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T 1ILETETSIH

/

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (B)
Left Torso

Right Torso

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: COM-2D COMMANDO Name:
Movement Points: Tonnage: 25 Gunnery Skill: _ Piloting Skill: _
Walking: §] Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3 141 5 | 6
Running: 9 Star League Consciousness#| 3 | 5 | 7 [10]| 11 |Dead
Jumping: 0 J
Weapons & Equipment Inventory (hexes) :
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRMB CT 42/Msl — 3 B 9 W Left Arm
1 SRM4 RA 32/Msl — 3 6 9 A _- 4
1 Medium Laser LA3 5 — 3 B 8 Yz
AN Center
@ﬁ“ Torso
‘-%’/. Rear (4)
\i{l\
.g\t
o
o
Left o Right
\ Torso Rear 1) Torso Rear
\ / (3) (3)
/ \ Heat
CRITICAL HIT TABLE Head INTERNAL STRUCTURE DIAGRAM Zr ¥
. =
Left Arm 1. Life Support Right Arm drerton
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
4. Hand Actuator 5. Sensors 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. SRM4 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 56"
2. Roll Again ; E"Q!"E 2. Roll Again 25+
3. Roll Again - Engine 3. Roll Again =
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 3. Gyro 6. Roll Again 22
6. Gyro
21
1. Gyrc_) 20"
Left Torso 2. Enaine Right Torso 19"
1. Heat Sink 46, 3 1. Heat Sink e
. . gine .
2. Heat Sink 5. [SRM 6 2. Heat Sink T
1 3. Ammo (SRM B6) 15 Bl SRM 6 3. Ammo (SRM 4) 25
-3 . - 1-3 . 76
4. Roll Again 4. Roll Again HEAT DATA
5. Roall Again " - 5. Roll Again 15%
6. Roll Again Engine H!ts (oo Jo/ 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro H!ts 00 1. Roll Again Level * . Effects 10 3%
2. Roll Again Sensor Hits OO 2. Roll Again o5 ir;‘rtfg‘g;‘p soidonge  Sindle 5
4-6 8. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoidon 10+ QO 11
4. Roll Aga!n 4. Roll Aga!n o5 -5 Movement Points O 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+ O 9
22 Shutdown, avoid on 8+ ®) g*
20 -4 Movement Points 9] S5
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on B+ O 6
1. Hip L7 i 1. Hip 17 +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\/Idovementlgomti)r @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2ultﬂg;\ilfri1éf\églﬁr‘?g (@) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
: oo 100 g f
. Diagram : -1 Movement Points
\ 9 / \ / o

© 2010 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.
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T 1ILETETSIH

/

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (B)
Left Torso

Right Torso

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: SDR-5V SPIDER Name:
Movement Points: Tonnage: 30 Gunnery Skill: _ Piloting Skill: _
Walking: 8 Tech Base: Inner Sphere Hits Taken[ 1 314156
Running: 12 Star League Consciousness#| 3 7 |10/ 11 |Dead|
Jumping: 8 /
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser CT 3 b5 - 3 6 9 Left Arm Right Arm
(3] (8]
Center
Torso
Rear (4)
o O
Left o O Right
\ Torso Rear Torso Rear
2 2
p \\ / (2 (2)
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-yiss
. : (Overfion)
Left Arm 1. Life Support Right Arm Right Torso (7]
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
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. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again of righ: [257
2. Roll Again ; E"Q!"E 2. Roll Again Arm [Z5*
3. Roll Again - Engine 3. Roll Again (5) =
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 3. Gyro 6. Roll Again 22+
6. Gyro oY
1. Gyro Right 50~
Left Torso 2. Engine Right Torso Leg 19"
3. Engine
1. Jump Jet 4-6 . 1. Jump Jet 18*
5 g J 4. Engine 2 g J
3' szp ng 5. Medium Laser 3' szp .J:E 17*
1-3 a. Jumg Jet 8. Medium Laser 1-3 a. Jumg Jet 16
5. Roll Again - - 5. Roll Again HEAT DATA 15*
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level  orects 10 T3
2. Roll Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoidon 10+ O 11
4. Roll Again 4. Roll Again 25 -5 Movement Points (@) 10
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22 Shutdown, avoid on 8+ ®) g*
20 -4 Movement Points 9] S5
_ . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on B+ O 6
1. Hi 1. Hi 17 +3 Modifier to Fire (@) =
. p game D labs . p 15 3M t Point
2. Upper Leg Actuator 2. Upper Leg Actuator éh dovemen ,do'” f’H (@) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2ultﬂg;\ilfri1éf\églﬁr‘?g (@) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Rl Agan Damage Transfer ¢ ooy, 0%0 § ] Nodiier o Fre :
\ : Diagram : PAN 5 -1 Movement Points p -

© 2010 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.
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T 1ILETETSIH

ARMOR DIAGRAM

Left Torso
(8)

Head (7
ead (7) Right Torso

/

'MECH RECORD SHEET

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: JR7-D JENNER Name:
Movement Points: Tonnage: 35 Gunnery Skill: _ Piloting Skill: _
Walking: 7 Tech Base: Inner Sphere HtsTaken[]1 12 1 3 |1 4 | 5
Running: 11 Succession Consciousness#| 3 [ 5 | 7 |10/ 11 |Dead
Jumping: 5 Wars J
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser RA 3 5 0 3 6 9 Left Arm Right Arm
2 Medium Laser lLA3 5 0 3 6 9 (4)
1 SRM4 CT 32/Msl O 3 6 9
Center
Torso
Rear (3)
o O o O
o O o O
Left Right
\ Torso Rear Torso Rear
4
/ \\ / 4) (4)
Heat
CRITICAL HIT TABLE Head INTERNAL STRUCTURE DIAGRAM Zr ¥
. AT
Left Arm 1. Life Support Right Arm drerton
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Medium Laser 4. Heat Sink 1-3 3. Medium Laser
4. Medium Laser 5. Sensors 4. Medium Laser 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 56"
2. Roll Again ; E"Q!"E 2. Roll Again 25+
3. Roll Again - Engine 3. Roll Again =
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 3. Gyro 6. Roll Again 22
6. Gyro
21
1. Gyro 20"
Left Torso 2. Engine Right Torso 19"
3. Engine
1. Jump Jet 4-6 . 1. Jump Jet 18*
4. Engine
2. Jump Jet 5. Jump Jet 2. Jump Jet T
1-3 3. Roll Again Bl SRM 4 1-3 3. Ammo (SRM 4) 25
"9 4. Roll Again . "9 4. Roll Again HEAT DATA 16
5. Roall Again " - 5. Roll Again 15%
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level  orects 10 T3
2. Roll Again Sensor Hits OO 2. Roll Again 58 Ammo Exp. avoid on 8+ Single 1o
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avaidon 10+ O 11
4. Roll Again 4. Roll Again 25 -5 Movement Paints O o
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire ®)
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 'e) 9
22 Shutdown, avoid on 8+ o) g*
20 -4 Movement Points S5
Vi . 19 Ammo Exp. avoid on 4+ @)
Left Leg [:H'[HL S'[ nght Leg 18 Shutdown, avoid on B+ O 6
1. Hip LA A, 1. Hip 17 +3 Modifier to Fire O 5~
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\/Idovementlgomti)r O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 utdown, avoid on O
13 +2 Moadifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. : - h 2
g' gg:: ﬁg::g Damage Transfer g 28:: ﬁgz:: 8  +1 Modifier to Fire -
\ : Diagram : PAN 5 -1 Movement Points p -

© 2010 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.
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T 1ILETETSIH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/

