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move to a given section, or to the start of a given unit’s record sheets.
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Daimyo
Watchman
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CLAN OMNIMECHS

Phantom
Pouncer
Linebacker
Naga

INNER SPHERE
“PHOENIX” BATTLEMECHS

Nexus
Raijin
Grand Crusader

CLAN“PHOENIX" BATTLEMECHS

Baboon
Vixen
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Peregrine
Hellhound
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Galahad
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Behemoth
Kraken

SOLARIS VII BATTLEMECHS

Porcupine
Koto
Copperhead
Flashfire
Mantis
Longshot
Silver Fox
Tsunami
Werewolf
Daedalus
Volkh
Aquagladius
Bombard
Ronin
Prowler
Paladin
Spatha
Morpheus
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Previous record sheet volumes grouped all unit types together and then organized per
tonnage. However, this often ignored the organization of the corresponding Technical
Readout, creating disconnect for players moving from a Technical Readout to a record sheet
volume to find the unit they're looking for.

To better ease this transition, this record sheet volume is organized like its corresponding
Technical Readout. Hyperlinks off of each unit name in the TOC will enable players to instantly
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Kirghiz
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STANDARD RULES

These designs are considered “standard rules” (see p. 10, Total
Warfare) and are legal for tournaments played at the Gen Con
Game Fair®, Origins Game Convention®, and other convention
tournaments, retail store events and so on, alongside the
record sheets found in the various record sheet books (whether
published by Catalyst Game Labs, FanPro, or FASA). (Note that only
those designs that meet the requirements for a tournament unit
selection will be available for use in a given tournament.)

Advanced and Experimental Rules: If any record sheets
includes “Advanced” or “Experimental” on it—meaning it mounts
equipment from Tactical Operations—then that record sheet
is generally not appropriate for tournament player (individual
tournaments will spell out the specifics of whether such designs
can or cannot be used).

ERAS
The record sheets in this volume indicate which era they first
appeared in; see p. 4 for an explanation of BattleTech Eras.
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BATTLETECH ERAS

The BattleTech universe is a living, vibrant entity that grows each year
as more sourcebooks and fiction are published. A dynamic universe, its
setting and characters evolve over time within a highly detailed continu-
ity framework, bringing everything to life in a way a static game universe
cannot match.

However, the same dynamic energy that makes BattleTech so compel-
ling can also make it confusing, with so many sourcebooks published
over the years. As people encounter BattleTech, get hooked and start to
obtain sourcebooks, they need to know where a particular sourcebook is
best used along the BattleTech timeline.

To help quickly and easily convey the timeline of the BattleTech uni-
verse—and to allow a player to easily “plug in” a given sourcebook—
we've divided BattleTech into five major eras. (For those that own the Bat-
tleTech Introductory Box Set, the year dates in parentheses following each
era’s title correspond to the maps found in the Inner Sphere at a Glance
sourcebook.)

STAR LEAGUE (2570) ,’R\
lan Cameron, ruler of the Terran Hegemony, ! ) ‘
&<
creation of the Star League, a political and LY
military alliance between all Great Houses and V/’
the Hegemony. Star League armed forces im-
the Periphery realms to join. For the next two centu-
ries, humanity experiences a golden age across the thou-
sand light-years of human-occupied space known as the Inner Sphere. It

concludes decades of tireless effort with the

Q‘
mediately launch the Reunification War, forcing
also sees the creation of the most powerful military in human history.

SUCCESSION WARS
(3025, 3030, 3040)

Every last member of First Lord Richard
Cameron’s family is killed during a coup
launched by Stefan Amaris. Following the
thirteen-year war to unseat him, the rulers
of each of the five Great Houses disband the
Star League. General Aleksandr Kerensky departs
with eighty percent of the Star League Defense Force
beyond known space and the Inner Sphere collapses into
centuries of warfare known as the Succession Wars that will eventually
result in a massive loss of technology across most worlds.

CLAN INVASION
(3052, 3057)

A mysterious invading force strikes the core-
ward region of the Inner Sphere. The invaders,
called the Clans, are descendants of Kerensky's
SLDF troops, forged into a society dedicated to
becoming the greatest fighting force in history.
With vastly superior technology and warriors, the
Clans conquer world after world. Eventually this out-
side threat will forge a new Star League, something hun-
dreds of years of warfare failed to accomplish. In addition,
the Clans will act as a catalyst for a technological renaissance.

™

CIVIL WAR (3062, 3067)

The Clan threat is eventually lessened with the\ \ '

complete destruction of a Clan. With that massive
external threat apparently neutralized, internal con-

flicts explode around the Inner Sphere. House Liao k //
conquers its former Commonality, the St. lves Com-

pact; a rebellion of military units belonging to House

Kurita sparks a war with their powerful border enemy, Clan

Ghost Bear; the fabulously powerful Federated Commonwealth of
House Steiner and House Davion collapses into five long years of
bitter civil war.

JIHAD -
Following the Federated Commonwealth Civil ¥

War, the leaders of the Great Houses meet and dis-

band the new Star League, declaring it a sham. The =

pseudo-religious Word of Blake—a splinter group of

ComStar, the protectors and controllers of interstellar \
communication— launch the Jihad: an interstellar war

that will ultimately pit every faction against each other and

even against themselves, as weapons of mass destruction are used for
the first time in centuries while new and frightening technologies are
likewise unleashed.

DARK AGE (3132+)

Under the guidance of Devlin Stone, the Republic
of the Sphereis born at the heart of the Inner Sphere
following the Jihad. One of the more extensive peri-
ods of peace begins to break out as the 32nd century
dawns. The factions, to one degree or another, em-
brace disarmament and the massive armies of the
Succession Wars begin to fade. However, in 3132 eighty
percent of interstellar communications collapses, throwing the universe
into chaos. Wars almost immediately erupt and the factions begin re-
building their armies.

SOURCEBOOKS

As Catalyst Game Labs continues to publish new BattleTech products
(and reprint previously published products), easy reference logos—cor-
responding to those above—wiill be printed directly on their back covers.
This will allow retailers and players alike to know at a glance what eras are
covered by a given product. For additional ease of reference, era logos
will also appear on product’s sell sheet, online products page and so on.

Note that if a Catalyst Game Labs’ BattleTech product does not contain
an era logo, then it is considered a core rulebook or supplement to be
used across all eras, such as the Introductory Box Set, Total Warfare and
soon.
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ARMOR DIAGRAM

9
Left Torso Head (9)

Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Fireball ALM-7D Name:
Movement Points: Tonnage: 20 Gunnery Skill: Piloting Skill:
Walking: 11 Tech Base: Inner Sp_hEF'EI HitsTaken| 1 | 2 [ 3| 4| 5| 6
Running: 17 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Machine Gun RT 2 - 1 2 3
[DB.AI]
1 Streak SRM 2 LT 2 2[/l\/ls\ - 3 6 9
M.C]
Center
Torso
Rear (2)
Left Right
\ Cost: BV:385 % Torso Rear Torso Rear
/ \\ (2) (2
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Left Torso (5) Right Torso (s)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Centel" Tqr'SD 1. Roll Again Left Right | 26
2. Roll Again ; )’Et 'EUS!OH Engfne 2. Roll Again Arm Arm [25+
3. Roll Again . usion Engine 3. Roll Again 3) 3) Vg
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ) usion Engine 2. XL Fusion Engine
g g *
3 XL Fusi ; 5. Endo Steel 3 . h 17
133 usion Engine 6. Endo Steel 1-33 XL Fusion Engine =
4. Streak SRM 2 4. Machine Gun
5. Ammo (Streak SRM 2) 50 " - 5. Ammo (Machine Gun) 200 15*
6. Endo Steel Engine Hits 0O O 6. Endo Steel Heat Sinks: | [7a~
1. Endo Steel Gyro H!tS oo 1. Endo Steel Level™ Effects ;0 (10) 13*
Sensor Hits OO P 30 Shutdown i ingle
2. Endo Steel > - Endo Steel 28 Ammo Exp. avoid on 8+ QO 12
a4-6 3. Endo Steel Life Support O a4-6 3. Endo Steel 56  Shutdown, avoid on 10+ rE
-0 4 . -0 4 : ' h (0]
- Roll Again - Roll Again 25 -5 Movement Points 0 o
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Heat Sink Damage Transfer 5. Heat Sink 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0

© 2011 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.
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’'MECH RECORD SHEET

ARMOR DIAGRAM

9
Left Torso Head (9)

Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Fireball ALM-8D Name:
Movement Points: Tonnage: 20 Gunnery Skill: Piloting Skill:
Walking: 11 Tech Base: Inner Sp_hEF'EI HitsTaken| 1 | 2 [ 3| 4| 5| 6
Running: 17 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Machine Gun RT 2 - 1 2 3
[DB.AI]
2 Medium Laser LT 3 5[DE] — 3 6 9
Center
Torso
Rear (3)
Left Right
\ Cost: BV:574 % Torso Rear Torso Rear
/ \\ (2) @
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Left Torso (5) Right Torso (s)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Centel" Tqr'SD 1. Roll Again Left Right | 26
2. Roll Again ; )’Et 'EUS!OH Engfne 2. Roll Again Arm Arm [25+
3. Roll Again . usion Engine 3. Roll Again 3) 3) Vg
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso il ET
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ) usion Engine 2. XL Fusion Engine
g g *
3 XL Fusi ; 5. Endo Steel 3 . h 17
133 usion Engine B. 1-33 XL Fusion Engine
. Endo Steel . 16
4. Medium Laser 4. Machine Gun HEAT
5. Medium Laser " - 5. Ammo (Machine Gun) 200 15*
6. Endo Steel Engine H!tS 000 6. Endo Steel Heat Heat Sinks: 14*
1. Endo Steel Gyro H!tS oo 1. Endo Steel Level* Effects ;0 (10) 13*
Sensor Hits OO P 30 Shutdown i ingle
2. Endo Steel > - Endo Steel 28 Ammo Exp. avoid on 8+ O 12
46 3. Endo Steel Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ 11
-0 4 . -0 4 : ' h (0]
- Roll Again - Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Heat Sink Damage Transfer 5. Heat Sink 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0




ARMOR DIAGRAM

9
Left Torso Head (9)

Right Torso

BNATTILETETIH

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Fireball ALM-9D Name:
Movement Points: Tonnage: 20 Gunnery Skill: Piloting Skill:
Walking: 11 Tech Base: |nner Sp_her‘e| HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 17 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser RT 3 5[DE] — 3 6 9
1 Streak SRM 2 LT 2 2/Msil — 3 6 9
M.C]
Center
Torso
Rear (3)
Left Right
\ Cost: BV:527 % Torso Rear Torso Rear
/ \\ (2) (2
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Left Torso (5) Right Torso (s)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Centel" Tqr'SD 1. Roll Again Left Right | 26
2. Roll Again ; )’Et 'EUS!OH Engfne 2. Roll Again Arm Arm [25+
3. Roll Again . usion Engine 3. Roll Again 3) 3) Vg
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
. " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 XL Fusi ; 5. Endo Steel 3 . " 17
133 usion Engine B. g 1-33 XL Fusion Engine
4. Streak SRM 2 Endo Steel 4. Medium Laser 16
HEAT -
5. Ammo (Streak SRM 2) 50 " - 5. Endo Steel 15
6. Endo Steel Engine H!tS 000 6. Endo Steel Heat Heat Sinks: 14*
1. Endo Steel Gyro H!tS oo 1. Endo Steel Level* Effects ;0 (10) 13*
Sensor Hits OO P 30 Shutdown i ingle
2. Endo Steel > - Endo Steel 28 Ammo Exp. avoid on 8+ O 12
46 3. Endo Steel Life Support O 46 3. Roll Again 26 Shutdown, avoid on 10+ 11
-0 4 . -0 4 : ' ) (0]
- Roll Again - Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5.  Heat Sink Damage Transfer 3+ HeatSink 8  +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0

© 2011 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.



ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (8) Right Torso
- Gl

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Dart DRT-3S Name:
Movement Points: Tonnage: 25 Gunnery Skill: Piloting Skill:
Walking: 9 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 14 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Small Pulse Laser HD 2 3[PA] — 1 2 3 .
2 Small Pulse Laser CT 2 3[PA] — 1 2 3 Right Arm
(8
Center
Torso
Rear (3)
Left Right
\ Cost: BV:436 Torso Rear Torso Rear
/ @) (3)

- i
/4 A\
CRITICAL HIT TABLE \

Head Scale
Left Arm 1. Life Support nght Arm Right Torso (g)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Small Pulse Laser 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again Right | 26
2. Roll Again ; 'EUS!OH Engfne 2. Roll Again Arm [25+
3. Roll Again - Fusion Engine 3. Roll Again (4) G
- . : - 24
4-6 4. Pl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. Fusion Engine Right Torso pacl ET-4
) 3. Fusion Engine h
1. Roll Again 4-6 ) ; 1. Roll Again 18*
. 4. Fusion Engine .
2. Roll Again 2. Roll Again ™
. 5. Small Pulse Laser . 17
1-3 3. Roll Again 6. Small Pulse L 1-3 3. Roll Again
4. Roll Again mall Pulse Laser 4. Roll Again 16
5. Rall Again " - 5. Roll Again 15*
6. Roll Again Engine H!t.s 000 6. Roll Again Heat Heat Sinks: 1a*
1. Roll Again Gyro Hits OO 1. Roll Again Level* Effects 10(10) o
. Sensor Hits 0O . 30 Shutdown Single
2. Roll Again 2. Roll Again i 12
. . ) 28 Ammo Exp. avoid on 8+ QO
a4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o o
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 EUM 05‘.’;?- aVD'F. on -+
4. Foot Actuator 4. Foot Actuator 13- odifier to Fire 3
s root Act . , 10 -2 Movement Points )
5. Roll Agafn Damage Transfer 5. Heat Slr.1k 3 +1 Modifier to Fire
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y 1
0

© 2011 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.



ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (8) Right Torso
- Gl

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Dart DRT-4S Name:
Movement Points: Tonnage: 25 Gunnery Skill: Piloting Skill:
Walking: 9 Tech Base: Inner Sphere] HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 14 (Intro) ) Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0 Era: Clan Invasion
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser HD 3 5[DE] — 3 6 9 .
2 Medium Laser CT 3 5[0Ff — 3 6 9 Right Arm
(5]
Center
Torso
Rear (3)
Left Right
\ Cost: BV:656 Torso Rear Torso Rear
/ (3) (3)

- i
/4 A\
CRITICAL HIT TABLE \

Head Scale
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso (g)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Medium Laser 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again Right | 26
2. Roll Again ; 'EUS!OH Engfne 2. Roll Again Arm [25+
3. Roll Again - Fusion Engine 3. Roll Again (4) G
- . : - 24
4-6 4. Pl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. Fusion Engine Right Torso pacl ET-4
) 3. Fusion Engine h
1. Roll Again 4-6 a ) ; 1. Roll Again 18*
. - Fusion Engine .
2. Roll Again . 2. Roll Again ™
. 5. Medium Laser . 17
1-3 3. Roll Again B. Medium Laser 1-3 3. Roll Again s
4. Roll Again 4. Roll Again
5. Rall Again " - 5. Roll Again 15*
6. Roll Again Engine H!t.s 000 6. Roll Again Heat Heat Sinks: 1a*
1. Roll Again Gyro Hits OO 1. Roll Again Level* Effects 10(10) o
. Sensor Hits 0O . 30 Shutdown Single
2. Roll Again 2. Roll Again i 12
. . ) 28 Ammo Exp. avoid on 8+ QO
a4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 EUM 05‘.’;?- aVD'F. on -+
4. Foot Actuator 4. Foot Actuator 13- odifier to Fire 3
s root Act . , 10 -2 Movement Points )
5. Roll Agafn Damage Transfer 5. Heat Slr.1k 3 +1 Modifier to Fire
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y 1
0
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ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (8) Right Torso
- Gl

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Dart DRT-6S Name:
Movement Points: Tonnage: 25 Gunnery Skill: Piloting Skill:
Walking: 9 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 14 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser CT 3 5[DE] — 3 6 9 Right Arm
(8]
Center
Torso
Rear (4)
[o]Ne]
Left Right
\ Cost: BV:641 Torso Rear Torso Rear

3) O 3)

- i
/4 A\
CRITICAL HIT TABLE \

Head ) seate
Left Arm 1. Life Support nght Arm Right Torso (5] verflow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again Right | 26
2. Roll Again ; 'EUS?OH Engine 2. Roll Again Arm [25+
3. Roll Again - Fusion Engine 3. Roll Again (4) ™
4-6 4. Roll Again 1-3 3. Fusion Engine 4-6 4. Roll Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g' Gyro 6. Roll Again 22+
- Gyro 51
1. Gyro Right 20*
Left Torso 2 Fusion Engine Right Torso Leg 19"
1. Ferro-Fibrous 4-6 4' Fus!on Eng!ne 1. Ferro-Fibrous 18*
2. Ferro-Fibrous © rusiontngine 2. Ferro-Fibrous m
i 5. Medium Laser . 17
1-3 3. Ferro-Fibrous B. Medium Laser 1-3 3. Ferro-Fibrous s
4. FerroFibrous 4. Ferro-Fibrous -
5. Ferro-Fibrous . " 5. Ferro-Fibrous 15
6. Ferro-Fibrous Engine H!tS ode]e] 6. Ferro-Fibrous Heat Heat Sinks: 14*
1. Roll Again Gyro Hits OO 1. Roll Again Level* Effects 10(10) o
. Sensor Hits 0O . 30 Shutdown ) Single
2. Roll Again 2. Roll Again 28 Ammo Exp. avoid on 8+ O 12
a4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 0 o
5. Rall Again 5. Roll Again 24 +4 Modifier to Fire
6. Roll Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 8 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5~
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator 15 -3 Movement Points 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F"Te 3
; y 10 -2 Movement Points )
5. Roll Again Damage Transfer 5. Heat Sink 3 +1 Modifier to Fire
\ 6. Roall Again Diagram 6. Roll Again / 5 -1 Movement Points / 1
0
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BATTILETESIH \

FOUR-LEGGED 'MECH RECORD SHEET

ARMOR DIAGRAM

Head (6)
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/4 \
'MECH DATA WARRIOR DATA
Type: Tarantula ZPH-1 Name:
Movement Points: Tgnnage: 25 Gunnery Skill: - F'iloting Skill: I Torso Torso
Walking: 8 Tech Base: Inner Sphere HitsTaken[ 1 |2 1314151 6
Running: 12 Era: Clan Invasion Consciousness#| 3 | 5 | 7 |10] 11 [Dead
Jumping: 8
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM 2 CT 2 2[/Ms\ — 3 6 9
M.C]
1 Medium Laser RT 3 5[DE] — 3 6 9
1 Medium Laser LT 3 5[DE] — 3 6 9
Left Right
Left Rear Leg Rear Leg Right
Front Leg (7) 7) Front Leg
(¢]
7] (e o [o )
O o (6]
0 o 0 .
Left o) o o) Right
\ Cost: BV: 666 Torso Rear o Torso Rear
(4) (4)
/ \\ / Center Torso Rear (6)
Heat
CRITICAL HIT TABLE — 2 INTERNAL STRUCTURE DIAGRAM JRSI
H vertiow
1. Life Support Left Head Right Overf
2. Sensors Torso
Cockpit
2' Foll Again ; ©) 307
Left Front Leg 5 Sonoe nght Front Leg =5
1. Hip 6. Life Support 1. Hip 28*
2. UpperLeg 2. Upper Leg =
3. Lowerleg 3. Lower Leg
4. Foot Centt_ar‘ Tqr‘so 4. Foot Right 26*
5. Jump Jet ; XL Fusion Engine 5. Jump Jet \{ o\ Front Leg [ 25%
6. Jump Jet 3' ))Et 'l;us!on Eng!ne 6. Jump Jet 6) CV N
1-3° usion Engine
4. Gyro 23*
5. Gyro 22
Left Torso 6. Gyro Right Torso Right |37
1. XL Fusion Engine 1. Gyro 1. XL Fusion Engine Rear Leg 507
2. XL Fusion Engine 2. XL Fusion Engine 2. XL Fusion Engine () o
1 _3 3. XL Fusion Engine 4'6 3. XL Fusion Engine 1 _3 3. XL Fusion Engine -
4. Double Heat Sink 4. XL Fusion Engine 4. Double Heat Sink 18
5. | Double Heat Sink 5. Streak SRM 2 5.| Double Heat Sink 17
6. | Double Heat Sink 6. Ammo (Streak SRM 2] 50 6.1 Double Heat Sink / 16
1. Medium Laser - - 1. Medium Laser HEAT DATA \ﬁ 15*
2. Roll Again Engine Hits OO O 2. Roll Again Heat Heat Sinks: | [72
4-6 3. Roll Again Gyro Hits OO 4-6 3. Roll Again Level * Effects 10 (20) 157
4. Roll Again Sensor Hits 0 O 4. Roll Again 30 Shutdown Double
5. Roll Again . 5. Roll Again 28 AmmoExp.avoidon 8+ QO
6. Rall Again Life Support O 6. Roll Again 26  Shutdown, avoid on 10+ o 11
25 -5 Movement Points o G
24  +4 Modifier to Fire
. 23  Ammo Exp. avoid on 6+ O 9
Left Rear Leg Right Rear Leg 22 Shutdown, avoid on 8+ O B
1. Hi 1. Hi 20 -4 Movement Points (0] =
2 U P L 2 u P L 19 Ammo Exp.avoidon 4+
3' pper ~eg 3' pper ~eg 18 Shutdown, avoid on B+ o 6
. Lower Leg - - Lower Leg 17  +3 Modifier to Fire o 5
4. Foot H 4. Foot 15 -3 Movement Points
5. Jump Jet I_ 5. Jump Jet 14 Shutdown, avoid on 4+ O 4
6. Jump Jet game Plabs B. Jump Jet 13 +2 Modifier to Fire 3
10 -2 Movement Points )
Damage Transfer 8  +1 Modifier to Fire
\ Diagram PAN 5 -1 Movement Points ) ;




ARMOR DIAGRAM

Head (6)

BATTILETESIH \

FOUR-LEGGED 'MECH RECORD SHEET
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/4 \
'MECH DATA WARRIOR DATA
Type: Tarantula ZPH-2A Name:
Movement Points: Tgnnage: 25 Gunnery Skill: - F'iloting Skill: I Torso Torso
Walking: 8 Tech Base: Inner Sphere HitsTaken[ 1 |2 1314151 6
Running: 12 Era: Clan Invasion Consciousness#| 3 | 5 | 7 |10] 11 [Dead
Jumping: 8
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM 2 CT 2 El/Ms\ _ 6 9
M.C]
1 ER Medium Laser RT 5 5[DE] — 4 8 12
1 ER Medium Laser LT 5 5[DE] — 4 8 12
Left Right
Left Rear Leg Rear Leg Right
Front Leg (7) 7) Front Leg
) oI°o [° 7)
O o (6]
0 o 0 .
Left o) o o) Right
\ Cost: BV:744 Torso Rear o Torso Rear
(4) (4)
/ \\ / Center Torso Rear (6)
Heat
CRITICAL HIT TABLE — 2 INTERNAL STRUCTURE DIAGRAM JRSI
H vertiow
1. Life Support Left Head Right Overf
2. Sensors Torso
Cockpit
2' Foll Again ; ©) 307
Left Front Leg 5 Sonoe nght Front Leg =5
1. Hip 6. Life Support 1. Hip 28*
2. UpperLeg 2. Upper Leg =
3. Lowerleg 3. Lower Leg
4. Foot Centt_ar‘ Tqr‘so 4. Foot Right 26*
5. Jump Jet ; XL Fusion Engine 5. Jump Jet \{ o\ Front Leg [ 25%
6. Jump Jet 3' ))Et 'l;us!on Eng!ne 6. Jump Jet 6) CV N
1-3° usion Engine
4. Gyro 23*
5. Gyro 22
Left Torso 6. Gyro Right Torso Right |37
1. XL Fusion Engine 1. Gyro 1. XL Fusion Engine Rear Leg 507
2. XL Fusion Engine 2. XL Fusion Engine 2. XL Fusion Engine (6) 19"
1 _3 3. XL Fusion Engine 4'6 3. XL Fusion Engine 1 _3 3. XL Fusion Engine -
4. Double Heat Sink 4. XL Fusion Engine 4. Double Heat Sink 18
5. | Double Heat Sink 5. Streak SRM 2 5.| Double Heat Sink 17
6. | Double Heat Sink 6. Ammo (Streak SRM 2] 50 6.1 Double Heat Sink / 16
1. ER Medium Laser - - 1. ER Medium Laser HEAT DATA \ﬁ 15*
2. Roll Again Engine Hits OO O 2. Roll Again Heat Heat Sinks: | [72
4-g 3 Poll Again Gyro Hits OO 4-g 3 Poll Again Level* Effects 10 (20) o
4. Roll Again S Hi 4. Roll Again 30 Shutdown Double
i ensor Hits QO ! - 12
5. Roll Again . 5. Roll Again 28 Ammo Exp.avoidon 8+
6. Rall Again Life Support O 6. Roll Again 26  Shutdown, avoid on 10+ o 11
25 -5 Movement Points o G
24  +4 Modifier to Fire
. 23  Ammo Exp. avoid on 6+ O 9
Left Rear Leg Right Rear Leg 22 Shutdown, avoidon 8+ O &
1. Hi 1. Hi 20 -4 Movement Points (0] =
2 U P L 2 u P L 19 Ammo Exp.avoidon 4+
3' pper ~eg 3' pper ~eg 18 Shutdown, avoid on B+ o 6
. Lower Leg - - Lower Leg 17  +3 Modifier to Fire o 5
4. Foot H 4. Foot 15 -3 Movement Points
5. Jump Jet I_ 5. Jump Jet 14 Shutdown, avoid on 4+ O 4
6. Jump Jet game Plabs B. Jump Jet 13 +2 Modifier to Fire 3
10 -2 Movement Points )
Damage Transfer 8  +1 Modifier to Fire
\ Diagram PAN 5 -1 Movement Points ) ;




BATTILETESIH \

FOUR-LEGGED 'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

/4 \
'MECH DATA WARRIOR DATA
Type: Tarantula ZPH-3A Name:
Movement Points: Tgnnage: 25 Gunnery Skill: - F'iloting Skill: I Torso
Walking: 8 Tech Base: Inner Sphere HitsTaken[ 1 |2 1314151 6
Running: 12 Era: Civil War Consciousness#| 3 | 5 | 7 |10] 11 [Dead
Jumping: 7
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser RT 4 ©6[P] — 2 4 6
1 Medium Pulse Laser LT 4 ©6[P] — 2 4 6
O
Left
Left Rear Leg Rear Leg Right
Front Leg (12) 12) Front Leg
(¢]
(12 0 o [o (12)
O o (6]
0 o 0 .
Left o) o) Right
\ Cost: BV:702 Torso Rear °o Torso Rear
(4) (4)
/ \\ / Center Torso Rear (6)
Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM J2N8
Head : —
1. Life Support Left Head Right verfiow
2. Sensors Torso
3. Cockpit (6] 30
Left Front Leg 4. Endo Steel Right Front Leg
A 5. Sensors A 29
1. Hip 6. Life Support 1. Hip 28*
2. UpperLeg 2. Upper Leg =
3. Lowerleg 3. Lower Leg
4. Foot Centt_ar‘ Tqr‘so 4. Foot Right 26*
5. Jump Jet 1. x Fusion Engine 5. Jump Jet \{ o\ Front Leg [ 25%
6. Endo Steel 2. XL Fus!on Eng!ne 6. Endo Steel 4"
1-3 3. XL Fusion Engine (6]
4. Gyro 23*
5. Gyro 22
Left Torso 6. Gyro Right Torso Right |37
1. XL Fusion Engine 1. Gyro 1. XL Fusion Engine Rear Leg 507
2. XL Fusion Engine 2. XL Fusion Engine 2. XL Fusion Engine (6) 19"
1 _3 3. XL Fusion Engine 4'6 3. XL Fusion Engine 1 _3 3. XL Fusion Engine -
4. Double Heat Sink 4. XL Fusion Engine 4. Double Heat Sink 18
5. | Double Heat Sink 5. Jump Jet 5.| Double Heat Sink 17
6. | Double Heat Sink 6. Endo Steel 6.1 Double Heat Sink / 16
1. Jump Jet - - 1. Jump Jet HEAT DATA \ﬁ 15*
2. Medium Pulse Laser Engine Hits OO O 2. Medium Pulse Laser Heat Heat Sinks: 147
4-g 3 EndoSteel Gyro Hits OO 4-g 3 EndoSteel Level * Effects 10 (20) o
4. Endo Steel S Hi 4. Endo Steel 30 Shutdown Double
ensor Hits OO - 12
5. Endo Steel 5 5. Endo Steel 28 AmmoExp.awidon 8+ Q
6. Endo Steel Life Support O 6. Endo Steel 26  Shutdown, avoid on 10+ o 11
25 -5 Movement Points o G
24  +4 Modifier to Fire
. 23  Ammo Exp. avoid on 6+ O 9
Left Rear Leg Right Rear Leg 22 Shutdown, avoid on 8+ O B
1. Hi 1. Hi 20 -4 Movement Points (0] =
5 P 5 P 19 Ammo Exp.avoidon 4+
- UpperLeg - UpperLeg 18 Shutdown, avoid on B+ o 6
3. Lower Leg v 3. LowerLeg 17 +3 Modifier to Fire =
4. Foot H 4. Foot 15 -3 Movement Points 0
5. Jump Jet I_ 5. Jump Jet 14 Shutdown, avoid on 4+ O 4
6. Endo Steel game Plabs B. Endo Steel 13 +2 Modifier to Fire 3
10 -2 Movement Points )
Damage Transfer 8  +1 Modifier to Fire 5
\ Diagram AN 5 -1 Movement Points / =
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ARMOR DIAGRAM
B ——I . —— -nl-l Head (8]
o] o]

FOUR-LEGGED 'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Tarantula ZPH-4A Name:
Movement Points: Tonnage: 25 Gunnery Skill: ___ Piloting Skill: __ Torso Torso
Walking: 8 Tech Base: Inner Sphere HitsTaken[ 1 |2 1314151 6
Running: 12 [16] Era: Civil War Consciousness#| 3 | 5 | 7 |10] 11 [Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 C3Slave T — [ — — — —
1 ERPPC LT 1510[DE] — 7 14 23
Left Right
Left Rear Leg Rear Leg Right
Front Leg (8) (8) Front Leg
(¢]
(8] (e o [o 8
O o (6]
0 o 0 .
Left o) Right
\ Cost: BV:967 Torso Rear °o Torso Rear
(4) (4)

Center Torso Rear (6)

\ X Q 1=
\
ACRITICAL HIT TABLE \ Soal

Head
; fOrerfion)
1. Life Support Left Head Right Overf
2. Sensors Torso
Cockpit
Left Front Le 4. o e Right Front Le o —
A g 5. Sensors g g 29
1. Hip 6. Life Support 1. Hip 28*
2. UpperLeg 2. Upper Leg =
3. Lowerleg 3. Lower Leg
4. Foot Centt_ar‘ Tqr‘so 4. Foot Right 26*
5. Endo Steel 1 x Fusion Engine 5. Endo Steel \{ o\ Front Leg [ 25%
6. Roll Again 2. XL Fusion Engine B. Roll Again =
1-3 3. XL Fusion Engine (6]
4. Gyro 23*
5. Gyro 22
Left Torso 6. Gyro Right Torso Right |37
1. XL Fusion Engine 1. Gyro 1. XL Fusion Engine Rear Leg 507
2. XL Fusion Engine 2. XL Fusion Engine 2. XL Fusion Engine () o
1-3 3. XL Fusion Engine 4-6 3. XL Fusion Engine 1-3 3. XL Fusion Engine -
4. Double Heat Sink 4. XL Fusion Engine 4. Double Heat Sink 18
5. | Double Heat Sink 5. C3Slave 5.| Double Heat Sink 17
6. | Double Heat Sink 6. masc 6.1 Double Heat Sink / 16
1. [enpec — 1. Endo e HEAT DATA ) S——
2.| erprc Engine Hits 00 O 2. Endo Steel Heat Heat Sinks: | [7a"
4-g 3 LERPPC Gyro Hits OO 4-g 3 EndoSteel Level* Effects 10 (20) o
4. Endo Steel S Hi 4. Endo Steel 30 Shutdown Double
ensor Hits OO - 12
5. Endo Steel 5 5. Endo Steel 28 AmmoExp.awidon 8+ Q
6. Endo Steel Life Support O 6. Endo Steel 26  Shutdown, avoid on 10+ o 11
25 -5 Movement Points o G
24  +4 Modifier to Fire
. 23 Ammo Exp. avoid on B+ 0 9
Left Rear Leg Right Rear Leg 22 Shutdown, avoid on 8+ O 8
1. Hi 1. Hi 20 -4 Movement Points (0] =
2 U P 5 P 19 Ammo Exp.avoidon 4+
- UpperLeg - UpperLeg 18 Shutdown, avoid on B+ o 6
3. LowerLeg v 3. Lower Leg 17 +3 Modifier to Fire =
4. Foot 4. Foot 15 -3 Movement Points o
5. Endo Steel I_ 5. Endo Steel 14  Shutdown, avoid on 4+ O a4
6. Roll Again game Plabs 6. Roll Again 13 +2 Modifier to Fire 3
10 -2 Movement Points )
Damage Transfer 8  +1 Modifier to Fire 5
Diagram 5 -1 Movement Points
N\ J / \ / 0
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TITLETEDS

’'MECH RECORD SHEET

('MECH DATA)

Type: Battle Hawk BH-K305

Movement Points: Tonnage: 30
Walking: 3] Tech Base: Inner Sphere
Running: 8 Era: Clan Invasion
Jumping: 5

Weapons & Equipment Inventory (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng

1 AMS HD 1 —[PD] — — — =—

3 Medium Pulse Laser RA 4 B[P — 2 4 B

1 Streak SRM 2 LA 2 2[/l\/ls\ - 3 6 9
M,C]

Note: If playing under Advanced Rules, treat head
as having a Full-Head Ejection System.

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:
HitsTaken| 1 | 2 [ 3|1 4| 5| 6

Consciousness#| 3 | 5 | 7 | 10| 11 |Dead

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

Center
Torso
Rear (3)
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Left Right
\ Cost: BV:771 Torso Rear Torso Rear
/ \\ (3) (3)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Right Tarso 7) Dvertion
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. AMS 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. | Double Heat Sink 6. Life Support 5. Medium Pulse Laser 28*
6. | Double Heat Sink 6. Medium Pulse Laser 27
1. LDouble Heat Sink Centel" Tqr'SD 1. Medium Pulse Laser Right | 26
2. Streak SRM 2 1. x Fusion Engine 2. Ferro-Fibrous Arm [ 25*
4.6 3. Ammo (Streak SRM 2) 50 2. XL Fusion Engine 4.6 3. Ferro-Fibrous B =z
4. FerroFibrous 1-3 3. XL Fusion Engine 4. Ferro-Fibrous -
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous - Gyro 6. FerroFibrous 22*
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso teg  Hw
1. XL Fusion Engine 4-6 4: XL Fz::: E:g::: 1. XL Fusion Engine 18*
2. XL Fusion Engine 9 2. XL Fusion Engine ™
. " 5. Jump Jet . . 17
1-3 3. XL Fusion Engine B. Ammo (AMS) 12 1-3 3. XL Fusion Engine s
4. [Double Heat Sink 4-[Double Heat Sink
5. | Double Heat Sink " - 5.| Double Heat Sink 15*
6. L Double Heat Sink Engine H!t.s ode]e] 6. Double Heat Sink Heat Heat Sinks: 14"
1. [ Double Heat Sink Gyro Hits 0O 1.[ Double Heat Sink '-%"De' " shut dov\'f;fECtS sglﬁgl 13"
2. | Double Heat Sink Sensor Hits oo 2.| Double Heat Sink 28 Ammo Exp. avoid on 8+ O O 12
4. 3- L Double Heat Sink Life Support O 4-g -\ Double Heat Sink 26 Shutdown, avoid on 10+ 11
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points 0 o
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. FerroFibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ o 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer 5. Jump Jet 8  +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y 1
8]




TITLETEDS

’'MECH RECORD SHEET

('MECH DATA)

WARRIOR DATA

Gty Type Loc Ht Dmg
1 AMS HD 1 —[PD]
3 ER Medium Laser RA 5 5|[DE]
1 Streak SRM 4 LA 3 2[/l\/ls\

M,C]

Note: If playing under Advanced Rules, treat head
as having a Full-Head Ejection System.

Min Sht Med Lng
- 4 8 12
- 3 6 9

Type: Battle Hawk BH-K306 Name:

Movement Points: Tonnage: 30 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5

Weapons & Equipment Inventory (hexes)

ARMOR DIAGRAM

9
Left Torso Head (9)

Right Torso

Center
Torso
Rear (3)
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Left Right
\ Cost: BV:926 Torso Rear Torso Rear
/ \\ (3) (3)
CRITICAL HIT TABLE omd AKINTERNAL STRUCTURE DIAGRAN J0Mi
. oo
Left Arm 1. Life Support nght Arm Right Tarso 7) Dvertion
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
3. Lower Arm Actuator 4. AMS 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. | Double Heat Sink 6. Life Support 5. ER Medium Laser 28*
6. | Double Heat Sink 6. ER Medium Laser 27
1. LDouble Heat Sink Center Torso 1. ER Medium Laser Right | 26
2. Streak SRM 4 1. L?th FUS?‘-’" Engine 2. Ferro-Fibrous Arm | 25*
4. 3 Ammo (Streak SRM 4) 25 g Light Fusion Engine 4.g 3 Ferrofibrous B =z
4. FerroFibrous 1-3 3 Light Fusion Engine 4. Ferro-Fibrous -
5. Ferro-Fibrous 4. Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous g Gyro 6. FerroFibrous 22*
- Gyro 51
1. Gyro Right 20*
Left Torso 2. Light Fusion Engine Right Torso B T
] . i 3. Light Fusion Engine . . .
1. Light Fusion Engine 4-6 4. Liaht Fusion Engi 1. Light Fusion Engine 18*
2. Light Fusion Engine 5: J:.?m Jl::on ngine 2. Light Fusion Engine 17+
1-3 3. | Double Heat Sink B. A P AMS) 12 1-3 3.| Double Heat Sink
g. Double Heat Sink mmo (AMS) g. Double Heat Sink :E*
- LDouble Heat Sink N N -LDouble Heat Sink
6. [ Double Heat Sink Engine H!t.s ode]e] 6.[ Double Heat Sink Heat Heat Sinks: 14"
1. | Double Heat Sink Gyro Hits 0O 1.| Double Heat Sink '-%"S'* Shutd Effects g' [EIE) 13"
2. L Double Heat Sink Sensor Hits o (o) 2. Double Heat Sink og Angmc?vélgp. avoid on 8+ C';lé) © 12
a4-6 3. Ferro-Fibrous Life SUPpDI“t (o) a4-6 3. FerroFibrous 26 Shutdown, avoid on 10+ Q 11
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points -
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire 0 10
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 _/-\4 MovEement F{gints4 (0] >
R 19 mmo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdovvnl.j avoid on B+ 8 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5~
2. Upper Leg Actuator [:H-[H Lq S.[ 2. Upper Leg Actuator :ll Z éﬁu'}:/cli%ﬁ?ear:folizo:jnﬁs4+ 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator e )
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F"Te 3
10 -2 Movement Points )
5. Jump Jet Damage Transfer 5. Jump Jet 8  +1 Modifier to Fire
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y ;




ARMOR DIAGRAM

9
Left Torso Head (9)

Right Torso

BNATTILETETIH

’'MECH RECORD SHEET
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/4 \
'MECH DATA WARRIOR DATA
Type: Hammer HMR-3C "Claw-Hammer" Name:
Movement Points: Tonnage: 30 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sp_hEF'EI HitsTaken| 1 | 2 [ 3| 4| 5| 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser HD 3 5[DE] — 3 6 9 .
2 Medium Laser CT 3 5[0Ff — 3 6 9 Right Arm
1 LRM5 RT 2 1/Ms 6 7 14 21 (10)
w/ Artemis IV FCS [M,CS]
4 Medium Laser LT 3 5[DE] — 3 6 9
Center
10 Torso
(10] Rear (5)
O O
O
Left Right
\ Cost: BV:976 Torso Rear Torso Rear
/ \\ / @) °o @)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso (7)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Medium Laser 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. | Double Heat Sink 6. Life Support 5. Endo Steel 28*
6. | Double Heat Sink 6. Endo Steel 27
1. LDouble Heat Sink Cer_'ter TOPSD 1. Endo Steel Right | 26*
2. Endo Steel ; 'EUS!W‘ Eng!ne 2. Endo Steel Arm | 25*
3. Endo Steel - Fusion Engine 3. Endo Steel (5) =
- . : - 24
4-6 4. Endo Steel 1-3 3. Fusion Engine 4-6 4. Endo Steel -
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. Fusion Engine Right Torso Leg 19"
- 3. Fusion Engine -
1. [ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink 5. Medi Lg 2.| Double Heat Sink 17+
13 3. LDouble Heat Sink B: Med!um Laser 13 3.L Double Heat Sink
4. [Double Heat Sink edium Laser 4-[Double Heat Sink 16
5. | Double Heat Sink " - 5.| Double Heat Sink 15*
6. L Double Heat Sink Engine H!t.s ode]e] 6. Double Heat Sink Heat Heat Sinks: 14"
1. Medium Laser Gyro Hits 0O 1. LRM5 Lol ndon et o 2] 13"
2. Medium Laser Sensor Hits 0O 2. Artemis IV FCS 28 Ammo Exp. avoidon 8+ O O 12
3. Medium Laser Life Support O 3. Ammo (LRM 5 Artemis) 24 26 Shutdown, avoid on 10+ 11
4‘6 a4 . 4‘6 a ! . (0]
- Medium Laser - Endo Steel 25 -5 Movement Points o 10"
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Endo Steel 6. Endo Steel 23 Ammo Exp. avoid on B+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Roll Agafn Damage Transfer 5. Roll Agafn 3 +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y 1
8]




T 11LLETEIIH

ARMOR DIAGRAM

9
Left Torso Head (9)

Right Torso

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Hammer HMR-3M Name:
Movement Points: Tonnage: 30 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser HD 3 5[DE] — 3 6 9 .
2 Medium Laser CT 3 5[0Ff — 3 6 9 Right Arm
1 LRM5 RT 2 1/Ms B 7 14 21 (0]
w/ Artemis IV FCS [M,CS]
1 LBM5 LT 2 1/Msl B8 7 14 21
w/ Artemis IV FCS [M,CS]
Center
10 Torso
(10] Rear (5)
O O
O
Left Right
\ Cost: Bv:787 Torso Rear Torso Rear
/ \\ / @) °o0 @)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Medium Laser 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Endo Steel 6. Endo Steel 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again 26*
2. Roll Again ; 'l;us!on Engfne 2. Roll Again 25*
3. Roll Again - Fusion Engine 3. Roll Again G
- . : - 24
4-6 4. Poll Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
. Gyro 21
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 19"
) 3. Fusion Engine !
1. Heat Sink 4-6 4. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 5 Mo Lg 2. LRM5 o
1.3 3 LAMS 6 Medf”’“ Lase” -3 3 Artemis IV FCS
4. Artemis IV FCS edium Laser 4. Ammo LRM 5 Artemis) 24 16
5. Ammo (LRM 5 Artemis) 24 " - 5. Endo Steel 15*
6. Endo Steel Engine H!tS 000 6. Endo Steel Heat Heat Sinks: 14*
1. Endo Steel Gyro H!tS oo 1. Endo Steel L%VDEI* ShuthV\I/Er]:fECtS ;;lng[];le1] 13*
2. Endo Steel Sensor Hits 0O 2. Endo Steel 28 Ammo Exp. avoidon 8+ O O 12
46 3. Endo Steel Life Support O 46 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Rall Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Heat Sink Damage Transfer 5. Heat Sink 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel y, \ 5 -1 Movement Points / ;

© 2011 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.
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9
Left Torso Head (9)

Right Torso

’'MECH RECORD SHEET
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/4 \
'MECH DATA WARRIOR DATA
Type: Hammer HMIR-3P "Pein-Hammer" Name:
Movement Points: Tonnage: 30 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sp_hEF'EI HitsTaken| 1 | 2 [ 3| 4| 5| 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 TAG CT 0 0[§] — 5 9 15 )
1 Small Pulse Laser RT 2 3[PA] — 1 2 3 Right Arm
1 Streak SRM 4 RT 3 EMI\/ICS:\] — 3 B 9 (10)
1 Small Pulse Laser LT 2 3 [F;.AI] -1 2 3
1 Streak SRM 4 LT 3 2/msl 3 6 9
M.C]
1 ER Medium Laser RA 5 5[DE] — 4 8 12
1 ER Medium Laser LA 5 5[DE] — 4 8 12 Center
10 Torso
(10] Rear (5)
O O
O
Left Right
\ Cost: Bv:827 Torso Rear Torso Rear
/ \\ / @) °o @)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso (7)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. | Double Heat Sink 6. Life Support 5.| Double Heat Sink 28*
6. | Double Heat Sink 6.| Double Heat Sink 27
1. LDouble Heat Sink Cer_lter TOI"SD 1.L Double Heat Sink Right | 26
2. ER Medium Laser ; 'EUS!W‘ Eng!ne 2. ER Medium Laser Arm | 25*
3. Endo Steel - Fusion Engine 3. Endo Steel (5) =
- . : - 24
4-6 4. Endo Steel 1-3 3. Fusion Engine 4-6 4. Endo Steel _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20~
Left Torso 2. Fusion Engine Right Torso Leg 19"
- 3. Fusion Engine -
1. [ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink 5. TAG 9 2.| Double Heat Sink 17+
13 3. LDouble Heat Sink B: Roll Adai 13 3.L Double Heat Sink
4. Streak SRM 4 oll Again 4. Streak SRM 4 16
5. Small Pulse Laser . " 5. Small Pulse Laser 15*
6. Endo Steel Engine H!t.s ode]e] 6. Ammo (Streak SRM 4) 25 Heat Heat Sinks: A
1. Endo Steel Gyro H!tS oo 1. Endo Steel L%VDEI* ShuthV\IIEI‘]:fECtS E’SU[EISI 13*
2. Endo Steel Sensor Hits OO 2. Endo Steel 28 Ammo Exp. avoid on 8+ QO 12
a4-6 3. Endo Steel Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ ( rE
4. Roll Again 4. Endo Steel 25 -5 Movement Points o
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on <+
a 13 +2 Modifier to Fire 3
. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y 1
0




T 11LLETEIIH

’'MECH RECORD SHEET

('MECH DATA)

Type: Hammer HMR-3S "Slammer"
Movement Points: Tonnage: 30
Walking: 5 Tech Base: Inner Sphere]
Running: 8 Era: Clan Invasion
Jumping: 0

Weapons & Equipment Inventory (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng

1 Medium Laser CT 3 5[DE] — 3 6 9

1 LRM5 RT 2 1/Msl B 7 14 21
[M,C.S]

w/ Artemis IV FCS
LRM 5

1 LT 2 1/Msl B 7 14 21
w/ Artemis IV FCS [MC,S]

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

HitsTaken| 1 [2 [ 3 [ 4| 5| 6
Consciousness#| 3 | 5 | 7 | 10| 11 |Dead

ARMOR DIAGRAM

9
Left Torso Head (9)

Right Torso

Right Arm
(10)

Center
Torso
Rear (5)

(o)

O
Left Right
\ Cost: BV:638 Torso Rear Torso Rear
/ \\ / @) °o @)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Endo Steel 6. Endo Steel 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again 26*
2. Roll Again ; 'l;us!on Engfne 2. Roll Again 25*
3. Roll Again - Fusion Engine 3. Roll Again G
- . : - 24
4-6 4. Pl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 19"
) 3. Fusion Engine !
1. Heat Sink 4-6 4. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 5 Mo Lg 2. LRM5 o
1.3 3 LAMS 6 n ‘Tl :‘m_ aser -3 3 Artemis IV FCS
4. Artemis IV FCS oll Again 4. Ammo LRM 5 Artemis) 24 16
5. Ammo (LRM 5 Artemis) 24 " - 5. Ammo (LRM 5 Artemis) 24 15*
6. Ammo (LRM 5 Artemis) 24 Engine H!t.s ode]e] 6. Endo Steel Heat Heat Sinks: A
1. Endo Steel Gyro H!tS oo 1. Endo Steel L%VDEI * ShuthV\I/Er]:fECtS ;;lng[];le1] 13*
2. Endo Steel Sensor Hits OO 2. Endo Steel 28 Ammo Exp. avoid on 8+ O O 12
3. Endo Steel Life Support O 3. Endo Steel Shutdown. avoid on 10+
4-6 4-6 26 - 0 T
4. Endo Steel 4. Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Heat Sink Damage Transfer 5. Heat Sink 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0

© 2011 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.



