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CLASSIC

1T 1 I_LETETSIH

'MECH RECORD SHEET

e AT\
'MECH DATA

ARMOR DIAGRAM

Head (B)
Left Torso

Right Torso

/4
WARRIOR DATA
Type: COM-2D COMMANDO Name:
Movement Points: Tonnage: 25 Gunnery Skill: _  Piloting Skill: _
Walking: B Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6
Running: 9 2463 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRM6 CT 42/Msl — 3 6 8 Left Arm
1 SRM4 RA 32/Msl — 3 6 9
1 Medium Laser LA 3 5 — 3 6 9
Center
Torso
Rear (4]
o
o
Left ° Right
\ Torso Rear 1) Torso Rear
\ / (@) (@)
/ \ Heat
CRITICAL HIT TABLE Head INTERNAL STRUCTURE DIAGRAM Zr ¥
. =
Left Arm 1. Life Support Right Arm Srerfon
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
4. Hand Actuator 5. Sensors 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. SRM4 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 56"
2. Roll Again ; E"Q!"e 2. Roll Again S5%
3. Roll Again - ENgine 3. Roll Again G
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro
21
1. Gyro 20*
Left Torso 2. Enaine Right Torso 19"
1. Single Heat Sink 4-6 9' 1. Single Heat Sink 18"
- - 4. Engine - .
2. Single Heat Sink 5. [SRM 6 2. Single Heat Sink 17
3. Ammo [SRM B) 15 : 3. Ammo [SRM 4) 25
13 . 6. [sAM 6 13 A T
4. Roll Again 4. Roll Again HEAT DATA
5. Roll Again - - 5. Roll Again 15%
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 10 13
2. Roall Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoidon 10+ QO 11
4. Roll Again 4. Roll Again 25 -5 Movement Points (@) T0°
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22 Shutdown, avoid on 8+ ®) g*
20 -4 Movement Points 9] S5
. 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ O 6
1. Hip T 1. Hip 17  +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\govementlsomt‘s“_ @) 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +QU|E/|8(\;,|Yf?'e,?\églFigg @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g' gg:: 282:2 Damage Transfer g Eg:: ﬁgz:: 8  +1 Modifier to Fire f
\ : Diagram : AN 5 -1 Movement Points / =

© 2006 WizKids, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of WizKids, Inc. All rights reserved.
Permission to photocopy for personal use.



CLASSIC

1T 1 I_LETETSIH

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (B)
Left Torso

Right Torso

/ \ /4
'MECH DATA WARRIOR DATA
Type: SDR-5V SPIDER Name:
Movement Points: Tonnage: 30 Gunnery Skill: ___ Piloting Skill: _
Walking: 8 Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6
Running: 12 2650 Consciousness#| 3 | 5 | 7 |10] 11 |[Dead|
Jumping: 8
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2  Medium Laser CT 3 b5 - 3 6 9 Left Arm Right Arm
(3) (5)
Center
Torso
Rear (4]
o O
Left o O Right
\ Torso Rear Torso Rear
2 2
p \\ / (2 (2)
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM gr-yiss
. =
Left Arm 1. Life Support Right Arm Srerfon
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Single Heat Sink 13 3. Lower Arm Actuator
4. Hand Actuator 5. Sensors 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 567
2. Roll Again ; E"Q!"e 2. Roll Again S5%
3. Roll Again - ENgine 3. Roll Again G
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro oY
1. Gyrc_) 20"
Left Torso 2. Engine Right Torso 19"
3. Engine
1. Jump Jet 4-6 " 1. Jump Jet 18*
5 g J 4. Engine 2 g J
3' Jump JEt 5. Medium Laser 3' Jump JEt 17*
1-3 5 ump Jet 6. Medium Laser 1-35 ump Jet 16
4. Jump Jet 4. Jump Jet HEAT DATA
5. Roll Again - - 5. Roll Again 15%
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 10 13
2. Roall Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Boll 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 (@) T0°
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22 Shutdown, avoid on 8+ ®) g*
20 -4 Movement Points 9] S5
. 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ O 6
1. Hip T 1. Hip 17  +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\govementlsomt‘s“_ @) 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +EUIEA8(\:I\iIfr?éI?\é8|Fir?S @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g' gg:: ﬁg::g Damage Transfer g Eg:: ﬁgz:: 8  +1 Modifier to Fire f
\ : Diagram : AN 5 -1 Movement Points / =

© 2006 WizKids, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of WizKids, Inc. All rights reserved.
Permission to photocopy for personal use.



ARMOR DIAGRAM

Left Torso
(8)

CLASSIC

BATTILETESI-

Head (7
ead 7] Right Torso

'MECH RECORD SHEET
/ \ /4
'MECH DATA WARRIOR DATA
Type: JR7-D JENNER Name:
Movement Points: Tonnage: 35 Gunnery Skill: _  Piloting Skill: _
Walking: 7 Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6
Running: 11 2784 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2  Medium Laser RA 3 5 0 3 6 9 Left Arm Right Arm
2 Medium Laser LA 3 5 0 3 6 9 4
1 SRM4 CT 32/Msl O 3 6 9
Center
Torso
Rear (3)
o O o O
o O o O
Left Right
\ Torso Rear Torso Rear
4
/ \\ / (4) (4)
Heat
CRITICAL HIT TABLE Head INTERNAL STRUCTURE DIAGRAM Zr ¥
. Y
Left Arm 1. Life Support Right Arm Srerfon
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Medium Laser 4. Single Heat Sink 13 3. Medium Laser
4. Medium Laser 5. Sensors 4. Medium Laser 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 56"
2. Roll Again ; E"Q!"e 2. Roll Again 25+
3. Roll Again - Engine 3. Roll Again =
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 3. Gyro 6. Roll Again 22
6. Gyro
21
1. Gyrc_) 20*
Left Torso 2. Engine Right Torso 19"
3. Engine
1. Jump Jet 4-6 " 1. Jump Jet 18*
4. Engine
2. Jump Jet 5. Jump Jet 2. Jump Jet 17
3. Roll Again Bl SRM 4 3. Ammo (SRM 4) 25
1-3 - : 1-3 A 16
4. Roll Again 4. Roll Again HEAT DATA
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” oot 10 13
2. Roall Again Sensor Hits OO 2. Roll Again 58 Ammo Exp. avoid on B+ Single 15
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avaidaon 10+ O 11
4. Roll Again 4. Roll Again o5 -5 Movement Points O
. . e . 10*
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ o) 9
22 Shutdown, avoid on 8+ o) g*
20 -4 Movement Points S5
. 19 Ammo Exp. avoid on 4+ @)
Left Leg Right Leg 18 Shutdown, avoidon6+ QO 6
1. Hip ™ 1. Hip 17 +3 Modifier to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}‘? I\govementlsomt‘s“_ (@) 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +EUIEA8(\:I\iIfr?éI?\é8|Fir?S O =
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g' gg:: ﬁg::g Damage Transfer g Eg:: ﬁgz:: 8  +1 Modifier to Fire f
\ : Diagram : AN 5 -1 Movement Points / =

© 2006 WizKids, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of WizKids, Inc. All rights reserved.
Permission to photocopy for personal use.



CLASSIC

BATTILETESI-

'MECH RECORD SHEET

Left Torso

ARMOR DIAGRAM

Head (9)

Right Torso

© 2006 WizKids, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of WizKids, Inc. All rights reserved.

Permission to photocopy for personal use.

