BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

0 0 0 O

/4 \
'MECH DATA WARRIOR DATA %
Type: Warlord BLR-2G Name: Colonel Robert McShane ogogo N
Movement Points: Tonnage: 80 Gunnery Skill: 2 Piloting Skill: 3 s ke
Walking: 4 Tech Base: Inner Sphere Hite Taken 002 8
Running: 6 Rules Level: Standard ! 11213141516 0,005
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 [ 7 |10 11 |Dead OOOOO b
Weapons & Equipment Inventory (hexes) OOgoO
Qty Type Loc Ht Dmg Min Sht Med Lng [e)ye)
2 Medium Laser CT 3 5I[DE] — 3 6 9
1 Medium Laser(R) RT 3 5[DE] — 3 6 9 Left Arm Right Arm
4 Medium Laser RT 3 5[DE] — 3 6 9 (26) (26)
4 Medium Laser LT 3 5I[DE] — 3 6 9
1 MediumLaser(R) LT 3 5[DE] — 3 6 9
1 Heavy PPC RA 15 15][DE] 3 6 12 18
1 Heavy PPC LA 15 15[DE] 3 6 12 18 Left Right
Leg Center Leg
(34) Torso (34)
(10)
Quirks: Easy to Maintain
Left Right
\ BV: 3'415 9 Torso Rear Torso Rear
\ A) / (7) (7)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM Zry¥en
ea
- - Head Overfloy
Left Arm 1. Life Support Right Arm Left Torso (17) Right Torso (17 .
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 8 g 300
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator o o
=9 4. Hand Actuator 5. Sensors =9 4. Hand Actuator S S 29
5.[ Double Heat Sink 6. Life Support 5.[Double Heat Sink o o 28*
6.| Double Heat Sink 6.| Double Heat Sink o] o 27
Center Torso S 3
1.LDouble Heat Sink 1. XL Fusion Engi 1.LDouble Heat Sink Left [ 3 o| Rignt | 26"
2.[Heavy PPC 2' XL Fus!on Eng!ne 2.[Heavy PPC Arm 20 oé Arm [25+
4.6 3|Heavy PPC 3 XL F“5!°“ E“9!“e 4.6 3| Heavy PPC (13) |3 S I e
4.| Heavy PPC 137 & usion Engine 4.| Heavy PPC -
5.l Heavy PPC py Gy"° 5.l Heavy PPC 23
6. Roll Again - fayro 6. Roll Again 22+
6. Gyro 21
1. Gyro teﬂ F:_igh‘ 20"
. . . e
Left Torso 2. XL Fusion Engine Right Torso o - 19"
. . 3. XL Fusion Engine . . (17 (17)
1. XL Fusion Engine 4-6 . ; 1. XL Fusion Engine 18"
. . 4. XL Fusion Engine . .
2. XL Fusion Engine . 2. XL Fusion Engine -
. . 5. Medium Laser . . 17
1-3 3. XL Fusion Engine 6. Medium Laser 1-3 3. XL Fusion Engine 5
4.[ Double Heat Sink : 4.[ Double Heat Sink / HEAT DATA 6
5.| Double Heat Sink " - 5.| Double Heat Sink 15*
6.L Double Heat Sink Engine Hits OO O 6.LDouble Heat Sink Heat Double Heat Sinks: 14"
1. Medium Laser Gyro H!ts oo 1. Medium Laser L%\Bel* ShutdowliﬁeCts 16 (32) 13"
2. Medium Laser Sensor Hits OO 2. Medium Laser 28 Ammo Exp. avoidon 8+ (3 12
4-6 3 Medium Laser Life Support O 4.6 3 Medium Laser 26  Shutdown, avoid on 10+ 11
4. Medium Laser 4. Medium Laser 25 -5 Movement Points OO o
5. Medium Laser (R) 5. Medium Laser (R) 24  +4 Modifer to Fire e]e)
6. Roll Again 6. Roll Again 23 Ammo Exp.avoidon 6+ QQ 9
22  Shutdown, avoid on 8+ OO 8*
20 -4 Movement Points =
V 19 Ammo Exp. avoid on 4+ OO
Left Leg CH’[HL S'[ Right Leg 18 Shutdown, avoidon6+ QO 6
1. Hip ) 1. Hip 17  +3 Modifer to Fir(_e O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement F_’olnts O 4
