ARMOR DIAGRAM
Armor Pts: 256

Head (9)

Left Torso Right Torso

BATTLETECH

'MECH RECORD SHEET
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'MEC TA WARRIOR DATA
Type: Longbow LGB-10K Name: B3 C1 M1
Movement Points: Tonnage: 85 Gunnery Skill: 3 Piloting Skill: 2
Walking: 3 Tech Base: Inner Spher‘e Hits Taken| 4 a|l3lalsl|6
Running: 5 3140 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: O E/XXED
Weapons & Equipment Inventory  (hexes)
Bty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser HD 4 6 [P] - 2 4 6 Center Right A
1 ERLarge Laser CT 12 8[DE - 7 14 19 . IgHEenT
1 Uttra AC/20 RA 8/s 20 - 3 7 10 (=8) (@8)
DB, R/C/R2]
1 Ultra AC/20 LA 8/s 20 - 3 7 10
[DB, R/C/R2]
Ammunition Type Rounds
Ultra AC/20 30 Left Right
Leg Leg
(33) Torso (33)
RAear (12)
" Left Right
Cost: 16.547.325 CBills BV: 2.704 (Base: 1.791 ;
\ +120.000 (ammo) Weapon Heat (32,0) ) TU[S[,T;ECW TUFT:SEW
/ \\Dissipation (28)
Heat
CRITICAL HIT TABLE Head AR INTERNAL STRUCTURE DIAGRAIV ZE¥ess
ea
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torsa (18) ; Right Torso (18)
1. Shoulder 2. Sensors 1. Shoulder .
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1-3 3. rUltra AC/20 4. Medium Pulse Laser 1-3 3. rUiktra AC/20
*3 4. | uitra AC/20 5. Sensors “3 4. | ura Ac/20 29
5. | Ura AC/20 6. Life Support 5. | Ultra AC/20 28*
6. | Uitra AC/20 6. | Ultra AC/20 27
1. | uitra AC/20 Ce nter TQPSD 1. | uitra AC/20 Left Right | 26
2. | uira Ac/20 ; )):t E“S!"" E"gf"e 2. | uira AC/20 Arm am [Bar
3. | utra AC/20 s usion Engine 3. | uttra AC/20 (14) (14) -
4-6 3 | yiera ac,20 1-3 8- XL Fusion Engine 4-6 | uttra ac,20 24‘
5. | uitra Ac/20 4. Gyro 5. | uttra AC/20 23
6. Luitra Ac/20 5. Gyro 6. Luitra Ac/20 22+
6. Gyro
21
1. Gyro . . t:ft Right T
Left Torso case) B 3% Fusion Endine Right Torso cssq) s bl KT
1. XL Fus?on Eng?ne 4-6 4: XL Fusion Engine ; XL Fusion Engine 18"
g, ;t ius!on Eng!ne 5. [ER Large Laser 3. ;II: ius!on Eng!ne A7
fa usion Engine . usion Engine
1-3 4. rDouble Heat Sink #:-ER Larga Laser 1-3 4. rDouble Heat Sink /4 HEAT DATA 16
5. [Douhle Heat Sink " - 5. [Double Heat Sink 15*
6. LDouble Heat Sink El'lg"'"-’- HitsO 0O 6. LDouble Heat Sink Heat Heat Sinks: 14*
: * 14 (28 .
1. [ Double Heat Sink Gyro H!ts oo 1. [Double Heat Sink L%‘g’ Shuwoﬂ[em DOL[Jb|e] 13
2, [Double Heat Sink Sensor Hits O O 2. [Duuble Heat Sink 28 Ammo Exp. avoid on 8+ 12
4.6 3. LDouble Heat Sink Life Suppor‘t (0] a-6 3. LDouble Heat Sink 96 Shutdown. avoid on 10+ 77
4. @Ultra AC/20 (5) 4. @Uitra AC/20 (5) i i (o]0
25 -5 Movement Points 70"
5. @Uitra AC/20 (5) 5. @Uitra AC/20 (5) o4  +4 Modifier to Fire (e]e}
6. CASE 6. CASE 23 Ammo Exp. avoid on 6+ QO 9
22 Shutdown, avoid on B+ (e]0) 8"
20 -4 Movement Points O Z
¥ 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 8 5]
1. Hip 1. Hip 17  +3 Modifier to Fire o 5~
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Pomts
14 Shutdown, avoid on 4+ @) 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifier to Fire 'e) =
4. Foot Actuator 4, Foot Actuator 10 -2 Movement Points
5. @Uttra AC/20 (5] Damage Transfer 5. @Uitra AC/20 (5) 8 +1 Modifier to Fire -
B. Roll Again Diagram 6. Roll Again P 5 -1 Movement Points i,
\ V 1o




BATTLETECH

'MECH RECORD SHEET

ARMOR DIAGRAM
Armor Pts: 217

Head (9)

Left Torso

Right Torso

Copyright 2025 The Topps Company, Inc. Battletech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All Rights reserved.
atalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.

