BATTLEMECH RECORD SHEET

\
( 'MECH DATA \

Type: Shadow Hawk SHD-3H

Movement Points: Tonnage: 55

Walking: 5 Tech Base: Inner Sphere

Running: 8 Rules Level: Introductory

Jumping: 3

Engine Type: 275 Fusion

Weapons & Equipment Inventory (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 AC/5 LT 1 5[DBS] 3 6 12 18
1 LRM5 RT 2 1/MslI[IMCS] 6 7 14 21
1 Medium Laser RA 3 5][DE] - 3 6 9
1 Machine Gun HD — 2[DBAI] - 1 2 3
1 Machine Gun CT — 2[DBAI] - 1 2 3

Ammo: (AC/5) 20, (LRM 5) 24, (Machine Gun) 200
Quirks: Battle Fists (LA), Battle Fists (RA), Improved Life Support, Rugged
(1 Point), Ubiquitous (Inner Sphere), Ubiquitous (Clans)

( WARRIOR DATA \

BATTLETECH

Name:
Gunnery Skill: Piloting Skill:
Hits Taken 2 3 5 6
Consciousness # | 3 5 7 10 | 11 | Dead
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ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso

0000000
0000000

Right Torso

Right

Right Arm
(16)

Torso Rear

(6)

\, BV: 1,043 u 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_'t 2. Upper Arm Actuator o 30*
13 3. Lower Arm Actuator 4. Machine Gun 13 3. Lower Arm Actuator o o9
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o "
5. Roll Again 6. Life Support 5. Medium Laser o 28
6. Roll Again 6. Roll Again Left o| Right 27
1. Roll Again Center Torso 1. Roll Again A;m © Arsm =2
2. Roll Again 1. Fusion Engine 2. Roll Again (9] o) (2] 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 (18) oo
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro 21
Leg Leg 20"
1. Gyro . (13) (13)
Left Torso 2. Fusion Engine Right Torso 19*
1. Jump Jet 3. Fusion Engine 1. Heat Sink 18*
2.1 Ac/5 46 4. Fusion Engine 2. Jump Jet 17*
3.|Ac/5 5. Jump Jet 3. LRM5
- - 16
1-3 4 |ac/s 6. Machine Gun 1-3 4 Ammo(LAM5) 24 Heat Sinks:
5.lac/s 5. Roll Again 12‘ 15*
6. Ammo [AC/5) 20 Engine Hts O O O 6. Roll Again Level* Effects 14*
. Gyro Hits 00 30 Shutdown 13*
1. Ammo (Machine Gun) 200 . 1. Roll Again .
5 RolA Sensor Hits o o 5 Rol A 28  Ammo Exp, avgld on 8+ O O
- Roll Again Life Support O - Roll Again 26  Shutdown, avoid on 10+ 0]@) 12
4-6 3. Roll Again pp 4-6 3. Roll Again o5 -5 Movement Points O 11
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire O 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 [:H'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 5
1. Hi 1. Hi 17  +3 Modifier to Fire O «
- Hip game ) labs - Aip 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” a+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F”ﬂ_e
5. Roll Again Damage Transfer 5. Roll Again 180 :ﬁ ’l\\/IAO\(/jefmer;t 'F:’plnts 2
6. Roll Again Diagram 6. Roll Again c ! MD ifier ?Plbet p
=1 Movement Points
N\ / '\ / | o
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BATTLETECH

