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BATTLETECH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)

Left Torso Right Torso

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Locust LCT-1E Name:
Movement Points: Tonnage: 20 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 8 Tech Base: Inner Sphere HitsTaken[ 1 1 2 1 31 41 51 6
Running: 12 Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser RA 3 5 [DE] - 3 6 9 Center
1 Small Laser RA 1 3[DE] - 1 2 3 Torso Right Arm
1 Medium Laser LA 3 5 [DE] - 3 6 9 (4)
1 Small Laser (A 1 3D - 1 2 3 (10
Right
Center
Torso
Rear(2)
Left Right
\ BV: 553 5 Torso Rear Torso Rear
\ / (@) (2)
/ \ Heat
CRITICAL HIT TABLE Hoad 'K INTERNAL STRUCTURE DIAGRAM 3
ea
. H Head Overflow
Left Arm 1. Life Support nght Arm Left Torso (5) Right Torso (5)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 50"
13 3. Medium Laser 4. Roll Again 13 3. Medium Laser
"2 4. Small Laser 5. Sensors "2 4. Small Laser 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again C T 6. Roll Again 27
1. Roll Again er_lter'_ orso 1. Roll Again Left Right [26™
2. Roll Again ; lF:USEU" E"gfne 2. Roll Again A[g]n A[g]n S5
3. Roll Again . rusion Engine 3. Roll Again -
4-6 4 Roil Again 1-3 3. FusionEngine 464 Roi again Cont 24*
5. Roll Again 4. Gyro 5. Roll Again Te“ er 23
6. Roll Again 5. Gyro 6. Roll Again B 22%
6. Gyro =1
1. Gyro _ t:fgt RL‘Q'“ 20
Left Torso S R pnre Right Torso P ar 1o
1. Rol Again 4-6 4. Fusion Engine 1. Pl Again 18*
2. Roll Again 5. Roll Again 2. Roll Again 17
Rall Again . ga 3. Roll Again
1-3 3. ) 6. Roll Again 135 . 16
4. Roll Again 4. Roll Again / HEAT DATA
5. Roll Again . - 5. Roll Again 15*
6. Roll Again E"glne H!tS 000 6. Roll Again Heat 10(10) 14*
1. Roll Again Gyl"o HItS oo 1. Roll Again LBSYSW Shutd Effects Single 13~
2. RD”AQB?H S.enSOI" Hlts O O 2. Roll Aga?n o8 Antjmg\g:p avoid on 8+ 12
4. 3 PollAgain Life Support O 4-g 3 FolAgain 26  Shutdown, avoid on 10+ o
4. Roll Again 4. Roll Again o5 -5 Movement Points @) o
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ @) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points O =
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ nght Leg 18 Shutdown, avoid on 6+ Q 6
1. Hip LYY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
14  Shutdown, avoid on 4+ O
3. Lower Leg Actuator 3. Lower Leg Actuator 3 5 Modifi ’ Fi
4. Foot Actuator 4. Foot Actuator 1 0 jE Mg\/g[{ﬁgﬁg F’;ﬁts O 3
g. :ea: gfnt Damage Transfer g- :eaz gint 8  +1 Modifier to Fire f
eat Sin| : eat Sin i
. Diagram . 5 -1 Movement Points
\, /7 \ / )
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BATTLETECH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)

Left Torso Right Torso

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Locust LCT-1V Name:
Movement Points: Tonnage: 20 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 8 Tech Base: Inner Sphere HtsTaken[ 1 2 [ 3] 4[ 5] 6
Running: 12 Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1  Medium Laser CT 3 5 [DE] - 3 6 9 Center
1 Machine G R 2 — 1 2 3 Right A
achine Gun OBAl Torso ig b rm
1 Machine Gun LA 2 1 2 3 (10)
[DB.AI]
Right
Center
Torso
Rear(2)
Left Right
\ BV: 432 # Torso Rear Torso Rear
\ / (@) (2)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAIM -y
ea
. H Head Overflow
LEft Al"m 1. Life Support nght Ar‘m Left Torso (5) Right Torso (5)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 50"
13 3. Machine Gun 4. Roll Again 13 3. Machine Gun
"9 4. Roll Again 5. Sensors "9 4. Roll Again 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_'ter' _Tor'so 1. Roll Again Left Right [26™
2. Roll Again 1. Fusion Engine 2. Roll Again Arm Arm [25+
3. Roll Again 2. Fusion Engine 3. Roll Again (3] (3] -
4-6 4 Roil Again 1-3 3. FusionEngine 4-6 4 Roi again Cont 24*
5. Roll Again 4. Gyro 5. Roll Again Te“ er 23
6. Roll Again 5. Gyro 6. Roll Again B 22%
6. Gyro =1
1. Gyro teft Right 20+
. . . e
Left Torso 2. Fusion tnare Right Torso @ “F 3
1. Rol Again 4-6 5 Figion Engine 1. Roll Again e
2. Roll Again 5. Medium Laser 2. Roll Again 17+
. Roll Agai ' . . Roll Agai
1-3 2 RZII Ag::: 6. Ammo (Machine Gun) 200 -3 2 HZII Agz:: / 16
5. Roll Again - - 5. Roll Again HEAT DATA \ﬁ 15*
6. Roll Again E"glne H!tS 000 6. Roll Again Heat 10(10) 14*
1. Roll Again Gyl"o HItS oo 1. Roll Again LBSYSW Shutd Effects Single 13~
2. Roll Again Sensor‘ Hlts O O 2. Roall Again o8 Antjmg\g:p avoid on 8+ 12
4-6 3. Poll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again o5 -5 Movement Points @) o
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ @) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points O =
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ nght Leg 18 Shutdown, avoid on 6+ O 6
1. Hip LYY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
13 +2 Modifier to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Heat Sink Damage Transfer - Heat Sink 8  +1 Modifier to Fire =
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points y 1
(8]
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BATTLETECH

’'MECH RECORD SHEET

{'MECH DATA

ARMOR DIAGRAM

Head (B)