/ \ /4
'MECH DATA WARRIOR DATA oo
Type: PNT-9R PANTHER Name: 00
Movement Points: Tonnage: 35 Gunner'y Skill: —_— Piloting Skill: —_— O O
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6 0 0
Running: 6 2739 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead © 0
Jumping: 4 00
O O
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 PPC RA 10 10 3 B 12 18 Left Arm Right Arm
1 SRM4 CT 32/Msl — 3 B 9 (10] (10]
Left Right
Leg C_Irenter Leg
(12) . DFS[;] (12)
ear
Left Right
Torso Rear © | Torso Rear
(5] (5]
\ L=
/ \\ /
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM gr-yiss
. =
Left Arm 1. Life Support Right Arm Srerfon
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
4. Hand Actuator 5. Sensors 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. | PPC 28*
6. Roll Again 6. | PPC 27
1. Roll Again Center Torso 1. Lprc 56"
2. Roll Again ; E"Q!"e 2. Roll Again S5%
3. Roll Again - ENgine 3. Roll Again G
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 3. Gyro 6. Roll Again 22
6. Gyro
21
1. Gyrc_) 20"
Left Torso 2. Enaine Right Torso 19"
1. Single Heat Sink 4-6 a Eng. 1. Single Heat Sink 18"
- - . gine - -
2. Single Heat Sink 2. Single Heat Sink -
. . 5. SRM4 . . 17
1-3 3. Single Heat Sink 6. Roll Again 1-3 3. Single Heat Sink
4. Single Heat Sink 4. Single Heat Sink HEAT DATA 16
5. Ammo (SRM 4) 25 - - 5. Roll Again 15*
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 13 13
2. Roll Again Sensor Hits 0O 2. Roll Again 28 AmmoExp. avoidon B+ oade 12
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ Q0 11
4. Roll Aga!n 4. Roll Aga!n o5 -5 Movement Points o0 o
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire o]e)
6. Roll Again 6. Roll Again 23 AmmoExp.avoidon 6+ QO 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Points O S5
. 19 Ammo Exp. avoid on 4+
Left Leg Right Leg 18 Shutdown, avoidonB+ O 5
1. Hip ™ 1. Hip 17 +3 Modifier to Fire (@) G
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}‘? I\govementlsomt‘s“_ O 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +EUIEA8(\:I\iIfr?ér?\églFir?g O =
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g' j:mg jgz Damage Transfer g jﬁ:g jzz 8  +1 Modifier to Fire f
\ : Diagram : AN 5 -1 Movement Points / =




BLASSI_C:_ —
11 ILET ECI-

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)
Left Torso

Right Torso

/ \ /4
'MECH DATA WARRIOR DATA
Type: ASN-21 ASSASSIN Name:
Movement Points: Tonnage: 40 Gunnery Skill: ___ Piloting Skill: _
Walking: 7 Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6
Running: 11 2593 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: 7
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser RA 3 5 - 3 6 9 Left Arm Right Arm
1 LRM5 RT 2 1/Msl 8 7 14 21 (6] (6]
1 SRMZ2 LT 22/Msl — 3 6B 8
Center
Torso
Rear (4]
o
o
Left ° Right
\ Torso Rear 1) Torso Rear
\ / (@) (2)
/ \ Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM gr-yiss
. =
Left Arm 1. Life Support Right Arm Srerfon
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
4. Hand Actuator 5. Sensors 4. Medium Laser 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 56"
2. Roll Again ; E"Q!"e 2. Roll Again 25+
3. Roll Again - Engine 3. Roll Again =
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 3. Gyro 6. Roll Again 22
6. Gyro
21
1. Gyrc_) 20*
Left Torso 2. Engine Right Torso 19"
3. Engine
1. Jump Jet 4-6 " 1. Jump Jet 18*
4. Engine
2. Jump Jet 2. Jump Jet -
3. Jump Jet 5. Jump Jet 3. Jump Jet 7
1-34 srmz 6. Roll Again 1-34 Lrms 16
5. Ammo [SRM 2) 50 - - 5. Ammo [LRM 5) 24 HEAT DATA 15
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 10 13
. 1 . S' I
2. Roll Again Sensor Hits 0O 2. Roll Again D8 AmmoExp. avoidon 8+ e 1o
4-6 3. Boll 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 (@) T0°
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22 Shutdown, avoid on 8+ ®) g*
20 -4 Movement Points 9] S5
. 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ O 6
1. Hip T 1. Hip 17  +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\govementlsomt‘s“_ @) 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +EUIEA8(\:I\iIfr?éI?\é8|Fir?S @) 3
4. Foot Actuator 4. Foot Actuator - :
. ) 10 2 Movement Points >
g' EO:: ﬁga!n Damage Transfer g EO:: ﬁga!n 8 +1 Modifier to Fire =
- moltAgain i - holtAgain 5 -1 Movement Points
Diagram
\ 9 / \ / o

© 2006 WizKids, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of WizKids, Inc. All rights reserved.
Permission to photocopy for personal use.



CLASSIC

1T 1 I_LETETSIH

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9) )
Left Torso Right Torso

(6)

/ \ /4
'MECH DATA WARRIOR DATA
Type: CDA-2A CICADA Name:
Movement Points: Tonnage: 40 Gunnery Skill: ___ Piloting Skill: _
Walking: 8 Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6
Running: 12 2840 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser RT 3 b5 - 3 6 9 Left Arm Right Arm
1 Medium Laser LT 3 0 - 3 6 9 4 4
1 Small Laser CT 3 0 -1 2 3
Center
Torso
Rear (B)
o O
o O
Left Right
\ Torso Rear o o Torso Rear
3 3
p \\ / (3) (3
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM gr-yiss
. =
Left Arm 1. Life Support Right Arm Srerfon
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Roll Again 4. Roll Again 13 3. Roll Again
4. Roll Again 5. Sensors 4. Roll Again 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 56"
2. Roll Again ; E"Q!"e 2. Roll Again S5%
3. Roll Again - ENgine 3. Roll Again G
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro
21
1. Gyro 20"
Left Torso 2. Enaine Right Torso 19"
1. Medium Laser 4-6 4' Eng' 1. Medium Laser 18*
. . gine :
2. Roll Again 2. Roll Again -
3. Roll Again 5. Small Laser 3. Roll Again 17
1-3 4. Roll Again 6. Roll Again 1-34 Roll Again HEAT DATA 16
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 10 13
2. Roall Again Sensor Hits OO 2. Roll Again 58 Ammo Ex . Single 15
) . . p. avoid on 8+
4.6 3 PollAgain Life Support O 4-g 3 PollAgain 26 Shutdown,avoidon 10+ QO 11
4. Roll Again 4. Roll Again 25 -5 Movement Points O T0°
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire o)
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Points 8 S5
. 19 Ammo Exp. avoid on 4+
Left Leg Right Leg 18 Shutdown, avoidonB+ O 6
1. Hip ™ 1. Hip 17 +3 Modifier to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}‘? I\govementlsomt‘s“_ O 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 14 utdown, avoid on O
13 +2 Moadifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. Pl Again Damage Transfer ¢ ) 4020 § 1] Modfer to Fre :
\ : Diagram : AN 5 -1 Movement Points / =

© 2006 WizKids, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of WizKids, Inc. All rights reserved.
Permission to photocopy for personal use.



BLASSI_C:_ —
11 ILET ECI-

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/ \ /4
'MECH DATA WARRIOR DATA
Type: CLNT-2-3T CLINT Name:
Movement Points: Tonnage: 40 Gunnery Skill: ___ Piloting Skill: _
Walking: B Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6
Running: 9 2507 Consciousness#| 3 | 5 | 7 |10] 11 |[Dead|
Jumping: 6
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Autocannon 5 RA 1 5 3 6 12 18 Right Arm
1 Medium Laser LT 3 5 - 3 6 9
1 Medium Laser CT 3 5 — 3 6 9
Center
Torso
8 8
(®) Rear (4] (8)
Left Right
\ Torso Rear Torso Rear
4 4
p \\ / (4] (4)
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM gr-yiss
. =
Left Arm 1. Life Support Right Arm Srerfon
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
4. Hand 5. Sensors 4. | Autocannon 5 29
5. Roll Again 6. Life Support 5. | Autocannon 5 28*
6. Roll Again 6. | Autocannon 5 27
1. Roll Again Cenper Torso 1. | Autocannon 5 26
2. Roll Again ; E"Q!"e 2. Roll Again S5%
3. Roll Again - ENgine 3. Roll Again G
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 3. Gyro 6. Roll Again 22+
6. Gyro oY
1. Gyro 20*
Left Torso 2. Engine Right Torso 19"
3. Engine
1. Jump Jet 4-6 " 1. Jump Jet 18*
2. MediumL 4. Engine 2. Single Heat Sink
. Medium Laser 5  Medium Laser . Single Heat Sin 17"
1-3 3. Roll Again 6. Rall Again 1-3 3. Ammo (AC 5) 20
- i : - i 16
4. Roll Again 4. Roll Again HEAT DATA
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks: ) [77"
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 10 13
2. Roall Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoidon 10+ QO 11
4. Roll Again 4. Roll Again 25 -5 Movement Points O T0°
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire o)
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Points 8 S5
. 19 Ammo Exp. avoid on 4+
Left Leg Right Leg 18 Shutdown, avoidonB+ O 6
1. Hip ™ 1. Hip 17 +3 Modifier to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}‘? I\govementlsomt‘s“_ O 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +EUIEA8(\:I\iIfr?éI?\é8|Fir?S O =
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g' j:mg jgz Damage Transfer g jﬁ:g jzz 8  +1 Modifier to Fire f
\ : Diagram : AN 5 -1 Movement Points / =

© 2006 WizKids, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of WizKids, Inc. All rights reserved.
Permission to photocopy for personal use.