'MECH RECORD SHEET

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: PNT-9R PANTHER Name:
Movement Points: Tonnage: 35 Gunnery Skill: _ Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HtsTaken[]1 12 1 3 |1 4 | 5
Running: 6 Star League Consciousness#| 3 | 5 | 7 [10]| 11 |Dead
Jumping: 4 J
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPC RA 10 10 3 6 12 18 Left Arm Right Arm
1 SRM4 CT 32/Msl — 3 B 9 (10] (10]
Left Right
Leg C_Irenter Leg
(12) orso (12)
Rear (7]
Left Right
Torso Rear © | Torso Rear
(8] (5)
\ i
y \ /
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-yiss
. =
Left Arm 1. Life Support Right Arm drerton
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
4. Hand Actuator 5. Sensors 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. | PPC 28*
6. Roll Again 6. | PPC 27
1. Roll Again Center Torso 1. prc 567
2. Roll Again ; E"Q!"E 2. Roll Again o5%
3. Roll Again - Engine 3. Roll Again G
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro
21
1. Gyro 20*
Left Torso 2. Enaine Right Torso 19"
1. Heat Sink 46, 3 1. Heat Sink T
. . gine .
2. Heat Sink 2. Heat Sink -
. 5. SRM4 . 17
1-3 3. Heat Sink 6. Roll Again 1-3 3. Heat Sink
4. Heat Sink 4. Heat Sink HEAT DATA 16
5. Ammo (SRM 4) 25 - - 5. Roll Again 15*
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again s Gyro :!ts oo 1. Roll Again Level” o ects S_" 3| 13"
2. Roll Again Sensor Hits (o] o) 2. Roll Again 58 Ammo Exp. avoid on 8+ 858 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 00 10
5. Roall Again 5. Roll Again 24  +4 Modifier to Fire (e]e)
6. Roll Again 6. Roll Again 23 AmmoExp.avoidon 6+ QO 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Points O S5
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ Right Leg 18 Shutdown, avoidonB+  Q g
1. Hip fetr] fhs 1. Hip 17 +3 Modifier to Fire (@) 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\/Idovementlgomti)r O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2ultﬂg;\ilfri1éf\églﬁr‘?g ©) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
o . 2
g- jump jez Damage Transfer g j“mp jez 8  +1 Modifier to Fire -
. Jump Je : . Jump Je _ i
\ P Diagram P PAN 5 1 Movement Points p -

© 2010 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.
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TI1TILETES

ARMOR DIAGRAM

Head (8)
Left Torso

Right Torso

/
'MECH RECORD SHEET
/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: ASN-21 ASSASSIN Name:
Movement Points: Tonnage: 40 Gunnery Skill: _ Piloting Skill: _
Walking: 7 Tech Base: Inner Sphere HtsTaken[]1 12 1 3 |1 4 | 5
Running: 11 Star League Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Jumping: 7 J
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser RA 3 5 - 3 6 9 Left Arm Right Arm
1 LRM5 RT 2 1/Msl 8 7 14 21 (6] (6]
1 SRMZ2 LT 22/Msl — 3 B 8
Center
Torso
Rear (4)
o
o
Left o Right
\ Tors[%;:%ear‘ 1) Tors[oE;:%ear
y \ /
Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM Zr ¥
. =
Left Arm 1. Life Support Right Arm drerton
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
4. Hand Actuator 5. Sensors 4. Medium Laser 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 56"
2. Roll Again ; E"Q!"E 2. Roll Again o5%
3. Roll Again - Engine 3. Roll Again G
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro oY
1. Gyro 20"
Left Torso 2. Engine Right Torso 19"
3. Engine
1. Jump Jet 4-6 4. Enagi 1. Jump Jet 18*
. gine
2. Jump Jet 2. Jump Jet -
3. Jump Jet 5. Jump Jet 3. Jump Jet s
135 sams 6. Roll Again 134 Lawis 16
5. Ammo [SRM 2) 50 - - 5. Ammo [LRM 5) 24 HEAT DATA 15
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 10 (ES
2. Roll Again Sensor Hits OO 2. Roll Again ) Single s
. K . 28 Ammo Exp. avoid on 8+
4.6 3 PollAgain Life Support O 4-g 3 PollAgain 26 Shutdown, avoidon 10+ QO T
4. Roll Aga!n 4. Roll Aga!n o5 -5 Movement Points O 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+ O 9
22 Shutdown, avoid on 8+ ®) g*
20 -4 Movement Points 9] S5
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ nght Leg 18 Shutdown, avoid on B+ O 6
1. Hi 1. Hi 17 +3 Modifier to Fire (@) =
. p game Dlabs . p 3M Poi
2. Upper Leg Actuator 2. Upper Leg Actuator 15 éh dovement.domt‘sH @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 utdown, avoid on (@)
13 +2 Moadifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Foll Agan Damage Transfer 3 Ol AGan 8  +1 Modifier to Fire i
\ : Diagram : VAN 5 -1 Movement Points p -

© 2010 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.



) T

TI1TILETES

/

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

(6)

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: CDA-2A CICADA Name:
Movement Points: Tonnage: 40 Gunnery Skill: __ Piloting Skill: _
Walking: 8 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3 141 5 | 6
Running: 12 Succession Consciousness#| 3 [ 5 | 7 |10/ 11 |Dead
Jumping: O Wars /
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser RT 3 b5 - 3 6 9 Left Arm Right Arm
1 Medium Laser IT 3 5 — 3 6 9 (4) (4)
1 Small Laser CT 1 3 — 1 2 3 >
7=
SN -ttl“_ i!&‘
EESE Ay
L"z""’/““"y Center
7 Torso
Rear (B)
o O
o O
Left Right
\ Torso Rear © o Torso Rear
3 3
p \\ / (3) (3)
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-yiss
. =
Left Arm 1. Life Support Right Arm drerton
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Roll Again 4. Roll Again 1-3 3. Roll Again
4. Roll Again 5. Sensors 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 Torso 1. Roll Again 56"
2. Roll Again ; E"Q!"E 2. Roll Again o5%
3. Roll Again - Engine 3. Roll Again G
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 3. Gyro 6. Roll Again 22+
6. Gyro oY
1. Gyro 20"
Left Torso 2. Enaine Right Torso 19"
1. Medium Laser 4-6 4' Eng' 1. Medium Laser 18*
! . gine )
2. Roll Again 2. Roll Again -
3. Roll Again 5. Small Laser 3. Roll Again 17
1-3 4. Roll Again 8. Roll Again 1-34 Roll Again HEAT DATA 16
5. Roall Again " - 5. Roll Again 15%
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 10 13"
2. Roll Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4.6 3 PollAgain Life Support O 4-g 3 PollAgain 26 Shutdown, avoidon 10+ QO T
4. Roll Again 4. Roll Again 25 -5 Movement Points O 10
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+ O g*
20 -4 Movement Points 8 S5
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ Right Leg 18 Shutdown avoidon 6+ (3 g
1. Hip gome Dok 1. Hip 17 +3 Modifier to Fire ) 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\/Idovementlgomti)r O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 utdown, avoid on O
13 +2 Moadifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g- 20“ ﬁga!n Damage Transfer g- 20“ ﬁgain 8  +1 Modifier to Fire f
. Roll Again : . Roll Again _ i
\ d Diagram J PAN 5 1 Movement Points p -

© 2010 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.



