MECH DATA \

BATTLEMECH RECORD SHEET

Ammao: (Plasma Rifle) 20, (SRM 4) 25

(&
\MECH DATA J \
Type: Gladiator GLD-7R
Movement Points: Tonnage: 55
Walking: 41[5] Tech Base: Inner Sphere
Running: 5[7] Rules Level: Advanced
Jumping: 6 Role: Skirmisher
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 Plasma Rifle RA 10 10[DEH] — 5 10 15
1 SRM 4 RT 3 2/MsI[MCS] — 3 6 9
2 ER Small Laser RT 2 3[DE] - 2 4 5

BATTLETECH

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

\

BV: 1,890

®

ARMOR DIAGRAM

Hardened

Head (9)

Left Torso Right Torso

Right Arm
(12)

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

(6)

Left
Torso Rear

(6)

INTERNAL STRUCTURE DIAGRAM

Right
Torso Rear

(6)

\
/, \ Standard Structure Heat
CRITICAL TABLE \ oo Scale
Head Left Torso (13) Right Torso (13)  ((Overfow
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 "2 4. Hand Actuator o "
5. ER Medium Laser B. Life Support 5. [Plasma Rifle ° 28
6. ER Medium Laser 6. LPlasma Rifle Left o| Right 27
1. Triple Strength Myomer Center Torso 1. Ammo (Plasma Rifie) 10 A of 5 PB=
2. Triple Strength Myomer 1. Light Fusion Engine 2. Ammo (Plasma Rifle) 10 (9] [©) (2] 25*
4-6 3. Triple Strength Myomer 2. Light Fusion Engine a4-6 3. Triple Strength Myomer 24+
4. Roll Again 3. Light Fusion Engine 4. Triple Strength Myomer o3+
5. Roll Again 1-3 4. XL Gyro 5. Triple Strength Myomer oo
6. Roll 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 [CASE Il) 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 Engil 3. | Improved Jump Jet
1 -3 4. | Double Heat Sink !9 US!DN ng!"E 1 -3 4. Limproved Jump Jet N \ 16
. 6. Light Fusion Engine . P P Double Heat Sinks: -
5. L Double Heat Sink 5. [Impruved Jump Jet 10(20 15
6. [ Double Heat Sink Engine Hits o o o 6. Limproved Jump Jet Level* Effects [ ] 14+
i 30 Shutdown
1. | Double Heat Sink Gyro Hits 00 1. SRM4 28  Ammo Exp, avoid on B+ (@) 137
2. | Double Heat Sink Ls_fngm' Hits 8 o 2. ERSmall Laser 56 Shutdown. avoid on 10+ @) 12
ife Support !
a6 3ot e i 46 Sl 25 -5 Movermere P O 1
’ ’ 24  +4 Modifier to Fire O 10*
5. [Impruved Jump Jet 5. CASEIl 23 Ammo Exp, avoid on 6+
6. Limproved Jump Jet 6. Roll Again 55 Shutdown Yavmid on 8+ O 9
’ - @) 8
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H-[H LVS.[ Right Leg 18 Shutdown, avoid on 6+ (@) 5
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 @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgw”_' aVU'd_U” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F”ﬂ_e
5.[Improved Jump Jet Damage Transfer 5. [Improved Jump Jet 180 :i moéefme:t 'F;olnts 2
6.LImproved Jump Jet Diagram 6.LImproved Jump Jet odimer to 'r,e 1
9 5 =1 Movement Points
N\ /7 '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

Ammo: (LB-5X) 20, (LB-5X Cluster) 20, (SRM 6) 30

\ BV: 1,748

®

/4 \ /4 \

'MECH DATA \ WARRIOR DATA

Type: Gladiator GLD-7R/SF Name:

Movement Points: Tonnage: 55 . I .

Gi Skill: Pil Skill:

Walking: 4 [5] Tech Base: Mixed unnery Sidll: - Piloting Ski

Running: 5[7] Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 6 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 Imp. Heavy Medium LA 7 10[DEX] - 3 6 9

Laser
1 LBS5XAC[C) RA 1 5[DBC/F/S] 3 8 15 24
1 SRM B (C) RT 4 2/MslI[MCS] — 3 6 9

ARMOR DIAGRAM

Hardened

Head (9)

Left Torso Right Torso

Right Arm
(12)

Center
Torso

(6)

Left
Torso Rear

(5]

INTERNAL STRUCTURE DIAGRAM

Right
Torso Rear

(5)