'MECH D WARRIOR DATA
Type: No-Dachi NDA-3X Name: A3 C1 M2
Movement Points: Tonnage: 70 Gunnery Skill: 4 Piloting Skill: 3
Walking: 5 Tech Base: Mixed Hits Taken| 4 a|l3lalsl|6
Running: 8 [1 O] 3075 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: O X/XXKX
Weapons & Equipment Inventory  (hexes)
Bty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser (C) HD 5 7 [DE] - 5 10 15 Center Right A
1 LRMH5 (C) RT 5 1/m - 7 14 21 . el
w/Artemis IV FCS [M, C/S/C5,/15] (22) (22)
1 LRM-15 (C) LT 5 1/m - 7 14 21
w/Artemis IV FCS [M, C/S/C5/15]
1 (R) ER Small Laser (C) LT 2 5 [DE] - 2 Fibrous
1 Supercharger LT O [ ﬂ . - - - Left Right
null, i
1 Large Vibroblade RA 7 14 - 1 0] (6] Leg Center Leg
[PA, V] (30) Torso (30)
1 ERPPC (C) LA 15 15 [DE] - 7 14 23 RAear (12)
Ammunition Type Rounds
LRM-15 (Artemis) 16
" Left Right
- 23.990.712 C-Bills - 3.131 (Base: 2.609 )
\ Cost: o gD.DDD (amma) BV WeapDrE I—?esz?t 35.0) ) Torso Rear Torso Rear
/ \\Dissipation (30) 8 ®
Heat
CRITICAL HIT TABLE T " INTERNAL STRUCTURE DIAGRAM J2
ea .
1. Life Support - i
Left Arm PP Right Arm Left Torso (15) e Right Torso (15) i
1. Shoulder 2. Sensors 1. Shoulder .
2. Upper Arm Actuator 3. O Cockpit 2. Upper Arm Actuator .
3. Lower Arm Actuator 4. ER Medium Laser (C) 3. Lower Arm Actuator S0
1-3 4. rERPPC (C) 5. Sensors 1-3 4. Hand Actuator 29
5. LERPPC (C) 6. Life Support 5. rlLarge Vibroblade 28*
B. Ferro-Fibrous B. | Large Vibroblade 27
1. Endo-Steel Ce nter TQPSD 1. | Large Vibroblade Left Right | 26
2. Endo-Steel ; )):t :::2: E:g::: 2. LLarge Vibroblade Arm Arm | 25*
3. Endo-Steel ¥ ! ! 3. Ferro-Fibrous (11) (11) T
4-6 4. Endo-Steel 1-3 2 XG\/L Fusion Engine 4-6 4. Endo-Steel z:‘
5. Endo-Steel L ro 5. Roll Again
6. EndoSteel g g\/y”’ 6. Rol Again 22+
A ro
21
1. Gyro Left Right T
2. XL Fusion Engine H Leg Leg -
1 LEE TOES_D 4.6 3. XL Fusion Engine 1 R)I(?r:“; TE"'_SD (15) (15) 19.
. usion Engine "0 4. XL Fusion Engine 2. usion Engine 18
g‘ ;t If“s!°" E"gfne 5. rDouble Heat Sink g ;'I: i“sfc‘" E"QI"E 17+
i usion Engine ) : usion Engine
1-3 4 [LRM-’IE © B. LDouble Heat Sink 1-3 8. FrLAMAS () / HEAT DATA 16
5. LLrRm15 (0) N - 5. LLRM15 (€) 15%
. Artemis IV FCS Engine Hts 00 O B. Artemis IV FCS Lidi Heat Sinks: |\ [7a*
i * 15 (30 -~
1. @LRM 15 Artemis (8) Gyro H!ts oo 1. @LRM 15 Artemis (8) L?’S’ ShummE: ects DOL[Jb|e] 13
2. Supercharger Sensor Hits O O 2. Ferro-Fibrous 28 Ammo Exp. avoid on 8+ 12
4.6 3 (RIERSmall Laser () Life Support O 45 3 Ferrofibrous 26 Shutdown, avoid on 10+ 11
4., Ferro-Fibrous 4, Endo-Steel 25 -5 Movement Points OO ——
5. EndoSteel 5. EndoSteel 54  +4 Modifier to Fire o]e]
6. EndoSteel 6. Endo-Steel 23 AmmoExp. avoidon 6+ QO g
22 Shutdown, avoid on B+ (e]0) 8"
20 -4 Movement Points (@]0) Z
¥ 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 8 [
1. Hip 1. Hip 17  +3 Modifier to Fire o 5~
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Pomts
14  Shutdown, avoid on 4+ O 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifier to Fire 'e) =
4. Foot Actuator 4, Foot Actuator 10 -2 Movement Points
g' Ee;ro-sFtibrlous Damage Transfer g Ee;ro;ibrlous 8 +1 Modifier to Fire f
. Endo-otee i » Endo-tee 5 -1 Movement Points
\ Diagram J / =




BATTLETECH

'MECH RECORD SHEET

et aTa S
'MECH DATA

ARMOR DIAGRAM
Armor Pts: 200

Head (9)

Left Torso Right Torso
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WARRIOR DATA
Type: Longbow LGB-13C Name: A3 G2 M1
Movement Points: Tonnage: 85 Gunnery Skill: 2 Piloting Skill: 2
Walking: 4 Tech Base: Inner Spher‘e Hits Taken| 4 a|l3lalsl|6
Running: 6 3070 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: O E/XXED
Weapons & Equipment Inventory  (hexes)
Bty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser HD 2 3 [DE] - 2 4 5 Center Right A
2 ER Small Laser CT 2 3[DE - 2 4 5 Torso IgHE e
1 MML7 RT 4 [M,C/S/C5/7] (31) @1
LRM 1/Msl. 6 7 14 21
SRM 2/Msl. - 3 6 9
w/Artemis IV FCS -
1 MML-7 LT 4 [M, C/s/C5/7]
w/Artermis IV FCS - F‘L’Q“L
2 MML7 RA 4 [M,C/S/C5/7] ke 7
w/Artemis IV FCS - Rear 110)
2 MML-7 LA 4 [M,C/5/C5/7]
w/Artemis IV FCS -
Ammunition Type Rounds
MML-7 (SRM Art-V) 42
MML-7 (LRM Art-IV) 51 00088 88000
" Left Right
Cost: 20.660.646 CBills BV: 2.459 (Base: 1.397 :
\ +34§'DDD (arnmo) WeaporE Heat (30,0) ) TUI‘T;J)HEdr‘ Tur‘T;]ﬂEEr
/ \\Dissipation (24)
Heat
CRITICAL HIT TABLE Head AR INTERNAL STRUCTURE DIAGRAIV ZE¥ess
ea
i - Head Overfiow
Left Arm 1. Life Support nlght Arm Left Torso (18) ] Right Torso (18)
1. Shoulder 2. Sensors 1. Shoulder .
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. rMMmL-7 4. ER Small Laser 1 3 3. rMmML-7
™~ 4, | MMmL-7 5. Sensors ™~ 4. | MML7 29
5. | MML-7 6. Life Support 5. | MML-7 28*
6. LmmL7 6. LmmL7 57
1. Artemis IV FCS Centgr TF"'SD 1. Artemis IV FCS Left Right | 26*
2. rMML7 ; XL Fusion Engine 2. FMML7 Arm arm [357
3. [ MmL7 - XL Fusion Engine 3. | MmL7 (14) 14) 7
4-6 4. | mmL7 1-3 3. XL Fusion Engine 4-6 4. | mmL7 24
5. LmmL7 4. Gyro 5. LmmL7 23"
B. Artemis IV FCS 5. Gyro B. Artemis IV FCS 22*
6. Gyro
21
1. Gyro . . t:ft Right T
Left Torso case) B 3% Fusion Endine Right Torso cssq) s bl KT
1. XL Fus?on Eng?ne 4-6 4: XL Fusion Engine ; XL Fusion Engine 18"
2. ;t ius!on Eng!ne 5. ER Small Laser : ;II: ius!on Eng!ne A7
1 _3 3. usion Engine 6. ER Small Laser 1 _3 3. usion Engine —
4. rMML-7 4. rMML-7 /
5. | MmML-7 . - 5. | MML-7 HEAT DATA 15*
6. | MML7 Engine Hits OO O B. | MML-7 Heat Heat Sinks: |\ [72°
1. Ly Gyro Hits 0 O 1. Lymy Level* ” Effects 1D2 [%4] 13
2. Artemis IV FCS Sensor Hits 0 O 2. Artemis IV FCS gg Arﬁntquvéf:p o, DUl —
4.6 3. @MML 7 LRM Art IV (17) Life Suppor‘t (0] a-6 3. @MML 7 LRM Art IV (17) 96 Shutdown. avoid on 10+ 77
4, @MML 7 LRM Art IV (17) 4. @MML 7 SRM Art IV (14) - i OO
25 -5 Movement Points 70"
5. @MML 7 SRM Art IV (14) 5. @MML 7 SRM Art IV (14) 24  +4 Modifier to Fire o))
6. CASE 6. CASE 23 AmmoExp. avoidon 6+ O 9
22 Shutdown, avoid on 8+ O 8"
20 -4 Movement Points O Z
¥ 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 8 5]
1. Hip 1. Hip 17  +3 Modifier to Fire o 5~
2. Upper Leg Actuator 2. Upper Leg Actuator 1 5 éﬁ I\.«1d0\.rement %Omtsd O a
3. Lower Leg Actuator 3. Lower Leg Actuator 4 ULKiman, BVOIc Ory S+
13 +2 Modifier to Fire O 3
4. Foot Actuator 4, Foot Actuator 10 -2 Movement Points
5. Fol Agan Damage Transfer 5 Foll Aaen 8 +1 Modifier to Fire -
- HollAgain i - ol Again 5 -1 Movement Points
Diagram
\ SO\ Vs 0




