B-TTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

{ HIT LOCATION TABLE \

DieRoll
Head (9) (2D6) LS FIR RS
Left Torso Right Torso o* LT(C) cT(©) RT(C)
(28) 3 LL RA RL
BATTLEMECH RECORD SHEET B A RA RA
/—\ 5 LA "L RA
MECH D \ WARRIOR D 6 LL RT RL
" 7 LT cT RT
Type: BattleMaster BLR-4S Name: Captain Ylva Chien 000 8 CcT LT CcT
Movement Points: Tonnage: 85 ) _— . O_ O 9 RT LL LT
. Gi Skill: 2 Piloting Skill: 3 O 0 O
Walking: 4 Tech Base: Inner Sphere unnery toting > OOOOO 10 RA LA LA
Running: 6 RulesLevel: Standard Hits Taken OOOOO 1 RL LA LL
Jumping: 0 Role: Brawler Constiousness # (O)(e) 12 HD HD HD
Engine Type: 340 Light 80808 *A result of 2 may inflict acritical hit. /
Weapons & Equipment Inventory (hexes) 020
Qty Type Loc Ht Dmg Min Sht Med Ln ogogo / \
2 Small Pulse Laser LA 2 3[PAI| — 1 2 3 (¢) TO-HIT MODIFIERS
1 GaussRifle RA 1 15[DBX] 2 7 15 2 Attacker
Center i
1 SRM6 LT 4 2md - 3 6 9 Left Arm Torso Right Arm \?v:f:day :(1)
2
_ MCS (%) (41) Ren w2
w/Artemis IV Prone 2
2 ERMedium Laser LT 5 5[DE] — 4 8 12 Skidding +1
1 Medium Laser LT 3 5[DE — 3 6 9 ) Terrain
X Left Right Light Woods +Uhex
2 ER Medium Laser RT 5 5[DE — 4 8 17 L;g Center L;; Heavy Woods +2lhex
1 Medium Laser RT 3 5[DE] — 3 6 9 (28) Tres (28) Partial Cover +1
Total Heat (Dissipation): 35 (26) Target
Prone (adjacent hex) -2
Prone (other hex) +1
Immobile -4
Skidding -2
. Moved 0-2 hexes +0
Ammo: (Gauss) 24, (SRM 6 Artemis) 30 Moved 3-4 hexes +1
Quirks: Command Mek, Weak Head Armor (1) Left Right Moved 5-6 hexes +2
9 Moved 7-9 hexes +3
Torso Rear Torso Rear Moved 10-17 hexes 4
(8) (8) Moved 18-24 hexes +5
Moved 25+ hexes +6
Jumped +1
BV: 3,390 D) INTERNAL STRUCTURE DIAGRAM BattleArmor unit 1
N\ . u Secondary target (front) +1
/ \ \ / Standard Structure Secondary target (side/rear) +2
Large support vehicle -1
CRITICA ABLE N Head or grounded DropShip
Head Left Torso (18) ] Right Torso (18) Damage
Left Arm 1. LifeSupport Right Arm o} Sensor hit +2
1. Shoulder 2. Sensors 1. Shoulder 9 Shoulder hit +4
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 9 3 | \ Arm Actuator 1 /
1.3 3. Lower Arm Actuator 4. Ferro-Fibrous 1.3 3. Lower Arm Actuator b >
"2 4. Hand Actuator 5. Sensors ™ 4. Hand Actuator g F / \
6. Small Pulse Laser 6.| GaussRifle 81 riont|27 PHYSICAL ATTACKS
v ) o8 A Attack To-Hi D
1. Ferro-Fibrous Center Torso 1.| GaussRifle o) (rlrz L2 R::]a; °+0 t ajgage
2. Ferro-Fibrous 1. Light Fusion Engine 2. GaussRifle 2 > | Kick 2 17
4-6 3. Ferro-Fibrous 2. Light Fusion Engine 4-6 3.| GaussRifle 24* Push 1 _
4. Roll Again 13 3. Light Fusion Engine 4.| GaussRifle 23+ Club 1 17
5. Roll Again 9 4. Gyro 5.LGauss Rifle — "
6. Roll Agan 5. Gy 6. Ferro-Fibrous 22 Chergg »+C-' i Bex
g 9 . Gyro g Left Right T \*Modlflad by target piloting skill /
6. Gyro Leg Leg F
1. Gyro . (18)  —
Left Torso  (CASE) 2. Light Fusion Engine Right Torso 10 | /4 \!
- : ] h ; p | : ; PUNCH LOCATION TABLE
1. Light Fusion Engine 3. Light Fusion Engine 1. Light Fusion Engine 18*
2. Light Fusion Engine 4-6 4. Light Fusion Engine 2. Light Fusion Engine 17% DieRoll
13 3.[SRM 6 5. Ferro-Fibrous 1-3 3. ER Medium Laser T (1D6) LS FIR RS
4.LSRM 6 6. Ferro-Fibrous 4. ER Medi“m Laser Double Heat Sinks: o | 1 LT LA RT
5. Artemis|V FCS 5. Medium Laser 13(26) 15 2 LT LT RT
6. ER Medium Laser EngineHitsO OO 6. Ammo (Gauss) 8 Level* Effects 14* 3 cT cT cT
GyroHitsO O 30  Shutdown | 4 LA RT RA
" 13+
1. ER Medlum Laser Sensor HitsO O 1. Ammo (Gauss) 8 28 Ammo Exp, avoid on 8+ 88 == 5 LA RA RA
2. Medium Laser , Life Support O 2. Ammo_(Gaus) 8 26 Shutdown, avoid on 10+ 00 iz 6 HD HD HD
4-6 3. Ammo (SRM 6Artem!5) 15 3. Ferro-Fi brous 25 -5 Movement Points 11 \ /
4. Ammo (SRM 6 Artemis) 15 4. Ferro-Fibrous 24 +4 Modifier to Fire O _10*
5. CASE 5. Roll Again 23 Ammo Exp, avoid on 6+ ®) 5 /4 \
6. Ferro-Fibrous 6. Roll Again 22 Shutdown, avoid on 8+ O = KICK LOCATION TABLE
20 -4Movement Points ©) IR | ——
v 19 Ammo Exp, avoid on 4+ O | 7 ] (1D6) Ls FIR RS
Left Leg CH’[H I.QS.[ Right Leg 18  Shutdown, avoid on 6+ O 6 13 L RL RL
1. Hip g fd 1. Hip 17 +3 Modifier to F?re @) 5 46 LL LL RL
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points 2 \ /
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ —
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire = /4 \
5. Ferro-Fibrous 5. Ferro-Fibrous 10 -2Movement Points 2 FACING AFTER FALL
. Damage Transfer X 8 +1Modifier to Fi —
6. Ferro-Fibrous : 6. Ferro-Fibrous odifier to Hre 1 .
Diagram 5 -1 Movement Points |—roy | DieRoll
\, / '\ / 0 (1D6) New Facing Hit Location
1 Same Direction Front
© 2024 The Topps Company, I nc. Classic BattleTech, BattleTech, 'Mech 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. 3 2 Hexsides Right Right Side
/ \ 4 Opposite Direction Rear
MOVEMENT RECORD 5 2HexsidesLeft  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) 6
2 2
3 2
4 3
5 3
Turn # 11 12 13 14 15 16 17 18 19 20 4 :
Hex/Facing 8 4
9 5
Move Mode 10 5
1 6
12 6