\
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (13) Right Torso (13 ) Overflow
Left Arm (CASE Il 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. [Imp. Heavy Medium Laser [Clan] 6. Life Support 5. [ LB 5X AC [Clan] ° 28
6. LImp. Heavy Medium Laser [Clan] 6. | LB 5-X AC [Clan] Left o| Right 27
1. [Imp. Heavy Medium Laser [Clan] Center Torso 1.| LB 5-X AC [Clan] A;m ° Argm o
2. Limp. Heavy Medium Laser [Clan] 1. Light Fusion Engine 2.LLB 5X AC[Clan] (9] o) (2] 25*
4-6 3. CASEII[Clan] 2. Light Fusion Engine a4-6 3. Triple Strength Myomer 24+
4. Triple Strength Myomer 3. Light Fusion Engine 4. Triple Strength Myomer o3+
5. Triple Strength Myomer 1-3 4. XL Gyro 5. Triple Strength Myomer "
6. Triple Strength Myomer 5. XL Gyro 6. Roll Again Left Right 22
e ig
6. XLGyro Log Leg 21
20*
1. XL Gyro . (13) (13)
Left Torso 2. XLGyro Right Torso [CASE Il) 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 Engil 3. | Improved Jump Jet
1-3 4. | Double Heat Sink ot P e 1'34 1 d Jump Jet " N &
- | Double Heat Sin 6. Light Fusion Engine - Limproved Jump Je Double Heat Sinks:
5. L Double Heat Sink 5. [Impruved Jump Jet 10 EO' 15*
6. [Double Heat Sink Engine Hits o o o 6. Limproved Jump Jet Level* Effects [ ] 14+
. Gyro Hits 00 30 Shutdown 13*
1. | Double Heat Sink . 1. SRM 6 [Clan] 28 Ammo Exp. avoid on 8+ O
2. | Double Heat Sink Ls_fngm' Hits 8 o 2. Ammo (SRM 6 15 o5 Shutduwnplavuid on 10+ O 12
ife Support !
P e i a3 dmosmas 25 -Shiounen Poms o |[
’ ’ 24  +4 Modifier to Fire O 10*
5. [Impruved Jump Jet 5. Ammo (LB-5X Cluster) 20 23 Ammo Exp, avoid on 6+
6. Limproved Jump Jet 6. CASE Il [Clan] 55 Shutdown Yavmid on 8+ O 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 6+ @) 5
1. Hi 1. Hi 17  +3 Modifier to Fire O "
- Hip game P labs - Hip 15 -3M ¢ Point. 5
2. Upper Leg Actuator 2. Upper Leg Actuator ovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgw”_' aVU'd_U” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F”ﬂ_e
5.[Improved Jump Jet Damage Transfer 5. [Improved Jump Jet 180 :i moéefme:t 'F;olnts 2
6.LImproved Jump Jet Diagram 6.LImproved Jump Jet odimer to 'r,e 1
9 5 =1 Movement Points
N\ / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/ \ \
'MECH DATA \ WARRIOR DATA
Type: Gladiator GLD-9SF Name: 8 8 8
Movement Points: Tonnage: 55 . I .
) X Gunnery Skill: Piloting Skill: O OO0
Walking: 41[5] Tech Base: Mixed v —— 9 OO0
Running:  6[8] Rules Level: Standard HisTaken[ 1 | 2 | 3 ] 4 | 5 | 6 8 8 8
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 53 0
Engine Type: 220 Light / O O O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SmallPulse Laser (C) LA 2 3[PAI] - 2 4 B
1 Fluid Gun (IS) LA — 0[DBS] - 1 2 3 Left Arm Right Arm
1 ERPPC(C) RA 15 15[DE] — 7 14 23 (17) (17)
w,/ Capacitor
1 Targeting Computer BRA  — [E] - - = =
8]
1 Lift Hoist/Arresting LT — [E] - - = = Left Right
i Leg Center Leg
Hoist (24) Torso (24)
1 SRM 4 (C) RT 3 2/MsI[IMCS] — 3 6 9 (9)
2 Flamer (C) RT 3 2[DEHAI - 1 2 3
1 Lift Hoist/Arresting RT — [E] - = =
Hoist
Left Right
T R T R
Ammo: [Fluid Gun) 40, [SRM 4) 50 oreo Hear oreo Hear
(8) (6)
\, BV: 2,119 @ 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
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. Small Pulse Laser [Clan] 6. Life Support 5. [ER PPC [Clan] ° 28
6. [ Fluid Gun 6. LER PPC [Clan] Left o| Right 27
1. L Fluid Gun Center Torso 1. PPC Capacitor A;m © Arsm =2
2. Ammo (Fluid Gun) 20 1. Light Fusion Engine 2. [Targeting Computer [Clan] (9] [©) (2] 25*
4-6 3. Ammo (Fluid Gun) 20 2. Light Fusion Engine a4-6 3. LTargeting Computer [Clan] 24+
" 4. Triple Strength Myomer 3. Light Fusion Engine " 4. Triple Strength Myomer o3+
5. Triple Strength Myomer 1-3 4. XL Gyro 5. Triple Strength Myomer "
6. Triple Strength Myomer 5. XL Gyro 6. Triple Strength Myomer Left Right 22
e 1
6. XLGyro Log Lig 21
*
1. XL Gyro . (13) (13) 20*
Left Torso 2. XLGyro Right Torso [CASE Il) 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 Engine 3. SRM 4 [Clan]
1-3 4. | Double Heat Sink 6. Light Fusion Engine 1-3 4. Flamer [Clan] I 16
g g Double Heat Sinks: "
5. | Double Heat Sink 5. Flamer [Clan] 10120 15
6. [ Double Heat Sink Engine Hts O O O 6. Ammo (SRM 4) 25 Level* Effects (20] 14*
i 30 Shutdown
1. | Double Heat Sink Gyro H!ts oo 1. Ammo (SRM 4) 25 28  Ammo Exp, avoid on 8+ (@) 137
2. | Double Heat Sink Sensor HitsQ O 2. [ Lift Hoist/Arresting Hoist 5B Shutdown. avaid on 10+ @) 12
. 3 3 ) Life Support o 3 ) 3 R utdown, avoid on
a 6 3. | Lift Hoist/Arresting Hoist PP a 6 3. | Lift Hoist/Arresting Hoist o5 -5 Movement Points O 11
4. Lift: Hnist/Arresting Hoist 4. L Lift Hoist/Arresting Hoist 24 +4 Modifier to Fire O 10+
5. L Lift Hoist/Arresting Hoist 5. CASEIl[Clan] 23 Ammo Exp, avoid on 6+ O
’ 9
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
. l_ : 17  +3 Modifier to Fire O "
1. Hip game P labs 1. Hip 15 -3M Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator ovement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgv‘_’”j aVU'd_U” 4+ 3
4. Foot Actuator 4. Foot Actuator :ll g +S mOd'f'er t: ;'P_Et
5. Jump Jet Damage Transfer 5. Jump Jet 8 41 MOE‘T";“E: Fpm s 2
6. Jump Jet Diagram 6. Jump Jet 5 " I\/ID mer ?F’Ir'et 1
=1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

