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MECH DATA 
Type: LCT-1V LOCUST 
Tonnage: 20 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 8 
Running: 12 
Jumping: 0 

WEAPONSINVENTORV 
# . Type LQL 
1 MEDIUM LASER CT 
1 MACHINE GUN RA 
1 MACHINE GUN LA 

AMMO:
 
Auto Cannon Rounds: ~
 
M.G. Rounds: 200 
S.R.M. Packs -- ­

Missiles per pack. ­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram	 Name: 

Gunnery Skill: _ _ 
Piloting Skill: __Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken: (Consciousness Number) 

1sI 2nd 3rd 4th 5th 6th1.	 Shoulder Head 1. Shoulder (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator
 

MG 1. Life Support
 1 3.	 1 3. MG HEAT SCALE 2.	 Sensors 4. f>:;;~ ;.\~,.; :::~':4. 
5. F~·:); .... :~ .. :~~.: 3. Cockpit 5. f~~:;H ;\Q:'.~k:	 30 SHUTDOWN 

4. r~~.~~l ::':.:).:.~: :'~	 296.	 6. h·\: ..,,,,:.)-c."·' 
5.	 Sensors 28 Ammo Explosion, avoid on 8+

1.	 1. C"""',: ..'"'}.,.",6.	 Life Support 
2. 2. I:·,.>,' ".,.".'''>''	 27 

26 Shutdown, avoid on 10+23. ::~ :~~: .:.:{::": T	 2 3. f':(:,' '"-J:,''': 
4.	 ~:;c!: .:\.}.::::~~ Center Torso 4. H<)~; i\~'Fli:""; 25 -5 Movement Points 

5. 5. P::.,; ,\.;,.;,':>'	 24 +4 Modifier to Fire 
1.	 Engine6.	 i<" ;\;.,,'.;'1" 6. ;~:k:;; ,:\q.;.::{~ 23 Ammo Explosion, avoid on 6+
2.	 Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5.	 Gyro1.	 Heat Sink 1. Heat Sink 
19 Ammo Explosion, avoid on 4+6.	 Gyro2.	 2. H,::; .~·<j.~l~:·l 
18 Shutdown, avoid on 6+1 3. F:..,; hy>: 1. Gyro	 1 3. 17 +3 Modifier to Fire4.	 2. Engine 4. 

5. 23. Engine 5.	 16 

6.	 r·:c: /':F" , 4. Engine ~:: ." . 15 -3 Movement Points 6. 
5.	 Medium Laser 14 Shutdown, avoid on 4+

1.	 1. "L" ::\;r:,;:"
6.	 MG Ammo 13 +2 Modifier to Fire 2.	 2. ~ .. ;: /.(-:.:".";:,< 

2 3.	 2 3. 12 
Engine Hits 000	 114.	 h·:.'·, "e?',': 4.

Gyro Hits 005.	 5. 10 -2 Movement Points
 
~ :': ,:' Sensor Hits 00
6.	 6. "'c', /\.;r:I;'·1 09
 

08 +1 Modifier to Fire

Left Leg	 Right Leg 07 

1.	 Hip 1. Hip 
06 
05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 

3.	 Lower Leg Actuator 3. Lower Leg Actuator 04 
034.	 Foot Actuator 4. Foot Actuator 

5.	 Heat Sink 5. Heat Sink 02 

6.	 Hc", "'U··>'·' 6. P,..,:! -'\1').>' 01
 
00
 

BAlTLETECH Is a registered trademark of FASA Corporation. Copyright 1987. Pemnlssion to photocopy for personnel use. 



MECH DATA ~~~~:.ATTI_ETECH0 Type: WSP-1A WASP 

ARMOR DIAGRAM 
Tonnage: 20 TONS 
Movement Points: 

Walking: 6 
Running: 9 
Jumping: 6 

WEAPONS INVENTORY 
# Type Loc. 
1 MEDIUM LASER RA 
1 SRM 2 LL 

AMMO: 
Auto Cannon Rounds:­
M.G. Rounds: ---­
S.R.M. Packs 50 

Missiles per pack. _ 2 
L.R.M. Packs ---­

Missiles per pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name: 

Gunnery Skill: _ 

Left Arm CRITICAL HIT TABLE Right Arm Piloting Skill: 
Hits Taken: (Consciousness Number) 

1. Shoulder 
2. Upper Arm Actuator 

1 3. Lower Arm Actuator 
4. Hand Actuator 

1. Life Support 
2. Sensors 

Head 1. Shoulder 
2. Upper Arm Actuator 

1 3. Lower Arm Actuator 
4. Hand Actuator 

1st 
(3) 

2nd 3rd 4th 5th 6th 
(5) (7) (10) (11) (Dead) 

HEAT SCALE 

5. R~)H A~Jdi:: 3. Cockpit 5. Medium Laser 30 SHUTDOWN 

6. M(..\H ,,'\qai;: 4. FteJ Ag<-:;:n 6. Hcl' ;\']d"I, 29 

1. Ho!! (\cH,I"· 

2. H()H AGaJ:: 
2 3. Roil A[.).II" 

4. Fk~H AqHV' Center Torso 

5. Sensors 
6. Life Support 1. FL::H J\C:;:k1i1"' 

2. Hc~H It'~l<1~t~ 

2 3. nG'! ,t,QC'Jif1 
4. Rc)!! ;..'\ga::'j 

28 

27 
26 

25 

Ammo Explosion. avoid on 8+ 

Shutdown, avoid on 10+ 

-5 Movement Points 

Left Torso 
1. SRM Ammo 
2. Heat Sink 

1 3. Heat Sink 
4. Heat Sink 
5. Jump Jet 
6. Rol: Aq<i;.II' 

5. ~:k,~j; ADd!:: 
6. noii /\(18.1(: 

1. Engine 
2. Engine 

1 3. Engine 
4. Gyro 
5. Gyro 
6. Gyro 

1. Gyro 
2. Engine 

23. Engine 
4. Engine 

Right Torso 
1. Heat Sink 
2. Heat Sink 

1 3. Heat Sink 
4. Jump Jet 
5. H.i~!i (>"pir 
6. .Hclj /\O<::':P 

5. H0ii i\~)a:n 

6. >un j,,~1,i' '1 

24 

23 

22 

21 
I20 

19 

18 

17 

16 

15 

+4 Modifier to Fire 

Ammo Explosion. avoid on 6+ 

Shutdown, avoid on 8+ 

-4 Movement Points 

Ammo Explosion, avoid on 4+ 

Shutdown, avoid on 6+ 

+3 Modifier to Fire 

-3 Movement Points 

1. Hol~ ;:\~Flir; 

2. PCl' A9'-'''' 
2 3. non /~qz.;;if: 

4. Ri)ii Aoajr: 
5. 1"'01' 1\9':'11, 
6. H<:li i\(pin 

Engine Hits 000 
Gyro Hits 00 

sensor Hits 00 

5. Jump Jet 
6. Jump Jet 

1. Ron ,l'~:lai!": 
2. Ho~i ,h<J,jl:": 

2 3. Ho:! AFHn 
4. hc,H Ag<1;:: 
5. Roil ,:>'g:.-1I(: 
6. Hon t:\g~H(: 

14 

13 

12 

11 

10 

09 

Shutdown, avoid on 4+ 

+2 Modifier to Fire 

-2 Movement Points 

I08 +1 Modifier to Fire 
Left Leg Right Leg 07 

1. Hip 
2. Upper Leg Actuator 
3. Lower Leg Actuator 
4. Foot Actuator 

1. Hip 
2. Upper Leg Actuator 
3. Lower Leg Actuator 
4. Foot Actuator 

06 
05 

04 

03 

-1 Movement Point 

5. SRM-2 5. Jump Jet 02 

6. Jump Jet 6. Roil AG~~jn 01 

00 
BATILETECH Is a registered tradem8lk or FASA Corporation. Copyright 1987. Pemnlsslon to photocopy for personnaJ use. 



MECH DATA ~~~~:.ATTI.ETECHG Type: STG-3R STINGER 
Tonnage: 20 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 6 • 
Running: 9 
Jumping: 6 

WEAPONS INVENTORY 
# Type L~
 

1 MEDIUM LASER RA
 
1 MACHINE GUN RA
 
1 MACHINE GUN LA
 

AMMO:
 
Auto Cannon Rounds:­
M.G. Rounds: 200 
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram	 Name: "" _ 

Gunnery Skill. _ 
Piloting Skill: __. _

Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (ConSCIousness Number)
 

1sI 2nd 3rd 4th 5th 6th
1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1. Life Support 1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE 
4.	 2. SensorsHand Actuator	 4. Hand Actuator 

3. Cockpit	 30 SHUTDOWN5. MG	 5. Medium Laser 
6. Hi)!! /'.,gHI:: 4. Rc!! j.\q~:},:(; 6. MG	 29 

5. Sensors	 28 Ammo Explosion. avoid on 8+
1. HO;i /"~kU~"	 1. HDn A~d: ~i6. Life Support	 272.	 Fi,~~l Aqdn': 2. HoH /~Qa~n
 

26 Shutdown, avoid on 10+
2 3. qoH /~f~FH:~	 2 3. f.:;GH /\'g':.:l:i! 

4. Ho~! P·::k~Jr· Center Torso 4. Rr)l! /'S'd"l	 25 -5 Movement Points 

5. Hc\1! .t,;fF1!:: 5. RoH Auain	 24 +4 Modifier to Fire 
1. Engine6. RoH ivpn 6. fiGli t-::\F'l:(t	 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. Heat Sink	 1. Heat Sink 19 Ammo Explosion, avoid on 4+6. Gyro2. Heat Sink	 2. Heat Sink 
18 Shutdown. avoid on 6+1 3. Heat Sink 1. Gyro	 1 3. Heat Sink 
17 +3 Modifier to Fire4. Jump Jet 2. Engine	 4. Jump Jet 

5. Jump Jet 23. Engine 5. Jump Jet	 16 

6. Jump Jet 6. Jump Jet	 15 -3 Movement Points 4. Engine 
5. MG Ammo	 14 Shutdown. avoid on 4+ 20

1. Hoii j\F)I:~	 1. Pull AS}:"I!',
6. nuH AGain	 13 +2 Modifier to Fire 2. Holi /ICk\I",	 2. MGr !\!J,~.:f~ 

2 3. H0!l Again	 2 3. [<,)L Ag;,lr, 12
IEngine Hits 000	 114. Roil /\[.)01:':	 4. F;CI' F{j",n

Gyro Hits 005.	 HQII i\gay, 5. F~0;j /\~F;.:n 10 -2 Movement Points
 
Sensor Hits 00
6.	 Hail Agal:: 6. Ron ~\q~:!r: 09
 

08 +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

06
1. Hip	 1. Hip 

05 -1 Movement Point 2. Upper Leg Actuator	 2. Upper Leg Actuator 
3. Lower Leg Actuator 3. Lower Leg Actuator	 04 

034. Foot Actuator	 4. Foot Actuator 
5. Roll Agd'" 5. Roil ,t.<:1aH'	 02 

6.	 noli AQJ!" 6. R<:"I Agw'" 01
 

00
 
BATT1.ETECH Is a registered trademllJ1< of FASA Corporatlon. Copyright 1987. Pemnlsslon to photocopy for personnaJ use. 



MECH DATA 
Type: COM-2D COMMANDO 
Tonnage: 25 TONS 

ARMOR DIAGRAM Movement Points: 
Walking: 6 
Running: 9 
Jumping: 0 

WEAPONS INVENTORY 
# Type Loc. 
1 SRM 6 CT 
1 SRM 4 RA 
1 MEDIUM LASER LA 

AMMO:
 
Auto Cannon Rounds:­

M.G. Rounds: --- ­
S.R.M. Packs	 .15/25 

Missiles per pack. _ 6/4 
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name:	 _ 

Gunnery Skill:
 
Piloting Skill: _


Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken: (Consciousness Number) 

1st	 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE 2.	 Sensors4. Hand Actuator	 4. Hand Actuator 
o SHUTDOWN5. Medium Laser 3. Cockpit	 5. SRM 4 

6. hcd~ :\qa:f'f 4. Fi()i! AQ.i"1i:: 6. ':bll Agd"-,	 29 
5.	 Sensors 28 Ammo Explosion, avoid on 8+ 

1. ROi~ A9a~p	 1. H0i1 :\q'F',6. Life Support	 27!2.	 He!! f\~r~ir: 2. i:bilApili, 
26 Shutdown, avoid on 10+2 3. HU' !\q",n	 2 3. RG:! A9a'~1 
25 -5 Movement Points 4.	 ne:;; I\\Flin Center Torso 4. Roll i\gd::'~ 

5.	 F~G!~ Ag~~ir: 5. Holi A()a i', 24 +4 Modifier to Fire 
1. Engine6. Hog .A.9:~~:.H~	 6. HnH Aga:n 23 Ammo Explosion, avoid on 6+ 
2. Engine 22 Shutdown, avoid on 8+13. EngineLeft Torso 4. Gyro	 Right Torso 21 

20 -4 Movement Points 5. Gyro1.	 SRM 6Ammo 1. SRM 4 Ammo 19 Ammo Explosion, avoid on 4+6. Gyro2.	 Heat Sink 2. Heat Sink 18 Sh utdown, avoid on 6+1 3. Heat Sink 1. Gyro	 1 3. Heat Sink 
17 +3 Modifier to Fire 4.	 ~t(.lH ,tJ.~G;~s!n 2. Engine 4. Re,'IAgal', 

5.	 R:)'1 1\9;;1'" 23. Engine 5. R0;1 /''':9a.:f~ 116
 
15 -3 Movement Points
 6.	 Hoil A(prl 4. Engine 6. Roii /\gH~r: 

5. SRM 6	 14 Shutdown. avoid on 4+
1.	 Foli /\9':\in 1. Roi! Agai,·,

6. SRM 6	 13 +2 Modifier to Fire
2.	 Fed: J\9r.dn 2. Roil A;j;'w' 

122 3. RGlj ;~9~lir:	 2 3. Ho:' f\gw"Engine Hits 000	 114.	 Reil .'\g"II' 4. Re,n Agal',
Gyro Hits 005.	 f":<~H A.D~.:W~ 5. ROil ,';galr: 10 -2 Movement Points 

sensor Hits 006.	 H()!i J.\~Flir! 6. Rod /\gw:: 09
 
08 +1 Modifier to Fire
 

Left Leg	 Right Leg 07 
06

1.	 Hip 1. Hip 
05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 

3.	 Lower Leg Actuator 3. Lower Leg Actuator 04 
CORPORATION	 034.	 Foot Actuator 4. Foot Actuator 

5.	 Rcd ,~<;a'n 5. Ron Ag"jr, 02 
'--	 ~I

6.	 Ho'l Aq;'1;<1 6. Roll Agal r , 01 

00 
BATTlETECH Is a registered trademark of FASA Corporation. Copyright 1987. Penmlsslon ID pho1D<:opy for personnal use. 



MECH DATA ~~~~~.ATTI.ETECH0 Type: JVN-10N JAVELIN 
Tonnage: 30 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 6 
Running: 9 
Jumping: 6 

WEAPONS INVENTORY 
# Type LQc. 
1 SRM 6 LT 
1 SRM 6 RT 

AMMO: 
Auto Cannon Rounds: ­
M.G. Rounds: --- ­
S.R.M.	 Packs 15/15 

Missiles per pack. - 6 
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram	 Name: __~ __ .. _ 

Gunnery Skill: 
Piloting Skill: _

Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken: (Consciousness Number) 

1st	 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1.	 Life Support1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE 2.	 Sensors 
30 SHUTDOWN 

4. Hand Actuator	 4. Hand Actuator 
5. ;:;,'),! .AG;;H:~ 3. Cockpit	 5. RZ';l~ ?,G~~:n 

6. Hr)~i /\z>J.~;¥~ 4. !loq f~.~'j<~~:-( 6. HG;! /~O~~·:;·:	 29 
5.	 Sensors 28 AmmQ Explosion, avoid on 8+ 

1. fk~ ASd:"	 1. R~.)n A9a;;":6. Life Support	 27
2. F\;P .,~<>:~:n	 2. ~~L/i t'<I·]dn 

26 Shutdown. avoid on 10+2 3. ;'\" ;\9",,;1	 2 3. HG~! !~g.r:H:'

Center Torso	 25 -5 Movement Points 4. H(:;~ /\;~>~~n	 4. noil !\{Jdi:: 
5.	 fiDB 1\".3,'" 24 +4 Modifier to Fire5. F»~: 

1. Engine6. p:,,:;\	 6. R;:d ,0,gBl=-: 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+13. EngineLeft Torso	 Right Torso 214. Gyro 
20 -4 Movement Points 5. Gyro1.	 SRM6 1. SRM 6 19 Ammo Explosion, avoid on 4+6. Gyro2.	 SRM 6 Ammo 2. SRM 6Ammo 18 Shutdown, avoid on 6+1 3. Heat Sink 1. Gyro	 1 3. Heat Sink 
17 +3 Modifier to Fire4.	 SRM 6 2. Engine 4. SRM 6 

5.	 Hi) i: i\\FJ; 23. Engine 5. Heat Sink 16 
15 -3 Movement Points 6.	 Rc:!: ·~,tT1:n 4. Engine 6. R():~ /'.,~K~i:: 

5. Jump Jet	 14 Shutdown, avoid Qn 4+ 
1,	 HCii ;,\~!{:ur 1. Roil A:J{~Hr:

6. Jump Jet	 13 +2 Modifier to Fire2.	 Po;: !\~r:-~~n 2. K(IU ,i\QI:~I:: 
122 3. Fki'~.'Pil"	 2 3. Ho!! '<kH"

Engine Hits 000	 114.	 R0J~ AO~-lir: 4. fk:n Agai::
Gyro Hits 005.	 RGI! /\9;),;:' 5. R()~j Agair: 10 -2 Movement Points 

Sensor Hits 006.	 HQ!] :;nair- 6. Roii /\g[~E': 09
 
08 +1 Modifier to Fire
 

Left Leg	 Right Leg 07 

06
1.	 Hip 1. Hip 

051 -1 Movement Point2.	 Upper Leg Actuator 2. Upper Leg Actuator 
3.	 Lower Leg Actuator 3. Lower Leg Actuator 04
 

03
4.	 Foot Actuator 4. Foot Actuator 
5.	 Jump Jet 5. Jump Jet 02 
6.	 Jump Jet 6. Jump Jet 01
 

00
 
BATT1.ETECH Is a registered trademark of FASA Corporation. Copyright 1987. Pernnlsslon to pho1D<Xlpy for personnaJ use. 



MECH DATA 
Type: SDR-5V SPIDER 
Tonnage: 30tons

ARMOR DIAGRAM Movement Points: 
Walking: 8 
Running: 12 
Jumping: 8 

WEAPONS INVENTORY 
# Type LQL 
1 Med. Laser CT 
1 Med. Laser CT 

AMMO:
 
Auto Cannon Rounds:­

M.G. Rounds. --- ­
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name: 

Gunnery Skill 
Piloting Skill: ..Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

1st 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1. Life Support1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE 2.	 Sensors 
30 SHUTDOWN 

4. Hand Actuator	 4. Hand Actuator 
5. H{)!: /~(:1~:.:.:'	 3 Cockpit 5. Pu' "'{J'."'" 

6. P":',W' 4. Heat Sink 6. i:<."; i\>'"	 29 
5. Sensors	 28 Ammo Explosion, avoid on 8+1. q:)~ p.,;J:.~;r·	 1. ;:UI i\0(,I·,6. Life Support 272. Fk~:: .-:'\;<·~c	 2. He>!l t~~}-l; :'~ 

26 Shutdown, avoid on 10+2 3. R{}j: }\J:_::l:'~	 2 3. ~;~';,ii AC;:I::"~ 

H·:"):; /~{~~:H:" Center Torso 4. FL:~il :\:~d::':	 25 ·5 Movement Points 4. 
5. ~::k~~) 5. ;~-~0P .c<>t~::	 24 +4 Modifier to Fire 

1. Engine6. ~l;:i 6. ~:~cq :\i:::~'1::1	 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+13 EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1 Jump Jet	 1. Jump Jet 19 Ammo Explosion, avoid on 4+6. Gyro2. Jump Jet	 2. JumpJet 
18 Shutdown, avoid on 6+ 

1 3. Jump Jet 1. Gyro	 13. JumpJet 
17 +3 Modifier to Fire4. Jump Jet	 2. Engine 4. JumpJet 

5.	 H,,):i /'.,oa l ;· 23. Engine 5. ~;c;i! 16
 
15 -3 Movement Points
 6. h,',;; i>'J":::~ 4. Engine	 6. Hoil 

5. Med. Laser	 14 Shufdown, avoid on 4+
1 H<>l] !\qnir:	 1. F~:;.)!i ·i.\9d:~1

6. Med. Laser	 13 +2 Modifier to Fire2. HoH f\pai1': 2. ::~<.~n ...:\p:.::ti n 
2 3 F»l~ ;\q2;t· 2 3. Hoil '\~Fi"l 12 

Engine Hits 000	 114. R\.;;j ;=\~~3:r:	 4. cbi! A;;<'1,",
Gyro Hits 005.	 HUi: J\~};;,(, 5. ;::,;II.':'Vs·:1 10 ·2 Movement Points
 

sensor Hits 00
6.	 H<~:!; .J.\n:·:if 6. ~·;,·.)!I i\<k:" 09
 
08 +1 Modifier to Fire


Left Leg	 Right Leg 07 

1. Hip 1. Hip	 
06 
05 -1 Movement Point2. Upper Leg Actuator	 2. Upper Leg Actuator 

3. Lower Leg Actuator 3. Lower Leg Actuator	 04 
CORPORATION4. Foot Actuator 4. Foot Actuator	 03 

5. Ro;! 5. 1~~():1 ,t~(::ai:'~	 02 
6. ib!l 6. 'hl,':\:,;nl;,	 01 

00 
BAITLETECH Is a registered lrademarX of FASA Corporation. Copyrlgh11987. Pemnlsslon to photoCopy for personnai use. 



MECH DATA ~~~~:.ATTI.ETECHG Type: UM-R60 URBANMECH 
Tonnage: 30tons

ARMOR DIAGRAM Movement Points: 
Walking: 2 
Running: 3 
Jumping: 2 

WEAPONSINVENTORV 
# Type LQL 
1 AUTOCANNON/10 RA 
1 Sm. Laser LA 

AMMO: 
Auto Cannon Rounds: _ 10 
M.G. RoundS:--- ­
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 
o 
0000000000 

Internal 
Structure WARRIOR DATA 
Diagram Name: _ _ _ 

Gunnery Skill: ~__ 
Piloting Skill: Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

1st 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1 3. Small Laser	 1. Life Support 1 3. AC/10 HEAT SCALE2. Sensors4.	 4. AC/10
5. .....:.::.:.....	 3. Cockpit 30 SHUTDOWN5. AC/10

4. Heat Sink	 296.	 6. AC/10
5. Sensors	 28 Ammo Explosion. avoid on 8+1. -.::.:;':: .J'~" 1. AC/106. Life Support 

2. 2. AC/10	 
27 

26 Shutdown. avoid on 10+2 3.	 23. AC/10Center Torso	 25 -5 Movement Points 4.	 4. "",/ 
5. 5. . ',.,	 24 +4 Modifier to Fire 

1. Engine6.	 6. :""":.,." .,' 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown. avoid on 8+13. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. Heat Sink	 1. AC/10 Ammo 19 Ammo Explosion, avoid on 4+6. Gyro2. Heat Sink	 2. Heat Sink 18 Shutdown, avoid on 6+1 3.,	 1. Gyro 1 3. Heat Sink 
17 +3 Modifier to Fire 4.	 2. Engine 4. 

5. 23. Engine 5.	 16 

15 -3 Movement Points 6.	 4. Engine 6. 
5. Jump Jet	 14 Shutdown. avoid on 4+

1.	 1. :..:. 
6. Jump Jet	 13 +2 Modifier to Fire2. ' :;.. :.,.'	 2. 

23.	 23. :, .:<~::." 12 
Engine Hits 0004. 4 ....	 11 

Gyro Hits 005	 5. 10 -2 Movement Points
 
Sensor Hits 00
6.	 '.'::' 6. 09
 

08 +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

1. Hip 1. Hip	 
06 
05 -1 Movement Point 2. Upper Leg Actuator	 2. Upper Leg Actuator 

3.	 Lower Leg Actuator 3. Lower Leg Actuator 04
 
CORPORATION 03
4. Foot Actuator	 4. Foot Actuator 

5. Heat Sink 5. Heat Sink	 02 
6.	 Heat Sink 6. Heat Sink 01
 

00
 
BATILETECH Is a registered trademark of FASA Corporation. Copyright 1987. Pemnlsslon to photooopy for personnal use. 