) T

T 1ILETETSIH

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/
'MECH RECORD SHEET
/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: CLNT-2-3T CLINT Name:
Movement Points: Tonnage: 40 Gunnery Skill: _ Piloting Skill: _
Walking: §] Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3 141 5 | 6
Running: 9 Star League Consciousness#| 3 | 5 | 7 [10]| 11 |Dead
Jumping: 6 J
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Autocannon 5 RA 1 5 3 6 12 18 Right Arm
1 Medium Laser LT 3 5 - 3 B 89
1 Medium Laser CT 3 5 - 3 6 8
Center
Torso
8 8
(®) Rear (4) (8)
Left Right
\ Torso Rear Torso Rear
4 4
p \\ / (4] (4)
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-yiss
. "\
Left Arm 1. Life Support Right Arm drerton
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
4. Hand 5. Sensors 4. | Autocannon 5 29
5. Roll Again 6. Life Support 5. | Autocannon 5 28"
6. Roll Again 6. | Autocannon 5 27
1. Roll Again Cenper Torso 1. | Autocannon 5 26
2. Roll Again ; E"Q!"E 2. Roll Again 25+
3. Roll Again - Engine 3. Roll Again =
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 3. Gyro 6. Roll Again 22
6. Gyro
21
1. Gyro 20"
Left Torso 2. Engine Right Torso 19"
3. Engine
1. Jump Jet 4-6 4. Engine 1. Jump Jet 18*
2. Medium Laser ’ gr 2. Heat Sink
) 5. Medium Laser 17*
1-3 3. Roll Again 6. Rall Again 1-3 3. Ammo (AC 5) 20
4. Roll Again . 4. Roll Again HEAT DATA 16
5. Roall Again " - 5. Roll Again 15%
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level  orects 10 T3
2. Roll Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ O 11
4. Roll Again 4. Roll Again 25 -5 Movement Points O 10
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+ O g*
20 -4 Movement Points 8 S5
_ . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ Right Leg 18 Shutdown avoidon 6+ (3 g
1. Hip L7 i 1. Hip 17 +3 Modifier to Fire O 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\/Idovementlgomti)r O 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 14 utdown, avoid on O
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g' jﬂmg :],22 Damage Transfer g jﬂ:g jzz 8 +1 Modifier to Fir‘}e f
\ : Diagram : PAN 5 -1 Movement Points p -

© 2010 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.
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/
'MECH RECORD SHEET
/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: HER-2S HERMES Il Name:
Movement Points: Tonnage: 40 Gunnery Skill: ___ Piloting Skill: _
Walking: §] Tech Base: Inner Sphere HtsTaken[]1 12 1 3 |1 4 | 5
Running: 9 Succession Consciousness#| 3 | 5 | 7 [10]| 11 |Dead
Jumping: 0 Wars J
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Autocannon 5 RT 1 5 3 6 12 18 Left Arm Right Arm
1 Medium Laser RA 3 5 — 3 6 9 1 1
1 Flamer LA 3 2 - 1 2 3
Left Right
Leg Center Leg
(14) Torso (14)
Rear (B)
\ Torso Rear Torso Rear
\ / PO (5)
/ \ Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-yiss
AT
Left Arm 1. Life Support nght Arm drerton
1. Shoulder 2. Sensors Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
4. Flamer 5. Sensors 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Medium Laser 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 56"
2. Roll Again ; E"Q!"E 2. Roll Again o5%
3. Roll Again - Engine 3. Roll Again G
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro
21
1. Gyro 20*
Left Torso 2. Enaine Right Torso 19"
1. Heat Sink 4-6 4' Engine 1. | Autocannon 5 18*
2. Ammo (AC 5) 20 ’ : 2. | Autocannon 5 -
. 5. Roll Again 17
1-3 3. Roll Again 6. Rall Again 1-3 3. | Autocannon 5
4. Roll Again 4. | Autocannon 5 HEAT DATA 16
5. Roall Again " - 5. Roll Again 15%
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 10 (ES
2. Roll Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4.6 Z. Eg“ ﬁgg:: Life Support O 4-6 2- Eg“ ﬁg::; 26 Shutdown, avoid on 10+ 8 T
. . 25 -5 Movement Points -
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire o) 10
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22 Shutdown, avoid on 8+ ®) g*
20 -4 Movement Points 9] S5
_ 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on B+ O 6
1. Hip garePlake 1. Hip 17 +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\/Idovementlgomti)r @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2ultﬂg;\ilfri1éf\églﬁr‘?g (@) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Foll Agan Damage Transfer 3 Ol AGan 8  +1 Modifier to Fire i
\ : Diagram : PAN 5 -1 Movement Points p -

© 2010 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.
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T 1ILETETSIH

/

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: WTH-1 WHITWORTH Name:
Movement Points: Tonnage: 40 Gunnery Skill: _ Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3 141 5 | 6
Running: 6 Star League Consciousness#| 3 | 5 | 7 [10]| 11 |Dead
Jumping: 4 /
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM10 LT 4 1/Msl 8 7 14 21 Left Arm Right Arm
1 LRM 10 RT 4 1/Msl 8 7 14 21 (12 (12
1 Medium Laser H 3 5 — 3 6 9
1 Medium Laser RA 3 5 — 3 6 9
1 Medium Laser LA 3 5 — 3 6 9 Left Right
Center
Leg T Leg
(18) orso (18)
Rear (7]
Left Right
\ Torso Rear Torso Rear
6 6
p \\ / (6 (6)
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-yiss
. AT
Left Arm 1. Life Support Right Arm prertor
1. Shoulder 2. Sensors 1. Shoulder —
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Medium Laser 1-3 3. Lower Arm Actuator
4. Medium Laser 5. Sensors 4. Medium Laser 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 56"
2. Roll Again ; E"Q!"E 2. Roll Again o5%
3. Roll Again - Engine 3. Roll Again G
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro
21
1. Gyro 20"
Left Torso g E:g::: Right Torso 19"
1. Heat Sink 46, 3 1. Heat Sink e
- . gine .
2. Heat Sink ’ 2. Heat Sink -
5. Roll Again 17
3. |LRM 10 : 3. |LRM 10
1-3 6. Roll Again 1-3 16
4. | LRM 10 4. |LRM 10 HEAT DATA
5. Ammo (LRM 10) 12 - - 5. Ammo (LRM 10) 12 15%
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 10 13"
2. Roll Again S_ensor' Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 8. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoidon 10+ QO 11
4. Roll Aga!n 4. Roll Aga!n o5 -5 Movement Points O 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+ O 9
22 Shutdown, avoid on 8+ ®) g*
20 -4 Movement Points 9] S5
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on B+ O 6
1. Hip A fos 1. Hip 17 +3 Modifier to Fire O 5
° 15 -3 Movement Paints @)
2. Upper Leg Actuator 2. Upper Leg Actuator Shutd id on 4+ a4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2ultﬂg;\ilfri1éf\églﬁr‘?g (@) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g' jﬂmg :],22 Damage Transfer g jﬂ:g jzz 8 +1 Modifier to Fir‘}e f
\ : Diagram : PAN 5 -1 Movement Points p -

© 2010 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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T 1ILETETSIH

/

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: VND-1R VINDICATOR Name:
Movement Points: Tonnage: 45 Gunnery Skill: ___ Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3 141 5 | 6
Running: 6 Succession Consciousness#| 3 | 5 | 7 [10]| 11 |Dead
Jumping: 4 Wars J
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRMS LT 2 1/Msl 8 7 14 21 Left Arm Right Arm
1 PPC RA 10 10 3 B 12 18 (14] (14)
1 Medium Laser H 3 5 — 3 6 9
1 Small Laser LA 1 3 - 1 2 3
Left Right
Leg C_Irenter Leg
(18) orso (18)
Rear (9)
Left Right
\ Torso Rear Torso Rear
6 6
p \\ / (6 (6)
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-yiss
. =
Left Arm 1. Life Support Right Arm prertor
1. Shoulder 2. Sensors 1. Shoulder —
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Medium Laser 1-3 3. Lower Arm Actuator
"2 4, Hand 5. Sensors 9 4. [PPC 29
5. Small Laser 6. Life Support 5. | PPC 28*
6. Roll Again 6. | PPC 27
1. Roll Again Center Torso 1. Roll Again 567
2. Roll Again ; E"Q!"E 2. Roll Again o5%
3. Roll Again - Engine 3. Roll Again G
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro
21
1. Gyro 20"
Left Torso g E:g::: Right Torso 19"
1. Heat Sink 46, 3 1. Heat Sink e
. . gine .
2. Heat Sink 2. Heat Sink -
. 5. Jump Jet . 17
1-3 3. Heat Sink 6. Jumnp Jet _n 3. Heat Sink
: : pJe 1-3 : 16
4. Heat Sink 4. Heat Sink HEAT DATA
5. LRM5 - - 5. Heat Sink 15%
6. Ammo [LRM 5) 24 Engine Hits OO O 6. Roll Again Heat Heat Sinks: | [72~
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 16 13"
2. Roll Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoidon 10+ OQQ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points OO0 10
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire o0
6. Roall Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ o0 g*
20 -4 Movement Points 88 S5
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ Right Leg 18 Shutdown, avoidon 6+ () g
1. Hip gome Dok 1. Hip 17 +3 Modifier to Fire ) 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\/Idovementlgomti)r O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2ultﬂg;\ilfri1éf\églﬁr‘?g O 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
8. RollAgar Damage Transfer & A0 g 1] Meofer to bre :
\ : Diagram : PAN 5 -1 Movement Points p -

