ARMOR DIAGRAM

n
DieRoall
Head (9) (2D6) LS FIR RS
Left Torso Right Torso 2% LT(C) CT(©) RT(C)
BATTLEMECH RECORD SHEET S o oM om
y =\ 5 LA RL RA
MECH D \ WARRIOR DATA 6 LL RT RL
. 7 LT CcT RT
Type: Bame_MaSter BLR-4S Name: Captain Aidan Hannah 000 8 cT LT cT
Movement Points: Tonnage: 85 Gumneryill: 2 Piloting kill: 3 2% 9 RT L LT
Walking: 4 Tech Base: Inner Sphere OOOOO 10 RA LA LA
Running: 6 RulesLevel: Standard Hits Taken oOOOo 1 RL LA LL
Jumping: 0 Role: Brawler Consciousness# OOOOO 1 HD HD HD
Weapons & Equipment Inventory (hexes) ogogo \*A result of 2 may inflict acritical hit. /
Qty Type Loc Ht Dmg Min Sht Med Lng OOOOO
1 GaussRifle RA 1 15[DBX] 2 7 15 22 <)
Attacker
1 SRM 6 LT 4 2/Md — 3 6 9 Center Stationary +0
[M,C.9 Left Arm Torso Right Arm Walked +1
w/Artemis 1V (26) (41) Ran +2
2 ERMediumlaser LT 5 5[DE — 4 8 12 Prone *2
) Skidding +1
1 Medium Laser LT 3 5[DE] — 3 6 9 Terrain
2 ERMedium Laser RT 5 5[DE] — 4 8 12 Left Right Light Woods +1/hex
1 Medium Laser RT 3 5[DE] — 3 6 9 Leg Center Leg Heavy Woods +2/hex
(28) Torso (28) Partial Cover +1
(1) Target
Prone (adjacent hex) -2
Prone (other hex) +1
Immobile -4
Skidding -2
Moved 0-2 hexes +0
Moved 3-4 hexes +1
Left Right Moved 5-6 hexes +2
Ammo: (Gauss) 24, (SRM 6 Artemis-capable) 30 TO'S(OSF;%’ TO’S(OSF;EB’ xzz 1(31’1;:1:(5 jj
Quirks: Command 'Mech, Weak Head Armor (1) Moved 18-24 hexes +5
Moved 25+ hexes +6
R P Jumped +1
\§ BV: 31390 @ BattleArmor unit +1
\ / Secondary target (front) +1
/ \ Syt o) 12
CRITICA ABLE Head Large support vehicle -1
Head Left Torso (18) ] or grounded DropShip
Left Arm 1. LifeSupport Right Arm Damage
1. Shoulder 2. Sensors 1. Shoulder Sensor ht. 2
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30% Shoulder hit 4
3. Lower Arm Actuator 4. Ferro-Fibrous 3. Lower Arm Actuator o | Sy 2/
1-3 1-3 29
4. Hand Actuator 5. Sensors 4. Hand Actuator — / \
5. Small Pulse Laser 6. Life Support 5.[ GaussRifle 28" |
6. Small Pulse Laser 6.| GaussRifle 27
o | Attack To-Hit Damage
1. Ferro-Fibrous Center Torso 1.| GaussRifle 2] Punch +0 8
2. Ferro—F?brous 1. Light Fusion Engine 2.| Gauss R?fle Zi Kick 2 17
4-6 3. Ferro-Fibrous 2. L!ght Fus!on Eng! ne 4-6 3.| Gauss R!fle Zi Push 1 €
4. Roll Again 3. Light Fusion Engine 4.| GaussRifle 23+ Club 1 17
5. Roll Again 1-3 4. Gyro 5.LGauss Rifle — Y
N 22% Charge +0* 8/Hex
6. Roll Again 5. Gyro 6. Ferro-Fibrous f— " e )
6. Gyro A \*Modmsd by target piloting skill /
20*
1. Gyro X . / \
Left Torso  (CASE) 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 F DieRoll
1-3 3.[SRM 6 5. Ferro-Fibrous 1-3 3. ER Medium Laser o1 (106) LS FIR RS
"9 4.lSRM 6 6. Ferro-Fibrous "2 4. ER Medium Laser Double Heat Sinks: _— 1 LT LA RT
; " "
5. Artemis|V FCS - i 5. Medium Laser 13(26) | 15* | 2 LT LT RT
6. ER Medium Laser Engine HitsO O O 6. Ammo (Gauss) 8 Level* Effects 14+ 3 cT cT cT
: GyroHitsO O 30 Shutdown [ | 4 LA RT RA
1. ER Medium Laser Senz)l’ HitsO O 1. Ammo (Gauss) 8 28  Ammo Exp, avoid on 8+ o0 13 | 5 LA RA RA
2. Medium Laser Cfesu 2. Ammo (Gauss) 8 X " (o]e) 12
. pport (o] A 26  Shutdown, avoid on 10- 00 L \ 6 HD HD HD /
4-6 3. Ammo (SRM 6 Artemfs—capable) 4-6 3. Ferro—F! brous 25 -5 Movement Points | 11 |
g. érAnSmEo (SRM 6 Artemis-capable) 15 451 ;irlrlo:;albrnous 24 +4 Modifier to Fire 8 0% / \
. . "
6. Ferro-Fibrous 6. Roll Again > gﬂgﬁ?ﬂ?&dﬂ; @) =R
20 -4Movement Points ©) | & 1| DieRoll
19 Ammo Exp, avoid on 4+ O | 7 || @pe) LS FIR RS
Left Leg CH’[HNS'[ Right Leg 18  Shutdown, avoid on 6+ O | 6 | 1-3 LL RL RL
1. Hip g fd 1. Hip 17 +3 Modifier to Fl‘re @) 5 46 L LL RL
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points 2 | \, /
3. Lower Leg Actuator 3. Lower Leg Actuator 1‘; 52“’;15;"’? avoig on 4+ — / \
4. Foot Actuator 4. Foot Actuator + ifier to Fire | o> | —
5. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 10 -2 Movement Points | 2 | FACINEI AFINER FALL
6. Ferro-Fibrous S?agram 6. Ferro-Fibrous 8 +1Modifier to Fi.re | 1 | DieRoll
§ / \ > -1MovementPoints / 0 (1D6) New Facing  Hit Location
— 1 Same Direction Front
© 2022 The Topps Company, Inc. Classic BattleTech, BattleT ech, 'Mech and BattleM ech ar e trademar ks of The Topps Company, Inc. All rightsreserved. 2 1HexsideRight  Right Side
Catalyst Game L abs and the Catalyst Game L abslogo ar e trademar ks of InM ediaRes Production, L L C. Permission to photocopy for personal use. 3 2 HexsidesRight ~ Right Side
/ \ 4 Opposite Direction Rear
MOVEMENT RECORD 5 2 Hexsides Left Left Side
\ 6 1Hexside Left Left Side /
Turn# 1 2 3 4 5 6 7 8 9 10
Move Mode DieRoll
(2D6) 6
2 2
3 2
4 3
5 3
6 4
Turn# 11 12 13 14 15 16 17 18 19 20 7 4
Hex/Facing 8 4
9 5
Move Mode 10 5
11 6
12 6
\ / \\Aremis|V FCS: +2 /




