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

To better ease this transition, this record sheet volume is organized like its corresponding Technical Readout. Hyperlinks off of
each unit name in the TOC will enable players to instantly move to a given section, or to the start of a given unit’s record sheets.
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Ripper
Nightshade
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Demon
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Rhino

Puma Assault Tank
Mongoose
Hussar
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Phoenix Hawk
Wyvern
Crab

Kintaro
Wolverine Il
Ostroc
Crusader
Excalibur
Warhammer
Marauder
Rifleman Il
Thug
BattleMaster
Highlander
King Crab
Trident
Rogue
Tomahawk
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Ironsides
Hammerhead
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Cobra Transport VTOL
Turhan
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Kyudo

Galahad

Helepolis

Atlas |l
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Pentagon

Dictator
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Darter Scout Car
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Combat Support Bridgelayer
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Korvin Tank
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Mauna Kea Command Vessel

Paramour Mobile Repair Vehicle
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Patron LoaderMech
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Deathstalker
Lyonesse
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LYRAN COMMONWEALTH

Marsden Il Main Battle Tank
Biiffel Engineering Support
Vehicle

Crossbow

Ymir

Lumberjack LoggerMech
Typhoon

Thunderbird

PERIPHERY

Ignis

Dromedary Water Transport
Toro

Phoenix

Quasit MilitiaMech

Vulcan
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STANDARD RULES

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

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

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

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

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

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

STAR LEAGUE (2570)

lan Cameron, ruler of the Terran Hegemony,
concludes decades of tireless effort with the
creation of the Star League, a political and
military alliance between all Great Houses and
the Hegemony. Star League armed forces im-
mediately launch the Reunification War, forcing
the Periphery realms to join. For the next two centu-
ries, humanity experiences a golden age across the thou-
sand light-years of human-occupied space known as the Inner Sphere. It
also sees the creation of the most powerful military in human history.

SUCCESSION WARS N
(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. \AE hty
With vastly superior technology and warriors, the ,J
Clans conquer world after world. Eventually this out-
side threat will forge a new Star League, something hun-

dreds of years of warfare failed to accomplish. In addition,
the Clans will act as a catalyst for a technological renaissance.

»

CLAN INVASION
(3052, 3057)

A mysterious invading force strikes the core-
ward region of the Inner Sphere. The invaders,
called the Clans, are descendants of Kerensky'’s
SLDF troops, forged into a society dedicated to

CIVIL WAR (3062, 3067) o \
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.
I\
C
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

R

DARK AGE (3132+)

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

SOURCEBOOKS

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

Note that if a Catalyst Game Labs’ BattleTech product does not contain
an era logo, then it is considered a core rulebook or supplement to be
used across all eras, such as the Introductory Box Set, Total Warfare and
soon.
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Ripper (Royal)
10
12 Inner Sphere
18 Era: Star League

Fusion Engine

1 Medium Pulse Laser FR B[P — 2 4 6

Infantry Compartment(1 ton)

BV: 225

2012

(2)

(5)

0]

(5)

00000

(5)

2D6 Roll FRONT REAR

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

4 Rotorst Rotorst

5 Right Side Left Side

6 Front Rear

7 Front Rear

8 Front Rear

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

Critical Hits Table, below.

of the phase in which the damage occurred.

\

4 VTOL COMBAT VEHICLE HIT LOCATION TABLE N

ATTACK DIRECTION

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

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

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

/

4 VTOL ELEVATION TRACK \

Gurn 112314567 8|9 no|11]12|13]14 1?
\Elevation )
[Tur‘n 16]17118]19]20|21|22|23|24|25]|26|27 28|29 30\
\Elevation )

\ /

{ PHYSICAL ATTACKS AGAINST VTOL VEHICLES TABLE \

DIFFERENCE IN LEVELS TYPES OF PHYSICAL ATTACK ALLOWED

-1 or lower None
All except Punch
1-2 All except Kick
3 Club and Physical Weapons only
a4+ None

\ /

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

( VTOL COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

SIDE

No Critical Hit
Weapon Malfunction
Cargo/Infantry Hit

Stabilizer

Weapon Destroyed

Engine Hit
Ammunition **
Fuel Tank*

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

Cargo/Infantry Hit
Weapon Malfunction

Weapon Destroyed

ROTORS
No Critical Hit
Rotot Damage
Rotor Damage
Rotor Damage
Flight Stabilizer Hit

REAR
No Critical Hit

Stabilizer

Sensors Flight Stabilizer Hit
Engine Hit Rotots Destroyed
Fuel Tank* Rotors Destroyed

© 2012 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



1
1

Nightshade (Royal)

25
14 Inner Sphere
21 Era: Star League
XL Fusion Engine
Guardian ECM Suite BD [E] - - - B
Large Pulse Laser FR 9P — 3 7 10

Cargo Space - 0.50 tons (1 door)

BV: 631

2012
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\

4 VTOL COMBAT VEHICLE HIT LOCATION TABLE N

ATTACK DIRECTION

2D6 Roll FRONT REAR SIDE

2* Front (critical) Rear (critical) Side (critical)

3 Rotorst Rotorst Rotorst

4 Rotorst Rotorst Rotorst

5 Right Side Left Side Front

6 Front Rear Side

7 Front Rear Side

8 Front Rear Side (critical)*

9 Left Sidet Right Side Rear

10 Rotorst Rotorst Rotorst

11 Rotorst Rotorst Rotorst
12* Rotors (critical) t Rotors (critical) t Rotors (critical) T

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

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

/

4 VTOL ELEVATION TRACK \

Gurn 112314567 8|9 no|11]12|13]14 1?
\Elevation )
[Tur‘n 16]17118]19]20|21|22|23|24|25]|26|27 28|29 30\
\Elevation )

\ /

{ PHYSICAL ATTACKS AGAINST VTOL VEHICLES TABLE \

DIFFERENCE IN LEVELS TYPES OF PHYSICAL ATTACK ALLOWED

-1 or lower None
All except Punch
1-2 All except Kick
3 Club and Physical Weapons only
a4+ None

\ /

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

*Only if the VTOL has an ICE engine. For VTOLs with fusion engines, treat this result as Engine Hit.

**|f the VTOL carries no ammunition, treat this result as Weapon Destroyed.

( VTOL COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

Cargo/Infantry Hit
Weapon Malfunction

Weapon Destroyed

ROTORS
No Critical Hit
Rotot Damage
Rotor Damage
Rotor Damage
Flight Stabilizer Hit

REAR
No Critical Hit

Stabilizer

Sensors Flight Stabilizer Hit
Engine Hit Rotots Destroyed
Fuel Tank* Rotors Destroyed

© 2012 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



Cyrano (Royal)
30
12 Inner Sphere
18 Era: Star League
XL Fusion Engine
1 Beagle Active Probe BD [E] - - - 4
1 ER Large Laser FR 8[DE] — 7 14 19
1 TAG FR O[S] — 5 9 15
1 AMS RS -[PD] — 0 0O -—
1 AMS LS -[pD — 0 0 -—

Ammo: (AMS) 24
BV: 740

2012
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4 VTOL COMBAT VEHICLE HIT LOCATION TABLE N

ATTACK DIRECTION

2D6 Roll FRONT REAR SIDE
2* Front (critical) Rear (critical) Side (critical)
3 Rotorst Rotorst Rotorst
4 Rotorst Rotorst Rotorst
5 Right Side Left Side Front
6 Front Rear Side
7 Front Rear Side
8 Front Rear Side (critical)*
9 Left Sidet Right Side Rear
10 Rotorst Rotorst Rotorst
11 Rotorst Rotorst Rotorst
12* Rotors (critical) t Rotors (critical) t Rotors (critical) T

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

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

\ /

4 VTOL ELEVATION TRACK \

Gurn 112314567 8|9 no|11]12|13]14 1?
\Elevation )
[Tur‘n 16]17118]19]20|21|22|23|24|25]|26|27 28|29 30\
\Elevation )

\ /

{ PHYSICAL ATTACKS AGAINST VTOL VEHICLES TABLE \

DIFFERENCE IN LEVELS TYPES OF PHYSICAL ATTACK ALLOWED
-1 or lower None
All except Punch
1-2 All except Kick
3 Club and Physical Weapons only
a4+ None

\ /

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

\ **|f the VTOL carries no ammunition, treat this result as Weapon Destroyed.

( VTOL COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

REAR ROTORS
No Critical Hit No Critical Hit
Cargo/Infantry Hit Rotot Damage
Weapon Malfunction Rotor Damage
Stabilizer Rotor Damage
Weapon Destroyed Flight Stabilizer Hit
Sensors Flight Stabilizer Hit
Engine Hit Rotots Destroyed
Fuel Tank* Rotors Destroyed

*Only if the VTOL has an ICE engine. For VTOLs with fusion engines, treat this result as Engine Hit.

© 2012 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



ARMOR DIAGRAM

BATTILETECH

GROUND VEHICLE RECORD SHEET

Ammo: [Streak SRM 2] 50
\ BV: 633 /

/, \ /4
VEHICLE DATA CREW DATA JummmmnN
Type: Lightning (Royal) Crew:
Movement Points: Tonnage: 35 Gunnery Skill: Driving Skill:
Cruising: 11 Tech Base: Inner Sphere : : ;
. Commander H|1: Driver Hit
Flank: 17 e Stacleague Modifier to all Skill rolls Modifier to Driving N
Movement Type: Hover Skill rolls tg_
Engine Type: Fusion Engine / (16) "m'
\ 3 <)
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE g &
Gty Type Loc Dmg Min Sht Med Lng | | TurretLocked (J EngineHit (OJ | & 13’
2 Medium Pulse Laser FR B6[P] — 2 4 6 : ]
2 Streak SAM 2 FR o/Mi — 3 6 9 e (EEE) | 8 e
(MC] Motive System Hits 0 1
1 TAG FR 0O[S] — 5 9 15 Stabilizers %
Front (] Let [J mignt (J | -~
Rear C] 4

Rear Armor
(10)

© 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.

\

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B B )
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modlﬁen_" ;o all Driving Skl!|ARD||S
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 maodifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WiGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 182 in Total Warfare for more information). a +1 modifier; that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced
1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/ \ /

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

o

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

**|f Combat Vehicle carries no ammunition, treat this result as \WWeapon Destroyed. /

© 2012 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.
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ARMOR DIAGRAM

Front Armor
(29)

GROUND VEHICLE RECORD SHEET

VEHICLE DATA

( CREW DATA ¥

Type: Zephyr (Royal) Crew:
Movement Points: Tonnage: 40 Gunnery Skill: ____ Driving Skill: ___
Cruising: 9 Tech Base: Inner Sphere . . ;
Commander Hit Driver Hit
Flank: 14 Era: Star League Modifier to ail Skl mlls. Modifier to Driving .
Movement Type: Hover Sidl rolls
Engine Type: Fusion Engine

Weapons & Equipment Inventory (hexes)

( CRITICAL DAMAGE Jmmm

Turret Locked D Engine Hit

Right ()

Aty Type Loc Dmg Min Sht Med Lng
1 Guardian ECM Suite BD [E] - - - B :
1 Narc R M -3 6 89 e (9C3t3()
1 Small Laser RR 3[DE] — 1 2 3 Motive System Hits
3 Medium Laser T Ob6[DE] — 3 6 9 i
1 TAG T 0l -5 9 15 Sabilzers
Front Left
Rear C] Turret D

O

™
Left Side Armor £

/

Ammo: (Narc] 12
\ BV: 811

/

Rear Armor
(19)

© 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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{ GROUND COMBAT VEHICLE HIT LOCATION TABLE

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

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

\

/

4 TIVE SYSTEM DAMAGE TABLE )

2D6 Roll EFFECT*

2-5 No effect

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

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

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

+3 modifier to all Driving Skill Rolls

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

Vehicle is immobile.

Attack Direction Modifier: Vehicle Type Modifiers:

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

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

has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced

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

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

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

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

/

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as \WWeapon Destroyed.
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( CREW DATA Juummen¥

ARMOR DIAGRAM

Front Armor

Type: Demon (Royal) Crew:
Movement Points: Tonnage: 60 Gunnery Skill: ____ Driving Skill: ___
Cruising: 5 Tech Base: Inner Sphere " . 0
Commander Hit|[*1 Driver Hit +2
Flank: 8 e Stacleague Modifier to all Skil mII Modifier U'IDr'ivinu
Movement Type: \Wheeled Sidl rolls
Engine Type: XL Fusion Engine / (30)
h e
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE g
Gty Type Loc Dmg Min Sht Med Lng | | TurretLocked (J EngineHit (OJ | &
3 Streak SRM 2 R 2ms — 3 6 9 i OEE0D]| <
1 Medium Pulse Laser RS B[F] —2 4 & Motive System Hits ®
1 Medium Pulse Laser LS B[P — 2 4 B Stabilizers £
1 Gauss Rifle T 15 2 7 15 22 ; &
[DB.X] Front Left Right D
Rear C] Turret D

Ammo (CASE]: [Streak SRM 2] 50, (Gauss] 16
\ BV: 1,333

T Jowuy apis ybiy
(=]

/

Rear Armor
(20)

/
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{ GROUND COMBAT VEHICLE HIT LOCATION TABLE

4 TIVE SYSTEM DAMAGE TABLE )

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

\

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

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

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

/

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE

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

LOCATION HIT

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

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off
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ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B B )
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 182 in Total Warfare for more information). a +1 modifier; that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced
1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

\ /7 \ /

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
\ **|f Combat Vehicle carries no ammunition, treat this result as \WWeapon Destroyed. /
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[LRM 10 Artemis) 12

BV: 1,670

2012
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ATTACK DIRECTION

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

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

once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information).
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

\

{ GROUND COMBAT VEHICLE HIT LOCATION TABLE

12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls

/

4 TIVE SYSTEM DAMAGE TABLE )

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

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

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

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

take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while

2D6 Roll FRONT SIDE

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

10 Commander Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit

12 Crew Killed Fuel Tank*

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

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

REAR TURRET
No Critical Hit No Critical Hit
Weapon Malfunction Stabilizer
Cargo/Infantry Hit Turret Jam
Stabilizer Weapon Malfunction
Weapon Destroyed Turret Locks
Engine Hit Weapon Destroyed
Ammunition** Ammunition**
Fuel Tank* Turret Blown Off
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BV: 1,546
2012

\ /

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B B )
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modlﬁen_" ;o all Driving Skl“ARD”S
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 maodifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 182 in Total Warfare for more information). a +1 modifier; that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced
1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/

LOCATION HIT

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

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

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N
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Head (9)

Left Torso

Right Torso

/
’'MECH RECORD SHEET
/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Mongoose MON-66b Name:
Movement Points: Tonnage: 25 Gunnery Skill: ___ Piloting Skill: ____
Walking: 8 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
Running: 12 Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Small Laser HD 1  3[DE - 1 2 3 C 0O [ cemter \ © ©
1 ERLarge Laser CT 12 8]DE] - 7 14 19 Left Arm Torso Right Arm
1 Beagle Active Probe LT — [E] - - - 4 8) @) 8)
1 Medium Laser RA 3 5 [DE] - 3 6 9 (12)
1 Medium Laser LA 3 5 [DE] - 3 B 9 O e} e} O
O @)
Left Right
O O
[lq.eeg] O Center O [I:IZQ]
Torso
© Rear(4) O
ONNG) o ©O
o
(]
Left o Right
\ BV: 934 Torso Rear o Torso Rear
\ / (2] (2)
/ \ Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
Left Arm 1. Life Support Right Arm Head ! Overfiow
1. Shoulder o Senso_r‘s 1. Sr?aulder Left Torso (B) Right Torso (6)
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4, Small Laser 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. Endo Steel 6. Endo Steel 27
1. Endo Steel Center TQ"SO 1. Endo Steel Left 26"
2. Endo Steel 1. XL Fusion Engine 2. Endo Steel Arm 25+
a B 3. Ferro-Fibrous 2. XL Fus!on Eng!ne a B 3. Ferro-Fibrous (4) 4"
"9 4. FerroFibrous 1-3 3. XL Fusion Engine "9 4. FerroFibrous -
5. Ferro-Fibrous 4. Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous 22*
6. Gyro
21
1. Gyro 20"
Left Torso 2. XL Fusion Engine Right Torso 197
) ) 4-6 3. XL Fusion Engine 1 ] ) -
1. XL Fus!on Eng!ne 4. XL Fusion Engine - XL Fus!on Eng!ne 18
g. it 'Izus!on :ng!ne 5.[EFI Large Laser g ;t 'Izus!on :ng!ne 17*
. . usion Engine 6.LERL L . . usion Engine
1-3 4. [Double Heat Sink arge maser 1-3 4-[Doub|e Heat Sink 16
5. | Double Heat Sink N " 5.| Double Heat Sink 15%
6. L Double Heat Sink Englne H!tS o0o0o 6. Double Heat Sink 10 (20) 147
1. [Beagle Active Probe Gyro H!tS oo 1. Endo Steel LF‘g/Del* ShuthV\IIE:fECtS Double 13*
2. L Beagle Active Probe S.BI'ISOI" Hits 0 O 2. Endo Steel 28 Ammo Exp. avoid on 8+ 12
4.6 3. Endo Steel Life Support O 4-6 3. FerroFibrous 26  Shutdown, avoid on 10+ 11
4. Endo Steel 4. Ferro-Fibrous 25 -5 Movement Points O =
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire O 10
6. Ferro-Fibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on 6+ O 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @]
4. Foot Actuator 4. Foot Actuator 1 8 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Endo Steel 5. Endo Steel 3 1 Modifier to Fi 2
6. Endo Steel Damgge Transfer 6. Endo Steel 5 +1 Mcc))v;,rlﬁgntc:] P;ﬁts 1
iagram -
\ / \ /5
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ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA WARRIOR DATA
Type: Hussar HSR-200-Db Name:
Movement Points: Tonnage: 30 Gunnery Skill: ____ Piloting Skill: ___
Walking: 9 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
Running: 14 Era: Star League Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ERLarge Laser CT 12 8|[DE] - 7 14 19
1 Guardian ECM Suite RT — [E] - - = 6B Right Arm
1 Beagle Active Probe LT — [E] - - - 4 7)
Left
Leg
(14) Torso
Rear(5)
Left Right
\ BV: 934 Torso Rear Torso Rear
\ / (4) (4)
/ \ Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
oA e T B s
. oulder . . oulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator ™
3. Lower Arm Actuator 4. Ferro-Fibrous 3. Lower Arm Actuator 30
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. Ferro-Fibrous 6. Life Support 5. Ferro-Fibrous 28*
6. Ferro-Fibrous 6. Ferro-Fibrous 27
1. Ferro-Fibrous Center TQPSO 1. Roll Again Right | 26*
2. Roll Again 1. XL Fusion Engine 2. Roll Again am [257
3. Roll Again 2. XL Fusion Engine 3. Roll Again (5) -
4-6 4 Roiagsin 1-3 3. XLFusionEngine 4-6 4 Roingain 24
; " 4. Gyro . 23*
5. Roll Again 5. Roll Again
6. Roll Again g gV”’ 6. Roll Again 2%
. Gyro
21
1. Gyro Right 20~
2. XL Fusion Engine H Leg -
Left Torso 5 XL Fusion Engin Right Torso 7] 19
1. XL Fus!on Eng!ne 4-6 4. XL Fusion Engine 1. XL Fus!on Engine 18*
g. it 'Izus!on :ng!ne 5.[EFI Large Laser g ;t 'Izus!on :ng!ne 17*
. . usion Engine 6.LERL L a3 usion Engine
1 3 4. [Beagle Active Probe arge haser 1 3 4. [Guar‘dian ECM Suite 16
5. LBeagle Active Probe N - 5.L Guardian ECM Suite 15*
6. Ferro-Fibrous Englne H!tS o0o0o B. Ferro-Fibrous 10 (20) 14*
1. FerroFibrous Gyro Hits 0O 1. FerroFibrous LF‘g/Del* Shutd Effects Double 13
) i ) utdown
2. Pol Again S.ensor Hits 0 O 2. Pol Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 0O 11
4. Roll Again 4. Roll Again 25 -5 Movement Points T
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
B. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ @) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Paints 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @]
4. Foot Actuator 4. Foot Actuator 13  +2 Modifier to Fire O 3
" Ferro£ib " Ferro£ib 10 -2 Movement Points E)
5. FerroFibrous Damage Transfer D crofibrous 8  +1 Modifier to Fire
6. Ferro-Fibrous D?agram 6. Ferro-Fibrous 5 -1 Movement Points 1
\ / \ /s

© 2012 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.



P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (B)

Left Torso

Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type:Ostscout OTT-7Jb Name:
Movement Points: Tonnage: 35 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 8 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 12 Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
Jumping: 8 /
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1  Medium Laser CT 3 5 [DE] - 3 6 9 Center
1 Beagle Active Probe RT — [E] - - - 4 Left Arm O Torso @) Right Arm
(6) (6)
(12)
Oo o O
Left Right
Leg ) Center O Leg
(8) Torso (8]
Rear(4)
O o o O
o
(]
Left o Right
\ BV: 610 Torso Rear o Torso Rear
\ / (2) (@)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (8) Right Torso (8)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"9 4. Endo Steel 5. Sensors "2 4. Endo Steel 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center.Torso 1. Roll Again Right [26°
2. Roll Again 1. Fusion Engine 2. Roll Again am [257
3. Roll Again 2. Fusion Engine 3. Roll Again (6) -
46, Roll Again 1-g 3. FusionEngine 46, Roll Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g gV”’ 6. Roll Again 2%
. Gyro 21
1. Gyro Right 20~
Left Torso 2. Fusion Engine Right Torso i i
3. Fusion Engine
1. Jump Jet 4-6 4. Fusion Engine 1. Jump Jet 18*
g' jump jEt 5. Medium Laser g j“mp jEt 17%
_ . Jump Jet 6. Roll Agai _ . Jump Jet
1 34- Jump Jet ol Agan 1 34- Jump Jet 18
5. Endo Steel N - 5. [ Beagle Active Probe 15*
6. Endo Steel Engine H!tS 000 6.| Beagle Active Prabe Heat 10(10) 147
1. Endo Steel Gyro Hits OO 1. Endo Steel Level* Effects Single 155
’ H ’ 30 Shutd
2. Roll Again S.ensor Hits O O 2. Endo Steel 28 An'meDDVI;Qp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Endo Steel 26  Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 5 Movement Points O —
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
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 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @]
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Endo Steel 5. Endo Steel 3 1 Modifier to Fi 2
6. Endo Steel Damgge Transfer 6. Endo Steel 5 +1 Mcc))v;,rlﬁgntc:] P;ﬁts 1
iagram -
\, / \ / )

© 2012 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.



P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (B)

Left Torso Right Torso

/4 \ /4 \ WE—
'MECH DATA WARRIOR DATA
Type: Phoenix Hawk PXH-1b "Special" Name:
Movement Points: Tonnage: 45 Gunnery Skill: ____ Piloting Skill: ___
Walki_ng: 6 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
Running: 9 Era: Star League Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Jumping: 6 /
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Guardian ECM Suite CT — [E] - - = B
1 ERLarge Laser RT 12 8|[DE] - 7 14 19
1 ERPPC RA 15 10[DE] - 7 14 23
1 Machine Gun RA O 2 - 1 2 3
[DB.AI]
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 Machine Gun LA O 2 - 1 2 3
[DB.AI]
1 Medium Laser LA 3 5 [DE] - 3 6 9
Torso
Rear(5)
Left Right
\ BV: 1,512 Torso Rear Torsg Rear
(4] 4

\ /

(EEMIEED \ o

Head . Head Dvertl
.. verflow
Left Arm 1. Life Support Right Arm Left Torso (11) Right Torso (11)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4, Endo Steel 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. ERPPC 28"
6. Machine Gun 6.| ERPPC 27
1. Endo Steel Cent_er T_Orso 1.LER PPC Left Right 26*
2. Endo Steel ; ;:: 'l;us!on Eng!ne 2. Medium Laser Arm Arm [ 25
3. Endo Steel . usion Engine 3. Machine Gun (7] (7] -
4-6 4 Roiagain 1-3 3. XLFusionEngine 4-6 4 cndosteel 24*
5. Roll Again 4. Gyro 5. Endo Steel 23
6. Roll Again g gV”’ 6. Roll Again 2%
. Gyro
21
1. Gyro Left Right 50"
i i - Lel L
Left Torso 2. XL Fusion Engine Right Torso 1) o) 15
3. XL Fusion Engine
1. XL Fus!on Eng!ne 4-6 4. XL Fusion Engine 1. XL Fus!on Engine 18*
g- it EuSgon :nggne 5,[Guardian ECM Suite g ;ll: Eus§°n :ng!ne 17
. . usion Engine 6. Guardian ECM Suite a3 usion Engine
1 3 4. Jump Jet 1 3 4. Jump Jet 18
5. Jump Jet N " 5. Jump Jet 15%
6. Jump Jet Englne Hits 00O B. Jump Jet 10 (20 14*
° Gyro Hits OO P Level* Effects Dou[ble) =
1. Ammo (Machine Gun) 200 . 1. [EFI Large Laser 30 Shutdown 13
2. casE Sensor Hits 0O 2.LER Large Laser - 12
. 28 Ammo Exp. avoid on 8+
4.6 3. Endo Steel Life Support O 4-6 3. Endo Steel 26  Shutdown, avoid on 10+ 0O 11
4. Endo Steel 4. Endo Steel 25 -5 Movement Points 10"
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
B. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ @) 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Points O
: 7
. 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire O 3
) ’ 10 -2 Movement Points
5. Endo Steel 5. Endo Steel o - 2
Damage Transfer 8 +1 Madifier to Fire
6. Endo Steel Diagram 6. Endo Steel 5 -1 Movement Points 1
\ \ /5

© 2012 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.



| pr—m
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (8] Right Torso
1 [ — -

’'MECH RECORD SHEET

/4 \ /4 \ W
'MECH DATA WARRIOR DATA
Type: Phoenix Hawk PXH-1¢ "Special" Name:
Movement Points: Tonnage: 45 Gunnery Skill: ____ Piloting Skill: ___
Walki_ng: 6 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
Running: 9 Era: Succession Wars | consciousness#| 3 | 5 | 7 | 10| 11 |pead
Jumping: 6 /
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Guardian ECM Suite CT — [E] - - = B
1 ERLarge Laser RT 12 8|[DE] - 7 14 19 Right Arm
1 Machine Gun RA O 2 -1 2 3 (12) (12)
[DB.AI]
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 Snub-Nose PPC RA 10 1068/5 - 9 13 15
[DEV]
1 Machine Gun LA 2 - 1 2 3
[DB.AI] Left
1 Medium Laser LA 3 5 [DE] - 3 6 8 Leg
(20)
Rear(5)
Left Right
\ BV: 1,443 Torso Rear Torsg Rear
(4] 4

\ /

(EEMIEED \ o

Head . Head Dvertl
.. verflow
Left Arm 1. Life Support Right Arm Left Torso (11) Right Torso (11)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4, Endo Steel 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. [Snub-Nose PPC 28*
6. Machine Gun 6.L Snub-Nose PPC 27
1. Endo Steel Cent_er T_Orso 1. Medium Laser Left Right | 26*
2. Endo Steel ; ;:: 'l;us!on Eng!ne 2. Machine Gun Arm Arm [ 25*
3. Endo Steel . usion Engine 3. Endo Steel (7] (7] -
4-6 4 Roiagain 1-3 3. XLFusionEngine 4-6 4 cndosteel 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g gV”’ B. Roll Again 2o~
. Gyro =7
1. Gyro Left Right 50"
. . . Le L
Left Torso S X Fumon Enaine Right Torso 1) 2 KN
1. XL Fusion Engine 4-6 4: XL Fusion Engine 1. XL Fusion Engine 18*
g- i:: EUSEOH :ng!ne 5_[Guardian ECM Suite g ;t Eusion :ngine 177
. . usion Engine 6 ) ; n3 usion Engine
1-3 4. Jump Jot Guardian ECM Suite 1-3 4. Jump Jot 16
5. Jump Jet N " 5. Jump Jet 15%
6. Jump Jet Englne H!tS o0o0o B. Jump Jet 10 (20) 14*
1. Ammo (Machine Gun) 200 Gyro H!tS oo 1. [EFI Large Laser LF‘g/Del* ShuthV\IIE:fECtS Double 13%
2. casE Sensor Hits 0O 2.LER Large Laser - 12
. 28 Ammo Exp. avoid on 8+
4-6 3. Endo Steel Life Support O 4-6 3. Endo Steel 56  Shutdown, avoid on 10+ o 11
4. Endo Steel 4. Endo Steel 25 -5 Movement Points 10"
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
B. 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @]
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F"TB O 3
10 -2 Movement Points
5. Endo Steel 5. Endo Steel 8 1 Modifier to Fi 2
6. Endo Steel Damgge Transfer 6. Endo Steel 5 +1 Mcc))v;rlﬁgnlc:] P;ﬁts 1
' iagram : -
\, / \ / )

© 2012 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.



P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Wyvern WVE-5Nb Name:
Movement Points: Tonnage: 45 Gunnery Skill: ___ Piloting Skill: ____
Walking: 4 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 Era: Star League Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Jumping: 4 /
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM10 CT 1/Msl 6 7 14 21
[MC.S]
1 SRMB RT 4 2/Msl - 3 6 9
[M,C,S]
1 Large Pulse Laser RA 10 9[P] - 3 7 10
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 Small Laser RA 1 3 [DE] -1 2 3
Torso
Rear(7)
Left Right
\ BV: 1,006 Torso Rear Torso Rear
\ / (6) (6)
/ \ Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (11) Right Torso (11)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
3. Lower Arm Actuator 4, Heat Sink 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. Endo Steel 6. Life Support 5. Heat Sink 28*
6. Endo Steel 6.[Large Pulse Laser 27
1. Endo Steel Cent_er T_Orso 1.LLarge Pulse Laser Left Right | 26*
2. Roll Again 1. XL Fusion Engine 2. Medium Laser Arm Arm [ 25*
4.6 3. Roll Again 2. XL Fus!on Eng!ne 4.6 3. Small Laser (7] (7] oY
“© 4. Roll Again 1-3 3. XLFusionEngine “© 4. Endo Steel .
5. Roll Again 4. Gyro 5. Endo Steel 23
6. Roll Again 5. Gyro 6. Endo Steel 22*
6. Gyro =1
1. Gyro Left Right 50"
2. XL Fusion Engine H Leg Leg -
Left Torsp a3 X FosonEngin nghtf. Tor_so (11) ) i
1. XL Fus!on Eng!ne "0 4. XL Fusion Engine 1. XL Fus!on Eng!ne 18
g. it 'Izus!on :ng!ne 5_[LFIM 10 g ;t 'Izus!on :ng!ne 17*
. . usion Engine 6.L.LrM 10 a3 usion Engine
1-3 2. Heavsink 1-32 Hea sink 16
5. Heat Sink - - 5. Heat Sink 15*
6. Jump Jet Englne H!tS o0o0o B. Jump Jet 13 (13) 14*
1. Ammo (LRM 10) 12 Gyro Hits 0O ’I.[SRM 6 Lg’g'* ShuthV\I/EfECtS Single 13
2. CASE S.ensor Hits 0 O 2.Lsrms 28 Ammo Exp. avoid on 8+ 12
4.6 3 EndoSieel Life Support O 4-g 3- Ammo (SRM 6) 15 26 Shutdown, avoid on 10+ 11
4. Endo Steel 4. case 25 -5 Movement Points Q0 -
5. Endo Steel 5.  Endo Steel 24 +4 Modifier to Fire Q0 19
6. Endo Steel 6. Endo Steel 23 Ammo Exp. avoidon 68+ 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ Q)
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Jump Jet Damage Transfer ~ D- JumPJet 8  +1 Modifier to Fire =
\ 6. Endo Steel Diagram 6. Endo Steel AN 5 -1 Movement Points / 1
(o]

© 2012 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.



P T

T 1 ILETETSIH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/
’'MECH RECORD SHEET
/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type:Crab CRB-27b Name:
Movement Points: Tonnage: 50 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 5 Tech Base: |nner 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 Small Laser HD 1 3 [DE] - 1 2 3
1 Medium Laser CT 3 5 [DE] - 3 6 9
1 ERLarge Laser RA 12 8]DE] - 7 14 19
1 ERLarge Laser LA 12 8|[DE] - 7 14 19
Torso
Rear(8)
Left Right
\ BV: 1,308 Torso Rear Torso Rear
\ / (6] (6)
/ \ Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (12) Right Torso (12)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Small Laser 13 3. Lower Arm Actuator
“ 4. [ Double Heat Sink 5. Sensors ~ 4.[ Double Heat Sink 29
5. | Double Heat Sink 6. Life Support 5.| Double Heat Sink 28*
6. LDouble Heat Sink 6.L Double Heat Sink 27
1. [ER Large Laser Cer_lter -TQPSO 1. [ER Large Laser Left Right | 26*
2. LER Large Laser 1. Fusion Engine 2.LER Large Laser Arm Arm [25*
4.6 3. Ferro-Fibrous 2. Fus!on Eng!ne 4.6 3. Ferro-Fibrous (8) (8) oY
"9 4. FerroFibrous 1-3 3. Fusion Engine ~9 4. FerroFibrous -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro teft Right 50"
. : . e
Left Torso 2. Fusion Engine Right Torso 1 Rt i
3. Fusion Engine (12) (1=)
1. [ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat S?nk 5. Medium Laser 2.| Double Heat S?nk 17
1-3 3. LDouble Heat Sink 6. Roll Again 1-3 3.L Double Heat Sink S
4. [Double Heat Sink 4. [ Double Heat Sink
5. | Double Heat Sink N " 5.| Double Heat Sink 15%
6. L Double Heat Sink Engine H!tS 000 6.1 Double Heat Sink 16 (32) 14*
1. FerroFibrous Gyro H!tS oo 1. FerroFibrous LF‘g/Del* ShuthV\IIE:fECtS Double 13
2. FerroFibrous S.ensor Hits 0O 2. Ferro-Fibrous 28 Ammo Exp. avoid on 8+ 12
3. FerroFibrous Life Support O 3. FerroFibrous 26  Shutdown, avoid on 10+ 11
46 , : 46, : : , 00
- Roll Again - Roll Again 25 -5 Movement Points 10"
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 00
B. Roll Again 6. Roll Again 23 AmmoExp. avoidon 6+ QO 8
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points [e]o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ QO 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 1 8 +S Mg\%ﬁﬁgﬁg Il':giﬁ ts O 3
- Fi - = : 2
g' EZ::E E:E:zzz Damage Transfer g Ez::z E:E:zzz g +;I I\I\ZIOdlfler‘ to ;Ir?e >
: 4 i : : -1 Movement Points
\ Diagram J \ / =

© 2012 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.



