BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
. ] O OO
Type: Dominator Name: Star Captain Marotta Keren 000
Movement Points: Tonnage: 65 Gunnery Skill: 2 Piloting Skill: 3 8 8 8
Walking: 5 Tech Base: Clan Hits Taken 00O
Running: 8 [10] Rules Level:Experimental ) 11213141516 O 0O
Jumping: 5 Consciousness# | 3 | 5 [ 7 |10 11 |Dead O 0O
O O O
Weapons & Equipment Inventory (hexes) O OO
aty Type Loc Ht Dmg Min Sht Med Lng o0
1 ER Small Laser(R) HD 2 5[DE] — 2 4 6
1 Targeting Computer RT — [E] - - - - Left Arm Right Arm
1 ER Large Laser RT 12 10 [DE] — 8 15 25 (15) (20)
1 Streak SRM 6 LT 4 2MsIMC] — 4 8 12
1 ERPPC RA 15 15][DE] — 7 14 23
Left Right
Leg Center Leg
(28) Torso (28)
(10)
Ammo: (Streak SRM 6) 15
Left Right
\ BV: 5'057 @ Torso Rear Torso Rear
\ / (7) (7)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM Zry¥en
ea
- - Head Overfloy
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso ( 15) .
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 300
1-3 3. Lower Arm Actuator 4. ER Small Laser (R) 1-3 3. Lower Arm Actuator o o
. Hand Actuator 5. Sensors .[ Double Heat Sin
=9 4. Hand A =9 4.[Double Heat Sink g g 29
5. Endo Steel 6. Life Support 5.LDouble Heat Sink ° o 28*
6. Endo Steel 6.[ER PPC ° ° 27
1. Ferro-Fibrous 1 E:_Ter_ ToErso_ 1.LER PPC Left g g Right | 26*
2. Ferro-Fibrous 2' XL Fus!°" Eng!ne 2. Endo Steel Arm ¢ 0 of Am [25*
4-6 3 Fero-Fibrous 3 XL Fusion Engin 4-g 3 Endo Steel (10) |5 o) (10 5a
"9 4. Endo Steel 13 ; & usion Engine "9 4. Ferro-Fibrous -
5. Endo Steel 4. Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous 5. Gyro 6. Roll Again 22*
6. Gyro 21
1. Gyro Left Right 20"
. . . L L
Left Torso (CASE) 2. XL Fusion Engine Right Torso o N T
. . 3. XL Fusion Engine . . (15) (15)
1. XL Fusion Engine 4-6 . ; 1. XL Fusion Engine 18"
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine -
A 5. Jump Jet A 17
1-3 3.[ Double Heat Sink 6. Supercharger 1-3 3.[Double Heat Sink s
4. Double Heat Sink : 4. Double Heat Sink / HEAT DATA
5. Jump Jet " - 5. Jump Jet 15*
6. Jump Jet Engine Hits OO O 6. Jump Jet Heat Double Heat Sinks: 12
1. Streak SRM 6 Gyro Hits 0O 1. ER Large Laser Lovel®  aaects 18(36) | [
2.| Streak SRM 6 Sensor Hits OO 2.[ Targeting Computer 28 Ammo Exp.avoidon 8+  (y() 12
4-6 3. Ammo (Streak SRM 6) 15 Life Support O 4-6 3.| Targeting Computer 26  Shutdown, avoid on 10+ 30 11
4. Roll Again 4. Targeting Computer 25 -5 Movement Points o
5. Roll Again 5. Endo Steel 24  +4 Modifer to Fire e]e)
6. Roll Again 6. Ferro-Fibrous 23  Ammo Exp. avoid on 6+ Oo 9
22  Shutdown, avoid on 8+ OO 8*
20 -4 Movement Points =
V 19 Ammo Exp. avoid on 4+ OO
Left Leg CH’[HL S'[ Right Leg 18 Shutdown, avoidon6+ QO 6
1. Hip ) 1. Hip 17  +3 Modifer to Fir(_e OO 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement F_’olnts O 4
14  Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifer to Fire @) 3
4. Foot Actuator . 4. Foot Actuator . 10 -2 Movement Points >
5.[ Double Heat S!nk Damage Transfer 5.[Double Heat S!nk 8  +1 Modifer to Fire
6.LDouble Heat Sink Diagram 6.LDouble Heat Sink 5 -1 Movement Points 1
\, / \ / 0
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Blood Reaper (Standard) Name: Cpt Deborah "Debacle” Sheffjda
Movement Points: . Gunnery Skill: 3 Piloting Skill: 4
Tonnage: 70
Walking: 4 Tech Base: Clan Hits Taken
Running: 6 Rules Level:Standard ) 11213141516
Jumping: 4 Role: Skirmisher Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ATM6 RT 4 [M/C,S]
Standard 2/Msl 4 5 10 15 Left Arm Right Arm
Extended Range 1/Msl 4 9 18 27 (22) (22)
High Explosive 3/Msl — 3 6 9
1 ATM6 LT 4 [M/.C,S]
Standard 2/Msl 4 5 15
Egtended Rgnge 1/Msl 4 9 27 Left Right
High Explosive 3/Msl — 3 6 9 Leg Center Leg
1 Heavy Medium RA 7 10[DE] — 3 6 9 (30) Torso (30)
Laser (9)
1 ERPPC RA 15 15][DE] — 7 14 23
1 Heavy Medium LA 7 10[DE] — 3 6 9
Laser
l\mrlrz'ng: IEE.FM 6) 60 LA 15 15][DE] — 7 14 23
Quirks: Hyper-Extending Actuators, Rugged (1 Point)
Left Right
\ BV: 3'518 @\ Torso Rear Torso Rear
\ A) / (8) (8)
/ \ Heat
CRITICAL HIT TABLE Hoad AN INTERNAL STRUCTURE DIAGRAM JPA¥8
ea
- - Head Overfloy
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso ( 15) .
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 300
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator g
- 4.[Double Heat Sink 5. Sensors - 4.[Doub|e Heat Sink 5 29
5.LDouble Heat Sink 6. Life Support 5.LDouble Heat Sink o 28*
6.[ER PPC 6.[ER PPC [©) 27
o
1.LER PPC 1 (;?_r::ter TOErSO_ 1.LER PPC Left O\ Right | 26*
2.[Heavy Medium Laser 2' XL Fus!on Eng!ne 2.[Heavy Medium Laser Arm g Arm | 25%
4-g 3-LHeavy Medium Laser 3 XL Fus!on Eng!ne 4-g 3-Heavy Medium Laser (1) o) (V5
"0 4. Endo Steel 13 3 gyo ame "0 4. Endo Steel -
5. Endo Steel . Gyro 5. Endo Steel 23
6. Endo Steel 5. Gyro 6. Endo Steel 22+
6. Gyro 21
1. Gyro Left Right 20"
. . . L L
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) o % [
. . 3. XL Fusion Engine . . (15)
1. XL Fusion Engine 4-6 . ; 1. XL Fusion Engine 18"
. . 4. XL Fusion Engine . .
2. XL Fusion Engine a 2. XL Fusion Engine -
A 5.[ Double Heat Sink 4 17
3.[ Double Heat Sink X 3.[Double Heat Sink
1-3 X 6.LDouble Heat Sink 1-3 X 16
4. Double Heat Sink 4. Double Heat Sink / HEAT DATA
5. Double Heat Sink " - 5.[ Double Heat Sink 15*
6.L Double Heat Sink Engine Hits OO O 6.LDouble Heat Sink Heat Double Heat Sinks: 14"
1.TATM 6 Gyro HitsO O 1.TATM 6 Lever L 18 (36) T
2.|ATM 6 Sensor Hits OO 2|ATM 6 , 12
. 28 Ammo Exp. avoid on 8+ oo
4-6 3-LATM 6 Life SupportO 4-6 3LATM6 26  Shutdown, avoid on 10+ 11
4. Ammo (ATM 6) 10 4. Ammo (ATM 6) 10 25 -5 Movement Points (0]0) —
5. Ammo (ATM 6) 10 5. Ammo (ATM 6) 10 24  +4 Modifer to Fire e]e)
6. Ammo (ATM 6) 10 6. Ammo (ATM 6) 10 23  Ammo Exp.avoidon6+ QQ 9
22  Shutdown, avoid on 8+ OO 8*
20 -4 Movement Points
V 19 Ammo Exp. avoid on 4+ OO 7
Left Leg CH’[HL S'[ Right Leg 18 Shutdown, avoidon6+ QO 6
1. Hip ) 1. Hip 17  +3 Modifer to Fire OO 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement F_’olnts O 4
14  Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifer to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g‘ ju2§ j:: Damage Transfer 2 j“:p jz: 8  +1 Modifer to Fire f
- Jul i . Jump 5 -1 Movement Points
\ Diagram J / 5
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BATTLETECH

OMNIMECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Warwolf (Prime) Name: Lt Jazian Weiser
Movement Points: Tonnage: 75 Gunnery Skill: 4 Piloting Skill: 5
Walking: 5 Tech Base: Clan Hits Taken
Running: 8 Rules Level:Experimental ) 11213141516
Jumping: 3 Role: Brawler Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Laser AMS HD 5 [PD] - - - =
1 TAG CT — [E] — 5 9 15 Left Arm Right Arm
1 LRM 10 RT 4 1/Msl — 7 14 21 (24) (24)
[M,C,S]
1 Targeting Computer RT — [E] - = = —
1 LRM 10 LT 4 1/Msl — 7 14 21
Left Right
M,C,S] Leg Center Leg
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22 (32) Torso (32)
(11)
Ammo: (Gauss) 16, (LRM 10) 24
Left Right
\ BV: 2'696 @ Torso Rear Torso Rear
\ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM Zry¥en
ea
- - Head Overfloy
Left Arm 1. Life Support Right Arm (CASE) Left Torso (16) Right Torso (16 .
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator % o 300
1-3 3. Lower Arm Actuator 4. Laser AMS 1-3 3.[ Gauss Rifle g g
"9 4. Hand Actuator 5. Sensors "9 4.| Gauss Rifle o o 29
5. Reactive 6. Life Support 5.| Gauss Rifle g g 28*
6. Reactive 6.[ Gauss Rifle o o 27
o o
1. Reactive 1 E:_r::ter TOErSO_ 1.| Gauss Rifle Left o o | Right | 26*
2. Reactive 2' XL F:::g: E:g::: 2.1 Gauss Rifle Arm 8 g Arm | 25%
3. Roll Again ' N . 3. Ammo (Gauss) 8 (12) 13 o) (12) 24"
4-6 4. Roll Again 1-3 i él‘ Fusion Engine 4-6 4. Ammo (Gauss) 8 -
5. Roll Again py Gy"° 5. Endo Steel 23
6. Roll Again - fayro 6. Reactive 22*
6. Gyro >
1. Gyro ) tzfg‘ 'T_izg‘ 20
Left Torso 2. XL Fusion Engine Right Torso 16 18 19
. . 3. XL Fusion Engine . . (168) (16)
1. XL Fusion Engine 4-6 . ; 1. XL Fusion Engine 18"
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine -
5. Jump Jet 17
3. Jump Jet 3. Jump Jet
1-3 4 Lrm 10 6. TAG 1-3 4 Lrm 10 Y/ HEAT DATA 16
5. Ammo (LRM 10) 12 - - 5. Ammo (LRM 10) 12 15+
6. CASE Il Engine Hits OO O 6.[ Targeting Computer Heat Double Heat Sinks: 14"
1. Endo Steel Gyro H!ts oo 1.| Targeting Computer L%\BEI ShutdowliﬁeCts 10 (20) 13~
2. Endo Steel Sensor Hits OO 2.| Targeting Computer 28 Ammo Exp. avoidon 8+ 2
4-6 3 Roll Again Life SupportO 4-6 3 CASEI 26  Shutdown, avoid on 10+ 11
4. Roll Again 4. Endo Steel 25 -5 Movement Points O 10~
5. Roll Again 5. Endo Steel 24  +4 Modifer to Fire (@)
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 6+ (O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points =
V 19 Ammo Exp. avoid on 4+ O
Left Leg CH’[HL S'[ Right Leg 18 Shutdown, avoidon6+ QO 6
1. Hip ) 1. Hip 17  +3 Modifer to Fir(_e O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 1 ‘51 é?]mgg\iwe:\t/gglgf A O 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Mo dife} to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. Endot_Steel Damage Transfer g. Endot_Steel 8  +1 Modifer to Fire f
- Reactive i - Reactive 5 -1 Movement Points
\ Diagram J / 5
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Linebacker D Name: Lt Richard Skelton
Movement Points: Tonnage: 65 Gunnery Skill: 4 Piloting Skill: 5
Walking: 6 Tech Base: Clan Hits Taken
Running: 9 Rules Level:Standard ) 11213141516
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser RT 5 7[DE] — 5 10 15
1 ERSmallLaser(R) LT 2 5][DE] — 2 4 6 Left Arm Right Arm
1 ERMedium Laser LT 5 7[DE] — 5 10 15 (20) (20)
2 Streak SRM 6 RA 4 2/MsIMC] — 4 8 12
2 Streak SRM 6 LA 4 2MsIMC] — 4 8 12
Left Right
Leg Center Leg
(24) Torso (24)
(10)
Ammo: (Streak SRM 6) 45
Quirks: Stable, No Torso Twist
Left Right
\ BV: 2'021 (ﬁ) Torso Rear Torso Rear
\ ad / (8) (8)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM Zry¥en
ea
- - Head Overfloy
Left Arm (CASE) 1. Life Support Right Arm (CASE) Lt Torso (15) Rght Torso (15) .
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 300
1-3 3. Lower Arm Actuator 4. Ferro-Fibrous 1-3 3. Lower Arm Actuator o o
=9 4. Hand Actuator 5. Sensors =9 4. Hand Actuator g g 29
5.] Streak SRM 6 6. Life Support 5.[ Streak SRM 6 ° o 28*
6.LStreak SRM 6 6.LStreak SRM 6 ° ° 27
1.[ Streak SRM 6 ) E:_Ter_ T°Ers°_ 1.[ Streak SRM 6 et [ o rom |25
2.| streak SRM 6 2 XL F“s!°" E"9!“e 2.| streak SRM 6 Arm 32 ot am [25
4-6 3 Ammo (Streak SRM 6) 15 3 XL Fusion Engin 4-6 3 Ammo (Streak SRM6) 15 | (10) |5 o] (105
4. Ammo (Streak SRM 6) 15 1.3 " ¢ usion Engine 4. Endo Steel -
5. Endo Steel . Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous 5. Gyro 6. Roll Again 22*
6. Gyro 21
1. Gyro teﬂ F:_igh‘ 20"
H H . e e
Left Torso 2. XL Fusion Engine Right Torso o e 19"
. . 3. XL Fusion Engine . . (15) (15)
1. XL Fusion Engine 4-6 . ; 1. XL Fusion Engine 18"
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine -
X 5. Endo Steel " 17
1-3 3. ER Medium Laser 6. Roll Again 1-3 3. ER Medium Laser 5
4. ER Small Laser (R) : 4. Endo Steel /4 HEAT DATA 6
5. Endo Steel - - 5. Ferro-Fibrous 15*
6. Ferro-Fibrous Engine Hits OO O 6. Roll Again Heat Double Heat Sinks: 14"
1. Roll Again Gyro Hits OO 1. Roll Again Lerel nutdonn oS 14 (28) 137
2. Roll Again Sensor Hits OO 2. Roll Again 28 Ammo Exp. avoid on 8+ 00 12
4. 3 Roll Again Life SupportO 4-¢ 3 Roll Again 26 Shutdown, avoid on 10+ T
4. Roll Again 4. Roll Again 25 -5 Movement Points OO 0
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire e]e)
6. Roll Again 6. Roll Again 23 Ammo Exp.avoidon 6+ QQ 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points =
V 19 Ammo Exp. avoid on 4+ O
Left Leg CH’[HL S'[ Right Leg 18 Shutdown, avoidon6+ QO 6
1. Hip ) 1. Hip 17  +3 Modifer to Fire O 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Mo dife} to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g‘ Endo }S:Fgel Damage Transfer 2 Endo ?Eel 8  +1 Modifer to Fire f
. Ferro-Fibrous ; . Ferro-Fibrous 5 -1 Movement Points
\ Diagram J / 5
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BATTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Head (7)
Left Torso

Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Pack Hunter Il (Standard) Name: Lt Andrew "Caveman" Roy
Movement Points: Tonnage: 30 Gunnery Skill: 4 Piloting Skill: 5
Walking: 7 Tech Base: Clan Hits Taken
Running: 11 Rules Level:Advanced ) 11213141516
Jumping: 7 Role: Striker Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC RT 15 15[DE] — 7 14 23
1 ERMedium Laser RA 5 7 [DE] — 5 10 15 Right Arm
1 ER Medium Laser LA 5 7[DE] — 5 10 15 (9)
1 Anti-BattleArmor RL — 1 — 0 0 A1
Pods (B-Pods) [DB,PD,AlX,08]
1 Anti-BattleArmor LL — 1 — 0 0 41
Pods (B-Pods) [DB,PD,AIl,X,08] Center
Torso
(3)
Left Right
\ BV: 1'797 9 Torso Rear Torso Rear
\ A) / (2) (2)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM Zry¥en
. . Overfloy
Left Arm 1. Life Support nght Arm Left Torso (7) Right Torso (7) .
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 300
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator
. Hand Actuator 5. Sensors . Hand Actuator
"2 4. Hand A "2 4. Hand A 29
5. ER Medium Laser 6. Life Support 5. ER Medium Laser 28*
6. Ferro-Fibrous 6. Ferro-Fibrous 27
1. Ferro-Fibrous Center_ Torso_ 1. Ferro-Fibrous Left Right | 26*
2. Roll Again 1. XL Fusion Engine 2. Roll Again Arm Aam [25
3. Roll Agai 2. XL Fusion Engine 3. Roll Agai 5 (5
4-6 gain 3. XL Fusion Engine 4-6 ; 092N (%) ) [z
4. Roll Again 13 N 9 4. Roll Again -
5. Roll Again g' Pt 5. Roll Again 23
6. Roll Again - fayro 6. Roll Again 22+
6. Gyro 21
1. Gyro teﬂ F:_igh‘ 20"
H H . e e
Left Torso 2. XL Fusion Engine Right Torso 7 ” 19"
. . 3. XL Fusion Engine . . (7) (7)
1. XL Fusion Engine 4-6 . ; 1. XL Fusion Engine 18"
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine -
A 5. Jump Jet A 17
1-3 3.[ Double Heat Sink 6. Ferro-Fibrous 1-3 3.[ Double Heat Sink s
4. Double Heat Sink : 4. Double Heat Sink / HEAT DATA
5. Jump Jet " - 5. Jump Jet 15*
6. Jump Jet Engine Hits OO O 6. Jump Jet Heat Double Heat Sinks: 12
1. Jump Jet Gyro H!ts (o] o) 1. Jump Jet L%\E)el Shmdowliffects 10 (20) ES
2. Endo Steel Sensor Hits OO 2.[ER PPC 28 Ammo Exp. avoidon 8+ 12
4-6 3. Endo Steel Life Support O 4-6 3.LERPPC 26  Shutdown, avoid on 10+ 11
4. Endo Steel 4. Ferro-Fibrous 25 -5 Movement Points O 10~
5. Endo Steel 5. Ferro-Fibrous 24  +4 Modifer to Fire @)
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 6+ (O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points =
V . 19 Ammo Exp. avoid on 4+ O
Left Leg (CASE) CH‘[HL S'[ Right Leg (CASE) 18  Shutdown, avoidon 6+ QO 6
1. Hip ) 1. Hip 17  +3 Modifer to Fir(_e O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 1 ‘51 é?]mgg\iwe:\t/gglgf A O 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Mo dife} to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. én;i-BsatﬁlTArmor Pods (B-Pods) Damage Transfer 2 én;i-BSatttlTArmor Pods (BfPaHs) g +1 Modifer to Fire f
- Endo Stee i - ENdo Stee 5 -1 Movement Points
\ Diagram J / 5
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

