ARMOR DIAGRAM
Armor Pts: 128

Head (9)

Left Torso Right Torso

(6]

BATTLETECH

’'MECH RECORD SHEET

/4 \
'MECH DATA \WARRIOR DATA
Type: Champion CHP-2N Name: 71 C1
Movement Points: Tonnage: GO Gunnery Skill: 4 Piloting Skill: 3
Walk!ng: 5 Tech Base: Inner Sphere HitsTaken[ 1 12131 41 51 6
Running: 8 2810 Consciousness#| 3 | 5 | 7 [10] 11 |Dead
Jumping: O D/X-E-D-D
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Small Laser CT 1 3 [DE] - 1 2 3 Center «
1 Autocannon/10 RT 3 10 - 5 10 15 Left. A Torso Right Arm
[DB, S] (10) (22) (10)
1 SRM-6 LT 4 2/m - 3 6 9
2 Medium Laser LT 3 5 [DE] - 3 6 g
Ammunition Type Rounds
SRire 5 Left Right
Leg Center Leg
(13) Torso (13)
Rear (9]
" Left Right
Cost: ©;008.800 CBills BV: 1.339 (Base: 1.116
\ +39.000 (ammo) Wempar st (i8.01 TDPT;RE“ TDr?g]Rea“
/ \\Dissipation (10) /
Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J
. = Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (14) Right Torso (14)
1. Shoulder 2. Sensors 1. Shoulder s 5
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Roll Again 4. Roll Again 1 3 3. Roll Again
"9 4. Roll Again 5. Sensors "2 4. Roll Again 29
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again 6. Roll Again 27
1. Roll Again Center _-rorso 1. Roll Again Left Right | 26
2. Roll Again ; £u5!on E"g!"e 2. Roll Again Arm Arm | 25*
3. Roll Again - Fusion Engine 3. Roll Again (10) (10) >
46, gy Again 1.3 3. Fusion Engine 46, - Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g Gyro 6. Roll Again 22*
. Gyro 21
1. Gyro Left Right 50"
Left Torso 2. Fusion Engine Right Torso o v B LTl
SRM-E 4-6 3. Fusion Engine 1. rA 10 (14) (14) -
1 ) ~= 4. Fusion Engine - [Autocannon/ 18
g. fﬂnl(\jl!—ﬁ ) 5. Small Laser g :u:ocannonjlg 17+
n edium Laser 3 utocannon
1-3 4. Medium Laser B:  Small Lasar 1-3 4. | Autocannon/10 / HEAT DATA 16
5. @SRM 6 (15) N N 5. | Autocannon/10 15*
6. Roll Again Englne H!tS 000 6. | Autocannon/10 Heat Heat Sinks: 14*
1. Foll Again Gyro H!tS (o) o] 1. Lautocannon,/10 L%\’/Oel* S Effects S,:r?gle 137
2. Roll Again Sensor Hits O O 2. @AC/10 (10) utaown ) —
. . 28 Ammo Exp. avoid on 8+
4.6 3. Roll Again Life Support O 4-6 3. @Ac/10(10) 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points O o
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire ®) Ll
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 0] 9
22 Shutdown, avoid on 8+ (@) 8*
20 -4 Movement Points O =
) . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HIYS'[ nght Leg 18 Shutdown, avoid on B+ 8 6
1. Hip gome Dot 1. Hip 17 +3 Modifier to Fire o 5~
2. Upper Leg Actuator 2. Upper Leg Actuator 15 éﬁ Néovement F&OIntS4 O a
3. Lower Leg Actuator 3. Lower Leg Actuator ::é +2U;\3/| 0;\{:, al\:/OIF' on 4+ o .
4. Foot Actuator 4. Foot Actuator qoller to 11re
5 Rl Agai 5. Rl A 10 -2 Movement Points >
6. Rgll ASZE Damage Transfer 6 Rgu Ag::g 8 +;l 'l\\/l/lodifier‘ to Fl’iipe -
. Diagram : 5 -~ ovement Points
\ / \ /=
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’'MECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM
Armor Pts: 160

Head (9)
Left Torso

Right Torso
(6]