Left Torso

Right Torso

/4
WARRIOR DATA
Type:Commando COM-2D Name:
Movement Points: Tonnage: 25 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 6 Tech Base: Inner Sphere HitsTaken[ 1 1 2 1 31 41 51 6
Running: 9 Consciousness#| 3 [ 5 | 7 | 10 11 |Dead
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRMB CT 4 2/Msl - 3 6 9 Center
[MCS] Torso Right Arm
1 SRM4 RA 3 2Ms — 3 6 9 6
[M,C,S]
1 Medium Laser LA 3 5 [DE] - 3 6 9
Center
T (8] Torso
Rear(4)
©)
O
O Left © Right
\ BV: 541 — Torso Rear o Torso Rear
\ / (3) (3)
/ \ ~ Heat
CRITICAL HIT TABLE — INTERNAL STRUCTURE DIAGRAM 3%
ea
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (6] Right Torso (6)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 50"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. SRM4 og*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_'ter' _Tor'so 1. Roll Again Left 26"
2. Roll Again 1. Fusion Engine 2. Roll Again Arm -
3. Roll Again 2. Fusion Engine 3. Roll Again 4 25*
4-6 4 Roil Again 1-3 3. FusionEngine 4-6 4 Roi again Cont 24*
5. Roll Again 4. Gyro 5. Roll Again Te“ er 23
6. Roll Again 5. Gyro 6. Roll Again B 22%
6. Gyro
21
1. Gyro Left Right 20+
. . . Le
Left Torso 2. Fusion Engine Right Torso 6 &F T
3. Fusion Engine
1. Heat Sink 4-6 5 Figion Engine 1. Heat Sink 18
2. Heat Sink 5' SRM 6 2. Heat Sink 17+
4.3 3 Ammo(SRM 6] 15 6.[SRM 6 4.3 3. Ammo (SRM 4) 25 =
4. Roll Again 4. Roll Again / HEAT DATA
5. Roll Again . - 5. Roll Again 15*
B. Roll Again Engine Hits 00 O 6. Roll Again Heat 10010 |[F
1. Roll Again Gyl"o Hits OO 1. Roll Again Level* Effects Single 13~
2. Roll Again SBnSOI" Hlts O O 2. Roll Again gg i‘;:]l:?gvé’;lp 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 o5 -5 Movement Points @) o
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ @) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points O =
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ nght Leg 18 Shutdown, avoid on 6+ Q 6
1. Hip LYY 1. Hip 17 +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O
14  Shutdown, avoid on 4+ O 4
3. Lower Leg Actuator 3. Lower Leg Actuator ol .
13 +2 Modifier to Fire @) 3
4. Foot Actuator 4. Foot Actuator h
Roll Adai Roll Adai 10 -2 Movement Points >
g. Foll Agein Damage Transfer g- no e 8 +1 Modifier to Fire -
- holAgain Diagram - hollAgain 5 -1 Movement Points
\, /7 \ / )
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B AT T H Ec TM -
Head (4)
Left Torso Right Torso
AR L

’'MECH RECORD SHEET

/4 \ /4
'MECH DATA WARRIOR DATA
Type:Commando COM-3A Name:
Movement Points: Tonnage: 25 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 6 Tech Base: Inner Sphere HitsTaken[ 1 1 2 1 31 41 51 6
Running: 9 Consciousness#| 3 [ 5 | 7 | 10 11 |Dead
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRMB CT 4 2/Msl - 3 6 9 Center
[MCS] Torso Right Arm
1 Flamer RA 2 1 2 3 (4)
[DEH.AI (6)
1 SRMB RA 4 2/Msl — 3 6 9
[M,CS]
1 Medium Laser LA 3 5 [DE] - 3 6 9
Right
Center
Torso
Rear(4)
) Left Right
\ BV: 540 gﬂt; Torso Rear Tors[%]ﬂear
/ \ Heat
CRITICAL HIT TABLE — INTERNAL STRUCTURE DIAGRAM 3%
ea
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (6] Right Torso (6)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 50"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. [SRM [ 58"
6. Roll Again 6.LSRM 6 27
1. Roll Again Cer_lter‘ .TOI"SO 1. Flamer Left 26*
2. Roll Again ; 'F:“SEU" E"QE"E 2. Roll Again A(Elr]n S5%
3. Roll Again . rusion Engine 3. Roll Again -
4-6 4 Rol again 1-3 3. FusionEngine 4-6 4 R again Cont 24*
5. Roll Again 4. Gyro 5. Roll Again Te“ er 23
6. Roll Again 5. Gyro 6. Roll Again B 22%
6. Gyro =1
1. Gyro Right 50~
Left Torso 2. Fusion tnre Right Torso &F 3
1. Roll Again 4-6 ; rigion Engine 1. Ammo (SRM 6) 15 18
2. Roll Again 5' SRM 6 2. Roll Again 17+
3. Roll Again |: 3. Roll Again
1-3 - 6.LsRM 6 1-3 ‘ 16
4. Roll Again 4. Roll Again / HEAT DATA
5. Roll Again . - 5. Roll Again 15*
B. Roll Again Engine Hits 00 O 6. Roll Again Heat 10010 |[F
1. Roll Again Gyl"o HItS oo 1. Roll Again LESYS“ Shutd Effects Single 13~
2. Roll Again SBnSOI" Hlts O O 2. Roll Again o8 Antjmg\g:p avoid on 8+ 12
4-g 3 PollAgain Life Support O 4-g 3 FolAgain 26  Shutdown, avoid on 10+ o
4. Roll Again 4. Roll Again o5 -5 Movement Points @) o
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ @) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points O =
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ nght Leg 18 Shutdown, avoid on 6+ Q 6
1. Hip LYY 1. Hip 17 +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 1§ Sgu'l\:/ldO;\(P, aVO'S on 4+ O
4. Foot Actuator 4. Foot Actuator 1 0 jE Mg\/g[{ﬁgﬁg P;ﬁts O 3
5. Heat Sink Damage Transfer D HeatSink 8 +1 Modifier to Fire =
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points y 1
(8]

© 2018 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.