MECH DATA ~~~~:.ATTI_ETECHG Type: VLK-QA VALKYRIE 
Tonnage: 30 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 5 
Running: 8 
Jumping: 5 

WEAPONS INVENTORY 
# Type Lac. 
1 LRM 10 LT 
1 MEDIUM LASER RA 

AMMO:
 
Auto Cannon Rounds:­

M.G. Rounds: --- ­
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs	 12 

Missiles per pack. _ 10 

TOTAL HEAT SINKS 
o 
0000000000Internal 

Structure WARRIOR DATA 
Diagram	 Name: 

Gunnery Skill. _ _ _ 
Piloting Skill: _

Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken: (Consciousness Number) 

1sI	 2nd 3rd 4th 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1.	 Life Support 1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE 
4.	 Hand Actuator 2. Sensors 4. Medium Laser 
5. Ht.;n ;~g£~:rl 3. Cockpit 5. n,)I,	 30 SHUTDOWN 

6. HCil ..t~Qd~ ~~ 4. q()il ,t::{jW:-i 6. Rn!	 29 
5.	 Sensors 28 Ammo Explosion, avoid on 8+1.	 R0-!1 A0<1;;'-: 1. HDii :\q(~:r~6. Life Support	 272.	 R0H l·\{:~a;:~ 2. ~:~OlJ /'>'La;:"\ 

26 Shutdown, avoid on 10+ 2 3. H:~'~H :\qw n	 23. ';;(i!1 Aga"l
4. H0·n .,t~r)l; ;'l Center Torso 4. R~.fn ;'\9d::'j	 125 -5 Movement Points 
5. ~':':ci! t.,Gi:):0	 24 +4 Modifier to Fire 5. R::,'H i\~]a>:

1. Engine6. F{oU A~F~t;'l	 6. H~Jil :\Qu:n 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown. avoid on 8+1 3. EngineLeft Torso 4. Gyro Right Torso	 21 
20 -4 Movement Points 5. Gyro1.	 LRM 10 1. LRM 10 Ammo 19 Ammo Explosion, avoid on 4+ 6. Gyro2.	 LRM 10 2. Heat Sink 
18 Shutdown. avoid on 6+ 1 3. Heat Sink 1. Gyro	 1 3. Heat Sink 
17 +3 Modifier to Fire 4.	 Heat Sink 2. Engine 4. FiGB f.qal(' 

5.	 ReP ;\~F:,ln 23. Engine 5. Roil 1\;;;<11", 16 

6.	 F:cJ i\9~:,:n 15 -3 Movement Points 4. Engine	 6. Rod /~Q_ai:: 

5. Jump Jet	 14 Shutdown. avoid on 4+1.	 1'\)1: /\q,.,lr. 1. RoH Agai?':
6. Heat Sink	 13 +2 Modifier to Fire 2.	 Ho!~ AgaH: 2. Ro[i j\Jdl::

2 3. n(~n /~qzdn 2 3. Hon ilUdl(,	 
12 

Engine Hits 000	 114.	 pun A(n1r, 4. Fkd Agdi!,
Gyro Hits 005.	 Rd! A.'J'j!n 5. Ro~! Af};1.in 110 -2 Movement Points 

Sensor Hits 006.	 Hol; A9~::lr: 6. R')!l (qc'w' 09 
081 +1 Modifier to Fire 

Left Leg	 Right Leg 07
 

06

1.	 Hip 1. Hip 

05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 
3.	 Lower Leg Actuator 3. Lower Leg Actuator 04
 

03
4.	 Foot Actuator 4. Foot Actuator 
5.	 Jump Jet 5. Jump Jet 02 

6.	 Jump Jet 6. Jump Jet 01
 

00
 
BATTlETECH Is a registered trademaJ1( of FASA Corporation. Copyright 1987. Perrmlsslon 10 photocopy for personnaJ use. 



MECH DATA ~~~~IBATTI.ETECHG Type: FS9-H FIRESTARTER 
Tonnage: 35 TONS 

ARMOR DIAGRAM Movement Points: 
Walking: 6 
Running: 9 
Jumping: 6 

WEAPONS INVENTORY 
# Type Loc. 
1 FLAMER RA 
1 FLAMER CT 
1 FLAMER LA 
1 FLAMER CT(R) 
1 MEDIUM LASER RA 
1 MEDIUM LASER LA 
1 MACHINE GUN RT 
1 MACHINE GUN LT 

AMMO: 
Auto Cannon Rounds: ­
M.G. Rounds: 200 
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram	 Name: .__ 

Gunnery Skill: _ 
Piloting Skill: _

Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken: (Consciousness Number) 

1st 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1. Life Support 1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE 2.	 Sensors 
30 SHUTDOWN 

4. Flamer	 4. Flamer 
5. Medium Laser 3. Cockpit	 5. Medium Laser 
6. ;.:+>:: ,t'>'D_~~i;: 4. Hon A~·.:dE· 6. PZ';H Aor-:in	 29 

5. Sensors	 28 Ammo Explosion, aVOid on 8+1. G,~ ,j /\q2~!"	 1. qoH f\)o:r)6. Life Support	 272. Fi<i:! I\Jdir :	 2. Fbi ;\;i;')""
2 3. k(,ii1 ··<\~rll::	 2 3. P~}i !-\;~:l:n 

26 Shutdown, avoid on 10+ 

4. ~:~n:{ ;'~g~ur" Center Torso	 25 -5 Movement Points 4. H~.:!i ;\qd::"! 
5. n(~: i hrJaH';	 5. q0~1 /~Q;:ii r: 24 +4 Modifier to Fire 

1. Engine6. F:,)'; '"",f'T'	 6. FL')H /\gtu't 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso 4. Gyro Right Torso	 21 
20 -4 Movement Points 5. Gyro1. MG	 1. MG 19 Ammo Explosion, avoid on 4+6. Gyro2. Jump Jet	 2. Jump Jet 18 Shutdown, avoid on 6+ 1 3. Jump Jet	 1. Gyro 13. Jump Jet 
17 +3 Modifier to Fire4. Jump Jet	 2. Engine 4. Jump Jet 

5. Fb" ;\;;a',' 23. Engine 5. MG Ammo	 16 
15 -3 Movement Points 6. /'~u~l /:""~:::;l:0 4. Engine	 6. Hv' f':">i.'" 
14 Shutdown, avoid on 4+ 5. Flamer1. Hi): .(':<~Fl:r·	 1. R~):~ ,'::\)dH'

6. Flamer(R)	 13 +2 Modifier to Fire2. For ·~,~Yj;;:	 2. H</1 A:.;.31:: 
1223. ReH ,A{~~:;'!i:	 2 3. Ho]: f.\q~·Hr

Engine Hits 000	 1114. Rci; ~{lt:~;r:	 4. R(~;i Anal:':
Gyro Hits 005. f':':cl: }\~}:::"H:	 5. Fin:: A.n:·~J,C 10 -2 Movement Points 

sensor Hits 006. H.)!, ~\s:!",r	 6. Fk;!i /'<i~::U:' 09 
08 +1 Modifier to Fire 

Left Leg Right Leg	 07
 
06


1. Hip	 1. Hip 
05 -1 Movement ppint 2. Upper Leg Actuator	 2. Upper Leg Actuator 

3. Lower Leg Actuator	 3. Lower Leg Actuator 04 
CORPORATION 034. Foot Actuator	 4. Foot Actuator 

5. Heat Sink	 5. Heat Sink 02 

6. R0:1 .t><'?J:(~	 6. Ho,l "";;;:w' 01 

00 
BATIlETECH Is a registered trademarl<. of FASA Corporation. Copyright 1987. Pemnlsslon to photocopy for personnaJ use. 



MECH DATA ~~~~:.ATTI_ETECH0 Type: JR7-D JENNER 
Tonnage: 35 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 7 
Running: 11 
Jumping: 5 

WEAPONSINVENTORV 
# ~ Loc. 
1 SRM 4 CT 
1 MEDIUM LASER RA 
1 MEDIUM LASER RA 
1 MEDIUM LASER LA 
1 MEDIUM LASER LA 

AM MO 
Auto Cannon Rounds: ­
M.G. Rounds: --- ­
S.R.M. Packs	 25 

Missiles per pack. _ 4 
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name: 

Gunnery Skill' 
Piloting Skill' Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

1st 2nd 3rd 4th 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1.	 Life Support 1 3. Medium Laser	 1 3. Medium Laser HEAT SCALE 
4.	 2. SensorsMedium Laser	 4. Medium Laser 

3.	 Cockpit 30 SHUTDOWN5.	 f-i~'~H AUdi:: 5. n0lj /~Q~~:c' 
4. Heat Sink	 296.	 He·;l Af};'H:: 6. R,:;i~ .AL1~~:t 
5.	 Sensors 28 Ammo Explosion. avoid on 8+ 

1.	 ROil A:.1',I;, 1. ~:~0n ;\;~:~\: :",6.	 Life Support 
2.	 FL)H /::'9D;~': 2. ibP i\;;d i" 

27 

26 Shutdown. avoid on 10+ 2 3. Hc>H i\;jai:": 2 3. ::;~';H .t>,g::~~;~

Center Torso 25 -5 Movement Points
 4.	 Fin!! /\q;;j" 4. RL)H ;.\(ja::·~ 

5.	 nc,:) A:;ai"; 5. ;:1:.>p .!-\~}:)in 24 +4 Modifier to Fire 
1. Engine6. n(};~ A~FJl::	 6. HDP /\),(~::~ 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown. avoid on 8+ 1 3. EngineLeft Torso 4. Gyro Right Torso	 21
 
20 -4 Movement Points
5. Gyro1.	 Jump Jet 1. SRM 4 Ammo 19 Ammo Explosion. avoid on 4+ 6. Gyro2.	 Jump Jet 2. Jump Jet 
18 Shutdown, avoid on 6+ 1 3. H<)P /\{F,in 1. Gyro	 13. Jump Jet 
17 +3 Modifier to Fire 4.	 PC.d: ,b.,g::::n 2. Engine 4. Hol: :\.~~~;n 

5.	 Pc!! .i\9d~rl 23. Engine 5. HG!~ Ag~~n 
16 

6.	 R,)r :,:\pC"1in 4. Engine 6. Pd AC::;;!) 1 
15 -3 Movement Points 

5. SRM 4	 14 Shutdown, avoid on 4+ 
1. I'kii !\~pir	 1. Fioil AUai:':

6. Jump Jet	 13 +2 Modifier to Fire 2.	 PoH Apa((: 2. KO:l P,~}d~:: 

2 3. n':;li f\CF\H'	 2 3. Ho'! i\CkW 
12 

Engine Hits 0004.	 R{.:::l! A{JG~ir: 4. F\~)~l Agdl:: 11 
Gyro Hits 005.	 Poli ;\~.Ja!!, 5. RoH A9;a.l:~ 10 -2 Movement Points 

Sensor Hits 006.	 Ft,:;!; ''\;I,·.,i[· 6. R;)H /\q~:H: 09 

08 +1 Modifier to Fire
 
Left Leg Right Leg 07
 

1. Hip 1. Hip	 
061 
05 -1 Movement POint 2.	 Upper Leg Actuator 2. Upper Leg Actuator 

3.	 Lower Leg Actuator 3. Lower Leg Actuator 04 

034.	 Foot Actuator 4. Foot Actuator 
5.	 f::viH }\q;~!n 5. R(j'! ,4,,:,<, 02 

6.	 rtJi! /\tJo: :",: 6. R(.lil AgeW', 01 

00 
BATTLETECH Is a registered trademark of FASA Corporation. Copyright 1987. Pemmlsslon to photocopy for personnaJ use. 

9 



MECH DATA 
Type: OTI-7J OSTSCOUT 
Tonnage: 35 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 8 
Running: 12 
Jumping: 8 

WEAPONS INVENTORY 
# IyQe ~ 

1 MEDIUM LASER CT 

AMMO:
 
Auto Cannon Rounds:­

M.G. Rounds: --- ­
S.R.M. Packs	 --- ­

Missiles per pack. ­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name: 

Gunnery Skill: _ 
Piloting Skill: _

Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

1st	 2nd 3rd 4th 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE 2.	 Sensors4.	 Hand Actuator 4. Hand Actuator 
3.	 Cockpit 30 SHUTDOWN5.	 HoH >~9n.1r: 5. Roii i'q:::n 

6.	 R()ll !6..Jair: 4. Ron /\~'jain 6. Ho~: ;~\9;:'-:'1~; 29 
5.	 Sensors 28 Ammo Explosion, avoid on 8+ 

1.	 Rojj Aq,)!:: 1. Holl ··..\:;U:06. Life Support	 27
2.	 H~)H ;\:;:k:~W' 2. H:.)ll Agi·)~n
 

26 Shutdown, avoid on 10+
2 3. HoU ;:'\;;a!::	 2 3. Rc;l! ,G,92J;:"~

Center Torso	 25 -5 Movement Points 4.	 RoH }~:;p.ir: 4. R0il ;\qa:;'; 
5.	 f-icJH A~Jai:·'. 5. HO!l,t){}a;rl 24 +4 Modifier to Fire 

1. Engine
6.	 RoH ";JdY'; 6. qD!i ;\<::ij'" 23 Ammo Explosion, avoid on 6+ 

2. Engine 
22 Shutdown, avoid on 8+13. EngineLeft Torso 4. Gyro Right Torso	 21 
20 -4 Movement Points 5. Gyro1.	 Jump Jet 1. Jump Jet 19 Ammo Explosion, avoid on 4+6. Gyro2.	 Jump Jet 2. Jump Jet 
18 Shutdown, avoid on 6+ 

1 3. Jump Jet	 1. Gyro 13. Jump Jet 
17 +3 Modifier to Fire 4.	 Jump Jet 2. Engine 4. Jump Jet 

5.	 RoH A\Fl:n 23. Engine 5. H:~;n /\9~Hi 16 
15 -3 Movement Points 6.	 Rci' A~p'n 4. Engine 6. HoD ,t\pajn 

5. Medium Laser	 14 Shutdown, avoid on 4+
1.	 H<)n !\g~:lj(: 1. Ron Anai:":

6. no'! Agai',	 13 +2 Modifier to Fire 2.	 Hor A9~n: 2. MoH /~:~FJ~:: 
23. Ro!j A£Flln 2 3. rL;)1i /\~;ui~":	 12 

Engine Hits 000	 114.	 Rc!; A~F1ir: 4. Fk~H AJdi::
Gyro Hits 005. 5. RoH Ag:.'H"	 10 ·2 Movement Points 

sensor Hits 006.	 ~~:: ~~~:~; 6. R~)H ,6.. ;1HF: 09
 
08 +1 Modifier to Fire
 

Left Leg Right Leg	 07
 

06
1.	 Hip 1. Hip 
05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 

3.	 Lower Leg Actuator 3. Lower Leg Actuator 04 
034.	 Foot Actuator 4. Foot Actuator 

5.	 R0il Aga;n 5. R,YI A9ai~ 02 
6.	 ;:hl Aoa',1 6. R:.l'l Agai'-, 01
 

00
 
BATTlETECH Is a registered trademaJ1<. of FASA Corporation. Copyright 1987. Perrmlsslon to photocopy tor personnaJ use. 



MECH DATA ~~~~_ATTI.ETECHG Type: PNT-9R PANTHER 
Tonnage: 35 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 4 

WEAPONS INVENTORY 
# Twe LQL 
1 SRM 4 CT 
1 PPC RA 

AM MO 
Auto Cannon Rounds: ­
M,G. Rounds: --- ­
S,R.M, Packs 25 

Missiles per pack, _ 4 
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 
000 

0000000000Internal 
Structure WARRIOR DATA 
Diagram Name: 

Gunnery Skill: 
Piloting Skill: Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken. (Consciousness Number) 

1sI 2nd 3rd 4th 5th 6th1, Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3, Lower Arm Actuator HEAT SCALE 2. Sensors4. Hand Actuator	 4. Hand Actuator 
3. Cockpit	 30 SHUTDOWN5. R~>i~ A~,laE-:	 5, PPC 

6. ~'i« }\q,)~;: 4. ':kd ;.\Od'·' 6. PPC	 29 
5. Sensors	 28 Ammo Explosion, avoid on 8+ 

1. H,)i: f.\~}HV:	 1, PPC6. Life Support	 272.	 H(:·~i /-,,~'Jd;:': 2. Fk~ij ';:~~iH;~"
 
26 Shutdown, avoid on 10+
 2 3. FL)~i /\~F~~0	 2 3. Hu~: i\~J":~!:: 

4. ~ Center Torso 4. fl)i! /\:?~T'';	 25 -5 Movement Points fk:~ 

5. H(:,~i 5, Rc,!! "'Ual":	 24 +4 Modifier to Fire 
1. Engine6. H;)l ;~'.,;lnE·: 6. R(.l~; ,~\).~.:t":	 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+ 13. EngineLeft Torso	 4. Gyro Right Torso 21 
20 -4 Movement Points 5, Gyro1. SRM4Ammo	 1. Heat Sink 19 Ammo Explosion, avoid on 4+ 6. Gyro2. Heat Sink	 2. Heat Sink 
18 Shutdown. avoid on 6+ 1 3. Heat Sink 1. Gyro	 1 3. Heat Sink 
17 +3 Modifier to Fire 4. Heat Sink 2. Engine	 4. Heat Sink 

5. Heat Sink 23. Engine 5. h('l:j >-\0<1i:';	 16 

6. Fc:i~ ;\9~;'~;~ 4. Engine 6, He,:! ,<\~)di,~	 15 -3 Movement Points 

14 Shutdown, avoid on 4+ 5. SRM 4 1. Rc;L ALFW':	 1. Fk)q A~H'::!t:
6. Fk}~l Agai::	 13 +2 Modifier to Fire 2. nGi~ l~9dir: 2. HoH /\Y~l:: 

2 3. Hvi\;;;:\!r 2 3. Ho~! /\qaw:	 12 
Engine Hits 000	 114.	 Hun l\;;}~;i:r: 4. n(.:d AGdH~


Gyro Hits 00
5. nor "~\F:;.in	 10 -2 Movement Points 5. Ro!! /\Y'H,~
Sensor Hits 006. Ri,:;i~ /~g{:~:r: 6. H,,)!! (\9(\!' ,	 09 

08 +1 Modifier to Fire 
Left Leg Right Leg	 07
 

06

1. Hip	 1. Hip 

05 -1 Movement Point 2, Upper Leg Actuator	 2. Upper Leg Actuator 
3.	 Lower Leg Actuator 3. Lower Leg Actuator 04
 

03
4. Foot Actuator	 4. Foot Actuator 
5. Jump Jet 5. Jump Jet
 
6, Jump Jet 6. Jump Jet ~
 

~ 
BATrLETECH Is a registered trademark of FASA Corporation. Copyright 1987. Perrmlsslon to pho1D<Xlpy!or personnal usa. 



MECH DATA ~~~~:BATTI.ETECH0 Type: ASN·21 ASSASSIN 
Tonnage: 40 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 7 
Running: 11 
Jumping: 7 

WEAPONS INVENTORY 
# Type Loc. 
1 MEDIUM LASER RA 
1 LRM 5 RT 
1 SRM 2 LT 

AMMO: 
Auto Cannon Rounds: ­
M.G. Rounds: --- ­
S.R.M. Packs 50 

Missiles per pack. _ 2 
L.R.M.	 Packs 24 

Missiles per pack.- 5 

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name: 

Gunnery Skill: _ 
Piloting Skill: Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

1st	 2nd 3rd 4th 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1 3. Lower Arm Actuator	 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE 
4.	 Hand Actuator 2. Sensors 4. Medium Laser 

30 SHUTDOWN5.	 F,("lil AfFl~:'-: 3. Cockpit 5. q,:;~~ ~\f,8:r: 

6.	 KO:; /"':'.}:::~;;': 4.. Fklj! /~Cd<n 6. hen f\~}:T 29 
5.	 Sensors 28 Ammo Explosion, avoid on 8+1.	 He",! f\q,j<,~ 1. HuH :\9:)::16.	 Life Support 

2.	 r~<~!~ /\~·}::~ir'. 2. H~)ll /"fF-l;:l 
27
 

26 Shutdown, avoid on 10+
2 3. f'<+ .<'I.i)}"'!	 2 3. ~:-~~)n Ac:;.!; (l
Center Torso	 25 -5 Movement Points4.	 Ho'! A9"'f; 4. RGH :~~F3.:;·l 

5.	 ~+.)ii ~\q~~i( 5. H:.)n }\~Jaln 24 +4 Modifier to Fire 
1. Engine6. Ho!! j),,9;}!l:	 6. Hail !\q,F, 23 Ammo Explosion, avoid on 6+
2. Engine 

22 Shutdown. avoid on 8+13. EngineLeft Torso	 4. Gyro Right Torso 21 
20 ·4 Movement Points 5. Gyro1.	 SRM 2 1. LRM 5 19 Ammo Explosion, avoid on 4+6. Gyro2.	 SRM 2 Ammo 2. LRM 5 Ammo 18 Shutdown, avoid on 6+1 3. Jump Jet	 1. Gyro 13. Jump Jet 
17 +3 Modifier to Fire4.	 Jump Jet 2. Engine 4. Jump Jet 

5.	 Jump Jet 23. Engine 5. Jump Jet 16 

6.	 Ho:~ P'f1HW' 4. Engine 6. ?()P :'\qd:i'l 15 -3 Movement Points 

5. Jump Jet	 14 Shutdown. avoid on 4+1. 80;1,:'.(.);:", 1. Red Aq2H";
6. f.kH !\(JiW"	 13 +2 Modifier to Fire2. H;jl :\y.~l::i 2. Rc)~i )\.FW~ 

23. +J >·Dd"	 2 3. Ho" !-'(Hi"' 
12 

4.	 FL);! .A9~;E0 Engine Hits 000 114. Fkd Apaii' 
Gyro Hits 005.	 F-k):l Aqd:!'j 5. noH ,~Ckll:~ 10 -2 Movement Points 

Sensor Hits 006.	 H(;D /')~fJ::l::1 6.	 H~)i !'.9;;W'; 09 
08 +1 Modifier to Fire

Left Leg	 Right Leg 07 
061.	 Hip 1. Hip 
05 ·1 Movement Point2.	 Upper Leg Actuator 2. Upper Leg Actuator 
043.	 Lower Leg Actuator 3. Lower Leg Actuator
 

CORPORATION 03
4.	 Foot Actuator 4. Foot Actuator 
5.	 Red A~.1a~:~ 5. Roll Aga,n 02 
6.	 HD~i l\qO::'1 6. Hod ..t4,£Fiin 01 

00 
BATILETECH Is a registered trademark of FASA Corporation. Copyright 1987. Perrmlsslon to photo<:opy for personnaJ use. 



MECH DATA ~~~~:.ATTI.ETECH@ Type: CDA-2A CICADA 
Tonnage: 40 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 8 
Running: 12 
Jumping: 0 

WEAPONS INVENTORY 
# Type LOQ. 
1 MEDIUM LASER RT 
1 MEDIUM LASER LT 
1 SMALL LASER CT 

AMMO: 
Auto Cannon Rounds: ­
M.G. Rounds: --- ­
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name; 

Gunnery Skill: _ 
Piloting Skill _

Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken; (Consciousness Number) 

1SI 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1 3. no,' Acr,;:"	 1. Life Support 1 3.	 HEAT SCALE 
4. RO~J A~~~f.w<: 2. Sensors	 4. 
5. h(l~j /\!~:;l:-: 3. Cockpit 5.	 30 SHUTDOWN 

6. Hi)': /.;>.UI', 4. RC"I i\}'l!" 6.	 29 
5. Sensors	 28 Ammo Explosion, avoid on 8+ 

1 He .. Agd::'i	 1. H(:i~ /''-'..J~:W:6. Life Support	 27
2. F-;,,'; .. .t<~::::n	 2. n(;t /-."~l 

26 Shutdown, aVOid on 10+~:.. {'2 3. :\<;':)::'\	 2 3. R,,';li j1,~:~~~ir:
Center Torso	 25 -5 Movement Points 4. H:)i: Ii\.~j:-:~:' !	 4. F:Cil~ .:'\~}':::_:1~ ..5. n !:"qr.=l:,-:	 24 +4 Modifier to Fire 5. Fki' {\Ch,X1. Engine6. H:'>: A'~;a:;': 6. pon ;\~'F;iE~	 23 Ammo Explosion, avoid on 6+ 

2. Engine 
22 Shutdown, avoid on 8+ 1 3. EngineLeft Torso	 4. Gyro Right Torso 21 
20 -4 Movement Points 5. Gyro1. Medium Laser	 1. Medium Laser 19 Ammo Explosion, avoid on 4+ 6. Gyro2. H\)i~ !\.qL::'i;·	 2. HClH Arid!:: 
18 Shutdown, avoid on 6+ 1 3. nu!' AC;d';; 1. Gyro	 1 3. >=;,,'1 p.gan 
17 +3 Modifier to Fire 4. n~;H /\~~JdA: 2. Engine	 4. RDil Aq<::w': 

5. F~(Y ...1..(Jt.({: 23. Engine 5. Rc," i\;dl "	 
16 

6. hoH t\t};,l: 4. Engine 6. HD:! i\q;:w;	 15 ·3 Movement Points 

5. Small Laser	 14 Shutdown, avoid on 4+1. no~1 ,tJ.'fpJl:: 1. Rv:! /<}dl::6. ,i0q "'jdl;',	 13 +2 Modifier to Fire 2. Hon ('(:'" v'	 2. Ro!l A\"~aF": 
2 3. r::()~j l>··Gdi::	 2 3. Hc,'1 AQil'" 12 

4. HoH /v,::~~:;~r: Engine Hits 000	 114. Ho'l i\p;1I"
Gyro Hits 005. RnH A.:.J(}F:	 10 -2 Movement Points 5. Rcd "'0>11";Sensor Hits 006. H{;~i /~<.},::H:-·; 6.	 R0!! }\fJdl;: 09 

081 +1 Modifier to Fire 
Left Leg	 Right Leg 07 

06
1. Hip	 1. Hip 

05 ·1 Movement Point 2. Upper Leg Actuator	 2. Upper Leg Actuator 
3. Lower Leg Actuator 3. Lower Leg Actuator	 04 

034. Foot Actuator	 4. Foot Actuator 
5. R0~! A~ja::'~ 5. Rn" Aqai',	 02 

6,	 Ro!! .A.fFj:;; 6. Ro;, '<F,r~ 01
 

00
 
BATTLETECH Is a raglstered trademar1< of FASA Corporation. Copyr'ght 1987. Penmlsslon to photocopy tor personnaJ use. 