© 2010 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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| ——
ARMOR DIAGRAM
I | n
B I I I F I F I [ I Left Torso Head (9) Right Torso
1 [ — S

/

'MECH RECORD SHEET

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: ENF-4R ENFORCER Name:
Movement Points: Tonnage: 50 Gunnery Skill: ___ Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3 141 5 | 6
Running: 6 Succession Consciousness#| 3 | 5 | 7 [10]| 11 |Dead
Jumping: 4 Wars J
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Autocannon 10 RA 3 10 — 5 10 15
1 Large Laser LA 8 8 — 5 10 15
1 Small Laser LT 1 3 — 1 2 3
Center
Torso
Rear (4)
[¢]
o
o
Left Right
\ Torso Rear o Torso Rear
\ / (3) (3)
/ \ Heat
CRITICAL HIT TABLE Head INTERNAL STRUCTURE DIAGRAM Zr ¥
. =
Left Arm 1. Life Support Right Arm drerton
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
4. [Large Laser 5. Sensors 4. [ Autocannon 10 29
5. |Large Laser 6. Life Support 5. | Autocannon 10 28*
6. Roll Again 6. | Autocannon 10 27
1. Roll Again Cenper Torso 1. | Autocannon 10 26
2. Roll Again ; Eng!ne 2. | Autocannon 10 25*
3. Roll Again - Engine 3. | Autocannon 10 G
4-6 4. Roll Again 1-3 3. Engine 4-6 4. | Autocannon 10 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro oY
1. Gyro 20"
Left Torso g E:g::: Right Torso 19"
1. Heat Sink 465 " 1. Heat Sink e
. 4. Engine .
2. Heat Sink 5. Roll Again 2. Heat Sink T
3. Small Laser ' : 3. Ammo (AC 10) 10
1-3 ” 6. Roll Again 1-3 . 16
4. Roll Again 4. Roll Again HEAT DATA
5. Roall Again " - 5. Roll Again 15%
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 12 (ES
2. Roll Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4.5 3 Poll Again Life Support O 4.5 3 FollAgain 56 Shutdown avoidon 10+ QO o
4. Roll Again 4. Roll Again 25 -5 Movement Points ole; 10
5. Roall Again 5. Roll Again 24  +4 Modifier to Fire (@)
6. Roll Again 6. Roll Again 23 AmmoExp. avoidon 6+ QO 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Points O S5
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLV T Right Leg 18 Shutdown, avoidon 8+ O g
1. Hip fetr] fhs 1. Hip 17 +3 Modifier to Fire (@) 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\/Idovementlgomti)r O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2ultﬂg;\ilfri1éf\églﬁr‘?g @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Jump Jet Damage Transfer 5. Jump Jet 8 +1 Modifier to Fire 2
\ . Jump Jet Diagram 8. Jump Jet PAN 5 -1 Movement Points p ;

© 2010 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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T 1ILETETSIH
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'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: HBK-4G HUNCHBACK Name:
Movement Points: Tonnage: 50 Gunnery Skill: __ Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3 141 5 | 6
Running: 6 Star League Consciousness#| 3 | 5 | 7 [10]| 11 |Dead
Jumping: 0 J
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser RA 3 5 - 3 6 9 Left Arm
1 Medium Laser lLA3 5 — 3 6 9 (16) (18]
1 Autocannon 20 RT 7 20 — 3 6 9
1 Small Laser H 1 3 — 1 2 3
Left Right
(20) Rear (5) (20)
Left Right
\ Torso Rear Torso Rear
p \\ / (4] (4)
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-yiss
: . (Oueriion)
Left Arm 1. Life Support Right Arm Left Torso (12) Right Torso (12) |
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20"
1-3 3. Lower Arm Actuator 4. Small Laser 1-3 3. Lower Arm Actuator o
4. Hand Actuator 5. Sensors 4. Hand Actuator o 29
5. Medium Laser 6. Life Support 5. Medium Laser o 28*
6. Roll Again 6. Roll Again o 27
1. Roll Again Center Torso 1. Roll Again Left °{ rigne [257
2. Roll Again ; E"Q!"E 2. Roll Again Arm o} Arm [35+
3. Roll Again - Engine 3. Roll Again (8) (8) G
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro oY
1. Gyro FiLight 50~
Left Torso 2. Engine Right Torso g =
1. Ammo (AC 20) 5 46, Engine 1. [Autocannon 20 18"
2. Ammo (AC 20) 5 ’ . 2. | Autocannon 20 -
. 5. Heat Sink 17
1-3 3. Roll Again 6. Rall Again 1-3 3. | Autocannon 10
4. Roll Again 4. | Autocannon 20 HEAT DATA 16
5. Roall Again " - 5. | Autocannon 20 15%
6. Roll Again Engine Hits 0O O 6. | Autocannon 20 Heat Heat Sinks: 14*
1. Roll Again Gyro H!ts oo 1. | Autocannon 20 Leggl* Shutdovl\frffems _13 13*
2. Roll Again Sensor Hits OO 2. | Autocannon 20 58  Ammo Exp. avoid on 8+ Single 12
4-g 3 RollAgain Life Support O 4-g 3- | Autocannon 20 56 Shutdown, avoidon 10+ QO 11
4. Roll Again 4. | Autocannon 20 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 AmmoExp.avoidon 6+ QO 9
22 Shutdown, avoid on 8+ (@) g*
20 -4 Movement Points 0O S5
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ Right Leg 18 Shutdown, avoidon 8+ O g
1. Hip fetr] fhs 1. Hip 17 +3 Modifier to Fire (@) 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\/Idovementlgomti)r O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 utdown, avoid on ©)
13 +2 Moadifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Heat Sink 5. Heat Sink +1 Modifi Fi 2
6. Heat Sink Damage Transfer " 1ot Sink S e o 7
\ : Diagram : PAN 5 -1 Movement Points p -

© 2010 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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T 1ILETETSIH

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso
(11)

Right Torso
(11

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: TBT-5N TREBUCHET Name:
Movement Points: Tonnage: 50 Gunnery Skill: _ Piloting Skill: _
Walking: 5 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3 141 5 | 6
Running: 8 Succession Consciousness#| 3 | 5 | 7 [10]| 11 |Dead
Jumping: 0 Wars J
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRBM15 LA 5 1/Msl B8 7 14 21
1 LBM15 RT 5 1/Msl 68 7 14 21
1 Medium Laser LA 3 5 — 3 6 9
2 Medium Laser RA 3 5 — 3 6 9
Center
(1 Rean 7] (19
Left Right
\ Torso Rear Torso Rear
5 5
p \\ / (5 (5]
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-yiss
. H Overflow
Left Arm 1. Life Support Right Arm Left Torso (12) Right Torso (12)
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20"
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator o
4. Hand Actuator 5. Sensors 4. Medium Laser o 29
5. ILRM 15 6. Life Support 5. Medium Laser o 28*
6. |LRM 15 6. Roll Again o 57
1. lLRM 15 Center Torso 1. Rol Again Left °{ rigne [257
2. Medium Laser ; Eng!ne 2. Roll Again Arm ot Arm [25%
3. Roll Again - Engine 3. Roll Again (8) (8) G
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 3. Gyro 6. Roll Again 22+
6. Gyro oY
1. Gyro Right 50~
Left Torso 2. Engine Right Torso ["fa?] 19"
1. Ammo (LRM 15) 8 46 , Eng- 1. [LRM 15 18"
. . gine
2. Roll Again . 2. |LRM 15 -
. 5. Roll Again 17
1-3 3. Roall Again 6. Rall Again 1-3 3. LLRM 15
4. Roll Again . 4. Ammo [LRM 15) 8 HEAT DATA 16
5. Roall Again " - 5. Roll Again 15%
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level  orects 10 T3
2. Roll Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoidon 10+ O 11
4. Roll Again 4. Roll Again 25 -5 Movement Points (@) 10
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22 Shutdown, avoid on 8+ ®) g*
20 -4 Movement Points 9] S5
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on B+ O 6
1. Hip A fos 1. Hip 17 +3 Modifier to Fire O 5
2 U Leqg A ° 15 -3 Movement Paints @)
. Upper Leg Actuator 2. Upper Leg Actuator Shutd id on 4+ a4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2ultﬂg;\ilfri1éf\églﬁr‘?g (@) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Aga@n Damage Transfer 5. Roall Aga!n 8 +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again ) L 5 -1 Movement Points p ;

