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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 Avatar (3058)
Technical Readout, creating disconnect for players moving from a Technical Readout Daikyu (3055)
to a record sheet volume to find the unit they're looking for. Deva (3075)

To better ease this transition, this record sheet volume is organized like its Gallowglas (3055)
corresponding Technical Readout. Hyperlinks off of each unit name in the TOC will JagerMech (3050)
enable players to instantly move to a given section, or to the start of a given unit’s No-Dachi (3067)
record sheets. Bandersnatch (3055)

Note: As this record sheet book represents upgrades to pre-existing designs Falconer (3055)

Theseus (3058)

Gray Death Heavy

Sloth (3058)

Savannah Master Hovercraft (3039)
Sprint Scout Helicopter (3058)
Beagle (3050)

Skulker Wheeled Scout Tank (3039)
Scorpion Light Tank (3058)

Yellow Jacket Gunship (3058)
Pegasus Scout Hover Tank (3058)
Plainsman Medium Hovertank (3039)
Scimitar Medium Hover Tank (3039)
Striker Light Tank (3058)

Hetzer Weeled Assault Gun (3039)
Goblin Infantry Support Vehicle (3058)
Chaparral (3050)

Drillson Heavy Hover Tank (3039)
Fulcrum Ill Heavy Hovertank (3058)
JES | Tactical Missile Carrier (3075)
Vedette Medium Tank (3058)
Manticore Heavy Tank (3058)
Rommel Tank (3039)

Brutus Assault Tank (3058)

Zhukov Heavy Tank (3039)

Fortune Wheeled Assault Vehicle (3067)
Partisan Air Defense Tank (3039)
Schrek PPC Carrier (3039)

Ajax Assault Tank (3067)

UrbanMech (3050)
Jenner (3050)
Raven (3050)
Talon (3058)
Hermes Il (3050)
Vulcan (3050)
Firestarter (3050)
Preta (3075)

Snake (3055)
Vindicator (3050)
Blackjack (3050)
Centurion (3050)
Enfield (3058)
Enforder Il (3060)
Nightsky (3055)
Tessen (3060)
Bushwacker (3058)
Dervish (3050)
Men Shen (3067)
Starslayer (3058)
Argus (3067)

Black Hawk-KU (3058)
Dragon (3050)
Grand Dragon (3050)
Grigori (3075)
Quickdraw (3050)
Axman (3050)
Catapult (3050)

introduced elsewhere, the parenthesis after each name indicates which record sheet/ Hammerhands (3075)
Technical Readout book where that design is originally found. Rakshasa (3055)
Charger (3050)
Hatamoto-Chi (3050)
INNER SPHERE Challenger XIV's MBT (3058) Victor (3050)
Nighthawk Mk. XXX Ontos Heavy Tank (3058) Warlord (3075)
Kage (3058) Demolisher Il Heavy Tank (3058) Gunslinger (3055)
Asterion (3058) Fireball (3055) Longbow (3058)
Fa Shih (3058) Commando (3050) Stalker (3050)
Infiltrator Mk. I (3058) Dart (3055) Templar (3067)
Longinus (3058) Mongoose (3050) Akuma (3067)
Purifier Adaptive (3058) Raptor (3058) Cyclops (3050)
Raiden (3058) Arctic Fox (3060) Albatross (3055)
Rottweiler (3058) Hitman (3055) Banshee (3050)

Naginata (3050)
Fafnir (3067)
King Crab (3050)

CLAN

Afreet (3058)

Clan Medium (3058)
Elemental (3058)
Gnome (3058)

Golem (3058)
Shamash Reconnaissance Vehicle (3060)
Piranha (3058)

Uller (3050)
Dragonfly (3050)
Beowulf C (3067)
Fenris (3050)

Black Hawk (3050)
Hunchback IIC (3058)
Vulture (3050)

Balius (3075)
Cauldron-Born (3058)
Crossbow (3058)

Ha Otoko (3067)
Thor (3050)

Mad Cat (3050)
Higherlander IIC (3060)
Turkina (3058)

Daishi (3050)
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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 page 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)

lan Cameron, ruler of the Terran Hegemony,
concludes decades of tireless effort with the
creation of the Star League, a political and
military alliance between all Great Houses and
the Hegemony. Star League armed forces im-
mediately launch the Reunification War, forcing
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
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.
becoming the greatest fighting force in history. ﬁ b)
With vastly superior technology and warriors, the -J
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.

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
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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

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 con-
tain 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 so on.
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Armor: Standard Stealth (+1,/+1/+2]

\Mechanized: Swarm: (/] Leg: AP: (y/

Cost: Bv: 47/9 /
\\,

( BATTLE ARMOR: SQUAD/POINT 2 \
Type: Nighthawk Mk. XXXEra: Star League [1 ]
Gunnery Skill: Anti-Mech Skill: .

Ground MP: 3 Jump: 3 [2 4 @00 ]
Weapons & Equip. Dmg Min Sht Med Lng
Armor: Standard Stealth (+1/+1/+2) ]

\ Mechanized: Swarm: Leg: AP: (y/

— — = Cost ev: 47/9 /
\\,

( BATTLE ARMOR: SQUAD/POINT 3 \
Type: Nighthawk Mk. XXXEra: Star League [1 000 ]
Gunnery Skill: Anti-Mech Skill: .

Ground MP: 3 Jump: 3 [2 # @00 ]
Weapons & Equip. Dmg Min Sht Med Lng

2 )
Armor: Standard Stealth (+1/+1/+2) ]

\ Mechanized: Swarm:(¢f Leg: AP: (y/

— — — Cost: Bv: 47/9 /
\\,

( BATTLE ARMOR: SQUAD/POINT 4 \
Type: Nighthawk Mk. XXXEra: Star League ]
Gunnery Skill: Anti-Mech Skill:

Ground MP: 3 Jump: 3 ]
Weapons & Equip. Dmg Min Sht Med Lng
Armor: Standard Stealth (+1/+1/+2) ]

\ Mechanized: Swarm:(¢f Leg: AP: (y/

— — = Cost ev: 47/9 /
\\,

( BATTLE ARMOR: SQUAD/POINT S5 \
Type: Nighthawk Mk. XXXEra: Star League [1 - ]
Gunnery Skill: Anti-Mech Skill: .

Ground MP: 3 Jump: 3 [2 4 @00 ]
Weapons & Equip. Dmg Min Sht Med Lng
Armor: Standard Stealth (+1/+1/+2) ]

\ Mechanized: Swarm:(¢f Leg: AP: (y/

— — = Cost: ev: 47/9 /

/ ” N / ’ \
B N I el LN o I I i’ BATTLE ARMOR
|
I I -I- I I- | %, ~RECORD SHEET
\ / \ /
( BATTLE ARMOR: SQUAD,/POINT 1 ¥ \ (4 LEG ATTACKS TABLE \
Type: Nighthawk Mk. XXXEra: Star League [1 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-Mech Skill: - TROOPERS ACTIVE MODIFIER
Ground MP: 3 Jump: 3 [2 4 @00 ] 4-6 0
Weapons & Equip. Dmg Min Sht Med Lng g :g
] \ 1 +7 /

SWARM ATTACKS TABLE

BATTLE ARMOR BASE TO-HIT

TROOPERS ACTIVE MODIFIER
4-8 +2
\ 1-3 +5 /

4 SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERSACTIVE q9 2 3 4 5 6

6 +0 +0 +0 +0 +1 +2
5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
2 +1 +2 +3 +4 +5 +6
1 +2 +3 +4 +5 +6 +7

BATTLE ARMOR EQUIPMENT

Claws with magnets -1

SITUATION *

‘Mech prone -2

‘Mech or vehicle immobile -4

Vehicle -2

\*Modlfiers are cumulative

4 SWARM ATTACKS HIT LOCATION TABLE )

2D6 BIPEDAL FOUR-LEGGED
ROLL LOCATION LOCATION
2 Head Head
3 Rear Center Torso Front Right Torso
q Rear Right Torso Rear Center Torso
5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
7 Front Center Torso  Front Center Torso
8 Left Arm Front Left Torso
9 Front Left Torso Rear Left Torso

10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
\ /
/4 \\
TRANSPORT POSITIONS TABLE
TROOPER 'MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side
2 Left Torso Right Side
3 Right Torso (rear) Left Side
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear
6 Center Torso Rear
TROOPER LARGE SUPPORT

NUMBER VEHICLE LOCATION *
Right Side (Unit 1/Unit 2)
Right Side (Unit 1/Unit 2) v
Left Side (Unit 1/Unit 2) H.[ q I
Left Side (Unit 1/Unit 2) game Plabs
Rear (Unit 1/Unit 2)
Rear (Unit 1/Unit 2)

oubhwn -

\ *Unit 1 and Unit 2 represent two battle armor units /

© 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.
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B — —I EN — . g I I %« BATTLE ARMOR
| 0
I I -I- I I- | % RECORD SHEET
/ \ /
( BATTLE ARMOR: SQUAD,/POINT 1 ¥ \ (4 LEG ATTACKS TABLE \
TYPE: Nighthawk Mk. XXX (Bounty Hunter) Era: Succession Wars [1 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-Mech Skill: TROOPERS ACTIVE MODIFIER
Ground MP: 3 ] 4-6 0
Weapons & Equip. Dmg Min Sht Med Lng g :g
] \ 1 +7 /

\Mechanized: Swarm: Leg: AF':

SN, Cost: Bv: 37/7 /
\N
( BATTLE ARMOR: SQUAD/POINT 2 \
Type: Nighthawk Mk. XXX (Bounty Hunter) Era: Succession Wars [1 ]
Gunnery Skill: Anti-Mech Skill: .
Ground MP: 3 [2 4 @00 ]
Weapons & Equip. Dmg Min Sht Med Lng
3 )
4 @00 )
\ Mechanized: Swarm: m Leg: AP:
— m— m— ==\ Cost: Bv: 37/7 /
\N
( BATTLE ARMOR: SQUAD/POINT 3 \
Type: Nighthawk Mk. XXX (Bounty Hunter) Era: Succession Wars [1 ]
Gunnery Skill: Anti-Mech Skill:
Ground MP: 3 [2 # @00 ]
Weapons & Equip. Dmg Min Sht Med Lng
(3 @00 )
4 @00 )
\ Mechanized: Swarm: (/] Leg: AP:
— m— m— ==\ Cost: Bv: 37/7 /
\N
( BATTLE ARMOR: SQUAD/POINT 4 \
TYPE: Nighthawk Mk. XXX (Bounty Hunter) Era: Succession Wars ]
Gunnery Skill: Anti-Mech Skill:
Ground MP: 3 ]
Weapons & Equip. Dmg Min Sht Med Lng
\ Mechanized: Swarm: (/] Leg: AP:
— m— m— ==\ Cost: Bv: 37/7 /
\N
( BATTLE ARMOR: SQUAD/POINT 5 \
Type: Nighthawk Mk. XXX (Bounty Hunter) Era: Succession Wars [1 ]
Gunnery Skill: Anti-Mech Skill:
Ground MP: 3 ]
Weapons & Equip. Dmg Min Sht Med Lng
\ Mechanized: Swarm: (/]
g v ev: 37/7 /

SWARM ATTACKS TABLE

BATTLE ARMOR BASE TO-HIT

TROOPERS ACTIVE MODIFIER
4-8 +2
\ 1-3 +5 /

4 SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERSACTIVE q9 2 3 4 5 6

6 +0 +0 +0 +0 +1 +2
5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
2 +1 +2 +3 +4 +5 +6
1 +2 +3 +4 +5 +6 +7

BATTLE ARMOR EQUIPMENT

Claws with magnets -1

SITUATION *

‘Mech prone -2

‘Mech or vehicle immobile -4

Vehicle -2

\*Modlfiers are cumulative

4 SWARM ATTACKS HIT LOCATION TABLE )

2D6 BIPEDAL FOUR-LEGGED
ROLL LOCATION LOCATION
2 Head Head
3 Rear Center Torso Front Right Torso
q Rear Right Torso Rear Center Torso
5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
7 Front Center Torso  Front Center Torso
8 Left Arm Front Left Torso
9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
\ /
4 TRANSPORT POSITIONS TABLE \
TROOPER "MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side
2 Left Torso Right Side
3 Right Torso (rear) Left Side
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear
6 Center Torso Rear
TROOPER LARGE SUPPORT
NUMBER VEHICLE LOCATION *
1 Right Side (Unit 1/Unit 2)
2 Right Side (Unit 1/Unit 2) v
3 Left Side (Unit 1/Unit 2) [:H-[H I_q SI
4 Left Side (Unit 1 /Unit 2) game P labs
5 Rear (Unit 1/Unit 2)
6 Rear (Unit 1/Unit 2)

\ *Unit 1 and Unit 2 represent two battle armor units /

© 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.



y N / \
.}
B — I R N1 ] n I-I ‘%fé“ BATTLE ARMOR
-I- i I- Gl ‘v RECORD SHEET
\ / \ /
\\
( BATTLE ARMOR: SQUAD,POINT 1 \ (4 LEG ATTACKS TABLE N
. (1 # @00000 )
Type: Kage (Space) Era: Civil War BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 4 [2 # @00000 ) 4-8 0
Weapons & Equip. Dmg Min Sht Med Lng 3 +2
Battle Claw [E] — — — — = e 9
Cutting Torch g — — — Z [3%@00000 I\ L +7 /
Space Operations Adaptation E — == - —
Armor: sse Sseath (40, +1,/+2) [a % 00000 ) SWARM ATTACKS TABLE
\ Mechanized: (¢ Swarm: Leg: AP: (/ BATTLE ARMOR BASE TO-HIT
= = = Cost: sv: 105/20 4 TROOPERS ACTIVE MODIFIER
4-6 +2
BA'I_I'LE ARMOR: SQUAD/POINT 2 N\ 1-3 +5
[ % @00000 AR /
Type: Kage (Space) Era: Civil War
Gunnery Skill: Anti-Mech Skill: /4 SWARM ATTACK MODIFIERS TABLE \\
Ground MP: 1 Jump: 4 [2 % @00000 ]
. ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Mel:l Lng BATTLE ARMOR ARMOR TROOPERS ACTIVE
Battle Claw [E] — TROOPERSACTIVE 49 2 3 4 5 6
Cutting Torch EI _ (8% 900000 ) 6 40 +0 40 40 +1 +2
Space Operations Adaptation [E] — — 5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
Armor; Basic Steath (+0/+1,/+2) [4 % ©00000 ] 3 +0 +1 +2 +3 +4 +5
\ Mechanized: (/) Swarm: Leg: AP: (y/ o +1 +2 +3 +4 +5 +B
— = = Cost: Bv: 105/20  f 1 +2 +3 +4 +5 +B6 +7
BA'I'I'LE ARMOR: SQUAD/POINT 3) N, | BATTLE ARMOR EQUIPMENT
Type: Kage (Space) Erec Civil War [ # @00000 ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: SITUATION *
Ground MP: 1 Jump: 4 [2 % @00000 ) Mech prone . -2
Weapons & Equip. Dmg Mln Sht Mel:l Lng I\/Ie;h or vehicle immobile -4
Battle Claw [E] [3 % ] Vehicle -2
CUtting Torch [E] - 900000 \*Modlfier‘s are cumulative
Space Operations Adaptation E] — — —
ArmOr: Basic Stealth (+0,/+1/+2] [4 * ©00000 )} W swarm ATTACKS HIT LOCATION TABLE )
\ Mechanized: (V/ Swarm: Leg: AP: (y/
— _— — Cost: sv: 105,/20 / 2D6 BIPEDAL FOUR-LEGGED
ROLL LOCATION LOCATION
BA'I_I'LE ARMOR: SQUAD/POINT ay \ g . CHead . . :,eahd .
[ % @O00000 ] ear Center Torso ront Right Torso
Type: Kage (Space) Era: Civil War q Rear Right Torso Rear Center Torso
Gunnery Skilk Anti-Mech Skill: 5 Front Right Torso Rear Right Torso
' 6 Right Arm Front Right Torso
Ground MP: 1 Jump: 4 [2 % @00000 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Mel:l Lng 8 Left Arm Front Left Torso
Battle Claw [E] — [3  ©00000 ] 190 I;ont Il:effg_'rl'orso F{Rear&:Leﬁ: TC_]rI"SO
- ear Le orso ear Center Torso
Cutting Tor_Ch ) el — 11 Rear Center Torso Front Left Torso
Space Operations Adaptation [E] — — \ 12 Head Head y
Armor: Basic Stealth (+0/+1/+2) [4 % @00000 ]
\ Mechanized: (¢ Swarm: Leg: AP: (/ o - 105,20 4 (" TRANSPORT POSITIONS TABLE )
TROOPER 'MECH VEHICLE
( BATTLE ARMOR: SQUAD, POINT 5 } \, | Momeer  Locanon LocaTion
Type: Kage (Space) Era: Civil War [ X $00000 ) 5 Fight oo eer) i
Gunnery Skill: Anti-Mech Skill: g CLEft TC_)|fSO [r[ear] ] Leét Side
t
Ground MP: 1 Jump: 4 [2 % 000000 ] 6 * Center Torso, Rear
Weapons & Equip. Dmg Mln Sht Mel:l Lng TROOPER LARGE SUPPORT
Battle Claw [E] [3 % ©00000 ) NUMBER  VEHICLE LOCATION *
Cutting Torch [E] — 1 Right Side (Unit 1/Unit 2) V
Space Operations Adaptation E] — — — 3 Tgp;;cliie[&?:{l//[ﬁ:?g%] H[H I-q SI
-y 4 Left Side (Unit 1,/Unit 2) jame P labs
Armor: Basic Stealth (+0/+1,/+2) [4 # @00000 ] 5 EReall" Fumtm1 /UnitmE] .
\ Mechanized: () Swarm: Leg: AP: (y/ 8 Rear (Unit 1/Unit 2)
— — — Cost: Bv: 1 05/20 } \ *Unit 1 and Unit 2 represent two battle armor units /

©® 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.



y - N / N\
B  E— I EN — . g I I BATTLE ARMOR
|
1 1 -I- i I- Sl L RECORD SHEET
\ / /
\N
( BATTLE ARMOR: SQUAD,POINT 1 \ (4 LEG ATTACKS TABLE N
: , 1.+ 00000000 )
Type: Asterion (Upgrade) [PPC] Era: Jihad BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: TROOPERS ACTIVE MODIFIER
Ground MP: 3 2 % @00000000 ) 46 0
Weapons & Equip. Dmg Min Sht Med Lng 3 +2
Battle Claw E] — — — — 2 +3
Battle Vibro Claw ] — — — — [3229@00000000 J1\ 1 +7 /
Machine Gun 2pBs — 1 2 3 ——————— ——
Support PPC (Body) 2[DE] — 2 5 7 [4 ®00000000 ) SWARM ATTACKS TABLE
\ Mechanized: Swarm: Leg: ar: () BATTLE ARMOR BASE TO-HIT
= — — N, Cost: Bv: 231/44 TROOPERS ACTIVE MODIFIER
\\ 4-6 +2
( BATTLE ARMOR: SQUAD/POINT 2 _ +
[1 j\ \ 1-3 5 /
Type: Asterion (Upgrade) [PPC]Era: Jihad
Gunnery Skill: Anti-Mech Skill: /4 \\
SWARM ATTACK MODIFIERS TABLE
Ground MP: 3 2 % @00000000 )
. ) ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
E\n;\;iagogg \;&v Equip. D[rE]g Min Sht Med Lng BATTLE ARMOR ARMOR TROOPERS ACTIVE
- - - - TROOPERSACTIVE q9 2 3 4 5 6
Battle Vibro Claw [ — — — — (3229000000000 ) 6 40 +0 +0 +0 +1 +2
Machine Gun 2[pBsj— 1 2 3 5 +0 +0 +0 +1 +2 +3
Support PPC (Body) 20E] — 2 5 7 [4 ©00000000 ] 4 +0 +0 +1 +2 +3 +4
3 0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: Leg: AP: D s} :1 :2 :3 :4 :5 :8
— = = \, Cos B: 231/44  f 1 +2 +3 +4 +5 +B6 +7
\N
( BATTLE ARMOR: SQUAD/POINT 3 A N, | BATTLE ARMOR EQUIPMENT
Type: Asterion (Upgrade) [PPC] Era: Jihad [ ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: SITUATION *
Ground MP: 3 [2 ] Mech prone . -2
Weapons & Equip. Dmg Min Sht Med Lng I\/Ie;h or vehicle immobile -4
Battle Claw E] — — — — 3 ] Vehicle -2
Battle Vibro Claw [E] - - - - 900000000 \*Modlfier‘s are cumulative
Machine Gun 2[pBsj— 1 2 3
SupportPPC(Body)  2[DF] — 2 5 7 4 1 00000000 )} W swarm ATTACKS HIT LOCATION TABLE )
\ Mechanized: (¢ Swarm: Leg: AP: D
— _— — \ Cost: sv: 231/44 / 2D6 BIPEDAL FOUR-LEGGED
/; \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD/POINT 4 2 Head Head
[1 © 00000000 ]\ 3 Rear Center Torso Front Right Torso
Type: Asterion (Upgrade) [PPC] Era: Jihad g Eear l;igf;]t ¥0r50 R;ar Csln;erTTor‘so
- . . ront Right Torso ear Right Torso
Gunnery Skill: Anti-Mech Skill: - o Right Arm Front Right Torso
Ground MP: 3 [2 O 00000000 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 8 Left Arm Front Left Torso
Battle Claw E] — — — — 9 Front Left Torso Rear Left Torso
BouloVbroCaw | — — — — (3900000000 || 1o feptenioreo Reor comr Toreo
Machine Gun 2pBs]— 1 2 3 12 Head Head
Support PPC(Body)  2[DE] — 2 5 7 [4 ©00000000 )N /
\ Mechanized: (¢ Swarm: Leg: AP: D /4 TRANSPORT POSITIONS TABLE \\
— — — \Cust: Bv: 231/44 }
N\ TROOPER 'MECH VEHICLE
( BATTLE ARMOR: SQUAD,/POINT 5 \ | Mwmeer  Locamon LocATION
[1 ©00000000 ] 1 Right Torso Right Side
Type: Asterion (Upgrade) [PPC] Era: Jihad g Righl_te‘ltg:sgsil:ear] Tgrttss;’éiie
Gunnery Skill: Anti-Mech Skill: g CLEft TC_)|fSO (rear) Leét Side
Ground MP: 3 2 % ©00000000 ) : ot Torse Rear
Weapons & Equip. Dmg Min Sht Med Lng TROOPER LARGE SUPPORT
Satt:e S.IEW al E - - 0 T [3 ©00000000 ] NUMBER  VEHICLE LOCATION *
attle Vibro Claw - - - - 1 Right Side (Unit 1/Unit 2)

i — 2 Right Side (Unit 1/Unit 2) v
MachioeGun - 208SI— 1 2 3 B el CATAY)ST
uppo (0] - 4 Left Side (Unit 1,/Unit 2) jame P labs

PP y [4 ©00000000 ] 5 EFiealr [eUnitm’T/Unitng] g
\ Mechanized: Swarm:(yf Leg: AP: D 8 Rear (Unit 1/Unit 2)
— — — \Cust: BV: 281/44 I \ *Unit 1 and Unit 2 represent two battle armor units /
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y - N / N\
B I E— I EN — . g I I BATTLE ARMOR
|
I I -I- I I- Sl L RECORD SHEET )
\ /
\N
( BATTLE ARMOR: SQUAD,POINT 1 \ (4 LEG ATTACKS TABLE N
: , 1.+ 00000000 )
Type: Asterion (Upgrade) [MRR]Era: Jihad BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: TROOPERS ACTIVE MODIFIER
Ground MP: 3 2 % @00000000 ) 46 0
Weapons & Equip. Dmg Min Sht Med Lng 3 +2
Battle Claw E] — — — — 2 +3
Battle Vibro Claw ] — — — — [3229@00000000 J1\ 1 +7 /
Machine Gun 2pBs — 1 2 3 ——————— ——
Medium Recoiless Rifle (Body)3 [DBS] — 2 4 6 [4 ©00000000 ] SWARM ATTACKS TABLE
\ Mechanized: Swarm: Leg: ap: () BATTLE ARMOR BASE TO-HIT
= — — N, Cost: Bv: 251/48 TROOPEA?SB ACTIVE MODIEFIER
N\ — +
( BATTLE ARMOR: SQUAD,POINT 2 \ | 13 = )
Type: Asterion (Upgrade) [MRR]Era: Jihad [1 ]
Gunnery Skill: Anti-Mech Skill: /4 SWARM ATTACK MODIFIERS TABLE \\
Ground MP: 3 2 % @00000000 )
. ) ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
E\n;\;iagogg \;&v Equip. D[rE]g Min Sht Med Lng BATTLE ARMOR ARMOR TROOPERS ACTIVE
- - - - TROOPERSACTIVE q9 2 3 4 5 6
Battle Vibro Claw [ — — — — (3229000000000 ) 6 40 +0 +0 +0 +1 +2
Machine Gun 2[pBsj— 1 2 3 5 +0 +0 +0 +1 +2 +3
Medium Recoilless Rifle (Body) 3 [DBS] — 2 4 6 [4 ®00000000 ] 4 +0 +0 +1 +2 +3 +4
. 3 +0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: Leg: AP: D 25145 o +1 +2 +3 +4 +5 +8
— — — \, o=t BV: / 1 +2 +3 +4 +5 +B6 +7
\N
( BATTLE ARMOR: SQUAD/POINT 3 N, | BATTLE ARMOR EQUIPMENT
Type: Asterion (Upgrade) [MRR]Era: Jihad [1 ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: SITUATION *
Ground MP: 3 [2 ] Mech prone . -2
Weapons & Equip. Dmg Min Sht Med Lng I\/Ie;h or vehicle immobile -4
Battle Claw E] — — — — 3 ] Vehicle -2
Battle Vibro Claw [E] - - - - 900000000 \*Modlfier‘s are cumulative
Machine Gun 2[pBsj— 1 2 3
Medium Recoilless Rifle (Body) 3 [DBS] — 2 4 6 [4 . 00000000 ] /, SWARM ATTACKS HIT LOGATION TABLE \
\ Mechanized: (¢ Swarm: Leg: AP: D
— — — \ Cost: sv: 251/48 / 2D6 BIPEDAL FOUR-LEGGED
/; \ ROLL LOCATION LOCATION
BATTLE ARMOR: SGUAD/PDINT 4 N g Rear Cgr?l?:r Torso Front :if:;ig Torso
Type: Asterion (Upgrade) [MRR]Era: Jihad [1 000000000 ] q Rear Right Torso Rear Center Torso
Gunnerv Skill: Anti“Mech Skill: 5 Front Right Torso Rear Right Torso
ry : ' " 6 Right Arm Front Right Torso
Ground MP: 3 [2 O 00000000 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 8 Left Arm Front Left Torso
Battle Claw E] — — — — 9 Front Left Torso Rear Left Torso
Battle Vibro Claw E — — — — [3 Q@O00000000 ] :IIEII F{Fhaar‘ Left Torso Rear Center Torso
. ear Center Torso Front Left Torso
Machine Gun 2pBs]— 1 2 3 12 Head Head
Medium Recoilless Rifle (Body) 3 [DBS] — 2 4 6 [4 ©00000000 ] \ /
\ Mechanizod: () _Swarm: ] Leg:(4 AP: () 051,48 ( TRANSPORT POSITIONS TABLE _ §
— — — \ Cost: BV: /
N\ TROOPER 'MECH VEHICLE
( BATTLE ARMOR: SQUAD,/POINT 5 \ [ MumeeR LocaTioN LocaTIoN
Type: Asterion (Upgrade) [MRR]Era: Jihad [1 900000000 ] g Righl_te‘lf%:sgsil:ear] Tgpttssi’liie
Gunnery Skill: Anti-Mech Skill: g CLEEt TC_)|fSO [r[ear] ] Leét Side
Ground MP: 3 2 % ©00000000 ) : ot Torao Rear
Weapons & Equip. Dmg Min Sht Med Lng TROOPER LARGE SUPPORT
Battle Claw E - == - NUMBER  VEHICLE LOCATION *
Battle Vibro Claw E] — — — =— [3 ©00000000 ] 1 Right Side (Unit 1,/Unit 2) V
. 2 Right Side (Unit 1/Unit 2)
Machine Gun g [82'2] - ; ‘21 g 3 Loft Side (Unit 1,/Unit 2) H-[Hl_qs.[
Medi Recaoill Rifle (Bod , -_ 4 Left Side (Unit 1 /Unit 2) jame P labs
edium Recoilless Rifle (Body) 3 [ ] [4 ©00000000 ] ¢ ERealr [eUnith/Unitn:?] g
\ Mechanized: Swarm:(yf Leg: AP: D 8 Rear (Unit 1/Unit 2)
— — — \Cust: BV: 251/48 } \ *Unit 1 and Unit 2 represent two battle armor units /
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\ / \ /
\N
( BATTLE ARMOR: SQUAD,POINT 1 \ (4 LEG ATTACKS TABLE N
1
Type: Fa Shih (Support) [King David] Era: Jihad [ ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: — TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 3 [2 ] 4-6 8]
Weapons & Equip. Dmg Min Sht Med Lng 3 +2
Basic Manipulator [2) [F] — — — = 2 +5
King David Light Gauss Rife 1 [DBS] — 3 6 9 [3 ] \ 1 +7 /

King David Light Gauss Rifle 1 [DB,S] —

Magnetic Clamps E — == -
[a )

\ Mechanized: Swarm: (/] Leg: AP: D

— — — \Cust: Bv: 181/35 }
\\,

( BATTLE ARMOR: SQUAD/POINT 2 \
Type: Fa shih (Support) [King David] Era: Jihad [1 ]
Gunnery Skill: Anti-Mech Skill: -

Ground MP: 1 Jump: 3 [2 : ]
Weapons & Equip. Dmg Min Sht Med Lng
Basic Manipulator (2) E] — — —

9 [3# @0000000
Magnetic Clamps F] — — — —

()

King David Light Gauss Rifie 1 [DBS] — 3 6 9 % @0000000

[4.# 0000000 )
\ Mechanized: (¢ Swarm: Leg: AP: D
— — m— '\ Cost: Bv: 181/35
( BATTLE ARMOR: SQUAD,/POINT 3 } \
—— S (17 @0000000 )
VYPE: Fa Shih (Support) [King David] Era: Jihad
Gunnery Skill: Anti-Mech Skill: -
Ground MP: 1 Jump: 3 2. 0000000 )
Weapons & Equip. Dmg Min Sht Med Lng
Basic Manipulator (2) E] — — — —

Magnetic Clamps F] — — — —

©0000000

(B

\ Mechanized: Swarm: (/]

Leg: AP: D

Bv: 181/35

( BATTLE ARMOR: SQUAD/POINT 4

Type: Fa shih (Support) [King David] Era: Jihad

Gunnery Skill: Anti-Mech Skill: -
Ground MP: 1 Jump: 3 [2 :
Weapons & Equip. Dmg Min Sht Med Lng

Basic Manipulator (2) E] — — — —

King David Light Gauss Rife 1 [DBS] — 3 6 9 [3

Magnetic Clamps E] — — —

[a: )
\ Mechanized: Swarm: (/] Leg: AP: D
e — — \ Cost Bv: 181/35
( BATTLE ARMOR: SQUAD,/POINT 5 jz \
Type: Fa shih (Support) [King David] Era: Jihad [1 ]

Gunnery Skill: Anti-Mech Skill:

Ground MP: 1 Jump: 3 2.4 6000000
Weapons & Equip. Dmg Min Sht Med Lng
Basic Manipulator (2) E] — — — —

Q0000000

King David Light Gauss Rifle 1 [DB,S] — 9 [3

Magnetic Clamps F] — — — —

[4.# 0000000

\ Mechanized: Swarm: (/]

Leg: AP: D

\ Cost:

Bv: 181/35

/

SWARM ATTACKS TABLE

BATTLE ARMOR BASE TO-HIT

TROOPERS ACTIVE MODIFIER
4-8 +2
\ 1-3 +5 /

4 SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERSACTIVE q9 2 3 4 5 6

6 +0 +0 +0 +0 +1 +2
5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
2 +1 +2 +3 +4 +5 +6
1 +2 +3 +4 +5 +6 +7

BATTLE ARMOR EQUIPMENT

Claws with magnets -1

SITUATION *

‘Mech prone -2

‘Mech or vehicle immobile -4

Vehicle -2

\*Modlfier‘s are cumulative

4 SWARM ATTACKS HIT LOCATION TABLE )

2D6 BIPEDAL FOUR-LEGGED
ROLL LOCATION LOCATION
2 Head Head
3 Rear Center Torso Front Right Torso
q Rear Right Torso Rear Center Torso
5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
7 Front Center Torso  Front Center Torso
8 Left Arm Front Left Torso
9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
\ /
4 TRANSPORT POSITIONS TABLE \
TROOPER "MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side
2 Left Torso Right Side
3 Right Torso (rear) Left Side
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear
6 Center Torso Rear
TROOPER LARGE SUPPORT
NUMBER VEHICLE LOCATION *
1 Right Side (Unit 1/Unit 2)
2 Right Side (Unit 1/Unit 2) v
3 Left Side (Unit 1/Unit 2) H.[H I_q SI
4 Left Side (Unit 1 /Unit 2) game P labs
5 Rear (Unit 1/Unit 2)
6 Rear (Unit 1/Unit 2)
\ *Unit 1 and Unit 2 represent two battle armor units /
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( BATTLE ARMOR: SQUAD,/POINT 1 ¥ \ (4 LEG ATTACKS TABLE \
Type: Fa Shih (Support) [Plasma] Era: Jihad [1 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: — TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 3 [2 ] 4-6 8]
Weapons & Equip. Dmg Min Sht Med Lng 3 +2
Basic Manipulator (2) E] — — — — 2 +3
Magnetic Clamps E] — — — =— [3 ] \ 1 +7 /
Plasma Rifle 2[s) — 2 4 ©

\ Mechanized: Swarm: (/]

Leg: AP: D

Bv: 221/43

( BATTLE ARMOR: SQUAD/POINT 2

Type: Fa Shih (Support) [Plasma] Era: Jihad

Gunnery Skill: Anti-Mech Skill: -

Ground MP: 1 Jump: 3 [2 :

Weapons & Equip. Dmg Min Sht Med Lng

Basic Manipulator (2] E][ — — — — =

Magnetic Clamps [E] — — — — [3 @O0000000
Plasma Rifle 2[s] — 2 4 6

[4.# 0000000 )
\ Mechanized: (¢ Swarm: Leg: AP: D
— — = \ Cost Bv: 221/43
( BATTLE ARMOR: SQUAD,/POINT 3 } \
Type: Fa Shih (Support) [Plasma] Era: Jihad [1 ]
Gunnery Skill: Anti-Mech Skill: -
Ground MP: 1 Jump: 3 [2 ]

Weapons & Equip.

D[ng]g Min Sht Med Lng

Basic Manipulator (2) =
B - — [

Magnetic Clamps

Plasma Rifle 2[s] — 2 4 6

[a )

\ Mechanized: Swarm: (/] Leg: AP: D 021 /43

— — — Cost: Bv: /
\\,

( BATTLE ARMOR: SQUAD/POINT 4 \
Type: Fa Shih (Support) [Plasma] Era: Jihad [1 ]
Gunnery Skill: Anti-Mech Skill: -

Ground MP: 1 Jump: 3 [2 ]
Weapons & Equip. Dmg Min Sht Med Lng

Basic Manipulator (2) E] — — — —

Magnetic Clamps E] — — — =— [3 ]
Plasma Rifle 2[s] — 2 4 6

(@ )
\ Mechanized: Swarm: (/] Leg: AP: D
— — = '\ Cost: Bv: 221/43
( BATTLE ARMOR: SQUAD/POINT 5 ¥ \
Type: Fa Shih (Support) [Plasma] Era: Jihad [1 ]
Gunnery Skill: Anti-Mech Skill:
Ground MP: 1 Jump: 3 2.4 6000000 )

Weapons & Equip.

: ; Dmg Min Sht Med Lng
Basic Manipulator (2) E] — — — —

Magnetic Clamps [E] — — [3 Q0000000

Plasma Rifle 2[s] — 2 4 6

[4.# 0000000

\ Mechanized: Swarm: (/]

Leg: AP: D

\ Cost:

Bv: 221/43

/

SWARM ATTACKS TABLE

BATTLE ARMOR BASE TO-HIT

TROOPERS ACTIVE MODIFIER
4-8 +2
\ 1-3 +5 /

4 SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERSACTIVE q9 2 3 4 5 6

6 +0 +0 +0 +0 +1 +2
5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
2 +1 +2 +3 +4 +5 +6
1 +2 +3 +4 +5 +6 +7

BATTLE ARMOR EQUIPMENT

Claws with magnets -1

SITUATION *

‘Mech prone -2

‘Mech or vehicle immobile -4

Vehicle -2

\*Modlfier‘s are cumulative

4 SWARM ATTACKS HIT LOCATION TABLE )

2D6 BIPEDAL FOUR-LEGGED
ROLL LOCATION LOCATION
2 Head Head
3 Rear Center Torso Front Right Torso
q Rear Right Torso Rear Center Torso
5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
7 Front Center Torso  Front Center Torso
8 Left Arm Front Left Torso
9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
\ /
4 TRANSPORT POSITIONS TABLE \
TROOPER "MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side
2 Left Torso Right Side
3 Right Torso (rear) Left Side
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear
6 Center Torso Rear
TROOPER LARGE SUPPORT
NUMBER VEHICLE LOCATION *
1 Right Side (Unit 1/Unit 2)
2 Right Side (Unit 1/Unit 2) v
3 Left Side (Unit 1/Unit 2) H.[H I_q SI
4 Left Side (Unit 1 /Unit 2) game P labs
5 Rear (Unit 1/Unit 2)
6 Rear (Unit 1/Unit 2)
\ *Unit 1 and Unit 2 represent two battle armor units /
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/7 \ /
BA'I'I'LE ARMOR: SQUAD/POINT 1 \\ 4 LEG ATTACKS TABLE \
Type: Infiltrator Mk Il (Magnetic) Era: Jihad [1 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 3 [ 2 4 @000000 ] 4-8 0
Weapons & Equip. Dmg Min Sht Mel:l Lng 3 +2
Basic Manipulator (2) E - 2 +5
ECM Suite g - - — ] \ 1 +7 /
Magnetic Clamps [E] - = = =
Magshot 2[0bBg] — 3 6 9

4 . @000000

Armor: Standard Stealth (+1,/+1/+2]

\ Mechanized: () Swarm:(y] Leg: AP: D

g
[a

Cost: Bv: 253/49
\N
BA'I'I'LE ARMOR: SQUAD/POINT 2 5 \
(1 # @000000 )
Type: Infiltrator Mk Il (Magnetic) Era: Jihad
Gunnery Skill: Anti-Mech Skill:
Ground MP: 1 Jump: 3 [2 & @000000 ]
Weapons & Equip. Dmg Min Sht Mel:l Lng
Basic Manipulator (2] [E] - b
ECM Suite g - - = - [3 7 @000000 ]
Magnetic Clamps [E] - = = = -
Magshot 2[bBs] — 3 6 =]
Armor: Standard Stealth (+1/+1/+2) [ @ 0000000 ]
\ Mechanized: Swarm: Leg: AP: D
— — m— '\ Cost: Bv: 253/49
\N
BA'I'I'LE ARMOR: SQUAD/POINT 3 \
(1 # @000000 )
Type: Infiltrator Mk Il (Magnetic) Era: Jihad
Gunnery Skill: Anti-Mech Skill:
Ground MP: 1 Jump: 3 2.# 000000 )
Weapons & Equip. Dmg Min Sht Mel:l Lng
Basic Manipulator (2] [E] —
ECM Suite g - - = - [3 27 @000000 ]
Magnetic Clamps [E] - = = = -
Magshot 2[bBs] — 3 6 =]
Armor: Standard Stealth (+1/+1/+2) [ ]
\ Mechanized: () Swarm:(y] Leg: AP: D
— — m— '\ Cost: Bv: 253/49
\N
BA'I'I'LE ARMOR: SQUAD/POINT 4 \
Type: Infiltrator Mk Il (Magnetic) Era: Jihad [1 ]
Gunnery Skill: Anti-Mech Skill:
Ground MP: 1 Jump: 3 2.# 000000 )
Weapons & Equip. Dmg Min Sht Mel:l Lng
Basic Manipulator (2] [E] - &
ECM Suite g - - = - [3 ©@000000 ]
Magnetic Clamps [E] - = = =
Magshot 2[bBs] — 3 6 =]
Armor: Standard Stealth (+1/+1/+2) [4 ]
\ Mechanized: () Swarm:(y] Leg: AP: D
— — m— '\ Cost: Bv: 253/49
\N
BA'I'I'LE ARMOR: SQUAD/POINT 5 \
Type: Infiltrator Mk Il (Magnetic) Era: Jihad [1 ]
Gunnery Skill: Anti-Mech Skill:
Ground MP: 1 Jump: 3 2% 000000 )
Weapons & Equip. Dmg Min Sht Med Lng
Basic Manipulator (2) [E]
ECM Suite i ]
Magnetic Clamps
Magshot
Armor: Standard Stealth (+1,/+1/+2) [4‘ ¥ ©000000 ]
\ Mechanized: () Swarm:(y] Leg: AP: D
— — — \Cust: Bv: 253/49 }

SWARM ATTACKS TABLE

BATTLE ARMOR BASE TO-HIT

TROOPERS ACTIVE MODIFIER
4-8 +2
1-3 +5

\ /

4 SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERS ACTIVE 1 2 3 aq 5 6
+0 +0 +0 +1 +2
+0 +0 +1 +2 +3
+0 +1 +2 +3 +4
+0 +2 +3 +4 +5
+1 +3 +4 +5 +6
+2 +4 +5 +6 +7

_,NwWwhoon

BATTLE ARMOR EQUIPMENT

Claws with magnets -1
SITUATION *

‘Mech prone -2
‘Mech or vehicle immaobile -4
Vehicle -2

\*Modlfier‘s are cumulative

4 SWARM ATTACKS HIT LOCATION TABLE )

2D6 BIPEDAL FOUR-LEGGED
ROLL LOCATION LOCATION
2 Head Head
3 Rear Center Torso Front Right Torso
q Rear Right Torso Rear Center Torso
5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
7 Front Center Torso  Front Center Torso
8 Left Arm Front Left Torso
9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
\ /
4 TRANSPORT POSITIONS TABLE \
TROOPER "MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side
2 Left Torso Right Side
3 Right Torso (rear) Left Side
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear
6 Center Torso Rear
TROOPER LARGE SUPPORT
NUMBER VEHICLE LOCATION *
1 Right Side (Unit 1/Unit 2)
2 Right Side (Unit 1/Unit 2) v
3 Left Side (Unit 1/Unit 2) H.[H I_q SI
4 Left Side (Unit 1 /Unit 2) game P labs
5 Rear (Unit 1/Unit 2)
6 Rear (Unit 1/Unit 2)
\ *Unit 1 and Unit 2 represent two battle armor units /
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( BATTLE ARMOR: SQUAD,POINT 1 = \ 4 LEG ATTACKS TABLE \
. . 000000000
Type: Longinus (Magnetic] era: Jihad o BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 3 2% ©000000000 ) 4-6 0
Weapons & Equip. Dmg Min Sht Med Lng 3 +2
Battle Claw E] — — — — 2 +3
Heavy Machine Gun 3D0BS]— 1 2 — [3 ©000000000 ] \ 1 +7 /
Machine Gun 2[DBS| — 1 2 3 —_——
Magnetic Clamps E — — — — [4 % 000000000 ) SWARM ATTACKS TABLE
\ Mechanized: Swarm: Leg:(yf AP: BATTLE ARMOR BASE TO-HIT
= = = ==\ Cos: ov: 247/47 4 TROOPERS ACTIVE MODIFIER
\ 4-8 2
( BATTLE ARMOR: SQUAD,/ POINT 2 J== \ | A= = )
E 2
Type: Longinus (Magnetic) Era: Jihad [1 % ©000000000 ]
g”""eg"hf;”': Anti-Mech Siilk % 6000000000 ) (" SWARM ATTACK MODIFIERS TABLE )
roun ' 1_ Jump'_ 3 = ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
E\?;?::'Igoglsé \;&v Equip. D[IE]Q Min Sht Med Lng ; gggﬁ gr:‘ngllt_)ll‘zm ARMOR TROOPERS ACTIVE
- - - - 1 2 3 4 5 6
HeavwyMachine Gun ~ 3[DBS] — 1 2 — [3 9000000000 ) 6 40 +0 40 +0 +1 +2
Machine Gun 2[pBsj— 1 2 3 5 +0 +0 +0 +1 +2 +3
Magnetic Clamps [E] — — — — [4 {af; ®000000000 ] g +8 +? +; +§ +2 +g
£ +0 +1 +2 +3 +4 +
\ Mechanized: Swarm: Leg:(p) AP 24747 s} +1 +2 +3 +4 +5 +6
— — — \, Cost: BV: / 1 +2 +3 +4 +5 +B6 +7
/4 \\
BATTLE ARMOR: SQUAD/POINT 3 ~ \, | BATTLE ARMOR EQUIPMENT
Type: Longinus (Magnetic) era: Jinad [ % @000000000 ] Claws with magnets 1
Gunnery Skill: Anti-'Mech Skill: — SITUATION *
Ground MP: 1 Jump: 3 [2 % ©000000000 ) ‘Mech prone . -2
Weapons & Equip. Dmg Min Sht Med Lng I\/Ie;h or vehicle immobile -4
Battle Claw E] — — — — Vehicle -2
HeaVy Machine Gun 3 [DB,S] -1 2 - [3 ©000000000 ] \*Modlfier‘s are cumulative
Machine Gun 2[pBsj— 1 2 3
Magnetic Clamps Fl - - - — (4% 0000000000 )} W swarm ATTACKS HIT LOCATION TABLE )
\ Mechanized: (/) Swarm: Leg:(p) AP
— _— — —\cust; Bv: 247 /47 / 2D6 BIPEDAL FOUR-LEGGED
/; \ ROLL LOCATION LOCATION
BATTLE ARMOR: SGUAD/PDINT 4 N g Rear Cgr?l?:r Torso Front :Zig Torso
|
Type: Longinus (Magnetic) ra: Jihad [1 9000000000 ] g Eear F;igf;]t ﬁorso R;ar Csln;erTTorso
. . . ront Right Torso ear Right Torso
Gunnery Skill: Anti-Mech Skill: p o Right Arm Front Right Torso
Ground MP; 1 Jump: 3 [2 & ©000000000 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 8 Left Arm Front Left Torso
Battle Claw E] — — — — 9 Front Left Torso Rear Left Torso
Heavy Machine Gun 3[DBS] — 1 2 _ [3 Q000000000 ] 10 Rear Left Torso Rear Center Torso
. 1 2 3 11 Rear Center Torso Front Left Torso
Machine Gun 2 [DBS] — [ — \ 12 Head Head y
Magnetic Clamps E] — — — — 41@ ©000000000 ]
\ Mechanized: Swarm: Leg: AP - w247/47 4 ¢ TRANSPORT POSITIONS TABLE )
. TROOPER "MECH VEHICLE
( BATTLE ABRMOR: SQUAD/POINT 5 \ = NUMBER LOCATION LOCATION
[1 i ]\ 1 Right Torso Right Side
Type: Longinus (Magnetic) era: Jihad 3 Figh Ao oear) Flight Side
Gunnery Skill: Anti-Mech Skill: — g CLEft TC_)|fSO (rear) Le};t Side
Ground MP: 1 Jump:3 2% ©000006000 ) 2 oo Tora Rear
Weapons & Equip. Dmg Min Sht Med Lng TROOPER LARGE SUPPORT
Battle Claw E - == = o NUMBER  VEHICLE LOCATION*
Heavy Machine Gun 3D0BS]— 1 2 — [3 0000000000 ] 1 Right Side (Unit 1,/Unit 2) Vi
. 2 Right Side (Unit 1/Unit 2)
Machm: Géjln 2 [EEE]’S] - 12 3 = 3 Lot Sice (Unit 1./Unit 2) H-[Hl_qs.[
- - - - 4 Left Side (Unit 1,/Unit 2 ame Diabs
agnetic Hamps [4 % ©000000000 ] 5 “Rear [eUnitm’T/Unitng] : .
\ Mechanized: Swarm:(¢f Leg:(yf AP: 8 Rear (Unit 1/Unit 2)
— — — ﬂﬂust: BV: 247/47 I \ *Unit 1 and Unit 2 represent two battle armor units /

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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, e N / \
N E— E S—— . g BATTLE ARMOR
I— I— [
B I I I- - I - UI I RECORD SHEET
\ / \ /
( BATTLE ARMOR: SQUAD,POINT 1 Jeer \ (4 LEG ATTACKS TABLE )
Type: Purifier [Laser] (RAF)Era: Dark Age [1 @ 9000000 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 3 2 # 000000 ) 4-8 0
Weapons & Equip. Dmg Min Sht Med Lng 3 +2
Battle Claw E] — — — — 2 +3
ER Small Laser 3[DF] — 2 4 5 [3 # @000000 J1 \ 1 +7 /

4 # ©000000

Armor: Mimetic Armor (+3/+2/+1)

\Mechanized: Swarm: Leg: AF':D

'\ Cost: Bv: 263/52
( BATTLE ARMOR: SQUAD, POINT 2 Yoo \
(1 # @000000 )

Type: Purifier [Laser] (RAF) Era: Dark Age

Gunnery Skill: Anti-Mech Skill:

Ground MP: 1 Jump: 3 2 # 000000
Weapons & Equip. Dmg Min Sht Med Lng

Battle Claw E] — — — -

ER Small Laser 3[DF — 2 4 5 [3 # 000000

4 # ©000000

Armor: Mimetic Armor (+3/+2/+1)

\Mechanized: Swarm: Leg: AF':D

\ Cost Bv: 263/52
( BATTLE ARMOR: SQUAD,POINT 3 == \
Type: Purifier [Laser] (RAF)Era: Dark Age [1 @ 0000000 ]
Gunnery Skill: Anti-Mech Skill:
Ground MP: 1 Jump: 3 2 # 000000 )
Weapons & Equip. Dmg Min Sht Med Lng
Battle Claw [F] — — — =
ER Small Laser 3[DF] — 2 4 5 [3 # @000000 )
Armor: Mimetic Armor (+3/+2/+1) [4 ‘% 0000000 ]
\ Mechanized: (¢ Swarm: Leg: AP: D
g e o '\ Cost: Bv: 269/52 /
( BATTLE ARMOR: SQUAD/POINT 4 \ N\
(1 # @000000 )

Type: Purifier [Laser] (RAF) Era: Dark Age

Gunnery Skill: Anti-Mech Skill:

Ground MP: 1 Jump: 3 2 # 000000
Weapons & Equip. Dmg Min Sht Med Lng

Battle Claw E] — — — -

ER Small Laser 3[DF — 2 4 5 [3 # 000000

4 # ©000000

Armor: Mimetic Armor (+3/+2/+1)

\Mechanized: Swarm: Leg: AF':D

\ Cost Bv: 263/52
( BATTLE ARMOR: SQUAD,POINT 5 Yy \
(1 # @000000 )

Type: Purifier [Laser] (RAF) Era: Dark Age

Gunnery Skill: Anti-Mech Skill:

Ground MP: 1 Jump: 3 2 # @000000
Weapons & Equip. Dmg Min Sht Med Lng

Battle Claw [F] — — — =

ER Small Laser 3[DE] — 2 4 5 [3 # @000000

[ & @000000

Armor: Mimetic Armor (+3/+2/+1)

\Mechanized: Swarm: Leg: AF':D

\ Cost:

Bv: 269/52

/

SWARM ATTACKS TABLE

BATTLE ARMOR BASE TO-HIT

TROOPERS ACTIVE MODIFIER
4-8 +2
\ 1-3 +5 /

4 SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERSACTIVE q9 2 3 4 5 6

6 +0 +0 +0 +0 +1 +2
5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
2 +1 +2 +3 +4 +5 +6
1 +2 +3 +4 +5 +6 +7

BATTLE ARMOR EQUIPMENT

Claws with magnets -1

SITUATION *

‘Mech prone -2

‘Mech or vehicle immobile -4

Vehicle -2

\*Modlfier‘s are cumulative

4 SWARM ATTACKS HIT LOCATION TABLE )

2D6 BIPEDAL FOUR-LEGGED
ROLL LOCATION LOCATION
2 Head Head
3 Rear Center Torso Front Right Torso
q Rear Right Torso Rear Center Torso
5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
7 Front Center Torso  Front Center Torso
8 Left Arm Front Left Torso
9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
\ /
4 TRANSPORT POSITIONS TABLE \
TROOPER "MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side
2 Left Torso Right Side
3 Right Torso (rear) Left Side
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear
6 Center Torso Rear
TROOPER LARGE SUPPORT
NUMBER VEHICLE LOCATION *
1 Right Side (Unit 1/Unit 2)
2 Right Side (Unit 1/Unit 2) v
3 Left Side (Unit 1/Unit 2) H.[H I_q SI
4 Left Side (Unit 1 /Unit 2) game P labs
5 Rear (Unit 1/Unit 2)
6 Rear (Unit 1/Unit 2)
\ *Unit 1 and Unit 2 represent two battle armor units /

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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Type: Purifier [Narc] (RAF)Era: Dark Age

y g N / \
B I — I B — . g I I BATTLE ARMOR
|
1 1 -I- i I- GV RECORD SHEET
\ / \ /
\,

( BATTLE ARMOR: SQUAD,POINT 1 = \ (¢ LEG ATTACKS TABLE N
Type: Purifier [Narc] (RAF)era: Dark Age [1 # 9900000 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 3 2 # 000000 ) 4-8 0
Weapons & Equip. Dmg Min Sht Med Lng g :g
Battle Claw [E] _— - - =
CoArpnprﬁgt/l\l?r; M — 2 4 5 [3 '@ ©@O000000 ] \ 1 +7 /
Ao a1y o O [ & @000000 ) ( SWARM ATTACKS TABLE \
Mechanized: (¢ Swarm:(y/] Leg:|g/| AF: BATTLE ARMOR BASE TO-HIT

\ — — — \ Cost: Bv: 261/50 TROOPERS ACTIVE MODIFIER

\ 4-6 2
( BATTLE ARMOR: SQUAD, POINT 2 Yoo \ 15 =
(1 # @000000 N\ /

Gunnery Skill: Anti-Mech Skill:

Ground MP: 1 Jump: 3 2 # 000000

Weapons & Equip. Dmg Min Sht Med Lng

Battle Claw [E] - - - -

Compact Narc M] - 2 4 5 [3 g ©O000000
Ammo / / / b

4 # ©000000

Armor: Mimetic Armor (+3/+2/+1)

\Mechanized: Swarm: Leg: AF':D

'\ Cost: Bv: 261/50 4
( BATTLE ARMOR: SQUAD,POINT 3 == \
Type: Purifier [Narc] (RAF)era: Dark Age [1 '@ 0000000 ]
Gunnery Skill: Anti-Mech Skill:
Ground MP: 1 Jump: 3 2 # 000000 )
Weapons & Equip. Dmg Min Sht Med Lng
e e Nare M = 2 2 5 (380000000 )
Ammo / / / il
Armor: Mimetic Armor (+3/+2/+1) [4 % Q000000 ]
\ Mechanized: (¢ Swarm: Leg: AP: D
— — = '\ Cost: Bv: 261/50 4
( BATTLE ARMOR: SQUAD/POINT 4 \ \
(1 # @000000 )

Type: Purifier [Narc] (RAF)Era: Dark Age

Gunnery Skill: Anti-Mech Skill:

Ground MP: 1 Jump: 3 2 # 000000
Weapons & Equip. Dmg Min Sht Med Lng

Battle Claw [E] - - - -

Compact Narc M] - 2 4 5 [3 g ©O000000

Ammo / / /

4 # ©000000

Armor: Mimetic Armor (+3/+2/+1)

Type: Purifier [Narc] (RAF)Era: Dark Age

\ Mechanized: (¢ Swarm: Leg: AP: D
— — = \ Cost Bv: 261/50
( BATTLE ARMOR: SQUAD,POINT 5 Yy \
(1 # @000000 )

Gunnery Skill: Anti-Mech Skill:

Ground MP: 1 Jump: 3 2 # @000000

Weapons & Equip. Dmg Min Sht Med Lng

Battle Claw [E] _ —_— — -

Compact Narc M] - 2 4 5 [3 g ©O000000
Ammo / / / b

[ & @000000

Armor: Mimetic Armor (+3/+2/+1)

\Mechanized: Swarm: Leg: AF':D

\ Cost:

Bv: 261/50

/

4 SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERSACTIVE q9 2 3 4 5 6

6 +0 +0 +0 +0 +1 +2
5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
2 +1 +2 +3 +4 +5 +6
1 +2 +3 +4 +5 +6 +7

BATTLE ARMOR EQUIPMENT

Claws with magnets -1

SITUATION *

‘Mech prone -2

‘Mech or vehicle immobile -4

Vehicle -2

\*Modlfier‘s are cumulative

4 SWARM ATTACKS HIT LOCATION TABLE )

2D6 BIPEDAL FOUR-LEGGED
ROLL LOCATION LOCATION
2 Head Head
3 Rear Center Torso Front Right Torso
q Rear Right Torso Rear Center Torso
5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
7 Front Center Torso  Front Center Torso
8 Left Arm Front Left Torso
9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
\ /
4 TRANSPORT POSITIONS TABLE \
TROOPER "MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side
2 Left Torso Right Side
3 Right Torso (rear) Left Side
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear
6 Center Torso Rear
TROOPER LARGE SUPPORT
NUMBER VEHICLE LOCATION *
1 Right Side (Unit 1/Unit 2)
2 Right Side (Unit 1/Unit 2) v
3 Left Side (Unit 1/Unit 2) H.[H I_q SI
4 Left Side (Unit 1 /Unit 2) game P labs
5 Rear (Unit 1/Unit 2)
6 Rear (Unit 1/Unit 2)
\ *Unit 1 and Unit 2 represent two battle armor units /
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4 # ©000000

Armor: Mimetic Armor (+3/+2/+1)

\Mechanized: Swarm: Leg: AF':D

\ Cost Bv: 245/47  J
\\,

( BATTLE ARMOR: SQUAD/POINT 2 N\
Type: Purifier [PPC] (RAF) Era: Dark Age [1 # @000000 )
Gunnery Skill: Anti-Mech Skill:

Ground MP: 1 Jump: 3 2 # 000000 )

Weapons & Equip. Dmg Min Sht Med Lng

Battle Claw E] — — — —

Support PPC O] — 2 5 7 [3 # @000000 )

Armor: Mimetic Armor (+3/+2/+1) [4 ‘% 0000000 ]
\ Mechanized: Swarm: Leg: AP: D

— — — \Cust: Bv: 245/47 }
\\,

( BATTLE ARMOR: SQUAD/POINT 3 N\
Type: Purifier [PPC] (RAF) Era: Dark Age [1 # @000000 )
Gunnery Skill: Anti-Mech Skill:

Ground MP: 1 Jump: 3 2 # 000000 )

Weapons & Equip. Dmg Min Sht Med Lng

Battle Claw [F] — — — =

Support PPC O] — 2 5 7 [3 # @000000 )

Armor: Mimetic Armor (+3/+2/+1) [4 % Q000000 ]
\ Mechanized: (¢ Swarm: Leg: AP: D

— — — \Cust: Bv: 245/47 }
\\,

( BATTLE ARMOR: SQUAD/POINT 4 N\
Type: Purifier [PPC] (RAF) Era: Dark Age [1 # @000000 )
Gunnery Skill: Anti-Mech Skill:

Ground MP: 1 Jump: 3 2 # 000000 )

Weapons & Equip. Dmg Min Sht Med Lng

Battle Claw E] — — — —

Support PPC O] — 2 5 7 [3 # @000000 )

Armor: Mimetic Armor (+3/+2/+1) [4 ‘% 0000000 ]
\ Mechanized: (¢ Swarm: Leg: AP: D

— — — \Cust: Bv: 245/47 }
\\,

( BATTLE ARMOR: SQUAD/POINT 5 N\
Type: Purifier [PPC] (RAF) Era: Dark Age [1 # @000000 )
Gunnery Skill: Anti-Mech Skill:

Ground MP: 1 Jump: 3 2 # @000000 )
Weapons & Equip. Dmg Min Sht Med Lng
Battle Claw [F] — — — =
Support PPC O] — 2 5 7 [3 # @000000 )
Armor: Mimetic Armor (+3/+2/+1) [4 ‘% 0000000 ]
\ Mechanized: Swarm: (/] Leg: AP: D
— — — \Cust: Bv: 245/47 }