14  Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Mo dife} to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g‘ EO:: an@n Damage Transfer 2 EO:: 293?” 8  +1 Modifer to Fire f
- Roll Again i - Roll Again 5 -1 Movement Points
\ Diagram J / 5
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Shockwave SKW-6H Name: Lt Joganasson
Movement Points: Tonnage: 50 Gunnery Skill: 3 Piloting Skill: 4
Walking: 5 Tech Base: Inner Sphere Hits Taken
Running: 8 Rules Level:Standard ) 11213141516
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 LRM10 RT 4 1/Msl 6 7 14 21
[M,C,S] Left Arm Right Arm
1 Ultra AC/10 RT 4 10/Sht — 6 12 18 (15) (15)
[DB,R/C]
1 ER Large Laser LT 12 8|[DE] — 7 14 19
Left Right
Leg Center Leg
(22) Torso (22)
(9)
Ammo: (LRM 10) 12, (Ultra AC/10) 20
Quirks: Battle Fists (LA), Battle Fists (RA), Easy to Maintain
Left Right
\ BV: 1'800 @ Torso Rear Torso Rear
\ / (6) (8)
/ \ Heat
CRITICAL HIT TABLE Hoad AN INTERNAL STRUCTURE DIAGRAM JPA¥8
ea
- - Head Overfloy
Left Arm 1. Life Support Right Arm Left Torso (12) Right Torso (12 .
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator ) 300
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
=9 4. Hand Actuator 5. Sensors =9 4. Hand Actuator 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Endo Steel 6. Endo Steel 27
1. Endo Steel 1 E:_r::ter ToErso_ 1. Endo Steel Left Right | 26*
2. Endo Steel 2' XL Fus!°" Eng!ne 2. Endo Steel Arm Arm | 25*
4-g 3 EndoSteel 3 XL Fusion Engin 4-g 3 Endo Steel (8) (N pyr:
"0 4. Endo Steel 13 3 XL omo O0¢ "0 4. Endo Steel -
5. Endo Steel 5' XL Gi:g 5. Endo Steel 23
i : i 22*
6. Roll Again 6. XL Gyro 6. Roll Again -
1. XL Gyro Left Right 20"
2. XL Gyro i Leg Leg
Left Torso . v Right Torso 12 12 19
- . 3. XL Gyro - . (12) (12)
1. XL Fusion Engine 4-6 - . 1. XL Fusion Engine 18"
. . 4. XL Fusion Engine . .
2. XL Fusion Engine . . 2. XL Fusion Engine -
. . 5. XL Fusion Engine . . 17
1-3 3. XL Fusion Engine 6. XL Fusion Engine 1-3 3. XL Fusion Engine 5
4.TER Large Laser : 4.[Ultra AC/10 /4 HEAT DATA 6
5.LER Large Laser " - 5.| Ultra AC/10 15*
6. Ammo (Ultra AC/10) 10 Engine Hits OO O 6.| Ultra AC/10 Heat Double Heat Sinks: 12+
1. Ammo (Ultra AC/10) 10 Gyro Hits 0O 1.| Uitra AC/10 Lerel nutdonn oS 10(20) 13*
2. Ammo (LRM 10) 12 Sensor Hits OO 2.| uitra Acr10 28 Ammo Exp. avoidon 8+ 12
4-6 3. CASE Life Support (o) 4-6 3.| Ultra AC/10 26  Shutdown, avoid on 10+ 11
4. Roll Again 4.LUltra AC/10 25 -5 Movement Points O To°
5. Roll Again 5.[LRM 10 24  +4 Modifer to Fire (@)
6. Roll Again 6.LLRM 10 23 Ammo Exp. avoidon 6+ (O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points =
V 19 Ammo Exp. avoid on 4+ O
Left Leg CH’[HL S'[ Right Leg 18 Shutdown, avoidon6+ QO 6
1. Hip ) 1. Hip 17  +3 Modifer to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement F_’olnts O 4
14  Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifer to Fire @) 3
4. Foot Acguator 4. Foot Ac@uator 10 -2 Movement Points >
g‘ EO:: an!n Damage Transfer 2 EO:: 293!” 8  +1 Modifer to Fire -
- Roll Again i - Roll Again 5 -1 Movement Points
\ Diagram J / 5

