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PRIMITIVE BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM
Primitive

Head (8)

Left Torso
(7)

Right Torso

/4 \ / \
'MECH DATA \ WARRIOR DA
Type: Firebee FRB-1E (WAM-B] Name:
Movement Points: Tonnage: 35 . I .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere v — 9
Running: 8 Rules Level: Advanced HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 210 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRM2 LA 2 2/MslI[MCS] — 3 6 9
1 LBM5S RA 2 1/Msl[MCS] 6 7 14 21 Right Arm
1 SRM2 LT 2 2/MslI[MCS] — 3 6 9 (7)
1 SRM2 RT 2 2/MsI[MCS] — 3 6 9
Center
Torso
(3)
Left Right
T R T R
Ammo: (LRM 5) 24, (SRM 2) 100 oree near oree near
(2) (2)
\, Bv: 514 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scale
Head Left Torso (8) Right Torso (8) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors ) 1. Shoulder
2. Upper Arm Actuator 3. Pmm't“’? Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
™2 4. Hand Actuator 5. Sensors ™2 4 LAmMS5 -
5. SRM 2 6. Life Support 5. Ammo (LRM 5) 24 28
6. Roll Again 6. Roll Again Left Right 27
1. Roll Again Center Torso 1. Roll Again ?FG"; A[rem] 25
2. Roll Again 1. Primitive Fusion Engine 2. Roll Again 25~
a4-6 3. Roll Again 2. Primitive Fusion Engine 4-6 3. Roll Again 24*
4. Roll Again 3. Primitive Fusion Engine 4. Roll Again 23*
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg o
1. Gyro . (8) (8) -
Left Torso 2. Primitive Fusion Engine Right Torso 19
1. SRM2 4.6 3. Primitive Fusion Engine 1. Heat Sink 18*
2. Ammo (SRM 2) 50 “O 4. Primitive Fusion Engine 2. Heat Sink ,_\ 17*
3. Ammo (SRM 2) 50 5. Roll Again 3. SRM2 _
4. Roll Again 6. Roll Again 4. Roll Again N .
1-3 g 1-3 EA Heat Sinks: 16*
5. Roll Again 5. Roll Again 10 15
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Roll A 1. Roll A .
0% Again Sensor Hits O O 0% Again 28  Ammo Exp, avoid on 8+ ©)
2. Roll Again Life Support O 2. Roll Again 26 Shutdown, avoid on 10+ O 12
a4-6 2 zolligam PP a4-6 2 20:: 298"1 25 -5 Movement Points O 11
- HolAgain - rolAgain 24 +4 Modifier to Fire O 10*
:' EUH 298”1 2 EGI: 298"1 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi L 1. Hi 17 +3 Moadifier to Fire O "
- Hip game P labs - Hip 15 3Mm ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 8 *1 Modifier to Fire 1
9 5 -1 Movement Points
\, / '\ / | o

© 2023 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (8)
Left Torso

(10)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Firebee FRB-2E Name:
Movement Points: Tonnage: 35 . I .
) Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere v — i
Running: 8 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 5 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 175 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRM2 LA 2 2/MsI[MCS] — 3 6 9
1 Large Laser RA 8 B8I[DE] — 5 10 15
1 SRM2 LT 2 2/Msl[MCS] — 3 6 9
1 SRM2 RT 2 2/Msl[MCS] — 3 6 9
1 SRMe2 Cr 2 2/MsI[MCS] — 3 6 9
Leg Center Leg
Torso
Left Right
Ammo: (SAM 2] 100 Torso Rear Torso Rear
' (3) (3)
\, Bv: 808 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ o Scale
Head Left Torso (8) Right Torso (8) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
" 4. Hand Actuator 5. S'ensors " 4, [Large Laser "
5. SRM 2 6. Life Support 5. LLarge Laser 28
6. Roll Again 6. Roll Again Left Right 27
1. Roll Again Center Torso 1. Roll Again Arsm Arem 25
2. Roll Again 1. Fusion Engine 2. Roll Again (6] (6) 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24*
46, r Again 3. Fusion Engine 46, Again 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro 21
. Leg Leg 20+
1. Gyro i (8) (8) -
Left Torso 2. Fusion Engine Right Torso 19
1. Heat Sink 3. Fusion Engine 1. Jump Jet 18*
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet ,_\ 17*
1-3 4. SRM2 6. SRM 2 1-3 4. Roll Again EA Heat Sinks: 16
5. Ammo (SRM 2) 50 5. Roll Again 10 15*
6. Ammo (SRM 2) 50 Engine Hits O O O 6. Roll Again Level* Effects 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Roll A 1. Roll A .
0% Again Sensor Hits O O 0% Again 28  Ammo Exp, avoid on 8+ ©)
2. Roll Again Life Suppor‘t o 2. Roll Again 96 Shutdown, avoid on 10+ O 12
a4-6 2 zolligam a4-6 2 20:: 298"1 25 -5 Movement Points O 11
- HolAgain - rolAgain 24 +4 Modifier to Fire O 10*
:' EUH 298”1 2 EGI: 298"1 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi L 1. Hi 17 +3 Moadifier to Fire O "
- Hip game P labs - Hip 15 3Mm ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 8 *1 Modifier to Fire 1
9 5 -1 Movement Points
\, / '\ / | o
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Coyotl Prime Name:
Movement Points: Tonnage: 40 . I .
) Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Clan v — 9
Running: 11 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 280 XL p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM 4 LA 3 2/MsI[MC] — 4 8 12
1 ERPPC RA 15 15][DE] — 7 14 23 Right Arm
1 LRM10 LT 4 1/MsI[MCS] — 7 14 21 (12)
1 Medium Pulse Laser RT 4 7 [P] — 4 8 12
Right
Center Leg
(20) Torso (20)
(7)
Te R Te R
Ammo: [LRM 10) 12, (Streak SRM 4] 25 oreo Hear oreo Hear
(5) (5)
\, BV: 1.974 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (10) Right Torso (10) Overflow
Left Arm (CASE) 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Endo Steel 13 3. [ER PPC o9
™2 4. Streak SRM 4 5. Sensors ™2 a4 lerprc -
5. Ammo (Streak SRM 4) 25 6. Life Support 5. Endo Steel 28
6. Endo Steel 6. Roll Again Left Right 27
1. Endo Steel Center Torso 1. Roll Again A;m Ar6m 26~
2. Roll Again 1. XL Fusion Engine 2. Roll Again (6] (6] 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 46 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again
6. Roll Again 6. Roll Again 22>
: 5. Gyro : Left Right
6. Gyro 21
Leg Leg "
1. Gyro (10 (10) 20
Left Torso (CASE) 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*
3. LRM10 5. [Duuble Heat Sink 3. Medium Pulse Laser
- - 16
1-3 4. Ammo (LRM 10) 12 6. L Double Heat Sink 1-3 4. Endo Steel Double Heat Sinks: N
5. Endo Steel 5. Roll Again 11 22' 15*
6. Endo Steel Engine Hits O O O 6. Roll Again Level* Effects (22] 14*
Gyro Hits O O 30 Shutdown prm
1. Roll A 1. Roll A .
0% Again Sensor Hits O O 0% Again 28  Ammo Exp, avoid on 8+ 0]0)
2. Roll Again Life Support O 2. Roll Again 26 Shutdown, avoid on 10+ O 12
a4-6 2 zolligam PP a4-6 2 20:: 298"1 25 -5 Movement Points O 11
- HolAgain - rolAgain 24 +4 Modifier to Fire O 10*
:' EOH 298”-' 2 EGI: 298"1 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip ga.!.: labs 1. Hip 17 +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 8 *1 Modifier to Fire 1
9 5 -1 Movement Points
\, / '\ / | o