P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type:Kintaro KTO-19b Name:
Movement Points: Tonnage: 55 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 5 Tech Base: |nner 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 Narc CT O M - 3 6 9
1 SRMB RT 4 2/Msl - 3 6 9 Left Arm Right Arm
_ [MCS] (18) (18)
2 Medium Laser RA 3 5 [DE] - 3 6 9
1 LBRM15 LA 5 1,/Msl 6 7 14 21
[M,C,S]
1 SRMB LA 4 2Md — 3 B 9
[M,C,S]
Left Right
Leg Leg
(26) (26)
Rear(9)
Left Right
\ BV: 1,265 Torso Rear Torso Rear
\ / (6) (6)
/ \ Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (13] Right Torso (13)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5.[LRM 15 6. Life Support 5. Medium Laser 28*
6.| LRM 15 6. Medium Laser 27
1. LLRM 15 Center TQPSO 1. Ferro-Fibrous Left Right | 26*
2. [SRM 6 ; i:: 'l;us!on Eng!ne 2. FerroFibrous Aam Aém 25%
3.LSsRm B - usion Engine 3. Roll Again (9) (9) -
4-6 4. Ferro-Fibrous 1-3 3. XL Fusion Engine 4-6 4. Roll Again 24*
5. Ferro-Fibrous 4. Gyro 5. Roll Again 23
6. Ferro-Fibrous 5. Gyro 6. Roll Again 22*
6. Gyro =1
1. Gyro Left Right 50"
2. XL Fusion Engine H Leg Le -
LEft TOI‘SP 4-6 3. XL Fusion Engine nght T0|"-SO (13] [1%] 19*
1. XL Fus!on Eng!ne "0 4. XL Fusion Engine 1. XL Fus!on Eng!ne 18
2. XL Fusion Engine 5. Narc 2. XL Fusion Engine 17
3. XL Fusion Engine E.[ 3. XL Fusion Engine
- .LN: -
1-3 4. Ammo (LRM 15 Narc) 8 are 1-3 4-[SRM 6 18
5. Ammo (LRM 15 Narc) 8 N " 5.LsrRm6 15%
6. Ammo (SRM 6 Narc) 15 Engine H!ts ocoo 6. Ammo (SRM 6 Narc) 15 10 (20) 14"
1. CASE Gyro H!ts oo 1. Ammo (Narc) 6 Leg/oel* ShUthV\I’E:fects Double 155
2. Ferro-Fibrous S.ensor Hits O O 2. Ammo (Narc) 6 28 Ammo Exp. avoid on 8+ 12
4.6 3. FerroFibrous Life Support O 4-6 3. CAsE 26  Shutdown, avoid on 10+ 11
4. Roll Again 4. Ferro-Fibrous 25 -5 Movement Points O =
5. Rall Again 5. FerroFibrous 24 +4 Modifier to Fire @) 10
B. 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Ferro-Fibrous 0 Tranaf 5. FerroFibrous 8  +1 Modifier to Fire 2
6. Ferro-Fibrous amg?:gr;?:l'ls er 6. Ferro-Fibrous 5 -1 Movement Points 1
\ / \ /5

© 2012 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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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

("MECH DATA)} (WARRIOR DATA
Type: Wolverine Il WVR-7H Name:
Movement Points: Tonnage: 55 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 5 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 8 Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
Jumping: 5 /
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser HD 4 6[P] - 2 4 6
1 SRMB LT 4 2/Msl - 3 6 9 Right Arm
w/ Artemis IV FCS [MCS] (18) (18)
1 Ultra AC/5 RA 1 5§Sht 2 6 13 20
[DBR/C]
Left
Leg
(20) Torso
Rear(8)
Left Right
\ BV: 1,301 Torso Rear Torso Rear
\ / (6] (6)
/ \ Heat
CRITICAL HIT TABLE Hood \NKINTERNAL STRUCTURE DIAGRANV JE
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (13] Right Torso (13)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Medium Pulse Laser 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Endo Steel 6. Life Support 5.[ Ultra AC/5 28*
6. Endo Steel B6.| Ultra AC/5
c T —
1. Endo Steel er_lter‘_ orso 1.| Ultra AC/5 Left Right | 26
2. Endo Steel 1. Fusion Engine 2| uttra Ac/5 Arm am [257
4-6 3. FerroFibrous 2. Fusion Engine 4-6 3.Luitra Ac/5 @ €] =7
“© 4. FerroFibrous 1-g 3. FusionEngine “© 4. Ammo (Uitra AC/5) 20 .
5. FerroFibrous 4. Gyro 5. Ammo [Ultra AC/5) 20 23
6. Ferro-Fibrous 5. Gyro 6. Endo Steel 22*
6. Gyro
21
1. Gyro Left Right 50"
Left Torso 2. Fusion Engine Right Torso e % [
4-6 3. Fusion Engine (13) (15)
1. [SRM 6 ™Y 4. Fusion Engine 1. case 18%
g' f\R:M ; IV FCS 3. Jump Jet g Engn gﬁee: L L
. . Artemis 6. Endo Steel _n 3. Endo Stee
1-3 4. Ammo [SRM 6 Artemis) 15 neo stee 1-3 4. Endo Steel 18
5. CcAsE - - 5. Endo Steel 15%
6. Endo Steel Engine H!tS 000 6. Endo Steel 10 (20) 14*
1. Endo Steel Gyro H!tS oo 1. Ferro-Fibrous LF‘g/Del* ShuthV\IIE:fECtS Double 13%
2. Endo Steel S.ensor Hits 0 O 2. Ferro-Fibrous 28 Ammo Exp. avoid on 8+ 12
4.6 3. FerroFibrous Life Support O 4-6 3. FerroFibrous 26  Shutdown, avoid on 10+ 11
4. Ferro-Fibrous 4. Ferro-Fibrous 25 -5 Movement Points O =
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire O 10
6. Ferro-Fibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on 6+ O 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 13 +S MDdlfleP to ;"‘le O 3
5. Jump Jet 5. Jump Jet 10 - ovement Points 2
G. Jump Jet Damage Transfer G. Jump Jet g +;I I\I\ZIOdlfler‘ toglrje >
: Diagram : -1 Movement Points
\, /7 \ / )

© 2012 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

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

’'MECH RECORD SHEET

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type:Ostroc OSR-2Cb Name:
Movement Points: Tonnage: 60 Gunnery Skill: ____ Piloting Skill: ___
Walking: 5 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 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 ERLarge Laser RT 12 8][DE] - 7 14 19
1 Medium Laser RT 3 5 [DE] - 3 6 9
1 Streak SRM 2 RT 2 2/Msl - 3 6 9
MC]
1 ERLarge Laser LT 12 8|[DE] - 7 14 19
1 Medium Laser LT 3 5 [DE] - 3 6 9
1 Streak SRM 2 LT 2 2/Msl - 3 6 9
MC]
Rear(6)
Left Right
\ BV: 1,478 Torso Rear Torso Rear
\ / (4) (4)
/ \ Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
ea
: Head
Left Arm 1. Life Support Right Arm Lot Torso (14) I
1. Shoulder 2. 55"5'3_"5 1. Shoulder 9
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1-3 3. Lower Arm Actuator 4, Roll Again 13 3. Lower Arm Actuator o o
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator N o 29
5. Roll Again 6. Life Support 5. Roll Again g CO> oo
6. Roll Again 6. Roll Again 27
C T 3 o
1. Roll Again er.lter. orso 1. Roll Again Left © o Right | 26*
2. Roll Again 1. Fusion Engine 2. Roll Again Arm 3 ° °t arm [7
4. 3 PolAgan 2. Fusion Engine 4.g 3 Folhgan (10) g g (10) =z
“O 4. Roll Again 1-g 3. FusionEngine O 4. Roll Again
5. Roll Again 4. Gyro 5. Roll Again 23"
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro
21
1. Gyro Left Right 50"
2. Fusion Engine H Leg Leg -
Left Torso 5 Fugion Encine Right Torso (14) (1) 19
1. [ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink 5. Ammo (Streak SRM 2) 50 2.| Double Heat Sink 17
1-3 3. LDouble Heat Sink E. Roll Again 1-3 3.L Double Heat Sink
4. [ER Large Laser 4. [ER Large Laser 16
5. LER Large Laser N - 5.LER Large Laser 15*
6. Medium Laser Englne H!tS o0o0o B. Medium Laser 14 (28) 147
1. Streak SRM 2 Gyro H!tS oo 1. Streak SRM 2 LF‘g/Del* ShuthV\IIE:fECtS Double 13
2. Ferro-Fibrous S.BI'ISOI" Hits 0 O 2. FerroFibrous 28 Ammo Exp. avoid on 8+ 12
4.6 3. FerroFibrous Life Support O 4-6 3. FerroFibrous 26  Shutdown, avoid on 10+ 11
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points Q0 10"
5. Ferro-Fibrous 5. FerroFibrous 24 +4 Modifier to Fire @]0)
6. Ferro-Fibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ e]e) 9
22 Shutdown, avoid on 8+ [e]0) 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ Q)
4. Foot Actuator 4. Foot Actuator 18 +S Mg\%ﬁﬁgﬁg ;;ﬁts O 3
Ferro-Fib Ferro-Fib A c " 2
g' FZ::E F:b:zzz Damage Transfer g Fz::z F:b:zzz 8 +;I I\I\ZIOdlfler‘ to ;Ir?e -
. 4 Diagram . 4 5 - overment Points
\ / \ /5
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T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Crusader CRD-2R Name:
Movement Points: Tonnage: 65 Gunnery Skill: __ Piloting Skill: __
Walking: 4 Tech Base: |nner 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 LBRM15 RA 5 1/Msl 6 7 14 21
w/ Artemis IV FCS [M,C,S]
1 Machine Gun RA O 2 -1 2 3
[DB.AI]
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 LBM15 LA 5 1/Msl 6 7 14 21
w/ Artemis IV FCS [M,C,S]
1 Machine Gun LA O 2 -1 2 3
[DB.AI]
1 Medium Laser LA 3 5 [DE] - 3 6 9
2 Streak SRM 2 RL 2 2/Msl - 3 6 9
M,C] Torso
2 Streak SRM 2 LL 2 2/Msl - 3 6 9 Rear(8)
MC]
Left Right
\ BV: 1,533 Torso Rear Torso Rear
\ / (6] (6)
/ \ Heat
CRITICAL HIT TABLE oo " INTERNAL STRUCTURE DIAGRAM 3104
ea
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso (15)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
3. Lower Arm Actuator 4. Endo Steel 3. Lower Arm Actuator o o
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator g o 29
5.| LRM 15 6. Life Support 5.[LRM 15 N CO> 58"
6.| LARM 15 6.| LAM 15 o s 27
1. Lrm 15 Cer_'ter _TOI‘SO 1.LLRM 15 Left O o\ Right | 267
2. Artemis IV FCS 1. Fusion Engine 2. Artemis IV FCS Arm 2O ot am [B57
4.6 3. Medium Laser 2. Fus!on Eng!ne 4.6 3. Medium Laser (10) ° o (10) oY
"9 4. Machine Gun 1-3 3. Fusion Engine ~9 4. Machine Gun -
5. Endo Steel 4. Gyro 5. Endo Steel 23
6. Endo Steel 5. Gyro 6. Endo Steel 22*
6. Gyro =1
1. Gyro teft Right 50"
. . . e L
Left Torso oo B Right Torso (13) O EES
1. Ammo (LRM 15 Artemis) 8 4-8 4" £ ion Engine 1. Ammo (LRM 15 Artemis) 8 18
g. érAnSnI;o (Machine Gun) 200 5. Endo Steel g érAnSnI;o (Streak SRM 2) 50 177
- . 6. Endo Steel - )
1 3 4. Endo Steel nelo =t 1 3 4. Endo Steel 16
5. Endo Steel N " 5. Endo Steel 15%
6. Endo Steel Engine H!tS 000 6. Endo Steel 10 (20) 14*
1. Endo Steel Gyro H!tS oo 1. Roll Again LF‘g/Del* ShuthV\IIE:fECtS Double 13
2. Roll Again Sensor Hits O O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 0O 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 10"
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
B. 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @]
4. Foot Actuator 4. Foot Actuator 1 8 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Streak SRM 2 0 Tranaf 5. Streak SRM 2 8  +1 Modifier to Fire 2
6. Streak SRM 2 amEl?: ,.;?:S er 6. Streak SRM 2 5 -1 Movement Points 1
\ J /7 \ /[

© 2012 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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’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA o
Type: Excalibur EXC-B2b Name: 8
Movement Points: Tonnage: 70 Gunnery Skill: __ Piloting Skill: __ o}
Walki_ng: 5 Tech Base: |nner Sphere HtsTaken[ 1 [2 ]3] 4] 5[ 6 8
Running: 8 Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead O
/ @)
Weapons & Equipment Inventory  (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
AMS CT 1 —[PD] - - - =
’| LRM 20 LT 6 1/Msl 6 7 14 21
w/Artemis IV FCS [MC.S]
1 Gauss Rifle RA 1 15 2 7 15 22
[DEX]
Torso
Rear(9)
Left Right
\ BV: 1,715 Torso Rear Torso Rear
\ / (6) (6)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso (15)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator o o
1-3 4. Hand Actuator 5. Sensors 1-3 4. Gauss Rifle 8 g 29
5. Endo Steel 6. Life Support 5.| Gauss Rifle o o 28*
6. Endo Steel 6.| Gauss Rifle g g 27
1. Roll Again Cent_er T_Orso 1.| Gauss Rifle Left @) o | Right | 26
2. Roll Again ; ;t 'l;us!on Eng!ne 2.| Gauss Rifle Arm g g Arm [ 25*
3. Roll Again . usion Engine 3.| Gauss Rifle (11 0 -
- i i - O. O,
4-6 4 Roiagain 1-3 3. XLFusionEngine 4-6 4 | Gauss Rifie 24*
5. Roll Again 4. Gyro 5. Endo Steel 23
6. Roll Again 5. Gyro 6. Endo Steel 22*
6. Gyro
21
1. Gyro Left Right 50"
2. XL Fusion Engine H Leg Leg -
Left Torso 5 XL Fusion Engine Right Torso (15) (18) 19
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fus!on Engine 18*
2. XL Fusion Engine 5. AMS 2. XL Fusion Engine 17
3. XL Fusion Engine E. 3. XL Fusion Engine
- . A AMS]) 12 -
1-3 4. rLam 20 mmo (AMS) 1-3%. Ammo (Gauss) 8 18
5.| LRM 20 - . 5. Ammo (Gauss) 8 15%
6.| LRM 20 Engine Hits 00 O B. CASE 11(11) 4
1.| Lrm 20 Gyro H!ts (o]o) 1. Endo Steel L(g/oel* ShUthV\I’E:fects Single 13"
2.LLRm 20 S.ensor Hits 0 O 2. Endo Steel 28 Ammo Exp. avoid on 8+ 12
4-6 3. Artemis IV FCS Life Support O 4-6 3. Endo Steel 26 Shutdown, avoid on 10+ 11
4. Ammo (LRM 20 Artemis) 6 4. Endo Steel 25 -5 Movement Points O O o
5. Ammo (LRM 20 Artemis) 6 5. Endo Steel 24 +4 Modifier to Fire (@)
6. CASE 6. Endo Steel 23 Ammo Exp. avoidon 6+ QO 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Paints 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 O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 1 8 tg Mg\%ﬁﬁgﬁg Il':giﬁ ts O 3
5. Endo Steel 5. Endo Steel 3 1 Modifier to Fi 2
6. Endo Steel Damgge Transfer 6. Endo Steel 5 +1 Mcc))v;,rlﬁgntc:] P;ﬁts 1
iagram -
\, / \ / )

© 2012 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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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

-l

’'MECH RECORD SHEET

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Warhammer WHM-6Rb Name:
Movement Points: Tonnage: 70 Gunnery Skill: __ Piloting Skill: __
Walking: 4 Tech Base: |nner 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)
Qty Type Loc Ht Dmg Min Sht Med Lng
Machine Gun RT O 2 -1 2 3
[DBAI] Right Arm
1 Medium Laser RT 3 5 [DE] - 3 6 89 (20) (20)
1 Small Laser RT 1 3 [DE] - 1 2 3
1 SRMB RT 4 2/Msl - 3 6 9
w,/Artemis IV FCS [M CS]
1 Machine Gun LT O -1 2 3
[DB,AI]
1 Medium Laser LT 3 5 [DE] - 3 6 9 Left
1 Small Laser LT 1 3 [DE] - 1 2 3 Leg
1 PPC RA 10 10[DE] 3 6 12 18 o0
1 PPC LA 10 10[DE] 3 6 12 18 (20)
Rear(9)
Left Right
\ BV: 1,431 Tor's[osa:iear' Torsicé]Rear
/ \ Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
ea
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso (15)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator CO) C())
4. | Double Heat Sink 5. Sensors ~ 4.[ Double Heat Sink o o 29
5. | Double Heat Sink 6. Life Support 5.| Double Heat Sink o o 28*
6. LDouble Heat Sink 6.L Double Heat Sink g g 27
1. Center Torso 1. PPC Left [ o o] Right | 26
2. F‘PC 1. Fusion Engine 2. prc Arm 30O o8 arm 257
3. LPPC 2. Fusion Engine 3 Lppc 11 Jo of ‘M) *
- i i - O. O,
4-6 4. Ferro-Fibrous 1-3 3. Fusion Engine 4-6 4. Ferro-Fibrous 24*
5. Ferro-Fibrous 4. Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous 22*
6. Gyro =1
1. Gyro Left Right 50"
. . . Le L
Left Torso oo B Right Torso (13) O EES
1. [ Double Heat Sink 4-6 4: Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat S?nk 5. Ammo (Machine Gun) 200 2.| Double Heat S?nk 17"
1-3 3. L Double Heat Sink 6. FerroFibrous 1-3 3. L Double Heat Sink 5
4. [ Double Heat Sink 4. [SRM 6 L
5. | Double Heat Sink N " 5.LsRM B 15*
6. L Double Heat Sink Engine Hits 00 O B. Artemis IV FCS 17 (34) 14
1. [ Double Heat Sink Gyro H!tS oo 1. Medium Laser LF‘g/Del* ShuthV\IIE:fECtS Double 13*
2. | Double Heat Sink Sensor Hits 0O 2. Small Laser 28 Ammo Exp. avoid on 8+ 12
4.6 3. L Double Heat Sink Life Support O 4-6 3. Machine Gun 26  Shutdown, avoid on 10+ 11
4. Medium Laser 4. Ammo (SRM 6 Artemis) 15 25 -5 Movement Points O O o
5. Small Laser 5. Ferro-Fibrous 24  +4 Modifier to Fire (@]e)
6. Machine Gun 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ e]e) 9
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points [e]o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q0 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire QO =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 1 8 +S Mg\%ﬁﬁgﬁg Il':giﬁ ts O 3
5. Ferro-Fibrous 5. Ferro-Fibrous - e - 2
6. Ferro-Fibrous Damage Transfer B. Ferro-Fibrous g +;I ,\'\ZIOdlﬁer tg ;Irjet 1
: Diagram : -1 Movement Points
\ / \ /5
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

’'MECH RECORD SHEET

/4 \ /4 \
'MECH DATA WARRIOR DATA
Type: Marauder MAD-1R Name:
Movement Points: Tonnage: 75 Gunnery Skill: __ Piloting Skill: __
Walking: 4 Tech Base: |nner Sphere HitsTaken[ 1 [2 [ 3] 4] 5
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 AC/5 RT 5 6 12 18
[DBS] Right Arm
1 Medium Laser RA 3 5 [DE] - 3 6 8 22)
1 PPC RA 10 10[DE] 3 6 12 18
1 Medium Laser LA 3 5 [DE - 3 6 89
1 PPC LA 10 10[DE] 3 6 12 18
Left Right
\ BV: 1,420 Torso Rear Torso Rear
\ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (16] Right Torso (16)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o =0°
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator g g
1-3 4. [rec 5. Sensors 1-3 4. pec o o 29
5.| PPC 6. Life Support 5.| PPC 8 ((3) 28*
6. Lprc 6.Lrrc b o 57
1. Medium Laser Cer_lter -TQPSO 1. Medium Laser Left 8 g Right | 26*
2. Ferro-Fibrous ; 'l;us!on Eng!ne 2. FerroFibrous Arrr21 8 CO> Arrr21 25%
3. Ferro-Fibrous . rusion Engine 3. Ferro-Fibrous (12) (12) -
4-6 4. Ferro-Fibrous 1-3 3. Fusion Engine 4-6 4. Ferro-Fibrous = 2 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro teft Right 50"
Left Torso o e Right Torso (16) S K
1. Ferro-F?erus 4-6 4: Fusion Engine 1.[ Ac/5 18*
g. Eerro-?l;mus 5. Roll Again g zg;: 17+
_n 3. FerroFibrous 6. Roll Agai n3
1 3 4. Ferro-Fibrous o Agan 1 3 4.Lac/5 18
5. Roll Again N " 5. Ammo (AC/5) 20 15%
6. Roll Again Engine Hits 00 O B. CASE 16 (16) 14
1. Roll Again Gyro H!tS oo 1. Ferro-Fibrous Leg/oel* ShuthV\IIE:fECtS Single 13%
2. Roll Again S.BI'ISOI" Hits 0O 2. Ferro-Fibrous 28 Ammo Exp. avoid on 8+ 12
3. Roll Again Life Support O 3. FerroFibrous 26 Shutdown, avoid on 10+ 11
4-6 ) 4-6 . : : 00
4. Roll Again 4. Ferro-Fibrous 25 -5 Movement Points 10"
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 00
B. Roll Again 8. Roll Again 23 AmmoExp. avoidon 6+ QO 8
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Paints [e]o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on B+ QO 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4., Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Heat Sink Damage Transfer 5. Heat Sink 8 +1 Modifier to Fire 2
6. Heat Sink Diagram 6. Heat Sink 5 -1 Movement Points 1
\ J /7 \ /[
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P T

T 1 ILETETSIH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

’'MECH RECORD SHEET

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Marauder MAD-2R Name:
Movement Points: Tonnage: 75 Gunnery Skill: ___ Piloting Skill: ____
Walking: 4 Tech Base: |nner 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 AC/5 RT 5 6 12 18
[DBS] Right Arm
1 ERPPC RA 15 10[DE] — 7 14 23 22)
1 Medium Laser RA 3 5 [DE] — 3 6 9
1 ERPPC LA 15 10[DE] - 7 14 23
1 Medium Laser LA 3 5 [DE] - 3 6 9
Left Right
\ BV: 1,630 Torso Rear Torso Rear
\ / (8] (8)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (16] Fight Torso (16
1. Shoulder 2. 55"50_7‘5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o =0°
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator g g
"9 4. [ERPPC 5. Sensors "3 4.[ERPPC o ) 29
5.| ERPPC 6. Life Support 5.| ERPPC 8 ((3) 28~
6.LErPPC 6.LErPPC S S =7
1. Medium Laser Cer_lter -TQPSO 1. Medium Laser Left 8 g Right | 26*
2. Ferro-Fibrous ; 'l;us!on Eng!ne 2. FerroFibrous Arrr21 8 CO> Arrr21 25%
3. Ferro-Fibrous . Fusion Engine 3. Ferro-Fibrous (12) (12) -
- i i - (®] O,
4-6 4 Roiagsin 1-g 3. FusionEngine 4-6 4 R again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro teft Right 50"
. : . e
Left Torso o e Right Torso (16) S K
1. [ Double Heat Sink 4-6 4: Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink 5. Rall Again 2.| Double Heat Sink 17
1-3 3. LDouble Heat Sink 6. Roll Again 1-3 3.L Double Heat Sink
4. [ Double Heat Sink 4.Tac/5 18
5. | Double Heat Sink " - 5.| Ac/5 15*
6. L Double Heat Sink Engine Hits 00 O 6.| ac/s 16 (32) 14
1. [ Double Heat Sink Gyro Hits O O 1.Lac/s L‘g’g'* Shut dDVE:fECtS Double 13%
2. | Double Heat Sink S.BI'ISOI" Hits 0 O 2. Ammo (AC/5) 20 28 Ammo Exp. avoid on 8+ 12
4-g 3- LDouble Heat Sink Life Support O 4.6 3 CAsE 26 Shutdown, avoid on 10+ 11
64 ] -6, ) : ; (o]0
« Ferro-Fibrous - Ferro-Fibrous 25 -5 Movement Points -
5. Ferro-Fibrous 5. FerroFibrous 24 +4 Modifier to Fire 00 10
6. Ferro-Fibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ e]e) 9
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points [e]o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ QO 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Ferro-Fibrous D T P 5. Ferro-Fibrous 3 +1 Modifier to Fire 2
6. Ferro-Fibrous amg?: r;?:s er 6. Ferro-Fibrous 5 -1 Movement Points 1
\ J /7 \ /[
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| pr—m
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (9] Right Torso
1 [ — -

’'MECH RECORD SHEET

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type:Rifleman Il RFL-3N-2 Name:
Movement Points: Tonnage: 80 Gunnery Skill: ___ Piloting Skill: ____
Walking: 4 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 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 Medium Laser RT 3 5 [DE] - 3 6 9
1 Beagle Active Probe LT — [E] - - = 4 Left Arm Right Arm
1 Medium Laser LT 3 5 [DE] - 3 6 89 (20) (20)
1 Large Pulse Laser RA 10 9]P] - 3 7 10
1 LB10XAC 2 10 — B 12 18
[DBC/F/S]
1 Large Pulse Laser LA 10 9[P] - 3 7 10
1 LB10-XAC 2 10 — 6 12 18
[DBC/F/8] Left Right
Leg Leg
(26) (26)
Rear(10)
Left Right
\ BV: 1,543 Torso Rear Torso Rear
\ / (6) (6)
/ \ Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J14
ea
: Head
Left Arm 1. Life Support Right Arm Lot Torso (17 I
1. Shoulder 2. 55"5'3_"5 1. Shoulder 9
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 8 8 =0°
1 3 3.| LB10-XAC 4. Roll Again 1 3 3.[LB10-X AC S 2
"9 4. | LB10OXAC 5. Sensors "9 4.| LB10XAC 0o o 29
5.| LB10-XAC 6. Life Support 5. LB10x AC 8 (()) TG
6.| LB10-X AC 6.] LB10-XAC g g 27
1.| LB 10xAC Cent_er TF"‘SO 1.| LB1oxac teft [9 91 Right | 26*
2.LB10xAC ; ;:: £“5!°“ E"gfne 2.LB10xAC Am 30 o4 arm [B25-
3. [Large Pulse Laser . usion Engine 3. [ Large Pulse Laser (13) o ol (13) -
] i h N o
4-6 4. LLarge Pulse Laser 1-3 3. XL Fusion Engine 4-6 4. Large Pulse Laser S 24*
5. Endo Steel 4. Gyro 5. Endo Steel 23
6. Endo Steel 5. Gyro 6. Endo Steel 22*
6. Gyro
21
1. Gyro Left Right 50"
2. XL Fusion Engine H Leg Leg -
Left Torso 5 XL Fusion Engine Right Torso (17) (1) 19
1. XL Fus?on Eng!ne 4-6 4. XL Fusion Engine 1. XL Fus!on Engine 18*
g. it Eus!on :ng!ne 5. Ammo [LB 10-X) 10 g ;t 'Izus!on :ng!ne 17*
_ . usion Engine 6. A LB 10X Cluster] 10 1. . usion Engine
134, [Double Heat Sink mmo uster] 10 1-3 4-[Doub|e Heat Sink 16
5. | Double Heat Sink N - 5.| Double Heat Sink 15%
6. L Double Heat Sink Englne H!tS o0o0o 6. Double Heat Sink 14 (28) 14*
1. Medium Laser Gyro H!tS oo 1. Medium Laser LF‘g/Del* ShuthV\IIE:fECtS Double 13
2. [ Beagle Active Probe Sensor Hits 0O 2. Endo Steel i 12
. . 28 Ammo Exp. avoid on 8+
4-@ 3- LBeagle Active Probe Life Support O 4-g 3 EndoSteel 26  Shutdown, avoid on 10+ 11
4. Endo Steel 4. Endo Steel 25 -5 Movement Points O O o
5. Endo Steel 5. Roll Again 24 +4 Modifier to Fire 00
6. Endo Steel 6. Roll Again 23 AmmoExp. awoidon 6+ QO 9
22 Shutdown, avoid on 8+ [e]0) 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 1 8 tg Mg\%ﬁﬁgﬁg Il':giﬁ ts O 3
5. Endo Steel 5. Endo Steel 3 1 Modifier to Fi 2
6. Endo Steel Damgge Transfer 6. Endo Steel 5 +1 Mcc))v;rlﬁgnlc:] P;ﬁts 1
' iagram : -
\ / \ /s
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P T

T 1 ILETETSIH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

’'MECH RECORD SHEET

/4 \ /4 \ W
'MECH DATA WARRIOR DATA
Type: Thug THG-11Eb Name:
Movement Points: Tonnage: 80 Gunnery Skill: ___ Piloting Skill: ____
Walking: 4 Tech Base: |nner Sphere HitsTaken[ 1 ] 2 1 31 4 | 5
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 SRMB RT 4 2/Msl - 3 6 9
[M,C,S] Right Arm
1 SRMB LT 4 2/Msl - 3 6 9
(MES (26)
1 ERPPC RA 15 10[DE] — 7 14 23
1 ERPPC LA 15 10[DE] — 7 14 23
Left Right
Leg
(34)
Rear(16)
(@] O
(0] (0]
] [}
@) ©)
(0] (0]
Left (@] (o] Right
\ BV: 1,759 Torso Rear o O Torso Rear
\ / (9) o O (9)
/ \ Heat
CRITICAL HIT TABLE Hood " INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (17) Right Torso (17)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 8 8 =0°
13 3. Lower Arm Actuator 4, Endo Steel 13 3. Lower Arm Actuator o o
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator o o 29
5. | Double Heat Sink 6. Life Support 5.[ Double Heat Sink 8 (()) 58"
6. | Double Heat Sink 6.| Double Heat Sink g g 27
1. LDouble Heat Sink Cer_lter -TQPSO 1.LDouble Heat Sink Left 8 8 Right 26*
2. [ER PPC ; i“s!m‘ E"gfne 2.[ErPPC Arm £0 ot Am [35%
3.| ERPPC - rusion Engine 3.| ERPPC (13 fe ol (13) -
] : " N 0
4-6 4 | erprc 1-g 3. FusionEngine 4-6 4 | erprc S 24*
5. Endo Steel 4. Gyro 5. Endo Steel 23
6. Endo Steel 5. Gyro 6. Endo Steel 22*
6. Gyro =1
1. Gyro teft Right 50"
. : . e
Left Torso o e Right Torso 7) 3 K
1. [ Double Heat Sink 4-6 4: Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink 5. Endo Steel 2.| Double Heat Sink 17
1-3 3. LDouble Heat Sink 6. Roll Again 1-3 3.L Double Heat Sink S
4. [Double Heat Sink 4. [ Double Heat Sink
5. | Double Heat Sink N " 5.| Double Heat Sink 15%
6. L Double Heat Sink Engine H!tS 000 6.1 Double Heat Sink 18 (36) 14*
1. [SRM 5 Gyro H!ts oo ’I.[SRM 5 Leg/oel* St Effects Double 155
2.LsRmE S.ensor Hits 0 O 2.Lsrms 28 An'meDDVI;Qp. avoid on 8+ 12
4.6 3. Ammo (SRM 6) 15 Life Support O 4-6 3. Ammo (SRM B) 15 26  Shutdown, avoid on 10+ 11
4. case 4. case 25 -5 Movement Points Q0 o
5. Endo Steel 5. Endo Steel 24  +4 Modifier to Fire (@]0)
6. Endo Steel 6. Endo Steel 23 Ammo Exp. avoidon 68+ QO 9
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points [e]o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q0 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q0 =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Paints Q0 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ Q)
4. Foot Actuator 4. Foot Actuator 1 8 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Endo Steel 0 Tranaf 5. Endo Steel 8 +1 Modifier to Fire 2
6. Endo Steel amgg:gr;:s er 6. Endo Steel 5 -1 Movement Points 1
\, /7 \ / )

© 2012 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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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: BattleMaster BLR-1Gb Name:
Movement Points: Tonnage: 85 Gunnery Skill: __ Piloting Skill: __
Walking: 4 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 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 Large PulselLaser CT 10 9[P] - 3 7 10
2 Medium Laser RT 3 5 [DE] - 3 6 9 Right Arm
2 Medium Laser LT 3 5 [DE] - 3 6 89 (24)
1 ERPPC RA 15 10[DE] - 7 14 23
1 ERPPC LA 15 10[DE] - 7 14 23
Left Right
Leg
(26]
Rear(11)
Left Right
\ BV: 1,825 Torso Rear Torso Rear
\ / (8] (8)
/ \ Heat
CRITICAL HIT TABLE Hood " INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (18] Right Torso (18]
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator I} 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 8 29
5. [ Double Heat Sink 6. Life Support 5.| Double Heat Sink 8 28*
6. | Double Heat Sink 6.| Double Heat Sink 8 27
1. LDouble Heat Sink Cer_lter -TQPSO 1.L Double Heat Sink Left 8 26*
2. [ER PPC ; i“s!m‘ E"gfne 2.[ErPPC Arm 20 55
3.| ERPPC - rusion cngine 3.| ERPPC 14 18 -
4-6 4 | erprc 1-g 3. FusionEngine 4-6 4 | erprc 24*
5. Endo Steel 4. Gyro 5. Endo Steel 23
6. Endo Steel 5. Gyro 6. Endo Steel 22*
6. Gyro =1
1. Gyro Left 20"
i i - Le
Left Torso o e Right Torso (18) (EN
1. [ Double Heat Sink 4-6 4: Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat S?nk 5. Large Pulse Laser 2.| Double Heat S?nk 17
1-3 3. LDouble Heat Sink 6.L Large Pulse Laser 1-3 3.L Double Heat Sink S
4. Medium Laser 4. Medium Laser
5. Medium Laser N " 5. Medium Laser 15%
6. Endo Steel Engine H!tS 000 6. Endo Steel 17 (34) 14*
1. Endo Steel Gyro H!tS oo 1. Endo Steel LF‘g/Del* ShuthV\IIE:fECtS Double 13
2. Endo Steel S.ensor Hits O O 2. Endo Steel 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 0 11
4. Roll Again 4. Roll Again 25 -5 Movement Points ~~ Q —
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 00
B. Roll Again 8. Roll Again 23 AmmoExp. avoidon 6+ QO 8
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points [e]o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q0 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire QO =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F"Te O 3
10 -2 Movement Points
5. Endo Steel 5. Endo Steel 1 Modifier to Fi 2
6. Endo Steel Damage Transfer 6. Endo Steel g +1 Mcc))v;,rlﬁgntc:] P;ﬁts 1
\ Diagram J \ / =
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: BattleMaster BLR-1Gbc Name:
Movement Points: Tonnage: 85 Gunnery Skill: ___ Piloting Skill: ____
Walking: 4 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 (Advanced) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LargePulselaser CT 10 9|[P] - 3 7 10
2 Medium Laser RT 3 5 [DE] - 3 6 9 Right Arm
2 Medium Laser LT 3 5 [DE] - 3 6 89 (24)
1 ERPPC RA 15 10[DE] - 7 14 23
1 ERPPC LA 15 10[DE] - 7 14 23
Left Right
Leg
(26)
Rear(11)
Left Right
\ BV: 1,825 Torso Rear Torso Rear
\ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE oo NNKINTERNAL STRUCTURE DIAGRAM JP8Wn
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (18] Right Torso (18]
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Command Console 2. Upper Arm Actuator Io! 0"
13 3. Lower Arm Actuator 4, Command Console 13 3. Lower Arm Actuator o
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 8 29
5.| ERPPC 6. Life Support 5.[ ERPPC 8 28~
6.| ERPPC 6.| ErPPC S 57
1. Lerprc Cer_'ter _TOI‘SO 1.LerPrc et IS 26"
2. Endo Steel ; 'l;us!on Eng!ne 2. Endo Steel Arm e 25*
3. Endo Steel - rusion Engine 3. Endo Steel 14 \1s -
4-6 4 Roiagain 1-g 3. FusionEngine 4-6 4 R again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
B. Roll Again S. Gyro B. Roll Again 2o~
6. Gyro =1
1. Gyro Left 20"
i i - Lel
Left Torso o e Right Torso (18) (EN
1. Medium Laser 4-6 4: Fusion Engine 1.[ Double Heat Sink 18*
2. Medium Laser 5. Large Pulse Laser 2.| Double Heat S?nk 17
1-3 3. Endo Steel 6.L Large Pulse Laser 1-3 3.L Double Heat Sink )
4. Endo Steel 4. Medium Laser 1
5. Endo Steel N - 5. Medium Laser 15%
6. Roll Again Engine H!tS 000 6. Endo Steel 14 (28) 14*
1. Roll Again Gyro H!tS oo 1. Endo Steel LF‘g/Del* ShuthV\IIE:fECtS Double 13
2. Roll Again S.ensor Hits O O 2. Endo Steel 28 Ammo Exp. 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 MovementPoinis QO —
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 00
B. Roll Again 8. Roll Again 23 AmmoExp. avoidon 6+ QO 8
22 Shutdown, avoid on 8+ [e]0) 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 1 8 tg Mg\%ﬁﬁgﬁg Il':giﬁ ts O 3
5. Endo Steel 0 Tranaf 5. Endo Steel 8  +1 Modifier to Fire 2
6. Endo Steel amS?: rgrs er 6. Endo Steel 5 -1 Movement Points 1
\ J /7 \ /[

