BATTLETECH

FORCEPACK RECORD SHEETS
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INCLUDES RECORD SHEETS FOR:
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)
Left Torso

(10)

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Panther PNT-9R Name:
Movement Points: Tonnage: 35 . _— .
Gi Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnerySidlt - Filoting =K
Running: 6 Rules Level: Introductory HitsTaken | 1 [ 2 [ 3| 4| 5 | 6
Jumping: 4 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 140 Fusion p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 PPC RA 10 10 [DE] 3 6 12 18
1 SRM 4 CT 3 2/Msl[MCS] - 3 B8 9 )
) Left Arm Right Arm
Physical Attacks (10) (10)
Punch LA — 4 - - - =
Punch RA — 4 - - - =
Kick - -7 - - - -
. P Left Right
Maximum Heat (Dissipation): 13 (13]) Leg Center Leg
Torso
Torso Rear Torso Rear
Ammo: (SRM 4) 25 (5) (5)
\, BV: 763 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (8) Right Torso (8) 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.[PPC 28
6. Roll Again 6. PPC Left Right 27
Arm Arm 267
1. Roll Again Center Torso 1.LPPC 6 5 3
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 —
6. Roll Again 5. Gyro 6. Roll Again Lefe Right ~
6. Gyro L
eg Leg 207
1. Gyro ' (8) (8) -
Left Torso 2. Fusion Engine Right Torso 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18%
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17
3. Heat Sink 5. SRM 4 3. Heat Sink
- : : - , 16
1-3 4. Heat Sink 6. Roll Again 1-3 4. Heat Sink Heat Sinks: -
5. Ammo (SRM 4) 25 5. Roll Again 13 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 Again Sensor Hits © O 1. Roll Again 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 iown, aveld on
46 , 4-6 , . 25 -5 Movement Points (o]e) 11
4. Roll Again 4. Roll Again - } =
. 24  +4 Modifier to Fire O 10
5. Roll Again 5. Roll Again o3 A E id on 6+
6. Roll Again 6. Roll Again mmo Exp, avoid an @) 9
. . 22 Shutdown, avoid on 8+ O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l_ u 1. Hip 17 +3 Modifier to Fire @) 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 :ll g EEMMOd'f'er EOF'FI'ret
S. Jump Jet Damage Transfer 5. Jump Jet g -+1 I\/IDVZ'r:ent 'Sln S 2
6. Jump Jet Diagram 6. Jump Jet 5 M oditier tUP ',ri 1
-1 Movement Points
\ /7 '\ / | o

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

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)
Left Torso

(10)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR D
Type: Panther PNT-10K2 Name:
Movement Points: Tonnage: 35 . _— .
G Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnerySidlt - Filoting =K
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 4 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 140 Fusion p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC RA 15 10 [DE] — 7 14 23
2 SRM 4 CT 3 2/Msl[MCS] - 3 6 8 .
) Left Arm Right Arm
Physical Attacks (10) (10)
Punch LA — 4 - - —
Punch RA — 4 - - —
Kick - -7 - - -
Left Righ
Maximum Heat (Dissipation): 21 (24] Log Contar L'g;
Torso
Torso Rear Torso Rear
Ammo: (SRM 4) 25 (5) (5)
\, BV: 913 1) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (8) Right Torso (8) 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. Double Heat Sink 6. Life Support 5. Double Heat Sink 28
6.| Double Heat Sink 6.| Double Heat Sink Left Right 27
*}
1.LDouble Heat Sink Center Torso 1.LDouble Heat Sink A;m A;m EG*
2. Double Heat Sink 1. Fusion Engine 2.TER PPC (6] (6] |25
4.6 3.| Double Heat Sink 2. Fusion Engine 4-6 3. ER PPC 24’
"© 4.1 Double Heat Sink 3. Fusion Engine "© 4.lER PPC 237
5. Endo Steel 1-3 4 Gyro 5. Endo Steel —
6. Endo Steel 5. Gyro 6. Endo Steel Lefe Right
e g
6. Gyro Leg Leg 21
207
CAS 1. Gyro ' (8) (8) T
Left Torso (CASE) 2. Fusion Engine Right Torso
1.[ Double Heat Sink 3. Fusion Engine 1.[ Double Heat Sink 18%
2.| Double Heat Sink 4-6 4. Fusion Engine 2.| Double Heat Sink 17
3.1 Double Heat Sink 5. SRM 4 3.LDouble Heat Sink 16
1-3 4.[ Double Heat Sink 6. SRM 4 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 (24) 14
i 30 Shutd
1. Ammo [SRM 4) 25 Gyro HitsO O 1. Endo Steel o8 A;mc?va:p avoid on 8+ 0]0) 1371
2. CASE Sensor Hits QO 2. Endo Steel 26 Shutdown, avoid on 10+ e]@) 12
3. Endo Steel Life Support O 3. Endo Steel o5 5 Movem;ent Points O 11
4-6 4. Endo Steel 4-6 4. Endo Steel L ) =
24 +4 Modifier to Fire O 10
5. Endo Steel 5. Endo Steel o3 A ;
mmo Exp, avoid on 6+ O g
6. Endo Steel 6. Endo Steel oo gh -
utdown, avoid on 8+ O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg 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. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement F'qnts 2
6. Jump Jet Diagram 6. Jump Jet g 4;1MMDd|f|er zUPFI‘ri 1
-1 Movement Points
\ / '\ / | o

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

Hardened

Head (7)
Left Torso

(12)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/, \ / \
'MECH DATA \ WARRIOR D
Type: Rokurokubi RK-4T Name:
Movement Points: Tonnage: 35 . I .
G Skill: Piloting Skill:
Walking: 7 Tech Base: Inner Sphere unnery =K roring S
Running: 10 Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Engine Type: 245 XL /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Light AC/5 LA 1 5[DBS] — 5 10 15
1 Sword BRA — 5 - - = = .
) Left Arm Right Arm
Physical Attacks 12) (12)
Punch LA — 4 - - - -
Punch RA — 4 - - - -
Kick - =7 - - - -
Maximum Heat (Dissipation): 1 (20) tz: Center ngt

Torso

Left Right
Torso Rear Torso Rear
Ammo: (LAC/5) 40 (4) (4)

\_BV: 298 @)

