ARMOR DIAGRAM

™ / \
Standard Armor HIT LOCATION TABLE
DieRoll
Head (9
Left Torso ead (9) Right Torso (ZDG) LS FIR RS
2 LT(C) CT(C) RT(C)
BATTLEMECH RECORD SHEET 3 LL RA RL
——\ 2 LA RA RA
ECH D \ WARRIOR DATA 5 LA RL RA
Type: BattleMaster BLR-6G Name: Captain Ashleigh Orhan (o) 6 LL RT RL
Movement Points: Tonnage: 85 Gumnery kill: 2 Piloting Skill: 4 R ! LT T RT
Walking: 4 Tech Base: Inner Sphere ’ ) ooo 8 cT LT CcT
Running: 6 RulesLevel: Standard Hits Taken OOO 9 RT LL LT
Jumpi ng: 0 ) Role: Brawler Consciousness# OOO 10 RA LA LA
EngineType: 340 Light OOO 11 RL LA LL
Weapons & Equipment Inventory (hexes) % 12 HD HD HD
Qty Type Loc Ht Dmg Min sht Med Ln Oog *A result of 2 may inflict acritical hit]
2 Small X-Pulse LA 3 3[PAI] — 2 4 5 ©) \ /
Laser
Cent
1 Heavy PPC RA 15 15[DE] 3 6 12 18 Left Arm center right A /4 T Ten e A\
1 Stresk SRM 6 LT 4 2Md[MC] — 3 6 9 (40)
2 Light PPC LT 5 5[DEf 3 6 12 18 Attacker
1 ERSmall Laser (R) LT 2 3[DE] — 2 4 5 Stationary +0
2 Light PPC RT 5 5[DE 3 6 12 18 Lot Right Walked +1
1 ERSmdllaser(R) RT 2 3[DE| — 2 4 s Leg Center Leg Ran +2
(31) Torso (31) Prone +2
(11) Skidding +1
Terrain
Light Woods +1/hex
Heavy Woods +2/hex
Partial Cover +1
Ammo: (Streak SRM 6) 15 Target
Quirks: Command Mek, Weak Head Armor (1) Left Right Prone (adjacent hex) -2
Torso Rear Torso Rear Prone (other hex) +1
(8) (8) Immobile -4
Skidding -2
Moved 0-2 hexes +0
\ BV: 3,018 {.@ INTERNAL STRUCTURE DIAGRAM Moved 3-4 hexes +1
\ B / Endo Stedl Moved 5-6 hexes +2
/4 \ g
CRITICAL TABLE \ Head Moved 7-9 hexes 8
o/ X Moved 10-17 hexes +4
Head Left Torso (18) Right Torso (18) Moved 18-24 hexes +5
Left Arm 1. LifeSupport Right Arm o) Moved 25+ hexes P
1. Shoulder 2. Sensors 1. Shoulder 9
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 9 30% Jumped ) +1
1.3 3. Lower Arm Actuator 4. Endo Steel 1.3 3. Lower Arm Actuator b > BattleArmor unit +1
"3 4. Hand Actuator 5. Sensors "2 4. Hand Actuator 3 — Secondary target (front) +1
5.[ Double Heat Sink 6. LifeSupport 5.[ Double Heat Sink S 25" | Secondary target (sidefrear)  +2
6.| Double Heat Sink 6.| Double Heat Sink 9 Right|_27 Large support vehicle 1
" :
1.LDouble Heat Sink Center Torso 1.1 Double Heat Sink 2 7{2 L2 or grounded DropShip
2. Small X-Pulse Laser 1. Light Fusion Engine 2.[Heavy PPC | 25 | Damage
46 3. Small X-Pulse Laser 2. Light Fusion Engine 4-6 3.| Heavy PPC 24 Sensor hit +2