© 2012 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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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

(e]e]e]
/4 \ /4 \ S
'MECH DATA WARRIOR DATA 00
O_ 0O O
Type: BattleMaster BLR-1Gc Name: 08080
Movement Points: Tonnage: 85 Gunnery Skill: ___ Piloting Skill: _ oo
g, . O_ 0O O
Walk!ng. 4 Tech Base: |nner Sphere HitsTaken| 1 [2 | 3[4 | 5| 6 OOOOO
Running: 6 (Advanced)] Consciousness#| 3 | 5 | 7 [10] 11 |pead (OXC)
Era: Star League y, 0P
OOOOO
Weapons & Equipment Inventory  (hexes) 0%
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser RT 3 5 [DE] - 3 6 9
1 MedumlaserR] RT 3 5[] — 3 6 9 Right Arm
2 Medium Laser LT 3 5 [DE] - 3 6 8 (24)
1 MedumlasefR] LT 3 5[0 - 3 6 9
1 SRMB LT 4 2/Msl - 3 6 9
[M,C,S]
1 PPC RA 10 10|[DE] 3 6 12 18
Left Right
Leg
(26)
Rear(11)
Left Right
\ BV: 1,577 Torso Rear Torso Rear
\ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (18] Right Torso (18]
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Command Console 2. Upper Arm Actuator Io! 0"
13 3. Lower Arm Actuator 4. Command Console 13 3. Lower Arm Actuator o}
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 8 29
5. Rall Again 6. Life Support 5. PPC 8 28*
6. Roll Again 6.| PPC 8 27
1. Roll Again Center‘_Torso 1.Lprc et IS 26"
2. Roll Again ; i“s!m‘ E"gfne 2. Roll Again Arm 30 5%
3. Roll Again - Fusion Engine 3. Roll Again 14 \1s -
46, g Again 1-g 3. FusionEngine 46, g Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left 20"
. . . L
Left Torso o e Right Torso (18) (EN
1. [ Double Heat Sink 4-6 4: Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink 5. Rall Again 2.| Double Heat Sink 17
1-3 3. LDouble Heat Sink 6. Roll Again 1-3 3.L Double Heat Sink
4. [SRM 6 4. Double Heat Sink 16
5.LsrRvB - - 5.| Double Heat Sink 15*
6. Medium Laser Englne H!tS o0o0o 6. Double Heat Sink 17 (34) 14*
1. Medium Laser Gyro H!tS oo 1.[ Double Heat Sink LF‘g/Del* ShuthV\IIE:fECtS Double 13%
2. Medium Laser (R) S_B“SOP Hits 0O 2.| Double Heat Sink 28 Ammo Exp. avoid on 8+ 12
4.g 3 Ammo(SRME) 15 Life Support O 4-@ 3-L Double Heat Sink 26  Shutdown, avoid on 10+ 11
4. Ammo (SRM 6) 15 4. Medium Laser 25 -5 Movement Points O O -
5. Roll Again 5. Medium Laser 24 +4 Modifier to Fire 00 10
B. Roll Again 8. Medium Laser (R) 23 AmmoExp. avoidon 6+ QO 8
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points [e]o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q0 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire QO =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Roll Again Damage Transfer 5. Roll Again 8 +1 Modifier to Fire 2
6. Roll Again Di 6. Roll Again 5 -1 Movement Points 1
\ iagram J \\ / =
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P T

T 1 ILETETSIH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

’'MECH RECORD SHEET

D

(0]0)

o2

(e]e]e}
/4 \ /4 \ S
'MECH DATA WARRIOR DATA °s
Type: Highlander HGN-732b Name: 08080
Movement Points: Tonnage: a0 Gunnery Skill: ___ Piloting Skill: ____ OOOOO
Walki_ng: 3 Tech Base: |nner Sphere HitsTaken[ 1 | 2 | 3| 4] 5 gogog
Running: 5 Era: Star League Consciousness#| 3 | 5 | 7 [10] 11 |Dead OOOOO
Jumping: 3 / 0~ 0
OOOOO
Weapons & Equipment Inventory  (hexes) 0%
Gty Type Loc Ht Dmg Min Sht Med Lng
3 Medium Laser RT 3 5 [DE] — 3 6 9
1 LRM20 LT 6 1/Mi 6 7 14 21 Right Arm
w/ Artemis IV FCS [M,C,S] (30)
1 Gauss Rifle RA 15 2 7 15 22
[DBX]
1 SRMB a/Ms — 3 B 9
w,/Artemis IV FCS [MCS]
Left Right
Leg Center
(38] Torso
Rear(16)
(@] O
(0] (0]
] [}
@) ©)
(0] (0]
Left (o] (o] Right
\ BV: 2,335 Torso Rear o O Torso Rear
\ / (10) (o] O (10)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
1 LE&.ﬁrm ; ;Zi:;ur’;port 1 Rs!r?;ﬂipAr‘m Left Torso (19) Right Torso (19) l
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator 888
"2 4. Hand Actuator 5. Sensors " 4.[ Gauss Rifle 000 29
5.[ SRM 6 6. Life Support 5.| Gauss Rifle 833 28*
6.LSRM 6 6.| Gauss Rifle 888 27
1. Artemis IV FCS CenteP_TOPSO 1.| Gauss Rifle 888 26*
2. Ferro-Fibrous 1. Fusion Engine 2.| Gauss Rifle 15 25+
4.6 3. Ferro-Fibrous 2. Fus!on Eng!ne 4.6 3.| Gauss Rifle ] oY
"9 4. FerroFibrous 1-3 3. Fusion Engine ~O 4.l Gauss Rifle -
5. Ferro-Fibrous 4. Gyro 5. Ferro-Fibrous 23
6. Roll Again 5. Gyro 6. Ferro-Fibrous 22*
6. Gyro
21
1 . Gyro 20*
Left Torso 2. Fusion Engine Right Torso 197
3. Fusion Engine
1. Jump Jet 4-6 4. Fusion Engine 1. JumP Jet 18*
2.[LrRmM 20 5. Jump Jet 2. Med!um Laser 17
1-3 3.| LRM 20 6. Roll Again 1-3 3. Medium Laser 5
4. rma0 4. Medium Laser L
5.| LRM 20 - . 5. Ammo (Gauss) 8 15%
6. LLR™M 20 Englne H!tS o0o0o B. Ammo (Gauss) 8 10 (20) 14*
1. Artemis IV FGS Gyro Hits OO 1. CASE Level* Effects Double 155
. . . h
2. Ammo (LRM 20 Artemis) 6 S_B“SOP Hits 0O 2. Ferro-Fibrous Sg in';':,?g ‘E’Qp. avoid on 8+ 12
4§ 3 Ammo (LRM 20 Artemis) 6 Life Support O 4-g 3 Ferrofibrous 26  Shutdown, avoid on 10+ 11
4. Ammo (SRM 6 Artemis) 15 4. Roll Again o5 -5 Movement Points @) T
5. case 5. Roll Again 24 +4 Modifier to Fire ©)
6. Ferro-Fibrous 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 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 Q 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @]
4. Foot Actuator 4. Foot Actuator 18 +S Mg\%ﬁﬁgﬁg ;;ﬁts O 3
- Fi - = : 2
o Famores Damage Transfer 2 (700 00 8+ Modier to Fire 3
: 4 Diagram : : -1 Movement Points
\ / \ /s

© 2012 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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P T

T 1 ILETETSIH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

’'MECH RECORD SHEET

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type:King Crab KGC-000b Name:
Movement Points: Tonnage: 100 Gunnery Skill: __ Piloting Skill: __
Walking: 3 Tech Base: |nner Sphere HitsTaken| 1 |2 [ 3| 4] 5
Running: s} Era: Star League Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 AC/20 RT/RA 7 20 - 3 B 9
[DBS] Right Arm
1 Large Laser RT 8 8 [DE] — 5 10 15 (34)
1 AC/20 LT/LA 7 20 - 3 6 9
[DBS]
1 LBM15 LT 5 1/Msl 6 7 14 21
w/ Artemis IV FCS MCS]
Left Right
Leg
(39)
Rear(15)
(0]
[}
©)
(0]
Left o Right
\ BV: 2,039 Torso Rear o Torsg Rear
\ / 12) @) (12)
/ \ Heat
CRITICAL HIT TABLE Hood " INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (21) Right Torso (21)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator 888
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator 000 29
5.| AC/20 6. Life Support 5.[ Ac/20 888 28~
6.| Ac/20 6.| Ac/20 999 57
1.| AC/20 Center‘ Torso 1.| AC/20 Left 000 26*
2. AC/ED 1. Fusion Engine 2. AC/ZD Arm OOOO 25*
3.| Ac/20 2. Fusion Engine 3.| ac/20 (17 o -
46, AC/20 1-g 3. FusionEngine 46, AC/20 24*
5.| Ac/20 4. Gyro 5.| Ac/20 23
6. Lac/20 g- gV”’ 6.Lac/20 2%
. Gyro =7
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 197
4-6 3. Fusion Engine 1 -
1. [AC/ED 4. Fusion Engine '[AC/EO 18
g' fF?I\/nz‘?ﬁ 5. Ferro-Fibrous g fC/EOL 17*
- : B. F -Fib _ -| Large Laser
1 3 4. [LRM 15 erroTbrous 1 3 4-[Large Laser 16
5.LLRM 15 N n 5. Ammo (AC/20) 5 15%
6. Artemis IV FCS Engine Hits 00 O 6. Ammo [AC/20) 5 4
1. Ammo (LRM 15 Artemis) 8 Gyro Hits O O 1. CASE L‘g’g'* Shutd Effects Double 13%
2. Ammo (AC/20)5 Sensor Hits 0 O 2. Femrofibrous 28 Ammo Exp. avoid on B+ 12
4.6 3. Ammo (AC/20)5 Life Support O 4-6 3. FerroFibrous 26  Shutdown, avoid on 10+ 11
4. case 4. Ferro-Fibrous 25 -5 Movement Points Q0 =
5. Ferro-Fibrous 5. Ferro-Fibrous 24 +4 Modifier to Fire 0]0) 10
6. Ferro-Fibrous 6. Ferro-Fibrous 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 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 18 +S Mg\%ﬁﬁgﬁg ;;ﬁts O 3
Fi Fi - o : 2
6. Forrorbrous Damage Transfer 2 (700 00 8+ Modier to Fire 3
: : Diagram : : -1 Movement Points
\, / \ / )
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA
Type: Trident TRN-3Tb

Thrust:
Safe Thrust: 12
Maximum Thrust: 18

Tonnage: 20

Tech Base: Inner Sphere
Era: Star League

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
1(10)

EXTERNAL STORES/BOMBS

(OO0
OO
()00
A

HE - High Explosive
LG - Laser Guided

O O C - Cluster
= (@] RL - Rocket Launcher
Weapons & Equipment Inventory o \
Standard Scale [0-8) ~ (8-12) (13-20) (21-25) (e}
Qty Type Loc. Ht SRV MRV LRV ERV 0 @)
1 Medium Pulse Laser o
[P] N 4 B - - - o
1 Medium Pulse Laser Y
IP] W 4 B - ——
1 Medium Pulse Laser
[P RW 4 B — - -
1 Small Laser [DE] A 1 3 — — — Structural
Integrity:
o O 1(5? O
Left Wing OOOOOOOO Right Wing
Damage Threshold Damage Threshold
(Total Armor) [e) (Total Armor)
1(10) 1(10)
Fuel: 320 Points e O >
BV: 538 @) (0]
\ / o) o o)
@) O
0 o @) o Heat
o) e} Scale
(@] 0] O Overfiow
0] ' (e} I
O _ @)
o 30*
29
28"
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =7
1(5)
23"
\ \\ 22+
( CRITICAL DAMAGE \ (G Sl ( HEAT DATA \ |5
Heat
Lk . Name: * Effects Heat Sinks: 20"
Awionics a e +5 Engine e E] @ Level ec —
. . . . Gunnery Skill: Piloting Skill: Sg ihutdﬂgn dong |13 0 [EID) 19
mmo Exp. avoid on 8+ ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilochamage. avoid (0] T
on +
t ) (0]
3 z A Life R Consciousness # | 3 7 110( 11 |pead 26 Shutdown, avoid on 10+ 16
Sensors Suppnr't 25 Random Movement, O 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ / \ / | 24 +4aModifier to Fire 0 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 9] 12
T 21 Pilot Damage, avoid (0]
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey o 11
Thrust 20 Random Movement, o 10*
. avoid on 8+
Velacity ) 19 Ammo Exp. avoid on 4+ 8
Eﬁ"’m"e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effactive Velocity 8 fllvﬁfllgd'i:%i%reti; Fire 2
Altitude 5 Random Movement, 1
“ SN avoid on 5+ V. )

© 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA
Type: Rogue RGU-133Eb

Thrust:
Safe Thrust: 7

Maximum Thrust: 11 Era:

Tonnage:
Tech Base: Inner Sphere

40

Star League

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
3 (30)

EXTERNAL STORES/BOMBS

(OO0
OO
()00
A

HE - High Explosive
LG - Laser Guided

(e} O (6] (@] C - Cluster
= (0] O (@] (@] RL - Rocket Launcher
Weapons & Equipment Inventory o o (Ol 0]
Standard Scale (0-6) (6-12) (13-20) (21-25) (@] (@] (@] (@]
Qty Type Loc. Ht SRV MRV LRV ERV @) /O @) @)
1 Medium Pulse Laser o o o o
Pl N 4 5 — _ O O O O O
1 LBM15[M/CS] LW 5 12 12 12 -
w/ Artemis IV FCS
1 LRM15[M/CS] RW 5 12 12 12 -
w,/Artemis IV FCS
1 Medium Pulse Laser
Pl A i 5 - _ Structural
Integrity:
o o
Left Wing o OO o Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) [®) (Total Armor)
3(27) o) 3(27)
Ammo: (LRM 15 Artemis) 16 (o) (@] O
Fuel: 400 Points (o) (@] (o)
(0] O
BV: 1,072 o) ¢ o)
/ o) o] o) o)
O @) O @) O O O
0] 0] 0] O O o O Heat
(0] (@) (0] O @) Scal
@) @) (0] o] 0 o cale
0] @) O (0] O (@] ‘Overfiow
O O O O O 0]
O O / 0 @) O O
(0] o 30"
0o o 29
28"
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =7
2(14)
23"
\ \\ 22+
( CRITICAL DAMAGE \ (@G { HEAT DATA N\ (==
Heat
Lk . Name: * Effects Heat Sinks: 20"
Awionics a e +5 Engine e E] @ Level ec —
. . . . Gunnery Skill: Piloting Skill: Sg ihutdﬂgn dong |13 0 [EID) 19
mmo Exp. avoid on 8+ ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid (0] T
on S+
t ) (0]
3 z A Life R Consciousness # | 3 7 110( 11 |pead 26 Shutdown, avoid on 10+ 16
Sensors Suppnr't 25 Random Movement, O 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ / \ / | 24 +4aModifier to Fire 0 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ ) 12
T 21 Pilot Damage, avoid (e}
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey o 11
Thrust 20 Random Movement, o 10*
. avoid on 8+
Velacity ) 19 Ammo Exp. avoid on 4+ 8
Eﬁ"’m"e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+ -
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ S
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
. : avoid on B+
Effective Velocity 8  +1 Modifier to Fire 2
Altitude 5 Random Movement, 1
“ SN avoid on 5+ V. )

© 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA
Type: Tomahawk THK-63b

Thrust:
Safe Thrust: 8
Maximum Thrust: 12

Tonnage: 45

Tech Base: Inner Sphere
Era: Star League

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
6 (57)

EXTERNAL STORES/BOMBS

(OO0
OO
()00
A

HE - High Explosive
LG - Laser Guided

O O 0O /0 . O0_ 0 _\O_.0_O0 C - Cluster
= (@] 0O (@] 0 (0] (0] (0] 0O RL - Rocket Launcher
Weapons & Equipment Inventory O O O O o o010 O
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) (@] OO OO OO OO OO OO OO OO
Qty Type Loc. Ht SRV MRV LRV ERV -
1 ERPPC [DE] N 15 10 10 10 - ¢ 0] ¢ ) ¢ 0] ¢ 0]
1 Large Laser [DE] w 8 8 8 - — O 0 0,0 o o O
1 Large Laser [DE] RW 8 8 8 — —
Structural
Integrity:
o
Left Wing o OO o Right Wing
Damage Threshold (o) (o) Damage Threshold
(Total Armor) O O (Total Armor)
5 (45) O O 5 (45)
© OO O
Fuel: 400 Points ". (@) O OO o 8 (@)
O 0O
BV: 1,481 O O o O O O
\—\ 0 o o 0.0 [o o
/ =0 "0 0 /)| o o 0O 0 O
O O _0_0 (OJe O O O O o
O O O 0O o o O \O O O O O Heat
O O O O O o O O O O O Scale
O O _0O0_0 O O O O O O O
O O O o o (0] 0] 'O O O O O ‘Overfiow
O O _0_ 0 o O 0O O 0O O
O O O O 0 o OO @) VO O O O
0 ° OO o O O 30"
29
o O O T
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
5(41) =
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 eve g
. E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong |132 [34) 19
mmo Exp. avoid on 8+ ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid QO T
on 9+
: ) oo
i . - Life 5 Consciousness eal 26 Shutd y d 10+ 16
ol Support e 211819 0 25 F!ﬂund?aulv': I'?.:glueonrllent. o 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ / \ / | 24 +4Modifier to Fire 0 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ ) 12
T 21 Pilot Damage, avoid (e}
urn # 1 2 3 4 5 6 7 8 9 10 OB o 11
Thrust 20 Random Movement, o 10*
. id 8
velnoity, @ 19 Ammo Exp. avoid on 4+ 9
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
it 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effective Velocity 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5

© 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA
Type: Gotha GTHA-500b

Thrust:
Safe Thrust:
Maximum Thrust: 8

3]
Era:

Tonnage: 60

Tech Base: Inner Sphere

Star League

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
8 (76)

EXTERNAL STORES/BOMBS

(OO0
OO
()00
A

Key:-
HE - High Explosive
LG - Laser Guided

00000 0000\0000 C- Cluster
. O 0O 0O 0O 00000 00O RL - Rocket Launcher
Weapons & Equipment Inventory OO0 O0OO0OOOO0OO0OO0OO0bO0oOO0oOoOo
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) OOOOOOOOOOOOOOOOOOOOOOOOO
Qty Type Loc. Ht SRV MRV LRV ERV -
1 LargePulse Laser[P] N 10 9 9 — — OO 000600O0O0O0/0O0O0
2 Medium Laser [DE] N 3 5 — — —
1 LBM15[M/CS] LW 5 12 12 12 -
w/ Artemis IV FCS
1 Small Laser [DE] LW 1 3 — — -
1 LRM15[M,CS] RW 5 12 12 12 -
Artemis IV FCS
Ayl [DE] RW 1 3 — - — Structural
2 Medium Laser [DE] A 3 5 - - - |ﬂtegf‘ltvi
Left Wing 8 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) O O O (Total Armor)
6 (54) OOOOOO 6 (54)
Ammo: (LRM 15 Artemis) 8 O O O 0O (@)
Fuel: 480 Points 0O O OOOOOO O
O 0O 00
BV: 1,545 5 OOOOOO OOOOOo 8 8 8
R N / : 0000 /)| o000 00000
OO0OO0O0O0O0O0 O 0 O O0OO0O00O0OO0OO
0°0°0°0°%0°0°) %%% |\ D% % | He
0000000 0 00 0000000 |Scae
OO0OO0O0OO0O0O0 (OJROJRe OO0 0O0O0O0oO0 Overfiow
O O OOOOOO OO
30~
29
28"
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
5(48)
23"
22+
( CRITICAL DAMAGE ) N { PILOT DATA { HEAT DATA ) N\ (==
Heat
oy 7 A R = Name: Level* Effects Heat Sinks: 20"
Avionics Sgoe E] @ Gunnery Skill: Piloting Skill: 30 Shutdown 12 (24) 19"
e T— 28 Ammo Exp. avoid on 8+  Double 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 F;I:t:gDamage. avoid OO0 T
; = ) (o)e}
i . - Life 5 Consciousness eal 26 Shutd y d 10+ 16
ol Support e 211819 0 25 F!ﬂund?aulv': I'?.:glueonrllent. o 15*
\ \ / \ Modifier |+1| +2| +3| +4| +5 ; avoid on 10+ 8 —
24 +4 Modifier to Fire
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ ) 12
Turn # 1 2 a3 g s P 7 8 P %0 21 Pilot Damage, avoid O 3
Thrust 20 F?Elljnsgm Movement, 8 10*
. id 8
velnoity, @ 19 Ammo Exp. avoid on 4+ 9
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Modifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
it 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Sfiacthm Vielocky 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5

© 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA
Type: Ironsides IRN-SD1b

Thrust:
Safe Thrust:
Maximum Thrust: 9

Tonnage:
6
Era:

65

Tech Base: Inner Sphere

Star League

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
7 (61)

EXTERNAL STORES/BOMBS

(OO0
OO
()00
A

Key:-
HE - High Explosive
LG - Laser Guided

O O O /0 . 0O0_ 0 _'‘O._.0_O0 C - Cluster
. (@] 0O (@] 0 (0] (0] (0] (0] RL - Rocket Launcher
Weapons & Equipment Inventory O O O O o o010 O
Standard Scale (0-6)  (6-12) (13-20) (21-25) (e} OO OO OO OO OO OO OO OO
Qty Type Loc. Ht SRV MRV LRV ERV -
2 ERPPC[DE] N 15 10 10 10 - ¢ 0 o) O o) 0 o) 0
1 SRMB [MC] N 4 8 - - O O Ol O O O o o o
1 Medum laser[DE] LW 3 5 —  — — o O
2 SRM6 [MC] LW 4 8 — — —
1 Medium Laser [DE] RW 3 5 - - -
2 SRMB[MC] RW 4 8 — - -
Structural
Integrity:
6
Left Wing 8 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) O O O (Total Armor)
4 (36) O 0O 4 (36)
O 0O O
Ammo (CASE): (SRM B) 30 (e) O O 0 |O
Fuel: 400 Points O O O O (@)
(0] O 0 O 0
BV: 1,653 @) @) 0 0 O o] o)
\—\ o o 0.0 0 0
/ - Q 0O 0 0 0 O O O
(e} (e} (@] O 0 O (@] (@] O
(@) (@) (e (e} 0 O O \O (@) (@] (@] Heat
(@] (0] O O O O (@] (e} (0] Scal
o] @) (@) (@) O 0 O (@] (e} (0] (0] i
O (@] O O O O (@] (@] (@) Overflow
(@] O O O O 0 O ' (@] (@] O
(@] O O /) 0 0 O O (e} O
(@) (@] (@] 00O | O 0] Q 30"
O
29
28"
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =7
6 (51)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 eve g
. E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong |’|35 [EID) 19
mmo Exp. avoid on 8+ ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid 00 T
on 9+
: ) oo
3 z A Life R Consciousness # | 3 7 110( 11 |pead 26 Shutdown, avoid on 10+ 16
Sensors Suppnr't 25 Random Movement, 00 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ o0 -
\ / \ / | 24 +4Modifier to Fire 00 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 9] 12
T 21 Pilot Damage, avoid (0]
urn # 1 2 3 4 5 5 7 8 E] 10 on B+ o 11
Thrust 20 Random Movement, o 10*
. id 8
b 19 Ammo Exp. avoid on 4+ =
Eﬁ"’m"e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Modifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effective Velocity 8 +E'1“Rﬁﬁu?%£r‘5£$ Fire 2
Altitude 5 Random Movement, 1
“ SN avoid on 5+ V. )

© 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA
Type: Hammerhead HVIR-HDb

Thrust:
Safe Thrust:
Maximum Thrust: 11

Tonnage: 75

Tech Base: Inner Sphere
Era: Star League

7

ARMOR DIAGRAM

Nose Damage

Threshold (Total Armor)
8 (76)

EXTERNAL STORES/BOMBS

(OO0
OO
()00
A

Key:-
HE - High Explosive
LG - Laser Guided

O 0O 0OO0O0ObO0OO0OO0O0\0OO0O0.o0 C - Cluster
= O 0O 00 00000 0o0oO0 RL - Rocket Launcher
Weapons & Equipment Inventory OO0 O0OO0OOOO0OO0OO0OO0bO0oOO0oOoOo
Standard Scale (0-6) (6-12) (13-20) (21-25) OOOOOOOOOOOOOOOOOOOOOOOOO
Qty Type Loc. Ht SRV MRV LRV ERV -
1 Gauss Rifle [DBX] N 1 15 15 15 — OO OO0O0GOoOO0OO0OO0OO0O/00O0
Structural
Integrity:
o o
Left Wing o OO o Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) [®) [®) (Total Armor)
5 (50) o) 5(50)
O @)
Ammo: (Gauss) 16 O O o (@]
Fuel: 400 Points 0O O (0] o (@]
(OJO) o 0 0
BV: 1,339 000 @) 0 000
\—\ 0 000 o 000
/ - Qoo /)|] o O 00000
O 000000 @) O0O0OO0O0O0Oo
O 0 00O0O0O0 o O 0.0 0000oo Heat
O 00 0O0O0O0 @) O0OO0O0O0OO0O0 Scale
O 0O0O0O0O0O0O (0] o O 0 0000O0
OO0O0OO0O0 (@) 0O0O0O0O0 Dverfion
O @)
O
O oO =
(0] o 29
O 28"
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =7
3 (30)
23"
22+
( CRITICAL DAMAGE ) N { PILOT DATA { HEAT DATA ) N\ (==
Heat
Lk . Name: Level* Effects Heat Sinks: 20"
Avionics +1||+2]||+5| Engine 2 ey
E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn don B ;_0 [;lD} 19
MMo EXp. avaid on ingle il
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid og :g*
on S+
: ) O
3 z A Life R Consciousness # | 3 7 110( 11 |pead 26 Shutdown, avoid on 10+ 16
Sensors Suppnr't 25 Random Movement, O 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ / \ /| 22 +aModifier to Fire 8 14
/4 \\ 23 Ammo Exp. avoid on 6+ 13~
VELOCITY RECORD N 22 Shutdown, avoid on 8+ ) 12
T 21 Pilot Damage, avoid (e}
urn # 1 2 3 4 5 5 7 8 E] 10 on B+ o 11
Thrust 20 Random Movement, o 10*
; id 8+
Velacity ) 19 Amma EE;B. avoid on 4+ 8
Eﬁ"’m"e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effactive Velocity 8 fllvﬁfllgd'i:%i%reti; Fire 2
Altitude 5 Random Movement, 1
“ SN avoid on 5+ V. )
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AEROSPACE FIGHTER RECORD SHEET

EXTERNAL STORES/BOMBS

(OO0
OO
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FIGHTER DATA ARMOR DIAGRAM DODDD
Type: Rapier RPR-100b Nose Damage
Thrust: Tonnage: 85 Threshn7ld é‘gotal Armor) [ ][ ]l I[ ][ ]
Safe Thrust: 6 Tech Base: Inner Sphere (63) y Key:-
Maximum Thrust: 9 Era: Star League / \ HE - High Explosive
: \ LG - Laser Guided
(@] (6] (@] (@] (@] O (@] (@] (@] C - Cluster
= (@] 0O (@] 0 (0] (0] (0] (0] RL - Rocket Launcher
Weapons & Equipment Inventory O O O O o o010 O
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) (@] OO OO OO OO OO OO OO OO
Qty Type Loc. Ht SRV MRV LRV ERV -
1 AC/20[DBS] N 7 20 - R o o0l o Oo_0J Oo_ 0O
2 Large Pulse Laser[P] N 10 9 9 — — O 0 ®) 9 @) 9 0 9 ¢
1 LAM 20 [MCS] N 6 16 16 16 — 60 O |0 O
w/ Artemis IV FCS
1 Medium Pulse Laser
[P A 4 B - -
Structural
Integrity:
o
Left Wing o OO o Right Wing
Damage Threshold (o) (o) Damage Threshold
(Total Armor) O O O (Total Armor)
4 (40) O 00O 4 (40)
O 0O O
Ammo [CASE): (AC/20) 10, (LRM 20 Artemis) 18 (o) O O O |O
Fuel: 400 Points @) (0] O 0O 0O (o)
O O 0 O 0
BV: 1,751 O O 0 0 O O O
\—\ 5 o 0 o000 [o o
/ =0 "0 0 /)| o000 O 0 O
O O _0_0oO O 0 O O O O O o0
O O O 0O o 0 0 O \O O O O O Heat
O O _0O0_0 O 0 O O O O O O
(e} @] @] (@] O O O O \ O (@] O (@] O Overflow
O O O O (OJNOINe 0O O O O
O . OO 0O O
30~
29
28"
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
5(49)
23"
\ 22+
PILOT DATA { HEAT DATA \ |5
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 eve g
E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong |’|35 [EID) 19
mmo Exp. avoid on 8+ ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilochamage. avoid [eXeo) T
: on + ) o O
7 = 5 Life 7 Consciousness # Dead 26 Shutdown, avoid on 10+ 16
el Support 3 7 [19] 71 25 Random Movement, 00 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ o0 -
\ / \ / | 24 +4Modifier to Fire 00 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 9] 12
T 21 Pilot Damage, avoid (0]
urn # 1 2 3 4 5 6 7 8 9 10 OB o 11
Thrust 20 Random Movement, o 10*
. id 8
velnoity, @ 19 Ammo Exp. avoid on 4+ 9
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
it 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effective Velocity 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5




T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

(FiGHTER DATA 3
Type: Ahab AHB-443b
Thrust: Tonnage: 80
Safe Thrust: 3] Tech Base: Inner Sphere
Maximum Thrust: 8 Era: Star League

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
10 (92)

EXTERNAL STORES/BOMBS

(OO0
OO
()00
A

Key:-
HE - High Explosive
LG - Laser Guided

00000 0000\0000 C- Cluster
. O 0O 0O 0O 00000 00O RL - Rocket Launcher
Weapons & Equipment Inventory OO0 O0OO0OOOO0OO0OO0OO0bO0oOO0oOoOo
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) OOOOOOOOOOOOOOOOOOOOOOOOO
Qty Type Loc. Ht SRV MRV LRV ERV -
1 ERLarge Laser [DE] N 12 8 8 8 — OOOOOOOOOOOOOOOOOO 0 0 O
Narc [M] N o0 - - - _ 6 0 0 O
1 LAM 20 [MCS] W 6 12 12 12 — 0/0 O O
1 SRMB [MLC] LW 4 8 - — —
1 LRM20[M/CS] RW 6 12 12 12 -
1 SRMB[M,C] RW 4 8 — — —
2 Medium Laser [DE] A 3 5 — — — Structural
Integrity:
9
Left Wing 8 08 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) O O O (Total Armor)
7 (66) O 0 0 7 (66)
Ammo: (Narc) 24, (SRM 6 Narc) 30, (LRM 20 Narc) 36 O 00
0O O 0O 0 0 |o
Fuel: 400 Points O O O 0O 0O
(OJN0) O O O 00
BV: 2,030 000 0 0 O 000
\—\ 0 000 0 00 [\QQO0
/ - Q000 //|] 00O 00000
OO0OO0O0OO0O0O0 O 0 O O0OO0O00O0OO0OO
O 0O 00000 0 0 O 0.0 00000 Heat
OO O0O00O0Oo O O O OO0OO0OO0O0O0OO0 Scale
O 0O 00000 O 0 O O 0 00000
O0000a0o0 O O O 0O00O00O0O0 Drerfian
O 0O 00000 (OJNOINe O 0O 00O0O0
O OO0 0 0y OOOOOO O O0OO0OO0O0O0
[} 0°0 O Q 30"
29
28"
27"
Q// ) Aft Damage oB*
e Threshold -
\/’ (Total Armor) %
6 (53)
23"
22+
( CRITICAL DAMAGE ) N { PILOT DATA { HEAT DATA ) N\ (==
Heat
Lk . Name: Level* Effects Heat Sinks: 20"
Avionics +1||+2]|+5| Engine 2 evel
E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn don B |’|34 [EIB) 19
mmao Exp. avoid on ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 F;I:t:gDamage. avoid OO0 T
; = ) (o)e}
i . - Life 5 Consciousness eal 26 Shutd y d 10+ 16
ol Support e 211819 0 25 F!ﬂund?aulv': I'?.:glueonrllent. 00 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ 00 -
\ / \ / | 24 +4Modifier to Fire 8 14
/4 \\ 23 Ammo Exp. avoid on 6+ 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ ) 12
21 Pilot Damage, avoid (e}
Turn # 1 2 3 a 5 8 7 8 ) 10 Riear ey o 11
Thrust 20 Random Movement, o 10*
: id 8+
Vem'_tv _ 19 Aeri':gwlo EE;B. avoid on 4+ 8
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Modifier to Fire 7
15 Random Movement, )
Turn # 11 12 13 14 15 16 17 18 19 20 14 5?1:2&%\,\?”[? az;id on 4+ 5"
it 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
; i i B+
Sfiacthm Vielocky 8 <1 Modfier to Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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TERRAN HEGEMONY



Cobra Transport VTOL
30
8 Inner Sphere
19 Era: Star League
Fusion Engine
1 AMS FR -[PD — 0 0O -—
1 Medium Laser FR 5[DE] — 3 6 9
1 AMS RR -[PD] — 0 0O =—

Cargo Space - 10 tons (1 door)

Ammao: (AMS) 36
BV: 367

2012

000000
OO00000
000000

OO00000

(2)

(12)

(12)

00O
000 0000
0000000000 000

—_
=
(=]

1

4 VTOL COMBAT VEHICLE HIT LOCATION TABLE N

ATTACK DIRECTION

2D6 Roll FRONT REAR SIDE

2* Front (critical) Rear (critical) Side (critical)

3 Rotorst Rotorst Rotorst

4 Rotorst Rotorst Rotorst

5 Right Side Left Side Front

6 Front Rear Side

7 Front Rear Side

8 Front Rear Side (critical)*

9 Left Sidet Right Side Rear

10 Rotorst Rotorst Rotorst

11 Rotorst Rotorst Rotorst
12* Rotors (critical) t Rotors (critical) t Rotors (critical) T

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

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

\ /

4 VTOL ELEVATION TRACK \

Gurn 112314567 8|9 no|11]12|13]14 1?
\Elevation )
[Tur‘n 16]17118]19]20|21|22|23|24|25]|26|27 28|29 30\
\Elevation )

\ /

{ PHYSICAL ATTACKS AGAINST VTOL VEHICLES TABLE \

DIFFERENCE IN LEVELS TYPES OF PHYSICAL ATTACK ALLOWED
-1 or lower None
All except Punch
1-2 All except Kick
3 Club and Physical Weapons only
a4+ None

\ /

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

\ **|f the VTOL carries no ammunition, treat this result as Weapon Destroyed.

( VTOL COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

REAR ROTORS
No Critical Hit No Critical Hit
Cargo/Infantry Hit Rotot Damage
Weapon Malfunction Rotor Damage
Stabilizer Rotor Damage
Weapon Destroyed Flight Stabilizer Hit
Sensors Flight Stabilizer Hit
Engine Hit Rotots Destroyed
Fuel Tank* Rotors Destroyed

*Only if the VTOL has an ICE engine. For VTOLs with fusion engines, treat this result as Engine Hit.