BATTLETECH

'MECH RECORD SHEET

et aTa S
'MECH DATA

ARMOR DIAGRAM
Armor Pts: 264

Head (9)

Left Torso Right Torso

WARRIOR DATA
Type: Sunder SD1-0 E Name: A3 G2 M2
Movement Points: Tonnage: 90 Gunnery Skill: 2 Piloting Skill: 2
Walki.ng: 4 Tech Base: Inner Spher‘e Hits Taken| 4 a|l3lalsl|6
Runnmg: 6 3069 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: O E/XX-FE
Weapons & Equipment Inventory  (hexes)
Bty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser HD 5 5 [DE] - 4 8 12 Center Right A
1 Streak SRM-6 cT 2/m - 6 9 Igitk.Arm
M, C/C2/6] (30) (30)
1 Streak SRM-B6 LT 2/m - 3 6 9
[M, C/C2/8]
2 Snub-Nose PPC RA 10 10/8/5 - 9 13 15
[DE, V]
1 LB 10XAC LA 10 - B 12 18 :
Left Right
- (DB, C/S/F] Leg Leg
Ammunition Type Rounds (33) Torso (33)
B 10X (SI 10
LB 10X [Clﬂgger] 10 Reen (12)
Streak SRM-6 15
" Left Right
- 28.837.250 C-Bills - 3.302 (Base: 1.876 )
\ Cost: £86.000 (ammo) BV WeapDrE I—?esz?t (35.0) ) TU[‘S,T;EC]F Turs:cl):}ear
/ \\Dissipation (30) 1o o
Heat
CRITICAL HIT TABLE Head AR INTERNAL STRUCTURE DIAGRAIV ZE¥ess
ea
i - Head Overfiow
Left Arm 1. Life Support Right Arm Left Torso (19) ' Right Tarso (19)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. rLB 10X AC 4. ER Medium Laser 1 3 3. Snub-Nose PPC
"~ 4. |B10xAC 5. Sensors "9 4. Lsnub-Nose PPC 29
5. | LB10X AC 6. Life Support 5. Snub-Nose PPC 28*
6. |LB10XAC 6. LSnub-Nose PPC 27
1. |LB 10X AC Centgr TQPSD 1. Roll Again Left Right | 26*
2. Lis1oxac ; XL Fusion Engine 2. Roll Again Arm arm [357
3. Roll Again - XL Fusion Engine 3. Roll Again (15) (15) -
4-6 4. Roll Again 1-3 3. XL Fusion Engine 4-6 4. rDouble Heat Sink 24‘
5. Roll Again 4. Gyro 5. [Duuble Heat Sink 23
6. Roll Again 5. Gyro 6. LDouble Heat Sink 22+
6. Gyro 51
1. Gyro . . t:: Tght T
Left Torso £+, XL Fusion Engine Right Torso 19) - (R
1. XL Fusion Engine 4-6 3. XL Fusion Engine 1. XL Fusion Engine >
3 i g, 4. XL Fusion Engine . i g. 18
g, ;t ius!on Eng!ne 5. rStreak SRM-6 g ;II: ius!on Eng!ne 7
fa usion Engine ¥ . usion Engine
1-3 4, [Streak SRVI-6 i Streak SHM 6 1-3 4, Roll Again /4 HEAT DATA 16
5. Lstreak SRM-6 " " 5. Roll Again 15"
6. @Streak SRM 6 (15) Engine Hts 00 O 6. Roll Again Heat Heat Sinks: 14"
i * 15 (30 ~
1. @LB 10X Slug (10) Gyro H!ts oo 1. Roll Again L%’gl ShutdouE: ects DOl[Jb|e] 13
2. @LB 10 X Cluster (10) Sensor Hits 0 O 2. Roll Again 28 Ammo Exp. avoid on B+ 12
a.g 3 FolAgan Life Support O 45 3 RolAgain 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points Q0 10
5. Roll Again 5. Rol Again 54  +4 Modifier to Fire o]e]
6. Roll Again 6. Roll Again 23 AmmoExp. avoidon 6+ QO g
22 Shutdown, avoid on B+ (e]0) 8"
20 -4 Movement Points (@]0) Z
¥ 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 8 5]
1. Hip 1. Hip 17  +3 Modifier to Fire o 5~
2. Upper Leg Actuator 2. Upper Leg Actuator ::2 éﬁ l}%%\;s;neantozmoﬂr?séh O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +EUMDdifiér‘ :0 IFir‘e 'e) =
4. Foot Actuator 4, Foot Actuator 10 -2 Movement Points
5. Roll Again 5. Roll Again 8  +1 Modifier to Fire 2
B. Roll Again Damgge Transfer g Roil Again E 1 Momnert Pokks p
\ iagram / / -

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

et aTa S
'MECH D

Head (9)

Left Torso Right Torso
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ARMOR DIAGRAM
Armor Pts: 288

