™ ARMOR DIAGRAM
B I I LHECH /\
Left Torso Right Torso

BATTLEMECH RECORD SHEET

WARRIOR D
O 0O
TVPE: Catapu“:’ IICPLT-L7 Name: Lt Felipe Cintron 8 8 8
Movement Points: Tonnage: 70 Gunnery Skill: 3 Piloting Skill: 4 000
Walking: 4 Tech Base: Inner Sphere 000
Running: 6 Rules Level: Standard Hits Taken | 1 | 2 | 3 | 4 | 5 | 6 O OO
Jumping: 4 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead o O O
y O O O
Weapons & Equipment Inventory (hexes) o Xe)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 LRM 20 LA B 1/MslI[MCS] 8 7 14 21
1 LRM20 RA 6 1/Msl[MCS] 8 7 14 21 o c o
1 TSEMP Cannon LT 10 O[DEX] - 5 10 15 teearm O Toneer e Right Arm
1 TSEMP Cannon RT 10 O[DEX] — 5 10 15 (14) o (26) o) (14)
2 ER Medium Laser CT 5 ©5[DE] — 4 8 12 O o) o) O
@] O
O o o©O
Left OO O o Right
Leg Center Leg
(19) Oo Torso OO (18)
O o “n o©O
O @]
Ammo: [LRM 20) 24 Left Right
Quirks: Bad Reputation (Inner Sphere) Torso Rear Torso Rear
(8)
BV: 3,398
\ /
Heat
N\ Scale
Head
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
1.3 &[wAmeo 4. Roll Again 1.g &[tAmao 2o |
"3 4.[LRmM20 5. Sensors "3 4.|LRM 20 —
5.| LRM 20 B. Life Support 5.|LRM 20 287
6.[LARM 20 6.|LRM 20 O Right | 27
7
1.LLAM 20 Center Torso 1.LLRM 20 (1) oem
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel 25*
3. Endo Steel 2. XL Fusion Engine 3. Endo Steel 24*
46 4. 3. XL Fusion Engine 48 4. Endo Steel 23+
5. Endo Steel 1-3 4. Gyro 5. Endo Steel —
6. Endo Steel 5. Gyro 6. Endo Steel 22"
6. Gyro _21
20*
1. Gyro N ol
Left Torso 2. XL Fusion Engine Right Torso i
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion E 17*
1 3 3. XL Fusion Engine 5. ER Medium Laser 1 3 3. XL Fusion Engine ?
"9 4. Jump Jet 6. ER Medium Laser "9 4. Jump Jet Double Heat Sinks: SR
5. Jump Jet 5. Jump Jet Heat 10 EU. 15*
6. [ TSEMP Cannon Engine Hts O O O 6. [ TSEMP Cannon Level* Effects (20) 14*
i 30 Shutdown
1.| TSEMP Cannon Gyro H!"S (o] o] 1.| TSEMP Cannon 28 Ammo Exp, avoid on B+ O 13~ |
2. | TSEMP Cannon Sensor Hits [ode] 2. [ TSEMP cannon 56 Shutdown, avoid on 10+ (@) 12
4.5 | TSEMP Camon Life Support O 3.| TSEMP Cannon 55 5 Moverment Points 0 11
4. L TSEMP Cannon 4. L TSEMP Cannon 24 +4 Modifier to Fire o ?
5. Ammo (LRM 20) 6 5. Ammo (LRM 20) 6 23 Ammo Exp, avoid on B+ L
6. Ammo [LRM 20] 6 6. Ammo (LRM 20) 6 25 shut down,’avoi dongt @) 9
20 -4 Movement Points o 1 8 |
19 Ammo Exp, avoid on 4+ (©) 7
Left Leg CH'[HLVS'[ Right Leg 18  Shutdown, avoid on 6+ @) 6
1. Hip 4 1. Hip 17 +3 Modifier to Fire O ]
. game Dlabs . ;
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdonr?, avold'on a+ 1
4. Foot Actuator 4. Foot Actuator 13  +2 Modifier to F|re | 3 |
5. Endo Steel Damage Transfer 5. Endo Steel 10 2 anement qunts | 2 |
6. Endo Steel Diagram 6. Endo Steel g *;/'M’\{'jog:'jzr EDPE::;S 1
\ /7 '\ verment ol / | o
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Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



ARMOR DIAGRAM

Head (8)
Left Torso

(9)