Artemis|V FCS: +2




B-TTLETECH

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
—————\ 4 LA RA RA
ECH D N\ WARRIOR DATA 5 LA RL RA
Type: AwesomeAWS-QQ Name: Kurt Maekawa 3 II:'II_' EI E‘II_'
Movement Points: Tonnage: 80 . _— . 00O
. G Skill: 3 Piloting Skill: 4
Walking: 3 Tech Base: Inner Sphere unnery toting > O 0O 8 CT LT CT
Running: 5 RulesLevel: Standard Hits Taken 8 8 8 9 RT LL LT
Jumping: 0 ) Role: Sniper Consciousness # 000 10 RA LA LA
Engine Type: 240 Fusion 8 8 8 1 RL LA LL
Weapons & Equipment Inventory (hexes) 00 0O 12 HD HD HD
Qty Type Loc Ht Dmg Min Sht Med Lni O O O *A result of 2 may inflict acritical hit]
1 PPC LA 10 10[DE] 3 6 12 18 ©o \ /
1 PPC RA 10 10[DE] 3 6 12 18
1 PPC LT 10 10[DE] 3 6 12 1§ Left Arm CTZ?‘SZ' Ri y/ \
ght Arm
1 PPC RT 10 10[DE] 3 6 12 1§ (31) (26) TO-HIT MODIFIERS
1 ECM Suite CT — [g — — — 6 Attacker
(Guardian) Stationary +0
1 Small Laser HD 1 3[DE] — 1 2 3 Leit Right Walked +1
Total Heat (Dissipation): 41 (38) Leg Center Leg Ran +2
(34) Torso (34) Prone +2
(19) S
Skidding +1
Terrain
o Light Woods +1/hex
8 8 Heavy Woods +2/hex
o O i
5 o Partial Cover +1
Quirks: Battle Fists (LA) 8 8 Target
Left o O Right Prone (adjacent hex) -2
Torso Rear 8 8 Torso Rear Prone (other hex) 1
(19 (19 Immobile -4
Skidding -2
. Moved 0-2 h +0
\ BV: 2475 o) INTERNAL STRUCTURE DIAGRAM over e nees
/ Moved 3-4 hexes +1
/ \ \ Standard Structure Moved 5-6 hexes 2
CRITICAL TABLE \ Head Moved 7-9 hexes +3
Head Left Torso (17) ] Right Torso (17) Moved 10-17 hexes +4
Left Arm L. LifeSupport Right Arm o) Moved 18-24 hexes +5
1. Shoulder 2. Sensors 1. Shoulder S Moved 25+ hexes +6
2. Upper Arm Actuator 3. Cojlplt 2. Upper Arm Actuator o 30% Jumped 1
3. Lower Arm Actuator 4. Small Laser 3. Lower Arm Actuator o} .
- - 2
1-3 4.[ Double Heat Sink 5. Sensors 13 4.[ Double Heat Sink g —i BattleArmor unit 1
5.| Double Heat Sink 6. LifeSupport 5.| Double Heat Sink o 28" | | Secondary target (front) +1
6.LDouble Heat Sink 6.LDouble Heat Sink 21 Riont|2z Secondary target (sidefrear)  +2
o Large support vehicle -1
1.[ Double Heat Sink Center Torso 1.[ Double Heat Sink o 712 2 | g SSdD -
2.| Double Heat Sink 1. Fusion Engine 2.| Double Heat Sink O | 25+ | or groun ropship
46 3.LDouble Heat Sink 2. Fusion Engine 46 3.LDouble Heat Sink 24* Damage
4.[PPC 3. Fusion Engine 4.[PPC o Sensor hit +2
5| PPC 1-3 4 Gyro 5| PPC 1| snoudernit 4
6.LPPC 5. Gyro 6.LPPC Left Right — Arm Actuator +1
6. Gyro Le Le i
9 g 2| \ /
1. Gyro . (17) (17)  pP—
Left Torso 2. Fusion Engine nght Torso &
1.[ Double Heat Sink 3. Fusion Engine 1.[ Double Heat Sink 18* / PHYSICAL ATTACKS \
2.| Double Heat Sink 4-6 4. Fusion Engine 2.| Double Heat Sink 17% 3
1-3 3.LDouble Heat Sink 5.[ ECM Suite (Guardian) 1-3 3.LDouble Heat Sink T Attack To-Hit Damage
"2 4.[Double Heat Sink 6.LECM Suite (Guardian) "> 4.[Double Heat Sink Double Heat Sinks: — Punch +1 8
5.| Double Heat Sink 5.| Double Heat Sink 19 (38) 15+ Kick -2 16
6.L Double Heat Sink EngineHitsO O O 6.L Double Heat Sink Level* Effects 4 Push 1 -
GyroHits 30  Shutdown 1
1.[ Double Heat Sink Sengor Hitsgg 1.[ Double Heat Sink 28 Ammo Exp avoid on 8 (oo 13 || Charge +0* 8/Hex
2.| Double Heat Snk Life Support © 2.| Double Heat $nk 26 Shutdown, avoid on 10+ o0 12 *Modified by target piloting skill
3.LDouble Heat Sink 3.LDouble Heat Sink 25 -5 Movement Painis (0]0) 1]\
4-6 4 rppc 4-6 4 rppc . h (@]e) — /
: : 24 +4 Modifier to Fire 10%
5.| PPC 5.| PPC 23 Ammo Exp, avoid on 6+ O O 9 / \
6.LPPC 6.LPPC 22 Shutdown, avoid on 8+ ()6} ? PUNCH LOCATION TABLE
20 -4 Movement Points (o)) | & 11"
19 Ammo Exp, avoid on 4+ o0 7 Die Roll
Left Leg Right Leg 18 Shutdown, avoid on 6+ 00 5 || e Ls FIR RS
1. Hip 1. Hip 17 +3 Modifier to F?re @) 5 1 LT LA RT
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3Movement Points 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 +2 Modifier to Fire = 4 LA RT RA
5. Roll Again 5. Roll Again 10 -2 Movement Points 2
DamageTransfer i 8 +1Modifier to Fire 5 LA RA RA
6. Roll Again Diagram 6. Roll Again 1 6 HD HD HD
-1M 1l f—
\. VAN 5 ovement Points / 7 \ )
© 2024 The Topps Company, Inc. Classic BattleT ech, BattleTech, "M ech and BattleM ech are trademar ks 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 1-3 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




ARMOR DIAGRAM

™ / A\
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 . A A RA
/—\ 5 LA RL RA
ECHD \ WARRIOR DATA 6 LL RT RL
. 7 LT cT RT
Type Thunderbolt TDR-9SE Name: Jm Mwara 50 8 cT LT cT
Movement Points: Tonnage: 65 . . . 9 RT LL LT
: G Skill: 3 Piloting Skill: 5 0 O
Walking: 4 Tech Base: Inner Sphere unnery S vieting = [oXe) 10 RA LA LA
Running: 6 RulesLevel: Standard Hits Taken [ole) u RL LA LL
Jumping: 4 Role: Skirmisher ¢ 4 [ele) 12 HD ~ HD  HD
EngineType: 260 Fusion onemousIes 8 8 *A result of 2 may inflict acritical hit. /
Weapons& Equipment Inventory (hexes) O O
Qty Type Loc Ht Dmg Min Sht Med Lni 0 O /4 \
1 LargePulseLaser RA 10 9[P — 3 7 10 © 9 TO-HIT MODIFIER
1 LRM 10 LT 4 1Umd 6 7 14 21 Attacker
Center Stationar: +0
) [M,C.S] Left Arm Torso Right Arm Wallked Y 1
3 Medium Laser LT 3 5[DE] — 3 6 9 (30) (20) Ran 42
Total Heat (Dissipation): 23 (30) Jumped +3
Prone +2
Skidding +1
Left Right Terrain
Leg Center Leg Light Woods +1/hex
(30) Torso (30) Heavy Woods +2/hex
(12) Partial Cover +1
Target
Prone (adjacent hex) -2
Prone (other hex) +1
Immobile -4
Ammo: (LRM 10) 12 Skidding 2
Quirks: Multi-Trac, Rugged (2 Point), Ubiquitous (Inner Moved 0-2 hexes +0
h Moved 3-4 hexes +1
Sphere) 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
. Jumped +1
\, BV: 1727 (& INTERNAL STRUCTURE DIAGRAM BattleArmor it "
\ / 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 (15) y Right Torso (15) o or grounded DropShip
Left Arm 1. LifeSupport Right Arm arg;;e ‘
1sor 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 Lower Arm Actuator 4. Roll Again 1.3 3 Lower Arm Actuator > \ /
"2 4. Hand Actuator 5. Sensors ™ 4. Hand Actuator —
5.[ Double Heat Sink 6. Life Support 5.[ Large Pulse Laser | 26" | / \
6.| Double Heat Sink 6.LLarge Pulse Laser Right|_27 PHYSICAL ATTACKS
1.L Double Heat Sink Center Torso 1. Roll Again ‘:’{g [ 261 Attack To-Hit Damage
2. Roll Again 1. Fusion Engine 2. Roll Again | 25* | Punch +0 7
4-6 3. Roll Again 2. Fusion Engine 46 3. Roll Again 24* Kick -2 13
4. Roll Again 3. Fusion Engine 4. Roll Again o Push -1 —
5. Roll Again 1-3 4 Gyro 5. Roll Again 3 Club -1 13
6. Roll Again 5. Gyro 6. Roll Again = Charge +0 6/Hex
6. Gyro Right 21 DFA +0* 20
| Leg ? *Modified by target piloting skill
1. Gyro X (15) — \ /
Left Torso  (CASE) 2. Fusion Engine Right Torso | 19* |
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+ PUNCH LOCATION TABLE
1-3 3.LDouble Heat Sink 5. Roll Again 1-3 3.LDouble Heat $nk - T DieRoll
4. Jump Jet 6. Roll Again 4.[ Double Heat Sink Double Heat Sinks: —1| @y Ls FIR RS
5. Jump Jet 5.| Double Heat Sink 15 (30) 15 1 LT LA RT
6.[LRM 10 EngineHitsO OO 6.L Double Heat Sink Level* Effects 14 2 LT LT RT
GyroHitsO O ) 30  Shutdown = | 3 cT cT cT
1 LRM 10 Sensor HitsO O 1.[ Double Heat $nk 28 Ammo Exp, avoid on 8+ 88 =i 4 LA RT RA
2. Med!um Laser Life Support O 2.| Double Heat $nk 26 Shutdown, avoid on 10+ 00 12 5 LA RA RA
4-6 3. Med!um Laser 3.LDouble Heat Sink 25 -5 Movement Points 11 6 HD HD HD
4. Medium Laser 4. Jump Jet 24 +4Modifier to Fire (@]e) _10* \ /
5. Ammo (LRM 10) 12 5. Jump Jet 23 Ammo Exp, avoid on 6+ (@]e) 1
6. CASE 6. Roll Again 22 Shutdown, avoid on 8+ O — / \
20 -4Movement Points ©) & KICK LOCATION TABLE
19 Ammo Exp, avoid on 4+ O 7 bieRall
Left Leg Right Leg 18 Shutdovx./n., avoid.on 6+ @) 6 (106) s ER 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 Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ — \ /
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire =
5. Roll Again 5. Roll Again 10 -2 Movement Points 2
D T o . —_—
6. Roll Again amg?;gr;;“ﬁef 6. Roll Again 8 +1Modifier to Fire T 4 FACING AFTER FALL \
\ / \\ 5 -1Movement Points / —
| O 1] DieRall
(1D6) New Facing Hit Location
© 2024 The Topps Company, Inc. 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 1Hexs " " .
/ \ exside Right Right Side
3 2 Hexsides Right Right Side
MOVEMENT RECORD 4 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) 10
2 3
3 3
4 4
Turn # 1 12 13 14 15 16 17 18 19 20 : e
Hex/Facing 7 6
8 6
Move Mode 9 s
10 8
1 10
12 10