4. Endo Steel 3. Light Fusion Engine 4.| Heavy PPC 23* Shoulder hit +4
5. Endo Steel 13 4. Gyro 5.LHeavy PPC 1
6. Endo Steel 5. Gyro 6. Endo Steel | 22 | Arm Actuator +1
6 Gyro Left Right 21 \ /
- GV Leg teg  [5]
Left T y oo Right T 5] £ \
orso (CASEII i i i i orso 7
: SO (CASEN) 2. Light Fusion Engine gnt To _ — PHYSICAL ATTACKS
1. Light Fusion Engine 3. Light Fusion Engine 1. Light Fusion Engine 18" |
2. Light Fusion Engine 46, Light Fusion Engine 2. Light Fusion Engine 17+ Attack To-Hit  Damage
13 3.[ Streak SRM 6 5. Endo Steel 1-3 3.[ Double Heat Sink T Punch +0 9
S 4.lstreak SRM 6 6. Endo Stedl ™ 4.| Double Heat Sink Double Heat Sinks: 1] Kick 2 17
5.[Light PPC 5.1 Double Heat Sink 16 (32) a5 Push 1
6.LLight PPC Engine HitsO O O 6.[ Light PPC Level* Effects 14+ - -
. GyroHitsO O X 30  Shutdown 00 > | Club -1 17
L[Light PPC Sensor HitsO O LLLight PPC 28 Ammo Exp, avoid on 8+ 00 — Charge +0* 8/Hex
2L Light PPC Cife Support © 2[ Light PPC 26 Shutdown, avoid on 10+ L2121 | *Modified by target piloting skil
4.6 3 ERSmall Laser (R) 4.6 3Ltighprc 25 5 Movement Points (0]0) u |\
4. Ammo (Streak SRM 6) 15 4. ER Small Laser (R) 24 +4Modifier to Fire 00 o | /
2' CAdSESIIIeel (55 Engo gz 23 Ammo Exp, avoid on 6+ 88 T / \
. Endo . Endo :
20 -4 Movement Points le) 8 PUNCH LOCATION TABLE
19 Ammo Exp, avoid on 4+ O 7 DieRoll
Left Leg Right Leg 18 Shutdown, avoid on 6+ O 6 (1D6) LS EIR RS
1. Hip 1. Hip 17 +3 Modifier to Fire @) 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 cr cr cr
4. Foot Actuator 4. Foot Actuator 13 +2Modifier to Fire = 4 LA RT RA
5. Endo Steel b Trans 5. Endo Steel 10 -2Movement Points 2
6. Endo Stedl amS?:gr;? & 6. Endo Stedl 8  +1Moifier to Fire | 5 LA RA RA
1M i L
\ / \L 5 ovement Points / 0 \ 6 HD HD HD /
© 2023 The Topps Company, Inc. Classic BattleT ech, BattleTech, "M ech and BattleM ech are trademarks of The Topps Company, Inc. All rightsreserved.
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. / \
/4 A\ KICK LOCATION TABLE
MOVEMENT RECORD
DieRoll
(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
Turn# 11 12 13 14 15 16 17 18 19 20 1 Same Direction  Front
Hex/Facing 2 1 He><§|de Rllght R?ght Qde
3 2 Hexsides Right Right Side
Move Mode 4 Opposite Direction  Rear
5 2 HexsidesLeft  Left Side
6 1HexsideLeft Left Side