CLASSIC

TILETIEE

-l

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

'MECH RECORD SHEET
/ \ /4
'MECH DATA WARRIOR DATA
Type: HER-25 HERMES |l Name:
Movement Points: Tonnage: 40 Gunnery Skill: _  Piloting Skill: _
Walking: B Tech Base: Inner Sphere HtsTaken[ 1 12 | 3 1 4 | 5
Running: 9 2798 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Autocannon 5 RT 1 5 3 6 12 18 Left Arm Right Arm
1 Medium Laser RA 3 5 — 3 6 9 1 1
1 Flamer LA 3 2 - 1 2 3
Left Right
Leg C_Irenter Leg
(14) orso (14)
Rear (B)
Left Right
\ Torso Rear Torso Rear
\ / e [B) (5)
/ \ Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM gr-yiss
=
Left Arm 1. Life Support Right Arm Srerfon
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
4. Flamer 5. Sensors 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Medium Laser 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 56"
2. Roll Again ; E"Q!"e 2. Roll Again 25+
3. Roll Again - Engine 3. Roll Again =
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 3. Gyro 6. Roll Again 22
6. Gyro
21
1. Gyrc_) 20"
Left Torso 2. Enaine Right Torso 19"
1. Single Heat Sink 4-6 4' Engine 1. | Autocannon 5 18*
2. Ammo (AC 5) 20 ) : 2. | Autocannon 5 -
. 5. Roll Again 17
1-3 3. Roll Again 6. Rall Again 1-3 3. | Autocannon 5
- . . - 16
4. Roll Again 4. | Autocannon 5 HEAT DATA
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 10 13
. 1 . S' I
2. Roll Again Sensor Hits 0O 2. Roll Again 58 AmmoExp. avoidon 8+ om0 1o
4-6 3. Boll 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 (@) T0°
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22 Shutdown, avoid on 8+ ®) g*
20 -4 Movement Points 9] S5
19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ O 6
1. Hip ™ 1. Hip 17 +3 Modifier to Fire O G
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\govementlsomt‘s“_ @) 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +EUIEA8(\:I\iIfr?éI?\é8|Fir?S @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g' EO:: ﬁga!n Damage Transfer g EO:: ﬁga!n 8 +1 Modifier to Fire f
. Roll Again : . Roll Again _ i
\ d Diagram gJ PAN 5 1 Movement Points p .
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ARMOR DIAGRAM

Head (9)
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Right Torso

/ \ /4
'MECH DATA WARRIOR DATA
Type: WTH-1 WHITWORTH Name:
Movement Points: Tonnage: 40 Gunnery Skill: _  Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 12 | 3 1 4 | 5
Running: 6 2610 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
17 LRM10 LT 4 1/Msl 8 7 14 21 Left Arm Right Arm
1 LRM10 RT 4 1/Msl 8 7 14 21 (12) (12)
1 Medium Laser H 3 5 — 3 6 9
1 Medium Laser RA 3 5 — 3 6 9
1 Medium Laser LA 3 5 — 3 6 9 Left Right
Center
Leg Torso Leg
(8) Rear (7) (8)
Left Right
\ Torso Rear Torso Rear
5] B
p \\ / (6 (6]
Heat
CRITICAL HIT TABLE Head INTERNAL STRUCTURE DIAGRAM Zr ¥
. =
Left Arm 1. Life Support Right Arm Srerfon
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Medium Laser 13 3. Lower Arm Actuator
4. Medium Laser 5. Sensors 4. Medium Laser 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 56"
2. Roll Again ; E"Q!"e 2. Roll Again S5%
3. Roll Again - ENgine 3. Roll Again G
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro
21
1. Gyro 20*
Left Torso 2. Enaine Right Torso 19"
1. Single Heat Sink 4-6 9' 1. Single Heat Sink 18"
- - 4. Engine - .
2. Single Heat Sink . 2. Single Heat Sink -
5. Roll Again 17
3. [ LRM 10 : 3. |LRM 10
1-3 6. Roll Again 1-3 16
4. |LRM 10 4. [LRM 10 HEAT DATA
5. Ammo (LRM 10) 12 - - 5. Ammo [LRM 10) 12 15~
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 10 13
2. Roll Again S_ensor‘ Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4.6 3 PollAgain Life Support O 4-g 3 PollAgain 26 Shutdown, avoidon 10+ QO I
4. Roll Aga!n 4. Roll Aga!n o5 -5 Movement Points O o
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22 Shutdown, avoid on 8+ ®) g*
20 -4 Movement Points 9] S5
. 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ O 6
1. Hip T 1. Hip 17  +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\govementlsomt‘s“_ @) 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +EUIEA8(\:I\iIfr?éI?\é8|Fir?S @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g' j:mg jgz Damage Transfer g jﬁ:g jzz 8  +1 Modifier to Fire f
\ : Diagram : AN 5 -1 Movement Points / =
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ARMOR DIAGRAM

1T 1 I_LETETSIH

Head (9)

Left Torso Right Torso

'MECH RECORD SHEET
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/ \ /4
'MECH DATA WARRIOR DATA
Type: VND-1R VINDICATOR Name:
Movement Points: Tonnage: 45 Gunnery Skill: _  Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6
Running: 6 2826 Consciousness#| 3 | 5 | 7 |10] 11 |[Dead|
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
17 LRM5 LT 2 1/Msl 8 7 14 21 Right Arm
1 PPC RA 10 10 3 6 12 18 (14) (14)
1 Medium Laser H 3 5 — 3 6 9
1 Small Laser LA 1 3 - 1 2 3
Left Right
ng Center ngg
(18) Torso (18)
Rear (9)
Left Right
\ Torso Rear Torso Rear
5] B
p \\ / (6 (6)
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM gr-yiss
. =
Left Arm 1. Life Support Right Arm Srerfon
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Medium Laser 13 3. Lower Arm Actuator
4. Hand . Sensors 4. [PPC
- 5 S = 29
5. Small Laser 6. Life Support 5. | PPC 28*
6. Roll Again 6. | PPC 27
1. Roll Again Center Torso 1. Roll Again 56"
2. Roll Again ; E"Q!"e 2. Roll Again S5%
3. Roll Again - ENgine 3. Roll Again G
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro oY
1. Gyrc_) 20"
Left Torso 2. Enaine Right Torso 19"
1. Single Heat Sink 4-6 a Eng. 1. Single Heat Sink 18"
- - . gine . -
2. Single Heat Sink 2. Single Heat Sink -
. . 5. Jump Jet . . 17
1-3 3. Single Heat Sink 6. Jump Jet 1-3 3. Single Heat Sink
4. Single Heat Sink 4. Single Heat Sink HEAT DATA 16
5. LRM5 - - 5. Single Heat Sink 15%
6. Ammo [LRM 5) 24 Engine Hits 0O O 6. Roll Again Heat Heat Sinks: | [72*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 16 13
2. Roll Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoidon 10+ QO 11
4. Roll Aga!n 4. Roll Aga!n o5 -5 Movement Points le]e) o
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire OO
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ 00 g*
20 -4 Movement Points 88 S5
. 19 Ammo Exp. avoid on 4+
Left Leg Right Leg 18 Shutdown, avoidon 6+ O 6
1. Hip ™ 1. Hip 17 +3 Modifier to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}‘? I\govementlsomt‘s“_ O 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +EUIEA8(\:I\iIfr?éI?\é8|Fir?S O =
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g' "'éUIHnX ‘J",:'t Damage Transfer g ;UTAP Jgt 8 +1 Modifier to Fire f
. Roll Again : . Roll Again _ i
\ d Diagram gJ PAN 5 1 Movement Points p .