, e N / \
I E— el LY o BATTLE ARMOR
I— I— -
B I I I- - I - UI I RECORD SHEET
\ / \ /
( BATTLE ARMOR: SQUAD,/POINT 1 ¥ = \ (4 LEG ATTACKS TABLE \
Type: Purifier [PPC] (RAF)Era: Dark Age [1 & ©000000 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 3 2 # 000000 ) 4-8 0
Weapons & Equip. Dmg Min Sht Med Lng 3 +2
Battle Claw E] — — — — 2 +3
Support PPC O] — 2 5 7 [3 # @000000 J1 \ 1 +7 /

\

BATTLE ARMOR

TROO|

PERS ACTIVE
4-6
1-3

SWARM ATTACKS TABLE

BASE TO-HIT
MODIFIER

+2

+5

/

BATTLE ARMOR

4 SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
ARMOR TROOPERS ACTIVE

TROOPERSACTIVE q9 2 3 4 5 6

_,NwWwhoon

+0 +0
+0 +0
+0 +0
+0 +1
+1 +2
+2 +3

SITUATION *
‘Mech prone
'Mech or vehicle immobile
Vehicle

\*Modlfier‘s are cumulative

+0
+0
+1
+2
+3
+4

+0
+1
+2
+3
+4
+5

BATTLE ARMOR EQUIPMENT
Claws with magnets

-1

-2
-4
-2

+1 +2
+2 +3
+3 +4
+4 +5
+5 +6
+6 +7

4 SWARM ATTACKS HIT LOCATION TABLE )

/

\ *Unit 1 and Unit 2 represent two battle armor units

2D6 BIPEDAL FOUR-LEGGED
ROLL LOCATION LOCATION
2 Head Head
3 Rear Center Torso Front Right Torso
q Rear Right Torso Rear Center Torso
5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
7 Front Center Torso  Front Center Torso
8 Left Arm Front Left Torso
9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
4 TRANSPORT POSITIONS TABLE \
TROOPER "MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side
2 Left Torso Right Side
3 Right Torso (rear) Left Side
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear
6 Center Torso Rear
TROOPER LARGE SUPPORT
NUMBER VEHICLE LOCATION *
1 Right Side (Unit 1/Unit 2)
2 Right Side (Unit 1/Unit 2) v
3 Left Side (Unit 1/Unit 2) H-[H I_q SI
4 Left Side (Unit 1 /Unit 2) game P labs
5 Rear (Unit 1/Unit 2)
6 Rear (Unit 1/Unit 2)
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4 # ©000000

Armor: Mimetic Armor (+3/+2/+1)

\Mechanized: Swarm: Leg: AF':D

\ Cost Bv: 133/26
\\,

( BATTLE ARMOR: SQUAD/POINT 2 N\
Type: Purifier [TAG] (RAF)Era: Dark Age [1 # @000000 )
Gunnery Skill: Anti-Mech Skill:

Ground MP: 1 Jump: 3 2 # 000000 )

Weapons & Equip. Dmg Min Sht Med Lng

Battle Claw [F] — — — =

IS Light TAG 0[] — 3 6 9 [3 # 9000000 )

Armor: Mimetic Armor (+3/+2/+1) [4 % ©000000 ]
\ Mechanized: Swarm: Leg: AP: D

— — — \Cust: Bv: 133/26 }
\\,

( BATTLE ARMOR: SQUAD/POINT 3 N\
Type: Purifier [TAG] (RAF)Era: Dark Age [1 # @000000 )
Gunnery Skill: Anti-Mech Skill:

Ground MP: 1 Jump: 3 2 # 000000 )

Weapons & Equip. Dmg Min Sht Med Lng

Battle Claw [F] — — — =

IS Light TAG 0[] — 3 6 9 [3 # 9000000 )

Armor: Mimetic Armor (+3/+2/+1) [4 % 0000000 ]
\ Mechanized: (¢ Swarm: Leg: AP: D

— — — \Cust: Bv: 133/26 }
\\,

( BATTLE ARMOR: SQUAD/POINT 4 N\
Type: Purifier [TAG] (RAF)Era: Dark Age [1 # @000000 )
Gunnery Skill: Anti-Mech Skill:

Ground MP: 1 Jump: 3 2 # 000000 )

Weapons & Equip. Dmg Min Sht Med Lng

Battle Claw [F] — — — =

IS Light TAG 0[] — 3 6 9 [3 # 9000000 )

Armor: Mimetic Armor (+3/+2/+1) [4 % ©000000 ]
\ Mechanized: (¢ Swarm: Leg: AP: D

— — — \Cust: Bv: 133/26 }
\\,

( BATTLE ARMOR: SQUAD/POINT 5 N\
Type: Purifier [TAG] (RAF)Era: Dark Age [1 # @000000 )
Gunnery Skill: Anti-Mech Skill:

Ground MP: 1 Jump: 3 2 # @000000 )
Weapons & Equip. Dmg Min Sht Med Lng
Battle Claw E] — — — -
IS Light TAG 0[] — 3 6 9 [3 # 9000000 )
Armor: Mimetic Armor (+3/+2/+1) [4 % 0000000 ]
\ Mechanized: Swarm: (/] Leg: AP: D
— — — \Cust: Bv: 133/26 }

y ”~ N 7/ \
I E— el LY o BATTLE ARMOR
I— I— -
B I I I- - I - UI I RECORD SHEET
\ / \ /
( BATTLE ARMOR: SQUAD,/POINT 1 ¥ = \ (4 LEG ATTACKS TABLE \
Type: Purifier [TAG] (RAF)Era: Dark Age [1 & ©000000 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 3 2 # 000000 ) 4-8 0
Weapons & Equip. Dmg Min Sht Med Lng 3 +2
Battle Claw E — — — = 2 +5
IS Light TAG 0[] — 3 6 9 [3 # @000000 J1 \ 1 +7 /

\

BATTLE ARMOR

TROO|

PERS ACTIVE
4-6
1-3

SWARM ATTACKS TABLE

BASE TO-HIT
MODIFIER

+2

+5

/

BATTLE ARMOR

4 SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
ARMOR TROOPERS ACTIVE

TROOPERSACTIVE q9 2 3 4 5 6

_,NwWwhoon

+0 +0
+0 +0
+0 +0
+0 +1
+1 +2
+2 +3

SITUATION *
‘Mech prone
'Mech or vehicle immobile
Vehicle

\*Modlfier‘s are cumulative

+0
+0
+1
+2
+3
+4

+0
+1
+2
+3
+4
+5

BATTLE ARMOR EQUIPMENT
Claws with magnets

-1

-2
-4
-2

+1 +2
+2 +3
+3 +4
+4 +5
+5 +6
+6 +7

4 SWARM ATTACKS HIT LOCATION TABLE )

/

\ *Unit 1 and Unit 2 represent two battle armor units

2D6 BIPEDAL FOUR-LEGGED
ROLL LOCATION LOCATION
2 Head Head
3 Rear Center Torso Front Right Torso
q Rear Right Torso Rear Center Torso
5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
7 Front Center Torso  Front Center Torso
8 Left Arm Front Left Torso
9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
4 TRANSPORT POSITIONS TABLE \
TROOPER "MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side
2 Left Torso Right Side
3 Right Torso (rear) Left Side
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear
6 Center Torso Rear
TROOPER LARGE SUPPORT
NUMBER VEHICLE LOCATION *
1 Right Side (Unit 1/Unit 2)
2 Right Side (Unit 1/Unit 2) v
3 Left Side (Unit 1/Unit 2) H-[H I_q SI
4 Left Side (Unit 1 /Unit 2) game P labs
5 Rear (Unit 1/Unit 2)
6 Rear (Unit 1/Unit 2)
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y ” N 7/ \
B N E— I EN — . g I I BATTLE ARMOR
|
1 1 -I- i I- GV RECORD SHEET
\ / \ : /
\}
( BATTLE ARMOR: SQUAD,POINT 1 \ (4 LEG ATTACKS TABLE N
, , , 15 @000000000 )
Type: Raiden (Anti-Infantry) Era: Clan Invasion BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 3 2 ¥ @000000000 ) 46 0
Weapons & Equip. Dmg Min Sht Med Lng 3 +2
Battle Vibro Claw E] — — — — 2 +3
Flormar 215 — 1 2 3 [3%@000000000 )1 AN 1 47 y
Machine Gun 2pBs — 1 2 3 ——————— ——
[4 7 @000000000 ] SWARM ATTACKS TABLE
\ Mechanized: Swarm: Leg: ap: () BATTLE ARMOR BASE TO-HIT
= = = \ Cos Bv: 243/47  / TROOPERS ACTIVE MODIFIER
\ 4-6 2
( BATTLE ARMOR: SQUAD,POINT 2 \ | 13 = )
Type: Raiden (Anti-Infantry) Era: Clan Invasion [1 ]
Gunnery Skill: Anti-Mech Skill: /4 SWARM ATTACK MODIFIERS TABLE \\
Ground MP: 1 Jump: 3 [2 : ]

Weapons & Equip. D[ng]g Min Sht Med Lng

Battle Vibro Claw

3 4 000000000

Flamer 2[5 — 1 3
Machine Gun 2pBs)— 1 2 3
[ ¥ 000000000 )
\ Mechanized: Swarm: Leg: AP: D
— — = \ Cost Bv: 243/47
( BATTLE ARMOR: SQUAD,/POINT 3 } \
Type: Raiden (Anti-Infantry) Era: Clan Invasion [1 ]
Gunnery Skill: Anti-Mech Skill:
Ground MP: 1 Jump: 3 [2 ]

Weapons & Equip. D[ng]g Min Sht Med Lng

Battle Vibro Claw
Flamer

o8 — 1 3 4 000000000

3
Machine Gun 2pBs)— 1 2 3

[ ¥ 000000000 )

\ Mechanized: (¢ Swarm: Leg: AP: D

— — m— \ Cost Bv: 243/47
\\,

( BATTLE ARMOR: SQUAD/POINT 4 \
Type: Raiden (Anti-Infantry) Era: Clan Invasion [ ]
Gunnery Skill: Anti-Mech Skill:

Ground MP: 1 Jump: 3 [ ]
Weapons & Equip. Dmg Min Sht Med Lng
Battle Vibro Claw E] — — — —
Flamer 21 — 1 3 ]
Machine Gun 2pBs)— 1 2 3
\ Mechanized: (¢ Swarm: Leg: AP: D
— — — B\: 243/47 }

( BATTLE ARMOR: SQUAD/POINT 5 \
Type: Raiden (Anti-Infantry) Era: Clan Invasion ]
Gunnery Skill: Anti-Mech Skill:

Ground MP: 1 Jump:3 2 4 000006000 )
Weapons & Equip. Dmg Min Sht Med Lng
Battle Vibro Claw E] — — — —
Flamer 2] — 1 2 3 [3 9000000000 ]
Machine Gun 2pBs)— 1 2 3
[ ¥ 000000000 )
\ Mechanized: Swarm: (/] Leg: AP: D
— — — \ Cost: Bv: 243/47 Y,

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERSACTIVE q9 2 3 4 5 6

6 +0 +0 +0 +0 +1 +2
5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
2 +1 +2 +3 +4 +5 +6
1 +2 +3 +4 +5 +6 +7

BATTLE ARMOR EQUIPMENT

Claws with magnets -1

SITUATION *

‘Mech prone -2

‘Mech or vehicle immobile -4

Vehicle -2

\*Modlfier‘s are cumulative

4 SWARM ATTACKS HIT LOCATION TABLE )

2D6 BIPEDAL FOUR-LEGGED
ROLL LOCATION LOCATION
2 Head Head
3 Rear Center Torso Front Right Torso
q Rear Right Torso Rear Center Torso
5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
7 Front Center Torso  Front Center Torso
8 Left Arm Front Left Torso
9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
\ /
4 TRANSPORT POSITIONS TABLE \
TROOPER "MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side
2 Left Torso Right Side
3 Right Torso (rear) Left Side
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear
6 Center Torso Rear
TROOPER LARGE SUPPORT
NUMBER VEHICLE LOCATION *
1 Right Side (Unit 1/Unit 2)
2 Right Side (Unit 1/Unit 2) v
3 Left Side (Unit 1/Unit 2) H.[H I_q SI
4 Left Side (Unit 1 /Unit 2) game P labs
5 Rear (Unit 1/Unit 2)
6 Rear (Unit 1/Unit 2)
\ *Unit 1 and Unit 2 represent two battle armor units /

©® 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.
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BA'I'I'LE ARMOR: SQUAD/POINT 1 \\ 4 LEG ATTACKS TABLE \
Type: Rottweiler (Firedrake) Era: Jihad [ > 000000000 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: TROOPERS ACTIVE MODIFIER
Ground MP: 5 2 #- @000000000 ) 46 0
Weapons & Equip. Dmg Min Sht Mel:l Lng 3 +2
Firedrake Needler 1[DB3] — 2 +35
Firedrake Needler 1[DBS] — 1 2 [3 : @O00000000 ] \ 1 +7 /
Firedrake Needler 1MDBg] — 1 2 3
Firedrake Needler 1MD0Bs] — 1 2 3 /—\
Armor: Basic Stealth (+0/+1/+2) [4 ©000000000 ] SWARM ATTACKS TABLE

\Mechanized: D Swarm: Leg: D AP: D
'\ Cost: Bv: 225/43
\N
BA'I'I'LE ARMOR: SQUAD/POINT 2 = \
Type: Rottweiler (Firedrake) Era: Jihad [1  ©000000000 ]
Gunnery Skill: Anti-Mech Skill:
Ground MP: 5 2 #- @000000000 )
Weapons & Equip. Dmg Min Sht Mel:l Lng
Firedrake Needler 1[DB3] —
Firedrake Needler 1[DBS] — 1 2 [3 - @O000000000 ]
Firedrake Needler 1085 — 1 2 3
Firedrake Needler 10Bs] — 1 2 3

Armor: Basic Stealth (+0/+1/+2) [ 000060000600 ]
\Mechanized: D Swarm:D Leg: D AP: D
'\ Cost: Bv: 225/43
\N
BA'I'I'LE ARMOR: SQUAD/POINT 3 \
Type: Rottweiler (Firedrake) Era: Jihad [ ~ ©000000000 ]
Gunnery Skill: Anti-Mech Skill:
Ground MP: 5 2 #- @000000000 )
Weapons & Equip. Dmg Min Sht Mel:l Lng
Firedrake Needler 1[DB3] —
Firedrake Needler 1[DBS] — 1 2 [3 - @O000000000 ]
Firedrake Needler 1085 — 1 2 3
Firedrake Needler 10Bs] — 1 2 3
Armor: Basic Stealth (+0/+1/+2) [ 000060000600 ]
\Mechanized: D Swarm:D Leg: D AP: D
'\ Cost: Bv: 225/43
\N
BA'I'I'LE ARMOR: SQUAD/POINT 4 = \
Type: Rottweiler (Firedrake) Era: Jihad [1  ©000000000 ]
Gunnery Skill: Anti-Mech Skill:
Ground MP: 5 2 #- @000000000 )
Weapons & Equip. Dmg Min Sht Mel:l Lng
Firedrake Needler 1[DB3] —
Firedrake Needler 1[DBS] — 1 2 [3 - @O000000000 ]
Firedrake Needler 1085 — 1 2 3
Firedrake Needler 10Bs] — 1 2 3
Armor: Basic Stealth (+0/+1/+2) [ 000060000600 ]
\Mechanized: D Swarm:D Leg: D AP: D
'\ Cost: Bv: 225/43
\N
BA'I'I'LE ARMOR: SQUAD/POINT 5 \
Type: Rottweiler (Firedrake) Era: Jihad [ ~ ©000000000 ]
Gunnery Skill: Anti-Mech Skill:
Ground MP: 5 2 # 000006000 )
Weapons & Equip. Dmg Min Sht Med Lng
Firedrake Needler 1MD0BS] — 1 2 3 .
Firedrake Needler 1MmBS] — 1 2 3 [3 # @O000000000 ]
Firedrake Needler 1085 — 1 2 3
Firedrake Needler 10Bs] — 1 2 3
Armor: Basic Stealth (+0/+1/+2) [4 000060000600 ]
\ Mechanized: D Swarm: D Leg: D AP: D
\Cust: Bv: 225/43 }

BATTLE ARMOR BASE TO-HIT

TROOPERS ACTIVE MODIFIER
4-8 +2
\ 1-3 +5 /

4 SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERSACTIVE q9 2 3 4 5 6

6 +0 +0 +0 +0 +1 +2
5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
2 +1 +2 +3 +4 +5 +6
1 +2 +3 +4 +5 +6 +7

BATTLE ARMOR EQUIPMENT

Claws with magnets -1

SITUATION *

‘Mech prone -2

‘Mech or vehicle immobile -4

Vehicle -2

\*Modlfier‘s are cumulative

4 SWARM ATTACKS HIT LOCATION TABLE )

2D6 BIPEDAL FOUR-LEGGED
ROLL LOCATION LOCATION
2 Head Head
3 Rear Center Torso Front Right Torso
q Rear Right Torso Rear Center Torso
5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
7 Front Center Torso  Front Center Torso
8 Left Arm Front Left Torso
9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
\ /
4 TRANSPORT POSITIONS TABLE \
TROOPER "MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side
2 Left Torso Right Side
3 Right Torso (rear) Left Side
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear
6 Center Torso Rear
TROOPER LARGE SUPPORT
NUMBER VEHICLE LOCATION *
1 Right Side (Unit 1/Unit 2)
2 Right Side (Unit 1/Unit 2) v
3 Left Side (Unit 1/Unit 2) H.[H I_q SI
4 Left Side (Unit 1 /Unit 2) game P labs
5 Rear (Unit 1/Unit 2)
6 Rear (Unit 1/Unit 2)
\ *Unit 1 and Unit 2 represent two battle armor units /

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BA'I'I'LE ARMOR: SQUAD/POINT 1 \\ 4 LEG ATTACKS TABLE \
Type: Theseus (Support) "Killshot" Era: Jihad [1 900000000 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: - TROOPERS ACTIVE MODIFIER
Ground MP: 3 2 % @00000000 ) 4-6 0
Weapons & Equip. Dmg Min Sht Mel:l Lng 3 +2
Auto Grenade Launcher’l [DB S — 1 2 +35
Battle Claw E - [ I\ 1 +7 /
Rocket Launcher 4 1/Msl[MC] — 3 7 ——————— ——
Rocket Launcher 5 [Body) /M M) — 3 7 [4 ] SWARM ATTACKS TABLE
must detach mi s before j ]U or swar g attac
\, Mechanized: w Swar w AF: KD BATTLE ARMOR BASE TO-HIT
— B, Cost: Bv: 183/35 TROOPERS ACTIVE MODIFIER
\ 4-6 2
BA'I'I'LE ARMOR: SQUAD/POINT 2 _ :
1 ]\ \ 1-3 5 /

Type: Theseus (Support) "Killshot" Era: Jihad

Type: Theseus (Support) "Killshot" Era: Jihad

Gunnery Skill: Anti-Mech Skill:

Ground MP: 3 2 % @00000000 )

Weapons & Equip. Dmg Min Sht Mel:l Lng

Auto Grenade Launcher’l [DB S — 1

Battle Claw E - [3 ©00000000 )

Rocket Launcher 4 1/Msl MC] — 3 7

Rocket Launcher 5 (Body] 1/Msl [Mc] — [ © 00000000 ]
\rﬁﬁé’éﬁ‘étﬁi%'éé”iﬁs b&REﬁ% o Swar"féfg atg?,ckt]

— \ Cost: v 183/35
BA'I'I'LE ARMOR: SQUAD/POINT 3 [ j\
1 O00000000

Gunnery Skill: Anti-Mech Skill:

Ground MP: 3 2 % @00000000
Weapons & Equip. Dmg Min Sht Med Lng

Auto Grenade Launcher’l [DB S]— 1 2 3

Battle Claw E — — — — [3 ©00000000
Rocket Launcher 4 ymemg — 3 7 12

Rocket Launcher 5 [Body) 1,/msipme) — 3 7 12 [4 ®00000000

\rﬁ‘ﬁé’éﬁ?ﬁiﬁ%&”‘ﬁs b&i%%er% o L A RE
— '\ Cost: Bv: 183/35 /
BA'I'I'LE ARMOR: SQUAD/POINT 4 \ \
1. @00000000 )

Type: Theseus (Support) "Killshot" Era: Jihad

Gunnery Skill: Anti-Mech Skill:

Ground MP: 3 2 % @00000000 )

Weapons & Equip. Dmg Min Sht Mel:l Lng

Auto Grenade Launcher’l [DB S — 1

Battle Claw E - [3 ©00000000 )

Rocket Launcher 4 1/Msl MC] — 3 7

Rocket Launcher 5 (Body] 1/Msl [Mc] — [4 © 00000000 ]
\rﬁﬁé’éﬁ‘étﬁi%'éé”'ﬁs beREﬁW@? o Swar"féfg atg?,ckt]

— \ Cost: Bv: 183/35
BA'I'I'LE ARMOR: SQUAD/POINT 5 [ j\
1 O00000000

Type: Theseus (Support) "Killshot" Era: Jihad
Anti-Mech Skill:

Gunnery Skill:

Ground MP: 3 2 % ©00000000
Weapons & Equip. Dmg Min Sht Mel:l Lng

Auto Grenade Launcher’l [DB S — 1

Battle Claw E — [3 ©00000000
Rocket Launcher 4 1/Msl MC] — 3 7

Rocket Launcher 5 (Body] 1/M5I Mc] — [ © 00000000

must detach missiles before ju
\ Mechanized: Swarm
—

or swarwg atta
m—

\ Cost:

Bv: 183/35

/

4 SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERSACTIVE q9 2 3 4 5 6

6 +0 +0 +0 +0 +1 +2
5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
2 +1 +2 +3 +4 +5 +6
1 +2 +3 +4 +5 +6 +7

BATTLE ARMOR EQUIPMENT

Claws with magnets -1

SITUATION *

‘Mech prone -2

‘Mech or vehicle immobile -4

Vehicle -2

\*Modlfier‘s are cumulative

4 SWARM ATTACKS HIT LOCATION TABLE )

2D6 BIPEDAL FOUR-LEGGED
ROLL LOCATION LOCATION
2 Head Head
3 Rear Center Torso Front Right Torso
q Rear Right Torso Rear Center Torso
5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
7 Front Center Torso  Front Center Torso
8 Left Arm Front Left Torso
9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
\ /
4 TRANSPORT POSITIONS TABLE \
TROOPER "MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side
2 Left Torso Right Side
3 Right Torso (rear) Left Side
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear
6 Center Torso Rear
TROOPER LARGE SUPPORT
NUMBER VEHICLE LOCATION *
1 Right Side (Unit 1/Unit 2)
2 Right Side (Unit 1/Unit 2) v
3 Left Side (Unit 1/Unit 2) H.[H I_q SI
4 Left Side (Unit 1 /Unit 2) game P labs
5 Rear (Unit 1/Unit 2)
6 Rear (Unit 1/Unit 2)
\ *Unit 1 and Unit 2 represent two battle armor units /

©® 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.
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\\
( BATTLE ARMOR: SQUAD,POINT 1 g \ (4 LEG ATTACKS TABLE N
. (1% @0000000000 )
Type: Gray Death Heavy Era: Jihad . BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: - TROOPERS ACTIVE MODIFIER
Ground MP: 2 2 %4 @0000000000 ) 4-6 0
Weapons & Equip. Dmg Min Sht Med Lng 3 +2
Basic Manipulator E] — — = = - 2 +5
Improved Sensors [E] - = = 2 [3 "‘i?’»:& @O0000000000 ] \ 1 +7 /
SRM 4 [0S) (Body) 2/Msl [MC] — g g g
SRM 4 (03] (Body] 2/Msl [MC] —
— 2 5 7 i / \
Enuupsaoggtzgﬁmissiles before jumpein[ngl]" swarm//leg attacks [4 ‘ﬁ%; © 0000000000 ] SWARM ATTACKS TABLE
\ Mechanized: swarm: () Leg:(J) AP BATTLE ARMOR BASE TO-HIT
= ===\ cos: ov: 256/49 TROOPERS ACTIVE MODIFIER
\ 4-8 2
( BATTLE ARMOR: SQUAD, POINT \ o =
% \ /
(1% @0000000000 )

Type: Gray Death Heavy Era Jihad

Gunnery Skill: Anti-Mech Skill:

Ground MP: 2

2 %4 @0000000000

Weapons & Equip. Dmg Min Sht Med Lng

Basic Manipulator [E] _ —_- —_= - -
Improved Sensors [E] - = = 2 [3 "‘i?’»:& Q0000000000
SRM 4 (0S) (Body) 2/MsiMg — 3 B 9 .

SRM 4 (0S) (Body) 2/MslMC] — 3 B 9

Support PPC 2[DFf — 2 5 7

must detach missiles before jumping or swarm/leg attacks

[4 % 0000000000

Type: Gray Death Heavy Era Jihad

Gunnery Skill: Anti-Mech Skill:

\ Mechanized: Swarm: D Leg: D AP:
— =N Cost: Bv: 256/49
( BATTLE ARMOR: SQUAD, POINT 3 3e== \
(1% @0000000000 )

Ground MP: 2 2 %4 @0000000000

Weapons & Equip. Dmg Min Sht Med Lng

Basic Manipulator [E] _ —_- —_= - -
Improved Sensors [E] - = = 2 [3 "‘i?’»:& Q0000000000
SRM 4 (0S) (Body) 2/MsiMg — 3 B 9 .

SRM 4 (0S) (Body) 2/MslMC] — 3 B 9

Support PPC 2[DFf — 2 5 7

[4 % 0000000000

must detach missiles before jumping or swarm/leg attacks

\ Mechanized: Swarm: D Leg: D AP:
— e s Bv: 256/49
( BATTLE ARMOR: SQUAD, POINT 4 3e== \
(1% @0000000000 )

Type: Gray Death Heavy Era Jihad
Gunnery Skill: Anti-Mech Skill:

Ground MP: 2

—

2 %4 @0000000000

Weapons & Equip. Dmg Min Sht Med Lng

Basic Manipulator [E] _ —_- —_= - -
Improved Sensors [E] - = = 2 [3 "‘i?’»:& Q0000000000
SRM 4 (0S) (Body) 2/MsiMg — 3 B 9 .

SRAM 4 [0S] [Bady) 2/MsiMc] — 3 6 9

Support PPC 2[DFf — 2 5 7

"

4% 0000000000

must detach missiles before jumping or swarm/leg attacks

\ Mechanized: Swarm: D Leg: D AP:

— =\ Cost: Bv: 256/49
\\,

( BATTLE ARMOR: SQUAD/POINT % \
Type: Gray Death Heavy Era: Jihad [1 ¥ 90000000000 )
Gunnery Skill: Anti-Mech Skill: -

Ground MP: 2 2 2 0000060000 )
Weapons & Equip. Dmg Min Sht Med Lng

Basic Manipulator [E] - - - - )

Improved Sensors [E] - = = 2 [3 "‘i?’»:; @O0000000000 ]
SRM 4 [0S) (Body) 2/MsliMc] — 3 B 9 -

SRM 4 (0S) (Body) 2/MslMC] — 3 B 9

Support PPC 2[DEFf] — 2 B 7 9

must detach missiles before jumping or swarm/leg attacks [4 «é; © 0000000000 ]

\ Mechanized: Swarm: D Leg: D AP:

— o\ Cost: Bv: 256/49

4 SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERS ACTIVE 1 2 3 aq 5 6
+0 +0 +0 +1 +2
+0 +0 +1 +2 +3
+0 +1 +2 +3 +4
+0 +2 +3 +4 +5
+1 +3 +4 +5 +6
+2 +4 +5 +6 +7

_,NwWwhoon

BATTLE ARMOR EQUIPMENT

Claws with magnets -1
SITUATION *

‘Mech prone -2
‘Mech or vehicle immaobile -4
Vehicle -2

\*Modlfier‘s are cumulative

4 SWARM ATTACKS HIT LOCATION TABLE )

2D6 BIPEDAL FOUR-LEGGED
ROLL LOCATION LOCATION
2 Head Head
3 Rear Center Torso Front Right Torso
q Rear Right Torso Rear Center Torso
5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
7 Front Center Torso  Front Center Torso
8 Left Arm Front Left Torso
9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
\ /
4 TRANSPORT POSITIONS TABLE \
TROOPER "MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side
2 Left Torso Right Side
3 Right Torso (rear) Left Side
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear
6 Center Torso Rear
TROOPER LARGE SUPPORT
NUMBER VEHICLE LOCATION *
1 Right Side (Unit 1/Unit 2)
2 Right Side (Unit 1/Unit 2) v
3 Left Side (Unit 1/Unit 2) H.[H I_q SI
4 Left Side (Unit 1 /Unit 2) game P labs
5 Rear (Unit 1/Unit 2)
6 Rear (Unit 1/Unit 2)
\ *Unit 1 and Unit 2 represent two battle armor units /

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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\\

( BATTLE ARMOR: SQUAD,POINT 1 \ (4 LEG ATTACKS TABLE N
Type: Sloth (Interdictor) Era Jihad ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: TROOPERS ACTIVE MODIFIER
Ground MP: 3 ] 4-6 8
Weapons & Equip. Dmg Min Sht Med Lng 3 +2
ECM Suite - - - = 2 +5
ER Small Laser 3[DE] — 2 4 5 ] \ 1 +7 /
ER Small Laser 3[DE] — 2 4 5

\ Mechanized: D Swarm: D Leg: D AP: D

Bv: 227/44  J
( BATTLE ARMOR: SQUAD/POINT 2 \
Type: Sloth (Interdictor) Era Jihad ]
Gunnery Skill: Anti-Mech Skill:
Ground MP: 3 ]
Weapons & Equip. Dmg Min Sht Med Lng
ECM Suite [F] — — — =
ER Small Laser 3[DE] — 2 4 5 [3 ]
ER Small Laser 3[DF] — 2 4 5
\ Mechanized: D Swarm: D Leg: D AP: D
Bv: 227/44  J
( BATTLE ARMOR: SQUAD/POINT 3 \
Type: Sloth (Interdictor) Era Jihad ]
Gunnery Skill: Anti-Mech Skill:
Ground MP: 3 ]
Weapons & Equip. Dmg Min Sht Med Lng
ECM Suite E] — — — -
ER Small Laser 3[DE] — 2 4 5 [3 ]
ER Small Laser 3[DF] — 2 4 5
\ Mechanized: D Swarm: D Leg: D AP: D
Bv: 227/44  J
( BATTLE ARMOR: SQUAD/POINT 4 \
Type: Sloth (Interdictor) Era Jihad ]
Gunnery Skill: Anti-Mech Skill:
Ground MP: 3 ]
Weapons & Equip. Dmg Min Sht Med Lng
ECM Suite E] — — — -
ER Small Laser 3[DE] — 2 4 5 [3 ]
ER Small Laser 3[DF] — 2 4 5
\ Mechanized: D Swarm: D Leg: D AP D
Bv: 227/44  J
( BATTLE ARMOR: SQUAD/POINT 5 \
Type: Sloth (Interdictor) Era Jihad ]
Gunnery Skill: Anti-Mech Skill:
Ground MP: 3 ]
Weapons & Equip. Dmg Min Sht Med Lng
ECM Suite E] — — — -
ER Small Laser 3[DE] — 2 4 5 [3 ©00000 ]
ER Small Laser 3[DF] — 2 4 5
[a & @00000 )
\ Mechanized: D Swarm: D Leg: D AP: D
\ Cost: Bv: 227/44

SWARM ATTACKS TABLE

BATTLE ARMIOR BASE TO-HIT
TROOPERS ACTIVE MODIFIER
4-6 +2
\ 1-3 +5 /

4 SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERSACTIVE q9 2 3 4 5 6

6 +0 +0 +0 +0 +1 +2
5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
2 +1 +2 +3 +4 +5 +6
1 +2 +3 +4 +5 +6 +7

BATTLE ARMOR EQUIPMENT

Claws with magnets -1

SITUATION *

‘Mech prone -2

‘Mech or vehicle immobile -4

Vehicle -2

\*Modlfier‘s are cumulative

4 SWARM ATTACKS HIT LOCATION TABLE )

2D6 BIPEDAL FOUR-LEGGED
ROLL LOCATION LOCATION
2 Head Head
3 Rear Center Torso Front Right Torso
q Rear Right Torso Rear Center Torso
5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
7 Front Center Torso  Front Center Torso
8 Left Arm Front Left Torso
9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
\ /
4 TRANSPORT POSITIONS TABLE \
TROOPER 'MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side
2 Left Torso Right Side
3 Right Torso (rear) Left Side
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear
6 Center Torso Rear
TROOPER LARGE SUPPORT
NUMBER VEHICLE LOCATION *

1 Right Side (Unit 1/Unit 2) v

2 Right Side (Unit 1/Unit 2)
3 Left Side (Unit 1/Unit 2) H.[H I_q I
4 Left Side (Unit 1/Unit 2) game Plabs
5 Rear (Unit 1/Unit 2)
6 Rear (Unit 1/Unit 2)
\ *Unit 1 and Unit 2 represent two battle armor units /

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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GROUND VEHICLE RECORD SHEET

( VEHICLE DATA } (CREW DATA e

Type: Savannah Master Hovercraft (Interdictor)| | Crew:
Movement Points: Tonnage: 5 Gunnery Skill: ____ Driving Skill:
Cruising: '3 Tecfl Base: Inner Sphere Commander Hit Driver Hit
Flank: 20 Era: Jihad Modifier to all Skill rolls Modifier to Driving
. Skill rolls X
Movement Type: Hover / @
. =y
Engine Type: Fusion Engine / (5 E‘n'
o ="
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE \ E &
Gty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit D & >
1 Guardian ECM Suite FR [E] —=— =— B Sensor Hits 2 3,
Motive System Hits (2 (5
Stabilizers %
—

Front (] Left [J Right [
Rear D p

Rear Armor

(1

CATALJST

\ Cost: BV:128 / 7 game Plabs

©® 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.

{ GROUND COMBAT VEHICLE HIT LOCATION TABLE M { OTIVE SYSTEM DAMAGE TABLE N

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidet Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 TUPPEt. . Tur're_t_ TU'"'"EF_ Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3

WiIGE +4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
maodifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced

to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

\ / \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information)
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

)
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LOCATION HIT
2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off
*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
\ **|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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Engine Type: Fusion Engine Skill rolls /
0] @)
Weapons & Equipment Inventory  (hexes) /4 CRITICAL DAMAGE H 2
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4 VTOL COMBAT VEHICLE HIT LOCATION TABLE N (4 VTOL ELEVATION TRACK \

ATTACK DIRECTION o~ ~
2D6 Roll FRONT REAR SIDE
2% Front (critical) Rear (critical) Side (critical) Turn T12 03141516 ]7 |8 |9 [10]11|12|13[14]15
3 Rotorst Rotorst Rotorst -
4 Rotorst Rotors T Rotors T \Elevatlon y,
5 Right Side Left Side Front
6 Front Rear Side
7 Front Rear Side
s Lorront Rl Side Side (oriical) (Turn 16|17|18[19[20[21]22]23]24]25 |26 [27[28]29]30)
10 Rotorst Rotorst Rotorst N
11 Rotorst Rotorst Rotorst \Elevatlon Y,
12* Rotors (critical)t Rotors (critical)t Rotors (critical)t
\ /

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the VTOL. For each such attack, apply , \
damage normally to the armor in that section. The attacking player then immediately rolls once on the VTOL Combat Vehicle PHYSICAL ATTACKS AGAINST VTOL VEHICLES TABLE
Critical Hits Table, below.

DIFFERENCE IN LEVELS TYPES OF PHYSICAL ATTACK ALLOWED

-1 or lower None
All except Punch

tDamage Value / 10 (round up); see Rotor Hits, p. 197, Total Warfare. Additionally, damage to rotors slows down the
VTOL. Each hit reduces the VTOLs Cruising MP by 1, meaning that the controlling player must also recalculate Flank MP;
multiply the new Cruising MP by 1.5 and round up. As with all damage, such movement penalties do not apply until the end

of the phase in which the damage occurred. 1-2 All except Kick
3 Club and Physical Weapons only
4+ None

\ /7 \ /

( VTOL COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT
2D6 Roll FRONT SIDE REAR ROTORS
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Co-Pilot Hit Weapon Malfunction Cargo/Infantry Hit Rotot Damage
7 Weapon Malfunction Cargo/Infantry Hit Weapon Malfunction Rotor Damage
8 Stabilizer Stabilizer Stabilizer Rotor Damage
9 Sensors Weapon Destroyed Weapon Destroyed Flight Stabilizer Hit
10 Pilot Hit Engine Hit Sensors Flight Stabilizer Hit
11 Weapon Destroyed Ammunition** Engine Hit Rotots Destroyed
12 Crew Killed Fuel Tank* Fuel Tank* Rotors Destroyed
*Only if the VTOL has an ICE engine. For VTOLs with fusion engines, treat this result as Engine Hit.
\ **|f the VTOL carries no ammunition, treat this result as Weapon Destroyed. /
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[ -
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\

{ GROUND COMBAT VEHICLE HIT LOCATION TABLE M { TIVE SYSTEM DAMAGE TABLE N

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidet Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 TUPPEt. . Tur're_t_ TU'"'"EF_ Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information)
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

WiIGE +4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
maodifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced

to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/ \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

(&%)
—

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.

**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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{ GROUND COMBAT VEHICLE HIT LOCATION TABLE M { TIVE SYSTEM DAMAGE TABLE N

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidet Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 TUPPEt. . Tur're_t_ TU'"'"EF_ Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3

WiIGE +4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
maodifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced

to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

\ / \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information)
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
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\ **|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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\

{ GROUND COMBAT VEHICLE HIT LOCATION TABLE M { TIVE SYSTEM DAMAGE TABLE N

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 NE_J effect " B .
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Side Right Sidet Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
11 Turret Turret Turret. Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information) a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced
tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In

that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/ \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

-
—

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.

**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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ATTACK DIRECTION

2D6 Roll FRONT REAR

2* Front (critical) Rear (critical)
3 Rotorst Rotorst

4 Rotorst Rotorst

5 Right Side Left Side

6 Front Rear

7 Front Rear

8 Front Rear

9 Left Side Right Side
10 Rotorst Rotorst
11 Rotorst Rotorst
12* Rotors (critical)t Rotors (critical)t

Critical Hits Table, below.

of the phase in which the damage occurred.

4 VTOL COMBAT VEHICLE HIT LOCATION TABLE N

SIDE
Side (critical)
Rotorst
Rotorst
Front
Side
Side
Side (critical)*
Rear
Rotorst
Rotorst
Rotors (critical)t

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the VTOL. For each such attack, apply
damage normally to the armor in that section. The attacking player then immediately rolls once on the VTOL Combat Vehicle

tDamage Value / 10 (round up); see Rotor Hits, p. 197, Total Warfare. Additionally, damage to rotors slows down the
VTOL. Each hit reduces the VTOLs Cruising MP by 1, meaning that the controlling player must also recalculate Flank MP;
multiply the new Cruising MP by 1.5 and round up. As with all damage, such movement penalties do not apply until the end

/

4 VTOL ELEVATION TRACK \

qur‘n 112|314 |5]|6|7 8|9 |n0|11]12|13]14 1?
\Elevation )
(I'ur‘n 16|17118]|19]20|21]22|23|24 (2526|2728 |29 30\
\Elevation )

\

{ PHYSICAL ATTACKS AGAINST VTOL VEHICLES TABLE \

DIFFERENCE IN LEVELS TYPES OF PHYSICAL ATTACK ALLOWED
None

-1 or lower
All except Punch
1-2 All except Kick
3 Club and Physical Weapons only
4+ None

\ /

\

FRONT
No Critical Hit
Co-Pilot Hit
Weapon Malfunction
Stabilizer
Sensors
Pilot Hit
Weapon Destroyed
Crew Killed

2D6 Roll
2-5
6
7
8

9
10
11
12

SIDE
No Critical Hit
Weapon Malfunction
Cargo/Infantry Hit
Stabilizer
Weapon Destroyed
Engine Hit
Ammunition™*
Fuel Tank*

( VTOL COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

Weapon Malfunction

*Only if the VTOL has an ICE engine. For VTOLs with fusion engines, treat this result as Engine Hit.
**|f the VTOL carries no ammunition, treat this result as Weapon Destroyed.

ROTORS
No Critical Hit
Rotot Damage
Rotor Damage

REAR
No Critical Hit
Cargo/Infantry Hit

Stabilizer Rotor Damage
Weapon Destroyed Flight Stabilizer Hit
Sensors Flight Stabilizer Hit
Engine Hit Rotots Destroyed
Fuel Tank* Rotors Destroyed

©® 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.



ARMOR DIAGRAM

BATTILETECH

GROUND VEHICLE RECORD SHEET

/4 \ /4
VEHICLE DATA CREW DATA
Type: Pegasus Scout Hover Tank (Sealed) Crew:
Movement Points: Tonnage: 35 Gunnery Skill: ____ Driving Skill: ____
Cruising: :
rms.lng 9 Tech BaSE.Alémer‘ Sgher‘e Commander Hit Driver Hit
Flank: 14 Era: ( andce J Modifier to all Skill rolls Modifier to Driving o
Movement Type: Hover ra: fna Skill rolls &
. =3
Engine Type: |ight Fusion Engine / (16) E‘n'
o ="
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE \ E &
Gty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit D & .3:?
1 Environmental Sealin BD [E] —_—— = - i ()]
1 Guardian EOM Sute BD [[] —— — 6 Sensor Hits e | 2 3
1 Beagle Active Probe FR [(] —=— — 4 Motive System Hits [
1 Medium Pulse Laser FR 6[F] —2 4 6 Stabili £ (1
1 TAG FR 0[s] —5 10 15 abllizers , 8
2 MML3 TS Front (] et [J Right [
LRM 1/Msl 6 7 14 21
SRM 2/Msl — 3 6 8 Rear (] Turret (] p
Rear Armor
Ammo: (MML 3/SRM) 33, (MML 3/LRM) 40 (10) C H.[HYS.[
\ Cost: BV:618 / gameqwas

©® 2010 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B » )
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
a Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Sidet Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 1* Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information) a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced
tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

\ / \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
\ **|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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BNATTILETETI

ARMOR DIAGRAM

Front Armor
(18)

GROUND VEHICLE RECORD SHEET

Ammo: (SAT 2) 50, (SRM 6) 30

/4 \ /,
VEHICLE DATA CREW DATA
Type: Plainsman Medium Hovertank (Sealed) Crew:
Movement Points: Tonnage: 35 Gunnery Skill: Driving Skill:
Cruising: :
rms.lng S Tech Base.Alémer\ Sgher‘e Commander Hit Driver Hit
Flank: 14 Era: ( an dce J Modifier to all Skill rolls Modifier to Driving o
Movement Type: Hover ra: iha Skill rolls =
i >
Engine Type: Fuel Cell Engine / (16) E-nr
[ -
Weapons & Equipment Inventory  (hexes) CRITICAL DAMAGE \ g &
Qty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit D & _31,’
1 Environmental Sealin BD [E] —_—— = - i ()]
1 Flotation Hul o BD [f] —— — — Sensor Hits )E3Ed(o) o 3
1 SRT2 FR 2 —0 0 =— Motive System Hits (2 1
2 SRMB T EI/MSI -3 6 89 Stabil £ (
MC] abilizers 5
Front (] et (J Rgne (J) -
Rear D Turret C] p

Rear Armor
(12)

\ Cost: BV:632

Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.

\

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B » )
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
a Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Sidet Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 1* Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information) a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced
tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/ \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.

2

**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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ARMOR DIAGRAM
I— I— -
I I 1 I mn Gl Front Armor

GROUND VEHICLE RECORD SHEET

™
&

/4 \ /4
VEHICLE DATA CREW DATA
Type: Scimitar Medium Hover Tank (C3) Crew:
Movement Points: Tonnage: 35 Gunnery Skill: Driving Skill:
Crms.lng: 8 Eecfl Base: !Jn.ﬂea Sphere Commander Hit Driver Hit
Flank: 2 ra: iha Modifier to all Skil rolls Modifier to Driving -
Movement Type: Hover Skillrolls =
Engine Type: |CE. / (28) i
[ -
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE \ E &
Gty Type Loc Dmg Min Sht Med Lng | | Turret Locked (J EngineHic (J | & -3’,’
1 C®Slave T [E] —— = = : o
1 Rotary AC/2 T o/sw —6 12 18 Sensor Hits (16360 =) 9
[DB.RC] Moative System Hits 2]
Stabilizers %
Front (] et (J Rgne (J) -
Rear D Turret C] p

Rear Armor
(22)

Ammo: (RAC/2) 90

\ Cost: BV:680 / game Plabs
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{ GROUND COMBAT VEHICLE HIT LOCATION TABLE M { TIVE SYSTEM DAMAGE TABLE N

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidet Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 TUPPEt. . Tur're_t_ TU'"'"EF_ Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll

12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting

once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information) a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be

no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced

tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In

that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage

Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the

§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4

strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while

over a Depth 1 or deeper water hex, it sinks and is destroyed.

\ / \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
\ **|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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ARMOR DIAGRAM
I E— el LN o
BATTILETECH
] [ - (24)

GROUND VEHICLE RECORD SHEET

Ammo: (MML 5/LRM) 24, (MML 5/SRM) 40

/4 \ /4
VEHICLE DATA CREW DATA
Type: Striker Light Tank (Sealed) Crew:
Movement Points: Tonnage: 35 Gunnery Skill: Driving Skill:
Cruising: :
rms.lng ° Tech BBSE'AI(?”BP Sgher‘e Commander Hit Driver Hit
Flank: 8 Era: ( andce ] Modifier to all Skill rolls Modifier to Driving -
Movement Type: \Wheeled ra: iha Skill rolls =
. =3
Engine Type: Fuel Cell Engine / (20) E'n'
\, . a
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE E &
Gty Type Loc Dmg Min Sht Med Lng | | Turret Locked (J EngineHic (J | & -3’,’
1 Environmental Sealin BD E _—— = - i
1 Guardian ECM Sute B I == = & Sensor Hits BEAEIE | 8 g
1 Light Machine Gun I N Motive System Hits [ (20)
5 MMLS T [M’é’cl Stabilizers %
LRM 1/Msl B 7 14 21 Front (] et (J Rgne (J) -
SRM 2/Msl — 3 6 9
Rear D Turret C] p

Rear Armor

[Light Machine Gun) 100 (18)

\ Cost: BV:590 / game Plabs
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\

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B » )
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
a Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Sidet Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 1* Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information) a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced
tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/ \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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T 1I_ETETI

GROUND VEHICLE RECORD SHEET

¢ VEHICLE DATA )

Type: Hetzer Wheeled Assault Gun (Sealed)

Movement Points: Tonnage: 40
Cruising: 4 Tech Base: Inner Sphere
Flank: 6 Era: Jihad
Movement Type: \Wheeled
Engine Type: Fusion Engine
Weapons & Equipment Inventory (hexes)
Gty Type Loc Dmg Min Sht Med Lng
1 Improved C°CPU BD [f] =—— =— =—
1 Environmental Sealing BD [E] _—— - -
1 Rotary AC/5 10 15

FR 5éSht — 5
[DBR.C]

Ammo [CASE):(RAC,/5) 60

\ Cost: BV:775

/

(CREW DATA Jumummen¥

Crew:
Gunnery Skill: Driving Skill:
Commander Hit Driver Hit
Modifier to all Skill rolls Modifier to Driving
Skill rolls
(3
/4
CRITICAL DAMAGE
Turret Locked D Engine Hit D
Sensor Hits @
Motive System Hits
Stabilizers
Front (] Left [J Right [

Rear

)

/

ARMOR DIAGRAM

Front Armor
(32)

X

«Q
2) )

[4}]
6 a
E 1]
c >
< 5
u, 3
b=l S
n
£ (32)
Q
-

Rear Armor
(32)

game Plabs
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ATTACK DIRECTION

2D6 Roll FRONT REAR
2* Front (critical) Rear (critical)
3 Frontt Reart
4 Frontt Reart
5 Right Sidet Left Sidet
6 Front Rear
7 Front Rear
8 Front Rear
9 Left Sidet Right Sidet
10 Turret Turret
11 Turret Turret
12* Turret (critical) Turret (critical)

\

{ GROUND COMBAT VEHICLE HIT LOCATION TABLE

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information)
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

2D6 Roll EFFECT*
SIDE§ 2-5 No effect
Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
Sidet Driving Skill Rolls
Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
Side +3 modifier to all Driving Skill Rolls
Side 12+ Major damage; no movement for the rest of the game.
Side (critical)* Vehicle is immobile.
Reart Attack Direction Modifier: Vehicle Type Modifiers:
Turret Hit from rear +1 Tracked, Naval +0
Turret Hit from the sides +2 Wheeled +2
Turret (critical) Hovercraft, Hydrofoil +3
WIGE +4

take effect during the

/ \

4 TIVE SYSTEM DAMAGE TABLE )

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
maodifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced

to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would

over a Depth 1 or deeper water hex, it sinks and is destroyed.

Physical Attack Phase. If a hover vehicle is rendered immobile while

/

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed.
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ARMOR DIAGRAM

Front Armor
(40)

GROUND VEHICLE RECORD SHEET

¢ VEHICLE DATA )

Type: Goblin Infantry Support Vehicle (Sealed)

Movement Points: Tonnage: 45

( CREW DATA ¥

Crew:
Gunnery Skill:
Commander Hit

Modifier to all Skill rolls

Driving Skill:

Driver Hit
Modifier to Driving
Skill rolls

Cruising: 4 Tech Base: Inner Sphere
Flank: 6 Era: Jihad
Movement Type: Tracked
Engine Type: Fusion Engine
Weapons & Equipment Inventory (hexes)

Gty Type Loc Dmg Min Sht Med Lng

1 Environmental Sealing BD E] —— == ==

1 AMS FR - —-— = =

1 Machine Gun 2 -1 2 3
[DB.AI]

1 Snub-Nose PPC T

1[?5E86]5 — 9 13 15

1 SRM6 T EI«AMSI] — 3 6 9

Ammo: (Machine Gun) 100, (SRM 6] 15, (AMS) 12

(32)

( CRITICAL DAMAGE Jumm¥

Turret Locked D Engine Hit
L6

3 rigrt (J

Sensor Hits
Motive System Hits

Stabilizers
Front D Left
Rear D

Turret C]

)

T JouNY 3PS by

Left Side Armor

\ Cost:

BV:897 /
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ATTACK DIRECTION

2D6 Roll FRONT REAR
2* Front (critical) Rear (critical)
3 Frontt Reart
4 Frontt Reart
5 Right Sidet Left Sidet
6 Front Rear
7 Front Rear
8 Front Rear
9 Left Sidet Right Sidet
10 Turret Turret
11 Turret Turret
12* Turret (critical) Turret (critical)

\

{ GROUND COMBAT VEHICLE HIT LOCATION TABLE

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information)
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

SIDE§
Side (critical)
Sidet
Sidet
Frontt
Side
Side
Side (critical)*
Reart
Turret
Turret
Turret (critical)

4 TIVE SYSTEM DAMAGE TABLE )

2D6 Roll EFFECT*

2-5 No effect

6-7 Minor damage; +1 modifier to all Driving Skill Rolls

8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
Driving Skill Rolls

10-11 Heavy damage; only half Cruising MP (round fractions up),

+3 modifier to all Driving Skill Rolls

12+ Major damage; no movement for the rest of the game.

Vehicle is immobile.

Attack Direction Modifier: Vehicle Type Madifiers:

Hit from rear +1 Tracked, Naval +0
Hit from the sides +2 Wheeled +2
Hovercraft, Hydrofoil +3
WIGE +4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
maodifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced

to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/ \

/

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE

2-5 No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit
7 Weapon Malfunction Weapon Malfunction
8 Stabilizer Crew Stunned
9 Sensors Stabilizer

10 Commander Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit

12 Crew Killed Fuel Tank*

Weapon Destroyed

REAR TURRET
No Critical Hit No Critical Hit
Weapon Malfunction Stabilizer
Cargo/Infantry Hit Turret Jam

Stabilizer Weapon Malfunction

Turret Locks

Engine Hit Weapon Destroyed
Ammunition** Ammunition **
Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
\ **|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed.
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ARMOR DIAGRAM
I E— N ——— . g
BATTILETECHI
N - - (16)

GROUND VEHICLE RECORD SHEET

Ammo (CASE]):(SRM B8] 15, (Arrow IV Homing) 5, (Arrow V] 10

/4 \ /4
VEHICLE DATA CREW DATA
Type: Chaparral (CASE) Crew:
Movement Points: Tonnage: 50 Gunnery Skill: Driving Skill:
Cruising: :
r'ms.lng 4 Tech Base.Alémep Sgher‘e Commander Hit Driver Hit
Flank: B Era: ( andce ] Modifier to all Skill rolls Modifier to Driving ]
Movement Type: Tracked ra: iha Skill rolls 5
H =3
Engine Type: Fusion Engine / (18) E-nr
o -
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE \ g &
Gty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit [:] & >
1" Arrow IV Rl —1 2 @ Sensor Hits AFEED 8 g,
1 Medium Laser RS 5[DE —3 6 9 Moative System Hits @
1 Medium Laser LS 5[0 —3 6 9 Stabil £ 1
1 SRMB RR 2/Msi —3 6 9 apilizers . °
M.C] Front D Left [:] Right D
Rear D p

Rear Armor
(37)

\ Cost: BV:814 /

game P labs
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\

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B » )
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
a Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Sidet Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 1* Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information) a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced
tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/ \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.

**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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ARMOR DIAGRAM
I E— el LN o
BATTILETECH
] [ - (25)

GROUND VEHICLE RECORD SHEET

( VEHICLE DATA } (CREW DATA e

5 Jowuy apis By
-

Type: Drillson Heavy Hover Tank (Sealed) Crew:
Movement Points: Tonnage: 50 Gunnery Skill: Driving Skill:
Cruising: :
rms.lng S Tech Base.Alémer\ Sgher‘e Commander Hit Driver Hit
Flank: 14 Era: ( an dce J Modifier to all Skill rolls Modifier to Driving
Movement Type: Hover : iha Skill rolls
Engine Type: Fusion Engine / (21)
[
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE \ E
Gty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit D &
1 Cargo (0.5 tons) BD E] =—=— = - ; o
1 Environmental Sealing BD E] —=— = = Sensor Hits @ =]
1 Flotation Hull BD [f{] —— — — Motive System Hits [
2 Light PPC T 5 3 6 12 18 Stabil £
[DEX] abilizers 5
1 MML3 T IMSC Front (] et (J Rgne (J) -
LBM 1/Msl 6 7 14 21
SRM 2/Msl — 3 6 8 Rear (] Turret (] p

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

Rear Armor
(20)

\ Cost: BV:870 / game Plabs
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ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B » )
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
a Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Sidet Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 1* Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information) a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced
tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/ \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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BNATTILETETI

GROUND VEHICLE RECORD SHEET

Ammo: (MML 7/LRM) 17, (MML 7,/SRM) 14

\ Cost: BV: 1,185

/

ARMOR DIAGRAM

Front Armor

/4 \ /4
VEHICLE DATA CREW DATA
Type: Fulcrum lll Heavy Hovertank Crew:
Movement Points: Tonnage: 50 Gunnery Skill: ____ Driving Skill: ____
Crms.lng: 10 Eech Base: !Jn.ﬂea Sphere Commander Hit Driver Hit
Flank: 15 ra: iha Modifier to all Skill rolls Modifier to Driving B
Movement Type: Hover Skill rolls a
. I
Engine Type: XL Fusion Engine / (40) E‘n'
[ -
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE \ E &
Gty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit D & -3:?
1 C°Slave BD [f] —— — — : o
1 Guardian ECM Suite BD [[] —— =— 6 Sensor Hits )E3Ed(o) o 8
1 TAG FR O0[S] —5 10 15 Moative System Hits + (2 40
1 MML7 T IMSC) Stabili & 1“0
LRM 1/Msl 8 7 14 21 abilizers Q
SRM 2/Msl —3 6 8 Front (] et [J Right [ -
1 Snub-Nose PPC T 106865 — 9 13 15
[DEV] Rear D TurretC] p

Rear Armor
(20)

game Plabs
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{ GROUND COMBAT VEHICLE HIT LOCATION TABLE

ATTACK DIRECTION

2D6 Roll FRONT REAR SIDE§

2* Front (critical) Rear (critical) Side (critical)
3 Frontt Reart Sidet
4 Frontt Reart Sidet
5 Right Sidet Left Sidet Frontt
6 Front Rear Side
7 Front Rear Side
8 Front Rear Side (critical)*
9 Left Sidet Right Sidet Reart

10 Turret Turret Turret

11 Turret Turret Turret

12* Turret (critical) Turret (critical) Turret (critical)

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information)
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

\ /

2D6 Roll
2-5
6-7
8-9

10-11

12+

Hit from rear
Hit from the sides

\

{ MOTIVE SYSTEM DAMAGE TABLE )

Attack Direction Modifier:

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
maodifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced

to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

EFFECT*

No effect

Minor damage; +1 modifier to all Driving Skill Rolls
Moderate damage; -1 Cruising MR, +2 modifier to all
Driving Skill Rolls

Heavy damage; only half Cruising MP (round fractions up),
+3 modifier to all Driving Skill Rolls

Major damage; no movement for the rest of the game.
Vehicle is immobile.

Vehicle Type Madifiers:

+1 Tracked, Naval +0
+2 Wheeled +2
Hovercraft, Hydrofoil +3
WIGE +4

/

2D6 Roll FRONT SIDE

2-5 No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit
7 Weapon Malfunction Weapon Malfunction
8 Stabilizer Crew Stunned
9 Sensors Stabilizer

10 Commander Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit

12 Crew Killed Fuel Tank*

**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed.

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

REAR
No Critical Hit

Weapon Malfunction
Cargo/Infantry Hit

Stabilizer

Weapon Destroyed

Engine Hit
Ammunition**
Fuel Tank*

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.

TURRET
No Critical Hit
Stabilizer
Turret Jam
Weapon Malfunction
Turret Locks
Weapon Destroyed
Ammunition **
Turret Blown Off
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ARMOR DIAGRAM

Front Armor
(22)

BNATTILETETI

GROUND VEHICLE RECORD SHEET

/4 \ /4
VEHICLE DATA CREW DATA
Type: JES | Tactical Missile Carrier (3082 Upgrade)| | Crew:
Movement Points: Tonnage: 50 Gunnery Skill: Driving Skill:
Cruising: 8 Tech Base: Inner Sphere ; ; i
Commander Hit Driver Hit
Flank: 2 Era: Dark Age Modifier to all Skil rolls. Modifier to Driving
Movement Type: Hover Skill rolls
Engine Type: Fusion Engine / (14)
[
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE \ E
th Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit D &
ER Small Laser FR 3[DE] — 2 P ")
’I Machine Gun FR [2 : -1 2 3 Sensor Hits @ °
[DB All Moative System Hits 2]
4 SRMA4 FR Msl =— 3 6 9 Stabil £
M C] apilizers )
2 SRMB FR 2/Ms —3 6 8 Frone (] Left (J Rgnt (J| -
e R T
1 SAMEB T oMl —3 6 9 ear (] Turret (] /
M.C]
Rear Armor
Ammao: (SRM 4) 50, (Machine Gun) 100, (SRM 8) 30 (10)
\ Cost: BV:978 /

= Jowuy apis by

=2

CATANIST
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{ GROUND COMBAT VEHICLE HIT LOCATION TABLE

4 TIVE SYSTEM DAMAGE TABLE )

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information)
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidet Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 TUPPEt. . Tur're_t_ TU'"'"EF_ Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
maodifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7

has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced

to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage

occurred. For example, if two units are attacking the same Combat Vehicle during the

Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would

take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

\

/ \

/

LOCATION HIT

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
\ **|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed.