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA 600
Type: Griffin GRF-6S Name: Raimondo Torrigiano 00O
9
. O O O
Movement Points: Tonnage: 55 Gunnery Skill: 4 Piloting Skill: 5 000
Walking: 5 Tech Base: Inner Sphere Hits Taken o OO
Running: 8 Rules Level:Advanced consei . ; § 3 140 151 Ded 8 8 8
A . 5 . H onsciousness ea
Jumping Role Sniper 5066
Weapons & Equipment Inventory  (hexes) © OO
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER MediumLaser CT 5 5[DE] — 4 8 12
1 LRM15 RT 5 1/Msl 6 7 14 21 Left Arm Right Arm
[M,C,S] (18) (18)
w/Artemis |V
1 ERPPC RA 15 10[DE] — 7 14 23
1 ER MediumLaser LA 5 5|[DE] — 4 8 12
Left Right
Leg Center Leg
(26) Torso (26)
(9)
Ammo: (LRM 15) 16
Quirks: Battle Fists (LA), Battle Fists (RA), Rugged (1 Point),
Ubiquitous (Inner Sphere), Ubiquitous (Clans)
Left Right
\ BV: 1'781 { Torso Rear Torso Rear
)
\ &J / (8) (6)
/ \ Heat
CRITICAL HIT TABLE Hoad AN INTERNAL STRUCTURE DIAGRAM JPA¥8
ea
- - Head Overfloy
Left Arm 1. Life Support Right Arm Left Torso (13) Right Torso (13) .
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator ) 300
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator o
=9 4. Hand Actuator 5. Sensors =9 4. Hand Actuator o 29
5. ER Medium Laser 6. Life Support 5.[ERPPC o 28*
6. Endo Steel 6. ER PPC 9] 27
o
1. Endo Steel 1 (ieTe; T_o rs: . 1.LER PPC Left o Right |26~
2. Endo Steel - g t usion Engine 2. Endo Steel Arm Arm [ 25+
2. Light Fusion Engine o
4.6 3 EndoSteel 3 Licht Fusion Endi 4. 3 Endo Steel (9) o) O &
™0 4. Roll Again 13 ;) gon oonEngne 0 4. Endo Steel -
5. Roll Again - Gy"° 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22
6. Gyro 21
1. Gyro Left Right 20"
Left Torso 2. Light Fusion Engine Right Torso ke ved 19
. i . 3. Light Fusion Engine . . . (13) (13)
1. Light Fusion Engine 4-6 . . ; 1. Light Fusion Engine 18"
X . . 4. Light Fusion Engine . . .
2. Light Fusion Engine 2. Light Fusion Engine -
5. Jump Jet 17
3. Endo Steel . 3.[LRM 15
1-3 6. ER Medium Laser 1-3 16
4. Endo Steel 4.[LRM 15 /4 HEAT DATA
5. Endo Steel - - 5.LLRM 15 15*
6. Roll Again Engine Hits OO O 6. Artemis IV FCS Heat Double Heat Sinks: 14"
1. Roll Again Gyro Hits OO 1. Ammo (LRM 15) 8 Level” Effects 1020 | 5=
i Sensor Hits 0O 30  Shutdown
2. Roll Again 2. Ammo (LRM 15) 8 ; 12
. . 28 Ammo Exp. avoid on 8+ O
4. 3 Roll Again Life SupportO 4.6 3 CASE 26 Shutdown, avoid on 10+ T
4. Roll Again 4. Endo Steel 25 -5 Movement Points O 0
5. Roll Again 5. Endo Steel 24  +4 Modifer to Fire (@)
6. Roll Again 6. Endo Steel 23  Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points =
V 19 Ammo Exp. avoid on 4+ O
Left Leg CH’[HL S'[ Right Leg 18 Shutdown, avoidon6+ QO 6
1. Hip ) 1. Hip 17  +3 Modifer to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement F_’olnts O 4
14  Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Mo difer to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points >
g‘ jump je: Damage Transfer 2 jump je: 8  +1 Modifer to Fire -
- Jump Je Diagram - Jump Je 5 -1 Movement Points
\, / \ / 0
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA 600
Type: Rook NH-2 Name: Giuliana Ugolino 00O
. O O O
Movement Points: Tonnage: 55 Gunnery Skill: 4 Piloting Skill: 5 00O
Walking: 4 Tech Base: Inner Sphere Hits Taken 000
Running: 6 Rules Level:Standard ) 11213141516 0 0 O
Jumping: 6 Role: Skirmisher Consciousness# | 3 | 5 [ 7 |10|11 |pead 8 8 8
Weapons & Equipment Inventory  (hexes) © OO
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Small Pulse Laser HD 2 3[P,Al] — 1 2 3
1 ERPPC RT 15 10 [DE] — 7 14 23 Left Arm Right Arm
1 Medium Laser RT 3 5[DE] — 3 6 9 (18) (18)
1 Medium Laser LT 3 5I[DE] — 3 6 9
1 Medium Laser RA 3 5|[DE] — 3 6 9
1 Medium Laser LA 3 5|[DE] — 3 6 9
Left Right
Leg Center Leg
(26) Torso (26)
(9)
Quirks: Rugged (1 Point)
Left Right
\ BV: 1'525 9 Torso Rear Torso Rear
\ A) / (6) (6)
/ \ Heat
CRITICAL HIT TABLE Hoad AN INTERNAL STRUCTURE DIAGRAM JPA¥8
ea
- - Head Overfloy
Left Arm 1. Life Support Right Arm Left Torso (13) Right Torso (13) .
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator ) 300
1-3 3. Lower Arm Actuator 4. Small Pulse Laser 1-3 3. Lower Arm Actuator o
=9 4. Hand Actuator 5. Sensors =9 4. Hand Actuator o 29
5. Medium Laser 6. Life Support 5. Medium Laser o 28*
6. Roll Again 6. Roll Again o 27
o
1. Roll Again Cen_ter To_rso 1. Roll Again Left o] Rignt | 26"
2. Roll Again ; i”s!°" E"glne 2. Roll Again Arm ot am [Z5
4-6 3 Roll Again 3 Fusion Engin 4-6 3 Roll Again (9) o) O &
"0 4. Roll Again 1-3 3 Combact Gvra "0 4. Roll Again -
5. Roll Again 4. c°mpa"t oo 5. Roll Again 23
6. Roll Again 5. Compact Gyro 6. Roll Again 22
6. Fusion Engine >
1. Fusion Engine teﬂ RLight T
i i . e e
Left Torso 2. Fusion Engine Right Torso o - 19"
! 3.[Improved Jump Jet . ! (13) (13)
1.[ Double Heat Sink 4-6 2Ll 1.[ Double Heat Sink 18"
. .LiImproved Jump Jet .
2.| Double Heat Sink I 2.| Double Heat Sink 7
3.l Double Heat Sink 5'[ mproved Jump Jet 3.. Double Heat Sink
1-3 . 6.LImproved Jump Jet 1-3 ;¢ X 16
4.[ Double Heat Sink 4.[ Double Heat Sink / HEAT DATA
5.| Double Heat Sink " - 5.| Double Heat Sink 15*
6.L Double Heat Sink Engine Hits OO O 6.LDouble Heat Sink Heat Double Heat Sinks: 14"
1.[ Improved Jump Jet Gyro H!ts oo 1.[ Improved Jump Jet L%\BEI ShutdowliﬁeCts 12 (24) 13*
2.| Improved Jump Jet Sensor Hits OO 2.LImproved Jump Jet 28 Ammo Exp.avoidon 8+  (y() 12
4-¢ 3 Medium Laser Life Support O 4-¢ 3[ERPPC 26 Shutdown, avoid on 10+ T
4. Roll Again 4.|ER PPC 25 -5 Movement Points OO o
5. Roll Again 5.LER PPC 24  +4 Modifer to Fire (@)
6. Roll Again 6. Medium Laser 23  Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points =
V 19 Ammo Exp. avoid on 4+ O
Left Leg CH’[HL S'[ Right Leg 18 Shutdown, avoidon6+ QO 6
1. Hip ) 1. Hip 17  +3 Modifer to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement F_’olnts O 4
14  Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifer to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5.[ Improved Jump Jet Damage Transfer 5.[Improved Jump Jet 8  +1 Modifer to Fire 2
6.LImproved Jump Jet Diagram 6.LImproved Jump Jet 5 -1 Movement Points 1
\, / \ / 0
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ARMOR DIAGRAM