Right Torso

O_0O
/, \ / \ 0-0-0
'MECH DATA \ WARRIOR DATA %%
O OO OOOOO
Type: Mauler MAL-1PTS Name: o o ol|Z00
. O
Movement Points: Tonnage: 90 Gunnerv Skill Piloting Skill: [OlelNe] OO °
Walking: 3 Tech Base: Inner Sphere sl — 9 =i 0 0O0fg
Running: 5 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | & 8 8 8 le)
'Jumping: 0 Role: Sniper Consciousness # | 3 5 7 10 | 11 |Dead O O O o
Engine Type: 270 Fusion / O O O °©
Weapons & Equipment Inventory (hexes) O 8 9
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 ©5][DE] - 3 6 9
1 Medium Laser RA 3 5][DE] - 3 6 9 Left Arm Right Arm
1 LBM15 LT 5 1/Msl[MCS] 6 7 14 21 (20) (20)
2 AC/2 LT 1 2[DBS] 4 8 16 24
1 LBM15 RT 5 1/Msl[MCS] 6 7 14 21
2 AC/2 RT 1 2[DBS] 4 8 16 24
Left i
Leg Center Leg
(22) Torso (22)
(9)
Left Right
T R T R
Ammo: [AC/2) 90, [LRM 15) 32 oreo Hear oreo Hear
(6) (8)
\, BV: 1.400 (& 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 orerd
2. Upper Arm Actuator 3. COCkP'tF 2. Upper Arm Actuator 000 30*
,I 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator 888 o9
"2 4. Medium Laser 5. S'ensors "2 4. Medium Laser [oJege} "
5. Roll Again B. Life Support 5. Roll Again 385 28
6. Roll Again 6. Roll Again 888 27
) [¢] 26*
1. Roll Again Center Torso 1. Roll Again o
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again Center 24*
4-6 4. Roll Again 3. Fusion Engine 4-6 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. Fusion Engine Right Torso 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2.|LRM 15 4-6 4. Fusion Engine 2.[LRM 15 17+
3.| LRM 15 5. Roll Again 3.| LRM 15
1-3 4.LLRM 15 6. Roll Again 1-3 4.LLRM 15 Heat Sinks: 16
5. AC/2 5. AC/2 1 2 5%
6. AC/2 Engine Hts O O O 6. AC/2 Level* Effects 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Ammo (AC/2) 45 . 1. Ammo (AC/2) 45 o8 A £ id on B+ (o]e)
2. Ammo (LRM 15) 8 Sensor Hits O O 2. Ammo (LRM 15) 8 B Sl e 00 12
Life Su ort o utdown, avoid on
3. Ammo (LRM 15) 8 PP 3. Ammo (LRM 15) 8 55 -5 Movernent Points O 11
4-6 4. Roll Again 4-6 4. Roll Again ) )
5 Rl A 5 Fol A 24  +4 Modifier to Fire O 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 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 -3M Poi 5*
2. Upper Leg Actuator 2. Upper Leg Actuator ovement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgw”_' aVU'd_U” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F”ﬂ_e
5. Roll Again Damage Transfer 5. Roll Again 10 =2 Movement Points 2
6. Roll Again Diagram 6. Roll Again g +11 ,\'\Z'Dd‘f'e”z;'ﬁet 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.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