\

/ \ Endo Steel Heat
CRITICAL TABLE \ Hons Scale

. ":-iag Left Torso (8) Right Torso (8) Dverfion
Left Arm - Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator 29
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator -
5.[Light AC/5 6. Life Support 5.[ Sword 28
6.l Light AC/5 6.| Sword Left Right 27
*}
1. Ammo (LAC/5) 20 Center Torso 1.LSword A;m A;m EG*
2. Ammo (LAC/5) 20 1. XL Fusion Engine 2. Roll Again (81 (61 |25
46 3. Roll Again 2. XL Fusion Engine 46 3. Roll Again 24’
"O 4. Roll Again 3. XL Fusion Engine "O 4. Roll Again 237
5. Roll Again 1-3 4 XL eyro 5. Roll Again —
6. Roll Again g it gvm 6. Roll Again Lefe Right ~
. yro Leg Leg 20
1. XL Gyro ' (8) (8)
Left Torso 5 XL sz 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
"9 4.] Double Heat Sink B. XL Fusion Engine "2 4. Endo Steel Double Heat Sinks: -
5.| Double Heat Sink 5. Endo Steel 10 120] 15
6.L Double Heat Sink Engine Hits O O O 6. Endo Steel Level* Effects (=0) 14
i 30 Shutd
1. Endo Steel Gyro HitsO O 1. Endo Steel 08 A don B O 131
Sensor Hits O O mmo Exp, avold on
2. Endo Steel Life S ° 2. Endo Steel 56  Shutdown. avoid on 10+ O 12
3. Endo Steel ife Support 3. Endo Steel ' .
4-6 4. Roll Again 4-6 4. Roll Again 25 -5 Movement Points o i
) : . 24  +4 Modifier to Fire O 10
5. Roll Again 5. Roll Again
6. Roll A B‘ Roll Adai 23 Ammo Exp, avoid on B+ @) 9
- 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 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. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qmts 2
6. Endo Steel Diagram 6. Endo Steel g 4;1MMDd|fler‘ zuPH‘ret 1
-1 Movement Paints
\ / '\ / | o

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

Ballistic-Reinforced

Head (7)
Left Torso

(10)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \ \ ( WARRIOR D \
Type: Rokurokubi RK-4X Name:
\“I(';;‘I’;':;”t p°'gts‘ I:ZE?:S'E: I?/ISixe J Gunnery Skill Piloting Skill:
Running: 12 [16] Rules Level: Advanced HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 280 XL
Weapons & Equipment Inventory (hexes) /
# Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC (C) LA 15 15[DE] — 7 14 23
1 Vibroblade (Small) RA 3 7 - - - Lefe Arm Right Arm
1 ECM Suite [Guardian] LT — [E] - - 6 (12) (12)
Physical Attacks
Punch LA — 4 - — —
Punch RA — 4 - - —
Kick - =7 - - — Left Right
Leg Center Leg
Maximum Heat (Dissipation): 18 (20) Torso
Left Right
Torso Rear Torso Rear
(6) (4)
\ SV 1958 @)
/ \ \ / Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (8) Right Torso (8) 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. Endo Steel 3. Lower Arm Actuator 29
1-3 4. Hand Actuator S. Sensors 1-3 4. Hand Actuator -
5.[ER PPC [Clan] 6. Life Support 5. Vibroblade (Small) 28
6.LER PPC [Clan] 6. Ballistic-Reinforced Left Right 27
1. Ballistic-Reinforced Center Torso 1. Ballistic-Reinforced Arm Arm EG:
2. Ballistic-Reinforced 1. XL Fusion Engine 2. Roll Again (6] (6] 25
46 3. Roll Again 2. XL Fusion Engine 46 3. Roll Again Center 24’
4. Roll Again 3. XL Fusion Engine 4. Roll Again Torso 23
5. Roll Again 1-3 4 XL eyro 5. Roll Again —
6. Roll Again 5. XL Gyro 6. Roll Again Lefe Right
B. XL Gyro Leg Leg Z;*
8 8
Left Torso ; it gz: 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
3. XL Fusion Engine 5. XL Fusion Engine 3. XL Fusion Engine _
1-3 4.[ECM Suite (Guardian) B. XL Fusion Engine 1-3 4. Endo Steel HEAT DA Double Heat Sinks: N 16*
5. ECM Suite (Guardian) 5. Endo Steel Heat 10 (20) 15
6. Supercharger Engine Hits O O O 6. Endo Steel Level* Effects 147
1. Endo Steel Gyro HitsO O 1. Endo Steel o donBe O 131
2. Endo Steel Sensor Hits Q O 2. Endo Steel B S e 0O 12
3. Endo Steel Life Support O 3. Endo Steel o5 5 :;O\?;Vr:;\;u;mungs O 11
4-6 4. Ballistic-Reinforced 4-6 4. Ballistic-Reinforced 54 +4 Modifier to Fire O 107
5. Ballistic-Reinforced 5. Ballistic-Reinforced 23 Ammo Exp, avoid on 6+
6. Ballistic-Reinforced 6. Ballistic-Reinforced oo Shutdown,yavmid on 8+ O 9 .
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 gamelate 15 -3 Movement Points @)
. 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
\ /7 '\ / | o

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

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (8)

Left Torso
(7)

Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Venom SDR-9K Name:
Movement Points: Tonnage: 35 . _— .
) Gi Skill: Piloting Skill:
Walking: 8 Tech Base: Inner Sphere unnerySidlt - Filoting =K
Running: 12 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 8 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 280 XL p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
2 Medium Pulse Laser LT 4 B[P] — 2 4 6
2 Medium Pulse Laser RT 4 BI[P] — 2 4 6
) Left Arm Right Arm
Physical Attacks (6) (8)
Punch LA — 4 - - - =
Punch RA — 4 - - - =
Kick - -7 - - - -
Maximum Heat (Dissipation): 16 (12) Center
Torso
(3)
Left Right
Torso Rear Torso Rear
(3) (3)
\_BV: /58 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/ \ Standard Structure Heat
CRITICAL TABLE \ s Scalo
Head Right Torso (8) Overfiow
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. Heat Sink 1-3 3. Lower Arm Actuator 29
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator -
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous 28
6. Ferro-Fibrous 6. Ferro-Fibrous Left Right 27
*}
1. Roll Again Center Torso 1. Roll Again A;m A:;m 26*
2. Roll Again 1. XL Fusion Engine 2. Roll Again (8) (6) 25
46 3. Roll Again 2. XL Fusion Engine 46 3. Roll Again Center 24
"2 4. Roll Again 1-3 3. XL Fusion Engine "2 4. Roll Again Torso 23
5. Roll Aga}n "9 4. Gyro 5. Roll Aga!n 1) YT
6. Roll Again 5. Gyro 6. Roll Again Right ~
6. Gyro
Leg 20"
1. Gyro . (8) -
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. Ferro-Fibrous 1-3 3. XL Fusion Engine 16
"9 4. Jump Jet B. Ferro-Fibrous ™ 4. Jump Jet Heat Sinks: e
5. Jump Jet 5. Jump Jet 1 2 15
6. Jump Jet Engine Hits O O O 6. Jump Jet Level* Effects 147
i 30 Shutd
1. Jump Jet Gyro Hits o0 1. Jump Jet rdonn - (o]0 1371
d Sensor Hits o o " 28 Ammo Exp, avoid on 8+
2. Medium Pulse Laser 2. Medium Pulse Laser 56  Shutd idon 10+ (@]0) 12
) Life Su ort o N utdown, avoid on
3. Medium Pulse Laser PP 3. Medium Pulse Laser 55 -5 Movement Points O 11
4-6 4. Ferro-Fibrous 4-6 4. Ferro-Fibrous o ) =
) ) 24  +4 Modifier to Fire O 10
5. Ferro-Fibrous 5. Ferro-Fibrous )
) . 23 Ammo Exp, avoid on 6+ O g
6. Ferro-Fibrous 6. Ferro-Fibrous -
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” 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
-1 Movement Points
\ /7 '\ / | o