ARMOR DIAGRAM

8
Left Torso Head (8) Right Torso

B/ATTILETES

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Hitman HM-1 Name:
Movement Points: Tonnage: 30 Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: |[nner Sp_hEF'EI Hits Taken| 1 o[ 3]4]5]6
Running: 111[14] Era: Clan Invasion Consciousness#| 3 | 5 [ 7 | 10| 11 [Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 TAG HD 0O 0[] — 5 9 15
1 Beagle Active Probe RT — [E] - - = 4
1 Guardian ECM Suite LT — [E] - - = B
1 LT 2 1/Msl B8 7 14 21
w/Artemis IV FCS [M,CS]
3 Medium Laser LA 3 5[DE] — 3 6 9
Right
Leg Center Leg
9 Torso 9
©) Rear (6) ®)
Left Right
\ Cost: BV:925 Torso Rear Torso Rear
/ \\ (4) (4)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso (7)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. TAG 1 3 3. Lower Arm Actuator
2 4. Medium Laser 5. Sensors " 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. Endo Steel 28*
6. Medium Laser 6. Endo Steel 27
1. Endo Steel Centel" Tqr'SD 1. Roll Again Right | 26
2. Endo Steel ; ;t Eus!on Engfne 2. Roll Again Arm 25+
3. Roll Again : usion Engine 3. Roll Again B =z
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ) usion Engine 2. XL Fusion Engine
g g *
3 ; ; 5. Endo Steel . h 17
133 XL Fusion Engine 6. Endo Steel 1-3 3. XL Fusion Engine =
4. LRM5 4. Heat Sink
5. Artemis IV FCS " - 5. Heat Sink 15*
6. Ammo (LRM 5 Artemis) 24 Engine H!t.s ode]e] 6-[Beagle Active Probe Heat Sinks: 14"
1. [Guar‘dian ECM Suite Gyro H!tS oo 1.L Beagle Active Probe L%VDEI * ShuthV\I/Er]:fECtS ;icr)lg[];lem 13*
2. | Guardian ECM Suite Sensor Hits 0O 2. Endo Steel 28 Ammo Exp. avoid on 8+ QO 12
46 3. Endo Steel Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ 11
4. Endo Steel 4. Endo Steel 25 -5 Movement Points 0 o
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Endo Steel 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Roll Agafn Damage Transfer 5'[MASC 8 +1 Moaodifier to Fire 2
\ 6. Roll Again Diagram 6.Lmasc / 5 -1 Movement Points y 1
0

© 2011 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.




ARMOR DIAGRAM

8
Left Torso Head (8) Right Torso

B/ATTILETES

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Hitman HM-2 Name:
Movement Points: Tonnage: 30 Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: |[nner Sp_hEF'EI Hits Taken| 1 o[ 3]4]5]6
Running: 111[14] Era: Clan Invasion Consciousness#| 3 | 5 [ 7 | 10| 11 [Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 C®Slave HD — [Ff] — — — =
1 Beagle Active Probe RT — [E] - - = 4
1 Guardian ECM Suite LT — [E] - - = B
1 Narc LT 0 [M — 3 6 9
3 Medium Laser LA 3 5[DE] — 3 6 9
Right
Center
Leg Torso Leg
©) Rear (8) ©
Left Right
\ Cost: BV:861 Torso Rear Torso Rear
/ \\ (4) (4)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. C®Slave 1 3 3. Lower Arm Actuator
2 4. Medium Laser 5. Sensors " 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. Endo Steel 28*
6. Medium Laser 6. Endo Steel 27
1. Endo Steel Centel" Tqr'SD 1. Roll Again 26*
2. Endo Steel ; >)§|£ iUS!O" Engfne 2. Roll Again 25~
3. Roll Again . usion Engine 3. Roll Again G
- . : - 24
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
. Gyro 21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
. " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 XL Fusi ; 5. Endo Steel 3 . " 17
133 usion Engine 6. Endo Steel 1-33 XL Fusion Engine =
4. [Nar‘c 4. Heat Sink
5. LNarc " - 5. Heat Sink 15*
6. Ammo (Narc) 6 Englne H!tS ode]e] 6-[Beagle Active Probe Heat Heat Sinks: 14*
1. | Guardian ECM Suite Gyro H!tS oo 1.LBeagle Active Probe L%VDEI * Shutd Effects ;0 [;I 0) 13*
2. L Guardian ECM Suit Sensor Hits OO 2. Endo Steel . avoi ngle
uardian uite - ndo Stee 28 Ammo Exp. avoid on 8+ O 12
46 3. Endo Steel Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ 11
4. Endo Steel 4. Endo Steel 25 -5 Movement Points 0 o
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Endo Steel 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Roll Agafn Damage Transfer 5'[MASC 8 +1 Moaodifier to Fire 2
\ 6. Roll Again Diagram 6.Lmasc / 5 -1 Movement Points y 1
0

© 2011 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.



ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (8) Right Torso
- Gl

’'MECH RECORD SHEET

('MECH DATA) WARRIOR DATA

Type: Jackal JA-KL-1532 Name:

Movement Points: Tonnage: 30 Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 11 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0

Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng

1 AMS D 1 —[PD] — — — —

1 ERPPC RT 1510[DE] — 7 14 23

1 Streak SRM 2 LA 2 2[/l\/ls\ - 3 6 9

MC]

Right
Leg ?_enter‘ Leg
(12) orso (12)

Rear (5)

Left Right
\ Cost: BV:918 <9 . Torso Rear Torso Rear
/ \\ i Gt (4) (4)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support ng ht Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. AMS 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Streak SRM 2 6. Life Support 5. Endo Steel 28*
6. Endo Steel 6. Endo Steel 27
1. Endo Steel Centel" Tqr'SD 1. Roll Again 26*
2. Roll Again ; )’Et E“SEC'" E"gfne 2. Roll Again 25*
3. Roll Again . usion Engine 3. Roll Again G
- . : - 24
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
i X 3. XL Fusion Engine ] .
1. XL Fusion Engine 4-6 . ; 1. XL Fusion Engine 18*
. " 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
. : 5. Ammo (AMS) 12 ) h 17
1-3 3. XL Fusion Engine 6. Roll Agai 1-3 3. XL Fusion Engine
4. Heat Sink oll Again 4.[ER PPC 16
5. Ammo (Streak SRM 2) 50 " - 5.| ERPPC 15*
6. Endo Steel Engine H!t.s 000 6.LERPPC Heat Heat Sinks: 1a*
1. Endo Steel Gyro H!tS oo 1. Endo Steel L%VDEI * ShuthV\I/Er]:fECtS ;;lng[];le1] 13*
2. Endo Steel Sensor Hits OO 2. Endo Steel 28 Ammo Exp. avoid on 8+ O O 12
a4-6 3. Endo Steel Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ ( rE
4. Roll Again 4. Endo Steel 25 -5 Movement Points 0 o
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on <+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F"Te 3
. N . - 10 -2 Movement Points )
5. Heat Sink Damage Transfer 2 HeatSink 8  +1 Modifier to Fire
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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ARMOR DIAGRAM

8
Left Torso Head (8) Right Torso

BNATTILETETIH

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Jackal JA-KL-55 Name:
Movement Points: Tonnage: 30 Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 11 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Targeting Computer CT — [E] —_—— = - .
1 ERPPC RT 1510[DE] — 7 14 23 Left Arm Right Arm
1 Streak SRM 2 LA 2 2[/|\/Is\ — 3 B 39 (10) (10)
M.C]
Left Right
Center
Le Le
14 9 Torso ’|§]
(14] Rear (5) 4
Left Right
\ Cost: BV:1,034 Torso Rear Torso Rear
/ \\ (4) (4)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Endo Steel 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Streak SRM 2 6. Life Support 5. Endo Steel 28*
6. Endo Steel 6. Endo Steel 27
1. Endo Steel Centel" Tqr'SD 1. Roll Again 26*
2. Roll Again ; )’Et E“SEC'" E"gfne 2. Roll Again 25*
3. Roll Again . usion Engine 3. Roll Again G
- . : - 24
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
. Gyro 21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
. " . usion Engine . .
2. XL Fusion Engine ; 2. XL Fusion Engine ™
3 XL Fusi ; 5. [ Targeting Computer 3 . h 17
133 usion Engine 6. | Targeting Computer 1-33 XL Fusion Engine =
4. [Double Heat Sink geting Lomp 4-[Double Heat Sink
5. | Double Heat Sink " - 5.| Double Heat Sink 15*
6. L Double Heat Sink Engine H!t.s ode]e] 6. Double Heat Sink Heat Heat Sinks: 14"
1. Ammo [Streak SRM 2] 50 Gyro Hits 0O 1.[ERPPC '-%VS'* o Effects 10 (20) 13
utdown Double
2. Endo Steel Sensor Hits OO 2.| ERPPC ; 12
. 28 Ammo Exp. avoid on 8+ QO
46 3. Endo Steel Life Support O a4-6 3.LERPPC 26 Shutdown, avoid on 10+ 11
4. Endo Steel 4. Endo Steel 25 -5 Movement Points o o
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Roll Again 6. Endo Steel 23 Ammo Exp. avoid on B+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire 3
- roo : 10 -2 Movement Points >
5. Endo Steel Damage Transfer 2+ EndoSteel 8  +1 Modifier to Fire
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y 1
0
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ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso
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’'MECH RECORD SHEET

('MECH DATA)
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WARRIOR DATA
Type: Scarabus SCB-9A Name:
Movement Points: Tonnage: 30 Gunnery Skill: Piloting Skill:
Walking: 10 Tech Base: |nner Sp_her‘e| HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 15 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1" TAG HD O O0[s] — 5 9
1 Guardian ECM Suite CcT — [E] - - -
1 Hatchet RA — B - - -
2 Medium Laser LA 3 5[DE] — 3 6
2 Small Laser LA 1 3[DE] — 1 2
Right
Leg Center Leg
Torso
(13) Rear (5) (13]
\ Cost: BV:846 Torso Rear Torso Rear
/ \\ (4) (4)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Right Torso (7)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. TAG 1 3 3. Lower Arm Actuator
2 4. Medium Laser 5. Sensors " 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5.[Hatchet 28*
6. Small Laser 6.LHatchet 27
1. Small Laser Centel" Tqr'SD 1. Endo Steel Right | 26
2. Endo Steel 1. x FUS!"" Eng!ne 2. Ferro-Fibrous Arm | 25*
a4-6 3. Ferro-Fibrous 2. x Fusion Engine 4-6 3. Ferro-Fibrous B =z
4. FerroFibrous 1-3 3. XL Fusion Engine 4. Ferro-Fibrous -
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous - Gyro 6. Roll Again 22*
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
. " . usion Engine . .
2. XL Fusion Engine " . 2. XL Fusion Engine ™
3 XL Fusi ; 5. [ Guardian ECM Suite 3 . h 17
133 usion Engine 6. | Guardian ECM Suite 1-33 XL Fusion Engine =
4. Endo Steel 4. Endo Steel
5. Endo Steel " - 5. Endo Steel 15*
6. Endo Steel Engine Hits 0O O 6. Endo Steel Heat Sinks: | [7a~
1. Endo Steel Gyro H!tS oo 1. Endo Steel L%VDEI * ShuthV\I/Er]:fECtS ;icr)lg[];lem 13*
2. FerroFibrous Sensor Hits 0O 2. FerroFibrous 28 Ammo Exp. avoid on 8+ O 12
4. 3 Ferrofibrous Life Support O 4. 3 Ferrofibrous 26 Shutdown, avoid on 10+ 11
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
a 13 +2 Modifier to Fire 3
. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel y, \ 5 -1 Movement Points / ;




ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

('MECH DATA) WARRIOR DATA

Type: Scarabus SCB-9T Name:
Movement Points: Tonnage: 30 Gunnery Skill: Piloting Skill:
Walking: 10[11] Tech Base: |nner Sp_her‘e| HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 15[17] Era: Clan Invasion Consciousness#| 3 | 5 [ 7 | 10| 11 [Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 TAG HD 0 0[] — 5 9
1 Guardian ECM Suite CcT — [E] - - -
1 Hatchet RA — B - - -
2 Medium Laser LA 3 5[DE] — 3 6
2 Small Laser LA 1 3[DE] — 1 2
Right
Leg Center Leg
Torso
(13) Rear (5) (13]
Left Right
\ Cost: BV: 926 ; Torso Rear Torso Rear
/ \\ F S (4) (4)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Right Torso (7)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Medium Laser 4. TAG 1 3 3. Lower Arm Actuator
2 4. Medium Laser 5. Sensors " 4. Hand Actuator 29
5. Small Laser 6. Life Support 5.[Hatchet 28*
6. Small Laser 6.L Hatchet 27
1. Endo Steel Centel" Tqr'SD 1. Endo Steel Right | 26
2. Ferro-Fibrous 1. x Fus!on Eng!ne 2. Ferro-Fibrous Arm | 25*
a4-6 3. Ferro-Fibrous 2. x Fusion Engine 4-6 3. Ferro-Fibrous B =z
4. FerroFibrous 1-3 3. XL Fusion Engine 4. Ferro-Fibrous -
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. TripleStrength Myomer - Gyro 6. Triple-Strength Myomer 22*
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
. " . usion Engine . .
2. XL Fusion Engine " . 2. XL Fusion Engine ™
3 XL Fusi ; 5. [ Guardian ECM Suite 3 . h 17
133 usion Engine 6. | Guardian ECM Suite 1-33 XL Fusion Engine =
4. Endo Steel 4. Endo Steel
5. Endo Steel " - 5. Endo Steel 15*
6. Endo Steel Engine Hits 0O O 6. Endo Steel Heat Sinks: | [7a~
1. Endo Steel Gyro H!tS oo 1. Endo Steel L%VDEI * ShuthV\I/Er]:fECtS ;icr)lg[];lem 13*
2. FerroFibrous Sensor Hits 0O 2. FerroFibrous 28 Ammo Exp. avoid on 8+ O 12
3. FerroFibrous Life Support O 3. FerroFibrous 26 Shutdown, avoid on 10+ 11
462 | 4.3 Feror  avoid ¢ o
- Ferro-Fibrous - Ferro-Fibrous 25 -5 Movement Points o 10"
5. Triple-Strength Myomer 5. Triple-Strength Myomer 24  +4 Modifier to Fire
6. Triple-Strength Myomer 6. TripleStrength Myomer 23 Ammo Exp. avoid on 6+ o 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5.  Endo Steel Damage Transfer 5+ Endo Steel 8  +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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/4 \
'MECH DATA WARRIOR DATA
Type: Hollander BZK-F3 Name:
Movement Points: Tonnage: 35 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: |[nner Sp_hEF'EI Hits Taken| 1 o[ 3]4]5]6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Gauss Rifle RT 1 15 2 7 15 22
[DBX]
Center
Torso
Rear (3)
Left Right
\ Cost: BV:953 Torso Rear Torso Rear
/ \\ (3) (3)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso (g)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Heat Sink 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Endo Steel 6. Endo Steel 27
1. Ferro-Fibrous Cer_lter TOI"SD 1. Ferro-Fibrous Right | 26
2. FerroFibrous ; 'EUS!W‘ Eng!ne 2. Ferro-Fibrous Arm | 25*
3. Ferro-Fibrous - Fusion Engine 3. Ferro-Fibrous (6) =
- . : - 24
4-6 4. FerroFibrous 1-3 3. Fusion Engine 4-6 4. Ferro-Fibrous -
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous - Gyro 6. FerroFibrous 22*
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. Fusion Engine Right Torso Leg 19"
3. Fusion Engine !
1. Endo Steel 46, .. . 1. Heat Sink 18*
- Fusion Engine "
2. Endo Steel 2. Heat Sink m
3 5. Ammo (Gauss) 8 3 ) 17
1-3% ndo Steel 6. Ammo (Gauss) 8 1-3% Gauss Rifle e
4. Endo Steel 4.| Gauss Rifle
5. Endo Steel " - 5.| Gauss Rifle 15*
6. Endo Steel Engine H!tS 000 6.| Gauss Rifle Heat Heat Sinks: 14*
1. Ferro-Fibrous Gyro H!tS oo 1.| Gauss Rifle Level* Effects ;0 (10) 13*
. Sensor Hits OO P i 30 Shutdown i ingle
2. Ferro-Fibrous > -| Gauss Rifle 28 Ammo Exp. avoid on 8+ QO 12
a4-6 3. Rall Again Life Support O a4-6 3.L Gauss Rifle 56  Shutdown, avoid on 10+ rE
-0 4 . -0 4 ) ' ) (0]
- Roll Again - Roll Again 25 -5 Movement Points o Tor
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator 3. Lower Leg Actuator 4 utdown, avoid on <+
game Jlabs 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5.  Endo Steel Damage Transfer 5+ Endo Steel 8  +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
8]
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’'MECH RECORD SHEET
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/4 \
'MECH DATA WARRIOR DATA
Type: Hollander BZK-G1 Name:
Movement Points: Tonnage: 35 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HitsTaken[ 1 [2 [ 3] 4 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LB10XAC RT 2 10 — B 12 18
[DB,.C/F/S] Left Arm Right Arm
1 Medium Laser RA 3 5[DE] — 3 6 9 (10) (10)
1 Medium Laser LA 3 5[DE] — 3 6 9
Left Right
Center
Leg Torso Leg
(13) Rear (5) (13]
Left Right
\ Cost: BvV:873 Torso Rear Torso Rear
/ \\ (4) (4)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso (g)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Heat Sink 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. Medium Laser 28*
6. Endo Steel 6. Endo Steel 27
1. Ferro-Fibrous Cer_lter TOI"SD 1. Ferro-Fibrous Right | 26
2. FerroFibrous ; 'EUS!W‘ Eng!ne 2. Ferro-Fibrous Arm | 25*
3. Ferro-Fibrous - Fusion Engine 3. Ferro-Fibrous (6) =
- . : - 24
4-6 4. FerroFibrous 1-3 3. Fusion Engine 4-6 4. FerroFibrous _
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous - Gyro 6. FerroFibrous 22*
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. Fusion Engine Right Torso pacl ET-
3. Fusion Engine i
1. Endo Steel 46, " . 1. Heat Sink 18*
2. Endo Steel * Fusion Engine 2. Heat Sink
3 E 5. Ammo (LB 10-X) 10 3 17*
1-3 3 EndoSteel 6. Ammo (LB 10X Cluster) 10 1-3 o B 1oxAc 16
4. Endo Steel 4. LB10-X AC
5. Endo Steel " " 5.| LB 10-X AC 15*
6. Endo Steel Engine H!t.s 000 6.| LB 10X AC Heat Sinks: | [T a*
1. Endo Steel Gyro Hits 0O 1.| LB 10X AC Level™ Effects ;_0 (10) 13"
; Sensor Hits OO P 30 Shutdown i ingle
2. Ferro-Fibrous > -LLB 10-XAC 28 Ammo Exp. avoid on 8+ QO 12
3. Ferro-Fibrous Life Support O 3. Endo Steel 56  Shutdown, avoid on 10+ rE
463 . 463 . . avoid ¢ o
- Roll Again - Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator 3. Lower Leg Actuator 4 utdown, avoid on <+
game flabs 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5.  Endo Steel Damage Transfer 5+ Endo Steel 8  +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
8]




ARMOR DIAGRAM
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WARRIOR DATA

Right Torso

('MECH DATA)

Type: Venom SDR-9K Name:

Movement Points: Tonnage: 35 Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Inner Sphepe| HitsTaken[ 7 12 13141518
Running: 12 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 8

Weapons & Equipment Inventory (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Pulse Laser RT 4 B[P — 2 4 B
2 Medium Pulse Laser LT 4 B[P — 2 4 B
Center
Torso
Rear (3)
Left Right
\ Cost: BV:798 Torso Rear Torso Rear
/ (3) (3)

\ -
{CRITICAL HIT TABLE) .

Heat
Head INTERNAL STRUCTURE DIAGRAM J04588
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso (g)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Heat Sink 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous 28*
6. Ferro-Fibrous 6. Ferro-Fibrous 27
1. Roll Again Centel" Tqr'SD 1. Roll Again Right | 26
2. Roll Again ; )’Et 'EUS!OH Engfne 2. Roll Again Arm [25+
3. Roll Again . usion Engine 3. Roll Again (6) G
- : : - 24
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
i X 3. XL Fusion Engine ] .
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine ) 9 2. XL Fusion Engine ™
" . 5. FerroFibrous . ; 17
1-3 3. XL Fusion Engine 6. F Fib 1-3 3. XL Fusion Engine
4. Jump Jet erro-ribrous 4. Jump Jet 16
5. Jump Jet " - 5. Jump Jet 15*
6. Jump Jet Engine Hft's 000 6. Jump Jet Heat Heat Sinks: 14>
1. Jump Jet Gyro H!ts 00 1. Jump Jet Level* Effects 12(12) o
d Sensor Hits 0O ' 30 Shutdown Single
2. Medium Pulse Laser > 2. Medium Pulse Laser 28 Ammo Exp. avoid on 8+ O O 12
a4-6 3. Medium Pulse Laser Life SUPpDI“t (o) a4-6 3. Medium Pulse Laser 26 Shutdown, avoid on 10+ § o 11
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points 0 o
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. FerroFibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ o 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hi V 1. Hi 17  +3 Modifier to Fire 5+
op P 3M t Point; 0
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éh tdovemen _doln 84 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Ac_:t.uat:or‘ 4. Foot Ac_‘.tuator‘ 10 -2 Movement Points >
5. Ferro-Flprous Damage Transfer 5. Fer‘ro»Flbr‘ous 3 +1 Modifier to Fire
6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y 1
0
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/4 \
'MECH DATA WARRIOR DATA
Type: Venom SDR-9KA Name:
Movement Points: Tonnage: 35 Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 12 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: g
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser RT 4 6B[P] — 2 4 B .
2 Medium Pulse Laser LT 4 6B6[F] — 2 4 6 Right Arm
(10)
Center
Torso
Rear (3)
O
Left Right
\ Cost: BV:865 Torso Rear Torso Rear
/ \\ / (3) (3)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso (g)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Heat Sink 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous 28*
6. Ferro-Fibrous 6. Ferro-Fibrous 27
1. Roll Again Centel" Tqr'SD 1. Roll Again Right | 26
2. Roll Again ; )’Et 'EUS!OH Engfne 2. Roll Again Arm [25+
3. Roll Again . usion Engine 3. Roll Again (6) G
- : : - 24
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
. " . usion Engine . .
2. XL Fusion Engine ) 2. XL Fusion Engine ™
3 XL Fusi ; 5. FerroFibrous 3 . h 17
133 usion Engine 6. FerroFibrous 1-33 XL Fusion Engine =
4. Jump Jet 4. Jump Jet
5. Jump Jet " - 5. Jump Jet 15*
6. Jump Jet Engine Hft's ode]e] 6. Jump Jet Heat Heat Sinks: 14>
1. Jump Jet Gyro H!ts 00 1. Jump Jet Level* Effects ; 2(12) o
P J Sensor Hits OO P d 30 Shutdown i ingle
- Medium Pulse Laser - Medium Pulse Laser 28 Ammo Exp. avoid on 8+ O O 12
4. 3 Medium Pulse Laser Life Support O 4. 3 Ferrofibrous 26 Shutdown, avoid on 10+ @ o 11
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points o 10"
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Ferro-Fibrous 6. Roll Again 23 Ammo Exp. avoid on B+ o 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Ferro-Fiprous Damage Transfer 5. Fer‘ro»Fibr‘ous 3 +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y 1
0
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/4 \
'MECH DATA WARRIOR DATA
Type: Venom SDR-9KB Name:
Movement Points: Tonnage: 35 Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 12 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 6
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Machine Gun RT 2 - 1 2 3
[DB.AI]
1 Medium Pulse Laser RT 4 6[P] — 2 4 B
2 Medium Pulse Laser LT 4 ©6[P] — 2 4 6
Center
Torso
Rear (2)
Left Right
\ Cost: BV:769 Torso Rear Torso Rear
/ \\ / (2) (2
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso (g)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Heat Sink 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous 28*
6. Ferro-Fibrous 6. Ferro-Fibrous 27
1. Roll Again Centel" Tqr'SD 1. Roll Again Right | 26
2. Roll Again ; )’Et 'EUS!OH Engfne 2. Roll Again Arm [25+
3. Roll Again . usion Engine 3. Roll Again (6) G
- . : - 24
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine ) 9 2. XL Fusion Engine ™
3 XL Fusi ; 5. FerroFibrous 3 . h 17
133 usion Engine 6. FerroFibrous 1-33 XL Fusion Engine =
4. Heat Sink 4. Jump Jet
5. Jump Jet " - 5. Jump Jet 15*
6. Jump Jet Engine Hft's 000 6. Jump Jet Heat Heat Sinks: 14>
1. Jump Jet Gyro H!tS oo 1. Medium Pulse Laser Level™ Effects ;3 (13) 13*
J Sensor Hits OO P X 30 Shutdown i ingle
2. Medium Pulse Laser - Machine Gun 28 Ammo Exp. avoid on 8+ O O 12
4. 3 Medium Pulse Laser Life Support O 4-g 3 Ammo [Machine Gun) 100 26 Shutdown, avoid on 10+ @ o 11
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points 00 10"
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. FerroFibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ o 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Ferro-Fiprous Damage Transfer 5. Fer‘ro»Fibr‘ous 3 +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y 1
0
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/4 \
'MECH DATA WARRIOR DATA
Type: Venom SDR-9KC Name:
Movement Points: Tonnage: 35 Gunnery Skill: Piloting Skill:
Walking: 8 Tech Base: In_n_er‘ SphEPEI Hits Taken| 1 o[ 3]4]5]6
Running: 12 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: g
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medi Pulse L RT 4 B[P - 2 4 6
1 CBES|Iauvrg vise eser LT — [é]] - - = - Left Arm Right Arm
1 Medium Pulse Laser LT 4 6[P] — 2 4 B (12) n2)
Left Right
Center
Leg Torso Leg
(16) Rear (6) (18]
Left Right
\ Cost: BV:939 Torso Rear Torso Rear
/ \\ / (5) (5)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Right Torso (g)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Endo Steel 6. Endo Steel 27
1. Endo Steel Centel" Tqr'SD 1. Endo Steel Right | 26
2. Endo Steel ; ))Et 'l;us!on Eng!ne 2. Endo Steel Arm | 25*
3. Endo Steel . usion Engine 3. Endo Steel (6) =
- . : - 24
4-6 4. Endo Steel 1-3 3. XL Fusion Engine 4-6 4. Endo Steel _
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous - Gyro 6. FerroFibrous 22*
6. Gyro 51
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso pacl ET-
i X 3. XL Fusion Engine ] .
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine ) 9 2. XL Fusion Engine ™
3 XL Fusi ; 5. FerroFibrous 3 . h 17
133 usion Engine 6. FerroFibrous 1-33 XL Fusion Engine =
4. Jump Jet 4. Jump Jet
5. Jump Jet " - 5. Jump Jet 15*
6. Jump Jet Engine Hft's 000 6. Jump Jet Heat Heat Sinks: 14>
1. Jump Jet Gyro H!tS oo 1. Jump Jet L%VDEI * ShuthV\I/Er]:fECtS I’.!l;llu[t?lsl 13*
2. Medium Pulse Laser Sensor Hits oo 2. Medium Pulse Laser 28 Ammo Exp. avoid on 8+ O O 12
46 3. C®Slave Life Support O 46 3. Medium Pulse Laser 26 Shutdown, avoid on 10+ 11
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points o 10"
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. FerroFibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ o 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo SFeeI Damage Transfer 5. Endo Srfeel 8 +1 Modifier to Fire 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous / \ 5 -1 Movement Points / 1
0
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/4 \
'MECH DATA WARRIOR DATA
Type: Daimyo DMO-1K Name:
Movement Points: Tonnage: 40 Gunnery Skill: ____ Piloting Skill: ____
Walking: 5 Tech Base: |[nner Sp_hEF'EI Hits Taken| 1 o[ 3]4]5]6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRMB RT 4 2/Msl — 3 6 9
M) Lefc Arm Right Arm
2 Medium Laser RA 3 5[DE] — 3 6 9 (12) n2)
1 ERPPC LA 15 10[DE] — 7 14 23
Left Right
Center
Leg Torso Leg
(19) Rear (7) (19]
Left Right
\ Cost: BV:1,148 Torso Rear Torso Rear
/ \\ / (8) (5)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [10)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
" 4. [ERPPC 5. Sensors " 4. Hand Actuator 29
5.| ERPPC 6. Life Support 5. Medium Laser 28*
6. LERPPC 6. Medium Laser 27
1. Ferro-Fibrous Cer_lter TOI"SD 1. Ferro-Fibrous Right | 26
2. FerroFibrous ; 'EUS!W‘ Eng!ne 2. Ferro-Fibrous Arm | 25*
3. Roll Again - Fusion Engine 3. Roll Again © =z
4-6 4. Rl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20~
Left Torso 2. Fusion Engine Right Torso Leg 19"
. 3. Fusion Engine . (10)
1. [ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink =ng 2.| Double Heat Sink ™
3 |lo ; 5. FerroFibrous 3 ) 17
1-3% ouble Heat Sink 6. Ferro-Fibrous 1-3 Double Heat Sink e
4. [Double Heat Sink a [SRM 6
5. | Double Heat Sink " y 5.Lsrm 6 15*
6. L Double Heat Sink Engine H!t.s ode]e] 6. Ammo (SRM 6) 15 Heat Heat Sinks: A
1. FerroFibrous Gyro Hits 0O 1. Ammo [SRM 6) 15 Lol ndon et o 2] 13"
2. FerroFibrous S'ensor Hits 0O 2. FerroFibrous 28 Ammo Exp. avoid on 8+ O O 12
46 3. RollAgain Life Support O a4-6 3. FerroFibrous 26 Shutdown, avoid on 10+ 11
-6, ! -6 4 ) ' ) (0]
- Roll Again - Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Ferr'o-Fibrous Damage Transfer 5. Fe"'"U’FimeS 8 +1 Moaodifier to Fire 2
\ 6. FerroFibrous Diagram 6. FerroFibrous / 5 -1 Movement Points y 1
0
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/4 \
'MECH DATA WARRIOR DATA
Type: Daimyo DMO-2K Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRMB RT 4 2/Msl — 3 6 9
M) Lefc Arm Right Arm
2 Medium Laser RA 3 5[DE] — 3 6 9 (12) n2)
1 ERLarge Laser LA 12 8[DE] — 7 14 19
Left Right
Center
Leg Torso Leg
(19) Rear (7) (19]
Left Right
\ Cost: BV: 1,057 Torso Rear Torso Rear
/ \\ / (8) (5)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
™~ a [ER Large Laser 5. Sensors " 4. Hand Actuator 29
5. LER Large Laser 6. Life Support 5. Medium Laser 28*
6. Ferro-Fibrous 6. Medium Laser 27
1. Ferro-Fibrous Cer_lter TOI"SD 1. Ferro-Fibrous 26*
2. Roll Again ; 'EUS!W‘ Engfne 2. Ferro-Fibrous 25*
3. Roll Again - Fusion Engine 3. Roll Again G
- . : - 24
4-6 4. Rl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
. Gyro 21
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 19"
- ) 3. Fusion Engine )
1. [ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink =ng 2.| Double Heat Sink ™
3 |lo ; 5. FerroFibrous 3 ) 17
1-33 % ouble Heat Sink 6. Ferro-Fibrous 1-3% Double Heat Sink e
4. [ Double Heat Sink 4-[Double Heat Sink
5. | Double Heat Sink " - 5.| Double Heat Sink 15*
6. L Double Heat Sink Engine H!t.s ode]e] 6. Double Heat Sink Heat Heat Sinks: 14"
1. [ Double Heat Sink Gyro Hits 0O 1 .[SRM 6 Lol ndon et 03 (25) 13"
2. | Double Heat Sink Sensor Hits 0O 2.LSRM 6 28 Ammo Exp. avoidon 8+ O O 12
4.6 3 L Double Heat Sink Life Support O 4-g 3- Ammo SRMB) 15 26 Shutdown, avoid on 10+ o o 11
4. Ferro-Fibrous 4. Ammo (SRM 6) 15 25 -5 Movement Points 00 o
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Roll Again 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ o 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Ferr'o-Fibrous Damage Transfer 5. Fer‘ro»Fibr‘ous 3 +1 Modifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
0
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Head (9)

Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Daimyo DMO-4K Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser RT 3 5[DE] — 3 6 9 .
2 Medium Laser RA 3 5[ — 3 6 9 Left Arm Right Arm
1 ERPPC LA 15 10[DE] — 7 14 23 (12) (12)
Left Right
Center
Leg Torso Leg
(19) Rear (7) (19]
Left Right
\ Cost: BV: 1,150 Torso Rear Torso Rear
/ \\ / (5) (5)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
" 4. [ Double Heat Sink 5. Sensors " 4. Hand Actuator 29
5. | Double Heat Sink 6. Life Support 5. Medium Laser 28*
6. LDouble Heat Sink 6. Medium Laser 27
1. | ERPPC Cer_lter TOI"SD 1. Ferro-Fibrous 26*
2. | ERPPC ; 'EUS!W‘ Engfne 2. Ferro-Fibrous 25*%
3. LERPPC - Fusion Engine 3. Roll Again G
- . : - 24
4-6 4. FerroFibrous 1-3 3. Fusion Engine 4-6 4. Roll Again -
5. Ferro-Fibrous g Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 19"
_ . 3. Fusion Engine - .
1. [ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink =g 2.| Double Heat Sink m
. 5. FerroFibrous . 17
1-3 3. L Double Heat Sink B. FerroFibrous 1-3 3. L Double Heat Sink s
4. [ Double Heat Sink 4.[ Double Heat Sink
5. | Double Heat Sink " - 5.| Double Heat Sink 15*
6. L Double Heat Sink Engine H!t.s ode]e] 6. Double Heat Sink Heat Heat Sinks: 14"
1. [ Double Heat Sink Gyro Hits 0O 1.[ Double Heat Sink '-%"De' " shut dov\'f;fECtS sgu[ag] 13"
2. | Double Heat Sink Sensor Hits OO 2.| Double Heat Sink 28 Ammo Exp. avoid on 8+ O O 12
3. L Double Heat Sink Life Support O 3.LDouble Heat Sink 26 Shutdown, avoid on 10+ 11
46, . 46, : - : 00
- Ferro-Fibrous - Medium Laser 25 -5 Movement Points 00 10"
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Roll Again 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ 00 9
22  Shutdown, avoid on 8+ O O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator b 3. Lower Leg Actuator 4 utdown, avoid on -+
game Fabs 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Ferr'o-Ffbrous Damage Transfer 5. Fer‘ro»Ffbr‘ous 3 +1 Modifier to Fire 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous / \ 5 -1 Movement Points / 1
0
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/4 \
'MECH DATA WARRIOR DATA
Type: Daimyo DMO-5K Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] Hits Taken[ 1 3lals]6
Running: 8 Era: Civil War Consciousness#| 3 7 | 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1  C°Master RT O [F]l — 5 9 15 )
2 Medium Laser RA 3 5[DE] — 3 6 9 Left Arm Right Arm
1 ERPPC LA 15 10[DE] — 7 14 23 (12) (12)
Left Right
Center
Leg Torso Leg
(19) Rear (7) (19]
Left Right
\ Cost: BV: 1,087 Torso Rear Torso Rear
/ \\ / (8) (8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [10)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
" 4. [ERPPC 5. Sensors " 4. Hand Actuator 29
5.| ERPPC 6. Life Support 5. Medium Laser 28*
6. LERPPC 6. Medium Laser 27
1. Ferro-Fibrous Cer_lter TOI"SD 1. Ferro-Fibrous Right | 26
2. FerroFibrous ; 'EUS!W‘ Eng!ne 2. Ferro-Fibrous Arm | 25*
3. Roll Again - Fusion Engine 3. Roll Again © =z
4-6 4. Rl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro Right 20*
Left Torso 2. Fusion Engine Right Torso Leg 19"
. 3. Fusion Engine . (10)
1. [ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink =ng 2.| Double Heat Sink ™
3 |lo ; 5. FerroFibrous 3 ) 17
1-3% ouble Heat Sink 6. Ferro-Fibrous 1-3% Double Heat Sink e
4. [Double Heat Sink 4.[ c®Master
5. | Double Heat Sink " - 5.| c®Master 15*
6. L Double Heat Sink Engine H!tS ode]e] 6.| c®Master Heat Heat Sinks: 14*
1. Ferro-Fibrous Gyro H!tS oo 1.| c®Master L%VDEI * ShuthV\I/Er]:fECtS I’.!l;llu[t?lsl 13*
2. FerroFibrous S'ensor Hits 0O 2.Lc°Master 28 Ammo Exp. avoid on 8+ O O 12
46 3. RollAgain Life Support O a4-6 3. FerroFibrous 26 Shutdown, avoid on 10+ 11
-0 4 . -0 4 ) ' ) (0]
- Roll Again - Ferro-Fibrous 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Ferr'o-Fibrous Damage Transfer 5. Fe"'"U’FimeS 8 +1 Moaodifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / ;




ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Watchman WTC-4DM Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser CT 3 5[DE] — 3 6 9
2 Medium Laser RT 3 5[DE] — 3 6 9
1 PPC LA 1010[DE] 3 6 12 18
Right
Leg Center nge]g
0 Torso 0
(20] Rear (8) (20)
Left Right
\ Cost: BV: 1,225 Torso Rear Torso Rear

(6]

\
/4 A\
CRITICAL HIT TABLE \

(6]

Head ) seate
j verflow
Left Arm 1. Life Support nght Arm Right Torso [10)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. | Double Heat Sink 6. Life Support 5. Ferro-Fibrous 28*
6. | Double Heat Sink 6. Ferro-Fibrous 27
1. LDouble Heat Sink Cer_'ter TOPSD 1. Roll Again Right | 26
2. [PPC ; EUS!OH Engfne 2. Roll Again Arm [25+
3.| PPC - Fusion Engine 3. Roll Again (6) =
- . : - 24
4-6 a. [ ppc 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Ferro-Fibrous g Gyro 5. Roll Again 23
6. Ferro-Fibrous - Gyro 6. Roll Again 22*
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. Fusion Engine Right Torso Leg 19"
3. Fusion Engine (10)
1. [ Double Heat Sink A6 oo Enine 1.[ Double Heat Sink 18*
2. | Double Heat Sink 5 4 J t:g 2.| Double Heat Sink 17+
13 3. LDouble Heat Sink B. '\;‘Im;p eL 13 3.L Double Heat Sink
4. [Double Heat Sink edium Laser 4. Medium Laser 16
5. | Double Heat Sink . " 5. Medium Laser 15*
6. L Double Heat Sink Engine H!tS ode]e] 6. Ferro-Fibrous Heat Heat Sinks: 14*
1. Ferro-Fibrous Gyro Hits OO 1. Ferro-Fibrous Level™ Effects 12 (24) 13*
. Sensor Hits OO P . 30 Shutdown Double
2. Ferro-Fibrous - Ferro-Fibrous i 12
: . : 28 Ammo Exp. avoidon 8+ QO
4-6 3. Ferro-Fibrous Life SUPpDI"t (o] 4-6 3. FerroFibrous 26 Shutdown, avoid on 10+ 11
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points o 10"
5. Ferro-Fibrous 5. Roll Again 24 +4 Modifier to Fire
6. Rol Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on <+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire 3
- roo : 10 -2 Movement Points >
5. Jump Jet Damage Transfer 2+ JumpJet 8  +1 Modifier to Fire
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y 1
8]

© 2011 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.



ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (8) Right Torso
- Gl

’'MECH RECORD SHEET

('MECH DATA) WARRIOR DATA

Type: Watchman WTC-4M Name:

Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphepe| HitsTaken[ 7 12 13141518
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5

Weapons & Equipment Inventory (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser RA 3 5[DE] — 3 6 9
1 Large Laser LA 8 8[DE] — 5 10 15

2 Machine Gun 2 1 2 3
[DB.AI
Right
(20) Rear (8] 0
Left Right
\ Cost: BV: 1,067 Torso Rear Torso Rear

(6]

\
/4 A\
CRITICAL HIT TABLE \

(6]

Head Scale
Left Arm 1. Life Support nght Arm Right Tarso (10) Overtl
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Heat Sink 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. [Large Laser 6. Life Support 5. Medium Laser 28*
6. LLarge Laser 6. Medium Laser 27
1. Machine Gun Center Torso 1. Roll Again Right | 26
2. Machine Gun ; 'l;us?on Engine 2. Roll Again Arm [ 25*
3. Roll Again - Fusion Engine 3. Roll Again (5} =
4-6 a. HollAgain 13 3. Fusion Engine 4-6 4. Rol Again 6] [2a
5. Roll Again g- Gyro 5. Roll Again 23"
6. Roll Again o Sy 6. Roll Again 22*
- Gyro . 51
1. Gyro Right 20*
Left Torso 2. Fusion Engine Right Torso e ET-L
1 . 4-6 3. Fusion Engine 1 i (10) -
2. Ammo (Machine Gun) 200 4. Fusion Engine 2- Heat S!nk 18
3: gﬁllsigain 5. Heat Sink 3: :xﬁg;?: A7
1 -3 a . 6. Jump Jet 1 -3 a . 16
: e £ e
. Roll Again " - . Roll Again
6. Roll Again Engine H!t.s 000 6. Roll Again Heat Heat Sinks: 1a*
1. Roll Again Gyro Hits 0O 1. Roll Again '-%VS'* Shutd Effects ;_2 [;' 2] 13
2. Roll Again Sensor Hits OO 2. Roll Again il ; ngle 12
gal . gl 28 Ammo Exp. avoidon 8+ QO O
a4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ @ o 11
4. i 4. i i
Roll Again Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on <+
a 13 +2 Modifier to Fire 3
. Foot Actuator 4. Foot Actuator 10 -2 Movement Points >
g' jz:p j:: Damage Transfer g jz:p j:: 8 +1 Moaodifier to Filje 5
\ . P Diagram . P /7 5 -1 Movement Points / =

© 2011 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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’'MECH RECORD SHEET

ARMOR DIAGRAM

8
Left Torso Head (8) Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Hollander Il BZK-F5 Name:
Movement Points: Tonnage: 45 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sp_hEF'EI HitsTaken| 1 | 2 [ 3| 4| 5| 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 G Rifl RT 1 15 2 7 15 22
auss R [DEX] Left Arm Right Arm
1 Medium Laser LT 3 5[DE] — 3 6 9 (10) (10)
1 Streak SRM 2 T 2 aivel = 3 B 9
M.C]
Left Right
Leg Center Leg
Torso
(10) Rear (6) (10]
Left Right
\ Cost: BV: 1,214 Torso Rear Torso Rear
/ \\ (6) (6)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [11)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Heat Sink 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Endo Steel 6. Endo Steel 27
1. Ferro-Fibrous Cer_lter TOI"SD 1. Ferro-Fibrous Right | 26
2. FerroFibrous ; 'EUS!W‘ Eng!ne 2. Ferro-Fibrous Arm | 25*
3. Ferro-Fibrous - Fusion Engine 3. Ferro-Fibrous (7) =
- . : - 24
4-6 4. FerroFibrous 1-3 3. Fusion Engine 4-6 4. Ferro-Fibrous -
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous - Gyro 6. FerroFibrous 22*
6. Gyro 21
1. Gyro Right 20~
Left Torso 2. Fusion Engine Right Torso Leg 19"
i 3. Fusion Engine . (W]
1. Medium Laser 4-6 4. Fusi ; 1.[ Gauss Rifle 18*
2. Streak SRM 2 » Fusion Engine 2.| Gauss Rifle
5. Ammo (Gauss) 8 . 17*
1-3 3. Ammo (Streak SRM 2) 50 6 1-3 3.| Gauss Rifle
"™ 4. Endo Steel * Ammo (Gauss) 8 ™ 4.| Gauss Rifle 16
5. Endo Steel " - 5.| Gauss Rifle 15*
6. Endo Steel Engine Hits 0O O 6.| Gauss Rifle Heat Sinks: | [7a~
1. Endo Steel Gyro Hits 0O 1. Gauss Rifle Lt dov\'f;fBCtS ;I?] é;'em 73"
2. Endo Steel S'ensor Hits 0O 2. Roll Again 28 Ammo Exp. avoid on 8+ O 12
4-6 3. Endo Steel Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
-0 4 ) -0 4 ) ' ) (0]
- Ferro-Fibrous - Roll Again 25 -5 Movement Points o 10"
5. Ferro-Fibrous 5. Roll Again 24 +4 Modifier to Fire
6. Roll Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on <+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5.  Endo Steel Damage Transfer 5+ Endo Steel 8  +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points / 1
8]




TITLETEDS

’'MECH RECORD SHEET

ARMOR DIAGRAM

8
Left Torso Head (8) Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Hollander Il BZK-F7 Name:
Movement Points: Tonnage: 45 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Heavy Gauss Rifle RT 2 25(ED§1O 4 B 13 20
DBX
Right
Center
Leg Torso Leg
(14] Rear (4) 4
Left Right
\ Cost: BV: 1,192 Torso Rear Torso Rear
/ \\ (@) ° (@)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [11)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Heat Sink 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Endo Steel 6. Endo Steel 27
1. Ferro-Fibrous Cer_lter TOI"SD 1. Ferro-Fibrous Right | 26
2. FerroFibrous ; 'EUS!W‘ Eng!ne 2. Ferro-Fibrous Arm | 25*
3. Ferro-Fibrous - Fusion Engine 3. Ferro-Fibrous (7) =
- . : - 24
4-6 4. FerroFibrous 1-3 3.  Fusion Engine 4-6 4. Ferro-Fibrous -
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous - Gyro 6. FerroFibrous 22*
6. Gyro 21
1. Gyro Right 20~
Left Torso 2. Fusion Engine Right Torso Leg 19"
3. Fusion Engine - ) (W]
1. Ammo (Heavy Gauss) 4 4-6 4. Fusi ; 1.[ Heavy Gauss Rifle 18*
- Fusion Engine .
2. Ammo (Heavy Gauss) 4 - 2.| Heavy Gauss Rifle ™
3 A 5. Roll Again 3 . 17
1-3% mmo (Heavy Gauss) 4 6. Roll Again 1-3% Heavy Gauss Rifle e
4. Endo Steel g 4.| Heavy Gauss Rifle
5. Endo Steel " - 5.| Heavy Gauss Rifle 15*
6. Endo Steel Englne H!tS ode]e] B.| Heavy Gauss Rifle Heat Heat Sinks: 14*
1. Endo Steel Gyro H!tS oo 1.| Heavy Gauss Rifle Level™ Effects ;0 (10) 13*
Sensor Hits OO P i 30 Shutdown i ingle
2. Endo Steel > -| Heavy Gauss Rifle 28 Ammo Exp. avoid on 8+ QO 12
3. Endo Steel Life Support O 3.| Heavy Gauss Rifle 26 Shutdown, avoid on 10+ 11
463 . 463 .  avoid ¢ o
- Ferro-Fibrous -| Heavy Gauss Rifle 25 -5 Movement Points o 10"
5. Ferro-Fibrous 5.L Heavy Gauss Rifle 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator 3. Lower Leg Actuator 4 utaown, avoid on <+
game Jlabs 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0




T 11LLETEIIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Komodo KIM-2 Name:
Movement Points: Tonnage: 45 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 TAG HD 0 0[] — 5 9 )
1 Guardian ECM Suite RT — [ — — =— Left Arm Right Arm
1 AMS RA 1 —[PD] — — =— (14) (14)
5 Medium Laser RA 3 5[DE] — 3 6
1 AMS LA 1 —[PD] — — =—
5 Medium Laser LA 3 5[DE] — 3 6
Left Right
Leg ?_enter‘ Leg
orso
(16) Rear (6) (18]
Left Right
\ Cost: BV: 1,533 Torso Rear Torso Rear
/ \\ (4) (4)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [11)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. TAG 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. Medium Laser 28*
6. Medium Laser 6. Medium Laser 27
1. Medium Laser Centgr‘ Tqr'SD 1. Medium Laser Right | 26
2. Medium Laser 1. x Fusion Engine 2. Medium Laser Arm [ 25*
a4-6 3. Medium Laser 2. x Fusion Engine 4-6 3. Medium Laser 7 ==
O 4. Ams 1-3 3. XL Fusion Engine "9 4. ams .
5. Ammo [AMS) 12 g- Gyro 5. Ammo [AMS) 12 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . 1
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 9 2. XL Fusion Engine ™
. " 5. Jump Jet . . 17
1-3 3. _ XL Fusion Engine B. Rol Again 1-3 3. XL Fusion Engine s
4. [ Double Heat Sink g 4-[Double Heat Sink
5. | Double Heat Sink " - 5.| Double Heat Sink 15*
6. L Double Heat Sink Engine H!t.s ode]e] 6. Double Heat Sink Heat Heat Sinks: 14"
1. [ Double Heat Sink Gyro Hits 0O 1.[ Double Heat Sink Level™ Effects 14 (28] 13"
i Sensor Hits OO P X 30 Shutdown i Double
2. | Double Heat Sink -| Double Heat Sink 28 Ammo Exp. avoid on 8+ O O 12
4. 3- LDouble Heat Sink Life Support O 4-g 3-L Double Heat Sink 26 Shutdown, avoid on 10+ @ o 11
4. [ Double Heat Sink 4-[Guardian ECM Suite 25 -5 Movement Points 00 o
5. | Double Heat Sink 5.L Guardian ECM Suite 24  +4 Modifier to Fire
6. L Double Heat Sink 6. Roll Again 23  Ammo Exp. avoid on 6+ O O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y 1
0

© 2011 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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TITLETEDS

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Komodo KIM-2A Name:
Movement Points: Tonnage: 45 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1" TAG HD O O0[S] — 5 9 15 )
1 Guardian ECM Suite RT — [ — — =— Left Arm Right Arm
1 AMS RA 1 —[PD] — — — (14) 14
5 Medium Laser RA 3 5[DE] — 3 6
1 AMS LA 1 —[PD] — — =—
1 ERLarge Laser LA 12 8[DE] — 7 14
Left Right
Center
Leg Torso Leg
(16) Rear (6) (18]
Left Right
\ Cost: BV:1,415 Torso Rear Torso Rear
/ \\ (4) (4)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [11)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. TAG 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. [EFI Large Laser 6. Life Support 5. Medium Laser 28*
6. LER Large Laser 6. Medium Laser 27
1. AMS Centel" Tqr'SD 1. Medium Laser Right | 26
2. Ammo (AMS) 12 1. x Fusion Engine 2. Medium Laser Arm | 25*
a4-6 3. Roll Again 2. x Fusion Engine 4-6 3. Medium Laser 7 ==
-6 4 Again 1-3 3. XL Fusion Engine O 4. ams .
5. Roll Again g- Gyro 5. Ammo [AMS) 12 23
6. Roll Again o Gyro 6. Roll Again 22+
- Gyro ) 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . 1
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 9 2. XL Fusion Engine ™
3 XL Fusi ; 5. Jump Jet 3 . h 17
1-33 _ usion Engine 6. Roll Again 1-33 XL Fusion Engine =
4. [ Double Heat Sink g 4-[Double Heat Sink
5. | Double Heat Sink " - 5.| Double Heat Sink 15*
6. L Double Heat Sink Engine H!t.s ode]e] 6. Double Heat Sink Heat Heat Sinks: 14"
1. [ Double Heat Sink Gyro Hits 0O 1.[ Double Heat Sink Level™ Effects 14 (28] 13"
i Sensor Hits OO P X 30 Shutdown i Double
2. | Double Heat Sink -| Double Heat Sink 28 Ammo Exp. avoid on 8+ O O 12
a4-6 3. L Double Heat Sink Life Support O a4-6 3.L Double Heat Sink 26 Shutdown, avoid on 10+ @ g rE
4. [ Double Heat Sink 4-[Guardian ECM Suite 25 -5 Movement Points 00 o
5. | Double Heat Sink 5.L Guardian ECM Suite 24  +4 Modifier to Fire
6. L Double Heat Sink 6. Roll Again 23  Ammo Exp. avoid on 6+ O O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y 1
0

© 2011 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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T 11LLETEIIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

("MECH DATA) WARRIOR DATA
Type: Komodo KIM-2C Name:
Movement Points: Tonnage: 45 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 C°Slave HD — [f] — — =— =— -
1 Guardian ECM Suite RT — [ — — — B Left Arm Right Arm
1 AMS RA 1 —[PD] — — — =— (14) (14)
5 Medium Laser RA 3 5[DE] — 3 6 9
1 AMS LA 1 —[PD] — — — =—
5 Medium Laser LA 3 5[DE] — 3 6 9
Left Right
Leg ?_enter‘ Leg
orso
(16) Rear (6) (18]
Left Right
\ Cost: BV: 1,533 Torso Rear Torso Rear
/ \\ (4) (4)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [11)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. C3Slave 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. Medium Laser 28*
6. Medium Laser 6. Medium Laser 27
1. Medium Laser Centgr‘ Tqr'SD 1. Medium Laser Right | 26
2. Medium Laser 1. x Fusion Engine 2. Medium Laser Arm [ 25*
3. Medium Laser 2. XL Fusion Engine 3. Medium Laser (7) Vg
4-6 4. AMS 1-3 3. XL Fusion Engine 4-6 4. AMS
5. Ammo [AMS] 12 g- Gyro 5. Ammo (AMS) 12 23"
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . 1
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ) usion Engine 2. XL Fusion Engine
g g *
3 XL Fusi ; 5. Jump Jet 3 . h 17
1-33 _ usion Engine 6. Roll Again 1-33 XL Fusion Engine =
4. [ Double Heat Sink g 4-[Double Heat Sink
5. | Double Heat Sink " - 5.| Double Heat Sink 15*
6. L Double Heat Sink Engine H!t.s ode]e] 6. Double Heat Sink Heat Heat Sinks: 14"
1. [ Double Heat Sink Gyro Hits 0O 1.[ Double Heat Sink Level™ Effects 14 (28] 13"
P i Sensor Hits OO P X 30 Shutdown i Double
- | Double Heat Sink -| Double Heat Sink 28 Ammo Exp. avoid on 8+ O O 12
4. 3- LDouble Heat Sink Life Support O 4-g 3-L Double Heat Sink 26 Shutdown, avoid on 10+ @ o 11
4. [ Double Heat Sink 4-[Guardian ECM Suite 25 -5 Movement Points 00 o
5. | Double Heat Sink 5.L Guardian ECM Suite 24  +4 Modifier to Fire
6. L Double Heat Sink 6. Roll Again 23  Ammo Exp. avoid on 6+ O O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y 1
0
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TITLETEDS

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Komodo KIM-3C Name:
Movement Points: Tonnage: 45 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1  C°Master RT O [F] — 5 9 )
1 Guardian ECM Suite RT — [ — — =— Left Arm Right Arm
1 AMS RA 1 —[PD] — — =— (14) (14)
4 Medium Laser RA 3 5[DE] — 3 6
1 AMS LA 1 —PD] — — —
4  Medium Laser LA 3 5[DE] — 3 6
Left Right
Leg Center Leg
Torso
(16) Rear (6) (18]
Left Right
\ Cost: BV: 1,371 Torso Rear Torso Rear
/ \\ (4) (4)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [11)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. Medium Laser 28*
6. Medium Laser 6. Medium Laser 27
1. Medium Laser Centgr‘ Tqr'SD 1. Medium Laser Right | 26
2. Medium Laser 1. XL Fusion Engine 2. Medium Laser Arm | 25*
3. AMS 2. XL Fusion Engine 4.6 3. AMS % o
464 Ammo (AMS) 12 1-3 3- XLFusion Engine "O 4. Ammo (AMS] 12 .
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
- Gyro ) 21
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . 1
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
. " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 XL Fusi ; 5. Jump Jet 3 . h 17
1-33 _ usion Engine 6. Roll Again 1-33 XL Fusion Engine =
4. [ Double Heat Sink g 4-[Guardian ECM Suite
5. | Double Heat Sink " - 5.L Guardian ECM Suite 15*
6. L Double Heat Sink Engine H!tS ode]e] 6.[ c®Master Heat Heat Sinks: 14*
1. [ Double Heat Sink Gyro H!tS oo 1.| C®*Master Level™ Effects 12 (24) 13*
P i Sensor Hits OO P 30 Shutdown i Double
- | Double Heat Sink ] -| C®Master 28 Ammo Exp. avoid on 8+ O O 12
4. 3- LDouble Heat Sink Life Support O 4-g 3| & Master 26 Shutdown, avoid on 10+ @ o 11
4. [ Double Heat Sink 4. c®*Master 25 -5 Movement Points o o
5. | Double Heat Sink 5. Roll Again 24  +4 Modifier to Fire
6. L Double Heat Sink 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer 5. Jump Jet 8  +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y ;
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’'MECH RECORD SHEET

ARMOR DIAGRAM

8
Left Torso Head (8) Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Snake SNK-1V Name:
Movement Points: Tonnage: 45 Gunnery Skill: ____ Piloting Skill: ____
Walking: 5 Tech Base: |[nner Sp_hEF'EI Hits Taken| 1 o[ 3]4]5]6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
3 Streak SRM 2 LT 2 2/Msl — 3 6 9
rea e Left Arm Right Arm
1 LB10XAC 2 10 - 12 18 (10) (10)
[DBC/F/S]
Left Right
Leg Center Leg
Torso
(16) Rear (6) (18]
Left Right
\ Cost: BV:980 Torso Rear Torso Rear
/ \\ (4) (4)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea (o)
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [11)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors "2 4 [LB10XAC 29
5. Roll Again 6. Life Support 5.| LB 10-X AC 28*
6. Roll Again 6.| LB10-XAC 27
1. Roll Again Centgr Tqr‘so 1.| LB10-XAC Right 26>
2. Roll Again 1. XL Fusion Engine 2.| LB10xAC Arm [25+
4.6 3 FollAgan 2. XL Fusion Engine 4. 3L1B10XAC Wl s
4. Poll Again 1-3 3- XLFusion Engine 4. Roll Again .
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . 1
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 9 2. XL Fusion Engine ™
3 XL Fusi ; 5. Jump Jet 3 . h 17
133 usion Engine 6. Roll Again 1-33 XL Fusion Engine =
4. [Double Heat Sink g 4-[Double Heat Sink
5. | Double Heat Sink " - 5.| Double Heat Sink 15*
6. L Double Heat Sink Engine H!t.s ode]e] 6. Double Heat Sink Heat Heat Sinks: 14"
1. Streak SRM 2 Gyro Hits 0O 1. Ammo (LB 10X) 10 Level™ Effects 11 (22) 13
Sensor Hits OO P 30 Shutdown i Double
2. Streak SRM 2 ] - Ammo (LB 10X Cluster) 10 28 Ammo Exp. avoid on 8+ O O 12
3. Streak SRM 2 Life Support O 3. Ammo (Streak SRM 2) 50 26 Shutdown, avoid on 10+ 11
463 . 463 . avoid o
- Roll Again - CASE 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hi V 1. Hi 17  +3 Modifier to Fire 5+
TP CoP 3M t Point; 0
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator ::5 éh tdovemen _doln 84 0 2
3. Lower Leg Actuator ame Viabs 3. Lower Leg Actuator 4 utdown, avoid on -+
9 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer 5. Jump Jet 8  +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y ;




T 11LLETEIIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

8
Left Torso Head (8) Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Snake SNK-2B Name:
Movement Points: Tonnage: 45 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Guardian ECM Suite LT — [E] - — B .
2 Streak SRM 2 T 2 2l 3 6 89 Left Arm Right Arm
MC] (10) (10)
1 LB10XAC 2 10 - 12 18
[DB.C/F/8]
Left Right
Leg Center Leg
Torso
(16) Rear (6) (18]
Left Right
\ Cost: BV: 1,081 Torso Rear Torso Rear
/ \\ (4) (4)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [11)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors "2 4 [LB10XAC 29
5. | Double Heat Sink 6. Life Support 5.| LB10-XAC 28*
6. | Double Heat Sink 6.| LB10-XAC 27
1. LDouble Heat Sink Centel" Tqr'SD 1.| LB10-XAC Right | 26
2. [ Double Heat Sink 1. XL Fusion Engine 2.| LB10xAC Arm [25+
4. 3 | Pouble Heat Sink 2. XL Fusion Engine 4.g 318 10xAC 7 =z
4. L Double Heat Sink 1-3 3. XL Fusion Engine 4. Stealth -
5. Stealth g Gyro 5. Stealth 23
6. Stealth - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . 1
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 XL Fusi ; 5. Jump Jet 3 . h 17
133 usion Engine 6. Roll Again 1-33 XL Fusion Engine =
4. Jump Jet 9 4. Jump Jet
5. Jump Jet " - 5. Jump Jet 15*
6. Streak SRM 2 Engine H!t.s ode]e] 6. Ammo (LB 10X) 10 Heat Sinks: 14*
1. Streak SRM 2 Gyro Hits 0O 1. Ammo (LB 10X Cluster] 10 '-%"S'* Shut dov\'f;fECtS sglﬁgl 13
2. [Guardian ECM Suite Sensor Hits OO 2. Ammo (Streak SRM 2) 50 28 Ammo Exp. avoid on 8+ O O 12
4.g 3- LGuardian ECM Suite Life Support O 4.6 3 CASE 26 Shutdown, avoid on 10+ 11
4. Stealth 4. Stealth 25 -5 Movement Points 0 To°
5. Stealth 5. Stealth 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator b 3. Lower Leg Actuator 4 utdown, avoid on -+
game Fabs 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Stealth Damage Transfer 5. Stealth 8  +1 Modifier to Fire 2
\ 6. Stealth Diagram 6. Stealth / 5 -1 Movement Points , 1
0




T 11LLETEIIH

ARMOR DIAGRAM

Left Torso

’'MECH RECORD SHEET

Head (9)

Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Stealth STH-1D Name:
Movement Points: Tonnage: 45 Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Inner Sp_hEF'EI HitsTaken| 1 | 2 [ 3| 4| 5| 6
Running: 11 [14] Era: Clan Invasion Consciousness#| 3 | 5 | 7 | 10| 11 |Dead
Jumping: 7
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Beagle Active Probe RT — [E] - - = 4
1 Medium Laser RT 3 5[DE] — 3 6 9
1 Streak SRM 2 RT 2 2/Msl — 3 6 9
M.C]
1 Medium Laser LT 3 5[DE] — 3 6 9
1 SRMB (T 4 2/Ms — 3 6 9
[M,CS]
Right
Leg ?_enter‘ Leg
orso
(20) Rear (6) (20)
Left Right
\ Cost: BV: 1,231 Torso Rear Torso Rear
/ \\ / (8) (8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [11)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Endo Steel 6. Endo Steel 27
1. Endo Steel Centel" Tqr'SD 1. Endo Steel Right | 26
2. Endo Steel ; ))Et 'l;us!on Eng!ne 2. Endo Steel Arm | 25*
3. Roll Again : usion Engine 3. Roll Again 7 ==
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . 1
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ) usion Engine 2. XL Fusion Engine
g g *
3 XL Fusi ; 5. Jump Jet 3 . h 17
133 usion Engine 6. Endo Steel 1-33 XL Fusion Engine =
4. Jump Jet 4. Jump Jet
5. Jump Jet " - 5. Jump Jet 15*
6. Jump Jet Engine Hft's 000 6. Jump Jet Heat Heat Sinks: 14>
1. Medium Laser Gyro H!tS oo 1. Medium Laser L%VDEI* ShuthV\I/Er]:fECtS E’SU[EISI 13*
2. [SRM 6 Sensor Hits 0O 2. Streak SRM 2 28 Ammo Exp. avoid on 8+ O 12
4.g 3 LsAvie Life Support O 4-g 3 _Ammo (Streak SRM 2] 50 26 Shutdown, avoid on 10+ @ 11
4. Ammo [SRM B) 15 4-[Beagle Active Probe 25 -5 Movement Points o o
5. [ masc 5.1 Beagle Active Probe 24  +4 Modifier to Fire
6. Lmasc 6. Endo Steel 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points / ;




BNATTILETETIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Stealth STH-2D Name:
Movement Points: Tonnage: 45 Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Inner Sp_hEF'EI HitsTaken| 1 | 2 [ 3| 4| 5| 6
Running: 111[14] Era: Clan Invasion Consciousness#| 3 | 5 [ 7 | 10| 11 [Dead
Jumping: 7
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser HD 5 5[DE] — 4 8 12
1 Beagle Active Probe RT — E - = = 4
1 ER Medium Laser RT 5 5[DE] — 4 8 12
1 ER Medium Laser LT 5 5[DE] — 4 8 12
1 Streak SRM 6 LT 4 2/Msi — 3 6 9
M.C]
Right
(20) Rear (6) (20)
Left Right
\ Cost: BV: 1,508 Torso Rear Torso Rear
/ \\ / (8) (5)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [11)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. ER Medium Laser 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Endo Steel 6. Endo Steel 27
1. Endo Steel Centel" Tqr'SD 1. Endo Steel Right | 26
2. Endo Steel ; ))Et 'l;us!on Eng!ne 2. Endo Steel Arm | 25*
3. Roll Again . usion Engine 3. Roll Again (7) G
- . : - 24
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Sy 6. Roll Again 22+
- Gyro ) 21
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . 1
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ) usion Engine 2. XL Fusion Engine
g g *
3 XL Fusi ; 5. Jump Jet 3 . h 17
133 usion Engine 6. Endo Steel 1-33 XL Fusion Engine =
4. Jump Jet 4. Jump Jet
5. Jump Jet " - 5. Jump Jet 15*
6. Jump Jet Engine Hft's 000 6. Jump Jet Heat Heat Sinks: 14>
1. ER Medium Laser Gyro H!tS oo 1. ER Medium Laser L%VDEI* Shutdov\I/E:fECtS E’SJEISI 13*
2. [Str-eak SRM 6 S'ensor Hits OO 2.[Beagle Active Probe 28 Ammo Exp. avoid on 8+ QO 12
4-6 3. Lstreak SRM 6 Life Support O 4-6 3.LBeagle Active Probe 26 Shutdown, avoid on 10+ 11
4. Ammo (Streak SRM 6) 15 4. Endo Steel 25 -5 Movement Points o o
5. [ mAasc 5. Roll Again 24  +4 Modifier to Fire
6. Lmasc 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel y, \ 5 -1 Movement Points / ;

© 2011 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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T 11LLETEIIH

’'MECH RECORD SHEET

('MECH DATA)

WARRIOR DATA

Type: Stealth STH-2D1 Name:

Movement Points: Tonnage: 45 Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: In_n_er' Spherel HitsTaken[ 7 12 13141518
Running: 11 [14] Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 7

Weapons & Equipment Inventory (hexes)

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

Gty Type Loc Ht Dmg Min Sht Med Lng
1 C®Slave HD — [Ff] — — — =
1 Beagle Active Probe RT — [E] - = = 4
1 ER Medium Laser RT 5 5[DE] — 4 8 12
1 ER Medium Laser LT 5 5[DE] — 4 8 12
1 Streak SRM 6 LT 4 2/Msi — 3 6 9
M.C]
Right
Center
Leg Torso Leg
(20) Rear (6) (20)
Left Right
\ Cost: BV: 1,339 Torso Rear Torso Rear
/ \\ / (8) (8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [11)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. C3Slave 1 3 3. Lower Arm Actuator
™ 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Endo Steel 6. Endo Steel 27
1. Endo Steel Centel" Tqr'SD 1. Endo Steel Right | 26
2. Endo Steel ; ))Et 'l;us!on Eng!ne 2. Endo Steel Arm | 25*
3. Roll Again . usion Engine 3. Roll Again (7) G
- . : - 24
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso e T4
i X 3. XL Fusion Engine . . (W]
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
. " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
. " 5. Jump Jet . . 17
1-3 3. XL Fusion Engine 6. Endo Stesl 1-3 3. XL Fusion Engine s
4. Jump Jet 4. Jump Jet
5. Jump Jet " - 5. Jump Jet 15*
6. Jump Jet Engine Hft's 000 6. Jump Jet Heat Heat Sinks: 14>
1. ER Medium Laser Gyro H!tS oo 1. ER Medium Laser L%VDEI* Shutdov\I/E:fECtS E’SJEISI 13*
2. [Str-eak SRM 6 S'ensor Hits OO 2.[Beagle Active Probe 28 Ammo Exp. avoid on 8+ QO 12
4-6 3. Lstreak SRM 6 Life Support O 4-6 3.LBeagle Active Probe 26 Shutdown, avoid on 10+ 11
4.  Ammo [Streak SRM B) 15 4. Endo Steel 25 -5 Movement Points o o
5. [ mAasc 5. Roll Again 24  +4 Modifier to Fire
6. L masc 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5.  Endo Steel Damage Transfer 5+ Endo Steel 8  +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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TITLETEDS

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Stealth STH-2D2 Name:
Movement Points: Tonnage: 45 Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: In_n_er' Spherej HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 11 [14] Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 7
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1" TAG HD O O0[S] — 5 9 15
1 Beagle Active Probe RT — [E] - = = 4
1 ER Medium Laser RT 5 5[DE] — 4 8 12
1 ERMedium Laser LT 5 5[ — 4 8 12
1 Streak SRM 6 LT 4 2/Msi — 3 6 9
M.C]
Right
(20) Rear (6) (20)
Left Right
\ Cost: BV: 1,339 Torso Rear Torso Rear
/ \\ / (5) (5)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [11)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. TAG 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Endo Steel 6. Endo Steel 27
1. Endo Steel Centel" Tqr'SD 1. Endo Steel Right | 26
2. Endo Steel ; ))Et 'l;us!on Eng!ne 2. Endo Steel Arm | 25*
3. Roll Again : usion Engine 3. Roll Again 7 ==
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
- Gyro ) 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . 1
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ) usion Engine 2. XL Fusion Engine
g g *
3 XL Fusi ; 5. Jump Jet 3 . h 17
133 usion Engine 6. Endo Steel 1-33 XL Fusion Engine =
4. Jump Jet 4. Jump Jet
5. Jump Jet " - 5. Jump Jet 15*
6. Jump Jet Engine Hft's 000 6. Jump Jet Heat Heat Sinks: 14>
1. ER Medium Laser Gyro H!tS oo 1. ER Medium Laser L%VDEI* Shutdov\I/E:fECtS E’SJEISI 13*
2. [Str-eak SRM 6 S'ensor Hits OO 2.[Beagle Active Probe 28 Ammo Exp. avoid on 8+ QO 12
4-6 3. Lstreak SRM 6 Life Support O 4-6 3.LBeagle Active Probe 26 Shutdown, avoid on 10+ 11
4.  Ammo [Streak SRM B) 15 4. Endo Steel 25 -5 Movement Points o o
5. [ mAasc 5. Roll Again 24  +4 Modifier to Fire
6. L masc 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel y, \ 5 -1 Movement Points / ;
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T 11LLETEIIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Stealth STH-3S Name:
Movement Points: Tonnage: 45 Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 11 [14] Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 7
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC RT 15 10[DE] — 7 14 23
1 Guardian ECM Suite LT — [E] - - = B
Right
Center
Leg Torso Leg
(22) Rear (8) (22)
Left Right
\ Cost: BV:1,577 Torso Rear Torso Rear
/ \\ / (8) (5)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [11)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Endo Steel 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Endo Steel 6. Endo Steel 27
1. Endo Steel Centel" Tqr'SD 1. Endo Steel Right | 26
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel Arm [E57
a4-6 3. Endo Steel 2. x Fusion Engine 4-6 3. Endo Steel 7 ==
4. Endo Steel 1-3 3. XL Fusion Engine 4. Endo Steel -
5. Stealth g Gyro 5. Stealth 23
B. Stealth - Gyro B. Stealth 22+
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso e T4
) ) 3. XL Fusion Engine . . 1
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 9 2. XL Fusion Engine ™
3 XL Fusi ; 5. Jump Jet 3 . h 17
133 usion Engine 6. Endo Steel 1-33 XL Fusion Engine =
4. Jump Jet 4. Jump Jet
5. Jump Jet " - 5. Jump Jet 15*
6. Jump Jet Engine Hft's ode]e] 6. Jump Jet Heat Heat Sinks: 14>
;[ adind TIM IRTE L P |
2. Lmasc S'ensor Hits 0O 2. ERPPC 28 Ammo Exp. avoidon 8+ O O 12
483 [Guardian ECM Suite Life Support O 4. 3-LERPPC 26 Shutdown, avoid on 10+ 11
4. L Guardian ECM Suite 4. Stealth 25 -5 Movement Points o o
5. Stealth 5. Stealth 24  +4 Modifier to Fire
6. Stealth 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Stealth Damage Transfer 5. Stealth 8  +1 Modifier to Fire 2
\ 6. Stealth Diagram 6. Stealth / 5 -1 Movement Points , ;




ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Huron Warrior HUR-WO-R4L Name:
Movement Points: Tonnage: 50 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: |[nner Sp_hEF'EI Hits Taken| 1 o[ 3]4]5]6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser LT 4 B[P — 2 4 B
1 Gauss Rifle RA 1 15 2 7 15 22
[DBX]
1 ERLarge Laser LA 12 8[DE] — 7 14 19
Right
Leg Center nge]g
0 Torso 0
(20) Rear (9] (20]
Left Right
\ Cost: BV: 1,530 Torso Rear Torso Rear

7] 7]

/ \ A
CRITICAL HIT TABLE Head Sone

. H Overflow
Left Arm 1. Life Support ng ht Arm Right Torso [12)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator 1)
™~ a [ER Large Laser 5. Sensors " 4. Hand Actuator o 29
5. LER Large Laser 6. Life Support 5.| Gauss Rifle o 28*
6. Endo Steel 6.| Gauss Rifle o 27
1. Roll Again Centgr‘ T‘?"5° 1.| Gauss Rifle O Right | 26*
2. Roall Again 1. X Fusion Engine 2.| Gauss Rifle O¢ Arm [25*
4.6 3 FollAgain 2. XL Fusion Engine 4.g 3| Gavss Rifl o] ® |z
4. Roall Again 1-3 3. XL Fusion Engine 4.| Gauss Rifle -
5. Roll Again g Gyro 5.L Gauss Rifle 23
6. Roll Again - Gyro 6. Endo Steel 22+
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
3. XL Fusion Engine (12)
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 9 2. XL Fusion Engine ™
" ; 5. Endo Steel . . 17
1-3 3. XL Fusion Engine 6. Endo Stesl 1-3 3. XL Fusion Engine s
4. Heat Sink 4. Ammo (Gauss) 8
5. Medium Pulse Laser " - 5. Ammo (Gauss) 8 15*
6. Endo Steel Engine Hits 0O O 6. Endo Steel Heat Sinks: | [7a~
1. Endo Steel Gyro Hits OO 1. Endo Steel Level* Effects 11 (11) o
’ Sensor Hits 0O : 30 Shutdown Single
2. Endo Steel 2. Endo Steel i 12
i . ” 28 Ammo Exp. avoid on 8+ QO O
a4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on <+
4. Foot Actuator 4. Foot Actuator 18 +2 Modifier to Fire 3
- roo : 10 -2 Movement Points >
5. Endo Steel Damage Transfer 2 EndoSteel 8  +1 Modifier to Fire
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Huron Warrior HUR-WO-R4M Name:
Movement Points: Tonnage: 50 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LT 3 5[DE] — 3 6 9
1 Gauss Rifle RA 1 15 2 7 15 22
[DBX]
1 ERLarge Laser LA 12 8[DE] — 7 14 19
Right
Leg Center nge]g
o4 Torso o4
(24] Rear (10) @4
Left Right
\ Cost: BV: 1,556 Torso Rear Torso Rear

7] 7]

/ \ A
CRITICAL HIT TABLE Head Sone

. o)
Left Arm 1. Life Support ng ht Arm Right Tarso (12) verfiow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator 1)
™~ a [ER Large Laser 5. Sensors " 4. Hand Actuator o 29
5. LER Large Laser 6. Life Support 5.| Gauss Rifle o 28*
6. Endo Steel 6.| Gauss Rifle o 27
1. Roll Again Centgr‘ T‘?"5° 1.| Gauss Rifle O Right | 26*
2. Roall Again 1. X Fusion Engine 2.| Gauss Rifle O¢ Arm [25*
4.6 3 FollAgain 2. XL Fusion Engine 4.g 3| Gavss Rifl o] ® |z
4. Roall Again 1-3 3. XL Fusion Engine 4.| Gauss Rifle -
5. Roll Again g Gyro 5.L Gauss Rifle 23
6. Roll Again - Gyro 6. Endo Steel 22+
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
3. XL Fusion Engine (12)
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 9 2. XL Fusion Engine ™
; ; 5. Endo Steel . . 17
1-3 3. XL Fusion Engine 6. Endo Stesl 1-3 3. XL Fusion Engine s
4. Heat Sink 4. Ammo (Gauss) 8
5. Medium Laser " - 5. Ammo (Gauss) 8 15*
6. Endo Steel Engine Hits 0O O 6. Endo Steel Heat Sinks: | [7a~
1. Endo Steel Gyro Hits OO 1. Endo Steel Level* Effects 11 (11) o
’ Sensor Hits 0O : 30 Shutdown Single
2. Endo Steel 2. Endo Steel i 12
i . ” 28 Ammo Exp. avoid on 8+ QO O
46 3. Roll Again Life Support O 46 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utaown, avoid on <+
4. Foot Actuator 4. Foot Actuator 18 +2 Modifier to Fire 3
- roo : 10 -2 Movement Points >
5. Endo Steel Damage Transfer 2 EndoSteel 8  +1 Modifier to Fire
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

('MECH DATA) WARRIOR DATA

Type: Huron Warrior HUR-WQO-R4N Name:
Movement Points: Tonnage: 50 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: In_n_er‘ SphEPEI Hits Taken| 1 o[ 3]4]5]6
Running: 8 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Guardian ECM Suite CT — [E] - — =B
1 LBM15 RA 5 1/Msl B 7 14 21
[MC,S]
2 Medium Laser RA 3 5[DE] — 3 6 9
1 LBRM15 LA 5 1/Msl 6 7 14 21
[MC,S]
2 Medium Laser LA 3 5[DE] — 3 6 9
Right
Leg Center Leg
Torso
(4] Rear (9) (24)
Left Right
\ Cost: BV: 1,553 Torso Rear Torso Rear

7] 7]

/ \ A
CRITICAL HIT TABLE Head Sone

- YT
Left Arm 1. Life Support nght Arm Right Torso (12] Overflow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
3. Lower Arm Actuator 4. Endo Steel 3. Lower Arm Actuator 1)
1-3 4 rrm1s 5. Sensors 1-3 4. [Lrm 15 o 29
5.| LRM 15 6. Life Support 5.| LRM 15 o 28*
6. LLRM 15 6.LLRM 15 o 27
1. Medium Laser Center Torso 1. Medium Laser o1 Right | 26*
2. Medium Laser 1. X Fusion Engine 2. Medium Laser O¢ Arm [25*
a4-6 3. Endo Steel 2. x Fusion Engine 4-6 3. Endo Steel o) B =z
4. Endo Steel 1-3 3. XL Fusion Engine 4. Endo Steel -
5. Stealth 4. Gyro 5. Stealth 23
B. Steatth 5. Gyro 6. Stealth 22+
6. Gyro 51
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
i X 3. XL Fusion Engine j . (12)
1. XL Fusion Engine 4-6 4. XL Fusion Engi 1. XL Fusion Engine 18*
2. XL Fusion Engine ’ usion =ngine 2. XL Fusion Engine ™
" . 5. [ Guardian ECM Suite . ; 17
1-3 3. XL Fusion Engine 6. [G dian ECM St 1-3 3. XL Fusion Engine s
4. Ammo [LRM 15) 8 uarcian uite 4. Endo Steel .
5. Ammo (LRM 15) 8 " - 5. Endo Steel 15
6. Ammo (LRM 15) 8 Engine Hits 0O O 6. Endo Steel Heat Sinks: 14"
1. Ammo (LRM 15) 8 Gyro Hits 0O 1. Endo Steel Level™ Effects 10 (20) 13
) Sensor Hits OO o 30 Shutdown i Double
2. CAsE - Endo Steel 28 Ammo Exp. avoid on 8+ O 12
a4-6 3. Endo Steel Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ ( rE
4. Endo Steel 4. Endo Steel 25 -5 Movement Points -
5. Stealth 5. Stealth 24  +4 Modifier to Fire 0 10
6. Stealth 6. Stealth 23 Ammo Exp. avoid on B+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdovvnl.j avoid on B+ 8 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[H Lq S.[ 2. Upper Leg Actuator :ll Z éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 13 +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Stealth Damage Transfer 5. Stealth 8 +1 Modifier to Fire 2
\ 6. Stealth Diagram 6. Stealth / 5 -1 Movement Points , ;
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ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Huron Warrior HUR-WO-R40 Name:
Movement Points: Tonnage: 50 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser LT 4 B[P — 2 4 B
1 Gauss Rifle RA 1 15 2 7 15 22
[DBX]
1 ERLarge Laser LA 12 8[DE] — 7 14 19
Right
Leg Center nge]g
0 Torso 0
(20) Rear (9] (20]
Left Right
\ Cost: BV: 1,585 Torso Rear Torso Rear

7] 7]

/ \ A
CRITICAL HIT TABLE Head Sone

. H Overflow
Left Arm 1. Life Support ng ht Arm Right Torso [12)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator 1)
™~ a [ER Large Laser 5. Sensors " 4. Hand Actuator o 29
5. LER Large Laser 6. Life Support 5.| Gauss Rifle o 28*
6. Endo Steel 6.| Gauss Rifle o 27
1. Roll Again Centgr‘ T‘?"5° 1.| Gauss Rifle O Right | 26*
2. Roall Again 1. X Fusion Engine 2.| Gauss Rifle O¢ Arm [25*
4.6 3 FollAgain 2. XL Fusion Engine 4.g 3| Gavss Rifl o] ® |z
4. Roall Again 1-3 3. XL Fusion Engine 4.| Gauss Rifle -
5. Roll Again g Gyro 5.L Gauss Rifle 23
6. Roll Again o Sy 6. Endo Steel 22+
- Gyro ) 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
. X 3. XL Fusion Engine . . (12)
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 XL Fusi ; 5. Endo Steel 3 . h 17
133 usion Engine 6. Endo Steel 1-33 XL Fusion Engine =
4. Medium Pulse Laser 4. Ammo (Gauss) 8
5. Endo Steel " - 5. Ammo (Gauss) 8 15*
6. Endo Steel Engine Hits 0O O 6. Ammo [Gauss) 8 Heat Sinks: | [7a*
1. Endo Steel Gyro H!ts 00 1. Endo Steel Level* Effects 10 (20) o
- Sensor Hits OO P 30 Shutdown i Double
2. Roll Again > - Endo Steel 28 Ammo Exp. avoid on 8+ QO 12
4.6 3. Roll Again Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ @ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 0 o
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on <+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5.  Endo Steel Damage Transfer 5+ Endo Steel 8  +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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T 11LLETEIIH

('MECH DATA)

Type: Nightsky NGS-4S

’'MECH RECORD SHEET

Movement Points:
Walking: 6
Running: 9
Jumping: 6

Tonnage:
Tech Base: Inner Sphere]

Era:

50

Clan Invasion

WARRIOR DATA

Name:

Gunnery Skill:

Hits Taken
Consciousness#

Piloting Skill:
112]13[4]|5]6
35| 710]11Dead

1

JENUENUENEN

Gty Type
Small Pulse Laser HD
Medium Pulse Laser RT
Medium Pulse Laser LT
Hatchet RA
Large Pulse Laser LA

Weapons & Equipment Inventory

2 3[PAI
4 B[P
4 B[P
— 10
10 9[P|

(hexes)

Loc Ht Dmg Min Sht Med Lng

- 1 2 3
- 2 4 B
- 2 4 6
- 3 7 10

Note: If playing under Advanced Rules, treat head

as having a Full-Head Ejection System.

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

Center
Torso
Rear (6)
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Left Right
\ Cost: BV: 1,159 Torso Rear Torso Rear
/ \\ / (8) (5)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [12)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1-3 3. Lower Arm Actuator 4. Small Pulse Laser 1-3 3. Lower Arm Actuator 1)
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator o 29
5. [Large Pulse Laser 6. Life Support 5.| Hatchet o 28*
6. LLarge Pulse Laser 6.| Hatchet o 27
1. Roll Again Centgr‘ T‘?"5° 1.| Hatchet O Right | 26*
2. Roll Again ; ))Et 'EUS!'J" Engfne 2.L Hatchet O¢ Arm [25*
3. Roll Again . usion Engine 3. Roll Again O] 8 G
- : : - 24
4-6 4. Rl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
- Gyro ) 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (12
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 XL Fusi ; 5. Jump Jet 3 . h 17
133 usion Engine 6. Jump Jet 1-33 XL Fusion Engine =
4. Medium Pulse Laser P 4. Medium Pulse Laser
5. Rall Again " - 5. Roll Again 15*
6. Roll Again Engine H!t.s 000 6. Roll Again Heat Sinks: | [T a*
1. Roll Again Gyro H!ts 00 1. Roll Again Level* Effects 11 (22) o
. Sensor Hits OO P . 30 Shutdown i Double
2. Roll Again - - Roll Again 28 Ammo Exp. avoid on 8+ Q O 12
46 3. RollAgain Life Support O 46 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y 1
0




T 11LLETEIIH

('MECH DATA)

Type: Nightsky NGS-4T

’'MECH RECORD SHEET

Movement Points:
Walking: 6
Running: 9
Jumping: 6

Tonnage:
Tech Base: Inner Sphere]

Era:

50

Clan Invasion

Gty Type Loc
1 Small Pulse Laser HD
1 Medium Pulse Laser RT
1 Small Laser RT
1 AMS LT
1 Medium Pulse Laser LT
1 Hatchet RA
1 ERLarge Laser LA

Weapons & Equipment Inventory

Ht Dmg Min Sht Med Lng
3[PA] — 1 2

|~b4Abr\J

Note: If playing under Advanced Rules, treat head
as having a Full-Head Ejection System.

(hexes)

R LR
N
= 10| wow
©

WARRIOR DATA

Name:

Gunnery Skill: ____

Hits Taken| 1 [ 2 | 3
Consciousness#| 3 | 5 | 7

Piloting Skill:
4| 5|6
10( 11 |Dead

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

Center
Torso
Rear (6)

© 2011 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.

Left Right
\ Cost: BV: 1,287 Torso Rear Torso Rear
/ \\ / (8) (8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [12)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1-3 3. Lower Arm Actuator 4. Small Pulse Laser 1-3 3. Lower Arm Actuator 1)
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator o 29
5. [EFI Large Laser 6. Life Support 5.| Hatchet o 28*
6. LER Large Laser 6.| Hatchet o 27
1. Roll Again Centgr‘ T‘?"5° 1.| Hatchet O Right | 26*
2. Roll Again ; ))Et 'EUS!'J" Engfne 2.L Hatchet O¢ Arm [25*
3. Roll Again . usion Engine 3. Roll Again O] 8 G
- : : - 24
4-6 4. Rl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
- Gyro ) 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (12
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ) usion Engine 2. XL Fusion Engine
g g *
3 XL Fusi ; 5. Jump Jet 3 . " 17
133 usion Engine 6. Jump Jet 1-33 XL Fusion Engine =
4. Medium Pulse Laser P 4. Medium Pulse Laser
5. AmMmSs " - 5. Small Laser 15*
6. Ammo (AMS) 12 Engine H!t.s 000 6. Roll Again Heat Sinks: 1a*
1. Roll Again Gyro H!ts 00 1. Roll Again Level* Effects 11 (22) o
. Sensor Hits OO P . 30 Shutdown i Double
2. Roll Again - - Roll Again 28 Ammo Exp. avoidon 8+ O O 12
46 3. RollAgain Life Support O 46 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y 1
0




T 11LLETEIIH

’'MECH RECORD SHEET

('MECH DATA)

Type: Nightsky NGS-5S

Movement Points:
Walking: 6
Running: 9
Jumping: 0

Tonnage:
Tech Base: Inner Sphere]

Era:

50

Clan Invasion

WARRIOR DATA

Name:

Gunnery Skill: ____

Consciousness#| 3 | 5 | 7

Piloting Skill:

HitsTaken| 1 2 (3| 4| 5

10

11

Dead

Weapons & Equipment Inventory

Gty Type Loc
1 Small Pulse Laser HD
1 Medium Pulse Laser RT
1 Medium Pulse Laser LT
1 Hatchet RA
1 Large Pulse Laser LA

Note: If playing under Advanced Rules, treat head
as having a Full-Head Ejection System.