B-TTLETECH

ARMOR DIAGRAM

4 HIT LOCATION TABLE \

DieRoll
Head (9) (2D6) LS FIR RS
Left Torso Right Torso o LT(C) CT(C) RT(C)
BATTLEMECH RECORD SHEET 3 LL RA RL
ECH D \ WARRIOR DATA 5 LA RL RA
Type: Awesome AWS-11H Name: Lt AmniyyaHakim 3 II:'II_' EI E'II_'
Movement Points: Tonnage: 80 . . . (O)e)
X . G Skill: 3 Piloting Skill:
Walking: 3 Tech Base: Mixed unnery toting > Ooooo 8 CT LT CT
Running: 5 RulesLevel: Standard Hits Taken OOOOO 9 RT LL LT
Jumping: 0 Role: Sniper Consciousness# OOOOO 10 RA LA LA
Weapons & Equipment Inventory (hexes) o0 11 RL LA LL
Qty Type Loc Ht Dmg Min Sht Med Lng OOOOO 12 HD HD HD
1 Heavy PPC RA 15 15[DE] 3 6 12 18 06259 *A result of 2 may inflict acritical hit
1 Heavy PPC LT 15 15[DE 3 6 12 18 o /
1 Heavy PPC RT 15 15[DE] 3 6 12 18
Center / \
1 ERSmallaser(IS HD 2 3[DE] — 2 4 5 Left Arm Torso Right Arm TO-HIT MODIFIERS
3 (24)
(34 Attacker
Stationary +0
Walked +1
Left Right Ran +2
Leg Center Leg
(33) Torso (3) Prone *2
(15) Skidding +1
Terrain
Light Woods +1/hex
Heavy Woods +2/hex
Partial Cover +1
Target
Left Right Prone (adjacent hex) -2
Torso Rear Torso Rear Prone (other hex) +1
Quirks: Battle Fists (LA) (10) (10) Immobile -4
Skidding -2
Moved 0-2 hexes +0
\, BV: 2,688 {‘) Moved 3-4 hexes +1
\ / '
/ \ INTERNAL STRUCTURE DIAGRAM TS sttt *2
CRITICAL TABLE \ Head Moved 7-9 hexes +3
Head Left Torso (17) 7 Right Torso (17) Moved 10-17 hexes +4
Left Arm L. LifeSupport Right Arm ) Moved 18-24 hexes +5
1. Shoulder 2. Sensors 1. Shoulder ) Moved 25+ hexes +6
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator S 30% Jumped +1
1.3 3 Lower Arm Actuator 4. ER Small Laser 1.3 3 Lower Arm Actuator o} > BattleArmor unit +1
"2 4. Hand Actuator 5. Sensors ™ 4.[ Double Heat Sink [Clan] g —
. 6. LifeSu . 28* Secondary target (front) +1
5.[ Double Heat Sink [Clan] . Life Support 5.LDouble Heat Sink [Clan] o L | .
6. Double Heat Sink [Clan] 6.[DoubleHeaI Sink [Clan] 21 rignt| 27 Secondary target (sidefrear)  +2
o Large support vehicle -1
1. Endo Stee! [Clan] Center Torso 1. Double Heat Sink [Clan] ) ‘:’g 26" | o grounSSd DrooShi
2. Endo Steel [Clan] 1. Fusion Engine 2.[ Heavy PPC 0 25" | g pShip
46 3. Endo Steel [Clan] 2. Fusion Engine 46 3.| Heavy PPC 24+ Damage
~Y 4. Endo Steel [Clan] 3. Fusion Engine "9 4| Heavy PPC g Sensor hit +2
5. Endo Stee! [Clan] 1-3 4 Gyro 5.l Heavy PPC | shoudernit 4
6. Endo Steel [Clan] 5. Gyro 6. Endo Steel [Clan] Left Rght [ ] Arm Actuator +1
6. Gyro L A \ /
eg teg 20*
1. Gyro . (17) an o | / \
Left Torso 2. Fusion Engine Right Torso | 19 | PHYSICAL ATTACKS
1.[ Double Heat Sink [Clan] 3. Fusion Engine 1.[ Double Heat Sink [Clan] 18* A K To-Hi b
2L DoubleHeat Sink [Clan] 46 4. Fuson Engine 2. Double Heat Sink [Clan] o | ttad o-Hit amage
1-3 3.[ Double Heat Sink [Clan] 5[ DoubleHeat Sink [Clan] 4 4 3.[ Double Heat Sink [Clan] B3 Punch (LA) +0 8
™9 4.l Double Heat Sink [Clan] 6.1 Double Heat Sink [Clan] ™ 4.l DoubleHeat Sink [Clan] Double Heat Sinks: — Punch (RA) +1 8
5.[ Double Heat Sink [Clan] 5.[ Double Heat Sink [Clan] 23 (46) 15 Kick 5 16
6.LDouble Heat Sink [Clan] EngineHitsO OO 6.L Double Heat Sink [Clan] Level* Effects 14* i -
§ GyroHitsO O ) 30 Shutdown = | Push -1 a€
1.[ Double Heat Sink [Clan] Sensor HitsO O 1.[ Double Heat Sink [Clan] 28  Ammo Exp, avoid on 8+ o00 == Charge O 8/Hex
2.L Double Heat Sink [Clan] Life Support © 2.L Double Heat Sink [Clan] 26 Shutdown. avoid on 10+ 000 12
y i o000 *Modified by target piloting skill
46 3.[Heavy PPC 3.[Heavy PPC 25 -5 Movement Points 1
4.| Heavy PPC 4.| Heavy PPC 24 +4Modifier to Fire 00 10+
5. Heavy PPC 5.| Heavy PPC 23  Ammo Exp, avoid on 6+ O O 9 / \
6.LHeavy PPC 6.LHeavy PPC 22 Shutdown, avoid on 8+ (0]6) w~m £ PUNCH LOCATION TABLE
20 -4 Movement Points (o]e] | B
19 Ammo Exp, avoid on 4+ o0 7 DieRoll
Left Leg Right Leg 18 Shutdown, avoid on 6+ (@]e) 6 (1D6) LS FIR RS
1. Hip 1. Hip 17 +3Modifier to Fire [e)e) | 1 LT LA RT
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points 2 2 LT LT RT
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ — 3 T cr cT
4. Foot Actuator 4. Foot Actuator 13 +2Modifier to Fire =
5.[ Double Heat Sink [Clan] Damage Transfer 5.[ Double Heat Sink [Clan] 10 -2 Movement Points 2 4 LA RT RA
6.LDouble Heat Sink [Clan] Diagram 6.L Double Heat Sink [Clan] 8  +1Modifier toFire i 5 LA RA RA
\ AN 5 -1Movement Points / 5 6 HD HD HD
© 2022 The Topps Company, Inc. Classic BattleT ech, BattleTech, "M ech and BattleM ech are trademar ks of The Topps Company, Inc. All rightsreserved.
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y/ \ KICK LOCATION TABLE
MOVEMENT RECORD ]
DieRaoll
(1D6) LS FIR RS
Turn# 1 2 3 4 5 6 7 8 9 10 1-3 LL RL RL
Hex/Facing 4-6 LL LL RL
Move Mode \ /
4 FACING AFTER FALL \
DieRoll
(1D6) New Facing Hit Location
1 Same Direction Front
Turn# 11 12 13 14 15 16 17 18 19 20 2 1 HexsideRight Right Side
Hex/Facing 3 2 HexsidesRight Right Side
Move Mode 4 Opposite Direction  Rear
5 2HexsidesLeft Left Side
6 1HexsideLeft Left Side




