Engine3.
Gyro4.
Gyro5.
Gyro6.

Gyro1.
Fusion Engine2.
Fusion Engine3.
Fusion Engine4.
SRM 45.
Roll Again6.

Right Torso
Ammo (AC/10) 101.
Ammo (AC/10) 102.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Roll Again1.
Roll Again2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Left Torso
Medium Laser1.
Ammo (SRM 4) 252.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Roll Again1.
Roll Again2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Right Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
AC/104.
AC/105.
AC/106.

AC/101.
AC/102.
AC/103.
AC/104.
Roll Again5.
Roll Again6.

Left Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
Medium Laser4.
Roll Again5.
Roll Again6.

Roll Again1.
Roll Again2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Right Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
Roll Again5.
Roll Again6.

Left Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
Roll Again5.
Roll Again6.

INTERNAL STRUCTURE DIAGRAM
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HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Heat Sinks:
10

Heat
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Overflow

30*
29

28*
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26*
25*
24*
23*
22*
21

20*
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17*
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'MECH DATA
Type: Dragon DRG-5ALAG
Movement Points:
Walking: 5
Running: 8
Jumping: 0

Tonnage: 60
Tech Base: Inner Sphere
Role: Skirmisher
Engine Type: 300 XL

Weapons & Equipment Inventory (hexes)

# Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5 [DE] — 3 6 9

1 Gauss Rifle RA 1 15 [DB,X] 2 7 15 22

1 Medium Laser LT 3 5 [DE] — 3 6 9

1 Medium Laser (R) LT 3 5 [DE] — 3 6 9

1 Medium Laser (R) RT 3 5 [DE] — 3 6 9

1 SRM 4 CT 3 2/Msl [M,C,S] — 3 6 9

1 Flamer HD 3 2 [DE,H,AI] — 1 2 3

Physical Attacks

Punch LA — 6 — — — —

Punch RA — 6 — — — —

Kick — — 12 — — — —

Charge — — 6/hex — — — —

Push — — — — — — —

Maximum Heat (Dissipation): 19 (13)

Ammo: (Gauss) 16, (SRM 4) 25

BV: 1,515

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:
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ARMOR DIAGRAM
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CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
Life Support1.
Sensors2.
Cockpit3.
Flamer4.
Sensors5.
Life Support6.

Center Torso
XL Fusion Engine1.
XL Fusion Engine2.
XL Fusion Engine3.
Gyro4.
Gyro5.
Gyro6.

Gyro1.
XL Fusion Engine2.
XL Fusion Engine3.
XL Fusion Engine4.
SRM 45.
Roll Again6.

Right Torso (CASE)

XL Fusion Engine1.
XL Fusion Engine2.
XL Fusion Engine3.
Medium Laser (R)4.
Ammo (SRM 4) 255.
Ammo (Gauss) 86.

Ammo (Gauss) 81.
CASE2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Left Torso
XL Fusion Engine1.
XL Fusion Engine2.
XL Fusion Engine3.
Heat Sink4.
Medium Laser5.
Medium Laser (R)6.

Roll Again1.
Roll Again2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Right Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
Gauss Rifle4.
Gauss Rifle5.
Gauss Rifle6.

Gauss Rifle1.
Gauss Rifle2.
Gauss Rifle3.
Gauss Rifle4.
Roll Again5.
Roll Again6.

Left Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
Medium Laser4.
Roll Again5.
Roll Again6.

Roll Again1.
Roll Again2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Right Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
Roll Again5.
Roll Again6.

Left Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
Roll Again5.
Roll Again6.