Right Torso

B-TTLETECH

BATTLEMECH RECORD SHEET

WARRIOR D
TVPE: Firestarter FS9-53 Name: Lt Andrew Sternglass
Movement Points: Tonnage: 35 . I -
N G Skill: 3 Piloting Skill: 4
Walking: 6 Tech Base: Inner Sphere unnery S loting SK¢
Running: 9 Rules Level: Standard Hits Taken | 1 | 2 | 3 | 4 | 5 | 6
Jumping: 6 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser LA 5 5I[DE] — 4 8 12
1 Flamer LA 3 2[DEHAI] - 1 2 3
1 ER Medium Laser RA 5 ©5][DE] — 4 8 12
1 Flamer RA 3 2[DEHAI - 1 2 3 (14)
1 Anti-Missile System LT 1 [PD] - 1 1 1 @) o o O
1 ECM Suite (Guardian) LT — [E] - - - -
1 Small Laser RT 1 3[Df - 1 2 3 O @]
1 Flamer CT 3 2[DEHA] - 1 2 3 Left Right
1 Flamer (R) CT 3 2[EHA] — 1 2 3 Leg ©o Center 00 Leg
o (12) Torso 12)
©) (5) O
O o o©O
Ammo: [AMS] 12 Left Right
Quirks: Cowl Torso Rear Torso Rear
(3) (3)
\ BV: 1,199 (é\
1/ )
RE DIAGRAM Heat
N\ Scale
Head Left Torso (8] Right Tarso (8]
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"3 4. Double Heat Sink 5. Sensors "3 4.] Double Heat Sink —
5. | Double Heat Sink 6. Life Support 5. | Double Heat Sink 28" |
B. L Double Heat Sink 6. L Double Heat Sink Left Right 27
) ) Arm Arm 2B*
1. ER Medium Laser Center Torso 1. ER Medium Laser —
(8) (8) *
2. Flamer 1. Fusion Engine 2. Flamer 25
3. Endo Steel 2. Fusion Engine 3. Light Ferro-Fibrous 24*
46 ;. oo sieel 3. Fusion Engine 46 Light Ferro-Fibrous (5|
5. Light Ferro-Fibrous 1-3 4. Gyro 5.  Light Ferro-Fibrous —
. 22*
6. Light Ferra-Fibrous 5. Gyro 6. Light Ferro-Fibrous Right —
6. Gyro Leg i
s 20*
1. Gyro . (8) =
Left Torso 2. Fusion Engine Right Torso 19*
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet 17+
3. Jump Jet 5. Flamer 3. Jump Jet .
1-3  Misil 1-3 16
4. Anti-Missile System 6. Flamer (R) 4. Small Laser . . —
5. Ammo (AMS) 12 5. Endo Steel Heat Double HeaféSlr;kg. 15*
6. [ ECM Suite (Guardian) Engine Hts O O O 6. Endo Steel Level* Effects (20) 14+
; ; Gyro Hits O O 30 Shutdown &l
1. LECM Suite (Guardian) Sensor Hits © O 1. Endo Steel 28 Ammo Exp, avoid on 8+ O 13-}
2. Endo Steel ? 2. Endo Steel 56 Shutdown, avoid on 10+ O 12
3. Endo Steel Life Support O 3. Endo Steel own, avoid o =
4-6 4 Engosieel 4. Endo Steel 25 -5 Movement Points o —
- 3 24 +4 Modifier to Fire O 10*
5. Endo Steel 5. Endo Steel . —
Endo Steol Lht F b 23 Ammo Exp, avoid on B+ @) )
6. Endo Steel 6. Light Ferro-Fibrous 22 Shutdown, avoid on 8+ 3 L
20 -4 Movement Points 1 8 |
19 Ammo Exp, avoid on 4+ (©) 7
Left Leg CH'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O B
1. Hip I. g 1. Hip 17 +3 Modifier to Fire O ]
. ‘game D labs . )
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdonr?, avold'on a+ 1
4. Foot Actuator 4. Foot Actuator 13 *'EEMModlfler EOPFTet | 3 |
5. Roll Again Damage Transfer 5. Roll Again 5 -+1 ,\;VZ?ent lSln s [ 2 |
6. Roll Again Diagram 6. Roll Again 5 1M odirier tDP I,ris 1
\ / \L -1 Movement Poin / 5
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B-TTLETECH

BATTLEMECH RECORD SHEET

Type: Stalker STK-8S

Movement Points:

Tonnage: 85

Ammo: [Heavy Gauss) 12

Walking: 3 Tech Base: Inner Sphere

Running: 5 Rules Level: Standard

Jumping: 6] Role: Juggernaut
Weapons & Equipment Inventory (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC LA 15 10[DE] — 7 14 28
1 Medium Pulse Laser LA 4 B[P] — 2 4 B
1 ERPPC RA 15 10([DE] — 7 14 28
1 Medium Pulse Laser  RA 4 B[P] — 2 4 B
2 ER Medium Laser LT 5 ©5[DE] — 4 8 12
1 Heavy Gauss Rifle CT 2 25/20/10 4 6 13 20

[DBX]

WARRIOR D

Name: Major Skott Whyite
Gunnery Skill: 2 Piloting Skill: 3

misTaken | 1 [2 [3 [ 4[5 [ 8
conssiousness # | 3 | 5 | 7 [ 10| 11 [Dead

(23)

Left Arm

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

Left Right
Quirks: Combat Computer, Ubiquitous (Inner Sphere), No/Minimal Arms Torso Rear Torso Rear
(7) (7)
\ BV: 3394 @
INTERN RE DIAGRAM Heat
N\ Head Scale
Left Torso (18) Right Torso (18]
Head
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
4.3 3 [[Double Heat sink 4. Roll Again 1.g & [Doutle Heas sink 29 |
4. | Double Heat Sink 5. Sensors 4.| Double Heat Sink —
5.  Double Heat Sink B. Life Support 5. | Double Heat Sink 287
B. [ Double Heat Sink 6. [ Double Heat Sink 27
1. | Double Heat Sink Center Torso 1. | Double Heat Sink E
2. L Double Heat Sink 1. Light Fusion Engine 2. | Double Heat Sink 25+
4-86 3.|ERPPC 2. Light Fusion Engine 4-6 3.[ ERPPC 24*
4.| ERPPC 3. Light Fusion Engine 4.[ERPPC 23*
5.LERPPC 1-3 4. Gyro 5. LER PPC oo |
B. Medium Pulse Laser 5. Gyro 6. Medium Pulse Laser i
6. Gyro ﬁ
20*
1. Gyro . ol
Left Torso 2. Light Fusion Engine Right Torso 19
1. Light Fusion Engine 3. Light Fusion Engine 1. Light Fusion Engine 18*
2. Light Fusion Engine 4-6 4. Light Fusion Engine 2. Light Fusion Engine 17*
3. | Double Heat Sink i 3. [ H G: Rifl P
1-3 a. [D::blz H::t S::k : [:::z i:::: :x:: 1-3 a. H::x G:::: R:ﬂ: Double Heat Sinks: 16
5. L Double Heat Sink 5. | Heavy Gauss Rifle Heat 18( SEj 15*
6. [ Double Heat Sink Engine Hts O O O 6. | Heavy Gauss Rifle Level* Effects 14*
i 30 Shutdown
1. | Double Heat Sink Gyro HitsO O 1. | Heawy Gauss Rifie 58 AmmoE don B+ 00 13~
2. | Double Heat Sink Sensor Hits QO 2.| Heavy Gauss Rifl e B, avoid on
g ; . y Gauss Rifle 26  Shutdown, avoid on 10+ o]e] 12
4 G 3. ER Medium Laser Life SUPPC'": o 3. | Heavy Gauss Rifle o5 5 anemyent Points O O 11
e o s 21 Voo o 00 | [
y N 23 A Exp, avoid on 6+
6. Ammo [Heavy Gauss) 4 6. Ammo [Heavy Gauss) 4 op S:u:?ﬂoownp ae\]l:;?; 00nn8+ O O 9
20 -4 Movement Paints ole; 8"
19 Ammo Exp, avoid on 4+ (©) 7
Left Leg CH'[HLVS'[ Right Leg 18  Shutdown, avoid on 6+ @) 6
1. Hi 1. Hi 17 +3 Modffier to Fire O = |
- Aip ‘game D labs - Aip 15 3Mm £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator - Movement Foints O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdonr?, avold'on a+ 1
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Flre =
5. Roll Again Damage Transfer 5. Roll Again 102 anement P‘?'”ts 2
6. Roll Again Diagram 6. Roll Again g *;’IMMDdlﬁer iopFlretS 1
-1 Movement Paint —
\ /7 '\ / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