© 2012 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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Cobra Transport VTOL (Command)

30

8 Inner Sphere

19 Era: Star League

Fusion Engine
1 Communications Equipment (7 ton) BD [E] - - - =
1 AMS FR -[PD] — 0 0O =—
1 Medium Laser FR 5[DE] — 3 6 9
1 AMS RR -[PD] — 0 0O =—

Infantry Compartment(3 tons)

Ammo: (AMS) 36
BV: 367

2012

000000
OO00000
000000

OO00000

(2)

(12)

(12)

00O
000 0000
0000000000 000

—_
=
(=]

1

4 VTOL COMBAT VEHICLE HIT LOCATION TABLE N

ATTACK DIRECTION

2D6 Roll FRONT REAR SIDE
2* Front (critical) Rear (critical) Side (critical)
3 Rotorst Rotorst Rotorst
4 Rotorst Rotorst Rotorst
5 Right Side Left Side Front
6 Front Rear Side
7 Front Rear Side
8 Front Rear Side (critical)*
9 Left Sidet Right Side Rear
10 Rotorst Rotorst Rotorst
11 Rotorst Rotorst Rotorst
12* Rotors (critical) t Rotors (critical) t Rotors (critical) T

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

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

\ /

4 VTOL ELEVATION TRACK \

Gurn 112314567 8|9 no|11]12|13]14 1?
\Elevation )
[Tur‘n 16]17118]19]20|21|22|23|24|25]|26|27 28|29 30\
\Elevation )

\ /

{ PHYSICAL ATTACKS AGAINST VTOL VEHICLES TABLE \

DIFFERENCE IN LEVELS TYPES OF PHYSICAL ATTACK ALLOWED
-1 or lower None
All except Punch
1-2 All except Kick
3 Club and Physical Weapons only
a4+ None

\ /

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

\ **|f the VTOL carries no ammunition, treat this result as Weapon Destroyed.

( VTOL COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

REAR ROTORS
No Critical Hit No Critical Hit
Cargo/Infantry Hit Rotot Damage
Weapon Malfunction Rotor Damage
Stabilizer Rotor Damage
Weapon Destroyed Flight Stabilizer Hit
Sensors Flight Stabilizer Hit
Engine Hit Rotots Destroyed
Fuel Tank* Rotors Destroyed

*Only if the VTOL has an ICE engine. For VTOLs with fusion engines, treat this result as Engine Hit.

© 2012 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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Cobra Transport VTOL (MASH])

30

8 Inner Sphere

19 Era: Star League

Fusion Engine
4 Paramedic Equipment BD [E] - - - =
1 AMS FR -[PD] — 0 0 =—
1 Medium Laser FR 5[DE] — 3 6 9
1 AMS RR -[PD] — 0 0O =—

Cargo Space - 9 tons (1 door)

Ammao: (AMS) 36
BV: 367

2012

000000
OO00000
000000

OO00000

(2)

(12)

(12)

00O
000 0000
0000000000 000

—_
=
(=]

1

4 VTOL COMBAT VEHICLE HIT LOCATION TABLE N

ATTACK DIRECTION

2D6 Roll FRONT REAR SIDE

2* Front (critical) Rear (critical) Side (critical)

3 Rotorst Rotorst Rotorst

4 Rotorst Rotorst Rotorst

5 Right Side Left Side Front

6 Front Rear Side

7 Front Rear Side

8 Front Rear Side (critical)*

9 Left Sidet Right Side Rear

10 Rotorst Rotorst Rotorst

11 Rotorst Rotorst Rotorst
12* Rotors (critical) t Rotors (critical) t Rotors (critical) T

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

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

\ /

4 VTOL ELEVATION TRACK \

Gurn 112314567 8|9 no|11]12|13]14 1?
\Elevation )
[Tur‘n 16]17118]19]20|21|22|23|24|25]|26|27 28|29 30\
\Elevation )

\ /

{ PHYSICAL ATTACKS AGAINST VTOL VEHICLES TABLE \

DIFFERENCE IN LEVELS TYPES OF PHYSICAL ATTACK ALLOWED
-1 or lower None
All except Punch
1-2 All except Kick
3 Club and Physical Weapons only
a4+ None

\ /

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

\ **|f the VTOL carries no ammunition, treat this result as Weapon Destroyed.

( VTOL COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

REAR ROTORS
No Critical Hit No Critical Hit
Cargo/Infantry Hit Rotot Damage
Weapon Malfunction Rotor Damage
Stabilizer Rotor Damage
Weapon Destroyed Flight Stabilizer Hit
Sensors Flight Stabilizer Hit
Engine Hit Rotots Destroyed
Fuel Tank* Rotors Destroyed

*Only if the VTOL has an ICE engine. For VTOLs with fusion engines, treat this result as Engine Hit.

© 2012 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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Q0000
0000000
o] 0
- (0]0) Q0
Cobra Transport VTOL (Original) 88 o 88
00 00
30 o0 O qo @)
8 Inner Sphere 0 (@] O
192 (Intro) (e o) lo) o) 0]
Fusion Engine Era: Star League o0
oo
12
1 Medium Laser FR 5[DE] — 3 6 9 [ ] oco
Cargo Space - 14 tons (1 door) o
0]
®)
9 (12)
Q
Q
Q
Q
Q
Q
Q
(0]

—_
=
(=]

1

BV: 265

2012

4 VTOL COMBAT VEHICLE HIT LOCATION TABLE N (4 VTOL ELEVATION TRACK \

ATTACK DIRECTION

2D6 Roll FRONT REAR SIDE e )
2% Front (critical) Rear (critical) Side (critical) Turn T12 03456 |7 |8 |9 [1011|12]13]14]15
3 Rotorst Rotorst Rotorst N
a4 Rotorst Rotorst Rotorst \Elevatlon )
5 Right Side Left Side Front
6 Front Rear Side
7 Front Rear Side - ~
8 Front Rear Side (critical)*
9 Left Sidet Right Side Rear Turn 16|17118]19]20|21]|22|23|24|25]|26|27]28|29]30
10 Rotorst Rotorst Rotorst N
11 Rotorst Rotorst Rotors T \Elevatlon W,
12* Rotors (critical) t Rotors (critical) t Rotors (critical) T

\ /

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

tDamage Value / 10 (round up); see Rotor Hits, p. 197, Total Warfare. Additionally, damage to rotors slows down the DIFFERENCE IN LEVELS TYPES OF PHYSICAL ATTACK ALLOWED
VTOL. Each hit reduces the VTOL's Cruising MP by 1, meaning that the controlling player must also recalculate Flank MP; -1 or lower None
multiply the new Cruising MP by 1.5 and round up. As with all damage, such movement penalties do not apply until the end s] All except Punch
of the phase in which the damage occurred. 1-2 All except Kick
3 Club and Physical Weapons only
a4+ None

\ / \ /

( VTOL COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR ROTORS
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Co-Pilot Hit Weapon Malfunction Cargo/Infantry Hit Rotot Damage
7 Weapon Malfunction Cargo/Infantry Hit Weapon Malfunction Rotor Damage
8 Stabilizer Stabilizer Stabilizer Rotor Damage
9 Sensors Weapon Destroyed Weapon Destroyed Flight Stabilizer Hit
10 Pilot Hit Engine Hit Sensors Flight Stabilizer Hit
11 Weapon Destroyed Ammunition ** Engine Hit Rotots Destroyed
12 Crew Killed Fuel Tank* Fuel Tank* Rotors Destroyed

*Only if the VTOL has an ICE engine. For VTOLs with fusion engines, treat this result as Engine Hit.
\ **|f the VTOL carries no ammunition, treat this result as Weapon Destroyed. /
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T 1ILETEISIH

GROUND VEHICLE RECORD SHEET

/, \ /4
VEHICLE D CREW DATA N
Type: Turhan Crew:
Movement Points: Tonnage: 50 Gunnery Skill: Driving Skill:
Cruising: 4 Tech Base: Inner Sphere : : ;
. Commander H|1: Driver Hit
Flank: 6 e Stacleague Madifier to all Skill rolls Modifier to Driving
Movement Type: \Wheeled Skill rolls
Engine Type: Fusion Engine Y/ \ @
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE
Gty Type Loc Dmg Min Sht Med Lng | | TurretLocked (J EngineHic ()
1 Machine Gun [DEB Al 2 3 Sensor Hits @
2 Large Laser T 8[DE - 5 10 15 Motive System Hits
1 Machine Gun 2 -1 2 3 Stabilizers
[DB.AI ;
Front Left Right D
Infantry Compartment (5 tons) Rear Turret
0 reQ g

Ammo: (Machine Gun] 200
\ BV: 673

/

ARMOR DIAGRAM

Front Armor

L

[{=]
9) &
5 =
E m
= g
g =
o 3
= =
wm
£ (29)
e |

Rear Armor
(26)
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{ GROUND COMBAT VEHICLE HIT LOCATION TABLE

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

\

take effect during the

/

4 TIVE SYSTEM DAMAGE TABLE )

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

riving Skill Roll penalties are cumulative. However, each Driving Skill Roll

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

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

/

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

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

LOCATION HIT

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

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

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

/ \ /4
VEHICLE DA CREW DATA \_\
Type: Turhan (C3) Crew:

Movement Points: Tonnage: 50 Gunnery Skill: Driving Skill:
Crws.ing: 4 T;d_.' Base: Tﬂeg Sphere Commander Hi1: Driver Hit
Flanic 8 ra: fha Modifier to all Skill rolls Modifier to Driving

Movement Type: \Wheeled Skill rolls

Engine Type: XL Fusion Engine / (2

Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE N
Gty Type Loc Dmg Min Sht Med Lng | | TurretLocked (J EngineHic ()
1" % Master BD [ -5 9 15 -

1 Machine Gun 2 -1 2 3 Sensor:Hits 633 (o)

[DBAI] Motive System Hits
; ﬁ;\ﬂse Laser $ 8 [DE] _ 5 10 15 Stabilizers
9 Front Left Right ()
Infantry Compartment (4 tons) Rear Turret
0 wra0 g

Ammo: [Machine Gun] 200, ([AMS] 12
\ Bv: 709

/
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{ GROUND COMBAT VEHICLE HIT LOCATION TABLE

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

\

take effect during the

/

4 TIVE SYSTEM DAMAGE TABLE )

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

riving Skill Roll penalties are cumulative. However, each Driving Skill Roll

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

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

/

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

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

LOCATION HIT

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

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

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

© 2012 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



T 1ILETEISIH

GROUND VEHICLE RECORD SHEET
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\ BV: 640
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/ \ /4
VEHICLE DATA CREW DATA N
Type: Turhan (Original) Crew:
Movement Points: Tonnage: 50 Gunnery Skill: ____ Driving Skill: ___
Crws.ing: 4 . Irlmter Sphere Commander Hi1: Driver Hit
Flank: 6 Erec ép FCIJ_] Modifier to allSkilrolls  Modifier to Driing 5
Movement Type: \Wheeled ra: ar League Skill rolls 2
: =
Engine Type: Fusion Engine / (25) "m'
\ e 0
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE g &
Gty Type Loc Dmg Min Sht Med Lng | | TurretLocked (J EngineHit (OJ | & >
1" Machine Gun Al 2 3 SarigciHits AFEER) 2 3
: B g
2 Large Laser T 8[DE - 5 10 15 Motive System Hits @ (25)
1 Machine Gun 2 -1 2 3 Stabilizers £
[DB.AI] _ ]
Front Left Right D
Infantry Compartment (5 tons) Rear D Turret D =

|

{ GROUND COMBAT VEHICLE HIT LOCATION TABLE

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

\

/

4 TIVE SYSTEM DAMAGE TABLE )

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

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

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

/

LOCATION HIT

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

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off
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BAR: 9 (27)
(0]
Merkava Mk. VIl Heavy Tank o}
75
3 Inner Sphere o
5 Era: Star League o
Tracked OO
Fusion Engine (26) o
(0]
(0]
(0]
1 Advanced Fire Control BD [E] - - - = (0]
1 AC/5 T 5 6 12 18
[DB,S] (0]
1 LRM10 T 1/Msl B 7 14 21 (6]
[M,C,S]
1 Machine Gun T 2 -1 2 3
(DBAI Turret D O
1 SRM4 T 2/Msl  — 3 6 9 (o)
[MC.S] (@]
: I . ©
Chassis Modifications: Armored Chassis
O
O
Ammo: (SRM 4) 25, (Machine Gun) 200, (LRM 10) 12
(AG/5) 20 (20)
BV: 636
2012
/4 \ /4 \\
ROUND COMBAT VEHICLE HIT LOCATION TABLE MOTIVE SYSTEM DAMAGE TABLE
ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B N )
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front ~ Rear Side (critical)* Vehicle is immobile.
9 Left Side f Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofail +3
WIGE +4

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

\ /

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

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

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

2D6 Roll FRONT SIDE

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

10 Commander Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit

12 Crew Killed Fuel Tank*

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

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

REAR TURRET
No Critical Hit No Critical Hit
Weapon Malfunction Stabilizer

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

Cargo/Infantry Hit Turret Jam

Stabilizer Weapon Malfunction
Weapon Destroyed Turret Locks
Engine Hit Weapon Destroyed
Ammunition** Ammunition**
Fuel Tank* Turret Blown Off
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Merkava Mk. VIl Heavy Tank

75
4 Inner Sphere
5] (Intro)
Era: Star League
Tracked 9
Fusion Engine
1 Machine Gun 2 -1 2 3
[DB.AI]
1 AC/5 T 5 6 12 18
[DB.S]
1 LRM15 T 1/Msl 6 7 14 21
[M,C,S]
1 Machine Gun T 2 -1 2 3
[DBAI] Turret D
1 SRM4 T 2/Msl  — 3 6 9
[M,C,S]

Ammo: (SRM 4) 25, (Machine Gun) 200, (LRM 15) 16

O
O 0O 0O 0O O0Oo0Oo

(AG/5) 20 (26)
BV: 879
2012
/4 \ /4 \\
ROUND COMBAT VEHICLE HIT LOCATION TABLE MOTIVE SYSTEM DAMAGE TABLE
ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B N )
2% Front (critical) Rear (critical) Side _[cr‘itical] 6-7 Minor damage; +’I. modlﬁen_" to all Driving Skl“ARD”S
3 Frontt Reart gdeT 8-9 E/Iqugaéilcld?qrgl?ge, -1 Cruising MR, +2 maodifier to all
4 Frontt Reart idet ivi i
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Side f Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofail +3
WIGE +4

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

\ /

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

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

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

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

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
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Merkava Mk. IX Heavy Tank

75
4 Inner Sphere
5] Era: Jihad
Tracked
Light Fusion Engine
1 Machine Gun 2 -1 2 3
[DB.AI]
1 Light Gauss Rifle T 8 8 17 25
[DB.X]
1 LRM 156 T 1/Msl B 7 14 21
[M,C,S]
1 Machine Gun T 2 -1 2 3
[DB.AI Turret D
1 Streak SRM 4 T 2/Msl  — 3 6 9
(M.C]
(0]
O O 0O O o0 o0 o
Ammo: (Light Gauss) 32, (Machine Gun) 200, (LRM 15) 16
(Streak SRM 4) 25 (26)
BV: 1,038
2012
/4 \ /4 \\
ROUND COMBAT VEHICLE HIT LOCATION TABLE MOTIVE SYSTEM DAMAGE TABLE
ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B N )
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front ~ Rear Side (critical)* Vehicle is immobile.
9 Left Side f Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofail +3
WIGE +4

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

\ /

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

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

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

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

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

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

© 2012 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Jackrabbit JKR-8T Name:
Movement Points: Tonnage: 25 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 6 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 9 Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 AC/2 RA 1 2 4 8 16 24 Center
[DBS] Left Arm Torso Right Arm
1 Streak SRM 2 LA 2 2/Msl - 3 6 9
WE] (8) O ®) (12) 9) O (8)
Left O O Right
Leg Center Leg
(6) Torso (6)
Rear(3)
O o o ©
Left Right
\ BV: 414 Tor's[osa:iear' Tclrsio3 ]Rear
y A /
Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
Left Arm 1. Life Support Right Arm Lot Torso (6] Head I O
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Endo Steel 13 3. Lower Arm Actuator
"9 4. Streak SRM 2 5. Sensors 4. Ac/2 29
5. Endo Steel 6. Life Support 5. Endo Steel 28*
6. Endo Steel 6. Endo Steel 27
1. Endo Steel Cer.lter'.TOPSO 1. Ferro-Fibrous Left 26*
2. Ferro-Fibrous 1. Fusion Engine 2. FerroFibrous Arm 25+
4.6 3. Ferro-Fibrous 2. Fus!on Eng!ne 4.6 3. Ferro-Fibrous (4) oY
"9 4. FerroFibrous 1-3 3. Fusion Engine ~9 4. FerroFibrous -
5. Ferro-Fibrous 4. Gyro 5. Roll Again 23
6. Roll Again g gV”’ 6. Roll Again 2%
. Gyro
21
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 19"
3. Fusion Engine
1. Heat Sink 4-6 4: Fusion Engine 1. Heat Sink 18*
g. é\rgmgt(Stlreak SRM 2) 50 5. Endo Steel g é\n;mgt(mlz/z] 45 17"
. . Endo Stee 6. Endo Steel _m 3. Endo Stee
1 3 4. Endo Steel neo =k 1 3 4. Endo Steel 16
5. Ferro-Fibrous N " 5. FerroFibrous 15%
6. Ferro-Fibrous Englne H!tS o0o0o B. Ferro-Fibrous 10(10) 147
1. FerroFibrous Gyro H!tS oo 1. Ferro-Fibrous Leg/oel* ShuthV\IIE:fECtS Single 13%
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 0O 11
4. Roll Again 4. Roll Again 25 -5 Movement Points e
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
B. 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @]
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F"TB O 3
5. Heat Sink 5. Heat Sink 10 -2 Movement Points >
6. EndoSteel Damage Transfer g ¢, greel B rlodifier tofire 1
: i : -1 Movement Points
\ Diagram J \ / =

© 2012 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.



P T

T 1 ILETETSIH

ARMOR DIAGRAM

Head (8)

Left Torso

Right Torso

/
’'MECH RECORD SHEET
("MECH DATA)} (WARRIOR DATA
Type: Jackrabbit JKR-9R "Joker" Name:
Movement Points: Tonnage: 25 Gunnery Skill: ____ Piloting Skill: ___
Walki_ng: 6 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
Running: 9 Era: Star League Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser RA 8 8 [DE] - 5 10 15
1 Streak SRM 2 LA 2 EKI\/IS\ - 3 6 9
MC]
9) Torso
Rear(3)
Left Right
\ BV: 614 Torso Rear Torso Rear
\ / (3) (3)
/ \ Heat
CRITICAL HIT TABLE Hood " INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (6) Right Torso (6)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Endo Steel 13 3. Lower Arm Actuator
"9 4. Streak SRM 2 5. Sensors iV’ [ Large Laser 29
5. Endo Steel 6. Life Support 5.LLarge Laser 28*
6. Endo Steel 6. Endo Steel 27
1. Endo Steel Center‘_Torso 1. Endo Steel Left 26"
2. Ferro-Fibrous 1. Fusion Engine 2. FerroFibrous Arm 25+
4.6 3. Ferro-Fibrous 2. Fus!on Eng!ne 4.6 3. Ferro-Fibrous (4) oY
"9 4. FerroFibrous 1-3 3. Fusion Engine ~O 4. FerroFibrous -
5. Ferro-Fibrous 4. Gyro 5. Ferro-Fibrous 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro 20"
Left Torso S FesomEnane Right Torso 197
1. Heat Sink 4-6 4: Fusion Engine 1. Heat Sink 18*
g. er;mg (Sr]r'eak SRM 2) 50 5. Endo Steel g I;e;t ginkI 17"
. Endo Steel . Endo Steel
- 6. Endo Steel -
1 3 4. Endo Steel nelo =t 1 3 4. Endo Steel 16
5. Ferro-Fibrous N - 5. FerroFibrous 15%
6. FerroFibrous Engine H!tS 000 6. Ferro-Fibrous 11(11) 14*
1. Ferro-Fibrous Gyro H!tS oo 1. Ferro-Fibrous Leg/oel* ShuthV\IIE:fECtS Single 13%
2. Pol Again S.ensor Hits 0 O 2. Rol Again 28 Ammo Exp. 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 MovementPoinis QO —
5. Rol Again 5. Roll Again 24  +4 Madifier to Fire O
B. Roll Again 6. Roll 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 18 +S MDdlfler t::J ;H‘.et O 3
5. Heat Sink 5. Heat Sink ! ovement Foints >
6. Endo Steel Damage Transfer 6. Endo Steel 8 +1 Modifier to F"?e 1
\ : Diagram : J 5 -1 Movement Points /
(o]
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4 \ W
'MECH DATA WARRIOR DATA
Type: Jackrabbit JKR-9W Name:
Movement Points: Tonnage: 25 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 6 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 9 Era: Jihad Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser RT 5 5 [DE] - 4 8 12 Center
1 LAC/5 RA 5 10 15 Left Arm Torso Right Arm
[DB.5] (5) O O (5)
1 Streak SRM 2 LA 2 EKI\/IS\ - 3 B 9 ©) 12) ©)
MC]
Left O O Right
Leg Center Leg
(6) Torso (6)
Rear(3)
O o o ©
Left Right
\ BV: 549 Torso Rear Torso Rear
\ / (3] (3)
/ \ Heat
CRITICAL HIT TABLE Hood " INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (6) Right Torso (6)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Endo Steel 13 3. Lower Arm Actuator
"9 4. Streak SRM 2 5. Sensors - 4.[LAC/5 29
5. Endo Steel 6. Life Support 5.LLAC/5 28*
6. Endo Steel 6. Endo Steel 27
1. Endo Steel Center‘_Torso 1. Endo Steel Left 26"
2. Ferro-Fibrous 1. Fusion Engine 2. FerroFibrous Arm 25+
4.6 3. Ferro-Fibrous 2. Fus!on Eng!ne 4.6 3. Ferro-Fibrous (4) oY
"9 4. FerroFibrous 1-3 3. Fusion Engine ~O 4. FerroFibrous -
5. Ferro-Fibrous 4. Gyro 5. Ferro-Fibrous 23
6. Roll Again g gV”’ 6. Roll Again 2%
. Gyro 21
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 197
3. Fusion Engine
1. Heat Sink 4-6 4. Fusion Engine 1. Heat Sink 18*
g. Qn;mg (Stlreak SRM 2) 50 5. Endo Steel g E\R Mec(l:j-\nél/_gjego 17
. Endo Steel . Ammo
- 6. Endo Steel -
1 3 4. Endo Steel nelo =t 1 3 4. Endo Steel 16
5. Ferro-Fibrous N " 5. Endo Steel 15%
6. Ferro-Fibrous Englne H!tS o0o0o B. Ferro-Fibrous 10(10) 147
1. Ferro-Fibrous Gyro H!tS oo 1. Ferro-Fibrous Leg/oel* ShuthV\IIE:fECtS Single 13%
2. Roll Again S.BI'ISOI" Hits 0O 2. Ferro-Fibrous 28 Ammo Exp. 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. Rall Again 5. Roll Again 24 +4 Modifier to Fire 0O 10
B. 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @]
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Heat Sink Damage Transfer D HeatSink 8  +1 Modifier to Fire =
6. Endo Steel Diagram 6. Endo Steel 5 -1 Movement Points 1
\ / \ /5
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Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Kyudo KY2-D-02 Name:
Movement Points: Tonnage: 45 Gunnery Skill: ____ Piloting Skill: ___
Walki_ng: 5 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 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 ERLarge Laser RA 12 8]DE] - 7 14 19
1 LRM20 L 1/Msl 6 7 14 21
w/ Artemis IV FCS [M,C,S]
Torso
Rear(6)
Left Right
\ BV: 1,286 Torso Rear Torso Rear
\ / (5] (5]
/ \ Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (11) Right Torso (11)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors iV’ [EFI Large Laser 29
5.[ LRM 20 6. Life Support 5.LER Large Laser 28*
6.| LRM 20 6. Endo Steel 27
1.| LRM 20 Cer_lter -TQPSO 1. Endo Steel Left Right | 26*
2.|LRm 20 1. Fusion Engine 2. Endo Steel Arm Arm [25%
4-6 3.LLRm 20 2. Fusion Engine 4-6 3. Endo Steel 7] 7) g
“O 4. Artemis IVFCS 1-g 3. FusionEngine "0 4. Endo Steel .
5. Ferro-Fibrous 4. Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous 22*
6. Gyro =1
1. Gyro Left Right 50"
. . . Le
Left Torso o e Right Torso o) L K
1. [ Double Heat S?nk 4-6 4: Fusion Engine 1. Endo Steel 18*
2. | Double Heat S!nk 5. Endo Steel 2. Endo Steel 17
1-3 3. LDouble Heat Sink 6. FerroFibrous 1-3 3. Endo Steel 5
4. Ammo (LRM 20 Artemis) 6 4. Endo Steel 1
5. Ammo (LRM 20 Artemis) 6 N " 5. Endo Steel 15%
6. CASE Englne H!tS o0o0o B. Ferro-Fibrous 10 (20) 147
1. Endo Steel Gyro H!tS oo 1. Ferro-Fibrous LF‘g/Del* ShuthV\IIE:fECtS Double 13
2. Endo Steel Sensor Hits O O 2. Roll Again 58 Ammo Exp. avoid on 8+ 12
4.6 3. Endo Steel Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 11
4. Ferro-Fibrous 4. Roll Again 25 -5 Movement Points O =
5. Ferro-Fibrous 5. Roll Again 24 +4 Modifier to Fire @) 10
B. 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Ferro-Fibrous D T P 5. Ferro-Fibrous 3 +1 Modifier to Fire 2
6. Ferro-Fibrous amgge ranster 6. Ferro-Fibrous 5 -1 Movement Points 1
\ iagram J \ / =
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T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

("MECH DATA)} (WARRIOR DATA
Type: Kyudo KY2-D-03 Name:
Movement Points: Tonnage: 45 Gunnery Skill: ____ Piloting Skill: ___
Walki.ng: 5 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
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 MML7 RT 4 [M,C,S]
LRM 1/Ms 6 7 14 21
SRM 2Msl — 3 B 8
w/ Artemis IV FCS
1 ERLarge Laser RA 12 8][DE] - 7 14 19
1 MML7 LA 4 [MCS
LRM 1/Ms 6 7 14 21
SRM 2Msl — 3 6 9
w/ Artemis IV FCS
Torso
Rear(6)
Left Right
\ BV: 1,167 Torso Rear Torso Rear
\ / (5] (5)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
Left Arm 1. Life Support Right Arm Lot Torso (1] Head I
1. Shoulder 2. 55"5'3_"5 1. Shoulder 9
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors iV’ [EFI Large Laser 29
5. [ MML7 6. Life Support 5.LER Large Laser 28*
6.| MML 7 6. Endo Steel
c T —
1. MmL7 enter lorso 1. Endo Steel Left Right | 26
2.LvmL 7 1. Fusion Engine 2. Endo Steel Arm Arm [25%
4-6 3. Artemis IV FCS 2. Fusion Engine 4-6 3. Endo Steel ) O
"9 4. FerroFibrous 1-3 3. Fusion Engine "9 4. Endo Steel -
5. Ferro-Fibrous 4. Gyro 5. Ferro-Fibrous 23
6. Roll Again 5. Gyro 6. Ferro-Fibrous 22*
6. Gyro
21
1. Gyro Left Right 50"
2. Fusion Engine H Leg Leg -
Left Torso 5 Fugion Encine Right Torso 1) ) 19
1. [ Double Heat Sink 4-6 4 Fusion Engine 1.[MML 7 18
. LDouble Heat Sin ) .
- 6. F -Fib -
1-3 4. Ammo (MML 7 LRM Artemis) 17 erroTirous 1-3 4.LmmL 7 16
5.  Ammo (MML 7 SRM Artemis) 14 " " 5. Artemis IV FCS 15*
B. CASE Engine Hits 00 O B. Endo Steel 10 (20) 1
1. Endo Steel Gyro H!tS oo 1. Endo Steel LF‘g/Del* ShuthV\IIE:fECtS Double 13%
2. Endo Steel S.BI'ISOI" Hits 0O 2. Endo Steel 28 Ammo Exp. avoid on 8+ 12
4-6 3. Endo Steel Life Support O 4-6 3. Endo Steel 26 Shutdown, avoid on 10+ 11
4. Ferro-Fibrous 4. Endo Steel 25 -5 Movement Points O =
5. Ferro-Fibrous 5. Ferro-Fibrous 24 +4 Modifier to Fire @) 10
6. Roll Again 6. Ferro-Fibrous 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 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 Q 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 18 +S Mg\%ﬁﬁgﬁg ;;ﬁts O 3
= -Fi - > - 2
g' EZ::E E:E:zzz Damage Transfer g Ez::z E:E:zzz g +;I I\I\ZIOdlfler‘ to ;Ir?e >
: : Diagram : : -1 Movement Points
\, / \ / )
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA o
Type: Galahad GLH-1D Name: o
Movement Points: Tonnage: 50 Gunnery Skill: __ Piloting Skill: __ 8
Walki_ng: 3 Tech Base: |nner Sphere HtsTaken[ 1 [2 ]3] 4] 5[ 6 o
Running: s} Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead O
/ O
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser RA 8 [DE] - 5 10 15
1 PPC RA 10 10[DE] 3 6 12 18
1 Large Laser LA 8 [DE] - 5 10 15
1 PPC LA 10 10[DE] 3 6 12 18
Torso
Rear(8)
Left Right
\ BV: 1,307 Torso Rear Torso Rear
\ / (6] (6)
/ \ Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (12) Right Torso (12)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4, Endo Steel 13 3. Lower Arm Actuator
“ 4. [ Double Heat Sink 5. Sensors ~ 4.[ Double Heat Sink 29
5. | Double Heat Sink 6. Life Support 5.| Double Heat Sink 28*
6. LDouble Heat Sink 6.L Double Heat Sink 27
1 [PPC Center Torso 1.[PRC Left Right | 26"
2.|prc ; £“5!°“ E"gfne a.[ prc Arm A 557
3. LpPc . Fusion Engine 3.LpPc 8) (8) -
4-6 4. [Large Laser 1-3 3. Fusion Engine 4-6 4.[Large Laser 24*
5. LLarge Laser 4. Gyro 5.L Large Laser 23
6. Endo Steel 5. Gyro 6. Endo Steel 22*
6. Gyro =1
1. Gyro teft Right 50"
. : . e
Left Torso o e Right Torso 2) N K
1. [ Double Heat Sink 4-6 4: Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink 5. Endo Steel 2.| Double Heat Sink 17
1-3 3. LDouble Heat Sink 6. Roll Again 1-3 3. L Double Heat Sink s
4. [Double Heat Sink 4. Double Heat Sink
5. | Double Heat Sink N " 5.| Double Heat Sink 15%
6. L Double Heat Sink Engine H!tS 000 6.1 Double Heat Sink 13 (26) 147
1. Endo Steel Gyro H!tS oo 1.[ Double Heat Sink LF‘g/Del* ShuthV\IIE:fECtS Double 13*
2. Endo Steel S_B“SOP Hits 0O 2.| Double Heat Sink 28 Ammo Exp. avoid on 8+ 12
4.6 3. Endo Steel Life Support O 4-6 3.1 Double Heat Sink 26  Shutdown, avoid on 10+ 11
4. Roll Again 4. Endo Steel 25 -5 Movement Points OO o
5. Roll Again 5.  Endo Steel 24 +4 Modifier to Fire 00
B. Roll Again 6. Endo Steel 23 AmmoExp. avoidon 6+ QO 8
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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 1 8 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Endo Steel 0 T P 5. Endo Steel 8  +1 Modifier to Fire 2
6. Endo Steel amgge ranster 6. Endo Steel 5 -1 Movement Points 1
\ iagram J \ / =
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T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Galahad GLH-2D Name:
Movement Points: Tonnage: B0 Gunnery Skill: __ Piloting Skill: __
Walking: 3 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: s} Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Gauss Rifle RA 1 15 2 7 15 22
[DBX]
1 Gauss Rifle LA 15 2 7 15 22
[DEX]
Rear(10)
Left Right
\ BV: 1,648 Torso Rear Torso Rear
\ / (8] (8)
/ \ Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (14] Right Torso (14])
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Endo Steel 13 3. Lower Arm Actuator o
"9 4. [ Gauss Rifle 5. Sensors " 4.[ Gauss Rifle o 29
5. | Gauss Rifle 6. Life Support 5.| Gauss Rifle CO> 28*
6. | Gauss Rifle 6.| Gauss Rifle ) 27
; Center Torso ,
1. | Gauss Rifle . . 1.| Gauss Rifle Left ° Right 26*
2. | Gauss Rifle 1. Fusion Engine 2.| Gauss Rifle Arm 8 Arm 25*
4.6 3. | Gauss Rifle 2. Fus!on Eng!ne 4.6 3.| Gauss Rifle (10) g (10) oY
~O 4. LGauss Rifle 1-3 3. Fusion Engine ~O 4.l Gauss Rifle -
5. Endo Steel 4. Gyro 5. Endo Steel 23
6. Endo Steel 5. Gyro 6. Endo Steel 22*
6. Gyro =1
1. Gyro Left Right 50"
. . . Le
Left Torso o e Right Torso (14) N K
1. Ammo (Gauss) 8 4-6 4: Fusion Engine 1. Ammo (Gauss) 8 18*
g. er;mgt(GTuss] 8 5. Heat Sink g Qr\;mgt(GTuss] 8 177
. . Endo Steel 6. Endo Steel _m 3. Endo Stee
1 3 4. Endo Steel nelo =t 1 3 4. Endo Steel 16
5. Endo Steel N " 5. Endo Steel 15%
6. Ferro-Fibrous Englne H!tS o0o0o B. Ferro-Fibrous 10(10) 147
1. FerroFibrous Gyro H!tS oo 1. Ferro-Fibrous Leg/oel* ShuthV\IIE:fECtS Single 13%
2. Ferro-Fibrous Sensor Hits O O 2. Ferro-Fibrous 28 Ammo Exp. avoid on 8+ 12
4.6 3. FerroFibrous Life Support O 4-6 3. FerroFibrous 26  Shutdown, avoid on 10+ 11
4. Ferro-Fibrous 4. FerroFibrous 25 -5 Movement Points Q ~
5. Ferro-Fibrous 5. FerroFibrous 24 +4 Modifier to Fire @) 10
6. Ferro-Fibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on 6+ O 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 1 8 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Heat Sink Damage Transfer D HeatSink 8  +1 Modifier to Fire =
6. Endo Steel Diagram 6. Endo Steel 5 -1 Movement Points 1
\ J /7 \ /[

© 2012 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.