[O)Xe)
( 'MECH DATA ) \ (C R 88888
Type: Mauler MAL-1PT6 Name: 5 3 5232
Movement Points: Tonnage: 90 Gunnerv Skill Piloting Skill: [OlelNe] 6
Walking: 2 Tech Base: Inner Sphere sl — 9 =i 0 0O0fg
Running: 3 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | & 8 8 8 le)
Jurr_lping: 0 . Role: Sniper Consciousness # | 3 5 7 10 | 11 |Dead O O O o
Engine Type: 180 Fusion / O O O °©
Weapons & Equipment Inventory (hexes) O 8 9
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LA 8 B8|[DE] — 5 10 15
1 Large Laser RA 8 B8IDE] — 5 10 15 Left Arm Right Arm
1 LRM 15 LT 5 1/Msl[MCS] 6 7 14 21 (20) (20)
2 AC/2 LT 1 2[DBS] 4 8 16 24
1 LRM 15 RT 5 1/Msl[MCS] 6 7 14 21
2 AC/2 RT 1 2[DBS] 4 8 16 24
1 Small Laser HD 1 3I[DE] -1 2 3 Left i
Leg Center Leg
(22) Torso (22)
(9)
Left Right
Ammo: (AC/2) 90, (LRM 15) 32 Torso Rear Torso Rear
(6) (8)
\_BYV: 1270 &
/, \ \ / Standard Structure Heat
CRITICAL TABLE \ o Scale
Head Left Torso (19) Right Torso (19) Overfion
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder orerd
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 000 30*
3. Lower Arm Actuator 4. Small Laser 3. Lower Arm Actuator 888
1-3 4. [ Large Laser 5. Sensors 1-3 4. [ Large Laser [oJege} 29
5. [Large Laser 6. Life Support 5. [Large Laser 888 28~
6. Roll Again 6. Roll Again 888 27
1. Roll Again Center Torso 1. Roll Again 8 267
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again Center 24*
4-6 4. Roll Again 3. Fusion Engine 4-6 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. 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.|LRM 15 5. Heat Sink 3.[LRM 15
1-3 4.(LRM 15 6. Roll Again 1-3 4.(LRM 15 Heat Sinks: 16
5.LLRM 15 5.LLRM 15 5%
6. AC/2 Engine Hts O O O 6. AC/2 Level* Effects 12 14*
1. Ac/2 Gyro Hits O O 1. Ac/2 S0 Shutdown = 13+
2 A (AC/2)45 Sensor Hits Q O 2. A (AC/2145 S0 amme Bxp. avaid on 8 88 12
3. Ammo (LRM 15) 8 Life SUPPOI"t O 3. Ammo (LRM 15) 8 o5 —5u|f/| own, avDIP D,n O 11
4-6 4. Ammo (LRM 15) 8 4-6 4. Ammo (LRM 15) 8 o4 +4 vaement F)Ints
odifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O
6. Roll Again 6. Roll Again 22 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 6+ @) 5
1. Hip Ly Y 1. Hip 17  +3 Modifier to FIF’.E O 5
2. Upper Leg Actuator 2. Upper Leg Actuator 15 —3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgw”_' aVU'd_U” 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F”ﬂ_e 3
5. Roll Again Damage Transfer 5. Roll Again 180 :f "‘\"AUYffme:t E_D'”ts 2
6. Roll Again Diagram 6. Roll Again e M;jv;:;n? P'giits 1
\, / '\ / | 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

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

OO0 O_0O
( 'MECH DATA ) \ (C R 20903
O O (0)Ke)
Type: Mauler MAL-1KX Name: 80808 8080
Movement Points: Tonnage: 90 . _— .
Walking: 3 Tech Bgase: Inner Sphere Gunnery Skill: _Piloting Skl Ogogo OO
Running: 5 Rules Level: Standard Hits Taken | 1 2| 3lals|s 80808 o)
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead 2% 0
Engine Type: 270 XL p, OOOOO o
Weapons & Equipment Inventory (hexes) 08080
Gty Type Loc Ht Dmg Min Sht Med Lng O
1 Snub-Nose PPC LA 10 10/8/5 — 9 13 15
[DEV] Left Arm Right Arm
1 Snub-Nose PPC RA 10 10/8/5 - 9 13 15 (29) (29)
[DEV]
1 LBM15 LT 5 1/Msl[MCS] 6 7 14 21
2 Light AC/5 LT 1 5[DBS] — 5 10 15
1 LBM15 RT 5 1/Msl[MCS] 6 7 14 21 Left Right
2 Light AC/5 RT 1 5[DBS| — 5 10 15 [";3] Genter [";3]

(14)