B-TTLETECH

BATTLEMECH RECORD SHEET

WARRIOR D

TVPE: UrbanMech UM-R70 Name: Col. Elizabeth Lyons
Movement Points: Tonnage: 30 . I .
N Gi Skill: 2 Piloting Skill: 4
Walking: 2 Tech Base: Inner Sphere unnery S loting SK¢
Running: 3 Rules Level: Standard Hits Taken | 1 | 2 | 3 | 4 | 5 | 6
Jumping: 2 Role: Ambusher Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERSmall Laser LA 2 3I[DE] - 2 4 5
1 Rotary AG/5 RA 1 5/Sht — 5 10 15
Center
[DBR/C] Left Arm O o Torso o O Right Arm
1 ER Medium Laser LT 5 5[DE - 4 8 12 (10) (15) (10)
©) (@]
0o o©O
Left o O Right
Leg Center (@) Leg
(14) © Torso © (14)
(5] @)
O o o O
Ammo: [RAC/5) 40 Left Right
Quirks: Extended Torso Twist, Narrow,/ Low Profile, No,/Minimal Arms Torso Rear Torso Rear
(4) (4)
BV: 1,115 B
\ &
/
INTERN RE DIAGRAM Heat
N Head Scale
Head Left Torso (7 ) Right Tarso (7 )
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. CDCkF“f 2. Upper Arm Actuator 30*
q.g 3 ERSmallLaser 4. Heat Sink 1.3 & [Rotaryae/s 2o |
"9 4. FerroFibrous 5. Sensors 9 4.| Rotary AC/5 —
5. FerroFibrous 6. Life Support 5. | Rotary AC/5 287
6. Ferro-Fibrous 6. [ Rotary AC/5 Left 27
Arm 26+
1. Ferro-Fibrous Center Torso 1.| Rotary AC/5 (5) 1
2. Roll Again 1. Fusion Engine 2. L Rotary AC/5 25+
3. Roll Again 2. Fusion Engine 3. FerroFibrous 24*
46, p Again 3. Fusion Engine 46 ;. rerroribrous (5|
5. Roll Again 1-3 4. Gyro 5. FerroFibrous —
6. Roll Again 5. Gyro 6. Roll Again Left %
6. Gyro Leg =l
5 20*
1. Gyro . (71 ol
Left Torso 2. Fusion Engine Right Torso EM
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3 3. ER Medium Laser 5. Jump Jet 3 3. Ammo [RAC/5) 20 P
1-3 4 Ferrofibrous 6. Jump Jet 1-3 4. Ammo (RAC/5) 20 Heat Sinks: 16
5. Ferro-Fibrous 5. Ferro-Fibrous Heat 1 ,I' 15
6. Ferrofibrous Engine Hits QO O 6. FerroFibrous Level* Effects 14*
Gyro Hits O O 30 Shutdown &l
1. FerroFibrous Sensor Hits © O 1. FerroFibrous 28 Ammo Exp, avoid on 8+ o0 13" |
2. Roall Again ? 2. Roll Again 56 Shutdown, avoid on 10+ O 12
3. Roll Again Life Support O 3. Roll Again 0w, avoie o 71
46 , qy Again 4. Roll Again 25 -5 Movement Points o ——
- - 3 24 +4 Modifier to Fire O 10*
5 :D:: ﬁgim 5 :D:: ﬁgawr 23  Ammo Exp, avoid on 6+ e} 3
8. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O —
20 -4 Movement Points 1 8 |
19 Ammo Exp, avoid on 4+ (©) 7
Left Leg CH'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O B
1. Hip I. g 1. Hip 17 +3 Modifier to Fire O ]
. game Dlabs . )
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdonr?, avold'on a+ 1
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Flre =
5. Heat Sink Damage Transfer 5. Heat Sink 10 2 anement qunts | 2 |
6. Heat Sink Diagram 6. Heat Sink g TM’\{')D;‘::Z" EDPE’::;S 1
\ /7 '\ verment ol / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

BATTLEMECH RECORD SHEET

Movement Points:

Type: BattleMaster BLR-K4

Tonnage: 85

WARRIOR D

Name: Sg Matt Valgardson
Gunnery Skill: 3

Piloting Skill:

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

@)

©)
O
QO
@)
O

000 P00
_. P00

Walking: 3 Tech Base: Inner Sphere
Running: 5 Rules Level: Standard Hits Taken | 1 | 2 | 3 | 4 | 5 | 6
Jumping: 5 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser LA 10 9[P] - 3 7 10
1 Snub-Nose PPC LA 10 10/8/5 - 9 13 15
[DEV] Left Arm OO Torso OO Right Arm
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22 (27) OO (37) OO (27
1 ERMediumlaser LT 5 5[DE] - 4 8 12 OOO e OO
1 ER Medium Laser RT 5 5[DE] - 4 8 12 O)s) 0.0
O O,
[O)ve) 0.0
Left (@) @) Right
Leg O O Center @) O Leg
t2e) \ o0 Torso Op ¢ (28
o° (12) 90
©) @)
@) ©)
Ammo: [Gauss) 16 Left Right
Quirks: Command 'Mech, Weak Head Armor (1) Torso Rear Torso Rear
(8] (8]
\ BV: 3214 (\9
1/ )
INTERN RE DIAGRAM Heat
N\ Head Scale
Head Left Torso (18) Right Torso (18]
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"2 4. Hand Actuator 5. S_ensors "2 4. Hand Actuator —
5. [ Double Heat Sink 6. Life Support 5. [ Gauss Rifie 28" |
B. | Double Heat Sink 6. | Gauss Rifle 27
1. L Double Heat Sink Center Torso 1. | Gauss Rifle E
2. [ Large Pulse Laser 1. XL Fusion Engine 2. | Gauss Rifle 25*
4-6 3. LLarge Pulse Laser 2. XL Fusion Engine 4-8 3. | Gauss Rifle 24*
"9 4. [Snub-Nose PPC 3. XL Fusion Engine "9 4. Gauss Rifle (5|
. LSnub-Nose PPC 1-3 4. Heavy Duty Gyro 5. L Gauss Rifle o]
B. Roll Again 5. Heavy Duty Gyro 6. Ammo (Gauss) 8 i
6. Heavy Duty Gyro ﬁ
1. Heavy Duty Gy 0
. Heavy yro . P
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion E 17*
1 3 3. XL Fusion Engine 5. [Improved Jump Jet 1 3 3. XL Fusion Engine ?
"9 4. Double Heat Sink 6. Limproved Jump Jet “9 4.[ Double Heat Sink e SR
5. [Double Heat Sink 5. | Double Heat Sink Heat Double Hea1t f '%lg’ a5+
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (28] 14*
i 30 Shutdown
1. T Double Heat Sink Gyro Hits 000 1 [Impruved Jump Jet 28 Ammo Exp, avoid on 8+ (e]e] 13"
2.| Double Heat Sink Ls_;"“g"" Hits 8 o . Limproved Jump Jet 56 Shutdown, avoid on 10+ 00 12
3. L Double Heat Sink ife Support 3. ER Medium Laser y ’
4-6 4. [ Improved Jump Jet 4-6 4. Ammo (Gauss) 8 25 5 aner‘r?ent qunts O O L
[I 24 +4 Modifier to Fire o0 10*
. LiImproved Jump Jet 5. Roll Again 23 Ammo Exp, avoid on 6+ o —
) g ]
6. ER Medium Laser 6. Roll Again 25 Shutdown, avoid on 8+ O -
20 -4 Movement Points 1 8 |
19 Ammo Exp, avoid on 4+ (©) 7
Left Leg CH'[HLVS'[ Right Leg 18  Shutdown, avoid on 6+ @) 6
1. Hip 4 1. Hip 17 +3 Modifier to Fire O ]
. ‘game D labs . )
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdonr?, avold'on a+ 1
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Flre =
5.[ Improved Jump Jet Damage Transfer 5.[ Improved Jump Jet 10 2 anement quts | 2 |
6.LImproved Jump Jet Diagram 6.LImproved Jump Jet g TM’\?E:EF EDPE’::;S 1
\ /7 '\ verment ol / | o