© 2023 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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OMNIMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Coyotl D Name:
Movement Points: Tonnage: 40 . I .
) Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Clan v — 9
Running: 11 [14] Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 280 XL p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Streak LRM 10 LA 4 1/MsI[MC] — 7 14 21
1 Imp. Heavy Large RA 18 16 [DEX] — 5 10 15 Right Arm
Laser (12)
1 AP Gauss Rifle RT 1 3[DBAIX] - 3 B 9
1 Targeting Computer RT — [g] - - - -
1 TAG CT — [E] — 5 9 15
Right
Center Leg
(20) Torso (20)
(7)
T R T R
Ammo: (AP Gauss) 40, (Streak LRM 10) 12 °rs[°5 ]”" °rs[°5 ]ear
\, BV: 1,980 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (10) Right Torso (10) Overflow
Left Arm (CASE) 1. Life Support Right Arm (CASE)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Endo Steel 13 3. | Imp. Heavy Large Laser o9
" g, [Streak LRM 10 5. S'ensors " 4, Imp. Heavy Large Laser "
5. L Streak LRM 10 6. Life Support 5. LImp. Heavy Large Laser 28
6. Ammo (Streak LRM 10) 12 6. Endo Steel Left Right 27
1. Endo Steel Center Torso 1. Roll Again A;m Ar6m 26~
2. Endo Steel 1. XL Fusion Engine 2. Roll Again (6] (6] 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. XL Fusion Engine 46 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again
6. Roll Again 6. Roll Again 22>
: 5. Gyro : Left Right
6. Gyro 21
i Leg Leg
20*
1. Gyro _ (10 (10) -
Left Torso 2. XL Fusion Engine Right Torso (CASE) 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*
3. [ Double Heat Sink 5. Supercharger 3. AP Gauss Rifle
1-3 4. [Double Heat Sink 6. TAG 1-3 4. Ammo (AP Gauss) 40 Double Heat Sinks: N 16
5. Endo Steel 5. Targeting Computer 11 (22 y 15*
6. Endo Steel Engine Hits O O O 6. Endo Steel Level* Effects (22] 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Roll Again Sensor Hits o o 1. Roll Again 28  Ammo Exp, avoid on 8+ O O
2. Roll Again ) 2. Roll Again 56 Shutd don 10+ O 12
Llfe Suppor‘t o 3 Roll A utdown, avoid on
a4-6 3. Roll Again a4-6 ol Again 25 -5 Movement Points O 11
‘5" EDH 298'” g' 20': 298‘” 24  +4 Modifier to Fire O 10+
B. RUH Agam B. RGI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l_ 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3Mm ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Roll Again Damage Transfer 5. Roll Again 180 iM’\;;erpen: F';’_'”ts 2
6. Roll Again Diagram 6. Roll Again e M odimer t”P '_ret 1
\ VAN -1 Movement Points y. o