P T

T 1 ILETETSIH

’'MECH RECORD SHEET

{'MECH DATA)

{\WARRIOR DATA e

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

Type: Galahad GLH-3D Name:
Movement Points: Tonnage: B0 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 Guardian ECM Suite RT — [E] - - = 6B
1 ImprovedC® CPU LT — [E] - - = =
1 Light Gauss Rifle RA 1 8 3 8 17 25
[DBX]
1 Light Gauss Rifle LA 1 8 3 8 17 25
[DBX]
Rear(10)
Left Right
\ BV: 1,268 Torso Rear Torso Rear
\ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE Hood " INTERNAL STRUCTURE DIAGRAM 3
ea
: Head
Left Arm 1. Life Support Right Arm Lot Torso (14) I
1. Shoulder 2. Sensors ) 1. Shoulder 9
2. Upper Arm Actuator 3. Small Cockpit 2. Upper Arm Actuator 30"
1 3 3. | Light Gauss Rifle 4. Sensor; 1 3 3.| Light Gauss Rifle o
"9 4. | Light Gauss Rifle 5. FerroFibrous ~ 4.| Light Gauss Rifle o 29
5. | Light Gauss Rifle 6. Roll Again 5.| Light Gauss Rifle CO> 28*
6. | Light Gauss Rifle B.] Light Gauss Rifle
C T (e} 27
1. LLight Gauss Rifle _enter_‘ OI‘_‘SO 1.LLight Gauss Rifle Left o Right 26*
2. Endo Steel 1. Light Fusion Engine 2. Endo Steel Arm Ot Arm *
. . . 25
4.6 3. Endo Steel 2. Light Fusion Engine 4.6 3. Endo Steel (10) g (10 oY
"9 4. Endo Steel 1-3 3. Light Fusion Engine ~9 4. FerroFibrous -
5. Ferro-Fibrous 4. Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous 22*
6. Gyro =1
1. Gyro Left Right 50"
2. Light Fusion Engine H Leg Leg -
Left Torso 5 Lioht Fusion Engine Right Torso (14) (1) 19
1. L?ght Fus?on Eng!ne 4-6 4. Light Fusion Engine 1. L?ght Fus?on Eng!ne 18*
2. Light Fusion Engine 5. Heat Sink 2. Light Fusion Engine 17
1-3 3. Ammo (Light Gauss) 16 6. Endo Steel 1-3 3. Ammo (Light Gauss) 16 S
4. Ammo (Light Gauss) 16 4. Ammo (Light Gauss) 16
5. [Impr‘oved Cc® cpU N " 5. [Guar‘dian ECM Suite 15%
6. Limproved C cPU Engine H!tS 000 6. guardian ECM Suite 10(10) 147
1. Endo Steel Gyro H!tS 00 1. Endo Steel Leg/oel* ShuthV\IIE:fECtS Single 13%
2. Endo Steel S.ensor Hits O O 2. Endo Steel 28 Ammo Exp. avoid on 8+ 12
4.6 3. FerroFibrous Life Support O 4-6 3. FerroFibrous 26  Shutdown, avoid on 10+ 11
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points O 10"
5. Ferro-Fibrous 5. FerroFibrous 24 +4 Modifier to Fire @)
6. Ferro-Fibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on 6+ O 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 13 +2 Modffier to F"TB O 3
10 -2 Movement Points
5. Endo Steel 5. Endo Steel 8 1 Modifier to Fi 2
6. Endo Steel Damgge Transfer 6. Endo Steel 5 +1 Mcc))v;rlﬁgnlc:] P;ﬁts 1
' iagram : -
\ / \ /5

© 2012 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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P T

T 1 ILETETSIH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

’'MECH RECORD SHEET

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Helepolis HEP-2H Name:
Movement Points: Tonnage: 75 Gunnery Skill: ___ Piloting Skill: ____
Walking: 3 Tech Base: |nner Sphere HitsTaken[ 1 ] 2 1 31 4 | 5
Running: s} (Advanced) Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
Medium Laser HD 3 5 [DE] - 3 6 9
SRM 6 CT 4 2/Msl - 3 6 9
N.CS]
Sniper RT/RA 10 20 - 1 2 18
[AE,SF]
LRM 10 LT 4 1/Msl 6 7 14 21
[M,C,S]
Large Laser LA 8 8 [DE] - 5 10 15
Rear(12)
Left Right
\ BV: 1,369 Torso Rear Torsg Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (16] Right Torso (16)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. _Upper Arm Actuator o =0°
13 3. Lower Arm Actuator 4. Medium Laser 13 3.| Sniper 8 g
"2 4. Hand Actuator 5. Sensors “ 4.| Sniper o o 29
5. | Double Heat Sink 6. Life Support 5.| Sniper (C)) ((3) 28~
6. | Double Heat Sink 6.| Sniper o o 27
1. L Double Heat sink Cer_'ter _TOI‘SO 1. sniper Lt [ o 2\ Rigre 267
2. [Large Laser ; 'l;us!on Eng!ne 2.| Sniper Arrr21 8 CO> Arrr21 25%
3. LLarge Laser . rusion Engine 3.| Sniper (12) (12) -
4-6 4. Roll Again 1-3 3. Fusion Engine 4-6 4.] Sniper 2 2 24*
5. Roll Again 4. Gyro 5.| sniper 23
6. Roll Again 5. Gyro 6.L Sniper 22*
6. Gyro =1
1. Gyro teft Right 50"
Left Torso o e Right Torso (16) S K
1. [LRM 10 4-6 4. Fusion Engine 1. -Sniper 18%
g' :RM 1?LRM 10)12 5'[5RM e g gn!per L L
. . mmo E SRM 6 . . niper
1-34 Ammo (SRM 6) 15 1-33 Sniper 18
5. Ammo (Sniper) 10 N " 5.] Sniper 15%
6. Ammo (Sniper) 10 Englne H!tS o0o0o B.| sniper 10 (20) 14*
1. CASE Gyro H!ts oo 1.| sniper Leg/oel* ShUthV\I’E:fects Double 155
2. Roll Again S.ensor Hits 0 O 2. sniper 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3.| Sniper 26  Shutdown, avoid on 10+ 11
4q i a4 : h O
- Roll Again -L Sniper 25 -5 Movement Points 70"
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
B. 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 1 8 +S Mg\%ﬁﬁgﬁg ;;ﬁts O 3
i i - = y 2
g' 22:: 23::: Damage Transfer g 22:: 23::: g +;I I\I\ZIOdlfler‘ to guje >
. i . -1 Movement Points
\ Diagram J \ / =

© 2012 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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P T

T 1 ILETETSIH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

’'MECH RECORD SHEET

/4 \ /4 \ W
'MECH DATA WARRIOR DATA
Type: Helepolis HEP-3H Name:
Movement Points: Tonnage: 75 Gunnery Skill: __ Piloting Skill: __
Walking: 3 Tech Base: |nner Sphere HitsTaken[ 1 [2 [ 3] 4] 5
Running: s} (Advanced) Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
Medium Laser HD 3 5 [DE] - 3 6 9
SRM 6 CT 4 2/Msl - 3 6 9
N.CS]
Sniper RT/RA 10 20 - 1 2 18
[AE,SF]
LRM 10 LT 4 1/Msl 6 7 14 21
[M,C,S]
ER Large Laser LA 8 [DE] - 7 14 19
Rear(12)
Left Right
\ BV: 1,380 Torso Rear Torsg Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (16] Right Torso (16)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. _Upper Arm Actuator o =0°
13 3. Lower Arm Actuator 4. Medium Laser 13 3.| Sniper 8 g
"2 4. Hand Actuator 5. Sensors “ 4.| Sniper o o 29
5. | Double Heat Sink 6. Life Support 5.| Sniper (C)) ((3) 28~
6. | Double Heat Sink 6.| Sniper o o 27
1. L Double Heat sink Cer_'ter _TOI‘SO 1. sniper Lt [ o 2\ Rigre 267
2. [EFI Large Laser ; 'l;us!on Eng!ne 2.| Sniper Arrr21 8 CO> Arrr21 25%
3. LER Large Laser . rusion Engine 3.| Sniper (12) (12) -
4-6 4. Roll Again 1-3 3. Fusion Engine 4-6 4.] Sniper = 2 24*
5. Roll Again 4. Gyro 5.| sniper 23
6. Roll Again 5. Gyro 6.L Sniper 22*
6. Gyro =1
1. Gyro teft Right 50"
Left Torso o e Right Torso (16) S K
1. [LRM 10 4-6 4. Fusion Engine 1. -Sniper 18%
g' :RM 1?LRM 10)12 5'[5RM e g gn!per L L
. . mmo G SRM 6 . . niper
1-34 Ammo (SRM 6) 15 1-33 Sniper 18
5. Ammo (Sniper) 10 N " 5.] Sniper 15%
6. Ammo (Sniper) 10 Englne H!tS o0o0o B.| sniper 10 (20) 14*
1. CASE Gyro H!ts oo 1.| sniper Leg/oel* ShUthV\I’E:fects Double 155
2. Roll Again S.ensor Hits 0 O 2. sniper 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3.| Sniper 26  Shutdown, avoid on 10+ 11
4q i a4 : h O
- Roll Again -L Sniper 25 -5 Movement Points 70"
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
B. 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 1 8 +S Mg\%ﬁﬁgﬁg ;;ﬁts O 3
i i - = y 2
g. 22:: 23::: Damage Transfer g 22:: 23::: g +;I '\|\2|Odlfler‘ to ;me -
. i . -1 Movement Points
\ Diagram J \ / =
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Helepolis HEP-4H Name:
p
Movement Points: Tonnage: 75 Gunnery Skill: ____ Piloting Skill: ___
Walking: 4 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
Running: 5] Era: [Ag}lhaﬂé:ed] Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
ra: iha ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser HD 3 5 [DE] - 3 6 89
1 RM 6 CT 4 2/Msl - 3 6 9
N.CS]
1 Sniper RT/RA 10 20 -1 2 18
[AE,SF]
2 LRM5 LT 2 1/Msl 6 7 14 21
IMCS]
1 ERLarge Laser LA 12 8|[DE] - 7 14 19
Rear(12)
Left Right
\ BV: 1,366 Torso Rear Torsg Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
1 LI::tlﬁr‘m ; ;Zt;:‘;ur;;por‘t 1 Rslhgll}-' Arm Left Torso (16) Right Torso (16)
. oulder . . Shoulder : ]
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o -
3. Lower Arm Actuator 4. Medium Laser 3.[ sniper 8 g 30
1-3 4, [EFI Large Laser 5. Sensors 1-3 4.| Sniper o o 29
5. LER Large Laser 6. Life Support 5.| Sniper 8 g 28*
6. Endo Steel 6.] Sniper o o 27
1. Endo Steel Ct_anter_' TO'TSO 1. sniper Lt [ o 2\ Rigre 267
2. Endo Steel ; ::'9:::: llzus!on Eng!ne 2.| Sniper Arrr21 8 CO> Arrr21 25%
Endo Steel . Light Fusion Engine Sni (12) (12 -
4-6 2 E:dz Stzgl 13 3. Light Fusion Engine 4-6 2 S::S:: o) 0, 24
5: Endo Steel " 4. Gyro 5: Sniper 23*
6. Endo Steel g gyr‘o 6.L Sniper 22*
. Gyro
21
1. Gyro Left Right 50"
2. Light Fusion Engine H Leg Le -
LEft TO-I'SO_ 4-6 3. Light Fusion Engine nght ._rors_o (16) [1(6;] 19
1. L!ght Fus!on Eng!ne "0 4. Light Fusion Engine 1. L!ght Fus!on Eng!ne 18*
2. Light Fusion Engine 5.[5RM 6 2. _Light Fusion Engine 17
1-35 [ 6.LsAm 5 1-3 5| Snieer 76
. -| Sniper
5. Ammo (LRM 5) 24 - . 5.| Sniper 15%
6. Ammo (SRM 6) 15 Engine Hits 00 O 8. sniper 10 (20) 14
1. Ammo (Sniper) 10 Gyro H!ts oo 1.| sniper Leg/oel* ShUthV\I’E:fects Double 155
2. Ammo (Sniper) 10 S.BI'ISOI" Hits 0O 2. Sniper‘ 28 Ammo Exp. avoid on 8+ 12
4.3 CAsE Life Support O 4-g 3| Sniper 26 Shutdown, avoid on 10+ o) 11
4. Endo Steel 4.| sniper 25 -5 Movement Points o
5. Endo Steel 5.| Sniper 24  +4 Madifier to Fire ©)
6. Endo Steel 6. sniper 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 g 2. Upper Leg Actuator 15 -3 Movement Points Q 2
3. Lower Leg Actuator 3. Lower Leg Actuator 1%‘ Sgull\z/ldoé\'lp’ at\;/OIlc:j' on 4+ O
4. Foot Actuator 4. Foot Actuator + odrner to Fire O 3
5. Endo Steel 5. Endo Steel 10 -2 Movement Points 2
6. Endo Steel Damage Transfer 2 _ .\ 8 +1 Modifier to Fire =
ndo Steel ; ndo Steel ;
: Diagram : 5 -1 Movement Points
\ / \ /5
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

(e]e]e]
/4 \ /4 \ S
'MECH DATA WARRIOR DATA 2%
Type: Atlas Il AS7-D-H Name: 0Z020
Movement Points: Tonnage: 100 Gunnery Skill: ___ Piloting Skill: ____ 80808
Walki_ng: 3 Tech Base: |nner Sphere HtsTaken[ 1 |2 | 3|1 4| 5| 6 08080
Running: 5 Era: Star League Consciousness#| 3 | 5 | 7 [10] 11 |Dead Ooooo
~/ OOOOO
OOOOO
Weapons & Equipment Inventory  (hexes) RORey
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM20 RT 6 1/Msl 6 7 14 21
[M,C,S] Right Arm
2 Medium Pulse Laser LT 4 6 [P] — 2 4 B (34)
1 SRMB LT 4 2/Msl 3 6 9
[M,C,S]
1 LB10-XAC 2 10 — 6 12 18
[DB,C/F/S]
2 ERLarge Laser LA 12 8|[DE] - 7 14 19
Left Right
Leg
(41) Torso
Rear(14)
\ BV: 2,169 Torso Rear Torsg Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE oo " INTERNAL STRUCTURE DIAGRAM 3104
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (21) Right Torso (21)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 888
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 000 29
5. | Double Heat Sink 6. Life Support 5. LB10-X AC 883 og*
6. | Double Heat Sink 6.| LB 10-XAC 888 27
1. LDouble Heat Sink Cer_'ter _TOI‘SO 1.| LB 10X AC 999 26"
2. [EFI Large Laser 1. Fusion Engine 2.| LB 10X AC o 5%
4-6 3. LER Large Laser 2. Fusion Engine 4-6 3.| LB10xAc o =7
O 4, [En Large Laser 1-g 3. FusionEngine “©4.LB10xAC .
5. LER Large Laser 4. Gyro 5. Ferro-Fibrous 23
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous 22*
6. Gyro
21
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 197
3. Fusion Engine
1. [ Double Heat Sink 4-6 4 Fusion Engine 1.[LRM 20 18"
. LDouble Heat Sin ) .
1-3 a [SRM 5 6. Ferro-Fibrous 1-3 2| Lam 20 16
5.LsrmB - - 5.LLR™M 20 15*
6. Medium Pulse Laser Engine H!tS 000 6. Ammo (LRM 20) 6 14 (28) 147
1. Medium Pulse Laser Gyro H!tS oo 1. Ammo (LRM 20) 6 LF‘g/Del* ShuthV\IIE:fECtS Double 13%
2. Ammo (SRM 6) 15 S.ensor Hits 0 O 2. Ammo (LB 10X) 10 28 Ammo Exp. avoid on 8+ 12
4.6 3. cAsE Life Support O 4-6 3. Ammo (LB 10-X Cluster) 10 26  Shutdown, avoid on 10+ 11
4. Ferro-Fibrous 4. CASE 25 -5 Movement Points OO -
5. Ferro-Fibrous 5. FerroFibrous 24 +4 Modifier to Fire 00 10
6. Ferro-Fibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ e]e) 9
22 Shutdown, avoid on 8+ [e]0) 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ Q)
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F"Te O 3
5. Ferro-Fibrous 5. Ferro-Fibrous 10 -2 Movement Points 2
G. F Fib Damage Transfer G. F Fib 8 +1 Moadifier to Fire -
erro-Fibrous ; erro-Fibrous ;
: Diagram : 5 -1 Movement Points
\, /7 \ / )
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

Right Arm

Torso Rear
(10)

Heat

Overflow l

30*

29
28*
27
26

18*

17*

16

157

14*

13*

12

11

107

(e]e]e]
/4 \ /4 \ S
'MECH DATA WARRIOR DATA 2%
Type: Atlas Il AS7-D-H2 Name: 0Z020
Movement Points: Tonnaqe: 100 Gunnery Skill: __ Piloting Skill: _ OOOOO
9 0-020
Walki_ng: 3 Tech Base: |nner Sphere HtsTaken[ 1 |2 | 3|1 4| 5| 6 08080
Running: 5 Era: Star League Consciousness#| 3 | 5 | 7 [10] 11 |Dead Ooooo
~/ O0-0-0
(0)(e)
OOOOO
Weapons & Equipment Inventory  (hexes) RORey
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM20 RT 6 1/Msl 6 7 14 21
[M,C,S]
2 Medium Pulse Laser LT 4 6 [P] — 2 4 B (34)
1 SRMB LT 4 2/Msl 3 6 9
[M,C,S]
1 Gauss Rifle RA 1 15 2 7 15 22
[DBX]
1 ERPPC LA 15 10[DE] — 7 14 23
Left
Leg
(41) Torso
Rear(14)
\ BV: 2,340 Torso Rear
\ / (10)
CRITICAL HIT TABLE oo " INTERNAL STRUCTURE DIAGRAM 3104
¢ . Head
Left Arm 1. Life Support Right Arm Left Torso (21) Right Torso (21)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator 000
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 888
5.| ERPPC 6. Life Support 5.[ Gauss Rifle 883
6.| ERPPC 6.]| Gauss Rifle 888
1.Lerprc Center‘_Torso 1.| Gauss Rifle 999
2. Ferro-Fibrous 1. Fusion Engine 2.| Gauss Rifle (o)
4.6 3. Ferro-Fibrous 2. Fus!on Eng!ne 4.6 3.| Gauss Rifle o
O 4. Roll Again 1-g 3. FusionEngine ~O 4. Gauss Rifle
5. Roll Again 4. Gyro 5. Gauss Rifle
6. Roll Again 5. Gyro 6. Ferro-Fibrous
6. Gyro
1. Gyro
Left Torso S FesomEnane Right Torso
1. [ Double Heat Sink 4-6 4 Fusion Engine 1.[LRM 20
2. | Double Heat Sink 5. FerroFibrous 2.] LRM 20
3. LDouble Heat Sink ’ ' 3.| LRM 20
1-3 a [SRM 5 6. Ferro-Fibrous 1-3 2| Lam 20
5.LSRM 6 N n 5.LLR™m 20
6. Medium Pulse Laser Engine H!tS 000 6. Ammo (LRM 20) 6 13 (26)
1. Medium Pulse Laser Gyro H!tS oo 1. Ammo (LRM 20) 6 LF‘g/Del* ShuthV\IIE:fECtS Double
2. Ammo (SRM B) 15 S_B“SOP Hits 0O 2. Ammo (Gauss) 8 28 Ammo Exp. avoid on 8+
4.6 3. cAsE Life Support O 4-6 3. Ammo (Gauss) 8 26  Shutdown, avoid on 10+
4. FerroFibrous 4. case 25 -5 Movement Points Q0
5. Ferro-Fibrous 5. FerroFibrous 24 +4 Modifier to Fire @]0)
6. Ferro-Fibrous 6. Ferro-Fibrous 23 Ammo Exp. avoid on B+ @]e)
22 Shutdown, avoid on 8+ O
20 -4 Movement Points O
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ Right Leg 18 Shutdown, avoid on 6+ Q
1. Hip LYY 1. Hip 17 +3 Modifier to Fire Q
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Paints ©)
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O
B Forottrons Damage Transfer o (o000 8  +1 Modifier to Fire
\ : Diagram : J 5 -1 Movement Points /

(=1 B M K2 )
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Mackie MSK-6S Name:
Movement Points: Tonnage: 100 Gunnery Skill: __ Piloting Skill: __
Walking: 3 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
Running: 3] Era: [Psrlmltll_ve] Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
ra: ar League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser CT 3 5 [DE] - 3 6 9
1 AC/10 RA 3 10 — 5 10 15 Right Arm
[DB.S] (24
1 PPC LA 10 10[DE] 3 6 12 18
teft Right
eg
(28)
Rear(10)
Left Right
\ BV: 1,481 Torso Rear Torso Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
1 LI::tlﬁr‘m ; ;I;iiurzpor‘t 1 Rslhgll}-' Arm Left Torso (21) Right Torso (21)
. oulder . . Shoulder : ]
2. Upper Arm Actuator 3. Primii;i.ve Cockpit 2. Upper Arm Actuator 30"
3.[PPC 4. Heat Sink 3.[ Ac/10 000
- Sensors - 29
1-3 4| prc 5. 1-3 4| ac/10 988
5. LPPC 6. Life Support 5.| AC/10 883 28~
6. Roll Again 6.| AC/10 000 27
1. Roll Again Center Torso 1.| Ac/10 388 T
2. Roll Again 1. Primitive Fusion Engine 2. ac/10 Y o5
3' Roll Again 2. Primitive Fusion Engine 3' AC/10 o
4-6 4' Roll Again 1-3 3. Primitive Fusion Engine 4-6 4' Roll Again 24"
5. Roll Again "2 4. Gyro 5. Roll Again 23"
6. Roll Again g gV”’ 6. Roll Again 2%
. Gyro
21
1 . Gyro 20*
LEﬁ: TOI‘SO 2. Primitive Fusion Engine Rl ht TDPSO 19"
3. Primitive Fusion Engine g
1. Pl Again 4-6 4. Primitive Fusion Engine 1. Ammo (AC/10) 10 18%
g' go:: ﬁga!n 5. Medium Laser g g“'l‘ln:’ [AC/10) 10 17*
_n 3. Roll Again 6. Medium L _n 3. Roall Again
1-3 g- Roll Again ecium taser 1-3 ‘5L Roll Again :g*
. Roll Again n 3 - Roll Again
6. Rol Again Engine H!ts 000 6. Roll Again 15 (15) 14"
. Gyro Hits OO . Level* Effects Single o
1. Roll Again . 1. Roll Again 30 Shutdown 13
2. Roll Again S.ensor Hits 0 O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 0 11
4. Roll Again 4. Roll Again 25 -5 Movement Points O o
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 00
B. Rall Again 6. Roll Again 23 AmmoExp. avoidon 6+ QO 8
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Paints @] 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 8 =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points 2
3. Lower Leg Actuator 3. Lower Leg Actuator 1%‘ Sgull\z/ldoé\'lp’ at\;/OIlc:j' ond+  Q
4., Foot Actuator 4. Foot Actuator + odimer to rire O 3
Roll Agai Roll Agai 10 -2 Movement Points E)
5. Ro gan Damage Transfer 5. Ro gan 8 +1 Modifier to Fire
6. Roll Again D?a ram 6. Roll Again 5 -1 Movement Points 1
\ J /7 \ /[
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| pr—m
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (9] Right Torso
1 [ — -

’'MECH RECORD SHEET

/4 \ /4 \ S
'MECH DATA WARRIOR DATA 0500
Type: Mackie MSK-7A Narme: <0203
(0)(e)
Movement Points: Tonnage: 100 Gunnery Skill: ___ Piloting Skill: ____ 80808
Walki_ng: 3 Tech Base: |nner Sphere HitsTaken[ 1 [2 [ 3| 4| 5] 6 08080
Running: 5 (Intro) Consciousness#| 3 [ 5 | 7 | 10 11 |Dead O~O~0
Era: Star League ~ OOOOO
02020
N OOO
Weapons & Equipment Inventory  (hexes) 00
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser RT 8 8 [DE] - 5 10 15
1 Large Laser LT 8 8 [DE] - 5 10 15 Left Arm Right Arm
1 AC/20 RA 7 [DEBC,JS] - 3 6 89 (34) (34)
1 PPC LA 10 10[DE] 3 6 12 18
Left Right
Leg Center Leg
(41) Torso (41)
Rear(11)
\ BV: 1,900 Torso Rear Torso Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (21) Right Torso (21)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
3. [PPC 4. Heat Sink 3.[Ac/20 000
1-3 4a.| PPc 5. Sensors 1-3 4.| ac/20 888 29
5. LPPC 6. Life Support 5.| AC/20 883 28~
6. Roll Again 6.| AC/20 888 27
1. Roll Again Center‘_Torso 1.| Ac/20 Left 599 26"
2. Roll Again 1. Fusion Engine 2.| Ac/20 Arm o 5%
4-6 3. Roll Again 2. Fusion Engine 4-6 3.| ac/20 (17 o =7
“© 4. Roll Again 1-g 3. FusionEngine “© 4| ac/20 .
5. Roll Again 4. Gyro 5.| Ac/20 23
6. Roll Again g- gV”’ 6.Lac/20 2%
. Gyro 21
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 197
) 4-6 3. Fusion Engine 1 ] -
1. Heat Sink 4. Fusion Engine - Heat Sink 18
g. targe taser 5. Heat Sink g targe taser 17
. . arge Laser 6 Heat Sink . . arge Laser
1-3 4. Roll Again eat s 1-3 4. Ammo (AC/20) 5 HEAT D 18
5. Roll Again N " 5. Ammo (AC/20) 5 15%
6. Roll Again Engine Hits ocoo 6. Ammo [AC/20) 5 Heat 21 (21) 14"
1. Roll Again Gyro Hits OO 1. Ammo (AC/20) 5 Level* Effects Single 155
2. Roll Again S.ensor Hits O O 2. Roll Again gg i%?c?\gp avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 0O 11
4. Roll Again 4. Roll Again 25 5 MovementPonis QOO | ==
5. Rol Again 5. Roll Again 24  +4 Madifier to Fire 00
B. Roll Again 8. Roll Again 23  Ammo Exp. avoid on 68+ QO 8
22 Shutdown, avoid on 8+ QQ g*
20 -4 Movement Points e]e) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q0 6
1. Hip 1LY 1. Hip 17 +3 Modifierto Fire QO =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Paints Q0 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 0]0)
4. Foot Actuator 4. Foot Actuator 13 +S MDdlfler to F"TB O O 3
5. Heat Sink 5. Heat Sink 10 -2 Movement Poaints >
6. Heat Sink Damage Transfer g oot gink B rlodifier tofire 1
: Diagram : -1 Movement Points
\, / \ / )
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P T

T 1 ILETETSIH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

’'MECH RECORD SHEET

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Mackie MSK-8B Name:
Movement Points: Tonnage: 100 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 3 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: s} Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser CT 3 5 [DE] - 3 6 9
1 AC/20 RA 7 20 _ 3 6B 9 Right Arm
[DB.S] (34) (34)
2 PPC LA 10 10[DE] 3 6 12 18
Left
Leg
(42) Torso
Rear(11)
Left Right
\ BV: 2,019 Torso Rear Torsg Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (21) Right Torso (21)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. _Upper Arm Actuator 30"
3. Lower Arm Actuator 4. Roll Again 3.| Ac/20 000
1-3 a.[ ppc 5. Sensors 1-3 4.| ac/20 888 29
5. [PPC 6. Life Support 5.| AC/20 883 28~
6. Lprc 6.| Ac/20 999 57
1.lPPC Center‘ TOI"SO 1.| Ac/20 Left 000 26*
2.| PPC 1. Fusion Engine 2| ac/20 Arm OOOO ==
3. Lprc 2. Fusion Engine 3.| Ac/20 17) o -
4-6 5 rai Again 1-g 3. FusionEngine 46, AC/20 24
5. Roll Again 4. Gyro 5.| Ac/20 23*
6. Roll Again 5. Gyro 6.Lac/20 2%
6. Gyro =1
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 197
) 4-6 3. Fusion Engine 1 ] -
1. Heat Sink 4. Fusion Engine - Heat Sink 18
2. Heat Sink 5. Medium Laser 2. Heat Sink 17
1-3 3. Heat S'r_‘k 6. Medium Laser 1-3 3. Ammo (AC/20) 5 16
4. Roll Again 4. Ammo (AC/20)5 HEAT D
5. Roll Again N " 5. Ammo (AC/20) 5 15%
6. Roll Again Engine Hits ocoo 6. Ammo [AC/20) 5 Heat 21 (21) 14"
1. Roll Again Gyro H!ts (o] o) 1. CAsE L(g/oel* Shutd Effects Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 An'thPnDDVI;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 000 70"
5. Rol Again 5. Roll Again 24  +4 Madifier to Fire 00
B. Roll Again 6. Roll Again 23  Ammo Exp. avoid on 68+ QO 8
22 Shutdown, avoid on 8+ QQ g*
20 -4 Movement Points e]e) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q0 6
1. Hip 1LY 1. Hip 17 +3 Modifierto Fire QO =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Paints Q0 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 0]0)
4. Foot Actuator 4. Foot Actuator 18 +S MDdlfler t::J ; "Tet O O 3
5. Heat Sink 5. Heat Sink ! ovement Foints >
B. Heat Sink Damgge Transfer g Heat sink B e o e 1
' iagram ' -
\, / \ / )
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

{'MECH DATA)

{\WARRIOR DATA e

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

000
o2
Type: Mackie MSK-9H Name: 39595
(0)(e)
Movement Points: Tonnage: 100 Gunnery Skill: ___ Piloting Skill: ____ 80808
Walki.ng: 3 Tech Base: Inner Sphere HitsTaken[ 1 1 2131 4151 6 08080
Running: 5 Era: Star League Consciousness#| 3 | 5 | 7 [10] 11 |Dead OOOOO
y. 02020
03050
Weapons & Equipment Inventory  (hexes) oo
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser CT 3 5 [DE] - 3 6 9
1 Beagle Active Probe LT — [E] - - = 4 Left Arm Right Arm
1 AC/20 RA 7 [DEBC,JS] - 3 6 89 (34) (34)
2 PPC LA 10 10[DE] 3 6 12 18
Left Right
Leg Center Leg
(41) Torso (41)
Rear(11)
\ BV: 2,022 Torso Rear Torsg Rear
\ / (10) (10)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
Left Arm 1. Life Support Right Arm Lot Torso (21] Head I
1. Shoulder 2. 55"5'3_"5 1. Shoulder 9
2. Upper Arm Actuator 3. Cockpit 2. _Upper Arm Actuator 30"
3. Lower Arm Actuator 4. Roll Again 3.| Ac/20 000
1 -3 4. Heat Sink 5. Sensors 1 '3 4.| ac/20 888 29
5. Heat Sink 6. Life Support 5.| AC/20 888 28~
6. Heat Sink 6.| Ac/20 999 57
1.[Prc Center Torso 1.| Ac/20 Left 000 26"
2.| PPC 1. Fusion Engine 2| ac/20 Arm OOOO ==
3. Lprc 2. Fusion Engine 3.| Ac/20 17) o -
4-6 4 rerc 1-g 3. FusionEngine 4-6 4| ac/20 24
5. [PPC 4. Gyro 5.| Ac/20 23"
6. Lppc 5. Gyro 6.Lac/20 2%
6. Gyro =1
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 197
) 3. Fusion Engine
1. Heat Sink 4-6 4 Fusion Engine 1. Ammo (AC/20) 5 18"
2 [Bmserein e S Wi 2 ammeiac/eors
. . eagle Active Frobe G Medi L . . mmo
1-3 4. Roll Again eaium Laser 1-3 4. Ammo (AC/20) 5 18
5. Roll Again " - 5. CASE 15*
6. Roll Again Engine H!ts o0o0o 6. Roll Again 147
1. Roll Again Gyro Hits OO 1. Roll Again Level* Effects Single 155
2. Roll Again S.ensor Hits O O 2. Roll Again gg i%?c?\gp avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 0 11
4. Roll Again 4. Roll Again 25 -5 Movement Points O o
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 00
B. Roll Again 8. Roll Again 23 Ammo Exp. avoid on 8+ QO 8
22 Shutdown, avoid on 8+ (@]0) g*
20 -4 Movement Points [e]e) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q0 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q0 =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Q0 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 00
4. Foot Actuator 4. Foot Actuator 13 +§ '\l\ﬂodlf'er to Fire o] 3
5. Heat Sink 5. Heat Sink 10 -2 Movement Points 2
G. Heat Sink Damage Transfer G. Heat Sink g +;| ,\|\2|0d|f|er to g):me :
. Diagram . -1 Movement Points
\, / \ / 0
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA
Type: Hellcat HCT-213

ARMOR DIAGRAM

Nose Damage

EXTERNAL STORES/BOMBS

(OO0
OO
()00
A

Thrust: Tonnage: 60 Thresh%!d é‘gotal Armor]
Safe Thrust: 6 Tech Base: Inner Sphere (55] Key:-
Maximum Thrust: 9 (Intro) ! E(E - LHigh Eépl%si:le
. 5 = Laser Luide
Era: Star League O O oO/o O o' o o C - Cluster
= (0] 0O (@] 0 (@] (0] (0] 0 RL - Rocket Launcher
Weapons & Equipment Inventory O O O O o o010 O
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) (@] OO OO OO OO OO OO OO OO
Qty Type Loc. Ht SRV MRV LRV ERV -
1 Large Laser [DE] N 8 8 8 — — 9 0 o) O o) 0 o) 0
2 MedumlaserDE] N 3 5 —  — — O O 0| 0 O
1 Large Laser [DE] Lw 8 8 8 — —
1 Medium Laser [DE] Lw 3 5 — - —
1 Large Laser [DE] RW 8 8 8 — -
1 Medium Laser [DE] RW 3 5 — — —
1 Medium Laser [DE] A 3 5 — — — Structural
Integrity:
6
Left Wing 8 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) [®) [®) (Total Armor)
4 (40) (@) 4 (40)
O OO
Fuel: 400 Points ". (o) (@) O 8 (o)
O o (@]
BV: 1,262 O O @) 0] O O
\—\ 0 0 O 0 o O
/ 0O 0o o /)| o o O 0 O
O O _0O_O0O @) O O 0 0O O
0O 0 0 0 o O O \O O O O O Heat
O O O O O @) O O O O Scale
O O 0O_0 (0] (0] O O O O O
O O O o o o 'O O O O O ‘Overfiow
O O O O 0o O O O O O
O / o OO 1\ O
o 30*
(0] oO 29
o) 0] 28"
Q 27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
4 (33)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: * Heat Sinks: 20"
Avionics a e +5 Engine e E] @ Level Effects i
. . . . Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong S_D [|20) 19
mmo Exp. avoid on 8+ ingle 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid QO T
on 9+
: : oo
7 2 A Life 5 Consciousness # | 3 7 1 10| 11 |Dead 26 Shutdown, avoid on 10+ 16
el Support 25 Random Movement, 00 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ 00 -
\ / \ /| 22 +aModifier to Fire 00 14
/4 \\ 23 AmmoExp.avoidong+ OO 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ oo 12
T 21 Pilot Damage, avoid 00
urn # 1 2 3 4 5 3] 7 8 9 10 OB 00 11
Thrust 20 Random Movement, 00 10*
. avoid on 8+
Vem'_tv _ 19 Ammo Exp. avoid on 4+ 8
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
i 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
; i id 6
Sfiacthm Vielocky 8  +1 Modifier to Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA
Type: Hellcat HCT-213D

ARMOR DIAGRAM

Nose Damage

o)
o))
o)
)

Thrust: Tonnage: 60 Thresh%!d é‘gotal Armor]
Safe Thrust: 6 Tech Base: Inner Sphere (53) Key:-
Maximum Thrust: 9 (Intro) ! E(E - LHigh Eépl%si:le
. s - Laser Luioe
Era: Star League O O O/o O o' o o C - Cluster
= (@] 0O (@] 0 (0] (0] (0] (0] RL - Rocket Launcher
Weapons & Equipment Inventory O O O O o o010 O
Standard Scale (0-6)  (6-12) (13-20) (21-25) (e} OO OO OO OO OO OO OO OO
Qty Type Loc. Ht SRV MRV LRV ERV -
2 Medium Laser [DE] N 3 5 — — — o o o o o © o ©
2 SRMB[MC] W 4 8 - - - O O O O O
2 SRM6 [MC] RW 4 8 — — —
1 Medium Laser [DE] A 3 5 - - -
Structural
Integrity:
6
Left Wing 8 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) [®) [®) (Total Armor)
4 (40) o 4 (40)
(@] (e}
Ammo: (SRM B) 60 (o) (@] O
Fuel: 400 Points O O (0] o O O
(0] (@) 0
BV: 1,087 O O @) 0] O O
/ 0 o o /)| o o O 0 O
O O _0_0 O O O O OO
O O O 0O o 0o @) \O O O O O Heat
O O O O O @) O O O O Scale
O O _0O0_0 (0] (0] O O O O O
O O O o o @) O O O O O Overfiaw
O O O O o O 0O O O O
O / o OO 1\ O
0 30*
(0] oO 29
o) 0] 28"
O 27*
Aft Damage 26"
Threshold 25+
(Total Armor) =7
4 (33)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
Lk . Name: * Heat Sinks: 20*
Avionics a e +5 Engine e E] @ Level Effects i
. . . . Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong g_’l [|2’|l 19
mmo Exp. avoid on 8+ ingle 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid 000 T
on S+
: ) oo
3 z A Life R Consciousness # | 3 7 110( 11 |pead 26 Shutdown, avoid on 10+ 16
Sensors Suppnr't 25 Random Movement, 00 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ o0 -
\ / \ / | 24 +4Modifier to Fire 00 14
/4 \\ 23 AmmoExp.avoidong+ OO 13~
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 0o 12
T 21 Pilot Damage, avoid 00
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 00 11
Thrust 20 Random Movement, 00 10*
. avoid on 8+
Velacity ) 19 Ammo Exp. avoid on 4+ 8
Eﬁ"’m"e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effactive Velocity 8 fllvﬁfllgd'i:%i%reti; Fire 2
Altitude 5 Random Movement, 1
“ SN avoid on 5+ V. )
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