BATTLETECH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/4 \ /4
'MECH DATA WARRIOR DATA o o
Type: Griffin GRF-1N Name: o 0O
Movement Points: Tonnage: 55 Gunnery Skill: ___ Piloting Skill: ___ 0O
Walking: 5 Tech Base: Inner Sphere HitsTaken[ 1 1 2 1 31 41 51 6 8 8
Running: 8 Consciousness#| 3 [ 5 | 7 | 10 11 |Dead
Jumping: 5 ©o0
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LBM10 RT 4 1,/Msl 6 7 14 21 Center
[MCS] Left Arm
1 PPC RA 10 10[DE] 3 6 12 18 (14)
Left
~ Leg Center
(18] Torso
Rear(7)
Left Right
\ BV: 1,272 Torso Rear Torso Rear
\ / (6) (6)
/ \ Heat
CRITICAL HIT TABLE — INTERNAL STRUCTURE DIAGRAM 3%
ea
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [13)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 50"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5.[ PPC og*
6. Roll Again 6.| PPC
C T —
1. Roll Again er_lter'_ orso 1.Lerc Right [26™
2. Roll Again ; 'F:“SEU" E"QE"E 2. Roll Again A[g]n S5
3. Roll Again . rusion Engine 3. Roll Again -
4-6 4 Rol ngain 1-3 3. FusionEngine 4-6 4 R again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g- gym 6. Roll Again 22%
. yro 51
1. Gyro Right 50~
Left Torso 2. Fusion tnne Right Torso N EES
1. Jump Jet 4-6 4. Fusion Engine 1. Jump Jet 18*
2. Jump Jet 5. Heat Sink 2. Jump Jet 7
13 3. Roll Again 6. Jump Jet 13 3.|:LRM 10 —
4. Roll Again 4.l LrM 10 / HEAT DATA
5. Roll Again N " 5. Ammo (LRM 10) 12 15%
8. Roll Again Engine Hits 00 O 6. Ammo [LRM 10) 12 Heat 12(12) e
1. Roll Again Gyl"o HItS oo 1. Roll Again LESYS“ Shutd Effects Single 13~
2. RD”AQB?H S.anor‘ Hlts O O 2. Roll Aga?n o8 Antjmg\g:p 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 o5 -5 Movement Points 0]0) o
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire (0]0)
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 6+ Q 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Points O =
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ nght Leg 18 Shutdown, avoid on 6+ O 6
1. Hip LYY 1. Hip 17 +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdovyr), aVO'dA on 4+ O
13 +2 Modifier to Fire O 3
4. Foot Actuator 4. Foot Actuator h
Roll Adai Roll Adai 10 -2 Movement Points >
g' Rg" Ag::: Damage Transfer g Rzu Ag:: g +;I k/l/lodifier to lEirje -
: Diagram : -1 Movement Points
\, /7 \ / )

© 2018 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
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BATTLETECH

Left Torso

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Right Torso

/4 \ /4
'MECH DATA WARRIOR DATA o o
Type: Griffin GRF-1S Name: o 0O
Movement Points: Tonnage: 55 Gunnery Skill: ___ Piloting Skill: ____ O O
Walki.ng: 5 Tech Base: Inner Sphere HitsTaken[ 1 1 2 1 31 41 51 6 8 8
Running: 8 Consciousness#| 3 [ 5 | 7 | 10 11 |Dead
Jumping: 5 ©o0
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM5 LT 2 1/Msl 6 7 14 21 Center
[MCS] Left Arm
1 Large Laser RA 8 8[DE] — 5 10 15 (14)
2 Medium Laser RA 3 5 [DE] - 3 6 9
Left
~ Leg Center
(18) Torso
Rear(7)
Left Right
\ BV: 1,253 Torso Rear Torso Rear
\ / (6) (6)
/ \ Heat
CRITICAL HIT TABLE — INTERNAL STRUCTURE DIAGRAM 3%
ea
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [13)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 50"
13 3. Lower Arm Actuator 4. Heat Sink 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. [Large Laser 28*
6. Roll Again 6.l Large Laser 27
1. Roll Again Cer_lter‘ .TOI"SO 1. Medium Laser Right [ 26
2. Roll Again ; 'lius!on Eng!ne 2. Medium Laser A[g]n D5*
3. Roll Again . rusion Engine 3. Roll Again -
4-6 4 Roil Again 1-3 3. FusionEngine 4-6 4 Roi again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22%
6. Gyro =1
1. Gyro Right 50~
Left Torso 2. Fusion tnre Right Torso N EES
1. Jump Jet 4-6 4. Fusion Engine 1. Jump Jet 18*
2. Jump Jet 5. Jump Jet 2. Jump Jet 17
1-3 2' :;'zl'lles , 6. Roll Again 13 2‘ :"I'l"Am (LRM 5) 24 16
. gain . Roll Again / HEAT DATA
5. Roll Again . - 5. Roll Again 15*
6. Rol Again Engine H!ts (e XoXo 6. Roll Again Heat 16 (16) Ve
1. Roll Again Gyl"o HItS oo 1. Roll Again LESYS“ Shutd Effects Single 13~
2. Roll Again SBnSOI" Hlts O O 2. Roll Again o8 Antjmg\g:p 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 o5 -5 Movement Points 0]0) o
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire (0]0)
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 68+ QO 9
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points 00O =
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ nght Leg 18 Shutdown, avoid on 6+ Q0O 6
1. Hip LYY 1. Hip 17 +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ QO
13 +2 Modifier to Fire O 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Heat Sink Damage Transfer - Heat Sink 8  +1 Modifier to Fire =
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points y 1
(8]

© 2018 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
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BATTLETECH