ARMOR DIAGRAM

™ / HIT LOCATION TABLE \
DieRoall
Head (9) (2D6) LS FIR RS
Left Torso Right Torso 2x LT(C) CT(C) RT(C)
3 LL RA RL
BATTLEMECH RECORD SHEET 4 LA RA RA
—————\ 5 LA AL RA
ECH D \ WARRIOR DATA 6 LL RT RL
. O O 7 LT cT RT
Type: Thunderbolt TDR-10SE Name: Hege Schjonberg 0,00 8 or o or
Move.me'm Points: Tonnage: ! 65 Gunnery Skill: 3 Piloting Skill: 5 [OeNe] OOOOO 9 RT LL LT
Walkl_ng. 4 Tech Base: Inner Sphere coo]g 10 RA LA LA
Runm_ng: 6[8] RulesLevel: Stan(_iard Hits Taken 000fg 1 RL LA LL
Jumping: 4 Role: Missile Boat Constiousness# O 0Ofo 12 HD HD HD
i = *A result of 2 may inflict acritical hit
Weapons & Equipment Inventory (hexes) o o oo \\*A resuit of 2 may inflict acritical hit. /
Qty Type Loc Ht Dmg Min Sht Med Lng O O O] O /. \
1 ERPPC RA 15 10D — 7 14 23 © 9 TO-HIT MODIFIERS
1 LRM 10 LT 4 1Md 6 7 14 21 Attacker
[M.CS] Center Stationary +0
3 ER Medium Laser LT 5 5[DE] — 4 8 12 Left Arm Torso Right Arm Walked +1
1 Targeting RT — [g] _—- = = (28) (19) Ran +2
Jumped +3
Computer Prone +2
1 ECM Suite CT — [H] — — — 6 Skidding +1
(Guardian) Left Right Terrain
Leg Center Leg Light Woods +1/hex
(29) Torso (29) Heavy Woods +2/hex
(9) Partial Cover +1
Target
Prone (adjacent hex) -2
Prone (other hex) +1
Immobile -4
Skidding -2
Moved 0-2 hexes +0
Moved 3-4 hexes +1
Ammo: (LRM 10) 12 Left Right Moved 5-6 hexes 42
Quirks: Multi-Trac, Rugged (2 Point), Ubiquitous (Inner Torso Rear Torso Rear Moved 7-9 hexes +3
Sphere) (7) (7) Moved 10-17 hexes +4
Moved 18-24 hexes +5
Moved 25+ hexes +6
BV: 2,410 <) Jumped +1
N\ . \ \QJ / BattleArmor unit +1
/ \ INTERNAL STRUCTURE DIAGRAM Secondery targe (fron) =
CRITICAL TABLE \, Head Secondary target (siderear) +2
Head eal o/ Large support vehicle -1
_ea . Left Torso (15) or grounded DropShip
Left Arm 1. LifeSupport Right Arm Damage
1. Shoulder 2. Sensors 1. Shoulder Sensor hit +2
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30 Shoulder hit +4
1.3 3 Lower Arm Actuator 4. Roll Again 1.3 3 Lower Arm Actuator s | \  Arm Actuator 1
" 4. Hand Actuator 5. Sensors ™ 4. Hand Actuator F / \
6. Endo Steel 6. ER PPC Right |_27 FANEEAL BTG
1. Endo Steel Center Torso 1lERPPC ‘:’lrg el :‘faik T‘i:" Da’g"’ge
2. Endo Steel 1. Fusion Engine 2. Endo Steel | 25+ | unc
4.6 3 EndoSted 2. Fusion Engine 4. 3 EndoSted 24+ Kick 2 =
4. Roll Again 3. Fusion Engine 4. Endo Steel 23+ Push 1 &
5. Roll Again 1-3 4. Gyro 5. Roll Again ? Club -1 13
6. Roll Again 5. Gyro 6. Roll Again = Charge +0* 6/Hex
6. Gyro | 21 | DFA +0 18
20* *Modified by target piloting skill
1. Gyro ) a5 2\ by target piloting /
Left Torso 2. Fusion Engine nght Torso &
1. Double Heat Sink 4. & FusonEngine L[ Double Heat Sink | 18" | 4 PUNCH LOCATION TABLE \
2.| Double Heat Sink 4. Fusion Engine 2.| Double Heat Sink 17%
13 3.LDoubleHeat Sink 5.[ ECM Suite (Guardian) 1-3 3.LDouble Heat Sink 6 | DieRoll
4.[LRM 10 6.LECM Suite (Guardian) 4.[ Targeting Computer Double Heat Sinks: — (1D6) LS FIR RS
5.LLRM 10 5.| Targeting Computer 12 (24) 15 1 LT LA RT
6. ER Medium Laser Engine Hitsg 8 (o] 6.1 Targeting Computer Level* Effects 14% 2 LT LT RT
Gyro Hits 30  Shutdown |
N 13* 3 CT CT CT
1. ER Medium Laser Sensor HitsO O L[MASC 28 Ammo Exp, avoid on 8+ 88 — 4 LA RT RA
2. ER Medium Laser Life Support O 2.|MASC 26 Shutdown, avoid on 10+ | 12 |
’ O 5 LA RA RA
4.6 3 Ammo(LRM 10) 12 3lmasc 25 -5 Movement Points 1 : o " "
4. Endo Sted! 4. Endo Sted! 24 +4 Modifier to Fire o 0| \ /
2. Engo gz 2 Engo gz 23 Ammo Exp, avoid on 6+ 8 o | /i \
. Endo . Endo :
20 -4 Movement Points O | & | KICK LOCATION TABLE
19 Ammo Exp, avoid on 4+ O 7 DieRaoll
Left Leg Right Leg 18 Shutdovm avoid.on 6+ @) 6 (1D6) LS ER RS
1. Hip 1. Hip 17 +3Modifier to Fire @) 5 1.3 LL RL RL
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points 2 | 46 LL LL RL
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ — \ /
4. Foot Actuator 4. Foot Actuator 13 +2Modifier to Fire = / \
o Jump e & Jump e & iboinome m|R FACING AFTERFALL
D T o N —_—
6. Jump Jet amS?:gr;rar?Sfer 6. Jump Jet 8 +1Modifier to FI.I'E a FACING AFTER FALL
\. VAN 5 -1Movement Points / 511 vierai
— (1D6) New Facing  Hit Location
© 2022 The Topps Company, I nc. Classic BattleT ech, BattleTech, "M ech and BattleM ech ar e trademar ks of The Topps Company, Inc. All rightsreserved. 1 Same Direction Front
Catalyst Game L abs and the Catalyst Game L abslogo ar e trademar ks of InM ediaRes Production, L L C. Permission to photocopy for personal use. 2 1HexsideRi : .
ight  Right Side
3 2 HexsidesRight ~ Right Sid
4 MOVEMENT RECORD ) exades Mgt I =ice
4 Opposite Direction Rear
5 2 Hexsides Left Left Side
Turn # 1 2 3 4 5 6 7 8 9 10 \__° LHeddeLet  LeftSde
Hex/Facing y/ \
CLUSTERHITSTABLE
Move Mode
DieRoll
(2D6) 10
2 3
3 3
4 4
5 6
Turn# 11 12 13 14 15 16 17 18 19 20 6 6
Hex/Facing 7 6
8 6
Move Mode 9 8
10 8
11 10
\ / \__= 0/