B-TTLETECH

ARMOR DIAGRAM

Standard Armor

{ HIT LOCATION TABLE \

DieRoll
Head (9) (2D6) LS FIR RS
Left Torso Right Torso o* LT(C) cT(©) RT(C)
BATTLEMECH RECORD SHEET : o
y =\ 5 LA RL RA
ECH D N\ WARRIOR DATA 6 LL RT RL
7 LT cT RT
Type: CaIapuIt CPLT-CAC Name: KalamaHaoa 8 cT LT cT
Movement Points: Tonnage: 65 - . . 9 RT LL LT
Walking: 4 Tech Base: Inner Sphere Gunnery Sill: 3 Piloting Skill: 5 10 RA LA LA
Running: 6 RulesLevel: Standard Hits Taken 1 RL LA LL
Jumping: 4 Role: Missile Boat Consciousness# 12 HD HD HD
Engine Type: 260 XL *A result of 2 may inflict acritical hit. /
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min sht Med Ln / \
[M,C,9 Attacker
1 LRM 20 RA 6 1M 6 7 14 21 Left Arm CTZ?‘SZ' Right Arm Stationary +0
M.CS] (22) Walked +1
Ran +2
1 ActiveProbe LT — [g] - — — 4 Jumped 43
(Beagle) Prone +2
1 LargeLaser RT 8 8[DE — 5 10 15 ! Skidding 1
Left Right Terrain
1 Small Pulse Laser CT 2 3[PAI — 1 2 3 Leg Center Leg Light Woods +Uhex
Total Heat (Dissipation): 22 (20) () T‘(’;S)D (%) Heavy Woods +2lhex
Partial Cover +1
Target
Prone (adjacent hex) -2
Prone (other hex) +1
Immobile -4
Skidding 2
Ammo: (LRM 20) 24 Moved 0-2 hexes +0
Quirks: No/Minimal Arms, Weak Head Armor (1) Left Right Moved 3-4 hexes +1
Moved 5-6 hexes +2
Torso Rear Torso Rear Moved 7-9 hexes 43
(6) (6) Moved 10-17 hexes +4
Moved 18-24 hexes +5
Moved 25+ hexes +6
\_BY: 1739 ) .
BattleArmor unit +1
/ \ \ — / Standard Structure Secondary target (front) +1
Secondary target (side/rear) +2
CRITICAL TABLE N\ Head L arge support vehicie o
Head Left Torso (15) ] Right 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 20 4. Roll Again 3[LRM 20 E3AN Arm Actuator = /
1-3 4| Lru 20 5. Sensors 13 4|rm 20 —
5[LRM 20 6. LifeSupport 5[LRM 20 28" |
rm
;' IF}E:V]AZO Center_Torso_ LILRM 20. (10 ? Attack To-Hit Damage
. gain 1. XL Fusion Engine 2. Roll Again = Punch +3 3
4-6 3. Roll Again 2. XL Fus!on Eng!ne 4-6 3. Roll Again Zi Kick 2 13
4. Roll Again 3. XL Fusion Engine 4. Roll Again 23¢ Push 1 _
5. Roll Again 1-3 4. Gyro 5. Roll Aga?n ? Charge 0 6/Hex
6. Roll Again 5. Gyro 6. Roll Again Right f— DFA +O* 20
6. Gyro Leg A \*Modifiedbytarga piloting skill /
1. Gyro . (15) 20" |
Left Torso 2. XL Fusion Engine Right Torso 19 |
2. XL Fusion Engine 4. XL Fusion Engine 2. XL Fusion Engine 17%
13 3. XL Fusion Engine 5. Small Pulse Laser 1-3 3. XL Fusion Engine T DieRoll
4. Jump Jet 6. Roll Again 4. Jump Jet Double Heat Sinks: — (1D6) LS FIR RS
5. Jump Jet - - 5. Jump Jet 10 (20) | 15* | 1 LT LA RT
6. Active Probe (Beagle) EngineHitsO O O 6.[ Large Laser Level* Effects 14+ 2 LT LT RT
) GyroHitsO O 30  Shutdown o o | 3 cT cT cT
1.LActive Probe (Beagle) Sensor HitsO O 1.lLargeLaser 28 Ammo Exp, avoid on 8+ O | > 4 LA RT RA
2. Ammo (LRM 20) 6 Life Support © 2. Ammo (LRM 20) 6 26 Shutdown, avoid on 10+ | 12 | 5 LA RA RA
4.6 > AmmO(LRM 206 3. Ammo (LRM 20) 6 25 -5 Movement Points O 1 6 HD HD HD
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O F \ /
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ @) | —
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O L / \
2 s Novemen P o (=]
19 Ammo Exp, avoid on 4+ O l 7 1] dieran
Left Leg Right Leg 18  Shutdown, avoid on 6+ @) 6 (106) Ls FR RS
1. Hip 1. Hip 17 +3Modifier to Fire @) Ex 13 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+ 2\ /
4. Foot Actuator 4. Foot Actuator ig +22'\T°diﬁe”°P?re =
5. Roll Again 5. Roll Again -2 Movement Points 2
6. Roll Agan amsge IS 6 ol Agan 8 +1Modiie o e EN
5 -1 Movement Points — )
\, / '\ / 0 DieRoll
. (1D6) New Facing ~ Hit Location
© 2024 The Topps Company, I nc. Classic BattleTech, BattleTech, 'Mech 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 1 Hexside Right Right Side
/ \ 3 2HexsidesRight ~ Right Side
MOVEMENT RECORD 4 OppositeDirection  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 /i \
DieRoll
(2D6) 20
2 6
3 6
4 9
Turn # 11 7 13 14 15 16 17 18 19 20 : 2
Hex/Facing 7 12
8 12
Move Mode 9 16
10 16
11 20
12 20




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)
(19) 3 LL RA RL
BATTLEMECH RECORD SHEET B A RA RA
—————\ 5 LA RL RA
ECHD \ WARRIOR DATA 6 LL RT RL
. 7 LT cT RT
Type: Shadow Hawk SHD-5M Name: Fergus Price 8 cT LT cT
Movement Points: Tonnage: 55 . - ; ] 9 RT LL LT
i G skill: 4 Piloting Skill: 5
Walking: 5 Tech Base: Inner Sphere unnery toting > o 10 RA LA LA
Running: 8 RulesLevel: Standard Hits Taken 8 11 RL LA LL
Jumping: 5 Role: Missile Boat Consciousness # 12 WD HD - HD
EngineTypez 275 XL g *A result of 2 may inflict acritical hit.
Weapons & Equipment Inventory (hexes) o
Qty Type Loc Ht Dmg Min Sht Med Lni /4 A\
1 Medium Laser RA 3 5[DE — 3 6 9 TO-HIT MODIFIER
1 UltraAC/5 LT 1 5/sht 2 6 13 20 Attacker
[DB,R/C] Center Stationary +0
’ Left Arm Torso Right Arm Walked 1
1 LRM 20 RT 6 1Md 6 7 14 21 (23) Ran +2
[M.C.8] Jumped +3
1 Streak SRM 2 HD 2 2MI[MC] — 3 6 9 Prone +2
T, Skidding +1
Total Heat (Dissipation): 12 (20) Left Right Terrain
Leg Center Leg Light Woods +1/hex
(20) Torso (20) Heavy Woods +2/hex
(8) Partial Cover +1
Target
Prone (adjacent hex) -2
Ammo: (LRM 20) 6, (Streak SRM 2) 50, (Ultra AC/5) 20 .T?Ziéﬁ‘!e' he) *j
Quirks: Battle Fists (LA), Battle Fists (RA), Improved Life Skidding 2
Support, Rugged (1 Point), Ubiquitous (Inner Sphere), Moved 0-2 hexes +0
- Moved 3-4 hexes +1
Ubiquitous (Clans) Left Right Moved 5.6 hexes 2
Torso Rear Torso Rear Moved 7-9 hexes +3
(7) (7) Moved 10-17 hexes +4
Moved 18-24 hexes +5
Moved 25+ hexes +6
. Jumped +1
\, BV: 1430 (& INTERNAL STRUCTURE DIAGRAM BattleArmor it "
\ / Secondary target (front) +1
/4 \ Endo Steel Secondary target (side/rear) +2
CR| Tl CAL TABLE N Head Large support vehicle -1
Head Left Torso (13) y Right Torso (13) o or grounded DropShip
Left Arm 1. Life Support Right Arm o i
sor hit +2
1. Shoulder 2. Sensors 1. Shoulder o Shoulder hit 4
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator ° 30 Arm Actuator “
1.3 3 Lower Arm Actuator 4. Streak SRM 2 1.3 3 Lower Arm Actuator o > \
"2 4. Hand Actuator 5. Sensors ™ 4. Hand Actuator o —
5. Endo Sted 6. Life Support 5. Medium Laser ° =1 / \
6. Endo Steel 6. Endo Steel Left ol Right] 27 PHYSICAL ATTACKS
Al B
1. Endo Steel Center Torso 1. Endo Steel (;"; o 7;; i Attack To-Hit Damage
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel O, | 25* | Punch +0 6
3. Endo Steel 2. XL Fusion Engine 3. Endo Steel 24* Kick -2 11
4-6 ) ; 4-6 — Push a —
4. Endo Steel 3. XL Fusion Engine 4. Endo Steel 23+
5. Endo Steel 1-3 4 Gyro 5. Endo Stedl 3 Club 1 u
6. Roll Again 5. Gyro 6. Endo Steel =3 Charge +0* S/Hex
+
6. Gyro Left Right 21 DFA o* 17
Leg Leg ? *Modified by target piloting skill
1. Gyro X (13) (13) — \
Left Torso  (CASE) 2. XL Fusion Engine Right Torso | 19" |
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18 | /4 A\
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. Jump Jet 6. Ammo (Streak SRM 2) 50 4. Jump Jet Double Heat Sinks: =11 «De Ls FIR RS
5. Jump Jet - - 5. Jump Jet 10 (20) i 1 LT LA RT
6. UltraAC/5 EngineHitsO O O 6.[ LRM 20 Level* Effects 14+ 2 LT LT RT
GyroHitsO O 30 Shutdown o o | 3 or or or
1.| UltraAC/5 Sensor HitsO O 1.|LRM 20 28  Ammo Exp, avoid on 8+ O T 4 LA RT RA
2| UltraAC/S Life Support © 2.|LRM 20 26 Shutdown, avoid on 10+ be) == 5 LA RA RA
4.6 | UraAcss 3.|LRM 20 25 -5Movement Points 11 6 HD HD HD
4luitraacrs 4lLRM 20 24 +4Modifier to Fire O o1 \
5. Ammo (Ultra AC/5) 20 5. Ammo (LRM 20) 6 23 Ammo Exp, avoid on 6+ (@) ]
6. CASE 6. Roll Again 22 Shutdown, avoid on 8+ O — / \
20 -4Movement Points ©) & KICK LOCATION TABLE
19 Ammo Exp, avoid on 4+ O 7 bieRall
Left Leg Right Leg 18 Shutdovx./n., avoid.on 6+ @) 6 (106) s ER 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 | 4-6 LL LL RL
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ — \
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire =
5. Roll Again 5. Roll Again 10 -2Movement Points 2
D Trans } 6 ) —
6. Roll Again e 6. Roll Agan 8  +1Modfier toFire Ml{  FACINGAFTERFALL )
\ / \\ 5 -1Movement Points / —
| O 1] DieRall
(1D6) New Facing Hit Location
© 2024 The Topps Company, Inc. 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 abs logo ar e trademarks 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 4 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) 2 20
2 1 6
3 1 6
4 1 9
Turn # 1 12 13 14 15 16 17 18 19 20 : : z
Hex/Facing 7 1 12
8 2 12
Move Mode 9 2 16
10 2 16
1 2 20
12 2 20