B-TTLETECH

™

ARMOR DIAGRAM

Standard Armor

{ HIT LOCATION TABLE \

DieRoll
Head (9) ) (2D6) LS FIR RS
Left Torso Right Torso ra LT(C) cT(©) RT(C)
3 LL RA RL
BATTLEMECH RECORD SHEET B A RA RA
—————\ 5 LA RL RA
ECHD \ WARRIOR DATA 6 LL RT RL
O O O O 7 LT cT RT
Type: Catapult CPLT-C5A Name: Sandy Middleton O00 00,0 8 cr LT cr
Movement Points: Tonnage: 65 . - . o)) O 00 9 RT LL LT
: G Skill: 3 Piloting Skill: © 0O
Walking: 4 Tech Base: Inner Sphere unnery S foing =d ) % 000 g O 10 RA LA LA
Running: 6 RulesLevel: Standard Hits Taken olooolg u RL LA LL
Jumping: 4 Role: Missile Boat Consciousiess# olooofg 12 HD ~ HD  HD
EngineType: 260 Fusion o) 8 8 8 o *A result of 2 may inflict acritical hit. /
n o] ]
Weapons & Equipment Inventory (hexes) ofo o olo
% e [PV A o] { ronmuooiFers g
1 LRM15 LA 5 UMmd 6 7 14 21 ©0 TOHAINT WIOIDIFIIER
[M.CS] Attacker
. Center Stationar: +0
wiArtemis IV Left Arm Torso Right Arm Wallked Y +1
1 LRM15 RA 5 UM 6 7 14 2 (28) (20) Ran 2
[M,C,9 Jumped +3
w/Artemis IV Prone 2
) Skidding +1
1 ERMediumlaser LT 5 5[DE] — 4 8 12 Leit mignt | Terain
1 ER Medium Laser RT 5 5[DE] — 4 8 12 Leg Center Leg Light Woods +1/hex
2 ERMedumlasr  CT 5 5[DE| — 4 8 12 (%) Torso (%) Heavy Woods +2lhex
(11) Partial Cover +1
Target
Prone (adjacent hex) -2
Prone (other hex) +1
Immobile -4
Skidding 2
Ammo: (LRM 15 Artemis) 24 Moved 0-2 hexes +0
n P Moved 3-4 hexes +1
Quirks: No/Minimal Arms, Weak Head Armor (1) Left Right Moved 5.6 hexes 2
Torso Rear Torso Rear Moved 7-9 hexes +3
(8) (8) Moved 10-17 hexes +4
Moved 18-24 hexes +5
Moved 25+ hexes +6
. Jumped +1
\ BV: 2126 @ INTERNAL STRUCTURE DIAGRAM BattleArmor Unit "
\ A / Endo Stedl Secondary target (front) +1
/4 \ Secondary target (side/rear) +2
CR| Tl CAL TABLE N Head Large support vehicle -1
Head Left Torso (15) y Right Torso (15) o or grounded DropShip
Left Arm L LifeSupport Right Arm e hit +2
1. Shoulder 2. Sensors 1. Shoulder Shoulder hit 4
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30 Arm Actuator “
1.3 3[LRM 15 4. Endo Steel 1.3 3[LRM 15 2 | \ /
"3 4|LRM 15 5. Sensors "2 4|LRM 15 ——
5[LRM 15 6. LifeSupport 5.LLRM 15 =1 / \
6. ArtemislV FCS 6. ArtemislV FCS Right|_27 PHYSICAL ATTACKS
1. Endo Sted Center Torso 1. Endo Sted ‘:’{g [ 2 1] Atack ToHit  Damage
2. Endo Steel 1. Fusion Engine 2. Endo Steel | 25* | Punch +3 3
4-6 3. Endo Steel 2. Fusion Engine 4-6 3. Endo Stedl 24* Kick -2 13
4. Endo Steel 3. Fusion Engine 4. Endo Steel o Push -1 -
5. Roll Again 1-3 , Gyro 5. Roll Again 3 Charge +0* 6/Hex
6. Roll Again 5. Gyro 6. Roll Again . =2 DFA +0* 20
Right 21 *Modiified by target piloting skill
6. Gyro Leg Lzt ] \ /
20*
1. Gyro . (15)  pP—
Left Torso  (CASE) 2. Fusion Engine Right Torso | 19* | /, \
1.[ Double Heat Sink 3. Fusion Engine 1.[ Double Heat Sink 18* PUNCH LOCATION TABLE
2.| Double Heat Sink 4-6 4 Fusion Engine 2.| Double Heat Sink i DieRaoll
13 3.LDouble Heat Sink 5. ER Med?um 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: — 1 LT LA RT
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
) Gyro HitsO O . 30  Shutdown F 4 LA RT RA
1. Ammo (LRM 15 Artem!s) 8 Sensor HitsO O 1. Roll Again 28 Ammo Exp, avoid on 8+ 88 T 3 LA RA RA
2. Ammo (LRM 15 Artem!s) 8 Life Support Pe) 2. Roll qun 26 Shutdown, avoid on 10+ o 6 HD HD HD
4-6 3. Ammo (LRM 15 Artemis) 8 3. Roll Again 25 —5Movement Points 11 \ /
4. CASE 4. Roll Again 24 +4Modifier to Fire o 10*
5. Endo Steel 5. Roll Again 23 Ammo Exp, avoid on 6+ O ] /. \
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ ®) — KICK LOCATION TABLE
20 -4 Movement Points (@) | & | SRl
. e Rol
. 19 Ammo Exp, a/gld on 4+ O 7 (106 s ER RS
Left Leg Right Leg 18  Shutdown, avoid on 6+ @) 6 13 L RL RL
1. Hip 1. Hip 17 +3 Modifier to Fi.re @) 5 46 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 = /i \
5. Endo Steel Damage Transler 5. Endo Steel 10 -2Movement Points 2 FACING AFTER FALL
6. Endo Steel Diagram 6. Endo Steel 8 +1Modifier to Fire 1
L 9 / \\ 5 -1Movement Points / —— | DieRall
0 (1D6) New Facing  Hit Location
1 Same Direction Front
© 2023 The Topps Company, Inc. Classic BattleT ech, BattleTech, "M ech and BattleM ech are trademarks of The Topps Company, Inc. All rightsreserved. 2 1 Hexside Right 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. . h " .
/ \ 3 2 Hexsides Right Right Side
4 Opposite Direction Rear
MOVEMENT RECORD 5 2 Hexsides Left Left Side
\ 6 1 Hexside Left Left Side /
Turn# 1 2 3 4 5 6 7 8 9 10
Hex/Facin
dg { CLUSTER HITSTABLE \
Move Mode
DieRoll
(2D6) 15
2 5
3 5
4 6
5 9
Turn # 1 12 13 14 15 16 17 18 19 20 4 .
Hex/Facing 8 9
9 12
Move Mode 10 1
1 15
12 15