ARMOR DIAGRAM

™ / HIT LOCATIO BLE \
DieRoall
Head (9) (2D6) LS FIR RS
Left Torso Right Torso 2x LT(C) CT(C) RT(C)
3 LL RA RL
BATTLEMECH RECORD SHEET 4 LA RA RA
/—\ 5 LA RL RA
MECH D N\ WARRIOR D 0 0 6 LL RT RL
. o O o O 7 LT cT RT
Type: Catapult CPLT-C5A Name: Riyadh binIzz al Din OOOOO o0 OOOOO 8 cT LT cT
Movement Points: Tonnage: 65 - - . 00 0 000
- ! Gunnery Skill: 4 Piloting Skill: 60O 9 RT LL LT
Walking: 4 Tech Base: Inner Sphere o % 000 g O 10 RA LA LA
Runm_ng: 6 RulesLevel: Stan(_iard Hits Taken ol00O]g 11 RL LA LL
Jumping: 4 Role: Missile Boat Constiousness# o 8 8 8 o 12 HD HD HD
- e} o . . A
Weapons & Equipment Inventory (hexes) olo o olo \ A result of 2 may inflict acritical hit. /
Qty Type Loc Ht Dmg Min Sht Med Lng 00 O OO /. \
1 LRM 15 LA 5 uMd 6 7 14 21 OOOOO TO-HIT MODIFIERS
. M.CS Attacker
w/Artemis IV Center Stationary +0
1 LRM 15 RA 5 UMd 6 7 14 21 Left Arm Torso Right Arm Walked +1
M.CS] (28) (20) Ran +2
" Jumped +3
w/Artemis IV Prone 4
1 ER Medium Laser LT 5 5[DE] — 4 8 12 Skidding +1
1 ERMediumLlaser RT 5 5[DE] — 4 8 12 Left Right Terrain
2 ERMediumlaser CT 5 5[DE] — 4 8 12 Leg Center Leg Light Woods */nex
(26) Torso (26) Heavy Woods +2/hex
(11) Partial Cover +1
Target
Prone (adjacent hex) -2
Prone (other hex) +1
Immobile -4
Skidding -2
Moved 0-2 hexes +0
Moved 3-4 hexes +1
Left Right Moved 5-6 hexes +2
Ammo: (LRM 15 Artemis-capable) 24 Torso Rear Torso Rear Moved 7-9 hexes +3
Quirks: No/Minimal Arms, Weak Head Armor (1) ® ® Moved 10-17 hexes +4
Moved 18-24 hexes +5
Moved 25+ hexes +6
\ BV: 1772 C@‘ Jumped +1
\ ‘) / BattleArmor unit +1
/ \ INTERNAL STRUCTURE DIAGRAM Secondary targe (fronn s
CR| T| CA ABL E N\ Head Secondary target (side/rear) +2
Head eal o/ Large support vehicle -1
_ea . Left Torso (15) or grounded DropShip
Left Arm 1. LifeSupport Right Arm Damage
1. Shoulder 2. Sensors 1. Shoulder Sensor hit +2
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30 Shoulder hit +4
3.[LRM 15 4. Endo Steel 3.[LRM 15 = \  Arm Actuator w1 [
13 4 Lrm 15 5. Sensors 13 4|Lrum 15 3 / \
6. ArtemisIV FCS 6. ArtemislV FCS Right|_27 FANEEAL BTG
1. Endo Steel Center Torso 1. Endo Stedl ‘:’lrg el A“a;k T°’;“‘ Da’g"’ge
2. Endo Steel 1. Fusion Engine 2. Endo Steel | 25" | R_mc -
4.6 3 EndoSted 2. Fusion Engine 4.6 3 EndoSted 24+ Kick 2 13
4. Endo Steel 3. Fusion Engine 4. Endo Stesel _23, Push -1 &€
5. Roll Again 1-3 4, Gyro 5. Roll Again ? Charge +0* 6/Hex
6. Roll Again 5. Gyro 6. Roll Again f— DFA +0* 18
6. Gyro | 21 | \*Modified by target piloting skill /
20*
Left T i Right T R =2 )
r A i i i r Al
oo (A5 2. Fusion Engine gnt 10rso sl PUNCH LOCATION TABLE
1.[ Double Heat Sink 3. Fusion Engine 1.[ Double Heat Sink 18*
2.| Double Heat Sink 4-6 4. Fusion Engine 2.| Double Heat Sink 17% Die Roll
13 3.LDouble Heat Sink 5. ER Medium Laser 1-3 3.LDouble Heat Sink T (1D6) LS FIR RS
4. Jump Jet 6. ER Medium Laser 4. Jump Jet Double Heat Sinks: | 16 | 1 LT A _T
5. Jump Jet 5. Jump Jet 12 (24) 15 2 LT LT RT
6. ER Medium Laser Engine HitsO O O 6. ER Medium Laser Level* Effects 14* 3 or or or
) GyroHitsO O . 30 Shutdown o |
1. Ammo (LRM 15 Artem!s—capahl sor HitsO O 1. Roll Again 28  Ammo Exp, avoid on 8+ 88 == g ti FRzI sﬁ
2. Ammo (LRM 15 Artem!s»capabl § 2. Roll qun 26 Shutdown, avoid on 10+ o) 12
4-6 3. Ammo (LRM 15 Artemis-capable 4-6 3. Roll Aga!n 25 -5 Movement Points 11 \ 6 HD HD HD /
g' (E:AdSESteel g Eo:: 293'” 24 +4Modifier to Fire 8 10 / \
- Endo - RollAgan 23 Ammo Exp, avoid on 6+ o |
. g 9
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O | O | KICK LOCATION TABLE
20 -4 Movement Points O | 5 | DieRoll
19 Ammo Exp, avoid on 4+ O 7 (1D6) Ls EIR RS
Left Leg 4 Right Leg 18 Shutdovm avmd.on 6+ @) 6 13 LL AL -
1. Hip g fd 1. Hip 17 +3Modifier to Fire @) 5 26 L L RL
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points =1\ /
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ —
4. Foot Actuator 4. Foot Actuator 13 +2Modifier to Fire = /4 A\
5. Endo Steel bamage Trangfer 5. Endo Stedl 10 -2 Movement Points 2 FACING AFTER FALL
6. Endo Steel S?agram 6. Endo Steel 8 +1 Modifier to FI.I'E 1 DieRoll
\, / \, 5 -1Movement Points V4 T (1D6) New Facing Hit Location
- 1 Same Direction Front
© 2022 The Topps Company, Inc. Classic BattleT ech, BattleT ech, '"Mech and BattleM ech are trademar ks of The Topps Company, Inc. All rightsreserved. 2 1HexsideRight  Right Side
Catalyst Game L abs and the Catalyst Game L abslogo ar e trademar ks of InM ediaRes Production, L L C. Permission to photocopy for personal use. " " .
3 2HexsidesRight  Right Side
/ MOVEMENT RECORD \ 4 Opposite Direction Rear
5 2 Hexsides Left Left Side
\ 6 1Hexside Left Left Side /
Turn# 1 2 3 4 5 6 7 8 9 10
Hex/Facing / CLUSTERHITSTABLE \
Move Mode DieRoll
(2D6) 15
2 5
3 5
4 6
5 9
6 9
Turn# 11 12 13 14 15 16 17 18 19 20 7 9
Hex/Facing 8 9
9 12
Move Mode 10 12
11 15
12 15
\ / \\Aremis|V FCS: +2 /