© 2026 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



BATTLEMECH RECORD SHEET

BATTLETECH

Maximum Heat (Dissipation): 12 (22)

\
Type: Venom SDR-9KC Name:
Movement Points: Tonnage: 35 . _— .
Walking: 8 Tech Bgase: Inner Sphere Gunnery Skill: ____ Piloting Skl
Running: 12 Rules Level: Standard HitsTaken | 1 [ 2 [ 3| 4| 5 | 6
Jumping: 8 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 280 XL
Weapons & Equipment Inventory (hexes) /
# Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser LT 4 B[P] — 2 4 6
1 C3 Computer (Slave) LT — [E] - - - =
2 Medium Pulse Laser RT 4 BI[P] — 2 4 6
Physical Attacks
Punch LA — 4 - - - =
Punch RA — 4 - - - =
Kick - =7 - - - -

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)
Left Torso

(1)

Right Torso

Right Arm
(12)

Left Right
Leg Center Leg
(16) Torso (16)

(6)

Left Right
Torso Rear Torso Rear
(5) (5)
. o
\, BV: 933 Xb) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ oo Scale
Head Left Torso (8) Right Torso (8) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator 29
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator -
5. Endo Steel 6. Life Support 5. Endo Steel 28
B. Endo Steel 6. Endo Steel Left Right | 27
*}
1. Endo Steel Center Torso 1. Endo Steel A;m A:;m 26*
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel (6] (6] 25
46 3. Endo Steel 2. XL Fusion Engine 46 3. Endo Steel Center 24’
4. Endo Steel 3. XL Fusion Engine 4. Endo Steel Torso 23
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous YT
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous .
6. G Left Right 21
- byro Leg Leg 207
1. Gyro ' (8) (8) -
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 4-8 4. x0_Fusion Engine 2. XL Fusion Engine [e———\ 177
. usion Engine 5. Ferro-Fibrous . usion Engine _
13 4. Jump Jet B. FerroFibrous 1-3 4. Jump et HEAT DA Double Heat Sinks: ) 16*
5. Jump Jet 5. Jump Jet Heat 11 22' 15
6. Jump Jet Engine Hits O O O 6. Jump Jet Level* Effects (22) 147
i 30 Shutd
1. Jump Jet s Gyro :!ts 88 1. Jump Jet og Ar;Jmc?‘IIEV:p. avoid on 8+ O O 1371
2. Medium Pulse Laser ensor Hits 2. Medium Pulse Laser 56  Shutd idon 10+ O 12
Life Su ort o N utdown, avoid on
3. C3 Slave PP 3. Medium Pulse Laser 55 -5 Movement Points O 11
4-6 4. Ferro-Fibrous 4-6 4. Ferro-Fibrous o ) =
) ) 24  +4 Modifier to Fire O 10
5. Ferro-Fibrous 5. Ferro-Fibrous ]
) . 23 Ammo Exp, avoid on 6+ O g
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 VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l_ u 1. Hip 17  +3 Modifier to Fire O 5 A
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement F'qnts 2
6. Ferro-Fibrous Diagram B. Ferro-Fibrous 8 +1 Modifier to F|‘re 1
\ / \\ 5 -1 Movement Points / o

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

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR D

Type: Chimera CMA-1S

Name:
Movement Points: Tonnage: 40 . _— .
Walking: 6 Tech Bgase: Inner Sphere Gunnery Skill: ____ Piloting Skl
Running: 9 Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 6 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 240 XL
Weapons & Equipment Inventory (hexes) /
# Type Loc Ht Dmg Min Sht Med Lng
1 ER Large Laser LA 12 8[DE] — 7 14 18
1 ER Medium Laser LA 5 5][DE] — 4 8 12
. Left Arm Right Arm

1 Machine Gun RA — 2 [DB,A|] -1 2 3 (10) (10)
1 MRM 20 RT 6 1/Msl[MC] - 3 8 15
Physical Attacks

Punch LA — 4 - - - =

Punch RA — 4 - - - - Left Right

Kick _ _8 - - - Leg Center Leg

Torso

Maximum Heat (Dissipation): 23 (20)

Left Right
Torso Rear Torso Rear
Ammo: (MG) 100, (MRM 20) 24 (4) (4)

. < i
\_BY: 1.178 S

\

/ \ Endo Steel Heat
CRITICAL TABLE \ Hons 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.[ER Large Laser 5. Sensors "2 4.[Double Heat Sink -
5.LER Large Laser 6. Life Support 5.| Double Heat Sink 28
6. ER Medium Laser 6.LDouble Heat Sink Left Right 27
*}
1. Endo Steel Center Torso 1. Machine Gun A;m A;m EG*
2. Roll Again 1. XL Fusion Engine 2. Endo Steel (6] (6] 25
46 3. Roll Again 2. XL Fusion Engine 46 3. Roll Again 24’
4. Roll Aga}n 13 3. XL Fusion Engine 4. Roll Aga?n 234
5. Roll Aga}n "9 4. Gyro 5. Roll Aga!n YT
6. Roll Again g gy:g 6. Roll Again Lefe Right ~
- oY Leg 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
. usion Engine 5. Endo Steel . usion Engine
1-3 4. Jump Jet 6. Endo Steel 1-3 4. Jump Jet Double Heat Sinks: N |18
5. Jump Jet 5. Jump Jet ouble e&il 0 ”;5 157]
6. Jump Jet Engine Hits O O O 6. Jump Jet Level* Effects (20) 147
i 30 Shutd
1. Endo Steel Gyro Hits O O 1.[MRM 20 P8 Ao i on Be 'e) 13
Sensor Hits O O mmo Exp, avold on
2. Endo Steel 2.| MRM 20 - O 12
P 26  Shutdown, avoid on 10+
3. Endo Steel Life Support O a.LMRm 20 .
4_6 4_6 25 -5 Movement Points O 11
4. Endo Steel 4. Ammo (MRM 20) 12 - ; =
24 +4 Modifier to Fire O 10
5. Endo Steel 5. Ammo (MRM 20) 12 ;
23 Ammo Exp, avoid on 6+ O g
6. Endo Steel 6. Ammo (MG) 100 -
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. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 8  +1 Modifier to F|‘re 1
\ / \\ 5 -1 Movement Points / o

