ARMOR DIAGRAM

Standard Armor

Head (8)
Left Torso

(8)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Commando COM-7A Name:
Movement Points: Tonnage: 25 . I .
Gi Skill: Pil Skill:
Walking: 6 Tech Base: Inner Sphere unnery Sidll: - Piloting Sl
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: 150 Fusion 7
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 SRM4 RA 3 2/Msl[MCS] — 3 B 9 Lot A Aiche A
1 SARM4 CT 3 2/MsMCS] — 3 6 9 P e

Left Right
Leg Center Leg
(12) Torso (12)

(5)

Left Right
Ammo: (SRM 4] 50 Torso Rear Torso Rear
(4) (4)
\_BV: 525 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ == /
/, \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
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 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. Medium Laser B. Life Support 5. SRM 4 28
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 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 (8) "
6. Rol Again 5. Gyro 6. Roll Again A 22
ght 21
6. Gyro Leg
20*
1. Gyro . (6) -
Left Torso 2. Fusion Engine Right Torso (CASE) 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3. Endo Steel 5. SRM 4 3. Ammo (SRM 4) 25
1-3 4. Endo Steel 6. Endo Steel 1-3 4. Ammo (SRM 4) 25 Heat Sinks: 16
5. Endo Steel 5. CASE 1 D 5%
6. Endo Steel Engine H!ts 000 6. Endo Steel LESVSI* S Effects 14*
utdown
1. Endo Steel G\jI“D H!tS 00 1. Endo Steel 28  Ammo Exp, avoid an 8+ O 13~
2. Endo Steel Ls_fngm' Hits 8 o 2. Endo Steel 56 Shutdown. avoid on 10+ ®) 12
3. Roll Again Ire UPPOT‘t 3. Roll Again ' .
a4-6 2 RulA a4-6 % FolA 25 5 Movement Pqnts O 11
- HolAgain - rolAgain 24  +4 Modifier 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+ S 9*
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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgv‘_’”j aVU'd_U” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe
5. Endo Steel Damage Transfer 5. Endo Steel 180 iMl\/Tvaen: F"gmts 2
6. Endo Steel Diagram 6. Endo Steel & M odmer t”P 'Ti 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (6)
Left Torso

(6)

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Commando COM-7J Name:
Movement Points: Tonnage: 25 . I .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
Running: 9 Rules Level: Standard Hits Taken | 1 2| 3lals|s
Jumping: 5 Role: Striker Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 150 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 SRM4 RA 3 2/MsI[MCS] — 3 6 9 .
Left Arm Right Arm
1 SRM4 CT 3 2/Msl[MCS] — 3 6 9 (6) (6)
Center
Torso
(4)
o
o
Left o Right
Ammo: (SRM 4] 25 Torso Rear o Torso Rear
(3) (3)
\_BV: 599 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ == /
/ \ Endo Steel Heat
CRITICAL TABLE \ s Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
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 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. Medium Laser B. Life Support 5. SRM 4 28
6. Roll Again 6. Roll Again 27
1 R . 26*
- Roll Again Center Torso 1. Roll Again
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 (8) oo
6. Roll Again 5. Gyro 6. Roll Again .
. Right
6. Gyro L 21
eg
20*
1. Gyro . (6) "
Left Torso 2. Fusion Engine Right Torso (CASE) 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3. Endo Steel 5. Jump Jet 3. Ammo (SRM 4) 25
1-3 1-3 16
4. Endo Steel 6. SRM 4 4. CASE Heat Sinks: -
5. Endo Steel 5. Endo Steel 10 15
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects 14*
G\jl“D Hits QO O 30 Shutdown 13*
1. Endo Steel Sensor Hits o o 1. Endo Steel 28  Ammo Exp, avoid an 8+ O
2. Endo Steel ) 2. Endo Steel 56  Shutd idon 10+ O 12
Life Support O 3. Endo Steel bdown, averd on
a4-6 3. Endo Steel a4-6 25 -5 Movement Points O 11
4. Endo Steel 4. Endo Steel L X
5 Rl A 5 Rl 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 [: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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgv‘_’”j aVU'd_U” 4+
4. Foot Actuator 4. Foot Actuator :ll g ;EMModmer EOF'FI'mt 3
5. Jump Jet Damage Transfer 5. Jump Jet g -+1 ’\/cl)vz:.went E.m S 2
6. Jump Jet Diagram 6. Jump Jet 5 1M odimer tDF’ ',ri 1
-1 Movement Points
\, / '\ / | o

© 2024 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 (8)

Left Torso
(8)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Commando COM-7T 'Blazing Inferno II' Name:
Movement Points: Tonnage: 25 . I .
) Gunnery Skill: Piloting Skill:
Walking: 61[7] Tech Base: Inner Sphere v — i
Running:  9[11] Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 150 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ER Small Laser LL 2 3I[DE] - 2 4 5
2 ER Small Laser RL 2 3[DE] - 2 4 5
. Left Arm Right Arm
1 ER Medium Laser LA 5 5][DE] — 4 8 12 (7]
1 ER Medium Laser RA 5 5I[DE] — 4 8 12
1 ER Medium Laser RT 5 ©5[DE] — 4 8 12
1 ER Small Laser CT 2 3IDE] - 2 4 5
1 Small Laser CT 1 3IDE] - 1 2 3
1 ER Medium Laser HD 5 5IDE] — 4 8 12 Center
Torso
(4)
[¢]
[¢]
Left o Right
Torso Rear o Torso Rear
(3) (3)
. Y
\, Bv: 1018 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Endo Steel Heat
CRITICAL TABLE \ o Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
2. Upper Arm Actuator 3. COCkP't_ 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. ER Medium Laser 13 3. Lower Arm Actuator o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. [ Double Heat Sink B. Life Support 5. [ Double Heat Sink 28
6. | Double Heat Sink 6. | Double Heat Sink 27
1. L Double Heat Sink Center Torso 1. L Double Heat Sink 26~
2. [ Double Heat Sink 1. Fusion Engine 2. ER Medium Laser 25*
4-6 3. | Double Heat Sink 2. Fusion Engine a4-6 3. Triple Strength Myomer Center 24*
" 4. Double Heat Sink 3. Fusion Engine " 4. Triple Strength Myomer Torso 23
5. ER Medium Laser 1-3 4. Gyro 5. Triple Strength Myomer (8)
: . 22*
6. Triple Strength Myomer 5. Gyro 6. Triple Strength Myomer Right
1
6. Gyro Lg 21
eg
20*
1. Gyro . (6)
Left Torso 2. Fusion Engine Right Torso 19*
1. [ Double Heat Sink 3. Fusion Engine 1. [ Double Heat Sink 18*
2. | Double Heat Sink 4-6 4. Fusion Engine 2. | Double Heat Sink 17*
3. L Double Heat Sink 5. ER Small Laser 3. LDouble Heat Sink
1-3 4. Endo Steel 6. Small Laser 1-3 4. ER Medium Laser I N &
Double Heat Sinks: "
5. Endo Steel 5. Endo Steel 11 (20 15
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects (22] 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Endo Steel Sensor Hits o o 1. Endo Steel 28  Ammo Exp, avoid an 8+ O O
2. Endo Steel ) 2. Endo Steel 56  Shutd idon 10+ O 12
3. Endo Steel Life Support O 3. Endo Steel bdown, averd on Y
46 4 Endosteol 4-6 4 cndgosteel 25 -5 Movement Points O
5. Triple St h M 5' Endo Steel 24  +4 Modifier to Fire O 10*
6. Rr‘lﬁz trengtl yomer B. Rn ‘DA tee 23 Ammo Exp, avoid on B+ O S
- 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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement 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'_Pe 3
5. ER Small Laser Damage Transfer 5. ER Small Laser 180 iMl\/Tvaen: F"gmts 2
6. ER Small Laser Diagram 6. ER Small Laser & M odmer t”P 'Ti 1
-1 Movement Points
\, / '\ / | o