/4 \
'MECH DATA WARRIOR DATA
Type: Dragon DRG-1N Name: R1 C2
Movement Points: Tonnage: 60 Gunnery Skill: 4 Piloting Skill: 3
Walking: 5 Tech Base: Inner Sphere HitsTaken[ 1 12131 41 51 6
Running: 8 2754 Consciousness#| 3 | 5 | 7 [10] 11 |Dead
Jumping: O D/C-E-D-D
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM-10 CT 4 1/m 6 7 14 21 Center ;
1 (R)Mediumlaser LT 3 5[E - 3 6 9 Left. Acm Torso Right Arm
1 Autocannon/5 RA 1 5 3 8 12 18 (14) @7) (14
[DB, S]
1 Medium Laser LA 3 5 [DE] - 3 6 g
Ammunition Type Rounds
LRM-10 24 X
AC/5 40 Left Right
Leg Center Leg
(18) Torso (18)
Rear (12)
" Left Right
Cost: 4.926.400 CBills BV: 1.350 (Base: 1.125) Torso R
\ +69.000 [ammo) Weapon Heat (11,0) it Torse feer
/ \\Dissipation (10) /
Heat
CRITICAL HIT TABLE Head A INTERNAL STRUCTURE DIAGRAM 2=y
. = Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (14) Right Torso (14)
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
"9 4. Medium Laser 5. Sensors "9 4. rAutocannon/5 29
5. Roll Again 6. Life Support 5. | Autocannon/5 28
6. Roll Again 6. | Autocannon/5 27
1. Roll Again Center _-rorso 1. LAutocannon/5 Left Right | 26
2. Roll Again ; £u5!on E"g!"e 2. Roll Again Arm Arm | 25*
3. Roll Again - Fusion Engine 3. Roll Again (10) (10) >
46, gy Again 1.3 3. Fusion Engine 46, - Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g Gyro 6. Roll Again 22*
. Gyro 21
1. Gyro te‘ct Right 20"
. . - (=]
Left Torso 2. Fusion Engine Right Torso 12 A T
Ny 3. Fusion Engine (14) (14)
1. (R) Medium Laser 4-6 a . . 1. @AC/5 (20) 18
. Fusion Engine
2. @LRM 10 (12) 5. FLRM-10 2. @AC/5 (20) 17+
3. @LRM 10 (12) ' 3 3. Roll Again
1-3 4. Roll Again B: HLRM10 1-3 4. Roll Again / HEAT DATA 16
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks: |\ [72~
1. Roll Again Gyro H!ts 0o 1. Roll Again L%\,/OEI* Shut:dovErﬁfectS S,:r?gle 13"
2. Roll Again Sensor Hits O O 2. Roll Again 58 Ammo Exp. avoid on 8+ 12
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 56  Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points O o7
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22 Shutdown, avoid on 8+ (@) 8*
20 -4 Movement Points O =
) . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HIYS'[ nght Leg 18 Shutdown, avoid on B+ 8 6
1. Hip LA A 1. Hip 17 +3 Modifier to Fire o) 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 éﬁ Néovement F&OIntS4 O a
3. Lower Leg Actuator 3. Lower Leg Actuator ::é +2U;\3/| 0;\{:, al\:/OIF' on 4+ o .
4. Foot Actuator 4. Foot Actuator 10 -2 I\/Igvtle;ﬁgm? P;ﬁts
5. Roll Again S. Roll Again 8 +1 Modifier to Fire 2
6. Roll Again Damg.ge Transfer 6. Roll Again 5 ~1 Movement Points 1
\ iagram /J a =
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ARMOR DIAGRAM
Armor Pts: 152

Head (7)