© 2010 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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'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)

Left Torso

Right Torso

Overflow

D

Torso Rear
(4)

Heat

30*

29

28*

27

26

25*

24*

23*

22*

21

20*

197

18*

17*

16

15%

14

13*

12

11

107

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: DV-6M DERVISH Name:
Movement Points: Tonnage: 55 Gunnery Skill: ___ Piloting Skill: _
Walking: 5 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3 141 5 | 6
Running: 8 Star League Consciousness#| 3 | 5 | 7 [10]| 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM10 LT 4 1/Msl 8 7 14 21
1 LRM10 RT 4 1/Msl 6 7 14 21
1 Medium Laser LA 3 b5 - 3 6 9
1 Medium Laser RA 3 5 - 3 6 8
1 SRM2 LA 22/Msl — 3 6 9
1 SRM2 RA 22/Msl — 3 B 9 Center
Torso
Rear (4)
\ Torso Rear
y \ /
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM
Head Scale
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator oo
4. Medium Laser 5. Sensors 4. Medium Laser 88
5. SRM2 6. Life Support 5. SRM2 00
6. Ammo (SRM 2) 50 6. Ammo (SRM 2) 50 o9
1. Roll Again Center Torso 1. Roll Again o9
2. Roll Again ; E"Q!"E 2. Roll Again 00
3. Roll Again - Engine 3. Roll Again
464" Roll Again 1-3 3. Engine 464 Roll Again
5. Roll Again 4. Gyro 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro
1. Gyro
Left Torso 2. Enaine Right Torso
1. [LRM 10 46, 3 1. [LRM 10
2.|LRM 10 5. dump Jet 2. [LrRm 10
3. Ammo (LRM 10) 12 : ; 3. Ammo (LRM 10) 12
1-3 . 6. Roll Again 1-3 ;
4. Roll Again 4. Roll Again HEAT DATA
5. Roll Again - - 5. Roll Again
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks:
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 10
2. Roll Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single
4.6 8. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoidon 10+ QO
4. Roll Again 4. Roll Again 25 -5 Movement Points (@)
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ O
22 Shutdown, avoid on 8+ ®)
20 -4 Movement Points 9]
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on B+ O
1. Hip L7 i 1. Hip 17 +3 Modifier to Fire O
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\/Idovementlgomti)r @)
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2ultﬂg;\ilfri1éf\églﬁr‘?g (@)
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Jump Jet Damage Transfer 5. Jump Jet 8  +1 Modifier to Fire
. Jump Jet i 8. Jump Jet 5 -1 Movement Points
\ Diagram J \ /

(=] ) V] N Y

© 2010 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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/

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9] )
Left Torso Right Torso

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: DRG-1N DRAGON Name:
Movement Points: Tonnage: GO Gunnery Skill: ___ Piloting Skill: _
Walking: 5 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3 141 5 | 6
Running: 8 Star League Consciousness#| 3 | 5 | 7 [10]| 11 |Dead
Jumping: 0 J
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM10 CT 4 1/Msl B 7 14 21 4 -j,’ 4 / Right Arm
1 Autocannon 5 RA 1 5 3 B 12 18 ,ﬂ/"iﬁ A\ (14) (14)
1 Medium Laser LA 3 5 — 3 B 9 fmmi‘lﬂg'v
1 Medumlaser LT(RI3 5 — 3 6 O =y 7//I\
Left Right
e Center 9
teg Torso teg
(8) Rear (12) (8)
Left Right
\ Torso Rear Torso Rear
e (=] 8
p \\ / (8] (8)
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-yiss
_ . Head (Overfion)
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 20"
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
4. Medium Laser 5. Sensors 4. | Autocannon 5 29
5. Roll Again 6. Life Support 5. |Autocannon 5 28*
6. Roll Again 6. |Autocannon 5 27
1. Roll Again Center Torso 1. | Autocannon 5 Left Right [ 267
2. Roll Again ; E"Q!"E 2. Roll Again Arm 35 od Arm [25-
3. Roll Again - Engine 3. Roll Again (10) (10) -
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro oY
1. Gyrc_) ||:Eeﬁ§ FiLight 50"
Left Torso 2. Engine Right Torso (4) R K
1. Medium Laser (R) 4-6 a Engine 1. Ammo (AC 5) 20 18"
2. Ammo [LRM 10) 12 5 [LRM 10 2. Ammo [AC 5) 20 ==
1-3 3. Ammo (LRM 10]) 12 Bl I:LRM 10 1-3 3. Roll Again
"9 4. Roll Again . "9 4. Roll Again HEAT DATA 16
5. Roall Again " - 5. Roll Again 15%
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 10 13"
2. Roll Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4.6 3 Foll Again Life Support O 4.3 PolAgain 26 Shutdown, avoidon 10+ QO o
4. Roll Aga@n 4. Roll Aga@n o5 -5 Movement Points O 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+ O 9
22 Shutdown, avoid on 8+ ®) g*
20 -4 Movement Points 9] S5
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on B+ O 6
1. Hip A fos 1. Hip 17 +3 Modifier to Fire O 5
2 U Leqg A ° 15 -3 Movement Points @)
. Upper Leg Actuator 2. Upper Leg Actuator Shutd id on 4+ a4
3. Lower Leg Actuator 3. Lower Leg Actuator 14 utdown, avoid on (@)
13 +2 Moadifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
s ol T S AN f
\ . g Diagram . g PAN 5 -1 Movement Points ) -
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) T

T 1ILETETSIH

/

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

(14)

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: GKD-4G QUICKDRAW Name:
Movement Points: Tonnage: GO Gunnery Skill: ___ Piloting Skill: _
Walking: 5 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3 141 5 | 6
Running: 8 Star League Consciousness#| 3 | 5 | 7 [10]| 11 |Dead
Jumping: 5 J
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM10 LT 4 1/Msl 8 7 14 21 Right Arm
1 SRM4 CT 32/Msl — 3 6 8
1 Medium Laser LA 3 5 — 3 6 9
1 Medium Laser RA 3 5 - 3 6 8
2  Medium Laser RT (R) 3 5 - 3 6 89
Center
(1] Rear (0 (1]
\ Torso Rear Torso Rear
7 7
p \\ / _ (7] (7]
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-yiss
_ . Head (Overfion)
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 20"
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. Medium Laser 6. Life Support 5. Medium Laser 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again Left Right [267
2. Roll Again ; E"Q!"E 2. Roll Again Arm 35 od Arm [25-
3. Roll Again - Engine 3. Roll Again (10) (10) =
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro oY
1. Gyro Il:Eﬁ: Right 50~
- . e
Left Torso 2. Engine Right Torso i v S ET-4
3. Engine (14 (14)
1. Jump Jet 4-6 4. Enagi 1. Jump Jet 18*
. gine
2. Jump Jet 5. Jump Jet 2. Jump Jet T
1-3 3. |LRM 10 Bl SRM 4 1-3 3. Medium Laser (R)
"9 4. |LRM 10 . "9 4. Medium Laser [R) HEAT DATA 16
5. Ammo (LRM 10) 12 - - 5. Ammo [SRM 4) 25 15
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 13 13"
2. Roll Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-g 3 RollAgain Life Support O 4-6 3 FollAgain 26 Shutdown, avoid on 10+ QO o
4. Roll Again 4. Roll Again 25 -5 Movement Points e]e) 10
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire o0
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ o g*
20 -4 Movement Points 8 S5
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ Right Leg 18 Shutdown, avoidon 6+ ) g
1. Hip gome Dok 1. Hip 17 +3 Modifier to Fire O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\/Idovementlgomti)r e) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2ultﬂg;\ilfri1éf\églﬁr‘?g (@) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g' EO:: ﬁga?n Damage Transfer g EO:: ﬁga!n 8 +1 Modifier to Fire f
- moltAgain i - moltAgain 5 -1 Movement Points
Diagram
\ 9 / \ / )
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) T