ARMOR DIAGRAM

Head (9)
Left Torso

CLASSIC

BATTILETESI-

Right Torso

’'MECH RECORD SHEET
/ \ /4
'MECH DATA WARRIOR DATA
Type: ENF-4R ENFORCER Name:
Movement Points: Tonnage: 50 Gunnery Skill: _  Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HtsTaken[1 |2 |3 1415 ] 6
Running: 6 2777 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Autocannon 10 RA 3 10 — 5 10 15
1 Large Laser LA 8 8 — 5 10 15
1 Small Laser LT 1 3 - 1 2 3
Center
Torso
Rear (4)
(0]
o
o
Left Right
\ Torso Rear © Torso Rear
\ / @) (@)
/ \ Heat
CRITICAL HIT TABLE Head INTERNAL STRUCTURE DIAGRAM Zr ¥
. =
Left Arm 1. Life Support Right Arm Drerfon
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
4. Large Laser 5. Sensors 4. [ Autocannon 10 29
5. Large Laser 6. Life Support 5. | Autocannon 10 28*
6. Roll Again 6. | Autocannon 10 27
1. Roll Again Cenper Torso 1. | Autocannon 10 26
2. Roll Again ; Eng!ne 2. | Autocannon 10 25+
3. Roll Again - ENgine 3. | Autocannon 10 G
4-6 4. Roll Again 1-3 3. Engine 4-6 4. | Autocannon 10 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro oY
1. Gyro 20*
Left Torso 2. Enaine Right Torso 19"
1. Single Heat Sink 4-6 9 1. Single Heat Sink 18"
- - 4. Engine - .
2. Single Heat Sink 5. Roll Again 2. Single Heat Sink 7
1-3 3. Small Laser Bl Roll Again 1-3 3. Ammo (AC 10) 10
"9 4. Roll Again . "9 4. Roll Again HEAT DATA 16
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 12 (ES
2. Roll Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ Q0 11
4. Roll Again 4. Roll Again 55  _5 Movement Points o0 —
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 AmmoExp.avoidon 6+ QO 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Points O S5
. 19 Ammo Exp. avoid on 4+
Left Leg Right Leg 18 Shutdown, avoidon 8+ O 5
1. Hip ™ 1. Hip 17 +3 Modifier to Fire (@) G
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}‘? I\govementlsomt‘s“_ O 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +EUIEA8(\:I\iIfr?éI?\é8|Fir?Q O =
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Jump Jet 5. Jump Jet 8 +1 Modifier to Fire 2
6. Jump Jet Damage Transfer 6. Jump Jet i 1
\ : Diagram : AN 5 -1 Movement Points / =
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Permission to photocopy for personal use.



CLASSIC

ILETESI-

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9) )
Left Torso Right Torso
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/ \ /4
'MECH DATA WARRIOR DATA
Type: HBK-4G HUNCHBACK Name:
Movement Points: Tonnage: 50 Gunnery Skill: _  Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HtsTaken[1 |2 |3 1415 ] 6
Running: 6 2572 Consciousness#| 3 | 5 | 7 |10] 11 [Dead|
Jumping: O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser RA 3 5 - 3 6 9 Left Arm
1 Medium Laser LA 3 5 — 3 6 9 (16) (18]
1 Autocannon 20 RT 7 20 — 3 6 9
1 Small Laser H 1 3 - 1 2 3
Left Right
Leg C_Irenter Leg
(20) orso (20)
Rear (5)
Left Right
\ Torso Rear Torso Rear
\ / @ (4
/ \ Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM Zr-¥iss
. H Overflow
Left Arm 1. Life Support Right Arm Left Torso (12) Right Torso (12)
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20"
1-3 3. Lower Arm Actuator 4. Small Laser 1-3 3. Lower Arm Actuator o
4. Hand Actuator 5. Sensors 4. Hand Actuator o 29
5. Medium Laser 6. Life Support 5. Medium Laser o 28*
6. Roll Again 6. Roll Again o 27
1. Roll Again Center Torso 1. Roll Again Left °{ rigne [257
2. Roll Again ; E"Q!"e 2. Roll Again Arm o} Arm I35+
3. Roll Again - Ehgine 3. Roll Again (8) (8] T
464" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 3. Gyro 6. Roll Again 22
6. Gyro
_ 21
1. Gyro Right 20~
Left Torso 2. Engine Right Torso ["182?] 19"
1. Ammo (AC 20)5 4-6 a Engine 1. [Autocannon 20 18"
2. Ammo [AC 20) 5 5. Single Heat Sink 2. | Autocannon 20 7
1-3 3. Roll Again 6. Rall Again 1-3 3. | Autocannon 10
4. Roll Again 4. | Autocannon 20 HEAT DATA 16
5. Roll Again - - 5. | Autocannon 20 15%
6. Roll Again Engine H!I:S 000 B. | Autocannon 20 Heat Heat Sinks: 14*
1. Roll Again Gyro H!ts oo 1. | Autocannon 20 L%’SI* Shutdovl\f:fecr‘s 5_1 3I 13*
g. Eo:: ﬁga!n Sensor Hits OO g ﬁutocannon gg 58  Ammo Exp. avoid on 8+ 89(; 12
4.5 Fonen Life Support O 4-6 3 | futocannon 20 26 Shutdown. avoid on 10+ <5< K
- gal - L ! 25 -5 Movement Points T0°
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire (e]o]
6. Roll Again 6. Roll Again 23 AmmoExp.avoidon 6+ QO 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Points 0O S5
. 19 Ammo Exp. avoid on 4+
Left Leg Right Leg 18 Shutdown, avoidon 8+ O 5
1. Hip ™ 1. Hip 17 +3 Modifier to Fire O G
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}‘? I\govementlsomt‘s“_ O 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 14 utdown, avoid on ©)
13 +2 Moadifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Single Heat Sink D T P 5. Single Heat Sink 8 +1 Modifier to Fire 2
6. Single Heat Sink amage 'ransier g, single Heat Sink 5 -1 Movement Points 1
\ Diagram J \ / 5
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ARMOR DIAGRAM

Head (9)
Left Torso
(11)

Right Torso
(11
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/ \ /4
'MECH DATA WARRIOR DATA
Type: TBT-5N TREBUCHET Name:
Movement Points: Tonnage: 50 Gunnery Skill: _  Piloting Skill: _
Walking: 5 Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6
Running: 8 2780 Consciousness#| 3 | 5 | 7 |10] 11 |[Dead|
Jumping: O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM15 LA 5 1/Msl 6 7 14 21
1 LRM 15 RT 5 1/Msl 6 7 14 21
1 Medium Laser LA 3 5 — 3 6 9
2 Medium Laser RA 3 5 - 3 6 9
Center
(15) RTorso (15)
ear (7]
Left Right
\ Torso Rear Torso Rear
5 5
p \\ / (5] (5]
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM gr-yiss
. H Overflow
Left Arm 1. Life Support Right Arm Left Torso (12) Right Torso (12)
1. Shoulder 2. Sensors 1. Shoulder —J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 20"
1-3 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o
4. Hand Actuator 5. Sensors 4. Medium Laser o 29
5. [LRM 15 6. Life Support 5. Medium Laser o 28*
6. |LRM 15 6. Roll Again ) 57
1. lLRM 15 Center Torso 1. Roll Again Left °{ rigne [257
2. Medium Laser ; Eng!ne 2. Roll Again Arm o} Arm [25%
3. Roll Again - Engine 3. Roll Again (8) (8) =
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro oY
1. Gyro Right 20"
Left Torso g E:g::: Right Torso ["18&?] o
1. Ammo (LRM 15) 8 46, Eng- 1. [LRM 15 18"
. . gine
2. Roll Again 5. Roll Again 2. |LRM 15 17
1-3 3 Roll Again 6. Roll Again 1-33 LLRM 15
4. Roll Again . 4. Ammo [LRM 15) 8 HEAT DATA 16
5. Roll Again - - 5. Roll Again 15%
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 10 13
2. Roall Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 56 Shutdown, avoidon 10+ O 11
4. Roll Again 4. Roll Again 25 -5 Movement Points (@) T0°
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22 Shutdown, avoid on 8+ ®) g*
20 -4 Movement Points 9] S5
. 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ O 6
1. Hip T 1. Hip 17  +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\govementlsomt‘s“_ @) 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +QU|E/|8(\;,|Yf?'e,?\églFigg @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g' gg:: 282:2 Damage Transfer g Eg:: ﬁgz:: 8  +1 Modifier to Fire f
\ : Diagram : AN 5 -1 Movement Points / =
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'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)

