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Previous record sheet volumes grouped all unit types together and then organized per tonnage. However, this often ignored the
organization of the corresponding Technical Readout, creating disconnect for players moving from a Technical Readout to a record
sheet volume to find the unit they're looking for.

To better ease this transition, this record sheet volume is organized like its corresponding Technical Readout. Hyperlinks off of
each unit name in the TOC will enable players to instantly move to a given section, or to the start of a given unit’s record sheets.

SLDF ROYAL UNITS

Ripper
Nightshade
Cyrano
Lightning
Zephyr
Demon

Fury

Rhino

Puma Assault Tank
Mongoose
Hussar
Ostscout
Phoenix Hawk
Wyvern
Crab

Kintaro
Wolverine Il
Ostroc
Crusader
Excalibur
Warhammer
Marauder
Rifleman Il
Thug
BattleMaster
Highlander
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Rogue
Tomahawk
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Hammerhead
Rapier

Ahab
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Cobra Transport VTOL
Turhan

Merkava Heavy Tank
Jackrabbit

Kyudo

Galahad

Helepolis

Atlas |l

Mackie

Hellcat

Manatee

Pentagon

Dictator

Model 96 “Elephant”
Colossus

DRACONIS COMBINE

Sabaku Kaze
Heavy Scout Hover Tank
Daimyo HQ 67-K
Gladiator
Von Rohrs
Kiso ConstructionMech
Sabre
Vulture

FEDERATED SUNS

Darter Scout Car
Prometheus

Combat Support Bridgelayer

Battleaxe

Hammerhands
Jabberwocky EngineerMech
Centurion

Vampire

CAPELLAN CONFEDERATION

Korvin Tank

Stork Light Refueling Craft
Firebee

Koschei

Xanthos

DemolitionMech
Lightning

FREE WORLDS LEAGUE

Mauna Kea Command Vessel

Paramour Mobile Repair Vehicle

Icarus Il

Patron LoaderMech
Eagle

Deathstalker
Lyonesse

Aquarius

LYRAN COMMONWEALTH

Marsden Il Main Battle Tank
Biffel Engineering Support
Vehicle

Crossbow

Ymir

Lumberjack LoggerMech
Typhoon

Thunderbird

PERIPHERY

Ignis

Dromedary Water Transport
Toro

Phoenix

Quasit MilitiaMech

Vulcan
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STANDARD RULES

These designs are considered “standard rules” (see p. 10, Total
Warfare) and are legal for tournaments played at the Gen Con
Game Fair®, Origins Game Convention®, and other convention
tournaments, retail store events and so on, alongside the
record sheets found in the various record sheet books (whether
published by Catalyst Game Labs, FanPro, or FASA). (Note that only
those designs that meet the requirements for a tournament unit
selection will be available for use in a given tournament.)

Advanced and Experimental Rules: If any record sheets
includes “Advanced” or “Experimental” on it—meaning it mounts
equipment from Tactical Operations—then that record sheet
is generally not appropriate for tournament player (individual
tournaments will spell out the specifics of whether such designs
can or cannot be used).

ERAS
The record sheets in this volume indicate which era they first
appeared in; see p. 4 for an explanation of BattleTech Eras.
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| —01
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (5] Right Torso
] [ —

’'MECH RECORD SHEET

/4 \ 7 \ W
'MECH DATA WARRIOR DATA
Type: Phoenix Hawk PXH-1¢ "Special" Name:
Movement Points: Tonnage: 45 Gunnery Skill: ___ Piloting Skill: ____
Walki_ng: 6 Tech Base: Inner Sphere HitsTaken| 1 |2 | 3[4 [ 5] 6
Running: 9 Era: Succession Wars | consciousness#| 3 | 5 | 7 | 10| 11 |pead
Jumping: 6 /
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Guardian ECM Suite CT — [E] - - = B
1 ERLarge Laser RT 12 8|[DE] - 7 14 19 Right Arm
1 Machine Gun RA O 2 -1 2 3 (12) (12)
[DB.AI]
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 Snub-Nose PPC RA 10 1068/5 - 9 13 15
[DEV]
1 Machine Gun LA 2 1 2 3
[DB.AI] Left
1 Medium Laser LA 3 5 [DE] - 3 6 8 Leg
(20]
Rear(5)
Left Right
\ BV: 1,443 Torso Rear Torsg Rear
4] 4]