WARRIOR DATA
Type: Turkina D Name: A3 C3 M1
Movement Points: Tonnage: 95 Gunnery Skill: 4 Piloting Skill: 5
Walking: 3 Tech Base: Clan Hits Taken| 1 2 3|4 5|86
Running: 5 3060 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: 3 F/X-XED
Weapons & Equipment Inventory  (hexes)
Bty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser HD 5 7 [DE] - 5 10 15 Center Right A
1 ERMediumLlaser CT 5 7 [DE] - 5 10 15 Torso IgitkArm
2 ATM12 RA 8 2/m 4 5 10 15 (32)
ER 1/m 4 9 18 27
HE 3/m - 3 6 9
[M, C/S/C5/12]
2 ATM-12 LA 8 2/m 4 5 10 15
[M, C/8/C5/12] Right
Ammunition Type Rounds Center Leg
ATM-12 20 Torso (40)
ATM-12 (ER) 15 Rear (10)
ATM-12 (HE) 15
" Left Right
Cost: 26.779.594 CBills BV: 3.132 )
\ +750.000 (ammo]) Weapon Heat (42,0) TUI‘T:J;Edr‘ TUFT:CI):;EEr
/ \\Dissipation (34)
Heat
CRITICAL HIT TABLE Heod " INTERNAL STRUCTURE DIAGRAM s
ea
. » Head Overflow
Left Arm 1. Life Support nlght Arm Left Torso (20) ] Right Torso (20)
1. Shoulder 2. Sensors 1. Shoulder .
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1-3 3. FATM12 4. ER Medium Laser 1-3 3. FATM12
™~ 4, | aATm12 5. Sensors ™~ 4. | atM12 29
5. | ATMA12 B. Life Support 5. | ATM12 28*
6. | ATM2 6. | aTM12 57
1. LATM12 Ce nter TOPSD 1. LATM12 Left Right | 26
2. FATM-12 ; XL Fusion Engine 2. FATMI12 Arm arm [357
3. [ atma2 - XL Fusion Engine 3. | atm2 (16) (1e) 7
4-6 4. | ATM12 1-3 3. XL Fusion Engine 4-6 4. | atma2 24
5. [ atma2 4. Gyro 5. | ATM12 23~
6. Latm12 5. Gyro 6. Latm12 22"
6. Gyro 51
1. Gyro t:ft Right T
Left Torso case) 2. XL Fusion Engine Right Torso rcsse) °0) N T
5 5 4.6 3. XL Fusion Engine 4. XL Fusion Engi (20) -
1. XL Fus!on Eng!ne “O 4, XL Fusion Engine . u5!on ng!ne 18
2. XL Fusion Engine 5. Jump Jet 2. XL Fusion Engine A7
1 _3 3. rDouble Heat S!nk 6. ER Medium Laser 1 _3 3. rDouble Heat S!nk —
4. LDouble Heat Sink 4, LDouble Heat Sink / HEAT DATA
5. rDouble Heat Sink - - 5. rDouble Heat Sink 15%
6. LDouble Heat Sink El'lg"'"-’- HitsO 0O 6. LDouble Heat Sink Heat Heat Sinks: 14*
Gyro Hits 0 O Level* Effects 17 (34) -
1. Jump Jet v A 1. Jump Jet 30 Shutdown Double 18
2. @ATM 12 (5) Sensor Hits O O 2. @ATM 12 (5) 28 Ammo Exp. avoid on B+ 12
a3 ©MI12(5) Life Support O 453 @~mI2(5) 26 Shutdown, avoid on 10+ 1
4. @ATM 12 ER (5) 4. @ATM12ER(5) ] i 00
25 -5 Movement Points 70"
5. @ATM 12 ER (5) 5. @ATM 12 HE (5) 24  +4 Modifier to Fire Q0
6. @ATM 12 HE (5) 6. @ATM 12 HE (5) 23 Ammo Exp. avoid on 6+ QO 9
22 Shutdown, avoid on B+ (e]0) 8"
20 -4 Movement Points (@]0) Z
¥ 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 88 [
1. Hip 1. Hip 17  +3 Modifier to Fire o 5~
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Pomts O a
14  Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator 5 Madif Fi 'e)
4. Foot Actuator 4, Foot Actuator 13 + adher to Irﬁe 3
! ] 10 -2 Movement Points
5. Double Heat Sink Damage Transfer 5. rDouble Heat Sink 8  +1 Madifier to Fire =
6. LDouble Heat Sink Digagram 6. LDouble Heat Sink y 5 1 Movament Points 1
\ \ Vs ]




BATTLETECH

'MECH RECORD SHEET

ARMOR DIAGRAM
Armor Pts: 134

Head (8)

Left Torso
(18)

Right Torso
(18)

MECH D WARRIOR DATA
Type: Shadow Cat M Name: A3 C3 M2
Movement Points: Tonnage: 45 Gunnery Skill: 4 Piloting Skill: 4
Wﬂlki.ng: B Tech Base: Clan Hits Taken| 1 o|lalals]86
Runnmg: 9 [1 2] 3052 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: © F/XXED
Weapons & Equipment Inventory  (hexes)
Bty Type Loc Hi Dmg Min Sht Med Lng
1 MASC cT - - - - - - Center Right A
1 ERMediumLlaser ~ RT 5 7 [DE] - 5 10 15 Torso Igitk.Arm
1 ERMedumlaser LT 5 7[DE - 5 10 15 (20) (10
1 Large Pulse Laser RA 10 10][P] - 6 14 20
1 Large Pulse Laser LA 10 10[P] - 6 14 20 Ferro
Fibrous
Right
Center Leg
Torso (18)
Rear (6)
" Left Right
- 11.372.531 C-Bills - 0,682 (Base: 2.438 )
\ Cost: +0 (ammo) BV WeapDrE I—?esz?t 30.0) ) Torso Rear Torso Rear
/ \\Dissipation (26) “ “@
Heat
CRITICAL HIT TABLE Heod " INTERNAL STRUCTURE DIAGRAM s
ea
¥ Head 'Overfiow
LEﬂ; Arm 1. Life Support nlght Arm Left Torso (11) s -
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. rDouble Heat Sink 4. Endo-Steel 1-3 3. Double Heat Sink
" 4. Lpouble Heat Sink 5. Sensors ™ 4. Lpouble Heat Sink 29
5. [Large Pulse Laser 6. Life Support o [Large Pulse Laser 28*
B. LLarge Pulse Laser 6. LLarge Pulse Laser 27
1. Roll Again Ce nter TQPSD 1. Roll Again Left 26"
2. Roll Again ; )):t E“sf"" E"gf"e 2. Roll Again Arm T
3. Roll Again s usion Engine 3. Roll Again 7 -
46, Again 1-3 3. XL Fusion Engine 46, gy Again 24’
5. Endo-Steel 4. Gyro 5. Endo-Steel 23
6. Endo-Steel 5. Gyro 6. Endo-Steel 22*
6. Gyro 51
1. C'NI‘O Left 20"
Left Torso 2. XL Fusion Engine Right Torso o 5
. . 4.6 3. XL Fusion Engine 4. Xt Fusion Engi “nn .
1. XL Fus!on Eng!ne “O 4, XL Fusion Engine . u5!on ng!ne 18
2. XL Fusion Engine 5. rMASC 2. XL Fusion Engine A7
3. Jump Jet 5 3. Jump Jet
1-3 4, [Duuhle Heat Sink B -MASC 1-3 4, ER Medium Laser / HEAT DATA 16
5. LDouble Heat Sink - - 5. Roll Again 15*
6. ER Medium Laser El'lg"'"-’- H[ts 000 B. Roll Again Heat Heat Sinks: 14*
1. Roll Again G Hite G0 1. Roll Again Leavgl* Shutdou-\lr;: et 1[%5%@ 1]
2. Roll Again S_anur Hits O O 2. EndoSteel 28 Ammo Exp. avoid on B+ 12
a.g 3 EndosSicel Life Support O 45 3 Ferrofibrous 26 Shutdown, avoid on 10+ 11
4., Ferro-Fibrous 4. Ferro-Fibrous _ : OO
25 -5 Movement Points 70"
5. FerroFibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire o0
6. FerroFibrous 6. Ferro-Fibrous 23 AmmoExp. avoidon 6+ QO 9
22 Shutdown, avoid on 8+ O 8"
20 -4 Movement Points O Z
¥ 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 8 [
1. Hip 1. Hip 17  +3 Modifier to Fire o 5~
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Pomts O a
3. L 14  Shutdown, avoid on 4+
- ower Leg Actuator 3. Lower Leg Actuator e g
13 +2 Modifier to Fire @) 3
4. Foot Actuator 4, Foot Actuator 10 -2 Movement Points
e 3 2
g. jump jet Damage Transfer g jumP jEt 8  +1 Modifier to Fire
& - Jump Jet Diagram - Jump Jet A\ 5 -1 Movement Points i i,
(u]
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'MECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM
Armor Pts: 240