© 2023 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Icarus Il ICR-1S Name:
Movement Points: Tonnage: 40 . I .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 4 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 160 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 AC/10 LA 3 10[DBS] — 5 10 15
1 Small Laser LA 1 3|[DE] -1 2 3 Left Arm Right Arm
2 Medium Laser RT 3 5][DE] - 3 6 8 (10) (10)
Left Right
Leg Center Leg
(15) Torso (15)
(6)
Left Right
Ammo: (AC/10) 10 Torso Rear Torso Rear
(6) (6)
\, BV: 863 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ o Scale
Head Left Torso (10) Right Torso (10) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o9
™2 a.[ac/10 5. Sensors ™2 4. Hand Actuator -
5.| Ac/10 6. Life Support 5. Roll Again 28
6.|AC/10 6. Roll Again Left Right 27
1.| Ac/10 Center Torso 1. Roll Again Arsm Arem 25
2.[Ac/10 1. Fusion Engine 2. Roll Again (6] (6) 25*
3.[AC/10 2. Fusion Engine 3. Roll Again 24*
4-6 4.LAC/10 3. Fusion Engine 4-6 4. Roll Again o3+
5. Small Laser 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro L 21
eg Leg 20"
1. Gyro (10 (10)
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3. Ammo (AC/10) 10 5. Roll Again 3. Medium Laser
1 -3 4. Roll Again 6. Roll Again 1 -3 4. Medium Laser N . 16
g Heat Sinks: "
5. Roll Again 5. Roll Again 10 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D Hits QO O 30 Shutdown 13*
1. Roll A 1. Roll A .
2 RZH Aga'” Sensor Hits O O » RO” Aga‘” 28 Ammo Exp, avoid on 8+ ©)
: gain ; - Roll Again 26  Shutdown, avoid on 10+ @) 12
Life Suppor‘t o 3. Roll Again '
a4-6 3. Roll Again a4-6 9 25 -5 Movement Points O 11
‘5" EDH 293'” g' 20': iga‘” 24  +4 Modifier to Fire @) 10*
6. ROH Agam B. RGI‘ Agam 23 Ammo Exp, avoid on 6+ O 9
- holAgain - Roll Again 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi L 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3Mm ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet 2 TMMOdlﬁerszFl-ri p
N\ / \L -1 Movement Points / m

© 2023 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR DA

Type: Icarus Il ICR-25

Name:
Movement Points: Tonnage: 40 . I .
Walking: 5 Tech Bgase: Inner Sphere Gunnery Skill: ___ Piloting Skl
Running: 8 Rules Level: Standard Hits Taken | 1 2| 3lals|s
Jumping: 5 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 200 XL
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LB10XAC LA 2 10 — 6 12 18
[DBC/F/S] Right Arm
1 Small Laser LA 1 3|[DE] -1 2 3 (12)
1 Medium Pulse Laser RT 4 B[P] - 2 4 B

Center
Torso

Left
Torso Rear

(5]

BV: 986 S
\ @ ) Y INTERNAL STRUCTURE DIAGRAM

\

/ \ Standard Structure Heat
CRITICAL TABLE \ ons Scale

Right
Torso Rear

(5)

Ammo: (LB 10X) 10, (LB 10X Cluster] 10

Head Left Torso (10) Right Torso (10) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. COCkP'F 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. FerroFibrous 13 3. Lower Arm Actuator o9
™2 4.[LB10XAC 5. Sensors ™2 4. Hand Actuator -
5.| LB 10X AC B. Life Support 5. FerroFibrous 28
6.|LB10XAC 6. Ferro-Fibrous Left Right 27
1.|LB10x AC Center Torso 1. FerroFibrous Arsm Arem =
2.|LB 10X AC 1. XL Fusion Engine 2. FerroFibrous (6] (6] 25*
4-6 3.LLB10-XAC 2. XL Fusion Engine a4-6 3. Roll Again Center 24*
4. Small Laser 3. XL Fusion Engine 4. Roll Again Torso 23
5. Ferro-Fibrous 1-3 4. Gyro 5. Roll Again (12) oo
6. Ferro-Fibrous 5. Gyro 6. Roll Again .
. Left Right
6. Gyro L 21
eg Leg 20"
1. Gyro . (10) (10)
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*
3. XL Fusion Engine 5. Heat Sink 3. XL Fusion Engine
1-3 4. Heat Sink 6. Jump Jet 1-3 4. Heat Sink Heat Sinks: 16
5. Ammo (LB 10-X) 10 5. Medium Pulse Laser 1 ’I. 15*
6. Ammo (LB 10-X Cluster] 10 Engine Hts O O O 6. FerroFibrous Level* Effects 14*
Gyro Hits O O 30 Shutdown prm
1. FerroFib 1. FerroFib ;
L Sensor Hits O O s SR S I
: i Life Support O : 26  Shutdown, avoid on 10+ @)
4-6 3. Fer‘r‘o-F?brous 4-6 3. Roll Again o5 .5 Movement Points O 11
‘5" ;ETZ'F"’POUS g' 20': iga‘” 24  +4 Modifier to Fire O 10+
6. ROH Agam B. RG:\ Agam 23 Ammo Exp, avoid on 6+ O 9
- molAgain - hollAgain 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip ga'!‘: s 1. Hip 17  +3 Modifier to Fire O 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @)
14  Shutdown, avoid on 4+ 4
3. Lower Leg Actuator 3. Lower Leg Actuator . . 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
S. Jump Jet Damage Transfer 5. Jump Jet 180 f‘qMMOVZTen: P'?_mts 2
6. Jump Jet Diagram 6. Jump Jet 5 M odimer tDF’ I'N?: 1
-1 Movement Points
N\ /7 '\ / | o

© 2023 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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PRIMITIVE BATTLEMECH RECORD SHEET

