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Gladiator

Groundhog
Gorilla
Salrilla
HeavyHauler
PowerLoader
Tunnel Rat
Krise

Previous record sheet volumes grouped all unit types
together and then organized per tonnage. However, this
often ignored the organization of the corresponding Technical
Readout, creating disconnect for players moving from a
Technical Readout to a record sheet volume to find the unit
they're looking for.

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

Smoothgoliath to instantly move to a given section, or to the start of a given
INDUSTRIALMECHS unit’s record sheets.

Chaffee
Pompier
Harvester Ant
Shugosha
CattleMaster
Copper
ForestryMech
Peacekeeper
Carbine
Crosscut
Harvester
Marco

Dig King
Peacemaker
Powerman

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
Buster from Tactical Operations—then that record sheet is generally not
Jabberwocky appropriate for tournament player (individual tournaments will spell
Heavy Lifter out the specifics of whether such designs can or cannot be used).

Dig Lord

Lumberjack ERAS

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

Scavenger

Vampyr
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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.)
A

¥,
«

: "j
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.

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-

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 po="
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

™

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.
P
s
ComStar, the protectors and controllers of interstellar L

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.

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

DARK AGE (3132+) AT
Under the guidance of Devlin Stone, the Republic 5

of the Sphere is born at the heart of the Inner Sphere &

following the Jihad. One of the more extensive peri-

brace disarmament and the massive armies of the

ods of peace begins to break out as the 32nd century
dawns. The factions, to one degree or another, em-

Succession Wars begin to fade. However, in 3132 eighty

percent of interstellar communications collapses, throwing the universe
into chaos. Wars almost immediately erupt and the factions begin re-
building their armies.

SOURCEBOOKS

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

Note that if a Catalyst Game Labs’ BattleTech product does not contain
an era logo, then it is considered a core rulebook or supplement to be
used across all eras, such as the Introductory Box Set, Total Warfare and
soon.
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BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Ailette Era:Clan Invasion [1 0 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: [2 00 ) TROOPERS ACTIVE MODIFIER
Ground MP: 1 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] 5 +5
Armored Glove [E] - - = - +
Extended Life Support (Body) [E] - - - - [4 00 ] \ 1 +7 /
Salvage Arm [E] — - —
SWARM ATTACKS TABLE
\ Mechanized: (] Swarm:(() Leg:(() AP: (] BATTLE ARMOR BASE TO-HIT
\ BV: 20/4 / TROOPERS ACTIVE MODIFIER
/4 \ 4-8 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Ailette Era:Clan Invasion [1 00 ]
Gunnery Skill: Anti~Mech Skill: [2 OO ] / SWARM ATTACK MODIFIERS TABLE \
G d MP: 1
roun . . [3 [e)e) ] ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng BATTLE ARMOR ARMOR TROOPERS ACTIVE
Armored G]DVB [E] — - - = TROOPERS ACTIVE 1 2 3 aq 5 6
Extended Life Support (Body) [E] - - = - [4 [e]e} ]
Salvage Arm [E] - - - - 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
\ Mechanized: D Swarm: D Leg: D AP: (/ 2 +1 +2 +3 +4 +5 +B
\\ BV: 20/4 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \| | BATTLE ARMOR EQUIPMENT
Type: Ailette Era: Clan Invasion [1 0 ] Claws with magnets -1
Gunnery Skill: Anti”Mech Skill: __ [2 00 ] | | SITUATION*
Ground MP: 1 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] \';gﬁgl]eor vehicle immobile _‘2"
Armored Glove [E] — - - _
Extended Life Support (Body) [E] - - - - [4 00 ] I )
Salvage Arm [E] - - - \ Modifiers are cumulative /
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: D Swarm: D Leg: D AP: @
\ BV: 20/4 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
. ) [1 00 ] 3 Rear Center Torso  Front Right Torso
Type:Ailette Era: Clan Invasion q Rear Right Torso  Rear Center Torso
Gunnery Skill: Anti“Mech Skill: [2 00 ] 5 Front Right Torso  Rear Right Torso
_ 6 Right Arm Front Right Torso
Ground MP: 1 3 ] 7 Front Center Torso ~ Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 00 8 Left Arm Front Left Torso
Armored Glove [E] - - - = 9 Front Left Torso Rear Left Torso
gxﬁe”dedAL'fe Support (Body) [E] - - - - [4 0o ] 10 Rear Left Torso Rear Center Torso
alvage Arm (El - 11 Rear Center Torso Front Left Torso
12 Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ O O s ¢ \ BV: 20,4 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | numeer LoCATION LOCATION
[1 Yo ] 1 Right Torso Right Side
Type: Ailette Era: Clan Invasion 2 Left Torso Right Side
. , . 3 Right Torso (rear) Left Side
Gunnery Skill: Anti“Mech Skill: [2 00 ] 4 Left Torso (rear) Left Side
Ground MP: 1 g Cerg.er' Tor_?_o (rear) Eear
Weapons & Equip Dmg Min Sht Med Lng [3 00 ] enter Torse -
Armored Glove ' [E] - - - - TROOPER LARGE SUPPORT
Extended Life Support (Body) [E] - - - - [4 (e]e) ] NUMBER VEHICLE LOCATION *
Sal A E - - - = 1 Right Side (Unit 1,/Unit 2)
ehege Arm . 2 Right Side (Unit 1 /Unit 2) CH-[H VS-[
3 Left Side (Unit 1,/Unit 2)
4 Left Side (Unit 1/Unit 2) gar!-eqabs
5 Rear (Unit 1/Unit 2)
\ Mechanized: D Swarm: D Leg: D AP: 6 Rear (Unit 1/Unit 2)
\ BV: 20/4 / \ *Unit 1 and Unit 2 represent two battle armor units /
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(" BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Gladiator [Armored Glove] Era: Clan Invasion [1 000 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 1 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] *
Armored Glove (2) [E] - - - = 2 +5
unsealed Exoskeleton [4 000 ] \ 1 +7 /
SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(if Leg: (i AP: (J BATTLE ARMOR BASE TO-HIT
\ BV: 34/7 / TROOPERS ACTIVE MODIFIER
\ 4-8 +2
(" BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Gladiator [Armored Glove] Era: Clan Invasion [1 000 ]
Gunnery Skill: Anti~Mech Skill: [2 Q00 ] SWARM ATTACK MODIFIERS TABLE
o e i [3 000 ) ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
\A’Veaptzjngl & %g]UIP- DTEQ]J Min Sht Med Lng BATTLE ARMOR ARMOR TROOPERS ACTIVE
rmore ove — —_ — —
unsealed Exoskeleton [4 Q00 ] TRDOPE;S ACTIVE 10 ED % % 51 62
+0 +0 +0 +0 +1 +
5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: (¢ Leg: AP: (/ o +1 +2 +3 +4 +5 +B
\ BV: 34/7 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Gladiator [Armored Glove] Era: Clan Invasion [1 800 ] Claws with magnets -1
Gunnery Skill: Anti-Mech Skill: [2 000 ] SITUATION *
Ground MP: 1 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] \';gﬁgl]eor vehicle immobile _‘2"
Armored Glove (2) [E] - - - = _
unsealed Exoskeleton [4 000 ] *Modifiers are cumulative
\ /
@ @ @ @ SWARM ATTACKS HIT LOCATION TABLE
Mechanized: Swarm: Leg: AP:
\ \ BV: 34/7 / 2D6 BIPEDAL FOUR-LEGGED
/, \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
] [1 000 ] 3 Rear Center Torso  Front Right Torso
Type: Gladiator [Armored Glove] Era: Clan Invasion q Rear Right Torso Rear Center Torso
Gunnery Skill: AntiMech Skill: [2 000 ) 5 Front Right Torso  Rear Right Torso
. - 6 Right Arm Front Right Torso
Ground MP: 1 [3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
Armored Glove (2) [E] - - - - 9 Front Left Torso Rear Left Torso
unsealed Exoskeleton [4 000 ] 10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
\ /

] O Bl e i \ BV: 34,7 PN TRANSPORT POSITIONS TABLE )
(" BATTLE ARMOR: SQUAD 5 ) \ | Noweer LocATION LocATION
Right Torso Right Side

1
Type: Gladiator [Armored Glove] Era: Clan Invasion [1 000 ] g - hl-e;t TD'"S[D ] FEQRtSSLdE
. -y . g t Torso (rear; e ae
Gunnery Skill: _____ AntiMech Skill: ____ [2 000 ] a Left Torso (rear) Left Side
Ground MP: 1 5 Center Torso (rear) Rear
’ 3 000 ] 6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng TROOPER LARGE SUPPORT
Armored Glove (2 E — - - =
unsealed Exoske[lelun . 4 000 ] 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 L‘JS-[
4 Left Side (Unit 1/Unit 2) game Dlabs
5 Rear (Unit 1/Unit 2)
\ Mechanized: (/) Swarm: Leg: (¢ AP: 6 Rear (Unit 1,/Unit 2)
\ BV: 84/7 / \ *Unit 1 and Unit 2 represent two battle armor units /
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/4 \ V/ \
BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Gladiator [Industrial Drill] Era: Clan Invasion [1 000 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 1 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 5 +5
Battle Claw B - - - - +
Industrial Drill [E] - - - - [4 000 ] \ 1 +7 /
unsealed Exoskeleton
' SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(iJ Leg:((J AP: (] BATTLE ARMOR BASE TO-HIT
\ BV: 34/7 / TROOPERS ACTIVE MODIFIER
/4 \ 4-8 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Gladiator [Industrial Drill] Era: Clan Invasion [1 000 ]
Gunnery Skill: Anti~Mech Skill: [2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 1 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
\BN;?PS"S & Equip. DTEQ]J Min Sht Med Lng [3 800 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
attle Liaw - - - - TROOPERS ACTIVE 1 2 3 4 5 6
Industrial Drill E - - - = [ [e]e)
Snsuesagz Exgskeleton © a o ] 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
\ Mechanized: Swarm: (¢ Leg: AP: D 2 +1 +2 +3 +4 +5 +B
\ BV: 34/7 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Gladiator [Industrial Drill] Era: Clan Invasion [1 000 J | | ciaws with magnets -1
Gunnery Skill: Anti-Mech Skill: [2 000 ] SITUATION *
Ground MP: 1 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Battle Claw B - - - - Vehicle -2
Industrial Drill B - - - - [4 000 ] e .
unsealed Exoskeleton \ Modifiers are cumulative /
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: D
\ BV: 34/7 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
] - ] ] [1 000 ] 3 Rear Center Torso  Front Right Torso
Type: Gladiator [Industrial Drill] Era: Clan Invasion q Rear Right Torso Rear Center Torso
Gunnery Skill: AntiMech Skill: [2 000 ) 5 Front Right Torso  Rear Right Torso
_ 6 Right Arm Front Right Torso
Ground MP: 1 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
Battle Claw [E] - - = = 9 Front Left Torso Rear Left Torso
'”dUStl'“'i’jlg'“'"k et (E] - - - = [4 000 ] 10 Rear Left Torso Rear Center Torso
unsealed txosikeleton 11 Rear Center Torso Front Left Torso
12 Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ G S \ BV: 34,7 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
4 BATTLE ARMOR: SQUAD 5 \ NUMBER LOCATION LOCATION
[1 000 ] 1 Right Torso Right Side
Type: Gladiator [Industrial Drill] Era: Clan Invasion 2 Left Torso Right Side
) ., ) 3 Right Torso (rear) Left Side
Gunnery Skill: Anti~Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
Ground MP: 1 5 Center Torso (rear) Rear
' [3 000 ] 6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng
Battle Claw [E] — - - = TROOPER LARGE SUPPORT
Industrial Drill [E] - - - = [4 [e]el6) ] NUMBER  VEHICLE LOCATION *
unsealed Exoskeleton 1 Right Side (Unit 1,/Unit 2) V
2 Right Side (Unit 1 /Unit 2)
3 Left Side (Unit 1,/Unit 2)
4 Left Side (Unit 1/Unit 2) Cﬂ-[ﬂar!-eqa§-[
5 Rear (Unit 1/Unit 2)
\ Mechanized: (§/f Swarm: Leg: AP: D 6 Rear (Unit 1,/Unit 2)
\ BV: 84/7 / \ *Unit 1 and Unit 2 represent two battle armor units /

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: cex-205 Groundhog [Armored Glove] Era: Civil War [1 800 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 3 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 5 +5
Armored Glove (2) [E] - - - = +
Searchlight (Body] B - — — 9 [4 000 1\ 1 +7 /
unsealed Exoskeleton
' SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(if Leg: (i AP: (J BATTLE ARMOR BASE TO-HIT
\\ BV: 37/7 / TROOPERS ACTIVE MODIFIER
7/ \ 4-6 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: CEX-205 Groundhog [Armored Glove] Era: Civil War [1 000 ]
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
G d MP: 3
ol i i [3 000 ) ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng BATTLE ARMOR ARMOR TROOPERS ACTIVE
érmol;ﬁﬂ S?ée c[12]] %E% - - = g [4 000 ] TROOPERSACTIVE 49 2 3 4 5 6
earchll 0 - - —
unsealec?Exoskeﬁ/aton 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
\ Mechanized: Swarm: (¢ Leg: AP: (/ o +1 +2 +3 +4 +5 +B
\ BV: 37/7 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: CEx-205 Groundhog [Armored Glove] Era: Civil War [1 000 ] Claws with magnets =1
Gunnery Skill: Anti-'Mech Skill: 2 000 ] SITUATION *
Ground MP: 3 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Armored Glove (2) [E] - - - - Vehicle -2
Searchlight (Body] B - - — 9 [4 000 ] o _
unsealed Exoskeleton \ Modifiers are cumulative /
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: @
\ BV: 37/7 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
= [1 000 ] 3 Rear Center Torso  Front Right Torso
Type: cEx-205 Groundhog [Armored Glove] Era: Civil War q Rear Right Torso Rear Center Torso
Gunnery Skill: Anti"Mech Skill: [2 000 ) : FI‘DI;;;E':PEPSD Fﬂrii'; E'g;]'; %';5;3
Ground MP: 3 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
Armored Glove (2) [E] - - = = 9 Front Left Torso Rear Left Torso
Seam?"g? [BEdly]t (E] - - - 9 [4 000 ] 10 Rear Left Torso Rear Center Torso
unsealed txosikeleton 11 Rear Center Torso Front Left Torso
\ 12 Head Head /
Mechanized: Swarm: Leg: AP:
\ G I O \ BV: 37,7 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | Nomeer  Locaniow LocATION
[1 000 ] 1 Right Torso F{!ght S!de
Type: CEX-205 Groundhog [Armored Glove] Era: Civil War g Righlﬁf'tn :s;s[?ear] Flt_lgfr;tssiédee
Gunnery Skill: Anti~Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
Ground MP: 3 5 Center Torso (rear) Rear
' . . [3 000 ] 6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng TROOPER LARGE SUPPORT
Armored Glove (2 E - - = -
e, H---s [ e || e s e,
unsealel Xoskeleton g iae (uni ni
2 Right Side (Unit 1 /Unit 2) V
3 Left Side (Unit 1,/Unit 2)
4 Left Side (Unit 1/Unit 2) Cﬂ-[ﬂar!-eqa§-[
5 Rear (Unit 1/Unit 2)
\ Mechanized: (/) Swarm: Leg: (¢ AP: 6 Rear (Unit 1,/Unit 2)
\ BV: 87/7 / \ *Unit 1 and Unit 2 represent two battle armor units /

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: cex-205 Groundhog [Basic Manipulator]  Era: Civil War [1 800 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 3 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 5 +5
Basic Manipulator (2) B - - - - +
Searchlight (Body) B - — — 9 [4 000 1\ 1 +7 /
unsealed Exoskeleton
SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(iJ Leg:((J AP: (] BATTLE ARMOR BASE TO-HIT
\\ BV: 37/7 / TROOPERS ACTIVE MODIFIER
/4 \ 4-8 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: cex-205 Groundhog [Basic Manipulator] Era: Civil War [1 000 ]
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
G d MP: 3
ol i i [3 000 ) ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng BATTLE ARMOR ARMOR TROOPERS ACTIVE
gasm maﬁll:p[ga?? (2) %E% - - - g [4 000 ] TROOPERSACTVE 49 2 3 4 5 6
earchl Ol — - -
unsealec?Exoskeﬁ/aton 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
\ Mechanized: Swarm: (¢ Leg: AP: D 2 +1 +2 +3 +4 +5 +B
\ BV: 37/7 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: cex-205 Groundhag [Basic Manipulator]  Era: Civil War [1 000 ] Claws with magnets =1
Gunnery Skill: Anti-'Mech Skill: 2 000 ] SITUATION *
Ground MP: 3 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Basic Manipulator (2) [E] - - - = Vehicle -2
Searchlight (Body) B - - — 9 [4 000 ] o _
unsealed Exoskeleton \ Modifiers are cumulative /
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: D
\ BV: 37/7 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
= [1 000 ] 3 Rear Center Torso  Front Right Torso
Type: cex-205 Groundhog [Basic Manipulator] - Era: Civil War q Rear Right Torso Rear Center Torso
Gunnery Skill: Anti"Mech Skill: [2 000 ) : FI‘DI;;;E':PEPSD Fﬂrii'; E'g;]'; %';5;3
Ground MP: 3 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
Basic Manipulator (2] [E] - - - = 9 Front Left Torso Rear Left Torso
Seam?"g? [BEdly]t (E] - - - 9 [4 000 ] 10 Rear Left Torso Rear Center Torso
unsealed txosikeleton 11 Rear Center Torso Front Left Torso
\ 12 Head Head /
Mechanized: Swarm: Leg: AP:
\ G S \ BV: 37,7 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | Nomeer  Locaniow LoSATION
[1 000 ] 1 Right Torso F{!ght S!de
Type: cex-205 Groundhag [Basic Manipulator]  Era: Civil War g Righl;:e'lf'tn :scgs[?ear] ':I‘_Igfr;tssialjdee
Gunnery Skill: Anti~Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
Ground MP: 3 5 Center Torso (rear) Rear
. . [3 000 ] 6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng
Basic Manipulator (2) [E] - - - = TROOPER LARGE SUPPORT .
et A i || me o,
unsealed Exoskeleton
2 Right Side (Unit 1 /Unit 2) V
3 Left Side (Unit 1,/Unit 2)
4 Left Side (Unit 1/Unit 2) Cﬂ-[ﬂar!-eqa§-[
5 Rear (Unit 1/Unit 2)
\ Mechanized: (§/f Swarm: Leg: AP: D 6 Rear (Unit 1,/Unit 2)
\ BV: 87/7 / \ *Unit 1 and Unit 2 represent two battle armor units /
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I N —— . g RN, BATTLE ARMOR
BATTILETECI RECORD SHEET
\ J \ /
/4 \ V/ \
BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: CEX-205 Groundhog [Cargo Lifter] Era: Civil War [1 800 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 3 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 5 +5
Cargo Lifter (1.0 tonlifting capability) ~ [E] - - = - +
Searchlight (Body) B - — — 9 [4 000 1\ 1 +7 /
unsealed Exoskeleton
' SWARM ATTACKS TABLE
\ Mechanized: (] Swarm:(() Leg:() AP: (] BATTLE ARMOR BASE TO-HIT
\\ BV: 37/7 / TROOPERS ACTIVE MODIFIER
7/ \ 4-6 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: CEX-205 Groundhog [Cargo Lifter] Era: Civil War [1 000 ]
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 3 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [3 800 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
gar‘go I'__:liter':' (1[.8 tznljfting capability) %E} - -~ 35 [ a 000 ] TROOPERSACTVE 49 2 3 4 5 6
earchlig t (Bo y —_ p— —
unsealed Exoskeleton 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
\ Mechanized: D Swarm: D Leg: D AP: D 2 +1 +2 +3 +4 +5 +B
\ BV: 37/7 / 1 +2 +3 +4 +5 +B +7
/4 . \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: CEX-205 Groundhog [Cargo Lifter] Era: Civil War [1 800 ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: 2 000 ] SITUATION *
Ground MP: 3 :l\/lech prone . -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Cargo Lifter (1.0 tonlifting capability)  [E] — - - = Vehicle -2
Searchlight (Body] E - — — 9 [4 000 ] L _
unsealed Exoskeleton \ Modifiers are cumulative /
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: D Swarm: D Leg: D AP: D
\ BV: 37/7 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
o [1 000 ] 3 Rear Center Torso  Front Right Torso
Type: CEX-205 Groundhog [Cargo Lifter] Era: Civil War q Rear Right Torso Rear Center Torso
Gunnery Skill: Anti“Mech Skill: [2 000 ] 5 Front Right Torso  Rear Right Torso
Ground MP: 3 6 Right Arm Front Right Torso
' 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 8 Left Arm Front Left Torso
Cargo Lifter (1.0 tonlifting capability)  [E] - - - = 9 Front Left Torso Rear Left Torso
Seam?"g? [BEdIy]t (E] - - - 9 [4 000 ] 10 Rear Left Torso Rear Center Torso
unsealed txosikeleton 11 Rear Center Torso Front Left Torso
12 Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ O QO _tesQ) A () \BV: 37,7 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | NimeEn  vocamow LocATON
[1 000 ] 1 Right Torso F{!ght S!de
Type: CEX-205 Groundhog [Cargo Lifter] Era: Civil War 2 Left Torso Right Side
. . . 3 Right Torso (rear) Left Side
Gunnery Skill: Anti“Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
Ground MP: 3 5 Center Torso (rear) Rear
' 6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ]
Cargo Lifter (1.0 tonlifting capability)  [E] — - - = TROOPER LARGE SUPPORT
Searchlight (Body) [E] - - - 39 [4 [e]el6) ] NUMBER  VEHICLE LOCATION *
unsealed Exoskeleton 1 Right Side (Unit 1,/Unit 2)
2 Right Side (Unit 1 /Unit 2) V
3 Left Side (Unit 1/Unit 2) [:H-[H qu-[
4 Left Side (Unit 1/Unit 2) ame D labs’
5 Rear (Unit 1/Unit 2) ° -
\ Mechanized: D Swarm: D Leg: D AP: D 6 Rear (Unit 1/Unit 2)
\ BV: 87/7 / \ *Unit 1 and Unit 2 represent two battle armor units /
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87 BATTLE ARMOR
RECORD SHEET

\ /

(" BATTLE ARMOR: SQUAD 1

LEG ATTACKS TABLE

1 N\

Type: cex-205 Groundhog [Industrial Dril]  Era: Civil War [ 800 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-Mech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 3 456 %

Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 5 +5
Industrial Dril B - - - - +
Industrial Drill [E] - - - - [4 000 ] \ 1 +7 /
Searchlight (Body) [E] — - - 9
unsealed Exoskeleton /—\
SWARM ATTACKS TABLE
\ Mechanized: (] Swarm:(() Leg:() AP: (] BATTLE ARMOR BASE TO-HIT
\ BV: 37/7 / TROOPERS ACTIVE MODIFIER
/4 \ 4-6 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: CEx-205 Groundhog [Industrial Dril]  Era: Civil War [1 000 ]
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 3 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
I\’\éeatPP?S f&"\ Equip. DTEQ]J Min Sht Med Lng [3 800 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
ndustrial Dri - - - - TROOPERS ACTIVE
Industrial Drill e - - - - [4 000 ] 1 2 3 4 5 6
Searchlight (Body) [E] - - - 9 6 +0 +0 +0 +0 +1 +2
unsealed Exoskeleton 5 +0 40 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: D Swarm: D Leg: D AP: D 2 +1 +2 +3 +4 +5 +B
\ BV: 37/7 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: CEX-205 Groundhog [Industrial Dril] Era: Civil War [1 000 ] Claws with magnets =1
Gunnery Skill: Anti-'Mech Skill: 2 000 ] SITUATION *
Ground MP: 3 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Industrial Drill [E] - - - - Vehicle -2
Industrial Drill g - - - = [4 000 ] A .
Searchlight (Body) [E] - - _—_ g \ Modifiers are cumulative /
unsealed Exoskeleton
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: D Swarm: D Leg: D AP: D
\ BV: 37/7 / 2D6 BIPEDAL FOUR-LEGGED
/, \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
[1 000 ] 3 Rear Center Torso  Front Right Torso
TypE:CEX—EDS Groundhog [Industrial Drill] Era: Civil War q Rear Right Torso Rear Center Torso
Gunnery Skill: Anti“Mech Skill: [2 000 ] 5 Front Right Torso Rear Right Torso
_ 6 Right Arm Front Right Torso
Ground MP: 3 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
Industrial Drill [E] - - = = 9 Front Left Torso Rear Left Torso
gg;fg;:?'thTgod ) E - - - 3 [4 000 ] 10 Rear Left Torso Rear Center Torso
unsemec? Exoskel\{aton 11 Rear Center Torso Front Left Torso
\ 12 Head Head /
Mechanized: Swarm: Leg: AP:
\ O O teQ A0 \ BV: 37,7 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | numeer LoCATION LOCATION
[1 000 ] 1 Right Torso Right Side
Type: CEX-205 Groundhog [Industrial Dril]  Era: Civil War 2 Left Torso Right Side
) ., ) 3 Right Torso (rear) Left Side
Gunnery Skill: Anti~Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
Ground MP: 3 5 Center Torso (rear) Rear
' 3 000 ] 6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng
Industrial Drill [E] - - - - TROOPER LARGE SUPPORT
Industrial Drill [E] - - - - [4 [e]el6) ] NUMBER  VEHICLE LOCATION *
Searchlight (Body) [E] - - -9 1 Right Side (Unit 1,/Unit 2)
unsealed Exoskeleton 2 Right Side (Unit 1,/Unit 2) V
3 Left Side (Unit 1,/Unit 2) [:H-[H L‘JS-[
4 Left Side (Unit 1/Unit 2) game ) labs
5 Rear (Unit 1/Unit 2)

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

\ BV: 87/7 / \ *Unit 1 and Unit 2 represent two battle armor units /
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B ——I I — -nl I BATTLE ARMOR
||
I I -I- I I- | W RECORD SHEET
\ J \ /
/4 \ V/ \
BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: CEX-205 Groundhag [Mine Clearance] Era: Civil War [1 O ©0 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 3 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 5 +5
Basic Manipulator (Mine Clearance] (2) [E] — — — — +
Searchlight (Body) B - — — 9 [4 000 1\ 1 +7 /
unsealed Exoskeleton
' SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(iJ Leg:((J AP: (] BATTLE ARMOR BASE TO-HIT
\ BV: 37/7 / TROOPERS ACTIVE MODIFIER
/4 \ 4-6 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: cEx-205 Groundhog [Mine Clearance] Era: Civil War [1 000 ]
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
Gi d MP: 3
ol i i [3 000 ) ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. DTEQ]J Min Sht Med Lng BATTLE ARMOR ARMOR TROOPERS ACTIVE
Basic Mal?ipulator (Mine Clearance] (2) b - - - TROOPERS ACTIVE 1 2 3 q 5 6
Searchlight (Body) [E] - - -9 [4 000
unsealed Exoskeleton ] 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
\ Mechanized: Swarm: (¢ Leg: AP: D 2 +1 +2 +3 +4 +5 +B
\ BV: 37/7 / 1 +2 +3 +4 +5 +B +7
/4 . \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: CEX-205 Groundhag [Mine Clearance] Era: Civil War [1 O o0 ] Claws with magnets =1
Gunnery Skill: Anti-'Mech Skill: 2 000 ] SITUATION *
Ground MP: 3 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Basic Manipulator (Mine Clearance] (2) [E] — - - = Vehicle -2
Searchlight (Body) [E] - - - 9 [4 000 ] I )
unsealed Exoskeleton \ Modifiers are cumulative /
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: D
\ BvV: 37/7 / 2D6 BIPEDAL FOUR-LEGGED
/, \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
= [1 000 ] 3 Rear Center Torso  Front Right Torso
Type: cEx-205 Groundhag [Mine Clearance] Era: Civil War q Rear Right Torso Rear Center Torso
Gunnery Skill: Anti"Mech Skill: [2 000 ) : FI‘DI;;;E':PEPSD Fﬂrii'; E'g;]'; %';5;3
Ground MP: 3 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
Basic Manipulator (Mine Clearance) (2)  [E] - - - = 9 Front Left Torso Rear Left Torso
Seam?"g? [BEdly]t (E] - - - 9 [4 000 ] 10 Rear Left Torso Rear Center Torso
unsealed Exoskeleton 11 Rear Center Torso Front Left Torso
\ 12 Head Head /
Mechanized: Swarm: Leg: AP:
\ G S \ BV: 37,7 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
4 BATTLE ARMOR: SQUAD 5 \ NUMBER LOCATION LOCATION
[1 000 ] 1 Right Torso Right Side
Type: CEx-205 Graundhag [Mine Clearance] Era: Civil War g Righlﬁf'tn :s;s[?ear] Fﬂgf:tssiiidee
Gunnery Skill: Anti~Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
Ground MP: 3 5 Center Torso (rear) Rear
' . . [3 000 ] 6 Center Torso Rear
Weapons & Equip. DI'E'E;]] Min Sht Med Lng TROOPER LARGE SUPPORT
Basic Manipulator (Mine Clearance] (2) — — — —
el M - - - @ 8 e || e s e,
unsealed Exoskeleton ight Side (Uni ni
2 Right Side (Unit 1 /Unit 2)
3 Left Side (Unit 1/Unit 2) CH-[H ms-[
4 Left Side (Unit 1/Unit 2) game Dlabs
5 Rear (Unit 1/Unit 2)
\ Mechanized: (§/f Swarm: Leg: AP: D 6 Rear (Unit 1,/Unit 2)
\ BV: 87/7 / \ *Unit 1 and Unit 2 represent two battle armor units /
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87 BATTLE ARMOR
RECORD SHEET