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 4 LA RA RA
/—\ 5 LA RL RA
ECHD \ WARRIOR DATA 6 LL RT RL
. . 7 LT cT RT
Type: Wolverine WVR-7TM2 Name: Jayashree Husssiri 8 cT LT cT
Movement Points: Tonnage: 55 . - . o 9 RT LL LT
. G sill: 4 Piloting Skill: 5
Walking: 5 Tech Base: Inner Sphere unnery toting > o 10 RA LA LA
Running:  8[10] RulesLevel: Standard Hits Taken 8 11 RL LA LL
Jumping: 5 Role: Skirmisher Consciousness # 12 HD ~ HD  HD
EngineTypez 275 XL g *A result of 2 may inflict acritical hit. /
Weapons & Equipment Inventory (hexes) o
Qty Type Loc Ht Dmg Min Sht Med Lni /4 A\
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,C.S Torso Right Arm Walked Y +1
1 Medium Pulse RT 4 6[P — 2 4 6 (23) Ran o
Laser Jumped +3
1 Medium Pulse HD 4 6[P — 2 4 6 Prone +2
Skidding +1
Laser :
I Right Terrain
Total Heat (Dissipation): 27 (24) Center Leg Light Woods +1/hex
Torso (18) Heavy Woods +2/hex
(8) Partial Cover +1
Target
Prone (adjacent hex) 2
Ammo: (SRM 6) 15 Prone (gther hex) "1
Immobile -4
Quirks: Command Mek, Extended Torso Twist, Improved Skidding -2
Communications, Protected Actuators, Ubiquitous (Inner Moved 0-2 hexes +0
T n Moved 3-4 hexes +1
Sphere), Ubiquitous (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
. Jumped +1
\ BV: 1,752 @ INTERNAL STRUCTURE DIAGRAM BattleArmor Unit "
\ / Secondary target (front) +1
/4 \ Standard Structure Secondary target (side/rear) +2
CRITICAL TABLE N Head Large support vehicle -1
Head Left Torso (13) ] Right Torso (13) o or grounded DropShip
Left Arm 1. LifeSupport Right Arm arg;;e ; ,
2. Sensors sor hit *
1. Shoulder : 1. Shoulder o Shoulder hit 4
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator ° 30 Arm Actuator “
1.3 3 Lower Arm Actuator 4. Medium 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 13, Gyro 5. Roll Again 3 Club -1 1
6. Roll Again 5. Gyro 6. Roll Again =3 Charge +0* S/Hex
6 Gyro Left Right 21 DFA +0* 17
- GV Leg Leg ? *Modified by target piloting skill
1. Gyro . (13) (13)  pP— \ /
Left Torso 2. XL Fusion Engine Right Torso 19 |
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18* / \
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion 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 EngineHitsO OO 6. Medium Pulse L aser 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 T 4 LA RT RA
2. Jump Jet Life Support © 2. MASC 26 Shutdown, avoid on 10+ bo) — 5 LA RA RA
4.6 >[SRM6 3LMASC 25 -5 Movement Points 11 6 HD HD HD
4.LSRM 6 4. Roll Again 24 +4Modifier to Fire o 10* \ /
5. Ammo (SRM 6) 15 5. Roll Again 23 Ammo Exp, avoid on 6+ @) ]
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O — / \
20 -4Movement Points ©) & KICK LOCATION TABLE
19 Ammo Exp, avoid on 4+ O 7 bieRall
Left Leg Right Leg 18 Shutdovx./n., avoid.on 6+ @) 6 (106) s ER 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 Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ — \ /
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire =
5. Roll Again 5. Roll Again 10 -2 Movement Points 2
D Trans } 6 ) —
6. Roll Again e 6. Roll Agan 8  +1Modfier toFire Ml{  FACINGAFTERFALL )
\ / \\ 5 -1Movement Points / —
| O 1] DieRall
(1D6) New Facing Hit Location
© 2024 The Topps Company, Inc. 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 1Hexs " " .
/ \ exside Right Right Side
3 2 Hexsides Right Right Side
MOVEMENT RECORD 4 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

