BATTLETECH

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Cauldron-Born (Ebon Jaguar) B Name: Captain Nathan Castle
Movement Points: Tonnage: 65 Gunnery Skill: 2 Piloting Skill: - 3
Walking: 5 Tech Base: Clan 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 Medium Pulse LaserRT 4 7[P] — 4 8 12
1 Active Probe RT — [E] - - - - Left Arm Right Arm
1 TAG LT — [E] — 5 9 15 (17) (17)
1 Medium Pulse LaserLT 4 7[P] — 4 8 12
1 Large Pulse Laser RA 10 10[P] — 6 14 20
1 ERPPC RA 15 15[DE] — 7 14 23
1 ERPPC LA 15 15[DE] — 7 14 23 Left Right
1 Large Pulse L LA 10 10[P — 6 14 20 b Center o
arge Pulse Laser [P] (19) Torso (19)
(9)
Quirks: Narrow/Low Profile
Left Right
\ BV: 4'259 m Torso Rear Torso Rear
\ (./ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM Zry¥en
ea
- - Head Overfloy
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso ( 15) .
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 300
1-3 3.JERPPC 4. Ferro-Fibrous 1-3 3.[ERPPC o o
=3 4.lERPPC 5. Sensors =9 4.[ERPPC g g 29
5.[ Large Pulse Laser 6. Life Support 5.[Large Pulse Laser ° o 28*
6.LLarge Pulse Laser 6.LLarge Pulse Laser ° ° 27
1. Ferro-Fibrous 1 E:_r::ter ToErso_ 1. Ferro-Fibrous Left g g Right | 26*
2. Ferro-Fibrous . usion Engine 2. Ferro-Fibrous Arm Arm | 25*
3. Roll Agai 2. XL Fusion Engine 3. Roll Agai 10 1° o 10
4-6 3 -0 90 3. XL Fusion Engine 4-6 3 O 9N (19 Lo o) U"92a
4. Roll Again 13 N 9 4. Roll Again -
5. Roll Again 4. Pt 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22
6. Gyro 21
1. Gyro teﬂ F:_igh‘ 20"
H H . e e
Left Torso 2. XL Fusion Engine Right Torso o e 19"
. . 3. XL Fusion Engine . . (15) (15)
1. XL Fusion Engine 4-6 . ; 1. XL Fusion Engine 18"
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine -
h 5. Endo Steel . 17
1-3 3. Medium Pulse Laser 6. Ferro-Fibrous 1-3 3. Medium Pulse Laser
4. TAG ' 4. Active Probe  HEAT DATA 16
5. Endo Steel - - 5. Endo Steel 15*
6. Ferro-Fibrous Engine Hits OO O 6. Roll Again Heat Double Heat Sinks: 14"
1. Roll Again Gyro Hits 0O 1. Roll Again Lerel nutdonn oS 13(26) | 7=
2. Roll Again Sensor Hits OO 2. Roll Again i 12
. . . 28 Ammo Exp. avoid on 8+ OO
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 OO 0
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire e]e)
6. Roll Again 6. Roll Again 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 ILyY 1. Hip 17  +3 Modifer to Fire O 5*
° 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator . 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 >
g‘ Engo giee: Damage Transfer 2 E”go gtee: 8  +1 Modifer to Fire -
- ENndo Stee i . Endo Stee 5 -1 Movement Points
\ Diagram J / 5
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BATTLETECH

OMNIMECH RECORD SHEET

{'MECH DATA )

Type: Thor (Summoner) Prime
Movement Points:

Tonnage:

70

Walking: 5 Tech Base: Clan

Running: 8 Rules Level:Standard

Jumping: 5 Role: Sniper

Weapons & Equipment Inventory (hexes)

Qty Type Loc Ht Dmg Min Sht Med Lng

1 LRM 15 LT 5 1/Msl — 7 14 21
[M,C,S]

1 ERPPC RA 15 15[DE] — 7 14 23

1 LB10-XAC LA 2 10 — 6 12 18
[DB,CIF/S]

Ammo: (LB 10-X) 10, (LRM 15) 16
Quirks: Improved Communications, Ubiquitous (Clans)