\ /

(EEMIEED \ i

Head . Head Dvertl
.. verflow
Left Arm 1. Life Support Right Arm Left Torso (11) Right Torso (11)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Endo Steel 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. [Snub-Nose PPC 28*
6. Machine Gun 6.L Snub-Nose PPC 27
1. Endo Steel Center TQPSO 1. Medium Laser Left Right | 26*
2. Endo Steel ; ;:: 'l;us!on Eng!ne 2. Machine Gun Arm Arm [25*
3. Endo Steel . usion Engine 3. Endo Steel (7] (7] -
4-6 4 Roiagain 1-3 3. XLFusionEngine 4-6 4 cndosteel 24
: 4. Gyro ; 23*
5. Roll Again - by 5. Roll Again
6. Roll Again g gV”’ 6. Roll Again 2%
. Gyro 21
1. Gyro Left Right 50"
. . . Le L
Left Torso o X Fumon Enaire Right Torso o) L KN
1. XL Fusion Engine 4-6 4: XL Fusion Engine 1. XL Fusion Engine 18*
g- i:: EUSEOH :ng!ne 5. [Guardian ECM Suite g it E“SE"’" :ng!ne 177
a3 usion Engine 6 ) . 3 usion Engine
1-3 4. Jump Jot Guardian ECM Suite 1-3 4. Jump Jot 16
5. Jump Jet N " 5. Jump Jet 15%
6. Jump Jet Engine H!tS 000 6. Jump Jet 10 (20) 14*
1. Ammo (Machine Gun) 200 Gyro H!tS oo 1 .[EFI Large Laser L!?BVDBI* ShuthV\IIE:fECtS Double 13%
2. casE Sensor Hits 0O 2.LER Large Laser - 12
. 28 Ammo Exp. avoid on 8+
4.8 3. Endo Steel Life Support O 4-6 3. Endo Steel 26  Shutdown, avoid on 10+ 0O 11
4. Endo Steel 4. Endo Steel 25 -5 Movement Points 0%
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points O 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Paints ©) Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F"TB O 3
10 -2 Movement Points
5. Endo Steel 5. Endo Steel 3 1 Modifier to Fi 2
6. Endo Steel Damgge Transfer B. Endo Steel 5 +1 Mcc))v;rlﬁgnlc:] Pg;ﬁts 1
' iagram ) -
\, / \ / )

© 2012 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



| —01
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (9] Right Torso
] [ —

’'MECH RECORD SHEET

/4 \ /4 \
'MECH DATA WARRIOR DATA
Type: Mackie MSK-6S Name:
Movement Points: Tonnage: 100 Gunnery Skill: __ Piloting Skill: __
Walking: 3 Tech Base: Inner‘ Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5 Era: [Pgé;n;tt\;eggue Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser CT 3 5 [DE] - 3 6 9
1 AC/10 RA 3 10 - 5 10 15
[DBS]
1 PPC LA 10 10[DE] 3 6 12 18
Rear(10)
Right
\ BV: 1,461 Torsg Rear
\ / ol 4 (10)
/ \ Heat
CRITICAL HIT TABLE A INTERNIAL STRUCTURE DIAGRAM
He a d Scale
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (21) Right Torso (21
1. Shoulder 2. Se_ns_ors ) 1. Shoulder
2. Upper Arm Actuator 3. P"'m“;"e Cockpit 2. Upper Arm Actuator =0°
3.[PPC 4. Heat Sink 3.[ Ac/10 000
1 -3 4. [PPC 5. Sensors 1 '3 4.| ac/10 888 29
5. LPPC 6. Life Support 5.| AC/10 883 28~
6. Roll Again 6.] AC/10 000 27
1. Roll Again Center TOPSO 1. AC/10 Left 888 26*
2. Roll Again 1. Primitive Fusion Engine 2. ac/10 Arm Y o5
3' Roll Again 2. Primitive Fusion Engine 3' AC/10 (17) o -
4-6 4: Roll Again 13 3. Primitive Fusion Engine 4-6 4: Roll Again 24
5. Roll Again " 4. Gyro 5. Roll Again 23"
6. Roll Again g gV”’ 6. Roll Again 2%
. Gyro
21
1. Gyro 20"
LEﬁ: TOI‘SO 2. Primitive Fusion Engine Rl ht TDPSO Y
3. Primitive Fusion Engine g
1. Pl Again 4-6 4. Primitive Fusion Engine 1. Ammo (AC/10) 10 18%
g' 20:: ﬁga!ﬂ 5. Medium Laser g g”l‘ln:’ (AC/10) 10 17*
_ . Roll Again 6. Medium L _ . Roll Again
1-32. fal Again ecium taser 1-3% fal Again 16
5. Roll Again N . 5. Roll Again 15*
6. Roll Again Engine H!ts oo0o 6. Roll Again 147
1. Roll Again Gyro Hits O O 1. Rol Again Lo s ourects Single 13"
2. Roll Again S.ensor Hits 0 O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ ') 11
4. Roll Again 4. Roll Again 25 5 Movement Poinis QO —
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 00
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 68+ QO 9
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points [e]o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Paints ©) Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F"Te O 3
5. Roll Again 5. Roll Again 10 -2 Movement Points 2
’ ga Damage Transfer . ga 8 +1 Madifier to Fire
[¢] .
\ B. Roll Again Diagram 8. Rol Again PAN 5 -1 Movement Points y 1
(o]