ARMOR DIAGRAM

n
DieRoall
Head (9) (2D6) LS FIR RS
Left Torso Right Torso 2% LT(C) CT(O) RT(C)
3 LL RA RL
BATTLEMECH RECORD SHEET 4 A RA RA
y =\ 5 LA RL RA
MECH D \ WARRIOR 6 LL RT RL
. 7 LT CT RT
Type: WoIve_enneWVR-llM Name: Suk Suzuki s or T or
Move.me'm Points: Tonnage: : 55 Gunnery skill: 4 Piloting Skill: 5 8 g 8 9 RT LL LT
Walkl_ng. 5 Tech Base: Inner Sphere 3066 10 RA LA LA
Running: 8 [10] RulesLevel: Sta_\ndgrd Hits Taken 000 1 RL LA LL
Jumping: 5 Role: Skirmisher Consciousness # 000 12 HD HD HD
Weapons & Equipment Inventory (hexes) 8 8 g \ *A result of 2 may inflict acritical hit. /
Qty Type Loc Ht Dmg Min sht Med Lng O O O /. \
Vimire s mba 5 s o
1 SRM 6 LT 4 2/Md — 3 6 9 Attacker
[M.CS] Center Stationary +0
1 Medium X-Pulse HD 6 6[F — 3 6 9 Left Arm Torso Right Arm Walked +1
Locer (16) (27) (16) Ran +2
Jumped +3
Prone +2
Skidding +1
Left Right Terran
Leg Center Leg Light Woods +1/hex
(24) Torso (24) Heavy Woods +2/hex
(8) Partial Cover +1
Target
Prone (adjacent hex) -2
Prone (other hex) +1
Immobile -4
Skidding -2
Moved 0-2 hexes +0
Moved 3-4 hexes +1
Left Right Moved 5-6 hexes +2
Torso Rear Torso Rear Moved 7-9 hexes 43
Ammo: (SRM 6) 15 (6) (6) Moved 10-17 hexes +4
Moved 18-24 hexes +5
Moved 25+ hexes +6
\ BV: 1,778 @ Jumped +1
| BattleArmor unit +1
, \ \ — / Heat Secondary target (front) +1
CR| Tl CA ABL E \\ Head Secondary target (gddrear) +2
Head Left Torso ( 13) ” Large support VEhIC\.E -1
or grounded DropShip
Left Arm L. LifeSupport Right Arm Damage
1. Shoulder 2. Sensors 1. Shoulder — Sensor hit +2
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30 Shoulder hit +4
3. Lower Arm Actuator 4. Medium X-Pulse L aser 3. Lower Arm Actuator s | \  Arm Actuator 1
1-3 4. Hand Actuator 2 fepsgjs 13 4. Hand Actuator F / \
6. Roll Again 6.| Heavy PPC Left Right |_27_| FANEIGAL ATTAERS
1. Roll Again Center Torso 1. Heavy PPC A;m A’E;" [ 267 | | Attack ToHit — Damage
2. Roll Again 1. XL Fusion Engine 2.LHeavy PPC () ()] 25+ | | Punch w0 g
4-6 3. Roll Again 2. XL Fusion Engine 46 3. Roll Again | 24" | Kick 2 }1
4. Roll Again 3. XL Fusion Engine 4. Roll Again >3 Push -1 &
5. Roll Again 1-3 4. Gyro 5. Roll Again — Club -1 1
6. Roll Again 5. Gyro 6. Roll Again Lot 122 1 1 Charge +0* 5/Hex
6. Gyro Leg | 21 | DFA +0* 15
L Gyro . (13) e E \, “Modified by target piloting skill /
Left Torso  (CASEI) 2. XL Fusion Engine Right Torso | 19+ |
2. XL Fusion Engine 4. XL Fusion Engine 2. XL Fusion Engine 17%
1-3 3. XL Fusion Engine 5. Jump Jet 1-3 3. XL Fusion Engine T DieRoall
4.[ Double Heat Sink 6. Roll Again 4. Jump Jet Double Heat Sinks: o (1D6) LS FIR RS
5.[Doub|e Heat Sink - - 5. Jump Jet 12 (24) | 15" | 1 LT LA RT
6.1 Double Heat Sink EngineHitsO O O 6. MASC Level* Effects 14+ 2 LT LT RT
GyroHitsO O 30  Shutdown |
L. Jump Jet Sen&)r HitsO O LI MASC 28 Ammo Exp, avoid on 8+ 88 Exa i E; (; (R:/I
2. Jump Jet Life Support © 2LMASC 26 Shutdown, avoid on 10+ | 12 ]
4.6 >[SRM6 3. Roll Again 25 -5Movement Points O | 11 | 5 LA RA RA
4.LSRM 6 4. Roll Again 24 +4 Modifier to Fire o 10% \ 6 HD HD HD /
5. Ammo (SRM 6) 15 5. Roll Again 23 Ammo Exp, avoid on 6+ 8 1 / \
6. CASEll 6. Roll Again 22 Shutdown, avoid on 8+ —
20 £oveman Fos o (|
19 Ammo Exp, avoid on 4+ O | 7 1] DieRoll
Left Leg 4 Right Leg 18 Shutdown, avoid on 6+ O | 6 || (De) LS FIR RS
1. Hip o s 1. Hip g *:M’V'Od'“e' “UF:_ret ©) 5 13 LL RL RL
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points | |
3. Lower LegActuator 3. Lower LegActuator 14 Shutdown, avoid on 4+ =u \ +6 L L R /
4. Foot Actuator 4. Foot Actuator 1103 +22’\l\A/Iodifier toPl:)i‘re = / \
5. Roll Again 5. Roll Again -2 Movement Points | 2 |
6. Roll Again Damgg:g‘:’;rar?sfer 6. Roll Again 8 +1Modifier to Fi.re 1
\. VAN 5 -1Movement Points / T DieRoll
— (1D6) New Facing  Hit Location
© 2022 The Topps Company, Inc. Classic BattleT ech, BattleTech, "M ech and BattleM ech are trademar ks of The Topps Company, Inc. All rightsreserved. 1 Same Direction Front
Catalyst Game L abs and the Catalyst Game L abslogo ar e trademar ks of InM ediaRes Production, L L C. Permission to photocopy for personal use. 2 1 Hexside Right Right Side
4 MOVEMENT RECORD ) §  ZHecdesRon - Righ Sde
4 Opposite Direction Rear
5 2 Hexsides Left Left Side
Turn # 1 2 3 4 5 6 7 8 9 10 \__° LHeddeLet  LeftSde
Hex/Facing y/ \
Move Mode
DieRoll
(2D6) 6
2 2
3 2
4 3
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Turn# 11 12 13 14 15 16 17 18 19 20 6 4
Hex/Facing 7 4
8 4
Move Mode 9 5
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B-TTLETECH