OO0OO0O00O0O0

Left Right
Ammo: (LAG,/5) 80, [LRM 15) 32 Torso Rear Torso Rear
(9) (9)
\_BV: 1676 @
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (19) Right Torso (19) Overfion
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder orerd °
2. Upper Arm Actuator 3. Small Cockpit 2. Upper Arm Actuator 000 30*
3. [ Double Heat Sink 4. Sensors 3. [ Double Heat Sink 883 5
13, [Dnuble Heat Sink 5. Endo Steel 13, [Duuble Heat Sink 000
5. L Double Heat Sink B. Endo Steel 5. L Double Heat Sink 833 28>
6. [ Snub-Nose PPC 6. [ Snub-Nose PPC 000 27
[ [ 000 "
1. L Snub-Nose PPC Center Torso 1. LSnub-Nose PPC 8 26
2. Ammo (LAC/5) 20 1. XL Fusion Engine 2. Ammo (LAC/5) 20 25*
a4-6 3. Ammo [LAC/5) 20 2. XL Fusion Engine a4-6 3. Ammo (LAC/5) 20 24 *
4. Endo Steel 3. XL Fusion Engine 4. Endo Steel o3+
5. Endo Steel 1-3 4. Gyro 5. Endo Steel
6. Endo Steel 5. Gyro 6. Endo Steel 22>
6. Gyro 21
20*
1. Gyro
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*
13 2 I)-(RL'CIu:isnn Engine 5. Endo Steel 13 2 )L(IF;;IU::n Engine HEAT DATA ) 16
: 6. Endo Steel : Double Heat Sinks: -
5.[LRM15 5.[LRM15 Heat 12 (24) 15
6.LLRM 15 Engine Hts O O O 6.LLRM 15 Level* Effects ( 14*
. i . 30 Shutdown *
. [L!ght AC/s SEEZ;?‘ ::E: 8 8 ’ [L!ght AL/8 28 Ammo Exp, avoid on 8+ 010 13
2. LLight AC/5 - 2. LLight AC/5 . + O O 12
3. [ Light AC/5 Life Suppor‘t o) 3. [ Light AC/5 26  Shutdown, avoid on 10
a4-6 [ .g a4-6 [ ‘g 25 -5 Movement Points O 11
4. | Light AC/5 4. | Light AC/5 24 +4 Modifier to Fire O 10+
5. Ammo (LRM 15) 8 5. Ammo (LRM 15) 8 23 Ammo Exp. avoid on 6+
6. Ammo (LRM 15) 8 6. Ammo (LRM 15) 8 P, 8V @) 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. Hip ga'!‘: Y 1. Hip 17 +3 Modifier to Fire O 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 —3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgw”_' aVU'd_U” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F”ﬂ_e 3
5. Endo Steel Damage Transfer 5. Endo Steel 180 :i ’l\\AAO\éEme:t 'F;P'nts 2
6. Endo Steel Diagram 6. Endo Steel & L Moverort Ponts 1
\, / '\ / | o
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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: Mauler MAL-1X-AFFC Name: 8 8
Movement Points: Tonnage: 90 . I .
) Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: Inner Sphere v — i 8 8
Running: 5 Rules Level: Standard Hits Taken | 1 2| 3lals|s oo
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead o O
Engine Type: 270 Fusion / o O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LA 8 B8|[DE] — 5 10 15
1 Large Laser RA 8 B8IDE] — 5 10 15 Right Arm
2 SRM 4 LT 3 2/Msl[MCS] — 3 6 9 (186)
2 AC/2 LT 1 2[DBS] 4 8 16 24
2 SRM 4 RT 3 2/Msl[MCS] — 3 6 9
2 AC/2 RT 1 2[DBS] 4 8 16 24
Right
Center Leg
Torso (20)
(8)
Left Right
Te R Te R
Ammo: [AC/2) 90, (SRM 4) 50 oreo Hear oreo Hear
(5) (5)
\, BV: 1,288 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
H.ead Left Torso (19) Right Torso (19) 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. Lower Arm Actuator 888 o9
™2 4. Heat Sink 5. Sensors ™2 4. Heat Sink 999 -
5. [Large Laser 6. Life Support 5. [Large Laser 888 28
X X 27
6. LLarge Laser 6. LLarge Laser 003 -
1. Roll Again Center Torso 1. Roll Again 8 26
2. Roll Again 1. Fusion Engine 2. Roll Again 25*
3. Roll Again 2. Fusion Engine 3. Roll Again Center 24*
4-6 4. Roll Again 3. Fusion Engine 4-6 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 (CASE) 2. Fusion Engine Right Torso (CASE) 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. SRM4 4-6 4. Fusion Engine 2. SRM4 17+
3. SRM4 5. Roll Again 3. SRmM4
1-8 4 ncre 8. Roll Again 1-3 4 a2 Heat Sinks: i
5. AC/2 5. AC/2 14 157
6. Ammo (AC/2) 45 Engine Hts O O O 6. Ammo (AC/2) 45 Level* Effects 14*
i 30 Shutdown
1. Ammo (SRM 4) 25 Gyro Hits O O 1. Ammo [SRM 4) 25 58 Ammo Bxp. avoid on B+ 00 13°
2. CAsE Sensor Hits O O 5 CASE P, ps
' : : 26  Shutdown, avoid on 10+ ole)
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 X X
) ) 24  +4 Modifier to Fire (o]e) 10*
5. Roll Again 5. Roll Again .
6 Roll A 6 Roll A 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 mS'[ Right Leg 18 Shutdown, avoid on 6+ @) 5
1. Hip game P labs 1. Hip ::; tg k/l/lOdmer tz ;Ir’.et O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator ovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgw”_' aVU'd_U” 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F”ﬂ_e 3
5. Roll Again Damage Transfer 5. Roll Again 10 =2 Movement Points 2
6. Roll Again Diagram 6. Roll Again g +11 ,\'\;:Dd‘f'e”s g'ﬁet 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

