CH-[H INCLUDES RECORD SHEETS FOR:
Qb « Kell Hounds Striker Lance

gam




ARMOR DIAGRAM

Standard Armor

Head (9)
Left Torso

(11)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR DA

Type: Wolfhound WLF-1 Name:
Movement Points: Tonnage: 35 . I .
G Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere unnerySidlt - Filoting =k
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Striker 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 Large Laser RA 8 B8IDE] — 5 10 15
1 Medium Laser LT 3 5][DE] - 3 6 9 Left Arm Right Arm
1 Medium Laser RT 3 5][DE] - 3 6 8 (12) (12)
1 Medium Laser CT 3 5|[DE] - 3 6 9
1 Medium Laser [R) CT 3 5[Df - 3 B 39
Left Right
Leg Center Leg
(18) Torso (186)
(6)
Left Right
Quirks: Easy to Maintain, Good Reputation (1) Torso Rear Torso Rear
(5) (5)
\, BV: 943 (E‘) INTERNAL STRUCTURE DIAGRAM
\ /

/ \ Standard Structure Heat
CRITICAL TABLE \ ons 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'tF 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. Roll Again 6. Life Support 5. L Large Laser 28
6. Roll Again 6. Roll Again Left Right 27
1. Roll Again Center Torso 1. Roll Again A;m Ar6m 26~
2. Roll Again 1. Fusion Engine 2. Roll Again (6] (6] 25*
3. Roll Again 2. Fusion Engine 3. Roll Again 24+
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Agai 6. Roll A
o] gain 5. GVI‘D o] gain Left Right 21
6. Gyro Leg Leg o
1. Gyro i (8) (8)
Left Torso 2. Fusion Engine Right Torso 19*
1. Medium Laser 3. Fusion Engine 1. Medium Laser 18*
2. Roll Again 4-6 4. Fusion Engine 2. Roll Again 17+
3. Roll Again 5. Medium L: 3. Roll Again
1-3 4. Roll Again 6. M:d::: L:Z:::(R] 1-3 4. Roll Again Heat Sinks: 16
5. Roll Again 5. Roll Again 1 D 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 .
0% Again Sensor Hits O O 0% Again 28  Ammo Exp, avoid on 8+ ©)
2. Roll Again Life S cO 2. Roll Again 56  Shutdown. avoid on 10+ O 12
ITe suppor !
4-6 3. Roll Again pp 4-6 3. Roll Again 25 .5 Movement Points O 11
‘5" :°H 293'” g' 20': 298‘” 24  +4 Modifier to Fire O 10+
6. ROH 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 LVS'[ Right Leg 18 ShutdOV\.II"II, avoid.on B+ O 6
1. Hip 1 B 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
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

© 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

(R)

Quirks: Easy to Maintain, Good Reputation (1)

\
Type: Wolfhound WLF-6S
Movement Points: Tonnage: 35
Walking: 7 Tech Base: Inner Sphere
Running: 11 Rules Level: Advanced
Jumping: 0 Role: Striker
Engine Type: 245 XL
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Re-engineered RA 8 8[P] — 5 10 15
Laser
1 AES RA — [E] - - - -
1 ER Medium Laser LT 5 5[DE] - 4 8 12
1 ER Medium Laser RT 5 5][DE] - 4 8 12
1 ER Medium Laser CT 5 5][DE] - 4 8 12
1 Small X-Pulse Laser CT 3 3[PAI] - 2 4 5

BATTLETECH

( WARRIOR DA \

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 | Dead
/

ARMOR DIAGRAM

Light Ferro-Fibrous

Head (9)

Left Torso Right Torso

Right Arm
(12)

Left Right
Leg Center Leg
(16) Torso (16)

(5)

Left
Torso Rear

(5]

Right
Torso Rear

(5)