( 'MECH DATA \

BATTLETECH

( WARRIOR DATA \

ARMOR DIAGRAM
Primitive

Head (9)
Left Torso

Right Torso

N
Type: Gladiator GLD-1R Name: 8 8 8
Movement Points: Tonnage: 55 Gunnery Skill: Piloting Skl 000
Walking: 4 Tech Base: Inner Sphere O 00
Running: 5] Rules Level: Advanced HitsTaken[ 1 | 2 | 3 | 4 | 5 | & 8 8 8
Jumping: 0 Role: Brawler Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 53 0
Engine Type: 265 Fusion p O O O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser LA 3 ©5][DE] - 3 6 9
1 Large Laser RA 8 B8IDE] — 5 10 15 Left Arm Right Arm
(17) (17)
Left Right
Leg Center Leg
(24) Torso (24)
(9)
Left Right
Torso Rear Torso Rear
(8) (6)
\, BV: 1,027 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ ot Scale
Head Left Torso (13) Right Torso (13 ) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors ) 1. Shoulder °
2. Upper Arm Actuator 3. Pmm't“’? Cockpit 2. Upper Arm Actuator o 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o o9
" 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o "
5. Medium Laser 6. Life Support 5. [Large Laser ° 28
6. Medium Laser 6. LLarge Laser Left o Right 27
1. Roll Again Center Torso 1. Roll Again ?;"; ° A[rgm] 25
2. Roll Again 1. Primitive Fusion Engine 2. Roll Again S 25~
4-6 3. Roll Again 2. Primitive Fusion Engine 4-6 3. Roll Again Center 24*
4. Roll Again 3. Primitive Fusion Engine 4. Roll Again Torso 23
5. Roll Again 1-3 4. Gyro 5. Roll Again 18) oo
6. Roll Again 5. Gyro 6. Roll Again .
6. Gyro Left Right 21
Leg Leg 20+
1. Gyro _ (13) (13) -
Left Torso 2. Primitive Fusion Engine Right Torso 19
1. Heat Sink 4.6 3. Primitive Fusion Engine 1. Heat Sink 18*
2. Roll Again " 4. Primitive Fusion Engine 2. Roll Again /_\ 17*
3. Roll Again 5. Roll Again 3. Roll Again HEAT DATA
1-3 4. Roll Again 6. Roll Again 1-3 4. Roll Again Heat Sinks: 16
5. Roll Again 5. Roll Again Heat 14' 15*
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Roll A 1. Roll A .
ol Again Sensor Hits O O ol Again 28 Ammo Exp, avoid on 8+ 00
2. Roll Again Life Support O 2. Roll Again 26 Shutdown, avoid on 10+ (o]e) 12
4-6 3. Roll Again PP 4-6 3. Roll Again 25 .5 Movement Points O O 11
4. Roll Again 4. Roll Again . X
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
h l_ ) 17  +3 Modifier to Fire O
1. Hip game P labs 1. Hip 15 3Mm Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TMMOd'f'erzUPF'Tet 1
-1 Movement Points
\, / '\ / | o

© 2023 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

Ammo: (MML 5/LRM] 24, (MML 5,/SRM) 20

\
Type: Gladiator GLD-1R (Keller) Name:
Movement Points: Tonnage: 55 . _— .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: ____ Piloting Skl
Running: 6[8] Rules Level: Experimental Hits Taken | 1 2| 3|al|s|s
Jumping: 6 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 220 Light
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser LA 5 5|[DE] - 4 8 12
1 Snub-Nose PPC RA 10 10/8/5 — 9 13 15
[DEV]
w,/ Capacitor
1 C3i LT — [ - - - -
1 MMLS RT 3 [MCS]
LRM 1/Msl 6 7 14 21
SRM 2/Msl - 3 B 8

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

000000000
000000000

Right Arm
(18)

Center
Torso

(9)

Left
Torso Rear

(6]

Right
Torso Rear

(6)