OMNIMECH RECORD SHEET

WARRIOR DATA

Name: Sg Michael Barber

{'MECH DATA )

Type: Mad Cat (Timber Wolf) T

Movement Points: Tonnage: 75 Gunnery Skill: 4 Piloting Skill: 5
Walking: 5 Tech Base: Clan Hits Taken

Running: 8 Rules Level:Standard . 11213 4/516
Jumping: 0 Consciousness# | 3 | 5 [ 7 |10 11 |Dead

Weapons & Equipment Inventory (hexes)

Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser HD 2 5][DE] — 2 4 6
1 ERSmallLaser RT 2 5][DE] — 2 4 6 Left Arm Right Arm
1 LRM 15 RT 5 1/Msl — 7 14 21 (24) (24)
[M,C,S]
w/Artemis IV
1 ER Small Laser LT 2 5][DE] — 2 4 6
1 LRM 15 LT 5 1/Msl — 7 14 21 Left Right
Leg Center Leg
[M,C,S] (32) Torso (32)
w/Artemis IV (11)
1 Large Pulse Laser RA 10 10[P] — 6 14 20
1 Large Pulse Laser LA 10 10[P] — 6 14 20

Ammo: (LRM 15) 16
Quirks: Improved Targeting (Medium), Weak Head Armor (1)

Left Right
\ BV: 2,516 @\ Torso Rear Torso Rear
\ 1/ / (7) (7)

A\
CRITICAL HIT TABLE \ e

Left Arm Flead Right Arm Head Pverfio
1. Life Support 9 Left Torso (16) Right Torso (16 .
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator % o 300
1-3 3. Lower Arm Actuator 4. ER Small Laser 1-3 3. Lower Arm Actuator g g
h 4.[Large Pulse Laser 5. Sensors "9 4.[Large Pulse Laser o) [e} 29
5.LLarge Pulse Laser 6. Life Support 5.LLarge Pulse Laser g g 28*
6.[Double Heat Sink 6. Ferro-Fibrous o o 27
o o
1.LDouble Heat Sink 1 E:_r::ter ToErso_ 1. Ferro-Fibrous Left o o | Right | 26*
2. Endo Steel 2 XL F“s!°" E"9!“e 2.[Double Heat Sink Arm 30 od am [Z5*
4-6 3 Endo Steel 3 XL Fusion Engin 4-g 3-LDouble Heat Sink (12) |3 o) ()7
4. Roll Again 13 3 gyo ame 4.[ Double Heat Sink -
5. Roll Again 5 GV’° 5.l Double Heat Sink 23
6. Roll Again - fayro 6. Roll Again 22+
6. Gyro 21
1. Gyro Left Right 20"
i A . Le Le
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) A SO T
. . 3. XL Fusion Engine . . (168) (16)
1. XL Fusion Engine 4-6 . ; 1. XL Fusion Engine 18"
. . 4. XL Fusion Engine . .
2. XL Fusion Engine : 2. XL Fusion Engine m
5. Roll Again 17
3.[LRM 15 . 3.[LRM 15
1-3 6. Roll Again 1-3 16
4.LLRM 15 4.LLRM 15 /4 HEAT DATA
5. Ammo (LRM 15) 8 - - 5. Ammo (LRM 15) 8 15*
6. Artemis IV FCS Engine Hits OO O 6. Artemis IV FCS Heat Double Heat Sinks: 14"
1. ER Small Laser Gyro Hits 0O 1. ER Small Laser Lerel nutdonn oS 18036 | =
2. Ferro-Fibrous Sensor Hits OO 2. Endo Steel 28 Ammo Exp.avoidon 8+  (y() 12
4. 3 Ferro-Fibrous Life Support O 4-6 3 Endo Steel 26 Shutdown, avoid on 10+ 1
4. Ferro-Fibrous 4. Endo Steel 25 -5 Movement Points OO 0
5. Ferro-Fibrous 5. Endo Steel 24  +4 Modifer to Fire (@]0)
6. Ferro-Fibrous 6. Endo Steel 23  Ammo Exp.avoidon6+ QQ 9
22  Shutdown, avoid on 8+ OO 8*
20 -4 Movement Points =
V 19 Ammo Exp. avoid on 4+ OO
Left Leg CH’[HL S'[ Right Leg 18 Shutdown, avoidon6+ QO 6
1. Hip ILyY 1. Hip 17  +3 Modifer to Fire OO 5*
° 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator . O 4
14  Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifer to Fire @) 3
4. Foot Acguator 4. Foot Ac@uator 10 -2 Movement Points >
g‘ EO:: an!n Damage Transfer 2 EO:: 293!” 8  +1 Modifer to Fire -
- Roll Again i - Roll Again 5 -1 Movement Points
\ Diagram J / 5
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Tundra Wolf 4 Name: Col Nicholas Crews
Movement Points: Tonnage: 75 Gunnery Skill: 2 Piloting Skill: 3
Walking: 4 Tech Base: Clan Hits Taken
Running: 6 [8] Rules Level:Standard ) 11213141516
Jumping: 4 Role: Brawler Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ECM Suite CT — [E] - - - =
1 Large Pulse Laser RT 10 10[P] — 6 14 20 Left Arm Right Arm
1 Large Pulse Laser LT 10 10[P] — 6 14 20 (24) (24)
2 AP Gauss Rifle RA 1 3[DBALX] — 3 6 9
2 ER MediumLaser RA 5 7][DE] — 5 10 15
1 ATM9 LA 6 [M/C,S]
Standard 2/Msl 4 5 10 15 Left Right
€g Cent €g
Extended Range 1/Msl 4 9 18 27 (32) e (32)
High Explosive 3/Msl — 3 6 9 (12)
Ammo: (AP Gauss) 40, (ATM 9) 21 g
Quirks: Easy to Maintain, Weak Head Armor (1) o
o
Left o Right
\ BV: 4'827 9 Torso Rear o Torso Rear
\ A) / (8) (8)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM Zry¥en
ea
- - Head Overfloy
Left Arm (CASE) 1. Life Support Right Arm (CASE) Left Torso (16) Right Torso (16 .
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator % o 300
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator g g
"d 4[ATM9 5. Sensors - 4.[Doub|e Heat Sink o o 29
5.ATM 9 6. Life Support 5.LDouble Heat Sink g g 28*
6.| ATM 9 6. ER Medium Laser o o 27
o o
1.LATM 9 1 E:_r::ter TOErSO_ 1. ER Medium Laser Left o o | Right | 26*
2. Ammo (ATM 9) 7 2 XL F“s!°" E"9!“e 2. AP Gauss Rifle Arm 30 o4 arm [25
4.6 3 Ammo (ATM9)7 XL oo Engne 4.6 3 AP Gauss Rifle 12) |9 o) ()7
"0 4. Ammo (ATM 9) 7 137 & usion Engine "0 4. Ammo (AP Gauss) 40 -
5. Endo Steel . Gyro 5. Endo Steel 23
6. Endo Steel 5. Gyro 6. Endo Steel 22+
6. Gyro 21
1. Gyro Left Right 20"
Left Torso 2. XL Fusion Engine Right Torso koo - 19°
. . 3. XL Fusion Engine . . (16) (18)
1. XL Fusion Engine 4-6 . ; 1. XL Fusion Engine 18"
. . 4. XL Fusion Engine . .
2. XL Fusion Engine N 2. XL Fusion Engine -
9 5. ECM Suite 4 17
1-3 3.[ Double Heat Sink 6. Endo Steel 1-3 3.[ Double Heat Sink s
4. Double Heat Sink : 4. Double Heat Sink / HEAT DATA
5. Double Heat Sink " - 5.[ Double Heat Sink 15*
6.L Double Heat Sink Engine Hits OO O 6.LDouble Heat Sink Heat Double Heat Sinks: 14"
1.[Large Pulse Laser Gyro H!ts oo 1.[Double Heat Sink L%\BEI ShutdowliﬁeCts 19 (38) 13"
2.l Large Pulse Laser Sensor Hits OO 2./ Double Heat Sink 28 AmmoExp.avoidon 8+ () () 12
4-6 3.[MASC Life Support O 4-6 3.[Double Heat Sink 26  Shutdown, avoid on 10+ 11
4./ MASC 4. Double Heat Sink 25 -5 Movement Points (0]0) —
5.LMASC 5.[Large Pulse Laser 24  +4 Modifer to Fire (@]0)
6. Endo Steel 6.LLarge Pulse Laser 23  Ammo Exp.avoidon6+ QQ 9
22  Shutdown, avoid on 8+ OO 8*
20 -4 Movement Points =
V 19 Ammo Exp. avoid on 4+ OO
Left Leg CH’[HL S'[ Right Leg 18 Shutdown, avoidon6+ QO 6
1. Hip ) 1. Hip 17  +3 Modifer to Fir(_e OO 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points (@]0) 2
14  Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifer to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points >
g‘ jump je: Damage Transfer 2 jump je: 8  +1 Modifer to Fire -
- Jump Je i - Jump Je 5 -1 Movement Points
\ Diagram J / 5
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BATTLETECH