BV: 1,266
\, ; & INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ s 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'tF 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 Re-engineered Laser "
5. Light Ferro-Fibrous 6. Life Support 5. | Large Re-engineered Laser 28
6. Light Ferro-Fibrous 6. | Large Re-engineered Laser Left Right 27
1. Light Ferro-Fibrous Center Torso 1. | Large Re-engineered Laser A;m Ar6m 26~
2. Light Ferro-Fibrous 1. XL Fusion Engine 2. LLarge Re-engineered Laser (6] (6] 25*
3. Light Ferro-Fibrous i i 3. AES 24*
4-6 & Lon ! 2. XL Fus!nn Eng!ne 4-6 ' )
. Light Ferro-Fibrous 3. XL Fusion Engine 4. Light Ferro-Fibrous o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro L
eg Leg 20"
1. Gyro i (8) (8)
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. ER Medium L: 3. XL Fusion Engine
1'34 Double Heat Sink XPulse Lao 1'34 Double Heat Sink ~ N |18
- | Double Heat Sin 6. Small X-Pulse Laser (R) - | Double Heat Sin Double Heat Sinks:
5. [ Double Heat Sink 5. [ Double Heat Sink 11 (20 . a5+
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (22] 14*
X Gyro Hits 00 . 30 Shutdown 13*
1. ER Medium L 1. ER Medium L .
edium Laser Sensor HitsOO edium Laser 28  Ammo Exp, avoid on 8+ OO
2. Endo Steel Life S cO 2. Endo Steel 56  Shutdown. avoid on 10+ O 12
ITe ouppor ’
4-6 3. Endo Steel PP 4-6 3. Endo Steel S5 -5 Movement Points O 11
4. Endo Steel 4. Endo Steel . .
24  +4 Modifier to Fire O 10*
5. Endo Steel 5. Endo Steel
6. Endo Steel B. Endo Stecl 23 Ammo Exp, avoid on 6+ O 9
- Endo Stee - Endo Stee 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 @)
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
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement Points 2
6. Endo Steel Diagram 6. Endo Steel 2 ! oder EUPF'Tet 1
- ovement 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: Nightsky NGS-4S Name: 8 8
Movement Points: Tonnage: 50 . I .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i 8 8
Running: 8 Rules Level: Standard Hits Taken 2|3 5|86 o0
Jumping: 6 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead o O
Engine Type: 300 XL / o O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser LA 10 9][P] - 3 7 10 .
1 Hatchet RA — 10 - - = - \ Right Arm
1 Medium Pulse Laser LT 4 B[P] - 2 4 6 (14)
1 Medium Pulse Laser RT 4 B[P] - 2 4 B ~7
1 Small Pulse Laser HD 2 3[PAI] -1 2 3 = NN
\ / ®
) S Right
OZLARL ' _ Center Leg
> X Torso (20)
( - =G 4 (6)
N { N S g
- .
vL \
Y/ \ds,
ray =
I~ ‘
Left Right
Torso Rear Torso Rear
/ (5) (5)
\_BV: 1.158 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ e /
/, \ Standard Structure Heat
CRITICAL TABLE \ o Scale
Head Left Torso (12) Right Torso (12) Overflow
Left Arm 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. Small Pulse Laser 13 3. Lower Arm Actuator o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. [Large Pulse Laser 6. Life Support 5. [ Hatchet 28
6. LLarge Pulse Laser 6. | Hatchet Left Right 27
1. Roll Again Center Torso 1. | Hatchet A;m Aram =
2. Roll Again 1. XL Fusion Engine 2. LHatchet (8 (8) 25*
3. Roll Again 2. XL Fusion Engine 3. Roll Again 24*
4-6 4. Roll Again 3. XL Fusion Engine 4-6 4. Roll Again o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again
. i 20 *
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro L 21
eg Leg 20"
1. Gyro (12) (12)
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. Jump Jet 3. XL Fusion Engine
1-3 4. Medium Pulse Laser 6. Jump Jet 1-3 4. Medium Pulse Laser . . N 16
P Double Heat Sinks: "
5. Roll Again 5. Roll Again 11 (20 15
6. Roll Again Engine Hts O O O 6. Roll Again 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
Life Suppor‘t o 3. Roll Again utdown, avoid on
a4-6 3. Roll Again a4-6 g 25 -5 Movement Points O 11
‘5" :°H 293'” g' 20': 298‘” 24  +4 Modifier to Fire O 10+
6. ROH 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. Jump Jet Damage Transfer 5. Jump Jet 180 f‘qMMOVZ.Ten: P;:j.mts 2
6. Jump Jet Diagram 6. Jump Jet 5 M odimer tDF’ I'N?: 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

Heavy Ferro-Fibrous

Head (9)