Name: Chun

Gunnery Skill: 3 Piloting Skill: 4
Hits Taken | 1 2|13|4|5]|6

Consciousness# | 3 | 5 [ 7 |[10|11 |Dead

WARRIOR DATA

Left Arm
(17)

ARMOR DIAGRAM

Head (9)
Left Torso

000000000
000000000
Q00000000

Right Torso

o
o
¢]

00000049,

Center
Torso

(8)

o
Oop

o
Ogo

Right Arm
(17)

O
@)

O
o ©O
O
0O
O o Right
L
OO (;39)

Left Right
\ BV: 3'015 m Torso Rear Torso Rear
\ (_/ / (7) (7)
/ \ Heat
CRITICAL HIT TABLE Hoad AN INTERNAL STRUCTURE DIAGRAM JPA¥8
ea
- - Head Overfloy
Left Arm (CASE) 1. Life Support Right Arm Left Torso (15) Right Torso (15) .
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 300
1-3 3.[LB 10-X AC 4. Ferro-Fibrous 1-3 3.[ERPPC g
"9 4.|LB10-X AC 5. Sensors "2 4|ERPPC 5 29
5.|LB 10-X AC 6. Life Support 5. Ferro-Fibrous o 28*
6.|LB 10-X AC 6. Roll Again [©) 27
Center Torso 0
1.LLB 10-X AC 1. XL Fusion Enai 1. Roll Again Left o] Right |26*
2. Ammo (LB 10-X) 10 : usion Engine 2. Roll Again Arm o4 am [25
3. F Fib 2. XL Fusion Engine 3. Roll Agai 1 o 1"
4-6 3 SO Tbrous 3. XL Fusion Engine 4-6 3 O 9N () o) "za
4. Roll Again 13 N 9 4. Roll Again -
5. Roll Again 4. Pt 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22
6. Gyro 21
1. Gyro Left Right 20"
i A . Le Le
Left Torso (CASE) 2. XL Fusion Engine Right Torso g AN T
. . 3. XL Fusion Engine . . (15)
1. XL Fusion Engine 4-6 . ; 1. XL Fusion Engine 18"
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine -
5. Jump Jet . 17
1-3 3.[LRM 15 6. Roll Again 1-3 3. Ferro-Fibrous s
4.lLRM 15 : 4. Ferro-Fibrous /4 HEAT DATA
5. Ammo (LRM 15) 8 - - 5. Roll Again 15
6. Ammo (LRM 15) 8 Engine HitsOO O 6. Roll Again Heat Double Heat Sinks: e
1. Ferro-Fibrous Gyro H!tsoo 1. Roll Again L%\Bel* ShutdowliﬁeCts 14 (28) 13"
2. Ferro-Fibrous Sensor Hits OO 2. Roll Again : 12
- . . 28 Ammo Exp. avoid on 8+ OO
4-6 3 Roll Again Life Support O 4-6 3 RollAgain 26  Shutdown, avoid on 10+ Iote) 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 0
5. Roll Again 5. Roll Again 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+ 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 >
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

OMNIMECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Ryoken (Stormcrow) Prime Name: Wagner
Movement Points: Tonnage: 55 Gunnery Skill: 3 Piloting Skill: 4
Walking: 6 Tech Base: Clan Hits Taken
Running: 9 Rules Level:Standard ) 11213141516
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER MediumLaser HD 5 7 [DE] — 5 10 15
1 ER Large Laser RA 12 10[DE] — 8 15 25 Left Arm Right Arm
1 ERMedium Laser RA 5 7 [DE] — 5 10 15 (18) (18)
1 ER Medium Laser LA 5 7[DE] — 5 10 15
1 ER Large Laser LA 12 10[DE] — 8 15 25
Left Right
Leg Center Leg
(25) Torso (25)
(10)
Quirks: Stable
Left Right
\ BV: 2'736 m Torso Rear Torso Rear
\ (_/ / (9) (9)
/ \ 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. ER Medium Laser 1-3 3. Lower Arm Actuator o
=9 4. Hand Actuator 5. Sensors =9 4. Hand Actuator o 29
5.[ Double Heat Sink 6. Life Support 5.[Double Heat Sink o 28*
6.LDouble Heat Sink 6.LDouble Heat Sink o 27
o
1.[ Double Heat Sink 1 E:_r::ter TOErSO_ 1.[ Double Heat Sink Left o Right |26~
2. Double Heat Sink 2 XL Fusion Enghe 2. Double Heat Sink Arm of am [25
4-g 3-[Double Heat Sink 3 XL Fusion Engin 4-g 3[Double Heat Sink (9) o] ® 3x
4. Double Heat Sink 13 3 gyo ame 4. Double Heat Sink -
5. ER Large Laser 5' Gym 5. ER Large Laser 23
6. ER Medium Laser - fayro 6. ER Medium Laser 22*
6. Gyro 21
1. Gyro Left Right 20"
i A . Le Le
Left Torso 2. XL Fusion Engine Right Torso o - 19"
. . 3. XL Fusion Engine . . (13) (13)
1. XL Fusion Engine 4-6 . ; 1. XL Fusion Engine 18"
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine -
i 5. Endo Steel A 17
3.[ Double Heat Sink ) 3.[Double Heat Sink
1-3 X 6. Ferro-Fibrous 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.[ Double Heat Sink Gyro Hits 0O 1. Double Heat Sink Level®  ouee 2244 | 7=
2. Double Heat Sink Sensor Hits OO 2.[ Double Heat Sink 28 AmmoExp.avidoner 00 | 2
4-6 3. Endo Steel Life Support O 4-6 3. Endo Steel 26 Shutdown, avoid on 10+ 11
4. Ferro-Fibrous 4. Ferro-Fibrous 25 -5 Movement Points 000 0
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifer to Fire (@]0)
6. Ferro-Fibrous 6. Ferro-Fibrous 23  Ammo Exp. avoid on 6+ Oo 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 OO 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points (@]0) 2
14  Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifer to Fire (e]o) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points >
g‘ Engo giee: Damage Transfer 2 E”go gtee: 8  +1 Modifer to Fire -
- Endo Stee i - ENdo Stee 5 -1 Movement Points
\ Diagram J / 5
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BATTLETECH

OMNIMECH RECORD SHEET

\

/4 \
'MECH DATA WARRIOR DATA
Type: Grendel (Mongrel) Prime Name: Fraser
Movement Points: Tonnage: 45 Gunnery Skill: 3 Piloting Skill: 4
Walking: 7 Tech Base: Clan Hits Taken
Running: 11 Rules Level:Standard ) 11213141516
Jumping: 7 Role: Striker Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ERMedium Laser HD 5 7 [DE] — 5 10 15
1 Streak SRM 6 RT 4 2/MsI[MC] — 4 8 12
1 ER Small Laser RA 2 5]DE] — 2 4 6
1 ER Large Laser RA 12 10 [DE] — 8 15 25
2 ER MediumLaser LA 5 7][DE] — 5 10 15
Ammo: (Streak SRM 6) 15
Quirks: Rugged (1 Point)
\ BV: 3,011 ﬁ
\ (v) /
CCRITICAL HIT TABLE N
Head .
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator
1-3 3. Lower Arm Actuator 4. ER Medium Laser 1-3 3. ER Large Laser
"9 4. Hand Actuator 5. Sensors "2 4. ER Small Laser
5. ER Medium Laser 6. Life Support 5. Endo Steel
6. ER Medium Laser 6. Ferro-Fibrous
1. Ferro-Fibrous 1 E:_r::ter ToErso_ 1. Ferro-Fibrous
2. Ferro-Fibrous 2' XL Fus!°" Eng!ne 2. Ferro-Fibrous
4-6 3. Ferro-Fibrous 3' XL Fus!on Eng!ne 4-6 3. Roll Again
~9 4. Ferro-Fibrous 13 ; & usion Engine “9 4. Roll Again
5. Roll Again 5 G;:g 5. Roll Again
6. Roll Again 6. Gyro 6. Roll Again
1. Gyro
Left Torso 2. XL Fusion Engine Right Torso (CASE)
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 . ; 1. XL Fusion Engine
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine
A 5. Jump Jet A
1-3 3.[ Double Heat Sink 6. Roll Again 1-3 3.[ Double Heat Sink
4. Double Heat Sink : 4. Double Heat Sink
5. Jump Jet " - 5. Jump Jet
6. Endo Steel Engine Hits OO O 6.[Streak SRM 6
1. Endo Steel Gyro HitsO O 1.Lstreak SRM 6
2. Endo Steel Sensor Hits OO 2. Ammo (Streak SRM 6) 15
4-6 3. Roll Again Life Support O 4-6 3. Endo Steel
4. Roll Again 4. Endo Steel
5. Roll Again 5. Endo Steel
6. Roll Again 6. Roll Again
Left Leg CH’[HmS'[ Right Leg
1. Hip game Mlabs 1. Hip
2. Upper Leg Actuator 2. Upper Leg Actuator
3. Lower Leg Actuator 3. Lower Leg Actuator
4. Foot Actuator 4. Foot Actuator
5. Jump Jet Dama 5. Jump Jet
ge Transfer
6. Jump Jet Diagram 6. Jump Jet