INTERNAL STRUCTURE DIAGRAM
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HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Heat Sinks:
13

Heat
Scale

Overflow

30*
29

28*
27

26*
25*
24*
23*
22*
21

20*
19*
18*
17*
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WHAT’S IN A NAME?
BY Loren L. Coleman

ACROSS
1. X
6. Sixth group in a series, 

alphabetically
10. To fire
14. Colorful colony
15. Arc-Royal MechWorks, previously
16. Your enemy, on Phact?
17. * “I’Il return quickly, sir.”
20. Father of Icarus, or Solaris-style 

Phoenix Hawk
21. Lowest amount
22. Paramedic, briefly
23. Charred
24. * “It could take some time.”
30. Create a debt
31. You can lend it, but not spend it
32. Brief acknowledgment of an 

obligation
34. Unresponsive state
35. Young studs
37. Introduced in 3051 at 25
39. ___  out
40. The max!
41. Can kick it, old tyme
42. * “Are ya serious, dude?”
47. Reinforcement
48. A fuss over trivial details
49. Order for combined fire
50. Small troop carriers that might be chased 

by a Leopard
55. * “Tilting iz my thing.”
58. In “the original place”
59. Not quite a twofer
60. Belonging to the First Somerset Strikers
61. Chuckles
62. Must-have
63. Four bells before noon

DOWN
1. H. Liao financial institution
2. Exodus ___
3. This superheavy prototype is a killer
4. Shots on Luthien?
5. Thirteenth projected photo out of twenty-six
6. Unwavering allegiance to a sovereign
7. Warrior House master instructor
8. Long Dist. Beams
9. Draconis Combine ceremonial beverage
10. Unions and Overlords, but not Leopards
11. “Dang! I can’t aim at that!”
12. Shoreline
13. New ___. Clan Steel Viper’s homeworld

18. Fed Sun MW School
19. Bullet
23. Insignia for new officers
24. Compassionate & thoughtful attention
25. Give it, or not
26. A 55-ton ghost’s declaration
27. House Kurita poetry slam
28. Pre-epsilon
29. Operation ___
33. A bear of a BattleMech
35. Endearing
36. Aged
38. Festival celebrating lunar new year
43. Highest form of perfection
44. Danger
45. This Pentagon World is hardly a garden spot
46. I can haz Warhammr!
47. Fail to justify a claim
49. A desire
50. Departed
51. Away from the wind
52. Not meant to be buried
53. Stylish flair or performance
54. Basic form of any organism
56. 1,000 kilograms
57. It packs an amazing punch
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Puzzle solution is in Shrapnel #25



BATTLEMECH RECORD SHEET

© 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.

'MECH DATA
Type: Dragon DRG-7ALAG
Movement Points:
Walking: 5
Running: 8
Jumping: 0

Tonnage: 60
Tech Base: Inner Sphere
Role: Skirmisher
Engine Type: 300 XL

Weapons & Equipment Inventory (hexes)

# Type Loc Ht Dmg Min Sht Med Lng
3 Medium Laser LA 3 5 [DE] — 3 6 9

1 Gauss Rifle RA 1 15 [DB,X] 2 7 15 22

1 Medium Laser LT 3 5 [DE] — 3 6 9

2 Streak SRM 4 CT 3 2/Msl [M,C] — 3 6 9

Physical Attacks

Punch LA — 6 — — — —

Punch RA — 6 — — — —

Kick — — 12 — — — —

Charge — — 6/hex — — — —

Push — — — — — — —

Maximum Heat (Dissipation): 19 (13)

Ammo: (Gauss) 16, (Streak SRM 4) 25

BV: 1,680

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1
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6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Standard Armor
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CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
Life Support1.
Sensors2.
Cockpit3.
Endo Steel4.
Sensors5.
Life Support6.

Center Torso
XL Fusion Engine1.
XL Fusion Engine2.
XL Fusion Engine3.
Gyro4.
Gyro5.
Gyro6.

Gyro1.
XL Fusion Engine2.
XL Fusion Engine3.
XL Fusion Engine4.
Streak SRM 45.
Streak SRM 46.

Right Torso (CASE)

XL Fusion Engine1.
XL Fusion Engine2.
XL Fusion Engine3.
Ammo (Streak SRM 4) 254.
Ammo (Gauss) 85.
Ammo (Gauss) 86.

CASE1.
Endo Steel2.
Endo Steel3.
Roll Again4.
Roll Again5.
Roll Again6.