Artemis |V FCS: +2




B-TTLETECH

ARMOR DIAGRAM

Standard Armor

{ HIT LOCATION TABLE \

DieRoll
Head (9) ) (2D6) LS FIR RS
Left Torso Right Torso ra LT(C) cT(©) RT(C)
3 LL RA RL
BATTLEMECH RECORD SHEET B A A A
—————\ 5 LA RL RA
ECHD \ WARRIOR DATA 6 LL RT RL
" " 7 LT cT RT
Type- Wolverine WVR-11M Name: Kovalan Kishen 8 cT LT cT
Movement Points: Tonnage: 55 . - . O O 9 RT LL LT
. G Skill: 3 Piloting Skill: 5
Walking: 5 Tech Base:  Inner Sphere unnery S toting S 8 8 10 RA LA LA
Running:  8[10] RulesLevel: Standard Hits Taken 00 u RL LA LL
Jumping: 5 Role: Skirmisher Consdiousess # 00 . 12 HD ~ HD  HD
EngineTypez 275 XL o O A result of 2 may inflict acritical hit. /
n O O
Weapons & Equipment Inventory (hexes) 0 0
1 Heavy PPC RA 15 15[DE] 3 6 12 1§ TO-HIT MODIFIER
1 SRM6 LT 4 2/Md — 3 6 9 Attacker
Center Stationar: +0
[M.CS Left Arm Torso Right Arm Walked Y +1
1 Medium X-Pulse HD 6 6[F — 3 6 9 (18) (27) Ran 2
Laser Jumped +3
Prone +2
Skidding +1
Left Right Terrain
Leg Center Leg Light Woods +1/hex
(24) Torso (24) Heavy Woods +2/hex
(8) Partial Cover +1
Target
Prone (adjacent hex) 2
Ammo: (SRM 6) 15 Prone (glher hex) +1
Immobile -4
Quirks: Command Mek, Extended Torso Twist, Improved Skidding 2
Communications, Ubiquitous (Inner Sphere), Ubiquitous Moved 0-2 hexes +0
; Moved 3-4 hexes +1
| Ki
(Clans), Cramped Cockpit Left Right Moved 5-6 hexes +2
Torso Rear Torso Rear Moved 7-9 hexes +3
(6) (6) Moved 10-17 hexes +4
Moved 18-24 hexes +5
Moved 25+ hexes +6
BV: 2,134 Jmpe o
§ -4 {a) INTERNAL STRUCTURE DIAGRAM BattleArmor unit 41
\ . / Secondary target (front) +1
/4 \ Standard Structure Secondary target (side/rear) +2
CR| Tl CAL TABLE N Head Large support vehicle -1
Head Left Torso (13) y Right Torso (13) 5 or grounded DropShip
Left Arm 1. LifeSupport Right Arm a‘g;’e i )
2. Sensors sor hit *
1. Shoulder : 1. Shoulder o Shoulder hit 44
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30+ Arm Actuator 1
1.3 3 Lower Arm Actuator 4. Medium X-Pulse L aser 1.3 3 Lower Arm Actuator o > \ /
"2 4. Hand Actuator 5. Sensors ™ 4. Hand Actuator o —
5. Roll Again 6. Life Support 5.[ Heavy PPC ° | 26" | / \
6. Roll Again 6. Heavy PPC Left o| Right| 27 PHYSICAL ATTACKS
Al B
1. Roll Again Center Torso 1.| Heavy PPC (;")‘ ) ‘:’E;”) 126 1 | Avtack To-Hit Damage
2. Roll Again 1. XL Fusion Engine 2.LHeavy PPC O, 25* Punch +0 6