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Nightsky NGS-7S Name: 8 8
Movement Points: Tonnage: 50 . I .
) X Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Mixed v — i 8 8
Running: 9 Rules Level: Advanced HitsTaken | 1 | 2 | 3 5 | 6 oo
Jumping: 6 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead o O
Engine Type: 300 XL p leXe)
Weapons & Equipment Inventory [hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Large X-Pulse Laser LA 14 9][P] — 5 10 15 .
1 Hatchet RA 10 - - - = b Left Arm Right Arm
1 AES RA  — [E] - - = - (15) (15)
1 ERMediumLaser(C) LT 5 7][DE] — 5 10 15 7
1 ERMediumLaser(C) RT 5 7][DE] — 5 10 15 ) = NN
1 SmallX-Pulse Laser HD 3 3[PAl - 2 4 5 ) ™ VA 8
) S Left
ORLAS y Leg Center Leg
> X (22) Torso (22)
VP = - i (6)
[ ) — g
s b .
vL \
Yy s
ray =
I~ i
Left Right
Torso Rear Torso Rear
/ (5) (5)
\, BV: 1,591 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (12) Right Torso (12) Overflow
Left Arm 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. Small X-Pulse Laser 13 3. Lower Arm Actuator o9
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator "
5. [ Double Heat Sink B. Life Support 5. [ Hatchet 28
6. | Double Heat Sink 6. | Hatchet Left Right 27
1. L Double Heat Sink Center Torso 1. | Hatchet A;m Aram =
2. [Large X-Pulse Laser 1. XL Fusion Engine 2. LHatchet (8] (8] 25*
4-6 3. LLarge X-Pulse Laser 2. XL Fusion Engine a4-6 3. [AES 24+
4. Heavy Ferro-Fibrous 3. XL Fusion Engine 4. LAES o3+
5. Heavy Ferro-Fibrous 1-3 4. Gyro 5. Heavy Ferro-Fibrous oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro Leg Leg 20*
1. Gyro _ (12) (12)
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. ER Medium Laser [Clan] 5. Jump Jet 3. ER Medium Laser [Clan]
1-3 4. Heavy Ferro-Fibrous 6. Jump Jet 1-3 4. Heavy Ferro-Fibrous . . N 16
P Double Heat Sinks: "
5. Heavy Ferro-Fibrous 5. Heavy Ferro-Fibrous 13 (26 15
6. Heavy Ferro-Fibrous Engine Hits o o o 6. Heavy Ferro-Fibrous Level* Effects [ ] 14+
G\jl“D Hits o o 30 Shutdown 13*
1. Heavy Ferro-Fibrous . 1. Heavy Ferro-Fibrous 28 Ammo Exp, avoid on 8+ O O
2. Heavy FerroFibrous Sensor Hits oo 2. Heavy FerroFibrous o6 Shutdownp'avmd on 10+ 00 12
4-6 3. Heavy Ferro-Fibrous Life Suppor‘t O 4-6 3. Heavy Ferro-Fibrous o5 5 Movemlant Points O O 11
4. Heavy Ferro-Fibrous 4. Heavy Ferro-Fibrous . X
24  +4 Modifier to Fire O 10*
5. Heavy Ferro-Fibrous 5. Heavy Ferro-Fibrous 23 Ammo Exp, avoid on 6+
6. Heavy Ferro-Fibrous 6. Heavy Ferro-Fibrous 55 Shutdown Yavoid on 8+ O 9
o @) 8
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg V Right Leg 18 Shutdown, avoid on 6+ O 6
I 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
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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BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Griffin GRF-3M

N\

Ammo: (LRM 20) 12

Movement Points: Tonnage: 55

Walking: 5 Tech Base: Inner Sphere

Running: 8 Rules Level: Standard

Jumping: 5 Role: Sniper

Engine Type: 275 XL

Weapons & Equipment Inventory [hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC RA 15 10[DE] — 7 14 23
1 Small Laser LT 1 3I[DE] -1 2 3
1 LRM20 RT 6 1/Msl[MCS] 6 7 14 21

Quirks: Battle Fists (LA), Battle Fists (RA), Rugged (1 Point), Ubiquitous
(Inner Sphere), Ubiquitous (Clans)

BATTLETECH

( WARRIOR DATA \

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 3 4 5 6
Consciousness # | 3 5 7 10 | 11 | Dead
/

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

Right Arm
(16)

Center

Left

Torso Rear

(6)

Right
Torso Rear

(6)