© 2012 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.
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T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA WARRIOR DATA 0500
Type: Mackie MSK-7A Narme: So203
. I . (0)(e)
Movement Points: Tonnage: 100 Gunnery Skill: ___ Piloting Skill: ___ 80808
Walking: 3 Tech Base: | Sph i 0%,
i g nner Sphere HitsTaken| 1 | 2 | 3| 4| 5| 6 OOOOO
Running: 5 (Intro) Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead O~O~0
Era: Star League OOOOO
03050
Weapons & Equipment Inventory  (hexes) oo
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser RT 8 8 [DE] - 5 10 15
1 Large Laser LT 8 8 [DE] - 5 10 15
1 AC/20 RA 7 20 - 3 6 9
[DBS]
1 PPC LA 10 10[DE] 3 6 12 18
Center Leg
Torso (41)
Rear(11)
\ BV: 1,900 Torso Rear Torsg Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (21) Right Torso (21
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. _Upper Arm Actuator 30"
13 3.| PPC 4. Heat Sink 13 3.| Ac/20 888
"9 4.| PPC 5. Sensors 9 4.| ac/20 000 29
5. LPPC 6. Life Support 5.| AC/20 888 28~
6. Roll Again 6.| AC/20 888 27
1. Roll Again Cer.lter'-TorSO 1.| Ac/20 Left 888 26*
2. Roll Again 1. Fusion Engine 2.| Ac/20 Arm o B5%
4-6 3. Roll Again 2. Fusion Engine 4-6 3.| ac/20 (17 o =7
“© 4. Roll Again 1-g 3. FusionEngine “© 4| ac/20 .
5. Roll Again 4. Gyro 5.| Ac/20 23
6. Roll Again 5. Gyro 6.Lac/20 2%
6. Gyro =1
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 197
) 4-6 3. Fusion Engine 1 ] -
1. Heat Sink 4. Fusion Engine - Heat Sink 18
g. targe taser 5. Heat Sink g targe taser 17
. . arge Laser E Heat Sink . . arge Laser
1-3 4. Roll Again eat s 1 34- Ammo (AC/20) 5 HEAT D 18
5. Roll Again N " 5. Ammo (AC/20) 5 15%
6. Roll Again Engine Hits ocoo 6. Ammo [AC/20) 5 Heat 21 (21) 14"
1. Roll Again Gyro Hits O O 1. Ammo (AC/20) 5 Ll o e Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 000 70"
5. Rol Again 5. Roll Again 24  +4 Moadifier to Fire 00
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ QO 9
22 Shutdown, avoid on 8+ QQ g*
20 -4 Movement Points e]e) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q0 6
1. Hip 1LY 1. Hip 17 +3 Modifierto Fire QO =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Paints Q0 Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 0]0)
4. Foot Actuator 4. Foot Actuator 18 tg mg\?éfr[ﬁgr:ggg}ﬁts OO 3
5. Heat Sink Damage Transfer D HeatSink 8 +1 Modifier to Fire =
6. Heat Sink Diagram 6. Heat Sink 5 -1 Movement Points 1
\, / \ / 0