4-6 3. Roll Again 2. XL Fusion Engine 46 3. Roll Again 24* Kick -2 11
4. Roll Again 3. XL Fusion Engine 4. Roll Again o Push -1 —
5. Roll Again 1-3 4 Gyro 5. Roll Again 3 Club -1 11
6. Roll Again 5. Gyro 6. Roll Again | << ] Charge +0 S/Hex
6 Gyro Left Right 21 DFA +0* 17
- Gy Leg Leg S0+ |\ *Modified by target piloting skill
1. Gyro X (13) (13) — \ /
Left Torso (CASEI) 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18* / \
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17% PUNCH LOCATION TABLE
1.3 3 XL Fuson Engine 5. Jump Jet 1.3 3 XL Fusion Engine - [ 16 | | pieral
4.[ Double Heat Sink 6. Roll Again 4. Jump Jet Double Heat Sinks: — (1D6) Ls FIR RS
5.| Double Heat Sink 5. Jump Jet 12 (24) 15 1 LT LA RT
6.LDouble Heat Sink Engine HitsO O O 6.[MASC Level* Effects 14* 2 LT LT RT
GyroHitsO O 30 Shutdown 1 3 or or or
13*
1. Jump Jet Sensor HitsO O 1| MASC 28 Ammo Exp, avoid on 8+ 88 — 4 LA RT RA
2. Jump Jet Life Support © 2LmAsc 26 Shutdown, avoid on 10+ o) | 12 | 5 LA RA RA
4-6 3[SRM 6 3. Roll Again 25 -5 Movement Points 3 11 6 HD HD HD
4.LSRM 6 4. Roll Again 24 +4Modifier to Fire 10% \ /
5. Ammo (SRM 6) 15 5. Roll Aga!n 23 Ammo Exp, avoid on 6+ @) T
6. CASEll 6. Roll Again 22 Shutdown, avoid on 8+ O — / \
20 -4 Movement Points ©) & KICK LOCATION TABLE
19 Ammo Exp, avoid on 4+ O 7 bie Rl
Left Leg Right Leg 18 Shutdown, avoid on 6+ O 6 (106) Ls FIR RS
1. Hip 1. Hip 17 +3 Modifier to Fire @) 5 13 L RL RL
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points 2 | 46 LL LL RL
3. Lower LegActuator 3. Lower LegActuator 14 Shutdown, avoid on 4+ — \ /
4. Foot Actuator 4. Foot Actuator 13 +2Modifier to Fire =
5. Roll Again 5. Roll Again 10 -2 Movement Points 2
D Transf . ifi i 1
6. Roll Again e 6. Roll Agan 8  +1Modfier toFire Ml{  FACINGAFTERFALL )
\\ / \\ 5 -1Movement Points / —
| 0 || pieral
(1D6) New Facing Hit Location
© 2023 The Topps Company, Inc. Classic BattleT ech, BattleTech, "M ech and BattleM ech are trademarks 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 1Hexs " " .
/ \ exside Right Right Side
3 2 Hexsides Right Right Side
MOVEMENT RECORD " Opposite Direction Rear
5 2 Hexsides Left Left Side
6 1 Hexside Left Left Side
Turn# 1 2 3 4 5 6 7 8 9 10 \
Hex/Facing / \
Move Mode CLUSTERHITSTABLE
DieRoll
(2D6) 6
2 2
3 2
4 3
Turn # 1 12 13 14 15 16 17 18 19 20 : M
Hex/Facing 7 4
8 4
Move Mode 9 5
10 5
1 6
12 6