ARMOR DIAGRAM

4 HIT LOCATIO BLE \

DieRoall
Head (9) (2D6) LS FIR RS
Left Torso Right Torso 2x LT(C) CT(C) RT(C)
3 LL RA RL
BATTLEMECH RECORD SHEET 4 LA RA RA
/—\ 5 LA AL RA
MECH D \ WARRIOR A 6 LL RT RL
Type: Shadow Hawk SHD-7M ! aoa "
YpEe: QW awl - Name: Baskoro Djajadiningrat o 8 cT LT cT
Move.me'm Points: Tonnage: : 55 Gunnery skill: 4 Piloting Skill: 5 o 9 RT LL LT
Walkl_ng. 5 Tech Base: Inner Sphere S 10 RA LA LA
Runm_ng: 8 RulesLevel: Stan(_iard Hits Taken o 1 RL LA LL
Jumping: 5 Role: Missile Boat Consciousness# 5 12 HD HD HD
Weapons & Equipment Inventory (hexes) 0 \ *A result of 2 may inflict acritical hit. /
Qty Type Loc Ht Dmg Min Sht Med Lng o / \
1 Medium Laser RA 3 5[DE] — 3 6 9 TO-HIT MODIFIERS
1 Light GaussRifle LT 1 8[DBX] 3 8 17 25 Attacker
1 LRM 15 RT 5 UMd 6 7 14 21 Center Stationary +0
[M,C.9 Left Arm Torso Right Arm Walked +1
1 Streak SRM 2 HD 2 2MS[MC] — 3 6 9 () Ran *2
Jumped +3
Prone +2
Skidding +1
Left Right Terran
Leg Center Leg Light Woods +1/hex
(20) Torso (20) Heavy Woods +2/hex
(8) Partial Cover +1
Target
Prone (adjacent hex) -2
Prone (other hex) +1
Immobile -4
Skidding -2
. . Moved 0-2 hexes +0
Ammo: (LRM 15) 8, (Light Gauss) 16, (Streak SRM 2) 50 Moved 3.4 hexes ™
Quirks: Battle Fists (LA), Battle Fists (RA), Improved Life Left Right Moved 5-6 hexes 42
Support, Rugged (1 Point), Ubiquitous (Inner Sphere), Torso Rear Torso Rear Moved 7-9 hexes +3
Ubiquitous (Clans) M M Moved 10-17 hexes +4
Moved 18-24 hexes +5
Moved 25+ hexes +6
BV: 1,447 <) Jumped +1
N\ . \ \QJ / BattleArmor unit +1
/ \ INTERNAL STRUCTURE DIAGRAM Secondary targe (fronn s
CR| Tl CA ABL E \, Head Secondary target (side/rear) +2
Head eal o/ Large support vehicle -1
_ea . Left Torso (13) or grounded DropShip
Left Arm 1. LifeSupport Right Arm Damage
1. Shoulder 2. Sensors 1. Shoulder Sensor hit +2
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30 Shoulder hit +4
1.3 3 Lower Arm Actuator 4. Streak SRM 2 1.3 3 Lower Arm Actuator s | \  Arm Actuator 1
" 4. Hand Actuator 5. Sensors ™ 4. Hand Actuator F / \
6. Endo Steel 6. Endo Steel Left Right|_27 FANEEAL BTG
A .
1. Endo Steel Center Torso 1. Endo Stedl (;"; ‘:’E;") el :‘faik T‘i:" Da’g"’ge
2. Endo Steel 1. XL Fusion Engine 2. Endo Stedl 25" | e
4-6 3. Endo Steel 2. XL Fusion Engine 4-6 3. Endo Steel 24* Kick 2 }1
4. Endo Stedl 3. XL Fusion Engine 4. Endo Sted >3 Push 1 &
5. Endo Steel 13, Gyro 5. Endo Steel T3] Club 1 1
6. Roll Again 5. Gyro 6. Endo Steel Left = Charge +0* 5/Hex
6. Gyro ng | 21 || oFa +0* 15
20* *Modified by target piloting skill
1 Gyro ) (13) s B\ by target piloting /
Left Torso  (CASE) 2. XL Fusion Engine Right Torso | 19" |
1. XL Fus@on Eng@ne 16 3. XL Fusion Engine 1. XL Fusion Eng@ne 18* / PUNCH LOCATION TABLE \
2. XL Fusion Engine 4. XL Fusion Engine 2. XL Fusion Engine 17%
1-3 3. XL Fusion Engine 5. Jump Jet 1-3 3. XL Fusion Engine T DieRoall
4. Jump Jet 6. Ammo (Streak SRM 2) 50 4. Jump Jet Double Heat Sinks: — | D) Ls FIR RS
5. Jump Jet 5. Jump Jet 10 (20) 15 1 LT LA RT
6. Light GaussRifle EngineHitsO O O 6.[LRM 15 Level* Effects 14+ 2 LT LT RT
) ’ GyroHitsO O 30  Shutdown o | 3 or or or
1 L!ght Gauss R!fle Sensor HitsO O 1.[LRM 15 28  Ammo Exp, avoid on 8+ 8 =i N A AT A
2. L!ght Gauss R!fle Life Support O 2.LLRM 15 26 Shutdown, avoid on 10+ o) iz s A A A
4-6 3. L!ght Gauss R!fle 3. Ammo (I__RM 15) 8 25 -5 Movement Points 11 . o o o
4.LLight Gaqs Rifle 4. Roll Again 24 +4Modifier to Fire (@) _10* \ /
2. /éernSmEo (Light Gauss) 16 2 E(’:: ﬁga!” 23 Ammo Exp, avoid on 6+ 8 5 | / \
20 -4 Movement Points e | & | KICK LOCATION TABLE
v 19 Ammo Exp, avoid on 4+ O 7 DieRaoll
Left Leg CH’[H I.QS.[ Right Leg 18  Shutdown, avoid on 6+ @] 6 (1D6) LS FIR RS
1. Hip g fd 1. Hip 17 +3 Modifier to Fl‘re @) 5 1.3 LL RL RL
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points 2 46 LL LL RL
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ — \ /
4. Foot Actuator 4. Foot Actuator 13 +2Modifier to Fire = / \
6. Roll Agan 6. Roll Agan & iboinome EE[Q FACINGAFTERFALL _J
Di. T . .
6. Roll Again amS?:gr;rar?Sfer 6. Roll Again 8 +1Modifier to FI.I'E a FACING AFTER FALL
\. VAN 5 -1Movement Points / T DieRoll
— (1D6) New Facing  Hit Location
© 2022 The Topps Company, I nc. Classic BattleT ech, BattleTech, "M ech and BattleM ech ar e trademar ks of The Topps Company, Inc. All rightsreserved. 1 Same Direction Front
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ight  Right Side
3 2 HexsidesRight ~ Right Sid
4 MOVEMENT RECORD ) exades Mgt I =ice
4 Opposite Direction Rear
5 2 Hexsides Left Left Side
Turn # 1 2 3 4 5 6 7 8 9 10 \__° LHeddeLet  LeftSde
Hex/Facing y/ \
CLUSTERHITSTABLE
Move Mode
DieRoll
(2D6) 15
2 5
3 5
4 6
5 9
Turn# 11 12 13 14 15 16 17 18 19 20 6 9
Hex/Facing 7 9
8 9
Move Mode 9 12
10 12
11 15
\ / \__= 5/