Left Torso
XL Fusion Engine1.
XL Fusion Engine2.
XL Fusion Engine3.
Medium Laser4.
Endo Steel5.
Endo Steel6.

Roll Again1.
Roll Again2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Right Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
Gauss Rifle4.
Gauss Rifle5.
Gauss Rifle6.

Gauss Rifle1.
Gauss Rifle2.
Gauss Rifle3.
Gauss Rifle4.
Endo Steel5.
Endo Steel6.

Left Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
Heat Sink4.
Medium Laser5.
Medium Laser6.

Medium Laser1.
Endo Steel2.
Endo Steel3.
Endo Steel4.
Roll Again5.
Roll Again6.

Right Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
Endo Steel5.
Endo Steel6.

Left Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
Endo Steel5.
Endo Steel6.

INTERNAL STRUCTURE DIAGRAM
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HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Heat Sinks:
13

Heat
Scale

Overflow

30*
29
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21

20*
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15*
14*
13*
12

11

10*
9

8 *
7

6

5 *
4

3

2

1

0



BATTLEMECH RECORD SHEET

© 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.

'MECH DATA
Type: Dragon DRG-8ALAG
Movement Points:
Walking: 5
Running: 8
Jumping: 0

Tonnage: 60
Tech Base: Inner Sphere
Role: Skirmisher
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

1 Gauss Rifle RA 1 15 [DB,X] 2 7 15 22

1 Medium Laser LT 3 5 [DE] — 3 6 9

1 Streak SRM 4 CT 3 2/Msl [M,C] — 3 6 9

1 Flamer HD 3 2 [DE,H,AI] — 1 2 3

Physical Attacks

Punch LA — 6 — — — —

Punch RA — 6 — — — —

Kick — — 12 — — — —

Charge — — 6/hex — — — —

Push — — — — — — —

Maximum Heat (Dissipation): 16 (13)

Ammo: (Gauss) 16, (Streak SRM 4) 25

BV: 1,545

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:
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Hits Taken

Consciousness #

ARMOR DIAGRAM

Standard Armor
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CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
Life Support1.
Sensors2.
Cockpit3.
Flamer4.
Sensors5.
Life Support6.

Center Torso
XL Fusion Engine1.
XL Fusion Engine2.
XL Fusion Engine3.
Gyro4.
Gyro5.
Gyro6.

Gyro1.
XL Fusion Engine2.
XL Fusion Engine3.
XL Fusion Engine4.
Streak SRM 45.
Roll Again6.

Right Torso (CASE)

XL Fusion Engine1.
XL Fusion Engine2.
XL Fusion Engine3.
Ammo (Streak SRM 4) 254.
Ammo (Gauss) 85.
Ammo (Gauss) 86.

CASE1.
Roll Again2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Left Torso
XL Fusion Engine1.
XL Fusion Engine2.
XL Fusion Engine3.
Medium Laser4.
Roll Again5.
Roll Again6.

Roll Again1.
Roll Again2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Right Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
Gauss Rifle4.
Gauss Rifle5.
Gauss Rifle6.

Gauss Rifle1.
Gauss Rifle2.
Gauss Rifle3.
Gauss Rifle4.
Roll Again5.
Roll Again6.

Left Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
Heat Sink4.
Medium Laser5.
Medium Laser6.

Roll Again1.
Roll Again2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Right Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
Roll Again5.
Roll Again6.

Left Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
Roll Again5.
Roll Again6.

INTERNAL STRUCTURE DIAGRAM
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HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Heat Sinks:
13

Heat
Scale

Overflow

30*
29

28*
27

26*
25*
24*
23*
22*
21

20*
19*
18*
17*
16

15*
14*
13*
12

11

10*
9

8 *
7

6

5 *
4

3

2

1

0
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'MECH DATA
Type: Axman AXM-1X
Movement Points:
Walking: 4
Running: 6
Jumping: 4

Tonnage: 65
Tech Base: Inner Sphere
Role: Brawler
Engine Type: 260 Fusion

Weapons & Equipment Inventory (hexes)

# Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LA 8 8 [DE] — 5 10 15

2 Medium Laser RA 3 5 [DE] — 3 6 9

1 Hatchet RA — 13 — — — —

1 AC/10 RT 3 10 [DB,S] — 5 10 15

1 Full Head Eject System — — [E] — — — —

Physical Attacks

Punch LA — 7 — — — —

Punch RA — 7 — — — —

Kick — — 13 — — — —

Club — — 13 — — — —

Death From Above — — 20 — — — —

Charge — — 6.5/hex — — — —

Push — — — — — — —

Maximum Heat (Dissipation): 17 (10)

Ammo: (AC/10) 10

BV: 1,256

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Standard Armor
Head

Center
Torso

Right TorsoLeft Torso

Right
Leg

Left
Leg Center

Torso

Torso Rear

RightLeft

Torso Rear

Left Arm Right Arm

( 9 )

( 23 )

( 6 )

( 20 )

( 6 )

( 20 )

( 6 )

( 15 )( 15 )

( 20 )( 20 )

CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
Life Support1.
Sensors2.
Cockpit3.
Roll Again4.
Sensors5.
Life Support6.

Center Torso
Fusion Engine1.
Fusion Engine2.
Fusion Engine3.
Gyro4.
Gyro5.
Gyro6.

Gyro1.
Fusion Engine2.
Fusion Engine3.
Fusion Engine4.
Roll Again5.
Roll Again6.

Right Torso
AC/101.
AC/102.
AC/103.
AC/104.
AC/105.
AC/106.

AC/101.
Roll Again2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Left Torso
Ammo (AC/10) 101.
Roll Again2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Roll Again1.
Roll Again2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Right Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
Hand Actuator4.
Medium Laser5.
Medium Laser6.

Hatchet1.
Hatchet2.
Hatchet3.
Hatchet4.
Hatchet5.
Roll Again6.

Left Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
Hand Actuator4.
Large Laser5.
Large Laser6.

Roll Again1.
Roll Again2.
Roll Again3.
Roll Again4.
Roll Again5.
Roll Again6.

Right Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
Jump Jet5.
Jump Jet6.

Left Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
Jump Jet5.
Jump Jet6.

INTERNAL STRUCTURE DIAGRAM

Standard Structure
Head

Center

Torso

Right

Leg

Left

Arm
Right

Arm

Left Torso Right Torso

Left

Leg

( 21 )

( 15 )( 15 )

( 10 )( 10 )

( 15 )( 15 )

HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Heat Sinks:
10

Heat
Scale

Overflow

30*
29

28*
27

26*
25*
24*
23*
22*
21

20*
19*
18*
17*
16

15*
14*
13*
12

11

10*
9

8 *
7

6

5 *
4

3

2

1

0
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'MECH DATA
Type: Axman AXM-2R
Movement Points:
Walking: 4
Running: 6
Jumping: 4

Tonnage: 65
Tech Base: Inner Sphere
Role: Skirmisher
Engine Type: 260 XL

Weapons & Equipment Inventory (hexes)

# Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser LA 10 9 [P] — 3 7 10
2 Medium Pulse Laser RA 4 6 [P] — 2 4 6
1 Hatchet RA — 13 — — — —
1 SRM 6 LT 4 2/Msl [M,C,S] — 3 6 9

w/Artemis IV
1 SRM 6 RT 4 2/Msl [M,C,S] — 3 6 9

w/Artemis IV
1 Active Probe (Beagle) RT — [E] — — — 4
1 ECM Suite (Guardian) RT — [E] — — — 6
1 Full Head Eject System — — [E] — — — —
Physical Attacks

Punch LA — 7 — — — —
Punch RA — 7 — — — —
Kick — — 13 — — — —
Club — — 13 — — — —
Death From Above — — 20 — — — —
Charge — — 6.5/hex — — — —
Push — — — — — — —

Maximum Heat (Dissipation): 26 (20)

Ammo: (SRM 6 Artemis) 30

BV: 1,405

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Ferro-Fibrous
Head

Center
Torso

Right TorsoLeft Torso

Right
Leg

Left
Leg Center

Torso

Torso Rear

RightLeft

Torso Rear

Left Arm Right Arm

( 9 )

( 34 )

( 8 )

( 24 )

( 6 )

( 24 )

( 6 )

( 20 )( 20 )

( 30 )( 30 )

CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
Life Support1.
Sensors2.
Cockpit3.
Ferro-Fibrous4.
Sensors5.
Life Support6.