Ht Dmg Min Sht Med Lng

2 3[PAI
4 B[P
4 B[P
— 10
10 9[P|

(hexes)

- 1 2 3
- 2 4 B
- 2 4 6
- 3 7 10

ARMOR DIAGRAM

Left Torso

Head (9)

Right Torso

Center
Torso
Rear (6)

© 2011 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.

Left Right
\ Cost: BV: 1,045 Torso Rear Torso Rear
/ \\ / (8) (8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [12)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1-3 3. Lower Arm Actuator 4. Small Pulse Laser 1-3 3. Lower Arm Actuator 1)
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator o 29
5. [Large Pulse Laser 6. Life Support 5.| Hatchet o 28*
6. LLarge Pulse Laser 6.| Hatchet o 27
1. Roll Again Centgr‘ T‘?"5° 1.| Hatchet O Right | 26*
2. Roll Again ; ))Et 'EUS!'J" Engfne 2.L Hatchet O¢ Arm [25*
3. Roll Again . usion Engine 3. Roll Again O] 8 G
- : : - 24
4-6 4. Rl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
- Gyro . 51
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso e ET-
i X 3. XL Fusion Engine j . (12)
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine . 2. XL Fusion Engine ™
3 XL Fusi ; 5. Roll Again 3 . h 17
133 usion Engine 6. Roll Again 1-33 XL Fusion Engine =
4. [Double Heat Sink g 4-[Double Heat Sink
5. | Double Heat Sink " - 5.| Double Heat Sink 15*
6. L Double Heat Sink Engine H!t.s ode]e] 6. Double Heat Sink Heat Sinks: 14"
1. Medium Pulse Laser Gyro H!tS oo 1. Medium Pulse Laser L%VDEI* Shutdov\I/E:fECtS I’.!)gu[t?lgl 13*
2. Roll Again Sensor Hits 0 O 2. Roll Again 28 Ammo Exp. avoidon 8+ QO O 12
a4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ @ o 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 00 o
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ O O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Roll Again Damage Transfer 5.  Roll Again 8  +1 Modifier to Fire 2
6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y 1
0




T 11LLETEIIH

’'MECH RECORD SHEET

('MECH DATA)

Type: Nightsky NGS-5T

Movement Points:
Walking: 6
Running: 9
Jumping: 6

Name:
Tonnage: 50 Gunnery Skill: Piloting Skill:
Tech Base: Inner Sphere] HitsTaken[1 12 1 31 41 516
Era: Clan Invasion Consciousness#| 3 | 5 | 7 [10] 11 |Dead

WARRIOR DATA

Gty Type

1 Small Pulse Laser HD
1 Medium Pulse Laser RT
1 Medium Pulse Laser LT
1 Hatchet RA
1 ERPPC LA

Weapons & Equipment Inventory

Loc Ht Dmg Min Sht Med Lng
2 3[PA|

4
4

8 [P]
8 [P]
10

15 10 [DE]

Note: If playing under Advanced Rules, treat head
as having a Full-Head Ejection System.

(hexes)

- 1 2 3
- 2 4 B
- 2 4 6
- 7 14 23

ARMOR DIAGRAM

Left Torso

Head (9)

Right Torso

Center
Torso
Rear (6)

© 2011 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.

Left Right
\ Cost: BV: 1,356 Torso Rear Torso Rear
/ \\ / (8) (8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [12)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1-3 3. Lower Arm Actuator 4. Small Pulse Laser 1-3 3. Lower Arm Actuator 1)
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator o 29
5.| ERPPC 6. Life Support 5.| Hatchet o 28*
6.| ERPPC 6.| Hatchet o) 27
1. LERPPC Centgr‘ T‘?"5° 1.| Hatchet O Right | 26*
2. Roll Again ; ))Et 'EUS!'J" Engfne 2.L Hatchet O¢ Arm [25*
3. Roll Again . usion Engine 3. Roll Again O] 8 G
- : : - 24
4-6 4. Rl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
- Gyro . 51
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (12
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 XL Fusi ; 5. Jump Jet 3 . h 17
133 usion Engine 6. Jump Jet 1-33 XL Fusion Engine =
4. Medium Pulse Laser P 4. Medium Pulse Laser
5. Rall Again " - 5. Roll Again 15*
6. Roll Again Engine H!t.s 000 6. Roll Again Heat Sinks: | [T a*
1. Roll Again Gyro H!ts 00 1. Roll Again Level* Effects 11 (22) o
. Sensor Hits OO P . 30 Shutdown i Double
2. Roll Again - - Roll Again 28 Ammo Exp. avoidon 8+ O O 12
a4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y 1
0




T 11LLETEIIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

© 2011 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.

("MECH DATA) WARRIOR DATA
Type: Nightsky NGS-6S Name:
Movement Points: Tonnage: 50 Gunnery Skill: Piloting Skill:
Walki.ng: 6 Tech Base: In_n_er' Spherej HitsTaken[ 1 | 2 1 31 4] 51 6
Running: s] Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 6
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser HD 5 5[DE] — 4 8 12
2 ER Medium Laser RT 5 5[DE] — 4 8 12
2 ER Medium Laser LT 5 5[DE] — 4 8 12
1 Hatchet RA — 10 -_- = -
2 ER Medium Laser LA 5 5[DE] — 4 8 12
Right
Center ng
Torso 0
Rear (6) (20)
Note: If playing under Advanced Rules, treat head
as having a Full-Head Ejection System.
Left Right
\ Cost: Bv:1,474 Torso Rear Torso Rear
/ \\ / (8) (8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea (o)
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [12)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1-3 3. Lower Arm Actuator 4. ER Medium Laser 1-3 3. Lower Arm Actuator 1)
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator o 29
5. ER Medium Laser 6. Life Support 5.| Hatchet o 28*
6. ER Medium Laser 6.| Hatchet o 27
1. Roll Again C?nterf Tor'_so 1.| Hatchet o1 Right | 26*
2. Roall Again ; Light Fusion Engine 2.LHatchet O¢ Arm [25*
3. Roll Again . Light Fusion Engine 3. Roll Again o] (g -
- i . : - 24
464 roiagain 1-3 3 LghtFusion Engine 464 noi ngan .
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. Light Fusion Engine Right Torso e ET-
] ] . 3. Light Fusion Engine . . ) (12)
1. Light Fusion Engine 4-6 4. Liaht Fusion Engine 1. Light Fusion Engine 18*
2. Light Fusion Engine 9 9 2. Light Fusion Engine ™
. 5. Jump Jet ) 17
1-3 3. ER Medium Laser B. Jumn Jet 1-3 3. ER Medium Laser s
4. ER Medium Laser P 4. ER Medium Laser
5. Rall Again " - 5. Roll Again 15*
6. Roll Again Engine H!t.s 000 6. Roll Again Heat Sinks: | [T a*
1. Rol Again Gyro Hits 0O 1. Roll Again Lol dovﬂfec'ss sguﬁgl 13*
2. Roll Again Sensor Hits 0O 2. Roll Again 28 Ammo Exp. avoid on 8+ Q O 12
46 3. Rall Again Life Support O 46 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o =
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on <+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y ;




T 11LLETEIIH

’'MECH RECORD SHEET

('MECH DATA)

Type: Apollo APL-1M

Movement Points:
Walking: 4
Running: 6
Jumping: 0

Tonnage: 55

Tech Base: Inner Sphere]
Era: Clan Invasion

w/ Artemis IV FCS

Weapons & Equipment Inventory

Gty Type Loc Ht Dmg Min Sht Med Lng

2 Small Pulse Laser CT 2 3[PA] — 1 2 3

1 LRM15 RT 5 1/Msl B 7 14 21
w/ Artemis IV FCS [MCS]

1 LRM15 14 21

(hexes)

5 1/Msl B 7
[MC,S]

WARRIOR DATA

Name:

Gunnery Skill: ____

Hits Taken| 1 [ 2 | 3
Consciousness#| 3 | 5 | 7

Piloting Skill:

4[(5|6
10/ 11 |Dead

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

Center
Torso
Rear (7)

Left Right
\ Cost: Bv: 1,207 Torso Rear Torso Rear
/ \\ / (6) (6)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Orerfiow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again 26*
2. Roll Again ; 'l;us!on Engfne 2. Roll Again 25*
3. Roll Again - Fusion Engine 3. Roll Again G
- . : - 24
4-6 4. Pl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 19"
- 3. Fusion Engine -
1. [ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink g 2.| Double Heat Sink ™
; 5. Small Pulse Laser . 17
3. LDouble Heat Sink 6 3.LDouble Heat Sink
1-3 4.[LRM 15 - Small Pulse Laser 1-3 4.NLRM 15 16
5.| LRM 15 - - 5. LRM 15 15*
6. [LRM 15 Engine H!t.s ofeJo) 5-[LRM 15 Heat Sinks: a
1. Artemis IV FCS Gyro Hits 0O 1. Artemis IV FCS Lol ndon et I’.!)gu[t?lgl 13"
2. Ammo [LRM 15 Artemis) 8 5_9"50" Hits 0O 2. Ammo (LRM 15 Artemis) 8 28 Ammo Exp. avoid on 8+ O 12
4.6 3 Ammo (LRM 15 Artemis) 8 Life Support O 4-g 3- Ammo (LRM 15 Artemis) 8 26 Shutdown, avoid on 10+ @ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o =
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Rol Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Roll Again Damage Transfer 5.  Roll Again 8  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y 1
0

© 2011 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.



T 11LLETEIIH

’'MECH RECORD SHEET

('MECH DATA)

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

© 2011 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.

WARRIOR DATA
Type: Apollo APL-1R Name:
Movement Points: Tonnage: 55 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Small Pulse Laser CT 2 3[PA] — 1 2 3
1 LBM15 RT 5 1/Msl 6 7 14 21
[M,CS]
1 LRM15 LT 5 1/Msl B 7 14 21
[M,CS]
Right
(26) Rear (7) (26)
Left Right
\ Cost: BV:1,148 Torso Rear Torso Rear
/ \\ / (6) (6)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again 26*
2. Roll Again ; 'l;us!on Engfne 2. Roll Again 25*
3. Roll Again - Fusion Engine 3. Roll Again G
- . : - 24
4-6 4. Pl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 19"
. 3. Fusion Engine .
1. [ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink 9 2.| Double Heat Sink ™
3 |lo ; 5. Small Pulse Laser 3 ) 17
1-3% ouble Heat Sink 6. Small Pulse Laser 1-3% Double Heat Sink e
4-[LRM 15 4-[LRM 15
5.| LRM 15 - " 5.| LRM 15 15
6.LLRM 15 Engine H!t.s 000 6.LLRM 15 Heat Sinks: | [T a*
1. Ammo (LRM 15) 8 Gyro Hits 0O 1. Ammo (LRM 15) 8 '-%"S'* Shut dov\'f;fECtS I’.!)gu[t?lgl 13
2. Ammo (LRM 15) 8 S'ensor Hits 0O 2. Ammo (LRM 15) 8 28 Ammo Exp. avoid on 8+ Q 12
a4-6 3. Ammo (LRM 15) 8 Life Support O 4-6 3. Ammo (LRM 15) 8 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Roll Again Damage Transfer S. Roll Again 8  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y 1
0




T 11LLETEIIH

’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Apollo APL-2S Name:
Movement Points: Tonnage: 55 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sp_hEF'EI HitsTaken| 1 | 2 [ 3| 4| 5| 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser CT 3 5[DE] — 3 6 9
1 LBM15 RT 5 1/Msl 6 7 14 21
w,/ Artemis IV FCS [MC,S]
1 LBM15 5 1/Msl 6 7 14 21
w/ Artemis IV FCS [M,CS]
Right
Leg ?_enter‘ Leg
orso
(26) Rear (7) (26]
Left Right
\ Cost: BV: 1,283 Torso Rear Torso Rear
/ \\ / (6) (6)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Orerfiow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again 26*
2. Roll Again ; 'l;us!on Engfne 2. Roll Again 25*
3. Roll Again - Fusion Engine 3. Roll Again G
- . : - 24
4-6 4. Pl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 19"
. 3. Fusion Engine .
1. [ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink 5. Medi Lg 2.| Double Heat Sink 17+
13 3. LDouble Heat Sink B: Med!um Laser 13 3.L Double Heat Sink
4. I:LRM 15 edium Laser 4-[LRM 15 16
5.| LRM 15 " " 5.| LRM 15 15
6.LLRM 15 Engine H!t.s 000 6.LLRM 15 Heat Sinks: | [T a*
1. Artemis IV FCS Gyro Hits 0O 1. Artemis IV FCS Lol ndon et I’.!)gu[t?lgl 13"
2. Ammo LRM 15 Artemis) 8 Sensor Hits 0O 2. Ammo (LRM 15 Artemis) 8 58 Ammo Exp. avoid on 8+ O 12
4.6 3 Ammo (LRM 15 Artemis) 8 Life Support O 4-g 3- Ammo (LRM 15 Artemis) 8 26 Shutdown, avoid on 10+ @ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator 3. Lower Leg Actuator 4 utdown, avoid on <+
game Jlabs 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Roll Again Damage Transfer S. Roll Again 8  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y 1
0

© 2011 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.



ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

BNATTILETETIH

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Apollo APL-3T Name:
Movement Points: Tonnage: 55 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser CT 3 5[DE] — 3 6 9
1 LRM10 RT 4 1/Msl B 7 14 21
w,/ Artemis IV FCS [MC,S]
1 LBRM10 LT 4 1/Msl B8 7 14 21
w/Artemis IV FCS [M,CS]
1 Medium Pulse Laser RA 4 6B6[F] — 2 4 6
1 Medium Pulse Laser LA 4 6B6[P] — 2 4 6
Right
Leg ?_enter‘ Leg
orso
(26) Rear (7) (26)
Left Right
\ Cost: BV: 1,240 Torso Rear Torso Rear
/ \\ / (6) (6)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Medium Pulse Laser 6. Life Support 5. Medium Pulse Laser 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again 26*
2. Roll Again ; 'EUS!W‘ Engfne 2. Roll Again 25*
3. Roll Again - Fusion Engine 3. Roll Again G
- . : - 24
4-6 4. Pl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 19"
- 3. Fusion Engine -
1. [ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink 5. Medi Lg 2.| Double Heat Sink 17+
13 3. LDouble Heat Sink B: Med!um Laser 13 3.L Double Heat Sink
4. [LRM 10 edium Laser 4-[LRM 10 16
5.LLRM 10 - - 5.LLRM 10 15
6. Artemis IV FCS Engine H!t.s ode]e] 6. Artemis IV FCS Heat Sinks: 14"
1. Ammo (LRM 10 Artemis) 12 Gyro Hits 0O 1. Ammo [LRM 10 Artemis) 12 '-%"S'* Shut dov\'f;fECtS I’.!)gu[t?lgl 13
2. Ammo (LRM 10 Artemis) 12 5_9"50" Hits 0O 2. Ammo (LRM 10 Artemis) 12 28 Ammo Exp. avoid on 8+ O 12
46 3. RollAgain Life Support O 46 3. Roll Again 26 Shutdown, avoid on 10+ 11
-0 4 . -0 4 ) ' ) (0]
- Roll Again - Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator b 3. Lower Leg Actuator 4 utdown, avoid on -+
game Fabs 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Roll Agafn Damage Transfer 5. Roll Agafn 3 +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y 1
0

© 2011 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.



ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

('MECH DATA) WARRIOR DATA

Type: Grim Reaper GRM-R-PR29 Name:
Movement Points: Tonnage: 55 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1" AMS CT 1 —[PD] — — =— =—
1 LRM20 RT 6 1/Msl B 7 14 21
[M,C.S]
1 ERLarge Laser RA 12 8[DE] — 7 14 19
1 Medium Pulse Laser LA 4 B[P — 2 4 6
1 SRM6B LA 4 2/Msl — 3 6 9
[M,C.S]
Right
(26) Rear (10) (28]
Left Right
\ Cost: BV: 1,469 Torso Rear Torso Rear

(8] (8]

- -
/4 A\
CRITICAL HIT TABLE \

Head ) seate
Left Arm 1. Life Support nght Arm veriow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. [SRM 6 6. Life Support 5.[ER Large Laser 28*
6. LSRM 6 6.LER Large Laser 27
1. Medium Pulse Laser Centel" Tqr'SD 1. Ferro-Fibrous 26*
2. Ferro-Fibrous ; ))Et 'l;us!on Eng!ne 2. Ferro-Fibrous 25*
3. Ferro-Fibrous . usion Engine 3. Roll Again G
- : : - 24
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
- Gyro 51
1. Gyro 20"
Left Torso 2 XL Fusion Engine Right Torso 19"
1. XL Fusion Engine 4-6 4: XL Fz::: E:g::: 1. XL Fusion Engine 18*
2. XL Fusion Engine 9 2. XL Fusion Engine ™
. h 5. Ams . . 17
1-3 3. XL Fusion Engine 6. F Fib 1-3 3. XL Fusion Engine
4. Ammo (SRM B) 15 erro-Fibrous 4.[LRM 20 16
5. CAse - " 5.| LRM 20 15
6. Ferro-Fibrous Engine Hits 0O O 6.| LrRm 20 Heat Sinks: | [a~
1. FerroFibrous Gyro Hits OO 1.] LrRm 20 Level* Effects 10 (20) o
. Sensor Hits OO 30 Shutdown Double
2. Ferro-Fibrous 2.LLRM 20 i 12
) . 28 Ammo Exp. avoid on 8+ QO
46 3. Roll Again Life Support O 46 3. Ammo (LRM 20) 6 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Ammo (LRM 20) 6 25 -5 Movement Points o o
5. Rall Again 5. Ammo [AMS) 12 24  +4 Modifier to Fire
6. Roll Again 6. Ferro-Fibrous 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire 3
+ rootAc : ¥ 10 -2 Movement Points >
5. Ferrofibrous Damage Transfer 2+ Ferrofibrous 8  +1 Modifier to Fire
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
0

© 2011 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.



ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

BNATTILETETIH

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Grim Reaper GRM-R-PR30 Name:
Movement Points: Tonnage: 55 Gunnery Skill: Piloting Skill:
Walking: 5(6] Tech Base: Inner Sphere] HtsTaken[ 1 |2 [ 3| 4| 5] 6
Running: 8[9] Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 C®Slave CT — [E] — — — =—
1 LRM15 RT 5 1/Msl B 14 21
w,/Artemis IV FCS [MC,S]
1 ERPPC RA 15 10[DE] — 7 14 23
1 ER Medium Laser LA 5 5[DE] — 4 8 12
1 Streak SRM 6 LA 4 EKMS\ - 3 6 9
M.C]
Right
Leg ?_enter‘ Leg
orso
(26) Rear (10) (28]
Left Right
\ Cost: BV:1,673 Torso Rear Torso Rear
/ \\ / (8) (8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. [Str'eak SRM 6 6. Life Support 5.| ERPPC 28*
6. LStreak SRM 6 6.| ERPPC 27
1. ER Medium Laser Centel" Tqr'SD 1.LER PPC 26*
2. Ferro-Fibrous 1. x Fusion Engine 2. Ferro-Fibrous 25*
a4-6 3. Ferro-Fibrous 2. x Fusion Engine 4-6 3. Ferro-Fibrous Vg
4. FerroFibrous 1-3 3. XL Fusion Engine 4. Ferro-Fibrous -
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
. Gyro 21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
. " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3. XL Fusi ; 5. C®Slave 3 . h 17
133 usion Engine 6. FerroFibrous 1-33 XL Fusion Engine =
4. Ammo [LRM 15 Artemis) 8 4.[LRM 15
5. Ammo (LRM 15 Artemis) 8 " - 5.| LRM 15 15*
6. Ammo (Streak SRM 6) 15 Engine H!t.s ode]e] 6.LLRM 15 Heat Sinks: 14"
1. cASE Gyro Hits 0O 1. Artemis IV FCS Lol ndon et Sa(20) 13"
2. FerroFibrous Sensor Hits 0O 2. FerroFibrous 28 Ammo Exp. avaid on 8+ O 12
4.6 3. Triple-Strength Myomer Life Support O 46 3. FerroFibrous 26 Shutdown, avoid on 10+ 11
4. Triple-Strength Myomer 4. Triple-Strength Myomer 25 -5 Movement Points o 10"
5. Triple-Strength Myomer 5. Triple-Strength Myomer 24  +4 Modifier to Fire
6. Roll Again 6. TripleStrength Myomer 23 Ammo Exp. avoid on B+ ®) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator ’Ig +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Ferr'o-Ffbrous Damage Transfer 5. Fe"'"U’FfmeS 8  +1 Modifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
0

© 2011 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.



ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

BNATTILETETIH

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Grim Reaper GRM-R-PR31 Name:
Movement Points: Tonnage: 55 Gunnery Skill: Piloting Skill:
Walking: 5(6] Tech Base: Inner Sphere] HtsTaken[ 1 |2 [ 3| 4| 5] 6
Running: 8[9] Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 C®Slave CT — [E] — — — =—
1 LRM20 RT 6 1/Msl B 7 14 21
w,/Artemis IV FCS [MC,S]
1 ER Small Laser(R) LT 2 3DF — 2 4 5
1 ERPPC RA 15 10[DE] — 7 14 23
1 ER Medium Laser LA 5 5[DE] — 4 8 12
Right
Leg ?_enter‘ Leg
orso
(26) Rear (10) (28]
Left Right
\ Cost: BV: 1,655 Torso Rear Torso Rear
/ \\ / (8) (8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. ER Medium Laser 6. Life Support 5.| Double Heat Sink 28*
6. Ferro-Fibrous 6.| Double Heat Sink 27
1. Ferro-Fibrous Centel" Tqr'SD 1.LDouble Heat Sink 26*
2. Ferro-Fibrous 1. x Fusion Engine 2.| ERPPC 25*
4.6 3 FerroFibrous 2. XL Fusion Engine 4.6 3| ERPPC ==
4. FerroFibrous 1-3 3. XL Fusion Engine 4.l Er PPC .
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. Roll Again B. Gyro 6. FerroFibrous 22*
. Gyro 21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ) usion Engine 2. XL Fusion Engine
g g *
3. XL Fusi ; 5. C3Slave 3 ) h 17
133 usion Engine 6. Roll Again 1-33 XL Fusion Engine =
4. ER Small Laser (R) 9 4. LRM 20
5. Ammo (LRM 20 Artemis) 6 " - 5.| LRm 20 15*
6. Ammo (LRM 20 Artemis) 6 Engine H!t.s ode]e] 6.| LRM 20 Heat Sinks: 14"
1. oAsE Gyro Hits OO 1.| LrRm 20 Level* Effects 12 (24) T
' . Sensor Hits OO ) 30 Shutdown Double
2. Ferro-Fibrous > 2.LLRM 20 28 Ammo Exp. avoid on 8+ O O 12
3. Triple-Strength Myomer Life Suppor't (o) 3. Artemis IV FCS 56  Shutdown, avoid on 10+ rE
46, _. 46, . - : 00
- Triple-Strength Myomer - Ferro-Fibrous 25 -5 Movement Points o 10"
5. Triple-Strength Myomer 5. Triple-Strength Myomer 24  +4 Modifier to Fire
6. Triple-Strength Myomer 6. TripleStrength Myomer 23 Ammo Exp. avoid on 6+ o 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Ferr'o-Ffbrous Damage Transfer 5. Fe"'"U’FfmeS 8 +1 Moaodifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
0

© 2011 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

8
Left Torso Head (8) Right Torso

BNATTILETETIH

’'MECH RECORD SHEET

© 2011 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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/4 \
'MECH DATA WARRIOR DATA
Type: Wraith TR1 Name:
Movement Points: Tonnage: 55 Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Inner Sphere] HtsTaken[1 |2 1 31 4] 5] 6
Running: 11 Era: Clan Invasion Consciousness#| 3 | 5 | 7 | 10| 11 |Dead
Jumping: 7
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser RA 10 9[P] — 3 7 10
2 Medium Pulse Laser LA 4 B[P — 2 4 B
Right
Leg ?_enter‘ Leg
orso
(20) Rear (7) (20)
PN
s
v Left Right
\ Cost: BV: 1,287 M E m Torso Rear Torso Rear
/ \\ / (5) (5)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support ng ht Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Medium Pulse Laser 6. Life Support 5.[Large Pulse Laser 28*
6. Medium Pulse Laser 6.L Large Pulse Laser 27
1. Endo Steel Centel" Tqr'SD 1. Endo Steel 26*
2. Endo Steel 1. x Fusion Engine 2. Endo Steel 25*%
a4-6 3. Endo Steel 2. x Fusion Engine 4-6 3. Endo Steel Vg
4. FerroFibrous 1-3 3. XL Fusion Engine 4. Ferro-Fibrous -
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ) usion Engine 2. XL Fusion Engine
g g *
3 XL Fusi ; 5. Jump Jet 3 . h 17
133 usion Engine 6. FerroFibrous 1-33 XL Fusion Engine =
4. Jump Jet 4. Jump Jet
5. Jump Jet " - 5. Jump Jet 15*
6. Jump Jet Englne H!tS 000 6. Jump Jet Heat Sinks: 14*
1. Endo Steel Gyro H!tS oo 1. Endo Steel L%VDEI * ShuthV\IIEI‘]:fECtS E’SU[EISI 13*
2. Endo Steel Sensor Hits OO 2. Endo Steel 28 Ammo Exp. avoid on 8+ QO 12
a4-6 3. Ferro-Fibrous Life SUPpDI“t (o) a4-6 3. FerroFibrous 26 Shutdown, avoid on 10+ Q 11
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points o 10"
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Ferro-Fibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hi 1. Hi 17  +3 Modifier to Fire 5+
op V P 15 -3 Movement Points o
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator 1 Shutd id on 4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0




ARMOR DIAGRAM

8
Left Torso Head (8) Right Torso

BNATTILETETIH

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Wraith TR2 Name:
Movement Points: Tonnage: 55 Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Inner Sp_hEF'EI HitsTaken| 1 | 2 [ 3| 4| 5| 6
Running: 11 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 7
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC RA 1510[DE] — 7 14 23
2 Medium Pulse Laser LA 4 B[P — 2 4 B
Right
(20) Rear (7) (20)
PN
s
v Left Right
\ Cost: BV: 1,485 M - m Torso Rear Torso Rear
/ \\ / (8) (5)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support ng ht Arm Orerfiow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Medium Pulse Laser 6. Life Support 5. ERPPC 28*
6. Medium Pulse Laser 6.| ERPPC 27
1. Endo Steel Centgr‘ Tqrso 1.LErPPC 26"
2. Endo Steel 1. x Fusion Engine 2. Endo Steel 25*%
a4-6 3. Endo Steel 2. x Fusion Engine 4-6 3. Endo Steel Vg
4. FerroFibrous 1-3 3. XL Fusion Engine 4. Endo Steel -
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. Roll Again B. Gyro 6. FerroFibrous 22*
. Gyro 21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
i X 3. XL Fusion Engine ] .
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 9 2. XL Fusion Engine ™
3 XL Fusi ; 5. Jump Jet 3 . h 17
133 usion Engine B. - 1-33 XL Fusion Engine
4. Jump Jet Ferro-Fibrous 4. Jump Jet 16
5. Jump Jet " - 5. Jump Jet 15*
6. Jump Jet Englne H!tS 000 6. Jump Jet Heat Sinks: 14*
1. Endo Steel Gyro H!tS oo 1. Endo Steel L%VDEI * ShuthV\IIEI‘]:fECtS E’SU[EISI 13*
2. Endo Steel Sensor Hits OO 2. Endo Steel 28 Ammo Exp. avoid on 8+ QO 12
a4-6 3. Ferro-Fibrous Life SUPpDI“t (o) a4-6 3. FerroFibrous 26 Shutdown, avoid on 10+ Q 11
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points o 10"
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Ferro-Fibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hi 1. Hi 17  +3 Modifier to Fire 5+
op V P 15 -3 Movement Points o
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator 1 Shutd id on 4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
a 13 +2 Modifier to Fire 3
. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (8) Right Torso
- Gl

’'MECH RECORD SHEET

('MECH DATA) WARRIOR DATA

Type: Wraith TR3 Name:
Movement Points: Tonnage: 55 Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: In_n_er' Spherej HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 11 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 6
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Improved G2 CPU CT — [f] — — — =—
1 Large Pulse Laser RA 10 9[P] — 3 7 10
2 ER Medium Laser LA 5 5[DE] — 4 8 12
Right
Leg ?_enter‘ Leg
orso
(20) Rear (7) (20)
PN
s
v Left Right
\ Cost: BV:1,310 o M E m Torso Rear Torso Rear
/ \\ / T (8) (8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support ng ht Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. ER Medium Laser 6. Life Support 5.[Large Pulse Laser 28*
6. ER Medium Laser 6.L Large Pulse Laser 27
1. Endo Steel Centel" Tqr'SD 1. Endo Steel 26*
2. Endo Steel 1. x Fusion Engine 2. Endo Steel 25*%
a4-6 3. Endo Steel 2. x Fusion Engine 4-6 3. Endo Steel Vg
4. FerroFibrous 1-3 3. XL Fusion Engine 4. Ferro-Fibrous -
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. Roll Again - Gyro 6. FerroFibrous 22*
6. Gyro 21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
. " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3. XL Fusi ; 5. [ Improved C* CPU 3 . h 17
133 usion Engine 6. | improved c cPU 1-33 XL Fusion Engine =
4. Jump Jet P 4. Jump Jet
5. Jump Jet " - 5. Jump Jet 15*
6. Jump Jet Englne H!tS 000 6. Jump Jet Heat Sinks: 14*
1. Endo Steel Gyro H!tS oo 1. Endo Steel L%VDEI * ShuthV\I/Er]:fECtS E’SU[EISI 13*
2. Endo Steel Sensor Hits 0O 2. Endo Steel 28 Ammo Exp. avoid on 8+ O 12
3. FerroFibrous Life Support O 3. FerroFibrous 26 Shutdown, avoid on 10+ 11
463 | 4.3 Ferof  avoid ¢ o
- Ferro-Fibrous - Ferro-Fibrous 25 -5 Movement Points o 10"
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. FerroFibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ o 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5.  Endo Steel Damage Transfer 5+ Endo Steel 8  +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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T 11LLETEIIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Anvil ANV-3M Name:
Movement Points: Tonnage: B0 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 3
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser HD 3 5[DE] — 3 6 9 .
1 Medium Laser CT 3 5[DFfF — 3 6 9 Left Arm Right Arm
1 Guardian ECM Suite RT — [ =— — =— B (15) (15)
1 Large Pulse Laser RT 10 9[P] — 3 7 10
1 Large Pulse Laser LT 10 9[P] — 3 7 10
Left Right
Center
Leg Torso Leg
(15] Rear (7) (19)
Left Right
\ Cost: BV: 1,441 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [14)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1 3 3. Lower Arm Actuator 4. Medium Laser 1 3 3. Lower Arm Actuator (e}
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 8 29
5. Endo Steel 6. Life Support 5. Endo Steel P 28*
6. Endo Steel 6. Endo Steel o 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again 8 Right | 26
2. Roll Again ; 'EUS!OH Engfne 2. Roll Again of Arm [25+
3. Roll Again - Fusion Engine 3. Roll Again o] 1o Vg
4-6 4. Pl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. Fusion Engine Right Torso Leg 19"
3. Fusion Engine (14)
1. [Large Pulse Laser 4-6 4. Fusion Engine 1 [Lar‘ge Pulse Laser 18*
2. L Large Pulse Laser 9 2.L Large Pulse Laser *
5. Jump Jet . . 17
1-3 3. Endo Steel B. Medium Laser 1-3 3 [Guardlan ECM Suite s
4. Endo Steel 4. Guardian ECM Suite
5. Endo Steel " - 5. Endo Steel 15*
6. Endo Steel Engine Hits 0O O 6. Endo Steel Heat Sinks: | [7a~
1. Roll Again Gyro H!ts 00 1. Endo Steel Level* Effects 12 (24) o
. Sensor Hits OO P 30 Shutdown i Double
2. Roll Again - - Endo Steel 28 Ammo Exp. avoidon 8+ O O 12
46 3. Roll Again Life Support O 46 3. Roll Again 26 Shutdown, avoid on 10+ 11
-0 4 . -0 4 ) ' h (ONe]
- Roll Again - Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer 5. Jump Jet 8  +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Anvil ANV-3R Name:
Movement Points: Tonnage: B0 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: In_n_er‘ SphEPEI Hits Taken| 1 o[ 3]4]5]6
Running: 8 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser HD 3 5[DE] — 3 6 9
1 Medium Laser CT 3 5[DE] — 3 6 9
1 Guardian ECM Suite RT — [E] - - = B
1 Large Pulse Laser RT 10 9[P] — 3 7 10
1 Large Pulse Laser LT 10 9[P] — 3 7 10
Right
(28) Rear (9) (28)
o> Left Right
\ Cost: BV: 1,496 S Torso Rear Torso Rear
/ )

7]

\
/4 A\
CRITICAL HIT TABLE \

Head ) seate
vertlow
Left Arm 1. Life Support Right Arm Right Torso (14)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1 3 3. Lower Arm Actuator 4. Medium Laser 1 3 3. Lower Arm Actuator (e}
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 8 29
5. Endo Steel 6. Life Support 5. Endo Steel P 28*
6. Endo Steel 6. Endo Steel o 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again 8 Right | 26
2. Roll Again ; 'EUS!OH Engfne 2. Roll Again of Arm [25+
3. Roll Again - Fusion Engine 3. Roll Again o] 1o =
- . : - 24
4-6 4. Pl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. Fusion Engine Right Torso e g
3. Fusion Engine (14)
1. [Large Pulse Laser 4-6 a 1 -[Lar‘ge Pulse Laser 18*
- Fusion Engine
2. L Large Pulse Laser . 2.L Large Pulse Laser ™
5. Medium Laser . . 17
1-3 3. Endo Steel 6. Rol Again 1-3 3.[Guardlan ECM Suite s
4. Endo Steel g 4.|_Guardian ECM Suite
5. Endo Steel " - 5. Endo Steel 15*
6. Endo Steel Engine Hits 0O O 6. Endo Steel Heat Sinks: | [7a~
1. Roll Again Gyro Hits OO 1. Endo Steel Level* Effects 12 (24) o
2' 9 . Sensor Hits OO ) 30 Shutdown Double
- Roll Again 2. Endo Steel i 12
! . > 28 Ammo Exp. avoidon 8+ QO O
a4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ @ o 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o o
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Rol Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on <+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire 3
- roo : 10 -2 Movement Points >
5. Endo Steel Damage Transfer 2+ EndoSteel 8  +1 Modifier to Fire
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y 1
8]
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T 11LLETEIIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Anvil ANV-5M Name:
Movement Points: Tonnage: B0 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser HD 3 5[DE] — 3 6 9 .
1 Medium Laser CT 3 5[DFfF — 3 6 9 Left Arm Right Arm
1 ERLarge Laser RT 12 8[DE] — 7 14 19 (15) (15)
1 Guardian ECM Suite RT — - - = 6B
1 Medium Laser RT 3 5[DE] — 3 6 9
1 ERLarge Laser LT 12 8[DE] — 7 14 19
1 Medium Laser LT 3 5[DE] — 3 6 9
Left Right
Center
Leg Torso Leg
(15] Rear (7) (19)
Left Right
\ Cost: BV: 1,687 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [14)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1 3 3. Lower Arm Actuator 4. Medium Laser 1 3 3. Lower Arm Actuator (e}
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 8 29
5. Endo Steel 6. Life Support 5. Endo Steel P 28*
6. Endo Steel 6. Endo Steel o 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again 8 Right | 26
2. Roll Again ; 'EUS!OH Engfne 2. Roll Again of Arm [25+
3. Roll Again - Fusion Engine 3. Roll Again o] 1o =
- . : - 24
4-6 4. Pl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20~
Left Torso 2. Fusion Engine Right Torso Leg 19"
3. Fusion Engine (14)
1. Jump Jet 4-6 4. Fusi ; 1. Jump Jet 18*
- Fusion Engine
2. [ ER Large Laser 2.[ ER Large Laser ™
5. Jump Jet 17
1-3 3. LER Large Laser B. Medium Laser 1-3 3.LER Large Laser s
4. Medium Laser 4. Medium Laser
5. Endo Steel " - 5.[Guardian ECM Suite 15*
6. Endo Steel Engine H!t.s ode]e] 6. Guardian ECM Suite Heat Sinks: 14*
1. Endo Steel Gyro H!tS oo 1. Endo Steel Level* Shutd Effects E’E [54] 13*
2 Sensor Hits OO P 30 utdown _ ouble
- Endo Steel > - Endo Steel 28 Ammo Exp. avoid on 8+ O O 12
46 3. RollAgain Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ 11
= a . - a ! . OO0
- Roll Again - Endo Steel 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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T 11LLETEIIH

ARMOR DIAGRAM

7
Left Torso Head (7) Right Torso

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Anvil ANV-5Q Name:
Movement Points: Tonnage: B0 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: In_n_er' Spherej HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 8 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 3
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser HD 3 5[DE] — 3 6 9 .
1 Medium Laser CT 3 5[ — 3 6 9 Left Arm Right Arm
1 Large Pulse Laser RT 10 9[P] — 3 7 10 (14) (14)
1 Large Pulse Laser LT 10 9[P] — 3 7 10
Left Right
Center
Leg Torso Leg
(15] Rear (7) (19)
Left Right
\ Cost: BV: 1,336 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [14)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1 3 3. Lower Arm Actuator 4. Medium Laser 1 3 3. Lower Arm Actuator (e}
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 8 29
5. Endo Steel 6. Life Support 5. Endo Steel P 28*
6. Endo Steel 6. Endo Steel o) 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again 8 Right | 26
2. Roll Again ; 'EUS!OH Engfne 2. Roll Again of Arm [25+
3. Roll Again - Fusion Engine 3. Roll Again o] 1o Vg
4-6 4. Pl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20~
Left Torso 2. Fusion Engine Right Torso Leg 19"
. 3. Fusion Engine . (14)
1. [ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink 5 4 J t:g 2.| Double Heat Sink 17+
13 3. LDouble Heat Sink B. '\;‘Im;p eL 13 3.L Double Heat Sink
4. [Large Pulse Laser » Medium Laser 4-[Lar‘ge Pulse Laser 16
5. LLarge Pulse Laser " - 5.l Large Pulse Laser 15*
6. Endo Steel Engine Hits 0O O 6. Endo Steel Heat Sinks: | [7a~
1. Endo Steel Gyro H!tS oo 1. Endo Steel Level™ Shutd Effects ;4 [Elsl 13*
2 Sensor Hits 0O 2 30 Shutdown ouble
- Endo Steel > - Endo Steel 28 Ammo Exp. avoid on 8+ O O 12
a4-6 3. Endo Steel Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ @ g rE
4. Roll Again 4. Roll Again 25 -5 Movement Points 00 o
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ O O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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T 11LLETEIIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Anvil ANV-6M Name:
Movement Points: Tonnage: B0 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 3
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1" TAG HD O 0[§] — 5 9 15 )
1 Medium Laser CT 3 5[DFfF — 3 6 9 Left Arm Right Arm
1 Guardian ECM Suite RT — [ =— — =— B (15) (15)
1 Large Pulse Laser RT 10 9[P] — 3 7 10
1 Large Pulse Laser LT 10 9[P] — 3 7 10
Left Right
Center
Leg Torso Leg
(15] Rear (7) (19)
Left Right
\ Cost: BV: 1,366 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [14)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1 3 3. Lower Arm Actuator 4. TAG 1 3 3. Lower Arm Actuator (e}
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 8 29
5. Endo Steel 6. Life Support 5. Endo Steel P 28*
6. Endo Steel 6. Endo Steel o) 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again 8 Right | 26
2. Roll Again ; 'EUS!OH Engfne 2. Roll Again of Arm [25+
3. Roll Again - Fusion Engine 3. Roll Again o] 1o Vg
4-6 4. Pl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. Fusion Engine Right Torso Leg 19"
3. Fusion Engine (14)
1. [Large Pulse Laser 4-6 4. Fusion Engine 1 -[Lar‘ge Pulse Laser 18*
2. L Large Pulse Laser 9 2.L Large Pulse Laser ™
5. Jump Jet . . 17
1-3 3. Endo Steel B. Medium Laser 1-3 3.[Guardlan ECM Suite s
4. Endo Steel 4. Guardian ECM Suite
5. Endo Steel " - 5. Endo Steel 15*
6. Endo Steel Engine Hits 0O O 6. Endo Steel Heat Sinks: | [7a~
1. Roll Again Gyro H!ts 00 1. Endo Steel Level* Effects 12 (24) o
. Sensor Hits OO P 30 Shutdown i Double
2. Roll Again > - Endo Steel 28 Ammo Exp. avoidon 8+ QO O 12
46 3. Roll Again Life Support O 46 3. Roll Again 26 Shutdown, avoid on 10+ 11
-0 4 . -0 4 ) ' ) (ONe]
- Roll Again - Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator b 3. Lower Leg Actuator 4 utdown, avoid on -+
game Fabs 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer 5. Jump Jet 8  +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

('MECH DATA) WARRIOR DATA

Type: Anvil ANV-8M Name:
Movement Points: Tonnage: B0 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner SphEPEI HitsTaken| 1 | 2 [ 3| 4| 5| 6
Running: B (8] (Advanced]) ) Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0 Era: Clan Invasion
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser HD 5 5[DE] — 4 8 12 .
1 Guardian ECM Suite CcT — [ — — — B Left Arm Right Arm
1 Arrow IV RT/RA10 20 — 1 2 8 (15) (15)
[AE,SF]
1 ERLarge Laser LA 12 8[DE] — 7 14 19
1 ER Medium Laser LA 5 5[DE] — 4 8 12
Left Right
Center
Le Le
9 Torso d
(15] Rear (7) (19)
o> Left Right
\ Cost: BV: 1,690 S Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [14)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1 3 3. Lower Arm Actuator 4. ER Medium Laser 1 3 3.| Arrow IV (e}
™ 4. Hand Actuator 5. Sensors " 4| Arrow IV 8 29
5. | Double Heat Sink 6. Life Support 5.| Arrow IV o 28*
6. | Double Heat Sink 6.| Arrow IV 0 27
1. LDouble Heat Sink Cer_lter TOI"SD 1.| Arrow IV 8 Right | 26
2. [EFI Large Laser ; 'l;us!on Eng!ne 2.| Arrow IV o3 Arm [25*
3. LER Large Laser - Fusion Engine 3.| Arrow IV o] 1o =
- . : - 24
4-6 4. ER Medium Laser 1-3 3. Fusion Engine 4-6 a.| Arrow IV _
5. Endo Steel g Gyro 5.| Arrow IV 23
6. Endo Steel - Gyro 6.L Arrow IV 22*
6. Gyro 21
1. Gyro Right 20~
Left Torso 2. Fusion Engine Right Torso Leg 19"
3. Fusion Engine - (14)
1. Ammo (Arrow IV) 5 46 , Fusion Encin 1.[ Arrow IV 18*
2. Ammo (Arrow IV) 5 ' =ng . 2.| Arrow IV m
3 A 5. [ Guardian ECM Suite 3 17
135 mmo (Arrow V) 5 6. L Guardian ECM Suite 13, Arrow IV 16
4. [MASC 4.| Arrow IV
5. | masc " - 5.LArrow IV 15*
6. Lmasc Engine H!t.s 000 6. Endo Steel Heat Sinks: | [T a*
1. CASE Gyro Hits 0O 1. Endo Steel Shutdo et I’.!)gu[t?lgl 13"
2. Endo Steel Sensor Hits OO 2. Endo Steel Ammo Exp. avoid on 8+ O 12
a4-6 3. Endo Steel Life Support O a4-6 3. Endo Steel Shutdown, avoid on 10+ ¢ rE
4. Endo Steel 4. Endo Steel -5 Movement Points o 10"
5. Endo Steel 5. Roll Again +4 Modifier to Fire
6. Endo Steel 6. Roll Again Ammo Exp. avoid on 6+ O 9
Shutdown, avoid on 8+ O ra
-4 Movement Points (0] >
R Ammo Exp. avoid on 4+ (O
Left Leg nght Leg Shutdown, avoid on B+ 6
1. Hip V 1. Hip +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator _2 Movement Points
5. Endo St§8| Damage Transfer 5. Endo St(?el +1 Modifier to Fire 2
\ 6. Rall Again Diagram 6. Roll Again / -1 Movement Points , 1
8]
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T 11LLETEIIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Tempest TMP-3G Name:
Movement Points: Tonnage: B5 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sp_hEF'EI HitsTaken| 1 | 2 [ 3| 4| 5| 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser HD 3 5[DE] — 3 6 9
2 Medium Laser Cr 3 5[DE] — 3 6 9
1 SRM4 IT 3 2/Msi — 3 6 9
[M,CS]
1 Gauss Rifle RA 1 15 2 7 15 22
[DBX]
1 Large Pulse Laser LA 10 9[P] — 3 7 10
Right
Center
Leg Torso Leg
(28) Rear (7) (28)
Left Right
\ Cost: BvV:1,810 Torso Rear Torso Rear
/ \\ / (6) (6)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [15)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Medium Laser 1 3 3. Lower Arm Actuator
™~ a [Large Pulse Laser 5. Sensors ™ 4.[ Gauss Rifle 29
5. LLarge Pulse Laser 6. Life Support 5.| Gauss Rifle 28*
6. Endo Steel 6.| Gauss Rifle 27
1. Endo Steel Centel" Tqr'SD 1.| Gauss Rifle Right | 26
2. Roll Again ; ))Et 'l;us!on Eng!ne 2.| Gauss Rifle Arm | 25*
3. Roll Again . usion Engine 3.| Gauss Rifle (10) =
- . : - 24
4-6 4. Rl Again 1-3 3. XL Fusion Engine 4-6 4| Gauss Rifle _
5. Roll Again g Gyro 5. Ammo (Gauss) 8 23
6. Roll Again - Gyro 6. Ammo (Gauss) 8 22*
6. Gyro 51
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso e ET-
) ) 3. XL Fusion Engine . . (15)
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine . 9 2. XL Fusion Engine ™
3 XL Fusi ; 5. Medium Laser 3 . h 17
133 usion Engine 6. Medium Laser 1-33 XL Fusion Engine =
4. SRM4 4.[ Double Heat Sink
5. Ammo (SRM 4) 25 " - 5.| Double Heat Sink 15*
6. Ammo (Gauss) 8 Engine H!tS ode]e] 6. Double Heat Sink Heat Sinks: 14*
1. Endo Steel Gyro H!tS oo 1. Endo Steel L%VDEI* ShuthV\IIEI‘]:fECtS I’.!l;llu[t?lsl 13*
2. Endo Steel Sensor Hits OO 2. Endo Steel 28 Ammo Exp. avoid on 8+ O O 12
a4-6 3. Endo Steel Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ ( rE
4. Endo Steel 4. Endo Steel 25 -5 Movement Points 0 o
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Endo Steel 6. Endo Steel 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y 1
0
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ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