Head (9)

Left Torso

Right Torso
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'MECH DATA WARRIOR DATA
Type: Marauder IIC 4 Name: A3 G4 M1
Movement Points: Tonnage: 85 Gunnery Skill: 4 Piloting Skill: 5
Wﬂlking: 4 Tech Base: Clan Hits Taken| 1 o|lalals]86
Running: 6 3070 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: 3 F/XXED
Weapons & Equipment Inventory  (hexes)
Bty Type Loc Ht Dmg Min Sht Med Lng
1 HAG40 RT 8 40 2 8 186 24
[DB, X/C/F/C5/40] Left Arm Right Arm
1 HAG-40 8 40 2 8 16 24 (25) (25)
[DB, X/C/F/C5/40]
Ammunition Type Rounds
HAG-40 30
Left Right
Leg Leg
(32) Torso (32)
Rear (12)
" Left Right
Cost: 21.239.233 CBills BV: 3.447 )
\ +300.000 (ammo) Weapon Heat (16,0) TU[S[;)HEdr Tur?;]nﬁr
/ \\Dissipation (20) /
Heat
CRITICAL HIT TABLE Head AR INTERNAL STRUCTURE DIAGRAIV ZE¥ess
ea
i . Head Overfiow
Left Arm crse 1. Life Suppors Right Arm crse LeftTorso (18)  § Right Tarso (18)
1. Shoulder 2. Sensors 1. Shoulder .
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
"3 4. rHAG40 5. Sensors ™ 4, rHAG40 9
5. | HAG40 6. Life Support 5. | HAG40 28*
6. | HAG40 6. | HAG40 57
1. | HAG40 Ce ntgr T‘_"‘SD 1. | HAG40 Left Aight | 26"
2. | Hag40 ; XL Fusion Engine 2. | Hac40 Arm arm [357
3. | HAG40 - XL Fusion Engine 3. [ HaG40 (14) (14) T
4-6 4. | Hag40 1-3 3. XL Fusion Engine 4-6 4. | Hagao 24
5. | HAG40 4. Gyro 5. | HAG40 23"
6. Lhacao 5. Gyro 6. LHag4o 22"
6. Gyro 51
1. Gyro . . t:ft Right T
Left Torso case) 2. XL Fusion Engine Right Torso rcsse) 18 N T
= s 4.6 3. XL Fusion Engine 2 . (18) (18)
1. XL Fus!on Eng!ne "0 4. XL Fusion Engine 1. XL Fu5!on Eng!ne 18*
g, Z(L Fus‘;otn Engine 5. Jump Jet g §L Fuzlo: Engine A7
, ump Je z ump Je
1-3 4. rHAGA0 6. @HAG 40 (3) 1-3 8. rHAGAD / HEAT DATA 16
5. @HAG40(3) - - 5. @HAG 40 (3) 15%
6. @HAG 40 (3) Engine H_lts 000 6. @HAG 40 (3) Heat Heat Sinks: 14"
1. Endo-Steel le‘u H!t's oo 1. @HAG40(3) LE:'.BVOE]* Shutdo E:E’Cts ,||:(]30L[Jf)(|(33] e
2. Endo-Steel Sensor Hits 0 O 2. EndoSteel e An’?mo "Exp s GrRy 12
a.g 3 EndosSicel Life Support O 45 3 EndoSteel 26 Shutdown, avoid on 10+~ 11
4, Endo-Steel 4. Endo-Steel 25 -5 Movement Points ——
5. Roll Again 5. Rol Again 54  +4 Modifier to Fire (@)
6. Roll Again B. Roll Again 23 AmmoExp. awidon6+ QO 9
22 Shutdown, avoid on 8+ (@) 8"
20 -4 Movement Points O Z
¥ 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 8 [
1. Hip 1. Hip 17  +3 Modifier to Fire o 5~
2. Upper Leg Actuator 2. Upper Leg Actuator 1 5 éﬁ I\.«1d0\.rement %Omtsd o a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +Eu|§f1§::|\i‘lfl?ér‘a::|Fir‘oen & o) =
4. Foot Actuator 4, Foot Actuator 10 -2 Movement Points
5. @HAG 40 (3) 5. @HAG 40 (3) P + 2
Damage Transfer 8 +1 Maodifier to Fire
6. @HAG 40 (3) : 6. @HAG 40 (3) o : 1
Diagram 5 ‘1 Movement Points
N 7\ Vs ]




BATTLETECH

et aTa S
'MECH DATA

'MECH RECORD SHEET

ARMOR DIAGRAM
Armor Pts

Head (9)

Left Torso
(22)