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

Type: War Dog WR-DG-02FC

BATTLEMECH RECORD SHEET

WARRIOR D

Name: Sg Caesar Pelcham

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Movement Points: Tonnage: 75 . . .
N G Skill: 3 Piloting Skill: 4
Walking: 4 Tech Base: Inner Sphere unnery S loting SK¢
Running: 6 Rules Level: Standard Hits Taken | 1 | 2 | 3 | a | 5 | B
Jumping: O Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM 2 (0S) LL 2 2/Msl[MC] — 3 6 9
1 StreakSRM2(0S) RL 2 2/MsiMC] — 3 6 9
1 Large Pulse Laser LA 10 9[P] - 3 7 10 Left Arm Right Arm
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22 (24)
1 Medium Pulse Laser  RA 4 B[P] - 2 4 8
1 Medium Pulse Laser LT 4 B[P] — 2 4 B
1 Anti-Missile System RT 1 [PD] - 1 1 1
1 ECM Suite (Guardian) CT — [E] - - - - Left Right
_ Leg Leg
1 SmallPulse Laser(R) HD 2 3[PAl] 1 2 3 (28] (28)
Ammo: [AMS] 24, (Gauss) 40 Left Right
Quirks: No Torso Twist Torso Rear Torso Rear
(9) (9)
BV: 2,394
\ ¢
= /
INTERN RE DIAGRAM Heat
N\ Head Scale
Head Left Torso (16) Right Torso (16 )
Left Arm 1. Life Support Right Arm )
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30*
13 3. Lower Arm Actuator 4. Small Pulse Laser (R) 13 3. Lower Arm Actuator o o9
"2 4. Hand Actuator 5. S_ensors "9 4.[Gauss Rifle o —
5.[ Large Pulse Laser 6. Life Support 5. | Gauss Rifle 3 28" |
B. LLarge Pulse Laser 6. | Gauss Rifle Left o | Right 27
Arm Of Arm 2B*
1. Ferro-Fibrous Center Torso 1. | Gauss Rifle [e] —_
" (12) o) (12) *
2. Ferro-Fibrous 1. XL Fusion Engine 2. | Gauss Rifle 25
4-86 3. Ferro-Fibrous 2. XL Fusion Engine 4-6 3.| Gauss Rifle 24*
"9 4. FerroFibrous 3. XL Fusion Engine "9 4. Gauss Rifle (5|
5. Ferro-fibrous 1-3 4 6o 5. Medium Pulse Laser =
. 22*
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous Right s
6. Gyro Leg %
1. Gyro . (16) S
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion E 17*
3 3. XL Fusion Engine 5. [ ECM Suite (Guardian) 3 3. XL Fusion Engine .
1- 4. Medium Pulse Laser 6. [ECM Suite [Guardian) 1- 4. Anti-Missile System Double Heat Sinks: 16
5. Ammo (Gauss) 8 5. Ammo (AMS) 12 Heat 10 ED. 15*
6. Ammo (Gauss) 8 Engine Hts O O O 6. Ammo [AMS) 12 Level* Effects (20) 14*
i 30 Shutdown
1. Ammo [Gauss) 8 G\]l‘D H!tS o o 1. Ammo [Gauss) 8 " o E
Sensor Hits O O 28 Ammo Exp, avoid on 8+
2. FerroFibrous 2. Ammo (Gauss] 8 . O 12
Life S o 26  Shutdown, avoid on 10+ —
45 3. Ferro-Fibrous ife Support 3. FerroFibrous 55 5 Movement Points o 1
4. Ferro-Fibrous 4. Roll Again 54 +4 Modifier to Fire O —10*
5 ‘;Tﬁ’\“ﬂbmu“ 5 :D:: ﬁgawr 23  Ammo Exp, avoid on 6+ O )
8. Roll Again 6. Foll Again 22 Shutdown, avoid on 8+ o —
20 -4 Movement Paints 8"
19 Ammo Exp, avoid on 4+ (©) 7
Left Leg CH'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O B
1. Hip I. g 1. Hip 17 +3 Modifier to Fire O ]
. ‘game D labs . y
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdonr?, avold'on a+ 1
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Flre =
5. Streak SRM 2 (OS] Damage Transfer 5. Streak SRM 2 (0S) 10 -2 Movement Points [ 2 |
B. Ferro-Fibrous Diagram B. FerroFibrous 8  +1 Modifier to Flre 1
-1 Movement Paint —
\ VAN 5 1M it Points / 5