ARMOR DIAGRAM

"
DieRoall
Head (5) (2D6) LS FIR RS
Left Torso Right Torso 2 LT(©) CT(©) RT(C)
(7) (7) 3 LL RA RL
BATTLEMECH RECORD SHEET 2 LA RA RA
5 LA RL RA
MECH D \ WARRIOR 6 LL RT RL
Type: Commando COM-7S Name: Ophik Marzpanian ; (L;— (L:I (R;

Move.mem Points: Tonnage: 25 Gunnery Skill: 3 Piloting Skill: 5 9 RT LL LT

Walking: 6 Tech Base: Inner Sphere 10 RA LA LA

Running: 9 RulesLevel: Standard Hits Taken 1 RL LA LL

Jumping: 0 Role: Striker Consciousness# 12 HD HD HD

Weapons & Equipment Inventory (hexes) \*A result of 2 may inflict acritical hit. /

Qty Type Loc Ht Dmg Min Sht Med Lng

2 Streak SRM 2 RA 2 2Md[MC] — 3 6 9
Attacker
1 SRM 4 CT 3 2wmd — 3 6 9 Stationary +0
[M,C.9 Left Arm Right Arm Walked +1
w/Artemis IV 5 %) Ran +2
Prone +2
Skidding +1
Terrain
Light Woods +1/hex
Center Heavy Woods +2/hex
Torso Partial Cover +1
(3) Target
Prone (adjacent hex) -2
Prone (other hex) +1
Immobile -4
Skidding -2
Moved 0-2 hexes +0
Moved 3-4 hexes +1
Left Right Moved 5-6 hexes +2
Ammo: (SRM 4 Artemis-capable) 25, (Streck SRM 2) 50 TO'S("ZF;EB’ T°'S(°2F;ea’ poves T e o
Quirks: Narrow/Low Profile, Exposed Actuators Moved 18-24 hexes +5
Moved 25+ hexes +6
Jumped +1
\§ BV: 790 (ﬁ) BattleArmor unit +1
\ %2 / Secondary target (front) +1
/ \ INTERNAL STR RE DIAGRAM Secondary target (side/rear) +2
CRITICA ABLE N Head Large support vehicle -1
Head Left Torso (6) ] Right Torso (6) or grounded DropShip
Left Arm 1. Life Support Right Arm Damage
1. Shoulder 2. Sensors 1. Shoulder Sensor ht. 2
. [e}Ne] — Shoulder hit +4
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30% Arm Actudtor Y,
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator 2 | -

1-3 4. Hand Actuator 5. Sensors 13 4. Hand Actuator 1 / \
5. Double Heat Sink 6. Life Support 5. Double Heat Sink 28" |
6.| Double Heat Sink 6.| Double Heat Sink Left 27 )

) ! Arm ? Attack To-Hit Damage
1.LDouble Heat Sink Center Torso 1.LDouble Heat Sink 4) — Punch +0 2
2.[ Double Heat Sink 1. Light Fusion Engine 2. Streak SRM 2 ¢ [ 25 0| ik 2 5

4-6 3.| Double Heat S:nk 2. L?ght Fusion Eng?ne 4-6 3. Streak SRM 2 Zi Push 1 €
4.LDouble Heat Sink 3. Light Fusion Engine 4. Roll Again 23+ Club 1 5
5. ER Medium Laser 1-3 4. Gyro 5. Roll Again 1
6. ER Medium Laser 5. Gyro 6. Roll Again Lot [ 22" || Chage 0 2Hex

6. Gyro eft 21 \*Modmsd by target piloting skill /
Leg 1
20*
1. Gyro . (6) — / \
Left Torso 2 Ligh Fusion Engine Right Torso _(case) -
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 F DieRoll
1.3 3[Double Heat Sink 5. SRM 4 1.3 3 Ammo(SRM 4Artemiscapable) 25 B (106) Ls FIR RS
~9 4.| Double Heat Sink 6. Artemis|V FCS ~9 4. Ammo (Streak SRM 2) 50 Double Heat Sinks: L 1 LT LA RT
5.1 Double Heat Sink 5. CASE Heat 10 (20) | 15 | 2 LT LT RT
6. Endo Steel Engine HitsO O O 6. Endo Steel Level* Effects 14* 3 cT cT cT
GyroHitsO O 30  Shutdown 3 | 4 LA RT RA
1. Endo Steel Sengor HitsO O 1. Endo Steel 28 Ammo Exp, avoid on 8+ 8 13" | p A A A
2. Endo Stedl Life Support © 2. Endo Stedl 26 Shutdown, avoid on 10+ | 12 | 6 D HD D

4.6 3 Endosed 3. Endo Sted 25 -5 Movement Points o [ |\ /
4 EndoSed 4 Endo S 24 +4ModfiertoFire 8 o] / \
6. Endo Steel 6. Endo Steel 22 Shutdown, avoid on 8+ o) | 9 | KICK LOCATION TABLE

20 -4 Movement Points @] | & || DieRoll
19 Ammo Exp, avoid on 4+ O | 7 || @pe) LS FIR RS
Left Leg CH’[HNS'[ Right Leg 18 Shutdown, avoid on 6+ ®) | 6 || w3 LL RL RL
1. Hip g fd 1. Hip 17 +3 Modifier to Fl‘re @) 5 46 L L RL
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points 2 | \, /
3. Lower Leg Actuator 3. Lower Leg Actuator 1‘; 52“’;‘15;"’? avoigon 4+ — / \
4. Foot Actuator 4. Foot Actuator + ifier to Fire | o> | —
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points | 2 | HACING NANSR FALL
6. Roll Again Dingram 6. Roll Again 8  +1Modifier toFire 7 | | pierol
§ / \ > -1MovementPoints /o1l we New Facing  Hit Location
— 1 Same Direction Front
© 2022 The Topps Company, Inc. Classic BattleTech, BattleT ech, 'Mech and BattleM ech ar e trademar ks of The Topps Company, Inc. All rightsreserved. 2 1HexsideRight  Right Side
Catalyst Game L abs and the Catalyst Game L abslogo ar e trademar ks of InM ediaRes Production, L L C. Permission to photocopy for personal use. 3 2 HexsidesRight ~ Right Side
/ \ 4 Opposite Direction Rear
MOVEMENT RECORD 5 2 Hexsides Left Left Side
\ 6 1Hexside Left Left Side /
Turn# 1 2 3 4 5 6 7 8 9 10
Move Mode Die Roll
(2D6) 4
2 1
3 2
4 2
5 2
6 2
Turn# 11 12 13 14 15 16 17 18 19 20 7 3
Hex/Facing 8 3
9 3
Move Mode 10 3
11 4
12 4
\ / \\Aremis|V FCS: +2 /