\, BV: 1,521 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
H.ead 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. COCkP'tF 2. Upper Arm Actuator o 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator o "
5. Roll Again 8. Life Support 5. [ Double Heat Sink o 28
6. Roll Again 6. | Double Heat Sink Left o| Right 27
1. Roll Again Center Torso 1. L Double Heat Sink A;m © Arsm =2
2. Roll Again 1. XL Fusion Engine 2.[ERPPC (9] o) (2] 25*
3. Roll Again 2. XL Fusion Engine 3.| ERPPC 24 *
4-6 4. Roll Again 3. XL Fusion Engine 46 4.LERPPC 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 20*
1. Gyro (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*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
3. XL Fusion Engine 5. Jump Jet 3. XL Fusion Engine
1-3 4. [ Double Heat Sink 6. Roll Again 1-3 4. Jump Jet Double Heat Sinks: N 16
5. | Double Heat Sink 5. Jump Jet 13 (96 : 15*
6. L Double Heat Sink Engine Hts O O O 6.[LRM 20 Level* Effects (26) 14*
Gyro Hits O O 30 Shutdown prm
1. J J 1.| LRM 20 .
2 Jz:p J:z Sensor Hits o o o | LR 20 28 Ammo Exp, avoid on 8+ O O .
- Jump Life Support O : 96  Shutdown, avoid on 10+ oo
4-6 3. Small Laser 4-6 3.| LRM 20 o5 .5 Movement Points O O 11
4. Ammo (LRM 20) 6 4.LLRM 20 . X
24  +4 Modifier to Fire O 10*
5. Ammo (LRM 20) 6 5. Roll Again o3 A E id 5+
6. CASE 6. Roll Again mmo =p, avold on @) 9
. . 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 -3M t Point =
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+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to FI.I"E
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 2 TM'\"Od'f'er EUPF'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