BV: 1,553 @
\, ’ 1) INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (13) Right Torso (13 ) Overflow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder ° °
2. Upper Arm Actuator 3. OCDCkP't 2. Upper Arm Actuator o o 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o o o9
"2 4. Hand Actuator 5. S_ensurs "2 4. Hand Actuator o o "
5. [ Double Heat Sink B. Life Support 5. [ Double Heat Sink 5 ° 28
6. | Double Heat Sink 6. | Double Heat Sink Left ° o| Right 27
1. L Double Heat Sink Center Torso 1. L Double Heat Sink A;m (e} o Arem 26~
2. ER Medium Laser 1. Light Fusion Engine 2. [Snub-Nose PPC (91 Lo o) 9] 25*
3. ER Medium Laser i i i 3. LSnub-Nose PPC 24*
4-6 ' 2. L!ght Fus!on Eng!ne 4-6 )
4. Roll Again 3. Light Fusion Engine 4. PPC Capacitor o3+
5. Roll Again 1-3 4. XL Gyro 5. Roll Again oo
6. R i 5
oll Again 5. XL Gyro 6. Roll Again Left Right
6. XLGyro Log Leg 21
20*
1. XL Gyro . (13) (13)
Left Torso 2. XLGyro Right Torso 19*
1. Light Fusion Engine 3. XL Gyro 1. Light Fusion Engine 18*
2. Light Fusion Engine 4-6 4. Light Fusion Engine 2. Light Fusion Engine 17*
3. [ Double Heat Sink 5. Light Fusion Engi 3. | Improved Jump Jet
1 -3 4. | Double Heat Sink !9 US!Dn ng!ne 1 -3 4. Limproved Jump Jet . \ 16
. 6. Light Fusion Engine . P! P Double Heat Sinks: -
5. L Double Heat Sink 5. [Impr‘oved Jump Jet 11 (22 15
6. [Improved Jump Jet Engine Hits o o o 6. Limproved Jump Jet Level* Effects [ ] 14+
G\jl“D Hits o o 30 Shutdown 13*
1. Limproved Jump Jet . 1.[ MML 5 " O O
ol 4y 3 Sensor Hits o o o | MmLs 28 Ammo Exp, avoid on 8+
' [ mproved Jump Jet Life Support O ' 26 Shutdown, avoid on 10+ ®) 12
4-6 3. LImproved Jump Jet pp 4-6 3.LMML 5 25 .5 Movement Points O 11
4. [cai 4. Ammo (MML 5/LRM) 24 54 +4 Modifier to Fire 0 prm
5.LC3i 5. Ammo (MML 5/SRM) 20 23 Ammo Exp, avoid on 6+ O
6. Supercharger 6. Roll Again 25 Shutdown. avoid on 8+ 9
20 -4 Movement Points o 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hi 1. Hi 17 +3 Modifier to Fire O "
TP e e 15 -3 Movement Points 2
2. Upper Leg Actuator 2. Upper Leg Actuator @)
14  Shutdown, avoid on 4+ 4
3. Lower Leg Actuator 3. Lower Leg Actuator . .
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F|.re 3
5.[Improved Jump Jet Damage Transfer 5. [Impr‘oved Jump Jet 180 iMI\/IOVZ'Ten: Ps'”ts 2
6.LImproved Jump Jet Diagram 6.LImproved Jump Jet 5 M odimer tUF’ |‘ret 1
-1 Movement Points
N\ /7 '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: BattleAxe BKX-7K Name:
Movement Points: Tonnage: 70 . I .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Introductory HitsTaken | 1 | 2 | 3 5| 6
Jumping: 4 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 280 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPC LA 10 10[DE] 3 6 12 18 £
1 PPC RA 10 10][DE] 3 6 12 18 S Left Arm Right Arm
1 LRM5 LT 2 1/Msl[MCS] 6 7 14 21 (14) (14)
1 SRMB RT 4 2/Msl[MCS] — 3 6 9
1 LRM5 RT 2 1/Msl[MCS] 6 7 14 21
Left Right
Leg Center Leg
\ (16) Torso (16)
4 ; g (7)
A Q w
e . Left Right
; Te R Te R
Ammo: [LRM 5] 24, (SRM 6] 15 : z oreo Hear oreo Hear
(6) (6)
\, BV: 1,323 : : I INTERNAL STRUCTURE DIAGRAM
\ / \
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (15 Right Torso (15) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator o 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator g o9
"2 4. Heat Sink 5. Sensors ™3 4. HeatSink o -
5. Heat Sink B. Life Support 5. Heat Sink o 28
6.[PPC 6.[PPC Left o\ right 27
(o]
1.(PPC Center Torso 1. PPC A;"; [} AT:I 267
2.LPPC 1. Fusion Engine 2.LPPC ( ! 9 t ] 25~
3. Roll Again 2. Fusion Engine 3. Roll Again Center 24*
4-6 4. Roll Again 3. Fusion Engine 46 4. Roll Again Torso 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro 21
. Leg Leg "
1. Gyro (15) (15) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. LRM5 3. Fusion Engine 1. [SFIM 6 18*
2. Ammo (LRM 5) 24 4-6 4. Fusion Engine 2.LSRM 6 17*
3. Roll Again 5. Roll Again 3. LRM5
1-3 4. Roll Again 6. Roll Again 1-3 4. Ammo (SRM 6) 15 Heat Sinks: 16
5. Roll Again 5. Roll Again 1 5 15*
6. Roll Again Engine Hits O O O 6. Roll Again Level* Effects 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Roll A 1. Roll A .
2. Fol Agin Sensor HitsQ O 2 Rl Agan 28 Ammo Exp, avoid on B+ 99 12
' g Life Support O : g 26  Shutdown, avoid on 10+ 0]@)
4-6 3. Roll Again 4-6 3. Roll Again o5 .5 Movement Points O O 11
4. Roll Again 4. Roll Again . X
) ) 24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again
6. Roll A B. Roll A 23 Ammo Exp, avoid on 6+ O O 9
- molAgain - Roll Again 22 Shutdown, avoid on 8+ O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hip game Dabs 1. Hip 17 +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Jump Jet Diagram 6. Jump Jet 8  +1 Modifier to Flir‘e 1
9 5 -1 Movement Points
\, / '\ / | o

© 2023 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Light Ferro-Fibrous

Head (9)