('MECH DATA) WARRIOR DATA

Type: Tempest TMP-3M Name:
Movement Points: Tonnage: B5 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser HD 3 5[DE] — 3 6 9
2 Medium Laser CT 3 5[DE] — 3 6 9
1 SRMB IT 4 2/Md — 3 6 9
[M,C.S]
1 Gauss Rifle RA 1 15 2 7 15 22
[DBX]
1 Large Pulse Laser LA 10 9[P] — 3 7 10
Right
(28) Rear (7) (28)
Left Right
\ Cost: BV: 1,786 Torso Rear Torso Rear

(6] (6]

/ \
CRITICAL HIT TABLE \ o

Head Scale
. H Overflow
Left Arm 1. Life Support ng ht Arm Right Torso [15)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Medium Laser 1 3 3. Lower Arm Actuator
™~ a [Large Pulse Laser 5. Sensors ™ 4.[ Gauss Rifle 29
5. LLarge Pulse Laser 6. Life Support 5.| Gauss Rifle 28*
6. Endo Steel 6.| Gauss Rifle 27
1. Endo Steel Centel" Tqr'SD 1.| Gauss Rifle Right | 26
2. Roll Again ; ))Et 'l;us!on Eng!ne 2.| Gauss Rifle Arm | 25*
3. Roll Again . usion Engine 3.| Gauss Rifle (10) =
- . : - 24
4-6 4. Rl Again 1-3 3. XL Fusion Engine 4-6 4| Gauss Rifle _
5. Roll Again g Gyro 5. Ammo (Gauss) 8 23
6. Roll Again B. Gyro 6. Ammo (Gauss) 8 22*
- Gyro ) 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
3. XL Fusion Engine (18]
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine . 2. XL Fusion Engine ™
3 XL Fusi ; 5. Medium Laser 3 . h 17
133 usion Engine 6. Medium Laser 1-33 XL Fusion Engine =
4. [SRM 6 4-[Double Heat Sink
5.LsRm 6 " " 5.| Double Heat Sink 15*
6. Ammo (SRM 6) 15 Engine H!t.s ode]e] 6. Double Heat Sink Heat Sinks: 14"
1. Endo Steel Gyro H!ts 00 1. Endo Steel Level* Effects 11 (22) o
Sensor Hits OO P 30 Shutdown i Double
2. Endo Steel - Endo Steel 12
. 28 Ammo Exp. avoidon 8+ O O
a4-6 3. Endo Steel Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ ( rE
4. Endo Steel 4. Endo Steel 25 -5 Movement Points o o
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Endo Steel 6. Endo Steel 23 Ammo Exp. avoid on B+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hi 1. Hi 17  +3 Modifier to Fire 5+
op V P 15 -3 Movement Point: 0
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator 1 sh th eme 'do 84 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points >
g' Jump Jet Damage Transfer g Jump Jet 8 +1 Modifier to Fil‘je
\ - Jump Jet Diagram - Jump Jet / 5 -1 Movement Points y ;
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ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

BNATTILETETIH

’'MECH RECORD SHEET

('MECH DATA)
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WARRIOR DATA
Type: Tempest TMP-3MA Name:
Movement Points: Tonnage: B5 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sp_hEF'EI HitsTaken| 1 | 2 [ 3| 4| 5| 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser HD 3 5[DE] — 3 6 9
2 Medium Laser CT 3 5[DE] — 3 6 9
1 SRMB LT 4 2/Msi — 3 B 9
[M,CS]
1 AC/10 RA 3 10 — 5 10 15
[DBS]
1 Large Pulse Laser LA 10 9[P] — 3 7 10
Right
Leg ?_enter‘ Leg
orso
) (28) Rear (7) (28]
Left Right
\ Cost: BV: 1,425 Torso Rear Torso Rear
/ \\ / (6) (6)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [15)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1 3 3. Lower Arm Actuator 4. Medium Laser 1 3 3. Lower Arm Actuator (e}
™4, [Large Pulse Laser 5. Sensors "9 4.[ac/10 8 29
5. LLarge Pulse Laser 6. Life Support 5.| AC/10 o 28*
6. Endo Steel 6.| AC/10 ¢) 27
1. Endo Steel Centel" Tqr'SD 1.| AC/10 8 Right | 26
2. Endo Steel ; ;t ius!on Engfne 2. ac/10 of Arm |25
3. Endo Steel . usion Engine 3.| AC/10 o] 1o =
- . : - 24
4-6 4. Endo Steel 1-3 3. XL Fusion Engine 4-6 a.Lac/10 _
5. Endo Steel g- Gyro 5. Ammo [AC/10) 10 23
6. Endo Steel - Gyro 6. Ammo [AC/10) 10 22*
6. Gyro 21
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (15)
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ’ usion Engine 2. XL Fusion Engine
¢] g *
3 XL Fusi ; 5. Medium Laser . h 17
. usion Engine 8 ) 3. XL Fusion Engine
1 -3 a - Medium Laser 1 -3 . 16
. [SRM ] 4.[ Double Heat Sink HEAT
5.LsRm 6 " " 5.| Double Heat Sink 15*
6. Ammo (SRM 6) 15 Engine H!t.s ode]e] 6. Double Heat Sink Heat Heat Sinks: A
1. Endo Steel Gyro Hits 0O 1.[ Double Heat Sink Lol doyects sgu[ﬁgl 13"
2. Endo Steel Sensor Hits OO 2.| Double Heat Sink 28 Ammo Exp. avoid on 8+ O O 12
a4-6 3. Endo Steel Life Support O a4-6 3.L Double Heat Sink 26 Shutdown, avoid on 10+ @ g rE
4. Endo Steel 4. Ammo [AC/10) 10 25 -5 Movement Points o
5. Endo Steel 5. Ammo (AC/10) 10 24  +4 Modifier to Fire
6. Endo Steel 6. Endo Steel 23 Ammo Exp. avoid on B+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y ;




BNATTILETETIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET
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/4 \
'MECH DATA WARRIOR DATA
Type: Tempest TMP-3M2 "Storm Tempest" Name:
Movement Points: Tonnage: B5 Gunnery Skill: Piloting Skill:
Walki.ng: 4 Tech Base: Ir_mer‘ Sphere| HitsTaken| 1 [2 | 34| 5] 6
Running: 6 Era: Jihad Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser HD 5 5[DE] — 4 8 12
2 ER Medium Laser CT 5 5[DE] — 4 8 12
1 Streak SRM 6 LT 4 EMI\/ICS:\] - 3 6 9
1 ERSmall Laser RA 2 3[DF — 2 4 5
1 Light Gauss Rifle RA 1 8 3 8 17 25
[DBX]
1 L Pulse L LA 10 9[P] — 3 7 10 .
arge Pulse Laser [P] o Right
Leg enter Leg
30 Torso a0
) (30] Rear (8) (30)
Left Right
\ Cost: BV: 1,642 Torso Rear Torso Rear
\ / (6) (6)
/ \ Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Right Torso (15) Dvertion
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. ER Medium Laser 1 3 3. Lower Arm Actuator
“9 4. [ Double Heat Sink 5. Sensors 9 4 [ Light Gauss Rifle 29
5. | Double Heat Sink 6. Life Support 5.| Light Gauss Rifle 28*
6. LDouble Heat Sink 6.| Light Gauss Rifle 27
1. [Large Pulse Laser Centel" Tqr'SD 1.| Light Gauss Rifle Right | 26
2. LLarge Pulse Laser 1. XL Fusion Engine 2.L Light Gauss Rifle Arm | 25*
a4-6 3. Endo Steel 2. XL F“5!°" Engine a4-6 3. ER Small Laser (10) [2a%
4. Endo Steel 1-3 3. XL Fusion Engine 4. Ammo (Light Gauss) 16 -
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o gV"" 6. Roll Again 22+
- Gyro 51
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (15)
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine " 2. XL Fusion Engine ™
3. XL Fusion Engine 5. ER Medium Laser 3. XL Fusion Engine 17
135 [St:r'eak SRM 6 8- ERMedium Laser 1-3 4-[Double Heat Sink 16
5. LStreak SRM 6 " - 5.| Double Heat Sink 15*
6. Ammo (Streak SRM 6) 15 Engine H!t.s ode]e] 6. Double Heat Sink Heat Sinks: 14"
1. Endo Steel Gyro H!ts 00 1. Endo Steel Level* Effects 12 (24) o
S H 30 Shutdown Double
2. Endo Steel ensor Hits OO 2. Endo Steel i 12
. 28 Ammo Exp. avoidon 8+ O O
46 3. Endo Steel Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ o o 11
4. Endo Steel 4. Endo Steel 25 -5 Movement Points o o
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Endo Stel 6. Endo Steel 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O >
8
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator b 3. Lower Leg Actuator 4 utdown, avoid on -+
a game Fabs a 13 +2 Modifier to Fire 3
. Foot Actuator . Foot Actuator 10 -2 Movement Points >
g' Jump Jet Damage Transfer g Jump Jet 8 +1 Modifier to Fire =
.d Jet - - d Jet - i
\ ump Je Diagram ump Je /7 5 1 Movement Points / =




ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Daikyu DAI-01 Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM5 LT 2 1/Msl B8 7 14 21
[M,CS]
1 Medium Laser LT 3 5[DE] — 3 6 9
1 Ultra AC/5 RA 1 5/sht 2 B 13 20
[DBR/C]
1 ERPPC LA 15 10[DE] — 7 14
1 Ultra AC/5 LA 1 5/t 2 6 13
PBA/Cl Right
Center
Leg Torso Leg
(26) Rear (10) (28]
\ Cost: BV: 1,603 - Torso Rear Torso Rear
/ \\ 8 (8) (8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea (o)
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Endo Steel 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. | Ultra AC/5 6. Life Support 5.| Ultra AC/5 28*
6. | Ultra AC/5 6.| Ultra AC/5 27
1. | Ultra AC/5 Center Tqr‘so 1.| Ultra AC/5 26*
2. | urra AC/5 1. XL Fusion Engine 2.| uttra AC/5 o5
4.5 3 Lutraac/s 2. XL Fusion Engine 4.g 3LUtraac/s ==
4. [ER PPC 1-3 3. XL Fusion Engine 4. Endo Steel .
5. | ER PPC g- Gyro 5. Roll Again 23
6. LErPrc o Gyro 6. Roll Again 22+
- Gyro 51
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 XL Fusi ; 5. Endo Steel 3 . h 17
133 usion Engine 6. Endo Steel 1-33 XL Fusion Engine =
4. LRM5 4. Ammo (Ultra AC/5) 20
5. Medium Laser " - 5. Ammo [Ultra AC/5) 20 15*
6. Endo Steel Engine H!t.s ode]e] 6. Ammo [LRM 5] 24 Heat Sinks: 14*
1. Endo Steel Gyro Hits 0O 1. CASE Lol ndon et o 2] 13"
2. Endo Steel Sensor Hits 0O 2. Endo Steel 28 Ammo Exp. avoidon 8+ O O 12
46 3. Roll Again Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Endo Steel 25 -5 Movement Points o o
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator 3. Lower Leg Actuator 4 utaown, avoid on <+
game Jlabs 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5.  Endo Steel Damage Transfer 5+ Endo Steel 8  +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel y, \ 5 -1 Movement Points / ;
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Left Torso Head (9) Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Daikyu DAI-02 Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 C®Slave RT — [E] — — — =
1 Streak SRM 6 RT 4 2/Msl — 3 6 9
M.C]
2 ER Medium Laser LT 5 5[DE] — 4 8 12
1 Streak SRM 6 LT 4 2/Msi — 3 6 9
M.C]
1 ERPPC LA 15 10[DE] — 7 14 23
Right
(26) Rear (10) (28]
\ Cost: BV: 1,831 Torso Rear Torso Rear
/ \\ / (8) (8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Endo Steel 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. | Double Heat Sink 6. Life Support 5.| Double Heat Sink 28*
6. | Double Heat Sink 6.| Double Heat Sink 27
1. LDouble Heat Sink Centgr Tqr'SD 1.LDouble Heat Sink 26*
2. | ERPPC 1. x Fusion Engine 2. Endo Steel 25*%
4.6 3 |ErPPC 2. XL Fusion Engine 4.6 3 EndoSteel ==
=0 4. LErPPC 1-3 3. XL Fusion Engine "9 4. Endo Steel .
5. Endo Steel g Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
- Gyro 51
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
i X 3. XL Fusion Engine ] .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 XL Fusi ; 5. Jump Jet 3 . h 17
133 usion Engine 6. Endo Steel 1-33 XL Fusion Engine =
4. Jump Jet 4. Jump Jet
5. Jump Jet " - 5. Jump Jet 15*
6. [St:r'eak SRM 6 Engine H!t.s ode]e] 6-[Streak SRM 6 Heat Sinks: 14*
1. Lstreak sSRM 6 Gyro Hits 0O 1.Lstreak sRM 6 Lol ndon et 08 132 13"
2. ER Medium Laser 5_9"50" Hits 0O 2. Ammo (Streak SRM 6) 15 28 Ammo Exp. avoid on 8+ O O 12
3. ER Medium Laser Life Support O 3. Ammo (Streak SRM 6) 15 26 Shutdown, avoid on 10+ 11
4‘6 a4 4‘6 a ! . OO0
- Endo Steel - C®Slave 25 -5 Movement Points 00 To"
5. Endo Steel 5. cAsE 24  +4 Modifier to Fire
6. Endo Steel 6. Endo Steel 23 Ammo Exp. avoid on B+ (OR¢) 9
22  Shutdown, avoid on 8+ O O 8*
20 -4 Movement Points (ONe] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator ’Ig +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel y, \ 5 -1 Movement Points / ;
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/4 \
'MECH DATA WARRIOR DATA
Type: Daikyu DAI-03 Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8[10] Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 C3Slave RT — [ — — — -—
1 ER Medium Laser LT &5 5[DE] — 4 8 12
1 MRM 20 LT 6 1/Msl — 3 8 15
M.C]
1 ERPPC LA 15 10[DE] — 7 14
Right
Center
Leg Torso Leg
(25) Rear (10) (28]
\ Cost: BV: 1,692 Torso Rear Torso Rear
/ \\ (8) 8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. | ERPPC 6. Life Support 5. Ferro-Fibrous 28*
6. | ERPPC 6. Ferro-Fibrous 27
1. LERPPC Center TOI"-SD 1. Ferro-Fibrous 26*
2. Ferro-Fibrous 1. Light Fusion Engine 2. Ferro-Fibrous 25*%
4 B 3. Ferro-Fibrous 2. L!ght Fus!on Eng!ne 4 B 3. Ferro-Fibrous 24~
4. FerroFibrous 1-3 3.  Light Fusion Engine 4. Ferro-Fibrous -
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous B. Gyro 6. FerroFibrous 22*
. Gyro 21
1. Gyro 20"
Left Torso 2.  Light Fusion Engine Right Torso 19"
] ) . 3. Light Fusion Engine . . .
1. Light Fusion Engine 4-6 4. . ) ; 1. Light Fusion Engine 18*
2. Light Fusion Engine * Light Fusion Engine 2. Light Fusion Engine
9 9 5. Endo Steel g 9 17*
1-3 3 [MRM 20 B oot 1-3 3 Ammo [MRM 20) 12
4.| MRM 20 ndo Stee 4. Ammo (MRM 20) 12 16
5. LMRM™M 20 N N 5.[ masc 15*
6. ER Medium Laser Engine Hits 0O O 6.| masc Heat Sinks: | [7a*
1. Endo Steel Gyro Hits 0O 1.| masc Lol ndon et b4 (28] 13"
2. Endo Steel Sensor Hits 0O 2.Lmasc 28 Ammo Exp. avoidon 8+ O O 12
46 3. Endo Steel Life Support O a4-6 3. C°Slave 26 Shutdown, avoid on 10+ o o 11
4. Endo Steel 4. cASE 25 -5 Movement Points 00 o
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Endo Stel 6. Endo Steel 23 Ammo Exp. avoid on 6+ O O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator ’Ig +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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/4 \
'MECH DATA WARRIOR DATA
Type: Gallowglas GAL-1GLS Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 3
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Small Laser HD 1 3I[DE] — 1 2 3
2 Large Laser RT 8 8[DE] — 5 10 15
1 ERPPC RA 15 10[DE] — 7 14 23
2 Medium Pulse Laser LA 4 B[P — 2 4 6
Right
Center
Leg Torso Leg
(22) Rear (9) 22)
\ Cost: BV: 1,695 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Small Laser 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors ™ 4.[ Double Heat Sink 29
5. | Double Heat Sink 6. Life Support 5.| Double Heat Sink 28*
6. | Double Heat Sink 6.L Double Heat Sink 27
1. LDouble Heat Sink Centel" TOI"SD 1.[ Double Heat Sink 26*
2. Medium Pulse Laser 1. Fusion Engine 2.| Double Heat Sink 25*
a4-6 3. Medium Pulse Laser 2. Fusion Engine 4-6 3.L Double Heat Sink Vg
"9 4. Endo Steel 1-3 3 Fusion Engine "9 4.[ErpPPC .
5. Endo Steel g- Gyro 5.[ ERPPC 23
6. Endo Steel o Gyro 6.LerPrc 22+
. Gyro 21
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 19"
. 3. Fusion Engine - .
1. [ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink 5 4 J t:g 2.| Double Heat Sink 17+
13 3. LDouble Heat Sink B: EulrjnpSte | 13 3.L Double Heat Sink
4. [Double Heat Sink ndo Stee 4.[ Double Heat Sink 16
5. | Double Heat Sink " - 5.| Double Heat Sink 15*
6. L Double Heat Sink Engine H!t.s ode]e] 6. Double Heat Sink Heat Sinks: 14"
1. Endo Steel Gyro H!tS oo 1. -Large Laser L%VDEI* ShuthV\I/Er]:fECtS I’.!lglft?lgl 13*
2. Endo Steel Sensor Hits 0O 2.LLarge Laser 28 Ammo Exp. avoid on 8+ Q O 12
46 3. Endo Steel Life Support O 46 3.[ Large Laser 26 Shutdown, avoid on 10+ 11
O 4 ~O a ! h OO0
- Endo Steel -LLarge Laser 25 -5 Movement Points 00 10"
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Endo Stel 6. Endo Steel 23 Ammo Exp. avoid on 6+ O O 9
22  Shutdown, avoid on 8+ O O 8*
20 -4 Movement Points (ONe] >
. 19 Ammo Exp. avoid on 4+ O O
Left Leg nght Leg 18 Shutdown, avoid on 6+ 5 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator b 3. Lower Leg Actuator 4 utdown, avoid on -+
game Fabs 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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("MECH DATA) WARRIOR DATA
Type: Gallowglas GAL-2GLS Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sp_hEF'EI HitsTaken| 1 | 2 [ 3| 4| 5| 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 3
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Large Laser RT 8 8[DE] — 5 10 15
1 Gauss Rifle RA 1 15 2 7 15 22
[DBX]
1 Medium Pulse Laser LA 4 B[P — 2 4 6
De Right
\&) Center
% ¢ Leg Torso Leg
\?‘!} e2) Rear (9) (e2)
\ Cost: BV: 1,857 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [15)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator 0]
"2 4. Hand Actuator 5. Sensors " 4.[ Gauss Rifle 8 29
5. Medium Pulse Laser 6. Life Support 5.| Gauss Rifle ] 28*
6. Endo Steel 6.| Gauss Rifle 8 27
1. Endo Steel Cer_lter TOI"SD 1.| Gauss Rifle 8 Right | 26
2. Endo Steel ; 'EUS!W‘ Eng!ne 2.| Gauss Rifle 0% Arm | a25*
3. Roll Again - Fusion Engine 3.| Gauss Rifle o] 1M =
- . : - 24
4-6 4. Roall Again 1-3 3.  Fusion Engine 4-6 4. Gauss Rifle -
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. Fusion Engine Right Torso Leg 19"
3. Fusion Engine (18]
1. Endo Steel 4-6 4. Fusi ; 1.[ Large Laser 18*
2. Endo Steel - Fusion Engine 2.l Large Laser
g *
3 5. Jump Jet 3 17
1-3% ndo Steel 6. 1-3% Large Laser
Endo Steel 16
4. Endo Steel 4.1 Large Laser HEAT
5. Endo Steel " - 5. Ammo (Gauss) 8 15*
6. Endo Steel Englne H!tS 000 6. Ammo [Gauss) 8 Heat Heat Sinks: 14*
1. Roll Again Gyro H!ts 00 1. CASE Level* Effects 10 (20) o
. Sensor Hits OO P 30 Shutdown i Double
2. Roll Again > - Endo Steel 28 Ammo Exp. avoid on 8+ QO 12
4. 3 RollAgain Life Support O 4. 3 EndoSteel 56  Shutdown, avoid on 10+ T
-0 4 . -0 4 : ' ) (0]
- Roll Again - Roll Again 25 -5 Movement Points o Tor
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator 3. Lower Leg Actuator 4 utaown, avoid on <+
game Jlabs 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer 5. Jump Jet 8  +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel y, \ 5 -1 Movement Points / ;
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/4 \
'MECH DATA WARRIOR DATA
Type: Gallowglas GAL-3GLS Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking: 4 [5] Tech Base: Inner Sphere] HtsTaken[ 1 |2 [ 3| 4| 5] 6
Running: B (8] Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ERLarge Laser RT 12 8[DE] — 7 14 19
1 Targeting Computer LT =— [E] - - - -
1 Gauss Rifle RA 15 2 7 15 22
[DBX]
1 ER Medium Laser LA 5 5[DE] — 4 8 12
Right
Leg ?_enter‘ Leg
orso
(28) Rear (9) (28)
Left Right
\ Cost: BV: 2,291 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support ng ht Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4.[ Gauss Rifle 29
5. ER Medium Laser 6. Life Support 5.| Gauss Rifle 28*
6. Endo Steel 6.| Gauss Rifle 27
1. Endo Steel Center TOI"-SD 1.| Gauss Rifle 26*
2. Endo Steel 1. Light Fusion Engine 2.| Gauss Rifle 25%
4. 3 Endostes! 2.  Light Fusion Engine 4.6 3| Gauss Rifie v
4. Triple-Strength Myomer 1-3 3. Light Fusion Engine 4. Gauss Rifle -
5. Triple-Strength Myomer g Gyro 5. Triple-Strength Myomer 23
6. Roll Again - Gyro 6. Triple-Strength Myomer 22*
6. Gyro 21
1. Gyro 20"
Left Torso 2. Light Fusion Engine Right Torso 19"
] . i 3. Light Fusion Engine . . .
1. Light Fusion Engine 4-6 4. . . ; 1. Light Fusion Engine 18*
2. Light Fusion Engine - Light Fusion Engine 2. Light Fusion Engine
d g 5. Endo Steel g 9 17*
1-3 3. | Targeting Computer 6. Endo Stesl 1-3 3.[ER Large Laser
4. | Targeting Computer ndo otee 4.LER Large Laser 16
5. | Targeting Computer " - 5.[ER Large Laser 15*
6. Targeting Computer Englne H!tS ode]e] 6.LER Large Laser Heat Sinks: 14
1. | Targeting Computer Gyro H!tS oo 1. Ammo (Gauss) 8 L%VDEI * ShuthV\I/Er]:fECtS E’SJEISI 13*
2. | Targeting Computer S'ensor Hits 0 O 2. Ammo (Gauss) 8 28 Ammo Exp. avoid on 8+ QO 12
4.6 3. LTargeting Computer Life Support O 46 3. CASE 26 Shutdown, avoid on 10+ 11
4. Endo Steel 4. Endo Steel 25 -5 Movement Points o o
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Endo Steel 6. Endo Steel 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8  +1 Modifier to Fire 2
\ 6. TripleStrength Myomer Diagram 6. Triple-Strength Myomer y. \ 5 -1 Movement Points y 1
0
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/4 \
'MECH DATA WARRIOR DATA
Type: Gallowglas GAL-4GLS Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 6 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ERLarge Laser RT 12 8[DE] — 7 14 19
1 Gauss Rifle RA 1 15 2 7 15 22
[DBX]
1 ER Medium Laser LA 5 5[DE] — 4 8 12
De Right
\&) Center
% ¢ Leg Torso Leg
\?‘!} e2) Rear (9) (e2)
\ Cost: BV:1,944 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [15)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator 0]
"2 4. Hand Actuator 5. Sensors " 4.[ Gauss Rifle 8 29
5. ER Medium Laser 6. Life Support 5.| Gauss Rifle [e] 28*
6. Endo Steel 6.| Gauss Rifle 8 27
1. Endo Steel Cer_lter TOI"SD 1.| Gauss Rifle 8 Right | 26
2. Endo Steel ; 'EUS!W‘ Eng!ne 2.| Gauss Rifle 0% Arm | a25*
3. Roll Again - Fusion Engine 3.| Gauss Rifle o] 1M =
- . : - 24
4-6 4. Roall Again 1-3 3.  Fusion Engine 4-6 4. Gauss Rifle -
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro Right 20*
Left Torso 2. Fusion Engine Right Torso Leg 19"
3. Fusion Engine (18]
1. Endo Steel 4-6 4. Fusi ; 1 -[ER Large Laser 18*
- Fusion Engine
2. Endo Steel 2.LER Large Laser ™
3 5. Endo Steel 3 17
1 _3 . Endo Steel 6. Roll Agai 1 _3 .| ER Large Laser
4. Endo Steel ol Again 4.LER Large Laser 16
HEAT -
5. Endo Steel " " 5. Ammo (Gauss) 8 15
6. Endo Steel Englne H!tS 000 6. Ammo [Gauss) 8 Heat Heat Sinks: 14*
1. Endo Steel Gyro Hits 0O 1. CASE '-%VS'* Shutd Effects I'_!,O [Elul 13
2. Endo Steel Sensor Hits OO 2. Endo Steel urdomn i ouble 12
> . 28 Ammo Exp. avoid on 8+ QO
46 3. Roll Again Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ 11
-0 4 . -0 4 : ' ) (0]
- Roll Again - Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Fire o 5+
-3 Movement Points
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 Shutd id on 4 0 2
3. Lower Leg Actuator 3. Lower Leg Actuator 4 utaown, avoid on <+
game Jlabs 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer 5. Jump Jet 8  +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y 1
0
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/4 \
'MECH DATA WARRIOR DATA
Type: Gallowglas GAL-4GLSA Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walki.ng: 4 Tech Base: In_n_er' Spherej HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 6 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser HD 2 3I[DE] — 2 4 5
1 ERLarge Laser RT 12 8[DE] — 7 14 19
2 ER Medium Laser RT 5 5[DE] — 4 8 12
1 Guardian ECM Suite LT — [g] - = =6
1 Gauss Rifle RA 1 15 2 7 15 22
[DBX]
1 ER Medium Laser LA 5 5[DE] — 4 8 12 i
2N Right
% \ Leg ?_z:t;ir‘ Leg
\?‘!} (22) Rear (9) 22)
\ Cost: BvV:2,017 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [15)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1 3 3. Lower Arm Actuator 4. ER Small Laser 1 3 3. Lower Arm Actuator 0]
"2 4. Hand Actuator 5. Sensors " 4.[ Gauss Rifle 8 29
5. ER Medium Laser 6. Life Support 5.| Gauss Rifle [e] 28*
6. Endo Steel 6.| Gauss Rifle 8 27
1. Endo Steel Cer_lter TOI"SD 1.| Gauss Rifle 8 Right | 26
2. Endo Steel ; 'EUS!W‘ Eng!ne 2.| Gauss Rifle 0% Arm | a25*
3. Roll Again - Fusion Engine 3.| Gauss Rifle o] 1M =
- . : - 24
4-6 4. Roall Again 1-3 3.  Fusion Engine 4-6 4. Gauss Rifle -
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro Right 20*
Left Torso 2. Fusion Engine Right Torso e ET-
. i 3. Fusion Engine (15)
1. [Guar‘dlan ECM Suite 4-6 4. Fusion Engine 1 -[ER Large Laser 18*
2. L Guardian ECM Suite 9 2.LER Large Laser ™
3 5. Endo Steel 3 . 17
1 _3 . Endo Steel 6. ; 1 _3 . ER Medium Laser
4. Endo Steel Roll Again 4. ER Medium Laser 16
HEAT -
5. Endo Steel " " 5. Ammo (Gauss) 8 15
6. Endo Steel Englne H!tS 000 6. Ammo [Gauss) 8 Heat Heat Sinks: 14*
1. Endo Steel Gyro Hits 0O 1. CASE Lol ndon et o 2] 13"
2. Endo Steel Sensor Hits 0O 2. Endo Steel 28 Ammo Exp. avoidon 8+ O O 12
46 3. Endo Steel Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ 11
4. Endo Steel 4. Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Rol Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points / 1
0
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WARRIOR DATA
Type: Gallowglas WD Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Clan _ HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 3
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser RT 5 7[DE] — 5 10 15
1 ERPPC RA 1515[DE] — 7 14 23
2 Small Pulse Laser LA 2 3[PA] — 2 4 B
De Right
\&) Center
% ¢ Leg Torso Leg
\?‘!} (22) Rear (9) (22)
\ Cost: Bv:2,094 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [15)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator 0]
"2 4. Hand Actuator 5. Sensors - 4.[ER PPC 8 29
5. Small Pulse Laser 6. Life Support 5.LER PPC [e] 28*
6. Small Pulse Laser 6. Roll Again 8 27
1. Roll Again Cer_'ter TOPSD 1. Roll Again g Right | 26*
2. Roll Again ; 'EUS!OH Engfne 2. Roll Again o4 Arm [B5*
3. Roll Again - Fusion Engine 3. Roll Again o] 1M Vg
4-6 4. Pl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro Right 20~
Left Torso 2. Fusion Engine Right Torso e ET-
. 3. Fusion Engine (15)
1. [Double Heat Sink 4-6 4. Fusion Engine 1. Jump Jet 18*
2. L Double Heat Sink g 2. ER Medium Laser ™
5. Roll Again " 17
1-3 3. Endo Steel 6 ) 1-3 3. ER Medium Laser
- - Roll Again - 16
4. Endo Steel 4. Endo Steel HEAT
5. Endo Steel " - 5. Endo Steel 15*
6. Roll Again Engine H!t.s 000 6. Roll Again Heat Heat Sinks: 1a*
1. Roll Again Gyro H!ts 00 1. Roll Again Level* Effects 15 (30) o
. Sensor Hits OO P . 30 Shutdown i Double
2. Roll Again - - Roll Again 28 Ammo Exp. avoid on 8+ Q O 12
46 3. Roll Again Life Support O 46 3. Rol Again 26 Shutdown, avoid on 10+ o o 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 00 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ O O 9
22  Shutdown, avoid on 8+ O O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer 5. Jump Jet 8  +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel y, \ 5 -1 Movement Points / ;




ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

BNATTILETETIH

’'MECH RECORD SHEET

('MECH DATA)

\
ZCRITICAL HIT TABLE)

(8]

WARRIOR DATA
Type: Hercules HRC-LS-9000 Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1" AMS CT 1 —[PD] — — =— =—
1 ERPPC RT 15 10[DE] — 14 23
1 Small Pulse Laser(R) RT 2 3[PA] — 1 2 3
1 Small Pulse Laser(R) LT 2 3[PA] — 1 2 3
1 Streak SRM 2 LT 2 2/Msl — 3 6 9
MC]
1 LB10-XAC RA 2 10 — 6 12 18
[DB,C/F/S] .
1 MediumPulselaser LA 4 6B[P] — 2 4 6 Center Right
Le Le
24g Torso 24?
(24] Rear (10) (24)
Left Right
\ Cost: BV: 1,561 Torso Rear Torso Rear

(8]

© 2011 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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Heat
oad A XINTERNAL STRUCTURE DIAGRAM J008H
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
3. Lower Arm Actuator 4. Ferro-Fibrous 3. Lower Arm Actuator
1-3 4 Hand Actuator 5. Sensors 1-3 4 B 10xAc 29
5. Medium Pulse Laser 6. Life Support 5.| LB10-XAC 28*
6. Ferro-Fibrous 6.| LB10-XAC 27
1. Roll Again Center‘ Torso 1.| LB10-XAC 26*
2. Roll Again 1. XL Fusion Engine 2.| LB10xAC o5
4.6 3 FollAgan 2. XL Fusion Engine 4.g 3L1B10XAC ==
4. Roall Again 1-3 3. XL Fusion Engine 4. Ferro-Fibrous -
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
i X 3. XL Fusion Engine ] .
1. XL Fusion Engine 4-6 . ; 1. XL Fusion Engine 18*
2. XL Fusi " 4. XL Fusion Engine 2 . .
. usion Engine 5. AMS - XL Fusion Engine 17%
1-3 3. XL Fusion Engine 6. F Fib 1-3 3. XL Fusion Engine
4. Streak SRM 2 » Ferrofibrous 4.[ERPPC e
5. Small Pulse Laser (R) " - 5.| ERPPC 15*
6. Ammo (Streak SRM 2) 50 Engine H!t.s ode]e] 6.LERPPC Heat Sinks: 14"
1. Ammo [AMS) 12 Gyro Hits 0O 1. Small Pulse Laser (R) Level™ Effects 12 (24) 13
P ! Sensor Hits OO P 30 Shutdown Double
- Ferro-Fibrous > - Ammo (LB 10-X) 10 28 Ammo Exp. avoid on 8+ O O 12
4. 3 Ferrofibrous Life Support O 4-g 3- Ammo (LB 10X Cluster) 10 26 Shutdown, avoid on 10+ @ o 11
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points 0 o
5. Roall Again 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Roll Again 6. Ferro-Fibrous 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +§ Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éh l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 EUM 05‘.’;?- aVD'F. on 4+
4. Foot Actuator 4. Foot Actuator 13- odifier to Fire 3
+ rootAc : ¥ 10 -2 Movement Points >
5. Ferr‘o-Ffbrous Damage Transfer 5. Fer‘ro»Ffbr‘ous 3 +1 Modifier to Fire
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
0




ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Hercules HRC-LS-9001 Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM 2 CT 2 2/Msl — 3 6 9
M,C]
1 ERPPC RT 15 10[DE] — 7 14 23
1 Small Pulse Laser(R) RT 2 3[PA] — 1 2 3
1 Small Pulse Laser(R) LT 2 3[PA] — 1 2 3
1 Streak SRM 2 LT 2 2/Msl — 3 6 9
M.C]
1 LB10XAC RA 2 10 — 6 12 18 .
[DB,C/F/S] Cent Right
1 MediumPulselaser LA 4 B[P] — 2 4 B Leg TE" er Leg
orso
(24) Rear (10) (4]
Left Right
\ Cost: BV: 1,566 Torso Rear Torso Rear
/ \\ / (8) (8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors "2 4 [LB10XAC 29
5. Medium Pulse Laser 6. Life Support 5.| LB10-XAC 28*
6. Ferro-Fibrous 6.| LB10-XAC 27
1. Roll Again Center Tqr‘so 1.| LB10-XAC 26*
2. Roll Again 1. XL Fusion Engine 2.| LB10xAC o5
4.6 3 FollAgan 2. XL Fusion Engine 4.g 3L1B10XAC ==
4. Roall Again 1-3 3. XL Fusion Engine 4. Ferro-Fibrous -
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 XL Fusi h 5. streak SRM 2 3 : . 17
133 usion Engine 6. FerroFibrous 1-33 XL Fusion Engine =
4. Streak SRM 2 4.[ ERPPC
5. Small Pulse Laser (R) " - 5.| ERPPC 15*
6. Ammo (Streak SRM 2) 50 Engine H!t.s ode]e] 6.LERPPC Heat Sinks: 14"
1. Ferro-Fibrous Gyro H!tS oo 1. Small Pulse Laser (R) L%VDEI* ShuthV\I/Er]:fECtS I’.IJEU[EI:I 13*
2. FerroFibrous S'ensor Hits 0O 2. Amma (LB 10-X) 10 28 Ammo Exp. avoid on 8+ O O 12
3. FerroFibrous Life Support O 3. Ammo (LB 10X Cluster) 10 26 Shutdown, avoid on 10+ 11
46, ; 46, . - : 00
- Roll Again - Ferro-Fibrous 25 -5 Movement Points o 10"
5. Roall Again 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Roll Again 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ o 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér'at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Ferr‘o-Ffbrous Damage Transfer 5. Fe"'"U’FfmeS 8 +1 Moaodifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
0




T 11LLETEIIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

('MECH DATA)

WARRIOR DATA
Type: Thunder THR-1L Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: |nner Sp_her‘e| HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser CT 4 B[P — 2 4 B
1 AC/20 RT/RA7 =20 — 3 6 9
[DBS]
1 Medium Pulse Laser RT 4 ©6[P] — 2 4 6
1 LBRM5 LT 2 1/Msl B8 7 14 21
[M,CS]
1 Medium Pulse Laser LT 4 ©6[P] — 2 4 6
Right
(30) Rear (9) (30)
Left Right
\ Cost: BV:1,471 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3.| AC/20
"2 4. Hand Actuator 5. Sensors "~ 4| Ac/20 29
5. Roll Again 6. Life Support 5.| Ac/20 28*
6. Rall Again 6. Ac/20 27
1. Roll Again Centel" Tqr'SD 1.| AC/20 26*
2. Roll Again 1. XL Fusion Engine 2.| ac/20 o5
4.6 3 FollAgan 2. XL Fusion Engine 4.6 3| Ac/20 ==
-6 4 Roll Again 1-3 3. XL Fusion Engine O 4. AC/20 .
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine . 2. XL Fusion Engine ™
3 XL Fusi ; 5. Medium Pulse Laser 3 . h 17
133 usion Engine 6. Roll Again 1-33 XL Fusion Engine =
4. Medium Pulse Laser 9 4-[AC/20
5. LRMS5 " - 5.LAc/20 15*
6. Ammo (AC/20)5 Engine H!t.s ode]e] 6. Medium Pulse Laser Heat Sinks: 14"
1. Ammo [AC/20) 5 Gyro Hits 0O 1. Roll Again Lol ndon et o 2] 13"
2. Ammo (AC/20) 5 S'ensor Hits 0O 2. Roll Again 28 Ammo Exp. avoidon 8+ QO O 12
4.6 3 Ammo(LRM 5)24 Life Support O 4-g 3 Poll Again 26 Shutdown, avoid on 10+ 11
4. case 4. Roll Again 25 -5 Movement Points o o
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator ’Ig +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Roll Again Damage Transfer S. Roll Again 8  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y ;

© 2011 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
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Thunder THR-2L Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking:  5[6] Tech Base: Inner Sphere] HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 8[9] Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser CT 5 5[DE] — 4 8 12
1 ER Medium Laser RT 5 5[DE] — 4 8 12
1 Guardian ECM Suite RT — [E] - - =B
1 LB20XAC RT/RA B 20 — 4 8 12
[DB.C/F/8]
1 Streak SRM 6 LT 4 EKMs\ - 3 6 9
MC]
1 ER Small Laser LA 2 3[DE] — 2 4 5 Right
(28) Rear (9) (28)
Left Right
\ Cost: BV: 1,964 Torso Rear Torso Rear

7] 7]

\ ,
/4 AN '
CRITICAL HIT TABLE AWINTERNAL STRUCTURE DIAGRANM Y0k

Head ) seate
Left Arm 1. Life Support ng ht Arm veriow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3.| LB20-XAC
"2 4. Hand Actuator 5. Sensors "2 4.| LB20XAC 29
5. ER Small Laser 6. Life Support 5.| LB 20-X AC 28*
6. Stealth 6.| LB 20-X AC 27
1. Stealth Center‘ Tqrso 1.| LB20-XAC 26*
2. Triple-Strength Myomer 1. x FUS!"" Eng!ne 2.| LB20-X AC 25*
4.g & TrileStrength Myomer 2. XL Fusion Engine 4.g 3| LB20XAC o
4. Triple-Strength Myomer 1-3 3. XL Fusion Engine 4.L1B20-XAC -
5. Triple-Strength Myomer g Gyro 5. Stealth 23
6. TripleStrength Myomer - Gyro 6. Stealth 22*
6. Gyro 51
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
. X 3. XL Fusion Engine ] .
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine " 9 2. XL Fusion Engine ™
; ; 5. ER Medium Laser . . 17
1-3 3. XL Fusion Engine 6. Roll Again 1-3 3. XL Fusion Engine s
4. [St:r'eak SRM 6 g 4-[LB 20-X AC
5. Lstreak SRM 6 - " 5.| LB 20-X AC 15
6. Ammo (Streak SRM 6) 15 Engine H!t.s 000 6.LLB 20-X AC Heat Sinks: a
1. Ammo (LB 20X]5 Gyro Hits 0O 1. ER Medium Laser Level™ Effects 11 (22) 13
Sensor Hits OO P i i 30 Shutdown i Double
2. Ammo (LB 20-X Cluster) 5 > -[Guardlan ECM Suite 28 Ammo Exp. avoid on 8+ O O 12
4.6 3 Ammo (LB 20X Cluster) 5 Life Support O 4-g 3-\-Guardian ECM Suite 26 Shutdown, avoid on 10+ 11
4. case 4. Stealth 25 -5 Movement Points o o
5. Stealth 5. Stealth 24  +4 Modifier to Fire
6. Stealth 6. TripleStrength Myomer 23 Ammo Exp. avoid on 6+ o 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator 3. Lower Leg Actuator 4 utaown, avoid on <+
game Jlabs 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. Stealth Damage Transfer g- Stealth 8 +1 Modifier to Fire 2
\ - Stealth Diagram - Stealth / 5 -1 Movement Points , ;
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ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

('MECH DATA) WARRIOR DATA

Type: Thunder THR-3L Name:
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill:
Walking:  5[6] Tech Base: Inner Sphere] HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 8[9] [Ad\!aﬂced] Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0 Era: Civil War
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser CT 5 5[DE] — 4 8 12
1 Arrow IV RT/RA10 20 - 1 2 8
[AE,SF]
1 ER Medium Laser LT 5 5[DE] — 4 8 12
1 Streak SRM 6 LT 4 2/Msi — 3 6 9
MC]
1 Guardian ECM Suite LA — [E] - — = 6
Right
(30) Rear (9) (30)
Left Right
\ Cost: BV: 1,950 Torso Rear Torso Rear

7] 7]