Ferro-Fibrous

/

/

/

/

/

/

DieRoll
Head (5) ) (2D6) LS FIR RS
Left Torso Right Torso o* LT(C) CT(C) RT(C)
(8) (8) 3 LL RA RL
BATTLEMECH RECORD SHEET B A RA RA
5 LA RL RA
MECH D \ WARRIOR 6 LL RT RL
" 7 LT cT RT
Type- Commando COM-5S Name: Saran Belgola 8 cT LT cT
Movement Points: Tonnage: 25 ) - . 9 RT LL LT
. G Skill: 4 Piloting Skill: 5
Walking: 6 Tech Base: Inner Sphere unnery toting > 10 RA LA LA
Running: 9 RulesLevel: Standard Hits Taken 1 RL LA LL
Jumping: 0 Role: Striker Consciousness# 12 HD HD HD
Engine Type: 150 Fusion *A result of 2 may inflict acritical hit.
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min sht Med Ln / \
1 Medium Laser LA 3 5[DE — 3 6 9 TO-HIT MODIFIERS
1 Streak SRM 2 RA 2 2MI[MC] — 3 6 9 Attacker
1 SRM6 LT 4 2/Md — 3 6 9 Left Arm Right Arm \?v:il?:day :(1)
M.CS (5) (5)
. Ran +2
w/Artemis IV Prone 2
Total Heat (Dissipation): 9 (10) Skidding +1
Terrain
Light Woods +1/hex
Center Heavy Woods +2/hex
Torzso Partial Cover +1
2 Target
Prone (adjacent hex) -2
Prone (other hex) +1
Immobile -4
Skidding -2
X Moved 0-2 hexes +0
Ammo: (SRM 6 Artemis) 30, (Streak SRM 2) 50 Moved 3-4 hexes +1
Quirks: Narrow/Low Profile, Exposed Actuators Left Right Moved 5-6 hexes +2
9 Moved 7-9 hexes +3
Torso Rear Torso Rear Moved 10-17 hexes 4
(2) (2) Moved 18-24 hexes +5
Moved 25+ hexes +6
Jumped +1
\, BV: 557 @® INTERNAL STRUCTURE DIAGRAM BattleArmor unit 1
ndary target (front +
Secondary target (front) 1
/ N\ \ — / Endo Stedl Secondary target (side/rear) +2
Large support vehicle -1
CRITICA ABLE N Head or grounded DropShip
Head Left Torso (6) ] Right Torso (6) Damage
Left Arm 1. LifeSupport Right Arm Sensor hit +2
1. Shoulder 2. Sensors 1. Shoulder Shoulder hit +4
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 3 | \ Arm Actuator 1
1.3 3 Lower Arm Actuator 4. Roll Again 1.3 3 Lower Arm Actuator >
" 4. Hand Actuator 5. Sensors ™ 4. Hand Actuator _28* / \
6. Ferro-Fibrous 6. Ferro-Fibrous Left 27 FAVEIGAL ATTACIKS
) ) Al Attack To-Hi D
1. Ferro-Fibrous Center Torso 1. Ferro-Fibrous (;n)w 2] R:::; 0+0 t a'gage
2. Ferro-Fibrous 1. Fusion Engine 2. Ferro-Fibrous je=a Kick 2 5
4.6 3 Ferro-Fibrous 2. Fusion Engine 4-g 3 Fero-Fitrous | 24 | Push 1 —
4. Ferro-Fibrous 3. Fusion Engine 4. Ferro-Fibrous 23+ Club -1 5
5. Ferro—F?brous 1-3 4. Gyro 5. Ferro—F? brous ? Charge 0 2Hex
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous Left _ “Modified by target piloting skill
6. Gyro Leg 21 |\
20*
Left T L oo Right T © (10| / \
orso ] i i 0orso  (CASE -
2. Pusion Engine 9 (A9 grmfL PUNCH LOCATION TABLE
1.[SRM 6 3. Fusion Engine 1. Ammo (SRM 6 Artemis) 15 18*
2.LSRM 6 4-6 4. Fusion Engine 2. Ammo (SRM 6 Artemis) 15 17% DieRoll
13 3. Artemis|V FCS 5. Roll Again 1-3 3. Ammo (Streak SRM 2) 50 T (1D6) LS FIR RS
™2 4. Endo Steel 6. Roll Again ™2 4. CASE Heat Sinks: — 1 LT LA RT
5. Endo Sted! 5. Endo Stedl Heat 10 a5 2 LT LT RT
6. Endo Steel Engine HitsO O O 6. Endo Steel Level* Effects 14+ 3 cr cr cr
GyroHitsO O 30  Shutdown o | 4 LA RT RA
1. Endo Steel Sensor HitsO O 1. Endo Steel 28 Ammo Exp, avoid on 8+ 8 | — 5 LA RA RA
2. Endo Steel Life Support © 2. Endo Steel 26 Shutdown, avoid on 10+ o) 12 6 HD HD HD
4. 3 Endosed 3. Endo Stedl %5 -5 Movement Painis 1|\
4. Endo Steel 4. Endo Stedl 24 +4 Modifier to Fire O 10%
5. Roll Again 5. Endo Sted 23 Ammo Exp, avoid on 6+ @) 1 / \
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O L KICK LOCATION TABLE
20 -4Movement Points ©) IR | ——
v 19 Ammo Exp, avoid on 4+ O | 7 ] (1D6) Ls FIR RS
Left Leg CH’[H I.QS.[ Right Leg 18  Shutdown, avoid on 6+ O 6 13 L RL RL
1. Hip game Dis 1. Hip 17 +3 Modifier to Fire O 5 46 LL LL RL
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points 2 \
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ —
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire = /4 \
5. Heat Sink b Trans 5. Heat Sink 10 -2Movement Points 2 FACING AFTER FALL
ink amage Transter ink 8 +1Modifier to Fire
6. Heat Sin 6. Heat Sin 1 )
Diagram 5  -1Movement Points —o | DieRol
\, / '\ / 0 (1D6) New Facing Hit Location
1 Same Direction Front
© 2024 The Topps Company, I nc. Classic BattleTech, BattleTech, 'Mech 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. 3 2 Hexsides Right Right Side
/ \ 4 Opposite Direction Rear
MOVEMENT RECORD 5 2HexsidesLeft  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) 2 6
2 1 2
3 1 2
4 1 3
5 1 3
Turn # 11 12 13 14 15 16 17 18 19 20 e : :
Hex/Facing 8 2 4
9 2 5
Move Mode 10 5 5
1 2 6
12 2 6
Artemis IV FCS: +2




B-TTLETECH

ARMOR DIAGRAM

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-5M Name: Fraser Kiley 6 LL RT RL
Movement Points: Tonnage: 20 Gunnerykill: 4 Piloting kill: 5 ! LT cr RT
Walking: 12 Tech Base: Inner Sphere vl 9=t 8 CT LT CT
Running: 18 RulesLevel: Standard Hits Taken 9 RT LL LT
Jumping: 0 Role: Striker Conssiousness# 10 RA LA LA
Engine Type: 240 XL 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]
2 ERSmall Laser LA 2 3[DE — 2 4 5 \ /
2 ERSmall Laser RA 2 3[DE] — 2 4 5
1 ER Medium Laser CT 5 5[DE] — 4 8 12 Left Arm CTZ?‘SZ' Ri y/ \
ght Arm
Total Heat (Dissipation): 13 (10) (6) (9) (6) TO-HIT MODIFIERS
Attacker
Stationary +0
Walked +1
Center Ran +2
Torso Prone +2
3
(3 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
( BV: 719 ) INTERNAL STRUCTURE DIAGRAM Moved 0-2 hexes 0
\ u y 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. Heat Sin 3. ER Small Laser = '
- - 29 Battl t +1
1-3 . ER small Laser 5. Sensors 1-3 4 Er small Laser — attleArmor uni
5. Endo Steel 6. LifeSupport 5. Endo Stedl 28" | | Secondary target (front) +1
6. Endo Stedl 6. Endo Steel Left Right|_27 Secondary target (sidefrear)  +2
Al Large support vehicle -1
1. Ferro-Fibrous Center Torso 1. Ferro-Fibrous (r;; 73"; el 9 ssd Droshi
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous | 25+ | or groun ropShip
4-6 3. Ferro-Fibrous 2. XL Fusion Engine 46 3. Ferro-Fibrous 24% Damage
"9 4. Roll Again 3. XL Fusion Engine "9 4. Roll Again 23+ Sensor hit +2
5. Roll Again 1-3 4 Gyro 5. Roll Again 1| snoudernit +4
6. Roll Again 5. Gyro 6. Roll Again Left Right f— Arm Actuator +1
6. Gyro Le Le i
9 g 2| \ /
1. Gyro . (4) (4) —
Left Torso 2. XL Fusion Engine Right Torso 19 |
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18" /4 PHYSICAL ATTACKS \
2. XL Fusion Engine 4-6 4 X Fusion Engine 2. XL Fusion Engine 17+ }
13 3. XL Fusion Engine 5. ER Medium Laser 1-3 3. XL Fusion Engine T Attack To-Hit Damage
"9 4. Endo Steel 6. Roll Again "9 4. Endo Steel Heat Sinks: | — Punch +3 1
5. Endo Sted 5. Endo Stedl 10 L5 ] 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 O 2. Endo Sted 26 Shutdown, avoid on 10+ be) | 12 1 | *Modified by target piloting skill
4-6 3. Ferro—F!brous 3. Ferro—F! brous 25 -5 Movement Points 11 \ /
4. Ferro-Fibrous 4. Ferro-Fibrous 24 +4 Modifier to Fire O _10*
2. Ferro-F!kt))rous 2 Ferro»F! Erous 23 Ammo Exp, avoid on 6+ (@) T / \
. Ferro-Fibrous . Ferro-Fibrous 22 Shutdown, avoid on 8+ (@) — PUNCH LOCATION TABLE
20 -4Movement Points O L 1 °
19 Ammo Exp, avoid on 4+ O | 7 | DieRoll
Left Leg Right Leg 18 Shutdown, avoid on 6+ O 5 (1D6) 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 -3Movement F_’Oi nts 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. Roll Again b Trans 5. Roll Again 10 -2 Movement Points 2 5 LA RA RA
6. Roll Again amg?:gr;? e 6. Roll Again 8 +1Modifier to Fire 1 . D D D
-1M 1l f—
\. VAN 5 ovement Points / 7 \ )
© 2024 The Topps Company, Inc. Classic BattleT ech, BattleTech, "M ech and BattleM ech are trademar ks 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




B-TTLETECH

HOVER VEHICLE RECORD SHEET

Type: Maxim Heavy Hover Transport (BA Factory Upgrade)

Movement Points: Tonnage: 50
Cruising: 8 Tech Base: Inner Sphere
Flanking: 12 RulesLevel: Standard
Movement Type: Hover Role: Striker
Engine Type: 165ICE
Weapons & Equipment Inventory (hexes)
Qty Type Loc Dmg Min sht Med Lng
2 LRM5 FR  UMs 6 7 14 21
M.CS
1 Stresk SRM 2 RS 2Ms[MC] — 3 6 9
1 Stresk SRM 2 LS 2MsS[MC] — 3 6 9
1 SRM6 TU  2/Md — 3 6 9
M.CS
2 Machine Gun TU 2[DBAI] — 1 2 3

Ammo: (LRM 5) 24, (MG) 200, (SRM 6) 15, (Streak SRM 2) 50
Features Infantry Compartment (4 tons)

\ BV: 794

ATTACK DIRECTION

FRONT
2* Front (critical) Rear (critical)
3 Frontt Reart
4 Frontt Reart
5 Right Sidet Left Sidet
6 Front Rear
7 Front Rear
8 Front Rear
9 Left Sidet Right Sidet
10 Turret Turret
1 Turret Turret
12* Turret (critical) Turret (critical)

Total Warfare for more information).

\

TS ———

Crew: Anjana Srikrisna
Gunnery Skill: 4

Driving Skill: 5

ARMOR DIAGRAM

Ferro-Fibrous

Front Armor
(25)

Commander Hit Driver Hit
Modifier to dl skill rolls Modifier to Driving skill rolls
\ / =
39
CRITICAL DAMAGE e NS
€
Turret Locked D Engine Hit C] b3
Sensor Hits @ g
Motive System Hits )
Stabilizers F=
o
Front  (J Left O rgt (O -
Rer (J Turet (J
N\ /

SIDES

Side (critical)

Sidet
Sidet

Frontt
Side
Side

Side (critical)*

Reart
Turret
Turret

Turret (critical)

* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTotal Warfare for more information).