{'MECH DATA

’'MECH RECORD SHEET

{\WWARRIOR DATA

Head (9)
Left Torso

ARMOR DIAGRAM

Right Torso

Type: Shadow Hawk SHD-2H Name:
Movement Points: Tonnage: 55 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 5 Tech Base: Inner Sphere HitsTaken[ 1 1 2 1 31 41 51 6
Running: 8 Consciousness#| 3 [ 5 | 7 | 10 11 |Dead
Jumping: 3
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRM2 HD 2 2/Msl - 3 6 9 Center
[MCS] Torso Right Arm
1 LBRM5 RT 2 1/Msl 6 7 14 21
N.CS] (23)
1 AC/5 LT 5 3 6 12 18
[DBS]
1 Medium Laser RA 3 5 [DE] - 3 6 9
Right
Center
Torso
Rear(8)
Right
\ BV: 1,064 Torso Rear
\ / (6)
/ \ Heat
CRITICAL HIT TABLE Hoad " INTERNAL STRUCTURE DIAGRAM 34
ea
Left Arm 1. Life Support nght Arm Left Torso (13) Right Torso (13) e
1. Shoulder 2. Sensors 1. Shoulder ?
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 50"
13 3. Lower Arm Actuator 4, SRM2 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Medium Laser 28*
6. Roll Again C T 6. Roll Again 27
1. Roll Again er_lter'_ orso 1. Roll Again Left Right | 26~
2. Roll Again ; 'F:USEU" E"QE"E 2. Roll Again A(g]n A(g]n S5
3. Roll Again . rusion Engine 3. Roll Again -
4-6 4 Rol ngain 1-3 3. FusionEngine 4-6 4 R again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22%
6. Gyro
21
1. Gyro Right 50~
Left Torso 2. Fusion tnane Right Torso B EES
1. Jump Jet 4-6 4. Fusion Engine 1. Heat Sink 18*
2 2% S T 2 e
1-3 a.| acss 6. Ammo (SRM 2) 50 1-3 4. Ammo (LRM 5) 24 / HEAT DATA 16
5.LAC/5 . - 5. Roll Again 15*
6. Ammo [AC/5) 20 Engine H!ts jofefe] 6. Roll Again Heat 12 (12) 14*
1. Roll Again Gyl"o Hits OO 1. Roll Again Level* Effects Single 13~
2. Roll Again Sensor‘ Hlts O O 2. Roall Again gg imﬁ?g\g:p avoid on 8+ 12
4. 3 PollAgain Life Support O 4.-g 3 FollAgain 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again o5 -5 Movement Points 0]0) -
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire (0]0) 10
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 6+ Q 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Points O =
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ nght Leg 18 Shutdown, avoid on 6+ 0O 6
1. Hip LYY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator ::g ?gu[t\zﬁdgé\ilgépaj\;/glgi,%n 4+ 8 3
4, EurlitAActl:uator 4, l;mlrllt;AcFuator 10 -2 Movement Points =
5. Roll Again Damage Transfer 2 ol Again 8 +1 Modifier to Fire
B. Roll Again D?agr‘am 6. Roll Again 5 -1 Movement Points 1
\, /7 \ / )
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B ATT HEC HTM - 2
Head (9)
Left Torso Right Torso
AR L

’'MECH RECORD SHEET

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Wolverine WVR-6M Name:
Movement Points: Tonnage: 55 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 5 Tech Base: Inner Sphere HitsTaken[ 1 1 2 1 31 41 51 6
Running: 8 Consciousness#| 3 [ 5 | 7 | 10 11 |Dead
Jumping: 5
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser HD 3 5[] - 3 6 9
1 SRMB LT 4 2/Msl - 3 6 9 Right Arm
(MCS] (18)
1 Large Laser RA 8 8 [DE] - 5 10 15
1 Medium Laser RA 3 5 [DE] - 3 6 9 .
L Left Right
Leg Center
(19) Torso
Rear(8)
Left Right
\ BV: 1,291 Torso Rear Torso Rear
\ / (6) (6)
/ \N —l Heat
CRITICAL HIT TABLE — INTERNAL STRUCTURE DIAGRAM 3%
ea
. H Overflow
Left Arm 1. Life Support nght Arm Left Torso (13) Right Torso (13)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 50"
13 3. Lower Arm Actuator 4. Medium Laser 13 3. Lower Arm Actuator o
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator o 29
5. Roll Again 6. Life Support 5. [Large Laser o 28*
6. Roll Again 6.LLarge Laser o 27
1. Roll Again Cer_lter‘ .TOI"SO 1. Medium Laser Left 2 Right | 26
2. Roll Again ; 'F:“SEU" E"QE"E 2. Roll Again A(g]n o A(g]n S5
3. Roll Again . Fusion Engine 3. Roll Again -
) ! ; i 0,
4-6 4 Rol ngain 1-3 3. FusionEngine 4-6 4 R again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22%
6. Gyro =1
1. Gyro Right 50~
Left Torso 2. Fusion tnre Right Torso B EES
1. Jump Jet 4-6 4: Fusion Engine 1. Heat Sink 18*
2. Jumn e 5" S s 2. v
1-3 a [SFIM 5 6. Roll Again 1-3 4. Ammo [SRM 6] 15 / HEAT DATA 16
5. Roll Again . - 5. Roll Again 15*
8. Roll Again Engine Hits 00 O 8. Roll Again Heat 14(14) 1A
1. Roll Again Gyl"o HItS oo 1. Roll Again LBSYSW Shutd Effects Single 13"
2. Roll Again Sensor Hits 0O 2. Roll Again o8 Ar#mg‘g;p avoid on B+ 15
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 o5 -5 Movement Points 0]0) o
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire (0]0)
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 68+ QO 9
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points O =
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ nght Leg 18 Shutdown, avoid on 6+ 0O 6
1. Hip LYY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
14 Shutdown, avoid on 4+ QO
3. Lower Leg Actuator 3. Lower Leg Actuator 3 5 Modifi ’ to Fi
4. Foot Actuator 4. Foot Actuator 1 0 jE MDthlarl‘ﬁgnt? F’;ﬁts O 3
g. ge;tA Sink Damage Transfer g- 'F':TZS"_"( 8  +1 Modifier to Fire f
- holAgain Diagram - hollAgain 5 -1 Movement Points
\, /7 \ / )
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BATTLETECH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)