Left Torso Right Torso
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/ \ /4
'MECH DATA WARRIOR DATA
Type: DV-6M DERVISH Name:
Movement Points: Tonnage: 55 Gunnery Skill: ___ Piloting Skill: _
Walking: 5 Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6
Running: 8 2520 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM10 LT 4 1/Msl 8 7 14 21 Left Arm Right Arm
1 LRM10 RT 4 1/Msl 8 7 14 21 (10] (10)
1 Medium Laser LA 3 5 — 3 6 9
1 Medium Laser RA 3 5 - 3 6 9
1 SAM2 LA 22/Msl — 3 6 9 Left Right
1 SAM2 RA 22/Msl — 3 6 9 Leg Center Leg
(15) Torso (15)
Rear (4]
Left Right
\ Torso Rear Torso Rear
4 4
p \\ / (4) 4
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM gr-yiss
. =
Left Arm 1. Life Support Right Arm Srerfon
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator oo
4. Medium Laser 5. Sensors 4. Medium Laser 88 29
5. SRM2 6. Life Support 5. SRM2 00 28*
6. Ammo (SRM 2) 50 6. Ammo (SRM 2) 50 o9 =7
1. Roll Again Center Torso 1. Roll Again 09 56"
2. Roll Again ; E"Q!"e 2. Roll Again 00 S5%
3. Roll Again - ENgine 3. Roll Again G
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro
21
1. Gyro 20"
Left Torso 2. Enaine Right Torso 19"
1.[LtRmM 10 46, 3 1. [LtRm 10 o
2. |LRM 10 5. dump Jet 2. [LrRm 10 —
4.3 3 Ammo (LRM 10} 12 B Roll Ao 3. Ammo (LRM 10) 12
- - : gain 1-3 A 16
4. Roll Again 4. Roll Again HEAT DATA
5. Roll Again - - 5. Roll Again 15%
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 10 13
2. Roall Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4.6 3 PollAgain Life Support O 4-g 3 PollAgain 26 Shutdown, avoidon 10+ QO I
4. Roll Again 4. Roll Again 25 -5 Movement Points (@) T0°
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22 Shutdown, avoid on 8+ ®) g*
20 -4 Movement Points 9] S5
. 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ O 6
1. Hip T 1. Hip 17  +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\govementlsomt‘s“_ @) 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +QU|E/|8(\;,|Yf?'e,?\églFigg @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g. j:mg jg: Damage Transfer g- jﬂ:g jz't: 8  +1 Modifier to Fire f
\ : Diagram : AN 5 -1 Movement Points / =




CLASSIC

ARMOR DIAGRAM

Head (9]

I E— I E—— ) n Left Torso Right Torso
1 1 1 o
e —
'MECH RECORD SHEET
/ \ /4
'MECH DATA WARRIOR DATA
Type: DRG-1N DRAGON Name:
Movement Points: Tonnage: 60 Gunnery Skill: ___ Piloting Skill: _
Walking: 5 Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6
Running: 8 2754 Consciousness#| 3 | 5 | 7 |10] 11 |[Dead|
Jumping: O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Ln ~ S
y Typ g g /"\.‘ (
1 LRM10 CT 4 1/Msl B 7 14 21 | /ot 1’1‘?"?" § Right Arm
1 Autocannon 5 RA 1 5 3 6 12 18 w%’ﬁ‘ — (14) (14)
1 Medium Laser LA 3 5 — 3 B 9 il fiﬂﬂ%‘u‘.‘,\
R = T
1 Medium Laser LTR3 5 — 3 B 9 ‘\%{EE‘F 1l "‘\
W A
S Left Right
Leg Center Leg
(8] Rear (12 18]
Left Right
\ Torso Rear Torso Rear
Lo (8 8
p \\ / (8] (8)
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM gr-yiss
. H =
Left Arm 1. Life Support Right Arm Left Torso (14) oo Right Tarso (14] Overfiow
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
4. Medium Laser 5. Sensors 4. | Autocannon 5 29
5. Roll Again 6. Life Support 5. |Autocannon 5 28*
6. Roll Again 6. |Autocannon 5 27
1. Roll Again Cenper Torso 1. [Autocannon 5 Left Right | 26*
2. Roll Again ; E"Q!"e 2. Roll Again Arm 35 od Arm [25-
3. Roll Again - Engine 3. Roll Again (10) (10) =
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro oY
1. Gyrc_) ||:Eeﬁ§ FiLight 50"
Left Torso 2. Engine Right Torso (4) VR K
1. Medium Laser (R) 4-6 a Engine 1. Ammo (AC 5) 20 18"
2. Ammo [LRM 10) 12 5 [LRM 10 2. Ammo [AC 5) 20 T
1-3 3. Ammo (LRM 10] 12 Bl I:LRM 10 1-3 3. Roll Again
"9 4. Roll Again . "9 4. Roll Again HEAT DATA 16
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine H!I:S (oo Jo) 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 10 13
2. Roall Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoidon 10+ QO 11
4. Roll Aga@n 4. Roll Aga!n o5 -5 Movement Points O o
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22 Shutdown, avoid on 8+ ®) g*
20 -4 Movement Points 9] S5
. 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ O 6
1. Hip T 1. Hip 17  +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\govementlsomt‘s“_ @) 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 14 utdown, avoid on @)
13 +2 Moadifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
. ; v h 2
g. gg:: ﬁgg:g Damage Transfer g Eg:: ﬁgz:: 8  +1 Modifier to Fire -
\ : d Diagram : gJ PAN 5 -1 Movement Points J .
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CLASSIC

TI1TILETES

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

(14]

/ \ /4
'MECH DATA WARRIOR DATA
Type: GKD-4G QUICKDRAW Name:
Movement Points: Tonnage: 60 Gunnery Skill: _  Piloting Skill: _
Walking: 5 Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6
Running: 8 2779 Consciousness#| 3 | 5 | 7 |10] 11 |[Dead|
Jumping: 5
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM10 LT 4 1/Msl 8 7 14 21 Right Arm
1 SRM4 CT 32/Msl — 3 6 8
1 Medium Laser LA 3 5 — 3 6 9
1 Medium Laser RA 3 5 - 3 6 9
2 Medium Laser RT (R) 3 5 - 3 6 9
Center
(15) Torso (15)
Rear (8)
\ Torso Rear Torso Rear
7 7
p \\ / :: (7] (7
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM gr-yiss
_ . Head (Overfion)
Left Arm 1. Life Support Right Arm Left Torso (14)  § Right Torso (14)
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Single Heat Sink 13 3. Lower Arm Actuator
4. Hand Actuator 5. Sensors 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. Medium Laser 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again Left Right [267
2. Roll Again ; E"Q!"e 2. Roll Again Arm 35 od Arm [25-
3. Roll Again - Engine 3. Roll Again (10) (10) =
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 3. Gyro 6. Roll Again 22+
6. Gyro oY
1. Gyrc_) ] Il:eeg FiLight 20"
Left Torso 2. Engine Right Torso 14 d o
3. Engine (14 (14)
1. Jump Jet 4-6 4. Enagi 1. Jump Jet 18*
. gine
2. Jump Jet 5. Jump Jet 2. Jump Jet 17
1-3 3. |LRM 10 Bl SRM 4 1-3 3. Medium Laser (R)
"9 4. |LRM 10 . "9 4. Medium Laser (R) HEAT DATA 16
5. Ammo (LRM 10) 12 - - 5. Ammo [SRM 4) 25 15
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level  orects 13 13
2. Roll Again S_ensor‘ Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoidon 10+ QQ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points e]e) T0°
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire o0
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ O] g*
20 -4 Movement Points 8 S5
. 19 Ammo Exp. avoid on 4+
Left Leg Right Leg 18 Shutdown, avoid on B+ Q) 6
1. Hip ™ 1. Hip 17 +3 Modifier to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}‘? I\govementlsomt‘s“_ O 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +QU|E/|8(\;,|Yf?'e,?\églFigg (@) =
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g' EO:: ﬁga?n Damage Transfer g EO:: ﬁgain 8 +1 Modifier to Fire f
. Roll Again : . Roll Again _ i
\ 9 Diagram g PAN 5 1 Movement Points p .
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ARMOR DIAGRAM