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of acritical hit on the side corresponding to the attack direction.
1 The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player aso rolls once on the Motive System Damage Table at right (see Combat, p. 192, in

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, aturret hit strikes the armor on the side attacked.

/

\

‘game D labs

2D6 ROLL EFFECT*

25 No Effect

67 Minor damage; +1 modifier to al Driving Skill Rolls

89 Moderate damage; -1 Cruising MP, +2 modifier to al
Driving Skill Rolls

10-11 Heavy damage; only half Cruising MP (round fractions up),

+3 modifier to all Driving Skill Rolls

12 Major damage; no movement for the rest of the game

Vehicleisimmobile.

Attack Direction Modifier: Vehicle Type Modifier:

Hit from rear +1 Tracked, Naval +0
Hit from the sides +2 Wheeled +2
Hovercraft, Hydrofoil +3
WIGE +4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
modifier can only be applied once. For example, if aroll of 6-7 is made for avehicle, inflicting
a-+1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +6. If aunit’'s Cruising MP is reduced
t0 0, it cannot move for the rest of the game, bt is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over aDepth 1 or deeper water hex, it sinks and i destroyed.

/

FRONT

2-5 No Critica Hit

6 Driver Hit

7 Weapon Malfunction
8 Stabilizer

9 Sensors

10 Commander Hit
11 Weapon Destroyed
12 Crew Killed

\

GROUND COMBAT VEHICLE CRITICALSTABLE

LOCATIONHIT

SIDE REAR TURRET
No Critical Hit No Critical Hit No Critical Hit
Cargo/Infantry Hit Weapon Malfunction Stabilizer
Weapon Malfunction Cargo/Infantry Hit Turret Jam
Crew Stunned Stabilizer Weapon Malfunction
Stabilizer Weapon Destroyed Turret Locks
Weapon Destroyed Engine Hit Weapon Destroyed
Engine Hit Ammunition** Ammunition**
Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has afusion engine, treat this result as Engine Hit.
** |f Combat Vehicle carries no anmunition, treat this result as Weapon Destroyed.

/
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( MOVEMENT RECORD N

(gz) Jowy apis by

{ O-HIT MODIFIERS \

Attacker
Stationary +0
Cruised +1
Flanked +2
Skidding +1

Terrain
Light Woods +1/hex
Heavy Woods +2/hex
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
Moved 5-6 hexes +2
Moved 7-9 hexes +3
Moved 10-17 hexes +4
Moved 18-24 hexes +5
Moved 25+ hexes +6
Jumped +1
BattleArmor unit +1
Secondary target (front) +1
Secondary target (side/rear) +2
Large support vehicle -1

or grounded DropShip

\ /

{ MOVEMENT CO \

Cost to Enter Any Hex: 1
Terrain Cost:
Clear +0
Paved/Bridge +0
Road +0
Rough +1
Light woods Prohibited
Heavy woods Prohibited
Water +0
Rubble +1
Light building +1
Medium building +2
Heavy building +3
Hardened building +4
Level Change (Up or Down)
1level +2
2+ levels Prohibited
Additional Movement Actions
Facing change 1/hexside

\ /
¢ DRIVING SKILL ROLL TABLE §

Unit's Actions

Flanking movement Possible sideslip
after facing change
Sideslip Movement

Hexes moved in turn
0-2 -1
34 0
57 +1
8-10 +2
11-17 +3
18-24 +4
25+ +5

Entering/leaving building hex

Light building 0

Medium building +1

Heavy building +2

Hardened building +3

Hexes moved in turn
1-2 0
3-4 +1
56 +2
7-9 +3
10-17 +4
18-24 +5
25+ +6

\ /

Turn# 1 2

10

Hex/Facing

Move Mode

Turn# 11 12

13

14 15

16 17 18 19 20

Hex/Facing

Move Mode

4 CLUSTER HI \

ABLE
DieRoll

(2D6) 2 5 6
2 1 1 2

3 1 2 2

4 1 2 3

5 1 3 3

6 1 3 4

7 1 3 4

8 2 3 4

9 2 4 5
10 2 4 5
11 2 5 6
12 2 5 6

N\




B-TTLETECH

HOVER VEHICLE RECORD SHEET

Type: Maxim Heavy Hover Transport (BA Factory Upgrade)

Movement Points: Tonnage: 50
Cruising: 8 Tech Base: Inner Sphere
Flanking: 12 RulesLevel: Standard
Movement Type: Hover Role: Striker
Engine Type: 165ICE
Weapons & Equipment Inventory (hexes)
Qty Type Loc Dmg Min sht Med Lng
2 LRM5 FR  UMs 6 7 14 21
M.CS
1 Stresk SRM 2 RS 2Ms[MC] — 3 6 9
1 Stresk SRM 2 LS 2MsS[MC] — 3 6 9
1 SRM6 TU  2/Md — 3 6 9
M.CS
2 Machine Gun TU 2[DBAI] — 1 2 3

Ammo: (LRM 5) 24, (MG) 200, (SRM 6) 15, (Streak SRM 2) 50
Features Infantry Compartment (4 tons)

\ BV: 794

ATTACK DIRECTION

FRONT
2* Front (critical) Rear (critical)
3 Frontt Reart
4 Frontt Reart
5 Right Sidet Left Sidet
6 Front Rear
7 Front Rear
8 Front Rear
9 Left Sidet Right Sidet
10 Turret Turret
1 Turret Turret
12* Turret (critical) Turret (critical)

Total Warfare for more information).

\

TS ———

Crew: Chachami Kim
Gunnery Skill: 4

Driving Skill: 5

ARMOR DIAGRAM

Ferro-Fibrous

Front Armor
(25)

Commander Hit Driver Hit
Modifier to dl skill rolls Modifier to Driving skill rolls
\ / =
39
CRITICAL DAMAGE e NS
€
Turret Locked D Engine Hit C] b3
Sensor Hits @ g
Motive System Hits )
Stabilizers F=
o
Front  (J Left O rgt (O -
Rer (J Turet (J
N\ /

SIDES

Side (critical)

Sidet
Sidet

Frontt
Side
Side

Side (critical)*

Reart
Turret
Turret

Turret (critical)

* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTotal Warfare for more information).

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of acritical hit on the side corresponding to the attack direction.
1 The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player aso rolls once on the Motive System Damage Table at right (see Combat, p. 192, in

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, aturret hit strikes the armor on the side attacked.

/

\

‘game D labs

2D6 ROLL EFFECT*

25 No Effect

67 Minor damage; +1 modifier to al Driving Skill Rolls

89 Moderate damage; -1 Cruising MP, +2 modifier to al
Driving Skill Rolls

10-11 Heavy damage; only half Cruising MP (round fractions up),

+3 modifier to all Driving Skill Rolls

12 Major damage; no movement for the rest of the game

Vehicleisimmobile.

Attack Direction Modifier: Vehicle Type Modifier:

Hit from rear +1 Tracked, Naval +0
Hit from the sides +2 Wheeled +2
Hovercraft, Hydrofoil +3
WIGE +4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
modifier can only be applied once. For example, if aroll of 6-7 is made for avehicle, inflicting
a-+1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +6. If aunit’'s Cruising MP is reduced
t0 0, it cannot move for the rest of the game, bt is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over aDepth 1 or deeper water hex, it sinks and i destroyed.

/

FRONT

2-5 No Critica Hit

6 Driver Hit

7 Weapon Malfunction
8 Stabilizer

9 Sensors

10 Commander Hit
11 Weapon Destroyed
12 Crew Killed

\

GROUND COMBAT VEHICLE CRITICALSTABLE

LOCATIONHIT

SIDE REAR TURRET
No Critical Hit No Critical Hit No Critical Hit
Cargo/Infantry Hit Weapon Malfunction Stabilizer
Weapon Malfunction Cargo/Infantry Hit Turret Jam
Crew Stunned Stabilizer Weapon Malfunction
Stabilizer Weapon Destroyed Turret Locks
Weapon Destroyed Engine Hit Weapon Destroyed
Engine Hit Ammunition** Ammunition**
Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has afusion engine, treat this result as Engine Hit.
** |f Combat Vehicle carries no anmunition, treat this result as Weapon Destroyed.

/
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( MOVEMENT RECORD N

(gz) Jowy apis by

{ O-HIT MODIFIERS \

Attacker
Stationary +0
Cruised +1
Flanked +2
Skidding +1

Terrain
Light Woods +1/hex
Heavy Woods +2/hex
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
Moved 5-6 hexes +2
Moved 7-9 hexes +3
Moved 10-17 hexes +4
Moved 18-24 hexes +5
Moved 25+ hexes +6
Jumped +1
BattleArmor unit +1
Secondary target (front) +1
Secondary target (side/rear) +2
Large support vehicle -1

or grounded DropShip

\ /

{ MOVEMENT CO \

Cost to Enter Any Hex: 1
Terrain Cost:
Clear +0
Paved/Bridge +0
Road +0
Rough +1
Light woods Prohibited
Heavy woods Prohibited
Water +0
Rubble +1
Light building +1
Medium building +2
Heavy building +3
Hardened building +4
Level Change (Up or Down)
1level +2
2+ levels Prohibited
Additional Movement Actions
Facing change 1/hexside