EXTERNAL STORES/BOMBS

(OO0
OO
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{FicHTER DATA ) YR OO 000
Type: Hellcat HCT-213R Nose Damage
Thrust: Tonnage: 60 Thresh%!d é‘gotal Armor) [ ][ ]l I[ ][ ]
Safe Thrust: 6 Tech Base: Inner Sphere (55] Key:-
Maximum Thrust: 9 (Intro) ! E(E - LHigh Eépl%si:le
. 5 = Laser Luide
Era: Star League O O O/o O o' o o C - Cluster
= (0] 0O (@] 0 (@] (0] (0] (0] RL - Rocket Launcher
Weapons & Equipment Inventory O O O O o o010 O
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) (@] OO OO OO OO OO OO OO OO
Qty Type Loc. Ht SRV MRV LRV ERV -
2 Medium Laser [DE] N 3 5 — — — 9 0 o) O o) 0 o) 0
1 Large Laser [DE] w 8 8 8 - — O O 0| 0 O
1 Medium Laser [DE] Lw 3 5 — — —
1 Large Laser [DE] RW 8 8 8 — -
1 Medium Laser [DE] RW 3 5 — — —
1 Medium Laser [DE] A 3 5 — — —
Structural
Integrity:
6
Left Wing 8 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) [®) [®) (Total Armor)
4 (40) o 4 (40)
O OO
Fuel: 800 Points ". (o) (@) O 8 (o)
O o (@]
BV: 1,181 O O @) 0] O O
/ =0 "0 07/} o O O 0 O
O O _0O_O0O @) O O 0 0O O
0O 0 0 0 o O O \O O O O O Heat
O O O O O @) O O O O Scale
O O 0O_0 (0] (0] O O O O O
O O O O O @) O O O O O Overflow
O O O O 0o O O O O O
O / o OO 1\ O
o 30*
(0] oO 29
o) 0] 28"
Q 27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
4 (33)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 evel g
. E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong S_D [|20) 19
mmo Exp. avoid on 8+ ingle 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid QO T
on 9+
: : oo
7 2 A Life 5 Consciousness # | 3 7 1 10| 11 |Dead 26 Shutdown, avoid on 10+ 16
el Support 25 Random Movement, 00 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ o0 -
\ / \ /| 22 +aModifier to Fire 00 14
/4 \\ 23 AmmoExp.avoidong+ OO 13"
VELOCITY RECORD N 22 Shur.down?auoid on 8+ 0o 12
T 21 Pilot Damage, avoid 00
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 00 11
Thrust 20 Random Movement, 00 10*
. id 8
velnoity, @ 19 Ammo Exp. avoid on 4+ 9
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
i 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effective Velocity 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5




T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA
Type: Hellcat HCT-213S

ARMOR DIAGRAM

Nose Damage

o)
o))
o)
)

© 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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Thrust: Tonnage: 60 Thresh%!d é‘gotal Armor)
Safe Thrust: 6 Tech Base: Inner Sphere (55] Key:-
Maximum Thrust: 9 (Intro) ! E(E - LHigh Eépl%si:le
. 5 = Laser Luide
Era: Star League O O O/o O o' o o C - Cluster
= (0] 0O (@] 0 (@] (0] (0] (0] RL - Rocket Launcher
Weapons & Equipment Inventory O O O O o o010 O
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) (@] OO OO OO OO OO OO OO OO
Qty Type Loc. Ht SRV MRV LRV ERV -
2 Medium Laser [DE] N 3 5 — — — 9 0 o) O o) 0 o) 0
1 Medumlaser[DE] W 3 5 —  — — O O 0| 0 O
1 PPC[DE] LW 10 10 10 — —
1 Medium Laser [DE] RW 3 5 — - —
1 PPC[DE] RW 10 10 10 - -
1 Medium Laser [DE] A 3 5 — — —
Structural
Integrity:
6
Left Wing 8 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) [®) [®) (Total Armor)
4 (40) (@) 4 (40)
O OO
Fuel: 480 Points '. (@) (0] o 8 O
O o (@]
BV: 1,271 O O @) 0] O O
/ =0 "0 07/} o O O 0 O
O O _0O_O0O @) O O 0 0O O
0O 0 0 0 o O O \O O O O O Heat
O O O O O @) O O O O Scale
O O 0O_0 (0] (0] O O O O O
O O O o o o 'O O O O O ‘Overfiow
O O O O 0o O O O O O
O / o OO 1\ O
o 30*
(0] oO 29
o) 0] 28"
Q 27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
4 (33)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
Lk . Name: * Heat Sinks: 20"
Avionics a e +5 Engine e E] @ Level Effects i
. . . . Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong S_D [|20) 19
mmo Exp. avoid on 8+ ingle 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid QO T
on 9+
: : oo
7 2 A Life 5 Consciousness # | 3 7 1 10| 11 |Dead 26 Shutdown, avoid on 10+ 16
el Support 25 Random Movement, 00 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ o0 -
\ / \ /| 22 +aModifier to Fire 00 14
/4 \\ 23 AmmoExp.avoidong+ OO 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 0o 12
T 21 Pilot Damage, avoid 00
urn # 1 2 3 4 5 3] 7 8 9 10 OB 00 11
Thrust 20 Random Movement, 00 10*
. avoid on 8+
Vem'_tv _ 19 Ammo Exp. avoid on 4+ 8
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
i 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Sfiacthm Vielocky 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5




T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA

Type: Hellcat HCT-313

Thrust:
Safe Thrust: 6

Maximum Thrust: 9 Era:

Tonnage:
Tech Base: Inner Sphere

60

Jihad

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
7 (65)

EXTERNAL STORES/BOMBS

(OO0
OO
()00
A

HE - High Explosive
LG - Laser Guided

O O o /0 O oOo_\O_0_ o0 C - Cluster
- O O o 0 0O o\y0 o RL - Rocket Launcher
Weapons & Equipment Inventory O O O O o o010 O
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) (@] OO OO OO OO OO OO OO OO
Qty Type Loc. Ht SRV MRV LRV ERV -
1 ER Large Laser [DE] N 12 8 8 8 — 9 0 o) O o) 0 o) 0
2 ERMediumlaser[Df N 5 5 5  — — o 0 6,0 O O O O O
1 ERLargelaser[DE] LW 12 8 8 8 - 0 o0 0o O o O
1 ER Medium Laser [DE] LW 5 5 5 - —
1 ER Large Laser [DE] RW 12 8 8 8 —
1 ER Medium Laser [DE] RW 5 5 5 — —
1 ER Medium Laser [DE] A 5 5 5 — — Structural
Integrity:
Left Wing 8 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) O O (Total Armor)
5 (50) O O 5 (50)
O oO o
Fuel: 400 Points OOO (@] O 8
(OJNO) O O 0 0
BV: 1,674 00O o O 000
/ : 00QQ/| o O 00000
O 000000 o O O00OO0O0O0Oo
O 0 00O0O0O0 o O 00 0000oo Heat
O 00 0O0O0O0 O O O0O0O0O0OO0O0 Scale
O 0OO0O00O0O0 O O 00 0000O0
OO0O0OO0O0 o OO @) O O0OO0O0O0 [’J-E""G\v
O oO ©
(0] (o) 30~
@) OO o 29
o) 0] 28"
Q 27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
5(43)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 evel -
. E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong SD [;lID) 19
mmo Exp. avoid on 8+ ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid QO T
on 9+
: ) oo
7 2 A Life 5 Consciousness # | 3 7 1 10| 11 |Dead 26 Shutdown, avoid on 10+ 16
el Support 25 Random Movement, 00 15*
\ Modifier [+1| +2| +3| +4|+5 avoid on 10+ 00 —
\ / \ / | 24 +amModifierto Fire 00 14
/4 \\ 23 AmmoExp.avoidong+ OO 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ oo 12
T 21 Pilot Damage, avoid 00
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 00 11
Thrust 20 Random Movement, 00 10*
. id 8
velnoity, @ 19 Ammo Exp. avoid on 4+ 9
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
L 13  +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effective Velocity 8 <1 Modferto Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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11 1LETETH

SPHEROID DROPSHIP RECORD SHEET

{ DROPSHIP DATA )

Type: Manatee 2449

Maximum Thrust: 6

Name: Tonnage: 1,900
Thrust: Tech Base: Inner Sphere
. (Intro)
Bele etk & Era: Star League

ARMOR DIAGRAM

Standard Scale

Nose Damage
Threshold
[Total Armor)
8(80)

Q
0
o]
3
Weapons & Equipment Inventory Lak Damags 8 Right Damage
Threshold 0 Threshold
Standard Scale (1-6) (7-12) (13-20) (21-25) (Total Armor) 3 resho
Bay Loc Ht SRV MRV LRV ERV I} [Total Armor
1 Large Laser N 14 2(¢18)1(8) — — 7(70) ol 7 (70)
2 Medium Laser N 9
1 Large Laser FL/FR 14 2(18)1(8) — - o]
2  Medium Laser FL/FR 8
1 Large Laser AL/AR 14 2(18)1(8) — — 8
2 Medium Laser AL/AR 38
1 Large Laser A 14 2(18)1(8) — — Q
2 Medium Laser A 8
3] 888888333333888888330000000000
Cargo: 9 ©09000000000000000000000000000
Bay 1: Mech - 1 unit (1 door) 0
Bay 2: Mech - 1 unit (1 door) 3
Bay 3: Mech - 1 unit (1 door) B
Bay 4: Mech - 1 unit (1 door) B
Bay 5: Cargo Space - 396 tons (1 door) 8
3
0
o)
0
9]
Q
0
0
o]
0
0
o)
0
o]
o)
0
0
o)
0
0
o]
0
o]
o]
0
0
o)
0
Q
o)
0
\ BV: 1,503 Fuel: 5400 e
/ (Total Armor)
6 (60)
4 (CRITICAL DAVAGE S
CREW DATA CRITICAL DAMAGE
Gunnery Skill: Piloting Skill: Avionics Gear
HitsTaken | 1| 2 3| 4| 5| 6 FCS @ Life
Support
Moadifier |+1] +2| +3| +4| +5|incp.
: Sensors K-F Boom @
Crew: 10 Marines: 0
Passengers: Docking
Other: 8 Battle Armor: O Thrusters Collar E]
\ Life Boats/Escape Pods: O/ 2 / Left @
/s \\
VELOCITY RECORD \ .
o (3@ E
Turn # 1 2 3 4 5 6 7 8 9 10
Thrust
Velocity
Effective Velocity
Aiude { HEAT DATA )
Turn # 11 12 13 14 15 16 17 18 19 20 Heat Sinks: Heat Generation Per Arc
Thrust ;iiglgl 29) Nose: 14 Aft: 14
Velocity
Effective Velocity Fore-Left: 14 Aft-Left: 14
Altitude Fore-Right: 14 Aft-Right: 14
\ /7 N\ /

® 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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11 1LETETH

SPHEROID DROPSHIP RECORD SHEET

{ DROPSHIP DATA )

Type: Manatee [Cargo)

Maximum Thrust: 6

Name: Tonnage: 1,900
Thrust: Tech Base: Inner Sphere
. (Intro)
Bele etk & Era: Star League

Cargo:
Bay 1: Cargo Space - 1,044 tons (1 door)

Weapons & Equipment Inventory

\ BV: 720 Fuel: 5,400

Left Damage
Threshold
[Total Armor)

7 (70)

000000000000000000000000000000000O0000000T000000000000000VO00000000000

(CREW DATA mmm

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

Moadifier |+1] +2| +3| +4| +5|incp.

00000000000000000000
000000000000000000000000000000
00000000000000000000

Crew: 5 Marines: 0
Passengers: Docking
Other: 0 Battle Armor: O Thrusters Collar E]
\,  Life Boats/Escape Pods: O/2 / . . . @
{ VELOCITY RECORD ) -
\| = 0EEE
Turn # 1 2 3 4 5 6 7 8 9 10
- e OEEEEE
Velocity
Effective Velocity \ /
A ( HEAT DATA )
Turn # 11 2 13 14 15 26 17 18 19 20 Heat Sinks: Heat Generation Per Arc
Thrust 1 .29 (129) Nose: 0 Aft: 0
Velocity Single
Effective Velocity Fore-Left: O Aft-left: O
Altitude Fore-Right: O Aft-Right: O
\ /7 N\

Nose Damage
Threshold
[Total Armor)
8(80)

ARMOR DIAGRAM

Standard Scale

Right Damage
Threshold
[Total Armor

7 (70)

0000000000

Aft Damage
Threshold
(Total Armor)

6 (60)

( CRITICAL DAVAGE Jeuuen
Avionics Gear

GEE () Sf."‘,;pm
Sensors

® 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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11 1LETETH

SPHEROID DROPSHIP RECORD SHEET

{ DROPSHIP DATA )

Type: Pentagon 2540
Name:
Thrust:
Safe Thrust: 7
Maximum Thrust: 11

Tonnage: 4,000

Tech Base: Inner Sphere
(Intro)

Era: Star League

Standard Scale

Cargo:

Bay Loc

2 PPC N

2 AC/10 N
[50 rnds]

2 LRM20 N
[24 rnds]

2 Large Laser N

2 PPC FL/FR

1 AC/10 FL/FR
[20 rnds]

2 LRM20 FL/FR
[48 rnds]

2 Large Laser FL/FR

1 PPC AL/AR

1 LRM20 AL/AR
[30 rnds]

1 Large Laser AL/AR

4 Medium Laser AL/AR
1 PPC A
1 Large Laser A
4  Medium Laser A

Weapons & Equipment Inventory

(1-6) (7-12) (13-20) (21-25)

Ht
20 2(20)2 (20)
6 2(20)2(20)
12 2(24)2 (24)
16 2(16)2(16)
20 2(20)2 (20)
3 1(10)1 (10
12 2(24)2 (24)
16 2(16)2(16)
10 1(10)1(10)
6 1(12)1(12)
20 3(28)1(8)
10 1(10)1(10)
20 3(28)1(8)

Bay 1: Cargo Space - 594.50 tons (1 door)

2(24)

SRV MRV LRV ERV

Left Damage
Threshold

\ BV: 10,011 Fuel: 18,000

Nose Damage
Threshold
[Total Armor)
37 [368)

(Total Armor) 88888
00000
33 (323) 989399
Q0000
00000
[o] 00000000
Q 00000000000000000000QO!
(o] 0000000000000000000000!
[o] 00000000000000000000Q0!
Q 0000000000000
(o] 000000000000000000000O!
(o] 00000000000000000000Q0!
O 00000000000000000000QO!
000000000000000000000O!
00000000000000000000Q0!
00000000000000000000QO!
0000000000000000000000!
0000000000000000000000!

CATATIST

game Plabs

0000000000
0000000000
0000000000
0000000000
0000000000
0000000000
0000000000
0000000000

(CREW DATA S

Gunnery Skill: Piloting Skill:
HitsTaken | 1| 2| 3| 4| 5| 6
Moadifier |+1] +2| +3| +4| +5|incp.
Crew: =}=} Marines: 25
Passengers:
Other: 0 Battle Armor: 0

000000000

ARMOR DIAGRAM

Standard Scale

19)
0
19)
3
0 Right Damage
14 Threshold
te [Total Armor
o 33 (323)
19)
0

00000000

00000000 0

00000000 19)

00000000 O

00000000 0

00000000 19)

00000000 (o)

00000000

00000000

00000000

00000000

00000000

000000000000000000000Q.
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000

0000000000000000000000000000000000000000000000Q0000000000000000000000000000
000000000000000000000000000000O0000000O0000000Q00000000D00000000000000000000
00000000000000000000000000POOOO000000000000000A00000000O0000000000000000000
OOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOSSOOOOOOOOOOOOOSO

Aft Damage
Threshold
(Total Armor)

28 (278)

Avionics

FCS

Thrusters

Sensors

( CRITICAL DAMAGE N

Docking
Collar

\ Life Boats/Escape Pods: 1/8 /
( VELOCITY RECORD ) \
Turn # 1 2 3 4 5 6 7 8 9 10
Thrust
Velocity
Effective Velocity
Aiude { HEAT DATA ) X
Turn # 11 12 13 14 15 16 17 18 19 20 Heat Sinks: Heat Generation Per Arc
Thrust 1 .70 (170) Nose: 54 Aft: 30
- Single
Velocity
Effective Velocity Fore-Left: 51 Aft-Left: 36
Altitude Fore-Right: 51 Aft-Right: 36
\ /7 \ /

© 2012 The Topps Company, Inc. Classic BattleTech, ‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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11 1LETETH

SPHEROID DROPSHIP RECORD SHEET

{ DROPSHIP DATA )

Type: Pentagon 2623

Name: Tonnage:
Thrust:
Safe Thrust: 7 Era:

Maximum Thrust: 11

4,000

Tech Base: Inner Sphere

Star League

Weapons & Equipment Inventory
Standard Scale

Cargo:
Bay 1: Cargo Space - 573.50 tons (1 door)

(1-6) (7-12) (13-20) (21-25)

Bay Loc Ht SRV MRV LRV ERV

2 PPC N 20 2(20)2(20) — -

2 Gauss Rifle N 2 3(30)3(30) 3(30)—
[48 rnds]

2 LRM20w/Artemis IVFCS N 12 3(32)3(32) 3(32)—
[24 rnds]

2 ERLarge Laser N 24 2(16)2(16) 2(16)—

2 PPC FL/FR 20 2(20)2(20) — -

1 Gauss Rifle FL/FR 1 2(15)2(15) 2(15)—
[16 rnds]

2 LRM20w/Artemis IVFCS FL/FR 12 3(32)3(32) 3(32)—
[48 rnds]

2 ERLarge Laser FL/FR 24 2(16)2(16) 2(16)—

1 PPC AL/AR 10 1(10)1(10) — -

1 LRM20w/Artemis VFCS AL/AR 6 2(16)2(16) 2(16)—
[30 rnds]

1 ER Large Laser AL/AR 24 3(28)1(8) 1(8) —

4 Medium Laser AL/AR
1 PPC A 10 1(10)1(10) — —
1 ERLarge Laser A 24 3(28)1(8) 1(8) —
4 Medium Laser A

Left Damage
Threshold

(Total Armor)

33 (323)

CATATIST

QO
QO
QO
QO
QO
[e]0]
QO
QO
QO
QO
QO
QO
[e]6]

0000000000
0000000000
0000000000
0000000000
0000000000
0000000000
0000000000
0000000000

0000000000000
0000000000000
0000000000000

000000000000

o]
Q
o]
o]
Q
o]
o]
o]
o]
o]
Q
o]

9}

00!
00!
00!
Q0!
00!
00!
00!
00!
00!
00!

[o]e]

000000000

ARMOR DIAGRAM

Standard Scale

Nose Damage
Threshold
[Total Armor)
37 [368)

0
lo}
0
3
0 Right Damage
S Threshold
te [Total Armor
2 33 (323)
0
lo}
000000000000000000000
000000000000000000000 lo}
000000000000000000000 0
000000000000000000000 le}
000000000000000000000 lo}
000000000000000000000 0
000000000000000000000 l¢}
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
0000000000000000000000000

000000000000000000000Q.
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
0000000000 0000000
000000000000000000000
000000000000000000000

0000000000000000000000000000000000000000000000Q0000000000000000000000000000
000000000000000000000000000000O0000000O0000000Q00000000D00000000000000000000
00000000000000000000000000POOOO000000000000000A00000000O0000000000000000000
OOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOSSOOOOOOOOOOOOOSO

Aft Damage

\ BV: 12,402 Fuel: 18,000 Threshold
/ game Plabs (Total Armor)
28 (278)
7 (CRITCAL DAVIAGE St
CREW DATA (" CR(TICAL DAMAGE
Gunnery Skill: ___ Piloting Skill: __ | | Avionics
HitsTaken | 1| 2 3| 4| 5| 6 FCS
Modifier |+1| +2| +3| +4| +5|incp.
Crew: P! Marines: o5 Sensors K-F Boom @
Passengers: Docking
Other: 0 Battle Armor: O Thrusters Collar E]
\,  Life Boats/Escape Pods: 1/8 /
/; \\
VELOCITY RECORD \
Turn # 1 2 3 4 5 6 7 8 9 10
Thrust
Velocity
Effective Velocity
A ( HEAT DATA )
Turn # 11 2 13 1 5 P 17 18 19 20 Heat Sinks: Heat Generation Per Arc
Thrust 170 (340) Nose: 58 Aft: 34
Velocity Double
Effective Velocity Fore-Left: 57 Aft-Left: 40
Altitude Fore-Right: 57 Aft-Right: 40
\ /7 N\

© 2012 The Topps Company, Inc. Classic BattleTech, ‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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11 1LETETH

SPHEROID DROPSHIP RECORD SHEET

{ DROPSHIP DATA )

Type: Pentagon 2751

4,000

Tech Base: Inner Sphere

Star League

Name: Tonnage:
Thrust:
Safe Thrust: 7 Era:

Maximum Thrust: 11

Weapons & Equipment Inventory
Standard Scale

Cargo:

Bay 1: Cargo Space - 573.50 tons (1 door)

Bay Loc Ht

2 ERPPC N 30 2(20)2 (20)

2 Gauss Rifle N 2 3(30)3(30)
[48 rnds]

2 LRM20w/Artemis IVFCS N 12 3(32)3(32)
[24 rnds]

2 ERLarge Laser N 24 2(186)2(16)

2 ERPPC FL/FR 30 2(20)2 (20)

1 Gauss Rifle FL/FR 1 2(15)2(15)
[16 rnds]

2 LRM20w/Artemis IVFCS FL/FR 12 3 (32)3(32)
[48 rnds]

2 ERLarge Laser FL/FR 24 2(186)2(16)

1 ERPPC AL/AR 15 1(10)1(10)

1 LRM20w/Artemis IVFCS AL/AR 6 2(16)2[16)
[30 rnds]

1 ER Large Laser AL/AR 24 3(28)1(8)

4 Medium Laser AL/AR
1 ERPPC A 15 1(10)1 (10)
1 ERLarge Laser A 24 3(28)1(8)
4 Medium Laser A

(1-6) (7-12) (13-20) (21-25)
SRV MRV LRV ERV

2 (20)—
3(30)—

3(32)—
2(18)—
2 (20)—
2(15)—
3(32)—
2(18)—
1(10)—
2(16)—
1(8) —

1(10)—
1(8) —

Left Damage
Threshold

Nose Damage
Threshold
[Total Armor)
37 [368)

(Total Armor) 88888
00000
33 (323) 989399
Q0000
00000
[o] 00000000
Q 00000000000000000000QO!
(o] 0000000000000000000000!
[o] 00000000000000000000Q0!
Q 0000000000000
(o] 000000000000000000000O!
(o] 00000000000000000000Q0!
O 00000000000000000000QO!
000000000000000000000O!
00000000000000000000Q0!
00000000000000000000QO!
0000000000000000000000!
0000000000000000000000!

\ BV: 12,938 Fuel: 18,000

0000000000
0000000000
0000000000
0000000000
0000000000
0000000000
0000000000
0000000000

CATATIST

game Plabs

(CREW DATA S

Gunnery Skill: Piloting Skill:
HitsTaken | 1| 2| 3| 4| 5| 6
Moadifier |+1] +2| +3| +4| +5|incp.
Crew: =}=} Marines: 25
Passengers:
Other: 0 Battle Armor: 0

000000000

ARMOR DIAGRAM

Standard Scale

19)
0
19)
3
0 Right Damage
14 Threshold
te [Total Armor
o 33 (323)
19)
0

00000000

00000000 0

00000000 19)

00000000 O

00000000 0

00000000 19)

00000000 (o)

00000000

00000000

00000000

00000000

00000000

000000000000000000000Q.
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000

0000000000000000000000000000000000000000000000Q0000000000000000000000000000
000000000000000000000000000000O0000000O0000000Q00000000D00000000000000000000
00000000000000000000000000POOOO000000000000000A00000000O0000000000000000000
OOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOSSOOOOOOOOOOOOOSO

Aft Damage
Threshold
(Total Armor)

28 (278)

Avionics

FCS

Thrusters

Sensors

( CRITICAL DAMAGE N

Docking
Collar

\ Life Boats/Escape Pods: 1/8 /
( VELOCITY RECORD ) \
Turn # 1 2 3 4 5 6 7 8 9 10
Thrust
Velocity
Effective Velocity
Aiude { HEAT DATA ) X
Turn # 11 12 13 14 15 16 17 18 19 20 Heat Sinks: Heat Generation Per Arc
Thrust 170 [340) Nose: 68 Aft: 39
Double
Velocity
Effective Velocity Fore-Left: B7 Aft-Left: 45
Altitude Fore-Right: 67 Aft-Right: 45
\ /7 \ /

© 2012 The Topps Company, Inc. Classic BattleTech, ‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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11 1LETETH

SPHEROID DROPSHIP RECORD SHEET

{ DROPSHIP DATA )

Type: Pentagon 3071
Name:
Thrust:
Safe Thrust: 7
Maximum Thrust: 11

Tonnage:

4,000

Tech Base: Inner Sphere
Jihad

Era:

Weapons & Equipment Inventory

Cargo:

Bay 1: Cargo Space - 166.50 tons (1 door)

Capital Scale (1-12) (13-24) (25-40) (41-50)
Bay Loc Ht SRV MRV LRV ERV

1 AR10 N
[4 Barracuda misl] 10 2(20) ) 2(20) 2 (20)
[4 Killer Whale misl] 20 4(40) ) 4(40) 4(40)
[2 White Shark misl] 15 3(30)3(30) 3(30) 3(30)
Standard Scale (1-6) (7-12) (13-20) (21-25)
Bay Loc Ht SRV MRV LRV ERV

2 ERPPC N 30 2(20)2(20) 2 (20)—

2 Gauss Rifle N 2 3(30)3(30) 3(30)—
[48 rnds]

2 ERLarge Laser N 24 2(16)2(16) 2(16)—

2 ERPPC FL/FR 30 2(20)2(20) 2(20)—

1 Gauss Rifle FL/FR 1 2(15)2(15) 2(15)—
[16 rnds]

2 ERLarge Laser FL/FR 24 2(16)2(16) 2(16)—

1 ERPPC AL/AR 15 1(10)1(10) 1(10)—

1 ER Large Laser AL/AR 24 3(28)1(8) 1(8) —

4 Medium Laser AL/AR
1 ERPPC A 15 1(10)1 (10) 1 (10)—
1 ERLarge Laser A 24 3(@28)1(8) 1(8) —
4 Medium Laser A

Left Damage
Threshold
(Total Armor)

33 (323)

\ BV: 15,939 Fuel: 18,000

CATATIST

game Plabs

QO
QO
QO
QO
QO
[e]0]
QO
QO
QO
QO
QO
QO
[e]6]

0000000000
0000000000
0000000000
0000000000
0000000000
0000000000
0000000000
0000000000

0000000000000
0000000000000
0000000000000

000000000000

o]
Q
o]
o]
Q
o]
o]
o]
o]
o]
Q
o]

(CREW DATA S

Gunnery Skill: Piloting Skill:
HitsTaken | 1| 2| 3| 4| 5| 6
Moadifier |+1] +2| +3| +4| +5|incp.
Crew: =}o) Marines: 0
Passengers:
Other: 0 Battle Armor: 0

000000000

Nose Damage
Threshold
[Total Armor)
37 [368)

9}
000000000000000
000000000000000
000000000000000
000000000000000!
000000000000000
000000000000000
000000000000000
000000000000000
000000000000000
000000000000000
000000000000000
0000000000000 0000

ARMOR DIAGRAM

Standard Scale

19)
0
19)
3
0 Right Damage
14 Threshold
te [Total Armor
o 33 (323)
19)
0

00000000

00000000 0

00000000 19)

00000000 O

00000000 0

00000000 19)

00000000 (o)

00000000

00000000

00000000

00000000

00000000

000000000000000000000Q.
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000

0000000000000000000000000000000000000000000000Q0000000000000000000000000000
000000000000000000000000000000O0000000O0000000Q00000000D00000000000000000000
00000000000000000000000000POOOO000000000000000A00000000O0000000000000000000
OOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOSSOOOOOOOOOOOOOSO

Aft Damage
Threshold
(Total Armor)

28 (278)

Avionics

FCS

Thrusters

Sensors

( CRITICAL DAMAGE N

Docking
Collar

\ Life Boats/Escape Pods: 1/8 /
( VELOCITY RECORD ) \
Turn # 1 2 3 4 5 6 7 8 9 10
Thrust
Velocity
Effective Velocity
Aiude { HEAT DATA ) X
Turn # 11 12 13 14 15 16 17 18 19 20 Heat Sinks: Heat Generation Per Arc
Thrust 170 [340) Nose: 66 Aft: 39
Double
Velocity
Effective Velocity Fore-Left: 55 Aft-Left: 39
Altitude Fore-Right: 55 Aft-Right: 39
\ /7 \ /

© 2012 The Topps Company, Inc. Classic BattleTech, ‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



11 1LETETH

SPHEROID DROPSHIP RECORD SHEET

{ DROPSHIP DATA )

Type: Dictator 2600

Name: Tonnage: 9,000
Thrust: Tech Base: Inner Sphere
. (Intro)
Bele etk 3 Era: Star League

Maximum Thrust: 5

Weapons & Equipment Inventory
Standard Scale (1-8) (7-12) (13-20) (21-25)

Bay Loc Ht SRV MRV LRV ERV

2 LRM20 N 12 2(24)2(24) 2(24)—
[48 rnds]

3 AC/10 N 9 3(30)3(30)] — -
[B0 rnds]

2 Medium Laser N 6 1(10)— — —

2 LRM20 FL/FR 12 2(24)2(24) 2(24)—
[48 rnds]

2 AC/10 FL/FR 6 2(20)2((20) — -
[30 rnds]

1 Large Laser FL/FR 14 2(18)1(8) — —

2 Medium Laser FL/FR

1 AC/10 AL/AR 3 1(10)1(10) — —
[30 rnds]

2 Medium Laser AL/AR 6 1(10)— — —

2 SRMB AL/AR 8 2[16)— - -
[B0 rnds]

2 AC/10 A 6 2(20)2(20) — —
[40 rnds]

2 Medium Laser A 6 1(10)— — —

Cargo:

Bay 1: Mech - 12 units (1 door)
Bay 2: Mech - 12 units (1 door)
Bay 3: Mech - 12 units (1 door)
Bay 4: Cargo Space - 704 tons (1 door)

Left Damage
Threshold
[Total Armor)

19 (182)

0000000000000 000000DPO00000000000

00000000000000000000000000OOVVOO000000O0000000F000000000000000DO00000000000
0000000000000 0000000000000000O00000000OO0000000000000000000000DOO00000000000

000000
00000
Q0000
Q0000

CATATIST

0000000000000000000000!
00000000000000000

0Q0000000000000000000
00000000000000000000
0000000000000000000
0000000000000000000
0000000000000000000

00000
Q0000
DO000
OO000
OO000
DOO000
OO000
OO000
DOO000
OO000
OO000
DO000
OO000
OO000
DOO000
OO000

o]

o]

o]

o]

o]

o]

o]

o]

o]

o]

ARMOR DIAGRAM

Standard Scale

Nose Damage
Threshold
[Total Armor)
21 [205)

Right Damage
Threshold
[Total Armor

19 (182)

0000000000000000

000

0000000000000
00000000

000000000
00000000
00000000
00000000

o]
000!
000!
000

T JOO00O
O00Q00000000OO0000O0O0O0O000000000

000
O00000000O00O00000O00O0O0000CO0000O0O0COOO0OO0000000Q0000000000000000000000000000

00000000000000000000000000000000000000O0000000T00000000

Aft Damage

\ BV: 4802 Fuel:4500 Threshold
/ game Plabs (Total Armor)
16 (151)
, (CRITCAL DAVIAGE St
CREW DATA \ (" CRTICAL DAMAGE
Gunnery Skill: ___ Piloting Skill: __ | | Avionics
HitsTaken | 1| 2| 3| 4| 5| 6 FCS
Modifier |+1| +2| +3| +4| +5|incp.
Crew: o9 Marknes: o Sensors K-F Boom @
Passengers: ( Docking
Other: 72 Battle Armor: O Thrusters Collar E]
\,  Life Boats/Escape Pods: 9/4 /
/4 \
VELOCITY RECORD \
Turn # 1 2 3 4 5 6 7 8 9 10
Thrust
Velocity
Effective Velocity \
Al ( HEAT DATA N
Turn # 11 2 13 1 5 P 17 18 19 20 Heat Sinks: Heat Generation Per Arc
Thrust ;09 (109) Nose: 27 Aft: 12
Velocity ingle
Effective Velocity Fore-Left: 32 Aft-left: 17
Altitude Fore-Right: 32 Aft-Right: 17
\ /7 N\ /

® 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



11 1LETETH

SPHEROID DROPSHIP RECORD SHEET

{ DROPSHIP DATA )

Type: Dictator ([Command)
Name:
Thrust:
Safe Thrust: 3
Maximum Thrust: 5

Tonnage:

Era:

9,000

Tech Base: Inner Sphere

(Intro)
Star League

Standard Scale

Bay Loc Ht

2 LRM20 N 12
[48 rnds]

3 AC/10 N 9
[B0 rnds]

2 Medium Laser N 6

2 LRM20 FL/FR 12
[48 rnds]

2 AC/10 FL/FR 6
[30 rnds]

1 Large Laser FL/FR 14

2 Medium Laser FL/FR

1 AC/10 AL/AR 3
[30 rnds]

2 Medium Laser AL/AR B

2 SRM6 AL/AR 8
[B0 rnds]

2 AC/10 A 6
[40 rnds]

2 Medium Laser A 6

Cargo:

Bay 1: Mech - 12 units (1 door)

Bay 2: Mech - 12 units (1 door)

Bay 3: Heavy Vehicle Bay- 18 units (1 door)
Bay 4: Cargo Space - 704 tons (1 door)

Weapons & Equipment Inventory

(1-6) (7-12) (13-20) (21-25)
SRV MRV LRV ERV
2(24)2 (24) 2(24)—
3(30)3(30) — —

1(10)—
2 (24)2 (24)

2(@0R R0 — —
2118)1(8) — —
101001 (10) — —

1(10)— - -
2[16)— - -

2(@0)2@0) — —
1(10)}—

Left Damage
Threshold
[Total Armor)

19 (182)

0000000000000 000000DPO00000000000

00000000000000000000000000OOVVOO000000O0000000F000000000000000DO00000000000
0000000000000 0000000000000000O00000000OO0000000000000000000000DOO00000000000

000000
00000
Q0000
Q0000

CATATIST

0000000000000000000000!
00000000000000000

0Q0000000000000000000
00000000000000000000
0000000000000000000
0000000000000000000
0000000000000000000

00000
Q0000
DO000
OO000
OO000
DOO000
OO000
OO000
DOO000
OO000
OO000
DO000
OO000
OO000
DOO000
OO000

o]

o]

o]

o]

o]

o]

o]

o]

o]

o]

ARMOR DIAGRAM

Standard Scale

Nose Damage
Threshold
[Total Armor)
21 [205)