1T 1 I_LETETSIH

Head (9)

Left Torso Right Torso

'MECH RECORD SHEET

e AT\
'MECH DATA
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/4
WARRIOR DATA
Type: CPLT-C1 CATAPULT Name:
Movement Points: Tonnage: 65 Gunnery Skill: _  Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6
Running: 6 2561 Consciousness#| 3 | 5 | 7 |10] 11 |[Dead|
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
17 LBM15 RA 5 1/Msl B8 7 14 21 Right Arm
1 LRM 15 LA 5 1/Msl 6 7 14 21
2 Medium Laser CT 3 5 — 3 6 9
1 Medium Laser LT 3 5 - 3 6 9
1 Medium Laser RT 3 5 - 3 6 9
Center
(18) Torso (18)
Rear (11)
Left Right
\ Torso Rear Torso Rear
8 8
p \\ / (8 (8)
Heat
CRITICAL HIT TABLE Head INTERNAL STRUCTURE DIAGRAM Zr ¥
. H Overflow
Left Arm 1. Life Support Right Arm Right Torso (15)
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. | LRM 15 4. Single Heat Sink 1-3 3. | LRM 15
4. | LRM 15 5. Sensors 4. |LRM 15 29
5. LLRM 15 6. Life Support 5. LLRM 15 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again Right [267
2. Roll Again ; E"Q!"e 2. Roll Again Arm [Z5+
3. Roll Again - Engine 3. Roll Again (10) =
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro
_ 21
1. Gyro Right 20"
Left Torso 2. Engine Right Torso Leg o
3. Engine (13)
1. Jump Jet 4-6 4. Engine 1. Jump Jet 18*
2. Jump Jet ) 9 2. Jump Jet
5. Medium Laser ' 17*
1-3 3. Medum Laser 6. Medium Laser 1-3 3. Medium Laser
4. Ammo [LRM 15) 8 4. Ammo [LRM 15) 8 HEAT DATA 16
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 15 13
2. Roll Again S_ensor‘ Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ QQO 11
4. Roll Again 4. Roll Again 25 -5 Movement Points e]0) T0°
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire o0
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ 00 g*
20 -4 Movement Points 80 S5
. 19 Ammo Exp. avoid on 4+
Left Leg Right Leg 18 Shutdown, avoid on 8+ QO 6
1. Hip ™ 1. Hip 17 +3 Modifier to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}‘? I\govementlsomt‘s“_ O 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +QU|E/|8(\;,|Yf?'e,?\églFigg O =
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Single Heat Sink D T P 5. Single Heat Sink 8 +1 Modifier to Fire 2
B. Single Heat Sink amage 'ransier g, single Heat Sink 5 1M ¢ Point 1
\ Diagram \ -1 Movement Points p .




CLASSIC
B I F F n I-I Left Torso ead (9) Right Torso

'MECH RECORD SHEET

/ \ /4
'MECH DATA WARRIOR DATA
Type: JMB-S JAGERMECH Name:
Movement Points: Tonnage: 65 Gunnery Skill: ___ Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6
Running: 6 2774 Consciousness#| 3 | 5 | 7 |10] 11 |[Dead|
Jumping: O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Autocannon 5 RA 1 5 3 6 12 18
1 Autocannon 5 LA 1 5 3 6 12 18
1 Autocannon 2 RA 1 2 4 8 16 24
1 Autocannon 2 LA 1 2 4 8 16 24
1 Medium Laser RT 3 5 - 3 6 9
1 Medium Laser IT 3 5 — 3 6 9 Center
Torso
Rear (5]
o O
o
Left o o Right
\ Torso Rear Torso Rear
\ / , (3 (3)
/ \ Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM gr-yiss
. H (Oueriion)
Left Arm 1. Life Support Right Arm Right Torso (15)
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. |Autocannon 5 4. Roll Again 13 3. | Autocannon 5
4. | Autocannon 5 5. Sensors 4. | Autocannon 5 29
5. |Autocannon 5 6. Life Support 5. | Autocannon 5 28*
6. |Autocannon 5 6. | Autocannon 5 27
1. Autocannon 2 Cenper Torso 1. Autocannon 2 Right | 26*
2. Roll Again ; E"Q!"e 2. Roll Again Arm [Z5+
3. Roll Again - Engine 3. Roll Again (10) =
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 3. Gyro 6. Roll Again 22+
6. Gyro oY
1. Gyro Right 20"
Left Torso 2. Engine Right Torso Leg o
. 3. Engine . (13)
1. Medium Laser 4-6 4. Engine 1. Medium Laser 18*
2. Ammo (AC 5) 20 5. Ammo (AC 2) 45 2. Ammo (AC 5) 20 17"
1-3 3. Roll Again 6. Rall Again 1-3 3. Roll Again
i ; 16
4. Roll Again 4. Roll Again HEAT DATA
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level  orects 10 13
2. Roall Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 56 Shutdown, avoidon 10+ O 11
4. Roll Again 4. Roll Again 25 -5 Movement Points (@) T0°
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ O 9
22 Shutdown, avoid on 8+ ®) g*
20 -4 Movement Points 9] S5
. 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown, avoid on B+ O 6
1. Hip T 1. Hip 17  +3 Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}? I\govementlsomt‘s“_ @) 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +QU|E/|8(\;,|Yf?'e,?\églFigg @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g' gg:: 282:2 Damage Transfer g Eg:: ﬁgz:: 8  +1 Modifier to Fire f
\ : Diagram : AN 5 -1 Movement Points / =
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CLASSIC

1T 1 I_LETETSIH

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/ \ /4
'MECH DATA WARRIOR DATA
Type: GHR-5H GRASSHOPPER Name:
Movement Points: Tonnage: 70 Gunnery Skill: _  Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6
Running: 6 2786 Consciousness#| 3 | 5 | 7 |10] 11 |[Dead|
Jumping: 4
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser CT 8 8 — 5 10 15 Left Arm Right Arm
1 Medium Laser IT 3 5 — 3 6 9 (22) (22)
1 Medium Laser RA 3 5 — 3 6 9
1 Medium Laser LA 3 b5 - 3 6 9
1 Medium Laser RT 3 5 - 3 6 9 Left Right
1 LRM5 H 21/Msl 8 7 14 21 Leg Center Leg
Torso (26)
Rear (13)
Left Right
\ Torso Rear Torso Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE Head INTERNAL STRUCTURE DIAGRAM Zr ¥
. H Overflow
Left Arm 1. Life Support Right Arm Right Torso (15)
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 20"
1-3 3. Lower Arm Actuator 4. LBRM5 13 3. Lower Arm Actuator °
4. Hand Actuator 5. Sensors 4. Hand Actuator o 29
5. Single Heat Sink 6. Life Support 5. Single Heat Sink o 28*
6. Medium Laser 6. Medium Laser o 27
Center Torso -
1. Roll Again . 1. Roll Again o\ Right | 26
2. Roll Again ; E"Q!"e 2. Roll Again °! arm [3o7
3. Roll Again - Engine 3. Roll Again (11 =
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro oY
1. Gyro Right 20"
Left Torso 2. Engine Right Torso ["fgl 19"
1. Single Heat Sink 4-6 9' 1. Single Heat Sink 18"
- - 4. Engine - .
2. Single Heat Sink 2. Single Heat Sink -
. . 5. |Large Laser . . 17
3. Single Heat Sink 3. Single Heat Sink
1-3 - - 6. [Large Laser 1-3 - X 16
4. Single Heat Sink 4. Single Heat Sink HEAT DATA
5. Single Heat Sink - - 5. Medium Laser 15%
6. Medium Laser Engine Hits OO O 6. Ammo (LRM 5) 24 Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 22 13
2. Roll Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Boll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ QQQO 11
4. Roll Again 4. Roll Again 25 -5MovementPoints QOO T0°
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire lele)
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ 00 g*
20 -4 Movement Points 88 S5
. 19 Ammo Exp. avoid on 4+
Left Leg Right Leg 18  Shutdown, avaid on 6+ QO 6
1. Hip ™ 1. Hip 17 +3 Modifier to Fire OO 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}‘? I\govementlsomt‘s“_ [e]e) 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +QU|E/|8(\;,|Yf?'e,?\églFigg (e]®) =
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Jump Jet 5. Jump Jet 8 +1 Modifier to Fire 2
6. Jump Jet Damage Transfer 6. Jump Jet i 1
\ : Diagram : AN 5 -1 Movement Points / =
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CLASSIC