\ /

(" BATTLE ARMOR: SQUAD 1

LEG ATTACKS TABLE

N\
Tvoe: o [1 000 )
YPe: CEX-205 Groundhog [Salvage Arm] Era: Civil War BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
4-6 0
Ground MP: 3
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] g +§
Salvage Arm [E] - - - = +
Salvage Arm [E] - - - - [4 000 ] \ 1 +7 /
Searchlight (Body) [E] — - - 9
unsealed Exoskeleton /—\
SWARM ATTACKS TABLE
\ Mechanized: (] Swarm:(() Leg:() AP: (] BATTLE ARMOR BASE TO-HIT
\ BV: 37/7 / TROOPERS ACTIVE MODIFIER
7/ \ 4-6 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: CEX-205 Groundhog [Salvage Arm] Era: Civil War [1 000 ]
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 3 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
ngeaPORS & Equip. DTEQ]J Min Sht Med Lng [3 800 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
alvage Arm - - - - TROOPERS ACTIVE 1 2 3 4 5 6
Salvage Arm [E] - - - - [4 000
Searchlight (Body) [E] - - - 9 ] 6 +0 +0 +0 +0 +1 +2
unsealed Exoskeleton 5 +0 40 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: D Swarm: D Leg: D AP: D 2 +1 +2 +3 +4 +5 +B
\ BV: 37/7 / 1 +2 +3 +4 +5 +B +7
/4 . \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: CEX-205 Groundhog [Salvage Arm] Era: Civil War [1 000 ] Claws with magnets =1
Gunnery Skill: Anti-'Mech Skill: 2 000 ] SITUATION *
Ground MP: 3 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Salvage Arm [E] - - - = Vehicle -2
Salvage Arm [E] - - = = [4 000 ] N o )
Searchlight (Body) [E] - - _—_ g \ Modifiers are cumulative /
unsealed Exoskeleton
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: D Swarm: D Leg: D AP: D
\ BvV: 37/7 / 2D6 BIPEDAL FOUR-LEGGED
/, \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
[1 000 ] 3 Rear Center Torso  Front Right Torso
TypE:CEX-EDS Groundhog [Salvage Arm] Era: Civil War q Rear Right Torso Rear Center Torso
Gunnery Skill: AntiMech Skill: [2 000 ) 5 Front Right Torso  Rear Right Torso
Ground MP: 3 6 Right Arm Front Right Torso
' 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 8 Left Arm Front Left Torso
Salvage Arm [E] - - = = 9 Front Left Torso Rear Left Torso
g:gfgheliAl:tnEBod ) E - - - 3 [4 000 ] 10 Rear Left Torso Rear Center Torso
unsemec? Exoskel\{aton :; Rear C'_e|ntedr' Torso FrontFIIefthorso
ea ea
\ /
Mechanized: Swarm: Leg: AP:
\ O O teQ A0 \ BV: 37,7 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | nomees LacaTioN LocaTioN
ight Torso ight Side
Type: CEX-205 Groundhog [Salvage Arm] Era: Civil War [1 000 ] g - hl-e;t Torso FEQRtSSLdE
t
Gunnery Skill: __ Anti'Mech Skill: _ [2 000 ) a A ToDr‘r::JD[E‘;zE:“;] Left Sice
Ground MP: 3 5 Center Torso (rear) Rear
6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ]
Salvage Arm [E] - - - - TROOPER LARGE SUPPORT
Salvage Arm e - - - - [4 000 ] NUMBER  VEHICLE LOCATION *
Searchlight (Body) [E] — - - 9 1 Right Side (Unit 1,/Unit 2)
unsealed Exoskeleton 2 Right Side (Unit 1,/Unit 2) CH-[H VS-[
3 Left Side (Unit 1,/Unit 2)
g Le;t Sid;aU[L_Jni/tlz/'lL{L_lni;]El gar!-eqabs
ear nit nit
\ Mechanized: D Swarm: D Leg: D AP: D 6 Rear (Unit 1/Unit 2)
\ BV: 87/7 / \ *Unit 1 and Unit 2 represent two battle armor units /
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- I
BATTILLETECTCI RECORD SHEET
\ J \ /
/4 \ V/ \
BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Gorilla Era:Clan Invasion [1 0 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: [2 00 ) TROOPERS ACTIVE MODIFIER
Ground MP: 1 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] 5 +5
Basic Manipulator [E] - - = - +
Cutting Torch (Body) [E] - - - = [4 00 ] \ 1 +7 /
Salvage Arm [E] — - - =
Searchlight (Body) [E] - - =18 /—\
unsealed Exoskeleton SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(() Leg: (] AP: (] BATTLE ARMOR BASE TO-HIT
\ BV: 20/4 / TROOPERS ACTIVE MODIFIER
/4 \ 4-8 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Gorilla Era:Clan Invasion [1 00 ]
Gunnery Skill: Anti~Mech Skill: [2 OO ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 1 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [3 0 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
Basic Manipulator [E] - - - = TROOPERSACTIVE 49 2 3 4 5 6
Cutting Torch (Body) [E] - - - - [4 00 ]
Salvage Arm [E] - - - - 6 +0 +0 +0 +0 +1 +2
Searchight (Boc B - - - 9 5 +0 +0 +0 +1 +2 +3
unsealed Exoskeleton 4 +0 +0 +1 +2 43 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: D Leg: D AP: D 2 +1 +2 +3 +4 +5 +B
\\ BV: 20/4 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Gorilla Era: Clan Invasion [1 0 ] Claws with magnets -1
Gunnery Skill: Anti”Mech Skill: __ [2 00 ] | | SITUATION*
Ground MP: 1 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] Me_ch or vehicle immobile -4
Basic Manipulator [E] - - - = Vehicle -2
Cutting Torch (Bady) B - - - = [4 00 ] o _
Salvage Arm [E] - - - \ Modifiers are cumulative /
Searchlight (Body) [E] - - —- 9
unsealed Exoskeleton /—\
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: D Leg: D AP: D
\ BV: 20/4 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
- ) [1 00 ] 3 Rear Center Torso  Front Right Torso
Type:Gorilla Era: Clan Invasion q Rear Right Torso  Rear Center Torso
Gunnery Skill: Anti“Mech Skill: [2 00 ] 5 Front Right Torso  Rear Right Torso
. - 6 Right Arm Front Right Torso
Ground MP: 1 3 ] 7 Front Center Torso ~ Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 00 8 Left Arm Front Left Torso
Basic Manipulator [E] - - - = 9 Front Left Torso Rear Left Torso
gu;:tmg TAc’mh (Body) [E] - - - - [4 0o ] 10 Rear Left Torso Rear Center Torso
S:;r?cgheligr:tnEBody] %E% _ _ _ g 11 Rear Center Torso Front Left Torso
unsealed Exoskeleton 12 Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ G O teQ A0 \ BV: 20,4 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | numeer LOCATION LOCATION
[1 Yo ] 1 Right Torso Right Side
Type: Gorilla Era: Clan Invasion 2 Left Torso Right Side
) . ) 3 Right Torso (rear) Left Side
Gunnery Skill: Anti“Mech Skill: [2 00 ] 4 Left Torso (rear) Left Side
Ground MP: 1 5 Center Torso (rear) Rear
' [3 00 ] 8 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng
Basic Manipulator [E] - - - - TROOPER LARGE SUPPORT
Cutting Torch (Body) [E] - - - - [4 (e]@) ] NUMBER VEHICLE LOCATION *
Salvage Arm [E] - - - = 1 Right Side (Unit 1,/Unit 2) V
S hlight (Bod! E - - - 9 2 Right Side (Unit 1 /Unit 2)
usggglelc?Exc[Jsl?elye]ton & 3 Left Side (Unit 1/Unit 2) CH-[H L(JS-[
4 Left Side (Unit 1/Unit 2) game ) labs
5 Rear (Unit 1/Unit 2)
\ Mechanized: Swarm: D Leg: D AP: D 6 Rear (Unit 1/Unit 2)
\ BV: 20/4 / \ *Unit 1 and Unit 2 represent two battle armor units /
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. N —— . g BATTLE ARMOR
B 11 I-I- i I- | S I-I RECORD SHEET
\ J \ /
\ / \
(" BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Gorilla "Falcata" Era: Jinad [1 800 ) BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 1 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 5 +5
Heavy Battle Claw (2) B - - - - +
Small Laser (Body) 3DEf — 1 2 3 [4 Q00 ] \ 1 +7 /
' SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(iJ Leg:((J AP: (] BATTLE ARMOR BASE TO-HIT
\ BV: 60/11 / TROOPERS ACTIVE MODIFIER
\ 4-8 +2
(" BATTLE ARMOR: SQUAD 2 \ 1-3 +5
Tvoe: Gorilla " ] P [1 000 1N\ /
ype: Gorilla "Falcata Era:Jihad
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
o e i [3 000 ) ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng BATTLE ARMOR ARMOR TROOPERS ACTIVE
geawfattle[glagv][E] s [[EEI]E] - 1— E g [4 000 ] TROOPERS ACTIVE 1 2 3 4 5 6
mall Laser (Do -
y 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
\ Mechanized: Swarm: Leg: AP: D 2 +1 +2 +3 +4 +5 +B
\ BV: 60/11 / 1 +2 +3 +4 +5 +B +7
\
(" BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Gorilla "Falcata" Era: Jihad [1 000 ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: 2 000 ] SITUATION *
Ground MP: 1 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Heavy Battle Claw (2) [E] - - - - Vehicle -2
Smal Laser (Body) 3 DE] h ! 2 8 [4 000 ] *Modifiers are cumulative
\ /
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: D
\ BV: 60/11 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
[1 000 ] 3 Rear Center Torso  Front Right Torso
Type: Gorilla "Falcata" Era: Jihad q Rear Right Torso  Rear Center Torso
Gunnery Skill: AntiMech Skill: [2 000 ) 5 Front Right Torso  Rear Right Torso
_ 6 Right Arm Front Right Torso
Ground MP: 1 3 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 000 ] 8 Left Arm Front Left Torso
Heavy Battle Claw (2) [E] - - = = 9 Front Left Torso Rear Left Torso
Small Laser (Body) 3[bgp - 1 2 3 [4 000 ] 10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ G S \ BV: 60,11 pJ( TRANSPORT POSITIONS TABLE )
TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SGUAD 5 ) \ [ “owse  wocarion (oGO
ight Torso ight Side
Type: Gorilla "Falcata" Era: Jihad [1 000 ] 2 Left Torso Right Side
. , . 3 Right Torso (rear) Left Side
Gunnery Skill: Anti~’Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
Ground MP: 1 5 Center Torso (rear) Rear
. . 3 000 ] 6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng [
Heavy Battle Claw (2) [E] - - = - TROOPER LARGE SUPPORT
Small Laser (Body) 3MDE] — 1 2 3 [4 [e]el6) ] NUMBER  VEHICLE LOCATION *
1 Right Side (Unit 1,/Unit 2) V
2 Right Side (Ur)it 1/Ur?it 2)
sy (LGN
5 Rear (Unit 1/Unit 2)
\ Mechanized: Swarm: (¢ Leg: AP: D 6 Rear (Unit 1,/Unit 2)
\ BV: BD//I 1 / \ *Unit 1 and Unit 2 represent two battle armor units /
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\ /
\ / \
(" BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Salrilla [Mine Clearance] Era: Clan Invasion [1 000 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-Mech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 3 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] *
Basic Manipulator (Mine Clearance] (2) [E] — — — — 2 +5
Cutting Torch (Body) B - - - - [4 000 1\ 1 +7 /
Searchlight (Body) [E] — - - 9
unsealed Exoskeleton /—\
SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(iJ Leg:((J AP: (] BATTLE ARMOR BASE TO-HIT
\\ BV: 37/7 / TROOPERS ACTIVE MODIFIER
\ 4-8 +2
(" BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Salrilla [Mine Clearance] Era: Clan Invasion [1 000 ]
Gunnery Skill: Anti~Mech Skill: [2 Q00 ] SWARM ATTACK MODIFIERS TABLE
Ground MP: 3 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
Eas;;i.Man_;PulatﬁrEl\B/lins Ejlearance] @) %E% - - - - [4 000 ] TROOPERS ACTIVE 1 2 3 aq 5 6
UTEIN, orcl {a] — —_ — —
Sear‘cﬁlight (Body) y [E] - - - 9 6 +0 +0 +0 +0 +1 +2
unsealed Exoskeleton 5 +0 40 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: (¢ Leg: AP: D 2 +1 +2 +3 +4 +5 +B
\ BV: 37/7 / 1 +2 +3 +4 +5 +B +7
\
(" BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Salrilla [Mine Clearance] Era:Clan Invasion [1 800 ] Claws with magnets -1
Gunnery Skill: Anti-Mech Skill: [2 000 ] SITUATION *
Ground MP: 3 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Basic Manipulator (Mine Clearance) (2)  [E] — - - = Vehicle -2
Cutting Torch (Body) [E] - - - = [4 000 ] I )
Searchlight (Body) [E] - - _—_ g \ Modifiers are cumulative /
unsealed Exoskeleton

SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: D

\ BV: 37/7 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ | 2 Head Head
B ] ] [1 000 ] 3 Rear Center Torso  Front Right Torso
Type: Salrilla [Mine Clearance] Era:Clan Invasion aq Rear Right Torso Rear Center Torso
Gunnery Skill: AntiMech Skill: [2 000 ) 5 Front Right Torso  Rear Right Torso
6 Right Arm Front Right Torso
Ground MP: 3 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 8 Left Arm Front Left Torso
Basic Manipulator (Mine Clearance] (2)  [E] - - - = 9 Front Left Torso Rear Left Torso
gggt;’;ﬁh-r ﬂ;‘}%g%”?y] [E] - - - 3 [4 000 ] 10 Rear Left Torso Rear Center Torso
unsemec? Exoskel\{aton 11 Rear Center Torso Front Left Torso
\ 12 Head Head /

\Mechonzot @ S oo 200 \ BV: 37,7 PN TRANSPORT POSITIONS TABLE )
(" BATTLE ARMOR: SQUAD 5 ) \ | Noweer LocATION LocATION
Right Torso Right Side

1
Type: Salrilla [Mine Clearance] Era: Clan Invasion [1 000 ] g . hLe;t Tor's[o , Fﬁgf:tssiide
. Ly . ight Torso (rear: eft Side
Gunnery Skill: _____ AntiMech Skill: ____ [2 000 ] a Left Torso (rear) Left Side
Ground MP: 3 5 Center Torso (rear) Rear
’ 3 000 ] 6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng
Basic Manipulator (Mine Clearance) (2)  [E] — - - = TROOPER LARGE SUPPORT
Searahig (Bod) 9 - - -5 [B o J| | MoveeR ecie ocamon
earchlig ody - - - ight Side (Uni ni
unsealed Exoskeleton 2 Right Side (Unit 1,/Unit 2) V
3 Left Side (Unit 1/Unit 2) CH-[H L‘JS-[
4 Left Side (Unit 1/Unit 2) game Dlabs
5 Rear (Unit 1/Unit 2)
\ Mechanized: (§/f Swarm: Leg: AP: D 6 Rear (Unit 1,/Unit 2)
\ BV: 87/7 / \ *Unit 1 and Unit 2 represent two battle armor units /
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S N — . g BATTLE ARMOR
- I
BATTILLETECI RECORD SHEET
\ J \ /
/4 \ V/ \
BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Salrilla [Salvage Arm] Era: Clan Invasion [1 000 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 3 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 5 +5
Basic Manipulator [E] - - = - +
Cutting Torch (Body) [E] - - - = [4 000 ] \ 1 +7 /
Salvage Arm [E] — - —
Searchlight (Body) [E] - - =18 /—\
unsealed Exoskeleton SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(() Leg: (] AP: (] BATTLE ARMOR BASE TO-HIT
\\ BV: 37/7 / TROOPERS ACTIVE MODIFIER
/4 \ 4-6 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Salrilla [Salvage Arm] Era:Clan Invasion [1 000 ]
Gunnery Skill: Anti~Mech Skill: [2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 3 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
ga:ép M-?nipﬁl?éoz : %E% — - - = [4 000 ] TROOPERS ACTIVE 1 2 3 aq 5 6
Uttin orcl 0 - - — -
Salvagge Arm y [E] - - - - 6 +0 +0 +0 +0 +1 +2
Searchight (Boc B - - - 9 5 +0 +0 +0 +1 +2 +3
unsealed Exoskeleton 4 +0 +0 +1 +2 43 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: D Leg: D AP: D 2 +1 +2 +3 +4 +5 +B
\ BV: 37/7 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \| | BATTLE ARMOR EQUIPMENT
Type: Salrilla [Salvage Arm] Era: Clan Invasion [1 800 ] Claws with magnets -1
Gunnery Skill: Anti-Mech Skill: [2 000 ] SITUATION *
Ground MP: 3 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Basic Manipulator [E] - - - = Vehicle -2
Cutting Torch (Body) | - - - - [4 000 ] o _
Salvage Arm [E] - - - \ Modifiers are cumulative /
Searchlight (Body) [E] - - -9
unsealed Exoskeleton /—\
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: D Leg: D AP: D
\ BV: 37/7 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
- ) [1 000 ] 3 Rear Center Torso  Front Right Torso
Type: Salrilla [Salvage Arm] Era: Clan Invasion q Rear Right Torso Rear Center Torso
Gunnery Skill: Anti“Mech Skill: [2 000 ] 5 Front Right Torso  Rear Right Torso
_ 6 Right Arm Front Right Torso
Ground MP: 3 3 ] 7 Front Center Torso ~ Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
Basic Manipulator [E] - - - = 9 Front Left Torso Rear Left Torso
gu;:tmg TAc’mh (Body) [E] - - - - [4 000 ] 10 Rear Left Torso Rear Center Torso
S:;r?cgheligr:tnEBody] %E% _ _ _ g 11 Rear Center Torso Front Left Torso
unsealed Exoskeleton 12 Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ G O teQ A0 \BV: 37,7 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | numeer LoCATION LOCATION
[1 000 ] 1 Right Torso Right Side
Type: Salrilla [Salvage Arm] Era: Clan Invasion 2 Left Torso Right Side
. , . 3 Right Torso (rear) Left Side
Gunnery Skill: Anti“Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
Ground MP: 3 5 Center Torso (rear) Rear
' [3 000 ] 8 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng
Basic Manipulator [E] - - - - TROOPER LARGE SUPPORT
Cutting Torch (Body) [E] - - - - [4 [e]e]e) ] NUMBER VEHICLE LOCATION *
Salvage Arm [E] - - - = 1 Right Side (Unit 1,/Unit 2) V
Searchlight (Bod E — - - 9 2 Right Side (Unit 1 /Unit 2)
unsealec?Exc[Jskelye]ton & 3 Left Side (Unit 1/Unit 2) CH-[H L(JS-[
4 Left Side (Unit 1/Unit 2) game ) labs
5 Rear (Unit 1/Unit 2)
\ Mechanized: Swarm: D Leg: D AP: D 6 Rear (Unit 1/Unit 2)
\ BV: 87/7 / \ *Unit 1 and Unit 2 represent two battle armor units /
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(" BATTLE ARMOR: SQUAD 1

LEG ATTACKS TABLE

Cargo Lifter (2.5 tons lifting capability)  [E]
Cutting Torch (Body) [E]
Searchlight (Body) [E]
unsealed Exoskeleton

\ Mechanized: D Swarm: D

- - - 9

Leg: D AP: D

N\
Type: HeavyHauler Era:Clan Invasion [1 d ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: [2 o ) TROOPERS ACTIVE MODIFIER
Ground MP: 1 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 o ] 5 +5
Cargo Lifter (2.5 tons lifting capability) ~ [E] — — — — +
Cutting Torch (Body) [E] - - - = [4 (o) ] \ 1 +7 /
Searchlight (Body) [E] — - - 9
unsealed Exoskeleton /—\
SWARM ATTACKS TABLE
\ Mechanized: (] Swarm:(() Leg:() AP: (] BATTLE ARMOR BASE TO-HIT
\ BV: 6/1 / TROOPERS ACTIVE MODIFIER
/4 \ 4-8 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: HeavyHauler Era:Clan Invasion [1 o ]
Gunnery Skill: Anti~Mech Skill: [2 O ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 1 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [3 ot ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
Cargo Lifter (2.5 tons lifting capability) ~ [E] - - - - TROOPERS ACTIVE 1 2 3 4 5 6
Cutting Torch (Body) B - - - - [4 Io) )
Searchlight (Body) [E] - - - 9 6 +0 +0 +0 +0 +1 +2
unsealed Exoskeleton 5 +0 40 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: D Swarm: D Leg: D AP: D 2 +1 +2 +3 +4 +5 +B
\\ BV: 6/1 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \| | BATTLE ARMOR EQUIPMENT
Type: HeavyHauler Era: Clan Invasion [1 i ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: [2 fo) ] SITUATION *
Ground MP: 1 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 o ] Me_ch or vehicle immobile -4
Cargo Lifter (2.5 tons lifting capability) ~ [E] — - - = Vehicle -2
Gutting Torch (Body) [E] - - - = [4 o ] “Modifi ;
Searchlight (Body) [E] - - _—_ g \ Modifiers are cumulative /
unsealed Exoskeleton
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: D Swarm: D Leg: D AP: D
\ BV: 6/ / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
] [1 o ] 3 Rear Center Torso  Front Right Torso
Type: HeavyHauler Era: Clan Invasion q Rear Right Torso  Rear Center Torso
Gunnery Skill: AntiMech Skill: [2 o ) 5 Front Right Torso  Rear Right Torso
_ 6 Right Arm Front Right Torso
Ground MP: 1 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng o 8 Left Arm Front Left Torso
Cargo Lifter (2.5 tons lifting capabiity) ~ [E] - - = = 9 Front Left Torso Rear Left Torso
g”m”ﬁl.-rﬂ;cré[%”dy] [E] - - - 3 [4 ) ] 10 Rear Left Torso Rear Center Torso
uﬁ:£:|e§EXgSEel\£mn (E] - 11 Rear Center Torso Front Left Torso
12 Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ O O teQ A0 \BV: 61 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
4 BATTLE ARMOR: SQUAD 5 \ NUMBER LOCATION LOCATION
[1 ) ] 1 Right Torso Right Side
Type: HeavyHauler Era: Clan Invasion 2 Left Torso Right Side
) ., ) 3 Right Torso (rear) Left Side
Gunnery Skill: Anti~Mech Skill: [2 [e) ] 4 Left Torso (rear) Left Side
Ground MP: 1 5 Center Torso (rear) Rear
' . . [3 o ] 6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng
_ - - = TROOPER LARGE SUPPORT
@ o )

\ BV: 6,1

/

NUMBER VEHICLE LOCATION *
Right Side (Unit 1/Unit 2)
Right Side (Unit 1/Unit 2) V
Left Side (Unit 1/Unit 2) [:H-[H L‘JS-[
Left Side (Unit 1/Unit 2) game D labs

Rear (Unit 1/Unit 2)
Rear (Unit 1/Unit 2)

oOgbhwN >

\ *Unit 1 and Unit 2 represent two battle armor units /
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\ J \ /
/4 \ V/ \
BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: PowerLoader Era:Clan Invasion [1 0 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: [2 00 ) TROOPERS ACTIVE MODIFIER
Ground MP: 2 45‘3 %
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] 5 +5
Cargo Lifter (2.0 tonlifting capability) ~ [E] — - - = +
Cutting Torch (Body) [E] - - - = [4 00 ] \ 1 +7 /
unsealed Exoskeleton
SWARM ATTACKS TABLE
\ Mechanized: (] Swarm:(() Leg:() AP: (] BATTLE ARMOR BASE TO-HIT
\ BV: 20/4 / TROOPERS ACTIVE MODIFIER
/4 \ 4-6 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: PowerLoader Era:Clan Invasion [1 00 ]
Gunnery Skill: Anti~Mech Skill: [2 OO ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 2 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
Cargo Lifter (2.0 tonlifting capability) ~ [E] - - = = TROOPERSACTVE 49 2 3 4 5 6
Cutting Torch (Body) [E] - - - - [4 00 ]
unsealed Exoskeleton 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
\ Mechanized: D Swarm: D Leg: D AP: D 2 +1 +2 +3 +4 +5 +B
\\ BV: 20/4 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \| | BATTLE ARMOR EQUIPMENT
Type: PowerLoader Era: Clan Invasion [1 0 ] Claws with magnets -1
Gunnery Skill: Anti”Mech Skill: __ [2 00 ] | | SITUATION*
Ground MP: 2 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] Me_ch or vehicle immobile -4
Cargo Lifter (2.0 tonlifting capability)  [E] — - - = Vehicle -2
Cutting Torch (Body) [E] - - - = [4 (o)e) ] I )
unsealed Exoskeleton \ Modifiers are cumulative /
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: D Swarm: D Leg: D AP: D
\ BV: 20/4 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
) [1 00 ] 3 Rear Center Torso  Front Right Torso
Type: PowerLoader Era: Clan Invasion q Rear Right Torso Rear Center Torso
Gunnery Skill: Anti-Mech Skill: [2 00 ) g Fmr;;; F:]ighAt Torso Fﬂea'; l;i_g';]'; ?rso
! ight Arm ront Right Torso
Ground MP: 2 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 00 8 Left Arm Front Left Torso
Cargo Lifter (2.0 tonlifting capability)  [E] - - - = 9 Front Left Torso Rear Left Torso
C”m”lg g%mh IEBID‘:V] [E] - - - = [4 oo ] 10 Rear Left Torso Rear Center Torso
unseaied bxoskeieton 11 Rear Center Torso Front Left Torso
12 Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ O QO _tesQ) A () \ BV: 20,4 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | Nomeer  Locaniow LocATION
[1 00 ] 1 Right Torso F{!ght S!de
Type: PowerLoader Era: Clan Invasion 2 Left Torso Right Side
. . . 3 Right Torso (rear) Left Side
Gunnery Skill: Anti“Mech Skill: [2 00 ] 4 Left Torso (rear) Left Side
Ground MP: 2 5 Center Torso (rear) Rear
' 6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ]
Cargo Lifter (2.0 tonlifting capability)  [E] — - - = TROOPER LARGE SUPPORT
Cutting Torch (Body) [E] - - - - [4 (e]@) ] NUMBER VEHICLE LOCATION *
unsealed Exoskeleton 1 Right Side (Unit 1,/Unit 2) V
2 Right Side (Unit 1 /Unit 2)
3 Left Side (Unit 1,/Unit 2) [:H-[H L‘JS-[
4 Left Side (Unit 1/Unit 2) ame D labs’
5 Rear (Unit 1/Unit 2) ° -
\ Mechanized: D Swarm: D Leg: D AP: D 6 Rear (Unit 1/Unit 2)
\ BV: 20/4 / \ *Unit 1 and Unit 2 represent two battle armor units /
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RECORD SHEET
\ J \

{BATTLE ARMOR: SGUAD 1 ) (e ATACKS TABLE )

/

N\
Type: Tunnel Rat I/1l [Armored Glove] Era: Clan Invasion [1 00 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: [2 00 ) TROOPERS ACTIVE MODIFIER
Ground MP: 1 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] 5 +5
Armored Glove (2) [E] - - - = +
Extended Life Support [E] - - - = [4 00 ] \ 1 +7 /
Searchlight [E] — - - 9
SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(if Leg: (i AP: (J BATTLE ARMOR BASE TO-HIT
\ BV: 20/4 / TROOPERS ACTIVE MODIFIER
/4 \ 4-8 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Tunnel Rat I/1l [Armored Glove] Era: Clan Invasion [1 00 ]
Gunnery Skill: Anti~Mech Skill: [2 OO ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 1 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
Armored Glove (2) [E] — - - = TROOPERS ACTIVE 1 2 3 aq 5 6
Extended Life Support [E] - - - - [4 00 ]
Searchlight [E] - - - 9 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
\ Mechanized: Swarm: (¢ Leg: AP: (/ o +1 +2 +3 +4 +5 +B
\\ BV: 20/4 / 1 +2 +3 +4 +5 +B +7
/4 \
BATTLE ARMOR: SQUAD 3 \| | BATTLE ARMOR EQUIPMENT
Type: Tunnel Rat I/1l [Armored Glove] Era: Clan Invasion [1 00 ] Claws with magnets -1
Gunnery Skill: Anti”Mech Skill: __ [2 00 ] | | SITUATION*
Ground MP: 1 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] Me_ch or vehicle immobile -4
Armored Glove (2) [E] - - - - Vehicle -2
Extended Life Support [E] - - = = [4 (e]e) ] . )
Searchlight [E] - - _—_ g *Modifiers are cumulative
\ /
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: @
\ BV: 20/4 / 2D6 BIPEDAL FOUR-LEGGED
/, \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
[1 00 ] 3 Rear Center Torso  Front Right Torso
Type: Tunnel Rat I/l [Armored Glove] Era: Clan Invasion q Rear Right Torso Rear Center Torso
Gunnery Skill: AntiMech Skill: [2 00 ) 5 Front Right Torso  Rear Right Torso
. - 6 Right Arm Front Right Torso
Ground MP: 1 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 00 8 Left Arm Front Left Torso
Armored Glove (2) [E] - - = = 9 Front Left Torso Rear Left Torso
gﬂe”?ﬁd "{éfe Support [E] - - - 3 [4 oo ] 10 Rear Left Torso Rear Center Torso
earchig (E] - 11 Rear Center Torso Front Left Torso
12 Head Head
\ /

] O Bl e i \ BV: 204 PN TRANSPORT POSITIONS TABLE )
(" BATTLE ARMOR: SQUAD 5 ) \ | Noweer LocATION LocATION
Right Torso Right Side