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

2D6 Roll FRONT SIDE REAR
2-5 No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit
8 Stabilizer Crew Stunned Stabilizer
9 Sensors Stabilizer Weapon Destroyed
10 Commander Hit Weapon Destroyed Engine Hit
11 Weapon Destroyed Engine Hit Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank*

TURRET
No Critical Hit
Stabilizer
Turret Jam
Weapon Malfunction
Turret Locks
Weapon Destroyed
Ammunition **
Turret Blown Off
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ARMOR DIAGRAM

Front Armor
(20)

GROUND VEHICLE RECORD SHEET

Ammo (CASE]):(Heavy Machine Gun) 50, (SRM 2) 50, (AMS) 12
(LB 10-X Cluster) 10, (LB 10-X) 10

\ Cost: BV: 731

/

/4 \ /4
VEHICLE DATA CREW DATA
Type: Vedette Medium Tank (Cell) Crew:
Movement Points: Tonnage: 50 Gunnery Skill: ____ Driving Skill: ___
Cr'ms.lng: S Tech Base:Alémer‘ Sgher‘e Commander Hit Driver Hit
Flank: 8 Era: ( an dce ] Modifier to all Skill rolls Modifier to Driving -
Movement Type: Tracked ra: iha Skill rolls =
. =
Engine Type: Fuel Cell Engine / (18) E'n'
o -
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE \ g &
Gty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit [:] & >
1 g?\ﬂsgave EFER) ['1 -—- - = Sensor Hits @ 2 g
1 Heavy Machine Gun FR [DI% Al -1 2 - Motive System Hits n F1
1 SRM2 RR 2/Ms —3 6 9 Stabilizers &
MC] Front (] et (J Rght (Jf -
1 LB10XAC [DB?(E].F.S]_ 6 12 18 Rear (] Turret [
1 SRM2 T 2{Msl —3 6 8 /
M.C]

Rear Armor
(20)

game P labs
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ATTACK DIRECTION

2D6 Roll FRONT REAR
2* Front (critical) Rear (critical)
3 Frontt Reart
4 Frontt Reart
5 Right Sidet Left Sidet
6 Front Rear
7 Front Rear
8 Front Rear
9 Left Sidet Right Sidet
10 Turret Turret
11 Turret Turret
12* Turret (critical) Turret (critical)

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on

no turret, a 12 indicates the chance of a critical hit on the side corresponding to the

\

{ GROUND COMBAT VEHICLE HIT LOCATION TABLE

SIDE§
Side (critical)
Sidet
Sidet
Frontt
Side
Side
Side (critical)*
Reart
Turret
Turret
Turret (critical)

the vehicle. For each result of 2 or

12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information)
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has

attack direction.

tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

/

4 TIVE SYSTEM DAMAGE TABLE )

\

2D6 Roll EFFECT*

2-5 No effect

6-7 Minor damage; +1 modifier to all Driving Skill Rolls

8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
Driving Skill Rolls

10-11 Heavy damage; only half Cruising MP (round fractions up),

+3 modifier to all Driving Skill Rolls

12+ Major damage; no movement for the rest of the game.

Vehicle is immobile.

Attack Direction Modifier: Vehicle Type Madifiers:

Hit from rear +1 Tracked, Naval +0
Hit from the sides +2 Wheeled +2
Hovercraft, Hydrofoil +3
WIGE +4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
maodifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced

to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while

over a Depth 1 or deeper water hex, it sinks and is destroyed.

2D6 Roll FRONT
2-5 No Critical Hit
6 Driver Hit
7 Weapon Malfunction
8 Stabilizer
9 Sensors
10 Commander Hit
11 Weapon Destroyed
12 Crew Killed

SIDE
No Critical Hit
Cargo/Infantry Hit

Weapon Malfunction

Crew Stunned
Stabilizer
Weapon Destroyed
Engine Hit
Fuel Tank*

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

REAR TURRET
No Critical Hit No Critical Hit
Weapon Malfunction Stabilizer
Cargo/Infantry Hit Turret Jam

Weapon Destroyed

Ammunition**

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed.

Stabilizer Weapon Malfunction
Turret Locks
Weapon Destroyed
Ammunition**

Turret Blown Off

Engine Hit

Fuel Tank*
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ARMOR DIAGRAM
I E— N ——— . g
BATTILETECHI
N - - (43)

GROUND VEHICLE RECORD SHEET

Ammo: (MML 7/LRM) 17, (AMS) 12, (MML 7/SRM) 14

/4 \ /,
VEHICLE DATA CREW DATA
Type: Manticore Heavy Tank (HPPC) Crew:
Movement Points: Tonnage: B0 Gunnery Skill: Driving Skill:
Cruising: :
ruising 4 Tec!l Base: Inner Sphere Commander Hit Driver Hit
Flank: 6 Era: Jihad Modifier to all Skill rolls Modifier to Driving o
Movement Type: Tracked Skill rolls =
H =3
Engine Type: | ight Fusion Engine / (34) E-nr
o -
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE N\ g &
Gty Type Loc Dmg Min Sht Med Lng Turret Locked (] EngineHic () & _31?
1 T i BD S — .
] Aell\;l‘%etlng Computer 8 [Ii - - = Sensor Hits @ ﬁ 3
1 Heawy PPC L 12 18 Moative System Hits @ (34)
: i 2
1 MML7 T IMSC Stabilizers . 3
LRM 1/Msl B 7 14 21 Front (] Left [J Right [
SRM 2/Msl — 3 6 9
Rear D Turret C] p

Rear Armor
(26)

\ Cost: BV: ,l,,l 49 / game Plabs
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\

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B » )
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
a Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Sidet Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 1* Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information) a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced
tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/ \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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ARMOR DIAGRAM

BNATTILETETIH

GROUND VEHICLE RECORD SHEET

( VEHICLE DATA } ( CREW DATA ¥

Type: Rommel Tank (Sealed) Crew:

Movement Points: Tonnage: B5 Gunnery Skill: Driving Skill:
Cruising: 4 Tech Base: Inner Sphere Commander Hit Driver Hit
Flank: 6 [Adyanced] Modifier to all Skill rolls Modifier to Driving

Era: Jihad Skill rolls

Movement Type: Tracked
Engine Type: XL Fusion Engine

/4 \ W
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE

B
A=)

o
£
Gty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit [:] &
1 Environmental Sealing BD E] —=— = = i [
1 Guardian ECM Suite BD [ —— — 6 Sensor Hits B3] o
1 Machine Gun FR 2 —1 2 3 Motive System Hits ~ [+1) (& n
(OBAL _ _ Stabilizers £
1 SRT4 FR 4 0 o , ©
1 Machine Gun RS g1 2 @ Front (] Left (J Right ()
1 Machine Gun s 2 =—1 =2 3 Rear [J  Turret (] p
[DB.AI]
1 Heavy PPC T 15 3 12 18
[DEX]
1 Streak SRM 6 T oMl —3 6 9
MC]

Ammo: (Machine Gun) 100, (SRT 4) 25, (Streak SRM 6) 15 Rear Armor

(26]

\ Cost: BV:1,270 /
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ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B » )
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
a Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Sidet Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 1* Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information) a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced
tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/ \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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GROUND VEHICLE RECORD SHEET

¢ VEHICLE DATA )

Type: Brutus Assault Tank (HPPC)

Movement Points: Tonnage: 75
Cruising: 3 Tech Base: Inner Sphere
Flank: 5 Era: Jihad
Movement Type: Tracked
Engine Type: Fusion Engine
Weapons & Equipment Inventory (hexes)

( CREW DATA ¥

Crew:
Gunnery Skill: Driving Skill:
Commander Hit Driver Hit
Modifier to all Skill rolls Modifier to Driving

Skill rolls

( CRITICAL DAMAGE Jumm¥

Turret Locked D Engine Hit [:]

Sensor Hits @

Motive System Hits
Stabilizers

Front (] Left [J Right [

Rear

)

Turret C] p

Gty Type Loc Dmg Min Sht Med Lng
1 C°Slave BD [f] —— — —
1 SRM2 FR 2/Msl — 3 6 9
M)
2 SRM6B FR 2/Msl — 3 6 9
[/IVI,C]
1 Heavy PPC T 15 3 6 12 18
[DEX]
1 LRM20 T 1/Msl B 7 14 21
[M,C.S]
Ammo: (LRM 20) 18, (SRM 2) 50, (SRM 6) 15
\ Cost: BV: 1,186 /

ARMOR DIAGRAM

Front Armor

)
«Q
(27) F
72}
5 g
E o
= >
< 5
o 3
o S
7]
£ (27)
Q
-

Rear Armor
(21)

game P labs
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ATTACK DIRECTION

2D6 Roll FRONT REAR
2* Front (critical) Rear (critical)
3 Frontt Reart
4 Frontt Reart
5 Right Sidet Left Sidet
6 Front Rear
7 Front Rear
8 Front Rear
9 Left Sidet Right Sidet
10 Turret Turret
11 Turret Turret
12* Turret (critical) Turret (critical)

\

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information)
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

{ GROUND COMBAT VEHICLE HIT LOCATION TABLE M { TIVE SYSTEM DAMAGE TABLE N

2D6 Roll EFFECT*
SIDE§ 2-5 No effect
Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
Sidet Driving Skill Rolls
Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
Side +3 modifier to all Driving Skill Rolls
Side 12+ Major damage; no movement for the rest of the game.
Side (critical)* Vehicle is immobile.
Reart Attack Direction Modifier: Vehicle Type Modifiers:
Turret Hit from rear +1 Tracked, Naval +0
Turret Hit from the sides +2 Wheeled +2
Turret (critical) Hovercraft, Hydrofoil +3
WIGE +4

/ \

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
maodifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced

to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
\ **|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed.
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BATTILETECH
GROUND VEHICLE RECORD SHEET

( VEHICLE DATA } ( CREW DATA ¥

Type: Zhukov Heavy Tank (LB-X) Crew:
Movement Points: Tonnage: 75 Gunnery Skill: Driving Skill:
Cruising: 3 Tec!l Base: In_ner‘ Sphere Commander Hit Driver Hit
Flank: 5 Era: Jihad Modifier to all Skil rolls Modifier to Driving
Movement Type: Tracked Skill rolls
Engine Type: |CE. / (32)
o
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE \ g
Gty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit [:] &
1 Improved G°CPU BD [f] —— — =— . °
1 SRM4 e —3 B 9 Sensor Hits (k3 () <
MC] Moative System Hits (2}
2 LB10XAC 10 =— B 12 18 Stabili £
[DB,CF.S] abilizers 3

Front (] Left [J Right [
Rear D TurretC] p

Rear Armor

Ammo (CASE):[SRM 4) 25, (LB 10X Cluster) 10, (LB 10X) 10
(24)
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\ Cost: BV:956 / game Dlabs

\

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B » )
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
a Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Sidet Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
11 Turret Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information) a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced
tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/ \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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ARMOR DIAGRAM

Front Armor
(44)

BNATTILETETIH
GROUND VEHICLE RECORD SHEET

( VEHICLE DATA } ( CREW DATA ¥

Type: Zhukov Heavy Tank (Liao) Crew:
Movement Points: Tonnage: 75 Gunnery Skill: Driving Skill:
Cruising: S Tec!l Base: Inner Sphere Commander Hit Driver Hit
Flank: 5 Era: Jihad Modifier to all Skil rolls Modifier to Driving
Movement Type: Tracked Skill rolls
Engine Type: |CE. / (32)
o
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE \ g
Gty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit [:] &
1 C®Slave BD [f] —— — =— ) ©
1 Guardian ECM Suite BD [ —— — 6 Sensor Hits HEER | 8
1 SAM4 e —3 B 9 Motive System Hits g
2 LB10XAC 16 — B 12 18 Stabilizers . 3
[DBCFS] Front (] Left (J Right ()

Rear D

Turret C] p

Rear Armor
(24)

Ammo (CASE):(SRM 4] 25, (LB 10-X Cluster) 10, (LB 10-X]) 10

\ Cost: BV: 1,021 /
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{ GROUND COMBAT VEHICLE HIT LOCATION TABLE M { TIVE SYSTEM DAMAGE TABLE N

\

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidet Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 TUPPEt. . Tur're_t_ TU'"'"EF_ Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information)
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
maodifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced

to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/ \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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ARMOR DIAGRAM
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L1 ] | |

GROUND VEHICLE RECORD SHEET

B
a

/4 \ /4
VEHICLE DATA CREW DATA
Type: Fortune Wheeled Assault Vehicle (C3M) Crew:
Movement Points: Tonnage: 80 Gunnery Skill: ____ Driving Skill: ____
Cruising: :
ruising 3 Tecfl Base: Inner Sphere Commander Hit Driver Hit
Flank: 5 Era: Jihad Modifier to all Skill rolls Modifier to Driving 0
Movement Type: \Wheeled Skill rolls &
. =3
Engine Type: Fusion Engine / (45) E‘n'
[ ="
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE \ E &
Qty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit & .3:?
1 C*Master BD [EF] —5 10 15 i o
1 LB10OXAC o —B 12 18 Sensor Hits 3 2
[DBCFS] Motive System Hits (2]
1 LB20XAC DESFs 4 8 12 Stabilizers &
Front (] et (J Rgne (J) -
Rear D Turret C] p

Rear Armor

Ammo (CASE):[LB 20X Cluster) 10, (LB 10X Cluster) 10
(35)

(LB 10-X) 10, (LB 20-X) 10

\ Cost: BV:1,178 /
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ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B » )
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
a Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Sidet Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 1* Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information) a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced
tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

\ / \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
\ **|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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GROUND VEHICLE RECORD SHEET

/4 \ /4
VEHICLE DATA CREW DATA
Type: Partisan Air Defense Tank [Cell) Crew: _____
Movement Points: Tonnage: 80 Gunnery Skill: ____ Driving Skill: ___
Cruising: :
r'ms.lng 3 Tech BaSE-Alémer‘ Sgher‘e Commander Hit Driver Hit
Flank: 5 Era: ( andce J Modifier to all Skil rolls Modifier to Driving B
Movement Type: Tracked ra: iha Skill rolls =
. >
Engine Type: Fuel Cell Engine / (26) E'n'
o -
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE \ g &
Gty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit D & -31?
1 C3sl BD E] —— = = :
2 E/Iascﬁ?’r?e Gun FR [2] -1 2 3 Sensor Hits @ g g
1 AMS T [DBAI] Moative System Hits z (26)
2 Autocannon/2 T 2 4 8 16 24 Stabilizers ) ]
[DB,S] Front D Left [:] Right D
2 LB1OXAC o3~ & 12 '8 Rear (]  Turret (J p
Ammo: [AC/2) 45, (Machine Gun) 200, (AMS) 12 Rear Armor
(LB 10X Cluster] 10, (LB 10X) 20 21)
\ Cost: BV:980 / ) game D labs
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\

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B » )
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
a Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Sidet Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 1* Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information) a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced
tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/ \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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GROUND VEHICLE RECORD SHEET

( VEHICLE DATA } ( CREW DATA ¥

Type: Partisan Air Defense Tank (LRM) Crew:
Movement Points: Tonnage: 80 Gunnery Skill: Driving Skill:
Cruising: :
r'ms.lng 8 Tech Base.Alémer\ Sgher‘e Commander Hit Driver Hit
Flank: 5 Era: ( andce ] Modifier to all Skill rolls Modifier to Driving
Movement Type: Tracked ra: iha Skill rolls
Engine Type: Fuel Cell Engine / (26)
o
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE \ g
Gty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit [:] &
1 C%sl BD E] =—— —-= — .
2 E/Iascﬁ?’r?e Gun FR [2] -1 2 3 Sensor Hits @ ﬁ
1 Avs , oAl Motive System Hits z
4 LRM15 T amMd B 7 14 21 Stabilizers . g
w/Artemis IV FCS [MCS] Front (] Left [J Right [

Rear D Turret C] p

Rear Armor

Ammo: (Machine Gun) 200, (LRM 15 Artemis) 48, (AMS) 12
(21)
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\

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B » )
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
a Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Sidet Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 1* Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information) a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced
tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/ \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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GROUND VEHICLE RECORD SHEET

ARMOR DIAGRAM

Front Armor
(25)

/4 \ /4
VEHICLE DATA CREW DATA
Type: Schrek PPC Carrier (C3M) Crew:
Movement Points: Tonnage: 80 Gunnery Skill: ____ Driving Skill:
Cruising: 3 Tec!l Base: Inner Sphere Commander Hit Driver Hit
Flank: 5 Era: Jihad Modifier to all Skill rolls Modifier to Driving 0
Movement Type: Tracked Skill rolls =
. =3
Engine Type: Fusion Engine / (22) E‘n'
o -
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE \ g &
Gty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit [:] & .3:?
1 C®*Master BD [E] —5 10 15 i o
1 Guardian ECM Suite BD [ —— — 6 Sensor Hits (Ekdl) | 2 3
1 AMS R — —= — — Moative System Hits o 0o
1 Light PPC 5 36 12 18 Stabil £ (22)
[DEX] abilizers D
2 PPC 1w 36 12 18 Frone (] Left (J Rgnt (Jf -
[DEX]
Rear D Turret C] p
Rear Armor
Ammo: (AMS) 24 (21)
\ Cost: BV:993 / game D labs
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*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information)
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

{ GROUND COMBAT VEHICLE HIT LOCATION TABLE M { TIVE SYSTEM DAMAGE TABLE N

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidet Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 TUPPEt. . Tur're_t_ TU'"'"EF_ Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
maodifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced

to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/ \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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GROUND VEHICLE RECORD SHEET

™
o

/4 \ /,
VEHICLE DATA CREW DATA
Type: Schrek PPC Carrier (Armor) Crew:
Movement Points: Tonnage: 80 Gunnery Skill: Driving Skill:
Cruising: S Tec!l Base: Inner Sphere Commander Hit Driver Hit
Flank: 5 Era: Jihad Modifier to all Skill rolls Modifier to Driving )
Movement Type: Tracked Skill rolls 2z
H =3
Engine Type: Fusion Engine / (26) E-nr
o -
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE N\ g &
Gty Type Loc Dmg Min Sht Med Lng Turret Locked (] EngineHic () & _31?
1 AMS FR _ —_—-—_—_ - - . o
3 PPC T 10 36 12 18 Sensor Hits (Ekdl) | 2 5
[DEX] Moative System Hits (2}
Stabilizers &
Front (] et (J Rgne (J) -
Rear D Turret C] p

Rear Armor
(20)

game P labs

\ Cost: BV: 1,040 /
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{ GROUND COMBAT VEHICLE HIT LOCATION TABLE M { TIVE SYSTEM DAMAGE TABLE N

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidet Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 TUPPEt. . Tur're_t_ TU'"'"EF_ Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information) a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be

no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced

tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the

§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4

strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while

over a Depth 1 or deeper water hex, it sinks and is destroyed.

\ / \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
\ **|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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TI1lLET

ECIH

GROUND VEHICLE RECORD SHEET

¢ VEHICLE DATA )

( CREW DATA ¥

Ammo (CASE):(MML 9/SRM] 11, (SRT 8) 30, (MML 9/LRM) 13

Type: Ajax Assault Tank (Sealed) Crew:
Movement Points: Tonnage: 90 Gunnery Skill: ____ Driving Skill:
Cruising: :
r'ms.lng 3 Tech Base.Alémer‘ Sgher‘e Commander Hit Driver Hit
Flank: 5 Era: ( J;ﬁan dce ] Modifier to all Skill rolls Modifier to Driving
Movement Type: Tracked : Skl rolls
Engine Type: XL Fusion Engine /
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE \
Gty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit [:]
1 C°Slave BD [f] —— — — "
1 Environmental Sealing BD E] =—=— = = Sensor Hits
1 Guardian ECM Suite BD [F] =—=— =— B Motive System Hits
1 ERLarge Laser T 8[DE] — 7 14 19 0
2 Medum Pulse Laser T B[P —2 4 6 Stabilizers ,
1 MML9 T IMSC Front (] Left [J Right [
LBM 1/Msl 6 7 14 21
SRM 2/Msl — 3 6 8 Rear (] Turret [
1 SRTB T 8 —0 0 =— /

\ Cost: BV: 1,551

/

@
k=)

ARMOR DIAGRAM

Front Armor

Jowuy apis ybiy

—_—

60)

Left Side Armor

OO0 O
00Q

0000

Rear Armor
(40)

ALYST
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ATTACK DIRECTION

2D6 Roll FRONT REAR
2* Front (critical) Rear (critical)
3 Frontt Reart
4 Frontt Reart
5 Right Sidet Left Sidet
6 Front Rear
7 Front Rear
8 Front Rear
9 Left Sidet Right Sidet
10 Turret Turret
11 Turret Turret
12* Turret (critical) Turret (critical)

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit o
12 (or 8 for side attacks), apply damage normally to the armor in that section. The
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical

that section, but the attacking player also rolls once on the Motive System Damage

strike the right side armor. If the vehicle has no turret, a turret hit strikes the armo

\

{ GROUND COMBAT VEHICLE HIT LOCATION TABLE

once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information)

no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.
tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in

Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results

2D6 Roll EFFECT*
SIDE§ 2-5 No effect
Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
Sidet Driving Skill Rolls
Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
Side +3 modifier to all Driving Skill Rolls
Side 12+ Major damage; no movement for the rest of the game.
Side (critical)* Vehicle is immobile.
Reart Attack Direction Modifier: Vehicle Type Modifiers:
Turret Hit from rear +1 Tracked, Naval +0
Turret Hit from the sides +2 Wheeled +2
Turret (critical) Hovercraft, Hydrofoil +3
WIGE +4

n the vehicle. For each result of 2 or
attacking player then automatically rolls
hit against the turret; if the vehicle has

Table at right (see Combat, p. 192 in

r on the side attacked.

/ \

{ MOTIVE SYSTEM DAMAGE TABLE )

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
maodifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced

to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/

2D6 Roll FRONT
2-5 No Critical Hit
6 Driver Hit
7 Weapon Malfunction
8 Stabilizer
9 Sensors
10 Commander Hit
11 Weapon Destroyed
12 Crew Killed

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT
REAR
No Critical Hit

SIDE
No Critical Hit
Cargo/Infantry Hit
Weapon Malfunction

Crew Stunned Stabilizer

Stabilizer Weapon Destroyed
Weapon Destroyed Engine Hit

Engine Hit Ammunition**

Fuel Tank* Fuel Tank*

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed.

Weapon Malfunction
Cargo/Infantry Hit

TURRET
No Critical Hit
Stabilizer
Turret Jam
Weapon Malfunction
Turret Locks
Weapon Destroyed
Ammunition **
Turret Blown Off
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ARMOR DIAGRAM

BNATTILETETIH

GROUND VEHICLE RECORD SHEET

( VEHICLE DATA } ( CREW DATA ¥

Ammo: (Streak SAM 2) 50, (SRM 4) 25, (MML 7,/LRM) 17

(
(

Type: Challenger XIVs MBT Crew: 9
Movement Points: Tonnage: 90 Gunnery Skill: Driving Skill:
Cruising: . o}
r'ms.lng 8 Tech Base.Alémer\ Sgher‘e Commander Hit Driver Hit (0]
Flank: 5 Era: ( J;ﬁandce ] Modifier to all Skill rolls Modifier to Driving 8 ]
Movement Type: Tracked ' Skill rolls X =
; =y
Engine Type: XL Fusion Engine / (50) 8 E-nr
o -
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE N\ g &
Gty Type Loc Dmg Min Sht Med Lng Turret Locked (] EngineHic () & _31?
1 Environmental Sealing BD E] —=— = = ; o
1 SRM4 FR 2/Mss —3 6 9 Sensor Hits ] 3
PR— R ’\;';C] o o Motive System Hits (%] (
—_ —_ o £
1 Streak SAM 2 RS 2/Ms — 3 6 9 Stabilizers . g
MC] Front (] et (J Right (J
1 Streak SRM 2 LS EM'\.AESII] — 3 6 9 Rear D Turret G
1 Small Pulse Laser BR 3[P] — 1 2 3 /
1 AMS T I —
1 ERLarge Laser T 8[DE] — 7 14 19
1 LB10XAC T 10 =— 6 12 18
[DB,CF.S]
1 MML7 T MS,C
LBM 1/Msl 8 7 14 21
SRM 2/Msl — 3 6 9

Rear Armor
(36)

SRT 4) 25, (AMS) 12, (LB 10-X Cluster) 10
LB 10-X) 10, (MML 7,/SRM) 14

\ Cost: BV:1,512 / Har!'eqag.[
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\

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B » )
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
a Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Sidet Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
11 Turret Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information) a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced
tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/ \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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ARMOR DIAGRAM

BATTILETECH

GROUND VEHICLE RECORD SHEET

( VEHICLE DATA } ( CREW DATA ¥

Type: Ontos Heavy Tank (MIML) Crew:
Movement Points: Tonnage: 95 Gunnery Skill: ____ Driving Skill: ___
Cruising: :
r'ms.lng S Eec!l Base: !Jn.ﬂea Sphere Commander Hit Driver Hit
Flank: 5 ra: fna Modifier to all Skill rolls Modifier to Driving
Movement Type: Tracked Skill rolls
Engine Type: Fusion Engine / (32)
o
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE \ g
Gty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit [:] &
2 " ER Medium Laser T G5[E —4 8 12 . o
2 Light Gauss Rifle T & 38 17 25 Sensor Hits (k3 () ]
5 MML7 T ['a?g Motive System Hits (2]
LRV V¥ 6 7 14 21 Stabilizers & o)
SRM 2/Msl —3 6 8 Front (] Left [J Right [ -

Ammo (CASE):(MML 7/LRM) 34, (Light Gauss) 64

o Jowuy apis by
n

Rear D Turret C] p

Rear Armor

(MML 7//SRM) 14 (30)

\ Cost: BV: 1,268

CATALJST

game P labs
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\

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B » )
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
a Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Sidet Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 1* Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information) a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced
tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/ \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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T 1ILETETIH

GROUND VEHICLE RECORD SHEET

¢ VEHICLE DATA )

Type: Ontos Heavy Tank (Sealed)

Movement Points: Tonnage: 95
Cruising: 3 Tech Base: Inner Sphere
Flank: 5 [Advanced)
Movement Type: Tracked Era: Jihad
Engine Type: Fusion Engine
Weapons & Equipment Inventory (hexes)

Gty Type Loc Dmg Min Sht Med Lng
1 Environmental Sealing BD E] =—— = =
2 ER Medium Laser T 5[DE] — 4 8 12
4 Medium Laser T 5[DE] — 3 6 9
2 MML7 T [M,S,C]
LRM 1/Msl 68 7 14 21
SRM 2/Msl — 3 6 9

w/ Artemis IV FCS

Ammo (CASE):(MML 7 LRM Artemis) 34, (MML 7 SRM Artemis) 42

( CREW DATA ¥

Crew:
Gunnery Skill: Driving Skill:
Commander Hit Driver Hit
Modifier to all Skill rolls Modifier to Driving

Skill rolls

(CRITICAL DAMIAGE ¥
Turret Locked D Engine Hit [:]
Sensor Hits @
Motive System Hits

Stabilizers
Front (] Left [J Right [

Rear

)

Turret C] p

\ Cost: BV: 1,156 /

(32)

ARMOR DIAGRAM

Front Armor
(40)

T JouNY 3PS by

0

Left Side Armor

Rear Armor
(30)

CATALJST

game P labs
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ATTACK DIRECTION

2D6 Roll FRONT REAR
2* Front (critical) Rear (critical)
3 Frontt Reart
4 Frontt Reart
5 Right Sidet Left Sidet
6 Front Rear
7 Front Rear
8 Front Rear
9 Left Sidet Right Sidet
10 Turret Turret
11 Turret Turret
12* Turret (critical) Turret (critical)

\

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information)
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

{ GROUND COMBAT VEHICLE HIT LOCATION TABLE M { TIVE SYSTEM DAMAGE TABLE N

2D6 Roll EFFECT*
SIDE§ 2-5 No effect
Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
Sidet Driving Skill Rolls
Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
Side +3 modifier to all Driving Skill Rolls
Side 12+ Major damage; no movement for the rest of the game.
Side (critical)* Vehicle is immobile.
Reart Attack Direction Modifier: Vehicle Type Modifiers:
Turret Hit from rear +1 Tracked, Naval +0
Turret Hit from the sides +2 Wheeled +2
Turret (critical) Hovercraft, Hydrofoil +3
WIGE +4

take effect during the

/ \

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
maodifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced

to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would

over a Depth 1 or deeper water hex, it sinks and is destroyed.

Physical Attack Phase. If a hover vehicle is rendered immobile while

/

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
\ **|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed.
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. | ] ] n
BATTILETECH
GROUND VEHICLE RECORD SHEET

( VEHICLE DATA } ( CREW DATA ¥

Type: Demolisher Il Heavy Tank (MML) Crew:
Movement Points: Tonnage: 100 Gunnery Skill: Driving Skill:
Cruising: 8 Tech Base: Inner Sphere Commander Hit Driver Hit
Flank: 5 Era: Jihad Modifier to all Skill rolls Modifier to Driving

Movement Type: Tracked Skill rolls

Engine Type: Fusion Engine

/4 \ W
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE

Gty Type Loc Dmg Min Sht Med Lng Turret Locked D Engine Hit [:]
1

Guardian ECM Suite BD E -_— — B P
2 leachilne Gun . FR [2] -1 2 3 Sensor Hits @

Jowuy apis ybiy

ol
Left Side Armor O

[DBAI] Moative System Hits + (50)
4 MMLg T WS s 7 14 o Stabilizers
SRM gMsl —3 6 9 Front (] Left (J Right ()
w/ Artemis IV FCS
Rear D TurretC]

/

Rear Armor

Ammo (CASE):(MML 8 SRM Artemis) 33, (Machine Gun) 300
(40)

(MML 9 LRM Artemis) 52

\ Cost: BV: 1,397 / Har!'eqag
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ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B » )
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
a Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Sidet Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
11 Turret Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information) a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced
tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

\ / \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
\ **|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /

© 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.



ARMOR DIAGRAM

I E— EN — . g Head
B I I I F I F I -I Left Torso ead 9 Right Torso
mm m Gl

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DA
Type: Fireball ALM-10D Name:
Movement Points: Tonnage: 20 Gunnery Skill: I Piloting Skill: -
Walking: 11 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 17 [22] Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser RT 5 5[DE] — 4 8 12 .
1 Targeting Computer RT — [ — — — — Left Arm Right Arm
1 ER Medium Laser LT 5 5[Df — 4 8 12 6) ®)
1 ER Small Laser RA 2 3[DE] — 2 4 5
Center
Torso
Rear (3)
Left Right
\ Cost: BV:957 Torso Rear Torso Rear

(@) (2]

\ ea
ACRITICAL HIT TABLE \ Sonl

Head
. Head fOerfion)
Left Arm 1. Life Support nght Arm Left Torso (5) Right Torso (5)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Heavy Ferro-Fibrous 1-3 3. Lower Arm Actuator
"9 4. Hand Actuator 5. Sgensors "9 4. ER Small Laser 29
5. Endo Steel B. Life Support 5. Endo Steel 28"
6. Heavy Ferro-Fibrous 6. Heavy Ferro-Fibrous 27
1. Heavy Ferro-Fibrous Centgr‘ TO_PSD 1. Heavy Ferro-Fibrous Left Right | 26*
2. Heavy Ferro-Fibrous 1. xL Fusion Engine 2. Heavy Ferro-Fibrous Arm Arm [ 25%
4-6 3. Heavy Ferro-Fibrous 2. XL Fus!on Eng!ne 4-6 3. Heavy Ferro-Fibrous 3) 3) A"
4. Heavy Ferro-Fibrous 1-3 3= XL Fusion Engine 4. Heavy Ferro-Fibrous -
5. Heavy Ferro-Fibrous 4. Gyro 5. Heavy Ferro-Fibrous 23
6. Heavy Ferro-Fibrous 5. Gyro 6. Heavy Ferro-Fibrous 22
6. Gyro , 51
1. Gyro Left Right 20~
. . . Leg
Left Torso 2. XL Fusion Engine Right Torso ” (C
. ) 3. XL Fusion Engine ) ) (4)
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine =
) h 5. Endo Steel : h 17
3. XL Fusion Engine 6 3. XL Fusion Engine
1-3 . - Endo Steel 1-3 . 16
4. ER Medium Laser 4. ER Medium Laser / HEAT DATA
5. MASC - - 5. Targeting Computer 15*
6. Endo Steel Engine Hits ocoo 6. Endo Steel Heat Heat Sinks: | 147
1. Endo Steel Gyro H!tS oo 1. Endo Steel LESVSI* Shutdovl\lz:]feCts ;I?‘ (ileD] 13
2. Endo Steel Sensor Hits OO 2. Endo Steel 28 Ammo Exp. avoidon 8+ Q 9 12
a4-6 3. Endo Steel Life Support O 4-6 3. Endo Steel 26 Shutdown, avoid on 10+ 11
4. Heavy Ferro-Fibrous 4. Heavy Ferro-Fibrous 25 -5 Movement Points 0 0"
5. Heawy Ferro-Fibrous 5. Heavy Ferro-Fibrous 24  +4 Modifier to Fire
6. Heavy Ferro-Fibrous 6. Heavy Ferro-Fibrous 23 Ammo Exp. avc_)id ong+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hi 1. Hi 17  +3 Modifier to Fire =3
P v CoP 15 -3 Movement Points 0
2. Upper Leg Actuator 2. Upper Leg Actuator . a
14 Shutdown, avoid on 4+ O
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator 13 +2 Modifier to Fire 3
4. Foot Ac.:tuator 4. Foot Af:tuator 10 -2 Movement Points >
g' Heat Sink Damage Transfer g Heat: Sink 8  +1 Moadifier to Fire =
- Endo Steel . - Endo Steel - i
\ ndo Stee Diagram ndo Stee J 5 1 Movement Points / =
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ARMOR DIAGRAM
I [ | H
B I I I F I F I -I Left Torso Head (©) Right Torso
mm = g -

’'MECH RECORD SHEET

{'MECH DATA ) WARRIOR DATA

Type: Commando COM-2Dr Name:

Movement Points: Tonnage: 25 Gunnery Skill: ___ Piloting Skill: __
Walking: 5] Tech Base: Inner Sphere HitsTaken[1 |2 |3 14151 6
Running: 9 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 0

Weapons & Equipment Inventory (hexes)

Qty Type Loc Ht Dmg Min Sht Med Lng
1 MML7 RA 4 [MSC .
LRM [’I/Ms 6 7 14 21 Left Arm Right Arm
SRM gZMs — 3 6 9 ©) ®)
1 ER Medium Laser LA 5 5[DE] — 4 8 12
Center
Torso
Rear (4)
(0]
Left Right
\ Cost: BV:563 | Torso Rear 0 Torso Rear
\ / \ Re (3) (3)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
. Head fOerfion)
Left Arm 1. Life Support nght Arm Left Torso (6) Right Torso (g)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
4. Hand Actuator 5. Sgensors 4. Hand Actuator 29
5. ER Medium Laser B. Life Support 5. MML 7 28"
6. Roll Again 6.| MML 7 27
1. Roll Again Center‘ TDPSD 1.| MML 7 Left 26*
2. Roll Again ; ’F:US!D" E“gfne 2.LvmL 7 Arm 5%
3. Roll Again - Fusion Engine 3. Rall Again 4) A"
464 Roiagan 1-3 3 Fusion Engine 46 Rl again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro t:g‘ 20
Left Torso 2. Fusion Engine Right Torso (C
. 3. Fusion Engine i (6)
1. Heat Sink 4-6 4. Fusion Engi 1. Heat Sink 18*
2. Heat Sink 5 Rl;ﬁlznai:gme 2. Heat Sink 17
3. Roll Again G gal 3. Ammo (MML 7/LRM] 17
1-3 4. R . - Roll Again 1-3 16
. oll Agaln 4. Ammo [MML 7/SF|M] 14 / HEAT DATA
5. Roll Again - - 5. CASE 15*
B. Roll Again Engine Hits 00O 6. Roll Again Heat Heat Sinks: | 14~
1. Rol Again Gyro Hits 0O 1. Roll Again Level™ Effects 10(10) 13"
) Sensor Hits OO 2 . 30 Shutdown ) Single
2. Rl Again ; - Roll Again 28 AmmoExp.avoidon 8+ (O 12
a4-8 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. Roll Again 5. Roll Again 24 +4 Modifier to Fire
6. Roll Again 6. Roll Again 53  Ammo Exp. avoidon 8+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Rol Again Damage Transfer B Foll Again 8  +1 Modifier to Fire 2
\ B. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points ) ;
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/4 \
'MECH DATA WARRIOR DATA
Type: Dart DRT-6T Name:
Movement Points: Tonnage: 25 Gunnery Skill: I Piloting Skill: -
Walki.ng: 9 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 14 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ERSmall Laser HD 2 3[DE] — 2 4 5
1 Light PPC CT 5 [DE X 3 6 12 18 Left Arm
: 8
1 Targeting Computer RT — [E] —_—— = - (@)
Center
Torso
Rear (4)
(o}
Left Right
\ Cost: BV:703 Torso Rear Torso Rear
\ / (3) (3]
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
. Head fOerfion)
1 Lg:t I.er'm ; Life Support 1 Rslr?h: Arm Left Torso (g) Right Torso (g)
. oulder - Sensors . oulder  —
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. ERSmall Laser 1-3 3. Lower Arm Actuator
"9 4. Hand Actuator 5. gensors "9 4. Hand Actuator 29
5. Ferro-Fibrous B. Life Support 5. Ferro-Fibrous 28"
6. Roll Again 6. Roll Again 27
1. Roll Again Ce'nter_ TOP_SD 1. Roll Again Left 26*
2. Roll Again ; ::!9:': ius!on Eng!ne 2. Roll Again Arm 25%
3. Roll Again . Light Fusion Engine 3. Roll Again 4] -
- : 0 : - 24
4-6 4. Rol Again 1-3 '2 (I;lght Fusion Engine 4-6 4. Roll Again =
5. Roll Again - Gyro 5. Roll Again
6. Roll Again g' g‘!"" 6. Roll Again 22+
- byro 21
1. Gyro tEfT‘ 20
A . . . e
Left Torso 2. Light Fusion Engine Right Torso . 157
1 . . . 4-6 3. Light Fusion Engine 1 L X X .
- Light Fusion Engine . . . - Light Fusion Engine 18
9 9 4. Light Fusion Engine 9 9
2. Light Fusion Engine 5 Light PPC 9 2. Light Fusion Engine 17
1-3 3. Ferro-Fibrous 5'[ '9 1-3 3. Targeting Computer
"2 4. FerroFibrous  LLight PRC "2 4. FerroFibrous / 16
5. FerroFibrous X . 5. Ferro-Fibrous HEAT DATA 15*
6. Ferro-Fibrous Engme H!tS 00O 6. Ferro-Fibrous Heat Heat Sinks: 14"
1. Ferro-Fibrous Gyro H!tS oo 1. Ferro-Fibrous LESVSI* Shutdovl\lz:]feCts ;i?I(;IeD] 13%
2. FerroFibrous S_ensor Hits 0O 2. FerroFibrous 28 Ammo Exp. avoidon 8+ QO 9 12
a4-8 3. Roll Again Life Support O 4-6 3. Ferro-Fibrous 26  Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 0 o
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire
B. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points
14 Shutdown, avoid on 4+ O 4
2. Lower Leg Actuator game Plabs ‘3' Lower Leg Actuator 13 +2 Modifier to Fire 3
5. Foot AcFuator 5. Foot Af:tuator 10 -2 Movement Points >
G. 20:: iga!n Damage Transfer G. :e;ZS'hk g +1 Modifier to Eirg =
. oll Again Diagram - RollAgain - ovement Foints
\, J /7 \ / )
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/4 \
'MECH DATA WARRIOR DA
Type: Mongoose MON-86 Name:
Movement Points: Tonnage: 25 Gunnery Skill: I Piloting Skill: -
Walki.ng: 9 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 14 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Small Laser HD 1 3[DE] — 1 2 3
1 Light PPC CT 5 [DE X 3 6 12 18 Left Arm
: 8
1 ER Small Laser RT 2 3[DE] — 2 4 5 (8
1 Beagle Active Probe LT — [E] - — — 4
1 Medium Laser RA 3 O5[DE] — 3 6 9
1 Medium Laser LA 3 5[DE] — 3 6 9
Center
Torso
Rear (4)
(0]
Left Right
\ Cost: Bv:887 Torso Rear Torso Rear
\ / (@) (2)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
H verflow
Left Arm 1. Life Support Right Arm et
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. gmall Laser 1-3 3. Lower Arm Actuator
"9 4. Hand Actuator 5. Sgensors "9 4. Hand Actuator 29
5. Medium Laser B. Life Support 5. Medium Laser 28"
6. Ferro-Fibrous 6. Ferro-Fibrous 27
1. Ferro-Fibrous Centgr‘ To_rso 1. Ferro-Fibrous 26*
2 rororus 3 hpmeee 2 oot
4-6 3. Ferro-F!br‘Dus 3' XL Fusion Engine 4-6 3. Ferra-F?brous A"
4. FerroFibrous 1-3 % 9 4. Ferro-Fibrous -
5. Ferro-Fibrous 4. Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous 22
6. Gyro 51
1. Gyro ) 20*
Left Torso 2. XL Fusion Engine Right Torso (N
3
1. XLEusi . 4'6 . XL Fusion Engine 1 i ! -
. usion Engine a . . - XL Fusion Engine 18
2. XL Fusion Engine - XL Fusion Engine 2. XL Fusion Engine
3: XL Fusion Engine > [Light PPC 3: XL Fusion Engine 17
1-3 4. [ Beagle Active Prabe 6. Light PPC 1-3 4. ER Small Laser / 16
5. LBeagle Active Probe - - 5. Endo Steel HEAT DATA 15%
6. Endo Steel Engme H!tS 00O 6. Endo Steel Heat Heat Sinks: 14"
ro Aits evel* ects *
1. Endo Steel Gy H_t oo 1. Endo Steel LSOI Shutdovl\lz:]f ;I?‘ ;IeD 13
2. Endo Steel Sensor Hits OO 2. Endo Steel 58 Ammo Exp.avoidon 8+ O 12
a4-8 3. Endo Steel Life Support O 4-6 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. avoidon 6+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17  +3 Modifier to Fire 0 =3
2. Upper Leg Actuator HL 2. Upper Leg Actuator 15 -3 Movement Points
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O 2
a game Flabs a 13 +2 Modifier to Fire 3
5. Foot AcFuator 5. Foot Af:tuator 10 -2 Movement Points >
G. 20:: iga!n Damage Transfer G. :e;ZS'hk g +1 Modifier to Eirg =
. oll Again Diagram - RollAgain - ovement Foints
\ g / \ /5
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/4 \
'MECH DATA WARRIOR DATA
Type: Raptor RTX-10U Name:
Movement Points: Tonnage: 25 Gunnery Skill: __ Piloting Skill: _
Walking: 7 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 11 E [EXp‘?Eln;enta” Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
ra: iha
Underwater: 7
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
ER Medium L. CT 5 5[DE] — 4 8 12
1Bl f ium Laser CL El 1 = 5 o = Left Arm Right Arm
1 SAT4 IT 3 4 — 0 0 =— (5) (5)
1 ER Medium Laser RA 5 5[DE] — 4 8 12
1 ER Medium Laser LA 5 5[DE] — 4 8 12
Center
Torso
Rear (2)
Left Right
\ Cost: BV:914 Torso Rear Torso Rear
\ / (@) (2)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
. Head fOerfion)
Left Arm 1. Life Support Right Arm Left Torso (g) Right Torso (g)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. | Double Heat Sink 4. Endo Steel 1-3 3.| Double Heat Sink
"9 4. | Double Heat Sink 5. gensors "9 4.| Double Heat Sink 29
5. LDouble Heat Sink B. Life Support 5.L Double Heat Sink 28"
6. [ Double Heat Sink 6. ER Medium Laser 27
1. | Double Heat Sink Centgr‘ TO_PSD 1. Endo Steel Left 26"
2. LDouble Heat Sink ; ;:: £u5!on E"gfne 2. Endo Steel Arm 25*
3. ER Medium Laser : usion Engine 3. Endo Steel 4) A"
464 Roiagan 1-3 3= XL Fusion Engine 46 Rl again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro tEfT‘ 20
. ’ . e
Left Torso 2. XL Fusion Engine Right Torso . 157
) - 3. XL Fusion Engine . ) 6]
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine 5 2. XL Fusion Engine =
. . - UMU . . 17
3. XL Fusion Engine 6 i 3. XL Fusion Engine
1-3 4. umu - ER Medium Laser 1-3 4. umu / 16
5. umu " " 5. UMU HEAT DATA ~— 15*
6. UMU Engine H!ts 000 6. UMU Heat Heat Sinks: 14"
1. smTa Gyro Hits OO 1. sRT4 Level* Effects 10 (20) o
) Sensor Hits OO ’ 30 Shutdown Double
2. Ammo (SRT 4] 25 3 2. Endo Steel 28 AmmoExp.awoidon 8+ Q 12
a4-8 3. Endo Steel Life Support O 4-6 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. Roll Again 24 +4 Modifier to Fire
B. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 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 ) U 5 -1 Movement Points y ;
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/4 \
'MECH DATA WARRIOR DATA
Type: Arctic Fox AF1U Name:
Movement Points: Tonnage: 30 Gunnery Skill: I Piloting Skill: -
Walki.ng: B Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 9 Era: [Expjrr‘]lg:jentall Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Underwater: 5 )
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 LRT10 RA 4 10 6 0O 0 - .
w,/ Artemis IV FCS Left Arm Right Arm
1 Light PPC 5 5 3 6 12 18 (10) (10)
[DEX]
(R <
S
Center
Torso
Rear (4)
(0]
(o)
Left Right
\ Cost: BV:821 Torso Rear Torso Rear
\ / (3) (3]
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
. Head fOerfion)
Left Arm 1. Life Support nght Arm Left Torso (7) Right Torso (7)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator N 307
3. | Light PPC 4. mass 3. Lower Arm Actuator
1-3 4. [Light PPC 5. sensors 1-3 4. Hand Actuator o 29
5. Endo Steel B. Life Support 5.[LnT 10 o 28*
6. Endo Steel 6.LLRT 10 o 27
1. Endo Steel Centgr‘ TO_PSD 1. Artemis IV FCS Left o 267
g. Endo Steel ; ;:: iz::g: E:g::z g Ammo (LRT 10 Artemis) 12| Arm D5+
. Roll Again . . Endo Steel 5 e
464 g Again 1-3 3= XL Fusion Engine 467 Endoseel e ol
5. Roll Again 4. Gyro 5. Endo Steel 23
6. Roall Again g Gyro 6. Endo Steel 22
- Gyro 21
1. Gyro tEfT‘ 20
. : . e
Left Torso S XL Fusion Engine Right Torso o 157
1. XL Fusion Engine 4-6 4. uston Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine - XL Fusion Engine 2. XL Fusion Engine
9 5. 9 17%
3. XL Fusion Engine Endo Steel 3. XL Fusion Engine
1-3 4. ['Double Heat Sink 8- Endo Steel 1-3 4 [ Double Heat Sink Y HEAT DATA 18
5. | Double Heat Sink - - 5.| Double Heat Sink 15%
6. L Double Heat Sink Engine Hits 00O 6.1 Double Heat Sink Heat Heat Sinks: | 14~
1. uMU Gyro Hits OO 1.T Double Heat Sink Level* Effects 10 (20) T
Sensor Hits OO . 30 Shutdown Double
2. umu 2.| Double Heat Sink ; + 12
. ! 28 Ammo Exp. avoid on 8 (o)
4-6 3. umu Life Support O 4-6 3.LDouble Heat Sink 26  Shutdown, avoid on 10+ 1
4. Roll Again 4. umu 25 -5 Movement Points 0 o
5. Roll Again 5. umu 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 53  Ammo Exp. avoidon 8+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator +2uKA D;\,’P’ avovaon
4. Foot Actuator 4. Foot Actuator 13 cditier to fire 3
5 oo 5 10 -2 Movement Points )
G. Endo Steel Damage Transfer G. Endo Steel g  +1 Modifier to Fire =
- Endo Steel . - Endo Steel - i
\ ndo Stee Diagram ndo Stee J 5 1 Movement Points / =




T 11_ETETIH

’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (8)

Right Torso
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/4 \
'MECH DATA WARRIOR DA
Type: Hitman HM-1r Name:
Movement Points: Tonnage: 30 Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 11[14] Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 TAG HD O 0[] — 5 10 15 .
1 Beagle Active Probe RT — [f] =— — =— 4 Left Arm Right Arm
1 GuardianECMSute LT — [f] — — — B 7 7)
1 MML7 LT 4 [MSC
LBM 1/Msl B8 7
SRM 2/Ms|l — 3
2 ER Medium Laser LA 5 5[DE] — 4
Left Right
L Center
eg Leg
9 Torso ©)
( Rear ()
Left Right
\ Cost: BV:938 Torso Rear Torso Rear
\ (4) (4)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm 1. Life Support Right Arm Lefs Torso (7)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. TG 1-3 3. Lower Arm Actuator o
"9 4. ER Medium Laser 5. sensors "9 4. Hand Actuator o 29
5. ER Medium Laser B. Life Support 5. Endo Steel o 28"
6. Endo Steel 6. Endo Steel o 27
1. Endo Steel Center Torso 1. Endo Steel Left o 26"
2. Endo Steel ; ;:: iusion E"gine 2. Endo Steel Arm 25*
3. Endo Steel : usion Engine 3. Endo Steel 5) A"
4-6 4. Light Ferro-Fibrous 1-3 3. XL Fusion Engine 4-6 4. Light Ferro-Fibrous -
5. Light Ferro-Fibrous 4. XL Gyro 5. Light Ferro-Fibrous 23
6. Roll Again 5. XLGyro 6. Roll Again 22+
B. XL Gyro 51
1. XLGyro tEfT‘ 20*
. e
Left Torso S Xy Right Torso o 157
1. XL Fusion Engine 4-6 4' yro . 1. XL Fusion Engine 18*
2. XL Fusion Engine - XL Fusion Engine 2. XL Fusion Engine
g g *|
3 ) h 5. XL Fusion Engine 3 : h 17
1 _3 . XL Fusion Engine B. XL Fusion Engi 1 _3 . XL Fusion Engine
usion Engine } 16
4. MMmL 7 4. Heat Sink / HEAT DATA
5.| MML7 - - 5. Heat Sink 15
6.| MML 7 Engine Hits 00O G-[Beagle Active Probe Heat Heat Sinks: | 14~
1.LMML 7 Gyro H!tS oo 1.LBeagle Active Probe Level* Effects 1 0 (10) 13*
5 Sensor Hits OO 5 30 Shutdown ) Single
- Ammo (MML 7/LRM) 17 - - Endo Steel 28 Ammo Exp. avoidon 8+ QO 12
4-6 3. Ammo (MML 7/SRM) 14 Life Support O 4-6 3. Endo Steel 26  Shutdown, avoid on 10+ T
4. [Guardian ECM Suite 4. Endo Steel 25 -5 Movement Points 0 o
5. LGuardian ECM Suite 5. Endo Steel 24  +4 Modifier to Fire
6. Endo Steel 6. Light Ferro-Fibrous 23 Ammo Exp. avoid on 6+ @ 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g- ::Ig:z Eerro-:jgrous Damage Transfer g mﬁ:g 8  +1 Modifier to Fire f
\ - Light Ferro-Fibrous Diagram . J 5 -1 Movement Points / =




BNATTILETETIH

’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: UrbanMech UM-AIV Name:
Movement Points: Tonnage: 30 Gunnery Skill: I Piloting Skill: -
Walking: 2 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 3 Era: [AjfndCEd] Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: o ra: iha
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 A \% RT/RA10 20 - 1 2 8
rrow / AESF Left Arm Right Arm
1 ER Medium Laser LA 5 5[DF — 4 8 12 (10) (10)
Left Right
Center
Leg Leg
Torso
(12 Rear (g) (1)
Left Right
\ Cost: BV:603 Torso Rear Torso Rear
\ / (4) (4)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
H Overflow
) Left Arm ; - Life Support ) Right Arm
. Shoulder . Sensors . Shoulder \ /
2. Upper Arm Actuator 3. Small Cockpit 2. _Upper Arm Actuator 30"
1-3 3. ERMedium Laser 4. sensors 1-3 3.| Arrow IV o
4. Endo Steel 5. Heat Sink 4.| Arrow IV o 29
g. Endo Steel 6. Endo Steel g Arrow IV o 28"
. Endo Steel .| Arrow IV 27
[¢]
1. Endo Steel 1 Center Torso 1.| Arrow IV o) 267
2. Endo Steel - XL Fusion Engine 2.| Arrow IV *
3. Endo Steel 2. XL Fusion Engine 3.| Arrow IV 25*
464 Endosteel 1-3 3= XLFusion Engine 464 arvowv 22
5. Roll Again 4. XL Gyro 5.| Arrow IV 23
6. Roall Again g it gyr‘o 6. Arrow IV 22
) yro 21
1. XL Gyro 20*
Left Torso 2. XLGyro Right Torso (C
. . 3. XL Gyro . "
1. XL Fusion Engine 4-6 4. XL Fusion Engi 1. XL Fusion Engine 18*
2. XL Fusion Engine ’ uston Engine 2. XL Fusion Engine =
3 ) h 5. XL Fusion Engine : h 17
. XL Fusion Engine 8 ) ) 3. XL Fusion Engine
1-3 . - XL Fusion Engine 1-3 " 16
4. Heat Sink 4. Heat Sink / HEAT DATA
5. Heat Sink - - 5. Heat Sink —\ [ 15"
6. Jump Jet Engine Hits 00O 6. Jump Jet Heat Heat Sinks: | [~
1. Ammo (Arrow IV) 5 Gyro H!tS oo 1.| Arrow IV LESVSI* Shutd Effects ;0 (;ID] 13*
2. A Arrow IV Homing) 5 Sensor Hits OO 2.| Arrow IV ureomn ; ng'e 12
mmo (. g - 28 Ammo Exp.avoidon 8+ QO
a4-8 3. Endo Steel Life Support O 4-6 3.[ Arrow IV 26  Shutdown, avoid on 10+ 11
4. Endo Steel 4. Arrow IV 25 -5 Movement Points 0 0"
5. Endo Steel 5.LArrow IV 24  +4 Modifier to Fire
6. Endo Steel 6. Endo Steel 23 Ammo Exp. avoid on B+ o 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator +EUKA D;\,’P’ avovaon
4. Foot Actuator 4. Foot Actuator 13 cditier to fire 3
) - : N 10 -2 Movement Points E)
g. se;t ;!nkl Damage Transfer g :ea: gmt 8  +1 Modifier to Fire -
\ - Endo Steel Diagram - Heat Sin J 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: UrbanMech UM-R80 Name:
Movement Points: Tonnage: 30 Gunnery Skill: I Piloting Skill: -
Walking: 2 Tech Base: Ir_mer' Sphere HtsTaken[ 1 |2 1314151 6
Running: 3 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 3
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Beagle Active Probe RT =— [E] _——_ == 4
1 Guardian ECM Suite LT — [f] — — — B Left Arm Right Arm
1 Small Pulse Laser LT 2 3P — 1 2 3 (10) (10)
1 Snub-Nose PPC RA 10 1[%E86]5 — 9 13 15
1 TAG RA O 0[S — 5 10 15
1  Small Laser LA 1 3[DE] — 1 2 3
Left Right
Center
Leg Leg
12) Torso (12)
( Rear (8)
Left Right
\ Cost: BV:699 Torso Rear Torso Rear
\ / (4) (4)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
Left Arm 14 Right Arm drerow
- Life Support Left Torso (7)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Small Laser 4. Heat Sink 1-3 3.[Snub-Nose PPC o
"9 4. Roll Again 5. sensors "9 4 ] snub-Nose PPC o 29
5. Roll Again 6. Life Support 5. TAG o 28*
6. Roll Again 6. Roll Again o 27
1. Roll Again Center TDI"SO 1. Roll Again Left o 26*
2. Roll Again ; ::“5!0" E“gfne 2. Roll Again Arm 25*
3. Roll Again - Fusion Engine 3. Rall Again 5) A"
464 Roiagan 1-3 3 Fusion Engine 46 Rl again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro tEfT‘ 20
- . . e
Left Torso 2 Fusion Engine Right Torso o (N
1. Heat Sink 4-6 ;5 eoeon e 1. Heat Sink 18"
2. Heat Sink * _Fusion Engine 2. Heat Sink
5. [ Improved Jump Jet 17*
3. | Improved Jump Jet 6 3.| Improved Jump Jet
1-3 - LImproved Jump Jet 1-3 16
4. | Improved Jump Jet 4.|_Improved Jump Jet / HEAT DATA
5. Small Pulse Laser - - 5-[Beagle Active Probe 15*
6. [Guardian ECM Suite Engme H!tS o o o 6. Beagle Active Probe Heat Heat Sinks: 14"
1. Leuardian ECM Suite Gyro Hits 0O 1. Roll Again Level* Effects 11011) 13"
. Sensor Hits OO . 30 Shutdown Single
2. Roll Again - 2. Roll Again 28 AmmoExp.avoidon 8+ QO 12
a4-8 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. Roll Again 5. Roll Again 24 +4 Modifier to Fire
6. Roll Again 6. Roll Again 53  Ammo Exp. avoidon 8+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points >
5. Heat Sink 5. Heat Sink s ]
6. Heat Sink Damage Transfer B. Heat Sink E ﬂ Mﬁig'riref,‘é Elgients 1
\ Diagram J \L / S




T 11_ETETIH

{'MECH DATA )
Type: Jenner JR7-C4

Movement Points:

’'MECH RECORD SHEET

Tonnage:

35

WARRIOR DATA

Name:

Gunnery Skill: Piloting Skill:

Hits Taken| 1 213]14]|]5]|6
Consciousness#| 3 | 5 | 7 11 |Dead|

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

Walking: 7 Tech Base: Inner Sphere

Running: 11 [Expe;rimental]

Jumping: 7 Era: Jihad
Weapons & Equipment Inventory (hexes)

Qty Taype Loc Ht Dmg Min Sht Med Lng

1 C°Boosted Sl HD — E —_—— — -

1 M|\/|ED§ edave BA 3 [I\/I[,S],C Left Arm Right Arm
LBM 1/Msl B8 7 14 21 1) 1
SRM 2Msl — 3 6 9

1 MML5 LA 3 [MSC
LBM 1/Msl 68 7 14 21
SRM 2/Msl — 3 6 9

Left Right
L Center
eg Leg
Torso
(15) Rear (4) (15]
Left Right
\ Cost: BV:703 Torso Rear Torso Rear
\ / (4) (4)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Small Cockpit 2. Upper Arm Actuator 30"
1-3 3 [Mmes 4. gensors 1.3 3[MmLs —
4.1 MML 5 5. c3Boosted Slave 4. MML 5
5. LMML 5 6. C3Boosted Slave 5.LMML 5 28*
6. Heavy Ferro-Fibrous 6. Heavy Ferro-Fibrous 27
1. Heavy Ferro-Fibrous Centgr‘ TO_PSD 1. Heavy Ferro-Fibrous 26*
2. Heavy Ferro-Fibrous 1. x Fusion Engine 2. Heavy Ferro-Fibrous 25%
4-6 3. Heavy Ferro-Fibrous 2. XL Fusion Engine 4-6 3. Heavy Ferro-Fibrous A"
4. Heavy Ferro-Fibrous 1-3 3= XL Fusion Engine 4. Heavy Ferro-Fibrous -
5. Heavy Ferro-Fibrous 4. Gyro 5. Heavy Ferro-Fibrous 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro 20*
Left Torso s XL Fusion Engine Right Torso 19"
1. XL Fusion Engine 4-6 4: XL Fus!on Eng!ne 1. XL Fusion Engine 18*
2. XL Fusion Engine uston Engine 2. XL Fusion Engine =
. . 5. Jump Jet . " 17
3. XL Fusion Engine 6 ) 3. XL Fusion Engine
1-3 . - Heavy Ferro-Fibrous 1-3 16
4. [ Double Heat Sink 4. Jump Jet / HEAT DATA
5. | Double Heat Sink . . 5. Jump Jet 15%
6. L Double Heat Sink Engine Hits 00O 6. Jump Jet Heat Heat Sinks: | 14~
1. Jump Jet Gyro Hits 0O 1. Ammo (MML 5/LRM) 24 Lol o et oo (En) 13
2. Jump Jet S_ensor Hits 0O 2. Ammo (MML 5/SRM) 20 28 Ammo Exp.avoidon 8+ QO 12
a4-6 3. Jump Jet Life Support O 4-6 3. CASE 26 Shutdown, avoid on 10+ 11
4. Heavy Ferro-Fibrous 4. Heavy Ferro-Fibrous 25 -5 Movement Points o O
5. Heawy Ferro-Fibrous 5. Heavy Ferro-Fibrous 24  +4 Modifier to Fire
B. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Heavy Ferro-Fibrous Damage Transfer 5. Heavy Ferro-Fibrous 8  +1 Modifier to Fire 2
\ 6. Heavy Ferro-Fibrous Diagram 6. Heavy Ferro-Fibrous PAN 5 -1 Movement Points / ;

©® 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.
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’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Raven RVN-4Lr Name:
Movement Points: Tonnage: 35 Gunnery Skill: I Piloting Skill: -
Walking: 6 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 9 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Beagle Active Probe CT — [E] =— — =— 4 ,
1 TAG RT 0O 0O[S] — 5 10 15 Left Arm Right Arm
1 GuardianECMSuite LT — [f] — — — B (10) (10)
1 MML7 LT 4 [MSC
LBM 1/Msl B8 7 14 21
SRM 2/Msl — 3 6 9
w/ Artemis IV FCS
2 ER Medium Laser BA 5 5[DE] — 4 8 12
1 ER Medium Laser LA 5 5[DE] — 4 8 12 Left Right
Center
Leg Leg
10) Torso (10)
( Rear (4)
Left Right
\ Cost: BV:989 Torso Rear Torso Rear
\ / (4) (4)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm 1. Life Support Right Arm et
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. | Double Heat Sink 4. Roll Again 1-3 3. ER Medium Laser
4. | Double Heat Sink 5. Sgensors 4. ER Medium Laser 29
5. LDouble Heat Sink B. Life Support 5. Stealth 28"
6. ER Medium Laser 6. Stealth 27
1. Stealth Center Torso 1. Roll Again 26*
2. Stealth ; ;:: iusion E"gine 2. Roll Again 25%
3. Roll Again . usion Engine 3. Roll Again T
- . : - 24
464 Roiagan 1-3 3= XL Fusion Engine 46 Rl again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g' g‘!"" 6. Roll Again 22+
- byro 21
1. Gyro 20*
Left Torso 2. XL Fusion Engine Right Torso (C
3. XL Fusion Engine
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine N 2. XL Fusion Engine =
3. XL Fusion Engine > [Beagle Active Probe 3. XL Fusion Engine 17
1-3 5 9 B.| Beagle Active Probe 13, 9! 16
4.[mMML7 4.[ Double Heat Sink /4 HEAT DATA
5.| MML7 - - 5.| Double Heat Sink 15
6.| MML 7 Engine Hits 00O 6.1 Double Heat Sink Heat Heat Sinks: | 14~
1.LmmL 7 Gyro H!ts oo 1. Ammo (MML 7 LRM Arcemis) 7] | Level™ Effects 10 (20) 13%
5 . Sensor Hits OO 5 ) 30 Shutdown ) Double
. Artem_ls IV FCS ] - - Ammo (MML 7 SRM Artemis) 14 28 Ammo Exp. avoidon 8+ QO 12
463 [Guardlan ECM Suite Life Support O 4-6 3 ThG 26  Shutdown, avoid on 10+ 11
4.| Guardian ECM Suite 4. case 25 -5 Movement Points 0 0"
5. stealth 5. Stealth 24  +4 Modifier to Fire
B. Stealth 6. Stealth 53  Ammo Exp. avoidon 8+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +g MDdifier to lgir_e 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 éh dovement'd O'”tz+ o) a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator +2uKA D;\,’P’ avovaon
4. Foot Actuator 4. Foot Actuator 13 cditier to fire 3
5' 5' 10 -2 Movement Points E)
> Stealth Damage Transfer o Stealth 8  +1 Modifier to Fire =
- Stealth . - Stealth - i
\ ea Diagram ea J U 5 1 Movement Points / =

©® 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.