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: BattleAxe BKX-8D Name:
Movement Points: Tonnage: 70 . I .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 280 Light /
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser LA 5 5|[DE] — 4 8 12 £
2 ER Medium Laser RA 5 5][DE] — 4 8 12 S Left Arm Right Arm
1 MML7 LT 4 [MCS] (22) (22)
LRM 1/Msl 6 7 14 21
SRM 2/Msl - 3 6
2 MML7 RT 4 [MCS] =
LRM 1/Msl 8 7 14 21 @ Left Right
_ > Leg Center Leg
SAM &/Msl s 6 , (30) Torso (30)
1 C3Computer (Slave)] HD — [E] - - = = (11)
A ) w
- ) Left Right
_ Torso Rear Torso Rear
Ammo: (MML 7/LRM) 34, (MML 7,/SRM) 28 5 — &) (8]
\, BV: 1,592 @ : u INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (15 Right Torso (15) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator (o] 30*
13 3. Lower Arm Actuator 4. C3 Slave 13 3. Lower Arm Actuator g o9
™2 4.[ Double Heat Sink 5. Sensors ™2 4. [ Double Heat Sink o -
5. | Double Heat Sink B. Life Support 5. | Double Heat Sink o 28
6. L Double Heat Sink 6. L Double Heat Sink Left O Right 27
(o]
1. | Double Heat Sink Center Torso 1. | Double Heat Sink A’:I': [e) AT:I 26~
2. | Double Heat Sink 1. Light Fusion Engine 2. | Double Heat Sink () o) M1 Jas+
4-6 3. L Double Heat Sink 2. Light Fusion Engine 4-6 3. LDouble Heat Sink 24+
"O 4. ER Medium Laser 3. Light Fusion Engine " 4. ER Medium Laser o3+
5. ER Medium Laser 1-3 4. Gyro 5. ER Medium Laser "
6. Light Ferro-Fibrous 5. Gyro B. Light Ferro-Fibrous Left Rioht 22
e g
6. Gyro Leg Leg :01*
1. Gyro . (15) (15)
Left Torso (CASE) 2. Light Fusion Engine Right Torso 19*
1. Light Fusion Engine 3. Light Fusion Engine 1. Light Fusion Engine 18*
2. Light Fusion Engine 4-6 4. Light Fusion Engine 2. Light Fusion Engine 17*
3. MML7 5. Light Ferro-Fibrous 3.|MML7
1-3 4| M7 6. Light Ferro-Fibrous 1-3 4 | mm7 N W A
9 Double Heat Sinks: "
5. MmL 7 5. MmML7 15 (30 a5
6. LmMmL7 Engine Hits O O O 6. LmmL 7 Level* Effects (30) 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Ammo (MML 7/LRM) 17 . 1.[MML7 58 Ammo Exp. avoid on B+ (o]e)
2. Ammo (MML 7/LRM) 17 Sensor Hits oo 2. MmL7 o8 Shutdownp'avmd on 10+ e)e) 12
3. Ammo (MML 7/SRM) 14 Life Support O 3.| MML7 oo 5 Movormant Points 00 p
46 4 pmmo (MML 7/SRM) 14 4-6 4 [ mmL7 i ;
' 24  +4 Modifier to Fire (o]e) 10*
5. CASE 5. Light Ferro-Fibrous .
A 23 Ammo Exp, avoid on 6+ O O
6. Light Ferro-Fibrous 6. Light Ferro-Fibrous 25 Shutdown avoid on 8+ 9
20 -4 Movement Points O 8%
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
: l_ : 17 +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 3Mm Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+ 3
4. Foot Actuator 4. Foot Actuator jl S ;EMMDd'f'eP EOF'FI'Fet
5. Jump Jet Damage Transfer 5. Jump Jet 3 -+1 Movz.rfrjent E.m s 2
6. Jump Jet Diagram 6. Jump Jet 5 M odimer tDF’ |.ret 1
-1 Movement Points
\, / '\ / | o

© 2023 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Ymir BWP-2B Name: 8 8
Movement Points: Tonnage: 90 . I .
3 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — 9 8 8
Running: 6 Rules Level: Introductory HitsTaken [ 1 [ 2 | 3 | 4 | 5 | & oo}
Jumping: 0 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead o O
Engine Type: 360 Fusion p leXe)
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 AC/5 LA 1 5[DBS] 3 6 12 18
1 Small Laser LA 1 3|[DE] -1 2 3 Left Arm Right Arm
1 Large Laser RA 8 8|[DE] — 5 10 15 (18) (18)
4 SRM2 LT 2 2/Msl[MCS] — 3 6 9
2 LRM5 RT 2 1/Msl[MCS] 6 7 14 21
Left Right
Leg Center Leg
(23) Torso (23)
(8)
Left Right
Te R Te R
Ammo: (AG/5) 20, (LRM 5) 24, (SRM 2] 50 °rs[°6 ]”" °rs[°6 ]ear
\, BV: 1,283 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (19) Right Torso (19) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder rerd
2. Upper Arm Actuator 3. COCkp'tb 2. Upper Arm Actuator 000 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 888 o9
™2 aac/s 5. Sensors ™2 4. Hand Actuator 999 -
5.| AC/5 6. Life Support 5. [Large Laser 888 28
X X 27
6.| AC/5 6. LLarge Laser 003 -
1.LAc/5 Center Torso 1. Roll Again 8 26
2. Small Laser 1. Fusion Engine 2. Roll Again 25*
3. Ammo (AC/5) 20 i i 3. Roll Again Cent *
a4-6 4 o (. / 5) 2. Fus!un Eng!ne a4-6 % ol AQ enter 24
. Roll Again 3. Fusion Engine . Roll Again Torso 23*
5. Roll Again 1-3 4. Gyro 5. Roll Again (29) "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20~
1. Gyro . "
Left Torso 2. Fusion Engine Right Torso 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. SRM 2 4-6 4. Fusion Engine 2. LRM5 17+
3. SRM 2 5. Roll Again 3. LRM5
1-3 4. SRM2 6. Roll Again 1-3 4. Ammo (LRM 5) 24 Heat Sinks: 16
5. SRM 2 5. Roll Again 1 8 15*
6. Ammo (SRM 2) 50 Engine Hits O O O 6. Roll Again Level* Effects 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Roll A 1. Roll A .
2 RZH AQZ:E Sensor HitsQ O 2 RZH Ag:: 28 Ammo Exp, avoid on B+ 99 12
' g Life Support O : g 26  Shutdown, avoid on 10+ ole)
4-6 3. Roll Again 4-6 3. Roll Again o5 .5 Movement Points O O 11
4. Roll Again 4. Roll Again . X
) ) 24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again
. : 23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi L 1. Hi 17 +3 Moadifier to Fire O "
- Hip game P labs - Hip 15 3Mm ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 8 *1 Modifier to Fire 1
9 5 -1 Movement Points
\, / '\ / | o