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

B-TTLETECH

OMNIMECH RECORD SHEET

o
oO
WARRIOR D 6 2
. 0-0-0 | O
Type. TEITIP|BI" TLR1-0R Name: Lt Wilma Hakobian Ogogo OO
Movement Points: Tonnage: 85 Gunnery Skill: 2 Piloting Skill. 3 oexel ko
Walking: 4 Tech Base: Mixed o020 00
Running: B Rules Level: Experimental HisTaken [ 1 | 2 [ 3 | 4] 5] 6 2P0 8
Jumping: O Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead 08080
Weapons & Equipment Inventory (hexes) 00808 o
Gty Type Loc Ht Dmg Min Sht Med Lng OOO
2 ERPPC (Clan) LA 15 15[DE] - 7 14 23 e}
1 Medium LA 6 6[DE - 3 B 9 0 conte g
. enter
Re-engineered Laser Left Arm OOO Torso Ooo Right Arm
1 LB 10XAC (Clan) RA 2 10 - B 12 18 (28) OOO (44) OOO (28)
[DB.C/F/S] OOO o) OO
2 Medium LT 6 6[Df - 3 6 9 OOO OOO
Re-engineered Laser OOO OOO
1 Medium RT 6 6[DE] - 3 B 9 Left OOO OOO Right
Re-engineered Laser Leg Ooo Center OOO Leg
. (38) @) Torso O (38)
1 Medium CT 6 6IDE - 3 6 9 OO (10) OO
Re-engineered Laser OO O O %
Ammo: (LB 10-X) 30 Left Right
Quirks: Easy to Maintain Torso Rear Torso Rear
(10) (10)
BV: 4,071
\ /
INTERN RE DIAGRAM Heat
N Head Scale
Head Left Torso (18) Right Torso (18]
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder S
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 8 30*
132 [ER PPC [Clan] 4. Endo Steel 1.3 &[B10xACIGEN o 2o |
"9 4.LERPPC [Clan] 5. Sensors "9 4.| LB 10X AC [Clan] S —
5. [ER PPC [Clan] 6. Life Support 5.| LB 10X AC[Clan] o 28"
6. LER PPC [Clan] 6. | LB 10X AC [Clan] Left 8 27
Arm 80O 26*
1. [ Medium Re-engineered Laser Center Torso 1.LLB 10-X AC [Clan] (14) 8 P
2. L Medium Re-engineered Laser 1. XL Fusion Engine 2. Ammo (LB 10-X) 10 25*
4-6 3. Endo Steel 2. XL Fusion Engine 4-6 3. Ammo (LB 10-X) 10 24*
4. Endo Steel 3. XL Fusion Engine 4. Ammo (LB 10-X) 10 537 |
5. Endo Steel 1-3 4. Gyro 5. CASE Il [Clan] —
6. Endo Steel 5. Gyro 6. Endo Steel Left Right 22"
6. Gyro Leg Leg _21*
1. Gyro _ (18) (18) 20"
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion E 17*
13 3. XL Fusion Engine 5. [ Medium Re-engineered Laser 13 3. XL Fusion Engine ?
"9 4. Double Heat Sink 6. L Medium Re-engineered Laser “9 4.[ Double Heat Sink Double Heat Sinks: SR
5. | Double Heat Sink 5. | Double Heat Sink Heat 15 SD. a5+
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (30) 14*
i 30 Shutdown
1. | Medium Re-engineered Laser G\]l‘D H!tS o o 1. [ Medium Re-engineered Laser 28  Ammo Exp, avoid on B+ o O E
2. LMedium Re-engineered Laser I_S'fengor Hits 8 o 2. L Medium Re-engineered Laser 26 Shutdown, vavoid on 10+ o O 12
i i ife Support y PYe
46 3. Med!um Re-eng!neered Laser Pp 4-8 3. CASE 25 5 Movement Points O O 11
4. L Medium Re-engineered Laser 4. Endo Steel 24 +4 Modifier to Fire o O ?
5. Endo Steel 5. Endo Steel 23 Ammo Exp, avoid on 6+ —
6. Endo Steel 6. Roll Again op Shutdownp'avoid on 8+ [e]e) 9
20 -4 Movement Points o 1 8 |
19 Ammo Exp, avoid on 4+ (©) 7
Left Leg CH'[HLVS'[ Right Leg 18  Shutdown, avoid on 6+ @) 6
1. Hip 4 1. Hip 17 +3 Modifier to Fire O ]
. game Dlabs . )
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdonr?, avold'on a+ 1
4. Foot Actuator 4. Foot Actuator 13 *'EEMModlfler EOPFTet | 3 |
5. Endo Steel Damage Transfer 5. Endo Steel 8 '+/| ’\;VZ?ent E'n S 2
6. Endo Steel Diagram 8. Endo Steel 5 -1 Movement Pornts —
\ /7 '\ / | o
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B-TTLETECH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLEMECH RECORD SHEET
ECHD WARRIOR D 000
. [e)(e)(e)
Type. Marauder Il MAD-4L Name: Sg Catharine Keki OOOOO
Movement Points: Tonnage: 100 . I . (o))
N G Skill: 3 Piloting Skill: 4
Walking: 3 Tech Base: Inner Sphere unnery S foting St 80808
Running: 5 Rules Level: Standard Hits Taken | 1 | 2 | 3 | 4 | 5 | 6 OOOOO
Jumping: 3 Role: Sniper conssiousness # | 3 | 5 | 7 [ 10| 11 [Dead 5°Co
Weapons & Equipment Inventory (hexes) ogogo
Gty Type Loc Ht Dmg Min Sht Med Lng @ o OOOO
1 Gauss Rifle LA 1 15[DBX] 2 7 15 22
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22 c
1 ECM Suite (Guardian) LT — [E] - - - - Left Arm OOO Tirr‘:)'
1 ERPPC RT 15 10[DE] - 7 14 23 (34) OOO (45)
X0 0
S0 { steatth ) O
OOO tealt! OOO
9 o)
oQ 95
Left O o) o O Right
Leg o Center 00 Leg
LRSS Torso Qo (@ tan)
T
o P90
o [e]
o [e]
(e} [¢]
o [e]
o [e]
Ammo: [Gauss) 32 Left o O Right
Quirks: Command 'Mech, Protected Actuators Torso Rear o O Torso Rear
(10) ° ©° (10)
BV: 3,747 CJ
\ ¥
A
INTERNA| RE DIAGRAM Heat
N\ Scale
Head Left Torso (21) Right Torso (21
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator E
" 4.[Gauss Rifle 5. S_ensors "9 4.[Gauss Rifle —
5. | Gauss Rifle 6. Life Support 5. | Gauss Rifie 28" |
B. | Gauss Rifle 6. | Gauss Rifle 27
1. | Gauss Rifle Center Torso 1. | Gauss Rifle i
2. | Gauss Rifle 1. Light Fusion Engine 2. | Gauss Rifle 25*
3. | Gauss Rifle i i i 3. | Gauss Rifle *
4-86 ile il 2. L!ght Fus!un Eng!ne 4-6 ale aif 24
- LGauss Rifle 8. Light Fusion Engine - LGauss Rifle 23*
5. Stealth 1-3 4. Gyro 5. Stealth P
g *
B. Stealth 5. Gyro 6. Stealth i
6. Gyro ﬁ
20*
1. Gyro . ol
Left Torso 2. Light Fusion Engine Right Torso 19
1. Light Fusion Engine 3. Light Fusion Engine 1. Light Fusion Engine 18*
2. Light Fusion Engine 4-6 4. Light Fusion Engine 2. Light Fusion Engine 17*
3. Jump Jet 5. Jump Jet 3. Jump Jet P
1-3 4. Amm y 1-3 16
5 0 (Gauss) 8 6. Roll Again 4.[ERPPC . . |
5. Ammo (Gauss) 8 5.| ERPPC Heat Double Hea1t28 "ékj’ 15*
6. [ ECM Suite (Guardian) Engine Hts O O O 6.LER PPC Level* Effects (24) 14+
i 30 Shutdown
1. L ECM suite (Guardian) Gyro Hits O O 1. Ammo (Gauss) 8 28 Ammo Exp, avoid on 8+ (e)e) 13~}
2. Stealth I_S'fengor Hits 8 o 2. Ammo [Gauss) 8 56 Shutdown, vavoid on 10+ (@]} 12
4 > Se ife Support 3. Stealth 55 5 Movement Points o 1
4. Roll Again 4. Stealth . ) —
24 +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ o —
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ 3 9*
20 -4 Movement Paints 1 8 |
19 Ammo Exp, avoid on 4+ (©) 7
Left Leg CH'[HLVS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip 4 1. Hip 17 +3 Modifier to Fire O ]
. ‘game D labs . )
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdonr?, avold'on a+ 1
4. Foot Actuator 4. Foot Actuator 13 *'EEMModlfler EOPFI'FF; | 3 |
5. Stealth Damage Transfer 5. Stealth N -+1 ,\;VZ?ent lSln s | 2 |
6. Stealth Diagram 6. Stealth 5 4 MUDEL:ZF tDPDI':;s 1
\ /7 '\ verment ol / | o
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B-TTLETECH