© 2024 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

BATTLEMECH RECORD SHEET

Ammo: (SRM 4] 50, (Streak SRM 2) 5

( 'MECH DATA \ \
Type: Commando COM-7W
Movement Points: Tonnage: 25
Walking: 6 Tech Base: Inner Sphere
Running: 9 Rules Level: Standard
Jumping: 0 Role: Striker
Engine Type: 150 Fusion
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser LA 3 5|[DE] - 3 B 8
1 Streak SRM 2 RA 2 2/MsiMC] — 3 B 9
1 SRM4 CT 3 2/Msi[MCS] — 3 B 9

0

ARMOR DIAGRAM

Standard Armor

Head (6)
Left Torso

(6)

Name:

( WARRIOR DA \

Gunnery Skill:

Piloting Skill:

Hits Taken

Consciousness # | 3

Left Arm
(6)

Right Arm
(6)

Center
Torso

(4)

Left
Torso Rear

(3)

Right
Torso Rear

(3)

O O O O

\_BV: 608 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ == /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
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 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. Medium Laser B. Life Support 5. Streak SRM 2 28
6. Medium Laser 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 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 (8) "
6. Rol Again 5. Gyro 6. Roll Again A 22
ght 21
6. Gyro Leg
20*
1. Gyro . (6) -
Left Torso 2. Fusion Engine Right Torso (CASE) 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Endo Steel 4-6 4. Fusion Engine 2. Ammo (SRM 4) 25 17*
3. Endo Steel 5. SRM 4 3. Ammo (SRM 4) 25
1'34 Endo Steel i 1'34 A Streak SRM 2) 50 N 16
. Endo Stee 6. Roll Again . Ammo (Strea ) Heat Sinks:
5. Endo Steel 5. CASE 1 D 5%
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects 14*
i 30 Shutdown
1. Endo Steel Gyro H!tS oo 1. Endo Steel 28 Ammo Exp, avoid on 8+ (@) 137
2. Endo Steel Ls_fngm' Hits 8 o 2. Endo Steel 56 Shutdown. avoid on 10+ ®) 12
ife Support !
4-6 3. Endo Steel PP 4-6 3. Endo Steel 25 -5 Movement Points O 11
4. Roll Again 4. Endo Steel 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Endo Steel 23 Ammo Exp, avoid on 6+ O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O 9*
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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 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 ;EMModmer EOF'FI'mt
5. Heat Sink Damage Transfer 5. Heat Sink 5 -+1 NTVZTPE”t E_'” S 2
6. Roll Again Diagram 6. Roll Again e Mose;‘seztupo'i;is 1
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (6)
Left Torso

(6)

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Commando COM-7X Name:
Movement Points: Tonnage: 25 . I .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
Running: 9 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 150 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 8
2 Medium Laser RA 3 5I[DE] - 3 B 8 .
Left Arm Right Arm
1 SRMB CT 4 2/Msl[MCS] — 3 6 9 (6) (6)
Center
Torso
(4)
[¢]
[¢]
Left o Right
Ammo: (SRM 6] 30 Torso Rear o Torso Rear
(3) (3)
\, BV: 823 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
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 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. Medium Laser 6. Life Support 5. Medium Laser 28
6. Roll Again 6. Medium Laser 27
1. Roll Again Center Torso 1. Roll Again 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 (8) "
6. Rol Again 5. Gyro 6. Roll Again ) 22
. Right 21
6. Gyro Leg
20*
1. Gyro . (6) "
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 (SRM 6) 15 5.[SRM 6 3. Ammo (SRM 6) 15
1-3 4. Roll Again 6. [SRM 5 1-3 4. Roll Again s 16
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
3. Roll Again Life Support O 3. Roll Again '
a4-6 9 a4-6 g 25 -5 Movement Points O 11
:' ZDH 293”-' g EGI: igam 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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgv‘_’”j aVU'd_U” 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe 3
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again g TMM”d'f'er z“PF'Ti 1
\ VAN -1 Movement Points / 5
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BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (8)
Left Torso Right Torso

(8)

BATTLEMECH RECORD SHEET

Ammo: (SRM B) 15

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Commando COM-7Y Name:
Movement Points: Tonnage: 25 . I .
Gi Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere unnery St Floting =K
Running: 9 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 150 Fusion p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 Medium Laser RA 3 5I[DE] - 3 B 8 Lot A Rioht A
1 Medium Laser RT 3 5[DE] - 3 8 9 e SR
1 SRMB CT 4 2/Msi[MCS] — 3 B 9

Center
Torso

(4)

Left
Torso Rear

Right
Torso Rear

(3) (3)

O O O O

\, BV: 684 ‘& INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
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 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. Medium Laser 6. Life Support 5. Medium Laser 28
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 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 (8) "
6. Rol Again 5. Gyro 6. Roll Again A 22
ght 21
6. Gyro Leg
20*
1. Gyro . (6) -
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 (SRM 6) 15 5.[SRM 6 3. Medium Laser
1-3 4. Roll Again [ 1-3 4. Roll A N 16
: 6.LSRMB - molsgan Heat Sinks:
5. Roll Again 5. Roll Again 10‘ 5%
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
i 30 Shutdown
1. Roll Again Gyro H!tS (o] o] 1. Roll Again 28  Ammo Exp, avoid on 8+ O 137
2. Aol Again Sensor Hits 8 o 2. Roll Again 26 Shutdown, avoid on 10+ O 12
3. Roll Again Ire UPPOT‘t 3. Roll Again ' .
a4-6 2 RulA a4-6 % FolA 25 5 Movement Pqnts O 11
- HolAgain - rolAgain 24  +4 Modifier 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+ S 9*
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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 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 ;EMModmer EOF'FI'mt
5. Roll Again Damage Transfer 5. Roll Again 5 -+1 ’\/Tvz:jent 'gm s 2
6. Roll Again Diagram 6. Roll Again e Mose;‘seztupo'i;is 1
\, / '\ / | o
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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 (8)