/

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

Left Arm
(12)

Right Arm
(12)

Left Right
Leg Center Leg
(20) Torso (20)

(9)

Left Right
Torso Rear Torso Rear
(6) (6)

Heat
Scale

INTERNAL STRUCTURE DIAGRAM

Head Overfloy
Left Torso (11) Right Torso (11)
° 30*
oo
O O 29
oo 28
oo
o O 27
O O " -
Left o0 Right | 26
Arm Arm 25%
(7) (1) 22
23*
22*
21
Left Right -
Leg Leg 20
(1) (1) 19"
18*
17*
/ 16
HEAT DATA \ﬁ =
Heat Double Heat Sinks: 14*
Level* Effects 12 (24) 13
30 Shutdown
28 Ammo Exp.avoidon 8+ () 12
26  Shutdown, avoid on 10+ 00 11
25 -5 Movement Points 10~
24 +4 Modifer to Fire O
23 Ammo Exp.avoidon 6+ QO 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points =
19 Ammo Exp. avoid on 4+ O
18 Shutdown,avoidon6+ QO 6
17  +3 Modifer to Fire O 5*
15 -3 Movement Points O
14  Shutdown, avoid on 4+ 4
13 +2 Modifer to Fire O 3
10 -2 Movement Points 2
8  +1 Modifer to Fire n
5 -1 Movement Points
\ /

© 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 (9)