OMNIMECH RECORD SHEET

WARRIOR D

™

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

Type: Mad Cat Mk IV [Savage Woalf) C Name: Lt Neil Harris
Movement Points: Tonnage: 75 . . .
. G Skill: 3 Piloting Skill: 4
Walking: 5 Tech Base: Clan unnery S loting SK¢
Running: 8 Rules Level: Experimental misTaken | 1 [2 [3 [ 4[5 [ 8
Jumping: O Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERLlarge Laser LA 12 10[DE] — 8 15 25
1 ER Medium Laser LA 5 7[DE] - 5 10 15 e)
1 ERLlarge Laser RA 12 10[DE] — 8 15 25 Left Arm OOO Torso OOO Right Arm
1 ER Medium Laser RA 5 7[DE] — 5 10 15 (24) OO (35) Oo (24)
1 LAM15 LT 5 1/Msl[MCS] — 7 14 21 OOO OOO
w,/ Artemis V OO Ferro OO
1 LRM15 RT 5 1/MsI[MCS] — 7 14 21 OOO Lamellor OOO
w/Artemis V/ Lefc OOO e OO Right
2 Medium Pulse Laser CT 4 7[P] - 4 8 12 Leg [O)ve) Center o0 Leg
(31) OO Torso Oo (31)
o0 (8) %)
©) O
O
Ammo: (LRM 15) 24 Left Right
Quirks: Protected Actuators, Stable, Non-Standard Parts Torso Rear Torso Rear
(7]
BV: 3,691
\
/
Heat
N\ Scale
Head
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. ERLarge Laser 4. Endo Steel 13 3. ER Large Laser 29
"2 4. ER Medium Laser 5. S_ensors "2 4. ER Medium Laser —
5. Ferro-Lamelior 6. Life Support 5. FerroLamellor 28" |
6. Ferro-Lamellor 6. FerroLamellor Right 27
1. FerroLamellor Center Torso 1. FerroLemellor (12) 26"
2. Ferro-Lamellor 1. XXL Fusion Engine 2. Ferro-Lamellor 25*
46 3. Ferro-Lamellor 2. XXL Fusion Engine a6 3. FerroLamellor 24+
"9 4. FerroLamelior 3. XXL Fusion Engine "9 4. FerroLamellor (5|
5. Roll Again 1-3 4. OGyro 5. Roll Again —
6. Roll Again 5. OGyro 6. Roll Again 22"
6. OGyro |21
20*
1. OGyro ) —
Left Torso 2. XXL Fusion Engine Right Torso 19*
1. XXL Fusion Engine 3. XXL Fusion Engine 1. XXL Fusion Engine 18*
2. XXL Fusion Engine 4-6 4. XXL Fusion Engine 2. XXL Fusion Engine 17*
1 3 3. XXL Fusion Engine 5. Medium Pulse Laser 1 3 3. XXL Fusion Engine ?
"9 4. XXL Fusion Engine 6. Medium Pulse Laser "9 4. XXL Fusion Engine Double Heat Sinks: SR
5.[LRM 15 5.[LHM 15 Heat 15 SD. a5+
6.LLRM 15 Engine Hts O O O 6.LLRM 15 Level* Effects (30) 14+
: Gyro Hits O O ) 30 Shutdown &l
1. [Artem!s VFCS Sensor Hite © © 1 [Ar'tem!s VFCS 28 Ammo Exp, avoid on 8+ (0] 13" |
2. LArtemis V FCS . LArtemis V FCS . o O 12
3 A (LAM 15)8 Life Support le) 3 A (LAM 158 26  Shutdown, avoid on 10+ =
5 mmo . mmo .
46 4 pmmo (LARM 15) 8 46 4 oo 25 -5 Movement Points o0 11
- 3 24 +4 Modifier to Fire o0 10*
5. CASEIl 5. Endo Steel . -
Endo Stecl ol A 23 Ammo Exp, avoid on B+ [e)e) )
8. Endo Stee 8. Roll Again 22 Shutdown, avoid on 8+ O —
20 -4 Movement Paints 8"
19 Ammo Exp, avoid on 4+ (©) 7
Left Leg CH'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O B
1. Hip I. g 1. Hip 17 +3 Modifier to Fire O ]
. ‘game D labs . )
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdonr?, avold'on a+ 1
4. Foot Actuator 4. Foot Actuator 13  +2 Modifier to F|re | 3 |
5. Endo Steel Damage Transfer 5. Endo Steel 10 2 anement qunts | 2 |
6. Endo Steel Diagram 6. Endo Steel g *;/'M’\{'jog:'jzr EDPE::;S 1
\ /7 '\ verment ol / | o
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ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