Left Torso Right Torso

BATTLETECH

’'MECH RECORD SHEET

/4 \
'MECH DATA \WARRIOR DATA
Type: Lancelot LNC25-02 Name: R1 C3
Movement Points: Tonnage: 60 Gunnery Skill: 3 Piloting Skill: 5
Walk!ng: 4 Tech Base: Inner Sphere HitsTaken[ 1 12131 41 51 6
Running: 6 2864 Consciousness#| 3 | 5 | 7 [10] 11 |Dead
Jumping: O D/X-E-D-D
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser CT 3 5 [DE] - 3 B 9 Center ;
1 PPC RT 10 10DE 3 6 12 18 Left. A Torso Right: At
1 Large Laser RA 8 B8I[DE - 5 10 15 (14 @1 (14
1 Large Laser LA 8 8 [DE] - 5 10 15
Left Right
Leg Center Leg
(14) Torso (14)
Rear (16)
" Left Right
Cost: 4.769.600 CBills BV: 1.483 (Base: 1.236) Torso R
\ +0 (ammo) Weapon Heat (29,0) Drzoolear Tor?;)gear
/ \\Dissipation (19) /
Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM 3
H Head Overfl
Left Arm 1. Life Support Right Arm Left Torso (14) Right Torso (14) o
1. Shoulder 2. Sensors 1. Shoulder s 5
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. [Large Laser 4. Heat Sink 1 3 3. [Large Laser
"9 4. Liarge Laser 5. Sensors "9 4. Liarge Laser 29
5. Roll Again 6. Life Support 5. Roll Again 28
6. Roll Again C T 6. Roll Again 27
1. Roll Again enter . orso 1. Roll Again Left 26
2. Roll Again ; £u5!on E"g!"e 2. Roll Again Arm 25*
3. Roll Again - Fusion Engine 3. Roll Again (10) >
4-6 4. Roll Again 13 3. Fusion Engine 4-6 4. Roll Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g Gyro 6. Roll Again 22*
. Gyro 21
1. Gyrt.: . lI:th 20*
Left Torso 2. Fusion Engine Right Torso n 19"
H Sink a4 6 3. Fusion Engine H Sink 4
l; Heat " ~= 4. Fusion Engine 1. Heat Sin 18"
2. Heat Sink 5. Heat Sink 2. [PPC 17+
1-3 3. Heat S"?k 6. Medium Laser 1-3 3. [PPC 16
4. Roll Again 4. LpPC / HEAT DATA
5. Roll Again N N 5. Roll Again 15*
. Roll Again Engine Hits OO O 8. Roll Again Haiit Heat Sinks: | [7a*
1. Roll Again s va ll::!ts g g 1. Roll Again L%\,/OEI* Shutdo\,afecm S,:r?gle 13"
2. Ral Agafn : ensor Hits 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points Q0 o
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire (e]0] 10
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ QO 9
22 Shutdown, avoid on 8+ oo 8*
20 -4 Movement Points (@]0) =
q . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HIYS'[ nght Leg 18 Shutdown, avoid on B+ 88 6
1. Hip LA A 1. Hip 17 +3 Modifier to Fire 00 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 éﬁ Néovement F&OIntS4 OO a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 EUIE/I 0;\{:, BVOIF on 4+ S
4. Foot Actuator 4. Foot Actuator 13+ diier ko ire 3
5' Heat Sink 5' Heat Sink 10 -2 Movement Points >
S H::: S::k Damage Transfer & H::: S::k 2 +;| 'I\\/l/lodifiep to Ffip_e -
. Diagram : 5 -~ ovement Points
\ / \ /=
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’'MECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM
Armor Pts: 120

Head (6)

Left Torso Right Torso

(15)

/4 \
'MECH DATA \WARRIOR DATA
Type: Rifleman RFL-4D Name: A1 C4
Movement Points: Tonnage: GO Gunnery Skill: 4 Piloting Skill: 3
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 1 12131 41 51 6
Running: 6 3021 Consciousness#| 3 | 5 | 7 [10] 11 |Dead
Jumping: O D/X-E-D-D
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPC RA 10 10[DE] 3 6 12 18 Center ;
1 Large Laser RA 8 B8[E - 5 10 15 Left Aem Torso Right Arm
1 PPC LA 10 10[DE] 3 6 12 18 (15) (22) (15)
1 Large Laser LA 8 8 [DE] - 5 10 15
Center
Torso
Rear (4)
0000
(0]e] (0]o)
" Left Right
Cost: 4.980.800 C-Bills BV: 1.408 (Base: 1.173) Torso R
\ +0 (ammo) Weapon Heat (36,0) Dr?g] = Tor?g]Rear
/ \\Dissipation (15) /
Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J
. = Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (14) Right Torso (14)
1. Shoulder 2. Sensors 1. Shoulder -
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. rPPC 4. Roll Again 1 3 3. rPPC
V4, [PPC 5. Sensors V4. [PPC 29
5. LPPC 6. Life Support 5. LPPC 28
6. [Large Laser 6. [Lar‘ge Laser 27
1. Llarge Laser Center _-rorso 1. Llarge Laser Left 26
2. Roll Again ; £u5!on E"g!"e 2. Roll Again Arm 25*
3. Roll Again - Fusion Engine 3. Roll Again (10) >
4-6 4. Roll Again 13 3. Fusion Engine 4-6 4. Roll Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22*
6. Gyro =3
1. Gyro ||:9ft 20*
. . - (=]
Left Torso Fs  Fusion Engine Right Torso 4) ES
1. Roll Again 4. 3 Fusion Engine 1. Roll Again =
. 9 . 4. Fusion Engine ' 9 18
g- 20:: 298!” 5. Heat Sink g EDH 298‘” 17+
¢ oll Again . 2 oll Again
1-3 4. Roll Again B:  Hest Sink 1-3 4. Roll Again / HEAT DATA 16
. Roll Again Engine Hits OO O 8. Roll Again Haiit Heat Sinks: | [7a*
1. Roll Again Gyro H!ts 0o 1. Roll Again L%\,/OEI* Shut:dovErﬁfectS S,:r?gle 13"
2. Roll Again S.BI'ISOI" Hits O O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points Q0 o
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire (e]0] 10
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ QO 9
22 Shutdown, avoid on 8+ oo 8*
20 -4 Movement Points (@]0) =
) . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HIYS'[ nght Leg 18 Shutdown, avoid on B+ 8 6
1. Hip gome Dot 1. Hip 17 +3 Modifier to Fire o) 5~
2. Upper Leg Actuator 2. Upper Leg Actuator 15 éﬁ Néovement F&OIntS4 O a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 utdown, avoid on 4+
4 F 13 +2 Modifier to Fire O 3
g oot Actuator 4. Foot Actuator 10 -2 Movement Points
. : = ; 2
2. oot Sk Damage Transfer ¢ L2t S § ] Mol 7
. i : 5 -~ ovement Points
\ Diagram / \ / =