Head (8)
Left Torso Right Torso

(7) (7)

BATTLETECH

INDUSTRIALMECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: ForestryMech MOD Name: Crystal Morvan
Movement Points: Tonnage: 35 Gunnery Skill: 4 Piloting Skill: 5
Walking: 3 Tech Base: Inner Sphere Hits Taken
Running: 5 Rules Level:Standard ) 11213141516
Jumping: 0 Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Chainsaw RA — 5 - - = —
1 ACI2 LA 1 2[DBS] 4 8 16 24 Right Arm
(6)
Center
Torso
(3)
Ammo: (AC/2) 45
Left Right
\ BV:239 @ Torso Rear Torso Rear
\ / (2) (2)
/ \ Heat
CRITICAL HIT TABLE Hoad AN INTERNAL STRUCTURE DIAGRAM JPA¥8
ea
- Head [Overfl
Left Arm 1. Life Support nght Arm Left Torso (8) Right Torso (8 )
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator 300
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator o
=9 4. ACI2 5. Sensors =9 4.[Chainsaw ° 29
5. Ammo (AC/2) 45 6. Life Support 5.[ Chainsaw 28*
6. Roll Again 6.| Chainsaw °© 27
o
1. Roll Again 1 ??:nEteI; TPrso 1.| Chainsaw Left o Right | 26*
2. Roll Again 2' I-C-E. Eng!ne 2.l Chainsaw Arm Arm [ 25+
4.6 3 Roll Again 3 LGE Encine 4.6 3 Roll Again (6) (6) 72
"0 4. Roll Again 13 3 Gog ¢ "0 4. Roll Again -
5. Roll Again py Gy"° 5. Roll Again 23
6. Roll Again - fayro 6. Roll Again 22+
6. Gyro 21
1. Gyro Left Right 20"
2. I.C.E. Engine : Leg Leg
Left Torso - s ENGE Right Torso s s 19*
) 3. I.C.E. Engine ) (8) (8)
1. Roll Again 4-6 < 1. Roll Again 18+
. 4. I.C.E. Engine .
2. Roll Again . 2, Roll Again -
. 5. Roll Again . 17
3. Roll Again ) 3. Roll Again
1-3 4 Roll Auai 6. Roll Again 1-3 4 Roll Auai 16
. Roll Again . Roll Again /4 HEAT DATA
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks 14
1. Roll Again Gyro Hits OO 1. Roll Again Lerel nutdonn oS 1 137
2. Roll Again Sensor Hits OO 2. Roll Again 28 Ammo Exp. avoidon 8+ 12
4. 3 Roll Again Life SupportO 4-¢ 3 Roll Again 26 Shutdown, avoid on 10+ T
4. Roll Again 4. Roll Again 25 -5 Movement Points 0
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22  Shutdown, avoid on 8+ 8*
20 -4 Movement Points =
V 19  Ammo Exp. avoid on 4+
Left Leg CH’[HL S'[ Right Leg 18  Shutdown, avoid on 6+ 6
1. Hip ) 1. Hip 17  +3 Modifer to Fire 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Mo difer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g‘ EO:: an@n Damage Transfer 2 EO:: 298?” 8  +1 Modifer to Fire f
- Roll Again i - Roll Again 5 -1 Movement Points
\ Diagram J / 5
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ARMOR DIAGRAM

Head (8)
Left Torso Right Torso

(7) (7)