Left Torso
(8)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Commando COM-7Y2 'Blazing Inferno' Name:
Movement Points: Tonnage: 25 . I .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
Running: 9 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 150 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Small Laser LL 1 3I[DE] - 1 2 3
2 Small Laser RL 1 3[DE] - 1 2 3 Lot A Rioht A
t
1 Medium Laser LA 3 5[Df - 3 B8 9 . SR
1 Medium Laser RA 3 5I[DE] - 3 6 8
1 Medium Laser RT 3 5][DE] - 3 B 8
2 Small Laser CT 1 3I[DE] - 1 2 3
1 Medium Laser HD 3 5][DE] - 3 6B 8
Center
Torso
(4)
[¢]
[¢]
Left o Right
Torso Rear o Torso Rear
(3) (3)
\, Bv: 728 (& INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ o Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
2. Upper Arm Actuator 3. COCk_P't 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Medium Laser 13 3. Lower Arm Actuator o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. Medium Laser 6. Life Support 5. Medium Laser 28
6. Roll Again 6. Roll Again Left 27
1. Roll Again Center Torso 1. Roll Again Azm 25
2. Roll Again 1. Fusion Engine 2. Roll Again (4] 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 (8) oo
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro 21
: Leg Leg 20"
1. Gyro (6] (6
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. Roll Again 5. Small Laser 3. Medium Laser
1-3 4. Roll Again 6. Small Laser 1-3 4. Roll Again s 16
Heat Sinks: "
5. Roll Again 5. Roll Again 10 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 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+ ©)
2. Roll Again Life Support o 2. Roll Again 96 Shutdown, avoid on 10+ O 12
4-6 2 EDH 293”-' 4-6 2 20:: igam 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
- 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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement 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'_Pe 3
5. Small Laser Damage Transfer 5. Small Laser 10 -2 Movement F'qmts 2
6. Small Laser Diagram 6. Small Laser g 4%1MMndwﬂer zDPFI‘F?: 1
-1 Movement Points
\, / '\ / | o

© 2024 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 (8)
Left Torso

(8)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Commando COM-7Z Name:
Movement Points: Tonnage: 25 . I .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
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: 150 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 6 8
1 Medium Laser RA 3 5I[DE] - 3 B 8 .
Left Arm Right Arm
1 SRMB CT 4 2/Msl[MCS] — 3 6 9 (8) (8)
Left Right
Leg Center Leg
(12) Torso (12)
(5)
Left Right
Ammo: (SRM 6] 15 Torso Rear Torso Rear
(4) (4)
\_BV: 66" (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
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 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. Medium Laser 6. Life Support 5. Medium Laser 28
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 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 (8) "
6. Rol Again 5. Gyro 6. Roll Again ) 22
. Right
6. Gyro Leg 21
20*
1. Gyro . (6) "
Left Torso (CASE) 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 (SRM 6) 15 5.[SRM 6 3. Roll Again
13 [ 1-3 ) 16
4. CASE . 6.LSRmM B 4. Roll Again 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 Again Sensor Hits o o 1. Roll Again 28  Ammo Exp, avoid an 8+ O
2. Roll Again ) 2. Roll Again 56  Shutd idon 10+ O 12
Life Suppor‘t o 3. Roll Again utdown, avoid on
a4-6 2 EDH 293”-' a4-6 4' ol Ag 25 -5 Movement Points O 11
5' RDH Agam 5' RGI‘ Agam 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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgv‘_’”j aVU'd_U” 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe 3
5. Roll Again Damage Transfer 5. Roll Again 180 fq'\"'\;’vz,fpe”: F'E_'”ts 2
6. Roll Again Diagram 6. Roll Again e M odimer t“P 'Ti 1
-1 Movement Points
\, / '\ / | o

© 2024 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 (8)
Left Torso

(8)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Commando COM-7Z2 Name:
Movement Points: Tonnage: 25 . I .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 150 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Small Laser LA 1 3[DE] - 1 2 3
1 Small Laser RA 1 3I[DE] - 1 2 3
. Left Arm Right Arm
1 Active Probe (Beagle)] RT — [E] - - 4 (8) (8]
1 SRMB CT 4 2/MsI[MCS] — 3 6 9
Left Right
Leg Center Leg
(12) Torso (12)
(5)
Left Right
Ammo: (SRM 6] 15 Torso Rear Torso Rear
(4) (4)
\_BV: 543 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
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 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. Small Laser 6. Life Support 5. Small Laser 28
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 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 (8) "
6. Rol Again 5. Gyro 6. Roll Again ) 22
. Right 21
6. Gyro Leg
20*
1. Gyro . (6) "
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+
13 3. Ammo (SRM 6) 15 5. [SRM B 13 3. [Active Probe (Beagle) 16
4. Roll Aga!n 6.LSRmM B 4. L Active Probe (Beagle) 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 Again . 1. Roll Again .
2. Roll Again Sensor Hits o o 2. Roll Again 28 Ammo Exp, avgld on 8+ 8 12
2 RolA Life Suppor‘tO 2 RolA 26  Shutdown, avoid on 10+
a4-6 0% Again a4-6 oll Again 25 -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 - @) 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 l_ L 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 Shumgv‘_’”j aVU'd_U” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe 3
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again g TMM”d'f'er z“PF'Ti 1
-1 Movement Points
\, / '\ / | o

© 2024 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso
(9]