Copyright 2025 The Topps Company, Inc. Battletech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All Rights reserved.
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BATTLETECH

’'MECH RECORD SHEET

Left Torso

Head (9

ARMOR DIAGRAM
Armor Pts: 176

)
Right Torso

/4 \
'MECH DATA \WARRIOR DATA
Type: Exterminator EXT-4A Name: A1 C5
Movement Points: Tonnage: 65 Gunnery Skill: 4 Piloting Skill: 5
Walking: 5 Tech Base: Inner Sphere HitsTaken[ 1 12131 41 51 6
Running: 8 3007 Consciousness#| 3 | 5 | 7 [10] 11 |Dead
Jumping: 5 D/X-E-D-D
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Small Laser HD 1 3 [DE] - 1 2 3 Center ;
1 Machine Gun RT 0 2 - 1 2 3 Left. Arm Torso Right Arm
[DB, Al] (19 (23) (19)
1 LRM-10 LT 4 1/m 6 7 14 21
2 Medium Laser RA 3 5 [DE] - 3 6 g
2 Medium Laser LA 3 5 [DE] 3 6 9
Ammunition Type Rounds ’
TRM-10 T2 o RiGhE
MG 200 eg Center Leg
(19) Torso (19)
Rear (8]
" Left Right
Cost: 6.486.122 CBills BV: 1.372 T A
\ +31.000 [ammo) Waapon Heat (17,0) it T”?gf‘ear
/ \\Dissipation (10) /
Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM 3
. = Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso (15)
1. Shoulder 2. Sensors 1. Shoulder -
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Small Laser 1 3 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors "2 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. Medium Laser 28
6. Medium Laser 6. Medium Laser 27
1. Roll Again Center _-rorso 1. Roll Again Left Right | 26
2. Roll Again ; £u5!on E"g!"e 2. Roll Again Arm Arm | 25*
3. Roll Again - Fusion Engine 3. Roll Again (10) (10) >
46, gy Again 1.3 3. Fusion Engine 46, - Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g Gyro 6. Roll Again 22*
. Gyro 21
1. Gyro Left Right 20"
. . - Lei
Left Torso 2. Fusion Engine Right Torso o I K15
1. Jump Jet 4-6 3. Fusion Engine 1. Jump Jet *
' P 4. Fusion Engine : P 18
1-3 3' LRM:’I 0 8. GLAM 10 (12) 1-3 2' @IT/TGT:OOu]n / 2
) : ; HEAT DATA -
5. Roll Again N N 5. Roll Again 15
. Roll Again Engine Hits OO O 8. Roll Again Haiit Heat Sinks: | [7a*
1. Roll Again Gyro H!ts 0o 1. Roll Again L%\,/OEI* Shut:dovErﬁfectS S,:r?gle 13"
2. Roll Again S.BI'ISOI" Hits O O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points O o7
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 0] 9
22 Shutdown, avoid on 8+ (@) 8*
20 -4 Movement Points O =
) . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HIYS'[ nght Leg 18 Shutdown, avoid on B+ 8 6
1. Hip gome Dot 1. Hip 17 +3 Modifier to Fire o 5~
2. Upper Leg Actuator 2. Upper Leg Actuator 15 éﬁ Néovement F&OIntS4 O a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 EUIE/I 0;\{:, BVOIF on 4+ o
4. Foot Actuator 4. Foot Actuator 13+ diier ko ire 3
: ’ 10 -2 Movement Points >
5. Roll Again 5. Roll Again P :
B, ol Again Damage Transfer g R Agan 2 21 Movement Paints 7
\ d /7 \ /5
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ARMOR DIAGRAM
Armor Pts: 128