MECH DATA ~~~~I.ATTI.ETECH® Type: CLNT-2-3T CLlNT 
Tonnage: 40 TONS 

ARMOR DIAGRAM Movement Points: 
Walking: 6 
Running: 9 
Jumping: 6 

WEAPONS INVENTORY 
# Type ~
 

1 AUTOCANNON/5 RA
 
1 MEDIUM LASER CT
 
1 MEDIUM LASER LT
 

AM MO:
 
Auto Cannon Rounds: - 20
 
M.G. Rounds: --- ­
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name: 

Gunnery Skill: 
Piloting Skill: ..

Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

1st 2nd 3rd 4th 5th 6th1. Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1 3. Lower Arm Actuator	 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE
4. Hand Actuator 2. Sensors	 4. AC/5
5. ;,,'.\ l' 3. Cockpit	 30 SHUTDOWN5. AC/5

4. H(',:~ ':\~,'-id~:':	 296. Fi,;:, i'<c~;'",~	 6. AC/5
5. Sensors	 28 Ammo Explosion, avoid on 8+ 

1. ncl~ .t\~~,i:t: 6. Life Support 1. AC/5	 272. ,:~.. i1,<'.~",,:.) 2. Ft): ,'~·<l,.. ' 
26 Shutdown, avoid on 10+ 2 3. Hv! 0\<;;>1\	 2 3. Fk" Ayw:Center Torso	 25 -5 Movement Points 4.	 rkL /\~::'::'l 4. Fi~'>:! j\}:~l:': 
24 +4 Modifier to Fire 5. i"<.'"	 1. Engine 5. Hu:, ,">.''"'"

6. F~I': 6. nC~:i AJ~:::p-:	 23 Ammo Explosion, avoid on 6+
2. Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. Medium Laser	 1. AlC 5 Ammo 19 Ammo Explosion, avoid on 4+6 Gyro2. Jump Jet	 2. Jump Jet 18 Shutdown, avoid on 6+

13. !"ki	 1. Gyro 1 3. Heat Sink 
17 +3 Modifier to Fire 4. >:;,.:: i-\(.~,Y"	 2. Engine 4, H~.):i /:-"~k~> 

5. H:.)1! ;),gd:n 23. Engine 5. Fe::	 16 

6. '\:.>H ,<'{:+;'; 4. Engine 6. n,,;:	 15 -3 Movement Points 

14 Shutdown, avoid on 4+5. Medium Laser 1. rh.)!! :\~k\i:';	 1. h,,):: /~~.k,~i:-·
6. F~()n !~~}~.:,:!~	 13 +2 Modifier to Fire2. F;c+ /\P.:]il~	 2. M(j:i ,.t\.\~~i:: 

2 3. F'ci: i~q:;Y	 2 3. HQ:: /\Q(';'" 
12 

Engine Hits 000	 114. RuH A~~;:~~,:t":	 4. Fie,'i
Gyro Hits 005. He:: i\JU:~	 5. FuH 10 -2 Movement Points 

Sensor Hits 006.	 rk~;~ f.\~H:~~r: 6. HI)!i ('"w' 09 
08 +1 Modifier to Fire 

Left Leg	 Right Leg 07 

06
1. Hip	 1. HipI	 05 -1 Movement Point 2. Upper Leg Actuator	 2. Upper Leg Actuator 
3.	 Lower Leg Actuator 3. Lower Leg Actuator 04
 

CORPORATION 03
4. Foot Actuator	 4. Foot Actuator 
5. Jump Jet I 5. Jump Jet	 02 

___~I

6. Jump Jet 6. Jump Jet	 01 

00 
BATTl.ETECH Is a registered trademarl< of FASA Corporation. Copyright 1987. Pemnlsslon III photocopy for personnal use. 



MECH DATA 
Type: HER..2S HERMES II 
Tonnage: 40 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 6 
Running: 9 
Jumping: 0 

WEAPONS INVENTORY 
# Type L~ 

1 AUTOCANNON/5 RT 
1 MEDIUM LASER RA 
1 FLAMER LA 

AM MO 
Auto Cannon Rounds: _ 20 
M.G. Rounds: --- ­
S.R.M. Packs --- ­

Missiles per pack.­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram	 Name: 

Gunnery Skill: _ 
Piloting Skill: Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken: (Consciousness Number) 

1SI 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Ann..Actuator	 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE2. Sensors4. Flamer	 4. Hand Actuator 
5. F~(/ ;"~,,)~"(:(1 3. Cockpit	 30 SHUTDOWN5. Medium Laser 
6. nci~ }·\r;:ja~n 4. ~:~oH />"Gal:'~ 6. hei! i\; ,,'",	 29 

5. Sensors	 28 Ammo Explosion, avoid on 8+ 
1, H0:~ .:':"(~;·t(l	 1. h""i .\Q(v·,6. Life Support	 27
2.	 p~';p ,':;9~):(i 2. H~)H }'\:.;a:;"i
 

26 Shutdown, avoid on 10+
23. t-:(..':" :;0d:n	 23. ;:;,'}!! ,"':;<"1'(1 
25 ..5 Movement Points 4. H;)n /':;'Pd~:) Center Torso 4. F-~~_:i1 :;(jd::'; 

5. p~./ .i\9a;il 5. c.) ,;;: i /'.(';';;,"	 24 +4 Modifier to Fire 
1. Engine6. R(.'::~ .;:\~J~:.~::'~ 6. n~')j~ !\9;J:n	 23 Ammo ExplOSion. avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso	 Right Torso 1214. Gyro 
20 ..4 Movement Points 5. Gyro1. AC/5 Ammo	 1. AC/5 19 Ammo Explosion, avoid on 4+6. Gyro2. Heat Sink	 2. AC/5 18 Shutdown. avoid on 6+1 3. F; ~¥Jll An~:~ ,n 1. Gyro	 13. AC/5 
17 +3 Modifier to Fire4. Rn!! ':\9::':;.:!: 2. Engine	 4. AC/5 

5.	 H(;(~ A~.F~~n 23. Engine 5. Fe:j: t\G:·~:n 16
 
15 ·3 Movement Points
 6. Hu: A~Fj:n 4. Engine	 6. Pc!! /,'y"in 

5. h(}~; /\[}0l:: 14 Shutdown, avoid on 4+

1 H<:)h f-\~F~ir: 1. r~~)g .A~.;ai!":
 

6. Hf)~i /':.9~:~F·:	 13 +2 Modifier to Fire
i;:~(lH2.	 2. MoH ..t\[.r~~\:: 

122 3. nol~	 2 3. HoH ,:\gUH:
Engine Hits 000	 114. Fki' .f'9~':~:r	 4. FkJ:i A~Jdi:';

Gyro Hits 005.	 10 ..2 Movement Points hoii /\~F~_:i:	 5. noH A~F.u::Sensor Hits 006.	 Hi)!! {\~F~\~r· 6. Fk~~; f':.qai:' 09
 
08 +1 Modifier to Fire
 

Left Leg	 Right Leg 07 
06

1. Hip	 1. Hip 
05 -1 Movement Point2. Upper Leg Actuator	 2. Upper Leg Actuator 
043. Lower Leg Actuator	 3. Lower Leg Actuator 
034. Foot Actuator	 4. Foot Actuator 

5. Hc)d l\qB;:: 5. 'C:cH	 02 
6. rkd /\f;~di:': 6. Fk~H	 01 

00 
BATIlETECH Is a registered trademark 01 FASA Corporation. Copyright 1987. Pemnlssion to photocopy Ior personnaJ use. 



MECH DATA ~~~~'.ATTI.ETECHG Type: VL 2T VULCAN 
Tonnage: 40 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 6 
Running: 9 
Jumping: 6 

WEAPONS INVENTORY 
# IYJ2e L~ 
1 AUTOCANNON/2 RT 
1 MEDIUM LASER LT 
1 FLAMER RA 
1 MACHINE GUN LA 

AMMO 
Auto Cannon Rounds: - 45 
M.G.Ro~~ 200 
S.R.M. Packs --- ­

Missiles per pack.­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name: ~ .~ _ 

Gunnery Skill' _ 
Piloting Skill: Left Arm CRITICAL HIT TABLE Right Arm Hits Taken. (Consciousness Number) 

1SI 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1. Life Support 1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE 2. Sensors4. MG	 4. Flamer 
30 SHUTDOWN5. H(~ji ;:'\.[.pi!;"; 3. Cockpit	 5. :c::.:: .\y.q: 
296. Hu!: /;~~dj(; 4. r.i:~~i A~~:d/: 6. HcH i\:J<'~_:i': 

5. Sensors	 28 Ammo Explosion, avoid on 8+
1 H,)H !':.(J~:v·:	 1. :+~,n ,~'~{:;;'~::l

6. Life Support	 272.	 HC';ii 2. f~;~-j~i /\)i:;;;; 
26 Shutdown, avoid on 10+ 23. ;:'0;1	 2 3. FL>:l .:\(}.d; 

4. f{,'lH ..t~9a·::: Center Torso 4. ?:'L>!l ,t~r!~,:~jn 25 -5 Movement Points 

5, H(}:: .i\';;~l:: 5. r:.;~;j; ·;"\9,J:f) 24 +4 Modifier to Fire 
1. Engine6. (i;:;:ii /"~k:i:'" 6. n:~d .t~\Flin	 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. Medium Laser	 1. AC/2 19 Ammo Explosion, avoid on 4+6. Gyro2. MG Ammo	 2. AC/2 Ammo 18 Shutdown, avoid on 6+

1 3. Jump Jet	 1. Gyro 1 3. Heat Sink 
17 +3 Modifier to Fire 4. Jump Jet	 2. Engine 4. Jump Jet 

5. Rod 23 Engine 5. Jump Jet	 16 

6. rh);1 6. H:-)i\ :\qa:n	 15 -3 Movement Points 4. Engine 
5. Jump Jet	 14 Shutdown, avoid on 4+

1. H()H !\q~.j{:	 1. f+.):~ A9dE':
6. Jump Jet	 13 +2 Modifier to Fire 2. F;cd~ :\9-")i!":	 2. Ron i\~F~l:: 

23. nol;	 2 3. HG;f i\9~:u~" 12 
Engine Hits 000	 114. ncl:	 4. fk; ADa;;,

Gyro Hits 005. Ho:	 10 -2 Movement Points 5. Fie> ..~\'Y'd(\
Sensor Hits 006.	 n<:;H 6. H<~H /~~lai:': 09 

08 +1 Modifier to Fire 
Left Leg	 Right Leg 07 

06
1. Hip	 1. Hip 

05 -1 Movement Point 2. Upper Leg Actuator	 2. Upper Leg Actuator 
043. Lower Leg Actuator	 3. Lower Leg Actuator 

CORPORATION 034. Foot Actuator	 4. Foot Actuator 
5. Fk~H /\Jd::'j 5. ~~(;jj /''J:::~n:':	 02 

6. RoH /\{Jd:tl 6. ~:k~H }\;~1a;:':	 01 

00 
BATILETECH Is a registered trademark of FASA Corporation. Copyright 1987. Permission to photocopy for personnal use. 



MECH DATA 
Type: WTH-1 WHITWORTH 

ARMOR DIAGRAM 
Tonnage: 40 TONS 
Movement Points: 

Walking: 4 
Running: 6 
Jumping: 4 

WEAPONS INVENTORY 
# Type Loc. 
1 LRM 10 RT 
1 LRM 10 LT 
1 MEDIUM LASER H 
1 MEDIUM LASER RA 
1 MEDIUM LASER LA 

AMMO: 
Auto Cannon Rounds:­
M,G, Rounds: ---­
S.R,M. Packs ---­

Missiles per pack,­
L.R,M, Packs 12/12 

Missiles per pack.- 10 

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure 
Diagram Name: 

WARR!OR DATA 
_ 

Gunnery Skill -_____ -

Left Arm CRITICAL HIT TABLE Right Arm 
Piloting Skill: -
Hits Taken: (Consciousness Number) 

1, Shoulder 
2, Upper Arm Actuator 

1 3. Lower Arm Actuator 
4, Medium Laser 
5. Hc.,H Ar}~~l;'~ 

6. HuH f.\gdU': 

1. Life Support 
2. Sensors 
3, Cockpit 
4, Medium Laser 

Head 1, Shoulder 
2, Upper Arm Actuator 

1 3, Lower Arm Actuator 
4, Medium Laser 
5, Pcii "'C'" 
6. PoH /'.~,F;,;~~ 

1st 
(3) 

30 
29 

2nd 3rd 4th 5th 6th 
(5) (7) (10) (11) (Dead) 

HEAT SCALE 
SHUTDOWN 

1. H(',n /\}<':~i:-: 

2. r~{)H /\~kHn 

2 3. F\)H A~jHi?-: 

4. H~~H ,l:\{.}dl:: Center Torso 

5. Sensors 
6, Life Support 1, 

2,
2 3. 

4, 

"1"" '\'F"" 
+,','1 '\;<'1" 
n~·;·;; /\;'~;?J:;"i 

Hi,'il ;c.,,;;,];", 

28 
27 
26 
25 

Ammo Explosion, avoid on 8+ 

Shutdown, avoid on 10+ 
-5 Movement Points 

Left Torso 
1. LRM 10 
2. LRM Ammo 

1 3, Heat Sink 
4, Heat Sink 
5, LRM 10 
6, ReI: /\,(,::;:1 

1. H<)H t\qnir: 
2. PoH 1\9')1"

2 3, r:«:+ Aq~ii" 
4. P',>!i /\(L;!I" 

5. Holi i\O,')}I', 

6. H()!j /\qi.:~ir·: 

5. He!! !\~kH~~: 

6. n(l~! 

Engine Hits 000 
Gyro Hits 00 

Sensor Hits 00 

1, Engine 
2. Engine 

1 3. Engine 
4, Gyro 
5. Gyro 
6, Gyro 

1. Gyro 
2. Engine 

23. Engine 
4. Engine 
5. Ho:: iVnl', 
6. H"H (.';;"';1" 

Right Torso 
1. LRM 10 
2. LRM 10 Ammo 

1 3, Heat Sink 
4, Heat Sink 
5, LRM 10 
6, Hcd /\;'<{'" 
1, R::.)!1 A~~iJi:': 

2. Roil l~<.Fw: 

2 3, HoH ,\0"11;' 
4. [1z'lii 

5. ROii 
6. Fk)i! 

5. Red! /:\na: 
6. /J....C::1::: 

24 
23 
22 
21 
20 
19 
18 
17 
16 
15 
14 
13 
12 
11 
10 
09 

+4 Modifier to Fire 
Ammo Explosion, avoid on 6+ 
Shutdown, avoid on 8+ 

-4 Movement Points 
Ammo Explosion, avoid on 4+ 
Shutdown. avoid on 6+ 
+3 Modifier to Fire 

-3 Movement Points 
Shutdown, avoid on 4+ 
+2 Modifier to Fire 

-2 Movement Points 

Left Leg Right Leg 
08 
07 

+1 Modifier to Fire 

1. Hip 
2, Upper Leg Actuator 
3, Lower Leg Actuator 
4. Foot Actuator 

1. Hip 
2, Upper Leg Actuator 
3. Lower Leg Actuator 
4. Foot Actuator 

06 
05 
04 
03 

-1 Movement Point 

5. Jump Jet 5. Jump Jet 02 
6. Jump Jet 6. Jump Jet 01 

00 
BATIlETECH Is a registered trademark of FASA Corporation. Copyright 1987. Pemnlsslon to photoe:opy for personnaJ use. 



MECH DATA ~~~~jBATTI.ETECHG Type: BJ-1 BLACKJACK 
Tonnage: 45 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 4 

WEAPONS INVENTORY 
# Type LQL 
1 AUTOCANNON/2 RA 
1 AUTOCANNON/2 LA 
1 MEDIUM LASER RA 
1 MEDIUM LASER RT 
1 MEDIUM LASER LA 
1 MEDIUM LASER LT 

AMMO:
 
Auto Cannon Rounds: _ 45
 
M.G. Rounds. --- ­
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 
o 
0000000000Internal 

Structure WARRIOR DATA
 
Diagram Name: _
 

Gunnery Skill: _
 
Piloting Skill:
 Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number)
 

1sI 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1. Life Support 1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE 2. Sensors4. AC/2	 4. AC/2 
3. Cockpit	 30 SHUTDOWN5. Medium Laser	 5. Medium Laser 
4. ;:'i('l~l Ag<L:':	 296. hn" /\')'.1 ::.:	 6. Fki' {\q:"r 
5. Sensors	 28 Ammo Explosion, avoid on 8+1. F:n~~ Aq,;;:;:	 1. H:,;H ::',,;;a::')6. Life Support	 272. H< /'CF"r':	 2. Heil AQdit: 

2 3. F~(): (::'~H~;~':	 2 3. R"ii ,c,'}"J:,: 26 Shutdown, avoid on 10+ 

4. Hr/ /'0.,.:': Center Torso	 25 -5 Movement Points 4. Fk?H A0iJ::'~ 
5. H(;~: (':.~wir: 5. H:)d i\ua~:l	 24 +4 Modifier to Fire 

1. Engine6. Holl t\})::: 6. H0H ::\<~d::j	 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on B+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. Medium Laser	 1. Medium Laser 
19 Ammo Explosion, aVOid on 4+6. Gyro2. Heat Sink	 2. Heat Sink 
1B Shutdown, avoid on 6+1 3. Heat Sink 1. Gyro	 1 3. Heat Sink 
17 +3 Modifier to Fire 4. FLU '~'Q:::"j 2. Engine	 4. hi)!! :~\~1::~j~': 

165. FaH {\:-;;,'n 23. Engine	 5. no:, AG-"" 
6. n(~l! ,t.\('1(~:(! 4. Engine 6. n<~n P<r::~!r:	 15 -3 Movement Points 

5. AC/2 Ammo	 14 Shutdown, avoid on 4+
1. H()Ji :,'\~r:d(	 1. R~)H Agcur:6. FkH !~?cH"	 13 +2 Modifier to Fire 2. HC-t!i A,Ga!(:	 2. R~>~j ,i\rr.3.I:": 

122 3. F~()fi i6<FH	 23. Ho'!(.\o'·lIr:
Engine Hits 0004. P,)i: (~9:,\Il"' 4. hCli1 A9<li,-:	 11 

Gyro Hits 005.	 hoii I\!}:~H~ 5. Po': i\qa.ir: 10 -2 Movement Points
 
Sensor Hits 00
6.	 H<o! .\q::ir 6. H,.)',(qW" 09
 

08 +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

06
1. Hip	 1. Hip 

05 -1 Movement Point 2. Upper Leg Actuator	 2. Upper Leg Actuator 
3.	 Lower Leg Actuator 3. Lower Leg Actuator 04
 

CORPORATION 03
4. Foot Actuator	 4. Foot Actuator 
5. Jump Jet 5. Jump Jet	 02 
6,	 Jump Jet 6. Jump Jet 01
 

00
 
BATILETECH Is a registered lrademllll< of FASA Corporatlon. Copyright 1987. Permnlsslon to photocopy for personnaJ use. 



MECH DATA 
Type: HCT-3F HATCHETMAN 
Tonnage: 45 TONS 

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 4 

WEAPONS INVENTORY 
# Type Loc. 
1 AUTOCANNON/10 RT 
1 MEDIUM LASER RA 
1 MEDIUM LASER LA 

/ 

AMMO:
 
Auto Cannon Rounds: _ 20
 
M.G. Rounds: --- ­
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 
00 00 

0000000000Internal 
Structure WARRIOR DATA 
Diagram Name: 

Gunnery Skill: _ 
Piloting Skill: Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken: (Consciousness Number) 

1st 2nd 3rd 4th 5th 6th1. Shoulder	 Head 1. Shoulder 
(3) (5) (7) (10) (11) (Dead)

2. Upper Arm Actuator	 2. Upper Arm Actuator 
1. Life Support 1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE 2.	 Sensors 

30 SHUTDOWN 
4. Hand Actuator	 4. Hand Actuator 
5. Medium Laser 3. Cockpit	 5. Medium Laser 

4. HC1H Anai;~	 296. Hc/i }\.Jdl::	 6. Fe)!; "'-en'''' 
5. Sensors	 28 Ammo Explosion. avoid on 8+ 

1. FiGli /\iYJ.ii'	 1. H{)il ;~\qw:)6. Life Support 
2.	 H()l~ }\q~jr: 2. ::~)i! A;}l;' 

27
 

26 Shutdown. avoid on 10+
2 3. f'"n Ag:.;;n	 2 3. ~;GH ,5'9;+:-1 
25 -5 Movement Points 4. Ron Ag?\f: Center Torso 4. R~.~ft j\g':J::'~ 

5. Fd ·;\P:\1(; 5. HG'H /<>J\n	 24 +4 Modifier to Fire 
1. Engine6. FoH l\q2H: 6. HDH /\9<:'~:fi	 23 Ammo Explosion. avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+ 1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
120 -4 Movement Points 5. Gyro1. Heat Sink	 1. !:C/l0 19 Ammo Explosion. avoid on 4+ 6. Gyro2. Heat Sink	 2. ·AC/l0 18 Shutdown, avoid on 6+ 1 3. Heat Sink 1. Gyro	 13, AC/l0 17 +3 Modifier to Fire 4. Heat Sink 2. Engine	 4.' AC/l0 

5. non AOr.'H' 23. Engine 5; AC/l0	 16 

6. RGi' A']<J.1f1 4. Engine	 15 -3 Movement Points 61. AC/l0 
5. AC/l0 Ammo	 14 Shutdown, avoid on 4+

1. HeJ\ .!;;r~ir	 1. AC/l0
6. AC/l0 Ammo	 13 +2 Modifier to Fire2. Hon i\(J'.lin	 2. Heat Sink 

2 3. n,?I; i\'.!C"r	 2 3. Heat Sink 12 
Engine Hits 000	 114. FvI A(nin	 4. Heat Sink 

Gyro Hits 00 5. M(,!! l~g;:w: 10 -2 Movement Points 
sensor Hits 005. holi I\~Pil' 

6.	 Holl f.\~r~~ir: 6. HoH ,I;g<::w': 09
 

1081 +1 Modifier to Fire
 
Left Leg	 Right Leg iD? 

06
1. Hip	 1. Hip 

05 -1 Movement Point 2. Upper Leg Actuator	 2. Upper Leg Actuator 
3.	 Lower Leg Actuator 3. Lower Leg Actuator 04
 

03
4. Foot Actuator	 4. Foot Actuator 
5. Jump Jet 5. Jump Jet	 02 

6.	 Jump Jet 6. Jump Jet 01
 

00
 
BATT1.ETECH Is a registered trademat1( of FASA Corporation. Copyright 1987. Pemnlsslon 10 photooopy for personnal use. 



MECH DATA ~~~~i.ATTI_ETECHG Type: PXH-1 PHOENIX HAWK 
Tonnage: 45 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 6 
Running: 9 
Jumping: 6 

WEAPONS INVENTORY 
# _Type Loc. 
1 LARGE LASER RA 
1 MEDIUM LASER RA 
1 MEDIUM LASER LA 
1 MACHINE GUN RA 
1 MACHINE GUN LA 

AMMO:
 
Auto Cannon Rounds:­
M.G. Rounds: 200 
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name: 

Gunnery Skill: __ 
Piloting Skill: _

Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

1si 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE 2.	 Sensors 
30 SHUTDOWN 

4. Hand Actuator	 4. Hand Actuator 
5. Medium Laser 3. Cockpit	 5. Large Laser 
6. MG 4. Fk)~l A\jdii"! 6. Large Laser	 29 

5. Sensors	 28 Ammo Explosion, avoid on 8+
1. H(~n Aqa:n	 1. Medium Laser 6. Life Support 272. \,:: ..L\p<''1	 2. MG 

26 Shutdown, avoid on 10+2 3. ". /~<;e'('	 2 3. P,.oH ,t<F'" 
4. (kd~ .(;\qd:f! Center Torso 4. H0li /\~.r~~r:	 25 -5 Movement Points 

24 +4 Modifier to Fire5. r<J .t-:.0t-rn	 5. Ht.i~; l'.fF:i.:r;1. Engine6. H,.):: /.\,;;,.):;, 6. !:k;!l /':..q~·::r;	 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+13. EngineLeft Torso	 Right Torso 214. Gyro 
20 -4 Movement Points 5. Gyro1. Jump Jet	 1. Jump Jet 19 Ammo Explosion, avoid on 4+6. Gyro2. Jump Jet	 2. Jump Jet 18 Shutdown, avoid on 6+13. Jump Jet	 1. Gyro 1 3. Jump Jet 
17 +3 Modifier to Fire 4. Ro~l l";k~!!": 2. Engine	 4. Ho,l !\,>W) 

5. H:)n ~\.~}:n:: 23. Engine	 16
5. ':kllo'<\';;""· 

6. P ..)I! I"<!(..~,,: 4. Engine	 15 -3 Movement Points 6. "le,q A;;d:'~ 
5. MG Ammo	 14 Shutdown, avoid on 4+

1. 1;':;1: '\erg, 1. RO'I "\9'.1""6. Fk~H f.\~k~!r;	 13 +2 Modifier to Fire 2. F",II An..jil,	 2. Ho!! /~r}:~i:': 
122 3. F~~?l: f\~:F:!(:	 2 3. 1'\<),1 /\O,·\C

Engine Hits 0004. P()H A9;;~.:r: 4. Fkll /'(1:il:'	 11 
Gyro Hits 005. hog .f\9;jH: 5. HolIAYirn	 10 -2 Movement Points 

Sensor Hits 006.	 l:l;)l! !\g:.::.jr 6. Ro'l t'oe,h 09
 
08 +1 Modifier to Fire


Left Leg	 Right Leg 07 

1. Hip 1. Hip	 
06 
05 -1 Movement Point 2. Upper Leg Actuator	 2. Upper Leg Actuator 

3. Lower Leg Actuator 3. Lower Leg Actuator	 04 

034. Foot Actuator	 4. Foot Actuator 
5. Rc>!l /\r::3:~1 5. RoH Agair:	 021 
6.	 ;:h1i.\9'1C' 6. HO:' Ag::;,,~ 01
 

00
 
BAmETECH Is a registered trademaJ1< of FASA Corporation. Copyright 1987. Pemnlsslon 10 pholllcopy for personnal use. 