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

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR D
Type: Chimera CMA-2K Name:
Movement Points: Tonnage: 40 . _— .
Gi Skill: Piloting Skill:

Walking: 78] Tech Base: Inner Sphere unnery il Frloting 5K

Running:  11[12] Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6

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

Engine Type: 280 XL p

Weapons & Equipment Inventory [hexes)

# Type Loc Ht Dmg Min Sht Med Lng

4 Medium Laser LA 3 5][DE] - 3 6 9

1 Sword RA — 5 - - - - Left A Right A

t

1 Small Pulse Laser LT 2 3[PA| -1 2 3 o) oy

1 Small Laser LT 1 3|[DE] -1 2 3

1 Snub-Nose PPC RT 10 10/8/5[DEV] — 9 13 15

1 C3 Computer (Slave) RT — [E] - -

Physical Attacks Left Right
Punch LA — 4[8] - - - = Leg Center Leg
Punch RA — 48] - - - Torso
Kick — — 8[16] - - - =

Maximum Heat (Dissipation): 25 (20]
Left Right
Torso Rear Torso Rear
(5) (5)
\, BV: 1,528 1) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel 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. Roll Again 1-3 3. Lower Arm Actuator 29
" 4. Medium Laser 5. Sensors "2 4. Hand Actuator -
5. Medium Laser 6. Life Support 5.[ Sword 28
6. Medium Laser 6.| Sword Left Right 27
. Arm Arm 267
1. Medium Laser Center Torso 1.LSword 6 s -
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel (6] (6] 25
46 3. Endo Steel 2. XL Fusion Engine 46 3. Endo Steel 24’
O 4 Triple Strength Myomer 13 3. XL Fusion Engine "0 4. Triple Strength Myomer 237
5. Triple Strength Myomer "9 4. XL Gyro 5. Triple Strength Myomer YT
6. Triple Strength Myomer 5. XL Gyro 6. Triple Strength Myomer .
6. XL Gyro Left Right 21
. V! Leg Leg 207
1. XL Gyro i (10) (10)
Left Torso 5 XL sz 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. Jump Jet 6. XL Fusion Engine " 4. Jump Jet Double Heat Sinks: -
5. Jump Jet 5. Jump Jet 10 EDl 15
6. Jump Jet Engine Hits 6. Jump Jet Level* Effects (20) 147
P g P
i 30 Shutd
1. Small Pulse Laser Gyro H!tsOO 1. Jump Jet o8 A Y D‘:Evn id on 8+ O 137}
Sensor Hits O O y mmo Exp, avold on
2. Small Laser ) 2.[ Snub-Nose PPC 56  Shutdown. avoid on 10+ O 12
3. Endo Steel Life Support O 3.LSnub-Nose PPC ' .
25 -5 Movement Paints O 11
4-6 4. Endo Steel 4-6 4. C3 Slave - )
: : 24 +4 Modifier to Fire O 107
5. Endo Steel 5. Endo Steel
. : 23 Ammo Exp, avoid on 6+ O g
6. Endo Steel 6. Endo Steel oo gh -
utdown, avoid on 8+ O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17  +3 Modifier to Fire O 5 A
- Hip game D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 1o -2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 8 +1 Modifier to Fire 1
\ / \\ 5 -1 Movement Points / o

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

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ 1/ \
'MECH DATA \ WARRIOR D
Type: Grand Dragon DRG-5K Name: 8 8
Movement Points: Tonnage: 60 . _— .
G Skill: Piloting Skil: o 0
Walking: 6 Tech Base: Inner Sphere unnery Skl Floting Sk O 0
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6 oo
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead 8 8
Engine Type: 360 XL
/ O O
Weapons & Equipment Inventory [hexes) ©9
# Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5][DE] - 3 6 9
1 ERPPC RA 15 10 [DE] — 7 14 23 Left A Right A
t
1 Medium Laser (R) LT 3 5[Df ~ 3 6 9 1a) Tay
1 Medium Laser (R) RT 3 5[DE] - 3 6 8
1 LRM 10 CT 4 1/Msl[MCS] 6 7 14 21
Physical Attacks
Punch LA — B - - - - Left Right
Punch RA — B - - - = Leg Center Leg
. (18) Torso (18)
Kick - =12 - - - - (12)
Maximum Heat (Dissipation): 28 (26)
Left Right
Torso Rear Torso Rear
Ammo: (LRM 10) 24 (8) (8)
\_BV: 1358 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/ \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (14 Right Torso (14 ) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. 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.[ERPPC -
5. Medium Laser 6. Life Support 5.|ER PPC 28
6. Roll Again 6.LER PPC Left Right 27
*}
1. Roll Again Center Torso 1. Roll Again A,,r;n Af;" 26*
2. Roll Again 1. XL Fusion Engine 2. Roll Again (10) (10] 25
46 3. Roll Again 2. XL Fusion Engine 46 3. Roll Again 24’
"O 4. Roll Again 3. XL Fusion Engine "O 4. Roll Again 237
5. Roll Again 1-3 4 Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again Lefe Right ~
6. Gyro
Leg Leg 207
1. Gyro ' (14) (14) T
Left Torso (CASE) 2. XL Fusion Engine Right Torso
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18%
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17
3. XL Fusion Engine 5.[LRM 10 3. XL Fusion Engine 16
1-3 4. Medium Laser (R 6.LLRM 10 1-3 4. Medium Laser (R s N
Double Heat Sinks +
5. Ammo (LRM 10) 12 5. Roll Again 13 28' 15
6. Ammo (LRM 10) 12 Engine Hits 000 B. Roll Again Level* Effects (28] 147
Gyro Hits . 30 Shutdown ]
& s S 4 i 39 1. Roll Again 28 Ammo Exp, avoid on 8+ ole; 3
ensor Hits O O i b, ave
2. Roll Again 2. Roll Again 56  Shutd don 10+ (@]0) 12
Life Suppor‘tO 3. Roll Auai utdown, avoid on
3. Roll Again - holtAgain 25 -5 Movement Points O O 11
4-6 4. Roll Again 4-6 4. Roll Again o )
) : . 24  +4 Modifier to Fire O 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+ o) =
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17  +3 Modifier to Fire O 5 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
\ AN -1 Movement Paints / 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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BATTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Grand Dragon DRG-10K

N\

Movement Points: Tonnage: 60
Walking: 6 Tech Base: Inner Sphere
Running: 9 Rules Level: Advanced
Jumping: 0 Role: Skirmisher
Engine Type: 360 XL
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser LA 5 5[DE] — 4 8 12
1 Snub-Nose PPC RA 10 10/8/5 [DEV] — 9 13 15
1 MRM 20 LT 6 1/Msl[MC] - 3 8 15
w,/Apollo
Physical Attacks
Punch LA — B - - - -
Punch RA — B - - - -
Kick - — 12 - - - -