© 2012 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



7N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA WARRIOR DATA
Type: Mackie MSK-8B Name:
Movement Points: Tonnage: 100 Gunnery Skill: __ Piloting Skill: __
Walki_ng: 3 Tech Base: Inner Sphere HitsTaken| 1 [2 | 3|4 [ 5[ 6
Running: s} Era: Star League Consciousness#| 3 [ 5 | 7 | 10| 11 |Dead
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser CT 3 5 [DE] - 3 6 9
1 AC/20 RA 7 20 - 3 6 9 Right Arm
[DBS]
2 PPC LA 10 10[DE] 3 6 12 18
Right
Torso
Rear(11)
Right
\ BV: 2,019 Torso Rear Torsg Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (21) Right Torso (21)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. _Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3.| Ac/20 888
"9 4.[pPPC 5. Sensors "9 4.| ac/20 000 29
5.| PPC 6. Life Support 5.| AC/20 883 28~
6. Lprc 6.| Ac/20 999 57
1. [PPC Center_Torso 1| ac/20 Loft 833 o
2.| PPc 1. Fus!on Eng!ne 2| ac/20 Arm 7o) 55
3. Lprc 2. Fusion Engine 3.| Ac/20 17) o -
4-6 4 " Roil Again 1-g 3. FusionEngine 4-6 4| ac/20 24
5. Roll Again 4. Gyro 5.| Ac/20 23*
6. Roll Again g- gV”’ 6.Lac/20 2%
. Gyro 21
1 . Gyro 20*
Left Torso 2. Fusion Engine Right Torso 197
) 4-6 3. Fusion Engine 1 ] -
1. Heat S!nk 4. Fusion Engine - Heat S!nk 18
g. Heat S!nk 5. Medium Laser g Heat Sink 17"
1-3 5 Heat S'r_‘k 6. Medium Laser 1-35° Ammo [AC/20) 5 16
4. Roll Again 4. Ammo (AC/20)5 HEAT D
5. Roll Again N " 5. Ammo (AC/20) 5 15%
6. Roll Again Engine Hits ocoo 6. Ammo [AC/20) 5 Heat 21 (21) 14"
1. Roll Again Gyro H!ts (o] o) 1. CAsE L?E;IDEI* ShUthV\I’E:fects Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 000 70"
5. Rol Again 5. Roll Again 24  +4 Moadifier to Fire 00
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ QO 9
22 Shutdown, avoid on 8+ QQ g*
20 -4 Movement Points e]e) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18  Shutdown, avoid on 6+ Q0 6
1. Hip 1LY 1. Hip 17 +3 Modifierto Fire QO =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Paints Q0 Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 0]0)
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O O 3
5. Heat Sink Damage Transfer D HeatSink 8  +1 Modifier to Fire =
6. Heat Sink Diagram 6. Heat Sink 5 -1 Movement Points 1
\, / \ / 0

© 2012 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



ﬁM
ARMOR DIAGRAM

I I [ ] n Head (9)
I I I [ ] Left Torso Right Torso
] [ —3 S

’'MECH RECORD SHEET

\ /4 \ U
'MECH DATA WARRIOR DATA 0500
Type: Mackie MSK-9H Name: So203
. I . (0)(e)
Movement Points: Tonnage: 100 Gunnery Skill: ___ Piloting Skill: ___ 80808
Walking: 3 Tech Base: | Sph i OcC
i g nner Sphere HitsTaken| 1 | 2 | 3| 4| 5| 6 OOOOO
Running: 5 Era: Star League Consciousness#| 3 | 5 | 7 [10] 11 |Dead OOOOO
OOOOO
OOOOO
Weapons & Equipment Inventory  (hexes) Se)

Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser CT 3 5 [DE] - 3 6 9
1 Beagle Active Probe LT — [E] - - = 4
1 AC/20 RA 7 20 - 3 6 9
[DB,S]
2 PPC LA 10 10[DE] 3 6 12 18

Center
Torso
Rear(11)