MECH DATA ~~~~:.ATTI.ETECHG Type: VND-1 R VINDICATOR 
Tonnage; 45 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 4 

WEAPONSINVENTORV 
# Type L~ 

1 LRM5 LT 
1 PPC RA 
1 MEDIUM LASER H 
1 SMALL LASER LA 

AMMO: 
Auto Cannon Rounds: ­
M.G. Rounds: --- ­
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs	 24 

Missiles per pack. _ 5 

TOTAL HEAT SINKS 
000000 

0000000000Internal 
Structure WARRIOR DATA
 
Diagram Name: _
 

Gunnery Skill: _ _ __
 
Piloting Skill:
 Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number)
 

1si 2nd 3rd 41h 5th 61h
1. Shoulder	 1. ShoulderHead	 (3) (5) 17) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1.	 Life Support 1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE 2.	 Sensors4. Hand Actuator	 4. PPC 
3.	 Cockpit 30 SHUTDOWN5. Small Laser	 5. PPC 

6.	 H,;l1 .-\q(::~;r· 4. Medium Laser 6. PPC 29 
5.	 Sensors 28 Ammo Explosion, avoid on 8+ 

1. n(")~! ,t\i)d:rr	 1. Fk~H ADd!:":6.	 Life Support 272.	 P:;jj ~<~;;;:i1 2. F;oH A(}:::it:~
 
26 Shutdown. avoid on 10+
 2 3. hL:jj :\q2::) 2 3. H,)I.\g,.II'·'

Center Torso 25 -5 Movement Points 4. Fki' i',(),l"; 4. H,')1l ,t"{}~'~ln
 

5.~;z;i: ,~\r>l:n 5. F\()H ,/\9<:1l0 24 +4 Modifier to Fire
 
1. Engine6. Fk~j: /-\gd;i"! 6. ri()i! A~;al'!	 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+ 13. EngineLeft Torso	 Right Torso 2114. Gyro 
20 -4 Movement Points 5. Gyro1. LRM5	 1. Heat Sink 19 Ammo Explosion, avoid on 4+6. Gyro2. Heat Sink	 2. Heat Sink 
18 Shutdown, avoid on 6+ 1 3. Heat Sink 1. Gyro	 1 3. Heat Sink 
17 +3 Modifier to Fire 4.	 Heat Sink 2. Engine 4. Heat Sink 

5.	 Heat Sink 23. Engine 5. Heat Sink 16 

15 -3 Movement Points 6. LRM 5 Ammo 4. Engine	 6. Hi'.)H /~~~'Ftl:: 

5. Jump Jet	 14 Shutdown, avoid on 4+ 
1.	 H(')l] !\f.kttr- 1. Ro1, A~k.ur:

6. Jump Jet	 13 +2 Modifier to Fire 2.	 h(H~ ;\q~)iP 2. H()~l l'~.r>~l;~
 
12
2 3. H;;!: /\(P;;·	 2 3. ~',Oll ,·\0;·""

Engine Hits 000	 114.	 F'kn ,·:V.H'I", 4. Fk'lH A~)(j.F:
Gyro Hits 00 10 -2 Movement Points 

Sensor Hits 005.	 He,' i\q:,..,II' 5. Ro;; /Vy'ur: 
6.	 H<:d: i~<kdr' 6. R<),' A;PI', 09
 

08 +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

06
1.	 Hip 1. Hip 

05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 
3.	 Lower Leg Actuator 3. Lower Leg Actuator 04 

034.	 Foot Actuator 4. Foot Actuator 
5.	 Jump Jet 5. Jump Jet 02 

6.	 n~)H A:J'::w': 6. n::)il Aga:n 01
 

00
 
BAmETECH Is a registered trademari< of FASA Corporation. Copyrlgh11987. Pernnlsslon to pholDcopy for personnal use. 



MECH DATA 
Type: CN9-A CENTURION 
Tonnage: 50 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 0 

WEAPONS INVENTORY 
# Type LQL
 
1 AUTOCANNON/10 RA
 
1 LRM 10 LT
 
1 MEDIUM LASER CT
 
1 MEDIUM LASER CT(R)
 

AMMO:
 
Auto Cannon Rounds: - 20
 
M.G. Rounds: --- ­
S.R.M. Packs --- ­

Missiles per pack. ­
L. R. M. Packs 24 

Missiles per pack.- 10 

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA
 
Diagram Name:
 

Gunnery Skill.
 
Piloting Skill:
 Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number)
 

1SI	 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE 
4. Hand Actuator 2. Sensors	 4. AC/10 
5. ;:'UHf.i}'I'''	 3. Cockpit 5. AC/10 30 SHUTDOWN 

6. ~~h);l /.\~10;:':	 4. Fk;:l }\Jd!n 6. AC/10 29 
5.	 Sensors 2B Ammo Explosion. avoid on B+ 

1. HeJ: Aga:i!	 1. AC/106.	 Life Support 27 
12. RcH f'.,g;.i;~1	 2. AC/10 

26 Shutdown, avoid on 10+23.	 23. AC/10 
4. Center Torso 4. AC/10	 25 -5 Movement Points 

5. ·\9 t).;n 5. fkl! /\.0:0'"	 24 +4 Modifier to Fire 
1. Engine6.	 (:k:;: .~.g{ti·; 6. nGH !\J8.:f: 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+.1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1.	 LRM 10 1. AC/10 Ammo 19 Ammo Explosion. avoid on 4+6. Gyro2.	 LRM 10 2. AC/10 Ammo 18 Shutdown, avoid on 6+13. LAM 10 Ammo 1. Gyro	 1 3. Heat Sink 
17 +3 Modifier to Fire 4.	 LAM 10 Ammo 2. Engine 4. no;! /\g~Ij0 

5.	 Heat Sink 23. Engine 5. F1~)H Agai?': 16
 

H~;!: ..d-~ 4. s(~:! 151 -3 Movement Points
 6. :\(:;t	 Engine 6. /\~F1!:: 

5. Medium Laser	 14 Shutdown, avoid on 4+
1.	 H~)H A\F~ir: 1. F~\..)~j Aqa~r:

6. Medium Laser (R)	 13 +2 Modifier to Fire2.	 He:l: Aq:)i!": 2. hoH /~{'F~;t: 

2 3. Hor AcF''''	 2 3. Ho:! '\U"li" 
12 

Engine Hits 000	 114.	 Fi)g t\Q3.-ir: 4. Fk', Arldl:"
Gyro Hits 005.	 hO!' i\(Jwn 5. Ron A~TH;"; 10 -2 Movement Points
 

Sensor Hits 00
6.	 H<;i! .f'<n~~i( 6. Run f.\~Jaj:": 09 
OB +1 Modifier to Fire 

Left Leg	 Right Leg 07 

1.	 Hip 1. Hip 
06 
05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 

3.	 Lower Leg Actuator 3. Lower Leg Actuator 04
 

03
4.	 Foot Actuator 4. Foot Actuator 
5.	 Rc/I ,.;p.'h 5. Roll i\G<u:,: 02 
6.	 HoH P\(;;~·t:~; 6. Ron A9W'" 01 

00 
BATILETECH Is a registered trademark of FASA Corporation. Copyright 1987. Pemnlsslon 10 pholDoopy for personnal use. 



MECH DATA 
Type: ENF-4R ENFORCER 
Tonnage: 50 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 4 

WEAPONS INVENTORY 
# Type L~ 

1 AUTOCANNONf10 RA 
1 LARGE LASER LA 
1 SMALL LASER LT 

AMMO:
 
Auto Cannon Rounds: _ 10
 
M.G. Rounds: --- ­
S.R.M. Packs --- ­

Missiles per pack.­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 
o 0 

0000000000Internal 
Structure WARRIOR DATA 
Diagram	 Name: _ . _ 

Gunnery Skill: 
Piloting Skill: . __

Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken' (Consciousness Number) 

1st 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (111 (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1 3. Lower Arm Actuator	 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE 
4.	 Larger Laser 2. Sensors 4. AC/10
 

30 SHUTDOWN
5. Large Laser 3 Cockpit	 5. AC/l0 
6. Ht)li /~~W..ir: 4. n;:):! /\Qd;r\ 6. AC/l0	 29 

5. Sensors	 28 Ammo Explosion, avoid on 8+ 
1. ::k:!:\iY"'"	 1. AC/l06. Life Support	 272. P~';i: /t.,gri:{l	 2. Fk)n ':\9d::'1 

26 Shutdown, avoid on 10+2 3. Rei! :\<;£1",	 2 3. ::l(,P ,t\.~r~;n 

25 -5 Movement Points 4. "k" '\~F1!n Center Torso 4. r-:~:i! /\9£$:;1 

5. He;! p"yJ!n 5. RC~ij j,}.,0<-1:(1	 24 +4 Modifier to Fire 
1. Engine6. 1'\01' Aga,n	 6. R::lil P><}~::~n 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points5. Gyro1. Small Laser	 1. ACI1 0 Ammo 19 Ammo Explosion, avoid on 4+6. Gyro2. Heat Sink	 2. Heat Sink 18 Shutdown, aVOid on 6+1 3. Heat Sink	 1. Gyro 1 3. Heat Sink 
17 +3 Modifier to Fire

4. Fd! AJ"'11 2. Engine	 4. Fk'! /<kHn 
5. H,.:::ir ~~-{j~~;n 23. Engine 5. r-~c~~~ AQai::	 16 

15 -3 Movement Points6. i:<:!: t'-~'F5:11 4. Engine	 6. HC! A(VI'~ 

5. HcH i:\~J::~l:'~	 14 Shutdown, avoid on 4+ 
1. Hl..~H !'~";k~jr:	 1. R•.l!: A,.la;>·,

6. PClH ;:~.g~iE':	 13 +2 Modifier to Fire
2. HCHi /\£18:1":	 2. Rc,!: /,<],31,' 

2 3. no!! /,<p.'r	 2 3. Ho'! A<AW' 12 
Engine Hits 000	 114. Rl.)H A~r:~ir;	 4. fkld A~F1i:': 

5. he}: Gyro Hits 00 5. RoH .)<>:;,1:"':	 10 -2 Movement Points 
sensor Hits 006.	 Hd 6. Fb'l "'ga:", 09
 

08 +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

06
1. Hip	 1. Hip 

05 -1 Movement Point
2. Upper Leg Actuator	 2. Upper Leg Actuator 

043.	 Lower Leg Actuator 3. Lower Leg Actuator
 
CORPORATION 03
4. Foot Actuator	 4. Foot Actuator 

5. Jump Jet 5. Jump Jet	 02 
6.	 Jump Jet 6. Jump Jet 01
 

00
 
BAmETECH Is a reglstared tradem8l1< of FASA Corporation. Copyright 1987. PllITl'T1lsslon to photocopy for personnaJ use. 



MECH DATA ~~~~:.ATTI.ETE=HGType: HBK-4G HUNCHBACK 
Tonnage: 50 TONS 

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 0 

WEAPONS INVENTORY 
# Type LQ~
 

1 AUTOCANNON/20 RT
 
1 MEDIUM LASER RA
 
1 MEDIUM LASER LA
 
1 SMALL LASER H
 

AMMO:
 
Auto Cannon Rounds: - 10
 
M.G. Rounds: --- ­
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 
000 

0000000000Internal 
Structure WARRIOR DATA 
Diagram	 Name: 

Gunnery Skill: 
Piloting Skill: _

Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number)
 

1SI 2nd 3rd 4th 51h 61h
1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1. Life Support 1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE 2. Sensors4. Hand Actuator	 4. Hand Actuator 
5. 3. Cockpit	 30 SHUTDOWNMedium Laser	 5. Medium Laser 
6. p()i~ /\ga::"J 4. Small Laser 6. H(.:H :\q;~;:!":	 29 

5. Sensors	 28 Ammo Explosion, avoid on 8+
1. nl),i A<;.:a;:·,	 1. Hall :\qu:?,\ 6. Life Support	 27
2.	 P~';n !~{r~;Jin 2. H~)il /~;jd.:;
 

26 Shutdown, avoid on 10+
2 3. He';; :\<,la:,) 2 3. :::;~:,jj ;~~:>::(: :"1
Center Torso 25 -5 Movement Points 4. CL:: ."(pi"	 4. R;H -"<'i.t·, 

5. f\-;:: A9::;:~j 5. H:.:.,;i i<}a;r~	 24 +4 Modifier to Fire 
1. Engine6. ~:~0r A(>:~: :'l	 6. H~~;q /\?{:l:r~ 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. AC/20 Ammo	 1. AC/20 19 Ammo Explosion, avoid on 4+ 6. Gyro2. AC/20 Ammo	 2. AC/20 18 Shutdown, avoid on 6+1 3. n(~;j A{.l:"·lif; 1. Gyro	 1 3. AC/20 
17 +3 Modifier to Fire 4. Rel~ .';u~:~;r: 2. Engine	 4. AC/20 

5. Ho): l,,:}0.ir': 23. Engine 5. AC/20	 16 

6. H<');: l;q~'l;r: 4. Engine 6. AC/20	 15 -3 Movement Points 

14 Shutdown, avoid on 4+5. Heat Sink 1. ;:k~i: /\qdir·	 1. AC/20
6. F\',!i [,(y,:n	 13 +2 Modifier to Fire 2. r;c<	 2. AC/20 

1223. f',)!	 23. AC/20
Engine Hits 0004. Rei: Atl::lir: 4. AC/20	 11 

5.	 HoH f\[TJ)P 
Gyro Hits 00 5. j-10ii /~q~:~:n 10 -2 Movement Points
 

sensor Hits 00
6.	 iLL !\':l.\if' 6. Hen :\qa:(l 09
 

08 +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

06
1. Hip	 1. Hip 

05 -1 Movement Point 2. Upper Leg Actuator	 2. Upper Leg Actuator 
3. Lower Leg Actuator 3. Lower Leg Actuator	 04 

034. Foot Actuator	 4. Foot Actuator 
5. Heat Sink 5. Heat Sink	 02 

6.	 Heat Sink 6. Heat Sink 01
 

00
 
BATILETECH Is a l'8gistered trademark of FASA Corporatlon. Copyright 1987. Pemnission to photocopy for personnal usa. 



MECH DATA ~~~~i.ATTI.ETECHG Type: TBT-5N TREBUCHET 
Tonnage: 50 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 5 
Running: 8 
Jumping: 0 

WEAPONS INVENTORY 
# Type L~
 

1 LRM 15 RT
 
1 LRM15 LA
 
1 MEDIUM LASER RA
 
1 MEDIUM LASER RA
 
1 MEDIUM LASER LA
 

AMMO:
 
Auto Cannon Rounds: ­

M,G, Rounds: --- ­

S.R,M. Packs --- ­

Missiles per pack, ­
L.R,M, Packs 8/8 

Missiles per pack. _ 15 

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name: --=~_ 

Gunnery Skill: _ 
Piloting Skill: _

Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

1si 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1. Life Support 1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE 
4.	 Hand Actuator 2. Sensors 4. Medium Laser
 

30 SHUTDOWN
5. LRM 15	 3. Cockpit 5. Medium Laser 
4. H('ln ;\-~~<1~:';	 296. LRM 15	 6. Pc", 1\;]>)1" 
5. Sensors	 28 Ammo Explosion, avoid on 8+ 

1. LRM 15	 1. HolI :\ca;;, 6. Life Support	 27
2.	 Medium Laser 2. ::{og A~-~di:l
 

261 Shutdown, avoid on 10+
 2 3. Holl i\Q;:~;:l 2 3. ;~::;i1 i.c,c~~;rl

Center Torso 251 -5 Movement Points 4. H()H :\qd::';	 4. Fk~il .:\~)1;;·; 

5. r~og ,~~<.(':jai:~ 5. ::"~0E Arl'.':~~n	 24 +4 Modifier to Fire 
1. Engine6. f;(.ill AG,~_i:~l 6. H()!; :,\-:~.+:;	 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
120 -4 Movement Points 5. Gyro1. LRM 15 Ammo	 1. LRM 15 19 Ammo Explosion, avoid on 4+ 6, Gyro2. Hon /\gaH:	 2. LRM 15 18 Shutdown. avoid on 6+1 3. Fkli /\qcHn 1. Gyro	 13. LRM 15 
17 +3 Modifier to Fire4. Pol: t'.(j2'ri 2. Engine 4. LRM 15 Ammo
 

5, pon i\<}'i.ii\ 23. Engine 5. RvH /.\fJi3.U"; 16
 

6. Heli kpir' 4. Engine 6. f>'c':A;Pii\	 15 -3 Movement Points 

5. Fk~n :\::~.re:~w"-:	 14 Shutdown, avoid on 4+ 
1. HQH /\9L~ir:	 1. R,l:: A,gaF,

6. HoH !\~H1W:	 13 +2 Modifier to Fire
2. Ho!! A!'Jwn	 2. Roil AG'w 

23. H,,!	 2 3. Ho! i\ck\i~' 12 
Engine Hits 000	 114. Rcil ,'"-{pin	 4. Rc,:) ADdi:"'

Gyro Hits 005.	 PoH /\q;:w 5. ROll Ag:"jl,~ 10 -2 Movement Points
 
Sensor Hits 00
6.	 HeH Apr:dn 6. H,/ ,i'cld:· 09
 

108 +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

1. Hip 1. Hip	 
06 
05 -1 Movement Point 2. Upper Leg Actuator	 2. Upper Leg Actuator 

3. Lower Leg Actuator 3. Lower Leg Actuator	 04 

034. Foot Actuator	 4. Foot Actuator 
5. R;i;l ,w{Y'I'" 5. H~)d Ag<ll:":	 02 

6.	 Hoil Agd" 6. nol Ag8i0 01
 

00
 
BATIlETECH Is a registered trademarl< of FASA Corporation. Copyright 1987. Pemnlsslon to photocopy for personnal use. 



MECH DATA ~~~~=~BATTI_ETECH® Type: DV-6M DERVISH 
Tonnage: 55 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 5 
Running: 8 
Jumping: 5 

WEAPONS INVENTORY ~ 
# Type Loc. 
1 LRM 10 RT 
1 LRM 10 LT 
1 MEDIUM LASER RA 
1 MEDIUM LASER LA 
1 SRM 2 RA 
1 SRM 2 LA 

AMMO
 
Auto Cannon Rounds:­

M.G. Rounds: --- ­
S.R.M. Packs	 SO/50 

Missiles per pack. _ 2 
L.R.M. Packs	 12/12 

Missiles per pack. _ 10 

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name: _ _ _ 

Gunnery Skill. _ 
Piloting Skill: _

Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

1sI	 2nd 3rd 4th 5th 6th1.	 Shoulder 1. ShouiderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1.	 Life Support 1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE2.	 Sensors4.	 Medium Laser 4. Medium Laser 
3.	 Cockpit 30 SHUTDOWN5.	 SRM 2 5. SRM 2 
4. F;,)1l A0di:~~	 296.	 SRM 2 Ammo 6. SRM 2 Ammo 
5.	 Sensors 28 Ammo Explosion, avoid on 8+

1.	 HoH ...c;,.pc.::,~n 1. 1+):1 i,g,j',6. Life Support	 27
2.	 RGr :\9~.;.:n 2. ne.>!! l\y1l" 

26 Shutdown. avoid on 10+2 3. ne!: t'\~p!n	 2 3. Fion }\cplr'Center Torso	 25 -5 Movement Points 4. q,:,;H ·~\9c::n.	 4. Fi';:~H AJ.c~i:-: 
5.	 R0P i\(J<l:f"l 24 +4 Modifier to Fire5. Fio:l /VT,'Jr1. Engine 23 Ammo Explosion, avoid on 6+6.	 ReP AG~~\n 6. Hon !\~k~i:;2. Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1.	 LRM 10 1. LRM 10 19 Ammo Explosion. avoid on 4+6. Gyro2.	 LRM10 2. LRM 10 18 Shutdown, avoid on 6+1 3. LRM 10 Ammo 1. Gyro	 13. LRM 10 Ammo 
17 +3 Modifier to Fire 4.	 Po:! Aym~ 2. Engine 4. ROil .A~,)0j0 

5.	 R,):! ['(J(w" 23. Engine 5. h0n Ag-F.H:: 16 
15 -3 Movement Points 6.	 Ho~! A;FJH: 4. Engine 6. H0il />"cal:'~ 

5. Jump Jet	 14 Shutdown. avoid on 4+ 
1.	 Ho!; /\~F~jr: 1. no[l t\Jd!:': 

6. HCdl }\~jdn	 13 +2 Modifier to Fire
2.	 Holi A~J<iII~ 2. Hod .i\p_;Jl:~ 

2 3. f\;P /~fJz.l!n	 2 3. HoH /\q,w-, 12 
Engine Hits 000	 114.	 Rel~ Apair: 4. RoH Aga!::

Gyro Hits 00 10 -2 Movement Points 
Sensor Hits 00

5.	 Fe!! 1'.9aH~ 5. Ro!l AQC"Ji" 
6.	 H(:n /\~Flin 6. Ho!! [,gal" 09 

08 +1 Modifier to Fire 
Left Leg	 Right Leg 07 

1.	 Hip 1. Hip 
106 
1051 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 

3.	 Lower Leg Actuator 3. Lower Leg Actuator 04 

034.	 Foot Actuator 4. Foot Actuator 
5.	 Jump Jet 5. Jump Jet 02 

6.	 Jump Jet 6. Jump Jet 01
 
00
 

BATTtETECH Is a registered trademark of FASA Corporation. Copyright 1987. Pemnlsslon 10 pho1OOOpy for personnaJ use. 



MECH DATA ~~~~:BATTI_ETECH0 Type: GRF-1 N GRIFFIN 
Tonnage: 55 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 5 
Running: 8 
Jumping: 5 

WEAPONS INVENTORY 
# Type L~ 

1 PPC RA 
1 LRM 10 RT 

AMMO:
 
Auto Cannon Rounds: ­

M.G. Rounds --- ­
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs	 24 

Missiles per pack. _ 10 

TOTAL HEAT SINKS 
o 
0000000000 oInternal 

Structure WARRIOR DATA 
Diagram Name: --=c-cc-­

Gunnery Skill: _ 
Piloting Skill: _

Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

151	 2nd 3rd 4th 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE 2.	 Sensors4.	 Hand Actuator 4. Hand Actuator 
30 SHUTDOWN5.	 H(~:i ,t>-:};)l: 1 3. Cockpit 5. PPC 

6.	 H,yl /'<I(W'; 4. F10:1 AfjdJn 6. PPC 29 
5.	 Sensors 28 Ammo Explosion. avoid on B+ 

1 H,);: :~~~j(l:n	 1. PPC6. Life Support 27

2 Fk;i: /:",9;~~::n 2. R~lH .,c'9:~ilt~
 

26 Shutdown, avoid on 10+ 2 3 F\::jl :\qa:n	 2 3. Fb'i A(icw', 
4.	 H(:~: A~;:l;(I Center Torso 4. ~~()d i\;ja i ;l 25 -5 Movement Points 

5. F,';!: ('->,).):0 5. nn:l .,.c\rv:t;:·~	 24 +4 Modifier to Fire 
1. Engine

6. Pr,;i! ;.\9<1:: I 6. f1,'):) ;l.{:a!:~	 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+13. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 ·4 Movement Points 5. Gyro1.	 Jump Jet 1. LRM 10 19 Ammo Explosion. avoid on 4+ 6. Gyro2.	 Jump Jet 2. LRM10 1B Shutdown, avoid on 6+1 3. Rr~!~ Ag<J:o 1. Gyro	 1 3 LRM 10 Ammo 
17 +3 Modifier to Fire 4.	 R<::I~ !\9~~]n 2. Engine 4. LRM 10 Ammo 

5.	 HcH :'<)[;'11 23. Engine 5. Jump Jet 16 

6.	 nDH Aq:.:~i(l 4. Engine 6. Jump Jet 15 ·3 Movement Points 

5. Jump Jet	 14 Shutdown, avoid on 4+ 
1.	 n;)H f.\~l!:lir· 1. R(.)H Agair:

6. R~;\! ..'~q:::;_L~	 13 +2 Modifier to Fire 2.	 Hc.di :\q~j:n 2. M(}l! A[}~l:~ 

2 3. H;;! ."'~F"ir-	 2 3. HoH f\9~'llr: 12 
Engine Hits 000	 114.	 Pd t\(pir: 4. Fk>!1 A;:Hi:~

Gyro Hits 005.	 HuH !\;;aw 5. Ro:;lq:'Ji,; 10 -2 Movement Points
 
Sensor Hits 00
6.	 H;)H /\~F.~in 6. R;)H '(,\9t~F" 09
 

OB +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

I	 06
1.	 Hip 1. Hip 

05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator Fq~q I	 1043.	 Lower Leg Actuator 3. Lower Leg Actuator 
034.	 Foot Actuator CCAPCAATIC:J 4. Foot Actuator 

5.	 Heat Sink 5. Heat Sink 02 
6.	 Ho!l /~La~:l '----- 6. ~k)il Ag;:1F: 01 

00 
BATTI.ETECH Is a registered lrademar1( of FASA ColjlOratlon. Copyright 1987. Pemnlssion to photocopy for personnal use. 