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Jackalope JLP-BD-L 'Harvey' Name:
Movement Points: Tonnage: 30 . I .
) - Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Mixed v 9
Running: 12 [20] Rules Level: Advanced HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 4 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 240 XL p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERMedium Laser(IS) LA 5 5[DE] - 4 8 12
1 ERMedium Laser (IS) RA 5 5][DE] — 4 8 12 Lot A Rioht A
1 MPod LT 15[DBX0S] — 1 2 3 e ey
1 M-Pod RT — 15[DBX0S] — 1 2 3
1 RISC APDS HD 2 [PB] - 1 2 3
Center
Torso
(4)
[¢]
[¢]
Left o Right
Te R Te R
Ammo: (RISC APDS) 12 °rs[°2 ]”" o °rs[°2 ]”"
\, BV: 1,028 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (7)) Right Torso (7 ) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Small Cockpit 2. Upper Arm Actuator 30*
4.3 3 ERMedium Laser [S] 4. Sensors 4.3 & ERMedium Laser (5] 5
" 4. Endo Steel 5. [RISC APDS [IS] "2 4. Ferro-Fibrous "
5. Endo Steel 6.LRISC APDS [IS] 5. Ferro-Fibrous 28
6. Endo Steel 6. Ferro-Fibrous Left Right 27
1. Endo Steel Center Torso 1. FerroFibrous A;m Ar5m =
2. Endo Steel 1. XL Fusion Engine 2. Ferro-Fibrous (] (5] 25*
4-6 3. Endo Steel 2. XL Fusion Engine a4-6 3. Ferro-Fibrous 24+
4. Endo Steel 3. XL Fusion Engine 4. Ferro-Fibrous o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again "
6. Rol Again 5. Gyro 6. Roll Again Lot A 22
e ig
21
6. Gyro Leg Leg 20*
1. Gyro (7) (7)
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. Jump Jet 5. [ Double Heat Sink 3. Jump Jet _
1-3 4 sump et 6. [Duuble Heat Sink 1-3 4 yump vet HEAT DA e 18
Double Heat Sinks:
5. M-Pod [IS] 5. M-Pod [IS] Heat 10120 5%
6. Ammo (RISC APDS) 12 Engine Hits O O O B. [MASC [s] Level* Effects (20) 14*
i 30 Shutdown
1. Supercharger it :!tsgg 1.Lmasc sy 28 Ammo Exp, avoid on B+ O =
2. Roll Again ensor Hits 2. Roll Again P 12
: 26  Shutdown, avoid on 10+
46 3. Roll Again Life Support O 46 3. Roll Again 55 5 Moverment Points 0O 11
"9 4. Roll Again "0 4. Roll Again 54  +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 VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l_ 1. Hip 17  +3 Modifier to Fire O 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 Shumgv‘_’”j aVU'd_U” a+ 3
4. Foot Actuator 4. Foot Actuator :ll g ;EMModmer EOF'FI'mt
5. Roll Again Damage Transfer 5. Roll Again 5 -+1 ’\/Tvz:jent 'gm s 2
6. Roll Again Diagram 6. Roll Again c o odifier tup |‘ret p
-1 Movement Points
\, / '\ / | o

© 2024 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-Lamellor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Jackalope JLP-IC Name:
Movement Points: Tonnage: 30 . I .
) Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Clan v — i
Running: 12 Rules Level: Advanced HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 8 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 240 XL p,
Weapons & Equipment Inventory [hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser LA 5 7|[DE] — 5 10 15
1 ER Medium Laser RA 5 7[DE] — 5 10 15 Left A Richt A
e rm g t Arm
1 SRMB RT 4 2/Msl[MCS] — 3 6 9 (9) (9)
1 Laser AMS HD 5 [PB] - 1 = =
Left Right
Leg Center Leg
(12) Torso (12)
(4)
Left Right
Ammo: (SRM 6] 15 Torso Rear Torso Rear
’ (4) (4)
\, BV: 1,337 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (7)) Right Torso (7 ) 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. ER Medium Laser 4. Laser AMS 13 3. ER Medium Laser o9
" 4. Endo Steel 5. S'ensors "2 4. Ferro-Lamellor "
5. Endo Steel 6. Life Support 5. Ferro-Lamellor 28
6. Endo Steel 6. Ferro-Lamellor Left Right 27
1. Endo Steel Center Torso 1. Ferrolamellor A;m Ar5m =
2. Endo Steel 1. XL Fusion Engine 2. FerroLamellor (] (5] 25*
4-6 3. Endo Steel 2. XL Fusion Engine a4-6 3. FerroLamellor 24+
"O 4. Endo Steel 3. XL Fusion Engine " 4. FerroLlamelior o3+
5. Roll Again 1-3 4. Gyro 5. Ferro-Lamellor
6. Roll Again 6. Roll Again 22>
: 5. Gyro - Left Right 21
6. Gyro Leg Leg
20*
1. Gyro (7) (7)
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. Jump Jet 5. [Duuble Heat Sink 3. Jump Jet
- - 16
13, Jump Jet 6. LDouble Heat Sink 13, Jump Jet Double Heat Sinks: N
5. Jump Jet 5. Jump Jet 10 EO' 15*
6. Jump Jet Engine Hits 000 6. Jump Jet Level* Effects (20] 14+
G\jl“D Hits o o 30 Shutdown 13*
1. Ammo (SRM 6) 15 s Hit oo 1. SRM6 28  Ammo Exp, avoid an 8+ O
ensor Hits .
2. Roll Again Life Support O 2. Roll Again 96 Shutdown, avoid on 10+ O 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+
:' EOH 298”-' 2 EGI: 298"1 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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement 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'_Pe 3
5. Ferro-Lamellor Damage Transfer 5. Ferro-Lamellor 10 -2 Movement F'qmts 2
6. Ferro-Lamellor Diagram 6. Ferro-Lamellor g TMMdeer zDF’FI'Fet 1
-1 Movement Points
\, / '\ / | o

© 2024 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

BATTLEMECH RECORD SHEET

BATTLETECH

(9]