Maximum Heat (Dissipation): 26 (20]

( WARRIOR D \

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

ARMOR DIAGRAM

Anti-Penetrative Ablation

Head (9)

Left Torso Right Torso

000000000

Right Arm
(20)

Left Right
Leg Center Leg
(25) Torso (25)

(10)

Left Right
Torso Rear Torso Rear
Ammo: (MRM 20) 12 (6) (8)
\, BV: 1,603 @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ - Scalo
Head Left Torso (14 Right Torso (14 ) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator 29
"2 4. Hand Actuator 5. Sensors - 4.[Snub-Nose PPC -
5. ER Medium Laser 6. Life Support 5. Snub-Nose PPC 28
6. ER Medium Laser 6. Endo Steel Left Right 27
*}
1. Roll Again Center Torso 1. Roll Again A,,r;n Af;" 26*
2. Roll Again 1. XL Fusion Engine 2. Roll Again (10) (10] 25
46 3. Roll Again 2. XL Fusion Engine 46 3. Roll Again 24’
4. Roll Again 3. XL Fusion Engine 4. Roll Again 53 ¥
5. Roll Again 1-3 4 Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again Lefe Right
6. Gyro 21
. Gy Leg Leg 207
1. Gyro ' (14) (14) -
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
1-3 3. XL Fusion Engine 5. Anti-Penetrative Ablation 1-3 3. XL Fusion Engine \ 16
"2 4.[MRM 20 6. Anti-Penetrative Ablation "2 4. Endo Steel Double Heat Sinks: -
5. MRM 20 5. Endo Steel 10 120] 15
6.LMRM 20 Engine Hits O O O 6. Endo Steel Level* Effects (20) 14
i 30 Shutd
1. Apollo MRM FCS Gyro HitsO O 1. Endo Steel 58 Ammo Exp, avoidon 8% O 131
2. Ammo (MRM 20) 12 Sensor HitsQ O 2. Endo Steel ave 0O 12
P 26  Shutdown, avoid on 10+
3. CASE Life Support O 3. Endo Steel e M o 0O >
4-6 4. Endo Steel 4-6 4. Endo Steel o4 -+4 l\/(l);ceii:i]::to ’(:Jil:es O 107
5. Anti-Penetrative Ablation 5. Anti-Penetrative Ablation )
. . . . 23 Ammo Exp, avoid on 6+ O 9
6. Anti-Penetrative Ablation 6. Anti-Penetrative Ablation .
22 Shutdown, avoid on 8+ O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
I utdown, avoid on 6+ 6
Left Leg [:H'[H LVS'[ Right Leg 18 Shutd id on 6 O
1. Hi 1. Hi 17 +3 Modifier to Fire @) 5 A
- Hip game D labs - Hip 15 3M £ Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 1o -2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 8 1 hhodiier to fire 1
-1 Movement Points
\ / '\ / | o

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

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR D

Type: Avatar AV1-0 Name: 8 8 8
Movement Points: Tonnage: 70 . I . O OO
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: ____ Piloting Skl 00O
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 [ 4 | 5 | & 8 8 8
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead o0 O
Engine Type: 280 XL O O O
Weapons & Equipment Inventory (hexes) / O 8 9
# Type Loc Ht Dmg Min Sht Med Lng ONe)
2 Medium Pulse Laser LA 4 B[P] — 2 4 6 OOO
1 LB10XAC RA 2 10[DBC/F/S] — 6 12 18 @) )
Left Arm O O Right Arm
1 LAM 10 LT 4 1/Msl[MCS] 68 7 14 21 (16) o (18)
w,/Artemis IV \ }
1 Machine Gun LT — 2[DBAI -1 2 3 f}// 24 o .
1 LRM 10 RT 4 1/Msl[MCS] B8 7 14 21 % I;Dqs‘
w,/ Artemis [V { _/’gﬂiﬁ% Left Right
1 Machine Gun RT — 2[DBA| -1 2 3 ‘;@@QF 2 ",:g Center Laeg
2 Medium Laser CT 3 5[DE - 3 6 9 === Q‘(” (28) oy (26)
Physical Attacks
Punch LA — 7 - - = =
Punch RA — 3 - - - -
Kick - — 14 - - = =

Maximum Heat (Dissipation): 24 (20)

Left Right
Ammo: (LB 10X) 10, (LB 10X Cluster) 10, (LRM 10 Artemnis) 36, (MG Torso Rear Torso Rear
200 (8) (8)
\BV: 1.335 (ﬁ) ) INTERNAL STRUCTURE DIAGRAM
\ 2=

/, \ Standard Structure Heat
CRITICAL TABLE \ ons Scale

Head Left Torso (15) Right Torso (15)  ((verfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator (¢} 30%
3. Lower Arm Actuator 4. Roll Again 3.[LB 10X AC ° 9
1-3 4. Medium Pulse Laser S. Sensors 1-3 4| B 10X AC g -
5. Medium Pulse Laser 6. Life Support 5.| LB 10X AC o 28
6. Roll Again 6.[LB10-XAC Left o\ Right 27
*}
1. Roll Again Center Torso 1.|LB10-X AC Arm g Arm 26
2. Roll Again 1. XL Fusion Engine 2.lLB10xAC (1 o) (") | 257
46 3. Roll Again 2. XL Fusion Engine 46 3. Roll Again 24’
4. Roll Again 3. XL Fusion Engine 4. Roll Again 53 ¥
5. Roll Again 1-3 4 Gyro 5. Roll Again —
6. Roll Again g gy:g 6. Roll Again Lefe Right ~
. Gy Leg Leg 207
1. Gyro . (15) (15) -
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18%
g. i:: IIzus!un Eng!ne 4-6 4. XL Fusion Engine g it 'Izus!nn Eng!ne 177
. usion Engine 5. Medium Laser . usion Engine
13 4um 10 6. Medium Laser 13 aiam 10 Double Heat Sinks: ) [
6. Artemis IV FCS Engine Hts O O O 6. Artemis IV FCS Level* Effects 10(=20) 147
1. Machine Gun GVPD H!ts oo 1. Machine Gun Sg ihutdo\:zvn id on B+ O 137
2. Ammo (LRM 10 Artemis] 12 Sensor HitsQ O 2. Ammo [MG) 200 B S e 0O 12
3. Ammo (LRM 10 Artemis) 12 Life Support O 3. Ammo (LB 10-X] 10 e B Mo, o o >
4-6 4, Ammo (LRM 10 Artemis) 12 4-6 4. Ammo (LB 10X Cluster] 10 oa 14 N‘I"’e.”.‘e” onts -
5 CASE 5 CASE odifier to Fire O 10
. 23 Ammo Exp, avoid on 6+ O g
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O =
20 -4 Movement Points 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hip Ly Y 1. Hip 17  +3 Modifier to Fire O 5 A
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re 3
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 8  +1 Modifier to F|‘re 1
\ / \\ 5 -1 Movement Points / o