MECH DATA 
Type: SHD-2H SHADOW HAWK 
Tonnage: 55 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 5 
Running: 8 
Jumping: 3 

WEAPONSINVENTORV 
# Type lQh 
1 AUTOCANNONI5 LT 
1 LRM 5 RT 
1 SRM 2 H 
1 MEDIUM LASER RA 

AMMO:
 
Auto Cannon Rounds: _ 20
 
M.G. Rounds: --- ­
S.R.M. Packs	 50 

Missiles per pack. _ 2 
L.R.M. Packs	 24 

Missiles per pack. _ 5 

TOTAL HEAT SINKS 
o 

0000000000 oInternal 
Structure WARRIOR DATA 
Diagram	 Name: 

Gunnery Skill: _ 
Piloting Skill: .--__Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken: (Consciousness Number) 

1SI	 200 3rd 41h 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1.	 Life Support1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE 2.	 Sensors 
30 SHUTDOWN 

4.	 Hand Actuator 4. Hand Actuator 
5.	 H~)n ,t~rr11~~ 3. Cockpit 5. Medium laser 
6.	 HoH :<\~j~:H:': 4. SRM 2 296. Hen A~Fl~r: 

5.	 Sensors 28 Ammo Explosion, avoid on 8+ 
1.	 r{oH i\J:':J:: 1. Hall /\cd:n 6. Life Support	 272.	 Fk~~\ r\0~:H:': 2. Holi /,~'jc'11n 

26 Shutdown, avoid on 10+2 3. r1(}!1 }\~VW:	 2 3. f::~)B .~\Ga: n 
25 -5 Movement Points 4.	 Ho\! AT.\;" Center Torso 4. Rr)!l AgLHrt 

5.	 FiG!! A~Jdi:: 5. RCl!! ,.\l,Qa j :1 24 +4 Modifier to Fire 
1. Engine6. HO;' A(.)d.i:~	 6. fbll :\-~,1l'1 23 Ammo Explosion, avoid on 6+
2. Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
120 -4 Movement Points 5. Gyro1. AC/5	 1. LRM 5 19 Ammo Explosion, avoid on 4+6. Gyro2.	 AC/5 2. LRM 5 Ammo 
18 Shutdown, avoid on 6+

1 3. AC/5	 1. Gyro 1 3. Jump Jet 
17 +3 Modifier to Fire4.	 AC/5 2 Engine 4. i:~0H AfFiin 

5.	 AC/5 Ammo 23. Engine 5. HDH :\gd:!) 16 

6.	 Jump Jet 4. Engine 6. n~)n .AQd~n 15 -3 Movement Points 

5. SRM 2 Ammo	 14 Shutdown, avoid on 4+
1.	 H~.)i; Ag~:~jr: 1. FioH .Agdi:":

6. Jump Jet	 13 +2 Modifier to Fire
2.	 FaH ;\!:;Win 2. Ho'! i\[Jdl," 

2 3. Poli /\rpln	 2 3. Ho[i 1\0<\1" 
12 

Engine Hits 000	 114.	 Fc!; A"h,in 4. Fiod /\~Jdi;:
Gyro Hits 005.	 HoH A:}."lI~ 5. nO;! i\g<li;'~ 10 -2 Movement Points 

sensor Hits 006.	 H<)ij l\q~~ir: 6. MO;: !\gwC" 09
 
08 +1 Modifier to Fire
 

Left Leg	 Right Leg 07 
06

1.	 Hip 1. Hip 
05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 
043,	 Lower Leg Actuator 3. Lower Leg Actuator 
034.	 Foot Actuator 4. Foot Actuator 

5.	 Heat Sink 5. Heat Sink 02 

6.	 Roil ,'\p:Hl 6. FID!I i\gair: 01 
00 

BATTLETECH Is a registered tredemark 0' FASA Corporation. Copyright 1987. Permission 10 phc)1llCOPY for penlOl1nal use. 



MECH DATA 
Type: SCP-1 N SCORPION 
Tonnage: 55 TONS

ARMOR DIAGRAM Movement Points: 
Right Torso	 Walking: 6 

Running: 9 
Jumping: 0 

WEAPONS INVENTORY 
# Type Loc. 
1 PPC RT ~	 1 SRM 6 RT 

AMMO: 
Auto Cannon Rounds:­
M.G. Rounds: --- ­
S.R.M. Packs	 15 

Missiles per pack. - 6 
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name: --=-:~ _ 

Gunnery Skill: . ~ _ 
Piloting Skill: Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

1st	 2nd 3rd 4th 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE 2.	 Sensors 
30 SHUTDOWN 

4.	 Hand Actuator 4. Hand Actuator 
5. n~>ji ":\Fnt~ 3.	 Cockpit 5. F;(Y ,'\<L!r' 
6. Hc!! /\9UY' 4.	 F{('l!! A:)dn 6. F~Gl! l~~.}£~:l: 29 

5.	 Sensors 28 Ammo Explosion, avoid on 8+ 
1.	 n(,~i AQi"}'\:": 1. Hull :\<::i:;\: :";6.	 Life Support
2.	 ni:;H A:.F;l(~ 2. "\<)'I A;;a!·' 27 

26 Shutdown. avoid on 10+2 3. fl:/: /:.,y:d r · 23. i7;uil 
25 -5 Movement Points 4.	 n~)H /\;;aY~ Center Torso 4. H(,;~l 

5.	 rtjn /\q~H0 5. Hod .f~<j,,-1:n 24 +4 Modifier to Fire 
1. Engine6. Fh!; Agi:w,	 6. Ho!! tv;..(:H0 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+13. EngineLeft Torso 4. Gyro	 Right Torso 21 

20 -4 Movement Points 5. Gyro1.	 SRM 6 Ammo 1. PPC 19 Ammo Explosion, avoid on 4+6. Gyro2.	 R~)n ;\;F;lf: 2. PPC 
18 shutdown, avoid on 6+1 3. h;q A~rw: 1. Gyro	 13. PPC 
17 +3 Modifier to Fire 4. PoH )\qG:.~n 2.	 Engine 4. SRM 6 

5.	 H.,)i~ i\~Flj(: 23. Engine 5. SRM 6 16
 
15 -3 Movement Points
 6. hc~1 AJ~~~~n 4.	 Engine 6. Ho!! f\~l':\!r· 
14 Shutdown, avoid on 4+5. i'k'l ATel'1.	 n<~i~ /<9~:~ir' 1. Ron ;:~{k~W:

6. fk'l AWli'	 13 +2 Modifier to Fire2.	 Hen A(F}H: 2. Ro'! ,1.(.]31" 
122 3. F\;H /o,£F;:n	 23. Ho,:

Engine Hits 000	 114.	 F\;l: P<J{~i(: 4. noll 
Gyro Hits 005.	 f\:.J t\q_;.H: 5. Rci 10 -2 Movement Points
 

Sensor Hits 00
6.	 Fk:H (.\~H·~ir: 6. Hon f.\Q~~H··~: 09
 
08 +1 Modifier to Fire
 

Left Leg	 Right Leg 07r	 ~ 
I	 I 06

1.	 Hip 1. Hip 
05 -1 Movement Point 

2.	 Upper Leg Actuator 2. Upper Leg Actuator 
3.	 Lower Leg Actuator 3. Lower Leg Actuator 04 

034.	 Foot Actuator 4. Foot Actuator 
5.	 ~~oH .,~,.rYl~:t 5. RoH /\r.~:~j.l(: 02lu!~"~~
6.	 flJH /\9(i;r~ 6. Ron Agcw'; 01
 

00
 
BAmETECH Is a registered trademlllk of FASA Corporation. Copyright 1987. Pemnlsslon to photocopy for personnaJ use. 



MECH DATA 
Type: WVR-6R WOLVERINE 
Tonnage: 55 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 5 
Running: 8 
Jumping: 5 

WEAPONS INVENTORY 
# Type L~ 

1 AUTOCANNON/5 RA 
1 SRM 6 LT 
1 MEDIUM LASER H 

AMMO: 
Auto Cannon Rounds, _ 20 
M.G, Rounds: --- ­
S.R,M. Packs 15 

Missiles per pack, - 6 
L.R.M.	 Packs --- ­

Missiles per pack,­

TOTAL HEAT SINKS 

o 0 
0000000000Internal 

Structure WARRIOR DATA 
Diagram	 Name: _ 

Gunnery Skill: _ 
Piloling Skill: __Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (ConSCIousness Number)
 

1sI 2nd 3rd 4th 5th 6th
1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1.	 Life Support1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE2.	 Sensors 
30 SHUTDOWN 

4.	 Hand Actuator 4. Hand Actuator 
5.	 H~)ij /'~<J~~!:: 3. Cockpit 5. ACtS 
6.	 Hl./l !\QHP"': 4, Medium Laser 6. ACtS 29 

5, Sensors 28 Ammo Explosion, avoid on 8+
1.	 ~:~c.dl !\~ja~~: 1. ACtS6,	 Life Support 272.	 HGill"F1'~ 2. ACt5 

26 Shutdown, avoid on 10+2 3, (\011 !\(j<l'l	 2 3. ACt5 Ammo 
4. r:~~:,iJ ,t;,9;?J~r~ Center Torso 4. H{)~: (.';~H:~l:':	 25 -5 Movement Points 

5.	 Hr.:l! :V]8: 5. fbi! And" 24 +4 Modifier to Fire
 
1, Engine
6, "\011 A~ph 6. Roil /\<:p.l:'	 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+
13. EngineLeft Torso 4. Gyro	 Right Torso 21 

20 -4 Movement Points 5, Gyro1.	 SRM6 1. Heat Sink 19 Ammo Explosion, avoid on 4+6. Gyro2,	 SRM 6 2. FL)jj I\gaw: 
18 Shutdown, avoid on 6+1 3, SRM 6 Ammo	 1. Gyro 13. i:h'IJ";;;<li" 
17 +3 Modifier to Fire4.	 Heat Sink 2, Engine 4, H"iI A(;:.'d(: 

5.	 nrH F.(~v.:r; 23, Engine 5. f-i0!1 AgfH:": 16 
15 -3 Movement Points 

5, Jump Jet 14 Shutdown, avoid on 4+ 
6.	 p'(;n A{F...~in 4, Engine 6. He;!! ,t~ral:~ 

1,	 i'kii (',.nir. 1. Fie'! Aqc1!".
6. nc)" Agai',	 13 +2 Modifier to Fire2. Ho!? :\qClIr' 2. Holl /-\~.F~!:: 

2 3, R(;li ,t"£FA' 2 3. HoU /\~~kU~ 12 
Engine Hits 000	 114.	 pon f\{y~ir: 4. n~'.lq Aqdl:;

Gyro Hits 00 10 -2 Movement Points 
Sensor Hits 005,	 Holi AT:"'l' 5. HoH Ag:;Jh 

6.	 Hoii ,l\{I~.~j(- 6. Ho'! f\QaI'. 09
 
08 +1 Modifier to Fire
 

Left Leg	 Right Leg 07 
06

1.	 Hip 1. Hip 
05 -1 Movement Point

2.	 Upper Leg Actuator 2. Upper Leg Actuator 
043.	 Lower Leg Actuator 3. Lower Leg Actuator
 

CORPORATION 03
4.	 Foot Actuator 4. Foot Actuator 
5.	 Jump Jet 5. Jump Jet 02 
6.	 Jump Jet 6. Jump Jet 01 

00 
BATILETECH Is a registered trademarl< of FASA Corporation. Copyrighl1987. Perrmlsslon to photocopy fQr personnaJ use. 



/ 

MECH DATA 
Type: DRG-1 N DRAGON 
Tonnage:. 60 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 5 
Running: 8 
Jumping: 0 

WEAPONS INVENTORY 
# LY.pe Loc. 
1 LRM 10 CT 
1 AUTOCANNON/5 RA 
1 MEDIUM LASER LA 
1 MEDIUM LASER LT(R) 

AMMO: 
Auto Cannon Rounds: - 40 
M.G. Rounds: --- ­
S.R.M. Packs --- ­

Missiles per pack.­
L.R.M. Packs	 24 

Missiles per pack. _ 10 

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name: _. _ 

Gunnery Skill' __-
Piloting Skill: Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (ConSCiousness Number) 

1sI 2nd 3rd 41h 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1.	 Life Support 1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE 
4.	 Medium Laser 2. Sensors 4. AC/5 

30 SHUTDOWN5.	 Ro'! A(.)JI:' 3. Cockpit 5. AC/5 
6.	 Hon AQaj~'" 4. F~(>11 ;S.;~;.<:-d;~: 6. AC/5 29 

5.	 Sensors 28 Ammo Explosion. avoid on 8+ 
1.	 H;)i1 ·£\9Hi:"· 1. AC/56. Life Support 27
2, H~)H 2. r~Gn .A0~:;':i':
 

26 Shutdown. avoid on 10+23. no!!	 2 3. R(;n /\~!~.::.:r· 
4.	 F)()il ·6.J31:': Center Torso 4. HCl: 25 -5 Movement Points 

5.	 HcsD /~Dal:: 5. Pen 24 +4 Modifier to Fire 
1. Engine6.	 Ho[\ /\9':::w": 6. Rc:~~ Ag?:n 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1.	 LRM 10 Ammo 1. AC/5 Ammo 19 Ammo Explosion, avoid on 4+

6.~GY:ro2.	 LRM 10 Ammo 2. AC/5 Ammo 18 Shutdown, avoid on 6+
1 3. Medium Laser (R) 1. Gyro	 1 3. Fkil f\~F1'1"< 

17 +3 Modifier to Fire 4.	 RqH /\~k.:n 2. Engine 4. G~~.iJ1 t"Qa~n 

5.	 Rvl' t'.(p'n 23. Engine 5. Hr,'?!! ;'\g<;Hn 16
 

15 -3 Movement Points
 6.	 hel' /\9""\ 4. Engine 6. ':\oil !\(.]:\in 

5. LRM 10	 14 Shutdown. avoid on 4+ 
1.	 Hon 1. F~oH ,6-~.kJ(r:

6. LRM 10	 13 +2 Modifier to Fire2.	 Pol' 2. lied i\.F~I:: 
2 3. R(;H /\9~'lF":	 2 3. Ho,: /'<n!r: 12 

Engine Hits 000	 114.	 RvH A9~~ir; 4. n~>n
Gyro Hits 005.	 Rol' ,1'::;.9.11' 5. Ro; 10 -2 Movement Points 

Sensor Hits 006.	 HoH /\~Fljr, 6. Fk'}~l .i\q~ur; 09
 
08 +1 Modifier to Fire
 

Left Leg	 Right Leg 07 

06
1.	 Hip 1. Hip 

05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 
043.	 Lower Leg Actuator 3. Lower Leg Actuator 
034.	 Foot Actuator 4. Foot Actuator 

5.	 'i,>" Aga", 5. Ro~1 A9~:jJ(': 02 

6.	 Run }~~<F~Jjn 6. RoH .qgd~r~ 01
 

00
 
BATIlETECH Is a registered trademark of FASA Corpora1lon. Copyright 1987. Pemnlsslon to photocopy for personnaJ use. 



MECH DATA 
Type: OSR-2C OSTROC 
Tonnage: 60 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 5 
Running: 8 
Jumping: 0 

WEAPONS INVENTORY 
# Type L~ 

1 SRM 4 RT 
1 LARGE LASER RT 
1 LARGE LASER LT 
1 MEDIUM LASER RT 
1 MEDIUM LASER LT 

AMMO: 
Auto Cannon Rounds:­
M.G. Rounds: --- ­
S.R.M.	 Packs 25 

Missiles per pack. _ 4 
L.R.M.	 Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 
00000 

0000000000Internal 
Structure WARRIOR DATA
 
Diagram Name:
 

Gunnery Skill:
 
Piloting Skill:
 Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number)
 

1st	 2nd 3rd 4th 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE 
4.	 HQH F~fJ~~!:: 2. Sensors 4. fkd ~ /\~F·;.:r:
 

30 SHUTDOWN
5.	 FbH />',ki" 3. Cockpit 5. Rr;l~ A(F~:n 

6.	 R:,!! .I!,jw" 4. nc~jl f~';Jdn 6. f-1c!j .t-,q;l:i: 29 
5.	 Sensors 28 Ammo Explosion, avoid on 8+ 

1. Fkl! Aq<b',	 1. Hen /~qd::"'f6. Life Support	 27 
2.	 PZ';i' .~'D"I!n 2. ::~:>L ;,\~~,,~;:;
 

26 Shutdown, avoid on 10+
2 3. HG~~ ~q8:n	 2 3. G;::>i~ ,t:..... D,~:J:n 
25 -5 Movement Points4. Hot l,ca~n Center Torso 4. Finn ;;·,(jcu": 
24 +4 Modifier to Fire5. Fic.J .t'"qi:1:n	 5. "L!! ACd!,' 

1. Engine
6. neli AS0/.t:t"; 6. HGH !\q8:r~	 23 Ammo Explosion, avoid on 6+ 

2. Engine 
22 Shutdown, avoid on 8+13. EngineLeft Torso	 Right Torso 214. Gyro 
20 -4 Movement Points5. Gyro1. Large Laser	 1.~- 19 Ammo Explosion, avoid on 4+6. Gyro2.	 Large Laser 2. Large Laser 18 Shutdown, avoid on 6+1 3. Medium Laser 1. Gyro	 1 3. Large Laser 
171 +3 Modifier to Fire

4.	 noH P<J(}in 2. Engine 4. Medium Laser 
5.	 ne,H A\)<\Ho 23. Engine 5. Rr+ Anr.d:; 16
 

15 ·3 Movement Points
6.	 Ru'! /\&Py, 4. Engine 6. Ron ,~():.:;.!~~ 

5. SRM4 Ammo	 14 Shutdown, avoid on 4+
1.	 Ho!; !\q:.\ir 1. RoH A::.kW··

6. Heal Sink	 13 +2 Modifier to Fire2,	 por !\O;),H~ 2. MoH i\~)al:~ 
2 3. Fbi Agilln	 2 3. HoH I'<;:;W' 

12 
Engine Hits 000	 114.	 Rol! A9"in 4. nc>ll AGdi:':

Gyro Hits 00 5. non /\=;:FH:: 10 -2 Movement Points 
Sensor Hits 005.	 HGi! f~9;;'.H' 

6.	 Hi.JU /\g~~~in 6. HoH /':.q£-H;': 09
 
08 +1 Modifier to Fire
 

Left Leg	 Right Leg 07 
06 

1.~	 1. Hip 
05 -1 Movement Point

2.	 Upper Leg Actuator 2. Upper Leg Actuator 
043.	 Lower Leg Actuator 3. Lower Leg Actuator 
034.	 Foot Actuator 4. Foot Actuator 

5.	 Heat Sink 5. Heat Sink 02 

6.	 Heat Sink 6. Heat Sink 01
 
00
 

BATILETECH Is a registered tradematl< of FASA Corporation. Copyright 1987. Pemnlsslon 10 photocopy for personnaJ use. 



MECH DATA 
Type: OTL-4D OSTSOL 
Tonnage: 60 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 5 
Running: 8 
Jumping: 0 

WEAPONS INVENTORY 
# Type Lac. 
1 LARGE LASER RT 
1 LARGE LASER LT 
1 MEDIUM LASER RT 
1 MEDIUM LASER LT 
1 MEDIUM LASER CT(A) 
1 MEDIUM LASER CT(R) 

AMMO: 
Auto Cannon Rounds: ­
M.G. Rounds:---­
S.R.M.	 Packs --- ­

Missiles per pack. ­
L.R.M. Packs _..._._.~­

Missiles per pack.-­

TOTAL HEAT SINKS 
000 000 

0000000000Internal 
Structure WARRIOR DATA 
Diagram Name: --:::c-,::------- ­

Gunnery Skill: _
 
Piloting Skill:
 Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken: (Consciousness Number) 

1st	 2nd 3rd 4th 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE 2.	 Sensors 
30 SHUTDOWN 

4.	 RoH /\(,k,i" 4. Fbi /\q",i1'· 
5.	 FioH Agai:: 3. Cockpit 

4. non ;:\~F.li:i	 296.	 Ho;! ,tJ.,.[}Jl:: ~: ~~;': ~0~:;~ 
5.	 Sensors 28 Ammo Explosion, avoid on 8+1.	 q~';H /\9~~;;i 1.6. Life Support	 272.	 ''\(''11 Aga"l 2.
 

26 Shutdown, avoid on 10+
2 3. R~)l t><Fl~:'	 23. 
4.	 ho!!AZ;cv1 Center Torso 4. 25 -5 Movement Points 

5.	 Ho!! Agai" 5. ROB /\f.}d~n 24 +4 Modifier to Fire 
1. Engine6. Rc.;1! A9~Hn	 6. H:"}il ;\9(1:r1 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+13. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. Large Laser	 1. Large Laser 19 Ammo Explosion, avoid on 4+6. Gyro2.	 Large Laser 2. Large Laser 18 Shutdown, avoid on 6+1 3. Medium Laser 1. Gyro	 1 3. Medium Laser 
17 +3 Modifier to Fire4.	 Heat Sink 2. Engine 4. Heat Sink 

5.	 Hen :,q;:;," 23. Engine 5. Roi! i\:;pr 16 

6.	 Rcli Agil.in Engine RQ'i f\gairo 15 -3 Movement Points 4.	 6. 
5. Medium Laser (R)	 14 Shutdown, avoid on 4+

1.	 i'kii /lq",in 1. Roil .Il-gal!"
6. Medium Laser (R)	 13 +2 Modifier to Fire2.	 non !\P'.lil1 2. Fbil A(.ldl"

2 3. nG!i r\q"w	 2 3. Ho'l (\gair; 12 
Engine Hits 000	 114.	 RcH ;~~pun 4. nc>n Agd!::

Gyro Hits 005.	 Rol! J\qCiIP 5. ROii ,.l,oai" 10 -2 Movement Points 
Sensor Hits 006.	 H.:;I' /\~pir, 6. Ho!! /\9<:11'" 09
 

08 +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

06
1.	 Hip 1. Hip 

05 -1 Movement Point2.	 Upper Leg Actuator 2. Upper Leg Actuator 
3.	 Lower Leg Actuator 3. Lower Leg Actuator 04 

034.	 Foot Actuator 4. Foot Actuator 
5.	 Heat Sink 5. Heat Sink 02 
6.	 Heat Sink 6. Heat Sink 01
 

00
 
BATTLETECH Is a registered trademlllk 01 FASA Corporation. Copyright 1987. PerrmlssJon to pho1Dcopy for personnal use. 



MECH DATA 
Type: QKD-4G QUICKDRAW 
Tonnage: 60 TONS 

ARMOR DIAGRAM Movement Points: 
Walking: 5 
Running: 8 
Jumping: 5 

WEAPONS INVENTORY 
# Type Loc. 
1 LRM 10 LT 
1 SRM 4 CT 
1 MEDIUM LASER RA 
1 MEDIUM LASER LA 
1 MEDIUM LASER RT(R) 
1 MEDIUM LASER RT(R) 

AM MO 
Auto Cannon Rounds: ­
M.G. Rounds: --- ­
S.R.M. Packs	 25 

Missiles per pack. _ 4 
L.R.M. Packs	 12 

Missiles per pack.- 10 

TOTAL HEAT SINKS 
000 

0000000000Internal 
Structure WARRIOR DATA 
Diagram- Narffe:---==--..
 