B-TTLETECH

ARMOR DIAGRAM

Heavy Ferro-Fibrous

{ HIT LOCATION TABLE \

DieRoll
Head (9
Left Torso ead (9) Right Torso (ZDG) LS FIR RS
(8) (8) 2 LT(C) CT(C) RT(C)
BATTLEMECH RECORD SHEET 3 LL RA RL
—————\ 4 LA RA RA
ECH D N\ WARRIOR DATA 5 LA RL RA
Type: Locust LCT-7V2 Name: Henri Guerrero 3 II:'II_' EI E‘II_'
Movement Points: Tonnage: 20 . - .
. G Skill: 4 Piloting Skill:
Walking: 10 Tech Base: Inner Sphere unnery toting > 8 CT LT CT
Running: 15 RulesLevel: Standard Hits Taken 9 RT LL LT
Jumping: 0 Role: Sniper Consciousness # 10 RA LA LA
Engine Type: 200 Light 1 RL LA LL
Weapons & Equipment Inventory (hexes) 12 HD HD HD
Qty Type Loc Ht Dmg Min Sht Med Ln *A result of 2 may inflict acritical hit]
1 ERSmall Laser LA 2 3[DE — 2 4 5 \ /
1 ERSmall Laser RA 2 3[DE] — 2 4 5
. Center
1 LightPPC CT 5 5[DE| 3 6 12 18 Left A Right A
© oy COSN(  ToriTvODIFIERS )
Attacker
Stationary +0
Walked +1
Center Ran +2
Torso Prone +2
2
(2) Skidding +1
Terrain
Light Woods +1/hex
Heavy Woods +2/hex
Quirks: Compact Mek, Narrow/Low Profile, Cramped Cockpit, - Pa:al Cover 1
- arg
No/Minimal Arms, Weak Legs
s = Leit Right Prone (adjacent hex) 2
Torso Rear Torso Rear Prone (other hex) +1
2 ) Immobile -4
Skidding -2
. Moved 0-2 h +0
\ BV: 634 @ INTERNAL STRUCTURE DIAGRAM o oxes
\ / Moved 3-4 hexes +1
/ \ Endo Steel Moved 5-6 hexes +2
CRITICAL TABLE \ Head Moved 7-9 hexes +3
Head Left Torso (5) ] Right Torso (5) Moved 10-17 hexes +4
Left Arm 1. 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 30% Jumped +1
3. ER Small Laser 4. Heavy Ferro-Fibrous 3. ER Small Laser o | .
- - 2
1-3 4. Heavy Ferro-Fibrous 5. Sensors 1-3 4. Heavy Ferro-Fibrous —i BattleArmor unit 1
5. Heavy Ferro-Fibrous 6. Life Support 5. Heavy Ferro-Fibrous | 26" | Secondary target (f.ront) +1
6. Heavy Ferro-Fibrous 6. Heavy Ferro-Fibrous Left Right| 27 | Secondary target (sidefrear) +2
Al Large support vehicle -1
1. Heavy Ferro-Fibrous Center Torso 1. Heavy Ferro-Fibrous (r;; 73"; 26 | 9 SSdD i
2. Heavy Ferro-Fibrous 1. Light Fusion Engine 2. Heavy Ferro-Fibrous | 25+ | or groun ropShip
4-6 3. Heavy Ferro-Fibrous 2. Light Fusion Engine 46 3. Heavy Ferro-Fibrous 24* Damage
4. Heavy Ferro-Fibrous 3. Light Fusion Engine 4. Heavy Ferro-Fibrous 23 Sensor hit +2
5. Heavy Ferro-Fibrous 13 4. Gyro 5. Heavy Ferro-Fibrous ? Shoulder hit +4
6. Roll Again 5. Gyro 6. Roll Again Left Rght [ ] Arm Actuator +1