\ BV: 2,022 Torso Rear Torsg Rear
\ / ol 4 (10) (10)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
Left Arm 1. Life Support Right Arm Lot Torso (21] Head I
1. Shoulder 2. 55"5'3_"5 1. Shoulder 9
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3.| Ac/20 888
"9 4. Heat Sink 5. Sensors "9 4.| Ac/20 560 29
5. Heat Sink 6. Life Support 5.| AC/20 888 28~
6. Heat Sink 6.| ac/20 000 57
1 [erc Center Torso 1| ac/20 Left 388 56"
2.| prc 1. Fusion Engine 2.| ac/20 Arm 50 55
3. Lprc 2. Fusion Engine 3.| Ac/20 (17) o -
4-6 4 rperc 1-g 3. FusionEngine 4-6 4| ac/20 24
5. [PPC 4. Gyro 5.| Ac/20 23"
6. Lppc g- gV”’ 6.Lac/20 2%
. yro 51
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 197
3. Fusion Engine
1. Heat Sink 4-6 4 Fusion Engine 1. Ammo (AC/20) 5 18"
2. [Beagle Active Probe 5. Medium Laser 2. Ammo (AC/20) 5 17
3. LBeagle Active Probe E. . 3. Ammo (AC/20)5
- . Med L. -
1-3 4. Roll Again eaium Laser 1-3 4. Ammo (AC/20)5 18
5. Roll Again " - 5. CASE 15*
6. Roll Again Engine H!ts oo0o 6. Roll Again 147
1. Roll Again Gyro Hits OO 1. Roll Again ngw Shut Effects Single 155
2. Roll Again S.ensor Hits O O 2. Roll Again 28 AnlemDDVI;Qp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points QO ~
5. Rol Again 5. Roll Again 24  +4 Moadifier to Fire 00 10
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 68+ QO 9
22 Shutdown, avoid on 8+ (@]0) g*
20 -4 Movement Points [e]e) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q0 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q0 =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Q0 Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 00
4. Foot Actuator 4. Foot Actuator 13 +2 Modffier to F"TB OO 3
- - 10 -2 Movement Points
5. Heat Sink 5. Heat Sink o - 2
B. Heat Sink Damage Transfer g ozt gink 8 1 Modifier to Fire 7
. Diagram . -1 Movement Points
\, / \ / o

© 2012 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



BATTILETETSH \

AEROSPACE FIGHTER RECORD SHEET

¢ FIGHTER DATA )

Type: Sabre SB-26

Thrust:
Safe Thrust: 9

Maximum Thrust: 14
Era:

Tonnage:
Tech Base: Inner Sphere

25

(Primitive)
Star League

ARMOR DIAGRAM =RtV iwiV:)

Nose Damage
Threshold (Total Armor)
2(19)

EXTERNAL STORES/BOMBS

Key:-
HE - High Explosive
LG - Laser Guided

(@] (0] (@] C - Cluster
- O (@) BL - Rocket Launcher
Weapons & Equipment Inventory (0] 0] (0]
Standard Scale (0-6) ~ (6-12) (13-20) (21-25) (@) (e}
Gty Type Loc. Ht SRV MRV LRV ERV 0 ) @)
1 Medium Laser [DE] N 3 5 — — — o o)
1 Medumlaser[DE] W 3 5 —  — — O 0 O
1 Medium Laser [DE] RW 3 5 — — - O
Primitive Cockpit
Structural
Integrity:
9
Left Wing 8 08 08 Right Wing
Damage Threshold (e} Damage Threshold
(Total Armor) [e) (Total Armor)
2(15) (0] 2(15)
O
Fuel: 160 Points O (@) o
(@] o (@]
BV: 512 4 o o
— / 0 ¢ o)
O o @) @) o O o @)
— Heat
.-' E“\ E o 0) o (0] o 0) o Scale
' . = O O O O O Overflow
> 0 % © o ° 5 -
{ = N\ e}
': . —— (o) 30*
5 =
> AN =S o 29
0 e ‘- 28*
Wy —= = \ L 27"
Aft Damage N A1 26"
Threshold H'_qs.[ S5
(Total Armor) game Plabs =7
2(15)
23*
\ /4 2\ 22%
¢ CRITICAL DAMAGE N PILOT DATA Jpmmm N ¢ HEAT DATA \ (==
Heat
- . Name: * Effect: Heat Sinks: 20*
Avionics e a +5| Engine e @ @ Level ects -
. . . . Gunnery Skill: Piloting Skill: gg ihutdovan dong ;_0 [;l 0) 19
— mmo Exp. avoid on 8+ ingle 18%
FCS [E] Gear HitsTaken | 1| 21 3| 4| 5| 6 27 Pilot Damage, avoid (o) 757
on S+
. (0]
Life Consciousness # | 3 5 7 110/ 11 |Dead 26 Shutdown, avoid on 10+ 16
Sensors Support 25 Random Movement, 0 15~
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ O )
\ / \ / | 224 +aModifier to Fire 0 14
/4 \ 23 AmmoExp.avoidonB+ O 13
VELOCITY RECORD N\ 22 Shutdown, avoid on 8+ O 12
21 Pilot Damage, avoid (o]
Turn # 1 2 3 4 5 6 7 8 9 10 on B+ o 11
Thrust 20 Random Movement, o 10*
. avoid on 8+
Vemc"_"y . 19  Ammo Exp. avoid on 4+ 9
Effective Velacity 18 Shutdown, avoid on B+ 8"
Altitude 17 +3 Modifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14  Shutdown, avoid on 4+ 5*
Thrust 13  +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
: - avoid on 6+
Effective Velocity 8  +1 Modifier to Fire 2
Attitude 5 Random Movement, 1
\ J \ avoid on 5+ J ]
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BATTILETETSH \