OMNIMECH RECORD SHEET

{'MECH DATA )

Type: Wulfen A

WARRIOR DATA

Name: Lt Jurgen Frey

Movement Points: Tonnage: 30 Gunnery Skill: 3 Piloting Skill: 5

Walking: 10 Tech Base: Mixed Hits Taken

Running: 15 Rules Level:Experimental ) 11213141516

Jumping: 0 Role: Striker Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)

ARMOR DIAGRAM

Head (8)
Left Torso

(10)

Right Torso
(10)

Qty Type Loc Ht Dmg Min Sht Med Lng
1 ECMSuite[Clan] HD — [E] - - - —
1 ERPPC LA 15 15][DE] — 7 14 23 Left Arm Right Arm
(10) (10)
Left Right
\ BV: 1'938 @ Torso Rear Torso Rear
\ / (4) (4)
/ \ Heat
CRITICAL HIT TABLE Hoad AN INTERNAL STRUCTURE DIAGRAM JPA¥8
ea
- - Head Overfloy
Left Arm 1. Life Support nght Arm Left Torso (7) Right Torso (7) .
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 300
1-3 3.JERPPC 4. ECM Suite [Clan] 1-3 3. Lower Arm Actuator o |o
=9 4.lERPPC 5. Sensors =9 4. Hand Actuator olo 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Endo Steel 6. Endo Steel o [° 27
Center Torso o
1. Stealth [IS] 1. XXL Fusion Enai 1. Endo Steel Left o Right | 26*
2. Stealth [IS] 2 XL F“s!°" E"QE"e 2. Stealth [IS] Arm Arm [ 25+
4-6 3 Roll Again 3 XXL Fusion Endine 4.6 3 Stealth[1S] (5) ON pyr
"0 4. Roll Again 13 3 XLome | ome "0 4. Roll Again -
5. Roll Again g' ’;t oo 5. Roll Again 23
6. Roll Again o XL Gz:g 6. Roll Again zf
1. XL Gyro Left Right 20"
2. XL Gyro : Leg Leg
Left Torso Right Torso (7) (7) 19+
. . 3. XL Gyro . .
1. XXL Fusion Engine 4-6 . . 1. XXL Fusion Engine 18"
. . 4. XXL Fusion Engine . "
2. XXL Fusion Engine . X 2. XXL Fusion Engine -
. . 5. XXL Fusion Engine . . 17
3. XXL Fusion Engine . . 3. XXL Fusion Engine
1-3 . " 6. XXL Fusion Engine 1-3 X - 16
4. XXL Fusion Engine 4. XXL Fusion Engine / HEAT DATA
5. Double Heat Sink " - 5.[ Double Heat Sink 15*
6.L Double Heat Sink Engine Hits OO O 6.LDouble Heat Sink Heat Double Heat Sinks: 14"
1.[ Double Heat Sink Gyro Hits 0O 1. Double Heat Sink Level®  ouee 14(28) | [
2. Double Heat Sink Sensor Hits OO 2.[ Double Heat Sink 28 Ammo Exp. avoidon 8+ (3 2
4-6 3. Endo Steel Life Support O 4-6 3. Endo Steel 26 Shutdown, avoid on 10+ 11
4. Stealth [IS] 4. Stealth [IS] 55 -5 Movement Points (0]0) —
5. Stealth [IS] 5. Stealth [IS] 24  +4 Modifer to Fire OO
6. Roll Again 6. Roll Again 23 Ammo Exp.avoidon 6+ QQ 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points =
V 19 Ammo Exp. avoid on 4+ O
Left Leg CH-[HI. S'[ Right Leg 18 Shutdown, avoidon6+ QO 6
1. Hip ) 1. Hip 17  +3 Modifer to Fire O 5*
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ O 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Mo dife} to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
£ Sean i Oamage Transter 3 34013 ¢ adieorre f
- otlea i - olea 5 -1 Movement Points
\ Diagram J / 5
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BATTLETECH