BATTLETECH

INDUSTRIALMECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: ForestryMech MOD Name: Donna Nguyen
Movement Points: Tonnage: 35 Gunnery Skill: 4 Piloting Skill: 5
Walking: 3 Tech Base: Inner Sphere Hits Taken
Running: 5 Rules Level:Standard ) 11213141516
Jumping: 0 Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Chainsaw RA — 5 - - = —
1 ACI2 LA 1 2[DBS] 4 8 16 24 Right Arm
(6)
Center
Torso
(3)
Ammo: (AC/2) 45
Left Right
\ BV:239 @ Torso Rear Torso Rear
\ / (2) (2)
/ \ Heat
CRITICAL HIT TABLE Hoad AN INTERNAL STRUCTURE DIAGRAM JPA¥8
ea
- Head [Overfl
Left Arm 1. Life Support nght Arm Left Torso (8) Right Torso (8 )
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator 300
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator o
=9 4. ACI2 5. Sensors =9 4.[Chainsaw ° 29
5. Ammo (AC/2) 45 6. Life Support 5.[ Chainsaw 28*
6. Roll Again 6.| Chainsaw °© 27
o
1. Roll Again 1 ??:nEteI; TPrso 1.| Chainsaw Left o Right | 26*
2. Roll Again 2' I-C-E. Eng!ne 2.l Chainsaw Arm Arm [ 25+
4.6 3 Roll Again 3 LGE Encine 4.6 3 Roll Again (6) (6) 72
"0 4. Roll Again 13 3 Gog ¢ "0 4. Roll Again -
5. Roll Again py Gy"° 5. Roll Again 23
6. Roll Again - fayro 6. Roll Again 22+
6. Gyro 21
1. Gyro Left Right 20"
2. I.C.E. Engine : Leg Leg
Left Torso - s ENGE Right Torso s s 19*
) 3. I.C.E. Engine ) (8) (8)
1. Roll Again 4-6 < 1. Roll Again 18+
. 4. I.C.E. Engine .
2. Roll Again . 2, Roll Again -
. 5. Roll Again . 17
3. Roll Again ) 3. Roll Again
1-3 4 Roll Auai 6. Roll Again 1-3 4 Roll Auai 16
. Roll Again . Roll Again /4 HEAT DATA
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks 14
1. Roll Again Gyro Hits OO 1. Roll Again Lerel nutdonn oS 1 137
2. Roll Again Sensor Hits OO 2. Roll Again 28 Ammo Exp. avoidon 8+ 12
4. 3 Roll Again Life SupportO 4-¢ 3 Roll Again 26 Shutdown, avoid on 10+ T
4. Roll Again 4. Roll Again 25 -5 Movement Points 0
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22  Shutdown, avoid on 8+ 8*
20 -4 Movement Points =
V 19  Ammo Exp. avoid on 4+
Left Leg CH’[HL S'[ Right Leg 18  Shutdown, avoid on 6+ 6
1. Hip ) 1. Hip 17  +3 Modifer to Fire 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Mo difer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g‘ EO:: an@n Damage Transfer 2 EO:: 298?” 8  +1 Modifer to Fire f
- Roll Again i - Roll Again 5 -1 Movement Points
\ Diagram J / 5
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ARMOR DIAGRAM

Head (8)
Left Torso Right Torso

(7) (7)

BATTLETECH

INDUSTRIALMECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: ForestryMech MOD Name: Huong-Lan Davis
Movement Points: Tonnage: 35 Gunnery Skill: 4 Piloting Skill: 5
Walking: 3 Tech Base: Inner Sphere Hits Taken
Running: 5 Rules Level:Standard ) 11213141516
Jumping: 0 Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Chainsaw RA — 5 - - = —
1 ACI2 LA 1 2[DBS] 4 8 16 24 Right Arm
(6)
Center
Torso
(3)
Ammo: (AC/2) 45
Left Right
\ BV:239 @ Torso Rear Torso Rear
\ / (2) (2)
/ \ Heat
CRITICAL HIT TABLE Hoad AN INTERNAL STRUCTURE DIAGRAM JPA¥8
ea
- Head [Overfl
Left Arm 1. Life Support nght Arm Left Torso (8) Right Torso (8 )
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator 300
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator o
=9 4. ACI2 5. Sensors =9 4.[Chainsaw ° 29
5. Ammo (AC/2) 45 6. Life Support 5.[ Chainsaw 28*
6. Roll Again 6.| Chainsaw °© 27
o
1. Roll Again 1 ??:nEteI; TPrso 1.| Chainsaw Left o Right | 26*
2. Roll Again 2' I-C-E. Eng!ne 2.l Chainsaw Arm Arm [ 25+
4.6 3 Roll Again 3 LGE Encine 4.6 3 Roll Again (6) (6) 72
"0 4. Roll Again 13 3 Gog ¢ "0 4. Roll Again -
5. Roll Again py Gy"° 5. Roll Again 23
6. Roll Again - fayro 6. Roll Again 22+
6. Gyro 21
1. Gyro Left Right 20"
2. I.C.E. Engine : Leg Leg
Left Torso - s ENGE Right Torso s s 19*
) 3. I.C.E. Engine ) (8) (8)
1. Roll Again 4-6 < 1. Roll Again 18+
. 4. I.C.E. Engine .
2. Roll Again . 2, Roll Again -
. 5. Roll Again . 17
3. Roll Again ) 3. Roll Again
1-3 4 Roll Auai 6. Roll Again 1-3 4 Roll Auai 16
. Roll Again . Roll Again /4 HEAT DATA
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks 14
1. Roll Again Gyro Hits OO 1. Roll Again Lerel nutdonn oS 1 137
2. Roll Again Sensor Hits OO 2. Roll Again 28 Ammo Exp. avoidon 8+ 12
4. 3 Roll Again Life SupportO 4-¢ 3 Roll Again 26 Shutdown, avoid on 10+ T
4. Roll Again 4. Roll Again 25 -5 Movement Points 0
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22  Shutdown, avoid on 8+ 8*
20 -4 Movement Points =
V 19  Ammo Exp. avoid on 4+
Left Leg CH’[HL S'[ Right Leg 18  Shutdown, avoid on 6+ 6
1. Hip ) 1. Hip 17  +3 Modifer to Fire 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Mo difer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g‘ EO:: an@n Damage Transfer 2 EO:: 298?” 8  +1 Modifer to Fire f
- Roll Again i - Roll Again 5 -1 Movement Points
\ Diagram J / 5

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



ARMOR DIAGRAM

Head (8)
Left Torso Right Torso

(7) (7)