Center Torso
XL Fusion Engine1.
XL Fusion Engine2.
XL Fusion Engine3.
Gyro4.
Gyro5.
Gyro6.

Gyro1.
XL Fusion Engine2.
XL Fusion Engine3.
XL Fusion Engine4.
Ferro-Fibrous5.
Roll Again6.

Right Torso
XL Fusion Engine1.
XL Fusion Engine2.
XL Fusion Engine3.
SRM 64.
SRM 65.
Artemis IV FCS6.

Active Probe (Beagle)1.
Active Probe (Beagle)2.
ECM Suite (Guardian)3.
ECM Suite (Guardian)4.
Ferro-Fibrous5.
Ferro-Fibrous6.

Left Torso (CASE)

XL Fusion Engine1.
XL Fusion Engine2.
XL Fusion Engine3.
SRM 64.
SRM 65.
Artemis IV FCS6.

Ammo (SRM 6 Artemis) 151.
Ammo (SRM 6 Artemis) 152.
CASE3.
Ferro-Fibrous4.
Ferro-Fibrous5.
Ferro-Fibrous6.

Right Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
Hand Actuator4.
Medium Pulse Laser5.
Medium Pulse Laser6.

Hatchet1.
Hatchet2.
Hatchet3.
Hatchet4.
Hatchet5.
Ferro-Fibrous6.

Left Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
Hand Actuator4.
Large Pulse Laser5.
Large Pulse Laser6.

Ferro-Fibrous1.
Ferro-Fibrous2.
Ferro-Fibrous3.
Ferro-Fibrous4.
Ferro-Fibrous5.
Ferro-Fibrous6.

Right Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
Jump Jet5.
Jump Jet6.

Left Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
Jump Jet5.
Jump Jet6.

INTERNAL STRUCTURE DIAGRAM

Standard Structure
Head

Center

Torso

Right

Leg

Left

Arm
Right

Arm

Left Torso Right Torso

Left

Leg

( 21 )

( 15 )( 15 )

( 10 )( 10 )

( 15 )( 15 )

HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Double Heat Sinks:
10 (20)

Heat
Scale

Overflow

30*
29

28*
27

26*
25*
24*
23*
22*
21

20*
19*
18*
17*
16

15*
14*
13*
12

11

10*
9

8 *
7

6

5 *
4

3

2

1

0
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'MECH DATA
Type: Axman AXM-5R
Movement Points:
Walking: 4
Running: 6
Jumping: 4

Tonnage: 65
Tech Base: Mixed
Role: Brawler
Engine Type: 260 XL

Weapons & Equipment Inventory (hexes)

# Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser (C) LA 10 10 [P] — 6 14 20
3 Medium Pulse Laser (C) RA 4 7 [P] — 4 8 12
1 Hatchet RA — 13 — — — —
1 LRM 15 (C) LT 5 1/Msl [M,C,S] — 7 14 21

w/Artemis IV
1 LRM 15 (C) RT 5 1/Msl [M,C,S] — 7 14 21

w/Artemis IV
1 Full Head Eject System — — [E] — — — —
Physical Attacks

Punch LA — 7 — — — —
Punch RA — 7 — — — —
Kick — — 13 — — — —
Club — — 13 — — — —
Death From Above — — 20 — — — —
Charge — — 6.5/hex — — — —
Push — — — — — — —

Maximum Heat (Dissipation): 32 (20)

Ammo: (LRM 15) 16

BV: 2,135

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Ferro-Fibrous
Head

Center
Torso

Right TorsoLeft Torso

Right
Leg

Left
Leg Center

Torso

Torso Rear

RightLeft

Torso Rear

Left Arm Right Arm

( 9 )

( 28 )

( 6 )

( 21 )

( 6 )

( 21 )

( 6 )

( 17 )( 17 )

( 24 )( 24 )

CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
Life Support1.
Sensors2.
Cockpit3.
Ferro-Fibrous4.
Sensors5.
Life Support6.