Right Damage
Threshold
[Total Armor

19 (182)

0000000000000000

000

0000000000000
00000000

000000000
00000000
00000000
00000000

o]
000!
000!
000

T JOO00O
O00Q00000000OO0000O0O0O0O000000000

000
O00000000O00O00000O00O0O0000CO0000O0O0COOO0OO0000000Q0000000000000000000000000000

00000000000000000000000000000000000000O0000000T00000000

Aft Damage

\ BV: 4802 Fuel:4500 Threshold
/ game Plabs (Total Armor)
16 (151)
, (CRITCAL DAVIAGE St
CREW DATA \ (" CRTICAL DAMAGE
Gunnery Skill: ___ Piloting Skill: __ | | Avionics
HitsTaken | 1| 2| 3| 4| 5| 6 FCS
Modifier |+1| +2| +3| +4| +5|incp.
Crew: o9 Marknes: o Sensors K-F Boom @
Passengers: ( Docking
Other: 192 Battle Armor: O Thrusters Collar E]
\,  Life Boats/Escape Pods: 9/4 /
/s \
VELOCITY RECORD \
Turn # 1 2 3 4 5 6 7 8 9 10
Thrust
Velocity
Effective Velocity \
Al ( HEAT DATA N
Turn # 11 2 13 1 5 P 17 18 19 20 Heat Sinks: Heat Generation Per Arc
Thrust ;09 (109) Nose: 27 Aft: 12
Velocity ingle
Effective Velocity Fore-Left: 32 Aft-left: 17
Altitude Fore-Right: 32 Aft-Right: 17
\ /7 N\ /

® 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



11 1LETETH

SPHEROID DROPSHIP RECORD SHEET

{ DROPSHIP DATA )

Type: Model 96 "Elephant" 2600
Name:
Thrust:

Safe Thrust: 5

Maximum Thrust: 8

Tonnage:

Era:

15,000

Tech Base: Inner Sphere

[Advanced)
Star League

Weapons & Equipment Inventory

Standard Scale

Naval Tug Adaptor

Cargo:

Bay 1: Mech - 12 units (2 doors)

Bay 2: Small Craft - 4 units (2 doors)

Bay 3: Heavy Vehicle Bay- 8 units (2 doors)
Bay 4: Infantry Bay - 24 tons (1 door)

Bay 5: Cargo Space - 2,528 tons (1 door)

(1-6) (7-12) (13-20) (21-25)
MRV ERV

Bay Loc Ht SRV LRV
4 PPC N 40 4(40)4(40) — —
2 (Gauss Rifle N 2 3(30)3(30) 3(30)—
[48 rnds]
1 LRM10w/Artemis VFCS N 4 118 118 18 —
[24 rnds]
1 ERLarge Laser N 18 2((18)1(8) 1(8) —
2 Medium Laser N
2 PPC FL/FR 20 2(20)2(20) — —
2 (Gauss Rifle FL/FR 2 3(30)3(30) 3(30)—
[48 rnds]
1 LRM10w/Artemis VFCS FL/FR 4 1(8) 1(8) 1(8) —
[24 rnds]
1 ERLarge Laser FL/FR 18 2(18)1(8) 1(8) —
2 Medium Laser FL/FR
2 PPC AL/AR 20 2(20)2(20) — —
2 (Gauss Rifle AL/AR 2 3(30)3(30) 3(30)—
[48 rnds]
2 ERLarge Laser AL/AR 30 3(26)2(16) 2(16)—
2 Medium Laser AL/AR
1 LRAM 10 w/Artemis IVFCS A 4 1(8) 118 18 —
[24 rnds]
4  ER Large Laser A 54 4(42)3(32) 3(32)—
2 Medium Laser A
Notes:

\ BV: 10,750 Fuel: 21,000

Left Damage
Threshold

0
lo}
0
0
lo}
0
Q
(Total Armor) 99000 8
33 (325 00000 0
( ) 00000 0
00000 0
00000 lo}
00000f| 00000000000
00000)| 000000000000000000000000000000
00000 000000000000000000000000000000 lo}
00000 000000000000000000000000000000 0
00000 900000000000000000000000000000 le}
00000 000000000000000000000000000000 lo}
00000) 000000000000000000000000000000 0
00000 000000000000000000000000000000 0
o] 000000000000000000000000000000 lo}
o] 000000000000000000000000000000 l¢}
000000000000000000000000000000
000000000000000000000000000000
000000000000000000000000000000

0000000000
0000000000
0000000000
0000000000
0000000000
0000000000
0000000000
0000000000
0000000000

CATATIST

game Plabs

(CREW DATA S

000000000000000000000Q.
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
0000000000 0000000
000000000000000000000
000000000000000000000

Nose Damage
Threshold
[Total Armor)
38(371)

Standard

000000000000000000000000000000O0000000000000000Q0000000000000000000000000000
000000000000000000000000000000O0000000000000000Q00000000D0000000000000000000
00000000000000000000000000POOOO000000000000000A00000000D0000000000000000000
OOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOSSOOOOOOOOOOOOOSO

Aft Dal

28 (

ARMOR DIAGRAM

Scale

Right Damage
Threshold
[Total Armor

33 (325)

mage

Threshold
(Total Armor)

279)

( CRITICAL DAMAGE N

Gunnery Skill: Piloting Skill: Avionics 5 Gear
HitsTaken | 1| 2 3| 4| 5| 6 FCS @ I;Le _—
Moadifier |+1] +2| +3| +4| +5|incp. g
Crew: a4 Marines: o5 Sensors K-F Boom @
Passengers: Docking
Other: 192  Battle Armor: O Thrusters Collar E]
\ Life Boats/Escape Pods: 2/10 / Left @
( VELOCITY RECORD )
\| = 0EEE
Turn # 1 2 3 4 5 6 7 8 9 10
Thrust Engine E]
Velocity \
Effective Velocity \\ /
Aiude ¢ HEAT DATA X
Turn # 11 12 13 14 15 16 17 18 19 20 Heat Sinks: Heat Generation Per Arc
Thrust 200 [400) Nose: 64 Aft: 58
i Double
Velocity Fore-Left: 44 Aft-Left: 52
Effective Velocity i '
Altitude Fore-Right: 44 Aft-Right: 52
\ /7 \ /

© 2012 The Topps Company, Inc. Classic BattleTech, ‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



11 1LETETH

SPHEROID DROPSHIP RECORD SHEET

{ DROPSHIP DATA )

Type: Model 96 "Elephant" 2755
Name:
Thrust:

Safe Thrust: 5

Maximum Thrust: 8

Tonnage:

Era:

15,000

Tech Base: Inner Sphere

[Advanced)
Star League

Weapons & Equipment Inventory

Standard Scale

Naval Tug Adaptor

Cargo:

Bay 1: Mech - 12 units (2 doors)

Bay 2: Small Craft - 4 units (2 doors)

Bay 3: Heavy Vehicle Bay- 8 units (2 doors)
Bay 4: Infantry Bay - 24 tons (1 door)

Bay 5: Cargo Space - 2,528 tons (1 door)

(1-6) (7-12) (13-20) (21-25)
MRV ERV

Bay Loc Ht SRV LRV
4 ERPPC N 60 4(40)4 (40) 4(40)—
2 (Gauss Rifle N 2 3(30)3(30) 3(30)—
[48 rnds]
1 LRM10w/Artemis VFCS N 4 118 118 18 —
[24 rnds]
1 ERLarge Laser N 18 2((18)1(8) 1(8) —
2 Medium Laser N
2 ERPPC FL/FR 30 2(20)2(20) 2 (20)—
2 (Gauss Rifle FL/FR 2 3(30)3(30) 3(30)—
[48 rnds]
1 LRM10w/Artemis VFCS FL/FR 4 1(8) 1(8) 1(8) —
[24 rnds]
1 ERLarge Laser FL/FR 18 2(18)1(8) 1(8) —
2 Medium Laser FL/FR
2 ERPPC AL/AR 30 2(20)2(20) 2 (20)—
2 (Gauss Rifle AL/AR 2 3(30)3(30) 3(30)—
[48 rnds]
2 ERLarge Laser AL/AR 30 3(26)2(16) 2(16)—
2 Medium Laser AL/AR
1 LRAM 10 w/Artemis IVFCS A 4 1(8) 118 18 —
[24 rnds]
4  ER Large Laser A 54 4(42)3(32) 3(32)—
2 Medium Laser A
Notes:

\ BV: 11,331 Fuel: 21,000

Left Damage
Threshold

0
lo}
0
0
lo}
0
Q
(Total Armor) 99000 8
33 (325 00000 0
( ) 00000 0
00000 0
00000 lo}
00000f| 00000000000
00000)| 000000000000000000000000000000
00000 000000000000000000000000000000 lo}
00000 000000000000000000000000000000 0
00000 900000000000000000000000000000 le}
00000 000000000000000000000000000000 lo}
00000) 000000000000000000000000000000 0
00000 000000000000000000000000000000 0
o] 000000000000000000000000000000 lo}
o] 000000000000000000000000000000 l¢}
000000000000000000000000000000
000000000000000000000000000000
000000000000000000000000000000

0000000000
0000000000
0000000000
0000000000
0000000000
0000000000
0000000000
0000000000
0000000000

CATATIST

game Plabs

(CREW DATA S

000000000000000000000Q.
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
0000000000 0000000
000000000000000000000
000000000000000000000

Nose Damage
Threshold
[Total Armor)
38(371)

Standard

000000000000000000000000000000O0000000000000000Q0000000000000000000000000000
000000000000000000000000000000O0000000000000000Q00000000D0000000000000000000
00000000000000000000000000POOOO000000000000000A00000000D0000000000000000000
OOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOSSOOOOOOOOOOOOOSO

Aft Dal

28 (

ARMOR DIAGRAM

Scale

Right Damage
Threshold
[Total Armor

33 (325)

mage

Threshold
(Total Armor)

279)

( CRITICAL DAMAGE N

Gunnery Skill: Piloting Skill: Avionics 5 Gear
HitsTaken | 1| 2 3| 4| 5| 6 FCS @ I;Le _—
Moadifier |+1] +2| +3| +4| +5|incp. g
Crew: a4 Marines: o5 Sensors K-F Boom @
Passengers: Docking
Other: 192  Battle Armor: O Thrusters Collar E]
\ Life Boats/Escape Pods: 2/10 / Left @
( VELOCITY RECORD )
\| = 0EEE
Turn # 1 2 3 4 5 6 7 8 9 10
Thrust Engine E]
Velocity \
Effective Velocity \\ /
Aiude ¢ HEAT DATA X
Turn # 11 12 13 14 15 16 17 18 19 20 Heat Sinks: Heat Generation Per Arc
Thrust 200 [400) Nose: 84 Aft: 58
i Double
Velocity Fore-Left: 54 Aft-Left: B2
Effective Velocity i '
Altitude Fore-Right: 54 Aft-Right: 62
\ /7 \ /

© 2012 The Topps Company, Inc. Classic BattleTech, ‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



BNATTILETETH

SPHEROID DROPSHIP RECORD SHEET

{ DROPSHIP DATA )

Type: Colossus 2660

Name: Tonnage: 20,000
Thrust: Tech Base: Inner Sphere
. [Advanced)
Bele etk 3 Era: Star League

Maximum Thrust: 5

Weapons & Equipment Inventory

Standard Scale (1-8) (7-12) (13-20) (21-25)
Bay Loc Ht SRV MRV LRV ERV

2 Arrow IV N 20 — - - -
[15 rnds]

2 PPC N 20 2(20)2(20) — —

2 Gauss Rifle N 2 3(30)3(30) 3(30)—
[48 rnds]

1 ER Large Laser N 24 3(28)1(8) 1(8) —

4 Medium Laser N

1 PPC FL/FR 10 1(10)1(10) — -
2 LRM20w/Artemis IVFCS FL/FR 12 3(32)3 (32) 3(32)—
[48 rnds]
1 ERLarge Laser FL/FR 24 3(28)1(8) 1(8) —
4 Medium Laser FL/FR
1 PPC AL/AR 10 1(10)1(10) — -
2 LRM20w/Artemis IVFCS AL/AR 12 3(32)3 (32) 3(32)—
[48 rnds]
1 ERLarge Laser AL/AR 24 3(28)1(8) 1(8) —
4 Medium Laser AL/AR
2 ERLarge Laser A 36 4(36)2(16) 2(16)—
4  Medium Laser A
Cargo:

Bay 1: Mech - 36 units (4 doors)

Bay 2: Heavy Vehicle Bay- 72 units (2 doors)
Bay 3: Infantry Bay - 72 tons (2 doors)

Bay 4: Cargo Space - 1,040.50 tons (1 door)

BV: 7,084 Fuel: 7,500
W /

Left Damage
Threshold
[Total Armor)

23 (221)

000000000
000000000
000000000
000000000
000000000

000

00000000
00000000
00000000
00000000
0000000
00000000
00000000

0000000000000 000000000O00000000000O0000000J000000000000000O000000000000

00000000000000000000000000OOVOO000000O0000000T000000000000000DO00000000000
0000000000000 0000000000000000O0000000OO0000000000000000000000DOO00000000000

CATATIST

game Plabs

(CREW DATA S

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

Moadifier |+1] +2| +3| +4| +5|incp.

Crew: 55 Marines: 0
Passengers:
Other: 984 Battle Armor: O

\, Life Boats/Escape Pods: 4,/25 /

( VELOCITY RECORD ) \
Turn # 1 2 3 4 5 5 7 8 9 10
Thrust
Velocity
Effective Velocity
Aiude { HEAT DATA ) X
Turn # 11 12 13 14 15 16 17 18 19 20 Heat Sinks: Heat Generation Per Arc
Thrust 2.55 (255) Nose: 66 Aft: 36
Velocity Single
Effective Velocity Fore-Left: 46 Aft-Left: 46
Altitude Fore-Right: 46 Aft-Right: 46

N\ /7 N\ /

Nose Damage ARMOR DIAGRAM

Threshold
(Total Armor) Standard Scale

26 (252)

Right Damage
Threshold

0000000000000000

0000

0000000000000000000000
0000000000000000000000
0000000000000000000000
0000000000000000000000
0000000000000000000000
0000000000000000000000
0000000000000000000000
0000000000000000000000

000
O00000000000000000000000000000O0000000000000000Q0000000000000000000000000000
0000000000000 O00000O00O0GOOOO0OOO00O00O0OO0O0O0OGO00000000OO000000000000000000

00000000000000000000000000000000000000O0000000T000000O0

Aft Damage

Threshold
(Total Armor)
20 (192)
( CRITICAL DAMAGE N
Avionics
FCS
Sensors K-F Boom @
Thrusters gglcl:::.ng E]

® 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



11 1LETETH

SPHEROID DROPSHIP RECORD SHEET

{ DROPSHIP DATA )

Type: Colossus 2760
Name:
Thrust:
Safe Thrust: 3
Maximum Thrust: 5

Tonnage:

Era:

20,000
Tech Base: Inner Sphere

[Advanced)

Star League

Standard Scale

Bay Loc Ht
2 Arrow IV N 20
[15 rnds]
2 ERPPC N 30
2 Gauss Rifle N 2
[48 rnds]
1 ER Large Laser N 24
4 Medium Laser N
1 ERPPC FL/FR 15
2 LRM 20 w/Artemis IV FCS FL/FR 12
[48 rnds]
1 ER Large Laser FL/FR 24
4 Medium Laser FL/FR
1 ERPPC AL/AR 15
2 LRM 20 w/Artemis IV FCS AL/AR 12
[48 rnds]
1 ER Large Laser AL/AR 24
4 Medium Laser AL/AR
2 ERLarge Laser A 36
4  Medium Laser A

Cargo:
Bay 1: Mech - 36 units (4 doors)

Bay 3: Infantry Bay - 72 tons (2 doors)

Bay 2: Heavy Vehicle Bay- 72 units (2 doors)

Weapons & Equipment Inventory

(1-6) (7-12) (13-20) (21-25)

SRV MRV

2 (20)2 (20)
3(30)3 (30)

3(28)1 (8)

1(10)1 (10)
3(32)3 (32)

3(28)1 (8)

1(10)1 (10)
3(32)3 (32)

3(28)1 (8)
4(36)2 (16)

Bay 4: Cargo Space - 1,040.50 tons (1 door)

LRV ERV

2 (20)—
3(30)—

1(8) —

1(10)—
3(32)—

18 -

1(10)—
3(32)—

(8 —
2(16)—

Left Damage
Threshold
[Total Armor)

23 (221)

000000000
000000000
000000000
000000000
000000000

000

00000000
00000000
00000000
00000000
0000000
00000000
00000000

0000000000000 000000000O00000000000O0000000J000000000000000O000000000000

00000000000000000000000000OOVOO000000O0000000T000000000000000DO00000000000
0000000000000 0000000000000000O0000000OO0000000000000000000000DOO00000000000

CATATIST

ARMOR DIAGRAM

Standard Scale

Nose Damage
Threshold
[Total Armor)
26 [252)

Right Damage
Threshold

0000000000000000

0000

0000000000000000000000
0000000000000000000000
0000000000000000000000
0000000000000000000000
0000000000000000000000
0000000000000000000000
0000000000000000000000
0000000000000000000000

000
O00000000000000000000000000000O0000000000000000Q0000000000000000000000000000
0000000000000 O00000O00O0GOOOO0OOO00O00O0OO0O0O0OGO00000000OO000000000000000000

00000000000000000000000000000000000000O0000000T000000O0

Aft Damage

\ BV: 7,296 Fuel: 7,500 Threshold
/ game Plabs (Total Armor)
20 (192)
, (CRITCAL DAVIAGE St
CREW DATA \ (" CRTICAL DAMAGE
Gunnery Skill: ___ Piloting Skill: __ | | Avionics
HitsTaken | 1| 2| 3| 4| 5| 6 FCS
Modifier |+1| +2| +3| +4| +5|incp.
Crew: 55 Marknes: o Sensors K-F Boom @
Passengers: ( Docking
Other: 984  Battle Armor: O Thrusters Collar E]
\, Life Boats/Escape Pods: 4,/25 /
/; \\
VELOCITY RECORD \
Turn # 1 2 3 4 5 6 7 8 9 10
Thrust
Velocity
Effective Velocity \
Al ( HEAT DATA N
Turn # 11 2 13 14 15 26 17 18 19 20 Heat Sinks: Heat Generation Per Arc
Thrust 255 (255) Nose: 76 Aft: 36
Velocity ingle
Effective Velocity Fore-Left: 51 Aft-Left: 51
Altitude Fore-Right: 51 Aft-Right: 51
\ /7 N\ /

® 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.
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ARMOR DIAGRAM

BATTILETECH

{VEHICLE DATA ) ( CREW DATA ¥

GROUND VEHICLE RECORD SHEET

Type: Sabaku Kaze Heavy Scout Hover Tank Crew:
Movement Points: Tonnage: 50 Gunnery Skill: Driving Skill:
Crws.ing: 3 Tech Base: Irlmter Sphere Commander Hi1: Driver Hit
Flank: 14 Era: ép FEIJ_] Modifier to all Skill rolls Modifier to Driving
Movement Type: Hover ra: ar League Skill rolls
Engine Type: Fusion Engine Y/ \ (27)
9
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE g
Gty Type Loc Dmg Min Sht Med Lng | | TurretLocked (J EngineHit (OJ | &
1 SRM4 FR [El\éll\(/:llsé] - 3 6 9 Sensor Hits @ 8
1 SAM4 AR gve -3 8 9 Motive System Hits g
4 Medium Laser T 5ME —3 6 9 et . g
2 Small Laser T 3D -1 2 3 Front D Left [:] Right l:]

Ammo: (SBM 4] 25

Rear C] Turret D

/

Rear Armor
(20)

\ BV: 997 /
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\

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

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

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B B ]

2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls

3 Frontt Reart Side t 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )

5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls

7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.

9 Left Sidet Right Side f Reart Attack Direction Modifier: Vehicle Type Modifiers:

10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3

WIGE +4

has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced
to O, it cannot move for the rest of the game, but is not considered an immobile target. In

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

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

/

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

addition, all motive system damage takes effect at the end of the phase in which the damage

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

/

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as \WWeapon Destroyed.
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/ \ /4
VEHICLE DATA CREW DATA \_\
Type: Daimyo HA 67K Crew:
Movement Points: Tonnage: 50 Gunnery Skill: Driving Skill:
Crws.ing: ° T;d_.' Base: ISerer Sphe\;‘\;a Commander Hi1: Driver Hit
Flank: 8 ra: uccession Wars Mocfiar to il Skill ralls Modifier to Driving -
Movement Type: \\Wheeled Skill rolls 2
: =
Engine Type: Fusion Engine / (22) rmr
e =%
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE N g &
Gty Type Loc Dmg Min Sht Med Lng | | TurretLocked (J EngineHit (OJ | & lg
1 Communications Equipment (7 ton) BD [E] - - - -_ : ]
1 Large Laser T B8[E — 5 10 15 Sensor:Hits k1EkaE3d(0) = =]
4 Machine Gun 2 -1 3 Motive System Hits @ 5o
[DB.AI] = £ (22)
Stabilizers @
Infantry Compartment (4 tons) Front Left Right D =
Rear C] Turret D y

\

{ GROUND COMBAT VEHICLE HIT LOCATION TABLE

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

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

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

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

/

4 TIVE SYSTEM DAMAGE TABLE )

/

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as \WWeapon Destroyed.
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Ammo: (Machine Gun] 100

\ BV: 620
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ARMOR DIAGRAM

Front Armor

Rear Armor
(15)

/, \ /4
VEHICLE DATA CREW DATA Jummmmn
Type: Daimyo HA 67-K2 Crew:
Movement Points: Tonnage: 50 Gunnery Skill: ____ Driving Skill: ___
Cruising: 5 Tech Base: Inner Sphere " . 0
. - Commander H|1: Driver Hit
Flank: 8 e Giliar Modifier to all Skill rolls Modifier to Driving N
Movement Type: \\Wheeled Skill rolls 2
; ¥
Engine Type: Fusion Engine / (22) "m'
\ C 0
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE g &
@ty Type Loc Dmg Min Sht Med Lng | | TurretLocked (J EngineHit (OJ | & 13’
| eamegmee e 83 B oZ g g g | | sensertiee (takdle) | ¢ g
_ [DBAI] Motive System Hits 0 (22)
1 Machine Gun LS [DEB Al - 2 3 Stabilizers %
2 Light PPC T 5[DE 3 6 12 18 Front Left Right l:] =
T t
Infantry Compartment (4 tons) il C] urre D V.
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{ GROUND COMBAT VEHICLE HIT LOCATION TABLE

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

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

\

/

4 TIVE SYSTEM DAMAGE TABLE )

2D6 Roll EFFECT*

2-5 No effect

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

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

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

+3 modifier to all Driving Skill Rolls

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

Vehicle is immobile.

Attack Direction Modifier: Vehicle Type Modifiers:

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

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

has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced

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

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

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

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

/

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as \WWeapon Destroyed.
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/] \ /4
VEHICLE DATA CREW DATA JummmnN
Type: Daimyo HA 67-NC Crew:
Movement Points: Tonnage: 50 Gunnery Skill: ____ Driving Skill: ___
Crws.ing: B Tech Base: Irlmter Sphere Commander Hi1: Driver Hit
Flank: 8 Era: én o) ion Wi Modifier to all Skill rolls Modifier to Driving Do
Movement Type: \Wheeled ra: uccession \Wars Skill ralls E-
: ¥
Engine Type: Fusion Engine / (22) "m'
\ 3 0
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE g &
@ty Type Loc Dmg Min Sht Med Lng | | TurretLocked (J EngineHit (OJ | & 13’
pRvi S O | B LEA) | 8 ¢
[DBAI] Motive System Hits 0 (22)
Infantry Compartment (3 tons) Sabilizers %
y=ome Front Left rRghe OJ | -
Rear C] Turret D y

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

\

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

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

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

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

/

/

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

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off
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VEHICLE DATA CREW DATA JummmnN
Type: Daimyo HQ 67-R Crew:
Movement Points: Tonnage: 50 Gunnery Skill: ____ Driving Skill: ___
Crws.ing: 5 T;d_.' Base: Tﬂeg Sphere Commander Hi1: Driver Hit
Flank: 8 ra: ina Modifier to all Skill rolls Modifier to Driving N
Movement Type: \\Wheeled Skill rolls 2
s =
Engine Type: Fusion Engine / (22) "m'
\ 3 <)
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE g &
@ty Type Loc Dmg Min Sht Med Lng | | TurretLocked (J EngineHit (OJ | & 13’
1 Communications Equipment (7 ton) BD [E] - - - - i (V]
2 Rocket Launcher 10 FR 1/Ms — 5 11 18 e (EEE) | 8 S
(MC] Motive System Hits 0
1 Rocket Launcher 10 RR 1/Msl — 5 11 18 Stabilizers 4
M, _ @
1 Plasma Rifle 10 — 5 10 15 Front (] Let ([O) Right (J
[DEH,AI Rear D Turret D 4
Infantry Compartment (3 tons)

Rear Armor

Ammo: [Plasma Rifle] 10 [1 5] 4 '[
\ BV: 749 / game Diabs
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ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B B )
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modlﬁen_" ;o all Driving Skl!|ARD||S
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 madifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 maodifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls madifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 182 in Total Warfare for more information). a +1 modifier; that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced
1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

\ /7 \ /

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
\ **|f Combat Vehicle carries no ammunition, treat this result as \WWeapon Destroyed. /
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Head (9)

Left Torso Right Torso

/4 \ /4 \ W
'MECH DATA WARRIOR DATA
Type: Gladiator GLD-2R Name:
Movement Points: Tonnage: 55 Gunnery Skill: __ Piloting Skill: __
Walking: 5 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
Running: 8 (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser RA 8 8 [DE] - 5 10 15
2 Medium Laser LA 3 5 [DE] - 3 6 9 Left Arm Right Arm
(18) (18)
Left Right
Leg Leg
(26) (28)
Rear(9)
Left Right
\ BV: 1,184 Torso Rear Torso Rear
\ / (6) (B)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (13] Right Torso (13)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
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_[Large Laser 28*
6. Medium Laser 6.l Large Laser 27
1. Roll Again CenteP_TOPSO 1. Roll Again Left Right 26*
2. Roll Again ; i“s!m‘ E"gfne 2. Roll Again Arm A [25%
3. Roll Again . rusion Engine 3. Rall Again (9] (9) -
4-6 4 Roiagsin 1-g 3. FusionEngine 4-6 4 R again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro _ ) tee: RLight 50"
Left Torso 2. Fusion Engine Right Torso 13 3 197
3. Fusion Engine (13) (15)
1. Heat Sink 4-6 4. Fusion Engine 1. Heat Sink 18*
2. Rall Again 5. Heat Sink 2. Roll Again 17
3. Roall Again G . 3. Roll Again
- . Rall A -
1-33 Roll Again o Agamn 1-3%, Roll Again 16
5. Roll Again - - 5. Roll Again 15*
6. Roll Again Engine H!ts 000 6. Roll Again 19 (19) 14"
1. Roll Again Gyro Hits O O 1. Rol Again Lo s ourects Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. 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 QO —
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 00
B. Rall Again 6. Roll Again 23 AmmoExp. avoidon 6+ QO 8
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points [e]o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ Q0 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q0 =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points Q0 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 00
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Heat Sink Damage Transfer D HeatSink 8  +1 Modifier to Fire =
6. Heat Sink Diagram 6. Heat Sink 5 -1 Movement Points 1
\ J /7 \ /[

© 2012 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.
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T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/4 \ /4 \ W
'MECH DATA WARRIOR DATA
Type: Gladiator GLD-3R Name:
Movement Points: Tonnage: 55 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 5 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 8 (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Jumping: 5 Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM 10 RT 4 1/Msl 6 7 14 21
[M,C,S]
1 LRM 10 LT 4 1,/Msl 6 7 14 21
[MC,S]
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 Medium Laser LA 3 5 [DE] - 3 6 9
Left Right
\ BV: 1,282 Torso Rear Torso Rear
\ / (3) (3)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (13] Right Torso (13)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. Medium Laser 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cer.lter'.TOPSO 1. Roll Again Left Right | 26*
2. Roll Again ; £“5!°“ E"gfne 2. Roll Again Arm Arm [ B5%
3. Roll Again - Fusion Engine 3. Roll Again (9) (9) -
4-6 4 Roiagsin 1-g 3. FusionEngine 4-6 4 R ngain 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro teft Right 50"
Left Torso o e Right Torso (3) S K
1. Heat Sink 4-6 4: Fusion Engine 1. Jump Jet 18*
.3 o _Jump Jet 6. Roll Agai - [
1-3 4-[LRM 10 onfgan 1-32 | lam10 16
5.LLRM 10 - - 5. Ammo (LRM 10} 12 15*
6. Ammo (LRM 10) 12 Engine H!ts 000 6. Roll Again 12 (12) 147
1. Rol Again Gyro Hits O O 1. Rol Again Lo s ourects Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 00 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 10"
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire ole)
B. Roll Again 6. Roll 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 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ Q)
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Rol Again Damage Transfer D ol Again 8 +1 Modifier to Fire 2
6. Roll Again i 6. Roll Again 5 -1 Movement Points 1
\ iagram PAN /s

© 2012 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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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Gladiator GLD-4R Name:
Movement Points: Tonnage: 55 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 5 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 8 (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Jumping: 5 Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPC RA 10 10[DE] 3 6 12 18
1 SRMB RA 4 2/Ms — 3 6 8
[MC.S]
2 Medium Laser LA 3 5 [DE] - 3 6 9
Left Right
\ BV: 1,291 Torso Rear Torso Rear
\ / (3) (3)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (13] Right Torso (13)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5.[ PPC 28"
6. Medium Laser 6.| PPC
c T —
1. Rol Again enter lorso 1.Lerc Lefe Rght |26
2. Roll Again ; i“s!m‘ E"gfne 2.[SRMS Arm Arm [ B5%
3. Roll Again . rusion Engine 3.LsRmB (9) (9) -
46, g Again 1-g 3. FusionEngine 464 rui Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro teft Right 50"
Left Torso o e Right Torso (3) S K
1. Jump Jet 4-6 4: Fusion Engine 1. Heat S?nk 18*
3 e M &) 18 2. dump Jet 3 o L L
. . mmo E Roll Agai . . ump Je
1 3 4. Roll Again o Agamn 1 3 4. Jump Jet 16
5. Roll Again N . 5. Roll Again 15*
6. Roll Again Engine H!ts 000 6. Roll Again 13 (13) 14"
1. Roll Again Gyro H!ts 00 1. Roll Again Lg’g'* Shut dDVE:fECtS Single 13*
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. 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 Q0 o
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 00
B. Rall Again 6. Roll Again 23 AmmoExp. avoidon 6+ QO 8
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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Roll Again Damage Transfer 5. Roll Again 8  +1 Modifier to Fire 2
6. Roll Again Diagram 6. Roll Again 5 -1 Movement Points 1
\, / \ / o
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TILETIEE

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

-l

’'MECH RECORD SHEET

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Gladiator GLD-5R Name:
Movement Points: Tonnage: 55 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
Jumping: 6 /
Weapons & Equipment Inventory  (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
M?,\IC/IL ° AT 3 [M v S] 6 7 14 21 i
SAM me 84 4§ LefthBrm R'ghﬁ grm
wy/Artemis IV FCS ("8 (18)
1 C° Slave LT — [E] - - - =
1 Guardian ECM Suite LT — [E] - - - B
1 Snub-Nose PPC RA 10 1068/5 - 9 13 15
[DEV]
2 ER Medium Laser LA 5 5 [DE] - 4 8 12 Left Right
Leg Leg
(26) (26)
Rear(9)
Left Right
\ BV: 1,425 Tor's[céa:iear' Torsicé]Rear
/ \ Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J14
ea
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (13] Right Torso (13)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2 Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1 3 4 Hand Actuator 5. Sensors 1-3 4. Hand Actuator 29
5. | Double Heat Sink 6. Life Support 5.| Double Heat Sink 28*
6. | Double Heat Sink 6.]| Double Heat Sink 27
1. LDouble Heat Sink Center TOI‘_‘SO 1.LDouble Heat Sink Left Right 26*
2. [ Double Heat Sink ; 'I:!QEE i“s!"" E"gfne 2.[ Double Heat Sink A[g]n A[g]n 5%
3. | Double Heat Sink . Light Fusion Engine 3.| Double Heat Sink -
4-6 2 L bouble Heat sink 1-g 3. Haht Fusion Engine 4-6 4| nuble Heat Sink 22
5. ER Medium Laser 4. XLGyro 5.[ Snub-Nose PPC 23
6. ER Medium Laser 5. XLGyro 6.L Snub-Nose PPC 22*
6. XL Gyro 21
1. XLGyro Left Right 20~
. Le L
Left Torso o o Right Torso (13) oy [
1. L?ght Fus?on Eng!ne 4-6 4: Light Fusion Engine 1. L?ghl: Fus?on Eng!ne 18*
2. Egh;lFu:mn Esr_Ig:(ne 5. Light Fusion Engine g IL|gh|: Fuzljn Eng‘;ne 17*
ouble Heat Sinl . . . .| Improved Jump Jet
6. Light Fusion E -
1 3 [Double Heat Sink 9 Hsion Engine 1 3 a4 [Impr‘oved Jump Jet 18
Double Heat Sink N " 5. [ Improved Jump Jet 15%
S [Improved Jump Jet Engine H!tS 000 6.Limproved Jump Jet 13 (26) 147
1. Limproved Jump Jet Gyro H!ts oo 1.TMMLS Leg/oel* St V\I’E:fects Double 155
2. [Improved Jump Jet Sensor Hits O O 2. MML 5 28 AmumDDExp. avoid on 8+ 12
4-6 3. Limproved Jump Jet Life Support O 4-6 3.LMML 5 26 Shutdown, avoid on 10+ 11
4. [ Guardian ECM Suite 4. Artemis IV FCS 25 -5 Movement Points O O
10*
5. LGuardian ECM Suite 5. Ammo (MML 5 LRM Artemis) 24 24  +4 Modifier to Fire 00
6. 3 Slave 6. Ammo (MML 5 SRM Artemis) 20 23 Ammo Exp. avoidon 68+ 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 8 =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 1 8 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. [Impr‘oved Jump Jet Damage Transfer 5_[Impr‘oved Jump Jet 8 +1 Modifier to Fire 2
6. LImproved Jump Jet Diagram 6. LImproved Jump Jet 5 -1 Movement Points 1
\ / \ /s
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ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/
’'MECH RECORD SHEET
/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Gladiator GLD-1R Keller Name:
Movement Points: Tonnage: 55 Gunnery Skill: __ Piloting Skill: __
Walking: 4 Tech Base: Inrjer‘ Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6[8] ) (Experimental) Consciousness#| 3 | 5 | 7 [10] 11 |pead
Jumping: 6 Era: Jihad ~/
Weapons & Equipment Inventory  (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
T AT 3 [N}EAS] 8 7 14 21 i
SAM Md - 8 B 6 LefthBrm R'ghﬁ grm
1 ImprovedCG’ CPU LT — [E] - - - - (18) (18)
1 PPC Capacitor BRA — [E] - - = =
1 Snub-Nose PPC RA 10 1068/5 - 9 13 15
[DEV]
2 ER Medium Laser LA 5 5 [DE] - 4 8 12
Left Right
Leg Leg
(26) (28]
Rear(9)
Left Right
\ BV: 1,557 Torso Rear Torso Rear
\ / (6) (6)
/ \ Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
ea
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (13] Right Torso (13)
1. Shoulder 2. Sensor‘s_ 1. Shoulder
2. Upper Arm Actuator 3. 0O Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. [ Double Heat Sink 6. Life Support 5. Double Heat Sink 28*
6. | Double Heat Sink 6.| Double Heat Sink 27
1. LDouble Heat Sink Center TOI‘_‘SO 1.LDouble Heat Sink Left Right 26*
2. ER Medium Laser 1. Light Fusion Engine 2. [Snub -Nose PPC Arm Arm [25*
4.6 3. ERMedium Laser 2. Light Fusion Engine a- B Snub-Nose PPC (9) (9) oY
"9 4. Roll Again 1-3 3. Light Fusion Engine 4. PPC Capacitor -
5. Roll Again 4. XLGyro 5. Roll Again 23
6. Roll Again 5. XLGyro 6. Roll Again 2%
6. XL Gyro 21
1. XLGyro Left Right =0
. Le L
Left Torso o o Right Torso (13) oy [
1. L?ght Fus?on Eng!ne 4-6 4: Light Fusion Engine 1. L?ght Fus?on Eng!ne 18*
2. Egh;lFu:mn Esr_IgI:ne 5. Light Fusion Engine g Inght Fuzljn Eng‘;ne 17*
ouble Heat Sin . . ; .[ Improved Jump Jet
6. LightF E - [ P P
1 3 [Double Heat Sink & usion Engine 1 3 4. Improved Jump Jet 18
Double Heat Sink N " 5. [ Improved Jump Jet 15%
S [Improved Jump Jet Englne H!tS o0o0o B.Limproved Jump Jet 11 (22) 14*
1. Limproved Jump Jet Gyro H!ts oo 1.TMMLS Leg/oel* ShUthV\I’E:fects Double 155
2. [Improved Jump Jet Sensor Hits O O 2 MML 5 28 Ammo Exp. avoid on 8+ 12
4-6 3. Limproved Jump Jet Life Support O 4-6 MML 5 26 Shutdown, avoid on 10+ 11
4. [Improved c® cPU 4. Ammo (MML 5/LRM) 24 25 -5 Movement Points o]0 T
5. Limproved C* CPU 5. Ammo (MML 5/SRM) 20 24  +4 Moadifier to Fire O
6. supercharger 6. Roll 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 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ Q)
4. Foot Actuator 4. Foot Actuator 1 8 +S Mg\%ﬁﬁgﬁg Il':giﬁ ts O 3
| dJ J | d J J - o N 2
2 Lot demps Domage Transter 2 3 +1 Modter v
\ - Limp p Diagram -Limp! p AN 5 -1 Movement Points y 1
(o]
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T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type:Von Rohrs VON 4RH-5 Name:
Movement Points: Tonnage: 65 Gunnery Skill: __ Piloting Skill: __
Walki_ng: 5 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
Running: 8 (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM 10 LT 4 1/Msl 6 7 14 21
[M,C,S] Right Arm
1 PPC RA 10 10[DE] 3 6 12 18 (13) (13)
1 Flamer LA 2 -1 2 3
[DEH,AI
Left
Leg
(20] Torso
Rear(7)
\ BV: 1,170 Torso Rear Torso Rear
\ / (5) (5]
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Bl 1 s , Pight Arm T
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1-3 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator o o
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator N o 29
5. Flamer 6. Life Support 5. PPC g CO> 55"
6. Roll Again 6.| PPC o ) 27
: Center Torso
1. Roll Again . . 1.LPPC Left o © Right 26*
2. Roll Again 1. Fusion Engine 2. Roll Again Arm 3 © °l aArm 357
4. 3 PolAgan 2. Fusion Engine 4.g 3 FolAgan (10) g g (10) =z
“© 4. Roll Again 1-g 3. FusionEngine O 4. Roll Again .
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
2. Fusion Engine H Leg Leg -
Left Torso 5 Fugion Encine Right Torso (15) (18) 19
1. [LFIM 10 4-6 4 Fusion Engine 1. Heat Sink 18
2.LLRM 10 5. Rall Again 2. Heat Sink 17
3. Ammo (LRM 10) 12 E. Roll Again 1-3 3. Roll Again
1-32. fal Again . g ™9 4. Roll Again 16
5. Roll Again N . 5. Roll Again 15*
6. Roll Again Engine Hits O oo 6. Roll Again 15 (15) 147
1. Roll Again Gyro Hits OO 1. Roll Again Level* Effects Single 155
2. Roll Again S.ensor Hits O O 2. Roll Again gg i%?c?\gp 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 QO —
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 00
B. Roll Again 8. Roll Again 23 AmmoExp. avoidon 6+ QO 8
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points @] 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 18 +S Mg\%ﬁﬁgﬁg ;;ﬁts O 3
i i - = y 2
g' 22::23::: Damage Transfer g 22::232:: g +;I I\I\ZIOdlfler‘ to guje >
. i . -1 Movement Points
\ Diagram J \ / =
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T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