Right Torso
(22)
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1192

WARRIOR DATA
Type: Guillotine IIC Name: A3 C4 M2
Movement Points: Tonnage: 70 Gunnery Skill: 4 Piloting Skill: 5
Wﬂlki.ng: 4 Tech Base: Clan Hits Taken| 1 o|lalals]86
Runnmg: 6 2889 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: 4 F/X-F-DD
Weapons & Equipment Inventory  (hexes)
Bty Type Loc Ht Dmg Min Sht Med Lng
1 SRM-B CT 4 2/m - 3 B 9 Center Biaht A
1 ERMediumLlaser ~ RT 5 7 [DE] - 5 10 15 Torso itk Arm
1 ERMedumlaser LT 5 7[DE - 5 10 15 (20) (27) (20)
2 Large Pulse Laser RA 10 10][P] - 6 14 20
1 ERPPC LA 15 15 [DE] - 7 14 23
Ammunition Type Rounds
SRM-6 15 Left Right
Leg Center Leg
(22) Torso (22)
Rear (12)
" Left Right
. 7.307.733 CBills . 0.377 i
\ Cost: +§7.DOD (amma) BV Weapon Heat (49,0) Torso Rear Torso Rear
/ \\Dissipation (32) 8 ®
Heat
CRITICAL HIT TABLE T " INTERNAL STRUCTURE DIAGRAM J2
ea
i . Head Overfiow
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"
3. Lower Arm Actuator 4. Endo-Steel 3. Lower Arm Actuator
1-3 4. rER PPC 5. Sensors 1-3 4. rLarge Pulse Laser 29
5. LERPPC 6. Life Support 5. LLarge Pulse Laser 28*
6. Endo-Steel B. [Lar‘ge Pulse Laser 27
1. Endo-Steel Ce r_lter' _TOPSD(CASE] 1. LLarge Pulse Laser Left Right | 26
2. Endo-Steel ; Eus!on E"g!"e 2. EndoSteel Arm Arm | 25*
3. Roll Again - Fusion Engine 3. EndoSteel “n 1 -
46, Again 1-3 g E;S'O" Engine 46, rosien ::’
5. Roll Again L ro 5. Roll Again
6. Roll Again g g\/y”’ 6. Rol Again 22+
A ro
21
1. Gyro Left Right T
2. Fusion Engine : Leg Leg -
Left Tor‘s_o e Fomkon B Right Tor'_so (15) 18) 19
1. rDouble Heat Sink 4-6 a4 . . 1. rDouble Heat Sink 18*
) . Fusion Engine )
2. LDouble Heat Sink 5. SRM-G 2. LDouble Heat Sink 177
3. rDouble Heat Sink 5 3. rDouble Heat Sink
1-3 g_ oo e o 6. @SAM 6 (15) 1-3 g_ Do et Sk Y/ HEAT DATA ) :2‘
. [Double Heat Sin - - . Jump Je
6. LDouble Heat Sink El'lg"'"-’- HitsO 0O 6. ER Medium Laser Heat Heat Sinks: 14*
i * 16 (32 o
1. Jump Jet Gyr‘u H!t's oo 1. Roll Again LE:'.BVOEI Shutdouf:ems DOL[Jb|e] 13
2. ER Medium Laser Sensor Hits 0 O 2. Roll Again 28 Ammo Exp. avoid on B+ 12
a.g 3 FolAgan Life Support O 45 3 RolAgain 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points Q0 ~
5. Roll Again 5. Rol Again 54  +4 Modifier to Fire o]e] 10
6. Roll Again 6. Roll Again 23 AmmoExp. avoidon 6+ QO g
22 Shutdown, avoid on B+ (e]0) 8"
20 -4 Movement Points (@]0) Z
¥ 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 80 [
1. Hip 1. Hip 17  +3 Modifier to Fire o 5~
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Pomts O a
14  Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifier to Fire 'e) =
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g' ;urllnz JPft Damage Transfer g g{urllnz JF‘_It' 8 +1 Modifier to Fire f
- nolAgain i - nolAgain 5 -1 Movement Points
Diagram
\ SO\ Vs ]




BATTLETECH

'MECH RECORD SHEET

/Z \
MECH DATA
Type: Phoenix Hawk IIC 4

WARRIOR DATA

Name: R3 C5 M1

ARMOR DIAGRAM
Armor Pts: 201

Head (9)

Left Torso Right Torso

Movement Points: Tonnage: 80 Gunnery Skill: 4 Piloting Skill: 4
Wﬂlking: 5 Tech Base: Clan Hits Taken| 1 2 3|4 5|86
Running: 8 3065 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: 5 F/XXDD
Weapons & Equipment Inventory  (hexes)
Bty Type Loc Ht Dmg Min Sht Med Lng
2 ATMS RT 6 2/m 4 5 10 15
ER 1/m 4 9 18 27
HE 3/m - 3 6 9
[M, C/S/C5/9]
2 ATMS LT 2/m 4 5 10 15
M, C/S/C5/9]
Ammunition Type Rounds
ATM9 21
ATM-S (ER) 14
ATM-S (HE) 14

Center
Torso
(26)

Ferro
Fibrous

Center
Torso
Rear (14)

Right Arm
(20)

Right
Leg
(26)