© 2023 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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PRIMITIVE BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM
Primitive

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Ymir BWP-X1 Name: 8 8
Movement Points: Tonnage: 90 . I .
) Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: Inner Sphere v — 9 8 8
Running: 5 Rules Level: Advanced HitsTaken | 1 | 2 | 3 | 4 | 5 | & oo
Jumping: 0 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead o O
Engine Type: 325 Fusion / o O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 AC/5 LA 1 5[DBS] 3 6 12 18
1 Large Laser RA 8 B8IDE] — 5 10 15 Right Arm
2 Flamer [Vehicle) RA 3 2[DEHAI - 1 2 3 (18)
4 SRM2 LT 2 2/Msl[MCS] — 3 6 9
2 LRM5 RT 2 1/Msl[MCS] 6 7 14 21
Center Leg
Torso (22)
(8)
Left Right
Te R Te R
Ammo: (AG/5) 20, (Flamer] 20, (LRM 5) 24, (SRM 2) 100 °rs[°6 ]”" °rs[°6 ]ear
\, BV: 1,194 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (19) Right Torso (19) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors ) 1. Shoulder rerd
2. Upper Arm Actuator 3. Pmm't“’? Cockpit 2. Upper Arm Actuator 000 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 888 o9
"™ 4.[Ac/5 5. S'ensors " 4, [Large Laser 888 -
5.| AC/5 6. Life Support 5. LLarge Laser 888 28
X X i 27
6.| AC/5 6. Flamer (Vehicle) 003 -
1.LAc/5 Center Torso 1. Flamer (Vehicle) 3 26
2. Ammo (AC/5) 20 1. Primitive Fusion Engine 2. Ammo (Flamer) 20 25*
4-6 3. Roll Again 2. Primitive Fusion Engine a4-6 3. Roll Again Center 24
4. Roll Again 3. Primitive Fusion Engine 4. Roll Again Torso 23*
5. Roll Again 1-3 4. Gyro 5. Roll Again (29) "
6. Rol Again 5. Gyro 6. Roll Again 22
6. Gyro 21
20~
1. Gyro . "
Left Torso 2. Primitive Fusion Engine Right Torso 19
1. SRM2 4-6 3. Primitive Fusion Engine 1. LRM5 18*
2. SRM2 "9 4. Primitive Fusion Engine 2. LRMS5 17*
3. SRM2 5. Heat Sink 3. Ammo (LRM 5) 24
- - 16
1-3 4 srwz 6. Roll Again 13 4 pa Again Heat Sinks: "
5. Ammo (SRM 2) 50 5. Roll Again 16 15
6. Ammo (SRM 2) 50 Engine Hits O O O 6. Roll Again Level* Effects 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Roll Again . 1. Roll Again .
2. Rol Again Sensor HitsQ O 2. Roll Again 28 Ammo Exp, avoid on B+ 99 12
' g Life Support O : g 26  Shutdown, avoid on 10+ ole)
4-6 3. Roll Again 4-6 3. Roll Again o5 .5 Movement Points O O 11
4. Roll Again 4. Roll Again . X
) ) 24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again
. : 23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H LVS'[ Right Leg 18 Shutdown, avoid on B+ O 5
1. Hi 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3Mm ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 8 *1 Modifier to Fire 1
9 5 -1 Movement Points
\, / '\ / | o

© 2023 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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ARMOR DIAGRAM
Primitive

Head (9)

Left Torso Right Torso

BATTLETECH

PRIMITIVE BATTLEMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR DATA

Type: Mackie MSK-55

Name:
Movement Points: Tonnage: 100 . I .
Walking: 3 Tech Bgase: Inner Sphere Gunnery Skill: ___ Piloting Skl
Running: 5 Rules Level: Experimental HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead
Engine Type: 360 Fusion
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPCp LA 15 10[DE] 3 6 12 18
1 AC/5 RA 1 5[DBS] 3 6 12 18 Left Arm Right Arm
1 Large Laser CT 8 8][DE] — 5 10 15 (24) (24)

Center
Torso
(10)

Left Right
Ammo: (AC/5) 20 Torso Rear Torso Rear
(10) (10)