1
Type: Tunnel Rat I/1l [Armored Glove] Era: Clan Invasion [1 0o ] g a hLe'If't TDF‘S[D ] FI‘_igfr;tSSiide
. Ly . ight Torso (rear: eft Side
Gunnery Skill: _____ AntiMech Skill: ____ [2 [eYe) ] 4 Left Torso (rear) Left Side
Ground MP: 1 5 Center Torso (rear) Rear
' 3 00 ] 6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng
Armored Glove (2 E - - - = TROOPER LARGE SUPPORT
Extended Life su.[up;]:mt H - - - - a 00 ] NUMBER  VEHICLE LOCATION *
Searchlight [E] - - -9 1 Right Side (Unit 1,/Unit 2)
2 Right Side (Unit 1 /Unit 2) V
3 Left Side (Unit 1,/Unit 2) CH-[H 4
4 Left Side (Unit 1/Unit 2) game Dlabs
5 Rear (Unit 1/Unit 2)
\ Mechanized: (/) Swarm: Leg: (¢ AP: 6 Rear (Unit 1,/Unit 2)
\ BV 20/4 / \ *Unit 1 and Unit 2 represent two battle armor units /
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B 11 I-I- i I- | W I-I RECORD SHEET
\ J \ /
/4 \ V/ \
BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Tunnel Rat I/Il [Industrial Drill] Era: Clan Invasion [1 0 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: [2 00 ) TROOPERS ACTIVE MODIFIER
Ground MP: 1 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] *
Basic Manipul - - - = 2 +5
pulator [E]
Extended Life Support [E] - - - = [4 00 ] \ 1 +7 /
Industrial Drill [E] — - - =
Searchlight [E] - - =18 /—\
SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(() Leg: (] AP: (] BATTLE ARMOR BASE TO-HIT
\ BV: 20/4 / TROOPERS ACTIVE MODIFIER
/4 \ 4-6 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Tunnel Rat I/Il [Industrial Drill] Era: Clan Invasion [1 00 ]
Gunnery Skill: Anti~Mech Skill: [2 OO ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 1 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [3 0 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
Basic Manipulator e - - - = TROOPERSACTVE 49 2 3 4 5 6
Extended Life Support [E] - - - - [4 00 ]
Industrial Drill [E] - - - = 6 +0 +0 +0 +0 +1 +2
Searchlight [E] - - - 8 5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: D Leg: D AP: D 2 +1 +2 +3 +4 +5 +B
\\ BV: 20/4 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \| | BATTLE ARMOR EQUIPMENT
Type: Tunnel Rat I/l [industrial Drill] Era: Clan Invasion [1 0 ) Claws with magnets -1
Gunnery Skill: Anti”Mech Skill: __ [2 00 ] | | SITUATION*
Ground MP: 1 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] Me_ch or vehicle immobile -4
Basic Manipulator [E] - - - = Vehicle -2
Extended Life Support [E] - - = = [4 (e]e) ] N . )
Industrial Drill [E] - - - \ Modifiers are cumulative /
Searchlight [E] - - -9
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: D Leg: D AP: D
\ BV: 20/4 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
) [1 00 ] 3 Rear Center Torso  Front Right Torso
Type: Tunnel Rat I/Il [Industrial Drill] Era: Clan Invasion q Rear Right Torso Rear Center Torso
Gunnery Skill: Anti-Mech Skill: [2 00 ) g Fmr;;; F:]ighAt Torso Fﬂea'; l;i_g';]'; ?rso
ight Arm ront Right Torso
Ground MP: 1
7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] 8 Left Arm Front Left Torso
Basic Manipulator [E] - - - = 9 Front Left Torso Rear Left Torso
Fxse”g‘?dl 'E;f‘?"S”ppc’rt [E] - - - = [4 oo ] 10 Rear Left Torso Rear Center Torso
ge;fcr::%htrl %E% _ _ _ g 11 Rear Center Torso Front Left Torso
12 Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ G O teQ A0 \ BV: 20,4 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | NimeEn  vocamow LocATION
[1 00 ] 1 Right Torso F{!ght S!de
Type: Tunnel Rat I/1l [Industrial Drill] Era: Clan Invasion g o hLe;t Tors[o ] ':I‘_Igfr;tss'éide
) ., ) ight Torso (rear’ eft Side
Gunnery Skill: Anti“Mech Skill: [2 00 ] 4 Left Torso (rear) Left Side
. 5 Center Torso (rear) Rear
Ground MP: 1 . . [3 00 ] 8 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng
Basic Manipulator [E] - - - - TROOPER LARGE SUPPORT
Extended Life Support e - - - - [4 00 ] NUMBER  VEHICLE LOCATION *
Industrial Drill [E] - - - = 1 Right Side (Unit 1,/Unit 2)
Searchlight [E] - - -9 2 Right Side (Unit 1/Unit 2) V
3 Left Side (Unit 1,/Unit 2) [:H-[H L‘JS-[
4 Left Side (Unit 1/Unit 2) ame D labs’
5 Rear (Unit 1/Unit 2) ° -
\ Mechanized: Swarm: D Leg: D AP: D 6 Rear (Unit 1/Unit 2)
\ BV: 20/4 / \ *Unit 1 and Unit 2 represent two battle armor units /
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\ J \ /
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BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Tunnel Rat il [Armored Glove] Era: Civil War [1 800 ) BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 1 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 5 +5
Armored Glove (2) [E] - - - = +
Extended Life Support [E] - - - = [4 000 ] \ 1 +7 /
Searchlight [E] — - - 9
SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(if Leg: (i AP: (J BATTLE ARMOR BASE TO-HIT
\\ BV: 37/7 / TROOPERS ACTIVE MODIFIER
/4 \ 4-8 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Tunnel Rat Ill [Armored Glove] Era: Civil War [1 000 ]
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 1 Jump: 1 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
Armored Glove (2) [E] — - - = TROOPERS ACTIVE 1 2 3 aq 5 6
Extended Life Support g - - - - [4 000 ]
Searchlight [E] - - - 9 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
\ Mechanized: Swarm: (¢ Leg: AP: (/ o +1 +2 +3 +4 +5 +B
\ BV: 37/7 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Tunnel Rat lll [Armored Glove] Era: Civil War [1 800 ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: 2 000 ] ’SITUATIDN *
Ground MP: 1 Jump: 1 ’MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Armored Glove (2) [E] - - - - Vehicle -2
Extended Life Support [E] - - = = [4 000 ] . )
Searchlight [E] - - _—_ g \*Modlflers are cumulative /
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: @
\ BV: 37/7 / 2D6 BIPEDAL FOUR-LEGGED
/, \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
= [1 000 ] 3 Rear Center Torso  Front Right Torso
Type: Tunnel Rat Ill [Armored Glove] Era: Civil War q Rear Right Torso Rear Center Torso
Gunnery Skill: AntiMech Skill: [2 000 ) 5 Front Right Torso  Rear Right Torso
. . - 6 Right Arm Front Right Torso
Ground MP: 1 Jump: 1 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
Armored Glove (2) [E] - - = = 9 Front Left Torso Rear Left Torso
gﬂe”?ﬁd "{éfe Support [E] - - - 3 [4 000 ] 10 Rear Left Torso Rear Center Torso
earchig (E] - 11 Rear Center Torso Front Left Torso
\ 12 Head Head /
Mechanized: Swarm: Leg: AP:
\ G I O \ BV: 37,7 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
4 BATTLE ARMOR: SQUAD 5 \ NUMBER LOCATION LOCATION
[1 000 ] 1 Right Torso Right Side
Type: Tunnel Rat Ill [Armored Glove] Era: Civil War 2 Left Torso Right Side
) ., ) 3 Right Torso (rear) Left Side
Gunnery Skill: Anti~Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
Ground MP: 1 Jump' 1 5 Center Torso (rear) Rear
' : [3 000 ] 6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng
Armored Glove (2) [E] - - - - TROOPER LARGE SUPPORT
Extended Life Support e - - - - [4 000 ] NUMBER  VEHICLE LOCATION *
Searchlight [E] - - -9 1 Right Side (Unit 1,/Unit 2) V
2 Right Side (Unit 1 /Unit 2)
3 Left Side (Unit 1,/Unit 2)
4 Left Side (Unit 1/Unit 2) Cﬂ-[ﬂar!-eqa§-[
5 Rear (Unit 1/Unit 2)
Mechanized: Swarm: Leg: AP: 6 Rear (Unit 1/Unit 2)
\ /) /) 4 //
\ BV: 87/7 / \ *Unit 1 and Unit 2 represent two battle armor units /
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BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Tunnel Rat il [industrial Drill] Era: Civil War [1 800 ) BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 1 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 5 +5
Basic Manipulator [E] - - = - +
Extended Life Support [E] - - - = [4 000 ] \ 1 +7 /
Industrial Drill [E] — - - =
Searchlight [E] - - =18 /—\
SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(() Leg: (] AP: (] BATTLE ARMOR BASE TO-HIT
\\ BV: 37/7 / TROOPERS ACTIVE MODIFIER
7/ \ 4-6 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Tunnel Rat Il [Industrial Drill] Era: Civil War [1 000 ]
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
G d MP: 1 J B
roun . o [3 000 ) ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng BATTLE ARMOR ARMOR TROOPERS ACTIVE
E;smdl\/lc?fl‘_[?ulgtor , %E% - - = = [4 000 ] TROOPERSACTVE 49 2 3 4 5 6
enae ITe ouppo - - — -
Industrial Drill PP [E] - - - = 6 +0 +0 +0 +0 +1 +2
Searchlight [E] - - - 8 5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: D Leg: D AP: D 2 +1 +2 +3 +4 +5 +B
\ BV: 37/7 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Tunnel Rat Il [Industrial Drill] Era: Givil War [1 800 ) Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: 2 000 ] SITUATION *
Ground MP: 1 Jump: 1 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Basic Manipulator [E] - - - = Vehicle -2
Extended Life Support [E] - - - = [4 000 ] e )
Industrial Drill [E] - - - \ Modifiers are cumulative /
Searchlight [E] - - -9
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: D Leg: D AP: D
\ BV: 37/7 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
o [1 000 ] 3 Rear Center Torso  Front Right Torso
Type: Tunnel Rat Il [Industrial Drill] Era: Civil War q Rear Right Torso Rear Center Torso
Gunnery Skill: Anti-Mech Skill: [2 000 ) g Fmr;;;:gl}r:norso Er‘?)il; Eligni §%1§2
Ground MP: 1 Jump: 1 3 ] 7 Front Center Torso ~ Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
Basic Manipulator [E] - - - = 9 Front Left Torso Rear Left Torso
Fxse”g‘?dl 'E;f‘?"S”ppc’rt [E] - - - = [4 000 ] 10 Rear Left Torso Rear Center Torso
ge;fcr::%htrl %E% _ _ _ g 11 Rear Center Torso Front Left Torso
\ 12 Head Head /
Mechanized: Swarm: Leg: AP:
\ G O teQ A0 \BV: 37,7 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | numeer LoCATION LOCATION
[1 000 ] 1 Right Torso Right Side
Type: Tunnel Rat Il [Industrial Drill] Era: Civil War g o hLE_lf_t TDr‘S[O , ﬁ!_igff;tg;de
) ., ) ight Torso (rear’ eft Side
Gunnery Skill: Anti“Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
. . 5 Center Torso (rear) Rear
Ground MP: 1 Jump: 1 [3 000 ] 8 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng TROOPER LARGE SUPPORT
Basic Manipulator E - - = -
Extended Li'fje Support EE% - - - - [4 000 ] NUMBER  VEHICLE LOCATION *
Industrial Drill [E] - - - = 1 Right Side (Unit 1,/Unit 2) V
Searchlight [E] - - -9 2 Right Side (Unit 1/Unit 2)
3 Left Side (Unit 1,/Unit 2)
4 Left Side (Unit 1/Unit 2) Cﬂ-[ﬂar!-eqa§-[
5 Rear (Unit 1/Unit 2)
\ Mechanized: Swarm: D Leg: D AP: D 6 Rear (Unit 1/Unit 2)
\ BV: 87/7 / \ *Unit 1 and Unit 2 represent two battle armor units /
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BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Tunnel Rat IV [Armored Glove/GL] Era: Jihad [1 800 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 2 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 5 +5
Armored Glove [E] - - - = +
Extended Life Support [E] - - - = [4 000 ] \ 1 +7 /
Grenade Launcher 1[DBAI] — 1 2 3
Searchlight [E] - - =9 /—\
SWARM ATTACKS TABLE
\ Mechanized: (] Swarm:(() Leg:(() AP: (] BATTLE ARMOR BASE TO-HIT
\ BV: 41/8 / TROOPERS ACTIVE MODIFIER
7/ \ 4-6 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Tunnel Rat IV [Armored Glove/GL] Era: Jihad [1 000 ]
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 1 Jump: 2 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [3 800 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
Armored Glove e - - - = TROOPERSACTVE 49 2 3 4 5 6
Extended Life Support B - - - - [4 000 ]
Grenade Launcher 1M0DBA] — 1 2 3 6 +0 +0 +0 +0 +1 +2
Searchlight - - - 9 5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: D Swarm: D Leg: D AP: (/ 2 +1 +2 +3 +4 +5 +B
\\ BV: 41/8 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \| | BATTLE ARMOR EQUIPMENT
Type: Tunnel Rat IV [Armored Glove/GL] Era: Jihad [1 000 ] Claws with magnets =1
Gunnery Skill: Anti-'Mech Skill: 2 000 ] SITUATION *
Ground MP: 1 Jump: 2 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Armored Glove [E] - - - = Vehicle -2
Extended Life Support [E] - - = = [4 000 ] e )
Grenade Launcher 1M0BA] — 1 2 3 \ Modifiers are cumulative /
Searchlight [E] - - -9
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: D Swarm: D Leg: D AP: @
\ BV: 41/8 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
[1 000 ] 3 Rear Center Torso  Front Right Torso
Type: Tunnel Rat IV [Armored Glove/GL] Era: Jihad q Rear Right Torso Rear Center Torso
Gunnery Skill: Anti“Mech Skill: [2 000 ] 5 Front Right Torso  Rear Right Torso
_ . 6 Right Arm Front Right Torso
Ground MP: 1 Jump: 2 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
Armored Glove [E] - - = = 9 Front Left Torso Rear Left Torso
Eﬂe”dfdt'fe Sﬁppc’“ 1 D[ES]AI -7 5 3 [4 000 ] 10 Rear Left Torso Rear Center Torso
Sggpghfgh?unc er (BBAN - - = g 11 Rear Center Torso Front Left Torso
\ 12 Head Head /
Mechanized: Swarm: Leg: AP:
\ O O s ¢ \ BV: 41/ pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | numeer LoCATION LOCATION
[1 000 ] 1 Right Torso Right Side
Type: Tunnel Rat IV [Armored Glove/GL] Era: Jihad 2 Left Torso Right Side
) . ) 3 Right Torso (rear) Left Side
Gunnery Skill: Anti“Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
Ground MP: 1 Jump' 2 5 Center Torso (rear) Rear
' : 3 000 ] 8 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng
Armored Glove [E] - - - - TROOPER LARGE SUPPORT
Extended Life Support e - - - - [4 000 ] NUMBER  VEHICLE LOCATION *
Grenade Launcher 1[DBA] — 1 2 3 1 Right Side (Unit 1,/Unit 2)
Searchlight [E] - - -9 2 Right Side (Unit 1/Unit 2) V
3 Left Side (Unit 1,/Unit 2) [:H-[H L‘JS-[
4 Left Side (Unit 1/Unit 2) game ) labs
5 Rear (Unit 1/Unit 2)
\ Mechanized: D Swarm: D Leg: D AP: 6 Rear (Unit 1/Unit 2)
\ BV: 41/8 / \ *Unit 1 and Unit 2 represent two battle armor units /
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BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Tunnel Ret 1V (Armored Giove/LMe] Era: Jihad [1 800 ) BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-Mech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 2 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 5 +5
Armored Glove [E] - - = - +
Extended Life Support [E] - - - = [4 000 ] \ 1 +7 /
Light Machine Gun 1[DBA] — 2 4 B
Searchlight [E] - - -9 /—\
SWARM ATTACKS TABLE
\ Mechanized: (] Swarm:(() Leg:(() AP: (] BATTLE ARMOR BASE TO-HIT
\ BV: 54,10 / TROOPERS ACTIVE MODIFIER
/4 \ 4-6 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Tunnel Rat IV [Armored Glove/LMG] Era: Jihad [1 000 ]
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 1 Jump: 2 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
\A’Veaptzjngl & Equip. DTEQ]J Min Sht Med Lng [3 000 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
rmored Glove - - - - TROOPERS ACTIVE
Extended Life Support e - - - - [4 000 ] 1 2 3 4 5 6
Light Machine Gun 1MDBA] — 2 4 8 6 +0 +0 +0 +0 +1 +2
Searchlight [E] - - - 8 5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: D Swarm: D Leg: D AP: (/ 2 +1 +2 +3 +4 +5 +B
\ BV: 54/10 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Tunnel Rat IV [Armored Glove/LMG]  Era: Jihad [1 000 ] Claws with magnets =1
Gunnery Skill: Anti-'Mech Skill: 2 000 ] SITUATION *
Ground MP: 1 Jump: 2 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Armored Glove [E] - - - = Vehicle -2
Extended Life Support [E] - - = = [4 000 ] e )
Light Machine Gun 1DBA] — 2 4 B \ Modifiers are cumulative /
Searchlight [E] - - -9
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: D Swarm: D Leg: D AP: @
\ BV: 54/10 / 2D6 BIPEDAL FOUR-LEGGED
V/ - \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
] [1 000 ] 3 Rear Center Torso  Front Right Torso
TypE:TunneI Rat IV [Armored Glove/LMG] Era: Jihad q Rear Right Torso Rear Center Torso
Gunnery Skill: Anti*Mech Skil: [2 000 ) : F"D';;% F:]ighAt Torso Fﬂea'; ';i_gl;]i ?rso
Ground MP: 1 Jump: 2 3 ] 7 Front Igem:erllrrl]'n:orsu Frz?wr; Celrgw]ter %‘fgo
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
é;tmogeg (Elfovg . %E% - - - = [4 000 ] 9 Front Left Torso Rear Left Torso
xtended LITe Suppo - - Tz 10 Rear Left Torso Rear Center Torso
EE:fC'\rﬂ%ﬂ'”e Gun ! [D[E]'A” _ E i S 11 Rear Center Torso Front Left Torso
12 Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ O O s ¢ \ BV: 54,10 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | Nomeer  Locaniow LocATION
[1 000 ] 1 Right Torso F{!ght S!de
Type: Tunnel Rat IV [Armored Glove/LMG]  Era: Jihad g - hl-e1f_t TDI"S[D ] Fﬂgf:tSSAde
. ., . ight Torso (rear; eft Side
Gunnery Skill: Anti~Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
Ground MP: durp: 2 S ol pear
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ]
Armored Glove [E] - - - - TROOPER LARGE SUPPORT
Extended Life Support e - - - - [4 000 ] NUMBER  VEHICLE LOCATION *
Light Machine Gun 1[DBA] — 2 4 B 1 Right Side (Unit 1,/Unit 2)
Searchlight [E] - - =18 2 Right Side (Unit 1,/Unit 2) CH-[H VS-[
3 Left Side (Unit 1,/Unit 2)
4 Left Side (Unit 1/Unit 2) gar!'eqabs
5 Rear (Unit 1/Unit 2)
\ Mechanized: D Swarm: D Leg: D AP: 6 Rear (Unit 1/Unit 2)
\ BV: 54/ 10 / \ *Unit 1 and Unit 2 represent two battle armor units /

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



y ” N / \
. N —— . g BATTLE ARMOR
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BATTILLETETI RECORD SHEET
\ J \ /
/4 \ /, \
BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Tunnel Rat IV [Battle Claw/GL] Era: Jihad [1 800 ) BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 2 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 5 +5
Battle Claw B - - - - +
Extended Life Support [E] - - - = [4 000 ] \ 1 +7 /
Grenade Launcher 1[DBAI] — 1 2 3
Searchlight [E] - - =18 /—\
SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(iJ Leg:((J AP: (] BATTLE ARMOR BASE TO-HIT
\ BV: 44/9 / TROOPERS ACTIVE MODIFIER
/4 \ 4-8 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Tunnel Rat IV [Battle Claw/GL] Era:Jihad [1 000 ]
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
G d MP: 1 J 12
ol i e [3 000 ) ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng BATTLE ARMOR ARMOR TROOPERS ACTIVE
Battle Claw e - - - - TROOPERSACTNE 4 2 3 4 5 6
pport [E] 4 000 )
Grenade Launcher 1M0DBA] — 1 2 3 6 +0 +0 +0 +0 +1 +2
Searchlight [E] - - - 8 5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: (¢ Leg: AP: D 2 +1 +2 +3 +4 +5 +B
\\ BV: 44/9 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Tunnel Rat IV [Battle Claw/GL] Era: Jihad [1 000 ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: 2 000 ] SITUATION *
Ground MP: 1 Jump: 2 ‘Mech prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Battle Claw B - - - - Vehicle -2
Extended Life Support [E] - - = = [4 000 ] e )
Grenade Launcher 1M0BA] — 1 2 3 \ Modifiers are cumulative /
Searchlight [E] - - -9
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: D
\ BV: 44/9 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
] [1 000 ] 3 Rear Center Torso  Front Right Torso
Type: Tunnel Rat IV [Battle Claw/GL] Era: Jihad 4 Rear Right Torso ~ Rear Center Torso
Gunnery Skill: AntiMech Skill: [2 000 ) 5 Front Right Torso  Rear Right Torso
_ . 6 Right Arm Front Right Torso
Ground MP: 1 Jump: 2 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
Battle Claw [E] - - = = 9 Front Left Torso Rear Left Torso
Eﬂe”dfdt'fe Sﬁppc’“ 1 D['é] M~ 1 2 3 [4 000 ] 10 Rear Left Torso Rear Center Torso
Sgg?ghfgh?unc er [ [Ej 1 - - = 9 11 Rear Center Torso Front Left Torso
12 Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ G S \ BV: 44/8 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | NimeEn  vocamow LocATON
. o [1 000 ] 1 Right Torso F{!ght S!de
Type: Tunnel Rat IV [Battle Claw/GL] Era: Jihad g - hLe$t TOI"S[D ] Fl‘jgff;tSS&de
. ., . ight Torso (rear’ eft Side
Gunnery Skill: Anti~Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
Ground MP: 1 Jump: =) 5 Center Torso (rear) Rear
. . 3 000 ] 6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng TROOPER LARGE SUPPORT
Battle Claw E - - - -
Extended Life Support EE% - - = = [4 000 ] NUMBER  VEHICLE LOCATION *
Grenade Launcher 1[DBA] — 1 2 3 1 Right Side (Unit 1,/Unit 2)
Searchlight [E] - - =18 2 Right Side (Unit 1,/Unit 2) CH-[H VS-[
3 Left Side (Unit 1,/Unit 2)
g Le;t Sid?U(L_JSi/llz/'lL{L_ltni;]E] gar!'eqabs
ear (uni ni
\ Mechanized: (§/f Swarm: Leg: AP: D 6 Rear (Unit 1,/Unit 2)
\ BV: 44/9 / \ *Unit 1 and Unit 2 represent two battle armor units /
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B . I N —— . g I I BATTLE ARMOR
|
11 -I- i I- | S RECORD SHEET
\ J \ /
/4 \ /, \
BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Tunnel Rat IV [Battle Clawy/LMG] Era: Jinad [1 800 ) BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 1 Jump: 2 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 5 +5
Battle Claw [E] - - - = +
Extended Life Support [E] - - - = [4 000 ] \ 1 +7 /
Light Machine Gun 1[DBA] — 2 4 B
Searchlight [E] - - =18 /—\
SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(iJ Leg:((J AP: (] BATTLE ARMOR BASE TO-HIT
\ BV: 71/14 / TROOPERS ACTIVE MODIFIER
/4 \ 4-8 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Tunnel Rat IV [Battle Claw/LMG] Era:Jihad [1 000 ]
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 1 Jump: 2 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
Battle C'aV‘{ [E] — - - = TROOPERS ACTIVE 1 2 3 aq 5 6
Extended Life Support g - - - - [4 000 )
Light Machine Gun 1MDBA] — 2 4 8 6 +0 +0 +0 +0 +1 +2
Searchlight [E] - - - 8 5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: (¢ Leg: AP: D 2 +1 +2 +3 +4 +5 +B
\BV: 71/14 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Tunnel Rat IV [Battle Claw/LMG] Era:Jihad [1 000 ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: 2 000 ] SITUATION *
Ground MP: 1 Jump: 2 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Battle Claw B - - - - Vehicle -2
Extended Life Support [E] - - = = [4 000 ] . )
Light Machine Gun 1DBA] — 2 4 B \*Mod'f'e'“s are cumulative /
Searchlight [E] - - -9
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: D
\ BV: 71/14 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
] [1 000 ] 3 Rear Center Torso  Front Right Torso
Type: Tunnel Rat IV [Battle Claw/LMG] Era: Jihad q Rear Right Torso Rear Center Torso
Gunnery Skill: Anti“Mech Skill: [2 000 ] 5 Front Right Torso Rear Right Torso
_ . 6 Right Arm Front Right Torso
Ground MP: 1 Jump: 2 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
E:::medcliar{f S . %E% - - - = [4 000 ] 9 Front Left Torso Rear Left Torso
xtended LITe Suppo - - Tz 10 Rear Left Torso Rear Center Torso
EE:fC'\rﬂ%ﬂ'”e bun ! [Ij[EjAll _ E i S :; Rear C'_e|ntedr' Torso FrontFIIefthorso
ea ea
\ /
Mechanized: Swarm: Leg: AP:
\ G S \ BV: 71,14 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | nomees LacaTioN LocaTioN
ight Torso ight Side
Type: Tunnel Rat IV [Battle Claw/LMG] Era: Jihad [1 000 ] g - hLe;t TOI"S[O ] FEQRtSSLdE
. ., . ight Torso (rear’ eft Side
Gunnery Skill: Anti~Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
Ground MP: 1 Jump' 2 5 Center Torso (rear) Rear
' . o [3 000 ] 6 Center Torso Rear
\BNst?pans & Equip. DI'E'E;]] Min Sht Med Lng TROOPER LARGE SUPPORT
attle Llaw — — — —
Extended Life Support e - - - - [4 000 ] NUMBER  VEHICLE LOCATION *
Light Machine Gun 1[DBA] — 2 4 B 1 Right Side (Unit 1,/Unit 2)
Searchlight [E] - - -9 2 Right Side (Unit 1/Unit 2) V
3 Left Side (Unit 1,/Unit 2) [:H-[H L‘JS-[
4 Left Side (Unit 1/Unit 2) game ) labs
5 Rear (Unit 1/Unit 2)
\ Mechanized: (§/f Swarm: Leg: AP: D 6 Rear (Unit 1,/Unit 2)
\ BV: 71/ 4 / \ *Unit 1 and Unit 2 represent two battle armor units /
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(" BATTLE ARMOR: SQUAD 1

LEG ATTACKS TABLE

[ )
. . O
Type:Krise Era: Civil War d BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: [2 00 ) TROOPERS ACTIVE MODIFIER
Ground MP: 3 Jump: 3 4;‘3 C"g
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] 5 +5
Basic Manipulator [E] - - = - +
Cutting Torch [E - - - - [4 00 ] \ 1 +7 /
Extended Life Support (Body) [E] — - - =
Improved Sensors (Body) [E] - - - 2
Sal A E - - = -
S v B - - - 3 (  SWARM ATTACKS TABLE )
\ Mechanized: (i Swarm:(() Leg: (] AP: (] BATTLE ARMOR BASE TO-HIT
\ BV: 30/6 / TROOPERS ACTIVE MODIFIER
/4 \ 4-8 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type:Krise Era: Civil War [1 00 ]
Gunnery Skill: Anti~Mech Skill: 2 OO ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 3 Jump: 3 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
\B’V!?al,)\fllns &| ItEquip. DTEQ]J Min Sht Med Lng [3 0 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
asic Manipulator - - - - TROOPERS ACTIVE
Cutting Torch e - - - - 4 0O ] 1 2 3 4 5 6
Extended Life Support (Body) [E] - - - - 6 +0 +0 +0 +0 +1 +2
e aensors (Body) g - -z-e® 5 +0 +0 +0 +1 +2 +3
Searchlight B - - — 9 g +8 +? +; +g +Z +‘51
+0 +1 +2 +3 +4 +
\ Mechanized: Swarm: D Leg: D AP: D 2 +1 +2 +3 +4 +5 +B
\\ BV: 30/6 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \| | BATTLE ARMOR EQUIPMENT
Type: Krise Era: Civil War [1 00 ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: 2 00 ] SITUATION *
Ground MP: 3 Jump: 3 Mech prone , -2
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] Me_ch or vehicle immobile -4
Basic Manipulator [E] - - - = Vehicle -2
Cutting Torch [E] - - = = [4 (e]e) ] N . )
Extended Life Support (Body) [E] - - - \ Modifiers are cumulative /
Improved Sensors (Body) [E] - - - 2
Salvage Arm [E] - - = -
Searchlight [E] - - - 9 / \
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: D Leg: D AP: D
\ BV: 30/6 / 2D6 BIPEDAL FOUR-LEGGED
V/ - \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
o o [1 00 ] 3 Rear anter‘ Torso  Front Right Torso
Type:Krise Era: Civil War q Rear Right Torso  Rear Center Torso
Gunnery Skill: Anti“Mech Skill: [2 00 ] 5 Front Right Torso  Rear Right Torso
Ground MP: 3 Jump: 3 6 Right Arm Front Right Torso
: : 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] 8 Left Arm Front Left Torso
Basic Manipulator [E] - - - = 9 Front Left Torso Rear Left Torso
E;tt;”fegolj‘ggsu ort (Body] E - - - - [4 0o ] 10 Rear Left Torso Rear Center Torso
Improved SensorPsp[BDdy] Y [E _ _ _ =2 11 Rear Center Torso Front Left Torso
Salvage Arm [E] - - - - \ 12 Head Head /
Searchlight [E] — - - 9
Mechanized: @ Swarm: D Leg: D AP D /4 \
\ \ BV: 30/6 pJ( TRANSPORT POSITIONS TABLE
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | numeer LOCATION LOCATION
[1 Yo ] 1 Right Torso Right Side
Type:Krise Era: Civil War g o hLe_lf_t Tor‘s[o , Tgfr;tSSLde
. ., . ight Torso (rear; eft Side
Gunnery Skill: Anti“Mech Skill: [2 00 ] 4 Left Torso (rear) Left Side
Ground MP: 3 dump: 3 o Comerlorsolrem pear
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ]
Basic Manipulator [E] - - - - TROOPER LARGE SUPPORT
Cutting Torch g - - - - [4 00 ] NUMBER  VEHICLE LOCATION*
Extended Life Support (Body] ~ [E] - - - - 1 Right Side (Unit 1,/Unit 2)
Improved Sensors (Body) [E] - - - 2 2 Right Side (Unit 1/Unit 2) V
Salvage Arm [E] - - - = 3 Left Side (Unit 1/Unit 2) CH-[H L(JS-[
Searchlight [E] - - - 9 4 Left Side (Unit 1/Unit 2) game D labs
5 Rear (Unit 1/Unit 2)
\ Mechanized: Swarm: D Leg: D AP 6 Rear (Unit 1/Unit 2)
\ BV: SD/B / \ *Unit 1 and Unit 2 represent two battle armor units /

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



/ N / \
N N — . g i BATTLE ARMOR
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\ J \ /
/4 \ /, \
BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Resgate Era: Clan Invasion [1 000 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 3 Jump: 3 45‘3 C"g
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 5 +5
Basic Manipulator [E] - - = - +
Improved Sensors (Body) [E] - - - 2 [4 000 ] \ 1 +7 /
Salvage Arm [E] — - - =
SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(() Leg: (] AP: (] BATTLE ARMOR BASE TO-HIT
\ BV: 64/9 / TROOPERS ACTIVE MODIFIER
/4 \ 4-8 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Resgate Era:Clan Invasion [1 000 ]
Gunnery Skill: Anti~Mech Skill: [2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 3 Jump: 3 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [3 800 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
:Basm Mgrgpulator[B ] %E% - - = 5 [4 000 ] TROOPERSACTIVE 4q@ 2 3 4 5 6
mprove! ENSOrs (ot - - -
SaIF\)/age Arm y [E] - - - = 6 +0 +0 +0 +0 +1 +2
[5 000 ) 5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: D Leg: D AP: D 2 +1 +2 +3 +4 +5 +B
\\ BV: 64/89 / 1 +2 +3 +4 +5 +B +7
/4 \
BATTLE ARMOR: SQUAD 3 \| | BATTLE ARMOR EQUIPMENT
Type: Resgate Era: Clan Invasion [1 800 ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: [2 000 ] ’SITUATIDN *
Ground MP: 3 Jump: 3 Mech prone , -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Basic Manipulator [E] - - - = Vehicle -2
Improved Sensors (Body) [E] - - - 2 [4 000 ] N g )
Salvage Arm [E] - - - _ \ Modifiers are cumulative /
[5 000 )
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: D Leg: D AP: D
\ BV: 64/9 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ | 2 Head Head
3 Rear Center Torso  Front Right Torso
Type: Resgate Era: Clan Invasion [1 000 ] q Rear Right Torso  Rear Center Torso
Gunnery Skill: Anti-Mech Skill: [2 000 ) g Fmr;;; F:]ighAt Torso Fﬂea'; l;i_g';]'; ?rso
Ground MP: 3 Jump: 3 3 ] 7 Front Igem:erllrrl]'n:orsu Frz?wr; Celrgw]ter %‘fgo
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
Basic Manipulator [E] - - = = 9 Front Left Torso Rear Left Torso
gﬁ;ﬁ’s‘iﬁ:’]ﬂsom (Body) E - - - E [4 000 ] 10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
[5 000 ) 12 Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ G O teQ A0 \ BV: 648 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | nomees LacaTioN LocaTioN
ight Torso ight Side
Type: Resgate Era: Clan Invasion [1 000 ] 2 Left Torso Right Side
. . . 3 Right Torso (rear) Left Side
Gunnery Skill: Anti~Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
Ground MP: 3 Jump' 3 5 Center Torso (rear) Rear
' : 6 Center Tc R
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] orer 1oree -
Basic Manipulator [E] - - - = TROOPER LARGE SUPPORT
Improved Sensors (Body) [E] - - - 2 [4 000 ] NUMBER  VEHICLE LOCATION*
Salvage Arm [E] - - - = 1 Fﬁght S@de (Un@t 1/Un?t 2) V
5_ooo [ f el (e
4 Left Side (Unit 1/Unit 2) Cﬂ-[ﬂar!-e Ia§-[
5 Rear (Unit 1/Unit 2)
\ Mechanized: Swarm: D Leg: D AP: D 6 Rear (Unit 1/Unit 2)
\ BV: 64/9 / \ *Unit 1 and Unit 2 represent two battle armor units /
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(" BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Resgate (Interdictor) Era: Jihad [1 800 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 3 Jump: 3 45‘3 C"g
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] *
2 +5
Armored Glove (2) [E] - - - =
ECM Suite (Body) [E] - - - = [4 000 ] \ 1 +7 /
SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(if Leg: (i AP: (J BATTLE ARMOR BASE TO-HIT
\ BV: 64/9 / TROOPERS ACTIVE MODIFIER
\ 4-8 +2
(" BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Resgate (Interdictor) Era:Jihad [1 000 ]
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] SWARM ATTACK MODIFIERS TABLE
Ground MP: 3 Jump: 3 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
ég\n/loge% G;%\,ed[]g] %E% — - - = [4 000 ] TROOPERS ACTIVE 1 2 3 aq 5 6
uite | Dol — —_ — —
y [ 6 +0 +0 +0 +0 +1 +2
5 000 ) 5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: (¢ Swarm: Leg: AP: BV: 64,8 2 +1 +2 +3 +4 +5 +B
\_V: / 1 +2 +3 +4 +5 +B +7
\
(" BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Resgate (Interdictor) Era: Jihad [1 800 ] Claws with magnets -1
Gunnery Skill: Anti-Mech Skill: [2 000 ] SITUATION *
Ground MP: 3 Jump: 3 Mech prone , -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Armored Glove (2) [E] - - - - Vehicle -2
ECM Suite (Body) [El - - - = [4 000 ] *Modifiers are cumulative
\ /
5 000 ]
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: @
\ BV: 64/9 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ | 2 Head Head
. ] [1 000 ] 3 Rear Center Torso  Front Right Torso
Type: Resgate (Interdictor) Era: Jihad q Rear Right Torso  Rear Center Torso
Gunnery Skill: AntiMech Skill: [2 000 ) 5 Front Right Torso  Rear Right Torso
_ . 6 Right Arm Front Right Torso
Ground MP: 3 Jump: 3 [3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
ég\nﬂogegi GE%VEd []2] %E% - - - = [4 000 ] 9 Front Left Torso Rear Left Torso
uite (Body - - - = 10 Rear Left Torso Rear Center Torso
[5 ° ] 11 Rear Center Torso Front Left Torso
OO 12 Head Head
\ /
\Mechanized: (f_Swarm:J_Lew @4 A% ( TRANSPORT POSITIONS TABLE )
\ BV: 64/3 P44 TRANSPORT POSITIONS TABLE )
TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SGUAD 5 ) \ | Nomeer  Locaniow LocATION
[1 000 ] 1 Right Torso F{!ght S!de
Type: Resgate (Interdictor) Era: Jihad 2 Left Torso Right Side
) ) ) 3 Right Torso (rear) Left Side
Gunnery Skill: Anti~Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
Ground MP: 3 Jump: 3 5 Center Torso (rear) Rear
. . 3 000 ] 6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng [
Armored Glove (2) [E] - - - - TROOPER LARGE SUPPORT
ECM Site (Body) [E] - - - = [4 000 ] NUMBER  VEHICLE LOCATION *
1 Fﬁght S@de [Un@t 1/Un?t 2) V
5 000 ] 3 Fﬂgﬁtsséde[ﬁ’”ff/ﬁ’ TEE;] (J
[ N e (15T
5 Rear (Unit 1/Unit 2)
\ Mechanized: Swarm: (¢ Leg: AP: (¢/ 6 Rear (Unit 1,/Unit 2)
\ BV: 64/9 / \ *Unit 1 and Unit 2 represent two battle armor units /
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B . I el LN o I I i BATTLE ARMOR
|
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\ /
\ / \
(" BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Resgate (Scout) Era: Jihad [1 800 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 3 Jump: 3 45‘3 C"g
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] *
Armored Glove (2) g - - - = 2 +3
Improved Sensors (Body) [E] - - - 2 [4 000 ] \ 1 +7 /
SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(if Leg: (i AP: (J BATTLE ARMOR BASE TO-HIT
\ BV: 64/9 / TROOPERS ACTIVE MODIFIER
\ 4-8 +2
(" BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Resgate (Scout) Era:Jihad [1 000 ]
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 3 Jump: 3 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
i&r‘mor‘ecé glove [2][B ] E - - -5 [ 4 000 ] TROOPERSACTVE 49 2 3 4 5 6
mprove ENsors |body. - - -
6 +0 +0 +0 +0 +1 +2
[5 000 ) 5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: Leg: AP: (/ 2 +1 +2 +3 +4 +5 +B
\\ BV: 64/89 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Resgate (Scout) Era: Jihad [1 000 ] Claws with magnets -1
Gunnery Skill: Anti-Mech Skill: [2 000 ] SITUATION *
Ground MP: 3 Jump: 3 Mech prone , -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Armored Glove (2) [E - - - - Vehicle -2
Improved Sensors (Body) [E] - - - 2 [4 000 ] - )
\*Modlflers are cumulative /
5 000 ]
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: @
\ BV: 64/9 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
] [1 000 ] 3 Rear Center Torso  Front Right Torso
Type: Resgate (Scout) Era: Jihad q Rear Right Torso  Rear Center Torso
Gunnery Skill: AntiMech Skill: [2 000 ) 5 Front Right Torso  Rear Right Torso
_ . 6 Right Arm Front Right Torso
Ground MP: 3 Jump: 3 [3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
Armored Glove (2) [E] - - = = 9 Front Left Torso Rear Left Torso
Improved Sensors (Body) (E] - - -z [4 000 ] 10 Rear Left Torso Rear Center Torso
[5 ° ] 11 Rear Center Torso Front Left Torso
OO 12 Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ G I O \ BV: 648 pJ( TRANSPORT POSITIONS TABLE )
TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SGUAD 5 ) \ | NimeEn  vocamow LocATION
Toe: o [1 000 ] 1 Right Torso F{!ght S!de
ype: Resgate (Scout) Era: Jihad 2 Left Torso Right Side
. . . 3 Right Torso (rear) Left Side
Gunnery Skill: Anti~Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
Ground MP: 3 dump: 3 S ConTomole peer
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ]
Armored Glove (2) [E - - = - TROOPER LARGE SUPPORT
Improved Sensors (Body) [E] - - - 2 [4 000 ] NUMBER  VEHICLE LOCATION*
1 F{@ght S@de (Un@t 1/Un@t 2) V
5 000 ] 3 Fﬂgﬁtsséde[ﬁ’”ff/ﬁ’ TEE;] (J
[ N e (15T
5 Rear (Unit 1/Unit 2)
Mechanized: |¢/] Swarm:|¢/] Leg:|¢/ AP: /] 6 Rear (Unit 1/Unit 2)
\ % .
\ BV: 64/9 / \ *Unit 1 and Unit 2 represent two battle armor units /
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/