Center Torso
XL Fusion Engine1.
XL Fusion Engine2.
XL Fusion Engine3.
Heavy Duty Gyro4.
Heavy Duty Gyro5.
Heavy Duty Gyro6.

Heavy Duty Gyro1.
XL Fusion Engine2.
XL Fusion Engine3.
XL Fusion Engine4.
Ferro-Fibrous5.
Roll Again6.

Right Torso
XL Fusion Engine1.
XL Fusion Engine2.
LRM 15 [Clan]3.
LRM 15 [Clan]4.
Artemis IV FCS [Clan]5.
Ferro-Fibrous6.

Ferro-Fibrous1.
Ferro-Fibrous2.
Ferro-Fibrous3.
Roll Again4.
Roll Again5.
Roll Again6.

Left Torso (CASE)

XL Fusion Engine1.
XL Fusion Engine2.
LRM 15 [Clan]3.
LRM 15 [Clan]4.
Artemis IV FCS [Clan]5.
Ammo (LRM 15) 86.

Ammo (LRM 15) 81.
CASE2.
Ferro-Fibrous3.
Ferro-Fibrous4.
Ferro-Fibrous5.
Ferro-Fibrous6.

Right Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
Hand Actuator4.
Medium Pulse Laser [Clan]5.
Medium Pulse Laser [Clan]6.

Medium Pulse Laser [Clan]1.
Hatchet2.
Hatchet3.
Hatchet4.
Hatchet5.
Hatchet6.

Left Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
Hand Actuator4.
Large Pulse Laser [Clan]5.
Large Pulse Laser [Clan]6.

Ferro-Fibrous1.
Ferro-Fibrous2.
Ferro-Fibrous3.
Ferro-Fibrous4.
Roll Again5.
Roll Again6.

Right Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
Jump Jet5.
Jump Jet6.

Left Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
Jump Jet5.
Jump Jet6.

INTERNAL STRUCTURE DIAGRAM

Standard Structure
Head

Center

Torso

Right

Leg

Left

Arm
Right

Arm

Left Torso Right Torso

Left

Leg

( 21 )

( 15 )( 15 )

( 10 )( 10 )

( 15 )( 15 )

HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Double Heat Sinks:
10 (20)

Heat
Scale

Overflow

30*
29

28*
27

26*
25*
24*
23*
22*
21

20*
19*
18*
17*
16

15*
14*
13*
12

11

10*
9

8 *
7

6

5 *
4

3

2

1

0
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'MECH DATA
Type: Axman AXM-5S
Movement Points:
Walking: 5
Running: 8 [10]
Jumping: 0

Tonnage: 65
Tech Base: Mixed
Role: Brawler
Engine Type: 325 XL

Weapons & Equipment Inventory (hexes)

# Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser (C) LL 5 7 [DE] — 5 10 15
2 ER Medium Laser (C) RL 5 7 [DE] — 5 10 15
1 Large Pulse Laser (C) LA 10 10 [P] — 6 14 20
1 Hatchet RA — 13 — — — —
1 ATM 6 LT 4 [M,C,S]

Standard 2/Msl 4 5 10 15
Extended Range 1/Msl 4 9 18 27
High Explosive 3/Msl — 3 6 9

1 ATM 6 RT 4 [M,C,S]
Standard 2/Msl 4 5 10 15
Extended Range 1/Msl 4 9 18 27
High Explosive 3/Msl — 3 6 9

1 Full Head Eject System — — [E] — — — —
Physical Attacks

Punch LA — 7 — — — —
Punch RA — 7 — — — —
Kick — — 13 — — — —
Club — — 13 — — — —
Charge — — 6.5/hex — — — —
Push — — — — — — —

Maximum Heat (Dissipation): 38 (20)