T 11_ETETIH

’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Talon TLN-BW Name:
Movement Points: Tonnage: 35 Gunnery Skill: I Piloting Skill: -
Walking: 8 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 12 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 H PPC RA 15 15 3 6 12 18
i DEX Left Arm Right Arm
2 Medium Laser LA 3 5[DE] — 3 6 9 (12) 12)
Left Right
L Center
eg Leg
16) Torso (18)
( Rear (5)
Left Right
\ Cost: BV: 1,341 Torso Rear Torso Rear
\ / (4) (4)
/ \ Heat
CRITICAL HIT TABLE 2K INTERNAL STRUCTURE DIAGRAM P
Head ] —
Left Arm 1. Life Support Right Arm et
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
3. Medium Laser 4. Heavy Ferro-Fibrous 3.| Heavy PPC
1-3 4. Medium Laser 5 1-3 4. H 29
. - Sensors .| Heavy PPC
5. Endo Steel B. Life Support 5.| Heavy PPC 28"
6. Endo Steel 6.LHeavy PPC 27
1. Endo Steel Centgr‘ TO_PSD 1. Endo Steel 26"
2. Endo Steel ; ;:: £u5!on E"gfne 2. Endo Steel 25%
3. Heavy Ferro-Fibrous . usion Engine 3. Heavy Ferro-Fibrous T
- . : - 24
4-6 4. Heavy Ferro-Fibrous 1-3 3. XL Fusion Engine 4-6 4. Heavy Ferro-Fibrous -
5. Heavy Ferro-Fibrous 4. Gyro 5. Heavy Ferro-Fibrous 23
6. Roll Again g' g‘!"" 6. Roll Again 22+
- byro 21
1. Gyro 20*
Left Torso 2. XL Fusion Engine Right Torso (C
1. XL Fusion Engine 4-6 2 XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine - XL Fusion Engine 2. XL Fusion Engine =
3 ) h 5. Heavy Ferro-Fibrous : h 17
. XL Fusion Engine 8 . 3. XL Fusion Engine
1-3 4. Endo Steel - Heavy Ferro-Fibrous 1-3 4. Endo Steel / HEAT DATA 16
5. Endo Steel - - 5. Endo Steel _ \, 15"
6. Endo Steel Engme H!tS 00O 6. Endo Steel Heat Heat Sinks: 14"
1. Endo Steel Gyro Hits 0O 1. Endo Steel Level™ Effects 11 (22) 13"
2. H F Fib Sensor Hits OO 2 H ; Fib 30 Shutdown ) Double
3- eavy Ferro-Fibrous Life S 3- eavy Ferro-Fibrous 28 Ammo Exp. aVQId on8+ 0O 12
a4-6 = Heavy Ferro-Fibrous ife Support O 4-6> Heavy Ferro-Fibrous 26  Shutdown, avoid on 10+ 11
4. Heavy Ferro-Fibrous 4. Heavy Ferro-Fibrous 25 -5 Movement Points 0 0"
5. Heawy Ferro-Fibrous 5. Heavy Ferro-Fibrous 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 53  Ammo Exp. avoidon 8+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator g abs 3. Lower Leg Actuator 13 + EUK/I own. avoid on
AT odifier to Fire 3
4. Foot Actuator 4. Foot Actuator :
5 . 5 . 10 -2 Movement Points E)
G. Heavy Ferro-Fibrous Damage Transfer G. Heavy Ferro-Fibrous o) +1 Modifier to Fire -
- Heavy Ferro-Fibrous . - Heavy Ferro-Fibrous 5 -1 Movement Points
Diagram
\ g /7 \ /5
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Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Hermes Il HER-55r Name:
Movement Points: Tonnage: 40 Gunnery Skill: ____ Piloting Skill: __
Walking: 6 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 9 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 H PPC RT 15 15 3 6 12 18
e [DEX] Left Arm Right Arm
1 Medium Pulse Laser RA 4 6[P] — 2 4 6 n M1
1  FHamer 3 2 _— 2 3
[DEH,AI
1 Guardian ECM Suite LA — [E] - — = B
Left Right
Center
Leg Torso Leg
(14) Rear (g) (14)
Left Right
\ Cost: BV: 1,242 Torso Rear Torso Rear
\ / (8) (5)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm 1. Life Support Right Arm et
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
"9 4. Flamer 5. Sgensors "9 4. Hand Actuator 29
5. [Guardian ECM Suite B. Life Support 5. Medium Pulse Laser 28"
6. LGuardian ECM Suite 6. Roll Again 27
1. Roll Again Center TOPSD 1. Roll Again 26*
2. Roll Again ; ::“5!0" E“gfne 2. Roll Again 25%
3. Roll Again - Fusion Engine 3. Roll Again T
- : : - 24
464 Roiagan q-3 3 Fusion Engine 46 Rl again -
5. Roll Again 4. XL Gyro 5. Roll Again 23
6. Roll Again 5. XLGyro 6. Roll Again 22+
B. XL Gyro 51
1. XL Gyro 20*
Left Torso 2. XLGyro Right Torso (C
K 3. XL Gyro
1. [ Double Heat Sink 4-6 a . . 1.[ Heawy PPC 18*
" - Fusion Engine
2. | Double Heat Sink . " 2.| Heavy PPC =
3 . 5. Fusion Engine 17
. LDouble Heat Sink 6 . i 3.| Heawy PPC
1-3 - Fusion Engine 1-3 16
4. Endo Steel 4. Heavy PPC / HEAT DATA
5. Endo Steel - - 5. Endo Steel 15*
6. Endo Steel Engme H!tS 00O 6. Endo Steel Heat Heat Sinks: 14"
1. Endo Steel Gyro Hits 0O 1. Endo Steel Level™ Effects 10 (20) 13"
Sensor Hits OO 5 30 Shutdown ) Double
2. Endo Steel . . Endo Steel 28  Ammo Bxp. avoidon 8+ O 12
a4-8 3. Endo Steel Life Support O 4-6 3. Endo Steel 26  Shutdown, avoid on 10+ 11
4. Endo Steel 4. Endo Steel 25 -5 Movement Points 0 O
5. Roll Again 5. Endo Steel 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 53  Ammo Exp. avoidon 8+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. Roll Again Damage Transfer g Roll Again 8  +1 Modifier to Fire f
\ - Roll Again Diagram - Roll Again PAN 5 -1 Movement Points / =




T 11_ETETIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8) .
Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Vulcan VT-5Sr Name:
Movement Points: Tonnage: 40 Gunnery Skill: ____ Piloting Skill: __
Walki.ng: B Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 91[12] Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Jumping: 6
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Pl Rifl RT 10 10 _ 10 15
asmanire [DEH,AI Left Arm Right Arm
1 Medium Laser LT 3 5[DE] — 3 6 9 (B) (B)
1 Flamer RA 3 2 - 2 3
[DEH,AI
1 Machine Gun 2 -1 2 3
[DB.AI]
Left Right
Center
Leg Torso Leg
(12 Rear (5) (1)
Left Right
\ Cost: BV:1,210 Torso Rear Torso Rear
\ / (8) (5)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Left A Head Right A et
eft Arm 1. Lifesu ight Arm oo
pport
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
"9 4. Machine Gun 5. Sgensors "9 4. Flamer 29
5. Ferro-Fibrous B. Life Support 5. Ferro-Fibrous 28"
6. Ferro-Fibrous 6. Ferro-Fibrous 27
1. Ferro-Fibrous Centgr‘ To_rso 1. Ferro-Fibrous 26*
2. Ferro-Fibrous 1. XL Fusion Engine 2. FerroFibrous 25
3. Ferro-Fibrous 2. XL Fusion Engine 3. FerroFibrous G
4-6 4. Rol Again 1-3 3. XL Fusion Engine 4-6 4. Roll Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro 20*
' ion Engi i El
Left Torso 2. XL Fusion Engine Right Torso
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine =
. . 5. Jump Jet . " 17
3. XL Fusion Engine 6 3. XL Fusion Engine
1-3 4. Heat Sink © Jump Jet 1-3 4. Jump Jet / 16
5. Heat Sink 5. JumpJ HEAT DATA =
. N N . p Jet
B. Heat Sink Engine Hits gg o 6. Plasma Rifle Heat Heat Sinks: | 727
Gyro Hits . Level * Effects 12 (12) T3
;. Jump Jet Sensor Hits 0O ; Plasma Rifle . 30 Shutdown Single
. Jum!) Jet - - Ammo (Plasma R!ﬂe] 10 28 Ammo Exp. avoidon 8+ O O 12
4-6 3. Medium Laser Life Support O 4-6 3. Ammo (Plasma Rifle) 10 26  Shutdown, avoid on 10+ @ & 1
4.  Ammo (Machine Gun) 200 4. case 25 -5 Movement Points o ——
5.['masc 5. Roll Again 24 +4 Modifier to Fire
8. Lmasc B. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17  +3 Modifier to Fire 0 =3
2. Upper Leg Actuator HL 2. Upper Leg Actuator 15 -3 Movement Points
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O 2
a game Flabs a 13 +2 Modifier to Fire 3
5. Foot Ac_:tuator 5. Foot Agtuator 10 -2 Movement Points >
G. Ferro-Fibrous Damage Transfer G. Ferro-Fibrous o) +1 Modifier to Fire -
- Ferro-Fibrous - - Ferro-Fibrous 5 —~1 Movement Points
Diagram
\ g / \ /5

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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T 11_ETETIH

{'MECH DATA )

Type: Firestarter FS9-0U

Movement Points:

’'MECH RECORD SHEET

Walking: 6
Running: 9
Jumping: 6

Tonnage:
Tech Base: Inner Sphere

Era:

45

Jihad

Weapons & Equipment Inventory

(hexes)

WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
HitsTaken|1 |2 |3 14| 5] 6
Consciousness#| 3 | 5 | 7 |10]| 11 |Dead

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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Qty Type Loc Ht Dmg Min Sht Med Lng < “
1 Medium Pulse Laser HD 4 6[P] — 2 4 6 ,,’ = ) —
1 Flamer CT 3 [DEEH Al -1 2 3 3 M ,0'“[ /;) Left Arm Right Arm
H. 7 ,// I” ) (12) (12)
—_ Y/
1 Flamer(R) T3 T 1 23 17 ! /‘Lﬁﬁ”
1 Liquid Storage (1ton) RT — [f] — =— =— =— (“ . NN
1 Medium Pulse Laser RT 4 6[F] — 2 4 B ‘-)» ~ - OSSR e
1 MedumPulse Laser LT 4 B[] — 2 4 & L/ Sy ,
1 Sword RA — - _ - = ﬂ.___g‘ — “’,l‘w!-;';l! \_! Left Conter Right
2 Medium Pulse Laser LA 4 B[P — 2 4 6 m“}., Leg Torso Leg
(18] Rear (7) (18]
Left Right
\ Cost: BV:1,120 Torso Rear Torso Rear
\ / (6) (6)
/ \ Heat
CRITICAL HIT TABLE v " INTERNAL STRUCTURE DIAGRAM JE48H
: fOerfion)
) L!;-‘:t I»do«f‘m ; Life Support , Rslr? hlf Arm Right Torso (11]
. oulder - Sensors . oulder ) S
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 50"
1-3 3. Lower Arm Actuator 4. Medium Pulse Laser 1-3 3. Lower Arm Actuator
4. Medium Pulse Laser 5. gensors 4. Hand Actuator 29
5. Medium Pulse Laser B. Life Support 5.| Sword 28"
6. Endo Steel 6.| Sword 27
1. Endo Steel Centgr‘ TQPSO 1.Lsword Right [ 26
N . Endo Steel . ! ! N . Endo Steel (7 o4
4-6 4. Endo Steel 1-3 2 )él' Fusion Engine 4-6 4. Endo Steel ==
5. Roll Again - Gyro 5. Roll Again
6. Roll Again g' g‘!"" 6. Roll Again 22+
- Gyro 51
1. Gyro RLith 507
Left Torso S XL Fusion Engine Right Torso v KL
1. XL Fusion Engine 4-6 4. uston Engine 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine m
3. XL Fusion Engine 5. Flamer 3. XL Fusion Engine 17
1-3 4: Double Heat gink 6. Flamer (R 1-3 4: Double Heat ?Sink / 16
5. | Double Heat Sink - - 5.| Double Heat Sink HEAT DATA 15*
6. L Double Heat Sink Engine Hits 00O 6.1 Double Heat Sink Heat Heat Sinks: | 14~
1. Jump Jet Gyro Hits OO 1. Jump Jet Level * Effects 12 (24) D
2' P Sensor Hits 0O 2' P 30 Shutdown Double
- Jump Jet ; - Jump Jet 28 Ammo Exp.avoidon 8+ O O 12
a4-6 3. Jump Jet Life Support O 4-6 3. Jump Jet 26 Shutdown, avoid on 10+ 11
4. Medium Pulse Laser 4. Medium Pulse Laser 25 -5 Movement Points 0 0"
5. Endo Steel 5. Liquid Storage (1 ton) 24  +4 Modifier to Fire
6. Endo Steel 6. Roll Again 23 Ammo Exp. avoidon 6+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (0] >
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on 6+ 6
; ; 17  +3 Modifier to Fire >
1. Hip ‘V 1. Hip . o) 5
2. Upper Leg Actuator CH.[H Lq S.[ 2. Upper Leg Actuator :ll 2 ésumg\\//\?r?]g\r/]ctliscggt2+ 1) a
2. Lower Leg Actuator game Plabs ‘3' Lower Leg Actuator 13 +2 Modifier to Fire 3
. Foot Actuator . Foot Actuator 10 -2 Movement Points >
5. Endo Steel Damage Transfer 5. Endo Steel 8  +1 Modifier to Fire
\ 6. Endo Steel Diagram 6. Endo Steel ) U 5 -1 Movement Points y ;
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’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head

©) Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Preta C-PRT-OU Exanimus Name:
Movement Points: Tonnage: 45 Gunnery Skill: ____ Piloting Skill: __
Walki.ng: B Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 9 [Expefr‘lmental] Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Underwater: 6 Era: Jihad
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser HD 2 3[DE] — 2 4 5 .
1 Improved C3CPU T — [ — — = = Left Arm Right Arm
1 Laser AMS T 7 @ = = = = — (13) (13)
1 Snub-Nose PPC RA 10 1[%E86]5 — 9 13 15
1 Retractable Blade A — 5 — = = —
Left Right
Leg Center Leg
o0 Torso 20
(20) Rear (7) (20)
Left Right
\ Cost: BV: 1,055 Torso Rear Torso Rear
\ / (8) (5)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm 1. Life Support Right Arm Right Torso (11]
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Small Cockpit 2. Upper Arm Actuator 30"
1-3 3. Lower Arm Actuator 4. sensors 1-3 3.| Snub-Nose PPC
"9 4. Hand Actuator 5. ERSmall Laser "9 4| snub-Nose PPC 29
5. | Retractable Blade B. Roll Again 5. Endo Steel 28"
6. | Retractable Blade 6. Endo Steel 27
1. | Retractable Blade Ce'nter_ TOP_SD 1. Endo Steel Right | 267
2. LRetractable Blade ; ::!9:': ius!on Eng!ne 2. Roll Again Arm [ 25%
3. Endo Steel - Light Fusion Engine 3. Roll Again (7) G
- : 0 : - 24
4-6 4. Endo Steel 1-3 3. Light Fusion Engine 4-6 4. Roll Again -~
5. Endo Steel 4. Gyro 5. Roll Again 23
6. Roll Again g' g‘!"" 6. Roll Again 22+
- byro 21
1. Gyro Rght |35
. . . - L
Left Torso 2 Light Fusion Engine Right Torso N K
1. Light Fusion Engine 4-6 4. lgnt fusion Engine 1. Light Fusion Engine 18*
2. Light Fusion Engine  Light Fusion Engine 2. Light Fusion Engine
g g g g x|
5.[ Improved C3CPU h 17
3. umu 6 3.| Double Heat Sink
1-3 - LImproved C3CPU 1-3 . 16
4. umu 4.| Double Heat Sink /4 HEAT DATA
5. umu - - 5.1 Double Heat Sink 15%
6. [Laser AMS Engine H!ts 000 6. umu Heat Heat Sinks: 147
1. L Laser AMS Gyro H!ts o0 1. uMU Level* Effects 11 (22) o
(=] Hits OO 30 Shutdown Double
2. Endo Steel pensor Hits 2. umu 28 AmmoExp.awidon8+ QO 12
a4-8 3. Endo Steel Life Support O 4-6 3. Endo Steel 26  Shutdown, avoid on 10+ 11
4. Rl Again 4. Endo Steel 25 -5 Movement Points 0 0"
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire
B. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17 +g MDdifier to lgir.e o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 éh dovement'd O'”tz+ o) a
3. Lower Leg Actuator game D labs 3. Lower Leg Actuator utdown, avoid on
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire 3
5 oo 5 10 -2 Movement Points )
6. Engo zzee: Damage Transfer G- Engo :Eee: 8  +1 Modifier to Fire =
\ - Endo Steel Diagram - Endo Steel J 5 -1 Movement Points / =
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’'MECH RECORD SHEET

{'MECH DATA )
Type: Snake SNK-2Br

Movement Points:

Walking: 5
Running: 8
Jumping: 5

WARRIOR DATA

Qty Type

Weapons & Equipment Inventory
Loc Ht Dmg Min Sht Med Lng

Name:
Tonnage: 45 Gunnery Skill: Piloting Skill:
Tech Base: lnner‘ Spher‘e HitsTaken|1 |2 |3 14| 5] 6
Era: Jihad Consciousness#| 3 | 5 | 7 |10] 11 |Dead!
(hexes)

Left Torso

ARMOR DIAGRAM

Head

®) Right Torso

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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1 Guardian ECM Suite LT — [E —_— —_ = B .
2 Streak SRM 2 LT 2 2(M5| — 3 B 9 Left Arm Right Arm
MC] (10) (10)
2 Plasma Rifle RA 10 10 - 10 15
[DEH.AI
Left Right
L Center L
eg €g
Torso
(18] Rear (g) (18)
Left Right
\ Cost: BV: 1,603 Torso Rear Torso Rear
\ (4) (4)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm 1. Life Support Right Arm Right Torso (11]
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator =
4. Hand Actuator 5. Sgensors 4.[Plasma Rifle
5. | Double Heat Sink B. Life Support 5.L Plasma Rifle 28"
6. | Double Heat Sink G.[Plasma Rifle 27
1. LDouble Heat Sink Centgr‘ TO_PSD 1.Lpiasma Rifle Right [ 26~
2. Stealth ; ;:: IF:USEO" E"gfne 2. Stealth Arm [B57
3. Stealth : usion Engine 3. Stealth 7 e
464 Roiagan 1-3 3= XL Fusion Engine 464 Rl again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro RLith 20~
Left Torso 2. XL Fusion Engine Right Torso °9 (C
3. XL Fusion Engine (0
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
2. XL Fusion Engine - XL Fusion Engine 2. XL Fusion Engine
g g *|
. . 5. Jump Jet . " 17
3. XL Fusion Engine 6 - 3. XL Fusion Engine
1-3 a. 4 - Roll Again 1-3 a 16
. ump Jet . Jump Jet / HEAT DATA
5. Jump Jet - - 5. Jump Jet 15*
B. Streak SRM 2 Engine Hits 00O 6. Ammo (Plasma Rifle) 10 Heat Heat Sinks: | 14~
1. Streak SRM 2 Gyro Hits 0O 1. Ammo (Plasma Rifle) 10 Level™ Effects 10(20) 13"
5 N . Sensor Hits OO 30 Shutdown Double
. [Guardlan ECM Suite . 2. Ammo (Streak SRM 2) 50 58 Ammo Exp. avoidon 8+ O 12
4-6 3. LGuardian ECM Suite Life Support O 4-6 3. CAsE 26  Shutdown, avoid on 10+ 1
4. stealth 4. Stealth 25 -5 Movement Points 0 0"
5. stealth 5. Stealth 24  +4 Modifier to Fire
B. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 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 f
- Stealth . - Stealth - i
\ ea Diagram ea J U 5 1 Movement Points / =




T 11_ETETIH

’'MECH RECORD SHEET

{'MECH DATA )

WARRIOR DATA

Type: Vindicator VND-3Lr Name:

Movement Points: Tonnage: 45 Gunnery Skill: __ Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HtsTaken[1 [2 [3 ][4 [ 5] 6
Running: 6 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 4

Weapons & Equipment Inventory (hexes)

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

©® 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.

Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium L HD 5 5[DE] — 4 8 12
1 MMLE5 tum Laser LT 3 [M,[S,C] Left Arm Right Arm
LRM 1/M 6 7 14 21
SRM E?Mgl — 3 6 9 (14 (4
1 Snub-Nose PPC RA 10 1%E86]5 — 9 13 15
Left Right
Center
Leg Leg
Torso
(18] Rear (9) (18)
\ Cost: BV: 1,045 Torso Rear Torso Rear
\ / (6) (6]
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
Left Arm 14 Right Arm , drerow
- Life Support Right Torso (11)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. ER Medium Laser 1-3 3. Lower Arm Actuator
4. Hand Actuator 5. gensors 4.| Double Heat Sink 29
5. | Double Heat Sink B. Life Support 5.| Double Heat Sink 28"
6. | Double Heat Sink 6.L.Double Heat Sink 27
1. LDouble Heat Sink Center TOPSO 1 .[Snub-Nose PPC Right [ 26~
2. Roll Again ; ’F:US!D" E“gfne 2.L.snub-Nose PPC Arm [Z5+
3. Roll Again - Fusion Engine 3. Rall Again (7) A"
464 Roiagan 1-3 3 Fusion Engine 46 Rl again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro Rght |35
. . . L
Left Torso 2. Fusion Engine Right Torso °9 (C
~ 3. Fusion Engine - (0
1. [Double Heat Sink 464 L ocionEnai 1.[ Double Heat Sink 18"
2. | Double Heat Sink 5 J:::\on‘je:glne 2.| Double Heat Sink 17
1-3 3. LDouble Heat Sink B: 5 P 3 1-3 3.LDouble Heat Sink
4. [ Double Heat Sink ump Jet 4. Double Heat Sink " HEAT DATA 18
5. | Double Heat Sink - - 5.| Double Heat Sink 15%
6. L Double Heat Sink Engine Hits 00O 6.1 Double Heat Sink Heat Heat Sinks: | 14~
1. [ Double Heat Sink Gyro Hits oo 1. Double Heat Sink Level* Effects 15 (30) 13"
' Sensor Hits OO . 30 Shutdown Double
2. | Double Heat Sink 2.| Double Heat Sink 58 A E id on 8+ 12
3. LDouble Heat Sink Life S t 3.| Double Heat Sink mmo Exp. avoid on 00
4-B = LPouble Heat Sin ife Support O 4-6 5--Double Heat Sin 26 Shutdown, avoid on 10+ 11
4.IMML 5 4. Ammo (MML 5/LRM) 24 25 -5 Movement Points 00 o
5. MML 5 5. Ammo [MML 5/SRM) 20 24  +4 Modifier to Fire
6.LmmL5 6. casE 53 Ammo Exp.awidonB+ OO 9
22 Shutdown, avoidon8+ OO a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer 3 Jump Jet 8  +1 Modifier to Fire =
- Roll Agai . - Roll Agai - i
\ oll Again Diagram oll Again J 5 1 Movement Points / =
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’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head
s 9 Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Blackjack BJ2-0U Name:
Movement Points: Tonnage: 50 Gunnery Skill: I Piloting Skill: -
Walki.ng: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 6 Era: [EijEIg:jEntal] Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Jumping: 4 .
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Light PPC RT 5 12 18
& [DEX] Left Arm Right Arm
1 Light PPC LT [DE x| 12 18 (14) 4
1 ERSmall Laser BA 2 3[DE] — 2 4 5
3 LRT5 RA 2 5 6 0O o -
3 LRT5 LA 2 5 6 0O o -
Left Right
L Center L
€g €g
18) Torso (8]
( Rear (9)
Left Right
\ Cost: BV: 1,223 Torso Rear Torso Rear
\ / (6) (6]
/ \ Heat
CRITICAL HIT TABLE Hond 2K INTERNAL STRUCTURE DIAGRAM P
H Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. | Double Heat Sink 4. Endo Steel 1-3 3.| Double Heat Sink
4. | Double Heat Sink 5. gensors 4.| Double Heat Sink 29
5. LDouble Heat Sink B. Life Support 5.L Double Heat Sink 28"
6. LRT5 c T 6. LRTS 57
1. LRTS 1 enter lorso 1. LRTS5 26*
2. LRTS - XL Fusion Engine 2. LRTS D5+
4.6 3 Ammo (LRT 5) 24 2. XL Fusion Engine 4-g 3 ERSmallLaser =
4. Ammo [LRT 5) 24 1-3 2- )é'- Fusion Engine 4. Ammo (LRT 5) 24 —
5. Hardel - byro 5. Hardel
6. Roll Again g' Gyro 6. Roll Again 22+
- Gyro 21
1. Gyro 20*
Left Torso 2. XL Fusion Engine Right Torso (C
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 4. XL Fusion Engi 1. XL Fusion Engine 18*
2. XL Fusion Engine uston Engine 2. XL Fusion Engine =
: . 5. Hardel i . 17
3. XL Fusion Engine 6 3. XL Fusion Engine
1-3 . - Endo Steel 1-3 . 16
4. [ Light PPC 4T Light PPC /4
5. LLight PPC - - 5. Light PPC HEAT DATA 15+
6. Hardel Engine H!ts 000 6. Hardel Heat Heat Sinks: 14"
1. Endo Steel Gyro Hits 0O 1. Endo Steel Level™ Effects 10 (20) 13"
5 Sensor Hits OO 5 30 Shutdown Double
- Endo Steel - - Endo Steel 28 Ammo Exp. avoidon 8+ Q 12
a4-8 3. Endo Steel Life Support O 4-6 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. Endo Steel 23 Ammo Exp. avoid on B+ @ 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[H Lq S.[ 2. Upper Leg Actuator :ll 2 él’?umg\\l/\?r:ﬂg\r/]ct]iscggtz+ o) a
2. Lower Leg Actuator game Plabs ‘3' Lower Leg Actuator 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 -
- Jump Jet : - Jump Jet 5 -1 Movement Points
Diagram
\, J /7 \ / )




ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

BNATTILETETIH

’'MECH RECORD SHEET

©® 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.

/4 \
'MECH DATA WARRIOR DATA
Type: Centurion CNS-Ar Name:
Movement Points: Tonnage: 50 Gunnery Skill: I Piloting Skill: -
Walki.ng: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 6 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser CT 3 5[DE] — 3 6 9 .
1 Medium Pulse LaserfR) CT 4 6[PF] — 2 4 6 Left Arm Right Arm
1 LBM10 LT 4 1/Msl 6 7 14 21 (186) (16)
[M,CS]
1 Heavy PPC RA 15 [[}EX] 6 12 18
1 Light PPC RA 5Y 6 12 18
[DEX] '
Left Right
Center
Leg Leg
16) Torso (18)
( Rear (7)
Left Right
\ Cost: BV: 1,226 Torso Rear Torso Rear
\ / (6) (6]
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
H verflow
Left Arm 1. Life Support Right Arm et
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
4. Hand Actuator 5. Sgensors 4.[ Heavy PPC 29
g. Roll Again B. Life Support g Heavy PPC 28"
. Roll Again .| Heavy PPC 27
1. Roll Again Center Torso 1.LHeavy PPC 26*
2. Roll Again ; ’F:US!D" E“gine 2.[Light PPC 5%
3. Roll Again - Fusion Engine 3.LLight PPC A"
464 Roiagan 1-3 3 Fusion Engine 4-6 4 ol Again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g' g‘!"" 6. Roll Again 22+
- byro 21
1. Gyro 20*
Left Torso g Fusion Engine Right Torso (N
1. [ Double Heat Sink 4-6 , _oonname 1.[ Double Heat Sink 18"
" - Fusion Engine .
2. | Double Heat Sink - 2.| Double Heat Sink =
3 Lo . 5. Medium Laser 3 ) 17
1 _3 . ouble Heat Sink B. Medi 1 _3 .LDouble Heat Sink
edium Pulse Laser (R) . 16
4. [LRM 10 4. Roll Again / HEAT DATA
5.LLRM 10 - - 5. Roll Again 15*
6. Ammo (LRM 10) 12 Engine H!ts ooo 6. Roll Again Heat Heat Sinks: 147
1. Ammo (LRM 10) 12 Gyro Hits 0O 1. Roll Again Lol o et Sole0) 13"
2. Roll Again S_ensor Hits 0O 2. Roll Again 28 Ammo Exp.avoidon 8+ QO 12
a4-8 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. Roll Again 5. Roll Again 24 +4 Modifier to Fire
6. Roll Again 6. Roll Again 53  Ammo Exp. avoidon 8+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator +2uKA D;\,’P’ avovaon
4. Foot Actuator 4. Foot Actuator 18 odifier to Hire 3
: _ 10 -2 Movement Points E)
g. 20:: iga!n Damage Transfer g 20:: ﬁga!n 8  +1 Modifier to Fire -
\ - HollAgain Diagram - Roll Again J U 5 -1 Movement Points / =




T 11_ETETIH

’'MECH RECORD SHEET

{'MECH DATA )

WARRIOR DATA

Piloting Skill:

1(2]13]14[51]6
3157 [10[11 |Dead

Type: Centurion CN9-Da Name:
Movement Points: Tonnage: 50 Gunnery Skill: __
Walking: 6 Tech Base: Inner Sphere Hits Taken
Running: 9 Era: Civil War Consciousness#
Jumping: 0
Weapons & Equipment Inventory (hexes)

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

©® 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser CT 3 5[DE] — 3 6 9 .
1 Medium Laser(R) CT 3 5[0 — 3 6 9 Left Arm Right Arm
1 LBM10 LT 4 1/Msl B 7 14 21 (186) (16)
w,/Artemis IV FCS [MCS
1 Targeting Computer LT — [E] -_-— = -
1 Autocannon/5 A 5 3 6 12 18
[DB,S]
Left Right
Center
Leg Leg
Torso
(18] Rear (7) (18]
Left Right
\ Cost: BV: 1,035 Torso Rear Torso Rear
\ / (6) (6)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
Left Arm 14 Right Arm o
- Life Support g
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator
4. Hand Actuator 5. gensors 4.| Autocannon/5 29
5. Endo Steel B. Life Support 5.| Autocannon/5 28"
6. Endo Steel 6.| Autocannon/5 27
1. Endo Steel Centgr‘ TO_PSD 1.LAutocannon/5 26*
2. Roll Again 1. x Fusion Engine 2. Endo Steel 25%
4.6 3 PollAgein 2. XL Fusion Engine 4.g 3 EndoSieel =
4. Roll Again 1-3 3= XL Fusion Engine 4. Endo Steel -
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. XL Fusion Engine Right Torso (EN
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
2. XL Fusion Engine - XL F!Jsmn Engine 2. XL Fusion Engine
g g *|
3 ) h 5. Medium Laser 3 : h 17
133 XL Fusion Engine B. Medium Laser R) 1-33 XL Fusion Engine s
4. [LRM 10 4. Ammo (AC/5) 20 /4 HEAT DATA
5.LLRM 10 - - 5. Ammo (AC/5) 20 15%
6. Artemis IV FCS Engine Hits 00O 6. Ammo (LRM 10 Artemis) 12] | Heat Heat Sinks: | 14~
1. [ Targeting Computer Gyro Hits 0O 1. Ammo (LAM 10 Artemis) 12| | Loyel™ - Effects ;I?‘ (;'ED] 13"
2. | Targeting Computer S_ensor Hits 0O 2. CAsE 28 AmmoExp.avoidon 8+ (O 9 12
4-6 3. LTargeting Computer Life Support O 4-6 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. Endo Steel 23 Ammo Exp. avoid on B+ @ 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Rol Again Damage Transfer B Foll Again 8  +1 Modifier to Fire 2
\ B. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points ) ;




T 11_ETETIH

’'MECH RECORD SHEET

/4 \
'MECH DATA
Type: Enfield END-6Sr
Movement Points: Tonnage: 50
Walking: 5 Tech Base: Inner Sphere
Running: 8 Era: Jihad
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser CT 3 5[DE] — 3 6 9
1 Small Laser CT 1 3[DE] — 1 2 3
1 Guardian ECM Suite LT =— [E] - — = 6B
2 Light Auto Cannon/5 RA 1 5 — 5 10 15
[DBS]
1 Large Laser LA 8 B8I[DE] — & 10 15
1 Medium Laser LA 3 5[DE] — 3 6 9
\ Cost: BV: 1,361

\
Z CRITICAL HIT TABLE )

WARRIOR DATA

Name:

Gunnery Skill:

Hits Taken
Consciousness#

Piloting Skill:
11213]4|5|6
3|57 [10[11 |Dead

Left Torso

Left Arm
(16)

Left

Torso Rear

4

ARMOR DIAGRAM

Head (9)

Right Torso

Center
Torso
Rear ()

Right Arm

(16)

Right

Torso Rear

(4)

Heat

NTERNAL STRUCTURE DIAGRAM JP4

Head ]
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator
q. [Large Laser 5. sensors 4.[Light Auto Cannon/5
5. LLarge Laser B. Life Support 5.LLight Auto Cannon/5
6. Medium Laser G.[Light Auto Cannon/5
1. Endo Steel Center Torso 1.LLight Auto Cannon/5
2. Endo Steel 1 Light Fusion Engine 2. Endo Steel
a4-6 3. Endo Steel 2. Light Fusion Engine 4-6 3. Endo Steel
4. Ferro-Fibrous 1-3 2 :;'ght Fusion Engine 4. FerroFibrous
5. Ferro-Fibrous - Gyro 5. Ferro-Fibrous
6. Ferro-Fibrous 5. Gyro 6. Roll Again
6. Gyro
1. Gyro
Left Torso 2. Light Fusion Engine Right Torso
1. u . . 4-6 3. Light Fusion Engine 1 L X i
- Light Fusion Engine 4. Light Fusion Engi - Light Fusion Engine
2. Light Fusion Engine gnt gine 2. Light Fusion Engine
g g 5 g g
3. [[Guardian ECM Suite Medium Laser 3. Ammo [LAC/5) 20
1-3 a . . 6. Small Laser 1-3 a
- LGuardian ECM Suite - Ammo (LAC/5) 20 / HEAT DATA
5. Endo Steel - - 5. Ammo [LAC/5) 20
6. Endo Steel Engine Hits 00O 6. CASE Heat Heat Sinks:
1. Ferro-Fibrous Gyro Hits 0O 1. Endo Steel Level* Effects 10 (20)
. S Hi ’ 30 Shutdown Double
2. Ferro-Fibrous ensor Hits OO 2. Endo Steel ;
! ; 3 28 Ammo Exp.avoidon 8+ Q
a4-8 3. Ferro-Fibrous Life Support O 4-6 3. Ferro-Fibrous 26  Shutdown, avoid on 10+
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points 0
5. Ferro-Fibrous 5. FerroFibrous 24  +4 Modifier to Fire
6. Rall Again 6. FerroFibrous 23 Ammo Exp. avc_)id ong+ O
22 Shutdown, avoidon 8+ O
20 -4 Movement Points (o)
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0
1. Hip \V 1. Hip 17  +3 Modifier to Fire o
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
’ 9 game Jlabs a 9 13 +2 Modifier to Fire
5. Foot Actuator 5. Foot Actuator 10 -2 Movement Points
. Endo Steel Damage Transfer . Endo Steel g  +1 Modifier to Fire
\ 6. Endo Steel Diagram 6. Endo Steel p \ 5 —~1 Movement Points /

(o=

Overflow

) S—
30%
29
28*
27
26*
25%
247
23%
22%
21
20%
197
18%
174
16
15%
147
13%
12
11
10%

(2]
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’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Enforcer Ill ENF-6Ma Name:
Movement Points: Tonnage: 50 Gunnery Skill: ____ Piloting Skill: __
Walki.ng: 5 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 8 Era: Civil War Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Jumping: 5
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser LT 2 3[DE] — 2 4 5 .
1 Autocannon/10 RA 3 10 — 5 10 15 Left Arm Right Arm
[DBS] (16) (18)
1 ERLarge Laser LA 12 B[DE] — 7 14 19
Left Right
Leg Center Leg
o0 Torso 20
(20) Rear (7) (20)
(0]
()
(o)
(0]
Left 0 Right
\ Cost: BV:1,275 Torso Rear o Torso Rear
\ / (5) °© (5)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
ea H Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
4, [ER Large Laser 5. Sgensors 4.| Autocannon/10 29
5. LER Large Laser B. Life Support 5.| Autocannon/10 28"
6. Endo Steel 6.| Autocannon/10 27
1. Endo Steel Centgr‘ TO_PSD 1.| Autocannon/10 26*
2. Endo Steel 1. x Fu5!on Eng!ne 2.| Autocannon/10 25
4-6 3. Endo Steel 2. XL Fusion Engine 4-6 3.| Autocannon/10 A"
4. Endo Steel 1-3 2- )é'- Fusion Engine 4. Autocannon/10 —
5. Endo Steel - byro 5. Roll Again
6. Roll Again g' g‘!"" 6. Roll Again 22+
- byro 21
1. Gyro 20*
Left Torso 2. XL Fusion Engine Right Torso (C
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine =
. . 5. Jump Jet . " 17
1-3 3. XL Fusion Engine 6. R - 1-3 3. XL Fusion Engine
oll Again - X 16
4. ERSmall Laser 4.[ Double Heat Sink / HEAT DATA
5. Endo Steel - - 5.| Double Heat Sink 15%
6. Endo Steel Engme H!tS 00O 6._Double Heat Sink Heat Heat Sinks: 14*
1. Endo Steel Gyro Hits 0O 1.[ Double Heat Sink Level™ Effects 12 (24) 13"
Sensor Hits OO 5 . 30 Shutdown ) Double
2. Endo Steel -| Double Heat Sink + 12
. ! 28 Ammo Exp. avoid on 8 00
4-6 3. Endo Steel Life Support O 4-6 3.LDouble Heat Sink 26  Shutdown, avoid on 10+ @ & 1
4. Endo Steel 4. Ammo (AC/10) 10 95 -5 Movement Points o rren
5. Endo Steel 5. Ammo (AC/10) 10 24  +4 Modifier to Fire
6. Endo Steel 6. Ammo (AC/10) 10 23 Ammo Exp. avoidon 6+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points a
14 Shutdown, avoid on 4+ O
3. Lower Leg Actuator game D labs 3. Lower Leg Actuator i )
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire 3
5 00 5 10 -2 Movement Points )
> Jump Jet Damage Transfer o Jump Jet 8  +1 Modifier to Fire =
- Jump Jet : - Jump Jet 5 -1 Movement Points
Diagram
\, J /7 \ / )

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Enforcer Il ENF-7C3BS Name:
Movement Points: Tonnage: 50 Gunnery Skill: I Piloting Skill: -
Walking: 5 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 8 . (Experimental) Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 5 Era: Jihad
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser CT 5 5[DE] — 4 8 12 .
1 C°Boosted Slave RT — [ — — — — Left Arm Right Arm
1 Targeting Computer RT — [f] — — — =— (16) (18)
1 Medium Pulse Laser LT 4 6] — 2 4 6
1 Heavy PPC RA 15 15 3 6 12 18
[DEX]
Left Right
Center
Leg Leg
oa) Torso (24)
( Rear (7)
(0]
(o}
o
(0]
Left 0 Right
\ Cost: BV: 1,687 Torso Rear o Torso Rear
\ / (5) ° (5]
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator =
4. Hand Actuator 5. Sgensors 4.[ Heavy PPC
5. Endo Steel B. Life Support 5.| Heavy PPC 28"
6. Endo Steel 6.| Heavy PPC 27
1. Endo Steel Centgr‘ TO_PSD 1.LHeawy PPC 26"
2. Endo Steel 1. x Fusion Engine 2. Endo Steel 25%
4-6 3. Endo Steel 2. XL Fusion Engine 4-6 3. Endo Steel A"
4. Endo Steel 1-3 3. XL Fusion Engine 4. Endo Steel .
5. Roll Again 4. Gyro 5. Endo Steel 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro 20*
Left Torso 2. XL Fusion Engine Right Torso (C
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine =
3 . . 5. Jump Jet . " 17
. XL Fusion Engine 8 _ 3. XL Fusion Engine
1-3 . - ER Medium Laser 1-3 ;5 . 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 00O 6.1 Double Heat Sink Heat Heat Sinks: | 14~
1. Medium Pulse Laser Gyro H!tS oo 1.[ Targeting Computer Level* Effects 12 (24) 13
Sensor Hits OO . 30 Shutdown Double
2. Endo Steel 2.| Targeting Computer 28 Ammo Exp. avoidon 8+ 0 O 12
3. Endo Steel Life Support O 3.| Targeting Computer ‘avoi
4-6 [s]8) 4-6 geting p 26 Shutdown, avoidon 10+ o 11
4. Endo Steel 4. L Targeting Computer 25 -5 Movement Points 0 0"
5. Endo Steel 5.[ c®Boosted Slave 24  +4 Modifier to Fire
6. Roll Again 6.1 c®Boosted Slave 23 Ammo Exp. avoid on 6+ o 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. Jump Jet Damage Transfer g Jump Jet 8  +1 Modifier to Fire f
\ - Jump Jet Diagram - Jump Jet PAN 5 -1 Movement Points ) =

©® 2010 The Topps Company, Inc. Classic 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: Nightsky NGS-6T Name:
Movement Points: Tonnage: 50 Gunnery Skill: I Piloting Skill: -
Walking: 6 [7] Tech Base: Inner Sphere HtsTaken[ 1 |2 131 4] 5
Running: 9[11] Era: Civil War Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 6
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Small Pulse Laser HD 2 3[P] =— 1 2 3 .
1 MedumPulse Laser RT 4 6[P] — 2 4 6 Left Arm Right Arm
1 ER Medium Laser LT & 5[DE] — 4 8 12 (14) 4
2 ERSmall Laser LT 2 3[DE] — 2 4 5
1 Hatchet BA — 10 - = =
1 Large Pulse Laser LA 10 9[P] =— 3 7 10
Left Right
Center
Leg Leg
20) Torso 20)
( Rear ()
Note: If playing under Advanced Rules, treat head
as having a Fu_II-Head gection System.
Left Right
\ Cost: BV: 1,430 Torso Rear Torso Rear
\ / (5) (5]
/ \ Heat
CRITICAL HIT TABLE Hond 2K INTERNAL STRUCTURE DIAGRAM P
Left Arm 1 Right Arm o
- Life Support g
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. gmall Pulse Laser 1-3 3. Lower Arm Actuator
"9 4. Hand Actuator 5. gensors "9 4. Hand Actuator 29
5. [Large Pulse Laser B. Life Support 5.| Hatchet 28"
6. LLarge Pulse Laser 6.| Hatchet 27
1. Triple-Strength Myomer Centgr‘ TO_PSD 1.| Hatchet 26*
2. Roll Again ; ;:: £u5!on E"gfne 2.1 Hatchet 25%
3. Roll Again . usion Engine 3. Triple-Strength Myomer A"
464 Roiagan 1-3 3= XL Fusion Engine 467 Rl again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g' Gyro 6. Roll Again 22+
- Gyro 21
1. Gyro 20*
Left Torso 2. XL Fusion Engine Right Torso (C
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine =
3 . . 5. Jump Jet . " 17
. XL Fusion Engine 8 3. XL Fusion Engine
1-3 . - Jump Jet 1-3 . 16
4. ER Medium Laser 4. Medium Pulse Laser / HEAT DATA
5. ERSmall Laser - - 5. Triple-Strength Myomer 15%
6. ER Small Laser Engme H!tS o o o 6. Triple-Strength Myomer Heat Heat Sinks: 14"
1. Triple-Strength Myomer Gyro H!tS oo 1. Roll Again Level* Effects 11(22) 13%
. Sensor Hits OO 2 . 30 Shutdown ) Double
2. Triple-Strength Myomer - - Roall Again 28 Ammo Exp. avoidon 8+ O O 12
3. Roll Again Life Support O 3. Roll Again 268  Shutdown, avoid on 10+ 11
4'6 a . 4'6 a4 . ’ . O
- Roll Again - Roll Again 25 -5 Movement Points 0 10"
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire
B. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. Jump Jet Damage Transfer g Jump Jet 8  +1 Modifier to Fire f
\ - Jump Jet Diagram - Jump Jet PAN 5 -1 Movement Points ) =




T 11_ETETIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Tessen TSN-1Cr Name:
Movement Points: Tonnage: 50 Gunnery Skill: I Piloting Skill: -
Walking: 6 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 9 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 TAG HD O 0[] — 5 10 15 .
1 Guardian ECM Suite CcT — [f] — — — 6 Left Arm Right Arm
1 ERPPC RA 15 10[DE] — 7 14 23 (186) (16)
1 Medium Pulse Laser BA 4 6B[P] — 2 4 6
1 C°Slave LA — [f] — — — =—
1 iNarc IA O M — 4 9 15
Left Right
Center
Leg Leg
20) Torso 20)
( Rear (7)
(0]
(0}
o
(0]
Left 0 Right
\ Cost: BV: 1,241 Torso Rear o Torso Rear
\ / (6) o (6]
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
Left Arm 14 Right Arm o
- Life Support g
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. | iNarc 4. TG 1-3 3. Lower Arm Actuator
"9 4. | iNarc 5. gensors "9 4TERPPC 29
5. LiNarc . 6. Life Support 5.| ERPPC 28*
6. Ammo (iNarc) 4 6.LER PPC 27
1. Ammo (iNarc) 4 Centgr‘ TO_PSD 1. Medium Pulse Laser 26*
2. Ammo (iNarc) 4 1. x Fu5!on Eng!ne 2. Endo Steel 25
4-6 3. Ammo (iNarc) 4 2. XL Fusion Engine 4-6 3. Endo Steel A"
4. C°Slave 1-3 3. XL Fusion Engine 4. Ferro-Fibrous -
5. Endo Steel 4. Gyro 5. Ferro-Fibrous 23
6. Endo Steel 5. Gyro 6. Ferro-Fibrous 22
6. Gyro 51
1. Gyro 20*
Left Torso 2. XL Fusion Engine Right Torso (C
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine ° . 2. XL Fusion Engine =
3 ) h 5.[ Guardian ECM Suite : h 17
. XL Fusion Engine 8 ' ) 3. XL Fusion Engine
1-3 - LGuardian ECM Suite 1-3 , 16
4. cAsE 4. FerroFibrous / HEAT DATA
5. Endo Steel - - 5. Ferro-Fibrous 15*
6. Endo Steel Engme H!tS 00O 6. Ferro-Fibrous Heat Heat Sinks: 14"
1. Endo Steel Gyro H!tS oo 1. Ferro-Fibrous Level* Effects 11(22) 13%
Sensor Hits OO . 30 Shutdown Double
2. Endo Steel 2. Ferro-Fibrous 98 Ammo Exp. avoidon 8+ O O 12
3. Endo Steel Life Support O 3. Ferro-Fibrous ‘avoi
4-6 PP 4-6 26  Shutdown, avoid on 10+ 11
4. Endo Steel 4. Ferro-Fibrous 25 -5 Movement Points 0 0"
5. Endo Steel 5. FerroFibrous 24  +4 Modifier to Fire
6. Endo Steel 6. FerroFibrous 23 Ammo Exp. avc_)id ong+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és lggovement'cl:;omtzi_ o) a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator 13 +2uMcc)]¥\il1£i1és\églFiSQ 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. Endo Steel Damage Transfer g Ferr‘o-F!brous 8  +1 Modifier to Fire f
\ - Endo Steel Diagram - Ferro-Fibrous p \ 5 —~1 Movement Points / -

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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T 11_ETETIH

’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Bushwacker BSW-S2r Name:
Movement Points: Tonnage: 55 Gunnery Skill: I Piloting Skill: -
Walki.ng: 5 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 8 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Pl Rifl CT 10 10 5 10 15
asma Fie [DEFLAN Left Arm Right Arm
1 AMS LT 1 —_— = — — - 11 11
1 LB10-XAC RA 2 10 — B 12 18 an an
[DB,CF.S]
1 SRM4 LA 3 2/Msl — 3 6 9
MG
Left Cent. Right
enter
Leg Torso Leg
e2) Rear (8) (22)
Left Right
\ Cost: BV: 1,339 Torso Rear Torso Rear
\ / (4) (4)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
H Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator g Roll Again 1-3 3. Lower Arm Actuator =
4. SRM4 . Sensors 4. Hand Actuator
5. Ferro»Fiprous B. Life Support 5. LB10-XAC 28"
6. Roll Again 6.| LB10-XAC 27
1. Roll Again Center TDPSD 1.| LB10-XAC 26*
2. Roll Again 1. XL Fusion Engine 2| LB1oxac 5%
i . XL Fusion Engine -
4.6 3 PollAgein 2 i i 4.6 3| B 10%AC =
4. Roll Again 1-3 3= XL Fusion Engine 4.l1B 10X AC .
5. Roll Again 4. Gyro 5. Ferro-Fibrous 23
6. Roll Again g' g‘!"" 6. Roll Again 22+
- byro 21
1. Gyro 20*
Left Torso s XL Fusion Engine Right Torso 19"
1. XL Fusion Engine 4-6 4. uston Engine 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine " 2. XL Fusion Engine =
3 : . 5.[ Plasma Rifle i . 17
. XL Fusion Engine 8 3 3. XL Fusion Engine
1-3 4. AMS - LPlasma Rifle 1-3 a. p AMS) 12 / 16
5. Ammo (SRM 4) 25 5. Amﬁ {LB 13)-x1 10 HEAT DATA —\ |15
6. Ammo (Plasma Rifle) 10 Engine H!ts ooo 6. Ammo (LB 10-X Cluster] 10 Heat Heat Sinks: 147
1. CAsE Gyro Hits OO 1. CAsE Level* Effects 11 (22) T
2' ) Sensor Hits OO 2' ) 30 Shutdown Double
- Ferro-Fibrous ? + FerroFibrous 28 AmmoExp.avoidon 8+ QO 12
a4-8 3. FerroFibrous Life Support O 4-6 3. Ferro-Fibrous 26 Shutdown, avoid on 10+ 11
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points 0 0"
5. Ferro-Fibrous 5. FerroFibrous 24  +4 Modifier to Fire
6. Ferro-Fibrous 6. FerroFibrous 23 Ammo Exp. avoid on 6+ o 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17  +3 Modifier to Fire 0 =3
2. Upper Leg Actuator HL 2. Upper Leg Actuator 15 -3 Movement Points
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O 2
a game Flabs a 13 +2 Modifier to Fire 3
. Foot Ac_:tuator . Foot Agtuator 10 -2 Movement Points >
g. Ferro-Fibrous Damage Transfer g Ferro-Fibrous 8  +1 Modifier to Fire -
- Roll Agai . - Roll Agai - i
\ oll Again Diagram oll Again J 5 1 Movement Points / =
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{'MECH DATA )

Type: Dervish DV-6Mr

’'MECH RECORD SHEET

Movement Points: Tonnage: 55
Walking: 5 Tech Base: Inner Sphere
Running: 8 Era: Jihad
Jumping: 5
Weapons & Equipment Inventory (hexes)

WARRIOR DATA

Name:

Gunnery Skill:

Hits Taken
Consciousness#

Piloting Skill:
11213]4|5|6
3|57 [10[11 |Dead

Left Torso

ARMOR DIAGRAM

Head (8)

Right Torso

©® 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.