\
(" BATTLE ARMOR: SQUAD 1

LEG ATTACKS TABLE

N\
_ p [1 000 )
Type: Resgate (Spotter) Era: Jihad BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-Mech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 3 Jump: 3 45‘3 C"g
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 5 +5
Armored Glove (2) [E] - - - = +
Light TAG B - 3 6 9 [4 000 1\ 1 +7 /
[5_oco AN SWARM ATTACKS TABLE )
\ Mechanized: (i Swarm:(if Leg: (i AP: (J BATTLE ARMOR BASE TO-HIT
\ BV: 55/8 / TROOPERS ACTIVE MODIFIER
/4 \ 4-8 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Resgate (Spotter) Era:Jihad [1 000 ]
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 3 Jump: 3 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
ﬁr‘rﬁs_rl‘_ic(i; Glove (2) %E% - 5 E g [4 000 ] TROOPERS ACTIVE 1 2 3 4 5 6
I —
o 6 +0 +0 +0 +0 +1 +2
[5 000 ) 5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: (¢ Swarm: Leg: AP: BV: 55,6 2 +1 +2 +3 +4 +5 +B
\_V: / 1 +2 +3 +4 +5 +B +7
/4 \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Resgate (Spotter) Era: Jihad [1 800 ] Claws with magnets -1
Gunnery Skill: Anti-Mech Skill: [2 000 ] SITUATION *
Ground MP: 3 Jump: 3 Mech prone , -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Armored Glove (2) [E - - - - Vehicle -2
Light TAG [l - 3 6 9 [4 000 ] i .
\*Modlflers are cumulative /
5 000 ]
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: @
\, BV: 55/8 / 2D6 BIPEDAL FOUR-LEGGED
/, \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
] [1 000 ] 3 Rear Center Torso  Front Right Torso
Type: Resgate (Spotter) Era: Jihad q Rear Right Torso  Rear Center Torso
Gunnery Skill: Anti*Mech Skil: [2 000 ) : F"D';;% F:]ighAt Torso Fﬂea'; ';i_gl;]i ?rso
Ground MP: 3 Jump: 3 3 ] 7 Front Igem:erllrrl]'n:orsu Frz?wr; Celrgw]ter %‘fgo
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
Armored Glove (2) [E] - = = = 9 Front Left Torso Rear Left Torso
Light TAG (E] - 38 6 9 [4 000 ] 10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
[5 000 ] \ 12 Head Head /
Mechanized: Swarm: Leg: AP:
\ G I O \ BV: 55/8 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | nomees LacaTioN LocaTioN
ight Torso ight Side
Type: Resgate (Spotter) Era: Jihad [1 000 ] g o hLe;t Torso Tgfr;tSSLde
t
Gunnery Skill: __ Anti'Mech Skill: _ [2 000 ) a A ToDr‘r::JD[E‘;zE:“;] Left Sice
Ground MP: 3 durp: 3 S ol pear
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ]
Armored Glove (2) [E] - - - = TROOPER LARGE SUPPORT
Light TAG El - 3 6 9 [4 000 ] NUMBER  VEHICLE LOCATION *
D At sw—
[5 000 ) 3 Lot Side (Unit 1,/Unit 2) (}
4 Left Side (Unit 1/Unit 2) Cﬂ-[ﬂar!-e Ia§-[
5 Rear (Unit 1/Unit 2)
\ Mechanized: Swarm: (¢ Leg: AP: (¢/ 6 Rear (Unit 1,/Unit 2)
\ BV: 55/8 / \ *Unit 1 and Unit 2 represent two battle armor units /
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N N — . g i BATTLE ARMOR
1 1 == 1 IEwsl™ RECORD SHEET
\ J \ /
/4 \ /, \
BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Resgate (Support) Era: Jihad [1 800 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 3 Jump: 3 45‘3 C"g
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] 5 +5
Armored Glove (2) [E] - - - = +
Light Machine Gun 1MDBA] — 2 4 B [4 Q00 ] \ 1 +7 /
SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(if Leg: (i AP: (J BATTLE ARMOR BASE TO-HIT
\ BV: 109/16 / TROOPERS ACTIVE MODIFIER
7/ \ 4-6 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Resgate (Support) Era:Jihad [1 000 ]
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
G d MP: 3 J 13
ol i e [3 000 ) ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng BATTLE ARMOR ARMOR TROOPERS ACTIVE
ﬁrrﬁﬂ;ﬂed Gh!oveéE] ; [D[EB]AI] - E l_l g [4 000 ] TROOPERSACTIVE 49 2 3 4 5 6
I achine bun 2 -
o 6 +0 +0 +0 +0 +1 +2
[5 000 ) 5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: Swarm: Leg: AP: (/ 2 +1 +2 +3 +4 +5 +B
\\ BV: 108/16 / 1 +2 +3 +4 +5 +B +7
/4 \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Resgate (Support) Era: Jihad [1 000 ] Claws with magnets -1
Gunnery Skill: Anti-Mech Skill: [2 000 ] SITUATION *
Ground MP: 3 Jump: 3 Mech prone , -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Armored Glove (2) [E] - - - - Vehicle -2
Light Machine Gun 1MDBA] — 2 4 B [4 000 ] - )
\*Modlflers are cumulative /
5 000 ]
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: @
\ BV: 109,16 / 2D6 BIPEDAL FOUR-LEGGED
/, \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
[1 000 ] 3 Rear Center Torso  Front Right Torso
Type: Resgate (Support) Era: Jihad q Rear Right Torso  Rear Center Torso
Gunnery Skill: Anti“Mech Skill: [2 000 ] 5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
Ground MP: 3 Jump: 3 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 000 8 Left Arm Front Left Torso
Armored Glove (2) [E] - = = = 9 Front Left Torso Rear Left Torso
Light Machine Gun 10BA] - 2 4 6 [4 000 ] 10 Rear Left Torso Rear Center Torso
[5 ° ] 11 Rear Center Torso Front Left Torso
OO 12 Head Head
\ /
e oy { TRANSPORT POSITIONS TABLE
\\B\,: 108/18 pJ( TRANSPORT POSITIONS TABLE
TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | womsen LOGATION LOCATION
ight Torso ight Side
Type: Resgate (Support) Era: Jihad [1 000 ] g - hl-e;t Torso FEQRtSSLdE
t
Gunnery Skill: __ Anti'Mech Skill: _ [2 000 ) a A ToDr‘r::JD[E‘;zE:“;] Left Sice
Ground MP: 3 dump: 3 S ConTomole peer
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ]
Armored Glove (2) [E] - - - = TROOPER LARGE SUPPORT
Light Machine Gun 1DBA] — 2 4 6 [4 000 ] NUMBER  VEHICLE LOCATION *
1 Fﬁght S@de [Un@t 1/Un?t 2) V
5_ooo [ f el (e
4 Left Side (Unit 1/Unit 2) Cﬂ-[ﬂar!-e Ia§-[
5 Rear (Unit 1/Unit 2)
\ Mechanized: Swarm: (¢ Leg: AP: (¢/ 6 Rear (Unit 1,/Unit 2)
\ BV: 1 09/1 6 / \ *Unit 1 and Unit 2 represent two battle armor units /
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(" BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Smoothdavid Il Era: Civil War [1 0 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti-'Mech Skill: [2 00 ) TROOPERS ACTIVE MODIFIER
Ground MP: 3 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] *
Armored Glove (2) [E] - - - = 2 +5
Searchlight (Body] e - - - 9 [4 00 J1\ L 4 /
SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(if Leg: (i AP: (J BATTLE ARMOR BASE TO-HIT
\ BV: 22/4 / TROOPERS ACTIVE MODIFIER
\ 4-8 +2
(" BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Smoothdavid Il Era: Civil War [1 00 ]
Gunnery Skill: Anti~Mech Skill: 2 OO ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 3 . . [3 00 ] ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
\ANer:!pczingI & I?S]UIP- DTEQ]J Min Sht Med Lng BATTLE ARMOR ARMOR TROOPERS ACTIVE
rmore ove — —_ — —
Searchlight (Body] B - - — o9 [4 Yo ) TRDDPE;S ACTIVE 10 ED % 4"3 5/| %
+0 +0 +0 +0 +1 +
5 +0 +0 +0 +1 +2 +3
4 +0 +0 +1 +2 +3 +4
3 +0 +1 +2 +3 +4 +5
\ Mechanized: (¢ Swarm: Leg: AP: 2 +1 +2 +3 +4 +5 +B
\\ BV: 22/4 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Smoothdavid Il Era: Civil War [1 0 J] | ciaws with magnets -1
Gunnery Skill: Anti-'Mech Skill: 2 00 ] SITUATION *
Ground MP: 3 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] Me_ch or vehicle immobile -4
Armored Glove (2) [E] - - - - Vehicle -2
Searchlight (Body) [El - - - 9 [4 oo ] *Modifiers are cumulative
\ /
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: @
\ BV: 22/4 / 2D6 BIPEDAL FOUR-LEGGED
/, \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
B = [1 00 ] 3 Rear Center Torso  Front Right Torso
Type: Smoothdavid Il Era: Civil War q Rear Right Torso  Rear Center Torso
Gunnery Skill: Anti’Mech Skill: [2 00 ] g Fmr;;; F:]ighAt Torso Fﬂea'; l;i_g';]'; ?rso
] ight Arm ront Right Torso
Ground MP: 3 [3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 00 8 Left Arm Front Left Torso
Armored Glove (2) [E] - - = = 9 Front Left Torso Rear Left Torso
Searchlight (Body] (E] - - - 9 [4 oo ] 10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ G I O \BV: 22/4 pJ( TRANSPORT POSITIONS TABLE )
TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SGUAD 5 ) \ | Nomeer  Locaniow LocATION
[1 Yo} ] 1 Right Torso F{!ght S!de
Type: Smoothdavid Il Era: Civil War 2 Left Torso Right Side
. , . 3 Right Torso (rear) Left Side
Gunnery Skill: Anti~Mech Skill: [2 00 ] 4 Left Torso (rear) Left Side
Ground MP: 3 5 Center Torso (rear) Rear
' [3 00 ] 6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng TROOPER LARGE SUPPORT
A d Gl 2 E - - = -
Sgr;r‘ct]:ﬁight?é%c[iy]] H - - - 9 [4 00 ] 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)
;o Eours (B
5 Rear (Unit 1/Unit 2)
\ Mechanized: Swarm: (¢ Leg: AP: (¢/ 6 Rear (Unit 1,/Unit 2)
\ BV: 22/4 / \ *Unit 1 and Unit 2 represent two battle armor units /
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\ / \
(" BATTLE ARMOR: SQUAD 1 \ LEG ATTACKS TABLE
Type: Smoothdavid Il Era: Jihad [1 0 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: Anti"Mech Skill: [2 00 ) TROOPERS ACTIVE MODIFIER
Ground MP: 1 456 %
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] 5 +5
Armored Glove (2) [E] - - - = +
Medium Recaoilless Rifle 3[DBA] — 2 4 B [4 (e)o) ] \ 1 +7 /
Searchlight (Body) [E] — - - 9
{_ SWARM ATTACKS TABLE __J
SWARM ATTACKS TABLE
\ Mechanized: (i Swarm:(if Leg: (i AP: (J BATTLE ARMOR BASE TO-HIT
\ BV: 127,/24 / TROOPERS ACTIVE MODIFIER
/4 \ 4-8 +2
BATTLE ARMOR: SQUAD 2 \ | 1-3 +5 )
Type: Smoothdavid IlI Era:Jihad [1 00 ]
Gunnery Skill: Anti~Mech Skill: 2 OO ] / SWARM ATTACK MODIFIERS TABLE \
G d MP: 1
roun . . [3 00 ] ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
Weapons & Equip. Dmg Min Sht Med Lng BATTLE ARMOR ARMOR TROOPERS ACTIVE
Ar‘mpr‘ed Glovg (2] . [E] — - - = TROOPERS ACTIVE 1 2 3 aq 5 6
Medium Recoilless Rifle 3MDbBA] — 2 4 6 [4 [e]e} ]
Searchlight (Body) [E] - - - 9 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
\ Mechanized: Swarm: Leg: AP: (/ 2 +1 +2 +3 +4 +5 +B
\\ BV: 127/24 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Smoothdavid Il Era: Jihad [1 0 J] | ciaws with magnets -1
Gunnery Skill: Anti-'Mech Skill: 2 00 ] ’SITUATIDN *
Ground MP: 1 ’MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ] Me_ch or vehicle immobile -4
Armored Glove (2) [E] - - - - Vehicle -2
Medium Recoilless Rifle 3[DBA] — 2 4 6 [4 (e)eo) ] N o .
Searchlight (Body) [E] - - _—_ g \ Modifiers are cumulative /
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: @
\ BV: 127,24 / 2D6 BIPEDAL FOUR-LEGGED
V/ - \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
B ] [1 00 ] 3 Rear Center Torso  Front Right Torso
Type: Smoothdavid llI Era: Jihad q Rear Right Torso  Rear Center Torso
Gunnery Skill: Anti“Mech Skill: [2 oY) ] 5 Front Right Torso Rear Right Torso
_ 6 Right Arm Front Right Torso
Ground MP: 1 3 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 00 8 Left Arm Front Left Torso
Armored Glove (2) [E] - = = = 9 Front Left Torso Rear Left Torso
gﬂed'”':? ﬁ‘:CCB""ijS Rifle 3 [DE,AI] - 2 4 g [4 00O ] 10 Rear Left Torso Rear Center Torso
earchlight (Body) (E] - 11 Rear Center Torso Front Left Torso
12 Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ G I O \ BV: 127,24 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
(" BATTLE ARMOR: SQUAD 5 \ | numeer LOCATION LOCATION
1 Yo} ] 1 Right Torso Right Side
Type: Smoothdavid IlI Era: Jihad 2 Left Torso Right Side
) ., ) 3 Right Torso (rear) Left Side
Gunnery Skill: Anti~Mech Skill: [2 00 ] 4 Left Torso (rear) Left Side
Ground MP: 1 S ConTomole peer
Weapons & Equip. Dmg Min Sht Med Lng [3 00 ]
Armored Glove (2) [E] - - - = TROOPER LARGE SUPPORT
Medium Recoilless Rifle 3[DBA] — 2 4 6 [4 (e]e} ] NUI\1IIBER RVEHIS%LE(GQC?;ISN *2)
S hlight (Bod E - - -9 ight Side (Unit nit
carehlight (Socy) & 2 Right Side (Ur)it 1/Ur?it 2) V
v (111151
5 Rear (Unit 1/Unit 2)
\ Mechanized: Swarm: (¢ Leg: AP: (¢/ 6 Rear (Unit 1,/Unit 2)
\ BV: 1 27/24 / \ *Unit 1 and Unit 2 represent two battle armor units /
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V4 N / \

N — BATTLE ARMOR
BNATTLETECIH

RECORD SHEET
\ J \

(" BATTLE ARMOR: SGUAD 1 ) (e ATACKS TABLE )

N\

/

N\
Type: Smoothgoliath Il Era: Civil War [1 800 ] BATTLE ARMOR BASE TO-HIT
Gunnery Skill: AntiMech Skill: [2 000 ) TROOPERS ACTIVE MODIFIER
Ground MP: 3 45‘3 %
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] *
Armored Glove (2) [E] - - - = 2 +5
Cutting Torch [E] - - - - [4 000 ] \ 1 +7 /
Searchlight (Body) [E] - - - 9
' SWARM ATTACKS TABLE )
\ Mechanized: (i Swarm:(if Leg: (i AP: (J BATTLE ARMOR BASE TO-HIT
\ BV: 37/7 / TROOPERS ACTIVE MODIFIER

(" BATTLE ARMOR: SQUAD 2 ) \ L - Sy

Type: Smoothgoliath II Era: Civil War [1 000 ]
Gunnery Skill: Anti~Mech Skill: 2 Q00 ] / SWARM ATTACK MODIFIERS TABLE \
Ground MP: 3 ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
\A’Veaptzjngl & %g]uip- DTEQ]J Min Sht Med Lng [3 000 ] BATTLE ARMOR ARMOR TROOPERS ACTIVE
rmored Glove - - - - TROOPERS ACTIVE
Cutting Torch e - - - - [4 000 ] 1 2 3 4 5 6
Searchlight (Body) [E] - - - 9 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
\ Mechanized: Swarm: Leg: AP: (/ 2 +1 +2 +3 +4 +5 +B
\ BV: 37/7 / 1 +2 +3 +4 +5 +B +7
/4 ] \
BATTLE ARMOR: SQUAD 3 \ | BATTLE ARMOR EQUIPMENT
Type: Smoothgoliath II Era: Civil War [1 800 ] Claws with magnets -1
Gunnery Skill: Anti-'Mech Skill: 2 000 ] SITUATION *
Ground MP: 3 :MECh prone ) -2
Weapons & Equip. Dmg Min Sht Med Lng [3 000 ] Me_ch or vehicle immobile -4
Armored Glove (2) [E] - - - - Vehicle -2
Cutting Torch [E] - - = = [4 000 ] N . )
Searchlight (Body) [E] - - _—_ g \ Modifiers are cumulative /
SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: @ Swarm: @ Leg: @ AP: @
\ BV: 37/7 / 2D6 BIPEDAL FOUR-LEGGED
V/ \ ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD 4 \ 2 Head Head
] = [1 000 ] 3 Rear Center Torso  Front Right Torso
Type: Smoothgoliath Il Era: Civil War q Rear Right Torso  Rear Center Torso
Gunnery Skill: AntiMech Skill: [2 000 ) 5 Front Right Torso  Rear Right Torso
o - 6 Right Arm Front Right Torso
Ground MP: 3 3 000 ] 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 8 Left Arm Front Left Torso
Armored Glove (2) [E] - - - - 9 Front Left Torso Rear Left Torso
gggt;’;ﬁ"-rﬂ;‘}%od ) E - - - 3 [4 000 ] 10 Rear Left Torso Rear Center Torso
g Y 11 Rear Center Torso Front Left Torso
12 Head Head
\ /
Mechanized: Swarm: Leg: AP:
\ G I O \ BV: 37,7 pJ( TRANSPORT POSITIONS TABLE )
\ TROOPER ’"MECH VEHICLE
4 BATTLE ARMOR: SQUAD 5 \ NUMBER LOCATION LOCATION
[1 000 ] 1 Right Torso Right Side
Type: Smoothgoliath II Era: Civil War 2 Left Torso Right Side
. .y . 3 Right Torso (rear) Left Side
Gunnery Skill: Anti~Mech Skill: [2 000 ] 4 Left Torso (rear) Left Side
Ground MP: 3 5 Center Torso (rear) Rear
' 3 000 ] 6 Center Torso Rear
Weapons & Equip. Dmg Min Sht Med Lng
Armored Glove (2) [E] - - - - TROOPER LARGE SUPPORT
Cutting Torch E - - - - [4 000 ] NUMBER  VEHICLE LOCATION *
Searchlight (Body) [E] - - -9 1 Right Side (Unit 1,/Unit 2) V
2 Right Side (Unit 1 /Unit 2)
3 Left Side (Unit 1,/Unit 2) CH-[H L‘JS-[
4 Left Side (Unit 1/Unit 2) game ) labs
5 Rear (Unit 1/Unit 2)
\ Mechanized: Swarm: (¢ Leg: AP: (¢/ 6 Rear (Unit 1,/Unit 2)
\ BV: 87/7 / \ *Unit 1 and Unit 2 represent two battle armor units /
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (B)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Chaffee BT1 ServiceMech Name:
Movement Points: Tonnage: 15 Gunnery Skill: ___ Piloting Skill: ____
Walking: 5 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3| 4] 5] &
Running: 8 Era: Jihad Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Mounted Searchlight CT — [E] - - - 170
1 Paramedic Equipment RA  — [E] - - = = Right Arm
1 Paramedic Equipment LA — [E] - - - - (4)
Center
Torso
Rear(4)
(e]
(e
Left © Right
\ BV: 212 Torso Rear o Torso Rear
\ / (2) (2
/ \ Heat
CRITICAL HIT TABLE H "\ INTERNAL STRUCTURE DIAGRAM J-
ead
. H Overflow
Left Arm 1. Life Support Right Arm Left Torso (4) Right Torso (4)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Environmental Sealing 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Paramedic Equipment 6. Life Support 5. Paramedic Equipment 28*
6. Environmental Sealing 6. Environmental Sealing 27
1. Roll Again Center TOPSO 1. Roll Again Left Right | 26*
2. Roll Again 1. Fuel Cell Engine 2. Roll Again Arm Arm [25%
3. Roll Again 2. Fuel Cell Engine 3. Roll Again (2 @ -
4-6 4 Rl gain 1.3 8- Fuel CellEngine 4-6 4 Rol again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again g- g‘f”’ 6. Roll Again 2%
. Gyro 21
1- Gyro 20*
Left Torso S ol ol Enine Right Torso 197
1. Environmental Sealing 4-6 4' Fuel Cell Engine 1. Environmental Sealing 18*
T I
_ . 5 6. i i -3,
1-3 4. Triple-Strength Myomer Environmental Sealing 1-3 4. Triple-Strength Myomer 16
5. Triple-Strength Myomer . " 5. Triple-Strength Myomer 15*
6. Triple-Strength Myomer Engine Hits O oo 6. Triple-Strength Myomer 1M 14%
1. Triple-Strength Myomer Gyro H!tS oo 1. Triple-Strength Myomer L%’DEI* Shutd V\IIE;fECtS Single 13*
2. Roll Again SBnSOI“ HltS 0 0 2. Rall Aga?n o8 AanlelDEXp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again - i @)
25 5 Movement Points 0
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, a,\;/mg- on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgng P;ﬁts 3
5. Environmental Sealing Damage Transfer 5. Environmental Sealing g +1 Modifier to Fire 2
B. Roll Again D?agr‘am B. Roll Again E 1 Movermnent Points 1
\ / \ /5
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ﬁM
ARMOR DIAGRAM

I I [ ] n Head (3)
I I I [ ] Left Torso Right Torso
] [ —3 S

’'MECH RECORD SHEET

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Pompier GM-3A FireMech Name:
Movement Points: Tonnage: 15 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 2 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 3 Era: Succession Wars | consciousness#| 3 | 5 | 7 | 10| 11 |pead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Liquid Storage (1 ton) CT — [E] - - - =
1 Sprayer CT — [E] - = =1 Right Arm
1 Mounted Searchlight RT — [E] - - - 170 @)
1 Salvage Arm A — [E] - - = =
Center
Torso
Rear(2)
Left Right
\ BV: 106 g Torso Rear Torso Rear
\ / = X £ (2) (2
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (4) Right Torso (4)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors - 4.[Salvage Arm 29
5. Roll Again 6. Life Support 5.LSalvage Arm 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center TOPSO 1. Roll Again Left Right | 26*
2. Roll Again ; ":“e: ge:: E"g!"e 2. Roll Again A[g]n el S
3. Roll Again - ruetLell Engine 3. Roall Again -
4-6 4 Rl gain 1.3 8- Fuel CellEngine 4-6 4 Rol again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
. - L
Left Torso 2 T e ngne Right Torso B &7 i
1. Roll Again 4-6 4' Fuel Cell Engine 1. Mounted Searchlight 18*
2. Roll Again 5' Spraver 2. Roll Again 17+
3. Rl Again Y L.P .Z . ] 3. Roll Again
1-334) ki Again - Liquid Storage (1 ton) 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits 000 6. Roll Again 101) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4.  Rol Again 4. Roll Again 55 -5 Movement Points O —
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Again Damage Transfer - HollAgain 8  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p 1
(o]
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7 N

T 1 ILETETSIH

ARMOR DIAGRAM

Head (3)

Left Torso

Right Torso

’'MECH RECORD SHEET

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Pompier GM-3CD FireMech Name:
Movement Points: Tonnage: 15 Gunnery Skill: ___ Piloting Skill: ___
Walking: 2 Tech Base: Inner Sphere HitsTaken[ 1 ] 2 1 31 4 | 5
Running: 3 Era: Civil War Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Sprayer CT — [E] - = =1
1 Liquid Storage (1 ton) RT — [E] - - - = Right Arm
1 Mounted Searchlight RT — [E] - - - 170 @)
1 Beagle Active Probe LT — [E] - - = 4
Center
Torso
Rear(2)
Left Right
\ BV: 118 Torso Rear Torso Rear
\ / (2) (2
/ \ Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J14
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (4) Right Torso (4)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Environmental Sealing 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Environmental Sealing 6. Life Support 5. Environmental Sealing 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center TOPSO 1. Roll Again Left Right | 26*
2. Roll Again ; ":“e: ge:: E"g!"e 2. Roll Again A[g]n el S
3. Roll Again - ruetLell Engine 3. Roall Again -
4-6 4 Rl gain 1.3 8- Fuel CellEngine 4-6 4 Rol again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
. . Le
Left Torso 2 T e ngne Right Torso B &7 i
1. [Beagle Active Probe 4-6 4' Fuel Cell Engi 1. Liquid Storage (1 ton) 18*
; . gine _
2. LBeagle Active Probe 5. Sprayer 2. Mounted Searchlight 17
3. Environmental Sealing ’ . . 3. Environmental Sealing
1-3 4. Roll Again 6. Environmental Sealing 1-3 4. Roll Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits 000 6. Roll Again 101) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again SBnSOI“ HltS 0 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 55 -5 Movement Points O —
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Environmental Sealing Damage Transfer 5. Environmental Sealing g +1 Modifier to Fire 2
B. Roll Again o B. Roll Again E 1 Movermnent Points 1
\ iagram J \ / =
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| —01
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (3] Right Torso
] [ —

’'MECH RECORD SHEET

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Pompier GM-3HT FireMech Name:
Movement Points: Tonnage: 15 Gunnery Skill: __ Piloting Skill: __
Walking: 2 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3| 4] 5] &
Running: 3 Era: Clan Invasion Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Liquid Storage (1 ton) CT — [E] - - - =
1 Sprayer CT — [E] - = =1 Right Arm
1 Liquid Storage (1 ton) RT — [E] - - - = @)
1 Mounted Searchlight RT — [E] - - = 170
2 Liguid Storage (1 ton) LT — [E] - - = =
Center
Torso
Rear(2)
Left Right
\ BV: 106 g Torso Rear Torso Rear
\ / = N5 2) (2)
/ \ Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J14
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (4) Right Torso (4)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center TOPSO 1. Roll Again Left Right | 26*
2. Roll Again ; ":“e: ge:: E"g!"e 2. Roll Again A[g]n el S
3. Roll Again - ruetLell Engine 3. Roll Again -
4-6 4 Roi again 1.3 8- Fuel CellEngine 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
. . Le
Left Torso 2 T e ngne Right Torso @ &7 (N
1. Liquid Storage (1 ton) 4-6 4' Fuel Cell Engine 1. Liquid Storage (1 ton) 18*
2. Liquid Storage (1 ton) 5' Sprayer 2. Mounted Searchlight 17
3. Roll Again v 3. Roll Again
1-334) ki Again 8.  Liquid Storage (1 ton) 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits 000 6. Roll Again 101) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Rl Aga!n Life Support O 4-6 3. Rl Aga!n 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points O -
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire 10
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g. go:: :gafn Damage Transfer g- 20:: 298?1 8 +1 Modifier to Fire ':'
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, / \ / )
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[Industrial]

{'MECH DATA)

) T

T 1 ILETETSIH

FOUR-LEGGED 'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)

/4 \
WARRIOR DATA
Type:Harvester Ant KIC-3 AgroMech Name:
Movement Points: Tonnage: o0 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 3 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Runnlng: 5 Era: Star League Consciousness#| 3 | 5 | 7 | 10| 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Cargo (2 tons) CcT — [E] - - = =
1 Combine RT — 3 - - - -
1 Combine LT — 3 - - - -
LeBAR 5 Right
Left Rear Leg Rear Leg Right
Front Leg (3) 3 Front Leg
(3) 5—° S (3)
(o]
Left \ © © / Right
\ BV: 143 Tor‘:[sEo] Rear TDP?E] Rear
/ \\ / Center Torso Rear(2)
Heat
CRITICAL HIT TABLE ANK INTERNAL STRUCTURE DIAGRAM ey
Head Left Head Righ Overflow
1. Life Support T € ea T ight
2. Sensors [%?SO [%r]‘so
3. Industrial Cockpit 0"
Left Front Leg 5 onhgan Right Front Leg =
1. Hip - 1. Hip =
2. Upper Leg Actuator 8. Life Support 2. Upper Leg Actuator Zs
3. Lower Leg Actuator 3. Lower Leg Actuator
4. Foot Actuator Center Torso 4. Foot Actuator Left Right 26"
5. Roll Again 1. ICE 5. Roll Again Front Leg Front Leg [25*
6. Roll Again 2. ICE 6. Roll Again 4) 4) >
1 3 3. ICE. 24
"9 4. Gyro 23*
5. Gyro Dox
6. Gyro Left Right 53
1. Gyro Rear Leg Rear Leg
2. |c\§ E ; 4] (4] =
Left Torso 5 ICE Right Torso 19"
1. | Combine 4-6 4: I:C:E: 1.| Combine 18"
2. Comh!ne 5.| Cargo (2 tons) 2. Comb!ne 17*
3. | Combine 6Lc - 3.| Combine
1-3 4. L.Combine -LCargo (2 tons) 1-3 4.L.Combine 16
5. Roll Again - - 5. Roall Again 15*
6. Roll Again Engine Hits 0O O 6. Rall Again gigg}e 14"
1. Roll Again Gyro H!ts oo 1. Rall Again Level* o Effects 137
2. Roll Again Sensor Hits O O 2. Roll Again gg irﬁﬁfg‘ggp avoid on B+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 11
4. Roll Aga!n 4. Roll Aga!n o5 -5 Movement Points -
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire 10
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Rear Leg [:H'[Hf's'[ Right Rear Leg 18  Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4., Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g' 20:: iga?n Damage Transfer g 20:: 29]8?” 8 +1 Madifier to Fire ':‘
- holtAgain Diagram - hollAgain 5 -1 Movement Points
\ / \ /5
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) T

T 1 ILETETSIH

FOUR-LEGGED 'MECH RECORD SHEET

[Industrial]

ARMOR DIAGRAM

Head (8)

/4 \ /4 N
'MECH DATA WARRIOR DATA
Type:Harvester Ant KIC-3M AgroMech MOD Name:
Movement Points: Tonnage: 20 Gunnery Skill: Piloting Skill:
Walki_ng: 3 Tech Base: Inner Sphere HitsTaken| 1 [2 | 3|4 [ 5[ 6
Running: 5 Era: Succession Wars Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRMe2 CT 2 2/Msl - 3 6 9
[MCS]
2 Machine Gun RT 2 -1 2 3
[DB.AI]
2 Machine Gun LT O 2 1 2 3
[DB.AI]
LenBAR 5 Right
Left Fie[%? Leg Rear Leg Right
Front Leg (3 Front Leg
3
(3) 5—° S (3)
(6]
Left \ © o Right
\ BV: 127 Tor‘:[sEo] Rear TDP?E] Rear
/ \\ / Center Torso Rear(2)
Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM 35
Head : Dvertl
1. Life Support TLeft Head 'I?Ight verflow
2. Sensors [%?SO [%r]‘so
3. Industrial Cockpit (adv. FCS) 0"
4. Roll Again :
) Lﬁft Front Leg 5 Sensors ) R:'ght Front Leg =5
. ip P . ip *|
2. Upper Leg Actuator 8. Life Support 2. Upper Leg Actuator Zs
3. Lower Leg Actuator 3. Lower Leg Actuator
4. Foot Actuator Center Torso 4. Foot Actuator Left Right 26"
5. Roll Again 1. ICE 5. Roll Again Front Leg Front Leg [25*
6. Roll Again 2. ICE 6. Roll Again 4) 4) >
1 3 3. ICE. 24
"2 4. Gyro 23*
5. Gyro Dox
6. Gyro Left Right 53
Gyro Rear Leg Rear Leg
;' |c\§ E ; 4] (4] =
Left Torso 5 ICE Right Torso 19"
1. Machine Gun 4-6 4' I:C:E: 1. Machine Gun 18*
2. Machine Gun 5' SRM 2 2. Machine Gun 177
3. Ammo (Machine Gun) 100 E. A SRM 21 50 3. Ammo (Machine Gun) 100
1-3 4 Rl Again - Ammo [ ) 1-37% R Again 16
5. Roll Again - - 5. Roall Again 15*
6. Roll Again Engine Hits 0O O 6. Rall Again gigeg}e 14"
1. Roll Again Gyro H!ts oo 1. Rall Again Level* o Effects o 137
2. Roll Again Sensor Hits 0 O 2. Roll Again 50 Shutdown g O s
Roll Again Life S t O 3. Roll Again 28 Ammo Exp. avoid on B+
4-6 3. ! Ife suppor 4-6 > ! 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 0%
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Rear Leg [:H'[Hf's'[ Right Rear Leg 18  Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire 3
’ Roll Agai ) Roll Adai 10 -2 Movement Points E)
g' Foll Again Damage Transfer g' . 8 +1 Modifier to Fire :
- holtAgain Diagram - hollAgain 5 -1 Movement Points
\, / \ / )