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Mauler MAL-1Y Name: 8 8
Movement Points: Tonnage: S0 Gunnery Skill: Piloting Skl oo
Walking: 3 Tech Base: Inner Sphere O 0
Running: 5 Rules Level: Standard MtsTaken [ 1 | 2 | 3 | 4 | 5 | 6 8 8
Jumping: 0 Role: Sniper Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead 006
Engine Type: 270 XL
/ O O
Weapons & Equipment Inventory (hexes) 00
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LA 8 B8|[DE] — 5 10 15
1 Large Laser RA 8 B8IDE] — 5 10 15 Left Arm Right Arm
1 LBRM15 LT 5 1/MsI[MCS] 68 7 14 21 (22) (22)
2 AC/2 LT 1 2[DBS] 4 8 16 24
1 LBRM15 RT 5 1/MsI[MCS] B8 7 14 21
2 AC/2 RT 1 2[DBS] 4 8 16 24
Left i
Leg Center Leg
(22) Torso (22)
(10)
Left Right
T R T R
Ammo: [AC/2) 90, [LRM 15) 32 orso Hear orso Hear
(10) (10)
\, BV: 1,448 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (19) Right Torso (19)  (Overfion
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder orerd
2. Upper Arm Actuator 3. COCkP'F 2. Upper Arm Actuator 000 30*
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator 888 o9
" 4. [ Double Heat Sink 5. S'ensors " 4, [Large Laser 888 "
5. | Double Heat Sink 6. Life Support 5. LLarge Laser 000 28
. '  Ferrofi 000 27
6. L Double Heat Sink 6. Ferro-Fibrous 003 -
1. [Large Laser Center Torso 1. Ferro-Fibrous 8 26
2. LLarge Laser 1. XL Fusion Engine 2. Ferro-Fibrous 25*
4-6 3. Ferro-Fibrous 2. XL Fusion Engine a4-6 3. Ferro-Fibrous Center 24*
" 4. FerroFibrous 3. XL Fusion Engine " 4. FerroFibrous Torso 23
5. Ferro-Fibrous 1 '3 5. Ferro-Fibrous 29
4. Gyro (29) oo+
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro 21
20*
1. Gyro .
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. Ferro-Fibrous 3. XL Fusion Engine
1-3 4.[LRM 15 6. FerroFibrous 1-3 4.[LRM 15 I N &
s | Lam 15 s | Lam 15 Double Heat Sinks: 15+
6.LLRm 15 Engine Hts OO O 6.LLRM 15 Level* Effects 11 (=22) 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Ac/2 S Hi o o 1. Ac/2 28 Ammo Exp, avoid on 8+ O O
ensor Hits
2. Ac/2 : 2. Ac/2 26  Shutdown, avoid on 10+ @) 12
3. Ammo [AC/2) 45 Life Support o 3. Ammo [AC/2) 45 25 -5 I\/Imverrylent Points O 11
46 4 pmmo (LRM 15) 8 46 4 pmmo (LRM 15) 8 ) )
24  +4 Modifier to Fire O 10*
5. Ammo (LRM 15) 8 5. Ammo (LRM 15) 8 .
6 CASE 6 CASE 23 Ammo Exp, avoid on 6+ O 9
. . 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 6+ @) 5
1. Hi 1. Hi 17  +3 Modifier to Fire O "
- Hip game P labs - Hip 15 -3M ¢ Point. 5
2. Upper Leg Actuator 2. Upper Leg Actuator ovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgw”_' aVU'd_U” 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F”ﬂ_e 3
5. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 10 -2 Movement P_D'”ts 2
6. Roll Again Diagram 6. Roll Again 8  +1 Modifier to Fire 1
9 5 =1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Mauler MAL-2D Name: 8 8
Movement Points: Tonnage: S0 Gunnery Skill: Piloting Skl oo
Walking: 3 Tech Base: Inner Sphere O 0
Running: 5 Rules Level: Standard HitsTaken [ 1 | 2 | 3 ] 4 | 5 | 6 8 8
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead 006
Engine Type: 270 Fusion p o 0
Weapons & Equipment Inventory (hexes) 00
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 ©5I[DE] — 4 8 12 Left Arm Right Arm
2 Rotary AC/2 LT 1 2/Sht — 6 12 18 (22) (22)
[DBR/C]
1 MRM 10 LT 4 1/Msl[MC] — 3 8 15
2 Rotary AC/2 RT 1 2/Sht — 6 12 18
[DB.R/C] Left i
_ Leg Center Leg
1 MRM 10 RT 4 1/Msl[M[C] 3 8 15 (22) Toren (22)
(10)
Left Right
Te R Te R
Ammo: (MRM 10) 48, (RAG,/2) 90 orse Rear orse near
(10) (10)
. o
\, BV: 1,737 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ e Scale
Head Left Torso (19) Right Torso (19)  ((Overfow
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. Lower Arm Actuator 888 o9
™2 4. Double Heat Sink 5. Sensors ™2 4. [ Double Heat Sink 999 -
5. | Double Heat Sink B. Life Support 5. | Double Heat Sink 000 28
6. L Double Heat Sink 6. L Double Heat Sink 000 27
000 "
1. ER Medium Laser Center Torso 1. ER Medium Laser 8 26
2. ER Medium Laser 1. Fusion Engine 2. ER Medium Laser 25*
4-6 3. Ferro-Fibrous 2. Fusion Engine a4-6 3. Ferro-Fibrous Center 24*
" 4. FerroFibrous 3. Fusion Engine " 4. FerroFibrous Torso 23
5. Ferro-Fibrous 1 '3 5. Ferro-Fibrous 29
4. Gyro (29) oo+
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous
6. Gyro 21
20*
1. Gyro .
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) 19*
1. [ Rotary AC/2 3. Fusion Engine 1. [ Rotary AC/2 18*
2. | Rotary AC/2 4-6 4. Fusion Engine 2. | Rotary AC/2 17+
3. LRotary AC/2 5. Ferro-Fibrous 3. LRotary AC/2
13, Rotary AC/2 6. FerroFibrous 134 Rotary AC/2 Double Heat Sinks: N e
5. | Rotary AC/2 5. | Rotary AC/2 19 (2 4' 15*
6. LRotary AC/2 Engine Hts O O O 6. LRotary AC/2 Level* Effects (24) 14*
G\jl“D Hits o o 30 Shutdown 13*
1.|MRM 10 S Hi o o 1. MRM 10 28 Ammo Exp, avoid on 8+ O O
2.LmMRm 10 ensor Hits 2.LMRM 10 12
' Life S tO : 26  Shutdown, avoid on 10+ ole)
4-6 3. Ammo (MRM 10) 24 ITe suppor 46 3. Ammo (MRM 10) 24 o5 -5 Movement Points O 11
:' 2218": (RAC/2) 45 g 221;::20 [RAC/2) 45 24  +4 Modifier to Fire O 10*
. . . 23 Ammo Exp, avoid on 6+ O
6. Ferro-Fibrous 6. Ferro-Fibrous . 9
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 6+ @) 5
1. Hip LYy 1. Hip 17 +3 Modifier to Fire (@) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 —3 Movement Points @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgw”_' aVU'd_U” 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F”ﬂ_e 3
5. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 10 -2 Movement P_D'”ts 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