Qty Type Loc Ht Dmg Min Sht Med Lng
1 LRM10 RT 4 1/Msl. B 14 21
MEg) Left Arm Right Arm
1 LBM10 LT 4 1/Msl B 7 14 21 (10) (10)
[M,CS]
1 Medium Laser RA 3 O5[DE] — 3 6 9 [,
1 Medium Pulse Laser RA 4 B[P — 2 4 B / Il )
1 Medium Laser LA 3 5[DE] — 3 6 9 / %/]]/
1 Medium Pulse Laser LA 4 B[P — 2 4 B TS| .
Left Right
Center
Leg Leg
Torso
(15) Rear (4) (15]
Left Right
\ Cost: BV:1,347 Torso Rear Torso Rear
\ / (4) (4)
/ \ Heat
CRITICAL HIT TABLE Hond 2K INTERNAL STRUCTURE DIAGRAM P
Left Arm 14 Right Arm o
- Life Support g
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator =
4. Medium Pulse Laser 5. Sgensors 4. Medium Pulse Laser
5. Medium Laser B. Life Support 5. Medium Laser 28"
6. Roll Again 6. Roll Again 27
1. Roll Again Center TOPSD 1. Roll Again 26*
2. Roll Again ; ::“5!0" E“gfne 2. Roll Again 25%
3. Roll Again - Fusion Engine 3. Roll Again T
- : : - 24
464 Roiagan 1-3 3 Fusion Engine 46 Rl again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g' Gyro 6. Roll Again 22+
- Gyro 21
1. Gyro 20
Left Torso 2. Fusion Engine Right Torso (EN
3. Fusion Engine
1. [LRM 10 464 L ocionEnai ‘I.[LRM 10 18
2. Lrm1o 5 Jumee 2.LLrRm 10 TS
3. Ammo (LRM 10) 12 G p e 3. Ammo (LRM 10) 12
1-3 ) - Roll Again 1-3 . 16
4. Roll Again 4. Roll Again / HEAT DATA
5. Roll Again - - 5. Roll Again 15*
B. Roll Again Engine Hits 00O 6. Roll Again Heat Heat Sinks: | 14~
1. Roll Again Gyro H!ts (o] o] 1. Roll Again Level* Effects 10 (20) o
) Sensor Hits OO 5 . 30 Shutdown ) Double
2. Rol Again : + Roll Again 28 Ammo Exp. avoidon 8+ Q 12
a4-8 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. Roll Again 5. Roll Again 24 +4 Modifier to Fire
6. Roll Again 6. Roll Again 53  Ammo Exp. avoidon 8+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer 3 Jump det 8  +1 Modifier to Fire =
- Jump Jet ; - Jump Jet 5 -1 Movement Points
Diagram
\, J /7 \ / )
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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: Men Shen MS1-0U Name:
Movement Points: Tonnage: 55 Gunnery Skill: I Piloting Skill: -
Walking: 6 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running:  9[12] E [Expjrr‘]ln:jental] Consciousness#{ 3 [ 5 | 7 |10[11 |Dead
ra: iha
Underwater: 6
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 TAG HD O 0[] — 5 10 15 .
1 Beagle ActiveProbe CT — [f] — — — 4 Left Arm Right Arm
1 ER Medium Laser RT 5 5[0 — 4 8 12 (17) 17)
1 Snub-Nose PPC RT 10 1%865 — 9 13 15
[DEV]
1 ER Medium Laser LT 5 5[DE] — 4 8 12
1 SRT4 RA° 3 4 =—0 0 =—
1 SRT4 LA 3 4 - 0 o -
Left Center Right
Leg Torso Leg
(24) Rear (7) (24
Left Right
\ Cost: BV:1,725 Torso Rear Torso Rear
\ / (6) (6]
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
Left Arm 1 Right Arm o
- Life Support g
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1.33 SRT4 4. 1ag 1.3 3 SAT4
"9 4. Endo Steel 5. gensors "9 4. Endo Steel 29
5. Endo Steel B. Life Support 5. Endo Steel 28"
6. Endo Steel 6. Endo Steel 27
1. Endo Steel Centgr‘ TO_PSD 1. Endo Steel 26"
2. Endo Steel ; ;:: £u5!on E"gfne 2. Endo Steel 25%
3. Roll Again . usion Engine 3. Roll Again T
- . : - 24
464 Roiagan 1-3 3= XL Fusion Engine 46 Rl 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. XL Fusion Engine Right Torso (C
. I 3. XL Fusion Engine ] X
1. XL Fusion Engine 4-6 4. XL Fusion Engi 1. XL Fusion Engine 18*
2. XL Fusion Engine 5. Bea L::IoArc‘:ti::]:":nbe 2. XL Fusion Engine 17
3. XL Fusion Engine B. [ 9 R 3. XL Fusion Engine
1-3 4. umu - LBeagle Active Probe 1-3 4. umu / 16
5. umu " " 5. UMU HEAT DATA ~— 15*
6. UMU Engine H!ts 000 6. UMU Heat Heat Sinks: 14"
1. ER Medium Laser Gyro Hits 0O 1.[ Snub-Nose PPC Level™ Effects 10 (20) 13"
Sensor Hits OO 5 30 Shutdown ) Double
2.['mMAsc ; -LSnub-Nose PPC 28 AmmoExp.avoidon 8+ (O 12
a4-8 3. | mAsc Life Support O 4-6 3. ER Medium Laser 26  Shutdown, avoid on 10+ 11
4.] masc 4. Ammo (SRT 4) 25 25 -5 Movement Points 0 0"
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire
6. Roll Again 6. Roll Again 53  Ammo Exp. avoidon 8+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 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 p \ 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: Starslayer STY-3Dr Name:
Movement Points: Tonnage: 50 Gunnery Skill: I Piloting Skill: -
Walking: 5 [6] Tech Base: Inner Sphere Hits Taken[ ] | 2 21516
Running: 81[9] Era: Jihad Consciousness#| 3 | 5 10|11 |Dead|
Jumping: 5
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser(R) HD 3 5[DE] — 6 9 .
1 Heavy PPC RT 15 15 3 6 12 18 Left Arm Right Arm
[DEX] (16) (16)
2 Medium Laser LT 3 5[DE] — 3 6 9
1 Guardian ECM Suite RA — [E] - — = B
Left Right
Center
Leg Leg
Torso
(24) Rear (g) (B4)
Left Right
\ Cost: BV:1,781 Torso Rear Torso Rear
\ / (5) (5]
/ \ Heat
CRITICAL HIT TABLE INTERNAL STRUCTURE DIAGRAM JP4I
Head ] —
Left Arm 1. Life Support Right Arm et
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Medium Laser (R) 1-3 3. Lower Arm Actuator
"9 4. Hand Actuator 5. gensors - 4.[Guardian ECM Suite 29
5. Endo Steel B. Life Support 5.L Guardian ECM Suite 28"
6. Endo Steel 6. Endo Steel 27
1. Endo Steel Center TOPSD 1. Endo Steel 26"
2. Endo Steel 1 Fusion Engine 2. Endo Steel 25%
4-6 3. Triple-Strength Myomer 2. Fus!on Eng!ne 4-6 3. Endo Steel A"
4. TripleStrength Myomer 1-3 3. Fusion Engine 4. Triple-Strength Myomer -
5. Triple-Strength Myomer 4. Gyro 5. Triple-Strength Myomer 23
6. Roall Again 5. Gyro 6. TripleStrength Myomer 22
6. Gyro 21
1. Gyro 20*
Left Torso 2. Fusion Engine Right Torso (C
K 3. Fusion Engine _ )
1. [ Double Heat Sink 4-6 a . . 1.[ Double Heat Sink 18*
2. | Double Heat Sink - Fusion Engine 2.| Double Heat Sink
" 5. Jump Jet . 17*
3. LDouble Heat Sink 6. I ) 3.LDouble Heat Sink
1-3 - Light Ferro-Fibrous 1-3 16
4. Jump Jet 4. Jump Jet / HEAT DATA
5. Jump Jet - - 5. Jump Jet 15*
6. Medium Laser Engine Hits 00O 6. Heavy PPC Heat Heat Sinks: | 14~
1. Medium Laser Gyro H!ts o0 1| Heaw PPC Level* Effects 12 (24) o
Sensor Hits OO 30 Shutdown Double
2. Endo Steel . 2.| Heawy PPC 28 AmmoExp.awidon8+ QO 12
a4-8 3. Endo Steel Life Support O 4-6 3.LHeavy PPC 26  Shutdown, avoid on 10+ ¢ 11
4. Light Ferro-Fibrous 4. Endo Steel 25 -5 Movement Points 0 0"
5. Light Ferro-Fibrous 5. Endo Steel 24  +4 Modifier to Fire
B. Light Ferro-Fibrous 6. Light Ferro-Fibrous 23 Ammo Exp. avoid on 6+ 0 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Erwdo Steel . Damage Transfer 5. Epdo Steel . 8  +1 Modifier to Fire 2
\ 6. Light Ferro-Fibrous Diagram 6. Light Ferro-Fibrous p \ 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: Argus AGS-8DX Name:
Movement Points: Tonnage: 60 Gunnery Skill: I Piloting Skill: -
Walking: 5 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 8 . (Experimental) Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 0 Era: Jihad
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser RT 5 5[DE] — 4 8 12 .
1 Targeting Computer RT — [ — — — — Left Arm Right Arm
1 C°Boosted Slave IT — [f] — — — — (19) (19)
1 ER Medium Laser LT 5 O5[DE] — 4 8 12
1 Rotary AC/5 BA 1 5/sht — 5 10 15
[DB.RC] \
T Hoa WSE s 7 14 o TG
S| — A\ — e
SRM 9Msl — 3 B 9§ \,f/f‘l‘ . Left Right
= -@ﬁ.{i‘-ﬁ] Leg Center Leg
LA l] Torso
=t 7) Rear (9] 27)
Left Right
\ Cost: BV: 1,598 Torso Rear Torso Rear
\ / (7] (7)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3.| MML 7 4. Roll Again 1-3 3.| Rotary AC/5
4. mmL7 5. Sensors 4.| Rotary AC/5 29
5.| MML7 6. Life Support 5.| Rotary AC/5 28*
6. LMML 7 6.| Rotary AC/5 27
1. Endo Steel Centgr‘ TO_PSD 1.| Rotary Ac/5 26"
2. Endo Steel 1. x Fu5!on Eng!ne 2.LRotary AC/5 25
4.6 3 EndoSteel 2. XL Fusion Engine 4.6 3 PollAgein =
4. Roll Again 1-3 3= XL Fusion Engine 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 20*
Left Torso 2. XL Fusion Engine Right Torso (C
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
2. XL Fusion Engine - XL Fusion Engine 2. XL Fusion Engine
g g *|
3 ) h 5. Endo Steel 3 : h 17
133 XL Fusion Engine B. ¢ 1-33 XL Fusion Engine
. ndo Steel . 16
4. ER Medium Laser 4. ER Medium Laser / HEAT DATA
5. Ammo (MML 7/LRM) 17 - - 5. Ammo (RAC/5) 20 15%
6. Ammo (MML 7/SRM) 14 Engine H!ts ooo 6. Ammo (RAC/5) 20 Heat Heat Sinks: 147
1. [ C®*Boosted Slave Gyro H!tS oo 1.[ Targeting Computer Level* Effects 12 (24) 13
5 Sensor Hits OO . 30 Shutdown Double
C®Boosted Slave - 2. Targeting Computer 28 Ammo Exp.avwoidon 8+ QO 12
4-6 3. CASE Life Support O 4-6 3.LTargeting Computer 26  Shutdown, avoid on 10+ @ & 1
4. Endo Steel 4. case 25 -5 Movement Points 0 0"
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Endo Steel 6. Endo Steel 23 Ammo Exp. avoid on B+ @ 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 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 f
\ - Endo Steel Diagr‘am - Endo Steel / \ 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: Black Hawk-KU BHKU-OU Name:
Movement Points: Tonnage: 60 Gunnery Skill: I Piloting Skill: -
Walki.ng: 5 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 8 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Jumping: 5
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser HD 5 5[DE] — 4 8 12 .
1 Liquid Storage (1ton) CT — [f] — — — =— Left Arm Right Arm
6 ER Medium Laser RA 5 5[DE] — 4 8 12 (20) (20)
1 Hatchet LA — 12 _—_- = -
Left Right
Leg Center Leg
Torso
(28] Rear (9) (28)
Left Right
\ Cost: BV: 1,687 Torso Rear Torso Rear
\ / (®) (®)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
H verflow
Left Arm 1. Life Support Right Arm et
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. ER Medium Laser 1-3 3. Lower Arm Actuator
4. Hand Actuator 5. gensors 4.| Double Heat Sink 29
5. | Hatchet B. Life Support 5.| Double Heat Sink 28"
6. | Hatchet 6.L.Double Heat Sink 27
1. | Hatchet Centgr‘ TO_PSD 1. ER Medium Laser 26*
2. | Hatchet 1. x Fusion Engine 2. ER Medium Laser 25%
4-6 3. Roll Again 2. XL Fusion Engine 4-6 3. ER Medium Laser A"
4. Roll Again 1-3 3= XL Fusion Engine 4. ER Medium Laser .
5. Roll Again 4. Gyro 5. ER Medium Laser 23
6. Roall Again 5. Gyro 6. ER Medium Laser 22
6. Gyro 51
1. Gyro 20*
Left Torso 2. XL Fusion Engine Right Torso (C
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
2. XL Fusion Engine - XL Fusion Engine 2. XL Fusion Engine
9 5. Jump Jet 9 17*
1-3 3. _XL Fusion Engine 6. LiquidS 1 1-3 3. _XL Fusion Engine
4. [Double Heat Sink iquid Storage (1 ton] 4. Double Heat Sink Y HEAT DATA 18
5. | Double Heat Sink - - 5.| Double Heat Sink 15%
6. L Double Heat Sink Engine Hits 00O 6.1 Double Heat Sink Heat Heat Sinks: | 14~
1. [ Double Heat Sink Gyro Hits oo 1. Double Heat Sink Level* Effects 19 (38) 13"
' Sensor Hits OO 5 . 30 Shutdown ) Double
2. | Double Heat Sink -| Double Heat Sink + 12
! . ! 28 Ammo Exp. avoid on 8 [oXe)
4-6 3. LDouble Heat Sink Life Support O 4-6 3.L Double Heat Sink 26  Shutdown, avoid on 10+ @ & 1
4. ["Double Heat Sink 4.I"Double Heat Sink 25 -5 Movement Points 00 0"
5. | Double Heat Sink 5.| Double Heat Sink 24  +4 Modifier to Fire
6. | Double Heat Sink 6.1 Double Heat Sink 23 Ammo Exp. avoid on B+ 00 9
22 Shutdown, avoidon8+ OO a*
20 -4 Movement Points OO0 =
. 19 Ammo Exp.awoidon4+ (o QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 00 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire 00 =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
a e a 13 +2 Modifier to Fire 3
. Foot Actuator . Foot Actuator 10 -2 Movement Points >
g. jump je: Damage Transfer g jump je: g +1 Modifier to Eirg -
- Jump Jei Diagram - Jump Je - ovement Points
\, J /7 \ / )




T 11_ETETIH

’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Dragon DRG-5Nr Name:
Movement Points: Tonnage: 60 Gunnery Skill: I Piloting Skill: -
Walking: 5 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 8 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 LRM10 LT 4 1/Msl 6 7 14 21
w/ Artemis IV FCS [l\ﬁ,C,SS] Left Arm Right Arm
1 Medium Laser(R] LT 3 S5[DE] — 3 6 9 (14) (14)
1 Light Auto Cannon/5  RA [Dg 5 — 5 10 15
2 Medium Laser LA 3 5 [E’JE] — 3 6 9
Left Right
Center
Leg Leg
18) Torso (8]
( Rear (12)
Left Right
\ Cost: BV:1,277 Torso Rear Torso Rear
\ / (®) (®)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm 1. Life Support Right Arm et
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
"9 4. Hand Actuator 5. Sgensors "9 4 [ Light Auto Cannon/5 29
5. Medium Laser B. Life Support 5.LLight Auto Cannon/5 28"
6. Medium Laser 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 26*
2. Roll Again ; ::“5!0" E“gine 2. Roll Again 25%
3. Roll Again - Fusion Engine 3. Rall Again A"
464 Roiagan 1-3 3 Fusion Engine 46 Rl again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g' g‘!"" 6. Roll Again 22+
- byro 21
1. Gyro 20*
Left Torso 2. Fusion Engine Right Torso (C
3. Fusion Engine
1 [LRM 10 46 , Fusion Engine 1. Ammo [LAC/5) 20 18%
2.LLRM 10 ’ i 2. Ammo [LAC/5) 20 =
A 5. Roll Again 17
3 3.
1-3 a :Arte.mls IVFCS 6. Roll Again 1-3 a CASE ) 16
. edium Laser (R) - Roll Again / HEAT DATA
5. Ammo (LRM 10 Artemis) 12 - - 5. Roll Again 15%
6. Ammo (LRM 10 Artemis) 12 Engine H!ts ooo 6. Roll Again Heat Heat Sinks: 147
1. case Gyro Hits 0O 1. Roll Again Lol o et ;i?‘é;'em 13"
2. Roll Again S_ensor Hits OO 2. Roll Again 28 Ammo Exp.avoidon 8+ Q 12
a4-8 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. Roll Again 5. Roll Again 24 +4 Modifier to Fire
B. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator +2uKA D;\,’P’ avovaon
4. Foot Actuator 4. Foot Actuator 18 odifier to Hire 3
- Foot Act . t 10 -2 Movement Points )
g. 20:: iga!n Damage Transfer g 20:: ﬁga!n 8  +1 Modifier to Fire -
\ - HollAgain Diagram - Roll Again J U 5 -1 Movement Points / =

©® 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.



ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

BNATTILETETIH

’'MECH RECORD SHEET
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/4 \
'MECH DATA WARRIOR DATA
Type: Grand Dragon DRG-7KC Name:

Movement Points: Tonnage: B0 Gunnery Skill: ____ Piloting Skill: __
Walking: 6 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running:  9[12] ) (Experimental] Consciousness#{ 3 [ 5 | 7 |10[11 |Dead
Jumping: 0 Era: Jihad

Weapons & Equipment Inventory (hexes)
Qty Taype Loc Ht Dmg Min Sht Med Lng

1 C°Boosted Sl RT — E —_—— — -

1 M|\/|ED§ edave LT 3 [I\/I[,S],C Left Arm Right Arm
LRM 1/Msl 6 7 14 21 (16) (16)
SRM 2/Ms| — 3 6 9

1 ERPPC BRA 15 10[DE] — 7 14 23

3 ER Medium Laser LA 5 5[DE] — 4 8 12

Left Right
Center
Leg Leg
Torso
(22 Rear (g) (B2)
Left Right
\ Cost: BV:1,673 Torso Rear Torso Rear
\ / (6) (6]
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
Left Arm 14 Right Arm o
- Life Support g
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. |ight Ferro-Fibrous 1-3 3. Lower Arm Actuator
4. Hand Actuator 5. sensors 4.[ER PPC 29
5. ER Medium Laser B. Life Support 5.| ERPPC 28"
6. ER Medium Laser 6.LER PPC 27
1. ER Medium Laser Centgr‘ TO_PSD 1. Endo Steel 26"
2. Endo Steel 1. x Fusion Engine 2. Endo Steel 25%
4-6 3. Endo Steel 2. XL Fusion Engine 4-6 3. Endo Steel A"
4. Endo Steel 1-3 3. XL Fusion Engine 4. Endo Steel .
5. Endo Steel 4. XL Gyro 5. Endo Steel 23
6. Light Ferro-Fibrous 5. XLGyro 6. Light Ferro-Fibrous 22
B. XL Gyro 51
1. XL Gyro 20*
Left Torso 2. XLGyro Right Torso (C
. . 3. XL Gyro . "
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
2. XL Fusion Engine - XL Fusion Engine 2. XL Fusion Engine
g g *|
3 ) h 5. XL Fusion Engine : h 17
. XL Fusion Engine 8 ) ) 3. XL Fusion Engine
1-3 " - XL Fusion Engine 1-3 16
4. [ Double Heat Sink 4-|:E.‘3 Boosted Slave / HEAT DATA
5. | Double Heat Sink - - 5.1 C®Boosted Slave 15*
6. L Double Heat Sink Engine Hits 00O 6. MAsC Heat Heat Sinks: | [~
1. TMML 5 Gyro H!ts o0 1| mase Level* Effects 15 (30) o
Sensor Hits OO 30 Shutdown Double
2.| MML 5 2.Lmasc 28 AmmoExp.avoidon 8+ QO O 12
3.LMmL 5 Life Support O 3. Endo Steel avoi
4-6 PP 4-6 26 Shutdown, avoidon 10+ o 11
4. Ammo (MML 5/LRM) 24 4. Endo Steel 95 -5 Movement Points 00 rren
5. Ammo (MML 5/SRM) 20 5. Endo Steel 24  +4 Modifier to Fire
B. Light Ferro-Fibrous 6. Light Ferro-Fibrous 23 Ammo Exp. avoid on 6+ 00 9
22 Shutdown, avoidon8+ OO a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Erwdo Steel . Damage Transfer 5. Epdo Steel . 8  +1 Modifier to Fire 2
\ 6. Light Ferro-Fibrous Diagram 6. Light Ferro-Fibrous p \ 5 —~1 Movement Points / ;




BNATTILETETIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Grigori C-GRG-OU Exanimus Name:
Movement Points: Tonnage: 60 Gunnery Skill: I Piloting Skill: -
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 6 Era: [Expjrr‘]lg:jentall Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Underwater: 4 '
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser RT 5 5[DE] — 4 8 12
1 ERPPC RT 1510[DE] — 7 14 23
1 Beagle Active Probe LT — [f] - - = 4
1 Improved C3CPU LT — [f] =— — = =
1 ER Medium Laser LT 5 5[DE] — 4 8 12
1 Heavy PPC BRA 15 15 3 6 12 18
[DEX]
2 ERSmall Laser LA 2 3[DE] — 2 4 5 |
Right
Center
Leg Leg
o6 Torso 28]
( Rear (9)
Left Right
\ Cost: BV: 1,604 Torso Rear Torso Rear
\ / (6) (6)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
ea H Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Small Cockpit 2. Upper Arm Actuator 30"
1-3 3. Lower Arm Actuator 4. sensors 1-3 3.| Heavy PPC
"9 4. Hand Actuator 5. mAss "9 4.| Heawy PPC 29
5. | Double Heat Sink B. Roll Again 5.| Heavy PPC 28"
6. | Double Heat Sink 6.LHeavy PPC 27
1. LDouble Heat Sink Ct'anter‘. TOP_SD 1. Light FerroFibrous 26"
2. ERSmall Laser 1. Light Fusion Engine 2. Light Ferro-Fibrous 25
3. ERSmall Laser 2. Light Fusion Engine 3. Light Ferro-Fibrous T
4-6 4. Rol Again 1-3 3. Light Fusion Engine 4-6 4. Roll Again 24
5. Roll Again 4. XL Gyro 5. Roll Again 23"
6. Roll Again 5. XLGyro 6. Roll Again 22+
B. XL Gyro 51
1. XL Gyro 20*
Left Torso 2. XLGyro Right Torso (C
) ) . 3. XL Gyro ) ) )
1. Light Fusion Engine 4-6 4. Light Fusion Engi 1. Light Fusion Engine 18*
2. Light Fusion Engine 'gnt Fusion Engine 2. Light Fusion Engine =
_ " 5. Light Fusion Engine 1z
1-3 3. | Double Heat Sink B. Light Fusion Engine 1-3 3. umu / s
™ 4.| Double Heat Sink ¢ Hghtrusi : 4. umu
5. L Double Heat Sink - - 5. ER PPC HEAT DATA 157
6. UMU Engine H!ts 000 6.| erpPPC Heat Heat Sinks: 14"
1. umU Gyro H!ts o0 1.LEerprec L%VSI* St Effects I’l3 1 [32] o
2. ER Medium Laser Sensor Hits OO 2. ER Medium Laser 58 Ar#mSVEVQp. avoid on 8+ Oouo ° 12
a4-8 3. [ Beagle Active Probe Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 11
4. LBeagle Active Probe 4. Rall Again 25 -5 Movement Points 0 0"
5. ['Improved C3CPU 5. Roll Again 24 +4 Modifier to Fire
6. | improved C2CPU 6. Roll Again 23 Ammo Exp. avoid on 6+ @ 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17  +3 Modifier to Fire 0 =3
-3 Movement Points
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 Shutd dond+ O a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator 13 +2uMcc)]¥\il1£i1és\églFiSQ 3
g. Fpot Actuatpr g Fpot Actuatt_:r 10 -2 Movement Points >
6 ::'g:z EBFPD'EEFDUS Damage Transfer 6 ::'g:z EEPPO‘EEPO”S 8  +1 Modifier to Fire -
\ - Light Ferro-Fibrous Diagram - Light Ferro-Fibrous J 5 -1 Movement Points / =




T 11_ETETIH

’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Quickdraw GKD-5Mr Name:
Movement Points: Tonnage: 60 Gunnery Skill: I Piloting Skill: -
Walking: 5 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 8 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 5
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser(R) RT 3 5[DE] — 3 6 9 .
1 Targeting Computer RT — [] =— =— =— = Left Arm Right Arm
1 GuardianECMSute LT — [f] =— — =— 6 (13) (13)
1 LRM 10 LT 4 1/Msl 6 7 14 21
w,/ Artemis IV FCS [M,CS]
1 ER Medium Laser RA 5 5[DE] — 4 8 12
1 ER Medium Laser LA 5 5[DE] — 4 8 12
Left Right
Center
Leg Leg
16) Torso (18)
( Rear (8)
Left Right
\ Cost: BV: 1,465 Torso Rear Torso Rear
\ / (®) (®)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
Left Arm 14 Right Arm o
- Life Support g
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
"9 4. Hand Actuator 5. Sgensors "9 4. Hand Actuator 29
5. ER Medium Laser B. Life Support 5. ER Medium Laser 28"
6. Ferro-Fibrous 6. Ferro-Fibrous 27
1. Ferro-Fibrous Center TOPSD 1. Ferro-Fibrous 26*
2. Ferro-Fibrous 1 Fusion Engine 2. Ferro-Fibrous 25%
4-6 3. Ferro-Fibrous 2. Fusion Engine 4-6 3. Ferro-Fibrous A"
4. Ferro-Fibrous 1-3 3 Fusion Engine 4. FerroFibrous -
5. Ferro-Fibrous 4. Gyro 5. Ferro-Fibrous 23
B. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous 22%
6. Gyro 51
1. Gyro 20*
Left Torso 2. Fusion Engine Right Torso (C
3. Fusion Engine
1. Jump Jet 4-6 a . . 1. Jump Jet 18*
2. Jump Jet - Fusion Engine 2. Jump Jet
P 5. Jump Jet p 17*
3.| LRM 10 6 - 3. Medium Laser (R)
1-3 - Roll Again 1-3 . 16
4.LLrRm 10 4. Medium Laser [R) /4 HEAT DATA
5. Artemis IV FCS - - 5. Targeting Computer 15*
6. Ammo (LRM 10 Artemis) 12 Engine H!ts ooo 6. Roll Again Heat Heat Sinks: 147
1, [Guardian ECM Suite Gyro Hits 0O 1. Roll Again Lol o et o2 ad) 13"
2. | Guardian ECM Suite S_ensor Hits 0O 2. Roll Again 28 AmmoExp.avoidon8+ O O 12
a4-6 3. CAsE Life Support O a4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 0 o
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire
6. Roll Again 6. Roll Again 53  Ammo Exp. avoidon 8+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és lggovement'cl:;omtzi_ o) a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator 13 +2uMcc)]¥\il1£i1és\églFiSQ 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. 20:: iga!n Damage Transfer g 20:: ﬁga!n 8  +1 Modifier to Fire f
\ - HollAgain Diagram - Roll Again J U 5 -1 Movement Points / =

©® 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.



T 11_ETETIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Axman AXM-3Sr Name:
Movement Points: Tonnage: B5 Gunnery Skill: ____ Piloting Skill: __
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 6 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 4
Weapons & Equipment Inventory (hexes)
Qty Taype Loc Ht Dmg Min Sht Med
1 C°Slave CT =— [E] —_—_ - ,
1 Medium Pulse Laser CT 4 6[P] — 2 4 Left Arm Right Arm
1 Rotary AC/5 RT 1 S8 — 5 10 (17) 17)
1 Guardian ECM Suite LT — [I]E]] _——-— -
1 Hatchet BA — 13 _—— =
3 ER Medium Laser LA 5 5[DE] — 4 8
Left Right
Center
Leg Torso Leg
(24) Rear (g) (B4)
Note: If playing under Advanced Rules, treat head
as having a Full-Head gection System.
- Left Right
\ Cost: BV:1,734 Torso Rear Torso Rear
\ G) )
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
H verflow
Left Arm 1. Life Support Right Arm et
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. FerroFibrous 1-3 3. Lower Arm Actuator
4. ER Medium Laser 5. gensors 4. Hand Actuator 29
5. ER Medium Laser B. Life Support 5.| Hatchet 28"
6. ER Medium Laser 6.| Hatchet 27
1. Ferro-Fibrous Center Torso 1.| Hatchet 26*
2. Ferro-Fibrous 1. Light Fusion Engine 2.| Hatchet 25
3. Ferro-Fibrous 2. Light Fusion Engine 3. Hatchet -
4-6 4. Ferro-Fibrous 1-3 3. Light Fusion Engine 4-6 4. FerroFibrous 22
5. Ferro-Fibrous 4. Gyro 5. Ferro-Fibrous 23"
6. Ferro-Fibrous g gvm 6. Ferro-Fibrous 22
- byro 21
1. Gyro 20*
Left Torso S Light Fusion Engine Right Torso (EN
1. Light Fusion Engine 4-6 4. lgnt fusion Engine 1. Light Fusion Engine 18*
2. Light Fusion Engine - Light Fusion Engine 2. Light Fusion Engine
3. Ammo (RAC,5) 20 S: Medium Pulse Laser 3.[ Double Heat Sink 17
1-324 Ammo (RAC/5) 20 6. CStave 1-3 4| Double Heat Sink /4 16
5. Ammo [RAC/5) 20 - - 5.L Double Heat Sink HEAT DATA 15%
6. Ammo (RAC/5) 20 Engine H!ts ooo 6.[ Rotary AC/5 Heat Heat Sinks: 147
1. [[Guardian ECM Suite Gyro Hits 0O 1.| Rotary AC/5 Lol o et oo lea) 13"
2. L guardian ECM Suite Sensor Hits OO 2.| Rotary AC/5 I ouble 12
uardia u ; ry 28 AmmoExp.awidon8+ QO
4-6 3. CasE Life Support O 4-6 3.| Rotary AC/5 26 Shutdown, avoid on 10+ 11
4. FerroFibrous 4. Rotary AC/5 25 -5 Movement Points 0 0"
5. Ferro-Fibrous 5.LRotary AC/5 24  +4 Modifier to Fire
6. FerroFibrous 6. FerroFibrous 23 Ammo Exp. avoid on B+ @ 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17 +3 Modifier to Fire o =
2. Upper Leg Actuator HL 2. Upper Leg Actuator 15 -3 Movement Points
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O 2
4' game Flabs 4' 13 +2 Modifier to Fire 3
5. Foot Actuator 5. Foot Actuator 10 -2 Movement Points >
> jump je: Damage Transfer o jump je: 8  +1 Modifier to Fire -
\ - Jump Je Diagram - Jump Je J U 5 -1 Movement Points / =

©® 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.
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Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso
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/ \
'MECH DATA WARRIOR DATA
Type: Catapult CPLT-C5A Name:
Movement Points: Tonnage: B65 Gunnery Skill: I Piloting Skill: -
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 6 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 4
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser CT 5 5[DE] — 4 8 12
1 ER Medium Laser RT 5 5[DE] — 4 8 12
1 ER Medium Laser LT & 5[DE] — 4 8 12
1 LBM15 RA 5 1/Msl B 7 14 21
w,/ Artemis IV FCS [M,CS]
1 LRM15 LA 5 1/Msl B 7 14 21
w,/Arteris IV FCS IMCS]
Right
Center
Leg Torso Leg
(26 Rear (11) (26)
Left Right
\ Cost: BV:1,772 Torso Rear Torso Rear
\ / (8) ©)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3.| LRM 15 4. Endo Steel 1-3 3.| LRM 15
"9 4. | LRM 15 5. Sensors 94| LRrRM 15 29
5. LLRM 15 6. Life Support 5.LLRM 15 28*
6. Artemis IV FCS 6. Artemis IV FCS 27
1. Endo Steel Center TOPSO 1. Endo Steel 26"
2. Endo Steel ; ::“5!0" E“gfne 2. Endo Steel 25%
3. Endo Steel - Fusion Engine 3. Endo Steel T
- : : - 24
4-6 4. Endo Steel 1-3 3. Fusion Engine 4-6 4. Endo Steel -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g' Gyro 6. Roll Again 22+
- Gyro 21
1. Gyro 20*
Left Torso 2. Fusion Engine Right Torso (C
K 3. Fusion Engine )
1. [ Double Heat Sink 4-6 4. Fusion Engi 1.[ Double Heat Sink 18*
2. | Double Heat Sink usion =ngine 2.| Double Heat Sink =
3 . 5. ER Medium Laser ) 17
. LDouble Heat Sink 8 ) 3.LDouble Heat Sink
1-3 - ER Medium Laser 1-3 16
4. Jump Jet 4. Jump Jet / HEAT DATA
5. Jump Jet - - 5. Jump Jet 15*
6. ER Medium Laser Engme H!tS 00O 6. ER Medium Laser Heat Heat Sinks: 14*
1. Ammo [LRM 15 Artemis) 8 Gyro Hits 0O 1. Rall Again Leg’g'* Shut dov'\,zrf]fe‘:ts gﬁlﬁg] 13
2. Ammo (LRM 15 Artemis) 8 Sensor Hits OO 2. Roll Again 28 AmmoExp.avoidon8+ O O 12
a4-8 3. Ammo (LRM 15 Artemis) 8 Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ ¢ 11
4. case 4. Rall Again 25 -5 Movement Points 0 0"
5. Endo Steel 5. Roll Again 24 +4 Modifier to Fire
B. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hi v 1. Hi 17  +3 Modifier to Fire =3
P P 15 -3 Movement Points 0
2. Upper Leg Actuator L 2. Upper Leg Actuator 14 Shutd dond+ O a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points >
5. Endo Steel 5. Endo Steel s ]
6. Endo Steel Damage Transfer 6. Endo Steel E +1 MOdlﬁer tg Elrgt 1
\ Diagram PAN - ovement Points / -




T 11_ETETIH

’'MECH RECORD SHEET

{'MECH DATA )

WARRIOR DATA

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso
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Type: JagerMech JMB-DDa Name:
Movement Points: Tonnage: B65 Gunnery Skill: I Piloting Skill: -
Walki.ng: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 6 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser CT 3 5[DE] — 3 6 9 .
1 Targeting Computer RT — ] =— — =— = Left Arm Right Arm
1 Autocannon/5 RA 1 [Dg 5] 3 6 12 18 (8) (8)
1 Light Auto Cannon/2 RA 1 2’ — B 12 18
[DBS]
1 Autocannon/5 LA 1 5 3 6 12 18
[DB.S] '
1 Light Auto Cannon/2 LA 1 2 — B 12 18 Left Right
[DBS] Center
Leg Leg
12) Torso (12)
( Rear (5)
Left Right
\ Cost: BV:911 Torso Rear Torso Rear
\ / (8) (5)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
H Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. | Autocannon/5 4. Roll Again 1-3 3.| Autocannon/5 =
4. | Autocannon/5 5. Sgensors 4.| Autocannon/5
5. | Autocannon/5 B. Life Support 5.| Autocannon/5 28"
6. LAutocannon/5 6.L Autocannon/5 27
1. Light Auto Cannon/2 Centgr‘ TO_PSD 1. Light Auto Cannon/2 26*
2. Ferro-Fibrous 1. x Fusion Engine 2. Ferro-Fibrous 25%
4-6 3. Ferro-Fibrous 2. XL Fusion Engine 4-6 3. Ferro-Fibrous A"
4. FerroFibrous 1-3 2 )él' Fusion Engine 4. Ferro-Fibrous ==
5. Ferro-Fibrous - Gyro 5. Ferro-Fibrous
B. Ferro-Fibrous g gvm 6. Ferro-Fibrous 22%
- byro 21
1. Gyro 20*
Left Torso 2. XL Fusion Engine Right Torso (C
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
2. XL Fusion Engine » XL Fusion Engine 2. XL Fusion Engine
9 5. Medium Laser 9 17*
1-3 3. XL Fusion Engine 6. Medium L 1-3 3. XL Fusion Engine
4. Ammo (AC/5) 20 edium Laser 4. Ammo [AC/5) 20 /4 HEAT DATA 16
5. Ammo (AC/5) 20 - - 5.[ Targeting Computer 15%
6. Ammo (LAC/2) 45 Engme H!tS o o o 6. Targeting Computer Heat Heat Sinks: 14"
1. Ammo [LAC/2) 45 Gyro H!tS oo 1.| Targeting Computer Level* Effects 1 0 (10) 13*
5 Sensor Hits OO 5 . 30 Shutdown Single
- CASE - -| Targeting Computer 28  Ammo Exp. avoid on 8+ 12
3 . 3 h P (0]
a4-6 = Ferro-Fibrous Life Support O 4-6> Targeting Computer 26  Shutdown, avoid on 10+ 11
4. FerroFibrous 4. Targeting Computer 25 -5 Movement Points 0 0"
5. Ferro-Fibrous 5.L Targeting Computer 24 +4 Modifier to Fire
6. FerroFibrous 6. case 23 Ammo Exp. avoid on B+ @ 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +g MDdifier to lgir_e 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 éh dovement'd O'”tz+ o) a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator +2uKA D;\,’P’ avovaon
4. Foot Actuator 4. Foot Actuator 18 odifier to Hire 3
- Foot Act . t 10 -2 Movement Points )
5. Rol Again Damage Transfer - Foll Again 8  +1 Modifier to Fire
\ B. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points ) ;




T 11_ETETIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Avatar AV1-0U Name:
Movement Points: Tonnage: 70 Gunnery Skill: I Piloting Skill: -
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 6 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser CT 3 5[DE] — 3 6 9
1 C°Master RT O [E] — 5 10 15 Left Arm Right Arm
1 Small Pulse Laser LT 2 3P — 1 2 3 (186) (16)
1 LRT15 RA 5 15 6 0O 0 -
w,/ Artemis IV FCS
1 SRT4 RA 3 4 — 0 o -
w/ Artemis IV FCS
1 LRT15 LA 5 15 6 0O o - .
w/ Artemis IV FCS Left C Right
1 SRT4 LA 3 4 — 0 0 =— Leg enter Leg
w,/ Artemis IV FCS Torso
(26 Rear (9) (28)
Left Right
\ Cost: BV: 1,359 Torso Rear Torso Rear
\ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE 2K INTERNAL STRUCTURE DIAGRAM P
Head ] —
Left Arm 1. Life Support Right Arm Left Torso (15)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
3.| LRT 15 4. Roll Again 3.| LRT15
1-3 4.|LRT15 5. Sensors 1-3 4.| LRT 15 29
5. LLRT 15 6. Life Support 5.LLRT 15 28*
6. Artemis IV FCS 6. Artemis IV FCS 27
1. SRT4 Cente'r‘ To_rso 1. SRT4 Left 26*
2. Artemis IV FCS 1. XL Fusion Engine 2. Artemis IV FCS Arm 35 257
a4-6 3. Ammo (SRT 4 Artemis) 25 2. XL Fusion Engine a4-6 3. Ammo (SRT 4 Artemis) 25 1N =
4. Ammo (LRT 15 Artemis) 8 1-3 3. XL Fusion Engine 4. Ammo [LRT 15 Artemis) 8 -
5. Ammo (LRT 15 Artemis) 8 4. Gyro 5. Ammo [LRT 15 Artemis) 8 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro 20*
Left Torso 2. XL Fusion Engine Right Torso (C
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 4. XL Fusion Engi 1. XL Fusion Engine 18*
2. XL Fusion Engine uston Engine 2. XL Fusion Engine =
3 ) h 5. Medium Laser : h 17
. XL Fusion Engine 8 . 3. XL Fusion Engine
1-3 - Medium Laser 1-3 16
4. Small Pulse Laser 4.[ c®Master / HEAT DATA
5. CASE - - 5.| c®*Master 15%
B. Roll Again Engine Hits 00O 6. c®Master Heat Heat Sinks: | 14~
1. Roll Again Gyro H!ts o0 1.| csMaster Level* Effects 10 (20) o
) Sensor Hits OO 30 Shutdown Double
2. Roll Again - 2.1 c*Master 28 Ammo Exp.avoidon 8+ Q 12
4-g 3 RollAgain Life Support O 4-g 3 CASE 26  Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 0 o
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire
B. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hi ‘V 1. Hi 17  +3 Modifier to Fire =
oo - P -3 Movement Points 0
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 Shutd dond+ O a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Rol Again Damage Transfer B Foll Again 8  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points y ;

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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/4 \
'MECH DATA WARRIOR DATA
Type: Daikyu DAI-O1r Name:
Movement Points: Tonnage: 70 Gunnery Skill: I Piloting Skill: -
Walking: 5 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 8 . (Experimental) Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 0 Era: Jihad
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 C®Boosted Slave CT — [E] = = = =
1 LBM5 LT 2 1/Msl. B 14 21
[M,CS]
1 Medium Laser LT 3 5[DE] — 3 6 9
1 LB5XAC RA 1 5 7 14 21
[DB,CF.S]
1 ERPPC LA 1510[DE] — 7 14 23
1 LB5XAC 5 7 14 21 .
[DBCFS] Cont Right
Leg enter Leg
o6 Torso 28]
( Rear (10)
Left Right
\ Cost: BV:1,513 Torso Rear Torso Rear
\ / (®) (®)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm 1. Life Support Right Arm Left Torso (15)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator
4. Hand Actuator 5. gensors 4. Hand Actuator 29
5.[LB5XAC B. Life Support 5.[ LB 5-X AC 28"
B6.| LB5XAC 6.| LB5XAC 7
1.| LB5-XAC Center TOPSD 1.| LB5-XAC Left 26*
2. BsxAC 1. XL Fusion Engine 2| LB5XAC Arm 30 o
4.g 3 LB5XAC 2. XL Fusion Engine 4. 3L1B5XAC 1 —
4.TER PRC 1-3 3. XL Fusion Engine 4. Endo Steel .
5.| ERPPC 4. Gyro 5. Roll Again 23
6. LErPPC g' Gyro 6. Roll Again 22+
- Gyro 21
1. Gyro 20*
Left Torso 2. XL Fusion Engine Right Torso (C
. I 3. XL Fusion Engine ] X
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine =
3 - ; 5.[ c®Boosted Slave ; ; 17
. XL Fusion Engine 8 3. XL Fusion Engine
1-3 " - LC®Boosted Slave 1-3 16
4. Medium Laser 4. Ammo (LB 5X) 20 /4 HEAT DATA
5. LRM5 - - 5. Ammo (LB 5-X Cluster) 20 15%
6. Endo Steel Engine H!ts 00O 6. Ammo (LRM 5) 24 Heat Heat Sinks: | "4~
1. Endo Steel Gyro H!ts o0 1. CAsE Level* Effects 10 (20) o
Sensor Hits OO 5 30 Shutdown ) Double
2. Endo Steel . . Endo Steel 28  Ammo Bxp. avoidon 8+ O 12
a4-8 3. Endo Steel Life Support O 4-6 3. Endo Steel 26  Shutdown, avoid on 10+ 11
4. Rl Again 4. Endo Steel 25 -5 Movement Points 0 0"
5. Roll Again 5. Endo Steel 24  +4 Modifier to Fire
B. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és lggovement'cl:;omtzi_ o) a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator 13 +2uMcc)]¥\il1£i1és\églFiSQ 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. Endo Steel Damage Transfer g Endo Steel 8  +1 Modifier to Fire f
\ - Endo Steel Diagr‘am - Endo Steel / \ 5 -1 Movement Points / =
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Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

[e)e]
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(0]
/£ \ o}
MECH DATA WARRIOR DATA 0%8
Type: Deva C-DVA-OU Exanimus Name: °0
Movement Points: Tonnage: 70 Gunnery Skill: I Piloting Skill: - e}
Walking: 4 Tech Base: Inner Sphere HtsTaken[1 |2 |3 141 5] 6 80
Running: B Era: [EijE'g&e”ta” Consciousness#| 3 | 5 | 7 [10] 11 |pead 0
Underwater: 4 ' 0
Weapons & Equipment Inventory (hexes)
Qty Type . Loc Ht Dmg Min Sht Med Lng
1 Improved C°CPU RT — [E] _—— — - .
1 ER Small Laser(R) LT 2 3[DF — 2 4 5 Left Arm Right Arm
2 LRT15 RA 5 15 6 0 0 =— 22) 22)
3 ER Medium Laser LA 5 5[DE] — 4 8 12
Left Right
{ .'ﬂil; Leg Center Leg
CE il 27 Torso
\{'(‘VK\“\\‘; | (80) Rear [10) (30]
D\ >
Left Right
\ Cost: BV: 1,685 Torso Rear Torso Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm 1. Life Support Right Arm Left Torso (15)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Small Cockpit 2. Upper Arm Actuator 30"
1-3 3. Lower Arm Actuator 4. sensors 1-3 3.| LRT 15
4. Hand Actuator 5. maAss 4.| LRT 15 29
5. ER Medium Laser B. Roll Again 5.LLRT 15 28"
6. ER Medium Laser 6. LRT 15 27
1. ER Medium Laser Center Torso 1| rT15 Left 26"
2. Endo Steel 1. Light Fusion Engine 2.LLrT15 Arm 35 25
a4-6 3. Endo Steel 2. Light Fusion Engine a4-6 3. Ammo (LRT 15)8 11 A
4. Roll Again 1-3 3 Light Fusion Engine 4. Ammo (LRT 15) 8 .
5. Roll Again 4. Heavy Duty Gyro 5. Endo Steel 23
6. Roall Again 5. Heavy Duty Gyro 6. Endo Steel 22
6. Heavy Duty Gyro 51
1. Heavy Duty Gyro 20%
Left Torso 2. Light Fusion Engine Right Torso (EN
’ ) . 3. Light Fusion Engine ) - .
1. Light Fusion Engine 4-6 . . . 1. Light Fusion Engine 18*
. . " 4. Light Fusion Engine . 5 "
2. Light Fusion Engine 5 2. Light Fusion Engine =
- UMU 17
135 W 6. umu 1-35 oW 76
4. ER Small Laser [R] 4. Ammo [LFIT 1 5] 8 / HEAT DATA
5. Endo Steel - - 5. Ammo (LRT 15) 8 15%
6. Endo Steel Engine H!ts 00O 6. Ammo [LRT 15) 8 Heat Heat Sinks: | "4~
1. Endo Steel Gyro Hits 00O 1. Ammo (LRT 15) 8 Level™ Effects 11 (22) 13"
Sensor Hits OO 30 Shutdown Double
2. Endo Steel 2.[ Improved C2CPU 98 Ammo Exp. avoidon 8+ O O 12
i H 3 : N
a4-8 3. Roll Again Life Support O 4-6 3.Limproved G*cPU 26  Shutdown, avoid on 10+ 11
4. Roll Again 4. case 25 -5 Movement Points 0 0"
5. Roll Again 5. Endo Steel 24  +4 Modifier to Fire
6. Roll Again 6. Endo Steel 23 Ammo Exp. avoid on B+ @ 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hi ‘V 1. Hi 17  +3 Modifier to Fire =
oo - P -3 Movement Points 0
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 Shutd dond+ O a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 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 PAN 5 -1 Movement Points / ;




ARMOR DIAGRAM
I [ | H
B I I I F I F I -I Left Torso Head (9) Right Torso
mm = g -

’'MECH RECORD SHEET

{'MECH DATA ) WARRIOR DATA

Type: Gallowglas GAL-2GLSA Name:

Movement Points: Tonnage: 70 Gunnery Skill: ___ Piloting Skill: __
Walking: 4 Tech Base: Inner Sphere HitsTaken[1 |2 |3 14151 6
Running: 6 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 3

Weapons & Equipment Inventory (hexes)

Qty Type Loc Ht Dmg Min Sht Med Lng
2 Large Laser RT 8 B8[DE] — 5 10 15 .
1 Heavy PPC RA 15 15 3 6 12 18 Left Arm Right Arm
[DEX] (20) (20)
1 Light PPC RA 5 5 3 6 12 18
[DEX]
1 Medium Pulse Laser LA 4 B[] =— 2 4 B
Left Right
Leg Center Leg
20 Torso o5
(22) Rear (9) (22)

Left
Torso Rear

(7]

Right
Torso Rear

(7]

\ O
\ _ ea
{ CRITICAL HIT TABLE ‘K INTERNAL STRUCTURE DIAGRAM J1MA

\ Cost: BV:1,771

Head —_
H Overflow
Left Arm 1. Life Support Right Arm Left Torso (15)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
4. Hand Actuator 5. Sgensors 4.| Double Heat Sink 29
5. Medium Pulse Laser B. Life Support 5.| Double Heat Sink 28"
6. Endo Steel 6.L.Double Heat Sink 27
1. Endo Steel Center TOPSD 1.[Heavy PPC Left 26"
2. Endo Steel ; ::“5!0" E“gfne 2.| Heavy PPC Arm 34 ! 25*
3. Roll Again - Fusion Engine 3.| Heavwy PPC 11 A"
464 Roiagan 1-3 3 Fusion Engine 46, | Heavy PPC -
5. Roll Again 4. Gyro 5.[ Light PPC 23
6. Roll Again 5. Gyro 6.LLight PPC 22+
6. Gyro 21
1. Gyro 20*
Left Torso 2. Fusion Engine Right Torso (C
— K 3. Fusion Engine _
1. [ Double Heat Sink 4-6 a . . 1.[ Large Laser 18*
2. | Double Heat Sink - Fusion Engine 2.l Large Laser
; 5. Jump Jet =-ard 17*
3. LDouble Heat Sink 3.| Large Laser
1-3 o 6. Endo Steel 1-3 16
4. [ Double Heat Sink 4. Large Laser / HEAT DATA
5. | Double Heat Sink - - 5. CASE 15
6. L Double Heat Sink Engine Hits 00O 6. Endo Steel Heat Heat Sinks: | [~
1. Endo Steel Gyro Hits 0O 1. Endo Steel Level™ Effects 14 (28) 13"
Sensor Hits OO - 30 Shutdown Double
2. Endo Steel 2. Roll Again ; + 12
. ! 28 Ammo Exp. avoid on 8 00
a4-6 3. Endo Steel Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Endo Steel 4. Rall Again 25 -5 Movement Points 00 o
5. Endo Steel 5. Roll Again 24 +4 Modifier to Fire
B. Endo Steel B. Roll Again 23 Ammo Exp. avoidon 6+ O O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hi v 1. Hi 17  +3 Modifier to Fire =3
oo - P -3 Movement Points 0
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 Shutd dond+ O a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
a g 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 -
- Endo Steel . - Endo Steel - i
\ ndo Stee Diagram ndo Stee J U 5 1 Movement Points / =
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(0]
MECH DATA WARRIOR DATA o% 9
Type: JagerMech JM7-C3BS Name: °0
Movement Points: Tonnage: 70 Gunnery Skill: I Piloting Skill: - e}
Walking: 4 Tech Base: Inner Sphere HtsTaken[1 |2 |3 141 5] 6 80
Running: 6 . [Expefr‘lmental] Consciousness#| 3 | 5 | 7 |10]| 11 |Dead (0]
Jumping: 0 Era: Jihad 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser CT 5 5[DE] — 4 8 12 .
1 C3Boosted Slave RT — [Ff] — — — — Left Arm Right Arm
2 Light Auto Cannon/2  RA s 8 12 18 (22) 22)
1 Snub-Nose PPC RA 10 1%%5 — 9 13 15
[DEV]
2 Light Auto Cannon/2 LA 2 — B 12 18
[DB.S] '
1 Snub-Nose PPC LA 101805 — 8 13 15 Left Cent. Right
DEV] Leg enter Leg
Torso
(22 Rear (g) (B2)
Left Right
\ Cost: BV: 1,354 Torso Rear Torso Rear
\ / (6) (6]
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
Left Arm 14 Right Arm drerow
- Life Support Left Torso (15)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3% [Snub-Nose PPC 4. Roll Again 13 3.[Snub-Nose PPC
"9 4. | snub-Nose PPC 5. Sgensors "9 4.| Snub-Nose PPC 29
5. Light Auto Cannon/2 B. Life Support 5. Light Auto Cannon/2 28"
6. Light Auto Cannon/2 6. Light Auto Cannon/2 27
1. Ferro-Fibrous Centgr‘ TO_PSD 1. Ferro-Fibrous Left 26*
2. Ferro-Fibrous 1. x Fusion Engine 2. Ferro-Fibrous Arm 34 25%
4-6 3. Ferro-Fibrous 2. XL Fus!on Eng!ne 4-6 3. Ferro-Fibrous 1 ST
4. FerroFibrous 1-3 3. XL Fusion Engine 4. Ferro-Fibrous -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro 20*
Left Torso 2. XL Fusion Engine Right Torso (C
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine - 2. XL Fusion Engine =
3 ) h 5. ER Medium Laser : h 17
. XL Fusion Engine 8 . 3. XL Fusion Engine
1-3 . - Roll Again 1-3 . 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 00O 6.1 Double Heat Sink Heat Heat Sinks: | 14~
1. Ammo [LAC/2) 45 Gyro Hits 0O 1. Ammo (LAC/2) 45 Lol o et 03 (28) 13"
2. CAsE Sensor Hits 0O 2.['c®Boosted Slave 28 AmmoExp.awidon8+ QO 12
a4-8 3. Ferro-Fibrous Life Support O 4-6 3.LCc®Boosted Slave 26  Shutdown, avoid on 10+ ¢ 11
4. FerroFibrous 4. case 25 -5 Movement Points 00 0"
5. Ferro-Fibrous 5. FerroFibrous 24  +4 Modifier to Fire
6. Ferro-Fibrous 6. FerroFibrous 23 Ammo Exp. avc_)id ong+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. Roall Aga!n Damage Transfer g Roll Aga!n 8  +1 Modifier to Fire f
\ - Roll Again Diagram - Roll Again PAN 5 -1 Movement Points / =
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[e)e]

(0]
MECH DATA WARRIOR DATA o% 9
Type: No-Dachi NDA-2KC Name: .0
Movement Points: Tonnage: 70 Gunnery Skill: I Piloting Skill: - e}
Walking: 5(6] Tech Base: Inner Sphere HitsTaken[1 |2 |3 14151 6 80
Running: 81[9] Era: Dark Age Consciousness#| 3 | 5 | 7 |10/ 11 |Dead, 0]
Jumping: 0 0}
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 F HD 2 2 3
amer [DEHA Left Arm Right Arm
1 Medium Pulse Laser CT 4 6[P] — 2 4 6 (22) 22)
1 Small Laser CT 1 3[DE — 1 2 3
1 C°Slave RT — [Ff] — — — —
2 Medium Pulse Laser RT 4 6[F] — 2 4 B
1 ERMedumLlaserR) LT 5 G5[DE — 4 8 12
2 Medium Pulse Laser LT 4 6[F] — 2 4 B |
1 Sword RA — 8 =— — = = Left C Right
1 Large Pulse Laser LA 10 9[P] — 3 7 10 Leg enter Leg
1 Medium Pulse Laser LA 4 6[P] — 2 4 B Torso
1 Small Pulse Laser lA 2 3P — 1 2 3 (30) Rear (12) (30)
Left Right
\ Cost: BV: 1,684 Torso Rear Torso Rear
\ /2 (10) (10)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
Left Arm 1y Right Arm et
- Life Support Left Torso (15)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Flamer 1-3 3. Lower Arm Actuator
4, [Large Pulse Laser 5. Sgensors "9 4. Hand Actuator 29
5. LLarge Pulse Laser B. Life Support 5.| Sword 28"
6. Medium Pulse Laser 6.| Sword 27
1. Small Pulse Laser Centgr‘ TO_PSD 1.| Sword Left 26*
2. Endo Steel ; ;:: £u5!on E"gfne 2.| Sword Arm 34 25*
3. Roll Again . usion Engine 3.LSword 11 A"
464 Roiagan 1-3 3= XL Fusion Engine 4-6 4 Endo steel -
5. Roll Again 4. Gyro 5. Endo Steel 23
6. Roall Again 5. Gyro 6. Endo Steel 22
6. Gyro 51
1. Gyro 20*
Left Torso 2. XL Fusion Engine Right Torso (C
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine h 2. XL Fusion Engine =
) h 5. Medium Pulse Laser : h 17
3. XL Fusion Engine 6 3. XL Fusion Engine
1-3 . - Small Laser 1-3 . 16
4. Medium Pulse Laser 4. Medium Pulse Laser / HEAT DATA
5. Medium Pulse Laser - - 5. Medium Pulse Laser 15*
6. ER Medium Laser (R) Engine H!ts ooo 6. C3Slave Heat Heat Sinks: 147
1. Endo Steel Gyro Hits 0O 1. Endo Steel Level™ Effects 14 (28) 13"
Sensor Hits OO 30 Shutdown Double
2. Endo Steel . 2. Endo Steel 28 Ammo Exp. avoidon 8+ 0 O 12
a4-6 3. Endo Steel Life Support O 4-6 3. Endo Steel 26 Shutdown, avoid on 10+ 11
4. Triple-Strength Myomer 4. Triple-Strength Myomer 25 -5 Movement Points 00 0"
5. Triple-Strength Myomer 5. Triple-Strength Myomer 24 +4 Modifier to Fire
B. TripleStrength Myomer 6. Triple-Strength Myomer 23 Ammo Exp. avoid on B+ 00 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 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 f
\ - Endo Steel Diagram - Endo Steel / \ 5 -1 Movement Points / =




T 11_ETETIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Bandersnatch BNDR-O1Ar Name:
Movement Points: Tonnage: 75 Gunnery Skill: I Piloting Skill: -
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 6 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 LBM5 HD 2 1/Msl. 6 7 14 21
MEg) Left Arm Right Arm
1 GuardanECMSute CT — [[] — — — 6 (18) 18)
1 ER Small Laser(R) RT 2 3D — 2 4 5
1 LBMS RT 2 1/Msl B 7 14 21
IMCS]
1 LBM5 LT 2 1/Msl 6 7 14 21
[MCS] ’
1 LB10OXAC RA 2 10 — 6 12 18 Left Cent. Right
[DBCFS] Leg enter Leg
2 Medium Laser RA 3 O5[DE] — 3 6 89 Torso
1 LB10XAC 2 19— 6 12 18 (18] Rear (10 (18)
[DB,C,F.S] (10)
2 Medium Laser LA 3 5[0 — 3 6 9
Left Right
\ Cost: BV: 1,522 Torso Rear Torso Rear
\ / (®) (®)
/ \ Heat
CRITICAL HIT TABLE 2K INTERNAL STRUCTURE DIAGRAM P
Head ] —
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. \pm5 1-3 3. Lower Arm Actuator
"9 4. LB 10X AC 5. Sensors "9 4 LB 10X AC 29
5.| LB 10X AC B. Life Support 5| LB 10X AC 28"
6.| LB10-XAC 6.| LB10-XAC 27
1.| LB10-XAC Center TOPSD 1.| LB10-XAC 26*
2.| LB10-xAC 1. x Fusion Engine 2.| LB10xAC D5+
4.g 3 LB 10XAC 2. XL Fusion Engine 4-g 3L1B10XAC =
4. Medium Laser 1-3 3. XL Fusion Engine 4. Medium Laser -
5. Medium Laser 4. Gyro 5. Medium Laser 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro 20
Left Torso 2. XL Fusion Engine Right Torso (EN
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
2. XL Fusion Engine - XL Fus_lon Engine . 2. XL Fusion Engine
g g *
3 ) h 5.[ Guardian ECM Suite : h 17
. XL Fusion Engine 8 ' ) 3. XL Fusion Engine
1-3 - LGuardian ECM Suite 1-3 16
4. LRM5 4. ER Small Laser (R) / HEAT DATA
5. Ammo (LRM 5) 24 - - 5. LRM5 15%
6. Ammo (LB 10-X) 10 Engine H!"-S ooo 6. Ammo (LRM 5) 24 Heat Heat Sinks: 147
1. Ammo (LB 10X Cluster) 10 Gyro Hits 0O 1. Ammo (LB 10:X] 10 Leg’g'* Shut dov'\,zrf]fe‘:ts gglﬁg] 13
2. CASE S_EHSOT‘ Hits 0O 2. Ammo (LB 10X Cluster) 10 98 Ammo Exp. avoidon 8+ O 12
4-g 3 RollAgain Life Support O 4-g 3 CASE 26  Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 0 o
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire
6. Roll Again 6. Roll Again 53  Ammo Exp. avoidon 8+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és lggovement'cl:;omtzi_ o) a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator 13 +2uMcc)]¥\il1£i1és\églFiSQ 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g' 20:: iga!n Damage Transfer g 20:: ﬁga!n 8  +1 Modifier to Fire f
\ - HollAgain Diagram - Roll Again J U 5 -1 Movement Points / =

©® 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.



ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

BNATTILETETIH

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Falconer FLC-9R Name:
Movement Points: Tonnage: 75 Gunnery Skill: I Piloting Skill: -
Walking: 5 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 8 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 5
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser RT 3 5[DE] — 3 6 9
2  Medium Laser LT 3 5[DEf — 3 6 9 Left Arm Right Arm
1 LB1OXAC RA 2 10 — B 12 18 (19) (19)
[DB,CF.S]
1 Heavy PPC LA 15 15 6 12 18
[DEX]
Left Right
Center
Leg Leg
Torso
(22 Rear (g) (B2)
Left Right
\ Cost: BV:1,979 Torso Rear Torso Rear
\ / (6) (6]
/ \ Heat
CRITICAL HIT TABLE 2K INTERNAL STRUCTURE DIAGRAM P
Head ] —
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator
"9 4. [Heawy PPC 5. Sensors "9 4 LB 10X AC 29
5. | Heavy PPC B. Life Support 5| LB 10X AC 28"
6. | Heawy PPC 6.| LB 10X AC 57
1. LHeavy PPC Cente'r‘ To_rso 1.| LB10-XAC 26*
2. Endo Steel 1. XL Fusion Engine 2| LB1oxac 5%
4.6 3 EndoSteel 2. XL Fusion Engine 4.g LB 10xAC =
4. Roll Again 1-3 3= XL Fusion Engine 4. Endo Steel -
5. Roll Again 4. Gyro 5. Endo Steel 23
6. Roll Again g' Gyro 6. Roll Again 22+
- Gyro 21
1. Gyro 20*
Left Torso 2. XL Fusion Engine Right Torso (C
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
2. XL Fusion Engine - XL Fusion Engine 2. XL Fusion Engine
g g *|
3 . . 5. Jump Jet . " 17
. XL Fusion Engine 8 3. XL Fusion Engine
1-3 . - Endo Steel 1-3 . 16
4. Medium Laser 4. Medium Laser / HEAT DATA
5. Medium Laser - - 5. Medium Laser 15*
6. Endo Steel Engine H!ts 00O 6. Ammo (LB 10-X] 10 Heat Heat Sinks: | "4~
1. Endo Steel Gyro Hits 0O 1. Ammo (LB 10X Cluster) 10| | Level” Effects 11 (22) 13
Sensor Hits OO 5 30 Shutdown ) Double
2. Endo Steel . . Endo Steel 28 Ammo Exp. avoidon 8+ 0 O 12
a4-8 3. Endo Steel Life Support O 4-6 3. Endo Steel 26  Shutdown, avoid on 10+ 11
4. Rl Again 4. Endo Steel 25 -5 Movement Points 0 0"
5. Roll Again 5. Endo Steel 24  +4 Modifier to Fire
B. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és lggovement'cl:i’omtz*_ o) a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator 13 +2uMcc)]¥\il1£i1és\églFiSQ 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. Jump Jet Damage Transfer g Jump Jet 8  +1 Modifier to Fire f
\ - Jump Jet Diagram - Jump Jet PAN 5 -1 Movement Points y =

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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ARMOR DIAGRAM

Head
Left Torso sad O

Right Torso

BNATTILETETIH

’'MECH RECORD SHEET
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/4 \
'MECH DATA WARRIOR DATA
Type: Hammerhands HMH-6E Name:
Movement Points: Tonnage: 75 Gunnery Skill: I Piloting Skill: -
Walking: 3 [4] Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 5 (6] Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 5
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Guardian ECM Suit RT — E —_——_ = B
1 nglra\;gn He LT — {E% _—_ = - Left Arm Right Arm
1 Medium Laser RA 3 5[DE] — 3 (19) (19)
1 Rotary AC/5 RA 1 [5; SRhtC] — 5 10 15
1 Medium Laser LA 3 5D — 3 B 9
1 Rotary AC/5 LA 1 5/Sht — 5 10 15
[DB,R,C]
Center
Torso
Rear (3)
Left Right
\ Cost: BV:2,204 Torso Rear Torso Rear
\ / (@) )]
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Left A Head Right A overt
eft Arm 1. Lifesu ight Arm oo
pport
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Triple-Strength Myomer 1-3 3. Lower Arm Actuator
4. [ Rotary AC/5 5. Sensors 4.[ Rotary AC/5 29
5. | Rotary AC/5 B. Life Support 5.| Rotary AC/5 28"
6. | Rotary AC/5 6.| Rotary AC/5 27
1.| Rotary AC/5 Center Torso 1.| Rotary Ac/5 26"
2. | Rotary AC/5 ; ’F:US!D" E“gine 2.| Rotary AC/5 5%
3. LRotary AC/5 - Fusion Engine 3.LRotary AC/5 A"
4-6 4. Medium Laser 1-3 3. Fusion Engine 4-6 4. Medium Laser -
5. Ammo (RAC/5) 20 4. Gyro 5. Ammo (RAC/5) 20 23
6. Triple-Strength Myomer g Gyro 6. TripleStrength Myomer 22
- Gyro 21
1. Gyro 20*
Left Torso 2. Fusion Engine Right Torso (C
3. Fusion Engine
1. [ Double Heat Sink 4-6 . . 1.[ Improved Jump Jet 18*
4. Fusion Engine
2. | Double Heat Sink 9 2.LImproved Jump Jet =
3. LDouble Heat Sink > ['"‘P"’"e" Jump Jet 3.[ Guardian ECM Suite s
1-3 4. [Improved Jump Jet 6. Improved Jump Jet 1-3 4.] Guardian ECM Suite / HEAT DATA 16
5. Limproved Jump Jet - - 5. Ammo (RAC/5) 20 15%
6. CSlave Engine H!ts 00O 6. Ammo [RAC/5) 20 Heat Heat Sinks: | "4~
1. TripleStrength Myomer Gyro Hits 0O 1. Ammo [RAC/5) 20 Level* Effects 10 (20) 13
5 . Sensor Hits OO 5 30 Shutdown Double
Tmple-Stlr‘ength Myomer - - Ammo (RAC/5) 20 28 Ammo Exp. avoidon 8+ QO 12
4-g 3 RollAgain Life Support O 4-g 3 CASE 26  Shutdown, avoid on 10+ 11
4. Roll Again 4. Triple-Strength Myomer 25 -5 Movement Points 0 0"
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire
6. Roll Again 6. Roll Again 23  Ammo Exp. avoidon 6+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17  +3 Modifier to Fire 0 =3
2. Upper Leg Actuator HL 2. Upper Leg Actuator 15 -3 Movement Points
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O 2
a game Flabs a 13 +2 Modifier to Fire 3
. Foot Actuator . Foot Actuator 10 -2 Movement Points >
5. [Improved Jump Jet Damage Transfer 5.[Improved Jump Jet 8  +1 Modifier to Fire
6. Limproved Jump Jet Diagram 6.Limproved Jump Jet 5 -1 Movement Points 1
\, J \, / )




T 11_ETETIH

’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Rakshasa MDG-1Ar Name:
Movement Points: Tonnage: 75 Gunnery Skill: I Piloting Skill: -
Walking: 5 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 8 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
MML 7 RT 4 [MSC .
LRM [’I/Ms 6 7 14 21 Left Arm Right Arm
SRV g/Ms — 3 6 1) 1)
1 MML7 LT 4 [MSC
LBM 1/Msl 6 7 14 21
SRM 2/Ms|l — 3 6 9
1 Medium Laser RA 3 5[DE] — 3 6 9
1 Snub-Nose PPC RA 10 1%865 — 9 13 15
. [DEV] Left Right
1 Medium Laser 3 G5[DE] — 3 6 9 Center
1 Snub-Nose PPC 1010805 — 8 13 15 Leg Torso Leg
(O (28) (8)
Rear (10)
Left Right
\ Cost: BV:1,675 Torso Rear Torso Rear
\ / (7] (7)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator
4, [Snub-Nose PPC 5. gensors - 4.[Snub-Nose PPC 29
5. LSnub-Nose PPC B. Life Support 5.L.Snub-Nose PPC 28"
6. Medium Laser 6. Medium Laser 27
1. Endo Steel Centgr‘ TO_PSD 1. Endo Steel 26"
2. Endo Steel 1. x Fusion Engine 2. Endo Steel 25%
4-6 3. Endo Steel 2. XL Fusion Engine 4-6 3. Endo Steel A"
4. Roll Again 1-3 3= XL Fusion Engine 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. XL Fusion Engine Right Torso (C
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
2. XL Fusion Engine - XL Fusion Engine 2. XL Fusion Engine
g g *|
3 ) h 5. Endo Steel : h 17
. XL Fusion Engine 8 3. XL Fusion Engine
1-3 4.TMML 7 - Endo Steel 1-3 4. MML 7 / 16
5.| MML 7 - " 5. MML 7 HEAT DATA ~— 15*
B.| MML 7 Engine Hits 0O O B.| MmL 7 Heat Heat Sinks: | [~
1. LmmL 7 Gyro H!ts o0 1.L v 7 Level* Effects 15 (30) o
Sensor Hits OO 30 Shutdown Double
2. Ammo (MML 7/LRM) 17 - 2. Endo Steel 28 AmmoExp.awoidon8+ QO 12
4-6 3. Ammo (MML 7/LRM) 17 Life Support O 4-6 3. Endo Steel 26  Shutdown, avoid on 10+ ¢ T
4. Ammo (MML 7/SRM) 14 4. Roll Again 25 -5 Movement Points 00 o
5. cAseE 5. Roll Again 24 +4 Modifier to Fire
B. Endo Steel B. Roll Again 23 Ammo Exp. avoidon 6+ O O 9
22 Shutdown, avoidon8+ OO a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hi 1. Hi 17  +3 Modifier to Fire =
P v CoP 15 -3 Movement Points 0
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator 14 Shutd dond+ O a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator 13 +2uMcc)]¥\il1£i1és\églFiSQ 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Endo StFTeI Damage Transfer 5. Endo Stgel 8  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points y ;




T 11_ETETIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DA
Type: Charger CGR-3Kr Name:
Movement Points: Tonnage: 80 Gunnery Skill: I Piloting Skill: -
. e}
Walking: 5 [6] Tech Base: Inner Sphere HtsTaken[ 1 |2 131 4] 5 00
Running: 81[9] Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead, o
Jumping: 5 08
Weapons & Equipment Inventory (hexes) o
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser HD 2 3[DE] — 2 4 5 .
1 Small Laser CT 1 3[E — 1 2 3 ® Left Arm Right Arm
1 ER Medium Laser RT &5 5[DE] — 4 8 12 “OA\ (20) (20)
1 Medium Laser RT 3 5[DE] — 3 6 9 i T @,
1 ER Medium Laser LT 5 O5[DE] — 4 8 12 Y©
1 Targeting Computer LT — [F] _—— = - [ =
1 Sword RA — 9 - - = = e
1 Light PPC LA 5 5 3 6 12 18 .
'g [DEX] g ; =N Left c Right
1 Snub-Nose PPC 10 10805 — g 13 15 / A\ 5/ Leg enter Leg
[DEV] / 7‘ \\\ Torso
,.) &7 Rear (g) 27)
|
N ﬁ
el i
sl Il
9y Left Right
\ Cost: BV:2,092 NN [ Torso Rear Torso Rear
\ / (7] (7)
/ \ Heat
CRITICAL HIT TABLE - A& INTERNAL STRUCTURE DIAGRAM JP088
Left Arm 14 Right Arm o
- Life Support g Left Torso (17)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. ERSmall Laser 1-3 3. Lower Arm Actuator 088
4, [Snub-Nose PPC 5. sensors "9 4. Hand Actuator 000 29
5. LSnub-Nose PPC B. Life Support 5.| Sword 808 28"
B. [ Light PPC 6.| Sword Q0 57
Center T 88
1. LLight PPC en gr‘ O_PSD 1.| Sword Left 0 26*
2. Light Ferro-Fibrous 1. x Fusion Engine 2.| Sword Arm o 25*
4-6 3. Light Ferro-Fibrous 2. XL Fus!on Eng!ne 4-6 3.| Sword (13) () ST
4. TripleStrength Myomer 1-3 3. XL Fusion Engine 4.] sword -
5. Triple-Strength Myomer 4. Gyro 5. Light Ferro-Fibrous 23
6. Roall Again 5. Gyro 6. TripleStrength Myomer 22
6. Gyro 21
1. Gyro t:g‘ 20
Left Torso 2. XL Fusion Engine Right Torso (C
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine =
. . 5. Jump Jet . " 17
3. XL Fusion Engine 6 3. XL Fusion Engine
1-3 I - Small Laser 1-3 . 16
4. ER Medium Laser 4. ER Medium Laser / HEAT DATA
5. [ Targeting Computer - - 5. Medium Laser 15*
B. | Targeting Computer Engine H!tS ooo 6. Light Ferro-Fibrous Heat Heat Sinks: 14"
1. | Targeting Computer Gyro H!tS oo 1. Light Ferro-Fibrous LESVSI* Shutd Effects ;Ijo (EIO] 13%
2. | Targeting C Sensor Hits OO 2. Triple- utdown . ouble
geting Computer - riple-Strength Myomer 28 Ammo Exp. avoidon 8+ QO 12
a4-8 3. Light Ferro-Fibrous Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 11
4. Light Ferro-Fibrous 4. Roll Again 25 -5 Movement Points 0 o
5. Triple-Strength Myomer 5. Roll Again 24  +4 Modifier to Fire
B. TripleStrength Myomer 6. Roll Again 23 Ammo Exp. avoid on B+ @ 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer B Jump Jet 8  +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet PAN 5 -1 Movement Points y ;

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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ARMOR DIAGRAM

Head (9)

Right Torso
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/4 \
'MECH DATA WARRIOR DATA 99
Type: Hatamoto-Chi HTM-28Tr Name: %0
Movement Points: Tonnage: 80 Gunnery Skill: ___ Piloting Skill: __ %8
Walking: 3 Tech Base: Inner Sphere HtsTaken[1 |2 |3 141 5] 6 8 8
Running: 5 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |pead| 008
Jumping: 3 O OO
(0]
Weapons & Equipment Inventory (hexes) ©
Qty Taype Loc Ht Dmg Min Sht Med Lng 7/
1 C°Slave CT =— [E] _ — — - ,
1 Streak SRM 6 RT 4 2/Mss — 3 B 9 Left Arm Right Arm
M.C] (26) (2B)
1 Guardian ECM Suite LT — [E] =— — — B
1 Streak SRM 4 LT 3 2/Msl — 3 6 9
[/I\/I,C]
1 ER Medium Laser BA 5 5[DE] — 4 8 12
1 ERPPC RA 15 10[DE] — 7 14 23 .
1 ER Medium Laser LA 5 5[DEFf — 4 8 12 Left C Right
1 ERPPC LA 1510[DE] — 7 14 23 Leg enter Leg
a4 Torso 24
( Rear (12) (34)
Left Right
\ Cost: BV:2,034 Torso Rear Torso Rear
\ / (®) (®)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
Left Arm 14 Right Arm , drerow
- Life Support Right Torso (17)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. _Upper Arm Actuator 307
1-3 3. | Double Heat Sink 4. Roll Again 1-3 3.| Double Heat Sink 088
"9 4. | Double Heat Sink 5. sensors "9 4.| Double Heat Sink 000 29
5. L Double Heat Sink B. Life Support 5.L Double Heat Sink 908 28~
6. [ Double Heat Sink 6.| Double Heat Sink 88 27
1. | Double Heat Sink Center TOPSD 1.| Double Heat Sink 8°8 Right [ 26
2. L Double Heat Sink ; ’F:US!D" E“gfne 2.L Double Heat Sink 0 Arm [257
3.[ERPPC - Fusion Engine 3.[ErRPPC o 13) 37
4-6 a.| erpec 1-3 3. Fusion Engine 4-6 4| erppc -~
5. Lerprc 4. Gyro 5. ERPPC 23
6. ER Medium Laser 5. Gyro 6. ER Medium Laser 22
6. Gyro 21
1. Gyro RLith 20~
Left Torso 2. Fusion Engine Right Torso °9 (C
~ i 3. Fusion Engine - ) (17)
1. [ Double Heat Sink 4-6 4. Fusion Engi 1.[ Double Heat Sink 18*
2. | Double Heat Sink 5 J:::\on‘je:glne 2.| Double Heat Sink 17
3. LDouble Heat Sink B. P 3.LDouble Heat Sink
1-3,F ; - C3Slave 1-3,F ) 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 00O 6.1 Double Heat Sink Heat Heat Sinks: | 14~
1. Jump Jet Gyro H!tS oo 1. Jump Jet LESVSI* Shutdovl\lz:]feCts I;Zl}l?lgl 13*
2. Streak SAM 4 Sensor Hits oo 2.[ Streak SRM 6 28 AmmoExp.awidon8+ QO 12
a4-8 3. Ammo (Streak SRM 4) 25 Life Support O 4-6 3.Lstreak SRM 6 268  Shutdown, avoid on 10+ 0 11
4. [Guardian ECM Suite 4. Ammo (Streak SRM 6) 15 25 -5 Movement Points 00 ——
5. LGuardian ECM Suite 5. casE 24  +4 Modifier to Fire
6. case 6. Roll Again 23 Ammo Exp. avoidon6+ O O 9
22 Shutdown, avoidon8+ OO a*
20 -4 Movement Points OO0 =
. 19 Ammo Exp.awoidon4+ (o QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és lggovement'cl:;omtzi_ a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator 13 +2uMcc)]¥\il1£i1és\églFiSQ 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. Roall Aga!n Damage Transfer g Roll Aga!n 8  +1 Modifier to Fire f
\ - Roll Again Diagram - Roll Again PAN 5 -1 Movement Points / =
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Head (9) .
Left Torso Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Victor VTR-9Ka Name:
Movement Points: Tonnage: 80 Gunnery Skill: I Piloting Skill: -
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 6 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 5
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Auti 20 RT/RA 7 20 — 3 6 9
utocannon/ / [DBS] Left Arm Right Arm
1 Medium Laser LA 3 5[DE] — 3 6 9 (18) (18)
Left Right
Center
Leg Torso Leg
(20) Rear (15) (20)
\ Cost: BV: 1,594 Torso Rear Torso Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE - A& INTERNAL STRUCTURE DIAGRAM JP088
Left Arm 14 Right Arm , drerow
- Life Support Right Torso (17)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator 088
"9 4. Hand Actuator 5. sensors "9 4.[ Autocannon/20 000 29
5. Medium Laser B. Life Support 5.| Autocannon/20 808 28"
6. Endo Steel 6.| Autocannon/20 88 27
1. Endo Steel Center TOPSD 1.| Autocannon/20 808 Right | 26*
2. Endo Steel ; ::“5!0" E“gfne 2.| Autocannon/20 o) Arm [ 25%
3. Roll Again - Fusion Engine 3.| Autocannon/20 () (13) I'aa*
464 Roiagan 1-3 3 Fusion Engine 4-6 4| Autocannon/20 -
5. Roll Again 4. Gyro 5.| Autocannon/20 23
6. Roall Again 5. Gyro 6. Autocannon/20 22
6. Gyro 51
1. Gyro RLith 20~
Left Torso 2. Fusion Engine Right Torso °9 (C
3. Fusion Engine (17)
1. [Impr‘oved Jump Jet 4-6 a . . 1 -[Improved Jump Jet 18*
- _Fusion Engine
2. Limproved Jump Jet 2.LImproved Jump Jet =
5. [ Improved Jump Jet 17
1-3 3. CASE 6. | improved Jump Jet 1-3 3. Autocannon/20 16
4. Endo Steel p P 4. Ammo (AC/20) 5 /4 HEAT DATA
5. Endo Steel - - 5. Ammo (AC/20)5 15%
6. Endo Steel Engine H!ts 00O 6. Ammo [AC/20) 5 Heat Heat Sinks: | "4~
1. Endo Steel Gyro Hits 0O 1. Ammo (AC/20) 5 Level™ Effects 12(12) 13"
Sensor Hits OO 30 Shutdown Single
2. Endo Steel . 2. Ammo (AC/20) 5 28  Ammo Exp. avoidon 8+ 0O O 12
a4-8 3. Endo Steel Life Support O 4-6 3. Ammo (AC/20) 5 26  Shutdown, avoid on 10+ ¢ 11
4. Endo Steel 4. case 25 -5 Movement Points 0 0"
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Endo Steel 6. Endo Steel 23 Ammo Exp. avoid on B+ @ 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hi ‘V 1. Hi 17  +3 Modifier to Fire =
oo - P -3 Movement Points 0
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 Shutd dond+ O a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. [Improved Jump Jet Damage Transfer 5.[Improved Jump Jet g8 +1 Modifier to Fire 2
\ 6. Improved Jump Jet Diagram 6. Improved Jump Jet PAN 5 -1 Movement Points / ;
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Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Victor VTR-Cr Name:
Movement Points: Tonnage: 80 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 6 Era: [Expjrr‘]lg:jentall Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 4 .
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 C®Boosted Slave LT — [E] = = = = .
1  Streak SRM 4 LT 3 2/Mss — 3 6 9 Left Arm Right Arm
MC] (18) (18)
1 Hyper Velocity Auto Cannon/10 RA 7 10 — B 12 20
[DB]
2 Medium Laser LA 3 5[DE] — 3 6 9
Left C Right
Leg enter Leg
20) Torso 20)
( Rear (15)
\ Cost: BV: 1,465 Torso Rear Torso Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE INTERNAL STRUCTURE DIAGRAM JP4I
Head ] —
Left Arm 1. Life Support Right Arm Right Torso (17)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator 088
1-3 . 13 . =
4. Hand Actuator - Sensors 4.| Hyper Velocity Auto Cannon/10 000
5. Medium Laser B. Life Support 5.| Hyper Velacity Auto Cannon/ 10| 808 28"
6. Medium Laser 6.| Hyper Velocity Auto Cannon/10 88 27
1. Roll Again Center‘ TOPSD 1.| Hyper Velocity Auto Cannon/10 808 Right | 26*
2. Roll Again ; ::“5!0" E“gfne 2.| Hyper Velocity Auto Cannon/10| o) Arm [ a5+
3. Roll Again - Fusion Engine 3.LHyper Velocity Auto Cannon/10| (] (13) T
4-6 . 3. Fusion Engi 4-6 . 24
4. Roll Again 1-3 - rusionEngine 4. Roll Again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g' g‘!"" 6. Roll Again 22+
- byro 21
1. Gyro Right 50~
- . . L
Left Torso 2. Fusion Engine Right Torso °9 (C
3. Fusion Engine (17)
1. streak SRM 4 4-6 Fucion Enci 1. Ammo [HVAC/10) 8 18"
2. Ammo (Streak SRM 4) 25 5 J“s“’"J 't‘g'"e 2. Ammo [HVAC/10) 8 TS
3. [ C®Boosted Slave B mpe® 3. CASE
1-3 - Jump Jet 1-3 16
4. | c®*Boosted Slave 4. Endo Steel /
5. CASE - - 5. Endo Steel HEAT DATA 15
6. Endo Steel Engme H!tS 00O 6. Endo Steel Heat Heat Sinks: 14"
1. Endo Steel Gyro H!tS oo 1. Endo Steel LESVSI* Shutdovl\lz:]feCts ;;: (;Ie4] 13*
2. Endo Steel Sensor Hits OO 2. Endo Steel - L. 9 12
. 28 Ammo Exp. avoid on 8 00
a4-8 3. Endo Steel Life Support O 4-6 3. Endo Steel 26  Shutdown, avoid on 10+ ¢ 11
4. Endo Steel 4. Endo Steel 25 -5 Movement Points 00 0"
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
B. Roll Again 6. Roll Again 23 Ammo Exp. avoidon6+ O O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o)
: 7
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és lggovement'cl:;omtzi_ o) a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator 13 +2uMcc)]¥\il1£i1és\églFiSQ 3
4. Foot Ac.:tuator 4. Foot Af:tuator 10 -2 Movement Points >
g' Heat Sink Damage Transfer g Heat: Sink 8  +1 Moadifier to Fire =
- Jump Jet ; - Jump Jet 5 -1 Movement Points
Diagram
\, J /7 \ / )




ARMOR DIAGRAM
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’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA 99
Type: Warlord BLR-2Dr Name: OOO
Movement Points: Tonnage: 80 Gunnery Skill: ___ Piloting Skill: __ %8
Walki.ng: 4[5] Tech Base: Inner Sphere HtsTaken[1 |2 |3 141 5] 6 8 8
Running: 6 [8] Era: Jihad Consciousness#| 3 | 5 | 7 |10]| 11 |Dead 008
Jumping: 0 ] 08
Weapons & Equipment Inventory (hexes) ©
Qty Type Loc Ht Dmg Min Sht Med Lng
1 C%Slave D — [f] — — — = g L U N i
1 Medium Pulse Laser CT 4 6B6[PF] — 2 4 & SR \\\, \\\‘ Left Arm Right Arm
1 Small Pulse Laser CT 2 3] — 1 2 3 a‘\ %é\% o)) (28) 26)
2 ER Medium Laser RT 5 G5[DE] — 4 8 12 @LC Ic- \(80,)
2 ERMedium Laser LT 5 O5[DE] — 4 8 12 SIS AN S\
1 ERPPC RA 1510[DE] — 7 14 23 _ \jr“ /N
1 Medium Laser RA 3 5[DEf — 3 6 9 g{" /=
1 H PPC LA 15 3 6 12 18 ™ 1L\
e (DEX] AT AL Lef Right
h =w ) Center
Leg Leg
ﬂ (30) Torso (30)
i) 7 Rear (7
(0]
(0]
(0]
(0]
Left 0 Right
\ Cost: BV:2,284 Torso Rear o Torso Rear
(0]

/ (7) 7)

\
\ ea
{ CRITICAL HIT TABLE ‘K INTERNAL STRUCTURE DIAGRAM J1MA

Head —_
H Overflow
Left Arm 1. Life Support Right Arm Right Torso (17)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
3. Lower Arm Actuator 4. Bglave 3. Lower Arm Actuator 000
1-3 1-3 99 29
4. Hand Actuator 5. sensors 4. Hand Actuator 000
5. [ Heavy PPC B. Life Support 5.[ER PPC 908 28~
6. | Heawy PPC 6.| ERPPC 93 27
1. | Heawy PPC Center TOPSD 1.Lerprc 8°8 Right [ 26
2. LHeawy PPC 1. Fusion Engine 2. Medium Laser o) Arm [ 25%
4-6 3. Endo Steel 2. Fus!on Eng!ne 4-6 3. Endo Steel () 13) 237
4. TripleStrength Myomer 1-3 3. Fusion Engine 4. Triple-Strength Myomer -
5. Triple-Strength Myomer g‘ Gyro 5. Triple-Strength Myomer 23
6. Triple-Strength Myomer - Gyro 6. TripleStrength Myomer 22
6. Gyro 51
1. Gyro RLith 20~
Left Torso 2. Fusion Engine Right Torso °9 (C
1. [ Double Heat Sink 4-6 3 FusionEngine 1.[ Double Heat Sink 1) 18
- | Double Heat Sin -0 4 - - -| Double Heat Sin
2. | Double Heat Sink Fusion Engine 2.| Double Heat Sink =
3 . 5. Medium Pulse Laser 3 ) 17
133 |_Double Heat Sink B. 1-33 |_Double Heat Sink
4. [Double Heat Sink Small Pulse Laser 4. Double Heat Sink /4 18
5. | Double Heat Sink - - 5.| Double Heat Sink HEAT DATA 15%
6. L Double Heat Sink Engine Hits 00O 6.1 Double Heat Sink Heat Heat Sinks: | 14~
1. ER Medium Laser Gyro Hits 0O 1. ER Medium Laser Level* Effects 16 (32) 13
5 . Sensor Hits OO 5 . 30 Shutdown Double
- ER Medium Laser - - ER Medium Laser 28 Ammo Exp. avoidon 8+ O O 12
a4-8 3. Endo Steel Life Support O 4-6 3. Endo Steel 268  Shutdown, avoid on 10+ 0 11
4. Endo Steel 4. Endo Steel 25 -5 Movement Points 00 O
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Endo Steel 6. Endo Steel 23 Ammo Exp. avoid on 6+ 00 9
22 Shutdown, avoidon8+ OO a*
20 -4 Movement Points OO0 =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17 +3 Modifier to Fire o =
2. Upper Leg Actuator HL 2. Upper Leg Actuator 15 -3 Movement Points a
3L 3 14 Shutdown, avoid on 4+ O
. Lower Leg Actuator game D labs . Lower Leg Actuator 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator :
5 5 10 -2 Movement Points E)
6. Engo zzee: Damage Transfer G- Engo :Eee: 8  +1 Modifier to Fire =
\ - Endo Steel Diagram - Endo Steel J 5 -1 Movement Points / =

©® 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.
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ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Gunslinger GUN-2ERDr Name:
Movement Points: Tonnage: 85 Gunnery Skill: I Piloting Skill: -
Walki.ng: 3 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 5 [Expefr‘lmental] Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Jumping: 3 Era: Jihad
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Small Laser HD 2 3[DE] — 2 4 5
2 ER Medium Laser RT 5 5[DE] — 4 8 12
1 C®Boosted Master LT O 0[s] — 5 10 15
2 ER Medium Laser LT 5 O5[DE] — 4 8 12
1 Gauss Rifle RA 1 15 2 7 15 22
[DB.X]
1 Gauss Rifle LA 1 15 2 7 15 22
[DBX] '
Right
Center
Leg Leg
40 Torso 32)
( Rear (19)
\ Cost: BV:2,371 Torso Rear Torso Rear
\ / (11 0 “n
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
H Overflow
Left Arm 1. Life Support Right Arm Left Torso (18]
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. ERSmall Laser 1-3 3. Lower Arm Actuator
4. [ Gauss Rifle 5. gensors 4.[ Gauss Rifle 29
5. | Gauss Rifle B. Life Support 5.| Gauss Rifle 28"
6. | Gauss Rifle 6.| Gauss Rifle 27
1. | Gauss Rifle Centgr‘ TO_PSD 1| Gauss Rifle Left 26"
2. | Gauss Rifle ; ;:: £u5!on E"gfne 2.| Gauss Rifle Arm 25*
3. | Gauss Rifle . usion Engine 3.| Gauss Rifle (14) A"
4-6 4. | Gauss Rifle 1-3 3. XL Fusion Engine 4-6 4. Gauss Rifle -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro ) 20*
’ ] ; 19
Left Torso 2. XL Fusion Engine Right Torso ?
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine =
3. XL Fusion Engine S Jump Jet 3. XL Fusion Engine 17
1-3 4: ER Medium Liser 6. Rol Again 1-3 4: ER Medium Lgaser' / HEAT DATA 16
5. ERMedium Laser - - 5. ER Medium Laser 157
6. Ammo (Gauss) 8 Engine H!tS 00O 6. Ammo (Gauss) 8 Heat Heat Sinks: 14"
1. [ c®Boosted Master Gyro Hits 0O 1. Ammo (Gauss) 8 Level* Effects 10 (20) 13
) (=] Hi . 30 Shutdown Double
2. | c®Boosted Master ensor Hits OO 2. Ammo [Gauss) 8 ; 12
. 28 Ammo Exp.avoidon 8+ Q
a4-8 3. | C®Boosted Master Life Support O 4-6 3. Ammo (Gauss) 8 26  Shutdown, avoid on 10+ 11
4. | c®Boosted Master 4. Roll Again 25 -5 Movement Points 0 o
5. | c®Boosted Master 5. Roll Again 24  +4 Modifier to Fire
6. | c®Boosted Master 6. Roll Again 23 Ammo Exp. avoidon 6+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17 +3 Modifier to Fire o =
2. Upper Leg Actuator HL 2. Upper Leg Actuator 15 -3 Movement Points
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O 2
a game Flabs a 13 +2 Modifier to Fire 3
5. Foot Actuator 5. Foot Actuator 10 -2 Movement Points >
- Jump Jet Damage Transfer - Jump Jet 8  +1 Modifier to Fire
\ B. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points ) ;

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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/4 \
'MECH DATA WARRIOR DATA
Type: Longbow LGB-8V Name:
Movement Points: Tonnage: 85 Gunnery Skill: I Piloting Skill: -
Walking: 3 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 5 (Advanced)] Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 0 Era: Jihad
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ERLarge Laser CT 12 8[DE] — 7 14 19
1 Arrow IV RT/RA10 20 - 1 2 8
[AESF]
1 Medium Pulse Laser RT 4 B[P — 2 4 6
1 Arrow IV LT/LA1M0 20 =— 1 2 8
[AE,SF]
1 Medium Pulse Laser LT 4 6] — 2 4 B
Right
Center
Leg Leg
23 Torso (33)
( Rear (12)
Left Right
\ Cost: BV: 1,808 Torso Rear Torso Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
H Overflow
Left Arm 1. Life Support Right Arm Left Torso (1)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. _Upper Arm Actuator Z Cockpit 2. _Upper Arm Actuator 50"
3. | Arrow IV - Roll Again 3.| Arrow IV
1-3 4. | Arrow IV 5. Sgensors 1-3 4.| Arrow IV 29
5. | Arrow IV B. Life Support 5.| Arrow IV 28"
6. | Arrow IV 6.| Arrow IV 27
1.| Arrow IV Centgr‘ TO rso 1.| Arrow IV Left 26*
2. | Arrow IV ; ;:: £u5!on E"gfne 2.| Arrow IV Arm 25*
3. | Arrow IV . usion Engine 3.| Arrow IV 14 |
4-6 a.| Arrow IV 1-3 3. XL Fusion Engine 4-6 4| Arrow IV (14) 24
5. | Arrow IV 4. Gyro 5.| Arrow IV 23"
6. LArrow IV g gvm 6. Arrow IV 22
- byro 21
1. Gyro 20*
Left Torso 2. XL Fusion Engine Right Torso (C
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine =
3 ) h 5.[ER Large Laser 3 : h 17
133 XL Fusion Engine B.| ER Large Laser 1-33 XL Fusion Engine s
4. Medium Pulse Laser 9 4. Medium Pulse Laser / HEAT DATA
5. 5. 15*
Arrow IV _ - Arrow IV
6. | Arrow IV Engme H!tS 00O 6.| Arrow IV Heat Heat Sinks: 14"
1.| Arrow IV Gyro H!tS oo 1.| Arrow IV LESVSI* Shutdovl\lz:]feCts ;Ijgu(slgl 13*
2.| Arrow IV Sensor Hits 0O 2.| Arrow IV 28 Ammo Exp.avoidon 8+ Q 12
3.La v Life Support O 3.LArrow IV avoi
a4-6 rrow PP a4-6 26  Shutdown, avoid on 10+ 11
4. Ammo (Arrow IV) 5 4. Ammo (Arrow IV) 5 25 -5 Movement Points 0 0"
5. Ammo (Arrow IV Homing) 5 5. Ammo (Arrow IV Homing) 5 24 +4 Modifier to Fire
6. case 6. casE 53  Ammo Exp. avoidon 8+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator . a
14 Shutdown, avoid on 4+ O
3. Lower Leg Actuator game D labs 3. Lower Leg Actuator 13 +2 Modi f" Fi
4. Foot Actuator 4. Foot Actuator odifier to Hire 3
) : 10 -2 Movement Points E)
g. Ammo (Arrow IV) 5 Damage Transfer g Ammo (Arrow IV) 5 8  +1 Modifier to Fire -
- A Al IV Homi 5 . - A Al IV Homing) 5 - i
\ mmo (Arrow oming) Diagram mmo (Arrow IV Homing) °) 5 1 Movement Points y =
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ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

/ \
'MECH DATA WARRIOR DATA
Type: Stalker STK-7C3BS Name: 8
Movement Points: Tonnage: 85 Gunnery Skill: I Piloting Skill: - 8
Walking: 3 Tech Base: Inner Sphere HtsTaken[1 |2 |3 141 5] 6 80
Running: 5 . [Expefr‘lmental] Consciousness#| 3 | 5 | 7 |10/ 11 |pead| 8
Jumping: 0 Era: Jihad ol
o}
Weapons & Equipment Inventory (hexes) ©
Qty Type Loc Ht Dmg Min Sht Med Lng 7/
1 Small VSP L HD 3 5/4/3 =— 2 4 6
ma aser (G0 Left Arm Right Arm
2 Medium Pulse Laser CT 4 6[P] — 2 4 6 (23) 23)
1 ERPPC RT 1510[DE] — 7 14 23
1 C°Boosted Slave LT — [f] — — — =
1 ERPPC LT 1510[DE] — 7 14 23
1 Medium Pulse Laser BA 4 6[P] — 2 4 B
1 ML 5 BA 3 [MSC .
LRM 1/Mel 68 7 14 21 Left Right
SRM 2/Ms| — 3 6 9 Le Center Le
1 Medium Puselaser LA 4 6[F] — 2 4 6 9 Torso 9
1 MML5 A 3 [MSC @5 (25)
LRV 1/Msl 8 7 14 21 Rear (11
SRM 2/Msl — 3 6 9
Left Right
\ Cost: BV:1,712 Torso Rear Torso Rear
\ / (7) (7]
/ \ Heat
CRITICAL HIT TABLE Hond INTERNAL STRUCTURE DIAGRAM JP4I
Left Arm 14 Right Arm drerow
- Life Support g
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. _Upper Arm Actuator 307
1-3 3. | Double Heat Sink 4. gmall VSP Laser 1-3 3.| Double Heat Sink
"9 4. | Double Heat Sink 5. Sgensors "9 4.| Double Heat Sink 29
5. LDouble Heat Sink B. Life Support 5.L Double Heat Sink 28"
6. [ Double Heat Sink 6.| Double Heat Sink 27
1. | Double Heat Sink Center TOPSD 1.| Double Heat Sink 26"
2. LDouble Heat Sink 1. Fusion Engine 2.1 Double Heat Sink 25
3. MML5 2. Fusion Engine 4-6 3. MML5 =
4-6 a | mMmLs 1-3 3. Fusion Engine O 4| MmLs -
5. LmmLs 4. Gyro 5.LMmLS 23
6. Medium Pulse Laser 5. Gyro 6. Medium Pulse Laser 22
6. Gyro 51
1. Gyro 20*
Left Torso 2. Fusion Engine Right Torso (C
— K 3. Fusion Engine _ )
1. [ Double Heat Sink 4-6 4. Fusion Engi 1.[ Double Heat Sink 18*
2. | Double Heat Sink © rusion Engine 2.| Double Heat Sink =
3 . 5. Medium Pulse Laser ) 17
. LDouble Heat Sink 8 ' 3.LDouble Heat Sink
1-3 - . - Medium Pulse Laser 1-3,F . 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 00O 6.1 Double Heat Sink Heat Heat Sinks: | 14~
1.TER PPC Gyro H!ts o0 1.TER PPC Level* Effects 18 (36) o
Sensor Hits OO 30 Shutdown Double
2.| ERPPC ? 2.| ERPPC 28 AmmoExp.avoidon8+ QO 12
4-g 3 LErPPC Life Support O 4-g 3LERPPC 26 Shutdown, avoidon 10+ @ 11
4. ['c®Boosted Slave 4. Ammo (MML 5/LRM) 24 25 -5 Movement Points 00 ——
5. | c®Boosted Slave 5. Ammo (MML 5/SRM) 20 24 +4 Modifier to Fire
B. Roll Again B. casell 23 Ammo Exp. avoidon 6+ O O 9
22 Shutdown, avoidon8+ OO a*
20 -4 Movement Points OO0 =
. 19 Ammo Exp.awoidon4+ (o QO
Left Leg nght Leg 18 Shutdown, avoid on B+ 00 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és lggovement'cl:;omtzi_ o) a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator 13 +2uMcc)]¥\il1£i1és\églFiSQ 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. 20:: iga!n Damage Transfer g 20:: ﬁga!n 8  +1 Modifier to Fire f
\ - HollAgain Diagram - Roll Again J U 5 -1 Movement Points / =

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Templar TLR1-0U Name:
Movement Points: Tonnage: 85 Gunnery Skill: ____ Piloting Skill: __
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 6 E [EXp‘?Eln;enta” Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
ra: iha
Underwater: 4
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Pulse Laser CT 4 6[P] — 2 4 6
1 C®Slave LT — [f] — — — — Left Arm
1 Large Pulse Laser RA 10 9[P] =— 3 7 10 (28) (28)
1 Medium Pulse Laser RA 4 6B[P] — 2 4 B
1 SRTB RA 4 6 — 0 o -
2 LRT10 LA 4 10 6 0O o -
Left Right
Center
Leg Leg
6 Torso (38)
( Rear (10)
Left Right
\ Cost: BV:1,747 Torso Rear Torso Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
Left Arm 14 Right Arm drerow
- Life Support Left Torso (18)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3.| Double Heat Sink
4. [LRT 10 5. Sensors 4.| Double Heat Sink 29
5.LLRT10 B. Life Support 5.L Double Heat Sink 28"
6. [LRT 10 G.[Large Pulse Laser 27
1.LLRT 10 Center Torso 1.LLarge Pulse Laser Left 26*
2. Hardel ; XL Fusion Engine 2sRTE Arm 5%
3. Endo Steel . XL Fusion Engine 3.LSRT6 (14) -
- . : - 24
4-6 4. Endo Steel 1-3 3. XL Fusion Engine 4-6 4. Medium Pulse Laser -
5. Endo Steel 4. Gyro 5. Hardel 23
6. Endo Steel g Gyro 6. Endo Steel 22
- Gyro 21
1. Gyro 20*
Left Torso 2. XL Fusion Engine Right Torso (C
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
2. XL Fusion Engine - XL Fusion Engine 2. XL Fusion Engine
g g *|
3 ) h 5. Medium Pulse Laser : h 17
. XL Fusion Engine 8 . 3. XL Fusion Engine
1-3 " - Medium Pulse Laser 1-3 16
4. [ Double Heat Sink 4. umu /4 HEAT DATA
5. | Double Heat Sink - - 5. umu 157
6. L Double Heat Sink Engine Hits 00O 6. Ammo (LRT 10) 12 Heat Heat Sinks: | 14~
1. uMU Gyro H!ts 00 1. Ammo (LRT 10} 12 Level* Effects 15 (30) T
Sensor Hits OO 5 30 Shutdown ) Double
2. umu - Ammo (SRT 6) 15 28 AmmoExp.awidon8+ QO 12
3. C°Slave Life S t O 3. Hardel ‘avoi
a4-6 ITe suppor a4-6 26  Shutdown, avoid on 10+ o 11
4. Hardel 4. case 25 -5 Movement Points 00 0"
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Endo Steel 6. Endo Steel 23 Ammo Exp. avoid on B+ 00 9
22 Shutdown, avoidon8+ OO a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 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 ) U 5 -1 Movement Points y ;

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

O
0o o
'MECH RECORD SHEET 898 Ro
/4 \ 00
'MECH DATA WARRIOR DATA 9 0%8
Type: Akuma AKU-2XC Name: S 909
Movement Points: Tonnage: 90 Gunnery Skill: Piloting Skill: 80 e}
Walking: 3 Tech Base: Inner Sphere HtsTaken[1 |2 |3 141 5] 6 808 80%
Running: 5 [Expefr‘lmental] Consciousness#| 3 | 5 | 7 [|10|11 |Dead 8008 000
Jumpina: Era: Jihad o)
ping: 0 OO0 O (0]
°g
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Angel ECM Suite CT =— [E] —_——_ = B
1 C®Boosted Slave CT — [E] =— =— =— =—
1 LB10-XAC RT 2 10 — 6 12 18
[DBCES]
1 MRM40 LT 12 1[/Ms| - 3 8 15
w,/ Apollo FCS M.C]
1 Medium Laser RBA 3 O5[DE] — 3 6 9
1 Medium Laser LA 3 5[DE] — 3 6 9 |
1 Snub-Nose PPC LA 1016805 — 8 13 15 Cent. Right
DEY] Leg enter Leg
25 Torso 25
( Rear (15) (38)
\ Cost: BV:2,134 Torso Rear Torso Rear
\ / 10) o (10)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
Left Arm 1 Right Arm o
- Life Support g
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator
"9 4. [ Double Heat Sink 5. gensors "9 4. Hand Actuator 29
5. | Double Heat Sink B. Life Support 5. Medium Laser 28"
6. LDouble Heat Sink 6. Endo Steel 27
1, [Snub-Nose PPC Center TOPSD 1. Endo Steel 26"
2. L Snub-Nose PPC 1 Fusion Engine 2. Endo Steel 25%
4-6 3. Medium Laser 2. Fusion Engine 4-6 3. Endo Steel A"
4. CGoolant Pod 1-3 3. Fusion Engine 4. Endo Steel -
5. Endo Steel 4. Compact Gyro 5. Endo Steel 23
6. Endo Steel 5. Compact Gyro 6. Endo Steel 22
B. Fusion Engine 51
1. Fusion Engine 207
Left Torso 2. _Fusion Engine Right Torso (C
3. [ Angel ECM Suite _ )
1. MRM 40 4-6 [ Anaal ECM Suit 1.[ Double Heat Sink 18
2.| MrRm 40 g e uite 2.| Double Heat Sink -
3 5.[ c®Boosted Slave 3 ) 17
1-3 a MRM 40 B.| c®Boosted Slave 1-3 a. -Double Heat Sink / 16
-| MRM 40 .| LB10-XAC
5. MRM 40 - - 5.| LB10-X AC HEAT DATA " | 15"
6.| MRM 40 Engine Hits 0O O 6.[ LB 10xAC Heat Heat Sinks: | [72%
1. Lmrm 40 Gyro H!ts o0 1| L8 10x ac Level* Effects 12 (24) o
Sensor Hits OO 5 30 Shutdown ) Double
2. MRM Apollo FCS . .| LB 10X AC 28 Ammo Exp. avoidon 8+ O O 12
4-6 3. Ammo (MRM 40) 6 Life Support O 4-6 3.LLB 10X AC 26 Shutdown, avoidon 10+ g T
4. Ammo (MRM 40) 6 4. Ammo (LB 10-X) 10 25 -5 Movement Points 0 o
5. Ammo (MRM 40) 6 5. Ammo (LB 10X Cluster) 10 24  +4 Modifier to Fire
6. case 6. casE 53  Ammo Exp. avoidon 8+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 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 p \ 5 -1 Movement Points / ;

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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T 11_ETETIH

{'MECH DATA )

Type: Cyclops CP-11-B

’'MECH RECORD SHEET

Movement Points: Tonnage: 90
Walking: 3 Tech Base: Inner Sphere
Running: 5 Era: Jihad
Jumping: 0
Weapons & Equipment Inventory (hexes)

\ Cost:

Qty Type Loc Ht Dmg Min Sht Med Lng

1 SRM4 CT 3 2/Msl — 3 6 9
(ME]

1 Gauss Rifle RT 1 15 15 22
[DB.X]

1 Gauss Rifle LT 1 15 7 15 22
[DB.X]

1 LRM10 LT 4 1/Msl B 7 14 21
[MC.S]

1 Medium Laser BA 3 5[DE] — 3 6 9

1 Medium Laser LA 3 5[DE] — 3 6 9
BV:2,145

\
Z CRITICAL HIT TABLE )

WARRIOR DATA

Name:
Gunnery Skill: Piloting Skill:
Hits Taken| 1 314|5]| 6
Consciousness#| 3 7 110|111 |Dead

Left Torso

Left Arm

Left
Torso Rear

(8]

ARMOR DIAGRAM

OOOOOO
O00000

Head (9)

o
OO0 0000

O 000

Center
Torso
Rear (10)

Right Torso

Right Arm

(26)

Right

Torso Rear

8
Heat

(o=

Overflow

) S—
30%
29
28*
27
26*
25%
247
23%
22%
21
20%
197
18%
174
16

15%
14"
13*
12
11
10*

(2]

Hond A INTERNAL STRUCTURE DIAGRAM JSIN
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
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
4. Hand Actuator 5. Sgensors 4. Hand Actuator
5. Medium Laser B. Life Support 5. Medium Laser
6. Ferro-Fibrous 6. Ferro-Fibrous
1. Ferro-Fibrous Center TOPSD 1. Ferro-Fibrous
2. Ferro-Fibrous 1 Fusion Engine 2. Ferro-Fibrous
4-6 3. Ferro-Fibrous 2. Fusion Engine 4-6 3. Ferro-Fibrous
4. FerroFibrous 1-3 3. Fusion Engine 4. Ferro-Fibrous
5. Roll Again 4. Gyro 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro
1. Gyro
Left Torso 2. Fusion Engine Right Torso
- 3. Fusion Engine .
1. [ Gauss Rifle 4-6 4. Fusion Engi 1.[ Gauss Rifle
2. | Gauss Rifle 5 S;T\II!I)Z ngine 2.| Gauss Rifle
3. | Gauss Rifle G 3.| Gauss Rifle
1-3 . - Ammo (SRM 4) 25 1-3 X
4. | Gauss Rifle 4.| Gauss Rifle / HEAT DATA
5. | Gauss Rifle - - 5.| Gauss Rifle
6. | Gauss Rifle Engme H!tS 00O 6.| Gauss Rifle Heat Heat Sinks:
1. LGauss Rifle Gyro H!tS oo 1.LGauss Rifle Level* Effects 10(20)
Sensor Hits OO 30 Shutdown Double
2 [LRM 10 ? 2. Ammo (Gauss) 8 28 AmmoExp.avoidon 8+ Q
3.LLRM 10 Life Support O 3. Ammo (Gauss) 8 Shutdown. avoid on 10+
a4-6 PP a4-6 26 utdown, a 0
4. Ammo (LRM 10) 12 4. Ammo (Gauss) 8 25 -5 Movement Points 0
5. Ammo (LRM 10) 12 5. Ammo (Gauss) 8 24  +4 Modifier to Fire
6. case 6. casE 53  Ammo Exp. avoidon 8+ O
22 Shutdown, avoidon 8+ O
20 -4 Movement Points (o)
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0
1. Hi 1. Hi 17 +3 Modifier to Fire
oo v - P 15 -3 Movement Points O
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator 14 Shutd dond+ O
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator 13 +2uMcc)]¥\il1£i1és\églFiSQ
4. Foot Ac_:tuator 4. Foot Agtuator 10 -2 Movement Points
5. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 8  +1 Modifier to Fire
6. Ferro-Fibrous Di 6. Ferro-Fibrous 5 —~1 Movement Points
\ iagram J \\ /

©® 2010 The Topps Company, Inc. Classic 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 Productions, LLC. Permission to photocopy for personal use.

[=] B L™ K% )




T 11_ETETIH

’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Cyclops CP-11-C2 Name:
Movement Points: Tonnage: 90 Gunnery Skill: I Piloting Skill: -
Walki.ng: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 6 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM 4 CT 3 2/Msl — 3 6 9
ree ] Left Arm Right Arm
1 C®Master RT O [ — 5 10 15 (15) (15)
1 ERPPC RT 15 10[DE] — 7 14 23
1 C°®Master LT O [E]" — 5 10 15
2 Medium Laser LT 3 5[DE] — 3 6 9
1 ER Medium Laser RA 5 5[DE] — 4 8 12
1 ER Medium L: LA 5 5[DE] — 4 8 12
edium Laser [DE] Left Right
L Center
eg Leg
29) Torso 2]
( Rear (11)
Left Right
\ Cost: BV: 1,534 Torso Rear Torso Rear
\ / (®) (®)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm 1. Life Support Right Arm et
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
"9 4. Hand Actuator 5. Sgensors "9 4. Hand Actuator 29
5. ER Medium Laser B. Life Support 5. ER Medium Laser 28"
6. Roll Again 6. Roll Again 27
1. Roll Again Center TOPSD 1. Roll Again 26*
2. Roll Again ; ::“5!0" E“gfne 2. Roll Again 25%
3. Roll Again - Fusion Engine 3. Rall Again A"
464 Roiagan 1-3 3 Fusion Engine 46 Rl again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g' Gyro 6. Roll Again 22+
- Gyro 21
1. Gyro 20*
Left Torso 2. Fusion Engine Right Torso (C
i 3. Fusion Engine
1. Medium Laser 4-6 4. Fusion Engi 1. ER PPC 18*
2. Medium Laser " oosion Engine 2.| erpPrc -
5. Streak SRM 4 17
3. [ C®*Master P 3.LERPPC
1-3 - Ammo (Streak SRM 4)25 1-3 16
4. | c®Master 4.[ c®Master / HEAT DATA
5. | C®Master - - 5.| c®*Master 15%
6. | c®Master Engine H!tS 00O 6.| c®Master Heat Heat Sinks: 14"
1. Lc®Master Gyro H!tS oo 1.| C*Master LESVSI* Shutdovl\lz:]feCts ;Ijgu(slg] 13*
2. Roll Again S_ensor Hits 0O 2.Lc®Master 28 AmmoExp.avoidon8+ QO 12
3. Roll Again Life Support O 3. Roll Again 268  Shutdown, avoid on 10+ 11
- Roll Again - Roll Again 25 -5 Movement Points 00 10"
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire
6. Roll Again 6. Roll Again 53 Ammo Exp.awidonB+ OO 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator 13 +2u|§/|8;\il1£i1és\ég|ﬁ?2 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. Roll Again Damage Transfer g Roll Again 8  +1 Modifier to Fire f
\ - Roll Again Diagram - Roll Again PAN 5 -1 Movement Points / =
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’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Cyclops CP-11-C3 Name:
Movement Points: Tonnage: 90 Gunnery Skill: I Piloting Skill: -
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 6 Era: [Expjrr‘]lg:jentall Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 0 .
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Streak SRM 4 CT 3 EWMSI] — 3 6 9 Left A Right A
I eft Arm ight Arm
1 Gauss Rifle RT 15 7 15 22 @1 ©1)
[DB.X]
1 C°Boosted Master LT 0 0[s] — 5 10 15
1 ER Medium Laser RA 5 5[DE] — 4 8 12
1 ER Medium Laser LA 5 5[DE] — 4 8 12
Left Right
Leg Center Leg
Torso
(0] Rear (11) (30]
Left Right
\ Cost: BV:1,752 Torso Rear Torso Rear
\ / (®) (®)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm 1. Life Support Right Arm et
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
4. Hand Actuator 5. Sgensors 4. Hand Actuator 29
5. ER Medium Laser B. Life Support 5. ER Medium Laser 28"
6. Heavy Ferro-Fibrous 6. Heavy Ferro-Fibrous 27
1. Heavy Ferro-Fibrous Center TOPSD 1. Heavy Ferro-Fibrous 26*
2. Heavy Ferro-Fibrous ; ::“5!0" E“gfne 2. Heavy Ferro-Fibrous 25%
3. Heavy Ferro-Fibrous - Fusion Engine 3. Heavy Ferro-Fibrous T
4-6 4. RoIIVAygain 1-3 3. Fusion Engine 4-6 4. Holl\,;ygain 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g' g‘!"" 6. Roll Again 22+
- byro 21
1. Gyro 20*
Left Torso 2. Fusion Engine Right Torso (C
3. Fusion Engine .
1. [ c®Boosted Master 4-6 4. Fusion Engi 1.[ Gauss Rifle 18*
2. | C®Boosted Master usion tngine 2.| Gauss Rifle =
5. Streak SRM 4 : 17
3. | C®Boosted Master 6 3.| Gauss Rifle
1-3 - Ammo (Streak SRM 4)25 1-3 X 16
4. | c®Boosted Master 4.| Gauss Rifle / HEAT DATA
5. | C®Boosted Master - - 5.| Gauss Rifle 15*
6. | c®Boosted Master Engme H!tS 00O 6.| Gauss Rifle Heat Heat Sinks: 14"
1. Heavy Ferro-Fibrous Gyro H!tS oo 1.LGauss Rifle LESVSI* Shutdovl\lz:]feCts ;Ijgu(slgl 13*
2. Heavy Ferro-Fibrous Sensor Hits OO 2. Ammo (Gauss) 8 98 Ammo Exp. avoidon 8+ O 12
a4-8 3. Heavy Ferro-Fibrous Life Support O 4-6 3. Ammo (Gauss) 8 26  Shutdown, avoid on 10+ 11
4. Heavy Ferro-Fibrous 4. Heavy Ferro-Fibrous 25 -5 Movement Points 0 0"
5. Heawy Ferro-Fibrous 5. Heavy Ferro-Fibrous 24  +4 Modifier to Fire
6. Heavy Ferro-Fibrous 6. Heavy Ferro-Fibrous 23 Ammo Exp. avoid on B+ @ 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17 +g MDdifier to lgir.e o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 éh dovement'd O'”tz+ o) a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator 13 +2u|§/|8;\il1£i1és\ég|ﬁ?2 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. Heavy Ferro-Fibrous Damage Transfer g Heavy Ferro-Fibrous 8  +1 Modifier to Fire f
- Heavy Ferro-Fibrous - - Heavy Ferro-Fibrous 5 —~1 Movement Points
Diagram
\, J /7 \ / )
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’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Albatross ALB-3Ur Name:
Movement Points: Tonnage: g5 Gunnery Skill: I Piloting Skill: -
Walki.ng: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 6 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
MML 9 RT 5 [MSC .
éﬁl\’a [;?MSI 6 g é4 %’I Left Arm Right Arm
o —
1 ERLarge Laser LT 12 8[DE] — 7 14 19 ey @1
2 Medium Laser BA 3 5[DE] — 3 6 9
1 Snub-Nose PPC BRA 10 1%865 — 9 13 15
[DEV]
1 Gauss Rifle 15, 7 15 22
[DB.X] Left Right
L Center L
€g €g
23) Torso 23]
( Rear (10)
Left Right
\ Cost: BV: 1,902 Torso Rear Torso Rear
\ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE - A& INTERNAL STRUCTURE DIAGRAM JP088
H Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
"9 4. [ Gauss Rifle 5. Sgensors "9 4.[ Snub-Nose PPC 29
5. | Gauss Rifle B. Life Support 5.L.Snub-Nose PPC 28"
6. | Gauss Rifle 6. Medium Laser 27
1. | Gauss Rifle Center Torso 1. Medium Laser 26*
2. | Gauss Rifle 1. XL Fusion Engine 2. Roll Again 25
4.5 3 | Gavss Rifte 2. XL Fusion Engine 4.6 3 FollAgein =
4. | Gauss Rifle 1-3 3. XL Fusion Engine 4. Roll Again -
5. Ammo (Gauss) 8 4. Gyro 5. Roll Again 23
6. Ammo (Gauss) 8 g gvm 6. Roll Again 22
- byro 21
1. Gyro 20*
Left Torso s XL Fusion Engine Right Torso 19"
1. XL Fusion Engine 4-6 4. uston Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine » XL Fusion Engine 2. XL Fusion Engine
3: XL Fusion Engine S- Roll Again 3: XL Fusion Engine 17
1-3 4. [ER Large Laser 6. Rol Again 1-3 4. MmL 9 / 16
5. LER Large Laser - - 5. MML 9 HEAT DATA 157
6. Ammo (MML S/LRM) 13 Engine H!ts ooo 6.l MmmML9 Heat Heat Sinks: 147
1. Ammo (MML 9/SRM) 11 Gyro Hits 0O 1.| MML Lol o et pa 28] 13"
2. case Sensor Hits 0O 2l mmLa utdown ouble ™5
, . 28 AmmoExp.avoidon 8+ QO O
4-6 3. Roll Again Life Support O 4-6 3. Ammo [MML 9/LRM) 13 26 Shutdown, avoidon 10+ g T
4. Roll Again 4. Ammo (MML 9/SRM]) 11 25 -5 Movement Points 00 ——
5. Roll Again 5. cAsE 24  +4 Modifier to Fire
B. Roll Again 6. Roll Again 23 Ammo Exp. avoidon6+ O O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17 +3 Modifier to Fire o =
2. Upper Leg Actuator HL 2. Upper Leg Actuator 15 -3 Movement Points
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O 2
a game Flabs a 13 +2 Modifier to Fire 3
5. Foot AcFuator 5. Foot Ac!_:uator 10 -2 Movement Points >
g 20:: iga!n Damage Transfer e 20:: ﬁga!n E +1 Modiﬁer to Eirg =
. oll Again Diagram - RollAgain - ovement Foints
\, J /7 \ / )
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’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

21

Torso Rear
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(10)

Heat

(o=

Overflow

N/
30*
29
28*
27
26*

25%
247
23%
22%
21

20%
197
18%
174
16

15%
147
13%
12

11

10%

(2]

/4 \
'MECH DATA WARRIOR DATA
Type: Banshee BNC-3Mr Name:
Movement Points: Tonnage: g5 Gunnery Skill: I Piloting Skill: -
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 6 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
Small Laser HD 1 3[DE] — 1 2 3
1 ER Medium Laser RT 5 5[DE] — 4 8 12 Left Arm
1 ERPPC RT 1510[DE] — 7 14 23
1 ER Medium Laser LT 5 O5[DE] — 4 8 12
1 ERPPC LT 1510[DE] — 7 14 23
Left
L Center
eg
o6 Torso
( Rear (17)
\ Cost: BV: 1,801 Torso Rear
\ / (10) o
CRITICAL HIT TABLE AR INTERNAL STRUCTURE DIAGRAM
Head Scale
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator
1-3 3. Lower Arm Actuator 4. gmall Laser 1-3 3. Lower Arm Actuator
"9 4. Hand Actuator 5. Sgensors "9 4. Hand Actuator
5. Roll Again B. Life Support 5. Roll Again
6. Roll Again 6. Rall Again
1. Roll Again Center TOPSD 1. Roll Again
2. Roll Again ; ’F:US!D" E“gfne 2. Roll Again
3. Roll Again - Fusion Engine 3. Roll Again
464 Roiagan 1-3 3 Fusion Engine 46 Rl again
5. Roll Again 4. Gyro 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro
1. Gyro
Left Torso 2. Fusion Engine Right Torso
3. Fusion Engine )
1.[ER PPC 464 L ocionEnai 1.[ Double Heat Sink
2.| ErRPPC 5 e -ndne 2.| Double Heat Sink
3.LerpPrc -+ Roll Again 3.LDouble Heat Sink
1-3 B. Roll Again 1-3
4. ER Medium Laser 4. ER PPC / HEAT DATA
5. Roll Again - - 5.| ERPPC
6. Roll Again Engine Hits 00O 6.Lerprc Heat Heat Sinks:
1. Roll Again Gyro H!tS oo 1. ER Medium Laser Level* Effects 16 (32)
5 ) Sensor Hits OO . 30 Shutdown Double
- Roll Again - 2. Roll Again 28 Ammo Exp. avoidon 8+ O O
a4-8 3. Roll Again Life Support O 4-6 3. Roll Again 268  Shutdown, avoid on 10+ 0
4. Roll Again 4. Roll Again 25 -5 Movement Points 00
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire
6. Roll Again 6. Roll Again 53 Ammo Exp.awidonB+ OO
22 Shutdown, avoidon8+ OO
20 -4 Movement Points OO0
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0
1. Hip \V 1. Hip 17  +3 Modifier to Fire o
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és l\govement'cl:;omtzi_ o)
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator 13 +2u|§/|8;\il1£i1és\ég|ﬁ?2
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g- Roll Again Damage Transfer g- Roll Again 8  +1 Modifier to Fire
\ - Roll Again Diagram - Roll Again PAN 5 -1 Movement Points /