BATTLETECH

INDUSTRIALMECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: ForestryMech MOD Name: Pin Thuy
Movement Points: Tonnage: 35 Gunnery Skill: 4 Piloting Skill: 5
Walking: 3 Tech Base: Inner Sphere Hits Taken
Running: 5 Rules Level:Standard ) 11213141516
Jumping: 0 Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Chainsaw RA — 5 - - = =
1 ACI2 LA 1 2[DBS] 4 8 16 24 Right Arm
(6)
Center
Torso
(3)
Ammo: (AC/2) 45
Left Right
\ BV:239 @ Torso Rear Torso Rear
\ / (2) (2)
/ \ Heat
CRITICAL HIT TABLE Hoad AN INTERNAL STRUCTURE DIAGRAM JPA¥8
ea
- Head [Overfl
Left Arm 1. Life Support nght Arm Left Torso (8) Right Torso (8 )
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator 300
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator o
=9 4. ACI2 5. Sensors =9 4.[Chainsaw ° 29
5. Ammo (AC/2) 45 6. Life Support 5.[ Chainsaw 28*
6. Roll Again 6.| Chainsaw °© 27
o
1. Roll Again 1 ??:nEteI; TPrso 1.| Chainsaw Left o Right | 26*
2. Roll Again 2' I-C-E. Eng!ne 2.l Chainsaw Arm Arm [ 25+
4.6 3 Roll Again 3 LGE Encine 4.6 3 Roll Again (6) (6) 72
"0 4. Roll Again 13 3 Gog ¢ "0 4. Roll Again -
5. Roll Again py Gy"° 5. Roll Again 23
6. Roll Again - fayro 6. Roll Again 22+
6. Gyro 21
1. Gyro Left Right 20"
2. I.C.E. Engine i Leg Leg
Left Torso s g Right Torso 8 8 19+
) 3. I.C.E. Engine ) (8) (8)
1. Roll Again 4-6 < 1. Roll Again 18+
. 4. I.C.E. Engine .
2. Roll Again . 2, Roll Again -
. 5. Roll Again . 17
3. Roll Again ) 3. Roll Again
1-3 4 Roll Auai 6. Roll Again 1-3 4 Roll Auai 16
. Roll Again . Roll Again /4 HEAT DATA
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks 14
1. Roll Again Gyro Hits OO 1. Roll Again Lerel nutdonn oS 1 137
2. Roll Again Sensor Hits OO 2. Roll Again 28 Ammo Exp. avoidon 8+ 12
4. 3 Roll Again Life SupportO 4-¢ 3 Roll Again 26 Shutdown, avoid on 10+ T
4. Roll Again 4. Roll Again 25 -5 Movement Points 0
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22  Shutdown, avoid on 8+ 8*
20 -4 Movement Points =
V 19  Ammo Exp. avoid on 4+
Left Leg CH’[HL S'[ Right Leg 18  Shutdown, avoid on 6+ 6
1. Hip ) 1. Hip 17  +3 Modifer to Fire 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Mo difer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g‘ EO:: an@n Damage Transfer 2 EO:: 298?” 8  +1 Modifer to Fire f
- Roll Again i - Roll Again 5 -1 Movement Points
\ Diagram J / 5

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



ARMOR DIAGRAM

Head (8)
Left Torso Right Torso

(7) (7)

BATTLETECH

INDUSTRIALMECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: ForestryMech MOD Name: Philippijntje Tauscher
Movement Points: Tonnage: 35 Gunnery Skill: 4 Piloting Skill: 5
Walking: 3 Tech Base: Inner Sphere Hits Taken
Running: 5 Rules Level:Standard ) 11213141516
Jumping: 0 Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Chainsaw RA — 5 - - = —
1 AC/2 LA 1 2][DB,S] 4 8 16 24 Right Arm
(6)
Center
Torso
(3)
Ammo: (AC/2) 45
Left Right
\ BV:239 @ Torso Rear Torso Rear
\ / (2) (2)
/ \ Heat
CRITICAL HIT TABLE Hoad AN INTERNAL STRUCTURE DIAGRAM JPA¥8
ea
- Head [Overfl
Left Arm 1. Life Support nght Arm Left Torso (8) Right Torso (8 )
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator 300
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator o
=9 4. ACI2 5. Sensors =9 4.[Chainsaw ° 29
5. Ammo (AC/2) 45 6. Life Support 5.[ Chainsaw 28*
6. Roll Again 6.| Chainsaw °© 27
o
1. Roll Again 1 ??:nEteI; TPrso 1.| Chainsaw Left o Right | 26*
2. Roll Again 2' I-C-E. Eng!ne 2.l Chainsaw Arm Arm [ 25+
4.6 3 Roll Again 3 LGE Encine 4.6 3 Roll Again (6) (6) 72
"0 4. Roll Again 13 3 Gog ¢ "0 4. Roll Again -
5. Roll Again py Gy"° 5. Roll Again 23
6. Roll Again - fayro 6. Roll Again 22+
6. Gyro 21
1. Gyro Left Right 20"
2. I.C.E. Engine : Leg Leg
Left Torso - s ENGE Right Torso s s 19*
) 3. I.C.E. Engine ) (8) (8)
1. Roll Again 4-6 < 1. Roll Again 18+
. 4. I.C.E. Engine .
2. Roll Again . 2, Roll Again -
. 5. Roll Again . 17
3. Roll Again ) 3. Roll Again
1-3 4 Roll Auai 6. Roll Again 1-3 4 Roll Auai 16
. Roll Again . Roll Again /4 HEAT DATA
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks 14
1. Roll Again Gyro Hits OO 1. Roll Again Lerel nutdonn oS 1 137
2. Roll Again Sensor Hits OO 2. Roll Again 28 Ammo Exp. avoidon 8+ 12
4. 3 Roll Again Life SupportO 4-¢ 3 Roll Again 26 Shutdown, avoid on 10+ T
4. Roll Again 4. Roll Again 25 -5 Movement Points 0
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22  Shutdown, avoid on 8+ 8*
20 -4 Movement Points =
V 19  Ammo Exp. avoid on 4+
Left Leg CH’[HL S'[ Right Leg 18  Shutdown, avoid on 6+ 6
1. Hip ) 1. Hip 17  +3 Modifer to Fire 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Mo difer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g‘ EO:: an@n Damage Transfer 2 EO:: 298?” 8  +1 Modifer to Fire f
- Roll Again i - Roll Again 5 -1 Movement Points
\ Diagram J / 5