Ammo: (LRM 10) 24, (Uttra AG/2) 90

\
Type: Mauler MAL-2R Name:
Movement Points: Tonnage: 90 . I .
Walking: 3 Tech Bgase: Inner Sphere Gunnery Skill: ___ Piloting Skl
Running: 5 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 | Dead
Engine Type: 270 Fusion
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 ©5I[DE] — 4 8 12
1 LRM10 LT 4 1/Msl[MCS] 6 7 14 21
2 Ultra AC/2 LT 1 2/Sht 3 8 17 @25
[DBR/C]
1 LRM10 RT 4 1/Msl[MCS] 6 7 14 21
2 Ultra AC/2 RT 1 2/Sht 3 8 17 @25
[DBR/C]

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

000000000
000000000

Right Arm
(22)

Center
Torso
(10)

Left Right
Torso Rear Torso Rear
(10) (10)

\_BV: 1.586 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (19) Right Torso (19) 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. Lower Arm Actuator 888 o9
™2 4. Double Heat Sink 5. Sensors ™2 4. [ Double Heat Sink 999 -
5. | Double Heat Sink B. Life Support 5. | Double Heat Sink 000 28
6. L Double Heat Sink 6. L Double Heat Sink 000 27
000 "
1. ER Medium Laser Center Torso 1. ER Medium Laser 8 26
2. ER Medium Laser 1. Fusion Engine 2. ER Medium Laser 25*
4-6 3. Ferro-Fibrous 2. Fusion Engine a4-6 3. Ferro-Fibrous Center 24*
" 4. FerroFibrous 3. Fusion Engine " 4. FerroFibrous Torso 23
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous (29) "
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous 22
6. Gyro 21
20*
1. Gyro .
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) 19*
1. [LRM 10 3. Fusion Engine 1. [LRM 10 18*
2.LLRM 10 4-6 4. Fusion Engine 2.LLRm 10 17+
3. | Ultra AC/2 5. Ferro-Fibrous 3. | Uitra AC/2
13, [Ultra Ac/2 6. FerroFibrous 134 [Ultra Ac/2 Double Heat Sinks: N e
5. Luitra Ac/2 5. Luira Ac/2 10 24' 15*
6.[Ultra AC/2 Engine Hts O O O 6.[Uitra AC/2 Level* Effects (24 14*
G\jl“D Hits o o 30 Shutdown 13*
1.| Ultra AC/2 1.| Ultra AC/2 .
2 UI::: cha Sensor Hits o o N Ult:: Acﬁa 28 Ammo Exp, avoid on 8+ O O pr
' Life Support O : 26  Shutdown, avoid on 10+ ole)
4-6 3. Ammo (Ultra AC/2) 45 4-6 3. Ammo (Ultra AC/2) 45 o5 -5 Movement Points O 11
4. Ammo (LRM 10) 12 4. Ammo (LRM 10) 12 ) )
24  +4 Modifier to Fire O 10*
5. CASE 5. CASE
. . . 23 Ammo Exp, avoid on 6+ O
6. Ferro-Fibrous 6. Ferro-Fibrous . 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 ¢ Point. 5
2. Upper Leg Actuator 2. Upper Leg Actuator ovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgw”_' aVU'd_U” 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F”ﬂ_e 3
5. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 10 -2 Movement P_D'”ts 2
6. Roll Again Diagram 6. Roll Again 8  +1 Modifier to Fire 1
9 5 =1 Movement Points
\, / '\ / | o
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ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