AEROSPACE FIGHTER RECORD SHEET

¢ FIGHTER DATA )

Type: Sabre SB-27

Thrust:
Safe Thrust: 11

Maximum Thrust: 17
Era:

Tonnage:
Tech Base: Inner Sphere

25

(Intro)
Star League

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
2(19)

EXTERNAL STORES/BOMBS

Key:-
HE - High Explosive
LG - Laser Guided

(@] (0] O C - Cluster
- O (@) BL - Rocket Launcher
Weapons & Equipment Inventory (0] 0] (0]
Standard Scale (0-6) ~ (6-12) (13-20) (21-25) (@) (e}
Gty Type Loc. Ht SRV MRV LRV ERV 0 ) @)
1 Medium Laser [DE] N 3 5 — — — o o)
1 Medumlaser[DE] W 3 5 —  — — O 0 O
1 Medium Laser [DE] RW 3 5 — — - O
Structural
Integrity:
o O 1(; O
Left Wing %%t Right Wing
Damage Threshold Damage Threshold
(Total Armor) e) (Total Armor)
2(15) (0] 2(15)
O
Fuel: 400 Points O (@) o
(@] o (@]
BV: 574 4 o o
— / 0 ¢ o)
O o @) @) 0 O o @)
— Heat
.-' E“\ E o 0) o (0] o 0) o Scale
' . = O O OO O O Overflow
- ¢ o
{ S 0] O o @) @) -/
S == o 30"
> AN =S @) 29
0 e ‘- 28*
Wy —= = \ L 27
Aft Damage N A1 26"
Threshold '_ S5
(Total Armor) game J labs =7
2(15)
23*
\ /4 2\ 22%
¢ CRITICAL DAMAGE N PILOT DATA Jpmmm N ¢ HEAT DATA \ (==
Heat
- . Name: * Effect: Heat Sinks: 20*
Avionics e a +5| Engine e @ @ Level ects -
. . . . Gunnery Skill: Piloting Skill: gg ihutdovan dong ;_0 [;l 0) 19
— mmo Exp. avoid on 8+ ingle 18%
FCS [E] Gear HitsTaken | 1| 21 3| 4| 5| 6 27 Pilot Damage, avoid (o) 757
on S+
. o
Life Consciousness # | 3 5 7 110/ 11 |Dead 26 Shutdown, avoid on 10+ 16
Sensors Support 25 Random Movement, 0 15~
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ O )
\ / \ / | 224 +aModifier to Fire 0 14
/4 \ 23 AmmoExp.avoidonB+ O 13
VELOCITY RECORD N\ 22 Shutdown, avoid on 8+ (0] 12
T 21 Pilot Damage, avoid (o]
urn # 1 2 3 4 5 6 7 8 9 10 on B+ o 11
Thrust 20 Random Movement, o 10*
. avoid on 8+
Vemc"_"y . 19  Ammo Exp. avoid on 4+ 9
Effective Velacity 18 Shutdown, avoid on B+ 8"
Altitude 17 +3 Modifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14  Shutdown, avoid on 4+ 5*
Thrust 13  +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
: - avoid on 6+
Effective Velocity 8  +1 Modifier to Fire 2
Attitude 5 Random Movement, 1
\ J \ avoid on 5+ J ]
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BATTILETETSH \

AEROSPACE FIGHTER RECORD SHEET

¢ FIGHTER DATA )

Type: Sabre SB-28

Thrust:
Safe Thrust: 11
Maximum Thrust: 17

Tonnage: 25

Tech Base: Inner Sphere
Era: Star League

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
3 (26)