Head (9)
Left Torso

(17)

Right Torso
7

BATTLETECH

’'MECH RECORD SHEET

/4 \
'MECH DATA \WARRIOR DATA
Type: JagerMech JMB-A Name: 11 C8
Movement Points: Tonnage: 65 Gunnery Skill: 3 Piloting Skill: 5
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 1 12131 41 51 6
Running: 6 2778 Consciousness#| 3 | 5 | 7 [10] 11 |Dead
Jumping: O D/C-E-D-D
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser RT 3 5 [DE] - 3 6 g Center «
1 Medium Laser IT 3 508 - 3 6 9 Left. Acm Torso Right Arm
1 LRMH5 RA 5 i/m B 7 14 21 an (20) an
1 Autocannon/2 RA 1 2 4 8 16 24
[DB, S]
1 LRM-15 LA 5 1/m 6 7 14 21
1 Autocannon/2 LA 1 2 4 8 1868 24
[DB, 8] Left Right
Ammunition Type Rounds Leg Center Leg
CRVF15 16 (18) Torso (18)
AC/2 45 Rear (5)
0o00 000
" Left Right
Cost: 9.413.925 CBills BV: 1.346 (Base: 1.122
\ +61.000 (ammo) Weapon[ Heat [18,0]] Tur?g]Rear Tor?g]Rear
/ \\Dissipation (10) /
Heat
CRILCSUHIIRIAGL Head A INTERNAL STRUCTURE DIAGRAN 88
. = Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso (15)
1. Shoulder 2. Sensors 1. Shoulder s 5
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. TLRM-15 4. Roll Again 1 3 3. TLRM-15
V4. [LRM—15 5. Sensors 94 [an_15 29
5. LLRM-15 6. Life Support 5. LLRM-15 28
6. Autocannon/2 6. Autocannon/2 27
1. Roll Again Center _-rorso 1. Roll Again Left Right | 26
2. Roll Again ; £u5!on E"g!"e 2. Roll Again Arm Arm | 25*
3. Roll Again - Fusion Engine 3. Roll Again (10) (10) >
46, gy Again 1.3 3. Fusion Engine 46, - Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22*
6. Gyro =3
1. Gyro te‘ct Right 20"
) h . e
Left Torso 2. Fusion Engine Right Torso o WCR T
. 3. Fusion Engine X (15) (15)
1. Medium Laser 4-6 . . 1. Medium Laser 18*
4. Fusion Engine
2. @AC/2 (45) 5. Rall Again 2. @LRM 15 (8) 17+
3. @LRM 15 (8) ' 3. Roll Again
1-3 4. Roll Again 8. Rol Again 1-3 4. Roll Again / HEAT DATA 16
5. Fotsoon — 5. Fol or { HEAT DATA ) S
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks: |\ [72~
1. Roll Again Gyro H!ts 0o 1. Roll Again L%\,/OEI* Shut:dovErﬁfectS S,:r?gle 13"
2. Roll Again Sensor Hits O O 2. Roll Again 58 Ammo Exp. avoid on 8+ 12
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 56  Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points O o7
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22 Shutdown, avoid on 8+ (@) 8*
20 -4 Movement Points O =
; . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HIYS'[ nght Leg 18 Shutdown, avoid on B+ 8 6
1. Hip LA A 1. Hip 17 +3 Modifier to Fire o) 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 éﬁ Néovement F&OIntS4 O a
3. Lower Leg Actuator 3. Lower Leg Actuator ::é +2U;\3/| 0;\{:, al\:/OIF' on 4+ o .
4. Foot Actuator 4. Foot Actuator 10 -2 I\/Igvtle;ﬁgm? P;ﬁts
5. Roll Again 5. Roll Again 8 +1 Modifier to Fire 2
6. Roll Again Damg.ge Transfer 6. Roll Again 5 -1 Movement Points 1
\ iagram J \\ / =
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