ARMOR DIAGRAM
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'MECH DATA \ WARRIOR DA
Type: Shadow Hawk SHD-3H2 Name: 8 8
Movement Points: Tonnage: 55 . I .
) Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere v — i 8 8
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 | 3 5 | 6 oo
Jumping: 3 Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead o O
Engine Type: 220 Fusion / o O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 AC/5 LT 1 5[DBS] 3 6B 12 18
1 LRM5 RT 2 1/MsI[MCS] B8 7 14 21 Left Arm Right Arm
1 Medium Laser RA 3 5[DE] - 3 6 8 (18) (16)
1 Machine Gun HD — 2[DBAI] - 1 2 3
1 Machine Gun CT — 2[DBA|] - 1 2 3
1 SRM4 RT 3 2/MsIIMCS] — 3 6 9
1 SRM4 LL 3 2/MsI[MCS] — 3 B 9 Left Right
1 SRM4 RL 3 2/MsI[MCS] — 3 6 9 ["fgl Genter ["fg]
orso
1 Small Laser RA 1 3[DE] - 1 2 3 (8)
1 Small Laser LA 1 3I[DE] - 1 2 3
1 Vehicular Grenade LT 1 [AEQS] -1 - =
Launcher
1 Vehicular Grenade RT 1 [AEQS] -1 - =
Launcher
Ammo: (AC/5) 20, (LRM 5) 24, (Machine Gun) 100, (SRM 4) 25 )
Quirks: Battle Fists (LA), Battle Fists (RA), Improved Life Support, Rugged Left Right
. - i Torso Rear Torso Rear
(1 Point), Ubiquitous (Inner Sphere), Ubiquitous (Clans) (8) (8)
\, BV: 1,112 INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure 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_'t 2. Upper Arm Actuator o 30*
13 3. Lower Arm Actuator 4. Machine Gun 13 3. Lower Arm Actuator o o9
"2 4. Hand Actuator 5. S'ensors "2 4. Hand Actuator o "
5. Small Laser 6. Life Support 5. Medium Laser ) 28
6. Ferro-Fibrous 6. Small Laser Left o Right 27
1. Ferro-Fibrous Center Torso 1. Ferro-Fibrous A;m © Arsm =2
2. Ferro-Fibrous 1. Fusion Engine 2. Ferro-Fibrous (9] [©) (2] 25*
4-6 2 22:: 2ga?n 2. Fusiun Engine a4-6 2 ;erl“rZ-F\brous Center 24*
g gain 3. Fusion Engine - Roll Again Torso 23+
5. Roll Again 1-3 4. Gyro 5. Roll Again (18) oo
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro Leg Leg 21
*
1. Gyro (13) (13) 20
Left Torso 2. Fusion Engine Right Torso 19*
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet 17+
3.[Ac/5 5. Jump Jet 3. SAM 4
- - 16
1 3 4.[AC/5 6. Machine Gun 1 3 4. LRM5 Heat Sinks:
5.| AC/5 5. Vehicular Grenade Launcher 1 O 15*
6.LAac/s Engine Hts O O O 6. Ammo (SRM 4) 25 Level* Effects 14*
i 30 Shutdown
1. Vehicular Grenade Launcher G\jI“D H!tS o o 1. Ammo (LRM 5) 24 28 A E id g+ O 13*
Sensor Hits O O ) mmo Exp, avoid on
2. Ammo [(AC/5) 20 2. Ferro-Fibrous 596  Shutd id on 10+ O 12
i Life Suppor‘t o 3. Ferro-Fibrous utdown, avoid on
4.6 3. Ammo ‘(Machlne Gun) 100 4.6 3 o5 -5 Movement Points O 11
4. FerroFibrous 4. Ferro-Fibrous 24  +4 Modffier to Fire O 10*
5. Ferro-Fibrous 5. Roll Again .
6 F Fib 6 Roll A 23 Ammo Exp, avoid on 6+ O 9
- rerroribrous - 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 -3 M t Point: =
2. Upper Leg Actuator 2. Upper Leg Actuator ovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgw”_' aVU'd_U” a+
4. Foot Actuator 4. Foot Actuator :ll g +S ’l\\/lllod\fler t: ;'P_Et 3
5. SRM 4 Damage Transfer 5. SRM 4 8 1 Moéefme: FP'” S 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous c ; I\/ID mer ?F’Ir'et 1
=1 Movement Points
N\ /7 '\ / | o
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