Gunnery Skill: -------

Piloting Skill:
 Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number)
 

1sI 2nd 3rd 41h 5th 6th
1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE 2.	 Sensors4.	 Hand Actuator 4. Hand Actuator 
5. 3.	 30 SHUTDOWNMedium Laser	 Cockpit 5. Medium Laser 
6.	 HuH /:;,q~:v': 4. Heat Sink 296. Hell /\q~·~~r· 

5.	 Sensors 28 Ammo Explosion. avoid on 8+
1.	 MoH Af.FHt": 1. HuH :~qo::'"6. Life Support	 272.	 RQH l~g~~l:'; 2. i:\on .i\r.!di:"l
 

26 Shutdown. avoid on 10+
2 3, HCl{i /~<.},-:u:; 2 3. ~':;oH AC;~j::1 
-5 Movement Points 4.	 no:! j-\),';I:' Center Torso 4. R:')fl ::;0a::': 25 

5.	 n0H t\uai:': 5. qv\: Arr:ij:~ 24 +4 Modifier to Fire 
1. Engine6. HoH AfpH:'~	 6. Hon /\g(:!:!l 23 Ammo Explosion, avoid on 6+ 
2.	 Engine 

22 Shutdown, avoid on 8+13. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1.	 LRM 10 1. SRM 4 Ammo 119 Ammo Explosion, avoid on 4+ 6. Gyro2.	 LRM 10 2. Medium Laser (R) 
18 Shutdown, avoid on 6+

1 3. LRM 10 Ammo 1. Gyro	 1 3. Medium Laser (R) 
17 +3 Modifier to Fire 4.	 Jump Jet 2. Engine 4. Jump Jet 