Left Torso Right Torso

/4 \ /4
'MECH DATA WARRIOR DATA
Type: Wolverine WVR-6R Name:
Movement Points: Tonnage: 55 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 5 Tech Base: Inner Sphere HitsTaken[ 1 1 2 1 31 41 51 6
Running: 8 Consciousness#| 3 [ 5 | 7 | 10 11 |Dead
Jumping: 5
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser HD 3 5 [DE] - 3 6 9 Center
1 SRM6 LT 4 [EM%SSI] - 3 6 9 Left Arm Torso Right Arm
G 1
1 AC/5 RA 5 3 6 12 18 (18)
[DBS]
L Left Right
Leg Center
(16) Torso
Rear(8)
Left Right
\ BV: 1,101 Torso Rear Torso Rear
\ / (6) (6)
CRITICAL HIT TABLE ) = Heat
oo INTERNAL STRUCTURE DIAGRANM J-
ea
. H Overflow
1 LglftldAr‘m ; ;Z‘:‘ss;zpﬂl‘t 1 RSI?IT: Arm Left Torso (13) Right Torso (13) :]
. oulaer . . oulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 50"
13 3. Lower Arm Actuator 4. Medium Laser 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Ac/5 og*
6. Roll Again 6.] AC/5 27
1. Roll Again Cer_'ter' _Tor'so 1.|ac/s Left Right | 26%
2. Roll Again ; 'F:“SEU" E"QE"E 2.Lac/s A(g]n A(g]n S5
3. Roll Again . rusion Engine 3. Ammo (AC/5) 20 -
4-6 4 Roil Again 1-3 3. FusionEngine 4-6 4 Roi again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g- gym 6. Roll Again 22%
. yro 51
1. Gyro Right 50~
Left Torso 2. Fusion Engine Right Torso B EES
4-6 - . o 1. Heat Sink *
1. [SRM 6 4. Fusion Engine . h 18
5 iRM : SRM 6) 15 5. Jump Jet 5 EO:: ﬁga!n 17
1-3 2' Rg?lrzoa[in ] 6. Roll Again 1-3 2' Rl Again /4 =
5: RollAgain - - 5: Roll Again HEAT DATA \ﬁ 15*
6. Roll Again Engine Hits 0O O 6. Roll Again Heat 12(12) | [&F
1. Roll Again Gyl"o Hits OO 1. Roll Again Level* Effects Single 13"
' ) H ' . 30 Shutdown
2. Roll Aga?n S.enSOI" Hlts O O 2. Roll Aga?n 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 o5 -5 Movement Points 0]0) o
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire (0]0)
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 6+ Q 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Points O =
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ nght Leg 18 Shutdown, avoid on 6+ 0O 6
1. Hip LYo 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator g 2. Upper Leg Actuator 15 -3 Movement Points O
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O 2
4' Foot Actuat 4' Foot Actuat: 13 +2 Modifier to Fire O 3
’ JDD j :a or : Joo j:a or 10 -2 Movement Points >
g' JEEE J:t Damage Transfer g Jz::: JZt g +;I k/l/lodiﬁer to lEirje 5
: Diagram : -1 Movement Points
\, /7 \ / )
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BATTLETECH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

("MECH DATA)} (WARRIOR DATA »
Type: Catapult CPLT-C1 Name: o}
Movement Points: Tonnage: B5 Gunnery Skill: ___ Piloting Skill: ____ 8
Walki.ng: 4 Tech Base: Inner Sphere HitsTaken[ 1 1 2 1 31 41 51 6 o)
Running: 6 Consciousness#| 3 [ 5 | 7 | 10 11 |Dead O
Jumping: 4 o
0]
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser CT 3 5 [DE] - 3 6 9 Center
1 Medium Laser RT 3 5 [DE] - 3 6 9 Left Arm Right Arm
1 Medium Laser LT 3 5[0Ef - 3 6 9 (13) (13)
1 LBM15 RA 5 1/Msl 6 7 14 21
[M,C,S]
1 LBM15 LA 5 1/Msl 6 7 14 21
MCS]
= Left Right
Leg Center Leg
\S'iﬂ 8) Torso (18)
Rear(11)
Left Right
\ BV: 1,399 Torso Rear Torso Rear
\ / (8 (8]
/ \ Heat
CRITICAL HIT TABLE — INTERNAL STRUCTURE DIAGRAM 3%
ea
. H Overflow
Left Arm 1. Life Support nght Arm Left Torso [15)
1. Shoulder 2. Senso.r's 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 50"
13 3.| LRM 15 4. Heat Sink 13 3.| LRM 15
"9 4. LRM 15 5. Sensors "9 4| LRM 15 29
5.LLRM 15 6. Life Support 5.LLRM 15 og*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_'ter' _Tor'so 1. Roll Again Left 26"
2. Roll Again 1. Fusion Engine 2. Roll Again Arm S5%
3. Roll Again 2. Fusion Engine 3. Roll Again (10) -
4-6 4 Rol ngain 1-3 3. FusionEngine 4-6 4 R again Cont 24*
5. Roll Again 4. Gyro 5. Roll Again Te“ er 23
6. Roll Again 5. Gyro 6. Roll Again feea 22%
6. Gyro
21
1. Gyro Left 20"
i i . Le
Left Torso o Enaine Right Torso (18] 15
1. Jump Jet 4-6 4. Fusion Engine 1. Jump Jet 18*
2. ‘I:ILI":IP Jet 5. Medium Laser 2. :,llm;p Jei 17*
1 _3 3. edium Laser 6. Medium Laser 1 _3 3. edium Laser T
4. Ammo (LRM 15) 8 4. Ammo (LRM 15) 8 /4 HEAT DATA
5. Roll Again . - 5. Roll Again 15*
6. Roll Again Engine Hits 00 O 6. Roll Again Heat 15(15) |14
1. Roll Again Gyl"o HItS oo 1. Roll Again LESYS“ Shutd Effects Single 13~
2. Roll Again SBnSOI" Hlts O O 2. Roll Again o8 Antjmg\g:p avoid on 8+ 12
4-6 3. Poll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again o5 -5 Movement Points 0]0) o
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire (0]0)
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 68+ QO 9
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points OO0 =
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ nght Leg 18 Shutdown, avoid on B+ O 6
1. Hip LYY 1. Hip 17 +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 1§ Sgu't\:/ldO;yP, avo'g ond+  Q
4. Foot Actuator 4. Foot Actuator 10 jE Mothlarl‘ﬁgr:t? P;ﬁts O 3
g. :ea: gfnt Damage Transfer g- :eaz gint 8  +1 Modifier to Fire f
ea In h ea’ n i
. Diagram . 5 -1 Movement Points
\, /7 \ / )
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