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

Type: Avatar AV1-0J

OMNIMECH RECORD SHEET

N\

Ammo: (HAG/30) 32

ARRIOR DATA \

BATTLETECH

\

BV: 2,223

®

Name:
Movement Points: Tonnage: 70 . _— .
. Gi Skill: Piloting Skill:

Walking: 4 Tech Base: Mixed unnerySidlt - Filoting =K
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3|als]|s
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 280 XL p
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 HAG/30 LA 6 30[CFX] 2 8 16 24
1 HAG/30 RA 6 30[CFX] 2 8 16 24
2 Medium Laser CT 3 5|[DE] - 3 6 9
Physical Attacks e

Punch LA — 3 - - - - LN

Punch RA — 3 - - - - ,;\5‘}&\‘” eso| e

X = T 5

Kick - -4 - - - - aﬁ,[‘,’/ Y= )N

AN |
Maximum Heat (Dissipation]: 18 (20 f(@i‘@- \ L=
Ll=ey &

ARMOR DIAGRAM

Standard Armor

Head (9)
Left Torso

O00000000
0000000000
000000000

Left
Leg Center
(26) Torso

(9)

Left
Torso Rear

(8)

Right Torso

Right Arm

(16)

Right

INTERNAL STRUCTURE DIAGRAM

Torso Rear

(8)

\
/ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (15 Right Torso (15) Dverflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator (¢} 30%
13 3.[HAG/30 [Clan] 4. Roll Again 13 3.[HAG/30 [Clan] g 29
"9 4.|HAG/30 [Clan] 5. Sensors "9 4.| HAG/30 [Clan] o -
5.| HAG/30 [Clan] 6. Life Support 5.| HAG/30 [Clan] o 28
6.| HAG/30 [Clan] 6.| HAG/30 [Clan] Left o\ nright 27
o ]
1.| HAG/30 [Clan] Center Torso 1.| HAG/30 [Clan] "1";“ of Am 28
2.| HAG/30 [Clan] 1. XL Fusion Engine 2.| HAG/30 [Clan] tm o) ") |25
4 3|HAG/30(Clan] 2. XL Fusion Engine a-g 3| HAG/30 Clan] 24
4.LHAG/30 [Clan] 3. XL Fusion Engine 4.LHAG/30 [Clan] Y
5. Amma [HAG/30) 4 1-3 4 Gyro 5. Ammo [HAG/30) 4 -
' 22
6. Ammo (HAG/30) 4 5. Gyro 6. Ammo (HAG/30) 4 )
. Left Right 21
6. Gyro Leg Leg =
1. Gyro ' (15) (15) -
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. Medium Laser 3. XL Fusion Engine HEAT DATA
- ' - 16
1-3 4. Ammo (HAG/30) 4 & Meadium Laser 1-3 4. Ammo (HAG/30) 4 Double Heat Sinks: y
5. Ammo (HAG/30) 4 5. Ammo (HAG/30) 4 Heat 10 ED' 15
6. CASE Engine Hits 6. CASE Level* Effects (20) 144
[¢]
G\jl“D Hits o o . 30 Shutdown 134
1. Roll Again Sensor Hits © O 1. Roll Again 28 Ammo Exp, avoid on 8+ O
2. Roll Again 2. Roll Again 56  Shutd idon 10+ O 12
Life Suppor‘tO 3. Roll Auai utdown, avoid on
3. Roll Again - holtAgain 25 -5 Movement Points O 11
4-6 4. Roll Again 4-6 4. Roll Again o )
) : . 24  +4 Modifier to Fire O 107
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
1. Hip l_ A 1. Hip 17  +3 Modifier to Fire O 5 *
. game Plabs . .
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 F'qnts 2
6. Roll Again Diagram 6. Roll Again g 4;1MMDd|f|er‘zuPF|‘ret 1
\ VAN -1 Movement Points y. 5
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BATTLETECH

( 'MECH DATA \

BATTLEMECH RECORD SHEET

N\

Ammo: (LB 2:X) 45, (LRM 10) 36

Maximum Heat (Dissipation): 17 (20])

Type: Shiro SH-1V
Movement Points: Tonnage: 75
Walking: 5 Tech Base: Mixed
Running: 7 Rules Level: Advanced
Jumping: 0 Role: Missile Boat
Engine Type: 375 XL
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 LB2-XAC(IS) LA 1 2[DBC/F/S] 4 9 18 27
1 Sword RA — 8 - - - -
2 LAM10(C) LT 4 1/Msl[MCS] - 7 14 21
1 ECM Suite (Guardian) LT — [E] - —-— — B
2 LAM10(C) RT 4 1/Msl[MGCS] - 7 14 21
Physical Attacks
Punch LA — 8 - - - -
Punch RA — 8B - - - -
Kick — — 15 - - - -

BV: 2016

ARRIOR DATA \

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

Torso Rear

ARMOR DIAGRAM

Hardened

Head (9)

Left Torso

Right Torso

Left

(5)

Center
Torso

(8)

Right Arm
(18)

Right
Torso Rear

(5)

\, @é@ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (16 Right Torso (16 ) Dverflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30%
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator o 29
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator o -
5.[LB 2X AC 6. Life Support 5. Sword ° 28
6.|LB2-X AC 6.| Sword Left ol Right 27
O *}
1.[LB 2-X AC Center Torso 1.| Sword A,,r: o A;: 26*
2.lLB2-X AC 1. XL Fusion Engine 2. Sword (12) o) 112) |25
4.6 3. Ammo (LB 2-X) 45 2. XL Fusion Engine 4-6 3.LSword 24’
4. Endo Steel 3. XL Fusion Engine 4. Endo Steel 53 ¥
5. Endo Steel 1-3 4 XL eyro 5. Endo Steel —
6. Roll Again 6. Roll Again
’ g i:: gv:g ° Left Right 21
. Vi Leg Leg 207
1. XL Gyro i (16) (18)
Left Torso 5 XL sz 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 ,_\ 177
3. XL Fusion Engine 5. XL Fusion Engine 3. XL Fusion Engine HEAT DATA
- ' - 16
1-3 4. LAM 10 [Clan] 6. XL Fusion Engine 1-3 4. LRM 10[Clan] Double Heat Sinks: N y
5. LRM 10 [Clan] 5. LRM 10 [Clan] Heat 10 ED' 15
6.[ ECM Suite (Guardian Engine Hits 6. Ammo (LRM 10) 12 Level* Effects [ ] 147
[¢]
i 30 Shutd
1.LECM Suite (Guardian) Gyro Hits O O 1. Ammo (LRM 10) 12 o8 A Y D"EV” dongs 'e) 137
Sensor Hits O O mmo Exp, avoid on
2. Endo Steel 2. Ammo (LRM 10) 12 56  Shutd don 10+ O 12
Life Su ort o utdown, avoid on
3. Endo Steel PP 3. Endo Steel 55 5M t Point O 11
4-6 4. Endo Steel 4-6 4. Endo Steel - viovernent Foints
5. Roll A 5. Roll Agai 24  +4 Modifier to Fire O 107
8. RD” Aga\n B‘ ROH Aga!n 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 l_ A 1. Hip 17  +3 Modifier to Fire O 5 *
. game Plabs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumov‘_’”j aVU'd_D” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fl.re
5. Endo Steel Damage Transfer 5. Endo Steel 10 2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel g 4;1MMDd|fler‘ zuPH‘ret 1
- vemen n
\ / '\ ovement Foints / | o
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BATTLETECH