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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) T

T 1 ILETETSIH

FOUR-LEGGED 'MECH RECORD SHEET

[Industrial]

ARMOR DIAGRAM

Head (8)

/4 \ /4 N
'MECH DATA WARRIOR DATA
Type:Harvester Ant KIC-3M-B AgroMech MOD | | Name:
Movement Points: Tonnage: 20 Gunnery Skill: Piloting Skill:
Walki.ng: 3 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5 Era: Succession Wars Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM5 RT 2 1/Msl 6 7 14 21
[MCS]
1 LRM5 LT 2 1/Msl 6 7 14 21
[M,C,S]
LenBAR 5 Right
Left Re%r Leg Rear Leg Right
Front Leg (3) 3 Front Leg
3
(3) 5o S (3)
(6]
Left \ © o Right
\ BV: 214 Tor‘:[sEo] Rear TDP?E] Rear
/ \\ / Center Torso Rear(2)
Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM 35
Head Left Head Righ Overflow
1. Life Support T € ea T ight
2. Sensors [%?SO [%r]‘so
3. Industrial Cockpit (adv. FCS) 0"
4. Roll Again :
) Lﬁft Front Leg 5 Sensors ) R:'ght Front Leg =5
. ip P . ip *|
2. Upper Leg Actuator 8. Life Support 2. Upper Leg Actuator Zs
3. Lower Leg Actuator 3. Lower Leg Actuator
4. Foot Actuator Center Torso 4. Foot Actuator Left Right 26"
5. Roll Again 1. ICE 5. Roll Again Front Leg Front Leg [25*
6. Roll Again 2. ICE 6. Roll Again 4) 4) >
1 3 3. ICE. 24
"2 4. Gyro 23*
5. Gyro Dox
6. Gyro Left Right 53
Gyro Rear Leg Rear Leg
;' IE\{E ; 4] (4] =
Left Torso 5 ICE Right Torso 19"
1. ;Rnnf 4-6 a I'C'E' 1. ;nnnAs 15"
2. Roll Again oA 2. Roll Again *
3. Roll Again g' ‘R\"TI'Z" (LAM 5) 24 3. Roll Again 17
1-3 4. Roll Again - holAgain 1-3 4 ol Again 16
5. Roll Again - - 5. Roall Again 15*
6. Roll Again Engine Hits 0O O 6. Rall Again gigeg}e 14"
1. Roll Again Gyro H!ts oo 1. Rall Again Level* o Effects o 137
2. Roll Again Sensor Hits 0 O 2. Rol Again gg irﬁﬁfg‘ggp avoid on 8+ O 12
4.6 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%
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Rear Leg [:H'[Hf's'[ Right Rear Leg 18  Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4., Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g. Eo:: 2gafn Damage Transfer g- 20:: 298?1 8 +1 Modifier to Fire ':'
- holtAgain Diagram - hollAgain 5 -1 Movement Points
\, / \ / o)
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| —01
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (2] Right Torso
] [ —

’'MECH RECORD SHEET

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Shugosha LAW-GM1 G-Mech Name:
Movement Points: Tonnage: 20 Gunnery Skill: ___ Piloting Skill: ___
Walki.ng: 2 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 3 [Experlmental] Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
Era: Clan Invasion ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
11 Drone (Remote] Operating System HD — — [E] - - = = Center
1 Booby Trap CT — E - = = = Torso Right Arm
1 Large Laser RT 8 8 [DE] — 5 10 15 6] (4)
BAR 5
Center
Torso
Rear(2)
Left Right
\ BV: 161 Torso Rear Torso Rear
\ / R ! \ (1 M
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (5) Right Torso (5)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
1 3 3. Lower Arm Actuator 4. Drone [Remote) Operating System 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_lter‘_TOI‘SO 1. Roll Again Left Right | 26*
2. Roll Again ; ":“5!"" E"gfne 2. Roll Again A[gr]n el S
3. Roll Again - rusion Engine 3. Roll Again r
4-6 4 Rl gain 1-3 8- FusionEngine 4-6 4 Rol again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
. . . L
Left Torso e naine Right Torso @ ar 15
1. Heat Sink 4-6 4' Fusion Engine 1. Heat Sink 18%
2. Heat Sink 5' Heat Sink 2. Heat Sink 17+
3. Roll Again ' 3.[ Large Laser
1-3 4. Roll Again 8. Booby Trap 1-3 4.1 Large Laser 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 10(10) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O O 2. Roll Again o8 An';'moo‘g;p avoid on B+ 18
4-6 3. Roll Again Life Support o 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 55 -5 Movement Points O —
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire @)
6. Rall Again B. Rall Again 23 Ammo Exp. avoid on B+ @) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on B+ Q 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Q Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ o)
13 +2 Modifier to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g. :ea: gfnt Damage Transfer g- :eaz gi": 8 +1 Modifier to Fire f
. Heat Sin > . Heat Sin i
Diagram 5 -1 Movement Points
\, /7 \ / o)
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ﬁM
ARMOR DIAGRAM

I I [ ] n Head (2)
I I I [ ] Left Torso Right Torso
] [ —3 S

’'MECH RECORD SHEET

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Shugosha LAW-GM2 Q-Mech Name:
Movement Points: Tonnage: 20 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 2 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 3 [Experlmental] Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
Era: Clan Invasion ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
11 Drone (Remote] Operating System HD — — [E] - - = = Center
1 Booby Trap CT — [E] - = - = Torso Right Arm
1 LRM5 LT 2 1/Msl 6 7 14 21 (4)
[MCS] (6)
2 Medium Laser RA 3 5 [DE] - 3 6 9
BAR 5
Center
Torso
Rear(2)
Left Right
\ BV: 157 Torso Rear Torso Rear
\ / gl ] \ (1 M
/ \ Heat
CRITICAL HIT TABLE Head "\ INTERNAL STRUCTURE DIAGRAM J-
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (5) Right Torso (5)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
1 3 3. Lower Arm Actuator 4. Drone [Remote) Operating System 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Medium Laser 28*
6. Roll Again 6. Medium Laser 27
1. Roll Again Cer_lter‘_TOI‘SO 1. Roll Again Left Right | 26*
2. Roll Again ; ":“5!"" E"gfne 2. Roll Again A[gr]n el S
3. Roll Again - rusion Engine 3. Roll Again -
4-6 4 Roi again 1-3 8- FusionEngine 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
. . . L
Left Torso e naine Right Torso @ ar 15
1. Heat Sink 4-6 4' Fusion Engine 1. Heat Sink 18%
2. Heat Sink 5' Heat Sink 2. Heat Sink 17+
3. LRM5 ’ 3. Roll Again
1-3 4. Ammo (LRM 5) 24 8. Booby Trap 1-3 4. Roll Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 10(10) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 55 -5 Movement Points O —
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Rall Again B. Rall Again 23 Ammo Exp. avoid on B+ @) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 0]
13 +2 Modifier to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g. :ea: gfnt Damage Transfer g- :eaz gi": 8 +1 Modifier to Fire f
- Heatsin i - heatsin 5 -1 Movement Points
\ Diagram J \ / =
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| —01
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (2] Right Torso
] [ —

’'MECH RECORD SHEET

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Shugosha LAW-GM3 QG-Mech Name:
Movement Points: Tonnage: 20 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 2 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 3 [Experlmental] Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
Era: Clan Invasion ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1" Drone (Remote] Operating System HD ~— — [E] - - = = Center
1 PPC LT 10 10[DEf 3 6 12 18 Torso Right Arm
4
) (4)
BAR 5
Center
Torso
Rear(2)
Left Right
\ BV: 189 Torso Rear Torso Rear
\ / gl ] \ (1 M
/ \ Heat
CRITICAL HIT TABLE Head "\ INTERNAL STRUCTURE DIAGRAM J-
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (5) Right Torso (5)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
1 3 3. Lower Arm Actuator 4. Drone [Remote) Operating System 1 3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_lter‘_TOI‘SO 1. Roll Again Left Right | 26*
2. Roll Again ; ":“5!"" E"gfne 2. Roll Again A[gr]n el S
3. Roll Again - rusion Engine 3. Roll Again r
4-6 4 Roi again 1-3 8- FusionEngine 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
. . . L
Left Torso e naine Right Torso @ ar 15
1. Heat Sink 4-6 4: Fusion Engine 1. Heat Sink 18%
2. Hoaw s 5. oS 2. ek
1-3 2 [PPC 6. Roall Again 1-3 4. Roll Again 16
5. LPPC . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 10(10) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 55 -5 Movement Points O .
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O 10
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ (@) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/cliO;\(P, av0|'c:i‘ on 4+ 0O
4. Foot Actuator 4. Foot Actuator 10 tE Mgvér[ﬁgr:g P;ﬁts O 3
g. :ea: gfnt Damage Transfer g- :eaz gi": 8 +1 Modifier to Fire f
. Heat Sin > . Heat Sin i
Diagram 5 -1 Movement Points
\, / \ / o)
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (2)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Shugosha PTN-LAW LoaderMech Name:
Movement Points: Tonnage: 20 Gunnery Skill: __ Piloting Skill: __
Walking: 2 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 3 Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Mounted Searchlight CT — [E] - - = 170 Center
1 Cargo (1.5 tons) RT — [E] - - - - Torso Right Arm
1 Lift Hoist RT — B - - - - @
1 Cargo (1.5 tons) LT — [E] - - = = 8)
1 Lift Hoist o - e - - - -
BAR 5
Center
Torso
Rear(2)
Left Right
\ BV: 102 Torso Rear Torsg Rear
\ / (1 M
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (5) Right Torso (5)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer_lter -TOPSO 1. Roll Again Left Right | 26*
2. Roll Again ; ":“5!"" E"gfne 2. Roll Again A[gr]n el S
3. Roll Again - rusion Engine 3. Roll Again r
4-6 4 Roi again 1-3 8- FusionEngine 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
. . . L
Left Torso e naine Right Torso @ ar 15
1. Heat Sink 4-6 4: Fusion Engine 1. Heat S!nk 18%
2. Heat Sink 5. Heat Sink 2. Heat Sink 17
3. | Lift Hoist ' . 3.]| Lift Hoist
1-3 a I:Lift Hoiet 6. Mounted Searchlight 1-3 a |:Lift Hoist. 16
5. LLift Hoist . " 5.LLift Hoist 15%
6. [Cargo (1.5 tons) Engine H!tS o000 G.[Cargo (1.5 tons) 10(10) 147
1. Lcargo (1.5 tons) Gyro H!tS oo 1.LCargo (1.5 tons) L%’DEI* Shutd Effects Single 13*
2. Roll Again S.anor' HltS 0 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 55 -5 Movement Points O —
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Rall Again B. Rall Again 23 Ammo Exp. avoid on B+ @) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Q Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ o)
13 +2 Modifier to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Heat Sink Damage Transfer - Heat Sink 8 +1 Modifier to Fire =
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points y 1
(o]
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7 N

T 1 ILETETSIH

ARMOR DIAGRAM

Head (8)

Left Torso

Right Torso

’'MECH RECORD SHEET

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: CattleMaster CTL-3R "Herder" IndustrialMech Name:
Movement Points: Tonnage: 25 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 4 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 Era: Succession Wars | consciousness#| 3 | 5 | 7 | 10| 11 |pead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Cargo (3 tons) LT — [E] - - = =
1 Mounted Searchlight RA  — [E] - - - 170 Right Arm
1 Retractable Blade RA — 3 - - - - (4)
Center
Torso
Rear(2)
Left Right
\ BV: 228 Torso Rear Torso Rear
\ / (2) (2
/ \ Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J14
. H Head Overflow
LEﬂ: Arm 1. Life Support nght Arm Left Torso (6) Right Torso (6)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5.| Retractable Blade 28*
6. Roll Again 6.| Retractable Blade 27
1. Roll Again Center TOPSO 1.LRetractable Blade Left 26
2. Roll Again ; :g: 2. Mounted Searchlight A[ar]n 25*
3. Roll Again L 3. Rall Again -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro 20"
Left Torso 2 o Right Torso 197
1. | Cargo (3 tons) 4-6 4' I'C'E. 1. Roll Again 18*
2. | Cargo (3 tons) 5' Roll Again 2. Roll Again 177
3. LCargo (3 tons] E. Roll Ag ) 3. Roll Again
1-3 4. ki Again - holAgan 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 0(0) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4.g 3 FolAgain Life Support O 4-g 3 FolAgain 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Maodifier to Fil’:E 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g. go:: :gafn Damage Transfer g- 20:: 298?1 8 +1 Modifier to Fire ':'
- holfAgain i - HoltAgain 5 -1 Movement Points
\ Diagram J \ / =
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: CattleMaster CTL-3R2 "Hunter" IndustrialMech Name:
Movement Points: Tonnage: 25 Gunnery Skill: ___ Piloting Skill: ___
Walki.ng: 4 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 Era: Succession Wars | consciousness#| 3 | 5 | 7 | 10| 11 |pead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Machine Gun RA 2 -1 2 3
[DBAI] Right Arm
2 Small Laser RA 1 3 [DE] -1 2 3 (4)
1 Machine Gun LA 2 -1 2 3
[DB.AI]
1 Mounted Searchlight LA — [E] - - — 170
Center
Torso
Rear(2)
Left Right
\ BV: 245 Torso Rear Torso Rear
\ / (2) (2)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
LEﬂ: Arm 1. Life Support nght Arm Left Torso (6) Right Torso (6)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Machine Gun 6. Life Support 5. Small Laser 28*
6. Mounted Searchlight 6. Small Laser 27
1. Roll Again Center Torso 1. Machine Gun Left 26*
2. Roll Again 1. ICE. 2. Machine Gun Arm S5+
3. Roll Again 2. ICE 3. Roll Again 4 -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again g- g‘f”’ 6. Roll Again 2%
. Gyro 21
1. Gyro 20"
Left Torso 2 o Right Torso 197
1. Roll Again 4-6 4: I:C:E: 1. Roll Again 18*
g' Sg:: ﬁg::: 5. Ammo [Machine Gun) 100 g 22:: ﬁg::z 177
1-334) ki Again 8. Roll Again 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits 000 6. Roll Again 101) vy
1. Roll Again Gyro H!tS oo 1. Roll Again L%VC]EI* Shutd Effects Single 13%
2. Roll Again S.anor' HltS 0 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4.  Rol Again 4. Roll Again 55 -5 Movement Points O —
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g. go:: :gafn Damage Transfer g- 20:: 298?1 8 +1 Modifier to Fire ':'
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, /7 \ / o)

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: CattleMaster CTL-3R3 SecurityMech Name:
Movement Points: Tonnage: 25 Gunnery Skill: __ Piloting Skill: __
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3| 4] 5] &
Running: 6 Era: Jihad Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRMS RT 2 1/Msl 6 7 14 21 Center
[MCS] Left Arm O o Torso o © Right Arm
2 Machine Gun RA 2 -1 2 3 (5) (5)
[DB.AI] (9)
1 Medium Laser LA 3 5 [DE] - 3 6 9
O O
Left Right
Leg O ©) Center @) Leg
(7) Torso (7]
Rear(2)
O O
Left Right
\ BV: 358 Torso Rear Torso Rear
\ / (2) (2)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
LEﬂ: Arm 1. Life Support nght Arm Left Torso (6) Right Torso (6)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. Machine Gun 28*
6. Roll Again 6. Machine Gun
C T —
1. Roll Again enter .OPSO 1. Rall Again Left 26*
2. Roll Again ; ":“e: ge:: E"g!"e 2. Roll Again A[zr]n B5%
3. Roll Again - ruetLell Engine 3. Roall Again -
4-6 4 Rl gain 1.3 8- Fuel CellEngine 4-6 4 Rol again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again g- g‘f”’ 6. Roll Again 2%
. Gyro 21
1. Gyro 20"
Left Torso 2. Fuel Cell Engine Right Torso 197
3. Fuel Cell Engine
1. Roll Again 46, coica Engine 1. LRM5 18"
g- Sg:: ﬁg::: 5. Ammo [Machine Gun) 100 g ‘H‘E':TI’Z‘;EE;RM S)a4 17+
1-334) ki Again 8. Roll Again 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 3(3) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again S.anor' HltS 0 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4.  Rol Again 4. Roll Again 55 -5 Movement Points O —
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Rall Again B. Rall Again 23 Ammo Exp. avoid on B+ @) 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on B+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g. go:: :gafn Damage Transfer g- 20:: 298?1 8 +1 Modifier to Fire ':'
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, /7 \ / 0

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (B)

Left Torso Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Copper CPK-19 SecurityMech Name:
Movement Points: Tonnage: 25 Gunnery Skill: ___ Piloting Skill: ___
Walki.ng: 4 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Mounted Searchlight RT — [E] - - - 170
1 Mounted Searchlight LT — [E] - - - 170 Right Arm
2 Machine Gun RA 2 -1 2 3 7)
[DB.AI]
2 Machine Gun LA 2 1 2 3
[DB.AI]
Left
Leg
(10) Torso
Rear(6)
Left Right
\ BV: 310 Torso Rear Torso Rear
\ / (4) (4)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
LEﬂ: Arm 1. Life Support nght Arm Left Torso (6) Right Torso (6)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Machine Gun 5. Sensors "2 4. Machine Gun 29
5. Machine Gun 6. Life Support 5. Machine Gun 28*
6. Ammo (Machine Gun) 200 6. Ammo (Machine Gun) 200 27
1. Roll Again Center Torso 1. Rall Again Left 26*
2. Roll Again ; :gE 2. Roll Again A[zr]n B5%
3. Roll Again i 3. Rall Again -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1 . Gyro 20*
Left Torso 2 o Right Torso 197
1. Mounted Searchlight 4-6 4: I:C:E: 1. Mounted Searchlight 18*
2 5 Faian 2 e
1-334) ki Again 8. Roll Again 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 0(0) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4.g 3 FolAgain Life Support O 4-g 3 FolAgain 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Rall Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Maodifier to Fil’:E 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
g. go:: :gafn Damage Transfer g- 20:: 298?1 8 +1 Modifier to Fire ':'
- holfAgain i - HoltAgain 5 -1 Movement Points
\ Diagram J \ / =

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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| —01
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (6] Right Torso
] [ —

’'MECH RECORD SHEET

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Copper CPK-65 SecurityMech Name:
Movement Points: Tonnage: 25 Gunnery Skill: ___ Piloting Skill: ___
Walking: 4 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 Era: Civil War Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Mounted Searchlight RT — [E] - - - 170
1 Mounted Searchlight LT — [E] - - - 170 Right Arm
2 Machine Gun RA 2 -1 2 3 7)
[DB.AI]
1 SRMR2 LA 2 2/Msl - 3 6 9
[M,C,S]
Left
Leg
(10) Torso
Rear(6)
Left Right
\ BV: 325 Torso Rear Torso Rear
\ / (4) (4]
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
LEﬂ: Arm 1. Life Support nght Arm Left Torso (6) Right Torso (6)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
94, sRM2 5. Sensors "9 4. Machine Gun 29
5. Ammo (SRM 2] 50 6. Life Support 5. Machine Gun 28*
6. Roll Again 6. Ammo (Machine Gun) 200 27
1. Roll Again Center TOPSO 1. Rall Again Left 26*
2. Roll Again ; ":“e: ge:: E"g!"e 2. Roll Again A[zr]n B5%
3. Roll Again - ruetLell Engine 3. Roall Again -
4-6 4 Rl gain 1.3 8- Fuel CellEngine 4-6 4 Rol again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro 20"
Left Torso S ol ol Enine Right Torso 197
1. Mounted Searchlight 4-6 4' Fuel Cell Engine 1. Mounted Searchlight 18*
2. Roll Again 5' Roll Again 2. Roll Again 17+
3. Roll Again 5 Al Ag ; 3. Roll Again
1-334) ki Again - holAgan 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 3(3) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4.  Rol Again 4. Roll Again 55 -5 Movement Points O —
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Rall Again B. Rall Again 23 Ammo Exp. avoid on B+ @) 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Again Damage Transfer - HollAgain 8  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p 1
[a]

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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| —01
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (7] Right Torso
] [ —

’'MECH RECORD SHEET

\ (Industrial) /, \
(' MECH DATA WARRIOR DATA
Type: ForestryMech ED-X3 Name:

Movement Points: Tonnage: 25 Gunnery Skill: ___ Piloting Skill: ____
Walking: 5 Tech Base: |nner Sphere HitsTaken[ 1 |2 | 3| 4] 5] &
Running: 8 Era: Succession Wars | consciousness#| 3 | 5 | 7 | 10| 11 |pead

/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Chainsaw RA  — 5 - - - =

Right Arm
(3

Right

Center
Torso
Rear(1)

Left Right

\ BV: 202 Tor's[qI ?ear‘ Torsigl ]Rear
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
LEﬂ: Arm 1. Life Support nght Arm Left Torso (6) Right Torso (6)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4.[ chainsaw 29
5. Roll Again 6. Life Support 5.| Chainsaw 28*
6. Roll Again 6.] Chainsaw 27
1. Roll Again Center Torso 1.| Chainsaw Left 26*
2. Roll Again ; :g: 2.L.Chainsaw A[ar]n 25+
3. Roll Again i 3. Rall Again -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro 20"
Left Torso 2 o Right Torso 197
1. Roll Again 4-6 4: I:C:E: 1. Roll Again 18*
5 hl Ao 5. Roll Again S Rl A 17
1-334) ki Again 8. Roll Again 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 0(0) vy
1. Roll Again Gyro Hits OO 1. Roll Again Level* Effects Single 13
' A S Hits OO ) ) 30 Shutdown
2. Roll Again ensor Rits 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4-6 3. Rl Aga!n Life Support O 4-6 3. Rl Aga!n 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points -
5. Roll Again 5. Roll Again 54 +4 Modifier to Fire 10
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
4. Foot Actuat 4. Foot Actuat 13 +2 Modifier to Fire 3
' ROT;A ctuator ) lele ctuator 10 -2 Movement Points E)
g' Foll Agen Damage Transfer g' . 8 +1 Modifier to Fire :
- holfAgain Diagram - HoltAgain 5 -1 Movement Points
\, /7 \ / o)

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (B)
Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Peacekeeper PK-6 SecurityMech Name:
Movement Points: Tonnage: 25 Gunnery Skill: __ Piloting Skill: __
Walking: 4 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRMe2 RT 2 2/Msl - 3 6 9
[M,C,S] Right Arm
1 Mounted Searchlight LT — [E] - - - 170 7)
2 Medium Laser RA 3 5 [DE] — 3 6 9
1 Machine Gun 2 1 2 3
[DB.AI]
Left
Leg
(10) Torso
Rear(6)
Left Right
\ BV: 422 Torso Rear Torso Rear
\ / (4) (4]
/ \ Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J14
. H Head Overflow
LEﬂ: Arm 1. Life Support nght Arm Left Torso (6) Right Torso (6)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Environmental Sealing 13 3. Lower Arm Actuator
"2 4. Machine Gun 5. Sensors "2 4. Medium Laser 29
5. Ammo (Machine Gun) 100 6. Life Support 5. Medium Laser 28*
6. Environmental Sealing 6. Environmental Sealing 27
1. Roll Again Cer_lter‘_TOI‘SO 1. Rall Again Left 26*
2. Roll Again ; ":“5!"" E"gfne 2. Roll Again A[zr]n B5%
3. Roll Again - rusion Engine 3. Roll Again r
4-6 4 Roi again 1-3 8- FusionEngine 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro 20"
Left Torso S R Ensre Right Torso 197
1. Heat Sink 4-6 4' Fusion Engine 1. Heat Sink 18%
2. Heat Sink 5' Heat Sink 2. SRm 2 17
3. Mounted Searchlight ’ . . 3. Ammo (SRM 2) 50
1 -3 4. Environmental Sealing 8. Environmental Sealing 1 -3 4. Environmental Sealing 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 10(10) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4.  Rol Again 4. Roll Again 55 -5 Movement Points O —
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Rall Again B. Rall Again 23 Ammo Exp. avoid on B+ @) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q 6
1. Hip 1LYy 1. Hip 17 +3 Modifier to Fire o =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 0]
13 +2 Modifier to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Hea'r. Sink . Damage Transfer 5. Hea.t Sink . 8 +1 Moadifier to Fire 2
\ 6. Environmental Sealing Diagram 6. Environmental Sealing ) 5 -1 Movement Points y 1
(o]

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (4)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Carbine CON-7 ConstructionMech Name:
Movement Points: Tonnage: 30 Gunnery Skill: __ Piloting Skill: __
Walking: 4 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 Era: Succession Wars | consciousness#| 3 | 5 | 7 | 10| 11 |pead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Backhoe RA — 6 - - - -
1 Lift Hoist LA — [E] - - - - Right Arm
(3)
Center
Torso
Rear(2)
Left Right
\ BV: 198 Torso Rear Torso Rear
\ / (1 M
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (7) Right Torso (7)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"9 4, [ Lift Hoist 5. Sensors 9 4.[ Backhoe 29
5. | Lift Hoist 6. Life Support 5.| Backhoe 28*
6. LLift Hoist 6.]| Backhoe
C T —
1. Roall Again enter lorso 1.] Backhoe Right | 26*
2. Roll Again ; :g: 2.| Backhoe A[g]“ oo
3. Roll Again o e 3.LBackhoe -
4-6 4 Rl gain 1-33 'tk 4-6 4 Roil Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Right 20~
Left Torso 2. 108 Right Torso i i
1. Roll Again 4-6 4' I'C'E. 1. Roll Again 18*
2. Rall Again 5' Boll Again 2. Roll Again 177
3. Roll Again ' ) 3. Roll Again
1-334) ki Again 8. Roll Again 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 0(0) vy
1. Roll Again Gyro H!tS oo 1. Roll Again L%VC]EI* Shutd Effects Single 13%
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g. go:: :gafn Damage Transfer g- 20:: 298?1 8 +1 Modifier to Fire ':'
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, / \ / o)
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ﬁM
ARMOR DIAGRAM

I I [ ] n Head (4)
I I I [ ] Left Torso Right Torso
L1 [ —3 S

’'MECH RECORD SHEET

Industrial
'VIECH DATA SRR {WARRIOR DATA \a———

Type: Carbine CON-7M ConstructionMech MOD] | Name:
Movement Points: Tonnage: 30 Gunnery Skill: __ Piloting Skill: __
Walking: 4 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 Era: Jihad Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Rocket Launcher 15 CT 4 1/Msl| - 4 9 15
W.C] Right Arm
2 Rocket Launcher 15 RT 4 1MM€:|] - 4 9 15 3)
2 Rocket Launcher 15 LT 4 1{h’/lsl - 4 9 15
MC]
Right
Center
Torso
Rear(2)
Left Right
\ BV: 306 Torso Rear Torso Rear
\ / (1 M
/ \ Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J14
. H Head Overflow
el 1. L Supor Right Arm N
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
3 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
1- 4. Roll Again 5. Sensors "9 4. Roll Again 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roall Again Center TOPSO 1. Roll Again Right | 26*
2. Roll Again ; :gE 2. Roll Again sl S
3. Roll Again o e 3. Rall Again -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Right 20~
Left Torso 2. 108 Right Torso i i
1. [Rocket Launcher 15 4-6 4' I'C'E. 1. [Rocket Launcher 15 18"
g. goc:e: taunc:er' :g 5: [I;to.cll(er. Launcher 15 g :oc::ez taunc:er :llg 17
. OCKe! auncher . oCKe auncner
1-3 4., [Rucket Launcher 15 6.LRocket Launcher 15 1-3 4. [Rncket Launcher 15 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 3(3) vy
1. Roll Again Gyro Hits 0O 1. Roll Again Level* Shut Effects Single 13
2. Roll Again SBnSOI“ HltS 0 0 2. Roll Again gg AITWUIP[‘H;I:NE’QP avoid on 8+ 12
4-6 3. Rl Aga!n Life Support O 4-6 3. Rl Aga!n 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Rall Again 25 -5 Movement Points O o
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Rall Again B. Rall Again 23 Ammo Exp. avoid on B+ @) 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g' Ez:: :g::: Damage Transfer g 22:: 23::: g +;I I\I\ZIOdifier‘ to lEirje ':‘
: Diagram . -1 Movement Points
\, / \ / )

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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7 N

T 1 ILETETSIH

ARMOR DIAGRAM

Head (4)

Left Torso Right Torso

/
’'MECH RECORD SHEET
/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Carbine CON-8 ConstructionMech Name:
Movement Points: Tonnage: 30 Gunnery Skill: ___ Piloting Skill: ___
Walki.ng: 4 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 Era: Civil War Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Extended Fuel Tank (1 ton) CT  — [E] — - - —
1 Backhoe RA — 6 - - = = Right Arm
1 Lift Hoist LA — [E] - - - - 3
(3)
Right
Center
Torso
Rear(2)
Left Right
\ BV: 185 Torso Rear Torsg Rear
\ / (1 M
/ \ Heat
CRITICAL HIT TABLE Head "\ INTERNAL STRUCTURE DIAGRAM J-
Left Arm 1. Life Support nght Arm Lot Toreo (7) Head Fight Torso (7] Dverfion,
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"9 4, [ Lift Hoist 5. Sensors 9 4.[ Backhoe 29
5. | Lift Hoist 6. Life Support 5.| Backhoe 28*
6. LLift Hoist 6.| Backhoe 27
1. Roall Again Center TOPSO 1.] Backhoe Right | 26*
2. Roll Again ; :g: 2.| Backhoe A[g]“ oo
3. Roll Again o e 3.LBackhoe -
4-6 4 Rl gain 1-33 'tk 4-6 4 Roil Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Right 20~
Left Torso 2. 108 Right Torso i i
1. Triple-Strength Myomer 4-6 4: I:t::E: 1. Triple-Strength Myomer 18%
2. Tr‘?ple-Strength Myomer 5. Extended Fuel Tank (1 ton) 2. Tr?ple-Strength Myomer 17
1 _3 3. Triple-Strength Myomer 6. Roll Again 1 _3 3. Triple-Strength Myomer
4. Triple-Strength Myomer ’ 4. Triple-Strength Myomer 186
5. Triple-Strength Myomer . " 5. Triple-Strength Myomer 15*
6. TripleStrength Myomer Engine H!tS 000 B. Triple-Strength Myomer 0(0) 14*
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Rl Aga!n Life Support O 4-6 3. Rl Aga!n 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points -
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire 10
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Le M Right Le 18 Shutdown, avoid on 6+ 6
X
1. Hip =] 1. Hip 17 +3 Maodifier to Fil’:E 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
6. ol Auai Domage Transfer 5 P01 e 527 Modhor 1 Fre 2
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\ / \ /5
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7 N

T 1 ILETETSIH

{'MECH DATA)

Type: Carbine CON-8H HaulerMech

’'MECH RECORD SHEET

(Industrial)

Movement Points: Tonnage: 30
Walking: 4 Tech Base: Inner Sphere
Running: B Era: Civil War
Weapons & Equipment Inventory  (hexes)

{\WARRIOR DATA e

Name:
Gunnery Skill: Piloting Skill:
HitsTaken] 1 | 2 | 34| 5| 6
Consciousness#| 3 | 5 | 7 | 10| 11 |Dead
/