\ /
¢ DRIVING SKILL ROLL TABLE §

Unit's Actions

Flanking movement Possible sideslip
after facing change
Sideslip Movement

Hexes moved in turn
0-2 -1
34 0
57 +1
8-10 +2
11-17 +3
18-24 +4
25+ +5

Entering/leaving building hex

Light building 0

Medium building +1

Heavy building +2

Hardened building +3

Hexes moved in turn
1-2 0
3-4 +1
56 +2
7-9 +3
10-17 +4
18-24 +5
25+ +6

\ /

Turn# 1 2

10

Hex/Facing

Move Mode

Turn# 11 12

13

14 15

16 17 18 19 20

Hex/Facing

Move Mode

4 CLUSTER HI \

ABLE
DieRoll

(2D6) 2 5 6
2 1 1 2

3 1 2 2

4 1 2 3

5 1 3 3

6 1 3 4

7 1 3 4

8 2 3 4

9 2 4 5
10 2 4 5
11 2 5 6
12 2 5 6

N\




B-TTLETECH

HOVER VEHICLE RECORD SHEET

Type: Maxim Heavy Hover Transport (BA Factory Upgrade)

Movement Points: Tonnage: 50
Cruising: 8 Tech Base: Inner Sphere
Flanking: 12 RulesLevel: Standard
Movement Type: Hover Role: Striker
Engine Type: 165ICE
Weapons & Equipment Inventory (hexes)
Qty Type Loc Dmg Min sht Med Lng
2 LRM5 FR  UMs 6 7 14 21
M.CS
1 Stresk SRM 2 RS 2Ms[MC] — 3 6 9
1 Stresk SRM 2 LS 2MsS[MC] — 3 6 9
1 SRM6 TU  2/Md — 3 6 9
M.CS
2 Machine Gun TU 2[DBAI] — 1 2 3

Ammo: (LRM 5) 24, (MG) 200, (SRM 6) 15, (Streak SRM 2) 50
Features Infantry Compartment (4 tons)

\ BV: 794

ATTACK DIRECTION

FRONT
2* Front (critical) Rear (critical)
3 Frontt Reart
4 Frontt Reart
5 Right Sidet Left Sidet
6 Front Rear
7 Front Rear
8 Front Rear
9 Left Sidet Right Sidet
10 Turret Turret
1 Turret Turret
12* Turret (critical) Turret (critical)

Total Warfare for more information).

\

TS ———

Crew: Cassidy Hale
Gunnery Skill: 4

Driving Skill: 5

ARMOR DIAGRAM

Ferro-Fibrous

Front Armor
(25)

Commander Hit Driver Hit
Modifier to dl skill rolls Modifier to Driving skill rolls
\ / =
39
CRITICAL DAMAGE e NS
€
Turret Locked D Engine Hit C] b3
Sensor Hits @ g
Motive System Hits )
Stabilizers F=
o
Front  (J Left O rgt (O -
Rer (J Turet (J
N\ /

SIDES

Side (critical)

Sidet
Sidet

Frontt
Side
Side

Side (critical)*

Reart
Turret
Turret

Turret (critical)

* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTotal Warfare for more information).

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of acritical hit on the side corresponding to the attack direction.
1 The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player aso rolls once on the Motive System Damage Table at right (see Combat, p. 192, in

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, aturret hit strikes the armor on the side attacked.

/

\

‘game D labs

2D6 ROLL EFFECT*

25 No Effect

67 Minor damage; +1 modifier to al Driving Skill Rolls

89 Moderate damage; -1 Cruising MP, +2 modifier to al
Driving Skill Rolls

10-11 Heavy damage; only half Cruising MP (round fractions up),

+3 modifier to all Driving Skill Rolls

12 Major damage; no movement for the rest of the game

Vehicleisimmobile.

Attack Direction Modifier: Vehicle Type Modifier:

Hit from rear +1 Tracked, Naval +0
Hit from the sides +2 Wheeled +2
Hovercraft, Hydrofoil +3
WIGE +4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
modifier can only be applied once. For example, if aroll of 6-7 is made for avehicle, inflicting
a-+1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +6. If aunit’'s Cruising MP is reduced
t0 0, it cannot move for the rest of the game, bt is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over aDepth 1 or deeper water hex, it sinks and i destroyed.

/

FRONT

2-5 No Critica Hit

6 Driver Hit

7 Weapon Malfunction
8 Stabilizer

9 Sensors

10 Commander Hit
11 Weapon Destroyed
12 Crew Killed

\

GROUND COMBAT VEHICLE CRITICALSTABLE

LOCATIONHIT

SIDE REAR TURRET
No Critical Hit No Critical Hit No Critical Hit
Cargo/Infantry Hit Weapon Malfunction Stabilizer
Weapon Malfunction Cargo/Infantry Hit Turret Jam
Crew Stunned Stabilizer Weapon Malfunction
Stabilizer Weapon Destroyed Turret Locks
Weapon Destroyed Engine Hit Weapon Destroyed
Engine Hit Ammunition** Ammunition**
Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has afusion engine, treat this result as Engine Hit.
** |f Combat Vehicle carries no anmunition, treat this result as Weapon Destroyed.

/
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( MOVEMENT RECORD N

(gz) Jowy apis by

{ O-HIT MODIFIERS \

Attacker
Stationary +0
Cruised +1
Flanked +2
Skidding +1

Terrain
Light Woods +1/hex
Heavy Woods +2/hex
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
Moved 5-6 hexes +2
Moved 7-9 hexes +3
Moved 10-17 hexes +4
Moved 18-24 hexes +5
Moved 25+ hexes +6
Jumped +1
BattleArmor unit +1
Secondary target (front) +1
Secondary target (side/rear) +2
Large support vehicle -1

or grounded DropShip

\ /

{ MOVEMENT CO \

Cost to Enter Any Hex: 1
Terrain Cost:
Clear +0
Paved/Bridge +0
Road +0
Rough +1
Light woods Prohibited
Heavy woods Prohibited
Water +0
Rubble +1
Light building +1
Medium building +2
Heavy building +3
Hardened building +4
Level Change (Up or Down)
1level +2
2+ levels Prohibited
Additional Movement Actions
Facing change 1/hexside

\ /
¢ DRIVING SKILL ROLL TABLE §

Unit's Actions

Flanking movement Possible sideslip
after facing change
Sideslip Movement

Hexes moved in turn
0-2 -1
34 0
57 +1
8-10 +2
11-17 +3
18-24 +4
25+ +5

Entering/leaving building hex

Light building 0

Medium building +1

Heavy building +2

Hardened building +3

Hexes moved in turn
1-2 0
3-4 +1
56 +2
7-9 +3
10-17 +4
18-24 +5
25+ +6

\ /

Turn# 1 2

10

Hex/Facing

Move Mode

Turn# 11 12

13

14 15

16 17 18 19 20

Hex/Facing

Move Mode

4 CLUSTER HI \

ABLE
DieRoll

(2D6) 2 5 6
2 1 1 2

3 1 2 2

4 1 2 3

5 1 3 3

6 1 3 4

7 1 3 4

8 2 3 4

9 2 4 5
10 2 4 5
11 2 5 6
12 2 5 6

N\




B-TTLETECH

HOVER VEHICLE RECORD SHEET

Type: Maxim Heavy Hover Transport (BA Factory Upgrade)

Movement Points: Tonnage: 50
Cruising: 8 Tech Base: Inner Sphere
Flanking: 12 RulesLevel: Standard
Movement Type: Hover Role: Striker
Engine Type: 165ICE
Weapons & Equipment Inventory (hexes)
Qty Type Loc Dmg Min sht Med Lng
2 LRM5 FR  UMs 6 7 14 21
M.CS
1 Stresk SRM 2 RS 2Ms[MC] — 3 6 9
1 Stresk SRM 2 LS 2MsS[MC] — 3 6 9
1 SRM6 TU  2/Md — 3 6 9
M.CS
2 Machine Gun TU 2[DBAI] — 1 2 3

Ammo: (LRM 5) 24, (MG) 200, (SRM 6) 15, (Streak SRM 2) 50
Features Infantry Compartment (4 tons)

\ BV: 794

ATTACK DIRECTION

FRONT
2* Front (critical) Rear (critical)
3 Frontt Reart
4 Frontt Reart
5 Right Sidet Left Sidet
6 Front Rear
7 Front Rear
8 Front Rear
9 Left Sidet Right Sidet
10 Turret Turret
1 Turret Turret
12* Turret (critical) Turret (critical)

Total Warfare for more information).

\

TS ———

Crew: Patmanjari Punita
Gunnery Skill: 4

Driving Skill: 5

ARMOR DIAGRAM

Ferro-Fibrous

Front Armor
(25)

Commander Hit Driver Hit
Modifier to dl skill rolls Modifier to Driving skill rolls
\ / =
39
CRITICAL DAMAGE e NS
€
Turret Locked D Engine Hit C] b3
Sensor Hits @ g
Motive System Hits )
Stabilizers F=
o
Front  (J Left O rgt (O -
Rer (J Turet (J
N\ /

SIDES

Side (critical)

Sidet
Sidet

Frontt
Side
Side

Side (critical)*

Reart
Turret
Turret

Turret (critical)

* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTotal Warfare for more information).

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of acritical hit on the side corresponding to the attack direction.
1 The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player aso rolls once on the Motive System Damage Table at right (see Combat, p. 192, in

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, aturret hit strikes the armor on the side attacked.

/

\

‘game D labs

2D6 ROLL EFFECT*

25 No Effect

67 Minor damage; +1 modifier to al Driving Skill Rolls

89 Moderate damage; -1 Cruising MP, +2 modifier to al
Driving Skill Rolls

10-11 Heavy damage; only half Cruising MP (round fractions up),

+3 modifier to all Driving Skill Rolls

12 Major damage; no movement for the rest of the game

Vehicleisimmobile.

Attack Direction Modifier: Vehicle Type Modifier:

Hit from rear +1 Tracked, Naval +0
Hit from the sides +2 Wheeled +2
Hovercraft, Hydrofoil +3
WIGE +4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
modifier can only be applied once. For example, if aroll of 6-7 is made for avehicle, inflicting
a-+1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +6. If aunit’'s Cruising MP is reduced
t0 0, it cannot move for the rest of the game, bt is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over aDepth 1 or deeper water hex, it sinks and i destroyed.