( 'MECH DATA \

BATTLEMECH RECORD SHEET

\
\ ( WARRIOR DATA

Maximum Heat (Dissipation): 31 (26, 39 with Coolant Pod)

Ammao: (LRM 10) 36

\

BV: 2,570

®

Type: Shiro SH-2P Name:
\“I(';;‘I’;':;”t p°"5‘ts‘ I:ZE?:S'E: KA?XE J Gunnery Skil: _____ Piloting Skill:
Running: 8 Rules Level: Advanced Hits Taken 23| a [
Jumping: 0 Role: Missile Boat Consciousness # 5 [ 7 |10 Dead
Engine Type: 375 XL
Weapons & Equipment Inventory (hexes) /
# Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC (C) LA 15 15[DE] — 7 14 23
1 Sword RA — 9 - - - -
2 LRM 10(C) LT 4 1/Msl[MCS] - 7 14 21
1 Coolant Pod LT — [PEOSX] - - - =
2 LRM 10(C) RT 4 1/Msl[MGCS] - 7 14 21
Physical Attacks

Punch LA — 8 - - - -

Punch RA — 8 - - - -

Kick - — 15 - - - -

ARMOR DIAGRAM

Ballistic-Reinforced

Head (9)
Left Torso

(22)

Right Torso

000000000

0000000000
0000000000

@) O O
o0
Q0
o°
Left Arm O Right Arm
(24) (24)

Center
Torso
(14)

Left Right
Torso Rear Torso Rear
(10) (10)

INTERNAL STRUCTURE DIAGRAM

\
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (16 Right Torso (16 ) Dverflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30%
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator o 29
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator o -
5.[ER PPC [Clan] 6. Life Support 5.[ Sword ° 28
6.LER PPC [Clan] 6.| Sword Left ol Right 27
O *}
1. Endo Steel Center Torso 1.| Sword A,,r: o A;: 26*
2. Endo Steel 1. XL Fusion Engine 2. Sword (12) o) (12 25
4.6 3. Ballistic-Reinforced 2. XL Fusion Engine 4-6 3.LSword 24’
"0 4. Ballistic-Reinforced 3. XL Fusion Engine " 4. Endo Steel 237
5. Ballistic-Reinforced 1-3 4 XL eyro 5. Endo Steel —
6. Ballistic-Reinforced 5. XL Gyro 6. Ballistic-Reinforced .
6. XL Gyro Left Right 21
. Vi Leg Leg 207
1. XL Gyro i (16) (18)
Left Torso 5 XL sz Right Torso 197
1. XL Fusion Engine 3. XL Gyro 1. XL Fusion Engine 18%
g. it IIzus!un Eng!ne 4-6 4. XL Fusion Engine g it 'Izus!nn Eng!ne ,_\ 177
N . usion Engine 5. XL Fusion Engine a3 usion Engine HEAT DATA 16
1-3 4. LRM 10/Clan] 6. XL Fusion Engine 1-3 4. LRM 10/[Clan] Double Heat Sinks: Y =
5. LRM 10 [Clan] 5. LRM 10 [Clan] Heat 13 (28] 15
6. Coolant Pod Engine Hits O O O 6. Ammo (LRM 10) 12 Level* Effects (=8) 14
i 30 Shutd
1. Endo Steel Gyro H!tS oo 1. Ammo (LRM 10) 12 og Ar;Jmc?‘IIEV:p avoid on 8+ 0]0) 1371
2. Endo Steel Sensor Hits O O 2. Ammo (LRM 10) 12 55 Shotdonn avod on 10+ 00 12
Life Su ort o utdown, avoid on
3. Endo Steel PP 3. Endo Steel 55 -5 Movement Points 00 11
4-6 4. Ballistic-Reinforced 4-6 4. Endo Steel 54 +4 Modifier to Fire O 107
5. Ballistic-Reinforced 5. Ballistic-Reinforced )
. . . . 23 Ammo Exp, avoid on 6+ O g
6. Ballistic-Reinforced 6. Ballistic-Reinforced -
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. Endo Steel Damage Transfer 5. Endo Steel 1o -2 Movement F'qnts 2
6. Endo Steel Diagram 6. Endo Steel 8 1 hhodiier to fire 1
-1 Movement Paints
\ / '\ / | o
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BATTLETECH