OMNIMECH RECORD SHEET

{'MECH DATA )

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

WARRIOR DATA
Type: Linebacker E Name: Doc Crouch
Movement Points: Tonnage: 65 Gunnery Skill: 3 Piloting Skill: 4
Walking: 6 Tech Base: Clan Hits Taken
Running: 9 Rules Level:Standard ) 11213141516
Jumping: 0 Role: Skirmisher Consciousness# | 3 | 5 | 7 [10] 11 |pead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Light Active Probe CT — [E] - = = —
1 ER Large Laser RT 12 10 [DE] — 8 15 25 Left Arm Right Arm
1 ATM6 RA 4 [M/.C,S] (20) (20)
Standard 2/Msl 4 5 10 15
Extended Range 1/Msl 4 9 18 27
High Explosive 3/Msl — 3 6 9
1 ATM6 LA 4 [M,CS] teft FI{_igh‘
eg Cent eg
Standard 2/Msl 4 5 10 15 (24) e (24)
Extended Range 1/Msl 4 9 18 27 (10)
High Explosive 3/Msl — 3 6 9
Ammo: (ATM 6) 60
Quirks: Stable, No Torso Twist
Left Right
\ BV: 2'437 { Torso Rear Torso Rear
&
\ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM Zry¥en
ea
- . Head Overfloy
Left Arm (CASE) 1. Life Support Right Arm (CASE) Lt Torso (15) Rght Torso (15) .
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 300
1-3 3.[ATM 6 4. Ferro-Fibrous 1-3 3.[ATM 6 o o
=J 4.|ATM 6 5. Sensors "J 4.[ATM 6 g g 29
5.LATM 6 6. Life Support 5.LATM 6 ° o 28*
6. Ammo (ATM 6) 10 6. Ammo (ATM 6) 10 o o 27
1. Ammo (ATM 6) 10 ) E:_Ter_ T°Ers°_ 1. Ammo (ATM 6) 10 et [ o rom |25
2. Ammo (ATM 6) 10 : usion Engine 2. Ammo (ATM 6) 10 Arm Arm [25+
3. Endo Steel 2. XL Fusion Engine 3. Endo Steel 10) |2 °f (10
4.6  Noo>Ee 3. XL Fusion Engine 4.6 , ~102FC (9 Lo o)
4. Ferro-Fibrous 1-3 4' G 9 4. Ferro-Fibrous -
5. Roll Again - Gy"° 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22
6. Gyro 21
1. Gyro ) tzﬂ 'T_izg‘ 20
Left Torso 2. XL Fusion Engine Right Torso o 15 19"
. . 3. XL Fusion Engine . . (15) (15)
1. XL Fusion Engine 4-6 . ; 1. XL Fusion Engine 18"
. . 4. XL Fusion Engine . .
2. XL Fusion Engine X . 2. XL Fusion Engine -
5. Light Active Probe 17
3. Endo Steel 3. ER Large Laser
1-3 . 6. Endo Steel 1-3 16
4. Ferro-Fibrous 4. Endo Steel / HEAT DATA
5. Roll Again - - 5. Ferro-Fibrous 15*
6. Roll Again Engine Hits OO O 6. Roll Again Heat Double Heat Sinks: 12
1. Roll Again Gyro Hits OO 1. Roll Again Lerel nutdonn oS 14 (28) 13*
2. Roll Again Sensor Hits OO 2. Roll Again , 12
) . . 28 Ammo Exp. avoid on 8+ 00
4- 3 RollAgain Life Support O 4-¢ 3 RollAgain 26  Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points OO 0
5. Roll Again 5. Roll Again 24  +4 Modifer to Fire e]e)
6. Roll Again 6. Roll Again 23 Ammo Exp.avoidon 6+ QQ 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points =
V 19 Ammo Exp. avoid on 4+ O
Left Leg CH’[HL S'[ Right Leg 18 Shutdown, avoidon6+ QO 6
1. Hip ) 1. Hip 17  +3 Modifer to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement F_’olnts O 4
14  Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifer to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points >
g‘ Endo }S:Fgel Damage Transfer 2 Endo ?Eel 8  +1 Modifer to Fire -
. Ferro-Fibrous h . Ferro-Fibrous 5 -1 Movement Points
\ Diagram J / 5
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BATTLETECH