[=] B L™ K% )
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ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Naginata NC-C3Ar Name:
Movement Points: Tonnage: g5 Gunnery Skill: Piloting Skill:
Walki.ng: 3 Tech Base: Inner Sphere HtsTaken[ 1 |2 1314151 6
Running: 5 [Expefr‘lmental] Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Jumping: 0 Era: Jihad
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 LBRM15 RT 5 1/Msl 6 7 14 21 .
w,/ Artemis IV FCS [l\ﬁ,C,SS] Left Arm Right Arm
1 C°Boosted Master LT 0O O0[§] =— 5 10 15 (25) (25)
1 Large VSP Laser LT 10 11[145\3//]7 — 4 8 15
1 LRM 15 RA 5 1/Msl 6 7 14 21
w,/Arteris IV FCS IMCS]
1 ERPPC LA 1510[DE] — 7 14 23 Left Right
e i
Center 9
Leg Leg
40 Torso 32)
( Rear (14)
(0]
(0]
(0]
(0]
Left 0 Right
\ Cost: BV:1,879 Torso Rear o Torso Rear
\ / (®) ° (®)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
H Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. _Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
"9 4. [ Double Heat Sink 5. Sgensors "9 4. Hand Actuator 29
5. | Double Heat Sink B. Life Support 5.| Double Heat Sink 28"
6. LDouble Heat Sink 6.| Double Heat Sink 27
1. [ Double Heat Sink . Center Torso 1L Double Heat Sink 26"
2. | Double Heat Sink - Fusion Engine 2.[LrRm 15 D5+
4. 3 LDouble Heat Sink 2. Fusion Engine 4-6 3.[LRM 15 =
4.[ErprC 1-3 3 Fusion Engine 4.LLrm 15 .
5.| ErRPPC 4. Gyro 5. Artemis IV FCS 23
6. LErPPC g' g‘!"" 6. Roll Again 22+
- byro 21
1. Gyro 20*
Left Torso 2. Fusion Engine Right Torso (C
~ 3. Fusion Engine )
1. [ Large VSP Laser 4-6 4. Fusion Engi 1.[ Double Heat Sink 18*
2. | Large VSP Laser 5 Rl;ﬁlznai:gme 2.| Double Heat Sink 17
3. | Large VSP Laser B. gal 3.LDouble Heat Sink
1-3 4 L Large vp Laser © Poll Again 1-83 4 lrm1s /4 18
5. [ c®Boosted Master - - 5.| LRM 15 HEAT DATA 15%
B. | C®Boosted Master Engine Hits 00O 6.LLRM 15 Heat Heat Sinks: | 14~
1. | C®*Boosted Master Gyro Hits 0O 1. Artemis IV FCS Level* Effects 15 (30) 13
2| Sensor Hits OO 5 . 30 Shutdown Double
. Boosted Master - - Ammo (LRM 15 I-\rtem!s] 8 28 Ammo Exp.avwoidon 8+ QO 12
4-6 3. | C®Boosted Master Life Support O 4-6 3. Ammo (LRM 15 Artemis) 8 26  Shutdown, avoid on 10+ @ & 1
4. | c®Boosted Master 4. Ammo (LRM 15 Artemis) 8 25 -5 Movement Points 00 ——
5. case 5. Ammo (LRM 15 Artemis) 8 24  +4 Modifier to Fire
6. Roll Again 6. casE 53 Ammo Exp.awidonB+ OO 9
22 Shutdown, avoidon8+ OO a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17  +3 Modifier to Fire 0 =3
2. Upper Leg Actuator HL 2. Upper Leg Actuator 15 -3 Movement Points
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O 2
a game Flabs a 13 +2 Modifier to Fire 3
5. Foot AcFuator 5. Foot Ac!_:uator 10 -2 Movement Points >
o 20:: 293!” Damage Transfer G. 20:: ﬁga!n g +1 Modifier to Eirg 1
. oll Again Diagram - RollAgain - ovement Foints
\, J /7 \ / )
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ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

o
’'MECH RECORD SHEET Ro
/£ \ 000
MECH DATA WARRIOR DATA 99%, %%8
Type: Fafnir FNR-5X Name: ©088 90Q
Movement Points: Tonnage: 100 Gunnery Skill: I Piloting Skill: - 8800 e}
Walking: 3 Tech Base: Inner Sphere HtsTaken[1 |2 |3 141 5] 6 0088 000
ina: (Experimental) : 00 0 000
Running: 5 . Xperimenta Consciousness#| 3 | 5 | 7 |10/|11 |Dead 500 000
Jumping: 0 Era: Jihad 000 000
°g8
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng ‘\‘;‘
1 Guardian ECM Suite CT =— [E] —_ - = B ) "j'/
1 Improved Heavy Gauss Rifle RT 2 [D%?X] 3 B 12 19 1“,@.“ Left Arm
\ NS 34
1 Improved Heavy Gauss Rifle LT 22 6 12 19 > s 1] 4
[DBX] 7)) 13
1 ER Medium Laser RA 5 5[DE] — 4 8 12 /' | R @
1 ER Medium Laser LA 5 5[Df — 4 8 12 w/ﬁ 20
A ,\'I/ '
i ¥ Left Right
® t Center
S Leg Leg
4o Torso 42)
( Rear (16)
\ Cost: BV:2,610 Torso Rear Torso Rear
\ / (10) O (10)
/ \ Heat
CRITICAL HIT TABLE Hond 2K INTERNAL STRUCTURE DIAGRAM P
Left Arm 14 Right Arm o
- Life Support g
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. ER Medium Laser 4. Roll Again 1-3 3. ER Medium Laser
"9 4. Ammo (Heavy Gauss) 4 5. sensors "9 4. Ammo (Heavy Gauss) 4 29
5. Endo Steel B. Life Support 5. Endo Steel 28"
6. Endo Steel 6. Endo Steel 27
1. Endo Steel Center TOPSD 1. Endo Steel 26"
2. Endo Steel ; ::“5!0" E“gfne 2. Endo Steel 25%
3. Endo Steel - Fusion Engine 3. Endo Steel G
- : : - 24
4-6 4. Endo Steel 1-3 3. Fusion Engine 4-6 4. Endo Steel -
5. Endo Steel 4. Gyro 5. Endo Steel 23
6. Roll Again g' Gyro 6. Roll Again 22+
- Gyro 21
1. Gyro 20*
Left Torso 2. Fusion Engine Right Torso (C
— . 3. Fusion Engine _ .
1. [[Improved Heavy Gauss Rifle 4-6 a . . 1.[ Improved Heavy Gauss Rifle 18*
. - _Fusion Engine "
2. | Improved Heavy Gauss Rifle . . 2.| Improved Heavy Gauss Rifle >
3 ] 5.[ Guardian ECM Suite ; 17
. | Improved Heavy Gauss Rifle 8 ' ) 3.| Improved Heavy Gauss Rifle
1-3 , - LGuardian ECM Suite 1-3 ) 16
4. | Improved Heavy Gauss Rifle 4.| Improved Heavy Gauss Rifle / HEAT DATA
5. | Improved Heavy Gauss Rifle - - 5.| Improved Heavy Gauss Rifle 15%
B. | Improved Heavy Gauss Rifle Engme H!tS 000 6.| Improved Heavy Gauss Rifle Heat Heat Sinks: 147
1. | Improved Heavy Gauss Rifle Gyr‘o H!tS oo 1.| Improved Heavy Gauss Rifle LESVSI* Shutdovl\lz:]feCts ;Ijgu(slgl 13
2. | Improved Heavy Gauss Rifle Sensor Hits OO 2.| Improved Heavy Gauss Rifle 98 Ammo Exp. avoidon 8+ O 12
a4-8 3. | Improved Heavy Gauss Rifle Life Support O 4-6 3.| Improved Heavy Gauss Rifle 26  Shutdown, avoid on 10+ 11
4. Improved Heavy Gauss Rifle 4. Improved Heavy Gauss Rifle 25 -5 Movement Points o 0"
5. Limproved Heavy Gauss Rifle 5.LIimproved Heavy Gauss Rifle 24 +4 Moaodifier to Fire
6. case 6. casE 53  Ammo Exp. avoidon 8+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. Ammo (Heavy Gauss) 4 Damage Transfer g Ammo (Heavy Gauss) 4 8  +1 Modifier to Fire f
\ - Ammo (Heavy Gauss) 4 Diagram - Ammo (Heavy Gauss) 4 \ 5 -1 Movement Points / =
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ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

(0]
'MECH RECORD SHEET Ro
/£ \ 000
MECH DATA WARRIOR DATA %%8
Type: King Crab KGC-005r Name: 909
Movement Points: Tonnage: 100 Gunnery Skill: I Piloting Skill: - e}

- . ) (oXe]
Walking: 3 Eech Base: Lni?%l“ Sphere HtsTaken[1 |2 [3 |4 5] 6 98%
Running: 5 ra: ha Consciousness#| 3 | 5 | 7 |10]| 11 |Dead 000
Jumping: Q 000

Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 C3Slave CT — [ — — — —
1 Heavy PPC RT 15 1ESX 3 6 12 18
1 LB20XAC RT/RAG _ 20 4 8 12
[DB,CF.S]
1 LB20-XAC LT/ 20 — 4 8 12
[DB,CF.S]
1 Streak SRM 4 LT 3 2/Msl — 3 6 9
rea e Right
Center
Leg Leg
25 Torso (38)
( Rear (15)
\ Cost: BV:2,335 Torso Rear Torso Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm 1. Life Support Right Arm et
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. _Upper Arm Actuator 307
1-3 3 [B20XAC 4. Endo Steel 1.3 3B 20%AC
"9 4. | LB20-XAC 5. Sensors "9 4| LB 20X AC 29
5.| LB 20-X AC B. Life Support 5.| LB 20X AC 28"
6.| LB20-X AC 6.| LB 20X AC 27
1.| LB20-XAC Center TOPSO 1.| LB20-X AC 26*
2.| LB2o-x AC 1. Fusion Engine 2.| LB20x AC D5+
4.6 3 | LB20XAC 2. Fusion Engine 4-g 3| 1B20XAC =
a.| LB 2ox AC 1-3 3. Fusion Engine 4| B 20xac -
5. LLB 20-X AC 4. Gyro 5.LLB20XxAC 23
6. Endo Steel 5. Gyro 6. Endo Steel 22
6. Gyro 21
1. Gyro 20*
Left Torso 2. Fusion Engine Right Torso (C
3. Fusion Engine
1.[LB 20X AC 46, .. . 1.[LB 20X AC 18"
2. LB 20xAC * Fusion Engine 2.LB20xAc
5. C3Slave 17*
1-3 3. Streak SRM 4 6. Endo Steel 1-3 3.| Heawy PPC
4. Ammo (Streak SRM 4] 25 ndo Stee 4. Heawy PPC /4 HEAT DATA 16
5. Ammo (LB 20-X) 5 - - 5.| Heavy PPC 15*
6. Ammo (LB 20-X Cluster) 5 Engine H!ts ooo 6. Heavy PPC Heat Heat Sinks: 147
1. Ammo (LB 20X Cluster) 5 Gyro Hits 0O 1. Ammo (LB 20-X) 5 Leg’g'* Shut dov'\,zrf]fe‘:ts gﬁlﬁg] 13
2. CASE Sensor Hits 0O 2. Ammo (LB 20-X) 5 28 AmmoExp.awidon8+ QO 12
4-6 3. Endo Steel Life Support O 4-6 3. Ammo (LB 20-X Cluster) 5 26  Shutdown, avoid on 10+ @ & 1
4. Endo Steel 4. case 25 -5 Movement Points 0 0"
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire
6. Endo Steel 6. Endo Steel 23 Ammo Exp. avoid on B+ @ 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g' Engo zzee: Damage Transfer g Engo :Eee: 8  +1 Modifier to Fire f
\ - Endo Stee Diagram - Endo Stee J 5 -1 Movement Points / =
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/ N / \
B — I el LN o I-I BATTLE ARMOR
ETES RECORD SHEET
/7 \ /
BA'I'I'LE ARMOR: SQUAD/POINT 1 = N\ 4 LEG ATTACKS TABLE \
Type: Afreet (Interdictor) Era: Jihad [1 A 900000 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: ] TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 4 4-6 0
Weapons & Equip Dmg Mln Sht Med Lng ] 3 +2
Battle Vibro Claw (2) [E] - — = ? +§
ECM Suite E] — — — — \ + /
HeavyMachine Gun ~ 3[DBS] — 1 2 — |4 @00000 ) P —————
Arrmor: e Feskta: 5 )
\ Mechanized: () Swarm:(y} Leg: ar: () BATTLE ARMOR BASE TO-HIT
= = = \‘3““ Bv: 264,/38  f TROOPERS ACTIVE MODIFIER
4-6 2
BA'I'I'LE ARMOR: SQUAD/POINT 2 [ ]\ \ 1-3 :5 y

Type: Afreet (Interdictor) Era: Jihad

Gunnery Skill: Anti-Mech Skill: ] /4 SWARM ATTACK MODIFIERS TABLE \\
Ground MP: 1 Jump: 4
ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip Dmg M"'I Sht Med Lng ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
Battle Vibro Claw 2] [E] - - TROOPERSACTVE 49 2 3 4 5 6
ECM Suite [E] — — — ] B +0 +0 +0 +0 +1 +2
HeavwyMachineGun  3[DBS] — 1 2 5 +0 +0 +0 +1 +2 +3
_ _ ] 4 +0 +0 +1 +2 +3 +4
Armor:Fire Resistant 3 +0 +1 +2 +3 +4 +5
\ Mechanized: (/) Swarm:(y/ Leg AP: D o +1 +2 +3 +4 +5 +B
— = \, Cos Bv: 264/38  f 1 +2 +3 +4 +5 +B6 +7
\\,
BA'I'I'LE ARMOR: SQUAD/POINT 3 N, | BATTLE ARMOR EQUIPMENT
Type: Afreet (Interdictor) Era: Jihad ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: ] SITUATION *
Ground MP: 1 Jump:4 :MECh prone ) -2
Weapons & Equip Dmg Mln Sht Med Lng ] I\/Ie;h or vehicle immobile -4
Battle Vibro Claw @) [E] - - Vehicle -2
ECM Suite [E] - - - = ] \*Modlfier‘s are cumulative
HeavwyMachineGun  3[DBS] — 1 2
Armor:Fire Resistant » @00000 ] 4 SWARM ATTACKS HIT LOCATION TABLE \
\ Mechanized: () Swarm:(y] Leg: AP: D
— _— — \ Cost: sv: 264,/38 / 2D6 BIPEDAL FOUR-LEGGED
ROLL LOCATION LOCATION
BA'I'I'LE ARMOR: SQUAD/POINT ay \ 2 Head Head
[1 = @O0000 ] 3 Rear anter‘ Torso Front Right Torso
Type: Afreet (Interdictor) Era: Jihad g Eear ';I'gf;]t Tl_orso R;ar Csln;erTTOPSO
- . . ront Right Torso ear Right Torso
Gunnery Skill: Anti-Mech Skill: ] o Right Arm Front Right Torso
Ground MP: 1 Jump: 4 7 Front Center Torso  Front Center Torso
Weapons & Equip Dmg Mln Sht Mel:l Lng [ ] 8 Left Arm Front Left Torso
Battle Vibro Claw @) [E] 190 I;ont Il:eff;: _'I_I'orso RF{ear&:Leﬁ: Tc_ll_r‘so
ear Le orso ear Center Torso
ECM Suite . [E] — —— = [ ] 11 Rear Center Torso Front Left Torso
HeavyMachineGun  3[DBS] — 1 2 12 Head Head
\ /
Armor:Fire Resistant [ ]
\ Mechanized: (¢ Swarm: () Leg: ) AP: (] ( TRANSPORT POSITIONS TABLE _ §
— — Cost: Bv: 264,/38
\\ / TROOPER 'MECH VEHICLE
( BATTLE ARMOR: SQUAD,/POINT 5 \ | Mumeer  Locamon LOCATION
; 1 Right Torso Right Side
1 @O00000 2 ft ight Si
Type: Afreet (Interdictor) Era: Jihad [ ] 3 pigtheTorngSE?ear] ngtséie
Gunnery Skill: Anti-Mech Skill: ] 4 Left Torso (rear) Left Side
Ground MP: 1 Jump' a g Cerg:ertTDr‘_?_U (rear) gear‘
enter 10rso ear
Weapons & Equip Dmg Mln Sht Med Lng TROOPER LARGE SUPPORT
Battle Vibro Claw (2] [E] - - ] NUMBER  VEHICLE LOCATION *
ECM Suite E] — — — =— 1 Right Side (Unit 1,/Unit 2)
Heavy Machine Gun 3[DBS]— 1 2 — ] g Tgptt;(ijie[&r:titﬂ//lﬁ:its] H‘[HWS‘[
4 Left Side (Unit 1/Unit 2) game P labs
Armor:Fire Resistant [5 @O0000 ] 5 Rear (Unit 1/Unit 2)
Mechanized: Swarm: Leg: AP: 8 Rear (Unit 1/Unit 2)
\ % % g: [/
— — — \Cust: BV: 284/88 I \ *Unit 1 and Unit 2 represent two battle armor units /
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|
TLETEDS \ RECORD SHEET
/ /
BA'I'I'LE ARMOR: SQUAD/POINT 1 \\ 4 LEG ATTACKS TABLE \
1%
Type: Clan Medium "Rache"Era: Jihad [ 90000000000 ] BATTLE ARNMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: [2 ©0000000000 ] TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 4 456 %
Weapons & Equip. Dmg Min Sht Med Lng +
Basic Manipulator (2] g - — — — 3 ©0000000000 ] 2 +3
Machine Gun 2[DBs] — 1 2 g \ 1 +7 /
Searchlight g — — —
seareion ol = 7 s ©0000000000 )
SAM 3 [05) (Body) B/MelME = [ ¢ SWARM ATTACKS TABLE \
" @0000000000 )
\ Mechanized: (1) Swarm: (] Leg: (1] AP: O BATTLE ARMOR BASE TO-HIT
— — \ Cost: Bv: 372/53 TROOPERS ACTIVE MODIFIER
\\ 4-6 +2
BA'I'I'LE ARMOR: SQUAD/POINT 2 — N\ 1-3 +5 y
1%
Type: Clan Medium "Rache"Era: Jihad [ ]
Bunnery Skill: Anti-Mech Skill: [g ) ( SWARM ATTACK MODIFIERS TABLE
Ground MP: 1 Jump: 4
. ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [ ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
Basic Manipulator (2) [E]l — — TROOPERSACTIVE 49 2 3 4 5 6
Machine Gun 2[DBS] — 2 3 -
Searchlight E - — 9 [4 2 ] B +0 +0 +0 +0 +1 +2
SRM 3 [0S) 2/Msl [MC] — B 9 5 +0 +0 +0 +1 +2 +3
SRM 3 (03] (Body) 2/Msl [MC] — 5 9 4 +0 +0 +1 +2 +3 +4
. [5 > ] 3 +0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: Leg AP: D o +1 +2 +3 +4 +5 +B
\ Cost: B: 372/53 1 +2 +3 +4 +5 +B6 +7
\\,
BA'I'I'LE ARMOR: SQUAD/POINT 3 N, | BATTLE ARMOR EQUIPMENT
Type: Clan Medium "Rache"Era: Jihad ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: ] SITUATION *
Ground MP: 1 Jump: 4 ‘Mech prone -2
- . ‘Mech or vehicle immobile -4
Weapons & Equip. Dmg Min Sht Med Lng h
Basic Manipulatar [2) E = — = = ©0000000000 ] Vehicle -2
Machine Gun 2[Bs] — 1 2 g “Modif Iati
S hlight E — — — odifiers are cumulative
Searcrign BT T T3 ©0000000000 J1\
SRM 3 (OS] (Body) 2/MsiMc] — 3 B 9 / \
[ ] SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: (/) Swarm:(y/ Leg AP: D
— _— \ Cost: sv: 372/53 / 2D6 BIPEDAL FOUR-LEGGED
\ ROLL LOCATION LOCATION
BA-ITLE ARMOR: SGUAD/PDINT 4 & N g Rear Cgﬁl?:r Torso Front :Zig Torso
|
Type: Clan Medium "Rache"Era: Jihad [1 £ 90000000000 ] g Eear F;igf;]t ﬁorso R;ar CS'H?PTTOPSO
- . . ront Right Torso ear Right Torso
Gunnery Skill: Anti-'Mech Skill: [2 ©0000000000 ] p Right Arm Front Right Torso
Ground MP: 1 Jump: 4 7 Front Center Torso  Front Center Torso
Wi & Equip. D Min Sht Med L 8 Left Arm Front Left Torso
Ba;f',f,?aﬁpumfru['; [Eg f ° El; [3 i 90000000000 ] 9 Front Left Torso Rear Left Torso
Machine Gun 2[DBS] — 12 g 10 Rear Left Torso Rear Center Torso
Searchligh g — — —
SE?\;CB E%St] E/MS[I []M,C] Z 3% s [4 Q0000000000 ] :II; Rear Cﬁr;t;edr‘ Torso Frontl_li_ee;thorso
SRM 3 (OS] (Body) 2/MsiMc] — 3 B 9 [ ] \ /
Q0000000000
\ Mochanized: () Swarm: (] Log () AP () w5725 ( TRANSPORT POSITIONS TABLE _ §
\ TROOPER "MECH VEHICLE
( BATTLE ARMOR: SQUAD,/POINT 5 Je== \ | numeer LOCATION LOGATION
# @0000000000 ) 2 Loft Torso Right Side
Type: Clan Medium "Rache"Era: Jihad 3 3 Right Torso (rear) Lgﬁ: Side
Gunnery Skill: Anti-'Mech Skill: ©0000000000 ] g CLEEt Tc%rso [r[ear] ] Le;c Side
Ground MP: 1 Jump: 4 8 Enc?fmecﬁgr;f - Rggg
Weapons & Equip. Dmg Min Sht Med Lng [3 ¥ @O000000000 ] TROOPER LARGE SUPPORT
Basic Manipulator (2] B = - = NUMBER  VEHICLE LOCATION*
Searchight | T -2 g [4'¥ ©0000000000 ) g AT Vi
30 susuo = 3 8 8 o el TAIST
SAM 3 (03] (Body] a/mdme — 3 6 9 7 4 Loft Side (Unit 1/Unit 2) game Diats
5% @0000000000 ) e Feor (Uit 1/t 2)
\ Mechanized: () Swarm: ¢/ Leg AP: D 8 Rear (Unit 1/Unit 2)
— — \Cust BV: 372/53 } \ *Unit 1 and Unit 2 represent two battle armor units /

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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Armor:Fire Resistant

\Mechanized: Swarm: LBEI AP: D

5 @0000000000

y N 7/ \
B _I - — . I I BATTLE ARMOR
[ |
ETES \ RECORD SHEET )
/
BA'I'I'LE ARMOR: SQUAD/POINT 1 = N\ 4 LEG ATTACKS TABLE \
(1. 0000000000 )
Type: Elemental (Fire) [AP Gauss]Era: Jihad BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: [ b £ @0000000000 ] TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 3 456 %
W & Equip. Dmg Mi Sht M d L 7 +
AP Gauss Rifle - 318 — 36 ¢ [3 & 0000000000 ) 2 5
Battle Claw E] — — — — J \ + /
SAM 2 (0S) (Body)  2/msi Mg — s (a1 0000000000 )

\ Cost:

Bv: 576/82

Type: Elemental (Fire) [AP Gauss]Era: Jihad

Gunnery Skill: Anti-Mech Skill:
Ground MP: 1 Jump: 3

Weapons & Equip. Dm Min Sht Mel:l Lng
AP Gauss Rifle % 9
Battle Claw [E] - - - -
SRM 2 [0S] (Body) 2/Msl [MC] — 9

Armor:Fire Resistant

\Mechanized: Swarm: LBEI AP: D

( BATTLE ARMOR: SQUAD/POINT 2 \

(1. 0000000000

# @0000000000

% @0000000000

2
B

[ £ @0000000000

5 @0000000000

— W S S

Type: Elemental (Fire) [AP Gauss]Era: Jihad

Gunnery Skill: Anti-Mech Skill:
Ground MP: 1 Jump: 3

Weapons & Equip. Dm Min Sht Mel:l Lng
AP Gauss Rifle % 9
Battle Claw [E] - - - -
SRM 2 [0S] (Body) a/msime — 3 6009

Armor:Fire Resistant

'\ Cost: Bv: 576/82
BATTLE ARMOR: SQUAD/POINT 3 \ = N\
(1. 0000000000 )

[ # @0000000000

£ @O000000000

,T’

[4 £ @0000000000

5 & @0000000000

— W S S

SWARM ATTACKS TABLE

BATTLE ARMIOR BASE TO-HIT
TROOPERS ACTIVE MODIFIER
4-6 +2
\ 1-3 +5 /

4 SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERS ACTIVE 1 2 3 aq 5 6
+0 +0 +0 +1 +2
+0 +0 +1 +2 +3
+0 +1 +2 +3 +4
+0 +2 +3 +4 +5
+1 +3 +4 +5 +6
+2 +4 +5 +6 +7

_,NwWwhoon

BATTLE ARMOR EQUIPMENT

Claws with magnets -1
SITUATION *

‘Mech prone -2
‘Mech or vehicle immaobile -4
Vehicle -2

\*Modlfier‘s are cumulative

4 SWARM ATTACKS HIT LOCATION TABLE )

\ Mechanized: () Swarm:(y] Leg: AP: D
— _— — \ Cost: sv: 576,/82 / 2D6 BIPEDAL FOUR-LEGGED
\ ROLL LOCATION LOCATION
BA-ITLE ARMOR: SGUAD/PDINT 4 N g Rear Cgr?l?:r Torso Front :Zig Torso
15 @0000000000 ; !
Type: Elemental (Fire) [AP Gauss]Era: Jihad [ : 0 ] g FRear F;[gr;]t Trorso RF({aar C:lnt;]erTTor‘so
. y ront Right Torso ear Right Torso
Gunnery Skill: Anti-'Mech Skill: [ { £ 0000000000 ] p Right Arm Front Right Torso
Ground MP: 1 Jump: 3 7 Front Center Torso  Front Center Torso
Wi & Equip. D Mi Sht M d L 4 8 Left Arm Front Left Torso
Apeagoungs Rif‘ﬂ;"p m% n 3 89 [3 ‘t 900000000000 ] 9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
Battle Claw E] — — — =— [ P
A 11 Rear Center Torso Front Left Torso
SAM 2 (0S) Body) &/l ) — g (7 90000000000 ) 12 Head Head )
Armor:fire Resistant 5 @0000000000 )
\ Mechanized: Swarm: Leg: AP: D /4 TRANSPORT POSITIONS TABLE \\
\\C“t A / TROOPER 'MECH VEHICLE
( BATTLE ARMOR: SQUAD,/POINT 5 \ | Momeer LocATION LocATION
(1. 0000000000 ) 2 Lot Torso. Right Side
Type: Elemental (Fire) [AP Gauss]Era: Jihad i 3 Right Torso (rear) Left Side
G Skill: Anti-'Mech Skill: 4 Left Torso (rear) Left Side
unnery Ski nti-'NMec| I [ { .OOOOOOOOOO ] 5 Center Torso (rear) Rear
Ground MP: 1 Jump: 3 8 Center Torso Rear
Weapons & Equip. Dm Mln Sht Mel:l Lng [ ‘;:
IR S "% "0 8 £ 99000000000 i || R e
attle Claw - - - - 1 R!ght S!de [Unit ’I/Unit 2)
SRM 2 (OS] (Body)  2/msimo) — o (a1 0000000000 ) 2 FighSide (Unic 1/ 2) H'[Hms'[
7 4 Left Side (Unit 1,/Unit 2) jame P labs
Armor:Fire Resistant [5 & @0000000000 ] 5 “Rear FUngth /Un@tmE) :
\ Mechanized: (¢ Swarm:(¢f Leg: AP: D 8 Rear (Unit 1/Unit 2)
— — — \Cust: BV: 578/82 } \ *Unit 1 and Unit 2 represent two battle armor units /

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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y N 7/ ‘ \
B —I el LN o I I i’ BATTLE ARMOR
|
ETES \ RECORD SHEET
/
( BATTLE ARMOR: SQUAD,/POINT 1 Je=s \ (4 LEG ATTACKS TABLE N
(1. 0000000000 )
Type: Elemental (Fire) [Flamer] Era: Jihad BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: [ b £ @0000000000 ] TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 3 456 %
Weapons & Equip. Dmg Min Sht Med Ln +
Battle Claw B = T — ;g [3 & 90000000000 ) \ 2 5 )
Flamer 2[5 — J
SAM 2 (0S)(Body)  2/msimg — o (a1 0000000000 ) P ———
ArmorFire Resista: 5 @0000000000 ) SWARM ATTACKS TABLE
\ Mechanized: (1) Swarm: (] Leg: (1] AP: O BATTLE ARMOR BASE TO-HIT
— — \ Coss Bv: 403/58 TROOPERS ACTIVE MODIFIER
\\ 4-6 +2
BA'I'I'LE ARMOR: SQUAD/POINT 2 N\ 1-3 +5
(1. 0000000000 N\ /
Type: Elemental (Fire) [Flamer] Era: Jihad i
Gunnary Skl Anti-Mech Skl 2 £ @0000000000 Il sWARM ATTACK MODIFIERS TABLE )
Ground MP: 1 Jump: 3
. ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Mln Sht Med Lng [3 £ @0000000000 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
Battle Claw [E] - - - TROOPERSACTIVE 49 2 3 4 5 6
Flamer 2[8] — 1 3 & 6 +0 +0 +0 +0 +1 +2
SAM 2 (0S) (Body)  2/ms o — s (a4 00000000000 ) 5 +0 +0 +0 +1 +2 +3
4 0 +0 +1 +2 +3 +4
Armor:Fire Resistant 5 @0000000000 ) 5 R
\ Mechanized: (/) Swarm:(y/ Leg AP: D o +1 +2 +3 +4 +5 +B
— = \, Cos Bv: 403/58  f 1 +2 +3 +4 +5 +B6 +7
\\,
BA'I'I'LE ARMOR: SQUAD/POINT 3 N, | BATTLE ARMOR EQUIPMENT
‘3: i -
Type: Elemental (Fire) [Flamer] Era: Jihad [1 =+ ©0000000000 ] Claws with magnets 1
gunne;yh::": 1 :\ntl 'Maech Skill: [ { .OOOOOOOOOO ] ﬂ;g#;:gnl“e* .
roun : ump: ) S ) -
|Vé.;\.ﬁealpcgls & Equip. D[ng]g Min Sht Med Lng [3 & ©O0000000000 ] %EEIIWEOF vehicle immobile —g
attle Claw - - - : -
Flamer 2 [S] - 1 3 a{ *Modifiers are cumulative
SAM 2 (0S) (Body)  2/ms o — s (a4 00000000000 JI\
Armor; Fire Resistant [5 f Q0000000000 ] 4 SWARM ATTACKS HIT LOCATION TABLE \
\ Mechanized: (/) Swarm:(y/ Leg AP: D
— - N 22%" /'|roit  iocamon ' Locamion
\\,
BA-ITLE ARMOR: SGUAD/PDINT 4 3 N g Rear Cgr?l?:r Torso Front :if:;ig Torso
b
Type: Elemental [Fire) [Flamer] Era: Jihad [1 =+ ©0000000000 ] g FRear‘ F;i}gf;]t Tl_Ol"SO R;af‘ CI:'HEGFTTOPSO
. y ront Right Torso ear Right Torso
Gunnery Skill: Anti-'Mech Skill: [ { £ 0000000000 ] p Right Arm Front Right Torso
Ground MP: 1 Jump: 3 7 Front Center Torso  Front Center Torso
i 8 Left Arm Front Left Torso
Eﬁiﬁgc'gfg\}&vmu"" D[ng]g Min SE Nfd LE’ [3 ‘t 900000000000 ] 9 Front Left Torso Rear Left Torso
Flamer 2[g] — 1 3 = :ll.':: F‘F{ear[':;Leﬂ: Tl?lrso Fisar Ctla_m]:cttalirTor‘so
SAM 2 (0S) (Body)  2/meimc — o (4400000000000 ) 12 O e T )
Armor:fire Resistant 5 @0000000000 )
\ Mechanized: (4 Swarm:] Leg:(\] AP: () 40358 (" TRANSPORT POSITIONS TABLE )
\Cust: BV: I
N\ TROOPER 'MECH VEHICLE
( BATTLE ARMOR: SQUAD, POINT 5 \ [ MumeeR LOCATION LOCATION
1 ¥ @0000000000 ) 2 Loft Torso Right Side
Type: Elemental (Fire) [Flamer] Era: Jihad [ i 3 Right Torso (rear) Left Side
Gunnery Skill: Anti-'Mech Skill: [2 I ©0000000000 ] g Cgﬁl:c%’izérﬁzra]r] Le;t;:ﬂde
Ground MP: 1 Jump: 3 i 8 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng [3 % @0000000000 ] TROOPER LARGE SUPPORT
Battle Claw [E] - - - = NUMBER  VEHICLE LOCATION *
Flamer 2] — 1 2 3 [ = 0000000000 ] 1 Right Side (Unit 1./Unit 2) v
SRM 2 (OS] (Body) /Mg — 3 69 5 g Tgpttssiéie[&ri}tmf//lﬁ:?e%] H'[HLQS'[
4 Left Side (Unit 1,/Unit 2 jame P labs
Armor:Fire Resistant 5 @0000000000 ) 5 o (Lt SOt B —
\ Mechanized: () Swarm:(yf Leg: AP: D 8 Rear (Unit 1/Unit 2)
— — — \Cust: BV: 403/58 I \ *Unit 1 and Unit 2 represent two battle armor units /

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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5 @0000000000

Armor:Fire Resistant

y - N / \
I — B — . g BATTLE ARMOR
|
B I I I-I- I I- UI I RECORD SHEET
\ / \ /
\N
( BATTLE ARMOR: SQUAD/POINT 1 = N\ 4 LEG ATTACKS TABLE \
b )
Type: Elemental (Fire) [Pulse Laser]Era: Jihad [1 - 90000000000 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: [2 # @0000000000 ] TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 3 d 456 %
. . a +
Weapons & Equip. D[rE]g Min Sht Med Lng [3 # @0000000000 ) ? +§
Micro Pulse Laser 3P — 1 2 3 = \ + /
SAM 2 (0S)(Body)  e/msmg — 3 6 9 [4 % @0000000000 )

\Mechanized: Swarm: Leg: AF':D
e — — \ Cost:

ev: 479/68

( BATTLE ARMOR: SQUAD,/POINT 2 ¥

_ , (1. 0000000000
Type: Elemental (Fire) [Pulse Laser]Era: Jihad

SWARM ATTACKS TABLE

BATTLE ARMOR BASE TO-HIT

TROOPERS ACTIVE MODIFIER
4-8 +2
\ 1-3 +5 /

Gunnery Sl Anti‘Mech Skil: - [2 1 0000000000 )]l sWARM ATTACK MODIFIERS TABLE )
Ground MP: 1_ Jump'_ 3 — ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Iguealpogls & Equip. Dnlgg Min Sht Med Lng [3 £ @0000000000 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
Me_itt e s alw . 3 [[F]] - T E g TROOPERSACTVE 49 2 3 4 5 6
icro Pulse Laser - g 6 +0 +0 +0 +0 +1 +2
SAM 2 (0S) (Body)  e/vsmg — 3 6 9 |4 i ©0000000000 ) 5 40 +0 +0 +1 +2 +3
2 4 +0 +0 +1 +2 +3 +4
Armor:Fire Resistant 5 @0000000000 ) 5 R R
\ Mechanized: Swarm: Leg: AP: D s} +1 +2 +3 +4 +5 +8B
— = = \, Cos B: 479/68  f 1 +2 +3 +4 +5 +B6 +7
\\,
( BATTLE ARMOR: SQUAD/POINT 3 \, | BATTLE ARMOR EQUIPMENT
] . [1 = @O000000000 ] Claws with magnets -1
Type: Elemental (Fire) [Pulse Laser]Era: Jihad
Gunnery Skill: Anti-'Mech Skill: [2 “E ©0000000000 ] :?:ITUATION*
Ground MP: 1 Jump: 3 ’mecﬂ proni_ e bi _i
. . P ech or vehicle immabile —
Weapons & Equi. Dy Min Shi Med Lng (3} 0000000000 I | verice o D
Micro Pulse Laser 3 [P] -1 2 3 a *Modifiers are cumulative
SAM 2 (0S) (Body] ~ e/msime — 3 6 9 [4 > ©0000000000 JI\
Armor:Fire Resistant [5 f Q0000000000 ] 4 SWARM ATTACKS HIT LOCATION TABLE )
\ Mechanized: (¢ Swarm: Leg: AP: D
— _— — \ Cost: sv: 479/68 / 2D6 BIPEDAL FOUR-LEGGED

/; \ ROLL LOCATION LOCATION
BATTLE ARMOR: SGUAD/PDINT 4 Fd \ g Rear Cgr?l?:r Torso  Front :if:;ig Torso
Type: Elemental (Fire) [Pulse Laser]Era: Jihad [1 % 90000000000 ] g Fﬁeal F;'Q?& Tl_O'“SO R;a'“ C:,”';i'“TTOPSO
Gunnery Skill: Anti-Mech Skill: 2 ¥ 0000000000 o O Rehe A ear ight “orso

ght Arm Front Right Torso
Ground MP: 1 Jump: 3 [ i ] 7 Front Center Torso  Front Center Torso
Jiespors SEau-  Dmg MinSht Med Lng (3 0000000000 I 2 FomieiToso o Lo Torso
Micro Pulse Laser 3P — 1 2 3 [ - 10 Rear Left Torso Rear Center Torso

4 5 @ 0000000000 ] 11 Rear Center Torso Front Left Torso

SRM 2 [0S] (Body) g/mMamg — 3 69 i 12 Head Head

= \ /
Armor:Fire Resistant 5.5 @0000000000 )

\ Mechanized: () Swarm:(4) Leg:(\) _AP: (] ] 2758 ¢ TRANSPORT POSITIONS TABLE )

ost: Bv:

/ \\ / TROOPER 'MECH VEHICLE
BATTLE ARMOR: SQUAD,/POINT 5 y== \ [ MumeeR LocaTioN Location
Type: Elemental (Fire) [Pulse Laser]Era: Jihad 1 - 90000000000 ] g Rigthe‘I?JlIsogsil:ear] Fla_lgpttssi’éiie
Gunnery Skill: Anti-'Mech Skill: [2 o ©0000000000 ] g CLeit Tc_)lfso [r[ear] ] Le};t Side

“H enter Torso (rear, ear
Ground MP: 1 Jump: 3 i 8 Center Torso Rear
Weapans & Equip. Dmg Min Sht Med Lng (3 5 @ 0OO0000000 TROOPER LARGE SUPPORT
E/Ie.attle SIEIW L 3 [[IIE:]] - T E ; [ — ) NUMBER  VEHICLE LOCATION *
ICro Fulse Laser -_ 1 R!ght S!de [Unit ’|/Un!t 2)
SRM 2 (0S) (Body) ~ e/mama — 3 6 9 |4 i ©0000000000 ) 2 Figh Sde (Uit 17U 2 H'[Hms'[
7 4 Left Side (Unit 1,/Unit 2) jame P labs
Armor: Fire Resistant 5 @0000000000 ) 5 Foan (Uit 3 7rit 8) .

\ Mechanized: Swarm:(yf Leg: AP: D 6 Rear (Unit 1/Unit 2)

— — — \Cust: BV: 479/88 I \ *Unit 1 and Unit 2 represent two battle armor units /
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/ N / \
— i — gy BATTLE ARMOR
|
BATTILETECH
J \ /
BATTLE ARMOR: SQUAD/POINT 1 = N\ 4 LEG ATTACKS TABLE \
&
Type: Elemental (Space) [Flamer] Era: Star League [1 i 90000000000 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: [ b £ @0000000000 ] TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 3 456 %

; - +
Smatagye  Opp Mrektediw (3 £ 0000000000 ) 2 5
Flamer 28] — 1 2 3 ] \ + /
HeavyBattle Claw (2]  [F] — — — — (3% @0000000000 ) P ———
Space Operations Adaptation [E] — — — [ ‘3: ©0000000000 ] SWARM ATTACKS TABLE

\ Mechanized: Swarm: Leg: AP: BATTLE ARMOR BASE TO-HIT
— —— —— —\cust Bv: 291/42 4 TROOPERS ACTIVE MODIFIER
4-6 2
BATTLE ARMOR: SQUAD/POINT 2 = N\ 1-3 :5
[1 # @0000000000 N\ /

Type: Elemental (Space) [Flamer] Era: Star League

Gunnery Skilk Anti-Mech Skill [ £ @0000000000 ) ¢( SWARM ATTACK MODIFIERS TABLE )
Ground MP: ~ 1 Jump: 3 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Mln Sht Med Lng [3 £ @0000000000 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
Cutting Torch [E] - - - TROOPERSACTVE 49 2 3 4 5 6
Flamer 2] — 1 2 3 o B +0 +0 +0 +0 +1 +2
Heavy Battle Claw [2) E] — — = - 4 ©0000000000 ] 5 +0 +0 +0 +1 +2 +3
Space Operations Adaptation [E] — -— ‘3: ©0000000000 ] g +8 +0 +; +§ +3 +4
+0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: Leg: AP: s} +1 +2 +3 +4 +5 +6
_\C“t- B: 281/42  f 1 +2 +3 +4 +5 +B6 +7
( BATTLE ARMOR: SQUAD/POINT 3 \, | BATTLE ARMOR EQUIPMENT
1.+ @O0000000000 ] Claws with magnets -1
Type: Elemental (Space) [Flamer] Era: Star League =
Gunnery Skill: Anti-'Mech Skill: [2 “E ©0000000000 ] :?:ITUATION*
Ground MP: 1 Jump: 3 Mech prone -2
. - ‘Mech or vehicle immobile -4
Weapons & Equip. Dmg Min Sht Med Ln [ % h
Cutting Torh op Min She Med Lng 13 . @0000000000 I venicle -
Flamer 2 [S] -1 2 3 24 *Modifiers are cumulative
HeavyBattle Claw (2)  [F] — — — — |4 ©0000000000 J\
S Operations Adaptati E - - — =
pace Terstians AeaRERen . [5 = @O0000000000 ] 4 SWARM ATTACKS HIT LOCATION TABLE )
\ Mechanized: Swarm: Leg: AP:
N\ 20V% /'|roit  iocamon ' Locamon
BA'I'I'LE ARMOR: SQUAD/POINT 4 = \ g . CHead . . :,eahd .
[1 # @0000000000 ] ear Center Torso ront Right Torso
Type: Elemental (Space) [Flamer] Era: Star League i a Rear Right Torso Rear Center Torso
Gunnery Skilk Anti-Mech Skill: { 5 Fr‘onp Right Torso Rear Rllght Torso
+ ©0000000000 ] 6 Right Arm Front Right Torso
Ground MP: 1 Jump: 3 7 Front Center Torso  Front Center Torso
Wi & Equip. D Min Sht Med L 4 8 Left Arm Front Left Torso
Cuzgﬁc&n_ls_.omﬁulp [ng]g n —_ _e El; [3 ‘t ©0000000000 ] 9 Front Left Torso Rear Left Torso
Flamer 2] — 1 2 3 - 10 Rear Left Torso Rear Center Torso
A 11 R C T Fi Left T
HeavyBattle Claw (2)  [F] — — — — |4 i ©0000000000 ) qa | certemeniorso FrontLeh forso
Space Operations Adaptation [E] — -— [5 ﬁ% ©0000000000 ] \ /
\ Mechanized: Swarm: Leg: AP: o wou1/42 4 ¢ TRANSPORT POSITIONS TABLE )
TROOPER 'MECH VEHICLE
( BATTLE ARMOR: SQUAD,/POINT 5 J== \, | Momeer  Locanon LocaTion
[1 # @0000000000 ) 2 Lot Toreo Right Side
Type: Elemental (Space) [Flamer] Era: Star League d 3 Right Torso (rear) Left Side
Gunnery Skill: Anti-'Mech Skill: [ { £ @0000000000 ] g CLEft TC_)|fSO [r[ear] ] Le};t Side
t
Ground MP: 1 Jump: 3 8 Enc?fmecﬁgr;f - Rggg
Weapons & Equip. Dmg Mln Sht Med Lng [ ‘;:
g fore Fp " e {3 £ ©0000000000 | [ moomen s sueeore
Flamer 2] — 1 2 3 1 Right Side (Unit 1./Unit 2)
HeawBattle Claw(2) ] — — — — [4 ¥ $0009000000 ) S s HIHWS'[
Space Operations Adaptation [E] — — — 7 4 Left Side (Unit 1,/Unit 2) game Dlabs
5 % @0000000000 ) 5 Rear (Unit. 1/Unit 2)
\ Mechanized: (¢ Swarm:(¢f Leg: AP: 8 Rear (Unit 1/Unit 2)
— — — ﬂcust BV: 291/42 } \ *Unit 1 and Unit 2 represent two battle armor units /
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y N 7/ \
B =1 =T I= BATTLE ARMOR
||
ETES RECORD SHEET
/ \ /
BA‘ITLE ARMOR: SQUAD/POINT 1 = N\ 4 LEG ATTACKS TABLE \
@
Type: Elemental (Space) [MG] Era: Star League [1 =+ ©0000000000 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: [ b £ @0000000000 ] TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 3 456 %
; v +
Memwors SEwin  Dpp Mnshe Med 1o (3 90000600000 ) ? :
Heavy Battle Claw (2) E] — — — — J \ + /
Machine Gun 2[DBS|— 1 2 3 [ % ©0000000000 ) P ———
Space Operations Adaptation [E] — — — [5 @ ©0000000000 ] SWARM ATTACKS TABLE
\ Mechanized: () Swarm: Leg: i) AP: - BATTLE ARMOR BASE TO-HIT
— — — SN, Cost: Bv: 291/42 4 TROOPERS ACTIVE MODIFIER
\ 4-6 2
( BATTLE ARMOR: SQUAD/POINT 2 = N\ 1-3 :5
[1 # @0000000000 N\ /

Type: Elemental (Space) [MG] Era: Star League

Gunnery Skill: Anti-Mech Skill:

£ @0000000000

Ground MP: 1 Jump: 3

Weapons & Equip.

Cutting Torch % @0000000000

D[ng]g Min Sht Med Lng [3

— W S S

Heavy Battle Claw (2] E] — — — =— J
Machine Gun o[BS — 1 2 3 |4 ©0000000000
Space Operations Adaptation E] — — — =— [5 ﬁ% ©0000000000
\ Mechanized: Swarm: Leg:(p) AP
— — = =N Cost: Bv: 291/42 4
( BATTLE ARMOR: SQUAD,/POINT 3 J== \
[1 # @0000000000 )

Type: Elemental (Space) [MG] Era: Star League

Gunnery Skill: Anti-Mech Skill:

£ @0000000000

Ground MP: 1 Jump: 3

Weapons & Equip.
Cutting Torch

D[rE]g Min Sht Med Lng [3 ‘s: @ 0000000000

— W S S

4 SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERS ACTIVE 1 2 3 aq 5 6
+0 +0 +0 +1 +2
+0 +0 +1 +2 +3
+0 +1 +2 +3 +4
+0 +2 +3 +4 +5
+1 +3 +4 +5 +6
+2 +4 +5 +6 +7

_,NwWwhoon

BATTLE ARMOR EQUIPMENT

Claws with magnets -1
SITUATION *

‘Mech prone -2
‘Mech or vehicle immaobile -4
Vehicle -2

HeaVy Battle Claw [2] [E] - - - - ag *Modifiers are cumulative
Machine Gun o[BS — 1 2 3 |4 ©0000000000 \
Space Operations Adaptation E - - - - @
[E] [5 = @O0000000000 4 SWARM ATTACKS HIT LOCATION TABLE \
\ Mechanized: () Swarm:(yf] Leg:(y) AP:
— _— — —\cust; Bv: 291/42 / 2D6 BIPEDAL FOUR-LEGGED
/; \ ROLL LOCATION LOCATION
BATTLE ARMOR: SGUAD/PDINT 4 \ g Rear Cgr?l?:r Torso  Front :Zig Torso
'r . i
Type: Elemental (Space) [MG] Era: Star League [ ¥ ©0000000000 ] q Rear Right Torso Rear Center Torso
Gunnerv Skill: Anti“Mech Skill: 5 Front Right Torso Rear Right Torso
ry Skl ' [ 3 + ©0000000000 ] 6 Right Arm Front Right Torso
Ground MP: 1 Jump: 3 7 Front Center Torso  Front Center Torso
Wi & Equip. D Min Sht Med L 4 8 Left Arm Front Left Torso
Cuzgﬁc&n_ls_.omﬁulp [ng]g n —_ _e El; [3 ‘t ©0000000000 ] 190 I;ont Il:effg_'rl'or‘so RF{ear&:Leﬁ: Tc_ll_r‘so
Heavy Battle Claw [2) Ef — — — — ear Left Torso ear Center Torso
Machine Gun o[BS — 1 2 3 [4 4 @0000000000 ] 1; Rear Cﬁr;t;edr‘ Torso Frontl_li_ee;thorso
Space Operations Adaptation E] — — — =— [5 @ ©0000000000 ] \ /
\ Meochanized: (¢/) Swarm: Leg: AP: - ootz ¢ TRANSPORT POSITIONS TABLE )
/; N\ TROOPER 'MECH VEHICLE
. NUMBER LOCATION LOCATION
BATTLE ARMOR: SGUAD,/POINT 5 >== \ . LocATioN ocaTion
— _ (1. 0000000000 ) 2 Lot Toreo Right Side
ype: Elemental (Space) [MG] Era: Star League 3 Right Torso (rear) Left Side
il il 4 Left Torso (rear) Left Sid
Gunnery Skl Anti-Mech Siill 2 i @0000000000 ) 5 Center Toreo (rear) Rear
Ground MP: 1 Jump: 3 8 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng [3 ¥ @0000000000 TROOPER  LARGE SUPPORT
EUttlngBTO:ChCI @ E - - ] NUMBER  VEHICLE LOCATION *
eavy Battle Claw -_— - - - a i 1 Right Side (Unit 1/Unit 2)

: 4 @0000000000 2 Right Side (Unit 1./Unit 2) M
Machine Gun 2 [DE'S] - 123 [ - ] 3 Loft Side (Unit 1,/ Unit 2) H-[Hl.qs.[
S 0 i Ad i _—— - - 3 4 Left Side (Unit 1 /Unit 2 jame P labs

pace Operations Adaptation  [E] [5 # @0000000000 ) 5 o (Lt SOt B -
\ Mechanized: (¢ Swarm:(¢f Leg:(y] AP: 8 Rear (Unit 1/Unit 2)
— — — ﬂcust; BV: 291/42 } \ *Unit 1 and Unit 2 represent two battle armor units /
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y N 7/ \
B =1 I=TIEC- BATTLE ARMOR
|
ETES RECORD SHEET
/ \ /
BA‘ITLE ARMOR: SQUAD/POINT 1 = N\ 4 LEG ATTACKS TABLE \
(1. 0000000000 )
Type: Elemental (Space) [Pulse Laser] Era: Civil War BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: [ b £ @0000000000 ] TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 3 456 %
; v +
sstn  Opg s Med i (3 § §0000000000 ) ? :
Heavy Battle Claw (2) E] — — — — J \ + /
Micro Pulse Laser 3P — 1 2 3 [ 90000000000 ] ——————— ——
Space Operations Adaptation [E] — — — [5 @ ©0000000000 ] SWARM ATTACKS TABLE
\ Mechanized: () Swarm: Leg: i) AP: - BATTLE ARMOR BASE TO-HIT
— — — SN, Cost: Bv: 366/52 TROOPERS ACTIVE MODIFIER
\ 4-6 2
( BATTLE ARMOR: SQUAD/POINT 2 = N\ 1-3 :5
[1 # @0000000000 N\ /

Type: Elemental (Space) [Pulse Laser] Era: Civil War

Gunnery Skill: Anti-Mech Skill:

£ @0000000000

Ground MP: 1 Jump: 3

Weapons & Equip.

Cutting Torch % @0000000000

D[ng]g Min Sht Med Lng [3

— W S S

Heavy Battle Claw (2] E] — — = - J
Micro Pulse Laser 3P — 1 2 3 [ ©0000000000
Space Operations Adaptation E] — — — =— [5 P ©0000000000
\ Mechanized: Swarm: Leg:(p) AP =
e — — =N Cost: Bv: 366/52
( BATTLE ARMOR: SQUAD,/POINT 3 J== \
[1 # @0000000000 )

Type: Elemental (Space) [Pulse Laser] Era: Civil War

Gunnery Skill: Anti-Mech Skill:

£ @0000000000

Ground MP: 1 Jump: 3

Weapons & Equip.
Cutting Torch

D[rE]g Min Sht Med Lng [3 ‘s: @ 0000000000

— W S S

4 SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERS ACTIVE 1 2 3 aq 5 6
+0 +0 +0 +1 +2
+0 +0 +1 +2 +3
+0 +1 +2 +3 +4
+0 +2 +3 +4 +5
+1 +3 +4 +5 +6
+2 +4 +5 +6 +7

_,NwWwhoon

BATTLE ARMOR EQUIPMENT

Claws with magnets -1
SITUATION *

‘Mech prone -2
‘Mech or vehicle immaobile -4
Vehicle -2

HeaVy Battle Claw [2] [E] - - - - [ ag *Modifiers are cumulative
Micro Pulse Laser 3P — 1 2 3 > ©0000000000 \
Space Operations Adaptation E - - - - @
[E] [5 = @O0000000000 4 SWARM ATTACKS HIT LOCATION TABLE \
\ Mechanized: () Swarm:(yf] Leg:(y) AP:
— _— — Cost: Bv: 366/52 2D6 BIPEDAL FOUR-LEGGED
\ / /
/; \ ROLL LOCATION LOCATION
BATTLE ARMOR: SGUAD/PDINT 4 \ g Rear Cgr?l?:r Torso  Front :Zig Torso
1.8 . i
Type: Elemental (Space) [Pulse Laser] Era: Civil War [ = 90000000000 ] g FRear F;'}Q?]t —_ll-_OI"SO Rﬂear C:lnl;]el"TTOI"SO
- . . ront Right Torso ear Right Torso
gunne;yh:;nl. Anti-Mech Skilk [ 2 + ©0000000000 ] 6 Right Arm Front Right Torso
roun N Jump: 3 7 Front Center Torso  Front Center Torso
Uespans &auin. D Minshe Med Lng (3§ 90000000000 [ 5 comtenTos oo Lot Torso
10 Rear Left Torso Rear Center Torso
I\H/I?(?r\‘/g Esgflfalz\(;vr[m 3 [[IIE:]] : T E g [4 “; © 0000000000 ] 1; Rear Cl_e|ntedr‘ Torso Frontl_li_efthorso
ea ea
Space Operations Adaptation E] — — — =— [5 f] ©0000000000 ] \ /
\ Meochanized: (¢/) Swarm: Leg: AP: - e ¢ TRANSPORT POSITIONS TABLE )
N\ TROOPER 'MECH VEHICLE
( BATTLE ARMOR: SQUAD,/POINT 5 J== \ | numeen LocATioN Location
— “ (1. 0000000000 ) 2 Lot Toreo Right Side
VYPE: Elemental (Space) [Pulse Laser] Era: Civil War 3 Right Torso (rear) Left Side
il ill: 4 Left Torso (rear) Left Sid
g”""‘*;"hf;'" 1 :‘""' M;"" Skl 2 i @0000000000 ) 5 Gonter Toreo (rear] Rear
roun : ump: 6 Center Torso Rear
Weapons & Equip. Dmg Mln Sht Med Lng [ ‘;:
ity Torch [Fp "0 et (9 £ 90000000000 | | Fespees e sueroms
Heavy Battle Claw (2] E] — — — =— o 1 Right Side (Unit 1,/Unit 2)
Micro Pulse Laser 3P — 1 2 3 [4 * @0000000000 ] 3 Tgptteide [L%Jr‘]itﬂ /L%mitEE] H.[HYS.[
Space Operations Adaptation E] — — — =— - 4 Lgft S:dg {Ug:: ’I;UE:E 2} game D labs
P 5 @0000000000 ) 5 Rear (Uit 1/Cnit 2]
\ Mechanized: (¢ Swarm:(¢f Leg:(y] AP: 8 Rear (Unit 1/Unit 2)
— — — Cost: Bv: 366/52 *Unit 1 and Unit 2 represent two battle armor units
=\ / / \ /
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/ N ( B \
B _I — — 1 nl I BATTLE ARMOR
|
ETES \ RECORD SHEET
/
( BATTLE ARMOR: SQUAD,/POINT 1 e \ (¢ LEG ATTACKS TABLE N
[1 2 @O00000000000000 ]
Type: Gnome (LRM) Era: Jihad BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: [2 A& @00000000000000 ] TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 2 456 %
W & Equip. Dmg Mi Sht M d L *
APEEF;OU“:S Rifcllgm m% n y "9 [3 Q0000000000000 0 ] ? +§
Heavy Battle Claw [F] - ; \ + /
LRM 4 (Body) 1/Msl [MCS] — 14 21 [4 ©00000000000000 ] —
mmo [ ¥ ©00000000000000 ] SWARM ATTACKS TABLE
\ Mechanized: (¢ Swarm: () Leg: (] AP: () BATTLE ARMOR BASE TO-HIT
— \ Cost: Bv: 611/87 TROOPERS ACTIVE MODIFIER
\ 4-8 2
( BATTLE ARMOR: SQUAD,POINT 2 \ | A= = )
Type: Gnome (LRM) Era: Jihad ©00000000000000 ]
Gunnary Skl Anti-Mech Skl ©00000000000000 ) | ()
Ground MP: 1 Jump: 2
) ) ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dm? Min Sht Med Lng @00000000000000 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
AP Gauss Rifle 3] — 3 9 TROOPERSACTVE 4 2 3 4 5 6
Heavy Battle Claw e - == - 6 +0 +0 +0 +0 +1 +2
LRM 4 (Body) vemcs — /1421 900000000000000 ] 5 +0 +0 +0 +1 +2 +3
A 0000 ; a4 1 +2 4
mme [5.% @00000000000000 ) 3 09l e a
\ Mechanized: Swarm: D Leg: D AP: D s} +1 +2 +3 +4 +5 +8B
s \ B:611/87 1 +2 +3 +4 +5 +B6 +7
\\
BA'I'I'LE ARMOR: SQUAD/POINT 3 N, | BATTLE ARMOR EQUIPMENT
Type: Gnome (LRM) —_— ©00000000000000 ]} | Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: ©00000000000000 ] SITUATION *
Ground MP: 1 Jump: 2 :mecﬂ Pmni_ o bil —i
W & Equin. D Min Sht Med L ech or vehicle immobile —
Nsgpors g Dy Min Sy Med o (3 €00000000000060 ) | | Vet E
Heavy Battle Claw E] — — — — *Modifiers are cumulative
LRM 4 (Body) omsmcs — 7 14 21 O 0000000000000 ] \
Ammo 0000
\Mechanized: Swarm:D Leg: D AP: D
— N 22" /|ro  iocamon locamion
\\
BA-ITLE ARMOR: SGUAD/PDINT 4 N g Rear Cgr?l?:r Torso Front :if:;ig Torso
Type: Gnome (LRM) Era: Jihad [1 900000000000000 ] a4 Rear Right Torso Rear Center Torso
Gunnery Skill: Anti“Mech Skill ©00000000000000 ) . Frof Rignt Toro  Rear Hight Toreo
ight Arm Front Right Torso
Ground MP: 1 Jump: 2 7 Front Center Torso  Front Center Torso
1 i : 8 Left Arm Front Left Torso
ﬂeag':’u";&pﬁ?:'p' BI??%? Mjl S%t Med ng [3 ©00000000000000 ] 9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
Heavy Battle Claw E] — — = -
LRM 4 (Body) vwemes — 7 14 21 ©00000000000000 ) \ 13 ReerCenterforso  Front Left Torso )
Ammo 0000 :
Q0000000000000 0 ]
\ Mechanized: () Swarm: () teg: (] AP:() 61157 (" TRANSPORT POSITIONS TABLE )
Bv:
Z / TROOPER "MECH VEHICLE
( BATTLE ARMOR: SQUAD,POINT 5 \ [ MumeeR LocaTioN Location
©@00000000000000 ) 2 Left Torso Right Side
Type: Gnome (LRM) Er-a.-LJ|had . 3 Right Torso (rear) Left Side
Gunnery Skill AntiMech Skill ©00000000000000 ) s Contor Torao (rear) e
Ground MP: 1 Jump: 2 8 Center Torso Rear
W & Equip. Di Min Sht Med L
NSEmee Sy "oty [3.4000000000000000 | | mooeen uance sevonr
Heavy Battle Claw E] — — — =— 1 Right Side (Unit 1,/Unit 2)
O 00000000000 000 2 Right Side (Unit 1./Unit 2) N1
LRM 4 (Body) ymsmcs) — 71421 ] 3 I_ISfttSicliee[Unri]tm1/UnTét2] H.[HI_ SI
Ammo 0000 ; 4 Left Side (Unit 1/Unit 2) game Dlabs
542 @00000000000000 ] 5 Rear (Unit 1./Unit 2)
\ Mechanized: Swarm: D Leg: D AP D 6 Rear (Unit 1/Unit 2)
— \Cust: Bv: 81 ’|/87 } \ *Unit 1 and Unit 2 represent two battle armor units /
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N\

BANATTLLETE

o \
'* BATTLE ARMOR
RECORD SHEET

/

Il
-
G
( BATTLE ARMOR: SQUAD,POINT 1 }

Type: Golem (Support)  Era Jihad [ g .OOOOOOOOOOOOOOOOOO]

Gunnery Skill: Anti-'Mech Skill: [2 e
Ground MP: 2 L
Weapons & Equip.