88888%88888
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" Left Right
- 22.039.440 C-Bills - 0,731 (Base: 2.483 )
\ Cost +5§5.DOD (amma) BV WeapDrE I—?esz?t (34.0] ) Torso Rear Torso Rear
/ \\Dissipation (20) 1o o
Heat
CRITICAL HIT TABLE T " INTERNAL STRUCTURE DIAGRAM J2
ea
i . Head Overfiow
Left Arm case 1. Life Support Right Arm csse Left Torso (17)  § Right Torso (17)
1. Shoulder 2. Sensors 1. Shoulder .
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors "™ 4. Hand Actuator 29
5. @ATM 9 (7) 6. Life Support 5. @ATM9(7) 28*
6. @ATM SER (7) 6. @ATM 9 ER(7) 27
1. @ATM 9 HE (7) Ce nter TquD(CASE] 1. @ATM 9 HE (7) Left Right | 26
2. Endo-Steel ; XL Fus!on Eng!ne 2. EndoSteel Arm Arm | 25*
3. Endo-Steel - XL Fusion Engine 3. EndoSteel (13) (13) T
4-6 4. FerroFibrous 1 _3 3. XL Fusion Engine 4-8 4. Endo-Steel 24‘
5. Ferro-Fibrous 4. Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous 22*
6. Gyro 51
1. Gyro Right o0*
Left Torso £ XL Fusion Engine Right Torso b KT
1. XL Fusion Engine 4-6 3. XL Fusion Engine 1. XL Fusion Engine >
3 i g, 4. XL Fusion Engine 2' i g. 18
g, Z(L Fus‘;otn Engine 5. Jump Jet 3. §L Fuzlo: Engine A7
. Jump Je . Jump Je
1-3 4. Jump Jet 8. eama(7) 1-3 4. Jump Jet / 16
5. ratm-e " - 5. rATMS HEAT DATA 15*
6. | ATMa Engine H_lts 000 6. | Ams Heat Heat Sinks: | ["a”
1. | atms Gyro Hits O O 1. | atms Level* Effects 10 (20) 13
2. Latme Sensor Hits 0 O 2. Latme 30 Shutdown Double —
3 ¥ 3 28 Ammo Exp. avoid on B+
a.g 3 [Ame Life Support O 4-g 3 [AT™S 26 Shutdown, avoid on 10+ o) 11
4. | ATM-9 4. | ATM8 25 -5 Movement Points 70"
5. | aTmo 5. [ aTmo 24  +4 Modifier to Fire O
6. Latmo 6. LaTmg 23 Ammo Exp. avoid on 6+ 0] 9
22 Shutdown, avoid on 8+ (@) 8"
20 -4 Movement Points O Z
¥ 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 8 [
1. Hip 1. Hip 17  +3 Modifier to Fire o 5~
2. Upper Leg Actuator 2. Upper Leg Actuator 1 5 éﬁ I\.«1d0\.rement %Omtsd o a
3. Lower Leg Actuator 3. Lower Leg Actuator 4 ULKiman, BVOIc Ory S+
13 +2 Modifier to Fire 0] 3
4. Foot Actuator 4, Foot Actuator i
5 5 10 -2 Movement Points £l
E' Endo—S;&;el Damage Transfer B' 'Endo-\‘S':Flzel 8 +1 Modifier to Fire -
. Ferro-Fibrous x . Ferro-Fibrous 5 1 Movament Points
\ Diagram J / =




BATTLETECH

'MECH RECORD SHEET

et aTa S
'MECH DATA

ARMOR DIAGRAM
Armor Pts: 163

Head (9)
Left Torso

(186)

Right Torso
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WARRIOR DATA
Type: Mad Dog (Vulture) Prime Name: RS G5 M2
Movement Points: Tonnage: 60 Gunnery Skill: 3 Piloting Skill: 4
Wﬂlki.ng: 5 Tech Base: Clan Hits Taken| 1 o|lalals]86
Runnmg: 8 2963 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: O F/XEED
Weapons & Equipment Inventory  (hexes)
Bty Type Loc Ht Dmg Min Sht Med Lng
1 LRM-20 RT 6 1/m - 7 14 21 Center Right A
1 LRM-20 LT B 1/m - 7 14 21 Torso itk Arm
1 LargePulseLaser RA 10 101[P] - B 14 20 (23) (16)
1 Medium Pulse Laser RA 4 7 [P] - 4 8 12
1 Large Pulse Laser LA 10 10[P] - 6 14 20 Ferro
1 Medium Pulse Laser LA 4 7 [P] - 4 8 12 Fibrous
Ammunition Type Rounds Right
TRV-20 12 Gartar Lag
Torso (23)
Rear (7)
" Left Right
Cost: 15.172.000 CBills BV: 3.103 (Base: 2.351 :
\ +60.000 (ammo) WeaporE Heat. (40.0] ) TU[‘T;))HE:II" Tur‘T;]ﬂEEr
/ \\Dissipation (24)
Heat
CRITICAL HIT TABLE Heod " INTERNAL STRUCTURE DIAGRAM s
ea
i . Head Overfiow
Left Arm 1. Life Support nlght Arm Left Torso (14) ] Right Torso (14)
1. Shoulder 2. Sensors 1. Shoulder .
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Ferro-Fibrous 1-3 3. Lower Arm Actuator
a1 [Lar‘ge Pulse Laser 5. Sensors " 4. rLarge Pulse Laser 29
5. LLarge Pulse Laser 6. Life Support 5. kLarge Pulse Laser 28*
6. Medium Pulse Laser 6. Medium Pulse Laser 27
1. Roll Again Ce nter TQPSD 1. Roll Again Left Right | 26
2. Roll Again ; XL Fusion Engine 2. Roll Again Arm am 257
3. Roll Again - XL Fusion Engine 3. Roll Again (10 (10) -
46, Again 1-3 3. XL Fusion Engine 46, gy Again 24’
5. Roll Again 4. Gyro 5. Roll Again 23
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous 22*
6. Gyro 51
1. Gyro Left Right T
. . . L
Left Torso case) B 3% Fusion Endine Right Torso cssq) o by S KT
1. XL Fus?on Eng?ne 4-6 4: XL Fusion Engine 1. XL Fusion Engine 18"
2. XL Fusion Engine 5. Roll Again 2. XL Fusion Engine A7
1-3 3. rLAv-20 6. Roll Again 1-3 3. rLAm-20 16
4. | LRM-20 4. | LRM-20 /4 HEAT DATA
5. | LRM-20 N - 5. | LRM-20 15%
6. LLRv20 Engine HtsO O O 8. LLRm-20 Heat Heat Sinks: 14
i * 12 (24 .
1. @LRM 20 (6) Gyro Hits 0 O 1. GLRVM 206 Lea\‘.roel — "Er?ects Dm[J ble] 13
2. Roll Again Sensor Hits 0 O 2. Roll Again 28 Ammo Exp. avoid on B+ 12
a.g 3 FolAgan Life Support O 45 3 RolAgain 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points Q0 ~
5. FerroFibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire ole L
6. FerroFibrous 6. Ferro-Fibrous 23 AmmoExp. avoidon 6+ O 9
22 Shutdown, avoid on 8+ O 8"
20 -4 Movement Points O Z
¥ 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 8 [
1. Hip 1. Hip 17  +3 Modifier to Fire o 5~
2. Upper Leg Actuator 2. Upper Leg Actuator 1 5 éﬁ I\.«1d0\.rement %Omtsd O a
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +Eu|§f1§::|\i‘lfl?ér‘a::|Fir‘oen & 'e) =
4. Foot Actuator 4, Foot Actuator 10 -2 Movement Points
i i e 3 2
g. Eg:: 28::2 Damage Transfer g Eg:: ﬁg::z g +;| modn‘ler to;me -
' i * = ovement Points
\ Diagram J / =




BATTLETECH

'MECH RECORD SHEET

/0 \
MECH DATA
Type: BattleMaster C

Name:

WARRIOR DATA

R3 C6 M1

\Dissipation (30)

ARMOR DIAGRAM
Armor Pts: 263

Head (9)
Left Torso

(27)

Right Torso
(27)