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Jackalope JLP-KB Name:
Movement Points: Tonnage: 30 . I .
) X Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Mixed v — i
Running: 12 Rules Level: Advanced HitsTaken | 1 | 2 | 3 5 | 6
Jumping: 8 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 240 XL p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERMedium Laser (C) LA 5 7[DE] — 5 10 15
1 ER Medium Laser (C) RA 5 7[DE] — 5 10 15 Lot A Richt A
e rm 1 rm
1 SRM4(C) LT 3 2/MsI[MCS] — 3 6 O %8
1 SRM 4 (C) RT 3 2/MsI[MCS] — 3 6 9
1 RISC APDS HD 2 [PB] - 1 2 3
Center
Torso
(4)
o
o
Left o Right
T R T R
Ammo: (RISC APDS) 12, (SRM 4) 25 °rs[°2 ]”" o °rs[°2 ]”"
\, BV: 1,253 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (7)) Right Torso (7 ) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Small Cockpit 2. Upper Arm Actuator 30*
13 3. ER Medium Laser 4. Sensors 13 3. ER Medium Laser o9
" 4. Endo Steel 5. [RISC APDS [IS] "2 4. Ferro-Fibrous "
5. Endo Steel 6.LRISC APDS [IS] 5. Ferro-Fibrous 28
6. Endo Steel 6. Ferro-Fibrous Left Right 27
1. Endo Steel Center Torso 1. FerroFibrous A;m Ar5m =
2. Endo Steel 1. XL Fusion Engine 2. Ferro-Fibrous (] (5] 25*
4-6 3. Endo Steel 2. XL Fusion Engine a4-6 3. Ferro-Fibrous 24+
4. Endo Steel 3. XL Fusion Engine 4. Ferro-Fibrous o3+
5. Roll Again 1-3 4. Gyro 5. Roll Again
6. Rol Again 5. Gyro 6. Roll Again 22>
6. Gyro Left Right 21
Leg Leg 20"
1. Gyro i (7) (7)
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. Jump Jet 5. [ Double Heat Sink 3. Jump Jet _
1-3 4 sump et 6. [Duuble Heat Sink 1-3 4 sump et HEAT DA N W A
Double Heat Sinks:
5. Jump Jet 5. Jump Jet Heat 1020 15*
6. Jump Jet Engine Hits 000 6. Jump Jet Level* Effects (20] 14+
G\jl“D Hits QO O 30 Shutdown 13*
1. SRM 4 Sensor Hits o o 1. SRM4 28 Ammo Exp, avoid on 8+ O
2. Ammo (RISC APDS) 12 - 2. Ammo (SRM 4) 25 26  Shutdown, avoid on 10+ O 12
46 3. Roll Again Life Support O 46 3. Roll Again 55 5 Moverment Points 0O 11
"9 4. Roll Again "0 4. Roll Again 54  +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 VS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l_ 1. Hip 17 +3 Modifier to Fire O 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 Shumgv‘_’”j aVU'd_U” a+ 3
4. Foot Actuator 4. Foot Actuator :ll g ;EMModmer EOF'FI'mt
5. Roll Again Damage Transfer 5. Roll Again 5 -+1 ’\/Tvz:jent 'gm s 2
6. Roll Again Diagram 6. Roll Again c o odifier tup |‘ret p
-1 Movement Points
\, / '\ / | o

© 2024 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
Stealth

Head (9)
Left Torso Right Torso

(9]

BATTLETECH

BATTLEMECH RECORD SHEET

\ \
( 'MECH DATA \ ( WARRIOR DA

Type: Jackalope JLP-NH

Name:
\“I(';;‘I’;:‘;”t p°'gts' Igg;?:s'e: l?/loixe g Gunnery Skil: _____ Piloting Skill:
Running: 12 Rules Level: Standard HitsTaken | 1 | 2 | 3 [ 4 | 5 | &
Jumping: 6 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 240 XL
Weapons & Equipment Inventory (hexes) /
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERMedium Laser(C) LA 5 7][DE] — 5 10 15
1 ERMedium Laser(C) RA 5 7[DE] — 5 10 15 Left Arm Right Arm
1 MML3 LT 2 [MCS] (8)
LRM 1/Msl 6 7 14 21
SRM 2/Msl - 3 B 8
1 MML3 RT 2 [MCS]
LRM 1/Msl 6 7 14 21
SRM 2/Msl - 3 B 8 Center
1 ECM Suite HD — [F] - - — B Torso

(4)

Left
Torso Rear

Right
Torso Rear

O O O O

Ammo: (MML 3/LRM] 40, (MML 3/SRM) 33

(2) (2)
\_BV: 1216 @
\

/ \ Endo Steel Heat
CRITICAL TABLE \ o Scale

Head Left Torso (7) Right Torso (7 ) Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit i 2. Upper Arm Actuator 30*
13 3. ER Medium Laser 4. ECM Suite 13 3. ER Medium Laser o9
4. Endo Steel 5. Sensors 4. Stealth[IS] -
5. Endo Steel B. Life Support 5. Stealth [IS] 28
6. Endo Steel 6. Roll Again Left Right 27
1. Endo Steel Center Torso 1. Roll Again A;m Ar5m 25
2. Endo Steel 1. XL Fusion Engine 2. Roll Again (] (5] 25*
3. Endo Steel 2. XL Fusion Engine 3. Roll Again 24+
4-6 4. Endo Steel 3. XL Fusion Engine 4-6 4. Roll Again 23+
5. Stealth [IS] 1-3 4. Gyro 5. Roll Again "
6. Stealth [IS] 5. Gyro 6. Roll Again Lot A 22
e ig
21
6. Gyro Leg Leg o
1. Gyro i (7) (7)
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. Jump Jet 5. [Duuble Heat Sink 3. Jump Jet
- - 16
13 4. Jump Jet 6. LDouble Heat Sink 1-3 4. Jump Jet Double Heat Sinks: N
5. Jump Jet 5. Jump Jet 10 EO' 15*
6. [MML 3 [IS] Engine Hts O O O 6.[MML 3 [IS] Level* Effects (20) 14+
Gyro Hits o o 30 Shutdown *
1.LMML 3 [15] Sen}.;lor Hits o o 1.LMML 3 [18] 28 Ammo Exp, avoid on 8+ O 13
2. Ammo (MML 3/LRM) 40 - 2. Ammo (MML 3/SRM) 33 D8 Shutdown, avoid on 10+ O 12
3. Stealth [15] Life Support o 3. Stealth [15] 25 -5 Movement Points O 11
4-64 Stealth [IS 4-64 Stealth [IS . X
- Stealth [19] - Stealth [19] 24  +4 Modifier 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+ O 9*
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 L 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+ 3
4. Foot Actuator 4. Foot Actuator :ll g ';EMMOd\fIEI" EOPF'_PE;
5. Stealth [IS] Damage Transfer 5. Stealth [IS] 5 -+1 NTVZTent E_'” S 2
B. Stealth [IS] Diagram B. Stealth [IS] e Mose‘n'fe;tupo'i;is 1
\, / '\ / | o
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ARMOR DIAGRAM

Standard Armor

Head (8)
Left Torso

(8)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Commando COM-7A Name:
Movement Points: Tonnage: 25 . I .
Gi Skill: Pil Skill:
Walking: 6 Tech Base: Inner Sphere unnery Sidll: - Piloting Sl
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: 150 Fusion 7
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 SRM4 RA 3 2/Msl[MCS] — 3 B 9 Lot A Aiche A
1 SARM4 CT 3 2/MsMCS] — 3 6 9 P e

Left Right
Leg Center Leg
(12) Torso (12)

(5)