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

ILETETI-

/

'MECH RECORD SHEET

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: CPLT-C1 CATAPULT Name:
Movement Points: Tonnage: 65 Gunnery Skill: ___ Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3 141 5 | 6
Running: 6 Star League Consciousness#| 3 | 5 | 7 [10]| 11 |Dead
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM15 RA 5 1/Msl B 7 14 21 Right Arm
1 LRM15 LA 5 1/Msl 6 7 14 21
2 Medium Laser CT 3 5 — 3 6 9
1 Medium Laser LT 3 5 - 3 6 9
1 Medium Laser RT 3 5 - 3 B 8
Center
(18) Torso (18)
Rear (11)
Left Right
\ Torso Rear Torso Rear
\ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE Head INTERNAL STRUCTURE DIAGRAM Zr ¥
. : (Oueriion)
Left Arm 1. Life Support Right Arm Right Torso (15)
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. | LRM 15 4. Heat Sink 1-3 3. |LRM 15
4.|LRM 15 5. Sensors 4. |LRM 15 29
5. LLRM 15 6. Life Support 5. LLRM 15 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again Right [267
2. Roll Again ; E"Q!"E 2. Roll Again Arm [25+
3. Roll Again - Ehgine 3. Roll Again (10) T
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 3. Gyro 6. Roll Again 22
6. Gyro
_ 21
1. Gyro Right 50~
Left Torso 2. Engine Right Torso Leg 19"
3. Engine (19)
1. Jump Jet 4-6 4. Engine 1. Jump Jet 18*
2. Jump Jet ’ 9 2. Jump Jet
5. Medium Laser ' 17*
1-3 3. Medum Laser 6. Medium Laser 1-3 3. Medium Laser
4. Ammo [LRM 15) 8 4. Ammo [LRM 15) 8 HEAT DATA 16
5. Roall Again " - 5. Roll Again 15%
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level  orects 15 T3
2. Roll Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ QQO 11
4. Roll Again 4. Roll Again 25 -5 Movement Points OO0 10
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire o0
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ o0 g*
20 -4 Movement Points 80 =
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ Right Leg 18 Shutdown, avoidon 6+ () g
1. Hip gome Dok 1. Hip 17 +3 Modifier to Fire O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\/Idovementlgomti)r O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2ultﬂg;\ilfri1éf\églﬁr‘?g O 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Heat Sink D T £ 5. Heat Sink 3 +1 Modifier to Fire 2
6. Heat Sink amage 'ransier g, Heat Sink 5 -1 Movement Points 1
\ Diagram J \L / 5
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Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



ﬁM
ARMOR DIAGRAM

I I | ] n Head (9
Left Torso ead (9) Right Torso
1 1 1 o
1 [ — -

/

'MECH RECORD SHEET

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: JMB-S JAGERMECH Name:
Movement Points: Tonnage: 65 Gunnery Skill: _ Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3 141 5 | 6
Running: 6 Star League Consciousness#| 3 | 5 | 7 [10]| 11 |Dead
Jumping: 0 J
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Autocannon 5 RA 1 5 3 6 12 18
1 Autocannon 5 LA 1 5 3 6 12 18
1 Autocannon 2 RA 1 2 4 8 16 24
1 Autocannon 2 LA 1 2 4 8 16 24
1 Medium Laser RT 3 5 - 3 6 9
1 Medium Laser tT 3 5 — 3 6 9 Cerar
Torso
Rear (5)
o O
o
Left [eXNe) Right
\ Torso Rear Torso Rear
\ / , ] (3) (3)
/ \ - _ Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-yiss
. H (Oueriion)
Left Arm 1. Life Support Right Arm Right Torso (15)
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. |Autocannon 5 4. Roll Again 1-3 3. | Autocannon 5
4. | Autocannon 5 5. Sensors 4. | Autocannon 5 29
5. |Autocannon 5 6. Life Support 5. | Autocannon 5 28*
6. |Autocannon 5 6. [ Autocannon 5 27
1. Autocannon 2 Cenper Torso 1. Autocannon 2 Right | 26*
2. Roll Again ; E"Q!"E 2. Roll Again Arm [25+
3. Roll Again - Ehgine 3. Roll Again (10) T
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 3. Gyro 6. Roll Again 22
6. Gyro
_ 21
1. Gyro Right 50~
Left Torso 2. Engine Right Torso Leg 19"
. 3. Engine . (15)
1. Medium Laser 4-6 4. Engine 1. Medium Laser 18*
2. Ammo (AC 5) 20 5 Ammo (AC 2) 45 2. Ammo (AC 5) 20 17"
13 3. Roll Again 6 Rol Again 13 3. Roll Again
"9 4. Roll Again . "9 4. Roll Again HEAT DATA 16
5. Roall Again " - 5. Roll Again 15%
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again S Gyro :!ts oo 1. Roll Again Level” o ects S_" 0| 13"
2. Roll Again Sensor Hits (o] o) 2. Roll Again 8 AmmoExp. avoidon 8+ e 15
4-6 3. Boll 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 (@) 10
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22 Shutdown, avoid on 8+ ®) g*
20 -4 Movement Points 9] S5
_ . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[Hr '[ nght Leg 18 Shutdown, avoid on B+ O 6
1. Hip L7 i 1. Hip 17 +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\/Idovementlgomti)r @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2ultﬂg;\ilfri1éf\églﬁr‘?g (@) 3
4. Foot Actuator 4. Foot Actuator _ :
. . 10 -2 Movement Points >
5. Rall Aga!n Damage Transfer 5. Roll Aga!n 3 +1 Modifier to Fire
6. Roll Again Digagr‘am 6. Roll Again 5 -1 Movement Points 1
\ / \ / )
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ﬁM
ARMOR DIAGRAM

I I [ ] n Head (9
B I I I F I F I-I Left Torso sad 9] Right Torso
] [~ —3 =

/

'MECH RECORD SHEET

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: GHR-5H GRASSHOPPER Name:
Movement Points: Tonnage: 70 Gunnery Skill: ___ Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3 141 5 | 6
Running: 6 Succession Consciousness#| 3 | 5 | 7 [10]| 11 |Dead
Jumping: 4 Wars J
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser CT 8 8 — 5 10 15 Right Arm
1 Medium Laser LT 3 5 - 3 B 89
1 Medium Laser RA 3 5 — 3 6 9
1 Medium Laser LA 3 5 - 3 6 9
1 Medium Laser RT 3 5 - 3 B 8
1 LRM5 H 21/Msl 8 7 14 21 Center
(26) Torso (26)
Rear (13)
Left Right
\ Torso Rear Torso Rear
\ / (10) (10)
/ \ - Heat
CRITICAL HIT TABLE Head INTERNAL STRUCTURE DIAGRAM Zr ¥
. H Overflow
Left Arm 1. Life Support Right Arm Right Torso (15)
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 20"
1-3 3. Lower Arm Actuator 4. LRM5 1-3 3. Lower Arm Actuator °
4. Hand Actuator 5. Sensors 4. Hand Actuator o 29
5. Heat Sink 6. Life Support 5. Heat Sink o 28*
6. Medium Laser 6. Medium Laser g 27
1. Roll Again Center Torso 1. Roll Again o right [25"
2. Roll Again ; E"Q!"E 2. Roll Again °! arm [Bo+
3. Roll Again - Engine 3. Roll Again 1M =
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro oY
1. Gyro Right 50~
Left Torso 2. Engine Right Torso Leg o
. 3. Engine . (13)
1. Heat Sink 4-6 4. Enagi 1. Heat Sink 18*
. . gine .
2. Heat Sink 2. Heat Sink -
. 5. |Large Laser . 17
3. Heat Sink 3. Heat Sink
1-3 . 6. |Large Laser 1-3 ! 16
4. Heat Sink 4. Heat Sink HEAT DATA
5. Heat Sink - - 5. Medium Laser 15%
6. Medium Laser Engine Hits OO O 6. Ammo (LRM 5) 24 Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 22 13"
2. Roll Again S_ensor' Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4.g 3- Poll Again Life Support O 4-g 3 PollAgain 26 Shutdown, avoid on 10+ QOO T
4. Roll Again 4. Roll Again 25 -5MovementPoints QOO 10
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire o0
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 00 9
22 Shutdown, avoid on 8+ g*
20 -4 Movement Points 88 S5
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLV T Right Leg 18 Shutdown, avaidon 6+ (9() g
1. Hip L7 i 1. Hip 17 +3 Modifier to Fire [e]e) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\/Idovementlgomti)r [eo]e) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2ultﬂg;\ilfri1éf\églﬁr‘?g (@]®) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Jump Jet Damage Transfer 5. Jump Jet 8 +1 Modifier to Fire 2
. Jump Jet ; 8. Jump Jet 5 -1 Movement Points 1
\ Diagram J \L / 5
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) T