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



ARMOR DIAGRAM

Head (8)
Left Torso Right Torso

(7) (7)

BATTLETECH

INDUSTRIALMECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: ForestryMech MOD Name: Yasmine Tyagri
Movement Points: Tonnage: 35 Gunnery Skill: 4 Piloting Skill: 5
Walking: 3 Tech Base: Inner Sphere Hits Taken
Running: 5 Rules Level:Standard ) 11213141516
Jumping: 0 Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Chainsaw RA — 5 - - = —
1 ACI2 LA 1 2[DBS] 4 8 16 24 Right Arm
(6)
Center
Torso
(3)
Ammo: (AC/2) 45
Left Right
\ BV:239 @ Torso Rear Torso Rear
\ / (2) (2)
/ \ Heat
CRITICAL HIT TABLE Hoad AN INTERNAL STRUCTURE DIAGRAM JPA¥8
ea
- Head [Overfl
Left Arm 1. Life Support nght Arm Left Torso (8) Right Torso (8 )
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator 300
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator o
=9 4. ACI2 5. Sensors =9 4.[Chainsaw ° 29
5. Ammo (AC/2) 45 6. Life Support 5.[ Chainsaw 28*
6. Roll Again 6.| Chainsaw °© 27
o
1. Roll Again 1 ??:nEteI; TPrso 1.| Chainsaw Left o Right | 26*
2. Roll Again 2' I-C-E. Eng!ne 2.l Chainsaw Arm Arm [ 25+
4.6 3 Roll Again 3 LGE Encine 4.6 3 Roll Again (6) (6) 72
"0 4. Roll Again 13 3 Gog ¢ "0 4. Roll Again -
5. Roll Again py Gy"° 5. Roll Again 23
6. Roll Again - fayro 6. Roll Again 22+
6. Gyro 21
1. Gyro Left Right 20"
2. I.C.E. Engine : Leg Leg
Left Torso - s ENGE Right Torso s s 19*
) 3. I.C.E. Engine ) (8) (8)
1. Roll Again 4-6 < 1. Roll Again 18+
. 4. I.C.E. Engine .
2. Roll Again . 2, Roll Again -
. 5. Roll Again . 17
3. Roll Again ) 3. Roll Again
1-3 4 Roll Auai 6. Roll Again 1-3 4 Roll Auai 16
. Roll Again . Roll Again /4 HEAT DATA
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks 14
1. Roll Again Gyro Hits OO 1. Roll Again Lerel nutdonn oS 1 137
2. Roll Again Sensor Hits OO 2. Roll Again 28 Ammo Exp. avoidon 8+ 12
4. 3 Roll Again Life SupportO 4-¢ 3 Roll Again 26 Shutdown, avoid on 10+ T
4. Roll Again 4. Roll Again 25 -5 Movement Points 0
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22  Shutdown, avoid on 8+ 8*
20 -4 Movement Points =
V 19  Ammo Exp. avoid on 4+
Left Leg CH’[HL S'[ Right Leg 18  Shutdown, avoid on 6+ 6
1. Hip ) 1. Hip 17  +3 Modifer to Fire 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Mo difer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g‘ EO:: an@n Damage Transfer 2 EO:: 298?” 8  +1 Modifer to Fire f
- Roll Again i - Roll Again 5 -1 Movement Points
\ Diagram J / 5

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



ARMOR DIAGRAM

Head (8)
Left Torso Right Torso

(7) (7)