6. Gyro Le Le A
9 g 2| \ /
1. Gyro . (4) (4) —
Left Torso 2. Light Fusion Engine Right Torso [ 19 | / \
1. Light Fusion Engine 3. Light Fusion Engine 1. Light Fusion Engine 18* PHYSICAL ATTACKS
2. Light Fusion Engine 4-6 4. Light Fusion Engine 2. Light Fusion Engine 17* R
1.3 3[DoubleHeat Sink 5.[ Light PPC 1.3 3[Double Heat Sink o | Attack To-Hit  Damage
"9 4.| Double Heat Snk 6.LLight PPC "9 4. Double Heat an Double Heat Sinks: —— Punch +3 1
5.LDouble Heat Sink 5.LDouble Heat Sink 10 (20) 15 Kick -2 4
6. Endo Steel Engine HitsO O O 6. Endo Steel Level* Effects 14+ Push 1 _
GyroHitsO O 30  Shutdown o |
1. Endo Steel Sendor HitsO O 1. Endo Sted 28 Ammo Exp avoid on 8 8 1o | | chage W0 e
2. Endo Steel Life Support © 2. EndoSted 26 Shutdown, avoid on 10+ 3 | 12 | | *Modified by target piloting skill
4-6 3. Endo Steel 3. Endo Steel 25 —5Movement Points 11 \ /
4. Endo Sted! 4. Endo Sted! 24 +4Modifier to Fire o 10
2' Engo gz (55 Engo gz 23 Ammo Exp, avoid on 6+ o o | y/ \
- Endo - Endo 22 Shutdown, avoid on 8+ ©) £ PUNCH LOCATION TABLE
20 -4 Movement Points O L 1 °
19 Ammo Exp, avoid on 4+ O 7 Die Roll
Left Leg Right Leg 18 Shutdown, avoid on 6+ O 5 || (Do) LS FIR RS
1. Hip 1. Hip 17 +3 Modifier to Fire @) 5 1 LT LA RT
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement F‘oints 2 2 LT LT RT
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ — 3 cr cT cT
4. Foot Actuator 4. Foot Actuator 13 +2Modifier to Fire = 4 LA RT RA
5. Heavy Ferro-Fibrous b Trans 5. Heavy Ferro-Fibrous 10 -2 Movement Points 2 5 LA RA RA
6. Heavy Ferro-Fibrous amg?:gr;? & 6. Heavy Ferro-Fibrous 8  +1Modifier toFire 1 6 "D "D "D
M i L
\. VAN 5 ovement Points / 3 \ )
© 2023 The Topps Company, Inc. Classic BattleT ech, BattleTech, "M ech and BattleM ech are trademarks of The Topps Company, Inc. All rightsreserved.
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. / \
/4 \ KICK LOCATION TABLE
MOVEMENT RECORD )
DieRoll
(1D6) LS FIR RS
Turn# 1 2 3 4 5 6 7 8 9 10 13 LL RL RL
Hex/Facing 4-6 LL LL RL
Move Mode \ /
/ FACING AFTER FALL \
DieRaoll
(1D6) New Facing Hit Location
Turn# 11 12 13 14 15 16 17 18 19 20 1 Same Direction  Front
" 2 1 Hexside Right Right Side
Hex/Facing 3 2HexsdesRight Right Side
Move Mode 4 Opposite Direction  Rear
5 2 HexsidesLeft  Left Side
6 1HexsideLeft Left Side
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