B-TTLETECH

BATTLEMECH RECORD SHEET

WARRIOR D
TVPE: Flashman FLS-8K Name: Cpt Josh McHugh 8 8
Movement Points: Tonnage: 75 . . .
N Gi Skill: 3 Piloting Skill: 4
Walking: 5 Tech Base: Inner Sphere unnery S loting SK¢ 8 8
Running: 8 Rules Level: Standard Hits Taken | 1 | 2 | 3 | 4 | 5 | 6 [oXe)
Jumping: O Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead 00
y o O
Weapons & Equipment Inventory (hexes) o Xe)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LA 8 B8I[DE] — 5 10 15
1 Medium Laser LA 3 ©5[Df] - 3 6 9 e} Cente o
enter
1 Large Laser RA 8 8][DE] — 5 10 15 Left Arm OO Torso OO Right Arm
1 Medium Laser RA 3 S5[DF - 3 6 9 (24) OOO (25) OOO (24)
1 Medium Laser LT 3 5IDE - 3 6 9 O e} fe) @]
1 Medium Laser (R] LT 3 5D - 3 6 9 OO OO
1 Medium Laser RT 3 5I[DEf] - 3 6 9 OO OO
1 Anti-Missile System RT 1 [PD] - 1 1 1 Left OOO (@) OO Right
1 Large Laser CT 8 8[DE — 5 10 15 Leg O)e) Center o0 Leg
(27) O Torso le) (27)
1 Flamer HD 3 2[DEHAI] - 1 2 3 o) 6 (18) o @)
O @]
(@] o O
o [e]
o [e]
(e} [¢]
o [e]
o [e]
Ammo: [AMS) 12 Left o [e] Right
Quirks: Rugged (1 Point) Torso Rear [e] [¢] Torso Rear
t10) ° o (10)
BV: 2,348
\ /
INTERN RE DIAGRAM Heat
N Head Scale
Head Left Torso (16) Right Torso (16 )
Left Arm 1. Life Support Right Arm )
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30*
13 3. Lower Arm Actuator 4. Flamer 13 3. Lower Arm Actuator o o9
"9 4 [Large Laser 5. S_ensors 4 [Large Laser o —
5. L Large Laser 6. Life Support . LLarge Laser 3 28" |
B. Medium Laser 6. Medium Laser o | Right 27
1. Roll Aga . o4 arm  [o2g*
. Roll Agein Center Torso 1. Roll Again ol 12y oo
2. Roll Again 1. XL Fusion Engine 2. Roll Again ) 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24*
4-6 4. Roll Again 3. XL Fusion Engine 46 4. Roll Again _23,
5. Roll Again 1-3 4. Gyro 5. Roll Again E
6. Roll Again 5. Gyro 6. Roll Again Right ?
6. Gyro Leg E
1. Gyro . (16) =
Left Torso 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion E 17*
3. XL Fusion Engil 3. XL Fusion Engi P
133 S 2 Lot 135 e ——— [
5. Medium Laser (R) 5. Anti-Missile System Heat ouble 831 5 "?35’ 15*
6. Roll Again Engine Hts O O O 6. Ammo [AMS) 12 Level* Effects (30) 14+
Gyro Hits 30 Shutdown
1. Roll Again Y y 00 1. Roll Again 28 Ammo Exp, avoid on B+ o0 13~ |
2. Roll Aga Sensor HitsQ O 2. Roll Again 12
- o Life Support O - notAgar 26  Shutdown, avoid on 10+ (e]@) L
4-6 3. Rol Agim 3. Rol Agé”‘ 25 -5 Movement Points OO0 11
4. Roll Again 4. Roll Again 24  +4 Modifier to Fire 00 10+
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ OO T
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ 3 L
20 -4 Movement Points 1 8 |
19 Ammo Exp, avoid on 4+ (©) 7
Left Leg CH'[HLVS'[ Right Leg 18  Shutdown, avoid on 6+ @) 6
1. Hip 4 1. Hip 17 +3 Modifier to Fire O ]
. game Dlabs . ;
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdonr?, avold'on a+ 1
4. Foot Actuator 4. Foot Actuator 13  +2 Modifier to F|re | 3 |
5. Roll Again Damage Transfer 5. Roll Again 10 2 anement qunts | 2 |
6. Roll Again Diagram 6. Roll Again g *;’IMI\{IJDE::LZFEDPIZ;Z 1
\ /7 '\ verment ol / | o
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™ ARMOR DIAGRAM
B I I LHECH /\
Left Torso Right Torso