Left Torso Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Mad Cat (Timber Wolf) Prime Name: Garcia
Movement Points: Tonnage: 75 Gunnery Skill: 3 Piloting Skill: 4
Walking: 5 Tech Base: Clan Hits Taken
Running: 8 Rules Level:Standard ) 11213141516
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Machine Gun CT — 2[DB,AI] — 1 2 3
1 Machine Gun RT — 2[DB,Al] — 1 2 3 Left Arm Right Arm
1 LRM20 RT 6 1/Msl — 7 14 21 (24) (24)
[M,C,8]
1 LRM20 LT 6 1/Msl — 7 14 21
[M,C,8]
. _ Left Right
1 Medium Pulse LaserLT 4 7[P] 4 8 12 Leg Center Leg
1 ER Large Laser RA 12 10 [DE] — 8 15 25 (32) Torso (32)
1 ERMedium Laser RA 5 7 [DE] — 5 10 15 (9)
1 ER Medium Laser LA 5 7[DE] — 5 10 15
1 ER Large Laser LA 12 10[DE] — 8 15 25
Ammo: (LRM 20) 12, (Machine Gun) 200
Quirks: Improved Targeting (Medium), Weak Head Armor (1)
Left Right
\ BV: 3'598 m Torso Rear Torso Rear
\ (_/ / (7) (7)
/ \ Heat
CRITICAL HIT TABLE Hoad AN INTERNAL STRUCTURE DIAGRAM JPA¥8
ea
- - Head Overfloy
Left Arm 1. Life Support Right Arm Left Torso (16) Right Torso (16 .
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator % o 300
1-3 3. Lower Arm Actuator 4. Ferro-Fibrous 1-3 3. Lower Arm Actuator g g
h 4.[Double Heat Sink 5. Sensors h 4.[Doub|e Heat Sink ¢} o 29
5.LDouble Heat Sink 6. Life Support 5.LDouble Heat Sink g g 28*
6. ER Large Laser c T 6. ER Large Laser o o 27
o o
1. ER Medium Laser 1 X?_r::ter_ OErSO_ 1. ER Medium Laser Left o o | Right | 26*
2. Ferro-Fibrous 2' XL F:::g: E:g::: 2, Ferro-Fibrous Arm 8 g Arm [ 25+
3. Roll Again ' . . 3. Roll Again (12) o o) (12) -
4-6 4" Roll Again 1.3 3 X-Fusion Engine 4-6 4 Roll Again il
5. Roll Again py Gy"° 5. Roll Again 23
6. Roll Again - fayro 6. Roll Again 22+
6. Gyro 21
1. Gyro teﬂ F:_igh‘ 20"
H H . e e
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) A SO T
. . 3. XL Fusion Engine . . (168) (16)
1. XL Fusion Engine 4-6 . ; 1. XL Fusion Engine 18"
. . 4. XL Fusion Engine . .
2. XL Fusion Engine R 2. XL Fusion Engine -
. 5. Machine Gun . 17
3. Medium Pulse Laser 3. Machine Gun
1-3 6. Endo Steel 1-3 16
4.[LRM 20 4.[LRM 20 /4 HEAT DATA
5.[ LRM 20 - - 5.[ LRM 20 15*
6./ LRM 20 Engine HitsOO O 6./ LRM 20 Heat Double Heat Sinks: e
1.LLrRm 20 Gyro H!ts (o] o) 1. LRM 20 L%\E)el Shmdowliffects 17 (34) ES
2. Ammo (LRM 20) 6 Sensor Hits OO 2. Ammo (Machine Gun) 200 28 Ammo Exp. avoid on 8+ 00 12
4. 3 Endo Steel Life Support O 4-¢ 3 Ammo (LRM 20) 6 26 Shutdown, avoid on 10+ T
4. Ferro-Fibrous 4. Endo Steel 25 -5 Movement Points OO 0
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifer to Fire (@]0)
6. Roll Again 6. Ferro-Fibrous 23  Ammo Exp. avoid on 6+ Oo 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 N 17  +3 Modifer to Fire O *
1. Hip game Dlabs 1. Hip IM Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement _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‘ Engo giee: Damage Transfer 2 E”go gtee: 8  +1 Modifer to Fire f
- Endo Stee i - ENdo Stee 5 -1 Movement Points
\ Diagram J / 5
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/ \
BATTLE ARMOR
RECORD SHEET
AR \ /
(" BATTLE ARMOR: SQUAD 1 \ [ LEG ATTACKS TABLE \
Type: Elemental Battle Armor [Laser] Era:TRO 3058U - SucoL!si&QL(a)rQOOOOOOOO ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-"Mech Skill: |2 00000000000 ] TROOPE:SB ACTIVE MODC|]F|ER
Ground MP: 1 Jump: 3 —
Weapons & Equip. Dmg Min Sht Med Lng [3 00000000000 ] 3 2
BA Manipulators [Battle Claw] [E] - - = - 2 +3
Small Laser 3DE] — 1 2 3 [4 00000000000 1\ 1 +7 /
Sim(%xg) aemes = 369 [5 00000000000 N ———————————\
mme SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(iJ Leg: (i AP: (J BATTLE ARMOR BASE TO-HIT
\ BV:447/64 / TROOPERS ACTIVE MODIFIER
4-6 2
(  BATTLE ARMOR: SQUAD 2 ) \ = = )