T 1ILETETSIH

/

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

Right Arm

(24)

Right

Torso Rear

(10)

Heat

Overflow

D
30*
29

28*
27

26
25*

24*
23*
22
21

20*
19
18*
17*
16

15*
14*
13*
12

11

10*

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: AWS-8Q AWESOME Name:
Movement Points: Tonnage: 80 Gunnery Skill: __ Piloting Skill: _
Walking: 3 Tech Base: Inner Sphere HtsTaken[]1 12 1 3 |1 4 | 5
Running: 5 Star League Consciousness#| 3 | 5 | 7 [10]| 11 |Dead
Jumping: 0 J
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPC RA 10 10 3 B 12 18 L’ Left Arm
1 PPC RT 10 10 3 6 12 18 Wﬂf (24)
L
1  PPC LT 170 10 3 6 12 18 Z ;
1 Small Laser H 1 3 — 1 2 3 7/
Z 28N
Left
Leg Center
Torso
Rear (19)
\ Torz[;/(leF]%ear‘
/ \\ / .
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-yiss
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator
1-3 3. Lower Arm Actuator 4. Small Laser 1-3 3. Lower Arm Actuator
4. Hand Actuator 5. Sensors 4. Heat Sink
5. Roll Again 6. Life Support 5. Heat Sink
6. Roll Again 6. Heat Sink
1. Roll Again Center Torso 1. Heat Sink
2. Roll Again ; E"Q!“E 2. Heat Sink
3. Roll Again - Engine 3. [PPC
464" Roll Again 1-3 3. Engine 4-63 | prc
; 4. Gyro
5. Roll Again - Lyl 5. LPPC
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro
1. Gyro
Left Torso 2. Enaine Right Torso
1. Heat Sink 46, 3 1. Heat Sink
- . gine .
2. Heat Sink - 2. Heat Sink
- 5. Heat Sink -
3. Heat Sink . 3. Heat Sink
1-3 4. ['PPC 6. Heat Sink 1-3 2. [PPC
S. | PPC — 5. | PPC HEAT DATA
& | PP Engine Hits OO O 6. LPPC Heat Heat Sinks:
1. Heat Sink Gyro H!ts (o] o) 1. Roll Again Leggl* Shutdovl\frffems _23
2. Heat Sink Sensor Hits OO 2. Roll Again 8 AmmoExp. avoidon 8+ o9
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ o000
4. Roll Again 4. Roll Again 25 -5MovementPoints QOO
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire o000
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+
22 Shutdown, avoid on 8+ 000
20 -4 Movement Points 888
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HVS'[ nght Leg 18 Shutdown, avaidon 6+ QOO
1. Hip ga'!-e Y 1. Hip 17 +3 Modifier to Fire O00
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\/Idovementlgomti)r [eo]e)
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2ultﬂg;\ilfri1éf\églFir‘?g (@]®)
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Heat Sink 5. Heat Sink +1 Modifi Fi
6. Heat Sink Damage Transfer " 1ot Sink S e o
\ : Diagram : PAN 5 -1 Movement Points p

(=] ) V] N Y
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T 1ILETETSIH

/

'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

(18]

/ \ /4 \ S
'MECH DATA WARRIOR DATA o
O
Type: ZEU-6S ZEUS Name: o g
Movement Points: Tonnage: 80 Gunnery Skill: __ Piloting Skill: _ © o
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3 141 5 | 6 8 (@)
Running: 6 Star League Consciousness#| 3 | 5 | 7 |10/ 11 |Dead| o O
Jumping: 0 J o (@)
O
Weapons & Equipment Inventory (hexes) © 5
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LT 8 8 — 5 10 15 l Right Arm
1 LRM15 RA 5 1/Msl B 7 14 21 o (22)
1 Medium Laser LT(R) 3 5 — 3 6 9 = {
1 Medium Laser CT 3 5 - 3 6 9 f
1 Autocannon 5 LA 1 5 3 6 12 18 Left Right
— Center
qE. Leg T Leg
~ (24) orso (24)
W | Rear (9)
AN \
=
{
Left Right
\ 7 0 4 Tors[%;:%ear‘ Tors[c()a;:%ear
4 \ /T
Lo Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-yiss
. =
Left Arm 1. Life Support Right Arm drerton
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
"9 4. [ Autocannon 5 5. Sensors Y4 [LRM 15 29
5. | Autocannon 5 6. Life Support 5. |LRM 15 28*
6. | Autocannon 5 6. |[LRM 15 27
1. | Autocannon 5 Cenper Torso 1. Roll Again 26
2. Ammo (AC 5) 20 ; E"Q!"E 2. Roll Again 25+
3. Roll Again - Engine 3. Roll Again =
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 3. Gyro 6. Roll Again 22
6. Gyro
21
1. Gyro 20"
Left Torso 2. Enaine Right Torso 19"
1. I:Il:arge Laser 46 Engine 1. Ammo [LRM 15) 8 e
2. | Large Laser ’ - 2. Roll Again =
3 Medium L R 5. Heat Sink 3. Roll Agai 17
1-3 5 edium Laser (R) 6. Medium Laser 1-3 2 Doragan 16
4. Roll Again 4. Roll Again HEAT DATA
5. Roall Again " - 5. Roll Again 15%
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level  orects 17 T3
2. Roll Again S_ensor' Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoidon 10+  QQ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o]0 10
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire 00
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ 00 g*
20 -4 Movement Points 88 =
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ Right Leg 18 Shutdown, avaidon 6+ (30 g
1. Hip L7 i 1. Hip 17 +3 Modifier to Fire O 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\/Idovementlgomti)r O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2ultﬂg;\ilfri1éf\églﬁr‘?g O 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Heat Sink D T £ 5. Heat Sink 3 +1 Modifier to Fire 2
6. Heat Sink amage 'ransier g, Heat Sink 5 -1 Movement Points 1
\ Diagram J \L / 5
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ﬁM
ARMOR DIAGRAM