BATTLEMECH RECORD SHEET

WARRIOR D
TVPE: Annihilator ANH-2A Name: General Thomas Brubaker
Movement Points: Tonnage: 100 . I .
N Gi Skill: 2 Piloting Skill: 3
Walking: 2 Tech Base: Inner Sphere unnery S loting SK¢
Running: 3 Rules Level: Standard misTaken | 1 [2 [3 [ 4[5 [ 8
Jumping: O Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LB10XAC LA 2 10 — 6 12 18 O
[DBC/F/S] O O
. Center
1 Medium Pulse Laser LA 4 B[P] - 2 4 B Left Arm OOO Torso \ © Oo Right Arm
1 LB10XAC RA 2 10 — 6 12 18 (24) (@) e} (25) o) O (24)
[BBC/F/S] OO OO
1 Medium Pulse Laser  RA 4 B[P - 2 4 B oO O o
1 LB10XAC LT 2 10 — 6 12 18 O 0 o O
[DBC/F/S] Left [e) le) Right
1 LB1OXAC RT 2 10 - 6 12 18 Leg O o Center 00 Leg
(24) O Torso O (24)
[DB.C/F/S] 0o 0O
2 Medium Pulse Laser CT 4 B[P] — 2 4 B O
O o©O
Ammo: (LB 10-X) 40 Left Right
Quirks: Easy to Maintain Torso Rear Torso Rear
(9) (9)
BV: 2,680
\ Q
/
INTERN RE DIAGRAM Heat
N Head Scale
Head Left Torso (21) Right Torso (21
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. CDCkp“f 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Heat Sink 13 3. Lower Arm Actuator 29
" 4.[LB10XAC 5. Sensors "3 4.[LB10XAC —
5.| LB 10X AC 6. Life Support 5.| LB 10X AC 287
6.[LB 10X AC 6.[LB 10X AC 27
1.| LB 10X AC Center Torso 1.| LB 10X AC 26"
2.[LB10-XAC 1. Fusion Engine 2.[LB 10X AC 25*
46 3.LB10xAC 2. Fusion Engine 46 3.LB10xAC 24+
4. Medium Pulse Laser 3. Fusion Engine 4. Medium Pulse Laser 23*
5. Roll Again 1-3 4. Gyro 5. Roll Again —
. 22*
6. Roll Again 5. Gyro 6. Roll Again =
6. Gyro i
20*
1. Gyro . ol
Left Torso 2. Fusion Engine Right Torso 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3.[LB 10X AC . Medium Pulse L: 3.[LB 10X AC —
1-3 4.| LB 10X AC : Med!um e 1-3 4.[LB10XAC . 15
- . edium Pulse Laser g Heat Sinks: P
5.| LB 10X AC 5.| LB 10X AC Heat 17 a5+
6.| LB 10X AC Engine Hts O O O 6.|LB 10X AC Level* Effects 14+
Gyro Hits O O 30 Shutdown &l
1.| LB 10X AC Sensor Hits O O 1| LB10XAC 28 Ammo Exp, avoid on 8+ o O 1
2.LLB 10X AC ? 2.lLB10XAC 56 Shutd id on 10+ (@]} 12
Llfe Su ort o utdown, avoid on —
4.6 3. Ammo (LB 10-X) 10 PP 3. Ammo (LB 10-X) 10 55 -5 Movement Points 00 11
4. Ammo (LB 10X) 10 4. Ammo (LB 10-X) 10 54 +4 Modifier to Fire 00 o3l
5. CASE 5. CASE . |
23 Ammo Exp, avoid on B+ [e)e)
6. Roll Again 6. Roll Again - 9
22  Shutdown, avoid on 8+ OO —
20 -4 Movement Points B_
19  Ammo Exp, avoid on 4+ O O 7
Left Leg CH'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O B
1. Hip I. g 1. Hip 17 +3 Modifier to Fire O ]
. game Dlabs . ;
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdonr?, avold'on a+ 1
4. Foot Actuator 4. Foot Actuator 13 *'EEMModlfler EOPFTet | 3 |
5. Heat Sink Damage Transfer 5. Heat Sink 8 1 JVZ:,‘E”t F°,'” S | 2 |
B. Heat Sink Diagram 6. Heat Sink 5 Muoe;zr tDPoI’:\ets 1
\ /7 '\ verment ol / | o
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™ ARMOR DIAGRAM
B I I LHECH /\
Left Torso Right Torso

BATTLEMECH RECORD SHEET

WARRIOR D

O O
Type: Phoenix Hawk PXH-6D Name: Sg Nikki Roche [o)ye]
Movement, Points: Tonnage: 45 Gunnery Skill: 3 Piloting Skill: 4 [oe}
Walking: 6 Tech Base: Inner Sphere oo
Running: 9 Rules Level: Advanced misTaken | 1 [2 [3 [ 4[5 [ 8 oo
Jumping: 6 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 [Dead oo
Weapons & Equipment Inventory (hexes) o0
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser LA 5 5I[DE] — 4 8 12
1 ERPPC RA 15 10[DE] - 7 14 28
1 Targeting Computer ~ RT — [E] - - - = Left Arm O O Torso
2 ER Medium Laser CT 5 5[DE - 4 8 12 (14) o
Left
Leg
(22)
Oo
O
Quirks: Command 'Mech, Improved Communications, Ubiquitous [Inner Left Right
Sphere), Ubiquitous (Clans) Torso Rear Torso Rear
(6] (6)
BV: 2,198 %)
\ & /
Heat
N\ Scale
Head
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 29
"2 4. Hand Actuator 5. S_ensors "2 4. Hand Actuator —
5. [ Double Heat Sink 6. Life Support 5. [ Double Heat Sink 28" |
B. | Double Heat Sink 6. | Double Heat Sink 27
1. L Double Heat Sink Center Torso 1. L Double Heat Sink E
2. ER Medium Laser 1. XL Fusion Engine 2.[ERPPC 25*
4-6 3. ER Medium Laser 2. XL Fusion Engine 4-8 3.| ERPPC 24*
4. Endo Steel 3. XL Fusion Engine a.LlerpPPC 557
5. Endo Steel 13, Gyro 5. Endo Steel —
g *
6. Endo Steel 5. Gyro 6. Endo Steel 22
6. Gyro i
20*
1. Gyro . P
Left Torso 2. XL Fusion Engine Right Torso 19*
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion E 17*
1 3 3. XL Fusion Engine 5. ER Medium Laser 1 3 3. XL Fusion Engine ?
"2 4. Jump Jer 6. ER Medium Laser ™2 4. Jump Jet Double Heat Sinks: 15+
5. Jump Jet 5. Jump Jet Heat 12 24' 15*
6. Jump Jet Engine Hts O O O 6. Jump Jet Level* Effects (24) 14*
i 30 Shutdown
1. Endo Steel Gyro Hits o0 1. [ Targeting Computer [IS] 28 Ammo Exp, avoid on 8+ (e)e) 13
2. Endo Steel I_S'fengor Hits 8 o 2. | Targeting Computer [IS] 56 Shutdown, vavoid on 10+ (@]} 12
S ife Support i y PYe
4-6 3. Endo Steel PP 4-6 3. LTargeting Computer [IS] 25 -5 Movement Points O 11
4. Roll Again 4. Endo Steel o . P
24 +4 Modifier to Fire O 10*
5. Roll Again 5. Endo Steel 23 Ammo Exp, avoid on 6+ o —
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ 3 9*
20 -4 Movement Paints 8"
19 Ammo Exp, avoid on 4+ (©) 7
Left Leg CH'[HLVS'[ Right Leg 18  Shutdown, avoid on 6+ @) 6
1. Hip 4 1. Hip 17 +3 Modifier to Fire O ]
. ‘game D labs . )
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