\ ,
/4 AN '
CRITICAL HIT TABLE AWINTERNAL STRUCTURE DIAGRANM Y0k

Head ) seate
Left Arm 1. Life Support nght Arm veriow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Triple-Strength Myomer 1 3 3.| Arrow IV
"2 4. Hand Actuator 5. Sensors "9 4| Arrow IV 29
5. [Guardian ECM Suite 6. Life Support 5.| Arrow IV 28*
6. LGuardian ECM Suite 6.| Arrow IV 27
1. Stealth Centel" Tqr'SD 1.| Arrow IV 26*
2. Stealth ; ))Et 'l;us!on Eng!ne 2.| Arrow IV 25*
3. Triple-Strength Myomer . usion Engine 3.| Arrow IV G
- . : - 24
4-6 4. Triple-Strength Myomer 1-3 3. XL Fusion Engine 4-6 4. Arrow IV -
5. Triple-Strength Myomer g Gyro 5. Stealth 23
6. Triple-Strength Myomer - Gyro 6. Stealth 22*
6. Gyro 21
1. Gyro 20"
Left Torso 2 XL Fusion Engine Right Torso 19"
1. XL Fusion Engine 4-6 4' XL Fus!on ng!ne 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine " 2. XL Fusion Engine ™
3 XL Fusi ; 5. ER Medium Laser 3 . " 17
133 usion Engine 6. TrinleStrenath Myvomer 1-33 XL Fusion Engine =
4. [St:r'eak SRM 6 P geh vy 4.[ Arrow IV
5. LStreak SRM 6 " - 5.| Arrow IV 15*
6. ER Medium Laser Engine H!tS ode]e] 6.| Arrow IV Heat Sinks: 14*
1. Ammo (Arrow IV) 5 Gyro H!tS oo 1.| Arrow IV Level™ Effects 11 (22) 13*
Sensor Hits OO P 30 Shutdown i Double
2. Ammo (Arrow IV) 5 > -| Arrow IV 28 Ammo Exp. avoid on 8+ O O 12
4.6 3 Ammo [Streak SRM 6) 15 Life Support O 4-g 3| Arrow vV 26 Shutdown, avoid on 10+ 11
4. CASE 4. Arrow IV 25 -5 Movement Points o o
5. Stealth 5. Stealth 24  +4 Modifier to Fire
6. Stealth 6. Stealth 23 Ammo Exp. avoid on B+ o 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points >
g. Stealth Damage Transfer g- Stealth 8 +1 Modifier to Fire
\ - Stealth Diagram - Stealth / 5 -1 Movement Points , ;
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/4 \
'MECH DATA WARRIOR DATA
Type: Bandersnatch BNDR-O1A Name:
Movement Points: Tonnage: 75 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] Hits Taken[ 1 [2 [ 3] 4 3]
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LBMS HD 2 1/Msl B 14 21
MO Lefc Arm Right Arm
2 Medium Laser(R) CT 3 5[DE] — 3 6 9 (18) (18)
1 LBRM5 RT 2 1/Msl B8 7 14 21
[M,CS]
1 LBRM5 LT 2 1/Msl B8 7 14 21
[M,CS]
1 LB10XAC RA 2 10 — 6 12 18 .
[DB,.C/F/S] Left Right
2  Medium Laser RA 3 5[DFf — 3 6 9 Leg Center Leg
1 LB10XAC LA 2 0 — B 12 18 Torso
[DBC/F/S] (18) Rear (10] (18)
2 Medium Laser LA 3 5[DE] — 3 6 9
Left Right
\ Cost: BV:1,478 Torso Rear Torso Rear
/ \\ / (8) 8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea (o)
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (16) Right Torso (16)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. LRM5 1 3 3. Lower Arm Actuator
"2 4.[LB10-XAC 5. Sensors "2 4 [LB10XAC 29
5.| LB10-XAC 6. Life Support 5.| LB 10-X AC 28*
6.| LB10-X AC 6.| LB10-XAC 27
1.| LB10-XAC Center Tqr‘so 1.| LB10-XAC Left JO Right 26>
2.| LB10XAC 1. XL Fusion Engine 2.| LB10-XAC Arm Arm |25+
4.g & L8 10xAC 2. XL Fusion Engine 4. 318 10xAC 12 12 o5
4. Medium Laser 1-3 3. XL Fusion Engine 4. Medium Laser -
5. Medium Laser 4. Gyro 5. Medium Laser 23
6. Roll Again g' Gyro 6. Roll Again 22+
- Gyro ) 21
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (18]
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine . 2. XL Fusion Engine ™
3 XL Fusi " 5. Medium Laser (R) . . 17
. usion Engine 8 3 3. XL Fusion Engine
1-3 - Medium Laser (R) 1-3 16
4. LRM5 4. LRM5 HEAT
5. Ammo (LRM 5) 24 " - 5. Ammo (LRM 5) 24 15*
6. Ammo (LB 10-X) 10 Engine H!t.s 000 6. Ammo (LB 10X) 10 Heat Heat Sinks: 1a*
1. Ammo [LB 10X Cluster) 10 Gyro Hits 0O 1. Ammo (LB 10X Cluster] 10 '-%"S'* Shut dov\'f;fECtS I’.!)gu[t?lgl 13
2. CASsE Sensor Hits 0O 2. CASE 28 Ammo Exp. avoid on 8+ QO 12
46 3. Rall Again Life Support O 46 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Roll Again Damage Transfer S. Roll Again 8  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y ;




ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

('MECH DATA) WARRIOR DATA

Type: Bandersnatch BNDR-01B Name:
Movement Points: Tonnage: 75 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 6 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM 2 HD 2 2/Msl =— 3 6 9
M.C]
1 LBMS RT 2 1/Msl 6 7 14 21
[MC,S]
1 LRM5 LT 2 1/Msl 6 7 14 21
[MC,S]
2 Medium Laser RA 3 5[DE] — 3 6 9
1 PPC RA 1010[DE] 3 6 12 18 .
2 Medium Laser IA 3 5D — 3 6 9 Cent Right
1 Ultra AC/10 LA 4 1o/sht — 6 12 18 Leg enter Leg
[DBR/C] o5 Torso o
(2] Rear (10) (29)
\ Cost: BV: 1,630 Torso Rear Torso Rear

(8] (8]

\ N
/ \
CRITICAL HIT TABLE \ o

Head Scale
. H Overflow
. Lg:t IdArm ; ;Zissol’l";p""t 1 Rs:hghk:: Arm Left Torso (16) Right Torso [16)
. oulder . . oulaer . 7
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
3. Lower Arm Actuator 4. Streak SRM 2 3. Lower Arm Actuator
1-3 4. [urra Ac/10 5. Sensors 1-3 4.[ pPc 29
5. | Ultra AC/10 6. Life Support 5.| PPC 28*
6. | uitra AC/10 6.LPPC 27
1. | Ultra AC/10 Center TOI"-SD 1. Medium Laser Left JO Right | 26
2. | Ultra AC/10 ; t!g:t 'EUS!O" Eng!ne 2. Medium Laser Arm Arm | 25*
3. | urraAac/10 - Light Fusion Engine 3. Roll Again 112) 2] G
- . . . - 24
4-6 4. Luitra AC/10 1-3 3. Light Fusion Engine 4-6 4. Roll Again
5. Medium Laser g Gyro 5. Roll Again 23"
6. Medium Laser - Gyro 6. Roll Again 22*
6. Gyro ) 21
1. G_yr'o _ _ . Rl_lght 20*
Left Torso 2.  Light Fusion Engine Right Torso O KT
1. Lioht Fusion Endi 4-6 3. Light Fusion Engine 1. Liaht Fusion Engi (16) e
2' 'ght rusion Engine 4. Light Fusion Engine * Hight fusion Engine
. Light Fusion Engine 5. Roll Again 2. Light Fusion Engine 17%
3. LRM5 ’ 3. LRM5
- 6. i -
1-3%) Ammo (LRM 5) 24 Roll Again 1-34 fai Again HEAT 18
5. Ammo (Ultra AC/10) 10 " - 5. Roll Again 15*
6. Ammo (Ultra AC/10) 10 Engine H!t.s ode]e] 6. Roll Again Heat Heat Sinks: A
1. Ammo [Streak SRM 2] 50 Gyro Hits 0O 1. Roll Again Level™ Effects 10 (20) 13
P Sensor Hits OO P . 30 Shutdown Double
- GASE - - Roll Again 28 Ammo Exp. avoid on 8+ O 12
a4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o o
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[H Lq S.[ 2. Upper Leg Actuator :ll Z éﬁu'}:/cli%ﬁ?ear:folizo:jnﬁs4+ 0 2
2. Lower Leg Actuator game Dlabs 2 Lower Leg Actuator 13 42 Modifiér‘ to Fire 3
. Foot Act_‘.uat:or‘ . Foot Acl_:uator‘ 10 -2 Movement Points >
5. Rol Again Damage Transfer S. Roll Again 8  +1 Modifier to Fire
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y 1
8]

© 2011 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.
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9
Left Torso Head (9) Right Torso
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’'MECH RECORD SHEET

('MECH DATA)
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WARRIOR DATA
Type: Falconer FLC-8R Name:
Movement Points: Tonnage: 75 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sp_hEF'EI HitsTaken| 1 | 2 [ 3| 4| 5| 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser RT 3 5[DE] — 3 6 9
2 Medium Laser LT 3 5[DE] — 3 6 9
1 Gauss Rifle RA 1 15 7 15 22
[DBX]
1 ERPPC LA 15 10[DE] — 7 14 23
Right
Leg ?_enter‘ Leg
orso
(22) Rear (8) (22)
\ Cost: BV: 2,231 Torso Rear Torso Rear
/ \\ / (6) (6)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (16) Right Torso (16)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Endo Steel 1 3 3. Lower Arm Actuator
" 4. [ERPPC 5. Sensors " 4.[ Gauss Rifle 29
5.| ERPPC 6. Life Support 5.| Gauss Rifle 28*
6. LERPPC 6.| Gauss Rifle 27
1. Endo Steel Centel" Tqr'SD 1.| Gauss Rifle Left Jo Right | 26
2. Endo Steel ; ))Et 'l;us!on Eng!ne 2.| Gauss Rifle Arm Arm | 25*
3. Roll Again . usion Engine 3.| Gauss Rifle (12) 12 =a=
4-6 4. Rl Again 1-3 3. XL Fusion Engine 4-6 4| Gauss Rifle _
5. Roll Again g Gyro 5. Endo Steel 23
6. Roll Again o Gyro 6. Endo Steel 22+
- Gyro ) 21
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (18]
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 XL Fusi ; 5. Jump Jet . h 17
. usion Engine 8 3. XL Fusion Engine
1-3 i - Endo Steel 1-3 ; 16
4. Medium Laser 4. Medium Laser HEAT
5. Medium Laser " " 5. Medium Laser 15*
6. Endo Steel Englne H!tS 000 6. Ammo [Gauss) 8 Heat Heat Sinks: 14*
1. Endo Steel Gyro H!tS oo 1. Ammo [Gauss) 8 L%VDEI* Shutdov\I/E:fECtS E’SJEISI 13*
2. Endo Steel Sensor Hits OO 2. Endo Steel 28 Ammo Exp. avoid on 8+ QO 12
a4-6 3. Endo Steel Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ ( rE
4. Roll Again 4. Endo Steel 25 -5 Movement Points o
5. Rall Again 5. Endo Steel 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on <+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y ;




TITLETEDS

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Penetrator PTR-4D Name:
Movement Points: Tonnage: 75 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1" AMS CT 1 —[PD] — — — —
3 Medium Pulse Laser RT 4 B[P — 2 4 B
3 Medium Pulse Laser LT 4 B[P — 2 4 B
1 ERLarge Laser RA 12 8[DE] — 7 14 19
1 ERLarge Laser LA 12 8[DE] — 7 14 19
Right
Center
Leg Torso Leg
(26) Rear (9) (26)
Left Right
\ Cost: BV: 1,687 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (16) Right Torso (16)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
™~ a [ER Large Laser 5. Sensors - 4.[ER Large Laser 29
5. LER Large Laser 6. Life Support 5.LER Large Laser 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again Left Jo Right | 26
2. Roll Again ; 'EUS!OH Engfne 2. Roll Again Arm Arm [25+
3. Roll Again - Fusion Engine 3. Roll Again (12) 12 =a=
4-6 4. Rl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. Fusion Engine Right Torso Leg 19"
i 3. Fusion Engine . (16)
1. Medium Pulse Laser 4-6 4. Fusi ; 1. Medium Pulse Laser 18*
2. Medium Pulse Laser - Fusion Engine 2. Medium Pulse Laser
3 " 5. Ams : 17*
133 Medium Pulse Laser 6. Ammo (AMS] 12 1-3 3. Medium Pulse Laser =
4. Rl Again (AVS) 4. Roll Again
5. Rall Again " - 5. Roll Again 15*
6. Roll Again Engine H!t.s 000 6. Roll Again Heat Sinks: | [T a*
1. Roll Again Gyro Hits 0O 1. Roll Again Lol ndon et o2 (2d) 13"
2. Roll Again Sensor Hits 0O 2. Roll Again 28 Ammo Exp. avoid on 8+ Q O 12
46 3. RollAgain Life Support O 46 3. Roll Again 26 Shutdown, avoid on 10+ 11
a . a ) ) (ONe]
- Roll Again - Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator b 3. Lower Leg Actuator 4 utdown, avoid on -+
game Fabs 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer 5. Jump Jet 8  +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y ;

© 2011 The Topps Company, Inc. Classic BattleTech, BattleTech, "M
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ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET
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/4 \
'MECH DATA WARRIOR DATA
Type: Penetrator PTR-4F Name:
Movement Points: Tonnage: 75 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: |nner Sp_her‘e| HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1" AMS CT 1 —[PD] — — — —
2 Medium Pulse Laser RT 4 B[P — 2 4 B
2 Medium Pulse Laser LT 4 B[P — 2 4 B
1 LRM10 RA 4 1/Msl 6 7 14 21
w/ Artemis IV FCS [M,CS]
1 LBRM10 LA 4 1/Msl B 7 14 21
w/Artemis IV FCS [M,CS]
Right
Center
Leg Torso Leg
(26) Rear (9) (26]
Left Right
\ Cost: BV: 1,564 Torso Rear Torso Rear
/ \\ (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea (o)
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (16) Right Torso (16)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
4. [LRM 10 5. Sensors - 4.[LRM 10 29
5. LLRM 10 6. Life Support 5.LLRM 10 28*
6. Artemis IV FCS 6. Artemis IV FCS 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again Left JO Right | 26
2. Roll Again ; 'EUS!OH Engfne 2. Roll Again Arm Arm [25+
3. Roll Again - Fusion Engine 3. Roll Again (12) 12 =a=
4-6 4. Rl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro Right 20~
Left Torso 2. Fusion Engine Right Torso Leg 19"
i 3. Fusion Engine . (16)
1. Medium Pulse Laser 4-6 4. Fusion Engine 1. Medium Pulse Laser 18*
2. Medium Pulse Laser 5. AMS 9 2. Medium Pulse Laser 17+
1-3 3 Ammo (LRM 10 Artemis) 12 G 1-3 3 Ammo (LRM 10 Artemis) 12
"3 4. Roll Again * Ammo (AMS] 12 "3 4. Roll Again 18
5. Rall Again " - 5. Roll Again 15*
6. Roll Again Engine H!t.s 000 6. Roll Again Heat Sinks: | [T a*
1. Roll Again Gyro Hits 0O 1. Roll Again Shutdo et o2 (2d) 13"
2. Roll Again Sensor Hits 0O 2. Roll Again Ammo Exp. avoidon 8+ QO O 12
46 3. Roll Again Life Support O 46 3. Roll Again Shutdown, avoid on 10+ 11
-0 4 . -0 4 ) ' ) (o)6}
- Roll Again - Roll Again -5 Movement Points o 10"
5. Rall Again 5. Roll Again +4 Modifier to Fire
6. Rol Again 6. Rol Again Ammo Exp. avoid on B+ o 9
Shutdown, avoid on 8+ O ra
-4 Movement Points (0] >
R Ammo Exp. avoid on 4+ (O
Left Leg nght Leg Shutdown, avoid on B+ 6
1. Hip V 1. Hip +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator _2 Movement Points
5. Jump Jet Damage Transfer 5. Jump Jet +1 Moadifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y 1
0




T 11LLETEIIH

’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Penetrator PTR-6M Name:
Movement Points: Tonnage: 75 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: |nner Sp_her‘e| HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 AMS CT 1 —[PD] — — — -—
2 Medium Pulse Laser RT 4 B[P — 2 4 B
2 Medium Pulse Laser LT 4 B[P — 2 4 B
1 ERLarge Laser RA 12 8[DE] — 7 14 19
1 ERLarge Laser LA 12 8[DE] — 7 14 19
Right
Center
Leg Torso Leg
(24) Rear (8) (4]
Left Right
\ Cost: BV: 1,639 Torso Rear Torso Rear
/ \\ / (6) (6)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (16) Right Torso (16)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
™~ a [ER Large Laser 5. Sensors - 4.[ER Large Laser 29
5. LER Large Laser 6. Life Support 5.LER Large Laser 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again Left Jo Right | 26
2. Roll Again ; 'EUS!OH Engfne 2. Roll Again Arm Arm [25+
3. Roll Again - Fusion Engine 3. Roll Again (12) 12 =a=
4-6 4. Rl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
- Gyro ) 21
1. Gyro Right 20~
Left Torso 2. Fusion Engine Right Torso Leg 19"
. 3. Fusion Engine - . (16)
1. [ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink 5 9 2.| Double Heat Sink ™
. - AMS . 17
1-3 3. LDouble Heat Sink B. Ammo (AMS) 12 1-3 3. L Double Heat Sink s
4. [Double Heat Sink 4.[ Double Heat Sink
5. | Double Heat Sink " - 5.| Double Heat Sink 15*
6. L Double Heat Sink Engine H!t.s ode]e] 6. Double Heat Sink Heat Sinks: 14"
1. Medium Pulse Laser Gyro H!tS oo 1.[ Double Heat Sink L%VDEI* ShuthV\I/Er]:fECtS E’ZJEI:] 13*
2. Medium Pulse Laser S'BnSDI' Hits oo 2.| Double Heat Sink 28 Ammo Exp. avoidon 8+ 0O O 12
4. 3 RollAgain Life Support O 4-g -\ Double Heat Sink 26 Shutdown, avoid on 10+ 11
-0 4 . -0 4 . ' ) (ONe]
-+ Roll Again - Medium Pulse Laser 25 -5 Movement Points 00 710*
5. Rall Again 5. Medium Pulse Laser 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ O O 9
22  Shutdown, avoid on 8+ O O 8*
20 -4 Movement Points (ONe] >
. 19 Ammo Exp. avoid on 4+ O O
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hi 1. Hi 17  +3 Modifier to Fire 5+
- N - P 15 -3 Movement Points o
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator 1 Shutd id on 4 0 2
3. Lower Leg Actuator 3. Lower Leg Actuator 4 utaown, avoid on <+
game Jlabs 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y 1
0




ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

('MECH DATA) WARRIOR DATA

Type: Penetrator PTR-6S Name:
Movement Points: Tonnage: 75 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1" AMS CT 1 —[PD] — — =— =—
1 Guardian ECM Suite RT — [E] - —- = B
3 Medium Pulse Laser RT 4 6[P] — 2 4 B
3 Medium Pulse Laser LT 4 ©6[P] — 2 4 6
1 ERLarge Laser RA 12 8[DE] — 7 14 19
1 ERLarge Laser LA 12 8[DE] — 7 14 19
Right
(23) Rear (9) (23)
Left Right
\ Cost: BV: 1,689 Torso Rear Torso Rear

(6] (6]

3 _
/4 A\
CRITICAL HIT TABLE \

Head Scale
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (16) Right Torso (16)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
™~ a [ER Large Laser 5. Sensors 4.[ER Large Laser 29
5. LER Large Laser 6. Life Support 5.LER Large Laser 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again Left Jo Right | 26
2. Roll Again ; 'EUS!OH Engfne 2. Roll Again Arm Arm [25+
3. Roll Again - Fusion Engine 3. Roll Again (12) (12) =
- . : - 24
4-6 4. Rl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro FlLight 20~
Left Torso 2. Fusion Engine Right Torso O KT
i 3. Fusion Engine . (16)
1. Medium Pulse Laser 4-6 a ) ; 1. Medium Pulse Laser 18*
. - Fusion Engine .
2. Medium Pulse Laser 5 2. Medium Pulse Laser ™
. - AMS . 17
1-3 3. Medium Pulse Laser 6. Ammo (AMS) 12 1-3 3. Medium Pulse Laser s
4. Roll Again 4-[Guardian ECM Suite
5. Rall Again " - 5.L Guardian ECM Suite 15*
6. Roll Again Engine H!t.s 000 6. Roll Again Heat Sinks: | [T a*
1. Rol Again Gyro Hits 0O 1. Roll Again Lol doyects I’.!)EU[EI:] 13*
2. Roll Again Sensor Hits 0 O 2. Roll Again 28 Ammo Exp. avoidon 8+ QO O 12
a4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ @ o 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on <+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y 1
0
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/4 \
'MECH DATA WARRIOR DATA
Type: Penetrator PTR-6T Name:
Movement Points: Tonnage: 75 Gunnery Skill: Piloting Skill:
Walki.ng: 4 Tech Base: In_n_er' Spherej HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 6 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1" AMS CT 1 —[PD] — — — —
3 ER Medium Laser RT 5 5[DE] — 4 8 12
1 Targeting Computer RT — [E] -_- = -
3 ER Medium Laser LT 5 5[ — 4 8 12
1 ERLarge Laser RA 12 8[DE] — 7 14 19
1 ERLarge Laser LA 12 8[DE] — 7 14 19
Right
Leg ?_enter‘ Leg
orso
(26) Rear (9) (26]
Left Right
\ Cost: BV:1,994 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (16) Right Torso (16)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
™~ a [ER Large Laser 5. Sensors - 4.[ER Large Laser 29
5. LER Large Laser 6. Life Support 5.LER Large Laser 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_lter TOI"SD 1. Roll Again Left JO Right | 26
2. Roll Again ; 'EUS!OH Engfne 2. Roll Again Arm Arm [25+
3. Roll Again - Fusion Engine 3. Roll Again (12) 12 =a=
4-6 4. Rl Again 1-3 3. Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. Fusion Engine Right Torso Leg 19"
. 3. Fusion Engine - . (16)
1. [ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink 5 9 2.| Double Heat Sink m
. - AMS . 17
1-3 3. LDouble Heat Sink B. Ammo (AMS) 12 1-3 3.LDouble Heat Sink s
4. ER Medium Laser 4. ER Medium Laser
5. ER Medium Laser " " 5. ER Medium Laser 15*
6. ER Medium Laser Engine H!tS ode]e] 6. ER Medium Laser Heat Sinks: 14*
1. Roll Again Gyro H!tS oo 1. -Target.ing Computer L%VDEI* ShuthV\I/Er]:fECtS I’.!lgu[t?lgl 13*
2. Roll Again Sensor Hits OO 2.| Targeting Computer 28 Ammo Exp. avoid on 8+ O O 12
46 3. Roll Again Life Support O 46 3.| Targeting Computer 26 Shutdown, avoid on 10+ o o 11
4. Roll Again 4. L Targeting Computer 25 -5 Movement Points 00 o
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ O O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on <+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y 1
0
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/4 \
'MECH DATA WARRIOR DATA
Type: Rakshasa MDG-1A Name:
Movement Points: Tonnage: 75 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM 10 R 4 1/Msl B 7 14 21
w/ Artemis IV FCS [M,CS]
1 LRM 10 LT 4 1/Msl 6 7 14 21
w/Artemis IV FCS [M,CS]
1 Medium Pulse Laser LT 4 ©6[P] — 2 4 6
1 ERLarge Laser RA 12 8[DE] — 7 14 19
1 Medium Laser RA 3 5[DE] — 3 6 9
1 ERLarge Laser LA 12 8[DE] — 7 14 19 .
1 Medium Laser IA 3 5D — 3 6 9 Center Right
Leg T Leg
orso
(28) Rear (9) (28]
Left Right
\ Cost: BV:1,795 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (16) Right Torso (16)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
™~ a [ER Large Laser 5. Sensors - 4.[ER Large Laser 29
5. LER Large Laser 6. Life Support 5.LER Large Laser 28*
6. Medium Laser 6. Medium Laser 27
1. Endo Steel Centel" Tqr'SD 1. Endo Steel Left Jo Right | 26
2. Endo Steel ; ))Et 'l;us!on Eng!ne 2. Endo Steel Arm Arm | 25*
3. Endo Steel . usion Engine 3. Endo Steel (12) (12) =
- : : - 24
4-6 4. FerroFibrous 1-3 3. XL Fusion Engine 4-6 4. Ferro-Fibrous -
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous - Gyro 6. FerroFibrous 22*
6. Gyro 21
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (18]
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ) usion Engine 2. XL Fusion Engine
g g *
3 XL Fusi ; 5. Endo Steel 3 . h 17
133 usion Engine 6. Endo Steel 1-33 XL Fusion Engine =
4-[LRM 10 4-[LRM 10
5.LLRM 10 " " 5.LLRM 10 15*
6. Artemis IV FCS Engine H!t.s ode]e] 6. Artemis IV FCS Heat Sinks: 14"
1. Medium Pulse Laser Gyro Hits 0O 1. Ammo [LRM 10 Artemis) 12 '-'33"8'* Shut dov\'f;fECtS sgu[ag] 13
2. Ammo(LRM 10 Artemis)12 | Sensor Hits OO 2. Endo Steel 28 Ammo Exp. avoid on 8+ O O 12
46 3. Endo Steel Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ 11
-0 4 -0 4 ) ' ) (oNe}
- Endo Steel - Ferro-Fibrous 25 -5 Movement Points 00 10"
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Ferro-Fibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on 6+ (OR¢) 9
22  Shutdown, avoid on 8+ O O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér'at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5.  Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
0
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/4 \
'MECH DATA WARRIOR DATA
Type: Rakshasa MDG-1B Name:
Movement Points: Tonnage: 75 Gunnery Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 8 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM 10 RT 4 1/Msl 6 7 14 21
w/ Artemis IV FCS [M,CS]
1 LRM 10 LT 4 1/Msl 6 7 14 21
w/ Artemis IV FCS [M,CS]
1 Medium Pulse Laser LT 4 ©6[P] — 2 4 6
1 Large Laser RA 8 8[DE] — 5 10 15
1 Medium Laser RA 3 5[DE] — 3 6 9
1 Large Laser LA 8 B8[DE] — b5 10 15 .
1 Medium Laser IA 3 5[DE — 3 6 9 Center Right
Leg T Leg
orso
(28) Rear (9) (28]
Left Right
\ Cost: BV:1,748 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (16) Right Torso (16)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
™~ a [Large Laser 5. Sensors - 4.[Lar‘ge Laser 29
5. LLarge Laser 6. Life Support 5.LLarge Laser 28*
6. Medium Laser 6. Medium Laser 27
1. Endo Steel Centel" Tqr'SD 1. Endo Steel Left Jo Right | 26
2. Endo Steel ; ))Et 'l;us!on Eng!ne 2. Endo Steel Arm Arm | 25*
3. Endo Steel . usion Engine 3. Endo Steel (12) (12) =
- : : - 24
4-6 4. FerroFibrous 1-3 3. XL Fusion Engine 4-6 4. Ferro-Fibrous -
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous - Gyro 6. FerroFibrous 22*
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (18]
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ) usion Engine 2. XL Fusion Engine
g g *
3 ; ; 5. Endo Steel . h 17
133 XL Fusion Engine 6. Endo Steel 1-3 3. XL Fusion Engine =
4-[LRM 10 4-[LRM 10
5.LLRM 10 " " 5.LLRM 10 15*
6. Artemis IV FCS Engine H!t.s ode]e] 6. Artemis IV FCS Heat Sinks: 14"
1. Medium Pulse Laser Gyro Hits 0O 1. Ammo [LRM 10 Artemis) 12 '-'33"8'* Shut dov\'f;fECtS sgu[ag] 13
2. Ammo (LRM 10 Artemis) 12 5_9"50" Hits 0O 2. Endo Steel 28 Ammo Exp. avoid on 8+ O O 12
46 3. Endo Steel Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ 11
-0 4 -0 4 ) ' ) (oNe}
- Endo Steel - Ferro-Fibrous 25 -5 Movement Points 00 10"
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Ferro-Fibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on 6+ (OR¢) 9
22  Shutdown, avoid on 8+ O O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér'at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Sl?eel Damage Transfer 5. Endo Srfeel 8 +1 Modifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
8]
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Type: Rakshasa MDG-2A

Movement Points:
Walking: 5
Running: 8
Jumping: 0

Tonnage:
Tech Base: Inner Sphere]

Era:

75

Civil War

WARRIOR DATA

Name:

Gunnery Skill: ____

Piloting Skill:

HitsTaken| 1 2 (3| 4| 5

Consciousness#| 3 | 5 | 7

6

11

Dead

Weapons & Equipment Inventory

(hexes)

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso
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Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Pulse Laser RT 4 6B[P] — 2 4 B
1 Large Pulse Laser BRA 10 9[P] — 3 7 10
2 Medium Pulse Laser RA 4 6B[F] — 2 4 B
1 Rotary AC/5 SéSht — 5 10 15
[DB.R/C]
Right
Center
Leg Torso Leg
(28) Rear (9) (28)
Left Right
\ Cost: BV: 1,766 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (16) Right Torso (16)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. | Rotary AC/5 4. Ferro-Fibrous 1 3 3,[Large Pulse Laser
" 4. | Rotary AC/5 5. Sensors ™ 4. Large Pulse Laser 29
5. | Rotary AC/5 6. Life Support 5. Medium Pulse Laser 28*
6. | Rotary AC/5 6. Medium Pulse Laser 27
1. | Rotary AC/5 Centel" Tqr'SD 1. Endo Steel Left Jo Right | 26
2. LRotary AC/5 1. XL Fusion Engine 2. Endo Steel Arm Arm |25+
a4-6 3. Endo Steel 2. XL F“5!°" Eng!ne a4-6 3. Endo Steel (12) 12) a7
4. Endo Steel 1-3 3. XL Fusion Engine 4. Ferro-Fibrous -
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous - Gyro 6. FerroFibrous 22*
6. Gyro 51
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso e ET-L
) ) 3. XL Fusion Engine . . (18]
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 XL Fusi ; 5. Endo Steel 3 . h 17
133 usion Engine 6. Endo Steel 1-33 XL Fusion Engine =
4. Ammo (RAC/5) 20 4. Medium Pulse Laser
5. Ammo (RAC/5) 20 " - 5. Medium Pulse Laser 15*
6. Ammo (RAC/5) 20 Engine H!t.s ode]e] 6. Endo Steel Heat Sinks: 14"
1. Endo Steel Gyro H!tS oo 1. Endo Steel L%VDEI * ShuthV\IIEI‘]:fECtS E’EJEIS] 13*
2. Endo Steel Sensor Hits OO 2. Ferro-Fibrous 28 Ammo Exp. avoid on 8+ O O 12
a4-6 3. Endo Steel Life Support O a4-6 3. FerroFibrous 26 Shutdown, avoid on 10+ @ g rE
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points 00 o
5. Ferro-Fibrous 5. Roll Again 24 +4 Modifier to Fire
6. Ferro-Fibrous 6. Roll Again 23 Ammo Exp. avoid on 6+ (OR¢) 9
22  Shutdown, avoid on 8+ O O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5.  Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
6. FerroFibrous Diagram 6. FerroFibrous / 5 -1 Movement Points y 1
0
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/4 \
'MECH DATA WARRIOR DATA
Type: War Dog WR-DG-02FC Name:
Movement Points: Tonnage: 75 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Small Pulse Laser(R) HD 2 3[PA] — 1 2 3
1 Guardian ECM Suite CcT — [E] - - = B
1 AMS RT 1 —[PD] — — =— =—
1 Medium Pulse Laser LT 4 ©6[P] — 2 4 6
1 Gauss Rifle RA 1 15 2 7 15 22
[DBX]
1 Medium Pulse Laser RA 4 6[F] — 2 4 6
1 Large Pulse Laser LA 10 9[P] — 3 7 10 .
1 Streak SRM 2 (OS] RL 2 2/Mss — 3 6 9 Center Right
M.C] Leg Leg
1 Streak SRM 2 (0S) LL 2 2/Msl — 3 6 9 Torso
MC] (28] Rear (10) (28]
\ Cost: Bv:1,814 Torso Rear Torso Rear
/ \\ / (9) 9
Heat
CRITICAL HIT TABLE Hond INTERNAL STRUCTURE DIAGRAM J248
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (16) Right Torso (16)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Small Pulse Laser (R) 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors ™ 4.[ Gauss Rifle 29
5. [Large Pulse Laser 6. Life Support 5.| Gauss Rifle 28*
6. LLarge Pulse Laser 6.| Gauss Rifle 27
1. Ferro-Fibrous Centel" Tqr'SD 1.| Gauss Rifle Left JO Right | 26
2. FerroFibrous ; ))Et 'l;us!on Eng!ne 2.| Gauss Rifle Arm Arm | 25*
3. Ferro-Fibrous . usion Engine 3.| Gauss Rifle (12) (12) =
- . : - 24
4-6 4. FerroFibrous 1-3 3. XL Fusion Engine 4-6 4.1 Gauss Rifle -
5. Ferro-Fibrous g Gyro 5. Medium Pulse Laser 23
6. Ferro-Fibrous - Gyro 6. FerroFibrous 22*
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (18]
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
. " . usion Engine . .
2. XL Fusion Engine " . 2. XL Fusion Engine ™
3 XL Fusi ; 5. [ Guardian ECM Suite 3 . h 17
133 usion Engine 6. | Guardian ECM Suite 1-33 XL Fusion Engine =
4. Medium Pulse Laser 4. AMS
5. Ammo (Gauss) 8 " - 5. Ammo [AMS) 12 15*
6. Ammo (Gauss) 8 Engine H!t.s ode]e] 6. Ammo [AMS) 12 Heat Sinks: 14"
1. Ammo (Gauss) 8 Gyro H!tS oo 1. Ammo (Gauss) 8 L%VDEI* ShuthV\I/Er]:fECtS E’SU[EISI 13*
2. Ferro-Fibrous Sensor Hits 0O 2. Ammo (Gauss) 8 28 Ammo Exp. avoid on 8+ QO 12
4. 3 Ferrofibrous Life Support O 4. 3 FerroFibrous 26 Shutdown, avoid on 10+ 11
4. FerroFibrous 4. Roll Again 25 -5 Movement Points o 10"
5. Ferro-Fibrous 5. Roll Again 24 +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Streak SRM 2 (0S) Damage Transfer 5. Streak SRM 2 (0S) 8 +1 Modifier to Fire 2
\ 6. FerroFibrous Diagram 6. FerroFibrous / L 5 -1 Movement Points y 1
0
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/4 \
'MECH DATA WARRIOR DATA
Type: War Dog WR-DG-03FC Name:
Movement Points: Tonnage: 75 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 6 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 C®Slave HD — [f] — — — =
1 H G Rifl CT/RT 2 25/20/104 B 13 20
eavy Gauss Rifle / ﬁ]B,Q]
3 ER Medium Laser LT 5 5[DE] — 4 8 12
2 Medium Pulse Laser LT 4 6[P] — 2 4 6
1 ERPPC RA 15 10[DE] — 7 14 23
Right
Center
Leg Torso Leg
(28) Rear (10) (28]
Left Right
\ Cost: BV: 1,962 Torso Rear Torso Rear
/ \\ / (9) 9
Heat
CRITICAL HIT TABLE Hond INTERNAL STRUCTURE DIAGRAM J248
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (16) Right Torso (16)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. C3Slave 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors ~ 4.[ Double Heat Sink 29
5. Ferro-Fibrous 6. Life Support 5.| Double Heat Sink 28*
6. Ferro-Fibrous 6.L Double Heat Sink 27
1. Ferro-Fibrous Centel" Tqr'SD 1.| ERPPC Left JO Right | 26
2. Ferro-Fibrous ; ))Et 'l;us!on Eng!ne 2.| ERPPC Arm Arm |25*
3. Ferro-Fibrous . usion Engine 3.LER PPC (12) (12) =
- : : - 24
4-6 4. FerroFibrous 1-3 3. XL Fusion Engine 4-6 4. Ferro-Fibrous -
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous - Gyro 6. Roll Again 22*
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (18]
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine gin 2. XL Fusion Engine ™
3 ; ; 5. [ Heavy Gauss Rifle 3 . h 17
133 XL Fusion Engine 6. | Heaw Gauss Rifle 1-33 _XL Fusion Engine =
4. Medium Pulse Laser vy 4.[ Heavy Gauss Rifle
5. Medium Pulse Laser " - 5.| Heavy Gauss Rifle 15*
6. ER Medium Laser Englne H!tS ode]e] 6. Heavy Gauss Rifle Heat Sinks: 14
1. ER Medium Laser Gyro H!tS oo 1.| Heavy Gauss Rifle L%VDEI * ShuthV\I/Er]:fECtS I’.!lgu[EIS] 13*
2. ER Medium Laser Sensor Hits OO 2.| Heavy Gauss Rifle 28 Ammo Exp. avoid on 8+ O O 12
4.6 3. Ammo (Heavy Gauss) 4 Life Support O a4-6 3.| Heavy Gauss Rifle 26 Shutdown, avoid on 10+ @ o 11
4. Ammo (Heavy Gauss) 4 4.| Heavy Gauss Rifle - i
vy vy 25 -5 Movement Points 00 o
5. Ammo (Heavy Gauss) 4 5.| Heavy Gauss Rifle 24  +4 Modifier to Fire
6. Ammo (Heavy Gauss) 4 6. Heavy Gauss Rifle 23 Ammo Exp. avoid on 6+ ®) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator b 3. Lower Leg Actuator 4 utdown, avoid on -+
game Fabs 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Ferr'o-Fibrous Damage Transfer 5. Fer‘ro»Fibr‘ous 3 +1 Modifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
0




ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

BNATTILETETIH

’'MECH RECORD SHEET

('MECH DATA)

© 2011 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.

WARRIOR DATA
Type: Salamander PPR-5S Name:
Movement Points: Tonnage: 80 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: |nner Sp_her‘e| HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser CT 3 5[DE] — 3 6 9
1 LRM20 RT 6 1/Msl 6 7 14 21
[MC,S]
1 LRM20 LT 6 1/Msl 6 7 14 21
[MC,S]
1 LRM20 6 1/Msl 6 7 14 21
[MC,S]
Right
Leg Center Leg
Torso
(34) Rear (8) (34)
Left Right
\ Cost: BV: 1,769 Torso Rear Torso Rear
/ \\ / (6) (6)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea (o)
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso (17)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Endo Steel 1 3 3. Lower Arm Actuator
"9 4.[LRM 20 5. Sensors "9 4. Hand Actuator 29
5.| LRM 20 6. Life Support 5. Endo Steel 28*
6. | LRM 20 6. Endo Steel 27
1.| LAM 20 Center Torso 1. Endo Steel Right [ 26~
2. LLRM 20 1. x Fusion Engine 2. Endo Steel Arm | 25*
4.6 3. Ammo (LRM 20) 6 2. XL Fusion Engine 4.6 3. Endo Steel 13) 577
4. Ammo (LRM 20) 6 1-3 3- XLFusion Engine 4. Endo Steel .
5. Ammo (LRM 20) 6 g- Gyro 5. Endo Steel 23
6. Endo Steel - Gyro 6. Endo Steel 22*
6. Gyro 21
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (17
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ’ usion Engine 2. XL Fusion Engine
¢] g *
3 ; ; 5. Medium Laser . h 17
133 XL Fusion Engine 6. Medium Laser 1-3 3. XL Fusion Engine =
4.[LRm 20 4. LRM 20
5.| LRmM 20 " " 5.| LRmM 20 15*
6.| LRM 20 Engine H!t.s 000 6.| LRm 20 Heat Sinks: | [T a*
1.| Lrm 20 Gyro Hits OO 1.] LrRm 20 Level* Effects 10 (20) o
' Sensor Hits OO ) 30 Shutdown Double
2.LLrRm 20 - 2.LLrm 20 28 Ammo Exp. avoid on 8+ O 12
a4-6 3. Ammo (LRM 20) 6 Life Support O 4-6 3. Ammo (LRM 20) 6 26 Shutdown, avoid on 10+ 11
4. Ammo LRM 20) 6 4. Ammo [LRM 20) 8 25 -5 Movement Points o
5. Ammo (LRM 20) 6 5. Ammo (LRM 20) 6 24  +4 Modifier to Fire
6. cAsE 6. casE 23 Ammo Exp. avoid on B+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator ’Ig +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points / ;
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/4 \
'MECH DATA WARRIOR DATA 8 8
Type: Salamander PPR-5T Name: 8 8
Movement Points: Tonnage: 80 Gunnery Skill: ____ Piloting Skill: ____ oo
Walking: 5 Tech Base: Inner Sp_her‘el HitsTaken| 1 [2 | 34| 5] 6 8 8
Running: 8 Era: Clan Invasion Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead OO0
Jumping: 0 O O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Small Laser CT 1 3[DE] — 1 2 3
1 LRM15 RT 5 1/Msl B8 7 14 21
[M,CS]
1 LRM15 LT 5 1/Msl B 7 14 21
[M,CS]
1 LRM15 5 1/Msl 6 7 14 21
[M,CS]
Left Right
(28) Rear (8) (28)
Left Right
\ Cost: BV: 1,589 Torso Rear Torso Rear
/ \\ / (6) (6)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso (17)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Endo Steel 1 3 3. Lower Arm Actuator
" 4.[LRM 15 5. Sensors "9 4. Hand Actuator 29
5.| LRM 15 6. Life Support 5. Endo Steel 28*
6. LLRM 15 6. Endo Steel 27
1. Endo Steel Centel" Tqr'SD 1. Endo Steel Right | 26
2. Roll Again ; ))Et 'l;us!on Eng!ne 2. Endo Steel Arm | 25*
3. Roll Again . usion Engine 3. Endo Steel (13) =
- : : - 24
4-6 4. Rl Again 1-3 3. XL Fusion Engine 4-6 4. Endo Steel _
5. Roll Again g Gyro 5. Endo Steel 23
6. Roll Again - Gyro 6. Endo Steel 22+
6. Gyro 21
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (17
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
. " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 XL Fusi ; 5. Small Laser 3 . h 17
133 usion Engine 6. Small Laser 1-33 XL Fusion Engine =
4-[LRM 15 4-[LRM 15
5. LRM 15 - - 5.| LRM 15 15
6.LLRM 15 Engine H!t.s 000 6.LLRM 15 Heat Sinks: | [T a*
1. Ammo (LRM 15] 8 Gyro Hits 0O 1. Ammo (LRM 15) 8 Lol ndon et Sa(20) 13"
2. Ammo (LRM 15) 8 S'ensor Hits 0O 2. Ammo (LRM 15) 8 28 Ammo Exp. avoid on 8+ Q 12
a4-6 3. Ammo (LRM 15) 8 Life Support O 4-6 3. Ammo (LRM 15) 8 26 Shutdown, avoid on 10+ 11
4. CASE 4. cAsE 25 -5 Movement Points o o
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5.  Endo Steel Damage Transfer 5+ Endo Steel 8  +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel y, \ 5 -1 Movement Points / ;
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Type: Salamander PPR-6S Name:
Movement Points: Tonnage: 80 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Pulse Laser CT 4 6[F] — 2 4 B
1 LRM20 RT 6 1/Msl B8 7 14 21
w,/ Artemis IV FCS [MC,S]
1 LRM20 LT 6 1/Msl B 7 14 21
w/ Artemis IV FCS [M,CS]
1 SRMB LA 4 2/Msl — 3 6 9
w/ Artemis IV FCS [M,CS]
Right
Leg Center Leg
Torso
(34) Rear (8) (34]
Left Right
\ Cost: BV:1,714 Torso Rear Torso Rear

(6]