1T 1 I_LETETSIH

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso
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Right Arm

(24)

Right
Leg
(33)

Torso Rear
(10

Heat

Overflow

) S
30*
29

28*
27

26
25*
24*
23*
20
21

20*
19
18*
17*
16

15%
14
13*
12
11
107

/ \ /4
'MECH DATA WARRIOR DATA
Type: AWS-8Q AWESOME Name:
Movement Points: Tonnage: 80 Gunnery Skill: _  Piloting Skill: _
Walking: 3 Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6
Running: 5 2665 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPC RA 10 10 3 B 12 18
1 PPC RT 10 10 3 6 12 18 (24)
1 PPC LT 170 10 3 6 12 18
1 Small Laser H 1 3 - 1 2 3
Left
ng Center
(33) Torso
Rear (19)
\ Torso Rear
10
/ \\ / e
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM gr-yiss
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. Small Laser 13 3. Lower Arm Actuator
4. Hand Actuator 5. Sensors 4. [PPC
5. Roll Again 6. Life Support 5. | PPC
6. Roll Again 6. | PPC
1. Roll Again Center Torso 1. Single Heat Sink
2. Roll Again 1. Engine 2. Single Heat Sink
4.5 3 Poll Again 2. Engine 4.5 3 Single Heat Sink
4. Roll Again 1-3 3 Engine 4. Single Heat Sink
5. Roll Again 4. Gyro 5. Single Heat Sink
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro
1. Gyro
Left Torso g E:g::: Right Torso
1. [PPC 46, 3 1. [PPC
2.| Prc ©oaname , 2. |pprc
3' PPC 5. Single Heat Sink 3' PPC
1-3 4. “Single Heat Sink 8. Single Heat Sink 1-3 4. “Single Heat Sink HEAT DATA
5. Single Heat Sink . . 5. Single Heat Sink
B. Single Heat Sink Engine Hits OO O B. Single Heat Sink Heat Heat Sinks:
1. Single Heat Sink Gyro Hits 0O 1. Roll Again e o et 28
2. Single Heat Sink Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single
4-6 3. Boll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ QQQO
4. Roll Again 4. Roll Again 25 -5MovementPoints QOO
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire 000
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ lolele)
22 Shutdown, avoid on 8+
20 -4 Movement Points 888
. 19 Ammo Exp. avoid on 4+
Left Leg nght Leg 18 Shutdown,avoid on 8+ QQOQO
1. Hip ™ 1. Hip 17 +3 Modifier to Fire OOO
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}‘? I\govementlsomt‘s“_ [e]e)
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +QU|E/|8(\;,|Yf?'e,?\églFigg (e]®)
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Single Heat Sink D T P 5. Single Heat Sink 8 +1 Modifier to Fire
B. Single Heat Sink amage 'ransier g, single Heat Sink 5 1M ¢ Point
\ Diagram PAN -1 Movement Points p
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CLASSIC

I B I = . n Left Torso Head (9)
BATITLLETECI

'MECH RECORD SHEET

ARMOR DIAGRAM

Right Torso
(18]

/ \ /4
'MECH DATA WARRIOR DATA o
@)
Type: ZEU-6S ZEUS Name: o g
Movement Points: Tonnage: 80 Gunnery Skill: _  Piloting Skill: _ © @)
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6 8 (@)
Running: 6 2787 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead o O
Jumping: O o (@)
- @)
Weapons & Equipment Inventory (hexes) © 5
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LT 8 8 — 5 10 15 Right Arm
1 LRM15 RA 5 1/Msl 8 7 14 21 (22)
1 Medium Laser LT(R]) 3 5 — 3 6 9
1 Medium Laser CT 3 b5 - 3 6 9
1 Autocannon 5 LA 1 5 3 6 12 18 Left Right
Center
Leg Torso Leg
(24) Rear (9) (24)
Left Right
\ Torso Rear Torso Rear
6 6
p \\ / (6 (6)
Lo Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM gr-¥iss
. =
Left Arm 1. Life Support Right Arm Drertor
1. Shoulder 2. Sensors 1. Shoulder —J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
“9 4. [ Autocannon 5 5. Sensors 4. [LRM 15 29
5. | Autocannon 5 6. Life Support 5. | LRM 15 28*
6. | Autocannon 5 6. |[LRM 15 27
1. | Autocannon 5 Cenper Torso 1. Roll Again 26
2. Ammo [AC 5) 20 ; E"Q!"e 2. Roll Again S5%
3. Roll Again - ENgine 3. Roll Again G
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro
21
1. Gyro 20*
Left Torso 2. Enaine Right Torso 19"
1. I:Il:arge Laser 46 Engine 1. Ammo [LRM 15) 8 e
2. [Large Laser 5. Single Heat Sink 2. Roll Again 17
3. Medium Laser (R) . 3. Roll Again
1-3 . 6. Medium Laser 1-3 . 16
4. Roll Again 4. Roll Again HEAT DATA
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 17 13
2. Roll Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Boll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoidon 10+  QQ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o]0 T0°
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire 00
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ Q0 g*
20 -4 Movement Points 88 S5
. 19 Ammo Exp. avoid on 4+
Left Leg Right Leg 18 Shutdown, avaidon 6+ QO 6
1. Hip ™ 1. Hip 17 +3 Modifier to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}‘? I\govementlsomt‘s“_ O 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +QU|E/|8(\;,|Yf?'e,?\églFigg O =
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Single Heat Sink D T P 5. Single Heat Sink 8 +1 Modifier to Fire 2
B. Single Heat Sink amage 'ransier g, single Heat Sink 5 -1 Movement Points 1
\ Diagram J \ / 5
© 2006 WizKids, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of WizKids, Inc. All rights reserved.
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1T 1 I_LETETSIH