Head (9)
[e]e)e)el6} 00000
FOUR-LEGGED BATTLEMECH RECORD SHEET o0oooo]| 2999 J[ooooo
[6)®)
/4 \
'MECH DATA WARRIOR DATA 000000 [ =] 000000
Type: Goliath C Name: Lt Silvia Schroder Tlc.)erz;to 000000 'E)I?g;
Movement Points: Tonnage: 80 Gunnery Skill: 4 Piloting Skill: 5 (20) 000000 (20)
Walking: 3 Tech Base: Mixed Hits Taken 000000
Running: 5 Rules Level:Experimental ) 11213141516
Jumping: 0 Consciousness# | 3 | 5 [ 7 |10 11 |pead o 0000 o
O00| 0o\ 0000 | © {000
Weapons & Equipment Inventory (hexes) 00
Qty Type Loc Ht Dmg Min Sht Med Lng 00 { cent
enter
1 ERMediumlaser ~ HD 5 7[DE] — 5 10 15 OO0 1orso
1 Sruan)t' Computer ~ CT [E] 000 J (30)
argeting Computer —_ —_ —_ — —_
[Clan] (Clan) (el S8
1 ATM 9 (Clan) RT 6 [MCS]
Standard 2/Msl 4 5 10 15 000} ooo
Extended Range 1/Msl 4 9 18 27 000
High Explosive 3/Msl — 3 6 9 OOOJ
1 GaussRifle (Clan) (T) LT 1 15[DBX] 2 7 15 22
1 Quad Turret LT — [E] - - - — ooo\
1 ERLarge Laser (Clan) LT 12 10[DE] — 8 15 25
(T) )
1 Micro Pulse Laser LT 1 3[PA] — 1 2 3 h LeﬂL ) ngfll_t
(Clan) (T) Left ear Leg ear Leg Right
1 gt;f::)lemmor Pods FRL — [1DB,PD,AI,X,OS]_ 0 0 - Fror;t4 Leg (30) (30) Fror;t4 Leg
1 Anti-BattleArmor Pods FLL — 1 — 0o -1 (24) (e]e) (24)
(B-Pods [DB,PD,ALX,08] 000
AmmgitSEMAméEPEER) RRL — 1 — 0 0 -1 000
Quirhg;mg‘ﬂrac, Exposed Actuators [DB,PD,AI,X,0S] 0000
1 Anti-BattleArmor Pods RLL — 1 — 0o -1 Left 0000 Right
BV‘B: 252“31 [EETEILASET Torso Rear 000 Torso Rear
\, ’ @ (13) (13)
/ \\ / Center Torso Rear (19)
Heat
CRITICAL HIT TABLE — ‘K INTERNAL STRUCTURE DIAGRAM J24éM
ea —
1. Life Support Left Head Right ~ Overfow
2. Sensors Torso Torso
3. Cockpit (17) 7
4. ER Medium Laser [Clan .
Fr_ont Left Leg 5. Sensors [Clan] Fr_ont Right Leg 29
1. Hip 6. Life Support 1. Hip 28*
2. Upper Leg Actuator 2. Upper Leg Actuator 27
3. Lower Leg Actuator Center Torso 3. Lower Leg Actuator . -
4. Foot Actuator 1. Fusion Engine 4. Foot Actuator Left Right 26
5. Anti-BattleArmor Pods (B-Pods)y Eycion Engine 5. Anti-BattleArmor Pods (BfPddsjt Leg Front Leg [ 25+
6. Roll Again 3. Fusion Engine 6. Roll Again (17 a7y s
13 4. Compact Gyro 23*
5. Compact Gyro 2%
6. Fusion Engine Left Right 21
1. Fusion Engine Rear Leg Rear Leg 20*
2. Fusion Engine H (7) (7
Left Torso 3 [ Targetl g ter [CI Right Torso 19*
1.[ Gauss Rifle [Clan] (T) 4 - >|Jargeting Lomputer [Clan] 1.[ Double Heat Sink 18"
. 4.| Targeting Computer [Clan] .
2.| Gauss Rifle [Clan] (T) . 2.| Double Heat Sink -
. 5.] Targeting Computer [Clan] . 17
13 3. Gauss Rifle [Clan] (T) 6.| Targeting Computer [Clan] 3.LDouble Heat Sink
4.| Gauss Rifle [Clan] (T) L fargeting Comp 4. Double Heat Sink /4 HEAT DATA 16
5.| Gauss Rifle [Clan] (T) " - 5.| Double Heat Sink 15*
6.1 Gauss Rifle [Clan] (T) Engine Hits OO O 6.LDouble Heat Sink Heat Double Heat Sinks: 14"
1. Ammo (Gauss) 8 Gyro Hits 0O 1.JATM 9 [Clan] Lovel®  aaects 1@22) | [
2. ER Large Laser [Clan] (T) Sensor Hits OO 2.{ATM 9 [Clan] 28 Ammo Exp. avoidon 8+ () 12
4 - 3 Micro Pulse Laser [Clan] (T) Life Support O 46 3|ATM 9 [Clan] 26 Shutdown, avoid on 10+ 1
4. Ammo (ATM 9) 7 4.LATM 9 [Clan] 25 -5 Movement Points (@) o
5. Quad Turret 5. Ammo (Gauss) 8 24  +4 Modifer to Fire @)
6. CASE Il [Clan] 6. CASE Il [Clan] 23  Ammo Exp. avoid on 6+ O 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points =
V . 19 Ammo Exp. avoid on 4+ O
Rear Left Leg CH’[HL S'[ Rear Right Leg 18 Shutdown, avoidon6+ QO 6
1. Hip ) 1. Hip 17  +3 Modifer to Fir(_e O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 1 ‘51 é?]mgg\:we:\t/ Fi’g'grtf‘ A O 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Mo dife} to gire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Anti-BattleArmor Pods (B-Pods) Damage Transfer 5. Anti-BattleArmor Pods (BPdHs) s +1 Modifer to Fire 2
6. Ammo (Gauss) 8 Dia 6. Roll Again 5 -1 Movement Points 1
gram
\, / \ / 0

ARMOR DIAGRAM
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BATTLETECH

BATTLEMECH RECORD SHEET

{'MECH DATA )

Type: Griffin C

Ammo: (Streak LRM 10) 12

WARRIOR DATA

Name: SgMg Garry "Gear' Jackson

Movement Points: Tonnage: 55 Gunnery Skill: 4 Piloting Skill: 5

Walking: 6 Tech Base: Mixed Hits Taken

Running: 9 Rules Level:Experimental ) 11213141516

Jumping: 9 Consciousness# | 3 | 5 [ 7 |[10|11 |Dead
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng

1 Streak LRM 10 RT 4 1MsIMC] — 7 14 21

(Clan)
1 ERPPC (Clan) RA 15 15][DE] — 7 14 23

Left Arm

(16)

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

Center
Torso

(8)

Right Arm
(16)

Left Right
\ BV: 2'1 31 @ Torso Rear Torso Rear
\ / (5) (5)
/ \ Heat
CRITICAL HIT TABLE Hoad AN INTERNAL STRUCTURE DIAGRAM JPA¥8
ea
- - Head Overflo
Left Arm 1. Life Support Right Arm Left Torso (13) Right Torso (13) .
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator ) 300
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator o
=9 4. Hand Actuator 5. Sensors - 4.[ER PPC [Clan] o 29
5. Endo Steel 6. Life Support 5.LER PPC [Clan] o 28*
6. Endo Steel 6. Endo Steel 9] 27
o
1. Endo Steel Center_ Torso_ 1. Endo Steel Left o Right |26~
2. Endo Steel ; );t Eus!on Eng!ne 2. Endo Steel Arm of Arm |25+
4-g 3 EndoSteel 3 XL Fusion Engin 4-g 3 Endo Steel (9) o] (9 Izx=
"0 4. Endo Steel 13 3 gyo ame "0 4. Endo Steel -
5. Roll Again - Gy"° 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22
6. Gyro 21
1. Gyro Left Right 20"
Left Torso 2. XL Fusion Engine Right Torso ko9 - 19°
. . 3. XL Fusion Engine . . (13) (13)
1. XL Fusion Engine 4-6 . ; 1. XL Fusion Engine 18"
. . 4. XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine -
. . 5.[Improved Jump Jet . . 17
3. XL Fusion Engine 3. XL Fusion Engine
1-3 6.LImproved Jump Jet 1-3 16
4. Endo Steel 4.[ Improved Jump Jet / HEAT DATA
5.[ Improved Jump Jet " - 5.LImproved Jump Jet 15*
6.LImproved Jump Jet Engine Hits OO O 6.[Improved Jump Jet Heat Double Heat Sinks: 14+
1.[ Improved Jump Jet Gyro H!ts oo 1.LImproved Jump Jet L%\BEI ShutdowliﬁeCts 11(22) 13*
2.| Improved Jump Jet Sensor Hits OO 2.[Improved Jump Jet 28 Ammo Exp.avoidon 8+  (y() 12
4-6 3[Improved Jump Jet Life Support O 4-g 3-LImproved Jump Jet 26  Shutdown, avoid on 10+ 11
4.1 Improved Jump Jet 4.[ Streak LRM 10 [Clan] 25 -5 Movement Points O o
5. Endo Steel 5.LStreak LRM 10 [Clan] 24  +4 Modifer to Fire @)
6. Endo Steel 6. Ammo (Streak LRM 10) 12 23  Ammo Exp. avoidon 6+ QO 9
22  Shutdown, avoid on 8+ O 8*
20 -4 Movement Points
V 19 Ammo Exp. avoid on 4+ O 7
Left Leg CH’[HL S'[ Right Leg 18 Shutdown, avoidon6+ QO 6
1. Hip ) 1. Hip 17  +3 Modifer to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 1 ‘51 é?]mgg\iwe:\t/gglgf A O 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Mo dife} to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5.[ Improved Jump Jet Damage Transfer 5.[Improved Jump Jet 8  +1 Modifer to Fire 2
\ 6.LImproved Jump Jet Diagram 6.LImproved Jump Jet \ 5 -1 Movement Points y 1
0
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