EXTERNAL STORES/BOMBS

Key:-
HE - High Explosive
LG - Laser Guided

(0] (0] (0] (0] C - Cluster
- O O O O BL - Rocket Launcher
Weapons & Equipment Inventory (0] (0] (0]
Standard Scale (0-6)  (6-12) (13-20) (21-25) (e} (e} (@) (@)
Gty Type Loc. Ht SRV MRV LRV ERV ) @) @)
1 ER Large Laser [DE] N 12 8 8 8 — 9 o o o
1 Medum Laser[DE] W 3 5 —  — — 0] 0] 0O
1 Medium Laser [DE] RW 3 5 — — - 0
Structural
Integrity:
o O 1(; O
Left Wing %%t Right Wing
Damage Threshold Damage Threshold
(Total Armor) [e) (Total Armor)
3(21) o (@] 3(21)
) (e} 0] (@]
Fuel: 400 Points (@)
O O |o
BV: 951 o) @) 0
\_\ 0 (@] (@)
/ o) ¢ o)
© (@) © (e} 0o ° © (@) © (e}
- —_— ] o o o o o Heat
» \ E 0 o (o) o o Scale
' = = O O o O O Overflow
N (e} (@] (0] (@] 0]
/s - 5 0] 0 o @) (o) (0] —
RS = Q o O @] ° 307
) o 0] 29
- IR PR o)
0 e ‘- e 28*
Wy —= = \ D 27"
Aft Damage N A1 26"
Threshold H'_q .[ S5
(Total Armor) game J labs =7
3(21)
23*
\ /4 2\ 22%
¢ CRITICAL DAMAGE N PILOT DATA Jpmmm N ¢ HEAT DATA \ (==
Heat
- . Name: * Effect: Heat Sinks: 20*
Avionics e a +5| Engine e @ @ Level ects -
. . . . Gunnery Skill: Piloting Skill: gg ihutdovan dong |13 0 [EIDJ 19
mmo Exp. avoid on 8+ ouble 18%
FCS [E] Gear HitsTaken | 1| 21 3| 4| 5| 6 27 Pilot Damage, avoid (o) 757
on S+
: (0]
Life Consciousness # | 3 5 7 110/ 11 |Dead 26 Shutdown, avoid on 10+ 16
Sensors Support 25 Random Movement, 0 15~
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ O )
\ / \ / | 224 +aModifier to Fire 0 14
/4 \ 23 AmmoExp.avoidonB+ O 13
VELOCITY RECORD N\ 22 Shutdown, avoid on 8+ O 12
T 21 Pilot Damage, avoid (o]
urn # 1 2 3 4 5 6 7 8 9 10 on B+ o 11
Thrust 20 Random Movement, o 10*
. avoid on 8+
Vemc"_"y . 19  Ammo Exp. avoid on 4+ 9
Effective Velacity 18 Shutdown, avoid on B+ 8"
Altitude 17 +3 Modifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14  Shutdown, avoid on 4+ 5*
Thrust 13  +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
: - avoid on 6+
Effective Velocity 8  +1 Modifier to Fire 2
Attitude 5 Random Movement, 1
\ J \ avoid on 5+ J ]
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BATTILETETSH \

AEROSPACE FIGHTER RECORD SHEET

¢ FIGHTER DATA )

Type: Sabre SB-29

Thrust:
Safe Thrust: 11

Maximum Thrust: 17 Era:

Tonnage:
Tech Base: Inner Sphere

25

Jihad

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
3 (21)