( 'MECH DATA \

Type: Griffin C

N\

( WARRIOR DATA \

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

Name:
Movement Points: Tonnage: 55 . I .
) X Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Mixed v — i
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 | 3 5| 6
Jumping: 9 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead
Engine Type: 330 XL p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC(C) RA 15 15[DE] — 7 14 23
1 Streak LRM 10 RT 4 1/MsIMC] — 7 14 21 Left Arm Right Arm
(186) (16)
Left Right
Leg Center Leg
(23) Torso (23)
(8)
Ammo: (Streak LRM 10) 12 . "E: . F“g:“
Quirks: Battle Fists (LA), Ubiquitous (Inner Sphere] ors[os ]ear ors[os ]ear
\, Bv: 2,131 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Endo Steel Heat
CRITICAL TABLE \ o 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. COCkP'tF 2. Upper Arm Actuator o 30*
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o o9
™2 4. Hand Actuator 5. Sensors " [ER PPC ° -
5. Endo Steel [IS] B. Life Support 5.LER PPC ° 28
6. Endo Steel [IS] 6. Endo Steel [IS] Left o| Right 27
1. Endo Steel 5] Center Torso 1. Endo Steel 5] o f 1o B=
2. Endo Steel [IS] 1. XL Fusion Engine 2. Endo Steel [IS] (2] o) (9 25*
4-6 3. Endo Steel [IS] 2. XL Fusion Engine a4-6 3. Endo Steel [IS] 24*
"O 4. Endo Steel [IS] 3. XL Fusion Engine " 4. Endo Steel [IS] 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again Left Right >
6. Gyro L
eg Leg 20"
1. Gyro (13) (13)
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. XL Fusion Engine 5. [ Improved Jump Jet 3. XL Fusion Engine
1-3 4. [ Improved Jump Jet B. [Im roved Jump Jet 1-3 4. [ Improved Jump Jet . . N 16
P P Double Heat Sinks: "
5. Limproved Jump Jet 5. LiImproved Jump Jet 11 (22 15
6. [Improved Jump Jet Engine Hits o o o 6. [ Improved Jump Jet Level* Effects [ ] 14+
G\jl“D Hits QO O 30 Shutdown 13*
1. LiImproved Jump Jet Sensor Hits o o 1. LiImproved Jump Jet 28 Ammo Exp, avoid on 8+ O O
2. [ Improved Jump Jet ~ 2. [ Improved Jump Jet o6 Shutd id on 10+ O 12
Llfe Su ort o utaown, avoia on
3. LImproved Jump Jet PP 3. Limproved Jump Jet 25 .5 Movement Points O 11
4-6 4. Endo Steel [IS] 4-6 4. [ Streak LRM 10 i )
24  +4 Modifier to Fire O 10*
5. Endo Steel [IS] 5. L Streak LRM 10 .
6. Endo Steel [IS 6. A S k LRM 10) 12 23 Ammo Exp, avoid on 6+ O 9
- Endo Steel 5] - Ammo (Strea ] 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
. l_ : 17 +3 Modifier to Fire O "
1. Hip 1. Hip ) 5
game Plate 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator ] @) a
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.[Improved Jump Jet Damage Transfer 5. [Improved Jump Jet 10 -2 Movement Points 2
6.LImproved Jump Jet Diagram 6.LImproved Jump Jet 2 4;1Ml\/lod|f|er EDPFI'N?: 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 DA
Type: Crusader CRD-5M Name:
Movement Points: Tonnage: 65 . I .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 11 | Dead
Engine Type: 260 XL p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM 2 LL 2 2/MsIMC] — 3 6 9
1 Streak SRM 2 RL 2 2/MsiMC] — 3 6 9 Left Arm Right Arm
1 LRM 15 LA 5 1/MsI[MCS] 6 7 14 21 (20) (20)
1 Medium Laser LA 3 ©5][DE] - 3 6 9
1 LRM 15 RA 5 1/MsI[MCS] 68 7 14 21
1 Medium Laser RA 3 5][DE] - 3 6 9
1 Flamer RA 3 2[DEHAI - 1 2 3 Left Right
1 Machine Gun RA — 2[DBA| - 1 2 3 Leg Center Leg
o ’ (21) Torso (21)
1 Anti-Missile System HD 1 [PB] -1 - = (8)
Ammo: (AMS) 12, (LRM 15] 16, (Machine Gun) 100, (Streak SRM 2) 50 )
Quirks: Easy to Maintain, Rugged (1 Point), Ubiquitous (Inner Sphere), Left Right
L Torso Rear Torso Rear
Ubiquitous (Clans)
(6) (8)
\, BV: 1.408 ‘& INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
H.ead 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. COC_kP'F ’ 2. Upper Arm Actuator [e] 30*
13 3. Lower Arm Actuator 4. Anti-Missile System 13 3. Lower Arm Actuator o o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator o "
5. [ Double Heat Sink B. Life Support 5.[LRM 15 o 28
6. | Double Heat Sink 6.| LRM 15 Left g Right 27
1. L Double Heat Sink Center Torso 1.LLRM 15 Azg o AT; 28
2.[LRM 15 1. XL Fusion Engine 2. Medium Laser (10 o) 1101 Jos5+
3.[LRM 15 2. XL Fusion Engine 3. Flamer 24 *
4-6 4.LLRM 15 3. XL Fusion Engine 4-6 4. Machine Gun o3+
5. Medium Laser 1-3 4. Gyro 5. Ammo (Machine Gun) 100 oo
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro Leg Leg 21
1. Gyro (15) (15) 20
Left Torso (CASE) 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. XL Fusion Engine 5. Roll Again 3. XL Fusion Engine
1-3 . 1-3 . N |L1s
4. | Double Heat Sink 6. Roll Again 4. | Double Heat Sink N .
5. | Double Heat Sink 5. | Double Heat Sink Double Heeilt;'gg' 5%
6. L Double Heat Sink Engine Hts O O O 6. L Double Heat Sink Level* Effects (26] 14*
G\jl“D Hits o o 30 Shutdown 13*
1. J J 1. J J .
2 Jz:p JEt Sensor HitsQ O . 28 Ammo Exp, avoid on 8+ 00
- Jump Jet - 2. Jump Jet 26 Shutd don 10+ oo 12
3. Ammo (Streak SRM 2) 50 Life Support O 3. Ammo (LRM 15) 8 utcown, avoid on Y
46 , cpse 46 4 pmmo (LRM 15) 8 25 -5 Movement Points Q0
) ) 24  +4 Modifier to Fire O 10*
5. Roll Again 5. Ammo (AMS) 12 .
6 Roll A 6 CASE 23 Ammo Exp, avoid on 6+ O 9
- molAgain . 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. Streak SRM 2 Damage Transfer 5. Streak SRM 2 180 qu,\;WZTen: F'E_'”ts 2
6. Roll Again Diagram 6. Roll Again A odifier tUP |.r‘et p
-1 Movement Points
\, / '\ / | o
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ARMOR DIAGRAM