5.	 Jump Jet 23. Engine 5. Jump Jet 16 

15 -3 Movement Points 6.	 r~{j; /'-:~V5:P 4. Engine 6. H:..:H :\<~e:rl 

5. SRM 4	 14 Shutdown, avoid on 4+
1.	 Hi~!~ /\~1dr: 1. RoH .Agw',

6. Jump Jet	 13 +2 Modifier to Fire 2.	 Hol] !\g8~1: 2. H0H Ar}~w: 
1223.	 2 3. HoH f\qa10

~~~:. ;i:~;::' Engine Hits 000	 114.	 4. H()H ADd!:"; \Gyro Hits 005.	 ho!' l\q;].H' 5. Ho:i Ag:,';i~ 10 -2'Movement Points
 
Sensor Hits 00
6.	 Hen ,A,9~·.~jr 6. Ro~! /\g.c-Hr~ 09
 

08 +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

06
1.	 Hip 1. Hip 

05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 
3.	 Lower Leg-Actuator 3. Lower Leg Actuator 04 

034.	 Foot Actuator 4. Foot Actuator 
5.	 Heat Sink 5. Heat Sink 02 
6.	 Hu:!Aq£u, 6. HD!I :\q;:i:n 01
 

00
 
BAITLETECH Is a registered tradem8/1( of FASA Corporation. Copyright 1987. Pemmlsslon to photocopy for personnaJ use. 



MECH DATA 
Type: RFL·3N RIFLEMAN 
Tonnage: 60 TONS 

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 0 

WEAPONS INVENTORY 
# LYpe Loc. 
1 LARGE LASER RA 
1 LARGE LASER LA 
1 AUTOCANNONt5 RA 
1 AUTOCANNON/5 LA 
1 MEDIUM LASER RT 
1 MEDIUM LASER LT 

AMMO 
Auto Cannon Rounds: _ 20 
M.G. Rounds: --- ­
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs --- ­

Missiles per-pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name: . _ 

Gunnery Skill' __ 
Plloting Skill: Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken: (ConSCIousness Number) 

I sI 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE
4.	 Large Laser 2. Sensors 4. Large Laser
 

30 SHUTDOWN
5. Large Laser 3. Cockpit	 5. Large Laser 
6. AC/S 4. F{Cl:! A~F~H': 6. ACtS	 29 

5. Sensors	 28 Ammo Explosion, avoid on 8+ 
1. AC/S	 1. ACtS6. Life Support	 27
2. AC/S	 2. AC/S 

26 Shutdown, avoid on 10+23. AC/S	 23. AC/SCenter Torso	 25 ·5 Movement Points 4. Hc:'~ /\>~i:'	 4. HcH ;'\~h:;n 

5. FL;:l ,D,.03i:~ 5. PGi' !"CpT'	 24 +4 Modifier to Fire 
1. Engine6. no:! Ag:.~\::	 6. F,,",,: ,,<,rH' 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+13. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. Medium Laser	 1. Medium Laser 19 Ammo Explosion, avoid on 4+ 6. Gyro2. rh)]! /\:gi::tW;	 2. FiCin !\:.;0.:f: 
18 Shutdown, avoid on 6+

1 3. FkiD ;~gdi:: 1. Gyro	 1 3. H0i: /\CF.,!" 
17 +3 Modifier to Fire 4. R~yj A:F!:;; 2. Engine	 4. F,c:" Ago":" 

5. H,):t f~:)~V" 23. Engine 5. pon }\D~::('	 16 

6. H()!; A~F~!n	 15 -3 Movement Points 4. Engine	 6. Ri.,i! f\,1:O!r' 
5. ACt5 Ammo	 14 Shutdown, avoid on 4+

1. Hi)n /\Q~:~ir	 1. Ro'l6. r.~()~! ;),.9.::n:\	 13 +2 Modifier to Fire 2. Hol: !\fJ0il":.	 2. R(l:!
2 3. Hf)H f~q~::.:r	 2 3. Hod P,n,w' 12 

Engine Hits 000	 114.	 4. Fk,q r,.gdi:':
Gyro Hits 005.	 10 -2 Movement Points 5. Rn:! ;~<pi"Sensor Hits 006.	 6. (Cbi (<Iai'" 09
 

08 +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

1. Hip 1. Hip	 
06 

05 -1 Movement Point 2. Upper Leg Actuator	 2. Upper Leg Actuator 
3. Lower Leg Actuator 3. Lower Leg Actuator	 04 

034. Foot Actuator	 4. Foot Actuator 
5. Heat Sink 5. r:::nil A~F;I,'	 02 

6. H0!l '~Cd;:~ 6. R,.)!! f\~;cW'	 01 

00 
BATILETECH Is a registered trademaJ1< of FASA Corporation. Copyright 1987. Pemnlsslon to photocopy for personnaJ use. 



MECH DATA 
Type: CPLT-C1 CATAPULT 
Tonnage: 65 TONS 

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 4 

WEAPONS INVENTORY 
# Tvpe l..Q.c.... 
1 LRM 15 RA 
1 LRM 15 LA 
1 MEDIUM LASER LT 
1 MEDIUM LASER RT 
1 MEDIUM LASER CT 
1 MEDIUM LASER CT 

AMMO:
 
Auto Cannon Rounds:­

M.G. Rounds: --- ­
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs	 8/8 

Missiles per pack. _ 15 

TOTAL HEAT SINKS 
00000 

0000000000Internal 
Structure WARRIOR DATA 
Diagram	 Name: 

Gunnery Skill: _ 
Piloting Skill: Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken: (Consciousness Number) 

1SI	 2nd 3rd 4th 51h 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1.	 Life Support 1 3. LRM 15	 1 3. LRM 15 HEAT SCALE2.	 Sensors4.	 LRM 15 4. LRM 15 
5.	 LRM 15 3. Cockpit 5. LRM 15 30 SHUTDOWN 

6.	 Hu~! i\9,;;H;": 4. Heat Sink 6. Ro;! A,}.,.!;: 29 
5.	 Sensors 28 Ammo Explosion, avoid on 8+

1.	 H(~i~ A9~:~;r: 1.6. Life Support	 272.	 F:oH ;\~J3.iP 2.
 
26 Shutdown, avoid on 10+
2 3. r»l: f\~.l~·~ir 23. h~;', 

F;t;;~ 4. /\;,~KH:~:4. .:1{nin Center Torso H~)~i	 25 -5 Movement Points 

5.	 PG;: A~l~~:r: 5 24 +4 Modifier to Fire 
1. Engine6.	 HvL '\~F~ir: 6. ~~~: ,~~;~:': 23 Ammo Explosion, avoid on 6+
2. Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. LRM 15 Ammo	 1. LRM 15 Ammo 19 Ammo Explosion, avoid on 4+6. Gyro2. Medium Laser	 2. Medium Laser 18 Shutdown, avoid on 6+13. Jump Jet	 1. Gyro 13. Jump Jet 
17 +3 Modifier to Fire4. Jump Jet	 2. Engine 4. Jump Jet 

5.	 He,D .t\}·:t~:"i 23. Engine 5. ;:;ull A·:r:,in 16 

6.	 ;:·:·:)!it'T'·" 6. RrJll /':\qa:n 15 -3 Movement Points 4. Engine 
5. Medium Laser	 14 Shutdown, avoid on 4+ 

1.	 H·)H :\~F~!r: 1. Rz;n ;:\SkW";
6. Medium Laser	 13 +2 Modifier to Fire 2.	 no!; /\~F~ir: 2. Hoil /V.1.]I"

2 3. non ,';q21r:	 2 3. HoH /\aaF~ 12 
Engine Hits 000	 114.	 Rc,n ,",(pir, 4. Fklll .~\i~ld;:;

Gyro Hits 00 10 -2 Movement Points 
Sensor Hits 005.	 Pen ::'\9::iH: 5. no!! /'Y'i1(: 

6.	 HQ\; /\~l~~in 6. RQH .·<\gap"·: 09
 

08 +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

06
1.	 Hip 1. Hip 

05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 
3.	 Lower Leg Actuator 3. Lower Leg Actuator 04
 

03
4.	 Foot Actuator 4. Foot Actuator 
5.	 Heat Sink 5. Heat Sink 02 

6.	 Heat Sink 6. Heat Sink 01
 

00
 
BATTLETECH Is a registered trademark of FASA Corporation. Copyright 1987. Pemnlsslon to photocopy tor personnaJ use. 



MECH DATA ~~~~:.J\TTI.ETECH0 Type: CRD-3R CRUSADER 
Tonnage: 65 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 0 

WEAPONS INVENTORY 
# Type L~
 

1 LRM15 RA
 
1 LRM 15 LA
 
1 SRM 6 RL
 
1 SRM 6 LL
 
1 MEDIUM LASER RA
 
1 MEDIUM LASER LA
 
1 MACHINE GUN RA
 
1 MACHINE GUN LA
 

AMMO:
 
Auto Cannon Rounds:­
M.G. Rounds: 200 
S.R.M. Packs	 15 

Missiles per pack. - 6 
L.R.M. Packs	 8/8 

Missiles per pack.- 15 

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name: --=-:-:c-------­

Gunnery Skill: 
Piloting Skill: Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

1st	 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1.	 Life Support 1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE 2.	 Sensors4. Hand Actuator	 4. Hand Actuator 
3.	 Cockpit 30 SHUTDOWN5. LRM 15	 5. LRM 15 

6. LRM 15 4. H('}ll AJdi:': 6. LRM 15	 29 
5.	 Sensors 28 Ammo Explosion, avoid on 8+ 

1. LRM 15	 1. LRM 156. Life Support	 27
2.	 Medium Laser 2. Medium Laser 

26 Shutdown, avoid on 10+23. MG	 23 MG
Center Torso	 25 -5 Movement Points 4.	 ::/"i Aqci:'" 4. R~)H }\q0;";
 

24 +4 Modifier to Fire
5.	 e",;:: .'-',.nT 5. ':U: i\;>);'~1. Engine
6.	 heY Aq,/': 6. n0~l i\9an 23 Ammo Explosion, avoid on 6+ 

2. Engine 
22 Shutdown, avoid on 8+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1.	 LRM 15 Ammo 1. LRM 15 Ammo 19 Ammo Explosion, avoid on 4+6. Gyro2.	 Fbi f\\'J'dr: 2. H;:):t ;:\Qa::,~ 
18 Shutdown, avoid on 6+

13.' :<",:n 1. Gyro	 1 3. nO:1 .t\'}air' 
17 +3 Modifier to Fire4.	 ;:::'.+ j'ij-o;':" 2. Engine 4. FL:~; /~'0cH:': 

5.	 H.;.:;J (\~\~~~. 23. Engine 5. ~~~>il Ana!:': 16 

6.	 ,.;"" :\.:;<;,:n 4. Engine 6. HoH i\q~w": 15 -3 Movement Points 

5. SRM 6 Ammo	 14 Shutdown, avoid on 4+ 
1.	 HI.'.)i; (.\~:l(:tr· 1. fk):: A~!2F:

6. MG Ammo	 13 +2 Modifier to Fire 2.	 Hen /\p:;'H: 2. R(J~! }\.}:,:w:
 
12
2 3. n,;!' /~(}";{,	 2 3. H;'):I !l9'·"0Engine Hits 000	 114.	 Rv!: ·6:9:':~ir· 4. rk~H AQDl:":

Gyro Hits 005.	 F;ol: h~}':lH~ 5, nor! Ag::J!:-: 10 -2 Movement Points
 
sensor Hits 00
6.	 H()!~ .(~~1~Hr· 6. Hon -·~\;.Jd( 09 

08 +1 Modifier to Fire
 
Left Leg Right Leg 07
r---'--'---': 

j	 
06

1.	 Hip 1. Hip 
05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator I Fq~q I

3.	 Lower Leg Actuator 3. Lower Leg Actuator 04 

03I ~CRPCRATICN4.	 Foot Actuator 4. Foot Actuator 
5.	 SRM 6 5. SRM 6 02 

~---------6. SRM 6	 6. SRM 6 01 

00 
BAmETECH Is a registered trademaJ1< of FASA Corporation. Copyright 1987. Pemnlssion to photo<:opy for personnaJ use. 



MECH DATA ~~~~:.ATTI_ETECH0Type: JM6-S JAGERMECH 
Tonnage: 65 TONS 

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 0 

WEAPONS INVENTORY 
# :Type LQL 
1 AUTOCANNON/5 RA 
1 AUTOCANNON/5 LA 
1 AUTOCANNON/2 RA 
1 AUTOCANNON/2 LA 
1 MEDIUM LASER RT 
1 MEDIUM LASER LT 

AMMO: 
Auto Cannon Rounds AI:J5 20/20 
Auto Cannon Rounds: 8D2 45 
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram	 Name: 

Gunnery Skill: ._. _ 
Piloting Skill: Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken: (Consciousness Number) 

1si 2nd 3rd 4th 5th 61h1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1. Life Support 1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE 
4. AC/5	 2. Sensors 4. AC/5 
5. AC/5 3. Cockpit 5. AC/5	 30 SHUTDOWN 

4. q(?:l /<"-~>~;:-1	 296. AC/5	 6. AC/5 
5. Sensors	 2B Ammo Explosion, avoid on B+

1. AC/5	 1. AC/56. Life Support 
2. AC/2 2. AC/2	 

27 

26 Shutdown, avoid on 10+ 2 3. Hd' !\~n:r,	 2 3. Pc,!: Ay",: 
4. ;::::;1' -'\)',:n Center Torso 4. Ho,: i\}0L~	 25 -5 Movement Points 

5. PG:; A<]il:n	 24 +4 Modifier to Fire 5. Hc: i\CUi',
1. Engine6. 8(;1: ('·fF:jn 6. F~(:l!l j\1~:W:	 23 Ammo Explosion, avoid on 6+
2. Engine 

22 Shutdown, avoid on B+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. AC/5 Ammo	 1. Medium Laser 19 Ammo Explosion, avoid on 4+ 6. Gyro2. Medium Laser	 2. AC/5 Ammo 1B Shutdown, avoid on 6+1 3. ne"! AQa '1 1. Gyro	 1 3. ;:\;'i 
17 +3 Modifier to Fire 4. ~::'<} q I~\.r:.l: :1 2. Engine	 4. ck!' 

5. F~;/l }\(~J .. 23. Engine 5. F;~'>U }~<r~!:r'\	 16 

15 -3 Movement Points 6. He;' I ."-iP'" 4. Engine	 6. H::.."?ll ;\90:<''' 
5. AC/2 Ammo	 14 Shutdown, avoid on 4+ 

1. HG!~ !~_~-F~;r:	 1, R::.;:! }\~JdE';
6. nod A;;~;:ij~'1	 13 +2 Modifier to Fire 2. hc:;~ f\p~J.:I~	 2. Rn:i )\[jJe

2 3. nfjn .';~p.~(:	 2 3. H:j;j !\9~w" 12 
Engine Hits 0004. p,w :'SUd' 4. H~>H Agi1i;-;	 11 

Gyro Hits 005. i:':-,cH j..\.q,jcd~ 5. Ro;i /\}3.i0	 10 -2 Movement Points 
Sensor Hits 006.	 H,.>P !\qr,:jr: 6. R[)1i/\g£-H:: 09
 

OB +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

1. Hip 1. Hip	 
06 

05 -1 Movement Point 2. Upper Leg Actuator	 2. Upper Leg Actuator 
3.	 Lower Leg Actuator 3. Lower Leg Actuator 04
 

03
4. Foot Actuator	 4. Foot Actuator 
5. Raj! I~J.:aj~, 5. Fkd ,6.gair:	 02 

L....._--,-- -.J6. Ho~i /\9a:r~ 6. "1</1 .'\~)JI'~	 01 

00 
BATTLETECH Is a registered trademar1< of FASA Corporation. Copyright 1987. Perrmlsslon to photocopy for personnal use. 



MECH DATA 
Type: TDR·5S THUNDERBOLT 
Tonnage: 65 TONS 

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 0 

WEAPONS INVENTORY 
# Type LQL 
1 LARGE LASER RA 
1 LRM 15 RT 
1 MEDIUM LASER LT 
1 MEDIUM LASER LT 
1 MEDIUM LASER LT 
1 SRM 2 RT 
1 MACHINE GUN LA 
1 MACHINE GUN LA 

AMMO
 
Auto Cannon Rounds: ~
 

M.G. Rounds 200 
S.R.M. Packs	 50 

Missiles per pack - 2 
L.R.M. Packs	 16 

Missiles per pack.- 15 

TOTAL HEAT SINKS 
00000 

0000000000Internal 
Structure WARRIOR DATA
 
Diagram Name:
 

Gunnery Skill.
 
Piloting Skill:
 Left Arm CRITICAL HIT TABLE Right Arm Hits Taken (Consciousness Number)
 

, sI	 2nd 3rd 41h 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE2.	 Sensors 
30 SHUTDOWN 

4.	 Hand Actuator 4. Hand Actuator 
5.	 MG 3. Cockpit 5. Large Laser 
6.	 MG 4. Heat Sink 6. Large Laser 291 

5.	 Sensors 28 Ammo Explosion. avoid on 8+ 
1.	 MG Ammo 1. Hi>; /\9a:~6. Life Support	 27
2.	 Pi);: ~\)::.~:r: 2. ::~::.>q i\[.d:;··:
 

261 Shutdown, avoid on 10+
 2 3. ~;':~cr ~~:}::w~ 23. ,,~ ~'c:,; .. 
H,y! :\q:.:>'" Center Torso 4. ;''< ,,:i 25 -5 Movement Points 4. 

5.	 r;r-:: :\p:)~n 5. !')(,d ..<[)d!'·.. 24 +4 Modifier to Fire 
1. Engine6.	 F~G!~ / .. q:a.ir· 6. HeB\,?,!::, 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on B+1 3. EngineLeft Torso 4. Gyro Right Torso	 21
 
20 -4 Movement Points
 5. Gyro1. Medium Laser	 1. LRM 15 19 Ammo Explosion. avoid on 4+ 6. Gyro2	 Medium Laser 2. LRM 15 
18 Shutdown. avoid on 6+1 3. Medium Laser 1. Gyro	 13. LRM 15 
17 +3 Modifier to Fire 4.	 }:.{(·)i~ A~>:;!:: 2. Engine 4. SRM 2 

5.	 H·;):; !'<i:'::~" 23. Engine 5. SRM 2 Ammo 16 

6.	 p«~ l"<F~E': 15 -3 Movement Points 4. Engine	 6. ~-~~~·.:H .A.~r~~;(l 

5. LRM 15 Ammo	 14 Shutdown, avoid on 4+ 
1.	 Hi')i: /\\:h"~:~ 1. Rz.)~i A~JI;~i:':

6. LRM 15 Ammo	 13 +2 Mod ilier to Fire 2.	 f\-< i\Y,,,' 2. H(s;! /~Ddl:: 

2 3. F~,)n ;\q;lir 2 3. Ho!; i\xw·..	 12 
Engine Hits 000	 114.	 H<Y Aq~~:r: 4. F~():~ ;\O<1i:";

Gyro Hits 005.	 He:! /\9'>" 5. no:: Ay';;" 10 -2 Movement Points 
Sensor Hits 006.	 H()H /\~F~V' 6. H,)! /\(;dl!' 091 

08 +1 Modifier to Fire 
Left Leg Right Leg	 07
 

06
1	 Hip 1 Hip 
05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 

3.	 Lower Leg Actuator 3. Lower Leg Actuator 04 

034.	 Foot Actuator 4. Foot Actuator 
5.	 Heat Sink 5. Heat Sink 02 

6.	 Heat Sink 6. Heat Sink 01
 

00
 
BATIlETECH Is a registered trademark of FASA Corporation. Copyright 1987. Pemmlsslon to photocopy for personnal use. 



MECH DATA ~~~~:.ATTI.ETECHG Type: ARC-2R ARCHER 
Tonnage: 70 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 0 

WEAPONS INVENTORY 
# Type I.,QL 
1 LRM 20 RT 
1 LRM 20 LT 
1 MEDIUM LASER RA 
1 MEDIUM LASER LA 
1 MEDIUM LASER CT(R) 
1 MEDIUM LASER CT(R) 

AMMO: 
Auto Cannon Rounds:­
M.G. Rounds: --- ­
S.R.M. Packs --- ­

Missiles per pack.­
L.R.M. Packs	 12/12 

Missiles per pack. _ 20 

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name: _ 

Gunnery Skill: . _ 
Piloting Skill. Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

, si	 2nd 3rd 4th 5th 6th1,	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2,	 Upper Arm Actuator 2. Upper Arm Actuator 

1.	 Life Support 1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE 
4.	 2.Hand Actuator Sensors	 4. Hand Actuator 

3.	 Cockpit 30 SHUTDOWN5.	 Medium Laser 5. Medium Laser 
6.	 r;(:;j AUai:": 4. HoH ;\Qdi:': 6. ReoI' Ay>!' 29 

5.	 Sensors 28 Ammo Explosion, avoid on 8+ 
1.	 MoH I~:>:n:~ 1. ~<)j; ;"\90: ;"-:6. Life Support	 272.	 r-k)~j f\JdY": 2. H(~ll A[jd::i 

26 Shutdown, avoid on 10+2 3. Hoq }\rJaH~ 2 3. ~;()ii ,:"'\.~Jd:n

Center Torso 25 -5 Movement Points
 4.	 Ro:! A,HI;~ 4. Fk':cil .::\qi:.U'l 

5.	 r-i~Yi ,~):}E': 5. RO!l ..f.'..{.},J:n 24 +4 Modifier to Fire 
1. Engine6, Flo,' ,':«Pi:~	 6. ~:;G!l j\qu:;: 23 Ammo Explosion, avoid on 6+
2. Engine 

22 Shutdown, avoid on 8+
13, EngineLeft Torso 4. Gyro	 Right Torso 21 

20 -4 Movement Points 5. Gyro1. LRM 20	 1. LRM 20 19 Ammo Explosion, avoid on 4+6. Gyro2.	 LRM 20 2. LRM 20 18 Shutdown, avoid on 6+
13. LRM 20	 1. Gyro 13. LRM 20 

17 +3 Modifier to Fire 4.	 LRM 20 2. Engine 4. LRM 20 
5.	 LRM 20 23. Engine 5. LRM 20 16 

6.	 LRM 20 Ammo 4. Engine 6. LRM 20 Ammo 15 -3 Movement Points 

5. Medium Laser (R)	 14 Shutdown, avoid on 4+
1. LRM 20 Ammo	 1. LRM 20 Ammo6. Medium Laser (R)	 13 +2 Modifier to Fire2.	 ncl! /\qD:n 2. H()H }\gd:0
 

12
2 3. R:.~!' ."-.ljJ'i'	 2 3. "\,''1 j\iFFi
Engine Hits 000	 114,	 Rc!' i\,:;:,'n 4. H~)jj .~\~Ftjn

Gyro Hits 005. hc;( /\gr:~;n	 5. F-h)!l :';9&:11 10 -2 Movement Points 
sensor Hits 006.	 nG!: i-\~F;.~n 6. ::'i(dl /:;~F'ljn 09 

08 +1 Modifier to Fire 
Left Leg	 -------, Right Leg 07 

1.	 Hip 1. Hip 
06 
05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 

3.	 Lower Leg Actuator 3. Lower Leg Actuator 04 

03E~.~9J4.	 Foot Actuator 4. Foot Actuator 
5.	 HnH i;~jW:'; 025. non A~~dj;': 
6.	 Fb,1 /<;,"', '---- 6. non /;gai~ 01
 

00
 
BATTlETECH Is a registered trademal1< 01 FASA Corporation. Copyright 1987. Pemnlsslon to photocopy for pen;onnaJ use. 



MECH DATA 
Type: GHR-5H GRASSHOPPER 
Tonnage: 70 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 4 

WEAPONS INVENTORY 
# Type L~
 

1 LARGE LASER CT
 
1 MEDIUM LASER RA
 
1 MEDIUM LASER LA
 
1 MEDIUM LASER RT
 
1 MEDIUM LASER LT
 
1 LRM 5 H
 

AMMO:
 
Auto Cannon Rounds:­

M.G. Rounds: --- ­
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs	 24 

Missiles per pack.- 5 

TOTAL HEAT SINKS 
0000000000 o 0 
0000000000Internal 

Structure WARRIOR DATA 
Diagram Name: 

Gunnery Skill:
 
Piloting Skill: - _


Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken: (Consciousness Number) 

1st	 2nd 3rd 4th 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE 2.	 Sensors 
30 SHUTDOWN 

4.	 Hand Actuator 4. Hand Actuator 
5.	 Medium Laser 3. Cockpit 5. Medium Laser 

4. LRM 5	 296.	 Heat Sink 6. Heat Sink 
5.	 Sensors 28 Ammo Explosion, avoid on 8+ 

1. nei' A~;"licl	 1.6. Life Support	 27
2.	 PC;i~ l<i:7J~n 2. r:~~:: ~~~~;:'~ 

26 Shutdown, avoid on 10+ 2 3. R(_~;: :\q<::l:n 23. P;~';!l ?-\t.l,::;li:t
Center Torso H~.~!l 'v 25 -5 Movement Points4. H::;d: A~Fljn	 4. 

24 +4 Modifier to Fire 5.	 P;;l! /\9I;Hn 5. HOH i\~~a::~
1. Engine6. p.<)! ;.\ga:n 6. F~oll :\9~1:!,)	 23 Ammo Explosion, avoid on 6+ 
2. Engine 

221 Shutdown, avoid on 8+ 1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. Medium Laser	 1. Medium Laser 19 Ammo Explosion. avoid on 4+6. Gyro2.	 Heat Sink 2. LRM 5 Ammo 
18 Shutdown, avoid on 6+ 1 3. Heat Sink 1. Gyro	 1 3. Heat Sink 
17 +3 Modifier to Fire 4.	 Heat Sink 2. Engine 4. Heat Sink 

5.	 Heat Sink 23. Engine 5. Heat Sink 16
 
15 -3 Movement Points
 6.	 Heat Sink 4. Engine 6. Heat Sink 

5. Large Laser	 114 Sht<1down, avoid on 4+ 
1.	 H()!~ !\qair: 1. Heat Sink 

6. Large Laser	 13 +2 Modifier to Fire 2.	 Fol! j\9~~.n 2. ':bil j\~;a;:,
 
12
2 3. n,;n A.o;pn	 2 3. qoH A:CC'jl':

Engine Hits 000	 114.	 Fo!: {\(r\ir: 4. R~.!'I Agwr,
Gyro Hits 005.	 hc:jj /\~}i:n 5. Red /'~)di:' 101 -2 Movement Points
 

Sensor Hits 00
6.	 H~;J: /\~F:~k' 6. Ho!! i\g:W' 09
 
08 +1 Modifier to Fire
 

Left Leg	 Right Leg 07 

06
1.	 Hip 1. Hip 

05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 
043.	 Lower Leg Actuator 3. Lower Leg Actuator 
034.	 Foot Actuator 4. Foot Actuator 

5.	 Jump Jet 5. JumpJet 102 
6.	 Jump Jet 6. Jump Jet 01
 

00
 
BATTlETECH Is a registered trademari< of FASA Corporatlon. Copyright 1987. PemnlSSlon to photoc:opy for personnaJ use. 



MECH DATA ~~~~:.ATTI.I5TECHG Type: WHM-6R WARHAMMER 
Tonnage: 70 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 0 

WEAPONS INVENTORY 
# Type L~ 

1 PPC RA 
1 PPC LA 
1 SRM 6 RT 
1 MEDIUM LASER RT 
1 MEDIUM LASER LT 
1 SMALL LASER RT 
1 SMALL LASER LT 
1 MACHINE GUN RT 
1 MACHINE GUN LT 

AMMO:
 
Auto Cannon Rounds. ­
M.G. Rounds: 200 
S.R.M. Packs	 15 

Missiles per pack. - 6 
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 
000000000 

000000000Internal 
Structure WARRIOR DATA 
Diagram Name: 

Gunnery Skill: ~ . _ 
Piloting Skill: Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

1st	 2nd 3rd 4th 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE2. Sensors
 
PPC 3. Cockpit 30 SHUTDOWN
 

4.	 PPC 4. PPC 
5.	 5. PPC 

4. Heat Sink	 296.	 PPC 6. PPC 
5.	 Sensors 28 Ammo Explosion, avoid on 8+ 

1.	 Heat Sink 1. Heat Sink 6. Life Support	 27
2.	 P (';l~ ;'<0'~::0 2. H:j:1 /\9~:i~;':
 

26 Shutdown, avoid on 10+
 23.	 r; ~j: f\l}0:.:n 2 3. H(>:~ j\-pJn
Center Torso 25 -5 Movement Points 4.	 4. FL)H Aq;;.nn 

5.	 FV'fH j~JJ.i:: 24 +4 Modifier to Fire 5.	 H~;li A):~~:n 
1. Engine

6. n:.~ H 1\~.:F;Jl 6. j:LY~ ":\');~JL~	 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+ 13. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. Medium Laser	 1. SRM 6 19 Ammo Explosion, avoid on 4+6. Gyro2. Small Laser	 2. SRM 6 Ammo 
18 Shutdown, avoid on 6+

13. MG	 1. Gyro 1 3. Medium Laser 
17 +3 Modifier to Fire 4.	 Heat Sink 2. Engine 4. Small Laser 

5.	 8:::/1 /\}0:F: 23. Engine 5. MG 16 

15 -3 Movement Points 6.	 no'1 ('<:ii3V' 4. Engine 6 SRM 6 
5. MG Ammo	 14 Shutdown, avoid on 4+

1.	 Fki' /,creir 1. Ho:1 Agew.
6. hcij f~qHlr':	 13 +2 Modifier to Fire 2.	 Ho!' Aqal!' 2. Ro'! ,"<p'"

2 3. Hon ,Aq?,r	 2 3. Hn~i /-:\:X'"ll!': 
12 

Engine Hits 000	 114.	 Rz:;H !'>,(pdl 4. no!! AGai::
Gyro Hits 005.	 Hcg J\~-r;.:f': 5. Go:! ,'1,.g:JI0 10 -2 Movement Points
 

Sensor Hits 00
6.	 H,)!l /\(F~jr' 6. Ro'! (\(JeW- 09
 

08 +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

06
1.	 Hip 1. Hip 

05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 
3.	 Lower Leg Actuator 3. Lower Leg Actuator 04 

CORPCRATION 034.	 Foot Actuator 4. Foot Actuator 
5.	 Heat Sink 5. Heat Sink 02 

6.	 Heat Sink 6. Heat Sink 01
 

00
 
BATTLETECH Is a registered tradem8/1( of FASA Corporatlon. Copyright 1967. Penmlsslon to photocopy for personnai use. 



MECH DATA 
Type: MAD-3R MARAUDER 
Tonnage: 75 TONS 

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 0 

WEAPONSINVENTORV 
# Type Loc 
1 PPC RA 
1 PPC LA 
1 MEDIUM LASER RA 
1 MEDIUM LASER LA 
1 AUTOCANNON/5 RT 

AMMO: 
Auto Cannon Rounds: - 20 
M.G. Rounds: --- ­
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 
000 000 

0000000000Internal 
Structure WARRIOR DATA 
Diagram Name: ---c-------- ­


Gunnery Skill:
 
Piloting Skill:
 Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken. (Consciousness Number) 

1st 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE 2. Sensors4. PPC	 4. PPC 
5. PPC 3. Cockpit	 30 SHUTDOWN5. PPC 

4. F~(")~l AQdi;':	 296. PPC	 6. PPC 
5. Sensors	 28 Ammo Explosion, avoid on 8+ 

1. Medium Laser 6. Life Support 1. Medium Laser 272.	 H:,)~ i\i):::~fn 2. HuH ,\QUt:';
 
26 Shutdown, avoid on 10+
 2 3. Hon t.;q:J: r)	 2 3. H("j AU;]"1 

4. Center Torso	 25 -5 Movement Points fl~,:~'	 4. ~-:;uH P<}:H(: 
5. F::;~';-n !-<;~;::J:n 5. FL:~} Aqf.u·~	 24 +4 Modifier to Fire 

1. Engine6. riCH ;'.\\;,Gt::'··	 6. He,!! i\~jdl, 1 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+ 1 3 EngineLeft Torso	 Right Torso 214. Gyro 
20 -4 Movement Points 5. Gyro1. AC/5 Ammo	 1. AC/5 19 Ammo Explosion, avoid on 4+ 6. Gyro2. Heat Sink	 2. AC/5 
18 Shutdown, avoid on 6+ 1 3. ':C:e.;:I~<>'!"l 1. Gyro 1 3. AC/5 
17 +3 Modifier to Fire 4. HoH j~9a::'l 2. Engine	 4. AC/5 

5. Hc-!H }\f>·~::'1 23. Engine 5. Heat Sink	 16 

6. Ho:! A<y',n 6. H«i .:.... QH1;·;	 15 -3 Movement Points 4. Engine 
14 Shutdown, avoid on 4+5. Pc" /\')21"1. H<:)l: /\g::.:~ir;	 1. R::.):\ .AS.k.W';

6. H()i! ;.\qHi~":	 13 +2 Modifier to Fire 2. Pci!' A(Fii'	 2. H:.>:; i~P,':=W~ 

2 3. Fki' A'I,\:I"	 2 3. Ho'! !\('kW' 
12 

Engine Hits 000	 114. H0:: "c.H'I'	 4. n(~:i ADd;:":
Gyro Hits 005. F:cl: /\~-}'0.'d1	 10 -2 Movement Points 5. Ro:: ACFJ!;"l

Sensor Hits 006. H,.:!: .-\;F:~;r-; 6. H~):1 /\qaj;-:	 09 

08 +1 Modifier to Fire 
Left Leg	 Right Leg 07 

06
1. Hip	 1. Hip 

05 -1 Movement Point 2. Upper Leg Actuator	 2. Upper Leg Actuator 
3. Lower Leg Actuator 3. Lower Leg Actuator	 04 

034. Foot Actuator	 4. Foot Actuator 
5. Heat Sink 5. Heat Sink	 02 

6.	 Heat Sink 6. Heat Sink 01
 

00
 
BATILETECH Is a registered trademar1< of FASA Corporation. Copyrlghl1987. Pernmlsslon to photocopy for personnaJ use. 



MECH DATA 
Type: ON1-K ORlON 
Tonnage: 75 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 0 

WEAPONS INVENTORY 
# Type Lac. 
1 AUTOCANNON/10 RT 
1 LRM15 LT 
1 MEDIUM LASER RA 
1 MEDIUM LASER LA 
1 SRM 4 LT 

AMMO: 
Auto Cannon Rounds: _ 20 
M.G. Rounds: --- ­
S.R.M. Packs	 37 

Missiles per pack. - 4 
LRM. Packs 16 

Missiles per pack.- 15 

TOTAL HEAT SiNKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name: 

Gunnery Skill: _ ___~_... 
Piloting Skill _ __ __

Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

1st	 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE 2.	 Sensors4. Medium Laser	 4. Medium Laser 
5. hc;;: ;\qd::l 3. Cockpit 5. Rut AQ<;""	 30 I SHUTDOWN 
6. f'h>; 4. q:)n A~}d~:l 6. HG): .!\~.}<::.:n	 29 

1 

5.	 Sensors 281 Ammo Explosion. avoid on 8+ 
1, nGl~ /:"~j('Airl	 1. HoH :\\~<::l::)6. Life Support	 27
2. 8(';1: f-r.l::-Jin	 2. Htl!! }l..Ca;:"i 

26 Shutdown. avoid on 10+2 3. He;!: :\'>:l:P	 2 3. i=:ciii '~-f>'j;(1 
25 -5 Movement Points 4. H:.)i: l\Q~·:~jn Center Torso 4. ;:\;)1 '''Sp,'' 

5. n;"::; .L\9~·b'1 5. '-1011 :,(pi"	 24 +4 Modifier to Fire 
1. Engine

6. R0ij Agd:ti	 6. Hen A:?~~:n 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. LRM 15	 1. AC/10 19 Ammo Explosion, avoid on 4+6. Gyro2. LRM 15	 2. AC/10 18 Shutdown, avoid on 6+1 3. LRM 15	 1. Gyro 13. AC/10 
17 +3 Modifier to Fire4.	 LRM 15 Ammo 2. Engine 4. AC/10 

5.	 LRM 15 Ammo 23. Engine 5. AC/10 16
 

15 -3 Movement POints
6. SRM 4	 4. Engine 6. AC/10 
5. Hoil /~;»;q	 14 Shutdown, avoid on 4+

1. SRM 4 Ammo	 1. AC/10
6. >led .Ap:w'l	 13 +2 Modifier to Fire2. SRM4 Ammo	 2. AC/10 Ammo 

2 3. Fkii /\0::U)	 23. AC/10 Ammo 12 
Engine Hits 000	 114.	 HOli 1\(.n'(1 4. MOr Ag.:i.:f";

Gyro Hits 005.	 P~Gli /\qa:n 5. Rcti Arl~~:r: 10 -2 Movement Points
 
Sensor Hits 00