'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso
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/ \ /4
'MECH DATA WARRIOR DATA
Type: CP-10-Z CYCLOPS Name:
Movement Points: Tonnage: 90 Gunnery Skill: _  Piloting Skill: _
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6
Running: 6 2710 Consciousness#| 3 | 5 | 7 |10/ 11 |Dead
Jumping: O
Weapons & Equipment Inventory (hexes) A\
Gty Type Loc Ht Dmg Min Sht Med Lng { '\
1 Aut 20 RT 7 20 — 3 6 9 R Right A
utocannon ! n«V@ 4 ight Arm
1 LRM 10 LT 4 1/Msl 8 7 14 21 ‘z)};‘ "{/
. puprZaded( M 4
1 Medium Laser RA 3 5 — 3 B 9 2 @}/’\t“\
. 2oyl
1 Medium Laser AN 3 5 - 3 6 9 = \7"
1 SRM4 CT 32/Msl — 3 6 8 N \A.\“M.’»
M 7 ' Center
a (17) Torso (17)
Rear (11)
Left Right
\ Torso Rear Torso Rear
8 8
p \\ / (8 (8)
i Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM gr-yiss
. H Overflow
Left Arm 1. Life Support Right Arm Right Torso (19)
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
4. Hand Actuator 5. Sensors 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. Medium Laser 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again Right [267
2. Roll Again ; E"Q!"e 2. Roll Again Arm [Z5+
3. Roll Again - Engine 3. Roll Again (15) =
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro
_ 21
1. Gyro Right 20"
Left Torso 2. Engine Right Torso ["1899] 19"
1.[LRM 10 46, 3 1. [Autocannon 20 T
2. | LRM 10 ) g 2. | Autocannon 20 m
3. Ammo (AC 20) 5 5. SRM4 3. | Autocannon 20 17
1-34 Ammo(AC 20)5 6. Ammo (SRM 4) 25 1-3 4. | Autocannon 20 HE AT DATA 16
5. Ammo (LRM 10) 12 . . 5. | Autocannon 20 15*
6. Roll Again Engine Hits 0O O 6. | Autocannon 20 Heat Heat Sinks: 14*
1. Roll Again Gyro H!ts oo 1. | Autocannon 20 L%’SI* Shutdovl\f:fecr‘s _12 13*
2. Roll Again S.enSOT‘ Hits OO 2. | Autocannon 20 58  Ammo Exp. avoid on B+ Single 12
4-6 8. Roll Again Life Support O 4-6 3. | Autocannon 20 26 Shutdown, avoid on 10+ QO T
4. Roll Again 4. | Autocannon 20 o5 -5 Movement Points le]e) -
5. Roll Again 5. Ammo (AC 20) 5 24  +4 Modifier to Fire o} 10
6. Roll Again 6. Ammo (AC 20) 5 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Points 8 S5
. 19 Ammo Exp. avoid on 4+
Left Leg Right Leg 18 Shutdown, avoidon 6+ O 6
1. Hip ™ 1. Hip 17 +3 Modifier to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}‘? I\govementlsomt‘s“_ O 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +QU|E/|8(\;,|Yf?'e,?\églFigg O =
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
s Polagen R e S o ?
\ : 9 Diagram : 9 PAN 5 -1 Movement Points /=
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

©) @)
’'MECH RECORD SHEET 80 o%
/ \ /4 O O
'MECH DATA WARRIOR DATA 96 03
O O
Type: BNC-3E BANSHEE Name: 80 08
Movement Points: Tonnage: 95 Gunnery Skill: ___ Piloting Skill: __ e) O O e
Walking: 4 Tech Base: Inner Sphere HtsTaken[ 1 |2 |3 1415 ] 6 08 80
Running: 6 2495 Consciousness#| 3 | 5 | 7 |10/( 11 |Dead| 80 (@) 8
Jumping: O @) @)
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPC RT 170 10 3 6 12 18 Left Arm Right Arm
1 Autocannon 5 LT 1 5 3 6 12 18
1 Small Laser H 1 3 -1 2 3
Left Right
(26) Rear (17) (26)
Left Right
\ Torso Rear Torso Rear
10 10
p \\ / (10) (10)
Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM gr-yiss
. =
Left Arm 1. Life Support Right Arm Srerfon
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator
4. Hand Actuator 5. Sensors 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center Torso 1. Roll Again 56"
2. Roll Again ; E"Q!"e 2. Roll Again S5%
3. Roll Again - ENgine 3. Roll Again G
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro
21
1. Gyro 20"
Left Torso g E:g::: Right Torso 19"
1. [ Autocannon 5 4-6 4' Eng' 1. [ PPC 18*
. gine
2. | Autocannon 5 : 2. | PPC -
5. Roll Again 17
1-3 3. | Autocannon 5 6. Roll Again 1-3 3. L PPC
4. | Autocannon 5 4. Roll Again HEAT DATA 16
5. Ammo (AC 5) 20 - - 5. Roll Again 15*
6. Roll Again Engine Hits 0O O 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro Hits 0O 1. Roll Again Level” o ects 16 13
2. Roall Again Sensor Hits OO 2. Roll Again D8 Ammo Exp. avoid on 8+ Single 15
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoidon 10+  QQO 11
4. Roll Again 4. Roll Again 25 -5 Movement Points e]0) T0°
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire o0
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ 00 9
22 Shutdown, avoid on 8+ g*
20 -4 Movement Points 88 S5
. 19 Ammo Exp. avoid on 4+
Left Leg Right Leg 18 Shutdown, avoidon 6+ O 6
1. Hip ™ 1. Hip 17 +3 Modifier to Fire O 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}‘? I\govementlsomt‘s“_ O 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 14 utdown, avoid on O
13 +2 Moadifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
i i i . ) 2
g' gg:: 282:2 Damage Transfer g gg‘”grg;ﬁat Sink 8  +1 Modifier to Fire =
\ : Diagram : AN 5 -1 Movement Points / =
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'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

(e)e]
/ 56
MECH DATA WARRIOR DATA 88
Type: AS7-D ATLAS Name: 80
Movement Points: Tonnage: 100 Gunnery Skill: ____ Piloting Skill: ___ OO
Walking: 3 Tech Base: Inner Sphere HitsTaken[ 1 |2 13 1 4 | 5] 6 O
Running: 5 2755 Consciousness#| 3 | 5 | 7 |10] 11 |[Dead| ©)
Jumping: O
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Autocannon 20 RT 7 20 — 3 6 9 Left Arm Right Arm
1 LRM20 LT 6 1/Msl 8 7 14 21
2 Medium Laser CT(R]) 3 5 — 3 6 9
1 Medium Laser RA 3 5 - 3 6 9
1 Medium Laser LA 3 5 - 3 6 9 Left Right
1 SRAME LT 42/Msl — 3 6 9 Leg Center Leg
(41) Torso (41)
Rear (14]
\ Torso Rear Torso Rear
10 10
p \\ / (10) (10)
v Heat
CRITICAL HIT TABLE Head AW INTERNAL STRUCTURE DIAGRAM gr-yiss
. =
Left Arm 1. Life Support Right Arm Srerfon
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. Single Heat Sink 13 3. Lower Arm Actuator
4. Hand Actuator 5. Sensors 4. Hand Actuator 29
5. Single Heat Sink 6. Life Support 5. Single Heat Sink 28*
6. Medium Laser 6. Medium Laser 27
1. Roll Again Center Torso 1. Roll Again 56"
2. Roll Again ; E"Q!"e 2. Roll Again S5%
3. Roll Again - ENgine 3. Roll Again G
4-6 4" Roll Again 1.3 3. Engine 464 Roll Again 22
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2o~
6. Gyro
21
1. Gyro 20"
Left Torso g E:g::: Right Torso 19"
1. Single Heat Sink 4-6 4' Engine 1. [Autocannon 20 18*
2. [LRM 20 v 2. | Autocannon 20
5. Medium Laser (R) 17*
3. | LRM 20 . 3. | Autocannon 20
1-3 6. Medium Laser (R) 1-3 16
4. | LRM 20 4. | Autocannon 20 HEAT DATA
5. | LRM 20 - - 5. | Autocannon 20 15%
6. | LRM 20 Engine Hits 0O O 6. | Autocannon 20 Heat Heat Sinks: 14*
1.[sRM B Gyro Hits 0O 1. | Autocannon 20 Level” o ects 20 13
2. [sRms Sensor Hits 0O 2. | Autocannon 20 D8 Ammo Exp. avoid on 8+ Single 1o
4-6 3. Ammo (LRM 20) 6 Life Suppor‘t (o) 4-6 3. | Autocannon 20 26 Shutdown, avoidon 10+  QQ 1
4. Ammo (LRM 20) 6 4. | Autocannon 20 o5 -5 Movement Points 00 -
5. Ammo (SRM B) 15 5. Ammo(AC20)5 54 +4 Modifier to Fire 30 10
6. Roll Again 6. Ammo(AC20)5 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ 00 g*
20 -4 Movement Points 88 S5
. 19 Ammo Exp. avoid on 4+
Left Leg Right Leg 18 Shutdown, avaidon6+ QO 6
1. Hip ™ 1. Hip 17 +3 Modifier to Fire OO 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 é}‘? I\govementlsomt‘s“_ [eo]e) 2
3. Lower Leg Actuator GAMES 3. Lower Leg Actuator 13 +QU|E/|8(\;,|Yf?'e,?\églFigg (e]®) =
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Single Heat Sink D T P 5. Single Heat Sink 8 +1 Modifier to Fire 2
B. Single Heat Sink amage 'ransier g, single Heat Sink 5 1M ¢ Point 1
\ Diagram \ -1 Movement Points p
(8]
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