EXTERNAL STORES/BOMBS

Key:-
HE - High Explosive
LG - Laser Guided

(@] (0] (0] C - Cluster
- O O O BL - Rocket Launcher
Weapons & Equipment Inventory @] (0] (@)
Standard Scale (0-6) ~ (6-12) (13-20) (21-25) (e} (@] (0]
Gty Type Loc. Ht SRV MRV LRV ERV @) )
1 Light PPC [DE] N 5 5 5 B — o 9] o
1 ERMedum Laser[DE] LW 5 &5 5  — — o) O o)
1 ER Medium Laser [DE] RW 5 5 5 - - Y
Structural
Integrity:
o O 1(; O
Left Wing %%t Right Wing
Damage Threshold Damage Threshold
(Total Armor) [e) (Total Armor)
2(17) o 0] 2(17)
. (0] (0] (0]
Fuel: 400 Points O
(@] (0] Q
BV: 789 (0] (@]
\_\ o o
/ 0 ¢ o) 0
0] © (o) 8 0] © 0]
- —_— ] o o o o o Heat
» \ E 0 0 (0] 0 0 Scale
_ - - O O Overflow
A y OO OO O N Oo e}
- T —/
l‘ __ 8 o 30*
LB ), == 0 29
=} __‘ o “
0 e ‘- 28*
_'_}'p-ﬁ'f:' 2 D 27"
Aft Damage N A1 26"
Threshold '_ 5%
(Total Armor) game J labs =7
2(17)
23*
\ /4 2\ 22%
¢ CRITICAL DAMAGE N PILOT DATA Jpmmm N ¢ HEAT DATA \ (==
Heat
- . Name: * Effect Heat Sinks: 20*
Avionics e a +5| Engine e @ @ Level ects -
. . . . Gunnery Skill: Piloting Skill: gg ihutdovan dong |13 0 [EIDJ 19
mmo Exp. avoid on 8+ ouble 18*
FCS [E] Gear HitsTaken | 1| 21 3| 4| 5| 6 27 Pilot Damage, avoid (o) 757
on S+
. (0]
Life Consciousness # | 3 5 7 110/ 11 |Dead 26 Shutdown, avoid on 10+ 16
Sensors Support 25 Random Movement, O 15~
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ O )
\ / \ / | 224 +aModifier to Fire 0 14
/4 \ 23 AmmoExp.avoidonB+ O 13
VELOCITY RECORD N\ 22 Shutdown, avoid on 8+ O 12
T 21 Pilot Damage, avoid (o]
urn # 1 2 3 4 5 6 7 8 9 10 on 6+ o 11
Thrust 20 Random Movement, o 10*
. avoid on 8+
Vemc"_"y . 19 Ammo Exp. avoid on 4+ 9
Eff'_ac':"'e Velocity 18 Shutdown, avoid on B+ 8”
Altitude 17  +3 Modifier to Fire 7
15 Random Movement, 6
avoid on 7+ -
Turn # 11 12 13 14 15 16 17 18 19 20 14  Shutdown, avoid on 4+ 5
Thrust 13  +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
: ; avoid on 6+
Effective Velocity 8 +1 Modifier to Fire 2
Altitude 5 Random Movement, 1
N J \ avoid on 5+ J ]
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ARMOR DIAGRAM
I E— I ——— . g
BATTILETECH
. - - BAR: 10 (40)

GROUND VEHICLE RECORD SHEET 0 0 0 00
0 00

/ \ / 009,959, § ©09
VEHICLE DATA CREW DATA o) 8888, OO
. (0]
Type: Prometheus Combat Support Bridgelayer | | Crew: o) O 0 0 0 0/ "o
. .. . O O O O O O O
Movement Points: Tonnage: 75 Gunnery Skill: ____ Driving Skill: ___ o Rle) OOOOOO 0O O
Cruising: 3 Tech Base: Inner Sphere . . i 0 O 0O O 0 o
Commander Hit Driver Hit O O O O
Flank: 5 Era: Star League Modifier to all Skill rolls- Modifier to Driving O O O0000\0 0 O .
Movement Type: Tracked Skill rolls Oo o000 OO 2
. =5
Engine Type: Fusion Engine / (40)af0 o ;‘n’
[ -
Weapons & Equipment Inventory  (hexes) CRITICAL DAMAGE N 2§C 8 O Oll&
Gty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit D <Lt 8 (0] J§
1 Advanced Fire Control BD [E] - - - = P ()
1 LRM15 FR 1/Ms. 6 7 14 21 Sensor Hits @) E[E(E) k=11 Ko 0158
[M.C.5] Moative System Hits + 0 40
1 Medium Laser FR 5E] — 3 6 9 Stabilizers 21l 9 (40)
1 Heavy Bridge Layer RS el - - - = .
1 Heawy Bridge Layer LS E - - - - Front D Left D Right E] = 0O 0]
Rear D 0 O O O
Infantry Compartment (5 tons) J o) Ol
Cargo Space - 5 tons (1 door) (o) (@)
Chassis Modifications: Armored Chassis (o) O O
00000000
OO0 OO0 OO 00O 00O oo
OO0 OO0 OO OO 0O O
O 00O 00O OO 0O o0
Rear Armor
Amma: [LRM 15] 8 (34) Lq S'[
\ BV: 704 / game Plabs
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{ GROUND COMBAT VEHICLE HIT LOCATION TABLE M ( MOTIVE SYSTEM DAMAGE TABLE N

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT SIDE§ 2-5 No effect B B )
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Side t 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidet Right Side f Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) 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 a roll of 6-7 is made for a vehicle, 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 a unit's Cruising MP is reduced

to O, it cannot move for the rest of the game, but 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 first 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 a Depth 1 or deeper water hex, it sinks and is destroyed.

\ /7 \ /

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical 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 in Total 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 a critical hit on the side corresponding to the attack direction.

1The 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 also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§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, a turret hit strikes the armor on the side attacked.

LOCATION HIT
2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
\ **|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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