’'MECH RECORD SHEET

/4 \ /4
'MECH DATA WARRIOR DATA 5
Type: Catapult CPLT-K2 Name: o}
Movement Points: Tonnage: 65 Gunnery Skill: __ Piloting Skill: __ 8
Walki.ng: 4 Tech Base: Inner Sphere HitsTaken[ 1 1 2 1 31 41 51 6 o)
Running: 6 Consciousness#| 3 [ 5 | 7 | 10 11 |Dead O
O
(@]
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Machine Gun RT O 2 -1 2 3 Center
[DB,AI] Left Arm Right Arm
1 Medium Laser RT 3 5[0EfF - 3 6 9 (18) (18)
1 Machine Gun LT O 2 - 1 2 3
[DBAI]
1 Medium Laser LT 3 5 [DE] — 3 6 9
1 PPC RA 10 10[DE] 3 6 12 18
1 PPC LA 10 10[DE] 3 5] 12 18
= Left Right
Leg Center Leg
\'—EE[EU] Torso (20)
Rear(11)
Left Right
\ BV: 1,319 Torso Rear Torso Rear
\ / (8) (8]
/ \ Heat
CRITICAL HIT TABLE — INTERNAL STRUCTURE DIAGRAM 3%
ea
. H Overflow
Left Arm 1. Life Support nght Arm Left Torso [15)
1. Shoulder 2. Senso.r's 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 50"
3. PPC 4. Roll Again 3.| PPC
1-3 a4.| pPc 5. Sensors 1-3 a.| prc 29
5. Lppc B. Life Support 5.LppPC 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_'ter' _Tor'so 1. Roll Again Left 26"
2. Roll Again 1. Fusion Engine 2. Roll Again Arm S5%
3. Roll Again 2. Fusion Engine 3. Roll Again (10) -
4-6 4 Rol ngain 1-3 3. FusionEngine 4-6 4 R again Cont 24*
5. Roll Again 4. Gyro 5. Roll Again Te“ er 23
6. Roll Again 5. Gyro 6. Roll Again e 22%
6. Gyro
21
1. Gyro Left 20"
. . . Le
Left Torso o Enaine Right Torso (18] 15
1. Heat S!nk 4-6 4. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 5. Heat Sink 2. Heat Sink 17
3. Medium Laser ’ . 3. Heat Sink
1-3 4. Machine Gun 8. Ammo (Machine Gun) 200 -3 4. Medium Laser / HEAT DATA 16
5. Roll Again . - 5. Machine Gun 15*
6. Roll Again E"glne H!tS 00O 6. Roll Again Heat 20 (20) 14*
1. Roll Again Gyl"o HItS oo 1. Roll Again LESYS“ Shutd Effects Single 13~
2. Roll Again SBnSOI" Hlts O O 2. Roll Again o8 Antjmg\g:p avoid on 8+ 12
4.-g 3 PollAgain Life Support O 4.-g 3 FollAgain 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again o5 -5 Movement Points 0]0) o
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire 00
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 68+ QO 9
22 Shutdown, avoid on 8+ (0]0) g*
20 -4 Movement Points @] =
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ nght Leg 18 Shutdown, avoid on 6+ Q0 6
1. Hip LYY 1. Hip 17 +3 Modifier to Fire Q0 =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points 00 2
3. Lower Leg Actuator 3. Lower Leg Actuator 1§ Sgu't\:/ldO;yP, avo'g ond+ QO
4. Foot Actuator 4. Foot Actuator 1 0 jE Mg\/g[{ﬁgﬁg P;ﬁts O O 3
5. Heat Sink Damage Transfer - Heat Sink 8  +1 Modifier to Fire =
\ 6. Heat Sink Diagram 6. Heat Sink \ 5 -1 Movement Points 1
(8]
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BATTLETECH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4
'MECH DATA WARRIOR DATA 00
. . o O
Type: Thunderbolt TDR-5S Name: oo
Movement Points: Tonnage: 65 Gunnery Skill: ___ Piloting Skill: ____ o O
. O O
Walkn_ng: 4 Tech Base: Inner Sphere HitsTaken[ 1 [ 2| 3] 4] 5] 6 (o}Ne)
Running: 6 Consciousness#| 3 [ 5 | 7 | 10 11 |Dead O O
O O
o O
Weapons & Equipment Inventory  (hexes) ©
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM15 RT 1/Msl 6 7 14 21 Center
[MCS] Torso Right Arm
1 SRM2 RT 2 2/Msl - 3 6 9
(MES] ) (20)
3 Medium Laser LT 3 5[DE] — 3 B 9 & —
1 Large Laser RA 8 8[DE] — 5 10 15 _ HIT
2 Machine Gun 0 2 - 1 2 3 AR Y,
[DB.AI Z& I 7
h’,«“( Y Right
& ‘% Center Leg
—_ 7 Torso (29)
Rear(11)
Right
\ BV: 1,335 Torso Rear
\ / TH (6)
/ \ = g Heat
CRITICAL HIT TABLE Hoad " INTERNAL STRUCTURE DIAGRAM J15
ea
Left Arm 1. Life Support nght Arm Lefs Torso (15] Dverflow
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 50"
13 3. Lower Arm Actuator 4. Heat Sink 13 3. Lower Arm Actuator o
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator o 29
5. Machine Gun 6. Life Support 5. [Large Laser g 28*
6. Machine Gun 6.l Large Laser
C T o 27
1. Ammo [Machine Gun) 200 er_lter'_ orso 1. Roll Again left | © 26"
2. Roll Again ; 'F:“SEU" E"QE"E 2. Roll Again A(qu] S S5%
3. Roll Again . Fusion Engine 3. Roll Again -
i ! ; N o
4-6 4 Rol again 1-3 3. FusionEngine 4-6 4 R again Cont 24*
5. Roll Again 4. Gyro 5. Roll Again Te“ er 23
6. Roll Again 5. Gyro 6. Roll Again feea 22%
6. Gyro =1
1. Gyro Left 20"
. . . Le
Left Torso 2. Fusion Engine Right Torso 15 o
3. Fusion Engine (15)
1. Medium Laser 4-6 4. Fusion Engine 1.] LRM 15 18*
2. Meg!um taser 5. Ammo (LRM 15) 8 2. Il:gm :II: 7
1-g 3 Medium Laser 6. Ammo [LRM 15) 8 133 16
4. Roll Again 4. SRM2 / HEAT DATA
5. Roll Again N " 5. Ammo (SRM 2) 50 15%
8. Roll Again Engine Hits 00 O 8. Rol Again Heat 15 (15) 1A
1. Roll Again Gyl"o Hits OO 1. Roll Again Level* Effects Single 13"
' ) H ' . 30 Shutdown
2. Roll Aga!n S.anor‘ Hlts O O 2. Roll Aga?n 28 Ammo EXp. avoid on 8+ 12
4-g 3 PollAgain Life Support O 4-g 3 FolAgain 26  Shutdown, avoid on 10+ o
4. Roll Again 4. Roll Again o5 -5 Movement Points 0]0) o
5. Roll Again 5. Roll Again 24  +4 Maodifier to Fire 00
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 68+ QO 9
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points OO0 =
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ nght Leg 18 Shutdown, avoid on 6+ 0O 6
1. Hip LYY 1. Hip 17 +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O
14 Shutdown, avoid on 4+ QO 4
3. Lower Leg Actuator 3. Lower Leg Actuator Py .
13 +2 Modifier to Fire O 3
4. Foot Actuator 4. Foot Actuator 10 -2M h
: " - ovement Points
5. Heat Sink 5. Heat Sink 8 +1 Modifier to Fire 2
B. Heat Sink Damg?’e Transfer g ieat Sink 5 -1 Movement Points 1
iagram -
\, /7 \ / )