I I | ] n Head (9
Left Torso ead (9) Right Torso
11 1 -
] [ — S

/

'MECH RECORD SHEET

/ \ /4 \ S
'MECH DATA WARRIOR DATA
Type: CP-10-Z CYCLOPS Name:
Movement Points: Tonnage: 90 Gunnery Skill: ___ Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3 141 5 | 6
Running: 6 Star League Consciousness#| 3 | 5 | 7 [10]| 11 |Dead
Jumping: 0 J
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Autocannon 20 RT 7 20 — 3 6 9 Right Arm
1 LRM10 LT 4 1/Msl 8 7 14 21
1 Medium Laser RA 3 5 - 3 6 9
1 Medium Laser LA 3 5 — 3 6 9
1 SRM4 CT 32/Msl — 3 6 9 0,
1 . " Center
1 2 g i5 (17) Torso (17)
%“f/?;ﬁ Rear (11)
G A
S
Left Right
\ ¥ 5 y Torso Rear Torso Rear
\ / Ul ® ®
/ \ 7 g Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-yiss
. H Overflow
Left Arm 1. Life Support Right Arm Right Torso (19)
1. Shoulder 2. Sensors 1. Shoulder —
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
4. Hand Actuator 5. Sensors 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. Medium Laser 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again Right [267
2. Roll Again ; E"Q!"E 2. Roll Again Arm [Z5*
3. Roll Again - Engine 3. Roll Again (15) =
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro
_ 21
1. Gyro Right 50~
Left Torso g E:g::: Right Torso ["fgl o
1. [LRM 10 46 Engine 1. [Autocannon 20 o
2. | LRM 10 ’ 2. | Autocannon 20 =
3. Ammo (AC 20) 5 5. SRM4 3. | Autocannon 20 17
1-34 Ammo (AC 20)5 6. Ammo (SRM 4) 25 1-3 4. | Autocannon 20 HE AT DATA 16
5. Ammo (LRM 10) 12 . . 5. | Autocannon 20 15*
6. Roll Again Engine Hits 0O O 6. | Autocannon 20 Heat Heat Sinks: 14*
1. Roll Again Gyro H!ts oo 1. | Autocannon 20 Leggl* Shutdovl\frffems _1 2 13*
2. Roll Again S.enSOT‘ Hits OO 2. | Autocannon 20 58  Ammo Exp. avoid on 8+ Single 12
4-6 3. Roll Again Life Support O 4-6 3. | Autocannon 20 26 Shutdown, avoid on 10+ QO =
4. Roll Again 4. | Autocannon 20 o5 -5 Movement Points le]e) -
5. Roll Again 5. Ammo (AC 20) 5 24  +4 Modifier to Fire o} 10
6. Roall Again 6. Ammo (AC 20) 5 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ o g*
20 -4 Movement Points 8 S5
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLV T Right Leg 18 Shutdown, avoidon 6+ () g
1. Hip gome Dok 1. Hip 17 +3 Modifier to Fire ) 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\/Idovementlgomti)r O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2ultﬂg;\ilfri1éf\églﬁr‘?g O 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Rl Agan Damage Transfer ¢ 10y, %0 § ] Nodiier o Fre :
\ : Diagram : PAN 5 -1 Movement Points p -

© 2010 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.
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ARMOR DIAGRAM
Head (9)

Left Torso Right Torso

O O
'MECH RECORD SHEET 80 o%
e or DATA N / S O S
'MECH DATA WARRIOR DATA S0 0%
O O
Type: BNC-3E BANSHEE Name: 80 08
Movement Points: Tonnage: 95 Gunnery Skill: _ Piloting Skill: _ O O @) O
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3 141 5 | 6 08 80
Running: 6 Star League Consciousness#| 3 | 5 | 7 110111 [Dead 80 O%
Jumping: O / @) @)
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPC RT 170 10 3 6 12 18 Left Arm Right Arm
1 Autocannon 5 LT 1 5 3 6 12 18
1 Small Laser H 1 3 — 1 2 3
Left Right
(26) Rear (17) (26)
Left Right
\ Torso Rear Torso Rear
10 10
p \\ / (10) (10)
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-yiss
. =
Left Arm 1. Life Support Right Arm drerton
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Small Laser 1-3 3. Lower Arm Actuator
4. Hand Actuator 5. Sensors 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 567
2. Roll Again ; E"Q!"E 2. Roll Again o5%
3. Roll Again - Engine 3. Roll Again G
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro
21
1. Gyro 20"
Left Torso 2. Enaine Right Torso 19"
1. | Autocannon 5 4-6 4' Eng' 1. [PPC 18*
. gine
2. | Autocannon 5 ’ 2. | PPC -
5. Roll Again 17
1-3 3. | Autocannon 5 6. Roll Again 1-3 3. LPPC
4. | Autocannon 5 4. Roll Again HEAT DATA 16
5. Ammo (AC 5) 20 - - 5. Roll Again 15*
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 16 13"
2. Roll Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-g 3 RollAgain Life Support O 4-6 3 PollAgain 26 Shutdown, avoid on 10+ QO o
4. Roll Again 4. Roll Again 25 -5 Movement Points OO0 10
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire o0
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ o0 g*
20 -4 Movement Points 88 S5
_ . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ Right Leg 18 Shutdown, avoidon 6+ () g
1. Hip L7 i 1. Hip 17 +3 Modifier to Fire O 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
14  Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifier to Fire O 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Again 5. Heat Sink +1 Modifi Fi 2
6. Roll Again Damage Transfer  g" o\ 'acqin E e 7
\ : Diagram : PAN 5 -1 Movement Points p -
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) T

T 1ILETETSIH

/

'MECH RECORD SHEET

ARMOR DIAGRAM
Head (9)

Left Torso Right Torso

00
/% \ /4 \ S 99
MECH DATA WARRIOR DATA 88
Type: AS7-D ATLAS Name: 80
Movement Points: Tonnage: 100 Gunnery Skill: __ Piloting Skill: _ OO
Walking: 3 Tech Base: Inner Sphere HtsTaken[ 1 |2 | 3 1415 ] 6 O
Running: 5 Star League Consciousness#| 3 | 5 | 7 |10] 11 |Dead| O
Jumping: 0 J
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Autocannon 20 RT 7 20 — 3 6 9 Right Arm
1 LRM20 LT 6 1/Msl 8 7 14 21 (34)
2  Medium Laser CTR)3 5 - 3 6 9
1 Medium Laser RA 3 5 - 3 6 8
1 Medium Laser LA 3 5 - 3 6 8 Left Right
1 SRMB LT 42/Msl — 3 6 9 Leg Center Leg
(41) Torso (41)
Rear (14)
\ Torso Rear Torso Rear
10 10
p \\ / (10) (10)
EEe— Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-yiss
. AT
Left Arm 1. Life Support Right Arm prertor
1. Shoulder 2. Sensors 1. Shoulder -
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
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 Center Torso 1. Roll Again 567
2. Roll Again ; E"Q!“E 2. Roll Again o5%
3. Roll Again - Engine 3. Roll Again G
464 Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro
21
1. Gyro 20"
Left Torso g E:g::: Right Torso 19"
1. Single Heat Sink 4-6 4' Engine 1. [Autocannon 20 18*
2. [LRM 20 v 2. | Autocannon 20
5. Medium Laser (R) 17*
3. | LRM 20 . 3. | Autocannon 20
1-3 6. Medium Laser (R) 1-3 16
4. | LRM 20 4. | Autocannon 20 HEAT DATA
5. | LRM 20 - - 5. | Autocannon 20 15%
6. | LRM 20 Engine Hits 0O O 6. | Autocannon 20 Heat Heat Sinks: 14*
1. I:SRM 6 Gyro H!ts oo 1. | Autocannon 20 Leggl* Shutdovl\frffems _20 13*
2.|SRM 6 S_ensor‘ Hits OO 2. [ Autocannon 20 D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Ammo (LRM 20) 6 Life Support (o] 4-6 3. | Autocannon 20 26 Shutdown, avoidon 10+ QQ 1
4. Ammo (LRM 20) 6 4. | Autocannon 20 o5 -5 Movement Points 00 -
5. Ammo (SRM 6) 15 5. Ammo(AC20)5 54 +4 Modifier to Fire 30 10
6. Roall Again 6. Ammo(AC20)5 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ o0 g*
20 -4 Movement Points 88 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HLVS'[ Right Leg 18 Shutdown, avoidon 6+ (90 g
1. Hip gome Dok 1. Hip 17 +3 Modifier to Fire o]0 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\govementlsomt‘sl)r [o]e) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +EUIE/IS¢\:,I\iIfri1éS\$IFir‘?g (e]®) 2
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Heat Sink D T £ 5. Heat Sink 3 +1 Modifier to Fire 2
6. Heat Sink amage 'ransier g, Heat Sink 5 -1 Movement Points 1
\ Diagram J \L / 5
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