Type: Elemental Battle Armor [Laser] Era:TRO 3058U - Such!sion Q’QQOOOOOOOO

)
Gunnery Skill: Anti~Mech Skill: [2 OO00000O00O000 ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: T ; Jum.p: 2 [3 00000000000 ) ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng BATTLE ARMOR ARMOR TROOPERS ACTIVE
BA Manipulators [Battle Claw] [E] - = = - TROOPERSACTIVE 49 2 3 4 5 6
Small Laser 3DE] — 1 2 3 [4 00000000000 )
6 +0 +0 +0 +0 +1 +2
SRM 2 (Body) 2MsiMmcs) — 3 6 9
Ammo 0 O [5 00000000000 ) S +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: Leg: AP: (/ 2 +1 +2 +3 +4 +5 +B
\ BV:447/64 / 1 +2 +3 +4 +5 +B6 +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Elemental Battle Armor [Laser] Era:TRO 3058U - SUCCWQOOOOOOOO ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: |2 00000000000 ] SITUATION *
Ground MP: 1 Jump: 3 :l\/lech prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 00000000000 ] Me_ch or vehicle immobile -4
BA Manipulators [Battle Claw] [E] - - - = Vehicle -2
Small Laser 3E] — 1 2 3 [4 00000000000 ] *Modifiers are cumulative
SRM 2 (Body) amsimcs] — 3 6 9 \ /
Ammo O O [5 00000000000 )
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: @
\ BV:447/64 / 2D6 BIPEDAL FOUR-LEGGED
/, \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
3 Rear Center Torso  Front Right Torso
Type: Elemental Battle Armor [Laser] Era:TRO 3058U - SUCCL!SiOn QIQQOOOOOOOO ] q Rear Right Torso Rear Center Torso
Gunnery Skill: AntiMech Skill: 5 Front Right Torso  Rear Right Torso
y o . - [2 00000000000 ] 6 Right Arm Front Right Torso
Ground MP: 1 Jump: 3 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 00000000000 8 Left Arm Front Left Torso
BA Manipulators [Battle Claw] [E] - - - - 9 Front Left Torso Rear Left Torso
Small Laser 3[oEf — 1 2 3 [4 00000000000 ] 10 Rear Left Torso Rear Center Torso
SRM 2 (Body) aMsimMcs] — 3 6 9 11 Rear Center Torso Front Left Torso
Ammo O O [5 00000000000 ) | 12 Head Head )
Mechanized: Swarm: Leg: AP:
\ G I O \ BV: 447/64 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | womsen LOGATION LOCATION
ight Torso ight Side
Type: Elemental Battle Armor [Laser] Era:TRO 3058U - SUCCWQOOOOOOOO ] 2 Left Torso Right Side
. , . 3 Right Torso (rear) Left Side
Gunnery Skill: Anti~’Mech Skill: [2 00000000000 ] 4 Left Torso (rear) Left Side
Ground MP: Jump: 3 S oo T peor
Weapons & Equip. Dmg Min Sht Med Lng [3 00000000000 ]
BA Manipulators [Battle Claw] [E] - = = - TROOPER LARGE SUPPORT
Small Laser 3pg — 1 2 3 [4 00000000000 ]| | numeer vEmicLE LocaTion~
SRM 2 (Body) awpics) — 369 2 Pignt Sde (Uni 1/ Uni 2 vi
Ammo O O [5 OOOOOOOOOOO ] 3 Left Side (Unit 1,/Unit 2) CH-[H L‘JS‘[
4 Left Side (Unit 1/Unit 2) game ) labs
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\ Mechanized: Swarm: (¢ Leg: AP: (¢/ 6 Rear (Unit 1,/Unit 2)
\ BV:447/64 / \ *Unit 1 and Unit 2 represent two battle armor units /
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