Light Ferro-Fibrous

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR DA

Type: Crusader CRD-8R

Name:
Movement Points: Tonnage: 65 . I .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: ___ Piloting Skl
Running: 6 Rules Level: Standard Hits Taken | 1 2| 3lals|s
Jumping: 0 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 260 XL
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM 6 LL 4 2/MsIIMC] — 3 6 9
1 Streak SRM 6 RL 4 2/MsI[MC] — 3 6 9 Right Arm
1 LRM 15 LA 5 1/MsI[MCS] 8 7 14 21 (20) (20)
w/ Artemis IV
1 ER Medium Laser LA 5 5|[DE] — 4 8 12
1 Machine Gun LA — 2[DBAI] -1 2 3
1 LRM 15 RA 5 1/MsI[MCS] 6 7 14 21 Left Right
W/ Artemis IV (o) T .
1 ER Medium Laser RA 5 ©5][DE] — 4 8 12 (7)
1 Machine Gun RA  — 2[DBAI] -1 2 3

Ammao: (LRM 15 Artemis) 24, (Machine Gun) 200, (Streak SRM 8] 15

Quirks: Easy to Maintain, Rugged (1 Point), Ubiquitous (Inner Sphere), Left Right
iqui Torso Rear Torso Rear
Ubiquitous (Clans)
(8) (6)

\_BV: 1600 @
\

/ \ Standard Structure Heat
CRITICAL TABLE \ ons Scale

Head Left Torso (15) Right Torso (15)  ((Overfow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator le) 30*
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator o
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator o 29
5.[LRM 15 B. Life Support 5.[LRM 15 o 28>
6.[LRM 15 6.| LRM 15 Left g Right | 27
1.lLRM 15 Center Torso 1.lLRm 15 A;’; o AT:J 267
2. Artemis IV FCS 1. XL Fusion Engine 2. Artemis IV FCS (10 o) 1101 Jos5+
4-6 2 ;F;Ic\/rl]?:;u;rl:aser 2. XL Fus!nn Eng!ne a4-6 2 ;R erfdlu: Laser 24*
g ) 13 3. XL Fusion Engine - Machine Gun 23*
5. Roll Again 4. XL Gyro 5. Roll Again oo
6. Roll Again 5. XL Gyro 6. Roll Again Left Right >
6. XL Gyro Leg Leg
20*
1. XL Gyro (15) (15)
Left Torso (CASE Il) 2. XLGyro Right Torso [CASE Il) 19*
1. XL Fusion Engine 3. XL Gyro 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17*
13 3. XL Fusion Engine 5. XL Fusion Engine 13 3. XL Fusion Engine \\ 16
4. Ammo (LRM 15 Artemis) 8 6. XL Fusion Engine 4. Ammo (LRM 15 Ar‘tem!s] 8 Double Heat Sinks: -
5. Ammo (Streak SRM 6) 15 5. Ammo (LRM 15 Artemis) 8 10 (20) 15
6. CASEI Engine Hts O O O 6. Ammo (Machine Gun) 200 Level* Effects 14*
i 30 Shutdown %
1. Light Ferro—Ffbr‘ous SEEZ;?‘ ::2: 88 1. QASE Il ‘ 28 Ammo Exp, avoid on 8+ O 13
2. Light Ferro-Fibrous ~ 2. Light Ferro-Fibrous h O 12
3. Light Ferro-Fibrous Life SUPPOT‘t o 3. Light Ferro-Fibrous 26 Shutdown, avoid on 10+
4-6 4' L\ghtF b 4-6 4' L'gh FerroFib 25 -5 Movement Points O 11
. g erro-ribrous . ight Ferro-Fibrous 24 +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O S
6. Roll Again 6. 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 L 1. Hip 17 +3 Modifier to Fire O P
game P labs .
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. [Streak SRM 6 Damage Transfer 5. [Streak SRM 6 180 f‘q'\"'\;’vzrpent F'E_'”ts 2
6.1 Streak SRM 6 Diagram 6.LStreak SRM 6 e M odmer EUP 'Tet 1
N\ / \L -1 Movement Points / m
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