BV: 1,401

\

/, \ \ Standard Structure Heat
CRITICAL TABLE \ ons Scale

Head Left Torso (21) Right Torso (21) Overflow
Left Arm 1. Life Support Right Arm o)
1. Shoulder 2. Sensors ) 1. Shoulder orerd
2. Upper Arm Actuator 3. Pmm't“_’e Cockpit 2. Upper Arm Actuator 000 30*
1.3 3[PPep 4. Heat Sink 1.3 3[Aers 883 5
"3 4.|Prcp 5. Sensors "9 4| ac/s 999 -
5. LpPCp 6. Life Support 5.| Ac/5 339 28
6. Roll Again 6.LAC/5 888 27*
1. Roll Again Center Torso 1. Roll Again 88 26
2. Roll Again 1. Primitive Fusion Engine 2. Roll Again 25*
4-8 3. Roll Again 2. Primitive Fusion Engine a4-6 3. Roll Again Center 24
4. Roll Again 3. Primitive Fusion Engine 4. Roll Again Torso 23
5. Roll Again 1-3 4. Gyro 5. Roll Again (31) "
6. Rol Again 5. Gyro 6. Roll Again ) 22
. Right 21
6. Gyro L
o 20~
1. Gyro . (21) "
Left Torso 2. Primitive Fusion Engine Right Torso 19
1. Roll Again a-8 3. Primitive Fusion Engine 1. Ammo (AC/5) 20 18*
2. Roll Again " 4. Primitive Fusion Engine 2. Roll Again 17*
3. Roll Again 5. [L: L. 3. Roll Again
1-3 4 ko Again [ 2rgo Lasar 1-3 4 roin ~ 16
. 6. LLarge Laser . RollAgain Heat Sinks:
5. Roll Again 5. Roll Again 1 7 15*
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Roll A 1. Roll A .
2 RZH Aga'” Sensor Hits O O » RO” Aga‘” 28 Ammo Exp, avoid on 8+ 010
' gain ; - Roll Again 26  Shutdown, avoid on 10+ 0]@) 12
Life Suppor‘t o 3. Roll Again '
a4-6 3. Roll Again a4-6 g 25 -5 Movement Points O O 11
4. Roll Again 4. Roll Again . .
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again
. : 23 Ammo Exp, avoid on 6+ O O
6. Roll Again 6. Roll Again . 9
22 Shutdown, avoid on 8+ O O "
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ o0 7
Left Leg [:H'[H VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi L 1. Hi 17 +3 Modifier to Fire O "
- Hip game P labs - Hip 15 3Mm ¢ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Vlovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Heat Sink Damage Transfer 5. Heat Sink 10 2 Movement F'qmts 2
6. Roll Again Diagram 6. Roll Again 8  +1 Modifier to F|.r‘e p
9 5 -1 Movement Points
\, / '\ / | o
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BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLEMECH RECORD SHEET E?O?o
MECH DATA \ WARRIOR DATA
. OOOOO
Type: Mackie MSK-9H Name: 0g0z0
Movement Points: Tonnage: 100 ] o . 0~ 0~0
A G Skill: Piloting Skill: O~
Walking: 3 Tech Base: Inner Sphere unnery S —— Foting =K OOOOO
Running: 5 Rules Level: Standard Hits Taken | 1 2| 3lals|s 80808
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 02%6
Engine Type: 300 Fusion y 08080
Weapons & Equipment Inventory (hexes) oogoO
Gty Type Loc Ht Dmg Min Sht Med Lng O0~0
2 PPC LA 10 10][DE] 3 6 12 18
1 AC/20 RA 7 20[DB)S] - 3 6 9 Left Arm Right Arm
1 Active Probe (Beagle) LT — [E] - - - 4 (34) (34)
2 Medium Laser CT 3 5|[DE] - 3 6 9
Left Right
Leg Center Leg
(41) Torso (41)
(11)
Ammo: (AC/20) 20 Torso Rear Torso Rear
(10) (10)
\, Bv: 2,022 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (21) Right Torso (21) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder orerd
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 000 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3.[Ac/20 888 o9
"9 4. Heat Sink 5. Sensors "9 4.|ac/20 999 .
5. Heat Sink B. Life Support 5.| Ac/20 000 28
i 000
6. Heat Sink 6.| AC/20 838 27
o) 26*
1.[PPC Center Torso 1.1 Ac/20 e}
2.| PPC 1. Fusion Engine 2.| Ac/20 25~
3.LPPC i i 3.| AC/20 *
4-6 A Tone 2. Fus!un Eng!ne 4-6 u Ac/zu 24
. 3. Fusion Engine . / 23*
5.| pRC 13 4 oyro 5.| Ac/20 ;
6.Lprc 5. Gyro 6.Lac 20 22
6. Gyro 21
20+
1. Gyro .
Left Torso 2. Fusion Engine Right Torso (CASE) 19*
1. Heat Sink 3. Fusion Engine 1. Ammo (AC/20) 5 18*
2. [Active Probe (Beagle) 4-6 4. Fusion Engine 2. Ammo (AC/20) 5 ,_\ 17*
3. LActive Probe (Beagle) 5. Medium Laser 3. Ammo (AC/20) 5 HEAT DATA
1-3 4. Roll Again 6. Medium Laser 1-3 4. Ammo (AC/20) 5 Heat Sinks: N 16
5. Roll Again 5. CASE Heat 20‘ 15*
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Roll A 1. Roll A .
ol Again Sensor Hits O O ol Again 28 Ammo Exp, avoid on 8+ ole;
2. Roll Again Life Support O 2. Roll Again 96 Shutdown, avoid on 10+ (o]e) 12
4-6 3. Roll Again PP 4-6 3. Roll Again 25 .5 Movement Points O O 11
4. Roll Again 4. Roll Again . .
24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 55 Shutdown. avoid on 8+ O O 9
20 -4 Movement Points Q0 8%
19  Ammo Exp, avoid on 4+ o0 7
Left Leg [:H'[H LVS'[ Right Leg 18  Shutdown, avoid on B+ (0]0) 5
1. Hip game ) labs 1. Hip 17  +3 Modifier to Fire (o]e) 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points oo 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Sh“tdov‘_'r_" avo'd_on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E 3
5. Heat Sink Damage Transfer 5. Heat Sink 10 -2 Movement Points 2
6. Heat Sink Diagram 6. Heat Sink 2 TM'V'Od'f'erz”PF'Tet 1
-1 Movement Points
\, / '\ / | o
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