© 2018 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.



BATTLETECH

’'MECH RECORD SHEET

Head (9)
Left Torso

ARMOR DIAGRAM

Right Torso

/4 \ /4
'MECH DATA WARRIOR DATA 00
. . (O}Ne)
Type: Thunderbolt TDR-5SE Name: oo
Movement Points: Tonnage: B85 Gunnery Skill: Piloting Skill: O O
. (O}Ne)
Walkl.ng: 4 Tech Base: Inner Sphere HitsTaken[ 1 1 2 1 31 41 51 6 00
Running: 6 Consciousness#| 3 [ 5 | 7 | 10 11 |Dead O O
Jumping: 4 O O
O O
Weapons & Equipment Inventory  (hexes) ©
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LBM10 LT 4 1,/Msl 6 7 14 21 Center
[MCS] Torso Right Arm
3 Medium Laser LT 3 5 [DE] - 3 6 9 (20)
1 Large Laser RA 8 8[DE] — 5 10 15 1/
2>l lloi
2T e
h’,«“( Y Right
X ‘% Center Leg
—_ 7 Torso (29)
Rear(11)
Right
\ BV: 1,414 Torso Rear
\ / TH (6]
/ \ = g Heat
CRITICAL HIT TABLE Hoad " INTERNAL STRUCTURE DIAGRAM 3
ea
. H Overflow
Left Arm 1. Life Support nght Arm Left Torso [15)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 50"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. [Large Laser 28*
6. Roll Again 6.LLarge Laser 27
1. Roll Again Cer_'ter' _Tor'so 1. Roll Again Left 26"
2. Roll Again ; 'F:“SEU" E"QE"E 2. Roll Again A(qu] S5%
3. Roll Again . rusion Engine 3. Roll Again -
4-6 4 Rol ngain 1-3 3. FusionEngine 4-6 4 R again Cont 24*
5. Roll Again 4. Gyro 5. Roll Again Te“ er 23
6. Roll Again 5. Gyro 6. Roll Again feea 22%
6. Gyro =1
1. Gyro Left 20"
. . . Le
Left Torso o Enaine Right Torso (18] 15
1. Jump Jet 4-6 4' Fusion Engine 1. Heat Sink 18*
2. Jump Jet 5: Ammo (LRM 10) 12 2. Heat Sink 17+
13 3. [LRM 10 6. Ammo (LRM 10) 12 13 3. Heat Sink —
4.LIrRm10 4. Jump Jet / HEAT DATA
5. Medium Laser . - 5. Jump Jet 15*
6. Medium Laser Engine H!tS 000 6. Roll Again Heat 17 (17) 14*
1. Medium Laser Gyro H!tS oo 1. Roll Again L%Vg* ShutdovErfl-fECtS Single 13
2. Roll Aga?n S.anor‘ Hlts O O 2. Roall Aga?n 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 o5 -5 Movement Points OO -
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire (0]0) 10
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 68+ QO 9
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points 00O =
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ nght Leg 18 Shutdown, avoid on 6+ Q0 6
1. Hip LYY 1. Hip 17 +3 Modifier to Fire ole; =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdovyn, av0|dA on 4+ O
13 +2 Modifier to Fire O 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5.  Heat Sink 5. Heat Sink 8  +1 Modifier to Fire 2
6. Heat Sink Damgge Transfer 6. Heat Sink 5 -1 Movement Points 1
\ iagram J \ / =
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BATTLETECH