ARMOR DIAGRAM

Head (4)
Left Torso

Right Torso

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Extended Fuel Tank (1 ton) CT  — [E] — - - —
1 Cargo (1 ton) RT — [E] - - - - Right Arm
1 Cargo (1 ton) LT — [E] - - - = )
1 Lift Hoist RA — [E] - - - -
1 Lift Hoist LA — [E] - - - -
Right
Center
Torso
Rear(2)
Left Right
\ BV: 177 Torso Rear Torso Rear
\ / (1 M
/ \ Heat
CRITICAL HIT TABLE Head "\ INTERNAL STRUCTURE DIAGRAM J-
ea
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (7) Right Torso (7)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"9 4, [ Lift Hoist 5. Sensors 9 4.[ Lift Hoist 29
5. | Lift Hoist 6. Life Support 5. Lift Hoist 28*
6. LLift Hoist 6. LLift Hoist 27
1. Roall Again Center TOPSO 1. Roll Again Right | 26*
2. Roll Again ; :gE 2. Roll Again Arm [25%
3. Roll Again - LBE 3. Rall Again (5) -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again g- g‘f”’ 6. Roll Again 2%
. Gyro 21
1. Gyro Right 20~
H L
Left Torso 2 o Right Torso oF 197
1. Cargo (1 ton) 4-6 4' I:C:E: 1. Cargo [1 ton) 18*
2. Tr‘?ple-Strength Myomer 5. Extended Fuel Tank (1 ton) 2. Tr?ple-Strength Myomer 17
1 _3 3. Triple-Strength Myomer 6. Roll Again 1 _3 3. Triple-Strength Myomer
4. Triple-Strength Myomer ’ 4. Triple-Strength Myomer 186
5. Triple-Strength Myomer . " 5. Triple-Strength Myomer 15*
6. Triple-Strength Myomer Engine Hits O oo 6. Triple-Strength Myomer 0(0) 14%
1. Triple-Strength Myomer Gyro H!tS oo 1. Triple-Strength Myomer L%’DEI* Shutd Effects Single 13*
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Rall Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, at\;/ml(:j‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgng P;ﬁts 3
S. Rl Aga?n Damage Transfer 5. Rl Again 8 +1 Madifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p 1
(o]
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (7)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Carbine CON-9 ConstructionMech Name:
Movement Points: Tonnage: 30 Gunnery Skill: __ Piloting Skill: __
Walking: 4 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 Era: Jihad Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Backhoe RA — 6 - - = =
1 Lift Hoist LA — [E] - - - - Right Arm
(4)
Center
Torso
Rear(2)
Left Right
\ BV: 246 Torso Rear Torso Rear
\ / (2) (2)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (7) Right Torso (7)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"9 4, [ Lift Hoist 5. Sensors 9 4.[ Backhoe 29
5. | Lift Hoist 6. Life Support 5.| Backhoe 28*
6. LLift Hoist 6.]| Backhoe
C T —
1. Roall Again enter lorso 1.] Backhoe Right | 26*
2. Roll Again ; :g: 2.| Backhoe A[g]“ oo
3. Roll Again o e 3.LBackhoe -
4-6 4 Rl gain 1-33 'tk 4-6 4 Roil Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Right 20~
Left Torso 2. 108 Right Torso i i
1. Roll Again 4-6 4' I'C'E. 1. Roll Again 18*
2. Rall Again 5' Boll Again 2. Roll Again 177
3. Roll Again ' ) 3. Roll Again
1-334) ki Again 8. Roll Again 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 0(0) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on B+ 6
1. Hip =] 1. Hip 17 +3 Maodifier to Fil’:E 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g. go:: :gafn Damage Transfer g- 20:: 298?1 8 +1 Modifier to Fire ':'
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, /7 \ / o)
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| —01
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (7] Right Torso
] [ —

’'MECH RECORD SHEET

Industrial
'VIECH DATA SRR {WARRIOR DATA \a———

Type: Carbine CON-9M ConstructionMech MOD] | Name:
Movement Points: Tonnage: 30 Gunnery Skill: ___ Piloting Skill: ___
Walki.ng: 3 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5 Era: Jihad Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LBRM10 CT 4 1/Msl 6 7 14 21
[M,C,S] Right Arm
2 Machine Gun RA 2 -1 2 3 3)
[DB.AI]
1 Lift Hoist LA — [E] B
Right
Center
Torso
Rear(2)
Left Right
\ BV: 289 Torso Rear Torso Rear
\ / (1 M
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (7) Right Torso (7)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"9 4, [ Lift Hoist 5. Sensors "9 4. Machine Gun 29
5. | Lift Hoist 6. Life Support 5. Machine Gun 28*
6. LLift Hoist 6. Roll Again 27
1. Roall Again Center TOPSO 1. Roll Again Right | 26*
2. Roll Again ; :gE 2. Roll Again sl S
3. Roll Again i 3. Rall Again -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro
21
1. Gyro Right 20~
Left Torso 2. 108 Right Torso i i
1. Roll Again 46, | 1. Amma [LRM 10) 12 18"
2. Rall Again 5' LRM 10 2. Ammo (Machine Gun) 100 177
3. Roll Again E.[LRM 10 3. Roll Again
1-334) ki Again . 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits 000 6. Roll Again 101) vy
1. Roll Again Gyro Hits 0O 1. Roll Again Level* Shut Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again gg AITWUIP[‘H;I:NE’QP avoid on 8+ 12
4.g 3 FolAgain Life Support O 4-g 3 FolAgain 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Rall Again 25 -5 Movement Points O o
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 1‘3* %ull\—l/ldg;\i/fl:érai\;/glgi :en 4+ =
4. ;oEtAAcFuator 4. ;otl:;tA Acll'.uatar 10 -2 Movement Paints =
g' Foll Agen Damage Transfer g' . 8 +1 Modifier to Fire :
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, / \ / 0
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| —01
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (7] Right Torso
] [ —

’'MECH RECORD SHEET

Industrial
'VIECH DATA SRR {WARRIOR DATA \a———

Type: Carbine CON-9M-B ConstructionMech MOD] | Name:
Movement Points: Tonnage: 30 Gunnery Skill: ___ Piloting Skill: ___
Walking: 4 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 Era: Jihad Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LAC/5 RA 1 5 - 5 10 15
[DB.S] Right Arm
(4)
Center
Torso
Rear(2)
Left Right
\ BV: 293 Torso Rear Torso Rear
\ / (2) (2
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
el 1. L Supor Right Arm N
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors "4 [Lac/s 29
5. Roll Again 6. Life Support 5.LLAC/5 28~
6. Roll Again 6. Ammo (LAC/5) 20 27
1. Roll Again Center TOPSO 1. Ammo (LAC/5) 20 Right 26*
2. Roll Again ; :gE 2. Roll Again sl S
3. Roll Again i 3. Rall Again -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Right 20~
Left Torso 2. 108 Right Torso i i
1. Roll Again 4-6 4: I:C:E: 1. Roll Again 18*
e 5. i = ey
1-334) ki Again 8. Roll Again 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits 000 6. Roll Again 101) vy
1. Roll Again Gyro Hits 0O 1. Roll Again Level* Shut Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again gg AITWUIP[‘H;I:NE’QP avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 55 -5 Movement Points O .
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire 10
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g' Ez:: :g::: Damage Transfer g 22:: 23::: g +;I I\I\ZIOdifier‘ to lEirje ':‘
: Diagram . -1 Movement Points
\, / \ / o)
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (4)
Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Crosscut ED-X1 LoggerMech Name:
Movement Points: Tonnage: 30 Gunnery Skill: ___ Piloting Skill: ___
Walking: 5 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 8 Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Cargo (1.5 tons) CT — [E] - - - -
1 Lift Hoist(R) RT — B - - - - Right Arm
1 Chainsaw RA  — 5 - - = = 3)
Right
Center
Torso
Rear(3)
Left Right
\ BV: 251 Torso Rear Torso Rear
\ / (3) (3
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (7) Right Torso (7)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4.[ chainsaw 29
5. Roll Again 6. Life Support 5.| Chainsaw 28*
6. Roll Again 6.| Chainsaw 27
1. Roll Again Cer_lter‘_TOI‘SO 1.| Chainsaw Right | 26*
2. Roll Again ; 'l:u5!nn E"gfne 2.LChainsaw A[rSr]n 25+
3. Roll Again - rusion Engine 3. Roll Again -
4-6 4 Rl gain 1-3 8- FusionEngine 4-6 4 Rol again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Right 20~
2. Fusion Engine H Leg -
Left Torso 5 Fugion Encine Right Torso 7] 19
1. Roll Again 4-6 ; ciion Engine 1. Lift Hoist (R) 18"
: EE it
1-334) ki Again B.LCargo (1.5 tons) 1-34 R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 10(10) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 55 -5 Movement Points O —
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ (@) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q 6
1. Hip 1LYy 1. Hip 17 +3 Modifier to Fire o =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 0]
13 +2 Modifier to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Heat Sink Damage Transfer - Heat Sink 8 +1 Modifier to Fire =
\ 6. Heat Sink Diagram 6. Heat Sink PAN 5 -1 Movement Points y 1
[a]
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (B)

Left Torso Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Crosscut ED-X2M LoggerMech MOD Name:
Movement Points: Tonnage: 30 Gunnery Skill: ___ Piloting Skill: ___
Walki.ng: 3 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5 Era: Succession Wars | consciousness#| 3 | 5 | 7 | 10| 11 |pead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Cargo (0.5 tons) CT — [E] - - = =
1 Cargo (1 ton) CT — [E] - - - - Right Arm
1 Chainsaw RA  — 5 - - = = (5)
1 Vehicle Flamer LA 2 -1 2 3
[DE.H.AI
Right
Center
Torso
Rear(3)
Left Right
\ BV: 248 Torso Rear Torso Rear
\ / (3) (3
/ \ Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J14
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (7) Right Torso (7)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"9 4. Vehicle Flamer 5. Sensors " 4.[ chainsaw 29
5. Ammo (Flamer) 20 6. Life Support 5.| Chainsaw 28*
6. Roll Again 6.] Chainsaw
c T —
1. Roll Again enter lorso 1.| Chainsaw Right | 26*
2. Roll Again 1. ICE. 2.LChainsaw Arm 25*
3. Roll Again 2. ICE 3. Roll Again (5) 5*
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Right 20~
Left Torso 2. 108 Right Torso i i
1. Roll Again 4-6 4' I'C'E. 1. Roll Again 18*
2. Rall Again 5' C.:a.rg.o (1 ton) 2. Roll Again 177
1 3 3. Roll Again E. Cargo (05 tons) 1 3 3. Roall Again
"9 4. Roll Again - Large b "9 4. Roll Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits 000 6. Roll Again 101) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again S.anor' HltS 0 0 2. Rall Aga?n o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 55 -5 Movement Points O —
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g. go:: :gafn Damage Transfer g- 20:: 298?1 8 +1 Modifier to Fire ':'
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, / \ / o)
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (4)

Left Torso Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Crosscut ED-X4 LoggerMech Name:
Movement Points: Tonnage: 30 Gunnery Skill: __ Piloting Skill: __
Walking: 3 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5 Era: Succession Wars | consciousness#| 3 | 5 | 7 | 10| 11 |pead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Cargo (2 tons) CcT — [E] - - = =
1 Lift Hoist(R) RT — [E] - - - - Right Arm
1 Chainsaw RA  — 5 - - = = 3)
Right
Center
Torso
Rear(3)
Left Right
\ BV: 223 Torso Rear Torso Rear
\ / (3) (3)
/ \ Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J14
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (7) Right Torso (7)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4.[ chainsaw 29
5. Roll Again 6. Life Support 5.| Chainsaw 28*
6. Roll Again 6.] Chainsaw
C T —
1. Roall Again enter lorso 1.] Chainsaw Right | 26*
2. Roll Again ; :g: 2.LChainsaw A[FST 25+
3. Roll Again o e 3. Rall Again -
4-6 4 Rl gain 1-33 'tk 4-6 4 Rol again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Right 20~
Left Torso 2. 108 Right Torso i i
1. Roll Again 46, | 1. Lift Hoist (R) 18"
2. Rall Again 5' C.:a.rg.o (2 tons) 2.] Lift Hoist (R) 177
3. Roll Again [ 3.LLift Hoist (R)
1-334) ki Again B.LCargo (2 tons) 1-34 R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 0(0) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again S.anor' HltS 0 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Maodifier to Fil’:E 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g. go:: :gafn Damage Transfer g- 20:: 298?1 8 +1 Modifier to Fire ':'
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, /7 \ / o)

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (4)
Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Crosscut ED-X4B DemolitionMech Name:
Movement Points: Tonnage: 30 Gunnery Skill: __ Piloting Skill: __
Walking: 3 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5 Era: Succession Wars | consciousness#| 3 | 5 | 7 | 10| 11 |pead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Lift Hoist(R) RT — El - - - =
1 Cargo (3 tons) LT — [E] - - - - Right Arm
1 Worecking Ball RA  — 8 - - = = 3)
Right
Center
Torso
Rear(3)
Left Right
\ BV: 224 Torso Rear Torso Rear
\ / (3) (3
/ \ Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (7) Right Torso (7)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors ~ 4.[ Wrecking Ball 29
5. Roll Again 6. Life Support 5.| Wrecking Ball 28*
6. Roll Again 6.| Wrecking Ball 27
1. Roall Again Center TOPSO 1.| Wrecking Ball Right | 26*
2. Roll Again ; :EE 2.L Wrecking Ball A[rSr]n 25%
3. Roll Again o e 3. Rall Again -
4-6 4 Rl gain 1-33 'tk 4-6 4 Rol again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Right 50~
Left Torso 2. 108 Right Torso i i
1.[ Cargo (3 tons) 46, | 1. Lift Hoist (R) 18"
2. | Cargo (3 tons) 5' Boll Again 2.] Lift Hoist (R) 177
3. LCargo (3 tons) ' ) 3. LLift Hoist (R)
1-3 4. ki Again 8. Roll Again 1-34 R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 0(0) vy
1. Roll Again Gyro H!tS oo 1. Roll Again L%VC]EI* Shutd Effects Single 13%
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Rall Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Again Damage Transfer - HollAgain 8  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p 1
(o]

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



| —01
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (4] Right Torso
] [ —

’'MECH RECORD SHEET

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Crosscut ED-X4D DemolitionMech Name:
Movement Points: Tonnage: 30 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 3 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5 Era: Succession Wars | consciousness#| 3 | 5 | 7 | 10| 11 |pead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1" Lift Hoist(R) RT — [ - - — -
1 Dual Saw RA — 7 - - = = Right Arm
(3)
Right
Center
Torso
Rear(3)
Left Right
\ BV: 225 Torso Rear Torso Rear
\ / (3) (3
/ \ Heat
CRITICAL HIT TABLE Head "\ INTERNAL STRUCTURE DIAGRAM J-
. H Head Overflow
el 1. L Supor Right Arm N
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4.[ Dual Saw 29
5. Roll Again 6. Life Support 5.| Dual Saw 28*
6. Roll Again 6.| Dual Saw 27
1. Roall Again Center TOPSO 1.| Dual Saw Right | 26*
2. Roll Again ; :g: 2.| pual saw A[g]“ oo
3. Roll Again - e 3.| Dual Saw -
4-6 4 Rl gain 1-33 'tk 4-6 4| pual saw 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Right 20~
Left Torso 2. 108 Right Torso i i
1. Roll Again 46, | 1. Lift Hoist (R) 18"
2. Rall Again 5' Boll Again 2.] Lift Hoist (R) 177
3. Roll Again ' ) 3.LLift Hoist (R)
1-334) ki Again 8. Roll Again 1-34 R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 0(0) vy
1. Roll Again Gyro Hits OO 1. Roll Again Level* Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again gg imﬁfgvggp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Maodifier to Fil’:E 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g' Ez:: :g::: Damage Transfer g 22:: 23::: g +;I I\I\ZIOdifier‘ to lEirje ':‘
: i . -1 Movement Points
\ Diagram J \ / =

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Crosscut ED-X4M LoggerMech MOD Name:
Movement Points: Tonnage: 30 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 3 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5 Era: Jihad Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Lift Hoist(R) RT — [E] - - - = Center
4 Rocket Launcher 10 RA 3 1{Msl — 5 11 18 Torso O Right Arm
M.C] (6)
4 Rocket Launcher 10 LA 3 ’I{Msl - 5 11 18 9)
MC]
o O
Right
Center O Leg
Torso (8)
Rear(3)
o O
Left Right
\ BV: 430 Torso Rear Torso Rear
\ / (2) (2)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (7) Right Torso (7)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Rocket Launcher 10 4. Roll Again 13 3. Rocket Launcher 10
" 4. Rocket Launcher 10 5. Sensors " 4. Rocket Launcher 10 29
5. Rocket Launcher 10 6. Life Support 5. Rocket Launcher 10 28*
6. Rocket Launcher 10 6. Rocket Launcher 10 27
1. Roall Again Center TOPSO 1. Roll Again Right | 26*
2. Roll Again ; :gE 2. Roll Again sl S
3. Roll Again o e 3. Rall Again -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Right 20~
Left Torso 2. 108 Right Torso i i
1. Roll Again 46, | 1. Lift Hoist (R) 18"
S e i
1-334) ki Again 8. Roll Again 1-34 R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 3(3) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4.  Rol Again 4. Roll Again 55 -5 Movement Points O —
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Rall Again B. Rall Again 23 Ammo Exp. avoid on B+ @) 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Again Damage Transfer - HollAgain 8  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p 1
[a]
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| —01
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (4] Right Torso
] [ —

’'MECH RECORD SHEET

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Crosscut ED-X4X LoggerMech Name:
Movement Points: Tonnage: 30 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 3 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5 Era: Succession Wars | consciousness#| 3 | 5 | 7 | 10| 11 |pead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Chainsaw RA — 5 - - - -
1 Chainsaw LA — 5 - - = = Right Arm
(3)
Right
Center
Torso
Rear(3)
Left Right
\ BV: 230 Tor's[% ?ear‘ Torsi% ]Rear
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
Left Arm 1. Life Support nght Arm Lefs Torso (7) Head Right Torso (7) Ouerflow
1. Shoulder 2. Sensor§ ) 1. Shoulder 9
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
“ 4, [ Chainsaw 5. Sensors " 4.[ chainsaw 29
5. | Chainsaw 6. Life Support 5.| Chainsaw 28*
6. | Chainsaw 6.| Chainsaw 27
1. | Chainsaw Center TOPSO 1.| Chainsaw Right | 26*
2. LChainsaw ; :g: 2.L Chainsaw A[FST 25*
3. Roll Again i 3. Rall Again -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro
21
1. Gyro Right 20~
Left Torso 2. 108 Right Torso i i
1. Roll Again 4-6 4' I'C'E. 1. Roll Again 18*
2. Rall Again 5' Boll Again 2. Roll Again 177
3. Roll Again ' ) 3. Roll Again
1-334) ki Again 8. Roll Again 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 0(0) vy
1. Roll Again Gyro Hits OO 1. Roll Again Level* Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again gg imﬁfgvggp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Moadifier to Fil’:E 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g' Ez:: :g::: Damage Transfer g 22:: 23::: g +;I I\I\ZIOdifier‘ to lEirje ':‘
: Diagram . -1 Movement Points
\, /7 \ / )

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Crosscut ED-X5M LoggerMech MOD Name:
Movement Points: Tonnage: 30 Gunnery Skill: __ Piloting Skill: __
Walki_ng: 3 Tech Base: |nner Sphere HitsTaken| 1 [2 | 3|4 [ 5[ 6
Running: 5 Era: Jihad Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Chainsaw RA — 5 - = = = Center
1 AG/2 LA 2 4 8 16 24 Torso 0O Right Arm
[DB.S] ©) (6)
o O
Right
Center O Leg
Torso (8)
Rear(3)
o O
Left Right
\ BV: 317 Torso Rear Torso Rear
\ / (2) (2
/ \ Heat
CRITICAL HIT TABLE Head "\ INTERNAL STRUCTURE DIAGRAM J-
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (7) Right Torso (7)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
Y4, Ac/2 5. Sensors "9 4.[ chainsaw 29
5. Ammo (AC/2) 45 6. Life Support 5.| Chainsaw 28*
6. Roll Again 6.| Chainsaw 27
1. Roall Again Center TOPSO 1.] Chainsaw Right | 26*
2. Roll Again ; 'I:ue: ge:: E"Q!"e 2.LChainsaw A[rSr]n 25+
3. Roll Again - ruetLell Engine 3. Roall Again -
4-6 4 Rl gain 1.3 8- Fuel CellEngine 4-6 4 Rol again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Right 50~
Left Torso 2. Fuel Cell Engine Right Torso i i
3. Fuel Cell Engine
1. Roll Again 4-6 4. Fuel Cell Engine 1. Roll Again 18*
2. Roll Again 5' Roll Again 2. Roll Again 17+
3. Roll Again 5 Al Ag ; 3. Roll Again
1-334) ki Again - holAgan 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits 000 6. Roll Again 101) vy
1. Roll Again Gyro H!tS oo 1. Roll Again L%VC]EI* Shutd Effects Single 13%
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 55 -5 Movement Points O —
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g. go:: :gafn Damage Transfer g- 20:: 298?1 8 +1 Modifier to Fire ':'
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, / \ / o)
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Crosscut ED-X5M-B DemolitionMech MOD | | Name:
Movement Points: Tonnage: 30 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 3 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5 Era: Jihad Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Dual Saw RA — 7 - = = = Center
1 SnubNose PPC LA 10 0ee - g 13 15 Torso 0 Right Arm
) (6)
(9)
o O
Right
Center O Leg
Torso (8)
Rear(3)
o O
Left Right
\ BV: 460 Tor's[cé ?ear‘ Torsicé ]Rear
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
el 1. L Supor Right Arm N
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
" 4. Heat Sink 5. Sensors " 4.[ Dual Saw 29
5. [Snub-Nose PPC 6. Life Support 5.| Dual Saw 28*
6. LSnub-Nose PPC 6.| Dual Saw 27
1. Roall Again Cer_lter -TOPSO 1.| Dual Saw Right | 26*
2. Roll Again ; 'l:u5!nn E"gfne 2.| Dual Saw A[rSr]n 25+
3. Roll Again - rusion Engine 3.| Dual Saw r
4-6 4 Rl gain 1-3 8- FusionEngine 4-6 4| pual saw 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro
21
1. Gyro Right 20~
2. Fusion Engine H Leg -
Left Torso 5 Fugion Encine Right Torso 7] 19
1. Heat Sink 4-6 4. Fusion Engine 1. Heat Sink 18%
2. Roll Again 5' Heat Sink 2. Roll Again 17+
3. Roll Again ' : 3. Roll Again
1-334) ki Again 8. Heat Sink 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 10(10) vy
1. Roll Again Gyro Hits OO 1. Roll Again Level* Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again gg imﬁfgvggp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 55 -5 Movement Points O —
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ (@) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points o) 5
. 19 Ammo Exp. avoid on 4+
Left Le M Right Le 18 Shutdown, avoid on 6+ Q 6
X
1. Hip 1LYy 1. Hip 17 +3 Modifier to Fire o =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+ O
4. Foot Actuator 4. Foot Actuator 10 +2 MD mer tgp"“.et O 3
5. Heat Sink 5. Heat Sink ! ovement Foints >
G. Roll Again Damage Transfer G- Roll Again g +;I I\I\ZIOdlfler‘ to ;Ir?e -
. Diagram . -1 Movement Points
\, /7 \ / o)
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (5)

Left Torso Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Harvester HVR-99 AgroMech Name:
Movement Points: Tonnage: 30 Gunnery Skill: ___ Piloting Skill: ___
Walking: 4 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 Era: Clan Invasion Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Cargo (0.5 tons) CT — [E] - - - -
1 Lift Hoist RA — B - - - - Right Arm
1 Combine LA — 3 - - = = 8)
Left
Leg
(10) Torso
Rear(5)
Left Right
\ BV: 339 Torso Rear Torso Rear
\ / (3) (3)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (7) Right Torso (7)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
" 4, [ combine 5. Sensors " 4. Hand Actuator 29
5. | Combine 6. Life Support 5.| Lift Hoist 28*
6. | Combine 6.| Lift Hoist 27
1. LCombine Center Torso 1. LLift Hoist Left 26*
2. Roll Again ; :gE 2. Roll Again A[g]n B5%
3. Roll Again o e 3. Rall Again -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro ::eft 20"
Left Torso 2. o8 Right Torso ol (EN
1. Roll Again 4-6 4: I:C:E: 1. Roll Again 18*
g. Sg:: ﬁg::: 5. Cargo (0.5 tons) g 22:: ﬁg::: 17
1-334) ki Again 8. Roll Again 1-34% R Again HEAT D 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again Heat 0(0) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4.g 3 FolAgain Life Support O 4-g 3 FolAgain 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Rall Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Again Damage Transfer - HollAgain 8  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p 1
[a]

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Marco MR-6 ExplorerMech Name:
Movement Points: Tonnage: 30 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 4 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Mounted Searchlight CT — [E] - - = 170 Center
Communications Equipment (4 ton] — [E] - - - - Left Arm O Torso O Right Arm
1 Salvage Arm RA — [E] - - = = (6) (6)
1 Small Laser LA 1 3[DF — 1 2 3 9
Oo o O
Left Right
Leg ) Center O Leg
(8) Torso (8)
Rear(3)
O o o O
Left Right
\ BV: 295 Torso Rear Torso Rear
\ / (2) (2
/ \ Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J14
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (7) Right Torso (7)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Environmental Sealing 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors - 4.[Salvage Arm 29
5. Small Laser 6. Life Support 5.LSalvage Arm 28*
6. Environmental Sealing 6. Environmental Sealing 27
1. Roall Again Cer_lter‘_TOI‘SO 1. Roll Again Right | 26*
2. Roll Again ; ":“5!"" E"gfne 2. Roll Again sl S
3. Roll Again - rusion Engine 3. Roll Again r
4-6 4 Roi again 1-3 8- FusionEngine 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Right 20~
Left Torso 2. Fusion tnaine Right Torso i i
1. Heat Sink 4-6 4: Fusion Engine 1. Heat Sink 18%
g. ::;:j:nmkental Sealing 5. Mounted Searchlight g E‘::; SI'I::ED"SE e o 17+
. . . . uni 1l qui| n
1 -3 4. Roll Again 8. Environmental Sealing 1 -3 4.| communications Equipment [4 ton) 16
5. Roll Again N " 5.| Communications Equipment [4 ton) 15*
6. Roll Again Englne H!tS 000 6. L communications Equipment (4 ton) 10(10) 14*
1. Roll Again Gyro H!tS oo 1. Environmental Sealing L%’DEI* Shutd Effects Single 13*
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Rl Aga!n Life Support O 4-6 3. Rl Aga!n 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points O o
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Rall Again B. Rall Again 23 Ammo Exp. avoid on B+ @) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O
14  Shutdown, avoid on 4+ @) a
3. Lower Leg Actuator 3. Lower Leg Actuator oty "
13 +2 Modifier to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Heat Sink Damage Transfer - Heat Sink 8 +1 Modifier to Fire =
\ 6. Environmental Sealing Diagram 6. Environmental Sealing \ 5 -1 Movement Points y 1
(o]
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type:Marco MR-7 ExplorerMech Name:
Movement Points: Tonnage: 30 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 4 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Mounted Searchlight CT — [E] - - = 170 Center
1 Cargo (1.5 tons) RT — [E] - - - - Left Arm O Torso O Right Arm
1 Communications Equipment (2ton) BT~ — [E] - = = — (6) (6)
1 Remote Sensor Dispenser LT —— [E] - - = = 9)
1 Salvage Arm RA — [E] - - = =
1 Small Laser LA 1 3 [DE] - 1 2 3 O o) 0 O
Left Right
Leg ) Center O Leg
(8) Torso (8)
Rear(3)
O o o O
Left Right
\ BV: 295 Torso Rear Torso Rear
\ / (2) (2
/ \ Heat
CRITICAL HIT TABLE Head "\ INTERNAL STRUCTURE DIAGRAM J-
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (7) Right Torso (7)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Environmental Sealing 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors - 4.[Salvage Arm 29
5. Small Laser 6. Life Support 5.LSalvage Arm 28*
6. Environmental Sealing 6. Environmental Sealing 27
1. Roall Again Cer_lter‘_TOI‘SO 1. Roll Again Right | 26*
2. Roll Again ; ":“5!"" E"gfne 2. Roll Again sl S
3. Roll Again - rusion Engine 3. Roll Again r
4-6 4 Roi again 1-3 8- FusionEngine 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Right 20~
Left Torso 2. Fusion tnaine Right Torso i i
1. Heat Sink 4-6 4: Fusion Engine 1. Heat Sink 18%
g. ::::oi,;n;ensor Dispenser 5. Mounted Searchlight g ::-:| - Sl'nkt' Equi t [2 ton) 17
. . . . ommunications Equipment on
1-3 4. Environmental Sealing 8. Environmental Sealing 1-3 4.Lc ications Equi (2 ton) 16
5. Roll Again . " 5. [Cargo (1.5 tons) 15%
8. Rol Again Engine Hits O 00 6.Lcargo (1.5 tons) 10(10) vy
1. Roll Again Gyro H!tS oo 1. Environmental Sealing L%’DEI* Shutd Effects Single 13*
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Rl Aga!n Life Support O 4-6 3. Rl Aga!n 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points O o
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Rall Again B. Rall Again 23 Ammo Exp. avoid on B+ @) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O
14  Shutdown, avoid on 4+ @) a
3. Lower Leg Actuator 3. Lower Leg Actuator oty "
13 +2 Modifier to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Heat Sink Damage Transfer - Heat Sink 8 +1 Modifier to Fire =
\ 6. Environmental Sealing Diagram 6. Environmental Sealing \ 5 -1 Movement Points y 1
(o]

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Marco MR-8C ExplorerMech Name:
Movement Points: Tonnage: 30 Gunnery Skill: ___ Piloting Skill: ___
Walki.ng: 4 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
Jumping: 3 /
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Mounted Searchlight CT — [E] - - = 170 Center )
1 Cargo (2.5 tons) RT — [E] - - - - Left Arm O Torso O Right Arm
1 Salvage Arm RA — [E] - - = = (6) (6)
1 Small Laser LA 1 3[DF - 1 2 3 9
Oo o O
Left Right
Leg ) Center O Leg
(8) Torso (8)
Rear(3)
O o o O
Left Right
\ BV: 304 Torso Rear Torso Rear
\ / (2) (2
/ \ Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J14
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (7) Right Torso (7)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Environmental Sealing 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors - 4.[Salvage Arm 29
5. Small Laser 6. Life Support 5.LSalvage Arm 28*
6. Environmental Sealing 6. Environmental Sealing 27
1. Roall Again Cer_lter‘_TOI‘SO 1. Roll Again Right | 26*
2 folige L 2 ot g [
3. Roll Again . N N 3. Rall Again -
4-6 4 Roi again 1-3 8- FusionEngine 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro
21
1. Gyro Right 20~
Left Torso 2. Fusion tnaine Right Torso i i
1. Heat Sink 4-6 4. Fusion Engine 1. Heat S!nk 18%
g' .T:::)S:JI:: 5. Mounted Searchlight g g::;os(lng tons) 17*
1-3 4. Jump et 6. Environmental Sealing 1-3 a [Cargn (2.5 tons) 16
5. Jump Jet . " 5.LCargo [2.5 tons) 15%
6. Environmental Sealing Englne H!tS 000 6. Environmental Sealing 10 (10) 14*
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* Shonde V\I[E;fects Single 13
2. Roll Again S.anor' HltS 0 0 2. Rall Aga?n 28 Ammo EXp. avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 55 -5 Movement Points O —
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ (@) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 0]
4 F 13 +2 Modifier to Fire @) 3
. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Heat Sink 5. Heat Sink 8  +1 Modifier to Fire 2
6. Environmental Sealing Damage Transfer 6. Environmental Sealing i 1
\ : Diagram . J 5 -1 Movement Points /
(o]
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ﬁM
ARMOR DIAGRAM

I I [ ] n Head (9)
I I I [ ] Left Torso Right Torso
] [ —3 S

’'MECH RECORD SHEET

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Dig King RCL-1 MiningMech Name:
Movement Points: Tonnage: 35 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 4 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Lift Hoist LT — [E] - - - -
1 Rock Cutter RA — 5 - - = =
1 Mining Drill LA — 4 - - = =
Torso
Rear(4)
(e]
0]
Left © Right
\ BV: 409 Torso Rear o Torso Rear
\ / (3) (3
/ \ Heat
CRITICAL HIT TABLE Head "\ INTERNAL STRUCTURE DIAGRAM J-
. H Head Overflow
el 1. L Supor Right Arm e
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
~9 4. [ Mining Drill 5. Sensors “9 4.[ Rock Cutter 29
5. | Mining Drill 6. Life Support 5.| Rock Cutter 28*
6. | Mining Drill 6.| Rock Cutter 27
1. LMining Drill Center TOPSO 1.] Rock Cutter Right | 26*
2. Roll Again ; 'I:ue: ge:: Eng!ne 2.LRock Cutter A[g]n 25+
3. Roll Again - ruetLell Engine 3. Roall Again -
4-6 4 Rl gain 1.3 8- Fuel CellEngine 4-6 4 Rol again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Right 20~
2. Fuel Cell Engine H Leg -
Lgft Torso 5 Fuel Call Engine nght.Torso ®) 19
1. L!ft Ho!st 4-6 4. Fuel Cell Engine 1. Rall Aga!n 18%
2. | Lift Hoist 5. Rol Again 2. Rall Again 17
13 3. LLift Hoist E. Roll Aaain 1-3 3. Roll Again
"9 4. Roll Again . 9 "9 4. Roll Again 16
5. Roll Again . " 5. Roll Again 15%
6. Roll Again Engine Hits 00 O B. Roll Again Heat 101) 14"
1. Roll Again Gyro Hits OO 1. Roll Again Level* Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again gg imﬁfgvggp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 55 -5 Movement Points O .
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire 10
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
s Samag Tonter 3 [0 S N 2
: i . -1 Movement Points
\ Diagram J \ / =