Left Right
Ammo: (SRM 4] 50 Torso Rear Torso Rear
(4) (4)
\_BV: 525 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ == /
/, \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
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 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. Medium Laser B. Life Support 5. SRM 4 28
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 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 (8) "
6. Rol Again 5. Gyro 6. Roll Again A 22
ght 21
6. Gyro Leg
20*
1. Gyro . (6) -
Left Torso 2. Fusion Engine Right Torso (CASE) 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3. Endo Steel 5. SRM 4 3. Ammo (SRM 4) 25
1-3 4. Endo Steel 6. Endo Steel 1-3 4. Ammo (SRM 4) 25 Heat Sinks: 16
5. Endo Steel 5. CASE 1 D 5%
6. Endo Steel Engine H!ts 000 6. Endo Steel LESVSI* S Effects 14*
utdown
1. Endo Steel G\jI“D H!tS 00 1. Endo Steel 28  Ammo Exp, avoid an 8+ O 13~
2. Endo Steel Ls_fngm' Hits 8 o 2. Endo Steel 56 Shutdown. avoid on 10+ ®) 12
3. Roll Again Ire UPPOT‘t 3. Roll Again ' .
a4-6 2 RulA a4-6 % FolA 25 5 Movement Pqnts O 11
- HolAgain - rolAgain 24  +4 Modifier 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+ S 9*
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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgv‘_’”j aVU'd_U” 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe
5. Endo Steel Damage Transfer 5. Endo Steel 180 iMl\/Tvaen: F"gmts 2
6. Endo Steel Diagram 6. Endo Steel & M odmer t”P 'Ti 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (6)
Left Torso

(6)

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Commando COM-7J Name:
Movement Points: Tonnage: 25 . I .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
Running: 9 Rules Level: Standard Hits Taken | 1 2| 3lals|s
Jumping: 5 Role: Striker Consciousness# | 3 | 5 | 7 | 10 [ 11 [Dead
Engine Type: 150 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 SRM4 RA 3 2/MsI[MCS] — 3 6 9 .
Left Arm Right Arm
1 SRM4 CT 3 2/Msl[MCS] — 3 6 9 (6) (6)
Center
Torso
(4)
o
o
Left o Right
Ammo: (SRM 4] 25 Torso Rear o Torso Rear
(3) (3)
\_BV: 599 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ == /
/ \ Endo Steel Heat
CRITICAL TABLE \ s Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
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 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. Medium Laser B. Life Support 5. SRM 4 28
6. Roll Again 6. Roll Again 27
1 R . 26*
- Roll Again Center Torso 1. Roll Again
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 (8) oo
6. Roll Again 5. Gyro 6. Roll Again .
. Right
6. Gyro L 21
eg
20*
1. Gyro . (6) "
Left Torso 2. Fusion Engine Right Torso (CASE) 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 4-6 4. Fusion Engine 2. Heat Sink 17+
3. Endo Steel 5. Jump Jet 3. Ammo (SRM 4) 25
1-3 1-3 16
4. Endo Steel 6. SRM 4 4. CASE Heat Sinks: -
5. Endo Steel 5. Endo Steel 10 15
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects 14*
G\jl“D Hits QO O 30 Shutdown 13*
1. Endo Steel Sensor Hits o o 1. Endo Steel 28  Ammo Exp, avoid an 8+ O
2. Endo Steel ) 2. Endo Steel 56  Shutd idon 10+ O 12
Life Support O 3. Endo Steel bdown, averd on
a4-6 3. Endo Steel a4-6 25 -5 Movement Points O 11
4. Endo Steel 4. Endo Steel L X
5 Rl A 5 Rl 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 [: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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgv‘_’”j aVU'd_U” 4+
4. Foot Actuator 4. Foot Actuator :ll g ;EMModmer EOF'FI'mt 3
5. Jump Jet Damage Transfer 5. Jump Jet g -+1 ’\/cl)vz:.went E.m S 2
6. Jump Jet Diagram 6. Jump Jet 5 1M odimer tDF’ ',ri 1
-1 Movement Points
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (8)

Left Torso
(8)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Commando COM-7T 'Blazing Inferno II' Name:
Movement Points: Tonnage: 25 . I .
) Gunnery Skill: Piloting Skill:
Walking: 61[7] Tech Base: Inner Sphere v — i
Running:  9[11] Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 150 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ER Small Laser LL 2 3I[DE] - 2 4 5
2 ER Small Laser RL 2 3[DE] - 2 4 5
. Left Arm Right Arm
1 ER Medium Laser LA 5 5][DE] — 4 8 12 (7]
1 ER Medium Laser RA 5 5I[DE] — 4 8 12
1 ER Medium Laser RT 5 ©5[DE] — 4 8 12
1 ER Small Laser CT 2 3IDE] - 2 4 5
1 Small Laser CT 1 3IDE] - 1 2 3
1 ER Medium Laser HD 5 5IDE] — 4 8 12 Center
Torso
(4)
[¢]
[¢]
Left o Right
Torso Rear o Torso Rear
(3) (3)
. Y
\, Bv: 1018 @ INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Endo Steel Heat
CRITICAL TABLE \ o Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
2. Upper Arm Actuator 3. COCkP't_ 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. ER Medium Laser 13 3. Lower Arm Actuator o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. [ Double Heat Sink B. Life Support 5. [ Double Heat Sink 28
6. | Double Heat Sink 6. | Double Heat Sink 27
1. L Double Heat Sink Center Torso 1. L Double Heat Sink 26~
2. [ Double Heat Sink 1. Fusion Engine 2. ER Medium Laser 25*
4-6 3. | Double Heat Sink 2. Fusion Engine a4-6 3. Triple Strength Myomer Center 24*
" 4. Double Heat Sink 3. Fusion Engine " 4. Triple Strength Myomer Torso 23
5. ER Medium Laser 1-3 4. Gyro 5. Triple Strength Myomer (8)
: . 22*
6. Triple Strength Myomer 5. Gyro 6. Triple Strength Myomer Right
1
6. Gyro Lg 21
eg
20*
1. Gyro . (6)
Left Torso 2. Fusion Engine Right Torso 19*
1. [ Double Heat Sink 3. Fusion Engine 1. [ Double Heat Sink 18*
2. | Double Heat Sink 4-6 4. Fusion Engine 2. | Double Heat Sink 17*
3. L Double Heat Sink 5. ER Small Laser 3. LDouble Heat Sink
1-3 4. Endo Steel 6. Small Laser 1-3 4. ER Medium Laser I N &
Double Heat Sinks: "
5. Endo Steel 5. Endo Steel 11 (20 15
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects (22] 14*
G\jl“D Hits o o 30 Shutdown 13*
1. Endo Steel Sensor Hits o o 1. Endo Steel 28  Ammo Exp, avoid an 8+ O O
2. Endo Steel ) 2. Endo Steel 56  Shutd idon 10+ O 12
3. Endo Steel Life Support O 3. Endo Steel bdown, averd on Y
46 4 Endosteol 4-6 4 cndgosteel 25 -5 Movement Points O
5. Triple St h M 5' Endo Steel 24  +4 Modifier to Fire O 10*
6. Rr‘lﬁz trengtl yomer B. Rn ‘DA tee 23 Ammo Exp, avoid on B+ O S
- 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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement 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'_Pe 3
5. ER Small Laser Damage Transfer 5. ER Small Laser 180 iMl\/Tvaen: F"gmts 2
6. ER Small Laser Diagram 6. ER Small Laser & M odmer t”P 'Ti 1
-1 Movement Points
\, / '\ / | o
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BATTLETECH