BATTLETECH

BATTLEMECH RECORD SHEET

WARRIOR DATA

Name: Sg Patrick Saul

{'MECH DATA )

Type: Orion C

Movement Points: Tonnage: 75 Gunnery Skill: 4 Piloting Skill: 5
Walking: 4 Tech Base: Mixed Hits Taken

Running: 6 Rules Level:Experimental ) 11213141516
Jumping: 0 Consciousness# | 3 | 5 [ 7 |10 11 |Dead

Weapons & Equipment Inventory (hexes)

Qty Type Loc Ht Dmg Min Sht Med Lng

1 Gauss Rifle (Clan) RT 1 15[DB,X] 2 7 15 22

1 Streak LRM 15 LT 5 1MsI[MC] — 7 14 21 Left Arm Right Arm
(Clan) (20) (20)

1 ERMediumPulse LT 6 7][P] — 5 9 14
Laser (Clan)

1 ERMedium Pulse RA 6 7[P] — 5 9 14 Lamellor '
Laser (Clan) t:fgt conter FI{_lg;t

1 ERMediumPulse LA 6 7][P] — 5 9 14 (26) Torso (26)

(9)

Laser (Clan)

Ammo: (Improved Gauss) 16, (Streak LRM 15) 16
Quirks: Anti-Aircraft Targeting, Easy to Maintain, Rugged (1
Point)

Left Right
\ BV:2,153 @ TorsoeRear Torsc;Rear
\ / (6) (6)

7 CRITICAL HIT TABLE )}

Hond " INTERNAL STRUCTURE DIAGRAM 3248
ea
- Head Overfloy
Left Arm 1. Life Support Right Arm Left Torso (16) Right Torso (16
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator % o 300
3. Lower Arm Actuator 4. Endo Steel 3. Lower Arm Actuator g g
1-3 4.[ER Medium Pulse Laser [Clan] 5. Sensors 1-3 4.[ER Medium Pulse Laser [¢lan] o o 29
5.LER Medium Pulse Laser [Clan] 6. Life Support 5.LER Medium Pulse Laser [§lan] g g 28*
6. Ferro-Lamellor [Clan] 6. Ferro-Lamellor [Clan] o o 27
1. Ferro-Lamellor [Clan] Cen_ter To_rso 1. Ferro-Lamellor [Clan] Left 8 8 Right | 26*
2. Ferro-Lamellor [Clan] 1. Fus!on Eng!ne 2. Ferro-Lamellor [Clan] Arm 30O O¢ Arm [ 25
4-6 3. Endo Steel g ius:o: E:g::e 4-6 3. Ferro-Lamellor [Clan] (12) 8 g (12) o4
4. Endo Steel 1-3 Gus N gine 4. Ferro-Lamellor [Clan] -
5. Endo Steel 4. Gyro 5. Ferro-Lamellor [Clan] 23
6. Endo Steel 5. Gyro 6. Ferro-Lamellor [Clan] 22*
6. Gyro 21
1. Gyro ) tzﬂ F:_'zh‘ 20"
Left Torso 2. Fusion Engine Right Torso 15) S K
1. ER Medium Pulse Laser [C4a 3 ius!on Engine 1.[ Gauss Rifle [Clan] 18
. . Fusion Engine .
2.LER Medium Pulse Laser [Clan] 5. Endo Steel 2.| Gauss Rifle [Clan] 7
1-3 3.[ Streak LRM 15 [Clan] 6. Endo Steel 1-3 3.| Gauss Rifle [Clan]
4.| Streak LRM 15 [Clan] : 4.| Gauss Rifle [Clan] /4 HEAT DATA 16
5.| Streak LRM 15 [Clan] - - 5.| Gauss Rifle [Clan] — 7
6. Ammo (Streak LRM 15) 8 Engine Hits OO O 6. Gauss Rifle [Clan] Heat Double Heat Sinks: 12+
1. Ammo (Streak LRM 15) 8 Gyro H!ts oo 1. Ammo (Improved Gauss) L%\BEI ShutdowliﬁeCts 12 (24) 13"
2. CASE Il [Clan] Sensor Hits OO 2. Ammo (Improved Gauss) 28 Ammo Exp. avoid on 8+ 12
4-¢ 3 Ferro-Lamellor [Clan] Life Support O 4-¢ 3 CASE Il [Clan] 26 Shutdown, avoid on 10+ 00 T
4. Ferro-Lamellor [Clan] 4. Endo Steel 25 -5 Movement Points OO -
5. Endo Steel 5. Endo Steel 24 +4 Modifer to Fire ®) 10
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
19 Ammo Exp. avoid on 4+ O 7
Left Leg CH'[H YS'[ Right Leg 18 Shutdown, avoidon6+ QO 6
1. Hip game Dot 1. Hip 17  +3 Modifer to Fir(_e O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement F_’olnts O
14  Shutdown, avoid on 4+ 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifer to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points >
5. Endo Steel Damage Transfer 9 Endo Steel 8  +1 Modifer to Fire
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p ;
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