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
:Dig Kin - iningMec ame:
T e:Dig King RCL-1M M gMech MOD N
Movement Points: Tonnage: 35 Gunnery Skill: ___ Piloting Skill: ___
Walki.ng: 3 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5 Era: Succession Wars | consciousness#| 3 | 5 | 7 | 10| 11 |pead
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 SRM4 LT 3 2/Msl - 3 6 9
[M,C,S]
1 Rock Cutter RA — 5 - - = =
2 Machine Gun LA 2 2 3
[DB.AI]
Torso
Rear(4)
(e]
0]
Left © Right
\ BV: 460 Torso Rear o Torso Rear
\ / (3) (3)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
LEﬂ: Arm 1. Life Support nght Arm Left Torso (8) Right Torso (8)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Machine Gun 5. Sensors “ 4.[ Rock Cutter 29
5. Machine Gun 6. Life Support 5.| Rock Cutter 28*
6. Ammo (Machine Gun) 100 6.| Rock Cutter 27
1. Roll Again Center TOPSO 1.| Rock Cutter Left Right | 26*
2. Roll Again ; 'I:ue: ge:: E"Q!"e 2.LRock Cutter A[gr]n A[g]n 25*
3. Roll Again - ruetLell Engine 3. Roall Again -
4-6 4 Rl gain 1.3 8- Fuel CellEngine 4-6 4 Rol again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
. - L
Left Torso 2 T e ngne Right Torso @ Gt i
;' gﬁmz 4-6 4. Fuel Cell Engine ; 20:: ﬁga?n 18*
3. Ammo (SRM 4] 25 5. Roll Again 3. Aol AEZEE 17
1-334. ko Again 8. Roll Again 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 2(2) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Rl Aga!n Life Support O 4-6 3. Rl Aga!n 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points O o
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Maodifier to Fil’:E 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Roll Again Damage Transfer - HollAgain 8  +1 Modifier to Fire 2
\ 6. Roll Again Diagram 6. Roll Again PAN 5 -1 Movement Points p 1
[a]

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Peacemaker PM-6 PoliceMech Name:
Movement Points: Tonnage: 35 Gunnery Skill: __ Piloting Skill: __
Walki_ng: 4 Tech Base: |nner Sphere HitsTaken[ 1 |2 | 3| 4] 5] 6
Running: 6 (Experimental) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Era: Civil War ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1" SRM 2 RT 2 oMl - 3 6 8 O 0 [ center \ O O
[MCS] Left Arm Torso Right Arm
1 Mounted Searchlight LT — [E] - - - 170 1 1
1 Mech Taser 6 1 4 (10 O (18) O (10
[DBS.X]
1 Machine Gun LA [DI%,AI] O o O O
Left O @) Right
Leg Center Leg
(10) O O Torso O O (10)
Rear(4)
O O
(e]
0]
Left © Right
\ BV: 426 Torso Rear o Torso Rear
\ / (3) (3
/ \ Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J14
. H Head Overflow
LEﬂ: Arm 1. Life Support nght Arm Left Torso (8) Right Torso (8)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Environmental Sealing 13 3. Lower Arm Actuator
"2 4. Machine Gun 5. Sensors " 4.[ Mech Taser 29
5. Ammo (Machine Gun) 100 6. Life Support 5.| Mech Taser 28*
6. Environmental Sealing 6.LMech Taser 27
1. Roall Again Cer_lter‘_TOI‘SO 1. Ammo (Taser) 5 Right | 26*
2. Roll Again ; 'l:u5!nn E"gfne 2. Environmental Sealing A[g]n 25+
3. Roll Again - rusion Engine 3. Roll Again r
4-6 4 Roi again 1-3 8- FusionEngine 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro
21
1. Gyro Right 20~
Left Torso 2. Fusion tnaine Right Torso Gt i
1. Heat Sink 4-6 4: Fusion Engine 1. Heat Sink 18%
g' neoe:.::n?:;kSearchlight 5. Environmental Sealing g i::::'nnoa (SAM 2} 50 17
1 -3 4. Environmental Sealing 8. Roll Again 1 -3 4. Environmental Sealing 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again Heat 10(10) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4.g 3 FolAgain Life Support O 4-g 3 FolAgain 26 Shutdown, avoid on 10+ 11
4.  Rol Again 4. Roll Again 55 -5 Movement Points O —
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ (@) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
13 +2 Modifier to Fire @) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Heat Sink Damage Transfer - Heat Sink 8 +1 Modifier to Fire =
\ 6. Environmental Sealing Diagram 6. Environmental Sealing \ 5 -1 Movement Points y 1
(o]

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (2)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Powerman SC XI-M HaulerMech MOD Name:
Movement Points: Tonnage: 35 Gunnery Skill: __ Piloting Skill: __
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3| 4] 5] &
Running: 6 Era: Succession Wars | consciousness#| 3 | 5 | 7 | 10| 11 |pead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Machine Gun CT 2 -1 2 3 Center
[DB,AI] Left Arm O 0] Torso e} O Right Arm
1 Cargo (0.5 tons) RT — [E] - - - - (5) (5)
1 Cargo (0.5 tons) LT — [E] - - = = (12)
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 Medium Laser LA 3 5 [DE] - 3 6 9 O O
BAR 5
Left Right
Leg O @) Center @) O Leg
(7) Torso (7)
Rear(2)
O O
Left Right
\ BV: 294 Torso Rear Torso Rear
\ / (2) (2)
/ \ Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J14
. H Head Overflow
LEﬂ: Arm 1. Life Support nght Arm Left Torso (8) Right Torso (8)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4, Heat Sink 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. Medium Laser 28*
6. Roll Again 6. Roall Again
C T —
1. Roll Again enter lorso 1. Roll Again Left Right | 26*
2. Roll Again ; :gE 2. Roll Again A[gr]n ol S
3. Roll Again i 3. Rall Again -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro teft Right 50"
Left Torso 2. 108 Right Torso @ Gt i
1. Cargo (0.5 tons) 4-6 4' I'C'E. 1. Cargo [0.5 tons) 18*
2. Rall Again 5' Machine Gun 2. Roll Again 177
3. Roll Again ' . 3. Roll Again
1-34 R Again 8. Ammo (Machine Gun) 100 1-3 ;" . | Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 6 (6) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again S.anor' HltS 0 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again - i @)
! ! 25 -5 Movement Points 0
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Rall Again B. Rall Again 23 Ammo Exp. avoid on B+ @) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ O 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g. go:: :gafn Damage Transfer g- 20:: 298?1 8 +1 Modifier to Fire ':'
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, /7 \ / o)

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

(Industrial)

{'MECH DATA)

Movement Points:
Walking: 4
Running: 5]

Tonnage:

Type: Powerman SC XI-M-B HaulerMech MOD

Tech Base:

Era:

Name:
35 Gunnery Skill: Piloting Skill:
Inner Sphere HtsTaken| 1 |2 (3| 4| 5] 6
Succession Wars Consciousness#| 3 | 5 | 7 | 10| 11 |Dead
/

{\WARRIOR DATA e

Weapons & Equipment Inventory

(hexes)

ARMOR DIAGRAM

Head (2)

Left Torso

Right Torso

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Cargo (0.5 tons) CT — [E] - - - - Center
1 Cargo (1 ton) RT — [E] - - - = Left Arm @) 0] Torso e} O Right Arm
1 Cargo (1 ton) LT — [E] - = - = (5) (5)
1 SRM4 RA 3 2/Msl - 3 6 9 (12)
[M,CS]
1 SRM4 LA 3 2/Msl| 3 6 9
e © ©
BAR 5
Left Right
Leg O @) Center @) O Leg
(7) Torso (7]
Rear(2)
O O
Left Right
\ BV: 277 Torso Rear Torso Rear
\ / (2) (2)
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
LEﬂ: Arm 1. Life Support nght Arm Left Torso (8) Right Torso (8)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. SRM4 6. Life Support 5. SRM4 28*
6. Roll Again 6. Roall Again 27
1. Roll Again Center TOPSO 1. Roll Again Left Right | 26*
2. Roll Again 1. ICE. 2. Roll Again Arm Arm [25%
3. Roll Again 2. ICE 3. Roll Again (8] (6) -
4-6 4 Rl gain 1-33 'tk 4-6 4 Rol again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro
21
1. Gyro teft Right 50"
Left Torso 2. 108 Right Torso @ Gt i
1. Cargo (1 ton) 4-6 4: I:C:E: 1. Cargo [1 ton) 18*
g- Sg:: ﬁg::: 5. Ammo [SRM 4) 25 g 22:: ﬁg::z 17+
1-334) ki Again 8. Cargo (05 tons) 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 3(3) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again S.anor' HltS 0 0 2. Rall Aga?n o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Rl Aga!n Life Support O 4-6 3. Rl Aga!n 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points O -
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O 10
6. Rall Again B. Rall Again 23 Ammo Exp. avoid on B+ @) 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 1‘3* %ull\—l/ldg;\i/fl:érai\;/glgi :en 4+ =
4. Foot Actfuat.or 4. Foot Acll'.uatar 10 -2 Movement Paints
g' ED:: :ga!n Damage Transfer g 20:: 298?'1 8 +1 Madifier to Fire ':‘
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, /7 \ / o)
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7 N

T 1 ILETETSIH

{'MECH DATA)

Type: Powerman SC XV HaulerMech

’'MECH RECORD SHEET

(Industrial)

Movement Points:
Walking: 4
Running: 5]

Name:
Tonnage: 35 Gunnery Skill: Piloting Skill:
Tech Base: |nner Sphere HitsTaken[1 [2 | 3| 4] 5] 6
Era: Succession Wars Consciousness#| 3 | 5 | 7 |10 11 |pead
/

{\WARRIOR DATA e

Weapons & Equipment Inventory

(hexes)

ARMOR DIAGRAM

Head (2)

Left Torso

Right Torso

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Cargo (0.5 tons) CT — [E] - - - = Center
1 Cargo (2 tons) RT — [E] - - - = Left Arm @) 0] Torso e} O Right Arm
1 Cargo (2 tons) LT — [E] - - - - (5) (5)
1 Lift Hoist RA — [E] - - - - 12)
1 Lift Hoist LA — [E] - - - -
O O
BAR 5
Left Right
Leg O @) Center @) O Leg
(7) Torso (7)
Rear(2)
O O
Left Right
\ BV: 198 Torso Rear Torso Rear
\ / (2) (2
/ \ Heat
CRITICAL HIT TABLE Head A INTERNAL STRUCTURE DIAGRANM J24sd
. H Head Overflow
LEﬂ: Arm 1. Life Support nght Arm Left Torso (8) Right Torso (8)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. | Lift Hoist 6. Life Support 5.| Lift Hoist 28*
6. | Lift Hoist 6.| Lift Hoist 27
1. LLift Hoist Center TO[‘SO 1. LLift Hoist Left Right 26*
2. Roll Again 1. ICE. 2. Roll Again Arm Arm [25%
3. Roll Again 2. ICE 3. Roll Again (6] (6) -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro
21
1. Gyro |I:Eft Right 507
Left Torso 2. 108 Right Torso @ Gt i
1. [Cargo (2 tons) 4-6 4: I:C:E: 1. [Cargo (2 tons) 18*
g. gaﬁg: [? tons) 5. Cargo (0.5 tons) g gall;ng [? tons) 17
oll Again . . Roll Again
1-334) ki Again 8. Roll Again 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 0(0) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again S.anor' HltS 0 0 2. Rall Aga?n o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Rl Aga!n Life Support O 4-6 3. Rl Aga!n 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 1‘3* %ull\—l/ldg;\i/fl:érai\;/glgi :en 4+ =
4. Foot Actfuat.or 4. Foot Acll'.uatar 10 -2 Movement Paints
g' ED:: :ga!n Damage Transfer g 20:: 298?'1 8 +1 Madifier to Fire ':‘
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, / \ / o)

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



7 N

T 1 ILETETSIH

ARMOR DIAGRAM

Head (2)

Left Torso

Right Torso

/
’'MECH RECORD SHEET
/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Powerman SC XVI HaulerMech Name:
Movement Points: Tonnage: 35 Gunnery Skill: ___ Piloting Skill: ___
Walki_ng: 4 Tech Base: |nner Sphere HitsTaken[ 1 |2 | 3| 4] 5] 6
Running: 6 Era: Jihad Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Cargo (0.5 tons) CT — [E] - - - = Center
1 Cargo (2 tons) RT — [E] - - - = Left Arm @) 0] Torso e} O Right Arm
1 Cargo (2 tons) LT — [E] - - - - (5) (5)
1 Lift Hoist RA — [El - - - - 12)
1 Salvage Arm LA — [E] - - = =
O O
BAR 5
Left Right
Leg O @) Center @) O Leg
(7) Torso (7)
Rear(2)
O O
Left Right
\ BV: 198 Tor's[cé ?ear‘ Torsig]Rear
/ \ Heat
CRITICAL HIT TABLE Head "\ INTERNAL STRUCTURE DIAGRAM J-
. H Head Overflow
el 1. L Supor Right Arm e
. oulder . . Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4, [Salvage Arm 5. Sensors 1-3 4. Hand Actuator 29
5. LSalvage Arm 6. Life Support 5.| Lift Hoist 28*
6. Roll Again 6.| Lift Hoist 27
1. Roll Again Center TOPSO 1.LLift Hoist Left Right | 26*
2. Roll Again ; :gE 2. Roll Again A[gr]n ol S
3. Roll Again i 3. Rall Again -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro
21
1. Gyro Left Right 50"
. L
Left Torso 2. 108 Right Torso @ Gt i
1. [Cargo (2 tons) 4-6 4' I'C'E. 1. [Cargo (2 tons) 18%
2. LCargo (2 tons) 5' C.:a.rg.o (0.5 tons) 2.LCargo (2 tons) 177
3. Roll Again ' ) 3. Roll Again
1-334) ki Again 8. Roll Again 1-34% R Again 16
5. Roll Again . " 5. Roll Again 15%
8. Rol Again Engine Hits O 00 6. Roll Again 0(0) vy
1. Roll Again Gyro Hits 0O 1. Roll Again Level* Shut Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again gg AITWUIP[‘H;I:NE’QP avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points -
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire 10
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g' Ez:: :g::: Damage Transfer g 22:: 23::: g +;I I\I\ZIOdifier‘ to lEirje ':‘
: Diagram . -1 Movement Points
\, / \ / )

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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7 N

BATTILE

TESIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (5)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Buster BC XV HaulerMech Name:
Movement Points: Tonnage: 50 Gunnery Skill: ___ Piloting Skill: ___
Walki_ng: 3 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3| 4] 5] 6
Running: 5 Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Cargo (1 ton) CT — [E] - - - = Center
1 Cargo (5 tons) RT — [E] - - - - Torso Right Arm
1 Cargo (5 tons) LT — [E] - - - = (5)
1 Lift Hoist RA — [El - - - - (5)
1 Lift Hoist LA — [E] - - - -
1 Tracks Legs — [E] - - - =
BAR 5
Center
Torso
Rear(4)
(e]
0]
Left © Right
\ BV: 222 Torso Rear o Torso Rear
\ / (2) (2)
/ \ Heat
CRITICAL HIT TABLE Head "\ INTERNAL STRUCTURE DIAGRAM J-
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (12) Right Torso (12)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. | Lift Hoist 6. Life Support 5.| Lift Hoist 28*
6. | Lift Hoist 6.| Lift Hoist 27
1. LLift Hoist Center TOPSO 1. LLift Hoist Left Right 26*
2. Roll Again ; :gE 2. Roll Again A[g]n el S
3. Roll Again o e 3. Rall Again -
4-6 4 Rl gain 1-33 'tk 4-6 4 Rol again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro ) tee: RLight 50"
Left Torso 2 o Right Torso (12) 9 197
1. | Cargo (5 tons) 4-6 4: I:C:E: 1.| Cargo 5 tons) 18*
2| el . A B
3, 6. - 3
1 3 4. | Cargo (5 tons) Roll Again 1 3 4.| Cargo (5 tons) HEAT D 16
5. LCargo (5 tons]) . " 5.LCargo (5 tons) 15%
8. Rol Again Engine Hits O 00 6. Roll Again Heat 0(0) vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Rl Aga!n Life Support O 4-6 3. Rl Aga!n 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on B+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g. ;r:c:s _ Damage Transfer g :TIG:S _ 8  +1 Modifier to Fire ':‘
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, /7 \ / )

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Buster BC XV-M HaulerMech MOD Name:
Movement Points: Tonnage: 50 Gunnery Skill: ___ Piloting Skill: ___
Walki.ng: 3 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5 Era: Succession Wars | consciousness#| 3 | 5 | 7 | 10| 11 |pead
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 AC/5 RT 1 5 3 6 12 18
[DB.S] Right Arm
1 LRM10 LT 4 1/Msl 6 7 14 21
Mg (10) (10)
Left
Leg Center
(10) Torso
Rear(8)
Left Right
\ BV: 443 Torso Rear Torso Rear
\ / (4) (4]
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (12) Right Torso (12)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center TOPSO 1. Roll Again Left Right | 26*
2. Roll Again ; :gE 2. Roll Again A[g]n el S
3. Roll Again i 3. Rall Again -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro ) tee: RLight 50"
Left Torso 2 o Right Torso (12) 9 197
1.[LRM 10 46, | 1.[Ac/5 18"
g' ,I&Tnhr/\'q:?mm 10)12 5. Roll Again g ﬁgég 17
1-334. ko Again 8. Roll Again 1-34 AC/5 16
5. Roll Again " " 5. Ammo [AC/5) 20 15*
8. Rol Again Engine Hits O 00 6. Roll Again vy
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4.  Rol Again 4. Roll Again 55 -5 Movement Points O —
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ (@) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Maodifier to Fil’:E 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g. go:: :gafn Damage Transfer g- 20:: 298?1 8 +1 Modifier to Fire ':'
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, / \ / 0
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

(Industrial)

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

{'MECH DATA)

{\WARRIOR DATA e

Type: Buster BC XV-M-B HaulerMech MOD Name:
Movement Points: Tonnage: 50 Gunnery Skill: ___ Piloting Skill: ___
Walking: 3 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3| 4] 5] 6
Running: 5 Era: Succession Wars | consciousness#| 3 | 5 | 7 | 10| 11 |pead

Weapons & Equipment Inventory  (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng

1 PPC RT 10 10[DE] 3 6 12 18

1 Cargo (2 tons) LT — [E] - - - - Right Arm

(10)

Left
Leg Center
(10) Torso
Rear(8)

Left Right
\ BV: 475 Torso Rear Torso Rear
\ / (4) (4]
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (12) Right Torso (12)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4, Heat Sink 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Rall Again 28*
6. Roll Again 6. Roall Again 27
1. Roll Again Center TOPSO 1. Roll Again Left Right | 26*
2. Roll Again 1. ICE. 2. Roll Again Arm Arm [25%
3. Roll Again 2. ICE 3. Roll Again (8] )] -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
2. ILCE H Leg Le
Left Torso > ot Right Torso (12) (18) 19"
1. _Heat Sink 46, | 1.[Prc 18"
2. [gargo [: tons) 5. Rall Again 2. sgg 17+
1-3 3. LCargo [_ tons]) 6. Rol Again 1-3 3. . s
4. Roll Again 4. Roll Again HEAT D
5. Roll Again " " 5. Roll Again 15%
6. Roll Again Engine Hits 00 O B. Roll Again Heat 10(10) 14"
1. Roll Again Gyro Hits 0O 1. Roll Again L%VS'* g Effects Single 13
2. Roll Again S.anor' HltS 0 0 2. Roll Again o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 55 -5 Movement Points O .
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O 10
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ (@) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Q Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+ o)
4. Foot Actuator 4. Foot Actuator * odifier to Fire @) 3
- - 10 -2 Movement Points
g' ;e:'ZSIr_'k Damage Transfer g ;el?tAS"_]k 8 +1 Modifier to Fire ?
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, / \ / o)
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Buster BC XV-M-C HaulerMech MOD Name:
Movement Points: Tonnage: 50 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 3 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5 Era: Jihad Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Gauss Rifle RT 15 2 7 15 22
[DB.X] Right Arm
2 Rocket Launcher 10 LT 3 K/IMSI] - 5 11 18 (10) (10)
Left
Leg Center
(10) Torso
Rear(8)
Left Right
\ BV: 726 Torso Rear Torso Rear
\ / (4) (4]
/ \ Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J14
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (12) Right Torso (12)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again C T 6. Roll Again 27
1. Roll Again enter lorso 1. Roll Again Left Right | 26*
2. Roll Again 1. ICE. 2. Roll Again Arm Arm [25%
3. Roll Again 2. ICE 3. Roll Again (8] )] -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro ) tee: RLight 50"
Left Torso 2 o Right Torso (12) 9 197
1. Rocket Launcher 10 4-6 4' I'C'E. 1.| Gauss Rifle 18*
2. Rocket Launcher 10 5' Boll Again 2.| Gauss Rifle 177
3. Roll Again ' ) 3.| Gauss Rifle
1-3 4. Roll Again 8. Roll Again 1-3 4.] Gauss Rifle HEAT D 16
5. Roll Again . " 5.| Gauss Rifle 15%
6. Rall Again Engine H!tS o000 6.| Gauss Rifle Heat 2(2) 14
1. Roll Again Gyro H!tS oo 1.LGauss Rifle L%VC]EI* Shutd Effects Single 13%
2. Roll Again S.anor' Hits O 0 2. Ammo [Gauss) 8 o8 AnlemoDVI;Qp avoid on 8+ 12
4-6 3. Roll Again Life Support (o) 4-6 3. Ammo (Gauss) 8 28  Shutdown, avoid on 10+ 17
. Roll Again . Roll Again _ i
4 ! 4 ! 25 -5 Movement Points Q 0
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g. go:: :gafn Damage Transfer g- 20:: 298?1 8 +1 Modifier to Fire ':'
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, / \ / o)
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7 N

T 1 ILETETSIH

ARMOR DIAGRAM

Head (8)
Left Torso

Right Torso

/
’'MECH RECORD SHEET
/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Buster BC XV-M-W HaulerMech MOD Name:
Movement Points: Tonnage: 50 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 3 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5 Era: Jihad Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Ejection Seat HD — [E] - = - =
1 LB10XAC RT 2 10 - B 12 18
[DB,C/F/S]
Torso
Rear(10])
Left Right
\ BV: 713 Torso Rear Torso Rear
\ / (8) (8
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (12) Right Torso (12)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Ejection Seat 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Roll Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roall Again
C T —
1. Roll Again enter lorso 1. Roll Again Left Right | 26*
2. Roll Again ; :gE 2. Roll Again A[g]n el S
3. Roll Again i 3. Rall Again -
4-6 4 Roi again 1-33 'tk 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro teft Right 50"
Left Torso 2. 108 Right Torso 12) I EES
1. Roll Again 46, | 1.[LB 10X AC 18"
: m : Koo e
1-33 Rzu Aga!n 6. Roll Again 1-3%| 18 10xac 16
' i : HEAT D
5. Roll Again - - 5.| LB 10X AC 15%
8. Rol Again Engine Hits O 00 6.LLB 10x AC Heat 2(2) 14"
1. Roll Again Gyro H|t5 o o 1. Ammo (LB 10X) 10 L(:E3VDE|* Shutd Effects SII‘Ig'E 13%
2. Roll Again Sensor Hits O O 2. Ammo [LB 10X Cluster) 10 D8 Ammo Exp. avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Rol Again 26 Shutdown, avoid on 10+ 11
4.  Rol Again 4. Roll Again 55 -5 Movement Points O —
5. Raoll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Roll Again B. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g' Ez:: :g::: Damage Transfer g 22:: 23::: g +;I I\I\ZIOdifier‘ to lEirje ':‘
: i . -1 Movement Points
\ Diagram J \ / =

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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7 N

T 1 ILETETSIH

ARMOR DIAGRAM

Head (5)

Left Torso

Right Torso

/
’'MECH RECORD SHEET
/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Buster BC XXI HaulerMech Name:
Movement Points: Tonnage: 50 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 3 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5 Era: Clan Invasion Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Cargo (1 ton) CT — [E] - - - = Center
1 Cargo (5 tons) RT — [E] - - - - Torso Right Arm
1 Cargo (5 tons) LT — [E] - - - - (5)
1 Lift Hoist RA — [E] - - = = (5)
1 Lift Hoist LA — [E] - - - -
1  Tracks Legs — [E] - - = = ‘ .
] BAR 5
S Center
,' i Torso
'I - Rear(4)
)
\
(e]
0]
Left © Right
\ BV: 228 Tor's[cé ?ear‘ o Torsicé ]Rear
/ \ Heat
CRITICAL HIT TABLE H A INTERNAL STRUCTURE DIAGRAM 34
ead
Left Arm 1. Life Support nght Arm Fight Torso (12] Dverflow
1. Shoulder 2. Sensor§ ) 1. Shoulder 9
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. | Lift Hoist 6. Life Support 5.| Lift Hoist 28*
6. | Lift Hoist 6.| Lift Hoist 27
1. LLift Hoist Center Torso 1.LLift Hoist Right | 26*
2. Triple-Strength Myomer 1. ICE. 2. Triple-Strength Myomer Arm 25*
4 B 3. Triple-Strength Myomer 2. ICE 4 B 3. Triple-Strength Myomer (8) 5
O 4. Roll Again 1-33 'tk "0 4. Roll Again .
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Right 50~
Left Torso 2. 108 Right Torso I EES
1. | Cargo (5 tons) 4-6 4: I:C:E: 1.| Cargo 5 tons) 18*
g. gargo {g zons} 5. Cargo (1 ton) g gargo {g :ons} 17*
.| Cargo (5 tons, ) .| cargo (5 tons
1-3 4. | Cargo (5 tons) 8. Roll Again 1-3 4.] Cargo (5 tons) 186
5. LCargo (5 tons]) . " 5.LCargo (5 tons) 15%
6. TripleStrength Myomer Engine H!tS 000 6. TripleStrength Myomer Heat 0(0) 147
1. Triple-Strength Myomer Gyro H!tS oo 1. Triple-Strength Myomer L%’DEI* Shutd Effects Single 13*
2. Triple-Strength Myomer Sensor Hits OO 2. Triple-Strength Myomer og Amumoovlggp. avoid on 8+ 12
4-6 3. Rl Aga!n Life Support O 4-6 3. Rl Aga!n 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Rall Again 25 -5 Movement Points o
5. Roll Again 5. Roll Again 24 +4 Madifier to Fire
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 1‘3* %ull\—l/ldg;\i/fl:érai\;/glgi :en 4+ =
4. :ootlfctuator 4. .I:_ootlfctuator 10 -2 Movement Paints =
5. Tracks Damage Transfer - 1recks 8 +1 Modifier to Fire
\ 6. Triple-Strength Myomer Diagram 6. Triple-Strength Myomer ) L 5 -1 Movement Points p 1
(o]

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Jabberwocky JAW-67 MilitiaMech Name:
Movement Points: Tonnage: 50 Gunnery Skill: __ Piloting Skill: __
Walking: 4 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 Era: Jihad Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Jumping: 3
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser RT 3 5 [DE] - 3 6 9 ®) Center e
1 LRM5 LT 1/Msl 6 7 14 21 Left Arm Torso Right Arm
. MCS] (16) 0o o © (16)
1 Mounted Searchlight LT — [E] - - = 170 (18)
1 Large Laser RA 8 B8[DEf — 5 10 15 O O
1 Medium Laser LA 3 5 [DE] - 3 6 9 @) 0O 0 O
O O
Left @) @) Right
Leg 0O O Center O o Leg
(16) Torso (16)
O o Rear(7) o©O
O
Left Right
\ BV: 907 Torso Rear Torso Rear
\ / (6) (6]
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Head 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. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Environmental Sealing 13 3. Lower Arm Actuator
"9 4. Medium Laser 5. Sensors " 4. Heat Sink 29
5. Environmental Sealing 6. Life Support 5.| Large Laser 28*
6. Triple-Strength Myomer 6.LLarge Laser 27
1. Triple-Strength Myomer Cer_lter -TOPSO 1. Environmental Sealing Left Right | 26*
2. Triple-Strength Myomer 1. Fusion Engine 2. Triple-Strength Myomer Arm Arm [25*
4.6 3. Roll Again 2. Fus!on Eng!ne 4.6 3. Triple-Strength Myomer (8) (8) oY
"9 4. Roll Again 1-3 3. Fusion Engine "9 4. Triple-Strength Myomer -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro teft Right 50"
) ; . e
Left Torso 2. Fusion tnaine Right Torso (12) 8 o
1. Heat Sink 4-6 4' Fusion Engine 1. Heat Sink 18%
2. Jump Jet 5' Jump Jet 2. Jump Jet 17+
3. LAM5 B e | Seali 3. Medium Laser
1-3 4. Ammo (LRM 5) 24 » Environmental Sealing 1-3 4. Environmental Sealing 16
5. Mounted Searchlight . " 5. Triple-Strength Myomer 15*
6. Environmental Sealing Engine H!tS ocoo 6. TripleStrength Myomer 11 (11) 147
1. Triple-Strength Myomer Gyro H!tS oo 1. Triple-Strength Myomer L%’DEI* Shutd Effects Single 13*
2. Triple-Strength Myomer Sensor Hits O 0 2. Roll Again og Amumoovlggp. avoid on 8+ 12
4-6 3. Triple-Strength Myomer Life Support (o) 4-6 3. Roll Again 28  Shutdown, avoid on 10+ 17
4. Roll Again 4. Roll Again 55 -5 Movement Points 0]0) —
5. Roll Again 5. Roll Again 24  +4 Moadifier to Fire O
6. Rall Again B. Rall Again 23 Ammo Exp. avoidon 6+ QO 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Points O 5
. 19 Ammo Exp. avoid on 4+
Left Le M Right Le 18 Shutdown, avoid on 6+ Q 6
X
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points 0O Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ ond+  Q
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts O 3
5. Environmental Sealing Damage Transfer 5. Environmental Sealing g +1 Modifier to Fire 2
6. Roll Again D?agr‘am B. Roll Again E 1 Movermnent Points 1
\, / \ / )

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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T 1 ILETETSIH

FOUR-LEGGED 'MECH RECORD SHEET

[Industrial]

{'MECH DATA)

{\WARRIOR DATA e

Type:Heavwy Lifter HCL-1 CargoMech Name:

Movement Points: Tonnage: 60 Gunnery Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: & Era: Civil War Consciousness#| 3 15 1 7 1101 11 |Dead

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

1 Cargo (1 ton) RT — [E] - - - =

1 Lift Hoist RT — B - - - -

1 Cargo (1 ton) LT — [E] - - - =

1 Lift Hoist [ [E] - - - -

1 Mounted Searchlight FRL — [E] - — — 170

1 Mounted Searchlight FLL =~ — [E] - — — 170

1 Mounted Searchlight(RJRRL  — [E] - — — 170

1 Mounted Searchlight{R) RLL — [E] - — — 170

\ BV: 667

CRITICAL HIT TABLE ¥

ARMOR DIAGRAM

Head (9)

Left Right
Left F*e[a!re ;-eg Rear Leg Right
Front Leg (18) Front Leg
(16) o) (18)
(¢]
(¢]
(¢]
Left o ¢} Right
Torso Rear Torso Rear
5) ° &)

Center Torso Rear(7)

Heat
AN INTERNAL STRUCTURE DIAGRAM J25
Head Dverl
1 verflow
1. Life Support TLeft Head 'I?Ight
2. Sensors [GI]EIS].O [El’ré‘ls]o
3. Industrial Cockpit 0"
Left Front Leg 4. Environmental Sealing Right Front Leg =
1. Hi 5. Sensors 1. H
. ip P . ip *|
2. Upper Leg Actuator 8. Life Support 2. Upper Leg Actuator Zs
3. Lower Leg Actuator 3. Lower Leg Actuator
4. Foot Actuator Cer_lter _Torso 4. Foot Actuator Left Right 26~
5. Mounted Searchlight 1. Fusion Engine 5. Mounted Searchlight Front Leg O\ Front Leg [ 25+
6. Environmental Sealing 2. Fusion Engine 6. Environmental Sealing (14) (14) =
1-3 3. Fusion Engine 24
"2 4. Gyro 23*
5. Gyro Dox
6. Gyro Left Right 53
1. Gyro Rear Leg Rear Leg -
2. Fusion Engine H (14 (14 20
Left Torso -+ FusionEngl Right Torso 19"
3 ) 3. Fusion Engine i X
1. | Lift Hoist 4-6 4. Fusion Engine 1.[ Lift Hoist 18*
2. | Lift Hoist . i 2| Lift Hoist
5 . 5. Heat Sink X . 17*
3. LLift Hoist 6. Envi tal Seali 3.LLift Hoist
1-3 4. Cargo (1 ton) - Environmental Sealing 1-3 4. Cargo [1 ton) 16
5. Triple-Strength Myomer - . 5. Triple-Strength Myomer HEAT 15*
6. TripleStrength Myomer Engine Hits O oo 6. Triple-Strength Myomer Heat gncr:g[];lem 14"
1. Triple-Strength Myomer Gyro H!tS oo 1. Triple-Strength Myomer Level* Shutd Effects 0 13*
2. Triple-Strength Myomer Sensor Hits O O 2. Triple-Strength Myomer gg AnlerPnDDVI;Qp avoid on 8+ (o) 12
4-6 3. Triple-Strength Myomer Life Support (o) 4-6 3. Triple-Strength Myomer 56 Shutdown, .avoid on 10+ O 11
4. Triple-Strength Myomer 4. Triple-Strength Myomer o5 -5 Movement Points 0) -
5. Environmental Sealing 5. Environmental Sealing 24 +4 Modifier to Fire o 10
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ O 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points o 5
. 19 Ammo Exp. avoid on 4+
Left Rear Leg [:H'[Hf's'[ Right Rear Leg 18  Shutdown, avoid on 6+ O 6
1. Hip MLy 1. Hip 17  +3 Modifier to Fire 0 =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
13 +2 Modifier to Fire 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Paints
5. Mounted Searchlight (R) Damage Transfer 5. Mounted Searchlight (R) g +1 Modifier to Fire 2
\ 6. Environmental Sealing D?agr‘am 6. Environmental Sealing \ 5 -1 Movement Points y 1
0