; \ / ©
CRITICAL HIT TABLE \

Head ) seate
. verflow
Left Arm 1. Life Support nght Arm Right Torso (17)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Endo Steel 1 3 3. Lower Arm Actuator
™4, [SRM 6 5. Sensors " 4. Hand Actuator 29
5.LSRM 6 6. Life Support 5. Endo Steel 28*
6. Artemis IV FCS 6. Endo Steel 27
1. Ammo (SRM 6 Artemis) 15 Centel" Tqr'SD 1. Endo Steel Right | 26
2. Ammo [LRM 20 Artemis) 6 1. XL Fusion Engine 2. Endo Steel Arm [25+
3. Ammo (LRM 20 Artemis) 6 2. XL Fusion Engine 3. Endo Steel (13) -
4-6 . 3. XL Fusion Engine 4-6 24
4. Ammo (LRM 20 Artemis) 6 1-3 %" 9 4. Endo Steel -
5. Ammo [LRM 20 Artemis) 6 g- Gyro 5. Endo Steel 23
6. Endo Steel - Gyro 6. Endo Steel 22*
6. Gyro ) 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
3. XL Fusion Engine (17)
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ) usion Engine 2. XL Fusion Engine
¢] g *
3 ; ; 5. Medium Pulse Laser . h 17
133 XL Fusion Engine B. 3 1-3 3. XL Fusion Engine
4.[LRM 20 Medium Pulse Laser 4. LRM 20 16
5.| LRmM 20 " " 5.| LRM 20 15*
6.| LRM 20 Engine H!t.s 000 6.| LRm 20 Heat Sinks: | [T a*
1.| Lrm 20 Gyro H!ts 00 1.] LrRm 20 Level* Effects 12 (24) o
Sensor Hits OO P 30 Shutdown i Double
2. LLRM 20 -LLR™M 20 12
. . - 28 Ammo Exp. avoid on 8+ QO O
4. 3 Artemis IV FCS Life Support O 4.-g 3 Artemis IV FCS 26 Shutdown, avoid on 10+ @ o 11
4. Ammo [LRM 20 Artemis) 6 4. Ammo (LRM 20 Artemis) 6 25 -5 Movement Points o o
5. Ammo (LRM 20 Artemis) 6 5. Ammo [LRM 20 Artemis) 6 24 +4 Modifier to Fire
6. cast 6. casE 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hi 1. Hi 17  +3 Modifier to Fire 5+
- N - P 15 -3 Movement Points o
2. Upper Leg Actuator 2. Upper Leg Actuator ' 2
14 Shutdown, avoid on 4+ O
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 13 42 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. Endo Steel Damage Transfer g- Endo Steel 8 +1 Modifier to Fire 2
\ . Endo Steel Diagram - Endo Steel y, \ 5 -1 Movement Points / ;
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/4 \
'MECH DATA WARRIOR DATA
Type: Salamander PPR-6T Name:
Movement Points: Tonnage: 80 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: |nner Sp_her‘e| HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Pulse Laser CT 4 6[F] — 2 4 B
1 LRM20 RT 6 1/Msl B8 7 14 21
[M,CS]
1 LRM20 LT 6 1/Msl B 7 14 21
[M,CS]
1 Large Pulse Laser LA 10 9[P] =— 3 7 10
Right
Center
Leg Torso Leg
(34) Rear (8) (34]
Left Right
\ Cost: BV: 1,681 Torso Rear Torso Rear
/ \\ / (6) (6)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso (17)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Endo Steel 1 3 3. Lower Arm Actuator
" 4. [ Double Heat Sink 5. Sensors " 4. Hand Actuator 29
5. | Double Heat Sink 6. Life Support 5. Endo Steel 28*
6. L Double Heat Sink 6. Endo Steel 27
1. [ Double Heat Sink Centgr‘ T‘?"5° 1. Endo Steel Right | 26*
2. | Double Heat Sink 1. x Fusion Engine 2. Endo Steel Arm [ 25*
4.5 3 LDouble Heat Sink 2. XL Fusion Engine 4.6 3 EndoSteel 13) |=z7
4. [Large Pulse Laser 1-3 3. XL Fusion Engine 4. Endo Steel -
5. LLarge Pulse Laser g Gyro 5. Endo Steel 23
6. Endo Steel - Gyro 6. Endo Steel 22*
6. Gyro 51
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (17
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine . 9 2. XL Fusion Engine ™
3 XL Fusi ; 5. Medium Pulse Laser . h 17
. usion Engine 8 3 3. XL Fusion Engine
1-3 4. [LRM 20 + Medium Pulse Laser 1-3 4.[LRM 20 16
5.| LRmM 20 - " 5.| LRM 20 15
6.| LRM 20 Engine H!t.s 000 6.| LRm 20 Heat Sinks: | [T a*
1.| Lrm 20 Gyro Hits OO 1.] LrRm 20 Level* Effects 14 (28) o
’ Sensor Hits OO : 30 Shutdown Double
2.LLrRm 20 - 2.LLrm 20 28 Ammo Exp. avoidon 8+ O O 12
4.6 3. Ammo (LRM 20) 6 Life Support O 4-6 3. Ammo [LRM 20) 6 26 Shutdown, avoid on 10+ o o 11
4. Ammo (LRM 20) 6 4. Ammo (LRM 20) 6 25 -5 Movement Points 00 o
5. Ammo (LRM 20) 6 5. Ammo (LRM 20) 6 24  +4 Modifier to Fire
6. cast 6. casE 23  Ammo Exp. avoid on 6+ O O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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/4 \
'MECH DATA WARRIOR DATA
Type: Salamander PPR-7S Name:
Movement Points: Tonnage: 80 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: In_n_er' Spherej HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 6 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser CT 5 5[DE] — 4 8 12 N
1 LBM15 RT 5 1/Msl 6 7 14 21 /¢////‘
w,/ Artemis IV FCS [MC,S] -
1 LBRM15 LT 5 1/Msl 6 7 14 21
w/ Artemis IV FCS [MC,S]
1 LBRM15 5 1/Msl 6 7 14 21
w/ Artemis IV FCS [MC,S]
Right
Leg ?_enter‘ Leg
orso
(33) Rear (8) (33)
Left Right
\ Cost: BV:2,023 Torso Rear Torso Rear
/ \\ / (6) (6)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso (17)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Endo Steel 1 3 3. Lower Arm Actuator
"9 4.[LRM 15 5. Sensors "9 4. Hand Actuator 29
5.| LRM 15 6. Life Support 5. Endo Steel 28*
6. LLRM 15 6. Endo Steel 27
1. Artemis IV FCS Center TOI"-SD 1. Endo Steel Right | 26
2. Ammo (LRM 15 Artemis) 8 1.  Light Fusion Engine 2. Endo Steel Arm [25+
4. 3 Ammo (LRM 15 Artemis) 8 2.  Light Fusion Engine 4.g 3 EndoSteel 13) [2a%
4. Endo Steel 1-3 3.  Light Fusion Engine 4. Endo Steel -
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. Light Fusion Engine Right Torso S T
] . i 3. Light Fusion Engine . . . (17)
1. Light Fusion Engine 4-6 4. . ) ; 1. Light Fusion Engine 18*
2. Light Fusion Engine - Light Fu§|on Engine 2. Light Fusion Engine
g g g g *
3 5. ER Medium Laser 3 17
1-3 3| LBM1S 6. ER Medium Laser 1-3 2 LBM1S 16
4.| LRM 15 4. LRM 15
5.LLRM 15 " " 5.LLRM 15 15*
6. Artemis IV FCS Engine H!t.s ode]e] 6. Artemis IV FCS Heat Sinks: 14"
1. Ammo (LRM 15 Artemis) 8 Gyro Hits 0O 1. Ammo (LAM 15 Arsemis) 8 | | M5 ¢, doyects gglﬁgl 13"
2. Ammo LRM 15 Artemis) 8 Sensor Hits 0O 2. Ammo (LRM 15 Artemis) 8 58 Ammo Exp. avoid on 8+ O 12
4.6 3. CASE Life Support O a4-6 3. CASE 26 Shutdown, avoid on 10+ @ 11
4. Endo Steel 4. Endo Steel 25 -5 Movement Points o o
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Endo Stel 6. Endo Steel 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer S. Jump Jet 8 +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet / 5 -1 Movement Points y 1
8]
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WARRIOR DATA
Type: Gunslinger GUN-1ERD Name:
Movement Points: Tonnage: 85 Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 5 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 2
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Small Laser HD 1 3I[DE] — 1 2 3
1 Beagle Active Probe CT — [E] - - = 4
1 Guardian ECM Suite RT — [f] - — =B
2 Medium Laser RT 3 5[DE] — 3 6 9
2 Medium Laser LT 3 5[DE] — 3 6 9
1 Gauss Rifle RA 1 15 2 7 15 22
[DBX]
1 Gauss Rifle LA 1 15 2 7 15 22 .
[DB.X] Cent Right
1 Medium Pulse Laser(R] RL 6[P] — 2 4 6 Leg enter Leg
1 Medium Pulse Laser(R) LL 4 B[P] — 2 4 6 Torso
(32) Rear (19) (32
Left Right
\ Cost: BV: 2,286 Torso Rear Torso Rear
/ \\ / (11 (11
Heat
CRITICAL HIT TABLE Hond INTERNAL STRUCTURE DIAGRAM J248
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Left Torso (18] Right Torso (18)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Small Laser 1 3 3. Lower Arm Actuator
" 4. [ Gauss Rifle 5. Sensors " 4.[ Gauss Rifle 29
5. | Gauss Rifle 6. Life Support 5.| Gauss Rifle 28*
6. | Gauss Rifle 6.| Gauss Rifle 27
1. | Gauss Rifle Centel" Tqr'SD 1.| Gauss Rifle Left Right | 26
2. | Gauss Rifle ; ))Et 'l;us!on Eng!ne 2.| Gauss Rifle Arm Arm | 25*
3. | Gauss Rifle . usion Engine 3.| Gauss Rifle (14) (14) =
- . : - 24
4-6 4. | gauss Rifle 1-3 3. XL Fusion Engine 4-6 4| Gauss Rifle _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
- Gyro ) 21
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (18]
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
. " . usion Engine . .
2. XL Fusion Engine - 2. XL Fusion Engine ™
3 XL Fusi ; 5. [ Beagle Active Probe 3 . h 17
133 usion Engine 6. | Beagle Active Probe 1-33 XL Fusion Engine =
4. Medium Laser 9 4. Medium Laser
5. Medium Laser . " 5. Medium Laser 15*
6. Ammo (Gauss) 8 Engine H!tS ode]e] 6. Ammo [Gauss) 8 Heat Sinks: 14*
1. Ammo (Gauss) 8 Gyro H!tS oo 1. Ammo [Gauss) 8 L%VDEI* Shutdov\I/E:fECtS E’SJEISI 13*
2. Roll Again Sensor Hits 0 O 2. _Ammo (Gauss) 8 28 Ammo Exp. avoid on 8+ QO 12
a4-6 3. Rall Again Life Support O a4-6 3.[Guardian ECM Suite 26 Shutdown, avoid on 10+ ( rE
4. Roll Again 4. Guardian ECM Suite 25 -5 Movement Points o Tor
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer 5. Jump Jet 8  +1 Modifier to Fire 2
\ 6. Medium Pulse Laser (R) Diagram 6. Medium Pulse Laser [R) \ 5 -1 Movement Points y ;
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/4 \
'MECH DATA WARRIOR DATA
Type: Gunslinger GUN-2ERD Name:
Movement Points: Tonnage: 85 Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 5 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 3
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser RT 5 5[DE] — 4 8
1 Guardian ECM Suite RT — [E] - - -
1  C°Master LT O [F] — 5 9
2 ER Medium Laser LT 5 5[DE] — 4 8
1 Gauss Rifle RA 1 15 2 7 15
[DBX]
1 Gauss Rifle 15 2 7 15
[DBX] Right
'g
Leg ?_enter‘ Leg
orso
(32) Rear (19) (32
Left Right
\ Cost: BV:2,423 Torso Rear Torso Rear
/ \\ (WD (D]
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
H Overflow
Left Arm 1. Life Support nght Arm Left Torso (18] Right Torso (18)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator
" 4. [ Gauss Rifle 5. Sensors ™ 4.[ Gauss Rifle 29
5. | Gauss Rifle 6. Life Support 5.| Gauss Rifle 28*
6. | Gauss Rifle 6.| Gauss Rifle 27
1. | Gauss Rifle Centel" Tqr'SD 1.| Gauss Rifle Left Right | 26
2. | Gauss Rifle ; ))Et 'l;us!on Eng!ne 2.| Gauss Rifle Arm Arm | 25*
3. | Gauss Rifle . usion Engine 3.| Gauss Rifle (14) 14) =a=
4-6 4. L Gauss Rifle 1-3 3. XL Fusion Engine 4-6 4. Gauss Rifle -
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
- Gyro ) 21
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (18]
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 XL Fusi ; 5. Jump Jet 3 . h 17
133 usion Engine 6. Roll Again 1-33 XL Fusion Engine =
4. ER Medium Laser g 4. ER Medium Laser
5. ER Medium Laser " - 5. ER Medium Laser 15*
6. Ammo (Gauss) 8 Engine H!tS ode]e] 6. Ammo [Gauss) 8 Heat Sinks: 14*
1. Ammo (Gauss) 8 Gyro H!tS oo 1. Ammo (Gauss) 8 L%VDEI* ShuthV\I/Er]:fECtS E’SU[EISI 13*
2. [ c*Master Sensor Hits 0O 2. _Ammo (Gauss) 8 28 Ammo Exp. avoid on 8+ O 12
46 3. | c®Master Life Support O 46 3-[Gual‘dia“ ECM Suite 26 Shutdown, avoid on 10+ 11
4. | c*Master 4. Guardian ECM Suite 25 -5 Movement Points o To"
5. [ c®Master 5. Roll Again 24  +4 Modifier to Fire
6. Lc®Master 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hi V 1. Hi 17  +3 Modifier to Fire 5+
- TP 3M t Point; 0
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator ::5 éh tdovemen _doln 84 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jét Damage Transfer S. Jump J‘_Et 8 +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y 1
0




T 11LLETEIIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

('MECH DATA)

WARRIOR DATA
Type: Albatross ALB-3U Name:
Movement Points: Tonnage: 95 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM15 RT 5 1/Msl B 14 21
[M,CS]
1 SRMB RT 4 2/Msl — 68 9
[M,CS]
1 ERLarge Laser LT 12 8[DE] — 7 14 19
1 Large Pulse Laser RA 10 9[P] =— 3 7 10
2 Medium Laser RA 3 5[DE] — 3 6 9
1 LB10XAC LA 2 10 — 6 12 18 .
[DB,C/F/S] Center Right
Leg T Leg
orso
(23) Rear (10) (23]
Left Right
\ Cost: BV: 1,668 Torso Rear Torso Rear
/ \\ / (8) (8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (20) Right Torso (20)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o % 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator oo go
"~ 4. [LB10XAC 5. Sensors - 4.[Lar‘ge Pulse Laser 08 OO 59
5.| LB10-XAC 6. Life Support 5.LLarge Pulse Laser % L 28*
6.| LB10-XAC 6. Medium Laser % L 27
[¢) (0]
1. [ LB10XAC Centgr‘ T‘?"5° 1. Medium Laser Left [-O 05| Right | 26*
2.| LB10XAC 1. XL Fusion Engine 2. Roll Again Arm 30, Oof Arm [ 25+
4. 3 LB 10xAC 2. XL Fusion Engine 4.6 3 PollAgan (16) 16 t=z
4. Roll Again 1-3 3- XLFusion Engine 4. Roll Again .
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro II:Eft Right 20*
Left Torso 2. XL Fusion Engine Right Torso e e ET-
. . 3. XL Fusion Engine ] . (20) (20)
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine . 2. XL Fusion Engine ™
3 XL Fusi ; 5. Roll Again 3 . " 17
133 usion Engine 6. Roll Again 1-33 XL Fusion Engine =
4. [En Large Laser g 4-[LRM 15
5. LER Large Laser " - 5.| LRM 15 15*
6. Ammo (LB 10X] 10 Engine Hits 00O 6.L.LRmM 15 Heat Sinks: | [7a*
1. Ammo [LB 10X Cluster) 10 Gyro Hits 0O 1 .[SRM 6 '-'33"8'* Shut dov\'f;fECtS sgu[ﬁgl 13
2. CAsE S'ensor Hits 0O 2.LsrRm B 28 Ammo Exp. avoidon 8+ O O 12
46 3. RollAgain Life Support O 46 3. Ammo (SRM 6] 15 26 Shutdown, avoid on 10+ o o 11
4. Roll Again 4. Ammo (LRM 15) 8 25 -5 Movement Points 00 o
5. Roall Again 5. Ammo (LRM 15) 8 24  +4 Modifier to Fire
6. Roll Again 6. casE 23 Ammo Exp. avoid on B+ 00 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator ’Ig +2uM§;\i/f?ér'at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Roll Again Damage Transfer S. Roll Again 8  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y ;

© 2011 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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’'MECH RECORD SHEET

ARMOR DIAGRAM

9
Left Torso Head (9)

Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Albatross ALB-4U Name:
Movement Points: Tonnage: 95 Gunnery Skill: Piloting Skill:
Wialking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 6 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM15 RT 5 1/Msl B 7 14 21
[M,CS]
1 Streak SRM 6 RT 4 2[/l\/ls\ - 6 9
M.C]
1 ER Small Laser LT 2 3[DE] — 2 4 5
2 ER Medium Laser RA 5 5[DE] — 4 8 12
1 Large Pulse Laser RA 10 9[P] — 3 7 10
1 Light Gauss Rifle LA 8 3 8 17 25 .
[DB.X] Center Right
Leg Torso Leg
(40) Rear (12) (40)
\ Cost: BV: 1,907 Torso Rear Torso Rear
/ \\ / (12) (12)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (20) Right Torso (20)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator © —
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator oo
~ 4. [ Light Gauss Rifle 5. Sensors 4.[Lar‘ge Pulse Laser 08 29
5. | Light Gauss Rifle 6. Life Support 5.LLarge Pulse Laser % 28*
6. | Light Gauss Rifle 6. ER Medium Laser 00 27
[¢)
1. | Light Gauss Rifle Centel" Tqr'SD 1. ER Medium Laser Left [9 Right | 26
2. L Light Gauss Rifle 1. x Fusion Engine 2. Ferro-Fibrous Arm 3.0, Arm [ 25*
a4-6 3. Ferro-Fibrous 2. XL F“5!°" Eng!ne a4-6 3. Ferro-Fibrous (16) 18) [2a*
4. FerroFibrous 1-3 3. XL Fusion Engine 4. Ferro-Fibrous -
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro ) 21
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (20)
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine ) 2. XL Fusion Engine ™
3 XL Fusi ; 5. FerroFibrous 3 . h 17
133 usion Engine 6. FerroFibrous 1-33 XL Fusion Engine =
4. ERSmall Laser 4.[ LRM 15
5. Ammo (Light Gauss) 16 " - 5.| LRM 15 15*
6. Ammo (LRM 15) 8 Engine Hits 00O 6.L.LRmM 15 Heat Sinks: | [7a*
1. Ammo (LRM 15) 8 Gyro Hits 0O 1 .[Streak SRM 6 '-'33"8'* Shut dov\'f;fECtS sgu[ﬁgl 13
2. Ammo (Streak SRM 6) 15 S'ensor Hits 0O 2.L streak SRM & 28 Ammo Exp. avoid on 8+ 0O O 12
46 3. CASE Life Support O a4-6 3. FerroFibrous 26 Shutdown, avoid on 10+ o o 11
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points 00 10"
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Ferro-Fibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on 6+ (OR¢) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Roll Again Damage Transfer S. Roll Again 8  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y 1
0

© 2011 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Cerberus MR-5M Name:
Movement Points: Tonnage: 95 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 AMS D 1 —[PD] — — = =
1 Machine Gun(R) RT O 2 - 2 3
[DBAI]
2 Medium Pulse Laser RT 4 ©6[P] — 2 4 6
1 Machine Gun(R) LT O 2 -1 2 3
[DBAI]
2 Medium Pulse Laser LT 4 ©6[P] — 2 4 6
1 ERPPC RA 1510[DE] — 7 14 2 .
2 MedumPulselaser RA 4 B[] — 2 4 6 Cent Right
1 Gauss Rifle LA 1 15 2 7 15 2 Leg enter Leg
[DBX] Torso
27) Rear (15) (27)
Left Right
\ Cost: BV:2,057 Torso Rear Torso Rear
/ \\ (12) (12)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea )
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (20) Right Torso (20)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator © —
1 3 3. Lower Arm Actuator 4. AMS 1 3 3. Lower Arm Actuator oo
9 4. [ Gauss Rifle 5. Sensors -9 4.[ERPPC N 29
5. | Gauss Rifle 6. Life Support 5.| ERPPC % 28*
6. | Gauss Rifle 6.LERPPC % 27
[¢)
1. | Gauss Rifle Centel" Tqr'SD 1. Medium Pulse Laser Left [9 Right | 26
2. | Gauss Rifle 1. X FUS!'J" Eng!ne 2. Medium Pulse Laser Arm 3.0, Arm | 25*
4.5 3 | Gauss Aifle 2. XL Fusion Engine 4.6 3 PollAgan (16) 16 t=z
4. L Gauss Rifle 1-3 3. XL Fusion Engine 4. Roll Again -
5. Ammo (Gauss) 8 g Gyro 5. Roll Again 23
6. Ammo [Gauss) 8 - Gyro 6. Roll Again 22*
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (20)
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine . 2. XL Fusion Engine ™
3 XL Fusi " 5. Ammo (Machine Gun) 100 3 . . 17
133 usion Engine 6. Ammo (AMS) 12 _ . XL Fusion Engine =
4. Medium Pulse Laser 4. Medium Pulse Laser
5. Medium Pulse Laser " " 5. Medium Pulse Laser 15*
6. Machine Gun (R) Engine H!t.s ode]e] 6. Machine Gun [R) Heat Sinks: 14"
1. Ferro-Fibrous Gyro H!tS oo 1. Ferro-Fibrous L%VDEI* ShuthV\I/Er]:fECtS I’.!lglft?lgl 13*
2. FerroFibrous S'ensor Hits 0O 2. FerroFibrous 28 Ammo Exp. avoid on 8+ O O 12
3. Ferro-Fibrous Life SUPpDI“t (o) 3. FerroFibrous 26 Shutdown, avoid on 10+ 11
46, . 46, . - : 00
- Ferro-Fibrous - Ferro-Fibrous 25 -5 Movement Points 00 10"
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ O O 9
22  Shutdown, avoid on 8+ O O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Ferr'o-Fibrous Damage Transfer 5. Fe"'"U’FimeS 8 +1 Moaodifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
8]




T 11LLETEIIH

’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Cerberus MR-6B Name:
Movement Points: Tonnage: 95 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: In_n_er' Spherej HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 6 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 AMS D 1 —[PD] — — — =— i
1 Improved C°CPU cT — [ — — — =— Left Arm Right Arm
2 ERMedium Laser RT 5 G5[DE] — 4 8 12 (30) (30)
2 Medium Pulse Laser LT 4 ©6[P] — 2 4 6
1 ERPPC RA 1510[DE] — 7 14 23
2 Medium Pulse Laser RA 4 6[F] — 2 4 6
1 Gauss Rifle LA 1 15 2 7 15 22
[DBX] .
Left Cent Right
enter
Leg Torso Leg
(81 Rear (16) (81
Left Right
\ Cost: BV:2,128 Torso Rear Torso Rear
/ \\ / (12) (12)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (20) Right Torso (20)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator © —
1 3 3. Lower Arm Actuator 4. AMS 1 3 3. Lower Arm Actuator oo
9 4. [ Gauss Rifle 5. Sensors -9 4.[ERPPC N 29
5. | Gauss Rifle 6. Life Support 5.| ERPPC % 28*
6. | Gauss Rifle 6.LERPPC % 27
[¢)
1. | Gauss Rifle Centel" Tqr'SD 1. Medium Pulse Laser Left [9 Right | 26
2. | Gauss Rifle 1. X FUS!'J" Eng!ne 2. Medium Pulse Laser Arm 3.0, Arm | 25*
4.5 3 | Gauss Aifle 2. XL Fusion Engine 4.6 3 PollAgan (16) 16 t=z
4. L Gauss Rifle 1-3 3. XL Fusion Engine 4. Roll Again -
5. Ammo (Gauss) 8 g Gyro 5. Roll Again 23
6. Ammo [Gauss) 8 - Gyro 6. Roll Again 22*
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (20)
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
. " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3. XL Fusi ; 5. [ Improved C* CPU 3 . h 17
133 usion Engine 6. | improved c cPU 1-33 XL Fusion Engine =
4. Medium Pulse Laser P 4. ER Medium Laser
5. Medium Pulse Laser " " 5. ER Medium Laser 15*
6. Ammo [AMS) 12 Engine Hits 0O O 6. FerroFibrous Heat Sinks: | [a~
1. Ferro-Fibrous Gyro H!tS oo 1. Ferro-Fibrous Level™ Effects 15 (30) 13*
. Sensor Hits OO P . 30 Shutdown i Double
2. FerroFibrous ] - Ferro-Fibrous 28 Ammo Exp. avoid on 8+ O O 12
3. FerroFibrous Life Support O 3. FerroFibrous 26 Shutdown, avoid on 10+ 11
46, . 46, . - : 00
- Ferro-Fibrous - Ferro-Fibrous 25 -5 Movement Points 00 10"
5. Ferro-Fibrous 5. Roll Again 24 +4 Modifier to Fire
6. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 6+ O O 9
22  Shutdown, avoid on 8+ O O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Ferro-Ffbrous Damage Transfer 5. Ferro»Ffbr‘ous 3 +1 Modifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
8]




T 11LLETEIIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Cerberus MR-V2 Name:
Movement Points: Tonnage: 95 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 AMS D 1 —[PD] — — = = i
1 Machine Gun(R) RT O 2 - 2 3 Left Arm Right Arm
[DB.AI] (19) (19)
2 Medium Pulse Laser RT 4 ©6[P] — 2 4 6
1 Machine Gun(R) LT O 2 1 2 3
[DBAI]
2 Medium Pulse Laser LT 4 ©6[P] — 2 4 6
1 Gauss Rifle RA 1 15 2 7 15 22 .
[DB.X] Left Right
1 Gauss Rifle LA 1 15 7 15 22 Leg Center Leg
[DBX] Torso
(19) Rear (15) (19]
Left Right
\ Cost: BV: 2,001 Torso Rear Torso Rear
/ \\ / (10) (10)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (20) Right Torso (20)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator © —
1 3 3. Lower Arm Actuator 4. AMS 1 3 3. Lower Arm Actuator oo
" 4. [ Gauss Rifle 5. Sensors ™ 4.[ Gauss Rifle 08 29
5. | Gauss Rifle 6. Life Support 5.| Gauss Rifle % 28*
6. | Gauss Rifle 6.| Gauss Rifle % 27
[¢)
1. | Gauss Rifle Centel" Tqr'SD 1.| Gauss Rifle Left [9 Right | 26
2. | Gauss Rifle 1. X FUS!'J" Eng!ne 2.| Gauss Rifle Arm 3.0, Arm | 25*
a4-6 3. | Gauss Rifle 2. XL F“5!°" Eng!ne a4-6 3.| Gauss Rifle (16) 18) [2a*
4. L Gauss Rifle 1-3 3. XL Fusion Engine 4. Gauss Rifle -
5. Ammo (Gauss) 8 g Gyro 5. Ammo (Gauss) 8 23
6. Ammo [Gauss) 8 - Gyro 6. Ammo (Gauss) 8 22*
6. Gyro 51
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (20)
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine . 2. XL Fusion Engine ™
3 XL Fusi " 5.  Ammo (Machine Gun) 100 3 . . 17
133 usion Engine 6. Ammo (AMS) 12 _ . XL Fusion Engine =
4. Medium Pulse Laser 4. Medium Pulse Laser
5. Medium Pulse Laser . " 5. Medium Pulse Laser 15*
6. Machine Gun (R) Engine H!t.s ode]e] 6. Machine Gun [R) Heat Sinks: 14"
1. Ferro-Fibrous Gyro H!tS oo 1. Ferro-Fibrous Level™ Effects 12 (24) 13*
P . Sensor Hits OO P . 30 Shutdown i Double
- Ferro-Fibrous > - Ferro-Fibrous 28 Ammo Exp. avoid on 8+ O O 12
3. FerroFibrous Life Support O 3. FerroFibrous 26 Shutdown, avoid on 10+ 11
46, . 46, . - : 00
- Ferro-Fibrous - Ferro-Fibrous 25 -5 Movement Points o 10"
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Roll Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hi 1. Hi 17  +3 Modifier to Fire 5+
- Hip N - P 15 -3 M t Point 0
2. Upper Leg Actuator HL S.[ 2. Upper Leg Actuator 1 éh tdovemen _doln 84 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Ferro-Fibrous Damage Transfer 5. Ferro»Fibr‘ous 3 +1 Modifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
8]

© 2011 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.
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Left Torso Head (9) Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Cerberus MR-V3 Name:
Movement Points: Tonnage: 95 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 6 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 AMS D 1 —=[PD] — — — =—
2 Medium Pulse Laser RT 4 B[P — 2 4 B
2 Medium Pulse Laser LT 4 B[P — 2 4 B
1 Gauss Rifle RA 1 15 2 7 15 22
[DBX]
1 Gauss Rifle LA 1 15 2 7 15 22
[DBX]
Right
Leg Center Leg
Torso
27) Rear (15) (27)
Left Right
\ Cost: BV:2,094 Torso Rear Torso Rear
/ \\ / (10) (10)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (20) Right Torso (20)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator L 9 o
1 3 3. Lower Arm Actuator 4. AMS 1 3 3. Lower Arm Actuator oo Oo
" 4. [ Gauss Rifle 5. Sensors " 4.[ Gauss Rifle 08 C(;O 29
5. | Gauss Rifle 6. Life Support 5.| Gauss Rifle % L 28*
6. | Gauss Rifle 6.| Gauss Rifle % L 27
[¢) (0]
1. | Gauss Rifle Centel" Tqr'SD 1.| Gauss Rifle Left [0 o5\ Right | 26~
2. | Gauss Rifle 1. X FUS!'J" Eng!ne 2.| Gauss Rifle Arm 3.0, 0$ Arm [25*
a4-6 3. | Gauss Rifle 2. XL F“5!°" Eng!ne a4-6 3.| Gauss Rifle (16) 18) [2a*
4. L Gauss Rifle 1-3 3. XL Fusion Engine 4. Gauss Rifle -
5. Ammo (Gauss) 8 g Gyro 5. Ammo (Gauss) 8 23
6. Ammo [Gauss) 8 - Gyro 6. Ammo (Gauss) 8 22*
6. Gyro 51
1. Gyro Il:eft Right 20*
Left Torso 2. XL Fusion Engine Right Torso o e ET-
. . 3. XL Fusion Engine ] . (20) (20)
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 XL Fusi : 5. Ammo (AMS) 12 3 . . 17
133 usion Engine 6. Roll Again 1-33 XL Fusion Engine =
4. Medium Pulse Laser g 4. Medium Pulse Laser
5. Medium Pulse Laser " " 5. Medium Pulse Laser 15*
6. Ferro-Fibrous Engine H!tS ode]e] 6. Ferro-Fibrous Heat Sinks: 14*
1. Ferro-Fibrous Gyro H!tS oo 1. Ferro-Fibrous Level™ Effects 12 (24) 13*
P . Sensor Hits OO P . 30 Shutdown i Double
- Ferro-Fibrous ] - Ferro-Fibrous 28 Ammo Exp. avoid on 8+ O O 12
3. FerroFibrous Life Support O 3. FerroFibrous 26 Shutdown, avoid on 10+ 11
46, . 46, . - : 00
- Ferro-Fibrous - Ferro-Fibrous 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hi V 1. Hi 17  +3 Modifier to Fire 5+
- TP 3M t Point; 0
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éh tdovemen _doln 84 0 2
3. Lower Leg Actuator ame Viabs 3. Lower Leg Actuator 4 utdown, avoid on -+
9 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Ferro-Fibrous Damage Transfer 5. Ferro»Fibr‘ous 3 +1 Modifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
0
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’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Naginata NG-C3A Name:
Movement Points: Tonnage: 95 Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 5 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med
1 LBM15 RT 5 1/Msl B 14
w/ Artemis IV FCS [M,CS]
1 C°Master LT O [E] — 5 9
1 LBRM15 LT 5 1/Msl 6 7 14
w/ Artemis IV FCS [MC,S]
1 LBRM15 RA 5 1/Msl B 7 14
w/ Artemis IV FCS [MC,S]
1 ERPPC LA 15 10[DE] — 7 14
Leg Center
- Torso
(82 Rear (14)
\ Cost: BV: 1,954 Torso Rear
/ \\ (8)
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM
Head .
Left Arm 1. Life Support ng ht Arm Left Torso (20) Right Torso (20)
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o %
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator oo go
™ 4. [ Double Heat Sink 5. Sensors " 4. Hand Actuator 08 OO
5. | Double Heat Sink 6. Life Support 5.| Double Heat Sink OO OO
6. L Double Heat Sink 6.| Double Heat Sink % L
- [¢) (0]
1. | Double Heat Sink Cer_lter TOI"SD 1.L Double Heat Sink Left [ -9 9| Right
2. | Double Heat Sink 1. Fusion Engine 2.[LRM 15 Arm 30, Oof Arm
4.5 3 LDouble Heat Sink 2. Fusion Engine 4.6 3| Am1s (16) (18)
~O 4. MERrPPC 1-3 3. Fusion Engine "9 4.|.LrRM 15
5. [ ERPPC g- Gyro 5. Artemis IV FCS
6. LErPrc - Gyro 6. Roll Again
6. Gyro
1. Gyro Il:eft Right
Left Torso 2. Fusion Engine Right Torso °d Leg
- 3. Fusion Engine (20) (20)
1.[LAM 15 A6 ;. oo Enine 1.[ Double Heat Sink
2.| LRM 15 5. ol poei 9 2.| Double Heat Sink
1-3 3 Lamas 6 HOH Agaf” 13 3-LDouble Heat Sink
4. Artemis IV FCS ol Again 4.[LRM 15
5. Ammo (LRM 15 Artemis) 8 " " 5.| LRM 15
6. Ammo (LRM 15 Artemis) 8 Engine H!t.s 000 6.LLRM 15 Heat Sinks:
1. [ C*Master Gyro Hits 0O 1. Artemis IV FCS Level™ Effects 15 (30)
3 Sensor Hits OO P i 30 Shutdown i Double
2. | c®Master > - Ammo (LRM 15 Artemis) 8 28 Ammo Exp. avoid on 8+ O O
a4-6 3. | C*Master Life Support O a4-6 3. Ammo (LRM 15 Artemis) 8 26 Shutdown, avoid on 10+ o o
4. | c®*Master 4. Ammo (LRM 15 Artemis) 8 25 -5 Movement Points 00
5. LC®Master 5. Ammo [LRM 15 Artemis) 8 24 +4 Modifier to Fire
6. cast 6. casE 23  Ammo Exp. avoid on 6+ O O
22 Shutdown, avoidon 8+ O O
20 -4 Movement Points (0]
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+
1. Hip V 1. Hip 17 +3 Modifier to Flf‘e 1)
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator ::5 éﬁ l}:/cljovement I_jiolnts4 0
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator ’Ig +2uM§;\i/f?ér'at\:I§IFil%n +
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Roll Again Damage Transfer S. Roll Again 8  +1 Modifier to Fire
\ 6. Roll Again Diagram 6. Roll Again / U 5 -1 Movement Points y
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’'MECH RECORD SHEET

ARMOR DIAGRAM

9
Left Torso Head (9)

Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Naginata NG-C3B Name:
Movement Points: Tonnage: 95 Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: In_n_er‘ SphEPEI Hits Taken| 1 o[ 3]4]5]6
Running: 5 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med
1 ER Medium Laser CT 5 5[DE] — 4 8
1 ER Small Laser CT 2 3[DE] — 2 4
1 LBM15 RT 5 1/Msl 6 7 14
w/ Artemis IV FCS [M,CS]
1 C3Master LT 0 [ — 5 9
1 LBRM15 LT 5 1/Msl B 7 14
w/ Artemis IV FCS [M,CS]
1 C3Master RA O [ — 5 9 .
1 ERPPC LA 1510[DE] — 7 14 Cent Right
1 Guardian ECM Suite RL — [ — — =— Leg TE" er Leg
orso
(32) Rear (14) (32
\ Cost: BV:1,943 Torso Rear Torso Rear
/ \\ (8) (8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (20) Right Torso (20)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o % 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator oo go
™ 4. [ Double Heat Sink 5. Sensors a4 _Hand Actuator 08 OO 29
5. | Double Heat Sink 6. Life Support 5.| Double Heat Sink % L 28*
6. LDouble Heat Sink 6.| Double Heat Sink 00 OO 27
- [¢) (0]
1. | Double Heat Sink Cer_lter TOI"SD 1.LDouble Heat Sink Left [9 o5\ Right | 26~
2. | Double Heat Sink 1. Fusion Engine 2.[ c*Master Arm 3.0, 0$ Arm [25*
4.6 3. LDouble Heat Sink 2. Fusion Engine 4.6 3.| c®*Master (16) 6] [aa
4. [ER PPC 1-3 3. Fusion Engine 4.| c®Master .
5.| ERPPC g- Gyro 5. c®Master 23
6. LerpPc - Gyro 6.Lc®Master 22+
6. Gyro 21
1. Gyro II:Eft Right 20*
Left Torso 2. Fusion Engine Right Torso e e ET-
- 3. Fusion Engine - ) (20) (20)
1.[LAM 15 46, .. . 1.[ Double Heat Sink 18*
- Fusion Engine .
2.| LRM 15 - 2.| Double Heat Sink ™
3.LLrRM 15 5. ER Medium Laser 3. Double Heat Sink 17
13, " 6. ER Small Laser 1-3 ; podble Heat Sin 16
4. Artemis IV FCS 4.[ LRM 15
5. Ammo (LRM 15 Artemis) 8 " - 5.| LRM 15 15*
6. Ammo (LRM 15 Artemis) 8 Engine H!t.s ode]e] 6.LLRM 15 Heat Sinks: 14"
1. [ C*Master Gyro Hits 0O 1. Artemis IV FCS '-'33"8'* Shus dov\'f;fBCtS I'_!,gu[ag] 13
2. [ c®Master Sensor Hits 0O 2. Ammo (LAM 15 Artemis) 8 58 Ammo Exp. avoidon 8+ O O 12
4.6 3| € Master Life Support O 4-g 3 Ammo (LRM 15 Artemis) 8 26 Shutdown, avoid on 10+ @ o 11
4. | c®*Master 4. Ammo (LRM 15 Artemis) 8 25 -5 Movement Points 00 710*
5. LC®Master 5. Ammo [LRM 15 Artemis) 8 24 +4 Modifier to Fire
6. cast 6. casE 23  Ammo Exp. avoid on 6+ O O 9
22  Shutdown, avoid on 8+ O O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér'at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Rall Agafn Damage Transfer 5.[Guard!an ECM Su!te 8 +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6.1 Guardian ECM Suite / 5 -1 Movement Points y 1
0

© 2011 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

Head (9)
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WARRIOR DATA
Type: Naginata NG-C3C Name:
Movement Points: Tonnage: 95 Gunnery Skill: Piloting Skill:
Walking: 3 Tech Base: In_n_er‘ SphEPEI Hits Taken| 1 o[ 3]4]5]6
Running: 5 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 3
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med
1 C®Slave CT — [ — — =—
1 LBM15 RT 5 1/Msl 6 7 14
w,/ Artemis IV FCS [MC,S]
1 LBRM15 LT 5 1/Msl 6 7 14
w/ Artemis IV FCS [MC,S]
1 LBRM15 RA 5 1/Msl B 7 14
w/ Artemis IV FCS [MC,S]
1 ERPPC LA 15 10[DE] — 7 14 .
Cent Right
Leg Torso Leg
(32 Rear (14) (32)
\ Cost: BV: 2,131 Torso Rear Torso Rear
/ \\ (8) (8)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea (o)
. H Overflow
Left Arm 1. Life Support ng ht Arm Left Torso (20) Right Torso (20)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o % 30"
1 3 3. Lower Arm Actuator 4. Roll Again 1 3 3. Lower Arm Actuator oo go
™ 4. [ Double Heat Sink 5. Sensors " 4. Hand Actuator 08 OO 29
5. | Double Heat Sink 6. Life Support 5.| Double Heat Sink % L 28*
6. LDouble Heat Sink 6.| Double Heat Sink 00 OO 27
- [¢) (0]
1. | Double Heat Sink Cer_lter TOI"SD 1.LDouble Heat Sink Left [9 o5\ Right | 26~
2. | Double Heat Sink ; EUS!OH Engfne 2.[LRM 15 Arm 30, Oof Arm [25~
3. L Double Heat Sink - Fusion Engine 3.| LRM 15 (18) (18) =
4-6 4. [ER PPC 1-3 3. Fusion Engine 4-6 alLrM 15 24*
5. [ ERPPC g- Gyro 5. Artemis IV FCS 23
6. LErPrc - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro II:Eft Right 20*
Left Torso 2. Fusion Engine Right Torso °d v T
3. Fusion Engine (20) (20)
1. Jump Jet 46 , Fuci ' 1.[ Double Heat Sink 18*
2.[LRM 15 - Fusion Engine 2.| Double Heat Sink
5. Jump Jet . 17*
1-3 3.| LRM 15 6. g 1-3 3.LDouble Heat Sink
4. LRmM 15 ave 4. Jump Jet 16
5. Artemis IV FCS " " 5.[LRM 15 15*
6. Ammo (LRM 15 Artemis) 8 Engine H!t.s ode]e] 6.| LRM 15 Heat Sinks: 14"
1. Ammo (LRM 15 Artemis) 8 Gyro Hits 0O 1.LLrm 15 Lol ndon et ba (30) 13"
2. CASE Sensor Hits 0O 2. Artemis IV FCS 28 Ammo Exp. avoidon 8+ O O 12
4. 3 RollAgain Life Support O 4-g 3- Ammo (LRM 15 Artemis) 8 26 Shutdown, avoid on 10+ @ o 11
4. Roll Again 4. Ammo (LRM 15 Artemis) 8 25 -5 Movement Points 00 o
5. Roall Again 5. case 24  +4 Modifier to Fire
6. Rol Again 6. Rol Again 23 Ammo Exp. avoid on 6+ (OR¢) 9
22  Shutdown, avoid on 8+ O O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Roll Again Damage Transfer S. Roll Again 8  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again / 5 -1 Movement Points y ;
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ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Berserker BRZ-A3 Name:
Movement Points: Tonnage: 100 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: B8] Era: Clan Invasion Consciousness#| 3 | 5 [ 7 | 10| 11 [Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Flamer HD 2 - 1 2 3
[DE,H,AI]
1 AMS CT 1 —[PD] — — =— =—
1 Guardian ECM Suite RT — [E] - — = 6
1 Large Pulse Laser RT 10 9[P] — 3 7 10
1 Large Pulse Laser LT 10 9[P] =— 3 7 10
1 Hatchet RA — 20 - - = -
1 ERPPC LA 15 10[DE] — 7 14 23 .
Cent Right
(38) Rear (15) (38]
Left Right
\ Cost: BV:2,117 Torso Rear Torso Rear
/ \\ / (10) (10)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Left Torso (21) Right Torso (21)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator L 9 o
1 3 3. Lower Arm Actuator 4. Flamer 1 3 3. Lower Arm Actuator oo Oo
"2 4. [ERPPC 5. Sensors =9 4. Hand Actuator 08 C(;O 29
5.| ERPPC 6. Life Support 5.| Hatchet % QL 28*
6. LERPPC 6.| Hatchet % L 27
[¢) (0]
1. Endo Steel Center Torso 1.| Hatchet Left |0 oo{ Right [267
2. Endo Steel 1. X FUS!'J" Eng!ne 2.| Hatchet Arm 3.0 %0$ Arm [25*
4.6 3. Roll Again 2. XL Fusion Engine 4.6 3.| Hatchet 17 1Y °l 17 v
4. Roll Again 1-3 3. XL Fusion Engine 4.| Hatchet .
5. Roll Again g Gyro 5.LHatchet 23
6. Roll Again - Gyro 6. Endo Steel 22+
6. Gyro 21
1. Gyro Il:eft Right 20*
Left Torso 2. XL Fusion Engine Right Torso - - T
. . 3. XL Fusion Engine ] . (21) (XD
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine 5 2. XL Fusion Engine ™
. " - AMS . . 17
1-3 3. XL Fusion Engine B. Ammo (AMS) 12 1-3 3. XL Fusion Engine s
4. [Large Pulse Laser 4-[Lar‘ge Pulse Laser
5. LLarge Pulse Laser " - 5.l Large Pulse Laser 15*
6. [ masc Engine H!t.s ode]e] 6-[Guardian ECM Suite Heat Sinks: 14*
1. | masc Gyro Hits 0O 1. Guardian ECM suite Shutdo et 08 132 13"
2. | MASC Sensor Hits 0O 2. Endo Steel Ammo Exp. avoid on 8+ O O 12
46 3. | masc Life Support O 46 3. Endo Steel Shutdown, avoid on 10+ 11
O 4 ~O a ! h OO0
- LMASC - Endo Steel -5 Movement Points 00 10"
5. Endo Steel 5. Endo Steel +4 Modifier to Fire
6. Endo Steel 6. Endo Steel Ammo Exp. avoid on 6+ (OR¢) 9
Shutdown, avoid on 8+ O O ra
-4 Movement Points (ONe] >
R Ammo Exp. avoid on 4+ (O
Left Leg nght Leg Shutdown, avoid on B+ 6
1. Hip V 1. Hip +3 Modifier to Fire o 5+
2. Upper Leg Actuator HL S.[ 2. Upper Leg Actuator éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator utdown, avoid on -+
a +2 Modifier to Fire 3
. Foot Actuator 4. Foot Actuator _2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel y, -1 Movement Points / ;

© 2011 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
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Berserker BRZ-B3 Name:
Movement Points: Tonnage: 100 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: |nner Sp_her‘e| HitsTaken[ 1 | 2 1 31 4] 51 6
Running: B8] Era: Clan Invasion Consciousness#| 3 | 5 [ 7 | 10| 11 [Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Flamer HD 3 2 - 1 2 3
[DE.H,AI
1 AMS CT 1 —[PD] — — =—
1 Guardian ECM Suite RT — [E] —_—— -
1 LRM 10 RT 4 1/Msl 6 7 14
[MC,S]
1 LRM 10 LT 4 1/Msl 6 7 14
(M.CS] )
1 Hatchet RA — 20 =— — =— Cent Right
1 ERPPC LA 1510[DE] — 7 14 Leg Te" er Leg
orso
(38) Rear (15) (38)
Left Right
\ Cost: BVv:2,020 Torso Rear Torso Rear
/ \\ ) (10) (10)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea (o)
. H Overflow
Left Arm 1. Life Support nght Arm Left Torso (21) Right Torso (21)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator L 9 o
1 3 3. Lower Arm Actuator 4. Flamer 1 3 3. Lower Arm Actuator oo Oo
"2 4. [ERPPC 5. Sensors =9 4. Hand Actuator 08 C(;O 29
5.| ERPPC 6. Life Support 5.| Hatchet % QL 28*
6. LERPPC 6.| Hatchet % L 27
[¢) (0]
1. Ammo (LRM 10) 12 Centgr‘ T‘?"5° 1.| Hatchet Left [-O 05| Right | 26*
2. Ammo [LRM 10) 12 1. XL Fusion Engine 2.| Hatchet Arm 30 Ot Arm [25+
4.6 3 Ammo(LAM 10] 12 2. XL Fusion Engine 4.5 3| Hatehet 1 19 °) 17 57
4. Ammo (LRM 10} 12 1-3 3- XLFusion Engine 4.| Hatchet .
5. Endo Steel g Gyro 5.LHatchet 23
6. Endo Steel - Gyro 6. Endo Steel 22*
6. Gyro 51
1. Gyro Il:zft RLight 20*
Left Torso 2. XL Fusion Engine Right Torso - A KT
. . 3. XL Fusion Engine ] . (21) (XD
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ’ usion Engine 2. XL Fusion Engine
¢] g *
3 - " 5. Ams . " 17
133 XL Fusion Engine 6. Ammo (AMS) 12 1-3 3. XL Fusion Engine =
4-[LRM 10 4-[LRM 10
5.LLRM 10 " " 5.LLRmM 10 15*
6. [ masc Engine H!t.s ode]e] 6-[Guardian ECM Suite Heat Sinks: 14*
1. | masc Gyro Hits 0O 1.L Guardian ECM Suite Shut dov\'f;fECtS I’.!)Su[t?lsl 13"
2. | MASC Sensor Hits 0O 2. Endo Steel Ammo Exp. avoid on 8+ O O 12
46 3. | masc Life Support O 46 3. Endo Steel Shutdown, avoid on 10+ 11
O 4 ~O a ! h OO0
- LMASC - Endo Steel -5 Movement Points 00 10"
5. Endo Steel 5. Endo Steel +4 Modifier to Fire
6. Endo Steel 6. Endo Steel Ammo Exp. avoid on 6+ O O 9
Shutdown, avoid on 8+ O O ra
-4 Movement Points (oNe} >
R Ammo Exp. avoid on 4+ (O
Left Leg nght Leg Shutdown, avoid on B+ 6
1. Hip V 1. Hip +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator _2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel y, -1 Movement Points / ;