BATTLETECH

INDUSTRIALMECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: ForestryMech MOD Name: Roberto Rodriguez
Movement Points: Tonnage: 35 Gunnery Skill: 4 Piloting Skill: 5
Walking: 3 Tech Base: Inner Sphere Hits Taken
Running: 5 Rules Level:Standard ) 11213141516
Jumping: 0 Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Chainsaw RA — 5 - - = =
1 ACI2 LA 1 2[DBS] 4 8 16 24 Right Arm
(6)
Center
Torso
(3)
Ammo: (AC/2) 45
Left Right
\ BV:239 @ Torso Rear Torso Rear
\ / (2) (2)
/ \ Heat
CRITICAL HIT TABLE Hoad AN INTERNAL STRUCTURE DIAGRAM JPA¥8
ea
- Head [Overfl
Left Arm 1. Life Support nght Arm Left Torso (8) Right Torso (8 )
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator 300
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator o
=9 4. ACI2 5. Sensors =9 4.[Chainsaw ° 29
5. Ammo (AC/2) 45 6. Life Support 5.[ Chainsaw 28*
6. Roll Again 6.| Chainsaw °© 27
o
1. Roll Again 1 ??:nEteI; TPrso 1.| Chainsaw Left o Right | 26*
2. Roll Again 2' I-C-E. Eng!ne 2.l Chainsaw Arm Arm [ 25+
4.6 3 Roll Again 3 LGE Encine 4.6 3 Roll Again (6) (6) 72
"0 4. Roll Again 13 3 Gog ¢ "0 4. Roll Again -
5. Roll Again py Gy"° 5. Roll Again 23
6. Roll Again - fayro 6. Roll Again 22+
6. Gyro 21
1. Gyro Left Right 20"
2. I.C.E. Engine i Leg Leg
Left Torso s g Right Torso 8 8 19+
) 3. I.C.E. Engine ) (8) (8)
1. Roll Again 4-6 < 1. Roll Again 18+
. 4. I.C.E. Engine .
2. Roll Again . 2, Roll Again -
. 5. Roll Again . 17
3. Roll Again ) 3. Roll Again
1-3 4 Roll Auai 6. Roll Again 1-3 4 Roll Auai 16
. Roll Again . Roll Again /4 HEAT DATA
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks 14
1. Roll Again Gyro Hits OO 1. Roll Again Lerel nutdonn oS 1 137
2. Roll Again Sensor Hits OO 2. Roll Again 28 Ammo Exp. avoidon 8+ 12
4. 3 Roll Again Life SupportO 4-¢ 3 Roll Again 26 Shutdown, avoid on 10+ T
4. Roll Again 4. Roll Again 25 -5 Movement Points 0
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22  Shutdown, avoid on 8+ 8*
20 -4 Movement Points =
V 19  Ammo Exp. avoid on 4+
Left Leg CH’[HL S'[ Right Leg 18  Shutdown, avoid on 6+ 6
1. Hip ) 1. Hip 17  +3 Modifer to Fire 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Mo difer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g‘ EO:: an@n Damage Transfer 2 EO:: 298?” 8  +1 Modifer to Fire f
- Roll Again i - Roll Again 5 -1 Movement Points
\ Diagram J / 5

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



ARMOR DIAGRAM

Head (8)
Left Torso Right Torso

(7) (7)

BATTLETECH

INDUSTRIALMECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: ForestryMech MOD Name: Michelle Ramaprasad
Movement Points: Tonnage: 35 Gunnery Skill: 4 Piloting Skill: 5
Walking: 3 Tech Base: Inner Sphere Hits Taken
Running: 5 Rules Level:Standard ) 11213141516
Jumping: 0 Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Chainsaw RA — 5 - - = —
1 ACI2 LA 1 2[DBS] 4 8 16 24 Right Arm
(6)
Center
Torso
(3)
Ammo: (AC/2) 45
Left Right
\ BV:239 @ Torso Rear Torso Rear
\ / (2) (2)
/ \ Heat
CRITICAL HIT TABLE Hoad AN INTERNAL STRUCTURE DIAGRAM JPA¥8
ea
- Head [Overfl
Left Arm 1. Life Support nght Arm Left Torso (8) Right Torso (8 )
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator 300
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator o
=9 4. ACI2 5. Sensors =9 4.[Chainsaw ° 29
5. Ammo (AC/2) 45 6. Life Support 5.[ Chainsaw 28*
6. Roll Again 6.| Chainsaw °© 27
o
1. Roll Again 1 ??:nEteI; TPrso 1.| Chainsaw Left o Right | 26*
2. Roll Again 2' I-C-E. Eng!ne 2.l Chainsaw Arm Arm [ 25+
4.6 3 Roll Again 3 LGE Encine 4.6 3 Roll Again (6) (6) 72
"0 4. Roll Again 13 3 Gog ¢ "0 4. Roll Again -
5. Roll Again py Gy"° 5. Roll Again 23
6. Roll Again - fayro 6. Roll Again 22+
6. Gyro 21
1. Gyro Left Right 20"
2. I.C.E. Engine : Leg Leg
Left Torso - s ENGE Right Torso s s 19*
) 3. I.C.E. Engine ) (8) (8)
1. Roll Again 4-6 < 1. Roll Again 18+
. 4. I.C.E. Engine .
2. Roll Again . 2, Roll Again -
. 5. Roll Again . 17
3. Roll Again ) 3. Roll Again
1-3 4 Roll Auai 6. Roll Again 1-3 4 Roll Auai 16
. Roll Again . Roll Again /4 HEAT DATA
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks 14
1. Roll Again Gyro Hits OO 1. Roll Again Lerel nutdonn oS 1 137
2. Roll Again Sensor Hits OO 2. Roll Again 28 Ammo Exp. avoidon 8+ 12
4. 3 Roll Again Life SupportO 4-¢ 3 Roll Again 26 Shutdown, avoid on 10+ T
4. Roll Again 4. Roll Again 25 -5 Movement Points 0
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22  Shutdown, avoid on 8+ 8*
20 -4 Movement Points =
V 19  Ammo Exp. avoid on 4+
Left Leg CH’[HL S'[ Right Leg 18  Shutdown, avoid on 6+ 6
1. Hip ) 1. Hip 17  +3 Modifer to Fire 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Mo difer to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g‘ EO:: an@n Damage Transfer 2 EO:: 298?” 8  +1 Modifer to Fire f
- Roll Again i - Roll Again 5 -1 Movement Points
\ Diagram J / 5

© 2020 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