6.	 nen i-\(pin 6. reii ;\9').;[1 09
 

08 +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

06
1.	 Hip 1. Hip 

05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 
3.	 Lower Leg Actuator 3. Lower Leg Actuator 04 

034.	 Foot Actuator 4. Foot Actuator 
5.	 Fk~~l }\~J.t:·l 5. R~):l Agai:': 02 

'--	 ---...--J
6.	 8(/1 Aga:n 6. H(>!lI~Qal;: 01 

00 
BATTlETECH Is a registered trademark of FASA Corporatlon. Copyright 1987. Perrmlsslon to ph01DcOpy for personnaJ use. 



MECH DATA ~~~~:BATTI.ETECH0 Type: AWS-8Q AWESOME 
Tonnage: 80 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 3 
Running: 5 
Jumping: 0 

WEAPONS INVENTORY 
# Type LQL 
1 PPC RA 
1 PPC RT 
1 PPC LT 
1 SMALL LASER H 

AMMO:
 
Auto Cannon Rounds:­

M.G. Rounds: --- ­
S,R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs --- ­

Missiles per pack-

TOTAL HEAT SINKS 
0000000000 

00000000 
0000000000Internal 

Structure WARRIOR DATA 
Diagram Name: . . _ 

Gunnery Skill' _ 
Piloting Skill: Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

1SI 2nd 3rd 4th 5th 6th1, Shoulder	 1, ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2, Upper Arm Actuator 2, Upper Arm Actuator
 

1 3, Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator
 HEAT SCALE 2. Sensors 
F\)~: Cockpit 30 SHUTDOWN 

4. Hand Actuator	 4 PPC 
5. ·~.~.~.aF·: 3.	 5, PPC 
6. h(;~: j\.>~i:"· 4. Small Laser 6. PPC	 29 

5. Sensors	 28 Ammo Explosion, avoid on 8+ 
1, 6. Life Support 1. Heat Sink
 
2, 2, Heat Sink 

27
 
26 Shutdown. avoid on 10+23.	 2 3, Heat Sink Center Torso	 25 -5 Movement Points 4.	 4, Heat Sink 
24 +4 Modifier to Fire5.	 5. Heat Sink 1. Engine

6.	 6. H;)~! /\9a10 23 Ammo Explosion. avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso	 4. Gyro Right Torso 21 
20 ·4 Movement Points 5. Gyro1. PPC	 1. PPC 19 Ammo Explosion. avoid on 4+6. Gyro2 PPC	 2. PPC 
18 Shutdown. avoid on 6+1 3. PPC	 1. Gyro 13. PPC 
17 +3 Modifier to Fire4. Heat Sink 2, Engine	 4. Heat Sink 

5. Heat Sink 23. Engine 5. Heat Sink	 16 

15 -3 Movement Points 6. Heat Sink 4. Engine	 6. Heat Sink 
5. Heat Sink	 14 Shutdown. avoid on 4+

1. Heat Sink	 1. Ho" ~'~:d';6. Heat Sink	 13 +2 Modifier to Fire 2, Heat Sink	 2. H:;>n }\Da~:' 
2 3. F\':, ,.;},y'	 2 3. Ho~: /\~Fllr-; 12 

Engine Hits 000	 114.	 rc.. ,,· >;":.FY' 4. fkJH ;:\Q/.d:·':

Gyro Hits 00
5. H'':: /<Hi", 5. HO!, Agcw;	 10 -2 Movement Points 

Sensor Hits 006. H~,'.l:l /-\or~i~': 6. H,)H f\ga!?"	 09 

08 +1 Modifier to Fire 
Left Leg	 Right Leg 07 

06
1. Hip	 1. Hip 

05 -1 Movement Point 2. Upper Leg Actuator	 2. Upper Leg Actuator 
3. Lower Leg Actuator 3. Lower Leg Actuator	 04 

034. Foot Actuator	 4, Foot Actuator 
5. Heat Sink 5. Heat Sink	 02 

6.	 Heat Sink 6. Heat Sink 01
 

00
 
BATTLETECH Is a registered trademark of FASA Corporation. Copyright 1987. Perrmlsslon to photocopy tor personnaJ use. 



MECH DATA ~~~~;.ATTI_ETECHG Type: CGR-1A1 CHARGER 
Tonnage: 80 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 5 
Running: 8 
Jumping: 0 

WEAPONS INVENTORY 
# .Type L,~ 

1 SMALL LASER H 
1 SMALL LASER RT 
1 SMALL LASER RA 
1 SMALL LASE R LT 
1 SMALL LASER LA 

AMMO:
 
Auto Cannon Rounds:­

M.G. Rounds: --- ­
S,R.M, Packs --- ­

Missiles per pack. ­
LR.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 

0000000000 
Internal 

Structure WARRIOR DATA 
Diagram Name:
 

Gunnery Skill:
 
Piloting Skill:
 Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number)
 

1SI 2nd 3rd 4th 5th 6th1, Shoulder	 1, ShoulderHead	 (3) (5) (7) 110) (11) (Dead)
2, Upper Arm Actuator 2, Upper Arm Actuator
 

1, Life Support
 1 3, Lower Arm Actuator	 1 3, Lower Arm Actuator HEAT SCALE 
4, Small Laser 2, Sensors	 4. Hand Actuator 
5. i:~(.d~ Aq\;..l.i:: 3. Cockpit	 30 SHUTDOWN5. Small Laser 
6. He;!! "\~.~:::i:f~ 4. Small Laser	 296. PuH 1\90'." 

5. Sensors	 28 Ammo Explosion, avoid on 8+1. RoH }"',..{::::t:,",	 1. H:)ll ~\9~:i:::)6. Life Support 272.	 H()q /\9~'1::'; 2. !l:>il AUd::'l
 
26 Shutdown, avoid on 10+
2 3. noli .Aga::·~	 2 3, !::Liii ,.'\yJ:i 

4. ~;t')l~ /',f>r:~ Center Torso 4. Fk~H ;'\(jd::'~	 25 -5 Movement Points 

5. H~.;;! :V;w:	 24 +4 Modifier to Fire 5. HoB r'f.F:)~:11, Engine6. i:~:)n i\Q<~;:~ 6. H;::!l !\q~1;n	 23 Ammo Explosion, avoid on 6+
2, Engine I22l Shutdown, avoid on 8+1 3. EngineLeft Torso 4, Gyro	 Right Torso 211 

20 -4 Movement Points 5. Gyro1, Small Laser	 1, Small Laser 19 Ammo Explosion, avoid on 4+6, Gyro2. R~·.;!~ AQ? Ti 2. F0); "'T~!r. 18 Shutdown, avoid on 6+1 3. RCI~ AIY:'=·:P 1. Gyro	 1 3. P(,i! /\9",:1, 
17 +3 Modifier to Fire 4. RoU !,"1'{V:in 2. Engine	 4. H\)H /\('..l;·l~n 

5. F;()r :\qa:(l	 1623. Engine	 5. Fc:l: Atl~~:n 
6. nen .A{Fl;!'l 4, Engine	 15 -3 Movement Points 6. F{0r A~F~:r: 

5.	 14 Shutdown, avoid on 4+
1. Hen /\~H:~ir·	 1. RQ!! A;IW"6,	 13 +2 Modifier to Fire 2. Ho!!	 2, Rv'! A(.pr, 

23. R<;I!	 2 3. Ho!1 /1(j,'lIn 12 
Engine Hits 000	 114. Fe!: t~.nwr'	 4. Fk.lH ;~{Ji1l:;

Gyro Hits 005, Rc;!: !\q;Jin 5. RoH A~Jiu(, 10 -2 Movement Points
 
Sensor Hits 00
6. f\)i; /\q~·~jr 6. HOii .;;\~Jaw	 09 

08 +1 Modifier to Fire
Left Leg ----------~ Right Leg 07
 

I
 
1. Hip 

I 

1, Hip	 
06 
05 -1 Movement Point 2, Upper Leg Actuator	 2. Upper Leg Actuator 

3. Lower Leg Actuator 3, Lower Leg Actuator	 04 

034. Foot Actuator	 4. Foot Actuator 
5. H;:l'! /\0(1';1 5. 1'\(1'1 Afjain	 02IL~~6. ;:kd kJil!" 6, fiG:! /\gai0	 01 

00 
BATTLETECH Is a registered trademark of FASA Corporation. Copyright 1987. Penmlsslon to ph01DcOpy for personnel use, 



MECH DATA 
Type: GOL-1H GOLlATH 
Tonnage: 80 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 0 

WEAPONS INVENTORY 
# Type l~ 

1 PPC RT 
1 LRM 10 RT 
1 LRM 10 LT 
1 MACHINE GUN RT 
1 MACHINE GUN LT 

AMMO: 
Auto Cannon Rounds:­
M.G. Rounds: --- ­
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs	 24 

Missiles per pack. _ 10 

TOTAL HEAT SINKS 
0000000 

0000000000Internal 
Structure WARRIOR DATA 
Diagram Name: 

Gunnery Skill: ---- ­
Piloting Skill: ~~__ - ­

Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken: (Consciousness Number) 

1st	 2nd 3rd 4th 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1.	 Life Support 1 3. Lower Arm Actuator	 1 3. Lower Arm Actuator HEAT SCALE2.	 Sensors 
30 SHUTDOWN 

4.	 Hand Actuator 4. Hand Actuator 
5.	 Heat Sink 3. Cockpit 5. Heat Sink 

4. Heat Sink	 296.	 Fk,i: AQaln 6. Puli i\9<!·i'~ 
5.	 Sensors 28 Ammo Explosion, avoid on 8+

1.	 HoH Ar;J~n 1. Hun :\(;;£1::")6. Life Support	 272.	 Hc;H !\9d:il 2. Hoil A~~d>:
 
26 Shutdown, avoid on 10+
2 3. Hog ..t\i,}J::-l	 2 3. F:,;~)n ,t,q;):n 

4.	 F{u> /\G,;~dn Center Torso 4. FL~il Aq{-'};n 25 -5 Movement Points 

24 +4 Modifier to Fire 5.	 Rud l\gd:(; 5. Hon 1~\F~:n
1. Engine6. H~)g ./'{,Qd~ ,"1	 6. He;!! f\qLi:0 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1	 LRM 10 1. PPC 19 Ammo Explosion, avoid on 4+6. Gyro2.	 LRM 10 2. PPC 
18 Shutdown, avoid on 6+

13. MG	 1. Gyro 1 3. PPC 
17 +3 Modifier to Fire 4.	 MG Ammo 2. Engine 4. LRM 10 

5.	 Hon Ap(~~n 23. Engine 5. LRM 10 16 

6.	 hcH :\9<>:(') MG 15 -3 Movement Points 4. Engine	 6. 
5. LRM 10 Ammo	 14 Shutdown, avoid on 4+ 

1.	 Hol: :\~r'lir: 1. RC:i Agc.w":
6. LRM 10 Ammo	 13 +2 Modifier to Fire 2.	 F;oH /\g:::,:(: 2. no:! /\D.J1::

2 3. noli }"~F"r,	 23. Ho~i j\q~·lir: 
12 

Engine Hits 000	 114.	 H(+ A~r~[r: 4. 
5.	 hon l\~}i-H: 

Gyro Hits 00 5. ~~;.: ~6~:~: 10 -2 Movement Points 
Sensor Hits 006.	 rk~j: /\~j(:~ir: 6. R():) ,(\92.>': 09
 

08 +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

06
1.	 Hip 1. Hip 

05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 
3.	 Lower Leg Actuator 3. Lower Leg Actuator 04
 

CORPORATION 03
4.	 Foot Actuator 4. Foot Actuator 
5.	 Heat Sink 5. Heat Sink 02 
6.	 Heat Sink 6. Heat Sink 01
 

00
 
BATTLETECH Is a registered trademark of FASA Corporation. Copyright 1987. Pemnlsslon to photocopy for personnaJ use. 



MECH DATA 
Type: VTR 9B VICTOR 
Tonnage: 80 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 4 

WEAPONS INVENTORY 
# Type Loc. 
1 AUTOCANNON/20 RA 
1 MEDIUM LASER LA 
1 MEDIUM LASER LA 
1 SRM 4 LT 

AMMO: 
Auto Cannon Rounds. _ 15 
M.G. Rounds: --- ­
S.R.M. Packs	 25 

Missiles per pack. _ 4 
L.R.M. Packs --- ­

Missiles per pack. ­

TOTAL HEAT SINKS 
00000 

0000000000Internal 
Structure WARRIOR DATA 
Diagram Name: 

Gunnery Skill' _ 
Piloting Skill. Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

1st	 2nd 3rd 4th 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. AC/20 HEAT SCALE 
4.	 Hand Actuator 2. Sensors 4. AC/20
 

30 SHUTDOWN
5.	 Medium Laser 3. Cockpit 5. AC/20 
6.	 Medium Laser 4. ;·'kd ./'..-:>lir~ 6. AC/20 29 

5.	 Sensors 28 Ammo Explosion, avoid on 8+ 
1. nog i~~}a:n	 1. AC/206. Life Support	 27
2. Fk:, P{k"'n	 2. AC/20 

26 Shutdown, avoid on 10+ 2 3. f'i'.< "1':;2,,1)	 23. AC/20 
4. A~FA;n Center Torso 4. AC/20	 25 ·5 Movement Points H:)~~ 

5. Pc:: ?~9f.:i:n 5. AC/20	 24 +4 Modifier to Fire 
1. Engine6. n·,)!: .i\gd:!'; 6. AC/20	 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+13. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. SRM4	 1. AC/20 Ammo 19 Ammo Explosion, avoid on 4+6. Gyro2. SRM 4 Ammo	 2. AC/20 Ammo 
18 Shutdown, avoid on 6+1 3. Heat Sink 1. Gyro	 1 3. AC/20 Ammo 
17 +3 Modifier to Fire4.	 Heat Sink 2. Engine 4. Heat Sink 

5.	 FL)~! /\(Ff0 23. Engine 5, F~on A{jd!i': 16 

6.	 ;::;,)'1.'\;;<1;', 4. Engine 6. ;-;~)~! A~";;::l:n 15 ·3 Movement Points 

5. Jump Jet	 14 Shutdown, avoid on 4+ 
1.	 r\)i~ Ap:~~ir~ 1. MoH ;\QdH":

6. Jump Jet	 13 +2 Modifier to Fire 
2.	 nGH An;;!n 2. Ron i\})!:: 

122 3. hf)!: /,:\.1:11(:	 2 3. Ho'i !,q,w.
Engine Hits 000	 114.	 RI.)!: ;~\{.F:ir· 4. Fk.!H AUdl::

Gyro Hits 00
5.	 F·;()j~ J~q.:i!r: 5. Fio,; 10 ·2 Movement Points
 

Sensor Hits 00
6.	 fki: /.\k"" 6. Ho~; {"gat:· 09
 
08 +1 Modifier to Fire
 

Left Leg	 Right Leg 07 

06
1.	 Hip 1. Hip 

05 ·1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 
043.	 Lower Leg Actuator 3. Lower Leg Actuator
 
03
4.	 Foot Actuator 4. Foot Actuator 

5.	 Jump Jet 5. Jump Jet 02 
6.	 Heat Sink 6. Heat Sink 01
 

00
 
BATTlETECH Is a registered tredemark of FASA Corporation. Copyright 1987. Pemnlsslon to photocopy for personnal use. 



MECH DATA 
Type: ZEU-6S ZEUS 
Tonnage: 80 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 0 

WEAPONS INVENTORY 
# T e LQL 
1 LARGE LASER LT 
1 LRM 15 RA 
1 MEDIUM LASER LT(R) 
1 MEDIUM LASER CT 
1 AUTOCANNON/5 LA 

AMMO:
 
Auto Cannon Rounds: - 20
 
M.G. Rounds:-------­
S.R.M. Packs ------- ­

Missiles per pack. ­
L.R.M. Packs	 8 

Missiles per pack. --- 15 

TOTAL HEAT SINKS 
0000000 

0000000000Internal 
Structure WARRIOR DATA 
Diagram	 Name: _ 

Gunnery Skill. 
Piloting Skill. ___

Left Arm CRITICAL HIT TABLE Right Arm	 Hits Taken: (Consciousness Number) 

1sI	 2nd 3rd 4th 51h 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE 
4.	 AC/5 2. Sensors 4. LRM 15 
5.	 AC/5 3. Cockpit 5. LRM 15 30 SHUTDOWN 

6.	 AC/5 4. Fkd A~~dE'\ 6. LRM 15 29 
5, Sensors 28 Ammo Explosion. avoid on 8+ 

1.	 AC/5 1. Heat Sink 6. Life Support	 27
2.	 AC/5 Ammo 2. Heat Sink 

26 Shutdown, avoid on 10+2 3. H0il A~.~d;:;	 2 3. Fh:;!i /\~;~j:': 

4. f'·'..~::;d ;t.,(~~~l::"l Center Torso 4. H(/: /;,gw::	 25 -5 Movement Points 

5. Hc~~l ,\<JD::'	 5. no~! J\q::j(': 24 +4 Modifier to Fire 
1. Engine6. -:\(;'1"'\1,);:'	 6. Ro~: f\~.:w~·: 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1.	 Large Laser 1. LRM 15 Ammo 19 Ammo Explosion, avoid on 4+ 6. Gyro2.	 Large Laser 2. R~)n Aga;fl 
18 Shutdown, avoid on 6+1 3. Medium Laser (R) 1. Gyro	 ::':';~)l! .:~,rr::i~n1 3 17 +3 Modifier to Fire 4.	 M-:;;); .i'\QC'::n 2, Engine 4, R;Jq :\qa:r~ 

5.	 H(iH ::\.)~i:n 23. Engine 5. 16 

6.	 n::::ll A{~:~.:.ir~ 4. Engine 6. ;~;::: ;~;';~:.~ 15 -3 Movement Points 

5. Medium Laser	 14 Shutdown, avoid on 4+
1.	 j:{()!i ':\~..i(,~ir: 1. R~)~~ AJ~'Hr:

6. Heat Sink	 13 +2 Modifier to Fire
2.	 r:~)H i\O-J.ir: 2 R(I~i /\}=.11::

2 3. F',):: i'<~,:,;_	 23. HG:~ /\Ck~l0 
12 

Engine Hits 000	 114.	 R,:;:) ~o~~;r: 4, H,'\! Ai}dl::
Gyro Hits 005.	 ~'G'; ..\~.)d:;' 5. Rod AD:::,Jr1 10 -2 Movement Points
 

sensor Hits 00
6.	 H,>: ,;C1t:;ir- 6. R;)~t !\ki.i !': 09 

08 +1 Modifier to Fire 
Left Leg	 Right Leg 07 1 

1.	 Hip 1. Hip 
06 
05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator I Fq~q3.	 Lower Leg Actuator 3. Lower Leg Actuator 04I	 --Fa R P 0 A A TIC N	 034.	 Foot Actuator 4. Foot Actuator 

5.	 Heat Sink 5. Heat Sink 02 
6.	 Heat Sink ~--------- 6. Heat Sink 01 

00 
BAlTLETECH Is a registered trademarl< 01 FASA Corporation, Copyright 1987, Perrmlsslon to photocopy for personnal use. 



MECH DATA ~~~~!.J\.TTI.ETECH0 Type: BLR-1G BATILEMASTER 
Tonnage: 85 TONS 

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 0 

WEAPONS INVENTORY 
# Type Loc. 
1 PPC RA 
1 MEDIUM LASER RT 
1 MEDIUM LASER RT 
1 MEDIUM LASER RT(R) 
1 MACHINE GUN LA 
1 MACHINE GUN LA 
1 SRM 6 LT 
1 MEDIUM LASER LT 
1 MEDIUM LASER LT 
1 MEDIUM LASER LT(R) 

AMMO: 
Auto Cannon Rounds: ­
M.G. Rounds: 200 
S.R.M. Packs	 30 

Missiles per pack. _ 6 
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 
00000000 

0000000000Internal 
Structure WARRIOR DATA 
Diagram Name: _ 

Gunnery Skill: _ 
Piloting Skill: Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

1st 2nd 3rd 4th 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE2.	 Sensors4.	 Hand Actuator 4. Hand Actuator 
5.	 MG 3. Cockpit 5. PPC 30 SHUTDOWN 

4. F\()'i\~ji)i:'	 296.	 MG 6. PPC 
5.	 Sensors 28 Ammo Explosion, avoid on 8+ 

1. n(~L A~FJ.ln	 1. PPC6. Life Support	 272.	 RI,",d: ;<3;:~J~n 2. Ro1l .A~>;i~n
 
26 Shutdown, avoid on 10+
 2 3. He!' ::\93,:1	 2 3. HOil /\<;0"1

Center Torso	 25 -5 Movement Points 4. Hel >t~~Ja;d	 4. "kd 
24 +4 Modifier to Fire 5. Hc!	 5. Red

1. Engine6. Fo! 6. H;.lil AgO','\	 23 Ammo Explosion, avoid on 6+
2. Engine 

22 Shutdown, avoid on 8+ 
13. EngineLeft Torso 4. Gyro	 Right Torso 21 

20 -4 Movement Points 5. Gyro1. MG Ammo	 1. Medium Laser 19 Ammo Explosion, avoid on 4+ 6. Gyro2. SRM 6	 2. Medium Laser 
18 Shutdown, avoid on 6+ 

13. SRM 6	 1. Gyro 1 3. Medium Laser (R) 
17 +3 Modifier to Fire 4.	 SRM 6 Ammo 2. Engine 4. Heat Sink 

5. SRM 6 Ammo 23. Engine 5. Heat Sink	 16 

6.	 Medium Laser 4. Engine 6. Roil A0ai" 15 -3 Movement Points 

5. HoH !\~F:w"j	 14 Shutdown. avoid on 4+1. Medium Laser	 1. Roil AQai,',
6. Ro'! Ag"i:,	 13 +2 Modifier to Fire 2.	 Medium Laser (R) 2. Hod l'~gat:
 

12
2 3. Heat Sink	 2 3. Ho,1 Acph
Engine Hits 0004. Heat Sink 4. Roil Agai"	 11 

Gyro Hits 005. KoiiAy;i" 5. ROil Acp.l(;	 10 -2 Movement Points 
Sensor Hits 006.	 no'! AGe,i' 6. RD:! ,.6,g~·Hr: 09
 

08 +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

06
1.	 Hip 1. Hip 

05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 
3.	 Lower Leg Actuator 3. Lower Leg Actuator 04 

034.	 Foot Actuator 4. Foot Actuator 
5.	 Heat Sink 5. Heat Sink 02 

6.	 Heat Sink 6. Heat Sink 01
 

00
 
BATTLETECH Is a registered trademaJ1<. of FASA Corporation. Copyright 1987. Pemnlsslon to photocopy for personnal use. 



MECH DATA ~~~~:BATTI.ETECHGType: STK-3F STALKER 
Tonnage: 85 TONS 

ARMOR DIAGRAM Movement Points: 
Walking: 3 
Running: 5 
Jumping: 0 

WEAPONS INVENTORY 
# Type L~ 

1 LRM 10 RA 
1 LRM 10 LA 
1 LARGE LASER LT 
1 LARGE LASER RT 
1 MEDIUM LASER RA 
1 MEDIUM LASER RA 
1 MEDIUM LASER LA 
1 MEDIUM LASER LA 
1 SRM 6 LT 
1 SRM 6 RT 

AMMO:
 
Auto Cannon Rounds: ­

M.G. Rounds: --- ­
S.R.M. Packs	 15/15 

Missiles per pack. - 6 
L.R.M. Packs	 24/24 

Missiles per pack. _ 10 

TOTAL HEAT SINKS 
0000000000 

0000000000Internal 
Structure WARRIOR DATA
 
Diagram Name:
 

Gunnery Skill: __
 
Piloting Skill:
 Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number)
 

1SI	 2nd 3rd 4th 5th 61h1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1.	 Life Support 1 3. LRM 10	 1 3 LRM 10 HEAT SCALE 2.	 Sensors 
30 SHUTDOWN 

4.	 LRM 10 4. LRM 10 
5.	 Heat Sink 3. Cockpit 5. Heat Sink 

4. H(lH AI.';di::	 296.	 Medium Laser 6. Medium Laser 
5.	 Sensors 28 Ammo Explosion, avoid on 8+ 

1.	 LRM 10 Ammo 1. LRM 10 Ammo6. Life Support	 27
2.	 Medium Laser 2. Medium Laser 

26 Shutdown, avoid on 10+23. Han	 2 3. F(r;i: A.g,Ul
Center Torso	 25 -5 Movement Points 4.	 Hod 4. R<::l; A~j~~~n 

5.	 Fk;~: .49<1;;": 24 +4 Modifier to Fire5. hjl: !\cc"')
1. Engine

6.	 Ro" /\)'i,:, 6. HOj~ /\Qd~rj 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. Large Laser	 1. Large Laser 19 Ammo Explosion, avoid on 4+6. Gyro2.	 Large Laser 2. Large Laser 18 Shutdown, avoid on 6+13. SRM 6	 1. Gyro 13. SRM 6 
17 +3 Modifier to Fire 4.	 SRM 6 2. Engine 4. SRM 6 

5. SRM 6Ammo 23. Engine 5. SRM 6 Ammo	 16 

6.	 Heat Sink 4. Engine 6. Heat Sink 15 -3 Movement Points 

5. Heat Sink	 14 Shutdown, avoid on 4+ 
1.	 H()L .~~F~jr: 1. R\,)i; A~JaE':

6. Heat Sink	 13 +2 Modifier to Fire 2.	 Hol 2. Ho:~ 
1223. nor	 23. Hod

Engine Hits 000	 114.	 f~c;l: A~r~1n 4. Fi(J!! AgdC:
Gyro Hits 005.	 HOi: /\U·J.H: 5. Ro~; A9a.l~~ 10 -2 Movement Points
 

Sensor Hits 00
6.	 n,)! Aqi\V 6. Fk:: ('C;w'-. 09
 
08 +1 Modifier to Fire
 

Left Leg	 Right Leg 07 

1.	 Hip 1. Hip 
06 

05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 
3.	 Lower Leg Actuator 3. Lower Leg Actuator 

04 

034.	 Foot Actuator 4.	 Foot Actuator 
5.	 Heat Sink 025. Heat Sink 
6.	 Heat Sink 6.	 Heat Sink 01 

00 
BATTLETECH Is a registered tredemark of FASA Corporation. Copyright 1987. Pemnlsslon to photocopy for personnal use. 



MECH DATA 
Type: CP 1O-Z CYCLOPS 
Tonnage: 90 TONS

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 0 

WEAPONS INVENTORY 
# ~e Loc. 
1 AUTOCANNON/20 RT 
1 LRM 10 LT 
1 MEDIUM LASER RA 
1 MEDIUM LASER LA 
1 SRM 4 CT 

AMMO: 
Auto Cannon Rounds: _ 20 
M.G. Rounds: --- ­
S.R.M. Packs	 25 

Missiles per pack. _ 4 
L.R.M. Packs	 12 

Missiles per pack. _ 10 

TOTAL HEAT SINKS 
00 

0000000000Internal 
Structure WARRIOR DATA 
Diagram Name: . 

Gunnery Skill: ~ . _ 
Piloting Skill: Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

1st	 2nd 3rd 4th 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE2.	 Sensors4.	 Hand Actuator 4. Hand Actuator 
5. 3.	 30 SHUTDOWNMedium Laser Cockpit	 5. Medium Laser 
6.	 H~)~j /\~y,;:r;; 4. ;:k,!I A;:;<1::', 6. Heat Sink 29 

5.	 Sensors 28 Ammo Explosion, avoid on 8+ 
1.	 H~.;g:\;';d:;'< 1. n~>11 f::.Qi':·ii::6. Life Support	 272.	 ::~(ig i\qa::: 2. no!! Ag"ir~
 

26 Shutdown, avoid on 10+
 2 3. HeE :\q£~:~;	 2 3. HoH ;(\ga1r : 
25 -5 Movement Points 4.	 R:::dl ;\\J<l~:l Center Torso 4. H~i; }\~F~l:: 

5.	 Po·H P<Y':j:;: 5. non i\~F:;I~ 24 +4 Modifier to Fire 
1. Engine6.	 Fk:!l :\02-.::·~ 6. Fi::.\1 .Agai!: 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+ 13. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. AC/20 Ammo	 1. AC/20 19 Ammo Explosion, avoid on 4+6. Gyro2.	 AC/20 Ammo 2. AC/20 18 Shutdown, avoid on 6+13. LRM 10	 1. Gyro 1 3. AC/20 
17 +3 Modifier to Fire 4.	 LRM 10 2. Engine 4. AC/20 

5.	 LRM 10 Ammo 23. Engine 5. AC/20 16 

6.	 Heat Sink 4. Engine 6. AC/20 15 -3 Movement Points 

5. SRM 4	 14 Shutdown, avoid on 4+
1.	 fh)L /'<~Fl!i'" 1. AC/20

6. SRM4 Ammo	 13 +2 Modifier to Fire 2.	 Po!' 2. AC/20
2 3. r,c:	 23. AC/20 12 

Engine Hits 000	 114.	 !~\J): .~~~~l!" 4. AC/20
Gyro Hits 00S.	 F:cr J\f}lH: 5. AC/20 Ammo 10 -2 Movement Points 

Sensor Hits 006.	 H011 :-'\~1~:l!rl 6. AC/20 Ammo 09
 

08 +1 Modifier to Fire
 
Left Leg	 Right Leg 07 

1.	 Hip 1. Hip 
061 
05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 

3.	 Lower Leg Actuator 3. Lower Leg Actuator 04
 

03
4.	 Foot Actuator 4. Foot Actuator 
5.	 Rail6,g<:l;n 02

~:	 ~:~': ~~~:;~ 6. :::hl! A9:,~in 01
 

00
 
BATTlETECH Is a registered traclemark 01 FASA Corporation. Copyright 1987. Pemnlsslon to pholooopy for personnal use. 



MECH DATA 
Type: BNC-3E BANSHEE 
Tonnage: 95 TONS 

ARMOR DIAGRAM Movement Points: 
Walking: 4 
Running: 6 
Jumping: 0 

WEAPONS INVENTORY 
# Type LOL 
1 PPC RT 
1 AUTOCANNON/5 LT 
1 SMALL LASER H 

AMMO 
Au10 Cannon Rounds: - 20 
MG. Rounds: --- ­
S.R.M. Packs --- ­

Missiles per pack. ­
L.R.M. Packs --- ­

Missiles per pack.­

TOTAL HEAT SINKS 
000 000 

0000000000Internal 
Structure WARRIOR DATA
 
Diagram Name: _
 

Gunnery Skill: _
 
Piloting Skill:
 Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number)
 

1st 2nd 3rd 4th 5th 6th1. Shoulder	 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2. Upper Arm Actuator	 2. Upper Arm Actuator 

1 3. Lower Arm Actuator 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE 2. Sensors4. Hand Actuator	 4. Hand Actuator 
3. Cockpit	 30 SHUTDOWN

5. +)!I "9-'''''	 5. ncd A~}1f:: 

6. "kil ,<\(";'1' ,., 4. Small Laser 6. no~! P~~rj::	 29 
5. Sensors	 28 Ammo Explosion, avoid on 8+ 

1. Fk;l! :\0dH'\	 1. r:QH :\9(:1: :.~6. Life Support	 272.	 ;':{(;it f\{}~l1 n 2. H:~\ii /\~}<~: n
 
26 Shutdown, avoid on 10+
 2 3. Hail ;\,;~t::':	 2 3. f:;~')q .'::'J~,:J::: 
25 -5 Movement Points 4. il:::!i /;{Jd::: Center Torso 4. H::Jil /\~a~:'l 

5. F·;,;ij AG·:.:!in 5. Heil .A~>i:n	 24 +4 Modifier to Fire 
1. Engine6. Ft:~tj A0d::"l 6. H(:H :\(.~a:~	 23 Ammo Explosion, avoid on 6+ 
2. Engine 

22 Shutdown, avoid on 8+ 1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. AC/5	 1. PPC 19 Ammo Explosion, avoid on 4+ 6. Gyro2. AC/5	 2. PPC 
18 Shutdown, avoid on 6+1 3 AC/5	 1. Gyro 1 3. PPC 
17 +3 Modifier to Fire 4. AC/5	 2. Engine 4. Heat Sink 

5. ACt5 Ammo 23. Engine 5. R:)H /\<::~d;'"	 16 

6. Heat Sink 6. Hon i\Qd1:"';	 15 -3 Movement Points 4. Engine 
5. Fkl!1 ;\;'H~>:	 14 Shutdown, avoid on 4+ 

1, Fkd~ /\~F~ir'	 1. FL)!; A~kll:": 
6. Fi();; '<\.'1"'"	 13 +2 Modifier to Fire 2. F:rJii /\9'.;';:'	 2. H;;'1 i\.]-"+'

2 3. n,;!; :,qar·	 2 3. noii AG(·w· 12 
Engine Hits 000	 114. F')!1 i\\F\""'	 4. rk~~j A[jdE";

Gyro Hits 005.	 hCili !\~F~_il: 5. Fku Af.Fw~ 10 ·2 Movement Points
 
Sensor Hits 00
6. H':.JH /:.~r:\jr 6. R~)H .A~~aE··:	 09 

08 +1 Modifier to Fire 
Left Leg	 Right Leg 07 

06
1. Hip	 1. Hip 

05 ·1 Movement Point 2. Upper Leg Actuator	 2. Upper Leg Actuator 
3.	 Lower Leg Actuator 3. Lower Leg Actuator 04
 

03
4. Foot Actuator	 4. Foot Actuator 
5. Heat Sink 5. Heat Sink	 02 

6.	 Heat Sink 6. Heat Sink 01
 

00
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MECH DATA 
Type: AS7-D ATLAS 
Tonnage: 100 TONS 

ARMOR DIAGRAM Movement Points: 
Walking: 3 
Running: 5 
Jumping: 0 

WEAPONS INVENTORY 
# Type LQc. 
1 AUTOCANNON/20 RT 
1 LRM 20 LT 
1 MEDIUM LASER RA 
1 MEDIUM LASER LA 
1 MEDIUM LASER CT(R) 
1 MEDIUM LASER CT(R) 
1 SRM 6 LT 

AMMO: 
AUIQ CannQn RQunds: - 10 
M.G. RQunds: --- ­
S.R.M. Packs	 15 

Missiles per pack. _ 6 
L.R.M. Packs	 12 

Missiles per paCk.- 20 

TOTAL HEAT SINKS 
0000000000 

0000000000Internal 
Structure WARRIOR DATA 
Diagram Name: _ 

Gunnery Skill: _ 
PilQling Skill: Left Arm CRITICAL HIT TABLE Right Arm Hits Taken: (Consciousness Number) 

151	 2nd 3rd 41h 5th 6th1.	 Shoulder 1. ShoulderHead	 (3) (5) (7) (10) (11) (Dead)
2.	 Upper Arm Actuator 2. Upper Arm Actuator 

1 3. Lower Arm Actuator	 1. Life Support 1 3. Lower Arm Actuator HEAT SCALE2.	 Sensors4.	 Hand Actuator 4. Hand Actuator 
5. 3. Cockpit	 30 I SHUTDOWNMedium Laser	 5. Medium Laser 

4. Heat Sink	 296.	 Heat Sink 6. Heat Sink 
5.	 Sensors 28 Ammo Explosion, avoid on 8+ 

1.	 Heat Sink 1. HOll :\9D::"16. Life Support	 272.	 n(""~H AGd 1:': 2. j:~C)H }\rld~:~
 
26 Shutdown. aVQid Qn 10+
2 3. R~)H ,t~q~11(';	 2 3. ;~,>!i ",,cT:, 

4.	 H()H ..6..Qai:": Center Torso 4. Fk~ll AG3:n 25 -5 MQvement PQints 

5.	 Ho[~ Af}~H:~ 5. Roll ,:i\f}a[n 24 +4 Modifier tQ Fire 
1. Engine6.	 HoH Aqi::W'·; 6. ~lGH f\qa:(1 23 Ammo ExplQsiQn, aVQid Qn 6+ 
2. Engine 

22 Shutdown, aVQid on 8+ 1 3. EngineLeft Torso 4. Gyro	 Right Torso 21 
20 -4 Movement Points 5. Gyro1. LRM 20	 1. AC/20 19 AmmQ ExplQsion, avoid Qn 4+6. Gyro2. LRM 20	 2. AC/20 18 ShutdQwn, avoid on 6+ 1 3. LRM 20	 1. Gyro 13. AC/20 
17 +3 Modifier to Fire 4. LRM 20	 2. Engine 4. AC/20 

5. LRM 20 23. Engine 5. AC/20	 16 

6. SRM 6 Ammo 4. Engine 6. AC/20	 15 -3 MQvement Points 

5. Medium Laser (R)	 14 Shutdown, avoid on 4+ 
1. LRM 20 Ammo	 1. AC/20

6. Medium Laser (R)	 13 +2 MQdifier to Fire 2.	 LRM 20 Ammo 2. AC/20
 
12
23. SRM 6	 23 AC/20

Engine Hits 000	 114. SRM 6	 4. AC/20
Gyro Hits 005. Heat Sink 5. AC/20 Ammo	 10 -2 Movement PQints 

sensor Hits 006.	 Heat Sink 6. AC/20 Ammo 09
 

08 +1 MQdifier to Fire
 
Left Leg	 Right Leg 07 

1.	 Hip 1. Hip 
06 
05 -1 Movement Point 2.	 Upper Leg Actuator 2. Upper Leg Actuator 

3.	 Lower Leg Actuator 3. Lower Leg Actuator 04
 

CORPORATION 03
4.	 Foot Actuator 4. Foot Actuator 
5.	 Heat Sink 5. Heat Sink 02 

6.	 Heat Sink 6. Heat Sink 01
 

00
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