BATTLEMECH RECORD SHEET

Ammo: (SRM 4] 50, (Streak SRM 2) 5

( 'MECH DATA \ \
Type: Commando COM-7W
Movement Points: Tonnage: 25
Walking: 6 Tech Base: Inner Sphere
Running: 9 Rules Level: Standard
Jumping: 0 Role: Striker
Engine Type: 150 Fusion
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser LA 3 5|[DE] - 3 B 8
1 Streak SRM 2 RA 2 2/MsiMC] — 3 B 9
1 SRM4 CT 3 2/Msi[MCS] — 3 B 9

0

ARMOR DIAGRAM

Standard Armor

Head (6)
Left Torso

(6)

Name:

( WARRIOR DA \

Gunnery Skill:

Piloting Skill:

Hits Taken

Consciousness # | 3

Left Arm
(6)

Right Arm
(6)

Center
Torso

(4)

Left
Torso Rear

(3)

Right
Torso Rear

(3)

O O O O

\_BV: 608 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ == /
/ \ Endo Steel Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
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 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. Medium Laser B. Life Support 5. Streak SRM 2 28
6. Medium Laser 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 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 (8) "
6. Rol Again 5. Gyro 6. Roll Again A 22
ght 21
6. Gyro Leg
20*
1. Gyro . (6) -
Left Torso 2. Fusion Engine Right Torso (CASE) 19
1. Heat Sink 3. Fusion Engine 1. Heat Sink 18*
2. Endo Steel 4-6 4. Fusion Engine 2. Ammo (SRM 4) 25 17*
3. Endo Steel 5. SRM 4 3. Ammo (SRM 4) 25
1'34 Endo Steel i 1'34 A Streak SRM 2) 50 N 16
. Endo Stee 6. Roll Again . Ammo (Strea ) Heat Sinks:
5. Endo Steel 5. CASE 1 D 5%
6. Endo Steel Engine Hts O O O 6. Endo Steel Level* Effects 14*
i 30 Shutdown
1. Endo Steel Gyro H!tS oo 1. Endo Steel 28 Ammo Exp, avoid on 8+ (@) 137
2. Endo Steel Ls_fngm' Hits 8 o 2. Endo Steel 56 Shutdown. avoid on 10+ ®) 12
ife Support !
4-6 3. Endo Steel PP 4-6 3. Endo Steel 25 -5 Movement Points O 11
4. Roll Again 4. Endo Steel 24 +4 Modifier to Fire O 10+
5. Roll Again 5. Endo Steel 23 Ammo Exp, avoid on 6+ O
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O 9*
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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 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 ;EMModmer EOF'FI'mt
5. Heat Sink Damage Transfer 5. Heat Sink 5 -+1 NTVZTPE”t E_'” S 2
6. Roll Again Diagram 6. Roll Again e Mose;‘seztupo'i;is 1
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (6)
Left Torso

(6)

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Commando COM-7X Name:
Movement Points: Tonnage: 25 . I .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
Running: 9 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 150 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 8
2 Medium Laser RA 3 5I[DE] - 3 B 8 .
Left Arm Right Arm
1 SRMB CT 4 2/Msl[MCS] — 3 6 9 (6) (6)
Center
Torso
(4)
[¢]
[¢]
Left o Right
Ammo: (SRM 6] 30 Torso Rear o Torso Rear
(3) (3)
\, BV: 823 (&\D INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
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 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. Medium Laser 6. Life Support 5. Medium Laser 28
6. Roll Again 6. Medium Laser 27
1. Roll Again Center Torso 1. Roll Again 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 (8) "
6. Rol Again 5. Gyro 6. Roll Again ) 22
. Right 21
6. Gyro Leg
20*
1. Gyro . (6) "
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 (SRM 6) 15 5.[SRM 6 3. Ammo (SRM 6) 15
1-3 4. Roll Again 6. [SRM 5 1-3 4. Roll Again s 16
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
3. Roll Again Life Support O 3. Roll Again '
a4-6 9 a4-6 g 25 -5 Movement Points O 11
:' ZDH 293”-' g EGI: igam 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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgv‘_’”j aVU'd_U” 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe 3
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again g TMM”d'f'er z“PF'Ti 1
\ VAN -1 Movement Points / 5
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BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (8)
Left Torso Right Torso

(8)

BATTLEMECH RECORD SHEET

Ammo: (SRM B) 15

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Commando COM-7Y Name:
Movement Points: Tonnage: 25 . I .
Gi Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere unnery St Floting =K
Running: 9 Rules Level: Introductory HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 150 Fusion p,
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 B 8
1 Medium Laser RA 3 5I[DE] - 3 B 8 Lot A Rioht A
1 Medium Laser RT 3 5[DE] - 3 8 9 e SR
1 SRMB CT 4 2/Msi[MCS] — 3 B 9

Center
Torso

(4)

Left
Torso Rear

Right
Torso Rear

(3) (3)

O O O O

\, BV: 684 ‘& INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
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 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. Medium Laser 6. Life Support 5. Medium Laser 28
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 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 (8) "
6. Rol Again 5. Gyro 6. Roll Again A 22
ght 21
6. Gyro Leg
20*
1. Gyro . (6) -
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 (SRM 6) 15 5.[SRM 6 3. Medium Laser
1-3 4. Roll Again [ 1-3 4. Roll A N 16
: 6.LSRMB - molsgan Heat Sinks:
5. Roll Again 5. Roll Again 10‘ 5%
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 14*
i 30 Shutdown
1. Roll Again Gyro H!tS (o] o] 1. Roll Again 28  Ammo Exp, avoid on 8+ O 137
2. Aol Again Sensor Hits 8 o 2. Roll Again 26 Shutdown, avoid on 10+ O 12
3. Roll Again Ire UPPOT‘t 3. Roll Again ' .
a4-6 2 RulA a4-6 % FolA 25 5 Movement Pqnts O 11
- HolAgain - rolAgain 24  +4 Modifier 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+ S 9*
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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 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 ;EMModmer EOF'FI'mt
5. Roll Again Damage Transfer 5. Roll Again 5 -+1 ’\/Tvz:jent 'gm s 2
6. Roll Again Diagram 6. Roll Again e Mose;‘seztupo'i;is 1
\, / '\ / | o
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BATTLEMECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM

Standard Armor

Head (8)

Left Torso
(8)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Commando COM-7Y2 'Blazing Inferno' Name:
Movement Points: Tonnage: 25 . I .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
Running: 9 Rules Level: Introductory HitsTaken | 1 | 2 | 3 | 4 | 5 | &
Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 150 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Small Laser LL 1 3I[DE] - 1 2 3
2 Small Laser RL 1 3[DE] - 1 2 3 Lot A Rioht A
t
1 Medium Laser LA 3 5[Df - 3 B8 9 . SR
1 Medium Laser RA 3 5I[DE] - 3 6 8
1 Medium Laser RT 3 5][DE] - 3 B 8
2 Small Laser CT 1 3I[DE] - 1 2 3
1 Medium Laser HD 3 5][DE] - 3 6B 8
Center
Torso
(4)
[¢]
[¢]
Left o Right
Torso Rear o Torso Rear
(3) (3)
\, Bv: 728 (& INTERNAL STRUCTURE DIAGRAM
\ /
/, \ Standard Structure Heat
CRITICAL TABLE \ o Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
2. Upper Arm Actuator 3. COCk_P't 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Medium Laser 13 3. Lower Arm Actuator o9
"2 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. Medium Laser 6. Life Support 5. Medium Laser 28
6. Roll Again 6. Roll Again Left 27
1. Roll Again Center Torso 1. Roll Again Azm 25
2. Roll Again 1. Fusion Engine 2. Roll Again (4] 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 (8) oo
6. Roll Again 5. Gyro 6. Roll Again Left Right
6. Gyro 21
: Leg Leg 20"
1. Gyro (6] (6
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. Roll Again 5. Small Laser 3. Medium Laser
1-3 4. Roll Again 6. Small Laser 1-3 4. Roll Again s 16
Heat Sinks: "
5. Roll Again 5. Roll Again 10 15
6. Roll Again Engine Hts O O O 6. Roll Again Level* Effects 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+ ©)
2. Roll Again Life Support o 2. Roll Again 96 Shutdown, avoid on 10+ O 12
4-6 2 EDH 293”-' 4-6 2 20:: igam 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
- 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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement 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'_Pe 3
5. Small Laser Damage Transfer 5. Small Laser 10 -2 Movement F'qmts 2
6. Small Laser Diagram 6. Small Laser g 4%1MMndwﬂer zDPFI‘F?: 1
-1 Movement Points
\, / '\ / | o
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ARMOR DIAGRAM

Standard Armor

Head (8)
Left Torso

(8)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Commando COM-7Z Name:
Movement Points: Tonnage: 25 . I .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
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: 150 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5|[DE] - 3 6 8
1 Medium Laser RA 3 5I[DE] - 3 B 8 .
Left Arm Right Arm
1 SRMB CT 4 2/Msl[MCS] — 3 6 9 (8) (8)
Left Right
Leg Center Leg
(12) Torso (12)
(5)
Left Right
Ammo: (SRM 6] 15 Torso Rear Torso Rear
(4) (4)
\_BV: 66" (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/, \ Standard Structure Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
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 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. Medium Laser 6. Life Support 5. Medium Laser 28
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 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 (8) "
6. Rol Again 5. Gyro 6. Roll Again ) 22
. Right
6. Gyro Leg 21
20*
1. Gyro . (6) "
Left Torso (CASE) 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 (SRM 6) 15 5.[SRM 6 3. Roll Again
13 [ 1-3 ) 16
4. CASE . 6.LSRmM B 4. Roll Again 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 Again Sensor Hits o o 1. Roll Again 28  Ammo Exp, avoid an 8+ O
2. Roll Again ) 2. Roll Again 56  Shutd idon 10+ O 12
Life Suppor‘t o 3. Roll Again utdown, avoid on
a4-6 2 EDH 293”-' a4-6 4' ol Ag 25 -5 Movement Points O 11
5' RDH Agam 5' RGI‘ Agam 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 aM £ Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints @) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shumgv‘_’”j aVU'd_U” 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe 3
5. Roll Again Damage Transfer 5. Roll Again 180 fq'\"'\;’vz,fpe”: F'E_'”ts 2
6. Roll Again Diagram 6. Roll Again e M odimer t“P 'Ti 1
-1 Movement Points
\, / '\ / | o
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ARMOR DIAGRAM

Standard Armor

Head (8)
Left Torso

(8)

Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \ /4 \
'MECH DATA \ WARRIOR DA
Type: Commando COM-7Z2 Name:
Movement Points: Tonnage: 25 . I .
) Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere v — i
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 [ 3 | 4 | 5 | 6
Jumping: 0 Role: Scout Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead
Engine Type: 150 Fusion p
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Small Laser LA 1 3[DE] - 1 2 3
1 Small Laser RA 1 3I[DE] - 1 2 3
. Left Arm Right Arm
1 Active Probe (Beagle)] RT — [E] - - 4 (8) (8]
1 SRMB CT 4 2/MsI[MCS] — 3 6 9
Left Right
Leg Center Leg
(12) Torso (12)
(5)
Left Right
Ammo: (SRM 6] 15 Torso Rear Torso Rear
(4) (4)
\_BV: 543 (ﬁ) INTERNAL STRUCTURE DIAGRAM
\ — /
/, \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (6) Right Torso (6) Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder oL o
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 4. Hand Actuator 5. S'ensors " 4. Hand Actuator "
5. Small Laser 6. Life Support 5. Small Laser 28
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 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 (8) "
6. Rol Again 5. Gyro 6. Roll Again ) 22
. Right 21
6. Gyro Leg
20*
1. Gyro . (6) "
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+
13 3. Ammo (SRM 6) 15 5. [SRM B 13 3. [Active Probe (Beagle) 16
4. Roll Aga!n 6.LSRmM B 4. L Active Probe (Beagle) 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 Again . 1. Roll Again .
2. Roll Again Sensor Hits o o 2. Roll Again 28 Ammo Exp, avgld on 8+ 8 12
2 RolA Life Suppor‘tO 2 RolA 26  Shutdown, avoid on 10+
a4-6 0% Again a4-6 oll Again 25 -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 - @) 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 l_ L 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 Shumgv‘_’”j aVU'd_U” a+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F'_Pe 3
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again g TMM”d'f'er z“PF'Ti 1
-1 Movement Points
\, / '\ / | o
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