/

FRONT

2-5 No Critica Hit

6 Driver Hit

7 Weapon Malfunction
8 Stabilizer

9 Sensors

10 Commander Hit
11 Weapon Destroyed
12 Crew Killed

\

GROUND COMBAT VEHICLE CRITICALSTABLE

LOCATIONHIT

SIDE REAR TURRET
No Critical Hit No Critical Hit No Critical Hit
Cargo/Infantry Hit Weapon Malfunction Stabilizer
Weapon Malfunction Cargo/Infantry Hit Turret Jam
Crew Stunned Stabilizer Weapon Malfunction
Stabilizer Weapon Destroyed Turret Locks
Weapon Destroyed Engine Hit Weapon Destroyed
Engine Hit Ammunition** Ammunition**
Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has afusion engine, treat this result as Engine Hit.
** |f Combat Vehicle carries no anmunition, treat this result as Weapon Destroyed.

/
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( MOVEMENT RECORD N

(gz) Jowy apis by

{ O-HIT MODIFIERS \

Attacker
Stationary +0
Cruised +1
Flanked +2
Skidding +1

Terrain
Light Woods +1/hex
Heavy Woods +2/hex
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
Moved 5-6 hexes +2
Moved 7-9 hexes +3
Moved 10-17 hexes +4
Moved 18-24 hexes +5
Moved 25+ hexes +6
Jumped +1
BattleArmor unit +1
Secondary target (front) +1
Secondary target (side/rear) +2
Large support vehicle -1

or grounded DropShip

\ /

{ MOVEMENT CO \

Cost to Enter Any Hex: 1
Terrain Cost:
Clear +0
Paved/Bridge +0
Road +0
Rough +1
Light woods Prohibited
Heavy woods Prohibited
Water +0
Rubble +1
Light building +1
Medium building +2
Heavy building +3
Hardened building +4
Level Change (Up or Down)
1level +2
2+ levels Prohibited
Additional Movement Actions
Facing change 1/hexside

\ /
¢ DRIVING SKILL ROLL TABLE §

Unit's Actions

Flanking movement Possible sideslip
after facing change
Sideslip Movement

Hexes moved in turn
0-2 -1
34 0
57 +1
8-10 +2
11-17 +3
18-24 +4
25+ +5

Entering/leaving building hex

Light building 0

Medium building +1

Heavy building +2

Hardened building +3

Hexes moved in turn
1-2 0
3-4 +1
56 +2
7-9 +3
10-17 +4
18-24 +5
25+ +6

\ /

Turn# 1 2

10

Hex/Facing

Move Mode

Turn# 11 12

13

14 15

16 17 18 19 20

Hex/Facing

Move Mode

4 CLUSTER HI \

ABLE
DieRoll

(2D6) 2 5 6
2 1 1 2

3 1 2 2

4 1 2 3

5 1 3 3

6 1 3 4

7 1 3 4

8 2 3 4

9 2 4 5
10 2 4 5
11 2 5 6
12 2 5 6

N\




m( ) 4 TO-HIT MODIFIERS \
BATTLE ARMOR -
RECORD SHEET Terrain
\ Light Woods +1/hex
/, \ /4 \
BATTLE ARMOR: SQUAD \ LEG ATTACKSTABLE Heavy Woods +2lhex
Type: Gray Death Standard Suit [SRM](Sqd4) (ﬁ) I l@aOOOOOOOOOO ] BATTLE ARMOR BASE TO-HIT Partial Cover +1
Gunnery Skill: 4 Anti-'Mech Skill: 5 TROOPERSACTIVE MODIFIER
Ground MP: 3 2§k @000000000 ) o o Target
Qty Type Dmg Min Sht Med Lng +2 X
1 sRM1 M8 s s o |3§h@000000000 ) - Prone (adjacent hex) 2
M.CS +7 Prone (other hex +1
L impovedsensors 5 — — — 2 |A§h@000000000 I\ (otherhex)
1 Battle Claw - = = / \ Immobile -4
Ammo: (SRM 1) 4 SWARM ATTACKSTABLE Sidding 5
Mechanized: Swarm: Leg: AP: BATTLE ARMOR BASE TO-HIT
\ “ © =¥ © TROOPERSACTIVE MODIFIER Moved 0-2 hexes +0
\ Armor: Standard (Basic) Role: Ambusher BV: 213/41 /
———————————— 46 +2 Moved 3-4 hexes +1
BATTLE ARMOR: SQ ﬁ . N\ 13 s Moved 5.6 hexes 2
Type: Gray Death Standard Suit [SRM](Sqd4) (') I 1%.000000000 ] / \ ed 7-9 h 3
Gunnery Skill: 4 Anti-'Mech Skill: 5 Moved 7-9 hexes +
Ground MP: 3 2@;.000000000 ] SWARM ATTACK MODIFIERSTABLE
Qty Type Dmg Min Sht Med Lng ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE Moved 10-17 hexes 4
1 SRM1 2Ms 3 6 9 3@“.000000000 ] BATTLEARMOR ~ ARMOR TROOPERSACTIVE Moved 18-24 hexes +5
M.CS] TROOPERSACTIVE 1 2 3 4 5 6
1 Improved Sensors [ — — 2 [48k@000000000 ) . o o o w0 e Moved 25+ hexes ‘6
1 Battle Claw - = — 5 +0 40 +0 41 +2 43
Ammo: (SRM 1) 4 4 0 40 +1 42 3 44 Jumped +1
o X X ) 3 0 +1 42  +3  +4 45 Secondary Target +1
\Mechamzed. [Z Swarm: [Z Leg: [Z AP: [z 2 1 42 43 44 45 46
\ Armor: Standard (Basic) Role: Ambusher BV: 213/41 / 1 +2 43 44 +5 46 47 Large support vehicle -1
\ .
4 BATTLE ARMOR: SQUAD N\ | BATTLE ARMOR EQUIPMENT or grounded DropShip
Cl h -
Type: Gray Death Standard Suit [Laser](Sqd4) (ﬁ) I l%.ooooooooo ] auis with magnets !
Gunnery Skill: 3 Anti-'Mech Skill: 4 r
Ground MP: 3 2§k @000000000 )| | sruamion: \ /
Qty Type Dmg Min Sht Med Lng = ‘Mech prone -2
1 Serel Leser 3[0H] 1 2 s |3fhe@000000000 W | vecn or venice mmonite Y wovement costs. )
1 Improved Sensors [E] — — 2 Vehicle -2
1 Battle Claw - 4%.000000000 ] *Modifiers are cumulative Move Cost
\ /
Cost to Enter Any Hex: 1
| _ SHARN ATTACKSHIT LOCATION TABLE
SWARM ATTACKSHIT LOCATION TABLE Terrain Cost:
Mechanized: @ Swarm: @ Leg: @ AP: @
AN 2D6 BIPEDAL/TRIPOD QUAD Clear +0
\ Armor: Standard (Basic) Role: Ambusher BV: 297/43 / | roLL LOCATION LOCATION
/—\ 2 Head Head Paved/Bridge +0
BATT L E ARM O 3 Rear Center Torso Front Right Torso
Road +0
3 4 Rear Right T Rear Center T
Type: Gray Death Standard Suit [Laser](Sqd4) (ﬁ) lq}.OOOOOOOOO ] . Fea't R‘gn‘”"'m :a' . ‘::TO'SO
Gunnery Skill: 3 Anti-'"Mech Skill: 4 rontRight Torso e |.g o Rough +1
Ground MP: 3 2%.000000000 ] 6 Right Arm Front Right Torso
Qty Type Dmg Min Sht Med Lng 7 Front Center Torso Front Center Torso Light woods +0
1 Small Laser 3] 1 2 3 |3¢h@000000000 )| LetAm FrontLeft Torso
9 Front Left Torso Rear Left Torso Heavy woods +1
1 Improved Sensors &l - -2 g ] 10 Rear Left Torso Rear Center Torso
_ _ _ 44k e000000000
1 Battle Claw 11 Rear Center Torso Front Left Torso Water
2 Head Head / Depth 1+ Prohibited
Mechanized: ]  swarm: ]  Lex ] AP /, \ Rubble +1
\ {_TRANSPORT POSITIONSTABLE J
\ Armor: Standard (Basic) Role: Ambusher BV: 297/43 / TRANSPOR POSITIONSTABLE Building +0
TROOPER MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side Level Change (Up or Down)
2 Left Torso Right Side
3 Right Torso (rear) Left Side 1level +2
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear 2+ levels Prohibited
6 Center Torso Rear
TROOPER LARGE SUPPORT
NUMBER  VEHICLE LOCATION* \ /
1 Right Side (Unit /Unit 2)
2 Right Side (Unit /Unit 2) i
3 Left Side (Unit 1/Unit 2) 4
4 Left Side (Unit /Unit 2) [:H-[HI- HS.[ / CLUSTERHITSTABLE \
5 Rear (Unit 1/Unit 2)
6 Rear (Unit /Unit 2) DieRoll
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*Unit 1 and Unit 2 represent two battle armor units.
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( MOVEMENT RECORD N

Turn# 1 2 3 4

10

Hex

Move Mode

Turn# 11 12 13 14

15

16

17 18 19 20

Hex

Move Mode

(206) 1 2 3 4
2 1 1 1 1

3 1 1 1 2

10 1 2 3 3
11 1 2 3 4

12 1 2 3 4
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