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Dig Lord RCL-4 MiningMech Name:
Movement Points: Tonnage: 65 Gunnery Skill: ___ Piloting Skill: ____
Walking: 3 Tech Base: |nner Sphere HitsTaken[ 1 |2 | 3| 4] 5] &
Running: 5 (Advanced) ) Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
Era: Clan Invasion ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Extended Fuel Tank (1 ton) CT  — [E] — - — —
2  Fluid Gun RT 0 1 2 3 Right Arm
[DB.S] (16)
2 Fluid Gun LT 0 1 2 3
[DBS]
1 Rock Cutter RA — 5 - - = =
1 Mining Drill LA — 4 - - = =
Left Right
Leg
(16) Torso
Rear(5)
Left Right
\ BV: 599 Torso Rear Torso Rear
\ / (3) (3
/ \ Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM 2=y
. H Overflow
Left Arm 1. Life Support Right Arm Left Torsa (15) Right Torso (15)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o
=9 4, [ Mining Drill 5. Sensors =9 4.[ Rock Cutter o 29
5. | Mining Drill 6. Life Support 5.| Rock Cutter ‘O’ 28"
6. | Mining Drill 6.| Rock Cutter ) 27
1. LMining Drill Center TOPSO 1.| Rock Cutter Left o Right | 26*
2. Roll Again ; 'I:ue: ge:: E"Q!"e 2.LRock Cutter A[Elrg] (2) A[|:|nc1]] 25*
3. Roll Again - ruetLell Engine 3. Roall Again -
- i - o
4-6 4 Roi again 1.3 8- Fuel CellEngine 4-6 4 Rl again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
Left Torso 2 T e ngne Right Torso RS EES
1. [Fluid Gun 46, coica Engine 1. [Fluid Gun 18"
g- ::::3 g:: 5. Extended Fuel Tank [1 ton) g "::z:: g:‘l: 17
1-35 [Fluid Gun 6. Roll Again 1-34 [Fluid Gun 186
5. Ammo (Fluid Gun) 20 " " 5. Ammo (Fluid Gun) 20 15*
6. Ammo (Fluid Gun) 20 Engine H!ts 000 6. Ammo (Fluid Gun) 20 3(3) 14"
1. Ammo (Fluid Gun) 20 Gyro Hits 0O 1. Ammo [Fluid Gun) 20 L‘g’g'* Shutd Effects Single 13
2. Ammo (Fluid Gun] 20 Sensor Hits 0 O 2. Ammo [Fluid Gun) 20 58 Ammo ‘E’Qp_ avoid on B+ 12
4-6 3. Ammo (Fluid Gun) 20 Life Support (o) 4-6 3. Ammo (Fluid Gun) 20 28  Shutdown, avoid on 10+ 17
4. Roll Again 4. Roll Again 55 -5 Movement Points O .
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire O 10
6. Rall Again B. Rall Again 23 Ammo Exp. avoid on B+ @) 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g. go:: :gafn Damage Transfer g- 20:: 298?1 8 +1 Modifier to Fire ':'
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, / \ / 0

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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7 N

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Lumberjack LM5/M MilitiaMech Name:
Movement Points: Tonnage: 70 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 3 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5 Era: Jihad Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
Jumping: 3 /
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LBRM15 RT 1/Msl 6 7 14 21
[M,C,S] Right Arm
1 LBRM15 LT 1/Msl 6 7 14 21
M) (20)
1 Large Laser RA 8 8 [DE] - 5 10 15
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 Medium Laser LA 3 5 [DE] - 3 6 9
Right
Leg
(24)
Rear(7)
Left Right
\ BV: 1,360 Tors[c‘ls?ear' Torsi%]Rear
/ \ Heat
CRITICAL HIT TABLE A INTERNIAL STRUCTURE DIAGRAM
H ea d Scale
Left Arm 1. Life Support Right Arm Left Torsa (15) Right Torso (15) o
1. Shoulder 2. Sensor§ ) 1. Shoulder 9
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator CO) g
"2 4. Hand Actuator 5. Sensors - 4.[Large Laser ° o 29
5. Medium Laser 6. Life Support 5.LLarge Laser o o 28*
6. Roll Again 6. Medium Laser g g 27
1. Roll Again Cer_lter -TOPSO 1. Roll Again Left @) o\ Right | 26™
2. Roll Again ; ":“5!"" E"gfne 2. Roll Again A[flr?] ° ° w25
3. Roll Again . rusion Engine 3. Roall Again -
- i i - (e) o)
4-6 4 Rl gain 1-3 8- FusionEngine 4-6 4 Rol again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Rall Again 5. Gyro 6. Roll Again 2%
6. Gyro
21
1. Gyro Left Right 50"
Left Torso 2. Fusion tnaine Right Torso RS EES
;' [tﬁm 1: 4-6 4. Fusion Engine ;[t:m :: 18*
1.g3-Lam1s g' T::: SJ':: 1.g3Liamis 17
"2 4., Ammo (LRM 15) 8 ’ P "2 4. Ammo [(LRM 15) 8 16
5. Ammo (LRM 15) 8 - - 5. Ammo [LRM 15) 8 15*
8. Rol Again Engine Hits O 00 6. Roll Again vy
1. Roll Again Gyro Hits OO 1. Roll Again Level* Effects Single 13
2. Roll Again Sensor Hits O 0 2. Roll Again gg imﬁfgvggp avoid on 8+ 12
4-6 3. Roll Again Life Support o 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 55 -5 Movement Points 0]0) —
5. Roll Again 5. Roll Again 24  +4 Moadifier to Fire O
6. Rall Again B. Rall Again 23 Ammo Exp. avoidon 6+ QO 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Points O 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on B+ Q 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+ O
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts O 3
g' ?::;SJ:: Damage Transfer g T:::;SJ':: g +;I I\I\ZIOdifier‘ to lEirje ':‘
: Diagram . -1 Movement Points
\, / \ / o)

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the

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



) T

T 1 ILETETSIH

FOUR-LEGGED 'MECH RECORD SHEET

[Industrial]

{'MECH DATA)

{\WARRIOR DATA e

Type: Uni ATAE-70 CargoMech Name:

Movement Points: Tonnage: 70 Gunnery Skill: ___ Piloting Skill: ___
Walking: 3 Tech Base: Inner Sphere HitsTaken| 1 [2 | 3|4 [ 5[ 6
Running: 5 Era: Clan Invasion Consciousness#| 3 | 5 | 7 | 10| 11 |Dead

/
Weapons & Equipment Inventory  (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Cargo (1 ton) CT — [E] - - - =
1 Lift Hoist(R) RT — [E] - - - -
1 Lift Hoist(R] T - [E] - - - -
\ BV: 533
\ /

CRITICAL HIT TABLE ¥

Torso
(20)

ARMOR DIAGRAM

Head (9)

O OO

(o]e)

(o]e]
OO0 0000
(o]e]
OO0 0000

(e)e}
(e)e}

(@)
0000 0000

(o}
O

(@)
0000 0000

LeBAR 5 Right
Left Reae';l-e‘él Rear Leg Right
Front Leg (27) (27) Front Leg
27
(27) 5 8 oI5 (27)
o olo
o o o
o o 0
Left % o o° Right
Torso Rear o| © o 19 9 Torso Rear
) o €]

Center Torso Rear(10)
Heat

"N INTERNAL STRUCTURE DIAGRAM J14

Head i Overflow
1. Life Support Left
2. Sensors -I[-Gllrés]'o

3. Industrial Cockpit 0"

Left Front Leg g: Environmental Sealing Right Front Leg =
1. Hip . 1. Hip ™
2. Upper Leg Actuator 8. Life Support 2. Upper Leg Actuator Zs

L Leg Actuat L Leg Actuat

3 oo ConterTorso g s |
5. Environmental Sealing 1. Fuel Cell Engine 5. Environmental Sealing Front Leg 25%
6. Roll Again 2. Fuel Cell Engine 6. Roll Again 5] 15) =

1-3 3. Fuel Cell Engine 0 24
"2 4. Gyro 0 23*
5. Gyro o Dox

6. Gyro Left © Right 53
1. Gyro Rear Leg 8 A Rear Leg —

’ " . (15) o) (15)

Left Torso S ol ol Enine Right Torso . 197
1. it Hoie () 46 5. Fuetcol Engne 1. 'Lt Hois. 7 15"
2. ' o!s (R] 5. Cargo (1 ton) 2. ' D!S (R] 17*
3. LLift Hoist (R) 6 Envi | Seali 3. LLift Hoist (R)

1-3 4. Environmental Sealing » Environmental Sealing 1-3 4. Environmental Sealing 16
5. Roll Again - - 5. Roall Again 15*
6. Roll Again Engine Hits OO O 6. Roll Again ;iL;}e o
1. Roll Again Gyro Hits OO 1. Rall Again Level* Effects o 137
2. Roll Again Sensor Hits O O 2. Roll Again 30 Shutdown

" Roll Acai . " Roll Anai 28 Ammo Exp. avoid on 8+ 12

4-6 3. Roll Again Life Support O 4-6 3. Rall Again 26 Shutdown, avoid an 10+ 11
4. Roll Aga!n 4. Roll Aga!n o5 -5 Movement Points o
5. Roll Again 5. Rall Again 24  +4 Modifier to Fire
6. Roll Again 6. Roall Again 23 Ammo Exp_ avoid on B+ 9

22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+

Left Rear Leg [:H'[Hf's'[ Right Rear Leg 18  Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+

13 +2 Modifier to Fire 3
4., Foot Actuator 4. Foot Actuator )
5  Eni tal Seali 5 Envi tal Seali 10 -2 Movement Points E)

. i . -1 Movement Points

\ Diagram J \ / =

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



) T

T 1 ILETETSIH

FOUR-LEGGED 'MECH RECORD SHEET

[Industrial]

ARMOR DIAGRAM

Head (9)

/4 \ /4 \
'MECH DATA WARRIOR DATA
Type: Uni ATAE-70M MilitiaMech Name: Right
. . L . Torso Torso
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill: 0]
Walki.ng: 3 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6 8
Running: 5 Era: Clan Invasion Consciousness#| 3 [ 5 | 7 | 10 11 |Dead
/ >
- (0]6) (6]
Weapons & Equipment Inventory  (hexes) S S
Gty Type Loc Ht Dmg Min Sht Med Lng 80 80
1 AC/5 RT 1 5 3 6 12 18 o o
[DB.S] o) 0
1 SAM4 RT 3 2Md — 3 6 9 00 00
[MC.S] (0] (0]
1 AC/5 LT 5 3 6 12 18 o) o)
1 SARM4 oA e 3 8 9 8 3
2/Msl  —
ME) o° o°
(0] (0]
00 O 00 O
O O O O
LeBAR 5 Right
Left F*e[azl; ;-eg Rear Leg Right
Front Leg (27) Front Leg
27) o) [e) (27)
3 [|° %
(6]
o o o)
o o | ©
Left 0 0 o Right
ol o o
\ BV: 736 Tor[sgg)] Rear (0] o ol 9 Top?g] Rear
/ \\ / Center Torso Rear(10)
Heat
CRITICAL HIT TABLE "N INTERNAL STRUCTURE DIAGRAM 3
Head : Dverl
1. Life Support Left verio
2. Sensors 1[’%1%8].0
3. Industrial Cockpit (adv. FCS) 0"
Left Front Leg 4. Environmental Sealing Right Front Leg =
1. Hi 5. Sensors 1. H
. ip P . ip *|
2. Upper Leg Actuator 8. Life Support 2. Upper Leg Actuator Zs
3. Lower Leg Actuator 3. Lower Leg Actuator
4. Foot Actuator Center TOI‘SO 4. Foot Actuator Left 26"
5. Environmental Sealing ; 'l:ue: ge:: E"Q!"e 5. Environmental Sealing Front Leg 25*
f . Fuel Cell Engine .
6. Roll Again 13 3. Fuel Cell Engine 6. Rall Again (15) % (15) 24"
"2 4. Gyro 0 23*
5. Gyro o Dox
6. Gyro Left Og Right 53
1. Gyro Rear Leg o Rear Leg o~
" . (19) o (19)
Left Torso 2. Fuel Cell Engine Right Torso 197
3. Fuel Cell Engine ()
1.[Ac/s 4-6 1.[ Ac/5 *
2' AC/5 4. Fuel Cell Engine 2' AC/5 18
a | ac/s 5. Ammo (AC/5) 20 o v 177
1-3 a AC/5 6. Environmental Sealing 1-3 a AC/5 16
5. SRM4 - - 5. SRM 4 15
6. Ammo (SRM 4] 25 Engine Hits 00 O B. Environmental Sealing 3"[129}8 14"
1. Environmental Sealing Gyro H!tS oo 1. Rall Again Level* h Effects 0] 13*
2. Roll Again Sensor Hits 0 O 2. Rol Again gg irﬁﬁfg‘ggp avoid on 8+ O 12
4.6 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 r
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire 19
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Rear Leg [:H'[Hf's'[ Right Rear Leg 18  Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
5. Environmental Sealing Damage Transfer 5. Environmental Sealing g +1 Modifier to Fire 2
B. Roll Again D?agr‘am B. Roll Again E 1 Movermnent Points 1
\, / \ / o)

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
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) T

T 1 ILETETSIH

FOUR-LEGGED 'MECH RECORD SHEET

[Industrial]

ARMOR DIAGRAM

Head (9)

/4 \ /4 \
'MECH DATA WARRIOR DATA
Type:Uni ATAE-70T CargoMech Name: L _IF%ight
. I . orso orso
Movement Points: Tonnage: 70 Gunnery Skill: Piloting Skill: 0]
Walking: 3 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6 8
Running: 5 Era: Jihad Consciousness#| 3 | 5 | 7 | 10| 11 |Dead
/ >
- (0]6) (6]
Weapons & Equipment Inventory  (hexes) S S
Gty Type Loc Ht Dmg Min Sht Med Lng 80 80
1 Cargo Container (10tons) CT ~ — [E] — - — — o) fe)
1 CGargo (3.5 tons) RT — [E] - - - - Ie} o
1 Lift Hoist{R) RT — [ - - - - 00 00
1 Cargo (3.5 tons) LT - [E] - - - = o} 3
1 Lift Hoist(R) T — [E] - - - _ S 9
00 00
o o
(e} o
(e} o
00 O 00 O
O O O O
LeBAR 5 Right
Left Reae';l-e‘él Rear Leg Right
Front Leg (27) (27) Front Leg
27
(27) 5 8 oI5 27)
(¢} o (e}
o o (e}
o (¢}
o Q o .
Left o OO o Right
2 Torso Rear O O q
\ BV 542 ©) o °© TorggRear
/ \\ / Center Torso Rear(10)
Heat
CRITICAL HIT TABLE q AN INTERNAL STRUCTURE DIAGRAM J25
ead
1. Life Support Left i Orerfow
2. Sensors 1[’%1%8].0
3. Industrial Cockpit 0"
Left Front Leg g: Environmental Sealing Right Front Leg Lr =
1. Hip . 1. Hip o) -
2. Upper Leg Actuator 8. Life Support 2. Upper Leg Actuator § 8 Zs
L Leg Actuat L Leg Actuat
2. FootAovator | Center Torso 2. Foot Acoustar Lot °g 5
5: Triple-Strength Myomer 1. Fuel Cell Engine 5: Triple-Strength Myomer Front Leg 25*
. . 2. Fuel Cell Engine ; :
6. Environmental Sealing ) 6. Environmental Sealing (15) 54"
1 3 3. Fuel Cell Engine
"2 4. Gyro 23*
5. Gyro Dox
6. Gyro Left Right 53
1. Gyro Rear Leg Rear Leg o~
Left Torso 2. Fuel Cell Engine Right Torso 0e) R
Fuel Cell Engi
1. [ Lift Hoist (R) a4-6 2' F"el ce" Engf"e 1.[ Lift Hoist (R) T
Lift Hoist (R) - ruetherEngine 2.| vift Hoist (R)
g' Lift Hoist (R) 5. Cargo Container (10 tons) 3‘ Lift Hoist [R) 17*
1-3 4. | Cargo (3.5 tons) 8. Environmental Sealing 1-3 4.| Cargo (3.5 tons) 16
5. | Cargo (3.5 tons) - - 5.] Cargo (3.5 tons) 15*
6. | cargo (3.5 tons) Engine Hits 0O O 6.| cargo (3.5 tons) Single 14*
1. Lcargo (3.5 tons) Gyro H!tS oo 1.LCargo (3.5 tons) Level* Effects 0 13*
2. Triple-Strength Myomer Sensor Hits O O 2. Triple-Strength Myomer 30 Shutdown . 15
Triple-Strength Myomer i Triple-Strength Myomer 28 Ammo Exp. avoid on 8+
4.6 3. Trip gth My Life Support O 4-6 3. Trp gen Vly 26  Shutdown, avoid on 10+ 11
4, Tr!ple-Strength Myomer 4. Tr!pIeStrength Myomer 25 -5 Movement Points o
5. Triple-Strength Myomer 5. Triple-Strength Myomer 24 +4 Modifier to Fire
6. Environmental Sealing 6. Environmental Sealing 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Rear Leg [:H'[Hf's'[ Right Rear Leg 18  Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
4' Foot Actuat 4' Foot Actuat 13 +2 Modifier to Fire 3
’ TD‘DI Sc; ua DE M ) qul Sc ua D; M 10 -2 Movement Points E)
5. rlp.e rengt V°T”E“ Damage Transfer 5. mp_e trengt yDr_ner 8 +1 Moadifier to Fire
\ 6. Environmental Sealing Diagram 6. Environmental Sealing \ 5 -1 Movement Points y 1
0

© 2014 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



ﬁM
ARMOR DIAGRAM

I I [ ] n Head (8)
I I I [ ] Left Torso Right Torso
] [ —3 S

’'MECH RECORD SHEET

Type: Grommet D90 MilitiaMech Name:
Movement Points: Tonnage: 75 Gunnery Skill: __ Piloting Skill: __
Walking: 3 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5 Era: Succession Wars | consciousness#| 3 | 5 | 7 | 10| 11 |pead

Weapons & Equipment Inventory  (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Lift Hoist RT — B - - - -
1 Cargo (4 tons) LT — [E] - - - - Right Arm
1 Dumper (Front) LT — [E] - - = = (16)
1 AC/5 RA 1 5 3 6 12 18
[DBS]
1 Chainsaw RA — 5 - - = =
1 Combine LA — 3 - - = =
1 Large Laser LA 8 8 [DE] - 5 10 15
3 Vehicle Flamer LA 3 2 -1 2
[DEH.AT]
Torso
Rear(8)
Right
\ BV: 836 ' Torso Rear Torso Rear
. 3 TN o (6) (6)
/ \\ / : w7 =
Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (16) Right Torso (16)
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit (adv. FCS) 2. Upper Arm Actuator o B0
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator g
D4, [Large Laser 5. Sensors "9 4.[Aac/5 o 29
5. LLarge Laser 6. Life Support 5.] AC/5 (cj) 2g*
6. Vehicle Flamer 6.| AC/5 o 27
1. Vehicle Flamer Cer_'ter _TOI‘SO 1.Lac/s Left 2\ Rigne 267
2. Vehicle Flamer 1. Fusion Engine 2.[ chainsaw Arm o¢ Arm |25
3. | Combine 2. Fusion Engine 3.| Chainsaw (12) ol (12)
- i i - N o) |
4-6 4. | Combine 1-3 3. Fusion Engine 4-6 4.] Chainsaw 24*
5. | Combine 4. Gyro 5.| Chainsaw 23
6. LCombine 5. Gyro 6.L.Chainsaw 22*
6. Gyro =1
1. Gyro Left Right 50"
. . . Le
Left Torso 2. Fusion Engine Right Torso (16) RIS EES
3. Fusion Engine
1. Ammo (Flamer] 20 4-6 ;' FicionEngi 1. Lift Hoist 18"
. gine . .
2. Ammo (Flamer) 20 5. Heat Sink 2.| Lift Hoist 17
3. Ammo (Flamer) 20 E. Heat Sink 3.LLift Hoist
1-3 4. [ Cargo (4 tons) + Heat Sin 1-3 4. Ammo (AC/5) 20 16
5. | Cargo (4 tons]) . " 5. Roll Again 15%
6. | Cargo (4 tons) Englne H!tS 000 6. Roall Again 11 (11) 14*
1. LCargo (4 tons) Gyro H!tS oo 1. Roll Again L%VC]EI* Shutd Effects Single 13%
2. Dumper (Front) Sensor Hits O O 2. Roll Again D8 Ammo Exp. avoid on 8+ 12
4-6 3. Rl Aga!n Life Support O 4-6 3. Rl Aga!n 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 0]0) o
5. Roll Again 5. Roll Again 24  +4 Moadifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoidon 8+ QO 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Points O 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+ O
4. Foot Actuator 4. Foot Actuator * odifier to Fire O 3
: . 10 -2 Movement Points
g. go:: :gagn Damage Transfer g- 20:: 29@” 8 +1 Modifier to Fire ':'
- HollAgain Diagram - hollAgain 5 -1 Movement Points
\, /7 \ / )
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) T

T 1 ILETETSIH

FOUR-LEGGED 'MECH RECORD SHEET

[Industrial]

ARMOR DIAGRAM

Head (8)

/4 \ /4 \
'MECH DATA WARRIOR DATA
Type: Scavenger SC-V SalvageMech Name:
Movement Points: Tonnage: 30 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 4 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Runnlng: 6 Era: Star League Consciousness#| 3 | 5 | 7 | 10| 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Cargo (1 ton) CcT — [E] - - = =
4 Cargo (1 ton) RT — [E] - - =
1 Light Fluid Suction System RT —— [E] - - - -
2 Liguid Storage (1 ton) RT — [E] - - = =
1 Mounted Searchlight RT — [E] - - = 170
1 Sprayer RT — [E] - = =1
6 Cargo (1 ton) LT — [E] - - - =
1 Extended Fuel Tank (3tons) LT —— [E] - - = =
Left Right
Left Rea’gLEQ Rear Leg Right
Front Leg (13) (13) Front Leg
(13) 19) (13)
0o |o [¢}
o
o] ©° o
et \° o o o °/ Rigt
\ BV: 528 Tor‘:[sg] Rear (0] o (0] Topfg] Rear
/ \\ / Center Torso Rear(5)
Heat
CRITICAL HIT TABLE q AN INTERNAL STRUCTURE DIAGRAM J25
ead i Overflow
1. Life Support TLeft Head 'I?Ight
2. Sensors [Glll;s]-o [glxr%s]o
3. Industrial Cockpit 0"
4. Roll Again :
) Lﬁft Front Leg 5 Sensors ) R:'ght Front Leg o033 =5
. ip P . ip *|
2. Upper Leg Actuator 8. Life Support 2. Upper Leg Actuator o 8 o 8 Zs
3. Lower Leg Actuator 3. Lower Leg Actuator 8 8 8 o
4. Foot Actuator Center TOI‘SO 4. Foot Actuator Left o &9 Right 26~
5. Roll Again ; ";Uﬂ: ge:: :"9!"8 5. Roll Again Front Leg Front Leg [25*
f . Fuel Cell Engine .
6. Roll Again 13 3. Fuel Cell Engine 6. Rall Again 17) (17) 24"
"2 4. Gyro 23*
5. Gyro Dox
6. Gyro Left Right 53
1. Gyro Rear Leg Rear Leg -
2. Fuel Cell Engine H (7] (7] 20
Left Torso 5 Fuol Coll Enine Right Torso 19"
1. Cargo (1 ton) 4-6 4' F g. 1. Mounted Searchlight 18%
. Fuel Cell Engine
2. Cargo (1 ton) 2. Sprayer
5. Cargo (1 ton) K . . 17*
3. Cargo (1 ton) 6 C 1t 1 3 3. Light Fluid Suction System
1-3 4. Cargo (1 ton) » Cargo (1 ton) " 4. Liquid Storage (1 ton) 16
5. Cargo (1 ton) - - 5. Liquid Storage (1 ton) 15*
6. Cargo (1 ton) Engine Hits 00 O . Cargo [1 ton) gh[%}e —
1. [ Extended Fuel Tank (3 tons) Gyro H!tS oo 1. Cargo (1 ton) Level* h Effects 0] 13*
2. | Extended Fuel Tank (3 tons) Sensor Hits O O 2. Cargo (1 ton) gg irﬁﬁfg"é’gp avoid on 8+ O 15
4-6 3. Extendefl Fuel Tank (3 tons) Life Support (o) 4-6 3. Cargo [’.I ton) 56  Shutdown, avoid on 10+ T
4. Roll Again 4. Roll Again 25 -5 Movement Points r
5. Roll Again 5.  Roll Again 24 +4 Modifier to Fire 19
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Rear Leg [:H'[Hf's'[ Right Rear Leg 18  Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Maodifier to Fil’:E 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4., Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
g. Eo:: 2gafn Damage Transfer g- 20:: 298?1 8 +1 Modifier to Fire ':'
- holtAgain Diagram - hollAgain 5 -1 Movement Points
\ / \ /5
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T 1 ILETETSIH

FOUR-LEGGED 'MECH RECORD SHEET

[Industrial]

ARMOR DIAGRAM

Head (8)

/4 \ /4 \
'MECH DATA WARRIOR DATA
Type: Scavenger SC-V-M MilitiaMech Name:
Movement Points: Tonnage: 80 Gunnery Skill: ___ Piloting Skill: ____
Walki_ng: 4 Tech Base: Inner Sphere HitsTaken| 1 [2 | 3|4 [ 5[ 6
Running: & Era: Succession Wars Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Mounted Searchlight RT — [E] - - — 170
1 AC/10 10 - 5 10 15
[DB.S]
1 Extended Fuel Tank (3tons) LT —— [E] — - — —
Left Right
Left F*e[% ;-eg Rear Leg Right
Front Leg (13) Front Leg
(13) 19) (13)
o 1S )
O
o] ©° o
et \° o o o °/ Rigt
\ BV: 672 Tor‘:[sg] Rear 0] o [¢) Topfg] Rear
/ \\ / Center Torso Rear(5)
Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM 35
Head - Dvertl
1. Life Support TLeft Head 'I?Ight verflow
2. Sensors [Glll;s]-o [glxr%s]o
3. Industrial Cockpit (adv. FCS) 0"
4. Roll Again :
) Lﬁft Front Leg 5 Sensors ) R:'ght Front Leg o033 =5
. ip P . ip *|
2. Upper Leg Actuator 8. Life Support 2. Upper Leg Actuator o 8 o 8 Zs
3. Lower Leg Actuator 3. Lower Leg Actuator 8 8 8 o
4. Foot Actuator Center TOI‘SO 4. Foot Actuator Left o &9 Right 26~
5. Roll Again ; ";Uﬂ: ge:: :"9!"8 5. Roll Again Front Leg Front Leg [25*
f . Fuel Cell Engine .
6. Roll Again 13 3. Fuel Cell Engine 6. Rall Again 17) (17) 24"
"2 4. Gyro 23*
5. Gyro Dox
6. Gyro Left Right 53
1. Gyro Rear Leg Rear Leg -
2. Fuel Cell Engine ; 7 AR A=
Left Torso 5 Fuel Call Engine Right Torso 19"
1.[Ac/10 4-6 4. Fusl Cal Engine 1. Ammo [AC/10) 10 18*
2.| Ac/10 & Foll Anin 2. Ammo [AC/10) 10 e
3.| Ac/10 E. Roll AQ ) 3. Mounted Searchlight
1-3 5 AC/10 - holAgain 1-3% Rai Again 16
5.| AC/10 - - 5. Roall Again 15*
6.| Ac/10 Engine Hits 0O O 6. Roll Again gh[ﬂe —
1. Lac/10 Gyro Hits OO 1. Rall Again Level* Effects o 9 137
2. [Extended Fuel Tank (3 tons) Sensor Hits 0 O 2. Roll Again 30 Shutdown o s
Extended Fuel Tank (3 tons) ; Rall Again 28  Ammo Exp. avoid on B+
4-6 3. Life Support O a4-6 3. gl 26 Shutdown, avoid on 10+ O 11
4. LExtended Fuel Tank (3 tons) 4. Roll Again 25 -5 Movement Points -
5. Roll Again 5.  Roll Again 24 +4 Modifier to Fire 19
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Rear Leg [:H'[Hf's'[ Right Rear Leg 18  Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire 3
' Roll Agai ) Roll Adai 10 -2 Movement Points E)
g' Foll Agen Damage Transfer g' . 8 +1 Modifier to Fire :
- holtAgain Diagram - hollAgain 5 -1 Movement Points
\, /7 \ / o)
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FOUR-LEGGED 'MECH RECORD SHEET

[Industrial]

ARMOR DIAGRAM

Head (8)

/4 \ /4 \ W
'MECH DATA WARRIOR DATA
Type:Vampyr SC-V-1 SalvageMech Name:
Movement Points: Tonnage: 30 Gunnery Skill: ___ Piloting Skill: ____
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3| 4] 5] &
Running: & Era: Civil War Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Cargo (1 ton) RT — [E] - - - -
1 Light Fluid Suction System RT —— [E] - - - -
2 Liquid Storage (1 ton) RT — [E] - - - =
1 Sprayer RT — [E] - - = 1
6 Cargo (1 ton) LT — [E] - - = =
1 Extended Fuel Tank (3tons) LT —— [E] — — — —
Left Right
Left Rear Leg Rear Leg Right
Front Leg (13) (13) Front Leg
13
(13) 5 8 S (13)
(e}
o| © o
et \° o o o °/ Rigt
\ BV: 540 Tor‘:[sg] Rear (0] o (0] Topfg] Rear
/ \\ / Center Torso Rear(5)
Heat
CRITICAL HIT TABLE q A NK INTERNAL STRUCTURE DIAGRAM J4
ead i Overflow
1. Life Support TLeft Head 'I?Ight
2. Sensors [Glll;s]-o [glxr%s]o
3. Industrial Cockpit 0"
4. Environmental Sealing :
Left Front Leg 5 Somors Right Front Leg o Pord =5
1. Hip . 1. Hip 00 O -
2. Upper Leg Actuator 8. Life Support 2. Upper Leg Actuator o 8 o 8 Zs
3. Lower Leg Actuator 3. Lower Leg Actuator 8 8 8 o
4. Foot Actuator Center TOI‘SO 4. Foot Actuator Left o &9 Right 26~
5. Triple-Strength Myomer ; :z”e: ge:: :“9!"3 5. Triple-Strength Myomer Front Leg Front Leg [25+
i : . Fuel Cell Engine ) )
6. Environmental Sealing 13 3. Fuel Cell Engine 6. Environmental Sealing 17) (17) o4
"2 4. Gyro 23*
5. Gyro Dox
6. Gyro Left Right 53
1. Gyro Rear Leg Rear Leg -
2. Fuel Cell Engine H (7] (7] 20
Left Torso 5 Fuol Coll Enine Right Torso 19"
1. Cargo (1 ton) 4-6 4' E g. 1. Sprayer 18*
. Fuel Cell Engine K . .
2. Cargo (1 ton) . 2. Light Fluid Suction System
5. Triple-Strength Myomer L 17*
3. Cargo (1 ton) 6 Envi tal Seali 1 3 3. Liquid Storage (1 ton)
1-3 4. Cargo (1 ton) - Environmental Sealing " 4. Liquid Storage (1 ton) 16
5. Cargo (1 ton) - - 5. Cargo (1 ton) 15*
6. Cargo (1 ton) Engine Hits 0O O 6. Cargo (1 ton) Single 14*
1. [ Extended Fuel Tank (3 tons) Gyro H!tS oo 1. Triple-Strength Myomer Level* h Effects 0 13*
2. | Extended Fuel Tank (3 tons) Sensor Hits O O 2. Triple-Strength Myomer 30 Shutdown . 0O 12
3. LExtended Fuel Tank (3 tons) i 3. Triple-Strength Myomer 28  Ammo Exp. avoid on B+
4.6 3 Life Support O 463 ™" gtn My 26 Shutdown, avoid on 10+ 11
4. Triple-Strength Myomer 4. Triple-Strength Myomer 25 -5 Movement Points -
5. Triple-Strength Myomer 5. Triple-Strength Myomer 24 +4 Modifier to Fire 10
6. Environmental Sealing 6. Environmental Sealing 23 Ammo Exp. avoid on 6+ 9
22 Shutdown, avoid on 8+ 8*
20 -4 Movement Points 5
. 19 Ammo Exp. avoid on 4+
Left Rear Leg [:H'[Hf's'[ Right Rear Leg 18  Shutdown, avoid on 6+ 6
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Y
3. Lower Leg Actuator 3. Lower Leg Actuator qg Sgu'l\',/ldO;\(P, av0|'c:i‘ on 4+
4. Foot Actuator 4. Foot Actuator 10 tE Mgvérl‘ﬁgr:g P;ﬁts 3
5. Triple-Strength Myomer Damage Transfer 5. Triple-Strength Myomer g +1 Modifier to Fire 2
\ 6. Environmental Sealing D?agr‘am 6. Environmental Sealing \ 5 -1 Movement Points y 1
0
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