.OOOOOOOOOOOOOOOOOO]

Dmg Min Sht Med Log, [ % @000000000000000000)

Advanced SRM 6 (Body) 2/msimeg — 4 8 1 p 3

AmmoBBO00 7 4% ©00000000000000000J)
Basic Manipulator [2) [E] — e
Armor:Fire Resistant [ a@ .OOOOOOOOOOOOOOOOOO]

\ Mechanized: D Swarm: D Leg: D AP: m
—\cust Bv: 922/132

BA'I'I'LE ARMOR: SQUAD/POINT 23 = \
Type: Golem [Support)  Era: Jinad [1 g; ‘OOOOOOOOOOOOOOOOOO]
Gunnery Skill: Anti-Mech Skill:

.OOOOOOOOOOOOOOOOOO]

Ground MP: 2

Wi & Equip. D Min Sht M d L S
HLeapons SR ocy) - oM S M5 L9 35 ©000000000000000009

4 LEG ATTACKS TABLE \

BATTLE ARMOR BASE TO-HIT
TROOPERS ACTIVE MODIFIER
4-6 0
3 +2
2 +5
\ 1 +7 /

SWARM ATTACKS TABLE

BATTLE ARMIOR BASE TO-HIT
TROOPERS ACTIVE MODIFIER
4-6 +2
\ 1-3 +5 /

4 SWARM ATTACK MODIFIERS TABLE \

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERSACTIVE q9 2 3 4 5 6

Ammo 000000 . B +0 +0 +0 +0 +1 +2
Basic Manipulator (2) [E] — [4 : .OOOOOOOOOOOOOOOOOO] 5 +0 +0 +0 +1 +2 +3
4 1 +2 4
ArmorFire Resistant 5% ©000000000000000009 3 09l e a
\ Mechanized: D Swarm: D Leg: D AP: m s} +1 +2 +3 +4 +5 +6
_\C“t B 522/132 1 +2 +3 +4 +5 +B +7
BA'I'I'LE ARMOR: SQUAD/POINT 3 BATTLE ARMOR EQUIPMENT
T [ ?ﬁé .OOOOOOOOOOOOOOOOOO] Claws with magnets -1
ype: Golem (Support]  Era Jihad
Gunnery Skill: Anti-'Mech Skill: [ s .OOOOOOOOOOOOOOOOOO] :?:ITUATION*
Ground MP: 2 ’MECE proni_ e bi _i
Weapons & Equip. Dmg Min Sht Mel:l Lni T E,C or venicle Immobile -
Advanced SAM 6 (Body) 2/vs M) — ) [3 % ©000000000000000009) | | vehicle -2
Ammo 000000 . . .
) . 4 .OOOOOOOOOOOOOOOOOO] \ Modifiers are cumulative
Basic Manipulator (2) E] — — — — [
Armor:Fire Resistant [5 %‘i OOOOOOOOOOOOOOOOOOO] 4 SWARM ATTACKS HIT LOCATION TABLE \
\ Mechanized: D Swarm: D Leg: D AP:
—\cust; Bv: 922/132 2D6 BIPEDAL FOUR-LEGGED
ROLL LOCATION LOCATION
4 2 Head Head
BA'I'I'LE ARMOR;: SGUAD/PDINT [ h@ .OOOOOOOOOOOOOOOOOO] 3 Rear Center Torso Front Right Torso
Type: Golem [Support) Era: Jihad k-3 q Rear Right Torso Rear Center Torso
Gunnerv Skill: Anti“Mech Skill: = 5 Front Right Torso Rear Right Torso
ry = [2 # ©000000000000000000) 6 Right Arm Front, Right Torso
Ground MP: 2 7 Front Center Torso  Front Center Torso
i 8 Left Arm Front Left Torso
X‘:ﬁgﬁ?:g% %IER;IJ%'[BOdy] 2/!\?5??!30]Mf 5 MEd Lng [3 ‘t@ .OOOOOOOOOOOOOOOOOO] 9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
Ammo 0 D oooo [4 & .OOOOOOOOOOOOOOOOOO] 11 Rear Center Torso Front Left Torso
Basic Manipulator (2] [E]l — \ 12 Head Head y
Armor:Fire Resistant [ a&. .OOOOOOOOOOOOOOOOOO]
\ Mechanized: (] Swarm:() Log:(]) AP (W) (" TRANSPORT POSITIONS TABLE )
—\cust Bv: 922/132
TROOPER 'MECH VEHICLE
NUMBER LOCATION LOCATION
( BATTLE ARMOR: SQUAD/POINT 5 ¥ 2 5555055555555555559 . LocATioN ocation
Type: Golem (Support)  Era: Jihad : g Righl_te‘lf%:sgsil:ear] Tgpttssi’éiie
gunne;‘yh::": , Anti-'Mech Skill: .OOOOOOOOOOOOOOOOOO] g Cgﬁl:c%’izérﬁzra]r] Le;t;:ﬂde
roun . 6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Mel:l Lni
Agvancedo SCI?IE]/I g éBde] 2/ (M) — %% (3% ©000000000000000009) NUMBER  VEHIGLE LOGATION *
mmo P 1 R!ght S!de [Unit ’I/Unit 2)
Basic Manipulator (2) E] — .OOOOOOOOOOOOOOOOOO] g Tgptt;cliie[&r;:{l//lﬁ;?;] H'[Hms'[
Armor: ire Resiiant [ % ©@00000000000000000J) 5 Tear(Unti/inie)
\ Mechanized: D Swarm: D Leg: D AP: m 8 Rear (Unit 1/Unit 2)
ﬂcust BV: 922/1 32 } \ *Unit 1 and Unit 2 represent two battle armor units /
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ARMOR DIAGRAM
I E— el LN o
BATTILETECH
] [ - @)

GROUND VEHICLE RECORD SHEET

/4 \ /4
VEHICLE DATA CREW DATA
Type: Shamash Reconnaissance Vehicle (Interdictor) Crew:
Movement Points: Tonnage: 11 Gunnery Skill: ____ Driving Skill: ____
Cruising: 13 Tech Base: C_Ian Commander Hit Driver Hit
Flank: 20 Era: Jihad Modifier to all Skil rolls Modifier to Driving
. Skill rolls X
Movement Type: Hover / a
. =3
Engine Type: Fusion Engine / (7 E'n'
o ="
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE \ E &
Gty Type Loc Dmg Min Sht Med Lng | | Turret Locked (J EngineHic (J | & -3’,’
1~ ECM Suite BD [ =—— =— B . o
1 ER Medium Laser T 70 —5 10 15 Sensor Hits e =]
Motive System Hits (2 7
Stabilizers %
Front (] et (J Rgne (J) -
Rear D Turret C] p
Rear Armor
N CTTAYST
\ Cost: BV:520 / game D labs

©® 2010 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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{ GROUND COMBAT VEHICLE HIT LOCATION TABLE M { OTIVE SYSTEM DAMAGE TABLE N

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidet Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 TUPPEt. . Tur're_t_ TU'"'"EF_ Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3

WiIGE +4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
maodifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +8. If a unit's Cruising MP is reduced

to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

\ / \ /

( GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information)
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

LOCATION HIT
2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off
*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
\ **|f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. /
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ARMOR DIAGRAM

I E— B — . g Head
B I I I F I F I -I Left Torso ead (8) Right Torso
mm m Gl

’'MECH RECORD SHEET

/4 \
'MECH DATA WARRIOR DATA
Type: Piranha 4 Name:
Movement Points: Tonnage: 20 Gunnery Skill: I Piloting Skill: -
Walking: 9 Tech Base: Qlan HitsTaken[1 |2 1314151 6
Running: 14 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Targeting Computer CT — [f] —_—— — -
4 Light Machine Gun RT O 1 — 2 4 B Left Arm
[DB,AI] (6)
1 Light Machine Gun Array RT — [T] _—— = -
4 Machine Gun LT 2 - 1 2 3
[DB.AI]
1 Machine Gun Array LT — [T — — = ==
1 ER Medium Laser BA 5 7[DE] — 5 10 15
1 ER Medium Laser LA 5 7[DE] — 5 10 15 Center
Torso
Rear (3)
Left Right
\ Cost: BV: 1,063 Torso Rear Torso Rear
\ / g (@) (2)
/ \N - Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
. Head fOerfion)
Left Arm 1. Life Support nght Arm Left Torso (5) Right Torso (5)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator
"9 4. Hand Actuator 5. gensors "9 4. Hand Actuator 29
5. ER Medium Laser B. Life Support 5. ER Medium Laser 28"
6. Roll Again 6. Roll Again 27
1. Roll Again Centgr‘ To_rso 1. Roll Again Left Right | 26*
2. Roll Again ; ;:: IF:USEO" E"gfne 2. Roll Again Arm Arm |25+
3. Roll Again . usion Engine 3. Roll Again 3) 3) A"
464 Roiagan 1-3 3= XL Fusion Engine 46 Rl again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 21
1. Gyro tEfT‘ Right 20~
. ’ . el
Left Torso casg) 2. XL Fusion Engine Right Torso casg . 197
) - 3. XL Fusion Engine . ) 4
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
2. XL Fusion Engine - XL Fusion Engine 2. XL Fusion Engine
g g *|
3 - 5. Heat Sink ) - 17
. Machine Gun 8 . 3. Light Machine Gun
1-3 . - Targeting Computer 1-3 : . 16
4. Machine Gun 4. Light Machine Gun / HEAT DATA
5. Machine Gun - - 5. Light Machine Gun 15*
B. Machine Gun Engine Hits 00O 6. Light Machine Gun Heat Heat Sinks: | 14~
1. Machine Gun Array Gyro H!tS oo 1. Light Machine Gun Array Level* Effects 1 0 (10) 13*
X Sensor Hits OO 5 : : 30 Shutdown ) Single
2. Ammo (Machine Gun) 100 - - Ammo (Light Machine Gun) 100} 28 Ammo Exp. avoidon 8+ Q 12
a4-6 3. Endo Steel Life Support O 4-6 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
B. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és lggovement'cl:i’omtz*_ o) a
3. Lower Leg Actuator game Plabs 3. Lower Leg Actuator 13 +2uMcc)]¥\il1£i1és\églFiSQ 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Heat Sirllk Damage Transfer 5. Heat Sir?k g  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points y ;

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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T 11_ETETIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Uller U Name:
Movement Points: Tonnage: 30 Gunnery Skill: I Piloting Skill: -
Walking: B Tech Base: Clan HitsTaken[1 |2 1314151 6
Running: 9 E [Epraln;enta” Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
ra: iha
Underwater: 6
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser RT 5 7[DE] — 5 10 15
4 LRTS RA 2 5 — 0 o -
4 LRTS LA 2 5 — 0 o -
Right
Center L
€g
Torso a
Rear (4) ®)
Right
\ Cost: BV:1,434 Torso Rear Torso Rear
\ / (4) (4)
/ \ Heat
CRITICAL HIT TABLE 2K INTERNAL STRUCTURE DIAGRAM P
Head ] —
Left Arm (casg) 1. Lite Support Right Arm (casg) Left Torso (7)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. FerroFibrous 1-3 3. Lower Arm Actuator o
4. LRTS 5. Sensors 4. LRT5 o 29
5. LRT5 6. Life Support 5. LRTS5 o 28*
6. LRTS 6. LRT5 o 7
1. LRTS Cente'r‘ To_rso 1. LRTS5 Left o) 26*
2. Ammo (LRT 5) 24 1. x Fusion Engine 2. Ammo [LRT 5) 24 Arm D5+
a4-6 3. Ammo (LRT 5) 24 g ;t ";USEOH Engfne a4-6 3. Ammo [LRT 5) 24 (5] =
4. Endo Steel 1-3 % usion Engine 4. Endo Steel -
5. Ferro-Fibrous 4. Gyro 5. Ferro-Fibrous 23
6. Roll Again g' g‘!"" 6. Roll Again 22+
- byro 21
1. Gyro tEfT‘ 20
. ’ . el
Left Torso 2. XL Fusion Engine Right Torso - 157
. ) 3. XL Fusion Engine ) . (7)
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
2. XL Fusion Engine - XL Fusion Engl_ne 2. XL Fusion Engine
- 9 5. [Douhle Heat Sink 3 9 17*
3. i .
1-3 ;| Double Heat Sink 6. | Double Heat Sink 1-35 M 16
4. L Double Heat Sink 4. ER Medium Laser / HEAT DATA
5. [ Double Heat Sink - - 5. Endo Steel 15*
6. L Double Heat Sink Engine Hits 00O 6. Endo Steel Heat Heat Sinks: | [~
1. uMU Gyro H!ts 00 1. Endo Stesl Level* Effects 10 (20) T
Sensor Hits OO . 30 Shutdown Double
2. Endo Steel 2. Ferro-Fibrous ; + 12
. ! 28 Ammo Exp. avoid on 8 (o)
a4-8 3. Endo Steel Life Support O 4-6 3. Ferro-Fibrous 26  Shutdown, avoid on 10+ 11
4. FerroFibrous 4. Rall Again 25 -5 Movement Points 0 0"
5. Ferro-Fibrous 5. Roll Again 24 +4 Modifier to Fire
6. Roll Again 6. Roll Again 53  Ammo Exp. avoidon 8+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Le Right Le 18 Shutdown, avoid on B+ 6
O
1. Hip \V 1. Hip 17 +g MDdifier to lgir.e o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator 15 - ovement Foints o) a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
4' game Flabs 4' 13 +2 Modifier to Fire 3
. Foot Actuator . Foot Actuator 10 -2 Movement Points >
g' umu Damage Transfer g umu 8  +1 Modifier to Fire -
- umu - - umMu 5 -1 Movement Points
Diagram
\, J /7 \ / )
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T 11_ETETIH

’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Dragonfly U Name:
Movement Points: Tonnage: 40 Gunnery Skill: ____ Piloting Skill: __
Walking: 8 Tech Base: Mixed Tech (Clan)| HitsTaken[1 |2 |3 14151 6
Running: 12 . (Experimental) Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 8 Era: Jihad
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Liquid Storage (1ton) CT =— [E] _—— — —- .
1 ECM Suite RT — [ =— — =— B Left Arm Right Arm
1 AMS LT 1 - - - = = (12) (12)
2 ER Medium Laser RA 5 7[DE] — 5 10 15
1 Hatchet (IS) IA— 8 — — — —
Left Cent. Right
enter
Leg Torso Leg
(19) Rear (7) (9]
Left Right
\ Cost: BV:1,417 Torso Rear Torso Rear
\ / (7] (7)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
Left Arm Right Arm prertow
1. Life Support g
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. FerroFibrous 1-3 3. Lower Arm Actuator
"9 4. Hand Actuator 5. gensors "9 4. Hand Actuator 29
5. | Hatchet (IS) B. Life Support 5. ER Medium Laser 28"
6. | Hatchet (IS) 6. ER Medium Laser 27
1. LHatchet (15 Centgr‘ TO_PSD 1. FerroFibrous 26"
2. Ferro-Fibrous ; ;:: £u5!on E"gfne 2. Ferro-Fibrous 25%
3. Ferro-Fibrous . usion Engine 3. Roll Again -
- . : - 24
464 Roiagan 1-3 3= XL Fusion Engine 46 Rl 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 casg) 2. XL Fusion Engine Right Torso 197,
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 4. XL Fusion Engi 1. XL Fusion Engine 18*
2. XL Fusion Engine - Fusion Engine 2. XL Fusion Engine =
3 Jump Jet 5. Liquid Storage (1 ton) 3 Jump Jet 17
13, i 6. Endo Steel =< P 16
4. Jump Jet 4. Jump Jet / HEAT DATA
5. Awms - - 5. ECM Suite 15
6. Ammo (AMS) 24 Engine H!ts ooo 6. Endo Steel Heat Heat Sinks: 147
1. Endo Steel Gyro Hits 0O 1. Endo Steel Level™ Effects 10 (20) 13"
Sensor Hits OO 5 30 Shutdown ) Double
2. Endo Steel . . Endo Steel 28  Ammo Bxp. avoidon 8+ O 12
a4-8 3. Endo Steel Life Support O 4-6 3. Ferro-Fibrous 26  Shutdown, avoid on 10+ 11
4. FerroFibrous 4. Rall Again 25 -5 Movement Points 0 0"
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire
B. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jump Jet Damage Transfer B Jump Jet 8  +1 Modifier to Fire 2
\ 6. Jump Jet Diagram 6. Jump Jet PAN 5 -1 Movement Points y ;

©® 2010 The Topps Company, Inc. Classic 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
s 9 Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Fenris U Name:
Movement Points: Tonnage: 45 Gunnery Skill: ____ Piloting Skill: __
Walking: 8 Tech Base: Clan HitsTaken[1 |2 1314151 6
Running: 12 Era: [EijE'g&e”ta” Consciousness#| 3 | 5 | 7 [10]11 |pead
Underwater: 7 )
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 SRT4 LT 3 4 —_ 0o -
1 LRTS BRA 2 5 — 0 0o - Left Arm Right Arm
2 ER Medium Laser LA &6 7[DE] — 5 10 15 (14) 4
Left Right
Center
Leg Leg
19) Torso (19)
( Rear (8)
Left Right
\ Cost: BV: 1,532 Torso Rear Torso Rear
\ / (7] (7)
/ \ Heat
CRITICAL HIT TABLE Hond INTERNAL STRUCTURE DIAGRAM JP4I
Left Arm 1.4 Right Arm (casg) . Overfow
- Life Support Right Torso (11)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. FerroFibrous 1-3 3. Lower Arm Actuator
4. ER Medium Laser 5. gensors 4. Hand Actuator 29
5. ER Medium Laser B. Life Support 5. LRT5 28"
6. Ferro-Fibrous 6. Ammo (LRT 5) 24 27
1. Roll Again Centgr‘ TO_PSD 1. Ferro-Fibrous Right | 26*
2. Roll Again ; ;:: IF:USEO" E"gfne 2. Roll Again Arm [Z5+
3. Roll Again : usion Engine 3. Rall Again (7) A"
464 Roiagan 1-3 3= XL Fusion Engine 46 Rl 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 50~
Left Torso case) 2. XL Fusion Engine Right Torso Leg 19"
) - 3. XL Fusion Engine . ) (11
1. XL Fusion Engine 4-6 4. XL Fusi . 1. XL Fusion Engine 18*
2. XL Fusion Engine ’ usion Engine 2. XL Fusion Engine
g g *
3 5. uwvmu 17
. uMu 8 3. umu
1-3 4. umu - Endo Steel 1-3 4. umu / 16
5. umu " " 5. UMU HEAT DATA ~— 15*
6. SRT4 Engine Hits 00O 6. Endo Steel Heat Heat Sinks: | 14~
1. Ammo (SRT 4) 25 Gyro Hits 0O 1. FerroFibrous Level™ Effects 12 (24) 13"
Sensor Hits OO 5 . 30 Shutdown ) Double
2. Endo Steel . . Ferro-Fibrous 98 Ammo Exp. avoidon 8+ O O 12
3. FerroFibrous Life Support O 3. Roll Again 26 Shutdown, avoid on 10+ 11
- Ferro-Fibrous - Roll Again 25 -5 Movement Points 0 0"
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire
B. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hi 1. Hi 17  +3 Modifier to Fire =
P v CoP 15 -3 Movement Points 0
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator 14 Shutd dond+ O a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 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 ) U 5 -1 Movement Points y ;




T 11_ETETIH

’'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso
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/4 \
'MECH DATA WARRIOR DA
Type: Black Hawk U Name:
Movement Points: Tonnage: 50 Gunnery Skill: Piloting Skill:
Walki.ng: 5 Tech Base: Mixed Tech (Clan)| HtsTaken[ 1 |2 1314151 6
Running: 8 Era: [Expjrr‘]lg:jentall Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Jumping: 5 '
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ECM Suite HD — [ — — — B ,
1 Liquid Storage (1ton) RT — [f] — — — — Left Arm Right Arm
4 Machine Gun RT O [DS Al - 1 2 3 (186) (16)
1 Light Active Probe LT — [E’] -_— = -
1 Liquid Storage (1ton) LT =— [f] — =— =— =—
4 Machine Gun LT O 2 - 1 2 3
[DB.AI] ]
3 HeawMediumlaser RA 7 10[DEf — 3 6 9 C Right
1 Spot Welder RA — 10 — — =— — enter Leg
3 Micro Pulse Laser LA 1 3[F] — 1 2 3 Torso
1 Sword (IS) A - 6 - = — — Rear (8] (=0)
Left Right
\ Cost: BV:1,413 Torso Rear Torso Rear
\ / (®) (®)
/ \ Heat
CRITICAL HIT TABLE Hond 2K INTERNAL STRUCTURE DIAGRAM P
H Overflow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. ECM Suite 1-3 3. Lower Arm Actuator
"9 4. Hand Actuator 5. gensors - 4.[Heavy Medium Laser 29
5. Micro Pulse Laser B. Life Support 5.LHeavy Medium Laser 28"
6. Micro Pulse Laser G.[Heavy Medium Laser 27
1. Micro Pulse Laser Centgr‘ TO_PSD 1.LHeavy Medium Laser 26*
2. | Sword (IS) 1. x Fu5!on Eng!ne 2.| Heavy Medium Laser 25
4-6 3. | Sword (IS) g XL Fus!on Eng!ne 4-6 3.LHeavy Medium Laser ST
4. | sword (1) 1-3; )é'- Fusion Engine 4. Spot Welder —
5. LSword (IS) - byro 5. Roll Again
6. Roll Again g' g‘!"" 6. Roll Again 22+
- byro 21
1. Gyro 20
Left Torso 2. XL Fusion Engine Right Torso cass) (EN
1. XLFusi ] 4-6 3. XL Fusion Engine 1 ] i -
. usion Engine a . . - XL Fusion Engine 18
2. XL Fusion Engine 5' f:,:us‘;g: Engine 2. XL Fusion Engine 17
1-3 3. | Double Heat Sink B. Har-JpeI 1-3 3.| Double Heat Sink s
4. L Double Heat Sink ’ 4.LDouble Heat Sink
5. ["Double Heat Sink - - 5. Double Heat Sink 4 HEAT DATA —\ 5"
6. L Double Heat Sink Engine Hits 00O 6.1 Double Heat Sink Heat Heat Sinks: | 14~
1. Machine Gun Gyro Hits OO 1. Machine Gun Level* Effects 14 (28) o
2' X Sensor Hits OO 2' i 30 Shutdown Double
. Mach!ne Gun - . Mach!ne Gun 28 Ammo Exp.avwoidon 8+ QO 12
a4-6 3. Machine Gun Life Support O 4-6 3. Machine Gun 26 Shutdown, avoid on 10+ 11
4. Machine Gun 4. Machine Gun 25 -5 Movement Points 00 0"
5. Light Active Probe 5. Ammo (Machine Gun) 100 24  +4 Modifier to Fire
6. Liquid Storage (1 ton) 6. Liguid Storage (1 ton) 23 Ammo Exp. avoid on B+ 00 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator HL 2. Upper Leg Actuator 15 -3 Movement Points
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O 2
a e a 13 +2 Modifier to Fire 3
5. Foot Actuator 5. Foot Actuator 10 -2 Movement Points >
e jump je: Damage Transfer o jump je: g +1 Modifier to Eirg =
ooump e Diagram s Jump Jef -1 Movement Points
\ g /7 \ /5




T 11_ETETIH

’'MECH RECORD SHEET

{'MECH DATA )

ARMOR DIAGRAM

Head
Left Torso ead ©®

Right Torso

WARRIOR DATA
Type: Hunchback IIC 4 Name:
Movement Points: Tonnage: 50 Gunnery Skill: I Piloting Skill: -
Walking: 4 Tech Base: Clan HitsTaken[1 |2 1314151 6
Running: 6 Era: [Expjrr‘]lg:jentall Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Jumping: 4 .
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ECM Suite HD — E —_— —_ == B
2 ER Medium Laser CT 5 7[DE] — 5 10 15
1 Rotary AC/5 RT 1 5/Sht =— 7 14 21
[DB,R,C]
1 Rotary AC/5 LT 1 5/Sht =— 7 14 21
[DB,R,C]
Center
Torso
Rear (4)
Left
\ Cost: BV:2,097 Torso Rear
\ / (3)
( CRITICAL HIT TABLE .
Head ]
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator
1-3 3. Lower Arm Actuator 4. ECM Suite 1-3 3. Lower Arm Actuator
"9 4. Hand Actuator 5. gensors "9 4. Hand Actuator
5. [Double Heat Sink B. Life Support 5.[Double Heat Sink
6. LDouble Heat Sink 6.L.Double Heat Sink
1, [Double Heat Sink Centgr‘ TO_PSD 1 .[Double Heat Sink
2. LDouble Heat Sink 1. XL Fusion Engine 2.1 Double Heat Sink
4-6 3. Endo Steel 2. XL Fusion Engine 4-6 3. Endo Steel
4. Endo Steel 1-3 2 )él' Fusion Engine 4. Endo Steel
5. Endo Steel - byro 5. Endo Steel
6. Endo Steel g gvm 6. Roll Again
- Gyro
1. Gyro
Left Torso casg) 2. XL Fusion Engine Right Torso casg
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine
2. XL Fusion Engine * XL Fusion Engine 2. XL Fusion Engine
9 5. ER Medium Laser 3 9
3. .
1-3 a gotary ﬁg/: 6. ER Medium Laser 1-3 a Eotary :g/: /
5. ;zaw AC?E 5' nozaw Ac?s HEAT DATA
- | Rotary - - .| Rotary \
B. | Rotary AC/5 Engine Hits 0O O B.| Rotary AC/5 Heat Heat Sinks:
1. | Rotary AC/5 Gyro H!ts o0 1| Rotary Ac/5 Level* Effects 12 (24)
5 Sensor Hits OO 5 30 Shutdown Double
- | Rotary AC/5 ) -| Rotary AC/5 28 AmmoExp.awidon8+ QO
a4-8 3. | Rotary AC/5 Life Support O 4-6 3.| Rotary AC/5 26  Shutdown, avoid on 10+ ¢
4. | Rotary AC/5 4.| Rotary AC/5 25 -5 Movement Points 0
5. Ammo (RAC/5) 20 5. Ammo [RAC/5) 20 24  +4 Modifier to Fire
6. Ammo (RAC/5) 20 6. Ammo (RAC/5) 20 23 Ammo Exp. avoid on 6+ 0
22 Shutdown, avoidon 8+ O
20 -4 Movement Points (o)
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0
1. Hip v 1. Hip 17 +3 Modifier to Fire 0
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
’ 9 game ks a 9 13 +2 Modifier to Fire
5. Foot Actuator 5. Foot Actuator 10 -2 Movement Points
> Jump Jet Damage Transfer o Jump Jet 8  +1 Modifier to Fire
\ - Jump Jet Diagram - Jump Jet PAN 5 -1 Movement Points y

Right
Torso Rear
(3

(o=

Overflow
N/

30*
29

27
26*
25*

247

16

15%

14"

13*

12

11

10*

(2]
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’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA
Type: Vulture U Name:
Movement Points: Tonnage: 60 Gunnery Skill: I Piloting Skill: -
Walking: 5 Tech Base: Clan HitsTaken[1 |2 1314151 6
Running: 8 E [EXp‘?Eln;enta” Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
ra: iha
Underwater: 5
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 LRT15 RT 5 1% =0 0 -
w,/ Artemis V FCS Left Arm Right Arm
1 LAT15 IT 5 15 — 0 0 =— (16) (18)
w,/ Artemis V FCS
1 ER Medium Laser BA 5 7[DE] — 5 15
1 Medium Pulse Laser BA 4 7[P] — 4 8 12
1 ER Medium Laser LA 5 7[DE] — &5 1 15
1 Medium Pulse Laser LA 4 7[P] — 4 8 12 Left Right
e i
Center 9
Leg Leg
Torso
(23 Rear (7) (23]
(0]
o
o
(0]
Left 0 Right
\ Cost: BV:2,488 Torso Rear o Torso Rear
\ / ) °© )
/ \ Heat
CRITICAL HIT TABLE INTERNAL STRUCTURE DIAGRAM JP4I
Head ] —
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. FerroFibrous 1-3 3. Lower Arm Actuator
"9 4. ER Medium Laser 5. gensors "9 4. ER Medium Laser 29
5. Medium Pulse Laser B. Life Support 5. Medium Pulse Laser 28"
6. Ferro-Fibrous 6. Ferro-Fibrous 27
1. Roll Again Centgr‘ TO_PSD 1. Roll Again 26*
2. Roll Again 1. x Fusion Engine 2. Roll Again 25%
4.6 3 PollAgein 2. XL Fusion Engine 4.6 3 FollAgein =
4. Roll Again 1-3 3= XL Fusion Engine 4. Roll Again .
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g' Gyro 6. Roll Again 22+
- Gyro 21
1. Gyro 20*
Left Torso casg) 2. XL Fusion Engine Right Torso casg 197
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine 5 2. XL Fusion Engine =
- UMU 17
3.| LRT15 8 3.| LRT 15
1-3 - Hardel 1-3 16
4.LirT15 4.LLRT 15 ¢ HEAT DATA
5. [Artemis V FCS - - 5-[Ar‘temis V FCS 15%
6. L Artemis V FCS Engine Hits 00O B.L Artemis V FCS Heat Heat Sinks: | 14~
1. Ammo (LRT 15 Artemis V) 8 Gyro Hits 0O 1. Ammo (LRT 15 Artemis V) § Leg’g'* Shut dovlvzrf]fe"ts gﬁuﬁg] 13
2. Ammo (LRT 15 Artemis V) 8 S_EHSOT‘ Hits 0O 2. Ammo (LRT 15 Artemis V) 8 28 AmmoExp.avoidon8+ O O 12
a4-6 3. HarJel Life Support O a4-6 3. Hardel 26 Shutdown, avoid on 10+ 11
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points 0 0"
5. Ferro-Fibrous 5. FerroFibrous 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 53  Ammo Exp. avoidon 8+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g' umu Damage Transfer g umu 8  +1 Modifier to Fire f
- umMu . - UMU - i
\ Diagram J U 5 1 Movement Points / =
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BATTILETESIH \

ARMOR DIAGRAM

Head (9)
FOUR-LEGGED 'MECH RECORD SHEET L
[e)e}
/4 \
'MECH DATA WARRIOR DATA 5 0 O
. O 0 O .
Type: Balius U Name: O 0O Right
i il P . Torso 0 O O Torso
Movement Points: Tonnage: 65 Gunnery Skill: ____ Piloting Skill: ___ @) 8 8 OO
Walking: 6 Tech Base: Clan i Ol "o 0 0
ing: (Experimental) }-hts feent 1 218 14156 O o o o
Running: 9 Era: inhad Consciousness#| 3 [ 5 | 7 |10]11 [Dead o O O O
Underwater: 5 e o \° 909 |g
00 (o] 0]
Weapons & Equipment Inventory (hexes) 8 8
Qty Type Loc Ht Dmg Min Sht Med Lng 8o 8o
1 Famer HD 3 2 -1 3 o) o)
[DE,H,AI] (0] (0]
1 ECM Suite CT — [E] - — = B 00 Q0
2 SRTB RT 4 6 — 0 0 - (6] (0]
1 ERLarge Laser LT 12 10[DE] — 8 15 25 (0] (0]
2 SRTB LT 4 6 — 0 o - (0]6] (e]6)
(0] o
(0] (0]
(0] (0]
00 O 00 O
O O O O
Left Right
Left Rear Leg Rear Leg Right
Front Leg (27) 27) Front Leg
(27) 8 9o (27)
o
o 0
Left o} % Right
\ Cost: BV:2.014 Torso Rear o o o Torso Rear
(7] Q (7]
/ \\ / Center Torso Rear (10)
Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JRNi
Head . —
1. Life Support _:?Ight I
2. Sensors orso
3. Cockpit . (15) 30%
Left Front Leg g- Flamer Right Front Leg =5
1. Hip g Censors 1. Hip TR
2. UpperLeg Life Support 2. Upper Leg =
3. Lowerleg 3. LowerLeg
4. Foot Centgr To_rso 4. Foot Right 26*
5. Endo Steel 1o Fusion Engine 5. Ferro-Fibrous Front Leg Front Leg | 25*
6. Endo Steel 2. XL Fus!on Eng!ne 6. Ferro-Fibrous (15) 547
13 3. XL Fusion Engine (13)
4. Gyro 23*
5. Gyro 22*
Left Torso (casg 6. Gyro Right Torso [casg) Left Right |37
1. XL Fusion Engine 1. Gyro 1. XL Fusion Engine Rear Leg Rear Leg 20*
2. XL Fusion Engine 2. XL Fusion Engine 2. XL Fusion Engine (15) (15) o
1.33 uwmu 4-g 3 XL Fusion Engine 1-33- umu -
4. umu 4. XL Fusion Engine 4. umu 18
5. ERLarge Laser 5. umu 5. SRT6 17*
6. sRTE 6. ECM Suite 6. sATE / 16
1. SRTB - - 1. Ammo (SRT 6) 15 HEAT DATA \ﬁ 15+
2. Ammo (SRT6) 15 Engine Hits OO O 2. Ammo (SRT 6) 15 Heat Heat Sinks: | [7a7
4-g 3 Ammo (SRTE) 15 Gyro Hits OO 4-g 3 FerroFibrous Level* Effects 10 (20) T
4. Endo Steel ; 4. FerroFib 30 Shutdown Double
nao Eel S H ts oo erro-riorous .
ensor i . 12
5. Endo Steel " 5. Ferro-Fibrous 28 Ammo Exp.avoidon 8+ Q
6. Endo Steel Life SUPPQN'- (o) 6. Ral Again 26  Shutdown, avoid on 10+ 0) 11
25 -5 Movement Points o o
24  +4 Modifier to Fire
) 23  Ammo Exp. avoidon 6+ O 9
Left Rear Leg Right Rear Leg 22 Shutdown, avoidon 8+ O &
1. Hi 1. Hi 20 -4 Movement Points (0] =
T - P 19 Ammo Exp.avoidon 4+
2. UpperLeg 2. Upper Leg 18 Shutdown, avoid on 6+ 0 6
3. LowerLeg 3. Lower Leg 17 +3 Modifier to Fire =
4. Foot v 4. Foot 15 -3 Movement Points 0
5. Endo Steel I_ 5. Ferro-Fibrous 14 Shutdown, avoidon 4+ O 4
6. Endo Steel game Plabs 6. Ferro-Fibrous 13 +2 Modifier to Fire 3
10 -2 Movement Points >
Damage Transfer 8  +1 Modifier to Fire =
\ Diagram J QU 5 -1 Movement Points / =

© 2010 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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/4 \
'MECH DATA WARRIOR DATA
Type: Cauldron-Born U Name:
Movement Points: Tonnage: B65 Gunnery Skill: I Piloting Skill: -
Walking: 5 Tech Base: Clan HitsTaken[1 |2 1314151 6
Running: 8 (Experimental) Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
Era: Jihad
Underwater: 5
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 LRT15 RT 5 1% =0 0 - .
1 LRT15 IT 5 15 — 0 0 =— Left Arm Right Arm
1 ER Small Laser RA 2 5[DE] — 2 4 6 (17) 17)
1 Large Pulse Laser RA 10 10[P] — B 14 20
1 ERSmall Laser LA 2 5[DE] — 2 4 B
1 Large Pulse Laser LA 10 10[P] — B 14 20
Left Right
L Center L
eg €g
19) Torso (19)
( Rear (9)
Left Right
\ Cost: BV:2,593 Torso Rear Torso Rear
\ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE Hond 2K INTERNAL STRUCTURE DIAGRAM P
H verflow
Left Arm 1. Life Support Right Arm et
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. | Large Pulse Laser 4. FerroFibrous 1-3 3.| Large Pulse Laser
"9 4. | Large Pulse Laser 5. gensors "9 4 | Large Pulse Laser 29
5. ERSmall Laser B. Life Support 5. ER Small Laser 28"
6. Ferro-Fibrous 6. Ferro-Fibrous 27
1. Ferro-Fibrous Centgr‘ TO_PSD 1. Ferro-Fibrous 26*
2. Roll Again ; XL Fusion Engine 2. Roll Again 25%
4. 3 PollAgain = XL Fusion Engine 4-g 3 FollAgain =
4. Roll Again 1-3 3 XLFusion Engine 4. Roll Again .
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g' g‘!"" 6. Roll Again 22+
- byro 21
1. Gyro 20*
Left Torso casg) g it iusgon Enggne Right Torso casg 197
1. XL Fusion Engine 46 , us!on ng!ne 1. XL Fusion Engine 18*
4. XL Fusion Engine
2. XL Fusion Engine 9 2. XL Fusion Engine
9 5. Endo Steel - 9 17*
1-3 3. | Double Heat Sink 6 : 1-3 3.| Double Heat Sink
™3 4| pouble Heat Sink "+ Ferrofibrous "3 4. pouble Heat Sink /4 18
! i HEAT DATA -
5. umu - - 5.[ Double Heat Sink 15
6. umu Engine Hits 00 O 6.1 Double Heat Sink Heat Heat Sinks: | 72~
1. uMU Gyro H!ts 00 1. uMU Level* Effects 16 (32) T
5 Sensor Hits OO 5 30 Shutdown Double
) [LRT 15 . - _umu 28 AmmoExp.avoidon 8+ QO O 12
a4-6 3.LLRT 15 Life Support O a4-6 3'[LRT 15 26  Shutdown, avoid on 10+ o 11
4. Ammo (LRT15)8 4.l LRrT15 25 -5 Movement Points 00 o
5. Endo Steel 5. Ammo (LRT 15) 8 24  +4 Modifier to Fire
6. FerroFibrous 6. Endo Steel 23 Ammo Exp. avoid on 6+ 00 9
22 Shutdown, avoidon8+ OO a*
20 -4 Movement Points OO0 =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator ::2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 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 f
- Endo Steel . - Endo Steel - i
\ ndo Stee Diagram ndo Stee J 5 1 Movement Points / =
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ARMOR DIAGRAM

Head (9)

Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Crosshow U Name:
Movement Points: Tonnage: B65 Gunnery Skill: Piloting Skill:
Walki.ng: 5 Tech Base: Clan HitsTaken[1 |2 1314151 6
Running: 8 Era: [Expjrr‘]lg:jentall Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Underwater: 5 )
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser BA 5 7[DE] — 5 10 15
1 LRT10 RA 4 M0 =— 0 o -
1 SRT2 RA 2 2 — 0 o =
1 ER Medium Laser LA &5 7[DE] — 5 10 15
1 LRT10 LA 4 10 — 0 o -
1 SRT2 LA 2 2 — 0 o -
Right
L Center L
°d Torso °d
(26 Rear (13) (26)
\ Cost: BV: 1,856 Torso Rear Torso Rear
\ / (©) (©)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm (casg) 1. Lite Support Right Arm (casg) erion
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
"9 4. LRT10 5. Sensors "9 4. LRT10 29
5. ER Medium Laser B. Life Support 5. ER Medium Laser 28"
6. SRT2 6. SRT2 7
1. Ammo (LRT 10) 12 Center Torso(case) 1. Ammo (LRT 10) 12 26"
2. Roll Again ; ::“5!0" E“gine 2. Roll Again 25%
3. Roll Again - Fusion Engine 3. Roll Again T
464 g Again 1-3 3 Fusion Engine 464 ral Again ol
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro 20*
Left Torso 2. Fusion Engine Right Torso (C
) 3. Fusion Engine .
1. Roll Again 4-6 a . . 1. Roall Again 18*
2. Roll Again 5. E‘l‘\:'l‘j" Engine 2. Roll Again TS
3 : . 3 -
13, 22:: ﬁg::: B. Ammo (SRT 2) 50 1-3, 22:: ﬁg::ﬂ /i 16
5. Roll Again - - 5. Roll Again HEAT DATA _\ 15*
B. Roll Again Engine Hits 00O 6. Roll Again Heat Heat Sinks: | 14~
1. Roll Again Gyro Hits OO 1. Roll Aain Level* Effects 10 (20) o
o 9o Sensor Hits OO o gl 30  Shutdown Double
+ Roll Again : + Roll Again 28 Ammo Exp. avoidon 8+ Q 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. Roll Again 5. Roll Again 24 +4 Modifier to Fire
B. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17  +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[H S.[ 2. Upper Leg Actuator 15 -3 Movement Points
3. Lower Leg Actuator l' 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O 2
a game Flabs a 13 +2 Modifier to Fire 3
. Foot Actuator . Foot Actuator 10 -2 Movement Points >
g' Emﬂ Damage Transfer g Bmﬂ 8 +1 Modifier to FII"E C
\ : Diagram . J U 5 -1 Movement Points / =
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ARMOR DIAGRAM

Head (9) .
Left Torso Right Torso

0
30
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/4 \
'MECH DATA WARRIOR DATA
Type: Ha Otoko 3 Name:
Movement Points: Tonnage: B65 Gunnery Skill: I Piloting Skill: -
Walking: 4 Tech Base: Clan HitsTaken[1 |2 1314151 6
Running: 6 Era: Dark Age Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Jumping: 0
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng 7/
1 ECM Suite HD — [ — — — 6 ,
1 LRM20 RT 6 1/Msl — 7 14 21 Left Arm Right Arm
w,/ Artemis IV FCS [MCS] (20) (20)
1 LRM20 LT B8 1/Msl =— 7 14 21
w,/Artemis IV FCS [M,CS]
1 AP Gauss Rifle RA 1 3 — 3 6 9
[DBX]
1 ERLarge Laser RA 12 10[DE] — 8 15 25 |
1 AP Gauss Rifle LA 1 3 — 3 B 9 Left Center Right
, [DBX] Leg Leg
1 ER Medium Laser LA 5 7[DE] — 5 10 15 og Torso o9
(29 Rear (10) (29)
Left Right
\ Cost: BV:2,206 Torso Rear Torso Rear
\ / (7] 7)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm (casg) 1. Lite Support Right Arm (casg)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. ECM Suite 1-3 3. Lower Arm Actuator
"9 4. Hand Actuator 5. gensors "9 4. Hand Actuator 29
5. ER Medium Laser B. Life Support 5. ERLarge Laser 28"
6. AP Gauss Rifle 6. AP Gauss Rifle 27
1. Roll Again Center TOPSD 1. Roll Again 26*
2. Roll Again ; ::“5!0" E“gfne 2. Roll Again 25%
3. Roll Again - Fusion Engine 3. Roll Again T
- : : - 24
464 Roiagan 1-3 3 Fusion Engine 46 Rl again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g' Gyro 6. Roll Again 22+
- Gyro 21
1. Gyro 20*
Left Torso casg) 2. Fusion Engine Right Torso casg o7
3. Fusion Engine
1.[LAM 20 464 L ocionEnai 1.[LRM 20 18"
2.| LRM 20 5. 'Double Hont Sink 2.[ LrRm 20 TS
3.| LRM 20 5. [ . 3.| LRM 20
1-3 - LDouble Heat Sink 1-3 16
4.lirma0 4.LLAm 20 ¢ HEAT DATA
5. Artemis IV FCS - - 5. Artemis IV FCS 15
6. Ammo (LRM 20 Artemis) 6 Engine H!ts ooo 6. Ammo [LRM 20 Artemis) 6 Heat Heat Sinks: 147
1. Ammo (LRM 20 Artemis) 6 Gyro Hits 0O 1. Ammo (LRM 20 Artemis) 6 Leg’g'* Shut dov'\,zrf]fe‘:ts gglﬁg] 13
2. Ammo LRM 20 Artemis) 6 Sensor Hits OO 2. Ammo (LRM 20 Artemis) 6 58 Ammo Exp.avoidon 8+ 0 O 12
3. Endo Steel Life Support O 3. Ammo (AP Gauss) 40 56  Shutdown. avoid on 10+ 1
4'6 a 4'6 a4 ’ . O O
- Endo Steel - Endo Steel 25 -5 Movement Points 00 0"
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, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g. [Double Heat Sink Damage Transfer g.[Double Heat S?nk 8  +1 Modifier to Fire f
\ - LDouble Heat Sink Diagram -LDouble Heat Sink \ 5 -1 Movement Points / =

©® 2010 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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/4 \
'MECH DATA WARRIOR DATA
Type: Thor U Name:
Movement Points: Tonnage: 70 Gunnery Skill: I Piloting Skill: -
Walki.ng: 5 Tech Base: Qlan HitsTaken[1 |2 1314151 6
Running: 8 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |Dead|
Jumping: 5
Weapons & Equipment Inventory (hexes) i >
Qty Type Loc Ht Dmg Min Sht Med Lng ( T ::cg .
1 Targeting Computer RT — [E] —_—— — - = 0o .
1 LRT15 LT 5 % — 0 0 =— S ° Left Arm Right Arm
1 ERPPC RA 1515[DE] — 7 14 23 IS (17) (17)
1 ERPPC LA 1515[DE] — 7 14 23 5
8
Right
Center Leg
Torso 23
Rear (8) (23)
5 Left Right
\ Cost: BV: 3,092 ‘ a Torso Rear Torso Rear
\ / 2l 7) 7)
/ \ Heat
CRITICAL HIT TABLE Hond A INTERNAL STRUCTURE DIAGRAM JSIN
H Overflow
jram e A C
. oulder . Sensors . Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3.| ERPPC 4. rerroFibrous 1-3 3.| ERPPC
4. ERPPC 5. gensors 4. ER PPC 29
5. Ferro-Fibrous B. Life Support 5. Ferro-Fibrous 28"
6. Roll Again 6. Roll Again 27
1. Roll Again Centgr‘ TO_PSD 1. Roll Again Left 26*
e
N . Roall Again . ! ! N . Rall Again nn o4
4-6 451 Roll Again 1-3 2 )él‘;rI:usmn Engine 4-6 g Roll Again —
. Roll Again . . Roll Again
6. Roll Again g' Gyro 6. Roll Again 22+
- Gyro 21
1. Gyro ) 20*
Left Torso casg) g it iusgon E“QE“E Right Torso 197,
1. XL Fusion Engine 46 , us!on ng!ne 1. XL Fusion Engine 18*
4. XL Fusion En
2. XL Fusion Engine ’ gine 2. XL Fusion Engine
9" 5. Jump Jet 9! 17*
1-3 3. [Double Heat Sink 6. Roll Aain 1-3 3.[Double Heat Sink s
4. L Double Heat Sink g 4.1 Double Heat Sink /4 HEAT DATA
5. [LRT 15 - - 5.[ Targeting Computer 15%
6.LLRT15 Engme H!tS o o o 6. Targeting Computer Heat Heat Sinks: 14"
1. Ammo (LRT 15) 8 Gyro Hits 0O 1.L Targeting Computer Level* Effects 16 (32) 13
2' Sensor Hits OO 2' geting P 30 Shutdown Double
- Ammo [LRT 15)8 - . Fer‘r‘o-F!br‘ous 28 Ammo Exp. avoidon 8+ O O 12
a4-8 3. FerroFibrous Life Support O 4-6 3. Ferro-Fibrous 26  Shutdown, avoid on 10+ o 11
4. FerroFibrous 4. Rall Again 25 -5 Movement Points 00 0"
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire
6. Roll Again 6. Roll Again 53 Ammo Exp.awidonB+ OO 9
22 Shutdown, avoidon8+ OO a*
20 -4 Movement Points OO0 =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17 +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[H S.[ 2. Upper Leg Actuator 15 -3 Movement Points
3. Lower Leg Actuator l' 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O 2
a game Flabs 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 -
\ - Jump Jet Diagram - Jump Jet PAN 5 -1 Movement Points ) =
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Head (9) .
Left Torso Right Torso
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/4 \
'MECH DATA WARRIOR DATA
Type: Mad Cat U Name:
Movement Points: Tonnage: 75 Gunnery Skill: I Piloting Skill: -
Walking: 5 Tech Base: Clan HitsTaken[1 |2 1314151 6
Running: 8 E [EXp‘?Eln;enta” Consciousness#| 3 | 5 | 7 |10/ 11 |Dead,
ra: iha
Underwater: 4
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 LRT15 RT 5 1% =0 0 - .
w/ Artemis IV FCS Left Arm Right Arm
1 LRT15 LT 5 1 — 0 0 =— (24) (24)
w,/Artemis IV FCS
1 ER Large Laser BA 12 10[DE] — 8 15 25
1 ER Micro Laser BRA 1 2[DE] — 1 2 4
1 ERLarge Laser LA 12 10[DE] — 8 15 25
1 ER Micro Laser LA 1 2[DE] — 1 2 4 Left Right
Center
Leg Leg
40 Torso 32)
( Rear (11)
Left Right
\ Cost: BV:2,627 Torso Rear Torso Rear
\ / (7] 7)
/ \ Heat
CRITICAL HIT TABLE Hond INTERNAL STRUCTURE DIAGRAM JP4I
Left Arm Right Arm o
1. Life Support g
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. FerroFibrous 1-3 3. Lower Arm Actuator
4, [Double Heat Sink 5. gensors "9 4. ERLarge Laser 29
5. LDouble Heat Sink B. Life Support 5. ER Micro Laser 28"
6. ERLarge Laser 6. Ferro-Fibrous 27
1. ER Micro Laser Centgr‘ TO_PSD 1. Roll Again 26"
2. Ferro-Fibrous ; ;:: £u5!on E"gfne 2. Roll Again 25%
3. Roll Again . usion Engine 3. Roll Again T
- . : - 24
464 Roiagan 1-3 3= XL Fusion Engine 46 Rl again -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro 20*
Left Torso casg) 2. XL Fusion Engine Right Torso casg 197
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
. . - XL Fusion Engine . .
2. XL Fusion Engine 2. XL Fusion Engine =
3 5. Hardel 17
. uMu 8 3. umu
1-3 4. umu - Endo Steel 1-3 4. umu / 16
5. [LRT 15 " - 5-[LRT 15 HEAT DATA ~— 15%
6.LLRT 15 Engine Hits 0O O 6.LirT15 Heat Heat Sinks: | [72%
1. Artemis IV FCS Gyro Hits 0O 1. Artemis IV FCS Lol o et o138 13"
2. A ; Sensor Hits OO 2 A utdown _ ouble
. mmo (LRT 15 Artemis) 8 - - Ammo (LRT 15 Artemis) 8 28 Ammo Exp. avoidon 8+ O O 12
a4-6 3. HarJel Life Support O a4-6 3. Hardel 26  Shutdown, avoid on 10+ 11
a ; a4 i - 0
- Ferro-Fibrous - Ferro-Fibrous 25 -5 Movement Points 00 0"
5. Ferro-Fibrous 5. FerroFibrous 24  +4 Modifier to Fire
6. Endo Steel 6. Endo Steel 23 Ammo Exp. avoid on B+ 00 9
22 Shutdown, avoidon8+ OO a*
20 -4 Movement Points OO0 =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hi v 1. Hi 17  +3 Modifier to Fire =3
oo - P -3 Movement Points 0
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 Shutd dond+ O a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 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 PAN 5 -1 Movement Points / ;
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ARMOR DIAGRAM

Left Torso

Head (9)

Right Torso

)
'MECH RECORD SHEET Ro
/£ \ 00
MECH DATA WARRIOR DATA o% 8
Type: Highlander IIC 3 Name: 209
Movement Points: Tonnage: 90 Gunnery Skill: I Piloting Skill: - e}
Walking: 3 Tech Base: Clan HitsTaken[ 1 1213141516 80%
Running: 5 Era: Jihad Consciousness#| 3 | 5 | 7 |10/ 11 |pead| 000
Jumping: 3 00
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ECM Suite HD — [ — — — 6
1 LRM20 RT 1/Msl  =— 7 14 21
w/ Artemis IV FCS [M,CS]
3 Medium Pulse Laser LT 4 7[F] — 4 8 12
1 HAG/20 RA 4 20 8 16 24
[C/F]
2 Streak SRM 6 4 EMMSI] — 4 8 12
' Right
Center
Leg Leg
25 Torso (38)
( Rear (17)
\ Cost: BV:3,001 Torso Rear Torso Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE Hond INTERNAL STRUCTURE DIAGRAM JP4
Left A e Right A ASE drerow
e rm 1. Life Support [s] "M (CASE)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. Lower Arm Actuator 4. ECM Suite 1-3 3. Lower Arm Actuator
"9 4. Hand Actuator 5. gensors "9 4 HAG/20 29
5. [Streak SRM 6 B. Life Support 5.| HAG/20 28*
6. LStreak SRM 6 6.| HAG/20 27
1. [Streak SRM 6 Center TOPSD 1.| HAG/20 267
2. Lstreak SRM 6 1. Fusion Engine 2.| Hag/20 5%
4.5 3 Ferrofibrous 2. Fusion Engine 4.g 3LHae/20 =
4. FerroFibrous 1-3 3. Fusion Engine 4. Ammo (HAG 20) 6 -
5. Roll Again 4. Gyro 5. Ferro-Fibrous 23
6. Roall Again 5. Gyro 6. Ferro-Fibrous 22
6. Gyro 21
1. Gyro 20*
Left Torso casg) g Eusgon Engfne Right Torso 197,
1. Jump Jet 4-6 4. uston Engine 1. Jump Jet 18*
2. Medium Pulse Laser - Fusion Engine 2. LRm 20
. 5. Jump Jet 17*
1-3 3. Medium Pulse Laser 6 - 1-3 3.| LRM 20
"2 4. Medium Pulse Laser © Poll Again 34| LrRm 20 /4 18
: HEAT DATA -
5. Ammo (LRM 20 Artemis) 6 - - 5.LLRmM 20 15
6. Ammo (LRM 20 Artemis) 6 Engine H!ts ooo 6. Artemis IV FCS Heat Heat Sinks: 147
1. Ammo (LRM 20 Artemis) 6 Gyro Hits 0O 1. Ammo (HAG 20) 6 Level* Effects 12 (24) 13
. Sensor Hits OO 30 Shutdown Double
2. Ammo (LRM 20 Artemis) 6 ) 2. Ammo (HAG 20) 6 98 Ammo Exp. avoidon 8+ O O 12
3. Ammo (Streak SRM B) 15 Life Support O 3. Ammo [HAG 20) 6 56  Shutdown. avoid on 10+ T
- Roll Again - Ferro-Fibrous 25 -5 Movement Points 0 0"
5. Roll Again 5. FerroFibrous 24  +4 Modifier to Fire
6. Rall Again 6. FerroFibrous 23 Ammo Exp. avoid on 6+ o 9
22 Shutdown, avoidon 8+ O a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip \V 1. Hip 17  +3 Modifier to Fire o =
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. [Double Heat Sink Damage Transfer 5.[Double Heat Sink 8 +1 Modifier to Fire 2
\ B. L Double Heat Sink Diagram 6.1 Double Heat Sink PAN 5 -1 Movement Points / ;
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O
7 \ 59

MECH DATA WARRIOR DATA 88 999,
Type: Turkina U Name: o9 378
Movement Points: Tonnage: g5 Gunnery Skill: Piloting Skill: 0 0088
Walking: 3 Tech Base: Clan HitsTaken[1 1213121518 0088 8800

Running: 5 . [Expefr‘lmental] Consciousness#| 3 | 5 | 7 |10]| 11 |Dead 000 080

Jumping: 3 Era: Jihad 00 50

0

Weapons & Equipment Inventory (hexes) ©

Qty Type Loc Ht Dmg Min Sht Med Lng
1 Active Probe HD — [E] —_ - = 5
1 Liquid Storage(1ton) RT — [f] — — — =— Left Arm
1 LBM15 RT & 1/Msl — 7 14 21 (32)
IMCS]

1 Liquid Storage (1ton) LT =— [E] _——-— =

1 LRM 15 LT 5 1/Msl =— 7 14 21
[M,C,S]

1 ATM 8 RA M,S,C .
Standard /Msl 4 5 10 15 Right
Extended-Range 1/Msl 4 9 18 27 Center L
High-Explosive 3/Msl — 3 B 9 Torso €9

3 ERSmall Laser RA 2 b5[DE] — 2 4 B (40)

7 ERSmall Laser LA 2 5[DE] — 2 4 6 Rear (10)

1 Targeting Computer LA — [f] —_—— — -

Left Right
\ Cost: BV:2,520 Torso Rear Torso Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JSIN
Head ] —
Left Arm (casg) 1. Lite Support Right Arm (casg)
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3. ERSmall Laser 4. Active Probe 1-3 3.| ATM 8
"9 4. ERSmall Laser 5. Sensors 94| aTma 29
5. ERSmall Laser B. Life Support 5| ATM 9 28"
6. ER Small Laser 6.LATM 9 27
1. ERSmall Laser Centgr‘ TO_PSD 1. ER Small Laser 26*
2. ER Small Laser 1. x Fusion Engine 2. ER Small Laser 25%
4-6 3. ERSmall Laser 2. XL Fusion Engine 4-6 3. ER Small Laser A"
4. Targeting Computer 1-3 3. XL Fusion Engine 4. Ammo (ATM 9) 7 -
5. 0 Coolant Pad 4. Gyro 5. Ammo (ATM 9) 7 23
6. OHardel g Gyro 6. OHardel 22
- Gyro 21
1. Gyro 20*
Left Torso (casg) 2. XL Fusion Engine Right Torso (casg) o
. I 3. XL Fusion Engine ] X
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
2. XL Fusion Engine - XL Fusion Engine 2. XL Fusion Engine
- 9 5. Jump Jet - 9 17*
1-3 3. | Double Heat Sink 6. O Hardel 1-3 3.| Double Heat Sink s
4. L Double Heat Sink arde 4.1 Double Heat Sink /4 HEAT DATA
5. [ Double Heat Sink - - 5.[ Double Heat Sink 15%
6. L Double Heat Sink Engine Hits 00O 6.1 Double Heat Sink Heat Heat Sinks: | 14~
1. Jump Jet Gyro H!ts o0 1. Jump Jet Level* Effects 15 (30) o
Sensor Hits OO 5 30 Shutdown ) Double
2. [LRM 15 > JLrRM 15 28 Ammo Exp.avoidon 8+ O O 12
a4-6 3.LLRM 15 Life Support O a4-6 3.LLRM 15 26 Shutdown, avoid on 10+ 11
4. Ammo (LRM 15) 8 4. Ammo (LRM 15) 8 25 -5 Movement Points 00 o
5. 0 Liquid Storage (1 ton) 5. 0 Liquid Storage (1 ton) 24 +4 Modifier to Fire
6. OHardel 6. 0 Hardel 53 Ammo Exp.awidonB+ OO 9
22 Shutdown, avoidon8+ OO a*
20 -4 Movement Points (o) =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hip v 1. Hip 17 +3 Modifier to Fire 0 =3
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator :ll 2 és l\govement'cl:;omtzi_ o) a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. [Ta|°"5 Damage Transfer 5.[Ta|ons 8  +1 Modifier to Fire 2
\ 6. L Talons Diagram 6.L Talons J 5 -1 Movement Points / ;
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o
'MECH RECORD SHEET Ro
/£ \ 000
MECH DATA WARRIOR DATA %%8
Type: Daishi U Name: %8%
Movement Points: Tonnage: 100 Gunnery Skill: I Piloting Skill: - e}

- . ) 00
Walkl.ng. 3 Tech Basléa. Clan | HitsTaken[ 1 1213141516 80 2
Running: 5 E ( pr'r‘]'”;e”ta ) Consciousness#| 3 | 5 | 7 | 10|11 |pead 000

ra: iha
Underwater: 3 000
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med
3 SRTB RT 4 6 — 0 0
3 SRT6 LT 4 B =— 0 O Left Arm
1 ERPPC RA 15 15[DE] — 7 14 (34)
2 Medium Pulse Laser RA 4 7[P] — 4 8
1 ERPPC LA 1515[DE] — 7 14
2 Medium Pulse Laser LA 4 7[P] — 4 8
1 Targeting Computer LA — [f] _—_— =
Left Right
Center
Leg Leg
a1 Torso (1)
( Rear (14)
(0]
(o}
o}
(0]
(o}
\ Cost: BV: 3,360 Torso Rear o Torso Rear
\ (10) °© (10)
/ \ Heat
CRITICAL HIT TABLE Hond INTERNAL STRUCTURE DIAGRAM JP4
Left Arm 14 Right Arm o
- Life Support g
1. Shoulder 2. Sensors 1. Shoulder \ y
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
1-3 3.| ERPPC 4. mAss 1-3 3.| ERPPC
"2 4.l ErpPPC 5. Sensors "9 4| ErpPPc 29
5. Medium Pulse Laser B. Life Support 5. Medium Pulse Laser 28"
6. Medium Pulse Laser 6. Medium Pulse Laser 27
1. | Targeting Computer Centgr‘ TO_PSD 1. Hardel 26*
2. | Targeting Computer 1. xL Fusion Engine 2. Roll Again D5
4-6 3. | Targeting Computer 2. XL Fus!on Eng!ne 4-6 3. Roll Again A"
4. | Targeting Computer 1-3 3. XL Fusion Engine 4. Roll Again -
5. Hardel 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 22+
6. Gyro 51
1. Gyro 20*
Left Torso casg) 2. XL Fusion Engine Right Torso casg 197
. ] 3. XL Fusion Engine ] i
1. XL Fusion Engine 4-6 a . . 1. XL Fusion Engine 18*
2. XL Fusion Engine * XL Fusion Engine 2. XL Fusion Engine
9 5. umu 9 17
133 [Double Heat Sink B Hardel 13 3.[Double Heat Sink y —
4. | Double Heat Sink ’ 4.L Double Heat Sink \
5. umu " " 5. UMU HEAT DATA 15*
B. SRTE Engine H!tS 000 6. SRTE Heat Heat Sinks: 14"
1. SRTE Gyro H!ts o0 1. SRTE Level* Effects 16 (32) o
5 Sensor Hits OO 5 30 Shutdown ) Double
- SRTB . - SRTE 28 AmmoExp.avoidon 8+ QO O 12
4-6 3. Ammo (SRT 6) 15 Life Support O 4-6 3. Ammo [SRT 6) 15 56  Shutdown. avoid on 10+ o T
4. Ammo (SRT 6) 15 4. Ammo (SRT 6) 15 25 -5 Movement Points 00 o
5. Hardel 5. Hardel 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 53 Ammo Exp.awidonB+ OO 9
22 Shutdown, avoidon8+ OO a*
20 -4 Movement Points OO0 =
. 19  Ammo Exp. avoidon 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ 0 6
1. Hi 1. Hi 17  +3 Modifier to Fire =
P v CoP 15 -3 Movement Points 0
2. Upper Leg Actuator CH.[HL S.[ 2. Upper Leg Actuator 14 Shutd dond+ O a
3. Lower Leg Actuator ame Jlabs 3. Lower Leg Actuator utdown, avoid on
e 13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. [Double Heat Sink Damage Transfer 5.[Double Heat Sink 8 +1 Modifier to Fire 2
\ B. L Double Heat Sink Diagram 6.1 Double Heat Sink \ 5 -1 Movement Points / ;
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