@)

O O O
N e
Type: Mauler MAL-3K Name: 08080 8080
Movement Points: Tonnage: 90 Gunnery Skill: Piloting Skill %2 | o
Walking: 3 Tech Base: Inner Sphere — OOOOO o
Running: 5 Rules Level: Standard HisTaken [ 1] 2 | 3] 4 | 5 | 6 05°°] o
Jumping: 0 Role: Missile Boat Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead RO IS
Engine Type: 270 XL 80808 o
Weapons & Equipment Inventory (hexes) / 08080
Gty Type Loc Ht Dmg Min Sht Med Lng (@)
1 Large VSP Laser LA 10 11/9/7[PV] — 4 8 15
1 Large VSP Laser RA 10 11/9/7[PV] — 4 8 15 Lot Arm Right Arm
1 LRM 15 LT 5 1/Msl[MCS] 6 7 14 21 (30) (30)
2 Thunderbolt 5 LT 3 5[M] 5 6 12 18
1 LRM 15 RT 5 1/Msl[MCS] 6 7 14 21
2 Thunderbolt 5 RT 3 5[M] 5 6 12 18

Right
Leg
(38)

Center
Torso
(14)

(@]
(@]
(@]
(@]
o Right
(@]
Ammao: (LRM 15) 32, (Thunderbolt 5) 48 TOP(S::)%" o Tor[s::]ear
\ BV: 1622 @ INTERNAL STRUCTURE DIAGRAM

\

/ \ Endo Steel Heat
CRITICAL TABLE \ o Scale

Head Left Torso (19) Right Torso (19)  ((Overfom
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder orerd °
2. Upper Arm Actuator 3. Small Cockpit 2. Upper Arm Actuator 000 30*
3. Lower Arm Actuator 4. Sensors 3. Lower Arm Actuator 888 o9
1-3 4 [ Double Heat Sink 5. Endo Steel 1-3 4 [ Double Heat Sink 000
5. [Dnuble Heat Sink B. Endo Steel 5. | Double Heat Sink 833 28>
6. L Double Heat Sink 6. L Double Heat Sink 888 27
1. [ Large VSP Laser Center Torso 1. [ Large VSP Laser 8 267
2. | Large VSP Laser 1. XL Fusion Engine 2. | Large VSP Laser 25*
4-6 3. | Large VSP Laser 2. XL Fusion Engine a4-6 3. | Large VSP Laser Center 24*
4. L Large VSP Laser 1-3 3. XL Fusion Engine 4. LLarge VSP Laser Torso 23
5. Endo Steel "2 4. Compact Gyro 5. Endo Steel (29) oo
6. Endo Steel 5. Compact Gyro 6. Endo Steel
6. XL Fusion Engine 21
20*
1. XL Fusion Engine . "
Left Torso 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. Endo Steel 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. Endo Steel 2. XL Fusion Engine 17*
13 2 I)-(RL'CIu:isnn Engine 2 E:So Steel 1-3 2 )L(IF;'CIU::n Engine ) \ 16
: - o Steel : Double Heat Sinks: -
5.| LRM 15 5. LRM 15 12 (24) 15
6.LLRM 15 Engine Hts O O O 6.LLRM 15 Level* Effects 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Thunderbolt 5 . 1. Thunderbolt 5 .
2. Thunderbolt 5 Ls_fngm' H'ti 8 o 2. Thunderbolt 5 Sg é;t :Lc;fvip'ai\;?éd;nqgoi 8 8 12
3. Ammo (Thunderbolt 5) 12 ITe suppor 3. Ammo (Thunderbolt 5) 12 - ' )
4-6 4. Ammo (Thunderbolt 5) 12 4-6 4. Ammo (Thunderbolt 5) 12 Si +2 mzﬁézi:z E?\I‘:m 8 1101*
5. Ammo (LRM 15) 8 5. Ammo (LRM 15) 8 53 Ammo Exp, avoid on 6+ S
6. Ammo (LRM 15) 8 6. Ammo (LRM 15) 8 52 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 6+ @) 5
1. Hip 1. Hip 17 +3 Modifier to Fire O 5+
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 Shumgw”_' aVU'd_U” 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F”ﬂ_e 3
5. Endo Steel Damage Transfer 5. Endo Steel 180 :i ’l\\AAO\éEme:t 'F;P'nts 2
6. Endo Steel Diagram 6. Endo Steel & 1 Movermort Po 1
\ VAN ovement Points y. o
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