Movement Points: Tonnage: 85 Gunnery Skill: 4 Piloting Skill: 4
Wﬂlking: 4 Tech Base: Clan Hits Taken| 1 2 3|4 5|86
Running: 6 3070 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: O F/XXED
Weapons & Equipment Inventory  (hexes)
Bty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Pulse Laser RT 4 7 [P] - 4 8 12 Riaht A
1 ER Medium Laser RT 5 7I[DE] - 5 10 15 IgHEenT
1 Targeting Computer RT - - - - - - (28)
2 Medium Pulse Laser LT 4 7 [P] - 4 8 12
1 ER Medium Laser LT 5 7[DE - 5 10 15
1 ATMB LT 4 2/m 4 5 10 15
ER 1/m 4 9 18 27
HE 3/m - 3 6B 9 F‘L’Q“L
[M, C/S/C5/6] 36)
1 HAG30 RA B 30 2 8 16 24 Torso (36)
[DB, X/C/F/C5/30] Rear (14)
Ammunition Type Rounds
ATVB 10
HAG-30 16
Amis e e §§§
" Left Right
Cost: 20.648.343 CBills BV: 3.328 (Base: 3.025) o He
\ +345.000 (ammo] Weapon Heat (36,0) U[S[;) =ek TUFTS]HEW

/ \ Heat
CRITICAL HIT TABLE T " INTERNAL STRUCTURE DIAGRAM J2
ea
i . Head Overfiow
Left Arm 1. Life Suppors Right Arm crse LeftTorso (18)  § Right Tarso (18)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Endo-Steel 1-3 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors "™ 4. Hand Actuator 29
5. Endo-Steel 6. Life Support 5. FHAG-30 28*
B. Endo-Steel 6. | HAG-30 27
1. Endo-Steel Ce nter TOPSD 1. | HAG-30 Left Right | 26
2. EndoSteel ; XL Fusion Engine 2. | HaG30 Arm am [35°
3. EndoSteel - XL Fusion Engine 3. | HAG30 (14) (14) -
4'6 4. Rol Again 1 _3 3. XL Fusion Engine 4-5 4. | Hag30 24‘
5. Roll Again 4. Gyro 5. | HAG30 23
6. Roll Again 5. Gyro 6. LHac3o 22+
6. Gyro 51
1. Gyro . . t:: Tght T
Left Torso css £+, XL Fusion Engine Right Torso 18) ot 19"
1. XL Fusion Engine 4-6 3. XL Fusion Engine 1. XL Fusion Engine >
» 8 gv 4. XL Fusion Engine 2' . g. i
g, xl.l_-;lu:on Engine 5. @HAG 30 (4) 3. )|\(/|L S.usmr; Elnglte A7
i x : edium Pulse Laser
1-3 4. [ATM-E B @HAR 30 [4) 1-3 4. Medium Pulse Laser / HEAT DATA 16
5. Latms N - 5. ER Medium Laser 15%
6. Medium Pulse Laser El'lgll'"-’- HitsO 0O 6. @HAG 30 (4) Heat Heat Sinks: 14*
i * 15 (30 -~
1. Medium Pulse Laser Gyro H!ts o0 1. ®HAG304) Lea\‘loel — "Er?ects DoL[Jb|€] 13
2. ER Medium Laser Sensor Hits O O 2. [Targeting Computer 28 Ammo Exp. avoid on 8+ 12
4.3 @AMeno Life Support O 4- 3 | Tergeting Computer 26 Shutdown, avoid on 10+ 11
4, @ATMGBER(10) 4. | Targeting Computer 25 -5 Movement Points Q0 -
5. @ATM 6 HE (10) 5. | Targeting Computer 54  +4 Modifier to Fire o]e] 10
6. Endo-Steel 6. LTargeting Computer 23 Ammo Exp. avoid on 6+ QO S
22 Shutdown, avoid on B+ (e]0) 8"
20 -4 Movement Points (@]0) Z
i 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 8 [
1. Hip 1. Hip 17  +3 Modifier to Fire o 5~
2. Upper Leg Actuator 2. Upper Leg Actuator :ll 2 éﬁ l}%%\;s;neantozmoﬂr?séh O a
3. Lower Leg Actuator 3. Lower Leg Actuator EUM ol Vi IF 3
4. Foot Actuator 4, Foot Actuator 13 + adher to Irﬁe 3
! ] 10 -2 Movement Points
5. Double Heat Sink Damage Transfer 5. rDouble Heat Sink 8  +1 Madifier to Fire =
G 6. LDouble Heat Sink Diagram 6. LDouble Heat Sink P L 5 1 Movament Points P 1
(s]
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BATTLETECH

'MECH RECORD SHEET

et aTa S
'MECH D

ARMOR DIAGRAM
Armor Pts: 304

Head (9)

Left Torso Right Torso

WARRIOR DATA
Type: Atlas C Name: A3 C8 M2
Movement Points: Tonnage: 100 Gunnery Skill: 4 Piloting Skill: 4
Walking: 3 Tech Base: Mixed Hits Taken| 4 a|l3lalsl|6
Running: 5 3050 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: O F/XEX-X
Weapons & Equipment Inventory  (hexes)
Bty Type Loc Ht Dmg Min Sht Med Lng
2 (R) Medium Laser CT 3 5 [DE] - 3 6 9 Center Right A
1 Uttra AC/20 (C) RT 7/s 20 - 4 8 12 Torso IgHE e
[DB, R/C/R2] (34)
1 LRM-20 (C) LT 6 1/m - 7 14 21
1 Streak SRM-6 (C) LT 4 2/m - 4 8 12
M, C/C2/6]
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 Medium Laser LA 3 5 [DE] - 3 6 9 Right
Ammunition Type Rounds Center Leg
Ultra AG,/20 10 Torso 41
LRM-20 12 Rear (14)
Streak SRM-6 15
" Left Right
Cost: 9,852.000 CBills BV: 2.391 (Base: 2.174 ,
\ +154.000 (ammo) WeaporE Heat (29,0) ) TU[T,T;ECW TUFT:SEEF
/ \\Dissipation (20)
Heat
CRITICAL HIT TABLE Head AR INTERNAL STRUCTURE DIAGRAIV ZE¥ess
ea -
Left Arm 1. Life Support Fllght Arm ¥ Lhves S
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Heat Sink 1 3 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors "™ 4. Hand Actuator 29
5. Heat Sink 6. Life Support 5. Heat Sink 28*
6. Medium Laser 6. Medium Laser 27
1. Roll Again Ce r_lter' _TOPSD 1. Roll Again 26"
2. Roll Again ; E“sf"" E"gf"e 2. Roll Again So5e
3. Roll Again - Fusion Engine 3. Roll Again -
46, Again 1-3 3. Fusion Engine 46, gy Again 24’
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Rol Again 22+
6. Gyro 51
1. C'NI‘O ) 20*
Left Torso £: Fusion Engine Right Torso (R
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