’'MECH RECORD SHEET

{'MECH DATA

{\WWARRIOR DATA

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

O 0O
Type: Awesome AWS-8Q Name: 8 8 8
Movement Points: Tonnage: 80 Gunnery Skill: ___ Piloting Skill: ___ 8 8 8
Walki.ng: 3 Tech Base: Inner Sphere HitsTaken[ 1 1 2 1 31 41 51 6 000
Running: 5 Consciousness#| 3 [ 5 | 7 | 10 11 |Dead O O O
O O O
O O O
Weapons & Equipment Inventory  (hexes) ‘\ ©
Gty Type Loc Ht Dmg Min Sht Med Lng <
1 Small Laser HD 1 3 [DE] - 1 2 3 \\k : Center
1 PPC RT 10 10[DE] 3 6 12 18 S Left Arm Right Arm
1 PPC LT 10 10[DE] 3 6 12 18 (24) (24)
1 PPC RA 10 10[DE] 3 6 12 18
@ uw Left Right
< Leg Center Leg
2 r J ) (33) Torso (33)
Rear(19])
\ — = A\ o
Wt iR is s 2"
i U o O
===~ i o O
o (o] (o]
e Left g 3 Right
\ BV: 1,605 ) s Torso Rear o O Torso Rear
\ iU g = o O (10)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAIM -y
ea
Left Arm 1. Life Support Right Arm overtew
. Left T 17 Right T 17
1. Shoulder 2. geniﬁrs 1. Shoulder oft Torso 117) fgnt Torso{17]
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator -
Lower Arm Actuator 4. Small Laser Lower Arm Actuator
3. 3. 3 20
1-3 4. Hand Actuator 5. Sensors 1-3 4. Heat Sink o 29
5. Roll Again 6. Life Support 5. Heat Sink 8 8"
6. Roll Again 6. Heat Sink g 27
1. Roll Again Center Torso 1. Heat Sink Left oY righe [267
2. Roll Again 1. Fusion Engine 2. Heat Sink Arm 34 arm o5
3. Roll Again 2. Fusion Engine 3.[PPC (13) ol (13) -
4-6 4. Roll Again 13 3. Fusion Engine 4-6 a.| prc ©) 24
5. Roll Again " 4. Gyro 5.LpPPC 23
6. Roll Again g- gym 6. Roall Again 22%
. Gyro 21
1. Gyro Right 50~
Left Torso 2. Fusion tnire Right Torso &9 e
1. Heat Sink 4-6 ; rigion Engine 1. Heat Sink 18
2. :eat gln:: 5. Heat Sink 2. neat gln:: 17+
1-3 2 eat !n 6. Heat Sink 1-3 2 eat Sin s
. Heat Sink .['PPC /4 HEAT DATA .
5. Heat Sink N " 5.| PPC 15
6. prPC Engine Hits 00 O 6.LrPc Heat 28 (28] v
1.| prc Gyro H!ts (o] o) 1. Rol Again Lr-g/gl* Shutd Effects Single T
2.Lprc Sensor Hits 0O 2. Roll Again 28 Ar#mg\g:p avoid on 8+ 12
4-g 3 PollAgain Life Support O 4-g 3 FolAgain 26 Shutdown, avoid on 10+~~~ | [T
4. Roll Again 4. Roll Again o5 -5 Movement Points -
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire 000 10
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 6+ QOO 9
22 Shutdown, avoid on 8+ QO QO g*
20 -4 Movement Points O00 =
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ nght Leg 18 Shutdown, avoid on B+ 000 6
1. Hip LYY 1. Hip 17 +3 Modifier to Fire 888 =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdovyr), aVO'dA on 4+ O O
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Flr.e O O 3
' ’ 10 -2 Movement Points
5. Heat Sink 5. Heat Sink 8 +1 Modifier to Fire 2
B. Heat Sink Damg?’e Transfer g ieat Sink 5 -1 Movement Points 1
iagram -
\, /7 \ / )
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ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/4
WARRIOR DATA °Co
Type: BattleMaster BLR-1G Name: Ogogo
Movement Points: Tonnage: 85 Gunnery Skill: ____ Piloting Skill: ____ OOOOO
. [e)(e)(e]
Walking: 4 Tech Base: |nner Sphere HitsTaken[ 7 |2 | 3] 4] 5] 6 2%
Running: 6 Consciousness#| 3 [ 5 | 7 | 10 11 |Dead (OO)
(o)(e)e]
(O)(e)
OOOOO
Weapons & Equipment Inventory  (hexes) oo
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser RT 3 5 [DE] - 3 6 9 Center
1 MediumLaser(R] RT 3 5[DE] — 3 6 9 Torso Right Arm
2 Medium Laser LT 3 5 [DE] - 3 6 9
1 Medium Laser(R) LT 3 5 [DE] - 3 6 9
1 SRBMB LT 4 2/Msl — 3 6 9
[M,CS]
1 PPC RA 10 10[DE] 3 6 12 18
2 Machine Gun LA O 2 -1
[DBAI Right
Center
Torso
Rear(11)
Left Right
\ BV: 1,519 Torso Rear Torso Rear
\ / (8 (8]
/ \ Heat
CRITICAL HIT TABLE Hoad 'K INTERNAL STRUCTURE DIAGRAM 3
ea
. H Overflow
Left Arm 1. Life Support nght Arm Left Torso [18)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 50"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Machine Gun 6. Life Support 5.[ PPC 58"
6. Machine Gun 6.| PPC 27
1. Roll Again Cer_'ter' _Tor'so 1.Lppc Left 26"
2. Roll Again ; 'F:“SEU" E"QE"E 2. Roll Again A[% S5%
3. Roll Again . rusion Engine 3. Roll Again -
4-6 4 Roil Again 1-3 3. FusionEngine 4-6 4 Roi again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g- gym 6. Roll Again 22%
. Gyro 21
1. Gyro 20*
Left Torso 2. Fusion Engine Right Torso 197
3. Fusion Engine
1. [SRM 6 46 5 rigion Engine 1. Heat Sink 18
2.LSRM 6 5' Roll Again 2. Medium Laser 17+
3. Medium Laser 6. Roll Ag . 3. Medium Laser
1-3 4. Medium Laser - nolAgamn 1-3 4. Medium Laser (R) / HEAT DATA 16
5. Medium Laser (R]) - - 5. Roll Again 15*
6. Ammo (Machine Gun) 200 Engine H!ts (e XoXo] 6. Roll Again Heat 18(18) 14"
1. Ammo (SRM 6) 15 Gyro H!ts (o] o) 1. Rol Again Level* Shutd Effects Single T
2. Ammo (SRM 6) 15 Sensor Hits 0 O 2. Roll Again gg Ar#fn;"'é'gp avoid on B+ 12
4-g 3 PollAgain Life Support O 4-g 3 FolAgain 26  Shutdown, avoid on 10+ o
4. Roll Again 4. Roll Again o5 -5 Movement Points 0]0) o
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire (0]0)
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 68+ QO 9
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points 00O =
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ nght Leg 18 Shutdown, avoid on 6+ Q0 6
1. Hip LYY 1. Hip 17 +3 Modifier to Fire Q0 =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points ole; 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdovyr), aVO'dA on 4+ O
13 +2 Modifier to Fire O 3
4. Foot Actuator 4. Foot Actuator h
: - 10 -2 Movement Points
5. Heat Sink 5. Heat Sink 8 +1 Modifier to Fire 2
6. Heat Sink Damgge Transfer 6. Heat Sink 5 1 Movement Points 1
iagram -
\ / \ /s
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Awesome

BattleMaster Catapult Thunderbolt Commando
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Locust

Shadow Hawk Shadow Hawk Wolverine Griffin
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‘\4/ Fold
Cut Slits, : |
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