B-TTLETECH

BATTLEMECH RECORD SHEET

(EVETITYETR\
{MECH DATA J

ECHD N\

Type: Locust LCT-7V2
Movement Points: Tonnage: 20
Walking: 10 Tech Base: Inner Sphere
Running: 15 RulesLevel: Standard
Jumping: 0 Role: Sniper

Weapons & Equipment Inventory (hexes)

Qty Type Loc Ht Dmg Min Sht Med Lng
1 ERSmall Laser LA 2 3[DE] — 2 4 5
1 ERSmall Laser RA 2 3[DE] — 2 4 5
1 Light PPC CT 5 5[DE] 3 6 12 18

WARRIOR DATA

Name: Takuji Takeda
Gunnery Skill: 4

Hits Taken

Consciousness #

Piloting Skill:

Left Ar
(6)

ARMOR DIAGRAM

Head (9)

Left Torso
(8)

Right Torso
(8)

Center

m Torso
(10)

Right Arm
(6)

DieRoll

(2D6) LS FIR
2* LT(C) CT(©)
3 LL RA
4 LA RA
5 LA RL
6 LL RT
7 LT CT
8 CT LT
9 RT LL
10 RA LA
11 RL LA
12 HD HD

4 HIT LOCATION TABLE \

*A result of 2 may inflict acritical hit]

RS
RT(C)
RL
RA
RA
RL
RT
cT
LT
LA
LL
HD

4 TO-HIT MODIFIER \

Attacker
Stationary +0
Walked +1
Ran +2
Center
Torso Prone +2
(2) Skidding +1
Terrain
Light Woods +1/hex
Heavy Woods +2/hex
Partial Cover +1
Target
Left Right Prone (adjacent hex) -2
Quirks: Compact Mech, Narrow/Low Profile, Cramped Torso Rear Torso Rear Prone (other hex) +1
Cockpit, No/Minimal Arms, Weak Legs 2 ) Immobile 4
Skidding -2
\ BV: 634 {‘) Moved 0-2 hexes +0
\ / Moved 3-4 hexes +1
/4 \ INTERNAL STRUCTURE DIAGRAM Moved 5-6 hexes +2
CRITICAL TABLE N\ Head Moved 7-9 hexes +3
Hgad ) Left Torso (5) ] Right Torso (5) Moved 10-17 hexes +4
Left Arm ; ;;ZOS:’SPPO“ Right Arm Moved 18-24 hexes +5
1. Shoulder - 1. Shoulder
; Moved 25+ hexes +6
2. Upper Arm Actuator 3. Cockpit ) 2. Upper Arm Actuator 30%
1.3 3 ERSmall Laser 4. Heavy Ferro-Fibrous 1.3 3 ERSmall Lase i | e _ 1
™2 4. Heavy Ferro-Fibrous 5. Sensors ™2 4. Heavy Ferro-Fibrous — BattleArmor unit +1
5. Heavy Ferro-Fibrous 6. Life Support 5. Heavy Ferro-Fibrous 28" | Secondary target (front) +1
6. Heavy Ferro-Fibrous 6. Heavy Ferro-Fibrous Left Right|_27 Secondary target (sidefrear)  +2
1. Heavy Ferro-Fibrous Center Torso 1. Heavy Ferro-Fibrous ?;"; 73"; | 26 | Large support vehicle -1
2. Heavy Ferro-Fibrous 1. Light Fusion Engine 2. Heavy Ferro-Fibrous 23] or grounded DropShip
4.6 3 Heavy FemoFibrous 2. Light Fusion Engine 4-g 3 Heavy Ferro-Fibrous 124" 1 | Damage
4. Heavy Ferro-Fibrous 3. Light Fusion Engine 4. Heavy Ferro-Fibrous 23* i
5. Heavy Ferro-Fibrous 1-3 4. Gyro 5. Heavy Ferro-Fibrous e | Sensor hit . +2
6. Roll Again 5. Gyro 6. Roll Again Left Right | 22" | Shoulder hit +4
6. Gyro L Lg i Arm Actuator +1
eg €g 20¢ \ /
1. Gyro . (4) (4) —
Left Torso 2. Light Fusion Engine Right Torso || / \
1. Light Fusion Engine 3. Light Fusion Engine 1. Light Fusion Engine | 15 | PHYSICAL ATTACKS
2. Light Fusion Engine 46 , Light Fusion Engine 2. Light Fusion Engine a7 Attack To-Hit Damage
13 3.[ Double Heat Sink 5.[Light PPC 1-3 3.[ Double Heat Sink T
4.| Double Heat Sink 6.LLight PPC 4.| Double Heat Sink Double Heat Sinks: — Punch +2 1
5.LDouble Heat Sink 5.L Double Heat Sink 10 (20) i Kick -2 4
6. Endo Steel EngineHitsO OO 6. Endo Stedl Level* Eifects 14+ Push A 2
GyroHitsOO 30 Shutdown e 13¢
1. Endo Steel Sensor HitsO O 1. Endo Steel 28  Ammo Exp, avoid on 8+ bo) —_ Charge +0* 2/Hex
2. Endo Stedl Life Support © 2. Endo Steel 26 Shutdown, avoid on 10+ 3 L 12 || *Modified by target piloting skill
4-6 3. Endo Steel 3. Endo Steel 25 -5 Movement Points 11
4. Endo Sted! 4. Endo Sted! 24 +4 Modifier to Fire o 10
5. Endo Steel 5. Endo Steel 23 Ammo Exp, avoid on 6+ @) 1 /; \
6. Endo Steel 6. Endo Steel 22 Shutdown, avoid on 8+ (@) | — PUNCH LOCATION TABLE
20 Mouemen Po(ij nts 8 % DieRoll
1 Ammo Exp, avoid on 4+
— 1D6) LS FIR RS
Left Leg Right Leg 18 Shutdown, avoid on 6+ @) 6 (apy) !
1. Hip 1. Hip 17 +3Modifier to Fi‘re @) 5 1 LT LA RT
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points 2 2 LT LT RT
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ — 3 cT cT cT
4. Foot Actuator 4. Foot Actuator 13 +2Modifier to Fire = 4 LA RT RA
5. Heavy Ferro-Fibrous Damage Transfer 5. Heavy Ferro-Fibrous 10 -2 Movement Points 2
6. Heavy Ferro-Fibrous Diagram 6. Heavy Ferro-Fibrous 8 +1Modifier toFire 1 5 LA RA RA
\ g /) 5 -1 Movement Points yaws \ 6 HD HD HD y
© 2022 The Topps Company, Inc. Classic BattleT ech, BattleTech, "M ech and BattleM ech are trademar ks of The Topps Company, Inc. All rightsreserved.
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/. \ KICK LOCATION TABLE
MOVEMENT RECORD DieRall
(1D6) LS FIR RS
Turn# 1 2 3 4 5 6 7 8 9 10 13 LL RL R
Hex/Facing 4-6 LL LL RL
Move Mode
/ FACING AFTER FALL \
DieRoll
(1D6) New Facing Hit Location
1 Same Direction Front
Turn # 11 12 13 14 15 16 17 18 19 20 2 1 Hexside Right Right Side
Hex/Facing 3 2 HexsidesRight Right Side
Move Mode 4 Opposite Direction  Rear
5 2 HexsidesLeft Left Side
6 1HexsideLeft Left Side
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