( 'MECH DATA \

BATTLEMECH RECORD SHEET

ARRIOR DATA \

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

Right Torso

(0]
O

N
O O
Type: Akuma AKU-1X Name: 80808
Movement Points: Tonnage: 90 . I . (0)¢(e)
G Skill: Piloting Skill:
Walking: 3 Tech Base: Inner Sphere unnery Skl Floting Sk 80808
Running: 5 Rules Level: Standard Hits Taken | 1 2| 3|als]|s OOOOO
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 20|
Engine Type: 270 Fusion p OOOOO
Weapons & Equipment Inventory (hexes) 08080
# Type Loc Ht Dmg Min Sht Med Lng O
1 ERPPC LA 15 10[DE] 7 14 23
1 Medium Pulse Laser LA 4 B[P] 2 4 6 .
Left Arm Right Arm
1 Streak SRM 4 LA 3 2/Msl[MC] 3 6 9 (30) (30)
1 Medium Laser RA 3 5[DE] 3 6 9
1 MRM 30 LT 10 1/Msl[MQ] 3 8 15
1 LB10-XAC RT 2 10[DBC/F/S] 6 12 18
1 Streak SRM 6 CT 4 2/Msl[MC] 3 6 9 Left Right
Physical Attacks [ng ] CTEMEP [L:é; )
Punch LA — 9 - - - (159
Punch RA — - - =
Kick - — 18 - - =
Maximum Heat (Dissipation): 41 (26)
Left Right
Ammo: (LB 10-X] 10, (LB 10X Cluster] 10, (MRM 30 186, (Streak SRM Torso Rear Torso Rear
4) 25, (Streak SRM 6) 15 (10) (10)
\_BV: 1859 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/ \ Endo Steel 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. Endo Steel 1-3 3. Lower Arm Actuator 8 29
"2 4.[ERPPC 5. Sensors ™2 4. Hand Actuator 9 -
5.|ER PPC 6. Life Support 5. Medium Laser S 28
6.LER PPC 6. Endo Steel 8 27
*}
1. Medium Pulse Laser Center Torso 1. Endo Steel EG*
2. Streak SRM 4 1. Fusion Engine 2. Endo Steel 25
4.6 3. Ammo (Streak SRM 4) 25 2. Fusion Engine 4-6 3. Endo Steel 24’
"© 4.[ Double Heat Sink 3. Fusion Engine " 4. Endo Steel 237
5.| Double Heat Sink 1-3 4 Gyro 5. Endo Steel —
6.LDouble Heat Sink 5. Gyro 6. Endo Steel
6. Gyro 21
16 207
. Gyro . P
I_.eft Torso 2. Fusion Engine I_-'\'lght Torso 19*
1.[MRM 30 4.6 3 Fusion Engine 1.[LB 10-X AC 18
2.| MRM 30 " 4. Fusion Engine 2.|LB10-XAC /_\ 17
1-3 3.| MRM 30 5.[Streak SRM 6 1-3 3.|LB10-XAC HEAT DATA \ 16
4.| MRM 30 B.LStreak SRM 6 4.|LB 10X AC Double Heat Sinks: 7
5.LMRM 30 5.[LB10-X AC Heat 13 (28] 15
6. Ammo (MRM 30) 8 Engine Hits O O O 6.LLB 10-X AC Level* Effects (=8) 14
i 30 Shutd
1. Ammo (MRM 30] 8 Gyro HitsO O 1. Ammo (LB 10X] 10 o8 A;mSVEV:p avoid on B+ 00 1371
2.[ Double Heat Sink Sensor Hits O O 2. Ammo (LB 10X Cluster) 10 B S e 00 12
3.| Double Heat Sink Life Support O 3. Ammo (Streak SRM 6) 15 55 & Moverment Points 00 IT
4-6 4. Double Heat Sink 4-6 4.] Double Heat Sink L ) =
. 24  +4 Modifier to Fire O 10
5. Endo Steel 5.| Double Heat Sink o3 A ;
. mmo Exp, avoid on 6+ O g
6. Endo Steel 6.LDouble Heat Sink oo gh -
utdown, avoid on 8+ O r'E
20 -4 Movement Points
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg CH'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. 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 :ll g EEMMOd'f'er EOF'FI'ret
5. Endo Steel Damage Transfer 5. Endo Steel 5 -+1 I\/IDVZ'Tent E_m S 2
6. Endo Steel Diagram 6. Endo Steel = Mose;iztﬂpc;i;is 1
\ / '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

(0]
O

( 'MECH DATA \ \ ( WARRIOR DATA \
O O
Type: Akuma AKU-2XC Name: 80808
Movement Points: Tonnage: 90 . I . (e)(e)
Walking: 3 Tech Base: Inner Sphere Gunnery Skill: _Piloting Skl OOOOO
Running: 5 Rules Level: Advanced HitsTaken | 1 | 2 | 3 | 4 | 5 | & 80808
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 20|
Engine Type: 270 Fusion p OOOOO
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 Medium Laser LA 3 5][DE] - 3 6 8 Lefe Arm Right Arm
1 Coolant Pod LA  — [PEOSX] - - - - (30) (30)
1 Medium Laser RA 3 5[DE] - 3 6 8
1 MRM 40 LT 12 1/Msl[MQ] - 3 8 15
w,/ Apollo
1 LB10XAC RT 2 10[DBC/F/S] — B 12 18 Left Right
1 Angel ECM Suite cT — (g - - - B (a5 Genter (o)
1 C3 Boosted Slave CT — [E] - - - Io,lr:;
Physical Attacks
Punch LA — 9 - - - -
Punch RA — 9 - - - -
Kick - — 18 - - - -
Maximum Heat (Dissipation): 30 (24, 36 with Coolant Pod)
Left Right
Torso Rear Torso Rear
Ammo: (LB 10:X) 10, (LB 10-X Cluster] 10, ([MRM 40) 18 (10) (10)
\_BY: 2.134 @
/ \ \ / Endo Steel Heat
CRITICAL TABLE N\ 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. Cockpit 2. Upper Arm Actuator o 30%
3. Lower Arm Actuator 4. Endo Steel 3. Lower Arm Actuator 8 29
1-3 4. Double Heat Sink S. Sensors 1-3 4. Hand Actuator o -
5.[Double Heat Sink 6. Life Support 5. Medium Laser S 28
6.L Double Heat Sink 6. Endo Steel 8 27
*}
1.[Snub-Nose PPC Center Torso 1. Endo Steel EG*
2.LSnub-Nose PPC 1. Fusion Engine 2. Endo Steel 25
46 3. Medium Laser 2. Fusion Engine 46 3. Endo Steel 24’
4. Coolant Pod 3. Fusion Engine 4. Endo Steel 53 ¥
5. Endo Steel 1-3 4 Compact Gyro 5. Endo Steel —
6. Endo Steel 5. Compact Gyro 6. Endo Steel
6. Fusion Engine 21
1. Fusion Engi 207
Left Torso (CASE] 2. Fusion Enging Right Torso (CASE) 19
1.]MRM 40 3.[ Angel ECM Suite 1.] Double Heat Sink 18%
2.| MRM 40 4-6 4.[Ange| ECM Suite 2.| Double Heat Sink ,_\ 17
1-3 3.| MRM 40 5. [33 Boosted Slave 1-3 3. :Double Heat Sink HEAT DATA \ 16
4.|MRM 40 6.LC3 Boosted Slave 4.[LB10XAC Double Heat Sinks: 7
5. MRM 40 5.[LB 10-X AC Heat 12 (24) 15
6. MRM 40 Engine Hits O O O 6./ LB 10-X AC Level* Effects 14
i 30 Shutdown ]
1.LMRM 40 SEEZ;?‘ ::E: 88 1.(LB 1G:X AC 28 Ammo Exp, avoid on 8+ 010 13
2. Apollo MRM FCS ~ 2.|LB 10-X AC 596  Shutdown. avoid on 10+ O O 12
3. Ammo (MRM 40) 6 Life Support O 3.lLB10-X AC e b Movamo et 0O T
48 4. Ammo (MM 40) & 48 4. Ammo (LB 10x) 10 24 +4 Modifier to Fire O 107
5. Ammo (MRM 40) 6 5. Ammo (LB 10-X Cluster) 10 23 Ammo Exp, avoid on B+ O S
B. CASE 6. CASE 22 Shutdown, avoid on 8+ O r'E
20 -4 Movement Points
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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