Ammo: (ATM 6) 20, (ATM 6 ER) 20, (ATM 6 HE) 20

BV: 2,493

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

1

3

2

5

3

7

4

10

5

11

6

Dead

Hits Taken

Consciousness #

ARMOR DIAGRAM

Standard Armor
Head

Center
Torso

Right TorsoLeft Torso

Right
Leg

Left
Leg Center

Torso

Torso Rear

RightLeft

Torso Rear

Left Arm Right Arm

( 9 )

( 25 )

( 10 )

( 20 )

( 10 )

( 20 )

( 10 )

( 19 )( 19 )

( 25 )( 25 )

CRITICAL TABLE

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

1-3

4-6

Engine Hits
Gyro Hits

Sensor Hits
Life Support

Damage Transfer
Diagram

Head
Life Support1.
Sensors2.
Cockpit3.
Endo Steel4.
Sensors5.
Life Support6.

Center Torso
XL Fusion Engine1.
XL Fusion Engine2.
XL Fusion Engine3.
Gyro4.
Gyro5.
Gyro6.

Gyro1.
XL Fusion Engine2.
XL Fusion Engine3.
XL Fusion Engine4.
Supercharger5.
Roll Again6.

Right Torso (CASE)

XL Fusion Engine1.
XL Fusion Engine2.
ATM 6 [Clan]3.
ATM 6 [Clan]4.
ATM 6 [Clan]5.
Ammo (ATM 6 HE) 106.

Ammo (ATM 6) 101.
Ammo (ATM 6 ER) 102.
CASE3.
Endo Steel4.
Endo Steel5.
Endo Steel6.

Left Torso (CASE)

XL Fusion Engine1.
XL Fusion Engine2.
ATM 6 [Clan]3.
ATM 6 [Clan]4.
ATM 6 [Clan]5.
Ammo (ATM 6 HE) 106.

Ammo (ATM 6) 101.
Ammo (ATM 6 ER) 102.
CASE3.
Endo Steel4.
Endo Steel5.
Endo Steel6.

Right Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
Hand Actuator4.
Hatchet5.
Hatchet6.

Hatchet1.
Hatchet2.
Hatchet3.
Endo Steel4.
Endo Steel5.
Endo Steel6.

Left Arm
Shoulder1.
Upper Arm Actuator2.
Lower Arm Actuator3.
Hand Actuator4.
Large Pulse Laser [Clan]5.
Large Pulse Laser [Clan]6.

Endo Steel1.
Endo Steel2.
Endo Steel3.
Endo Steel4.
Roll Again5.
Roll Again6.

Right Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
ER Medium Laser [Clan]5.
ER Medium Laser [Clan]6.

Left Leg
Hip1.
Upper Leg Actuator2.
Lower Leg Actuator3.
Foot Actuator4.
ER Medium Laser [Clan]5.
ER Medium Laser [Clan]6.

INTERNAL STRUCTURE DIAGRAM

Endo Steel
Head

Center

Torso

Right

Leg

Left

Arm
Right

Arm

Left Torso Right Torso

Left

Leg

( 21 )

( 15 )( 15 )

( 10 )( 10 )

( 15 )( 15 )

HEAT DATA
Heat

Level* Effects
30 Shutdown
28 Ammo Exp, avoid on 8+
26 Shutdown, avoid on 10+
25 -5 Movement Points
24 +4 Modifier to Fire
23 Ammo Exp, avoid on 6+
22 Shutdown, avoid on 8+
20 -4 Movement Points
19 Ammo Exp, avoid on 4+
18 Shutdown, avoid on 6+
17 +3 Modifier to Fire
15 -3 Movement Points
14 Shutdown, avoid on 4+
13 +2 Modifier to Fire
10 -2 Movement Points
8 +1 Modifier to Fire
5 -1 Movement Points

Double Heat Sinks:
10 (20)

Heat
Scale

Overflow

30*
29

28*
27

26*
25*
24*
23*
22*
21

20*
19*
18*
17*
16

15*
14*
13*
12

11

10*
9

8 *
7

6

5 *
4

3

2

1

0
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