© 2011 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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TITLETEDS

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

('MECH DATA)

WARRIOR DATA
Type: Berserker BRZ-C3 Name:
Movement Points: Tonnage: 100 Gunnery Skill: Piloting Skill:
Walking: 4 [5] Tech Base: Inner Sphere] HtsTaken[ 1 |2 [ 3| 4| 5] 6
Running: B (8] Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Flamer HD 2 - 1 2 3
[DEH,AI
1 AMS CT 1 —[PD] — — =— =—
3 ER Medium Laser RT 5 5[DE] — 4 8 12
1 Guardian ECM Suite RT — [E] - — = B
1 C3Slave T — [ — — = =
3 ER Medium Laser LT 5 5[DE] — 4 8 12
1 Hatchet RA — 20 - - - - .
1 ERPPC LA 1510[DE] — 7 14 23 Center Right
Leg Torso Leg
(38) Rear (15) (38]
Left Right
\ Cost: BV: 2,354 Torso Rear Torso Rear
/ \\ / (10) (10)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Left Torso (21) Right Torso (21)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator L 9 o
1 3 3. Lower Arm Actuator 4. Flamer 1 3 3. Lower Arm Actuator oo Oo
"2 4. [ERPPC 5. Sensors =9 4. Hand Actuator 08 C(;O 29
5.| ERPPC 6. Life Support 5.| Hatchet % QL 28*
6. LERPPC 6.| Hatchet % L 27
[¢) (0]
1. Endo Steel Center Torso 1.| Hatchet Left |0 oo\ Righ: [28°
2. Endo Steel 1. Light Fusion Engine 2.| Hatchet Arm 3.0 %0$ Arm [25*
4.6 3. Endo Steel 2. L!ghr. Fus!on Eng!ne 4-6 3.| Hatchet 7] () @) Wl
4. Triple-Strength Myomer 1-3 3. Light Fusion Engine 4.| Hatchet -
5. Roll Again g Gyro 5.LHatchet 23
6. Roll Again - Gyro 6. Triple-Strength Myomer 22*
6. Gyro 21
1. Gyro Il:eft Right 20*
Left Torso 2. Light Fusion Engine Right Torso o O ET-4
] ] ) 3. Light Fusion Engine ) . ) (21) @1
1. Light Fusion Engine 4-6 4. . . ; 1. Light Fusion Engine 18*
. . " - Light Fusion Engine X . .
2. Light Fusion Engine 5 2. Light Fusion Engine ™
. - AMS ) 17
1-3 3. ER Medium Laser B. Ammo (AMS) 12 1-3 3. ER Medium Laser s
4. ER Medium Laser 4. ER Medium Laser
5. ER Medium Laser " " 5. ER Medium Laser 15*
6. C3Slave Engine H!tS ode]e] 6-[Guar‘dian ECM Suite Heat Heat Sinks: 14*
1. Endo Steel Gyro Hits 0O 1.L Guardian ECM Suite '-%"S'* Shut dov\'f;fECtS sgu[ag] 13"
2. Endo Steel Sensor Hits 0O 2. Endo Steel 28 Ammo Exp. avoidon 8+ O O 12
46 3. Endo Steel Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ 11
O 4 ~O a ! h OO0
- Endo Steel - Endo Steel 25 -5 Movement Points 00 10"
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Triple-Strength Myomer 6. Triple-Strength Myomer 23 Ammo Exp. avoid on 6+ 00 9
22  Shutdown, avoid on 8+ O O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8  +1 Modifier to Fire 2
\ 6. TripleStrength Myomer Diagram 6. Triple-Strength Myomer y. \ 5 -1 Movement Points y 1
0

© 2011 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
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Grand Titan T-IT-N10M Name:
Movement Points: Tonnage: 100 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken[1 |2 1 31 4] 5] 6
Running: 6 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 AMS HD 1 —[PD] — — — =—
1 Small Pulse Laser(R) RT 2 3[PA] — 1 2 3
1 SRMB RT 4 2/Ms — 3 6 9
w/ Artemis IV FCS [MC,S]
1 Small Pulse Laser(R) LT 2 3[PA] — 1 2 3
1 SRMB LT 4 2/Msl — 3 6 9
w/ Artemis IV FCS [MC,S]
2 Large Pulse Laser RA 10 9[P] — 3 7 10 .
1 MediumPulselaser RA 4 6B[F] — 2 4 6 Cent Right
1 LRM15 LA 5 1/Ms B 7 14 21 Leg enter Leg
w/Artemis IV FCS IMCS] Torso
1 MedumPulselaser LA 4 B[P] — 2 4 6 (38) Rear (19) (38])
Left Right
\ Cost: BV: 1,817 Torso Rear Torso Rear

11 11

\ =
/ \
CRITICAL HIT TABLE ) e

Head ) seate
vertlow
Left Arm 1. Life Support nght Arm Left Torso (21) Right Torso (21)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30"
1 3 3. Lower Arm Actuator 4. AMS 1 3 3. Lower Arm Actuator oo
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 08 29
5. LRM 15 6. Life Support 5.[Large Pulse Laser % 28*
6. | LRM 15 6.L Large Pulse Laser Q 27
Center Torso X
1. LLRM 15 1.| Large Pulse Laser Left [0 Right | 26*
- . 9 o g
2. Artemis IV FCS 1. X FUS!'J" Eng!ne 2.L Large Pulse Laser Arm 3.0 Arm | 25*
3. Medium Pulse Laser 2. XL Fusion Engine 3. Medium Pulse Laser (17 o (17) =
4-6 3. XL Fusion Engi 4-6 24
4. Endo Steel 1-3 3 usion Engine 4. Endo Steel -
5. Endo Steel g Gyro 5. Endo Steel 23
6. Endo Steel B. Gyro 6. Endo Steel 22*
- Gyro ) 21
1. Gyro Right 20*
Left Torso 2 XL Fusion Engine Right Torso '[';9] 19"
1. XL Fusion Engine 4-6 4: XL Fz::: E:g::: 1. XL Fusion Engine 18*
2. XL Fusion Engine 5 A (AMS]g1 o 2. XL Fusion Engine 17+
1-3 3. XL Fusion Engine B. £ rr;m; | 1-3 3. XL Fusion Engine
4. [SRM 6 ndo Stee 4-[SRM 6 16
5.LsRm B " " 5.Lsrme 15*
6. Artemis IV FCS Engine H!t.s ode]e] 6. Artemis IV FCS Heat Sinks: 14"
1. Small Pulse Laser (R) Gyro H!tS oo 1. Small Pulse Laser (R) Level™ Effects 12 (24) 13*
. Sensor Hits OO P i 30 Shutdown ) Double
2. Ammo (SRM 6 Artemis) 15 > - Ammo (SRM 6 Artemis) 15 28 Ammo Exp. avoid on 8+ O O 12
4. 3- Ammo (LRM 15 Artemis) 8 Life Support O 4.-g 3 Endo Steel 26 Shutdown, avoid on 10+ @ o 11
4. Ammo [LRM 15 Artemis) 8 4. Endo Steel 25 -5 Movement Points o o
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Roll Again 6. Endo Steel 23 Ammo Exp. avoid on B+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0]
. 7
. 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Act_‘.uat:or‘ 4. Foot Actuator 10 -2 Movement Points >
g' Roll Again Damage Transfer g Endo ?EEI 8  +1 Modifier to Fire -
- Roll Again . - Endo Steel - i
\ g Diagram /7 5 1 Movement Points / =
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/4 \
'MECH DATA WARRIOR DATA
Type: Grand Titan TAT-N11M Name:
Movement Points: Tonnage: 100 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere] HtsTaken| 1 [2 [ 3[4 5[ 6
Running: 6 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser HD 2 3[DE] — 2 4 5
1 Guardian ECM Suite RT — [E] - —- = B
2 Medium Pulse Laser RT 4 6[P] — 2 4 B
1 Streak SRM 4 RT 3 2/Msl — 3 6 9
M.C]
2 Medium Pulse Laser LT 4 ©6[P] — 2 4 6
1 Streak SRM 4 LT 3 EMMS\] - 3 6 9
1 ERPPC RA 1510[DE] — 7 14 23 Cent Right
1 Light Gauss Rifle LA 8 8 17 25 Leg enter Leg
[DBX] Torso
(38) Rear (19) (38]
Left Right
\ Cost: BV:2,053 Torso Rear Torso Rear
/ \\ / (11 (11
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Left Torso (21) Right Torso (21)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator © —
1 3 3. Lower Arm Actuator 4. ER Small Laser 1 3 3. Lower Arm Actuator oo
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 08 29
5. | Light Gauss Rifle 6. Life Support 5.| ERPPC % 28*
6. | Light Gauss Rifle 6.| ERPPC % 27
[¢)
1. | Light Gauss Rifie Center Torso 1.LErprc Left |0 Right [ 267
2. | Light Gauss Rifle 1. x Fusion Engine 2. Endo Steel Arm 3.0 Arm [ 25*
4.5 3 LLight Gauss Rifle 2. XL Fusion Engine 4.6 3 EndoSteel 1 19 17 t=z7
4. Endo Steel 1-3 3. XL Fusion Engine 4. Endo Steel -
5. Endo Steel g Gyro 5. Endo Steel 23
6. Endo Steel o Gyro 6. Roll Again 22+
- Gyro ) 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . @1
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine . 2. XL Fusion Engine ™
3 XL Fusi ; 5. Roll Again 3 . " 17
133 usion Engine 6. Roll Again 1-33 XL Fusion Engine =
4. Medium Pulse Laser g 4. Medium Pulse Laser
5. Medium Pulse Laser " " 5. Medium Pulse Laser 15*
6. Streak SRM 4 Engine H!t.s ode]e] 6. Streak SRM 4 Heat Sinks: 14*
1. Ammo [Streak SRM 4] 25 Gyro Hits 0O 1 .[Guardian ECM Suite '-%"De' * Shut dov\'f;fECtS I’.!)Su[t?lsl 13
2. Ammo (Light Gauss) 16 Sensor Hits OO 2. Guardian ECM Suite 28 Ammo Exp. avoid on 8+ O O 12
46 3. CASE Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ o o 11
4. Endo Steel 4. Endo Steel 25 -5 Movement Points 00 o
5. Rall Again 5. Endo Steel 24  +4 Modifier to Fire
6. Roll Again 6. Endo Steel 23 Ammo Exp. avoid on 6+ O O 9
22  Shutdown, avoid on 8+ O O 8*
20 -4 Movement Points (ONe] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
a 13 +2 Modifier to Fire 3
. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Roall Again Damage Transfer S. Endo Steel 8  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET
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/4 \
'MECH DATA WARRIOR DATA
Type: Phantom Prime Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walki.ng: 9 Tech Base: Clan _ HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 14 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Active Probe CT — [g] - — =5 -
1 ECM Suite RT — [f] — — — & Left Arm Right Arm
1 Clan TAG IT O 0§ — 5 9 15 12) 12
1 ER Small Laser LT 2 5[DE] — 2 4 6
1 ER Medium Laser RA 5 7[DE] — 5 10 15
1 LBRM5 LA 2 1/Msl =— 7 14 21
[M,CS]
Left Right
Leg Center Leg
Torso
(13) Rear (8) (13]
Left Right
\ Cost: BV: 1,159 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm casg 1. Life Support Right Arm Greron
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
4. LRMS 5. Sensors " 4. Hand Actuator 29
5. Ammo (LRM 5) 24 6. Life Support 5. ER Medium Laser 28*
6. Endo Steel 6. Endo Steel 27
1. Ferro-Fibrous Centel" Tqr'SD 1. Ferro-Fibrous 26*
2. Roll Again ; )’Et E“SEC'" E"gfne 2. Roll Again 25*
3. Roll Again . usion Engine 3. Roll Again G
- . : - 24
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
. Gyro 21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ) rusion Engine 2. XL Fusion Engine
g g *
3 ERs 5. Active Probe 3 5 17
1-3% mall Laser 6. Endo Steel 1-3% ECM Suite e
4. Clan TAG 4. Endo Steel
5. Endo Steel " - 5. Ferro-Fibrous 15*
6. Ferro-Fibrous Englne H!tS ode]e] 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Lol ndon et o2 (2d) 13"
2. Roll Again Sensor Hits 0O 2. Roll Again 28 Ammo Exp. avoid on 8+ Q O 12
46 3. Roll Again Life Support O 46 3. Roll Again 26 Shutdown, avoid on 10+ o o 11
4, i 4. i i
Roll Again Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo SFeeI Damage Transfer 5. Endo Srfeel 8 +1 Modifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
0




T 11LLETEIIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Phantom A Name:
Movement Points: Tonnage: 40 Gunnery Skill: ____ Piloting Skill: ____
Walki.ng: 9 Tech Base: Clan _ HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 14 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med
1 ER Medium Laser CT 5 7[DE] — 5 10 .
1 LRM5 RT 2 1/Msi — 7 14 Left Arm Right Arm
[MCS] (12) (12)
1 ER Small Laser(R) LT 2 5D — 2 4
1 LBRM5 LT 2 1/Msl — 7 14
[M,CS]
2 ER Small Laser RA 2 5[DE] — 2 4
2 ERSmallL LA 2 5[DE] — 2 4
mal -aser [OE] Left c Right
Leg enter Leg
Torso
(13) Rear (8) (13]
Left Right
\ Cost: BV:1,410 Torso Rear Torso Rear
/ \\ (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. ER Small Laser 6. Life Support 5. ER Small Laser 28*
6. ER Small Laser 6. ER Small Laser 27
1. Endo Steel Centel" Tqr'SD 1. Endo Steel 26*
2. Ferro-Fibrous ; ))Et 'l;us!on Eng!ne 2. Ferro-Fibrous 25*
3. Roll Again . usion Engine 3. Roll Again G
- . : - 24
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
. Gyro 21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso(cass T
i X 3. XL Fusion Engine ] .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
. " . usion Engine . .
2. XL Fusion Engine " 2. XL Fusion Engine ™
3 LAMS 5. ER Medium Laser 3 LAMS 17
13, 6. Endo Steel 13, 16
4. ER Small Laser (R) 4. Ammo (LRM 5) 24
5. Endo Steel " - 5. Endo Steel 15*
6. Ferro-Fibrous Engine H!tS ode]e] 6. Ferro-Fibrous Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Lol ndon et o2 (2d) 13"
2. Roll Again Sensor Hits 0O 2. Roll Again 28 Ammo Exp. avoid on 8+ Q O 12
46 3. Roll Again Life Support O 46 3. Rol Again 26 Shutdown, avoid on 10+ o o 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo SFeeI Damage Transfer 5. Endo Srfeel 8 +1 Modifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / ;

© 2011 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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T 11LLETEIIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Phantom B Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walking: 9 Tech Base: Clan _ HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 14 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med
1 ER Medium Laser CT 5 7[DE] — 5 10 .
1 ER Small Laser(R) RT 2 G5[DE] — 2 4 Left Arm Right Arm
1 Active Probe LT =— [E] - - - (12) (12)
1 SRM4 RA 3 2/Msl — 3 6
MCS] (n/
1 SRM4 3 2/Msl — 3 B RO
MCS) RS Nt
£ ‘l“f\%& y Left Right
I < Leg Center Leg
N 13 Torso 13
(13 Rear (8) (13)
Left Right
\ Cost: BV: 1,096 Torso Rear Torso Rear
\ (7) (7)
/ \ Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm casg) 1. Life Support ng ht Armcasg Right Torso (10] Overfiow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. SRM4 6. Life Support 5. SRM4 28*
6. Ammo (SRM 4) 25 6. Ammo (SRM 4) 25 27
1. Endo Steel Centel" Tqr'SD 1. Endo Steel Right | 26
2. FerroFibrous ; ))Et 'l;us!on Eng!ne 2. Ferro-Fibrous Arm | 25*
3. Roll Again : usion Engine 3. Roll Again © =z
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso e ET-L
) ) 3. XL Fusion Engine . . (10)
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
. " . usion Engine . .
2. XL Fusion Engine " 2. XL Fusion Engine ™
3 Acti 5. ER Medium Laser 3 17
133 ctive Probe 6. Endo Steel 1-33 ER Small Laser (R) =
4. Endo Steel 4. Endo Steel
5. Ferro-Fibrous " " 5. Ferro-Fibrous 15*
6. Roll Again Engine H!t.s 000 6. Roll Again Heat Heat Sinks: 1a*
1. Roll Again Gyro H!ts 00 1. Roll Again Level* Effects 12 (24) o
. Sensor Hits OO . 30 Shutdown Double
2. Roll Again - 2. Rol Again 28 Ammo Exp. avoid on 8+ Q O 12
46 3. Roll Again Life Support O 46 3. Roll Again 26 Shutdown, avoid on 10+ o o 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
4. Foot Actuat 4. Foot Actuat 13 +2 Modifier to Fire 3
+ root Actuator - root Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
0
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/4 \
'MECH DATA WARRIOR DATA
Type: Phantom C Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walking: 9 Tech Base: Clan _ HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 14 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Targeting Computer CT — [E] —_— = - .
1 Flamer(R) RT 3 2 - 2 3 Left Arm Right Arm
[DEH,AI] 12) (12)
1 ER Medium Laser LT 5 7[DE] — &5 10 15
4 ERSmall Laser RA 2 5[DE] — 2 4 6
4 ERSmall Laser LA 2 5[DE] — 2 4 6
Left Right
Leg Center Leg
13) Torso (13)
( Rear (8)
Left Right
\ Cost: BV: 1,590 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. ER Small Laser 6. Life Support 5. ER Small Laser 28*
6. ER Small Laser 6. ER Small Laser 27
1. ERSmall Laser Centel" Tqr'SD 1. ER Small Laser 26*
2. ER Small Laser 1. x Fusion Engine 2. ER Small Laser 25*%
a4-6 3. Endo Steel 2. x Fusion Engine 4-6 3. Endo Steel Vg
4. FerroFibrous 1-3 3. XL Fusion Engine 4. Ferro-Fibrous -
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
. " . usion Engine . .
2. XL Fusion Engine ; 2. XL Fusion Engine ™
3. ER Medi 5. Targeting Computer 3 17
133 edium Laser 6. Endo Steel 1-33 Flamer (R) =
4. Endo Steel 4. Endo Steel
5. Ferro-Fibrous " " 5. Ferro-Fibrous 15*
6. Roll Again Engine H!t.s 000 6. Roll Again Heat Heat Sinks: 1a*
1. Roll Again Gyro Hits 0O 1. Roll Again Level* Shutd Effects 32 [541 13
2. Roll Again Sensor Hits OO 2. Roll Again S0 Shutdown - oudle 12
gal . gl 28 Ammo Exp. avoidon 8+ QO O
46 3. Roll Again Life Support O 46 3. Roll Again 26 Shutdown, avoid on 10+ o o 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hi 1. Hi 17  +3 Modifier to Fire 5+
- N - P 15 -3 Movement Points o
2. Upper Leg Actuator 2. Upper Leg Actuator ' 2
14  Shutdown, avoid on 4+ O
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 5 Modifie Fi
4. Foot Actuator 4. Foot Actuator 18 odifier to Fire 3
- roo : 10 -2 Movement Points >
5. Endo SFeeI Damage Transfer 5. Endo Srfeel 8 +1 Modifier to Fire
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
0




T 11LLETEIIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Phantom D Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walki.ng: 9 Tech Base: Clan _ HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 14 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser CT 5 7[DE] — 65 10 15 .
1 ERSmall Laser RA 2 5[DEFf — 2 4 6 Left Arm Right Arm
1 Streak SRM 4 RA 3 EMI\/ICS:\] — 4 8 12 12 (12
2 ER Medium Laser LA 5 7 [fJE] — 5 10 15
Left Right
Leg Center Leg
Torso
(13) Rear (8) (13]
Left Right
\ Cost: BV: 1,581 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm[CASE] Overfiow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. ER Medium Laser 6. Life Support 5. Streak SRM 4 28*
6. ER Medium Laser 6. ER Small Laser 27
1. Endo Steel Centel" Tqr'SD 1. Ammo (Streak SRM 4) 25 26>
2. Ferro-Fibrous ; ))Et 'l;us!on Eng!ne 2. Endo Steel 25*
3. Roll Again . usion Engine 3. Ferro-Fibrous G
- . : - 24
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ’ usion Engine 2. XL Fusion Engine
g g *
3 5. ER Medium Laser 3 17
1-3% ndo Steel 6. Endo Stesl 1-3% Endo Steel e
4. FerroFibrous 4. Ferro-Fibrous
5. Rall Again " - 5. Roll Again 15*
6. Roll Again Engine H!t.s 000 6. Roll Again Heat Heat Sinks: 1a*
1. Roll Again Gyro Hits 0O 1. Roll Again Lol ndon et o2 (2d) 13"
2. Roll Again Sensor Hits 0O 2. Roll Again 28 Ammo Exp. avoidon 8+ O O 12
46 3. Roll Again Life Support O 46 3. Roll Again 26 Shutdown, avoid on 10+ 11
-0 4 . -0 4 ) ' ) (ONe]
- Roll Again - Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo SFeeI Damage Transfer 5. Endo Srfeel 8 +1 Modifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
0

© 2011 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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/4 \
'MECH DATA WARRIOR DATA
Type: Phantom E Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walking: 9 Tech Base: Clan _ HitsTaken[ 1 1 2 1 31 4] 5] 6
Running: 14 Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
ATM 3 LT 2 [MCS .
Standard [2/I\/Is 4 5 10 15 Left Arm Right Arm
Extended-Range 1/Msl 4 9 18 27 12) 12)
High-Explosive 3/Msl — 3 6 9
Micro Pulse Laser RA 1 3[PA] — 1 2 3
Micro Pulse Laser LA 1 3[PA] — 1 2 3
Left Right
Center
Leg Torso Leg
(13) Rear (8) (13]
Left Right
\ Cost: BV:975 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Orerfiow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Micro Pulse Laser 6. Life Support 5. Micro Pulse Laser 28*
6. Micro Pulse Laser 6. Micro Pulse Laser 27
1. Micro Pulse Laser Centel" Tqr'SD 1. Micro Pulse Laser 26*
2. Micro Pulse Laser 1. x Fusion Engine 2. Micro Pulse Laser 25*
a4-6 3. Endo Steel 2. x Fusion Engine 4-6 3. Endo Steel Vg
4. FerroFibrous 1-3 3. XL Fusion Engine 4. Ferro-Fibrous -
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
- Gyro 51
1. Gyro 20"
Left Torso(case) 2. XL Fusion Engine Right Torso 19"
i X 3. XL Fusion Engine ] .
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 9 2. XL Fusion Engine ™
3.[aATM 3 5. Endo Steel 3. Endo Steel 17
13, 6. Roll Again 1-3 5 Sndostee 16
4. LATM 3 4. Ferro-Fibrous
5. Ammo (ATM 3) 20 " - 5. Roll Again 15*
6. Endo Steel Engine H!t.s 000 6. Roll Again Heat Heat Sinks: 1a*
1. Ferro-Fibrous Gyro H!tS oo 1. Roll Again L%VDEI* ShuthV\IIEI‘]:fECtS I’.IJEU[EI:I 13*
2. Roll Again Sensor Hits 0 O 2. Roll Again 28 Ammo Exp. avoidon 8+ QO O 12
a4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ @ o 11
4. i 4. i i
Rall Again Roll Again 25 -5 Movement Points o To"
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire
6. Rol Again 6. Rol Again 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator 3. Lower Leg Actuator 4 utaown, avoid on <+
game Jlabs 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo SFeeI Damage Transfer 5. Endo Srfeel 8 +1 Modifier to Fire 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous / \ 5 -1 Movement Points / 1
0




T 11LLETEIIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET
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/4 \
'MECH DATA WARRIOR DATA
Type: Phantom F Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walking: 9 Tech Base: Clan HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 14 ) [Ad}/anced] Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0 Era: Jihad
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ECM Suite CT — [ — — — B )
1 ER Medium Laser RT 5 7[DFf — 5 10 15 Left Arm Right Arm
1 ER Medium Laser LT 5 7[DFf — 5 10 15 12) 12
1 Heavy Medium Laser RA 7 10[DE] — 3 6 9
1 Heavy Flamer LA 5 4 - 2 3 4
[DES]
Left Right
Leg Center Leg
Torso
(13) Rear (8) (13]
Left Right
\ Cost: BV:1,377 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea (o)
Left Arm casg 1. Life Support Right Arm Greron
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
" 4. Heavy Flamer 5. Sensors " 4. Hand Actuator 29
5. Ammo (Heavy Flamer) 10 6. Life Support 5.[Heavy Medium Laser 28*
6. Endo Steel 6. Heavy Medium Laser 27
1. Ferro-Fibrous Centel" Tqr'SD 1. Endo Steel 26*
2. Roll Again ; ))Et 'EUS!'J" Engfne 2. Ferro-Fibrous 25*
3. Roll Again . usion Engine 3. Roll Again G
- : : - 24
4-6 4. Pl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ’ usion Engine 2. XL Fusion Engine
g g *
3 X 5. ECM Suite " 17
133 ER Medium Laser 6. Endo Steel 1-3 3. ER Medium Laser =
4. Endo Steel 4. Endo Steel
5. Ferro-Fibrous " " 5. Ferro-Fibrous 15*
6. Roll Again Engine H!t.s 000 6. Roll Again Heat Heat Sinks: 1a*
1. Roll Again Gyro Hits 0O 1. Roll Again Lol ndon et o2 (2d) 13"
2. Roll Again Sensor Hits 0O 2. Roll Again 28 Ammo Exp. avoid on 8+ Q O 12
46 3. RollAgain Life Support O 46 3. Roll Again 26 Shutdown, avoid on 10+ 11
-0 4 . -0 4 ) ' h (ONe]
- Roll Again - Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo SFeeI Damage Transfer 5. Endo Srfeel 8 +1 Modifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
0




T 11LLETEIIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Phantom H Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walking: 9 Tech Base: C_Ir_;m HitsTaken[ 1 | 2 1 31 4] 51 6
Running: 14 Era: Civil War Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 0
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Targeting Computer CT — [g] _ - = = -
1 Flamer RT 3 2 - 2 3 Left Arm Right Arm
[DEH,AI] 12) (12)
1 Medium Pulse Laser LT 4 7[P] — 4 8 12
3 Heavy Small Laser RA 3 6[DE] — 1 2 3
3 Heavy Small Laser LA 3 6[DE] — 1 2 3
Left Right
Center
Leg Torso Leg
(13) Rear (8) (13]
Left Right
\ Cost: BV:1,178 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support nght Arm Grerfow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Heavy Small Laser 6. Life Support 5. Heavy Small Laser 28*
6. Heavy Small Laser 6. Heavy Small Laser 27
1. Heavy Small Laser Centel" Tqr'SD 1. Heavy Small Laser 26*
2. Endo Steel 1. x Fusion Engine 2. Endo Steel 25*%
a4-6 3. Ferro-Fibrous 2. x Fusion Engine 4-6 3. Ferro-Fibrous Vg
4. Poll Again 1-3 3- XLFusion Engine 4. Roll Again .
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 9 2. XL Fusion Engine ™
3 Medi 5. Endo Steel 3 17
133 edium Pulse Laser 6. Targeting Computer 1-33 Flamer =
4. Endo Steel geting P 4. Endo Steel
5. Ferro-Fibrous " - 5. Ferro-Fibrous 15*
6. Roll Again Engine H!t.s 000 6. Roll Again Heat Heat Sinks: 1a*
1. Roll Again Gyro Hits 0O 1. Roll Again Lol ndon et o2 (2d) 13"
2. Roll Again Sensor Hits 0O 2. Roll Again 28 Ammo Exp. avoidon 8+ O O 12
46 3. Roll Again Life Support O 46 3. Roll Again 26 Shutdown, avoid on 10+ o o 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o 10"
5. Rall Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points 2
14  Shutdown, avoid on 4+ O
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 13 42 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo SFeeI Damage Transfer 5. Endo Srfeel 8 +1 Modifier to Fire 2
\ 6. Ferro-Fibrous Diagram 6. FerroFibrous / 5 -1 Movement Points / 1
0

© 2011 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.
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/4 \
'MECH DATA WARRIOR DATA
Type: Pouncer Prime Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Clan _ HitsTaken[ 1 | 2 1 31 4] 51 6
Running: s] Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Targeting Computer RT — [f] _ - = = -
1 ERSmall Laser IT 2 5[DF — 2 4 & Left Arm Right Arm
1 ERPPC RA 1515[DE] — 7 14 23 12) 12
1 ERPPC LA 15 15[DE] — 7 14 23
Left Right
Leg Center Leg
Torso
(13) Rear (8) (13]
Left Right
\ Cost: BV: 2,557 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [10)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. [Double Heat Sink 4. Ferro-Fibrous 13 3,[Doub|e Heat Sink
"9 4. L Double Heat Sink 5. Sensors "9 4., Double Heat Sink 29
5. [EFI PPC 6. Life Support 5.[ER PPC 28*
6. LERPPC 6.LERPPC 27
1. Ferro-Fibrous Centel" Tqr'SD 1. Ferro-Fibrous Right | 26
2. Roll Again ; )’Et 'EUS!OH Engfne 2. Roll Again Arm [25+
3. Roll Again : usion Engine 3. Roll Again © =z
4-6 4. Rl Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again _
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro ) 21
1. Gyro Right 20~
Left Torso 2. XL Fusion Engine Right Torso Leg 19"
) ) 3. XL Fusion Engine . . (10)
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 5. Jump Jet 3 . 17
1-3% ump Jet 6. Endo Stesl 1-3 .[Double Heat Sink e
4. Jump Jet 4. Double Heat Sink
5. ER Small Laser " - 5. Jump Jet 15*
6. Endo Steel Engine Hft's 000 6. Jump Jet Heat Heat Sinks: 14>
1. Ferro-Fibrous Gyro H!tS oo 1.| Targeting Computer L%VDEI* ShuthV\I/Er]:fECtS I’.IJEU[EI:I 13*
2. FerroFibrous Sensor Hits OO 2.| Targeting Computer 28 Ammo Exp. avoid on 8+ O O 12
4. 3 RollAgain Life Support O 4-g 3-\ Targeting Computer 26 Shutdown, avoid on 10+ 11
= a . - a ! . OO0
- Roll Again - Endo Steel 25 -5 Movement Points o 10"
5. Rall Again 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Roll Again 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ o 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
a 13 +2 Modifier to Fire 3
. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5.  Endo Steel Damage Transfer 5+ Endo Steel 8  +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points / 1
0




T 11LLETEIIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

('MECH DATA)

WARRIOR DATA
Type: Pouncer A Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Clan _ HitsTaken[ 1 | 2 1 31 4] 51 6
Running: s] Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser RT 5 7[DE] — &5 10 15 X
1 ER Small Laser(R) RT 2 5[DE] — 2 4 B Left Arm Right Arm
2 ER Medium Laser LT 5 7[Ef — 5 10 15 12) 12
1 LBRM15 RA 5 1/Msl — 7 14 21
[M,CS]
1 LAM15 LA 5 1/Ms — 7 14 21
[M,CS]
Left Right
Leg Center Leg
Torso
(13) Rear (8) (13]
Left Right
\ Cost: BV: 2,081 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm casg) 1. Life Support nght Arm casg Overfiow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. [Double Heat Sink 6. Life Support 5.[Doub|e Heat Sink 28*
6. LDouble Heat Sink 6.L Double Heat Sink 27
1. [LRM 15 Center Tqrso 'I.[LRM 15 26*
2.LLRm 15 1. XL Fusion Engine 2.LLrRm 15 o5%
4.6 3. Ammo (LRM 15) 8 2. XL Fusion Engine 4.6 3. Ammo [LRM 15) 8 o
4. Ammo [LRM 15) 8 1-3 3- XLFusion Engine 4. Ammo (LRM 15) 8 .
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous 23
6. Roll Again o Gyro 6. Roll Again 22+
- Gyro 51
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 19"
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ) usion Engine 2. XL Fusion Engine
g g *
3 5. Jump Jet 3 . 17
1-3% ump Jet 6. Endo Stesl 1-3 .[Double Heat Sink e
4. Jump Jet 4. Double Heat Sink
5. ER Medium Laser " - 5. Jump Jet 15*
6. ER Medium Laser Englne H!tS ode]e] 6. Jump Jet Heat Heat Sinks: 14*
1. Endo Steel Gyro H!tS oo 1. ER Medium Laser L%VDEI* Shutdov\I/E:fECtS E’EU[EI:] 13*
2. Ferro-Fibrous Sensor Hits oo 2. ER Medium Laser 28 Ammo Exp. avoid on 8+ O O 12
4-6 3. Ferro-Fibrous Life Support O 4-6 3. ERSmall Laser (R) 26 Shutdown, avoid on 10+ @ o 11
4. i 4. i
Roll Again Endo Steel 25 -5 Movement Points o 10"
5. Rall Again 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Roll Again 6. Ferro-Fibrous 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 1 g +2uM§;\i/f?ér‘at\:I§IFil%n + 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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T 11LLETEIIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Pouncer B Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walki.ng: 6 Tech Base: Clan _ HitsTaken[ 1 | 2 1 31 4] 51 6
Running: s] Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM10 RT 4 1/Msl — 14 21
MO Lefc Arm Right Arm
1 ERLarge Laser RA 12 10[DE] — 15 25 (12) n2)
1 SRM4 RA 3 2/Msl 3 6 9
[M,CS]
1 ERLarge Laser LA 12 10[DE] — 8 15 25
1 SRM4 LA 3 2/Msl — 3 6 9
(M.CS] '
Left c Right
Leg enter Leg
Torso
(13) Rear (8) (13]
Left Right
\ Cost: BV: 1,836 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm casg) 1. Life Support nght Arm casg Overfiow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5 [Double Heat Sink 6. Life Support 5.[Doub|e Heat Sink 28*
6. LDouble Heat Sink 6.L Double Heat Sink 27
1. ERLlarge Laser Centel" TOI"SD 1. ERLlarge Laser 26*
2. SRM 4 1. XL Fusion Engine 2. SRM 4 55>
3. Ammo (SRM 4) 25 2. XL Fusion Engine 3. Ammo (SRM 4) 25 -
- : : - 24
4-6 4. FerroFibrous 1-3 3. XL Fusion Engine 4-6 4. Ferro-Fibrous -
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
. Gyro 21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso(cass T
. . 3. XL Fusion Engine . .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 5. Jump Jet 3 . 17
1-3% ump Jet 6. Endo Stesl 1-3 .[Double Heat Sink e
4. Jump Jet 4. Double Heat Sink
5. Endo Steel " - 5. Jump Jet 15*
6. Ferro-Fibrous Englne H!tS ode]e] 6. Jump Jet Heat Heat Sinks: 14*
1. FerroFibrous Gyro Hits 0O 1. LRM10 Lol ndon et o2 (2d) 13"
2. Roll Again Sensor Hits 0O 2. Ammo (LRM 10) 12 28 Ammo Exp. avoid on 8+ Q O 12
46 3. RollAgain Life Support O a4-6 3. Endo Steel 26 Shutdown, avoid on 10+ 11
-0 4 . -0 4 ) ' ) (ONe]
- Roll Again - Ferro-Fibrous 25 -5 Movement Points o 10"
5. Rall Again 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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BNATTILETETIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

('MECH DATA)

WARRIOR DATA
Type: Pouncer C Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walking: 5] Tech Base: Clan _ HitsTaken[ 1 1 2 1 31 4] 5] 6
Running: s] Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser RT 2 5[DE] — 2 4 B .
1 ERSmall Laser LT 2 5[DE — 2 4 B Left Arm Right Arm
1 Ultra AC/10 RA 3 1g/snt — 6 12 18 12) 12)
[DB.R/C]
2 ER Medium Laser LA 5 7[DE] — &5 10 15
1 ER Small Laser LA 2 5[DE] — 2 4 6
Left Right
Leg Center Leg
Torso
(13) Rear (8) (13]
Left Right
\ Cost: BV: 1,653 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso [10)
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. [Double Heat Sink 4. Ferro-Fibrous 13 3,[Doub|e Heat Sink
"2 4. L Double Heat Sink 5. Sensors "9 4., Double Heat Sink 29
5. ER Medium Laser 6. Life Support 5.| Urra AC/10 28*
6. ER Medium Laser 6.| Ultra AC/10 27
1. ERSmall Laser Centel" Tqr'SD 1.| Ukra AC/10 Right | 26
2. Ferro-Fibrous 1. x Fus!on Eng!ne 2.LUlkra AC/10 Arm | 25*
a4-6 3. Roll Again 2. x Fusion Engine 4-6 3. Ferro-Fibrous © =z
4. Poll Again 1-3 3- XLFusion Engine 4. Roll Again .
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again o Gyro 6. Roll Again 22+
- Gyro . 51
1. Gyro Right 20*
Left Torso 2. XL Fusion Engine Right Torso(case) e ET-L
i X 3. XL Fusion Engine . . (10)
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
5 " . usion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine ™
3 5. Jump Jet 3 ) 17
1-3% ump Jet 6. Endo Stesl 1-3 .[Double Heat Sink e
4. Jump Jet 4. Double Heat Sink
5. ER Small Laser " - 5. Jump Jet 15*
6. Endo Steel Engine Hft's 000 6. Jump Jet Heat Heat Sinks: 14>
1. Ferro-Fibrous Gyro H!tS oo 1. ER Small Laser L%VDEI* Shutdov\I/E:fECtS E’EU[EI:] 13*
2. FerroFibrous Sensor Hits 0O 2. Ammo [Ultra AC/10) 10 58 Ammo Exp. avoid on 8+ O O 12
4. 3 RollAgain Life Support O 4-g 3 Ammo (Uitra AC/10) 10 26 Shutdown, avoid on 10+ ¢ 11
4. Roll Again 4. Endo Steel 25 -5 Movement Points o o
5. Rall Again 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Roll Again 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ o 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +3 Modifier to Fire o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo Steel Damage Transfer 5. Endo Steel 8 +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel y, \ 5 -1 Movement Points / ;
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T 11LLETEIIH

ARMOR DIAGRAM

9
Left Torso Head (9) Right Torso

’'MECH RECORD SHEET

('MECH DATA)

WARRIOR DATA
Type: Pouncer D Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Clan _ HitsTaken[ 1 | 2 1 31 4] 51 6
Running: s] Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM 6 RT 4 2/Msl — 4 8 12
ree YIS Left Arm Right Arm
1 ERSmall Laser(R) LT 2 5[0 — 2 4 B8 12) (12)
1 Streak SRM 6 LT 4 EKMS\ - 4 8 12
M.C]
1 Targeting Computer LT =— [E] - - - -
3 ER Medium Laser RA 5 7[0Ef — 5 10 15
3 ER Medium Laser LA 5 7[DE] — 5 10 15 .
Left c Right
Leg enter Leg
Torso
(13) Rear (8) (13]
Left Right
\ Cost: BV:2,246 Torso Rear Torso Rear
/ \\ / (7) (7)
Heat
CRITICAL HIT TABLE omd A INTERNAL STRUCTURE DIAGRAM JS0I88
ea oo
Left Arm 1. Life Support ng ht Arm Orerfiow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. [Double Heat Sink 6. Life Support 5.[Doub|e Heat Sink 28*
6. L Double Heat Sink 6.L Double Heat Sink 27
1. ER Medium Laser Centel" Tqr'SD 1. ER Medium Laser 26*
2. ER Medium Laser 1. x Fusion Engine 2. ER Medium Laser 25*
a4-6 3. ER Medium Laser 2. x Fusion Engine 4-6 3. ER Medium Laser Vg
4. FerroFibrous 1-3 3. XL Fusion Engine 4. Ferro-Fibrous -
5. Roll Again g- Gyro 5. Roll Again 23
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso(casg) 19"
i X 3. XL Fusion Engine ] .
1. XL Fusion Engine 4-6 4. XLFusi ; 1. XL Fusion Engine 18*
2. XL Fusion Engine ) usion Engine 2. XL Fusion Engine
g g *
3 5. Jump Jet 3 . 17
1-3% ump Jet 6. Endo Stesl 1-3 .[Double Heat Sink e
4.  Jump Jet 4. Double Heat Sink
5. [ Streak SRM 6 " - 5. Jump Jet 15*
6. [St:r'eak SRM 6 Engine H!t.s ode]e] 6. Jump Jet Heat Heat Sinks: A
1. ERSmall Laser [R) Gyro Hits 0O 1 .[Streak SRM 6 Lol dovﬂfec'ss I’.!)EU[EI:] 13*
2. [Targeting Computer Sensor Hits OO 2. Streak SRM 6 28 Ammo Exp. avoid on 8+ O O 12
46 3. L Targeting Computer Life Support O a4-6 3. Ammo [Streak SRM 6) 15 26 Shutdown, avoid on 10+ @ o 11
4. Endo Steel 4. Endo Steel 25 -5 Movement Points o o
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Ferro-Fibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on 6+ o) 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17  +3 Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éﬁ l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on -+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5.  Endo Steel Damage Transfer 5+ Endo Steel 8  +1 Modifier to Fire 2
\ 6. Endo Steel Diagram 6. Endo Steel / 5 -1 Movement Points y 1
0
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ARMOR DIAGRAM
I E— — ™
B I I I F I F I - I Left Torso Head (9) Right Torso
- Gl

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Pouncer E Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walking: 6 Tech Base: Clan _ HitsTaken[ 1 | 2 1 31 4] 51 6
Running: s] Era: Clan Invasion Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Micro Laser RT 1 2[DE] — 1 2 4 .
1 ER Medium Laser LT 5 7[DFf — 5 10 15 Left Arm Right Arm
1 ER Micro Laser LT 1 2[DE — 1 2 4 (12 (12
1 ATM S8 RA 6 [MCS
Standard /Msl 4 5 10 15
Extended-Range 1/Msl 4 9 18 27
High-Explosive 3/Msl — 3 6 9
! é;l’ Md9 d th 8 [%/I/ll:\l/lS] 4 5 10 15
anaar S \
Extended-Range T/Msl 4 8 18 27 Left Center Right
High-Explosive 3/Msl — 3 6 9 Leg T Leg
orso
(13) Rear (8) (13]
Left Right
\ Cost: BV: 1,632 Torso Rear Torso Rear

/ \\ / (7) (7)
CRITICAL HIT TABLE \

Head ) seate
Left Arm 1. Life Support nght Arm verow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. Ferro-Fibrous 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. [Double Heat Sink 6. Life Support 5.[Doub|e Heat Sink 28*
6. LDouble Heat Sink 6.L Double Heat Sink 27
1.| ATM 9 Center TOPSD 1.| ATM 9 26*
2. | aTmM9 1. XL Fusion Engine a2l atme 55>
3.| aTmM S 2. XL Fusion Engine 3.| ATM 9
4-6 alamme 1-3 3. XL Fusion Engine 4-6 alatmse 24*
5. Ferro-Fibrous g Gyro 5. Ferro-Fibrous a3
6. Roll Again - Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro 20"
Left Torsocasg 2. XL Fusion Engine Right Torso(casg) 197
1. XL Fusion Endi 4-6 3. XL Fusion Engine 1. XL Fusion Engi -
’ usion Engine 4. XL Fusion Engine : usion Engine 18
2. XL Fusion Engine 5 4 Jet 2. XL Fusion Engine 17+
13 3. Jump Jet B. Eulrjnps e | 13 3.[Doub|e Heat Sink
4. Jump Jet ndo Stee 4. Double Heat Sink 16
5. ER Medium Laser " - 5. Jump Jet 15*
6. ER Micro Laser Englne H!tS ode]e] 6. Jump Jet Heat Heat Sinks: 14*
1. Ammo [ATM 9] 7 Gyro Hits 0O 1. ER Micro Laser Level™ Effects 12 (24) 13
Sensor Hits OO P 30 Shutdown i Double
2. Ammo (ATM 9 ER) 7 - - Ammo (ATM 9) 7 28 Ammo Exp. avoid on 8+ 0O O 12
46 3. Endo Steel Life Support O 46 3. Ammo (ATM 8 HE) 7 26 Shutdown, avoid on 10+ o o 11
4. FerroFibrous 4. Endo Steel 25 -5 Movement Points o o
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire
6. Roll Again 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ o 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points (0] >
R 19 Ammo Exp. avoid on 4+ QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 6
1. Hip V 1. Hip 17 +§ Modifier to Firje o 5+
2. Upper Leg Actuator [:H-[HL S.[ 2. Upper Leg Actuator :ll 5 éh l}:/cljovement I_jiolnts4 0 2
3. Lower Leg Actuator game Dlabs 3. Lower Leg Actuator 4 utdown, avoid on <+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire 3
- roo : 10 -2 Movement Points >
g' Engo :zee: Damage Transfer g Enjo gzee: 8 +1 Modifier to Fire =
. Endo Stee N . Endo Stee - i
\ Diagram /7 5 1 Movement Points / =
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’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Pouncer F Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walking: B Tech Base: Clan HitsTaken[ 1 1 2 1 31 4] 5] 6
Running: s] ) [Ad}/anced] Consciousness#| 3 | 5 | 7 [ 10| 11 |Dead
Jumping: 5 Era: Jihad
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Active Probe RT — [E] - = =5 .
1 ER Med