Right Arm
(13)

Torso Rear
(5)

Heat

Overflow l

30*
29

28*
27
26

18*
17*
16
15*
14*
13*
12
11
107

("MECH DATA)} (WARRIOR DATA
Type:Von Rohrs VON 4RH-6 Name:
Movement Points: Tonnage: 65 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 5 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 8 (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Era: Star League ~
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 PPC RA 10 10[DE] 3 6 12 18 (13)
1 Flamer LA 2 - 2 3
[DEHAI]
Left
Leg
(20] Torso
Rear(7)
\ BV: 1,146 Torso Rear
\ / (5)
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
¢ . Head
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso (15)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator
1-3 3. Lower Arm Actuator 4, Roll Again 13 3. Lower Arm Actuator o o
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator N o
5. Flamer 6. Life Support 5. PPC g CO>
6. Roll Again 6.| PPC
C T 5 o
1. Roll Again enter lorso 1.Lprc Left | O o1 Right
2. Roll Again ; i“s!m‘ E"gfne 2. Roll Again Am g g Arm
3. Roll Again . Fusion Engine 3. Roall Again (10) (10)
- i i - o 0
4-6 4 Roigain 1-g 3. FusionEngine 4-6 4 R again
5. Roll Again 4. Gyro 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro
1. Gyro Left Right
2. Fusion Engine H Leg Leg
Left Torso 4. 3. Foon Enine nght_. Torso (15) (15)
1. sRma ™Y 4. Fusion Engine 1. Heat Sink
2. SRM4 5. Rall Again 2. Heat Sink
3. Ammo (SRM 4) 25 G Roll Agai 3. Heat Sink
1 34- Roll Again - renAgan 1 34- Roll Again
5. Roll Again - . 5. Roall Again
6. Roll Again Engine H!ts 000 6. Roll Again 16 (16)
1. Roll Again Gyro Hits OO 1. Roll Again Level* Effects Single
2. Roll Again S.ensor Hits O O 2. Roll Again gg i%?c?\gp avoid on 8+
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+
4. Roll Again 4. Roll Again 25 -5 Movement Points QO
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 00
B. Rall Again 6. Roll Again 23 AmmoExp. avoidon 6+ QO
22 Shutdown, avoid on 8+ [e]0)
20 -4 Movement Points [e]o)
. 19 Ammo Exp. avoid on 4+
Left Le M Right Le 18 Shutdown, avoid on 6+ QO
X
1. Hip LYY 1. Hip 17 +3 Modifier to Fire Q
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Paints ©)
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O
5. Roll Again 5. Roll Again 3 1 Modifier to Fi
6. Roll Again Damage Transfer 6. Roll Again 5 j1 Mcc))v;,rlﬁgnl? Péfiﬁts
\ Diagram J \ /

(=1 B M K2 )
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BNATTILETETIH \

FOUR-LEGGED 'MECH RECORD SHEET

(Industrial)

('MECH DATA)

Type: Kiso K-3N-KR4 ConstructionMech

Tech Base: Inner Sphere]

Movement Points: Tonnage:
Walking: 2
Running: 3
Jumping: QO Era:

100

[Advanced]
Star League

WARRIOR DATA

Name:

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

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

Gty Type

2  Cargo Container (10tons) CT ~ — [E]
1 Lift Hoist RT — [E]
1 Pile Driver RT — 10
1 Communications Equipment (3ton) LT~ — [E]
1 Lift Hoist [ - [E]
1 Rock Cutter LT — 5
2 Mounted Searchlight FRL — [E]
2 Mounted Searchlight FLL — [E]
2 Mounted Searchlight{R)RRL  — [E]
2 Mounted Searchlight{R) RLL — [E]

Weapons & Equipment Inventory
Loc Ht Dmg Min Sht Med Lng

(hexes)

N R
NINN N
0000

(22]

ARMOR DIAGRAM

Rear Leg

Head (9)
0000
000
00
00 O
00
0 o
0
0 0
ol ©. o
88 ol % 38 Q
0 [8le oo S
(e]e] [o) O O lo) o)
O J00 00 o
00 0 e} 00
O Joo 00 ¢}
(e]e] 0o o 00
08 00 00 0
0 0 00
08 00 o) 0
e} o) 00
O 0 o) 0
[e]e} 00
0 o) 0
[e]e} 00
0 0
(e]e] 00
0 0
(e]e] 00
o 0

©2012The Topps Company, Inc. Classic BattleTech, BattleTech, ‘Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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Torso

Left Rear Leg Right
Front Leg (32) 32) Front Leg
O O
(32) o° o (32)
O O
(o] O
Left o° o Right
O O
\ BV: 954 Torso Rear 3 o Torso Rear
(14) Q (14)
/ \\ / Center Torso Rear (16)
Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JS0888
Head Left Right  (Gverion)
1. Life Support € Head ight
2. Sensors Torso Torso
3. Command Console 1) 1) 30
Left Front Leg 4. Command Console Right Front Leg =5
1. Hip 5. Sensors 1. Hip 888
2. Upper Leg 8.  Life Support 2. Upper Leg 8 8 8 28
3. LowerLeg 3. Lower Leg 000 27
4. Foot Center‘ TOI"SD 4. Foot 888 Right 26>
5. Mounted Searchlight 1. Fus!on Eng!ne 5. Mounted Searchlight 000 Front Leg [25*
6. Mounted Searchlight 2. Fusion Engine 6. Mounted Searchlight oA
13 3. Fusion Engine 21
4. Gyro 23*
5. Gyro B Do*
Left Torso 6. Gyro Right Torso Right  [—==
1. Heat Sink 1. Gyro 1. Heat Sink Rear Leg =5
2. | Rock Cutter 2. Fusion Engine 2. P?Ie Dr‘?ver 1) T
1 _3 3. | Rock Cutter 4-6 3. Fusion Engine 1 _3 3. P!Ie Dr!ver' -~
4. | Rock Cutter 4. Fusion Engine 4. P!Ie Dr!ver' 18
5. | Rock Cutter 5. Cargo Container (10 tons) 5. P!Ie Dr!ver' 17*
6. LRock Cutter 6. Cargo Container [10 tons) 6.| Pile Driver 6
1. [ Communications Equipment (3 ton) 1.| Pile Driver 15*
2. | Communications Equipment (3 ton) Engine Hits o o O 2.| Pile Driver Heat Sinks: 1a*
3. :Gommunicatiuns Equipment (3 ton) G ro HItS o 3. :Pile Driver L I Effects 10(10 -
4-6 4. | Lift Hoist s Y Hit go 4-6 4.| Lift Hoist %VDE Shutdown Sing[jle ) 13
5. | Lift Hoist 'ensor Its 5.| Lift Hoist 28 Ammo Exp. avoid on 8+ O 12
6. L Lift Hoist Life Support O 6. [ Lift Hoist 26 Shutdown, avoid on 10+ 11
25 -5 Movement Points o 10"
24  +4 Modifier to Fire o
. 23 Ammo Exp. avoid on B+ 9
Left Rear Leg Right Rear Leg 22 Shutdown, avoid on 8+ O &
1. Hip 1. Hip 20 -4 Movement Points (0] >
2. Upper Leg 2. Upper Leg ::g é;;"”;‘c'jo Exp. E'VC,’('jd Un8i+ O 5
3. LowerLeg 3. Lower Leg SUM D;‘,’f'?- aVQ'F, on 0
4. Foot w1 4. Foot 17+ odifier to Fire 0] 5
. " 15 -3 Movement Points
5. Mounted Searchlight (R) L 5. Mounted Searchlight (R) 14 Shutdown, avoid on 4+ O a
6. Mounted Searchlight (R) game Flabs 6. Mounted Searchlight (R) 13 +2 Modifier to Fire 3
10 -2 Movement Points E)
Damage Transfer 8  +1 Modifier to Fire
\ Diagram / 5 -1 Movement Points y 1
0




BNATTILETETIH \

ARMOR DIAGRAM

Head (9)
FOUR-LEGGED '"MECH RECORD SHEET S5
/z \ (Industrial) 00
MECH DATA WARRIOR DATA —
. . 0 00
Type: Kiso K-3N-KR5 ConstructionMech Name: 0 00 O
. L . 0 0 O Torso
Movement Points: Tonnage: 100 Gunnery Skill: Piloting Skill: 8 8 80 (@8]
Walking: 2 Tech Base: Inner Spherej HtsTaken[1 |2 1 31 4] 5] 6 00 8 0 O 8
ing: [Advanced] i Q0 1%
Running: 3 Consciousness#| 3 | 5 | 7 | 10| 11 [Dead 00 8 (¢] 8
Jumping: O Era: Star League 00 |3% o[5Sy
80 00 00
Weapons & Equipment Inventory (hexes) 99 g0 8%l 8o
Gty Type Loc Ht Dmg Min Sht Med Lng 00 88 88 88
2  Cargo Container (10tons) CT = — [E] - - - = 00 00 00 (o]e]
1 Dual Saw AT — 7 - - - - o 00 00 0
1 Lift Hoist RT — [E] - - - - oo J g o 00
1 Backhoe T — 6 - - - = 8§ 00 00 00
1 Communications Equipment @ton) LT~ — [E] - - - = 00 00 00 00
1 Lift Hoist LT — [E] - - = = o (o]e] (e]e) (e]e)
2 Mounted Searchlight FRL — [E] - — — 170 00 00 (o] ¢] 0
2 Mounted Searchlight FLL — [E] - — — 170 00 08 08 %%
2 Mounted Searchlight(R)RRL  — [E] - - = 170 00 000 00 00
2 Mounted Searchlight{R) RLL — [E] - - = 170 (e]e) 00 00 00
(¢]
Left Right °
Left Rear Leg Rear Leg Right
Front Leg (38) 38) Front Leg
O O
(38) o° o (38)
(o] (o]
(o] (o]
(o] .
Left o o Right
(o] (o]
\ BV: 1,091 Torso Rear 3 o Torso Rear
(14) Q (14)
/ \\ / Center Torso Rear (16)
Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JS0888
Head Left Right  (Gverion)
1. Life Support € Head ight
2. Sensors Torso Torso
3. Command Console 1) 1) 30
Left Front Leg 4. Command Console Right Front Leg =5
1. Hip 5. Sensors 1. Hip 888
2. Upper Leg 8.  Life Support 2. Upper Leg 8 8 8 28
3. LowerLeg 3. Lower Leg 000 27
4. Foot Center TOPSD 4. Foot 888 Right |26~
5. Mounted Searchlight 1. Fus!on Eng!ne 5. Mounted Searchlight 000 Front Leg [25*
6. Mounted Searchlight 2. Fusion Engine 6. Mounted Searchlight 5
13 3. Fusion Engine 21 24
™~ 4. Gyro 23*
5. Gyro B ) Do*
Left Torso 6. Gyro Right Torso Right  [—==
1. [ Backhoe 1. Gyro 1. Heat Sink Rear Leg 50"
2. | Backhoe 2. Fusion Engine 2. Heat Sink 1) -
1 3 3. | Backhoe 3. Fusion Engine 1 3 3.| Dual Saw 19
2 4. | Backhoe 4-6 4. Fusion Engine "2 4.| Dual Saw 18*
5. | Backhoe 5. Cargo Container (10 tons) 5.| Dual Saw 17*
6. L Backhoe 6. Cargo Container (10 tons) 6.| Dual Saw 16
1. [ Communications Equipment (3 ton) 1.| Dual Saw 15*
2. | Communications Equipment (3 ton) Engine Hits o o O 2.| Dual Saw Heat Sinks: 14*
4-6 3. :anmmurjicatiuns Equipment (3 ton) Gyro HItS o o 4-6 3. :D.ual S?w Level* Effects 1 0 [1 U] o
4. | Lift Hoist Sensor Hits 0O 4.| Lift Hoist 30 Shutdown Single
5. | Lift Hoist " 5.| Lift Hoist 28 Ammo Exp. avoid on 8+ O 12
6. L Lift Hoist Life Support O 6. L Lift Hoist 26 Shutdown, avoid on 10+ 11
25 -5 Movement Points o 10"
24  +4 Modifier to Fire o
. 23 Ammo Exp. avoid on B+ 9
Left Rear Leg Right Rear Leg 22 Shutdown, avoid on 8+ O &
1. Hip 1. Hip 20 -4 Movement Points (0] >
2. UpperLeg 2. Upperleg 19  Ammo Exp. aqu ond+ QO =
3. Lower Leg 3. Lower Leg 18 Sgu"\c/clio;yfrj. BVOIg' onB+
4. Foot w1 4. Foot 17+ odifier to Fire 0] 5
5 . . 15 -3 Movement Points
. Mounted Searchlight (R) L 5. Mounted Searchlight (R) 14  Shutdown, avoid on 4+ (o) a
6. Mounted Searchlight (R) game Flabs 6. Mounted Searchlight (R) 13 +2 Modifier to Fire 3
10 -2 Movement Points E)
Damage Transfer 8  +1 Modifier to Fire 5
\ Diagram / 5 -1 Movement Points / =
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA
Type: Sabre SB-26

ARMOR DIAGRAM Z=oTeiA\V(=)

Nose Damage

EXTERNAL STORES/BOMBS

(OO0
OO
()00
A

Thrust: Tonnage: 25 Thresh?;_!d %otal Armor)
Safe Thrust: 9 Tech Base: Inner Sphere (19) Key:-
Maximum Thrust: 14 (Primitive) Hé - IL—|igh Eéplqsiue
Era: Star Lt LG - Laser Guided
ra ar League o) o) (@) C - Cluster
m @) (@] RL - Rocket Launcher
Weapons & Equipment Inventory (0] o \ O
Standard Scale [0-8) ~ (8-12) (13-20) (21-25) (@] (e}
Qty Type Loc. Ht SRV MRV LRV ERV @) 0] @)
1 Medium Laser [DE] N 3 5 — — o o
1 Medium Laser [DE] w3 5 — — O o o
1 Medium Laser [DE] RW 3 5 - - o
Primitive Cockpit
Structural
Integrity:
9
Left Wing 8 08 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) [e) (Total Armor)
2(15) o) 2(15)
@)
Fuel: 160 Points e O S
(0] 0] 0]
BV: 512 4 © o
O O @) O @)
0 ° 5 © o ° o =
o o) o Scale
@) (9 OO . O o O lo.e-ﬂcw
O O @) O
O \ -
(o) 30
0] 29
28"
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =7
2(15)
23"
\ \\ 22+
( CRITICAL DAMAGE (PILOT DATA e G & HEAT DATA N\ (==
Heat
Lk . Name: * Effects Heat Sinks: 20"
Awionics a e +5 Engine e E] @ Level ec —
. . . . Gunnery Skill: Piloting Skill: Sg ihutdﬂgn dong ;_0 [;l 0) 19
mmo Exp. avoid on 8+ ingle 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilochamage. avoid (0] T
on +
t ) (0]
3 z A Life R Consciousness # | 3 7 110( 11 |pead 26 Shutdown, avoid on 10+ 16
Sensors Suppnr't 25 Random Movement, O 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ \ /| 22 +aModifier to Fire 0 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 9] 12
T 21 Pilot Damage, avoid (0]
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 0 11
Thrust 20 Random Movement, o 10*
. avoid on 8+
Velacity ) 19 Ammo Exp. avoid on 4+ 8
Eﬁ"’m"e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
. : avoid on B+
Effective Velocity 8  +1 Modifier to Fire 2
Altitude 5 Random Movement, 1
“ SN avoid on 5+ V. )
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA
Type: Sabre SB-27

Thrust:
Safe Thrust: 11

Maximum Thrust: 17
Era:

Tonnage:
Tech Base: Inner Sphere

25

(Intro)
Star League

ARMOR DIAGRAM

EXTERNAL STORES/BOMBS

(OO0
OO

Nose Damage [

O )
U

I

Threshold (Total Armor)
2(19)

Key:-
HE - High Explosive
LG - Laser Guided

(@] (6] O C - Cluster
m @) (@] RL - Rocket Launcher
Weapons & Equipment Inventory (0] o (0]
Standard Scale [0-8) ~ (8-12) (13-20) (21-25) (@] (0]
Qty Type Loc. Ht SRV MRV LRV ERV @) 0] ¢
1 Medium Laser [DE] N 3 5 — — — o o
1 Medium Laser [DE] w3 5 — — — O o o
1 Medium Laser [DE] RW 3 5 - - - o
Structural
Integrity:
o O 1(; O
Left Wing OOOOOO o Right Wing
Damage Threshold Damage Threshold
(Total Armor) [9) (Total Armor)
2(15) o) 2(15)
@)
Fuel: 400 Points e O >
(0] 0] (0]
BV: 574 ©
/ : 0 o o
O O @) O @)
@) o O Heat
(@) 0] 0] (0] Scal
0 fe) 0 cale
@) (9 OO . O o O lo.e-ﬂcw
O @) @) O
O \ -
(o) 30
O 29
28"
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =7
2(15)
23"
\ \\ 22+
( CRITICAL DAMAGE \ (@G { HEAT DATA N\ (==
Heat
Lk . Name: * Effects Heat Sinks: 20"
Awionics a e +5 Engine e E] @ Level ec —
. . . . Gunnery Skill: Piloting Skill: Sg ihutdﬂgn dong ;_0 [;l 0) 19
mmo Exp. avoid on 8+ ingle 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid (0] T
on S+
t ) (0]
3 z A Life R Consciousness # | 3 7 110( 11 |pead 26 Shutdown, avoid on 10+ 16
Sensors Suppnr't 25 Random Movement, O 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ / \ / | 24 +4aModifier to Fire 0 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ ) 12
T 21 Pilot Damage, avoid (e}
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 0 11
Thrust 20 Random Movement, o 10*
. avoid on 8+
Velacity ) 19 Ammo Exp. avoid on 4+ 8
Eﬁ"’m"e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
it 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
. : avoid on B+
Effective Velocity 8  +1 Modifier to Fire 2
Altitude 5 Random Movement, 1
“ SN avoid on 5+ V. )
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EXTERNAL STORES/BOMBS

BNATTILETETIH OO0
AEROSPACE FIGHTER RECORD SHEET DDOOD

{ ForireR DATA ) T OO0
Type: Sabre SB-28 Nose Damage
Thrust: Tonnage: 25 Thresh%ld é“l'sotal Armor)
Safe Thrust: 11 Tech Base: Inner Sphere (26) . " Key:-
Maximum Thrust: 17 Era: Star League / \ HE - High Explosive
/ LG - Laser Guided
(0] (0] (0] ' (0] C - Cluster
= (0] O (@] O AL - Rocket Launcher
Weapons & Equipment Inventory (0] (0] \ O
Standard Scale (0-6) (6-12) (13-20) (21-25) (e} (e} (@] (@]
Qty Type Loc. Ht SRV MRV LRV ERV o | o) o
1 ER Large Laser [DE] N 12 8 8 8 — 9] o o o
1 Medium Laser [DE] w3 5 — — — o o 0o
1 Medium Laser [DE] RW 3 5 - - - G
Structural
Integrity:
o O 1(; O
Left Wing OOOOOO o Right Wing
Damage Threshold Damage Threshold
(Total Armor) [®) (Total Armor)
3(21) o 0] 3(21)
) O O |o
Fuel: 400 Points O
O O |o
BV: 951 = (@] (0] (0]
/ : o} o o)
O o @) o o 0] (@] o @) o
Heat
o) o 0 o) o) e
@) (0] 0o (0] (0] gaje
@) (@] (@) ) O 'Overfiow
O O 0o 0o 0]
O O / o @) O O
O 0] 0 o 0] 30"
0o o 29
o) 28"
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =7
3(21)
] ar
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
Lk . Name: * Heat Sinks: 20"
s D@ @ e DO O *
. . . . Gunnery Skill: ___ Piloting Skill: Sg ihutdﬂgn dong |130 [EID) 19
mmo Exp. avoid on 8+ ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid (o) T
on S+
: ) (0]
i = g Life 7 Consciousness # [ 3| 5 | 7 | 10|11 |pead 26 Shutdown, avoid on 10+ 16
Sensors Suppnr't 25 Random Movement, O 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ / \ / | 24 +4aModifier to Fire 0 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ ) 12
T 21 Pilot Damage, avoid (e}
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 0 11
Thrust 20 Random Movement, o 10*
. avoid on 8+
Velacity ) 19 Ammo Exp. avoid on 4+ 8
Eﬁ"’m"’e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
- : id 6
Effactive Velocity g  +1 Modifier to Fire 2
Altitude 5 Random Movement, 1
. VRN avoid on S+ V. )
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA
Type: Sabre SB-29

Thrust: Tonnage: 25
Safe Thrust: 11 Tech Base: Inner Sphere
Maximum Thrust: 17 Era: Jihad

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
3 (21)

(0] @)

EXTERNAL STORES/BOMBS

(OO0
OO
()00
A

HE - High Explosive
LG - Laser Guided

\O C - Cluster
= 0] (@] 0 AL - Rocket Launcher
Weapons & Equipment Inventory O (0] | 0]
Standard Scale (0-6) (6-12) (13-20) (21-25) (e} (@) (0]
Qty Type Loc. Ht SRV MRV LRV ERV /O o
1" Light PPC [DE] N 5 5 5 - - o 9] o
1 ERMedum Laser[DE] LW 5 &5 5  — — 9 O 9
1 ER Medium Laser [DE] RW 5 5 5 - - o
Structural
Integrity:
o O 1(; O
Left Wing OOOOOO o Right Wing
Damage Threshold Damage Threshold
(Total Armor) [e) (Total Armor)
2(17) o @) 2(17)
) O (0] O
Fuel: 400 Points (@)
(0] (0] Q
BV: 789 (0] (0]
/ o) / o o) 0
0] © (@) 8 O © 0]
(0] © 0] © © o | (e} © (0] © :::I;
O [ O Overfiow
O] O 0o O O
(e} O /) o @) O
3 Q 30"
o 29
28"
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =7
2(17)
23"
\ \\ 22+
( CRITICAL DAMAGE \ (@GS { HEAT DATA N\ (==
Heat
Lk . Name: * Effects Heat Sinks: 20"
Avionics a e a Engine e E] @ Level ec -
. . . . Gunnery Skill: Piloting Skill: Sg ihutdﬂgn dong |13 0 [EID) 19
mmo Exp. avoid on 8+ ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilochamage. avoid (0] T
on +
: ) O
i = g Life 7 Consciousness # | 3 7 110/ 11 |pead 26 Shutdown, avoid on 10+ 16
Sensors Suppnr't 25 Random Movement, O 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ / \ / | 24 +4aModifier to Fire 0 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ ) 12
21 Pilot Damage, avoid (e}
Turn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 0 11
Thrust 20 Random Movement, o 10*
" avoid on 8+
Velacity ) 19 Ammo Exp. avoid on 4+ 8
Eﬁ"’m"’e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
. : avoid on B+
Effective Velocity 8 +1 Modifier to Fire 2
Altitude 5 Random Movement, 1
. VRN avoid on S+ V. )
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11 1LETETH

SPHEROID DROPSHIP RECORD SHEET

{ DROPSHIP DATA )

Type: Vulture 2312

Name: Tonnage: 3,500
Thrust: Tech Base: Inner Sphere
. (Primitive)
Bele etk 3 Era: Star League

Maximum Thrust: 5

WBEEDnS & Equipment Inventory
andard Scale (1-6) (7-12) (13-20) (21-25)

Bay Loc Ht SRVMRV LRV ERV
3 AC/5 N 3 2(15)2(15) — —
[120 rnds]
2 LRM5 N 4 1(6)1(8) 1(6)—
[72 rnds]
1 AC/5 FL/FR 1 1(B)1(3) — -—
[40 rnds]
1 Medium Laser FL/FR 3 1 (5]— - =
1 AC/5 AL/AR 1 1(5)1(8) — -—
[40 rnds]
2 LRM5 AL/AR 4 1(6)1(8) 1(6)—
[72 rnds]
2 Medium Laser A 6 1010— - -
Cargo:

Bay 1: Light Vehicle Bay - 12 units (2 doors)
Bay 2: Infantry Bay - 30 tons (1 door)
Bay 3: Cargo Space - 1,160 tons (1 door)

BV: 1,497 Fuel: 6,923
W /
. T]

Left Damage
Threshold
[Total Armor)

8(77)

000000000000000000000000000000O0000000O0000000J000000000000000O000000000000

(CREW DATA mmm

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

Moadifier |+1] +2| +3| +4| +5|incp.

Crew: 14 Marines: 0
Passengers:
Other: j=lsl=] Battle Armor: O

\, Life Boats/Escape Pods: 20,7 /

¢ VELOCITY RECORD )

\| = 0EEE
Turn # 1 2 3 4 5 6 7 8 9 10
o e DEEEEE
Velocity
Effective Velocity \ /
Aiude { HEAT DATA )
Turn # 11 12 13 14 15 16 17 18 19 20 Heat Sinks: Heat Generation Per Arc
Thrust 3.3 (33) Nose: 7 Aft: 6
- Single
Velocity Fore-Left: 4 Aft-Left: 5
Effective Velocity ore-Left: Left:
Altitude Fore-Right: 4 Aft-Right: S
\ /7 \

ARMOR DIAGRAM

Standard Scale

Nose Damage
Threshold
[Total Armor)
10 (95)

Right Damage
Threshold
[Total Armor

8(77)

Aft Damage
Threshold
(Total Armor)

7 (65)

( CRITICAL DAMAGE N

Avionics Gear
GEE () Sf."‘,;pm
Sensors K-F Boom @
Thrusters gglcl:::.ng E]

- DEEE

® 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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11 1LETETH

SPHEROID DROPSHIP RECORD SHEET

{ DROPSHIP DATA )

Type: Vulture 2405

Name: Tonnage: 3,500
Thrust: Tech Base: Inner Sphere
. (Intro)
Bele etk & Era: Star League

Maximum Thrust: 6

WBEEDnS & Equipment Inventory
andard Scale (1-6) (7-12) (13-20) (21-25)

Bay Loc Ht SRVMRV LRV ERV

3 AC/5 N 3 2(15)2(15) — —
[120 rnds]

2 LRM 15 N 10 2(18)2(18) 2(18)—
[64 rnds]

1 AC/5 FL/FR 1 1(B)1(3) — -—
[40 rnds]

1 Medium Laser FL/FR 3 1 (5]— - =

1 AC/5 AL/AR 1 1(B)1(5) — -—
[40 rnds]

2 LRM 15 AL/AR 10 2(18)2(18) 2(18)—
[64 rnds]

2 Medium Laser A 6 1010— - -

Cargo:

Bay 1: Light Vehicle Bay - 12 units (2 doors)
Bay 2: Infantry Bay - 30 tons (1 door)
Bay 3: Cargo Space - 1,100.50 tons (1 door)

BV: 2482 Fuel: 9,000
W /
_ ATT

Left Damage
Threshold
[Total Armor)

12 (115)

0000000000
00

000000000000000000000000000000O0000000O00!

(CREW DATA mmm

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

Moadifier |+1] +2| +3| +4| +5|incp.

Crew: 14 Marines: 0
Passengers:
Other: j=lsl=] Battle Armor: O

\, Life Boats/Escape Pods: 20,7 /

¢ VELOCITY RECORD )

QO 00000000000000000000QO
QO 00000000000000000000QO!
QO 00000000000000000000000
QO 00000000000000000000QO!
QO 000000000000 0000000000!

ARMOR DIAGRAM

Standard Scale

Nose Damage
Threshold
[Total Armor)
15 [145)

Right Damage
Threshold
[Total Armor

12 (115)

00000
00000
00000
0000
0000
0000
0000
(elelele]
O00O0000000OQ00000000OO0000O000O0000000000

O0000000000O00O0OOOO0OO00OOOO0000OOO00000O0000000T00000000O0000000000000000000

Aft Damage
Threshold
(Total Armor)

10 (98)

( CRITICAL DAMAGE N

Avionics Gear

GEE () Sf."‘,;pm

Sensors K-F Boom @

Thrusters gglcl:::.ng E]
v OEEE

\| = QEEE
Turn # 1 2 3 4 5 6 7 8 9 10
- e DEEEEE
Velocity
Effective Velocity \ /
Atede { HEAT DATA )
Turn # 11 2 13 1 15 18 17 18 19 20 Heat Sinks: Heat Generation Per Arc
Thrust 7.8 (78) Nose: 13 Aft: 6
A Single
Velocity Fore-Left: 4 Aft-Left: 11
Effective Velocity ore-Left: Left:
Altitude Fore-Right: 4 Aft-Right: 11
\ /7 \
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SPHEROID DROPSHIP RECORD SHEET

{ DROPSHIP DATA )

Type: Vulture (Cargo)

Name: Tonnage: 3,500
Thrust: Tech Base: Inner Sphere
. (Intro)
Bele etk & Era: Star League

Maximum Thrust: 6

WBEEDnS & Equipment Inventory
andard Scale (1-6) (7-12) (13-20) (21-25)

Bay Loc Ht SRVMRV LRV ERV

3 AC/5 N 3 2(15)2(15) — —
[120 rnds]

2 LRM 15 N 10 2(18)2(18) 2(18)—
[64 rnds]

1 AC/5 FL/FR 1 1(B)1(3) — -—
[40 rnds]

1 Medium Laser FL/FR 3 1 (5]— - =

1 AC/5 AL/AR 1 1(B)1(5) — -—
[40 rnds]

2 LRM 15 AL/AR 10 2(18)2(18) 2(18)—
[64 rnds]

2 Medium Laser A 6 1010— - -

Cargo:

Bay 1: Cargo Space - 1,730.50 tons (4 doors)

BV: 2482 Fuel: 9,000
W /
_ ATT

Left Damage
Threshold
[Total Armor)

12 (115)

0000000000
00

000000000000000000000000000000O0000000O00!

(CREW DATA mmm

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

Moadifier |+1] +2| +3| +4| +5|incp.

Crew: 14 Marines: 0
Passengers:
Other: 0 Battle Armor: O

\, Life Boats/Escape Pods: 20,7 /

¢ VELOCITY RECORD )

QO 00000000000000000000QO
QO 00000000000000000000QO!
QO 00000000000000000000000
QO 00000000000000000000QO!
QO 000000000000 0000000000!

ARMOR DIAGRAM

Standard Scale

Nose Damage
Threshold
[Total Armor)
15 [145)

Right Damage
Threshold
[Total Armor

12 (115)

00000
00000
00000
0000
0000
0000
0000
(elelele]
O00O0000000OQ00000000OO0000O000O0000000000

O0000000000O00O0OOOO0OO00OOOO0000OOO00000O0000000T00000000O0000000000000000000

Aft Damage
Threshold
(Total Armor)

10 (98)

( CRITICAL DAMAGE N

Avionics Gear

GEE () Sf."‘,;pm

Sensors K-F Boom @

Thrusters gglcl:::.ng E]
v OEEE

\| = QEEE
Turn # 1 2 3 4 5 6 7 8 9 10
- e DEEEEE
Velocity
Effective Velocity \ /
Atede { HEAT DATA )
Turn # 11 2 13 1 15 18 17 18 19 20 Heat Sinks: Heat Generation Per Arc
Thrust 7.8 (78) Nose: 13 Aft: 6
A Single
Velocity Fore-Left: 4 Aft-Left: 11
Effective Velocity ore-Left: Left:
Altitude Fore-Right: 4 Aft-Right: 11
\ /7 \
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ARMOR DIAGRAM
— E— N w—— . ge—
BATTLETECH
] [ — (10)

GROUND VEHICLE RECORD SHEET

( VEHICLE DATA } ( CREW DATA Juummen¥

Type: Darter Scout Car Crew:
Movement Points: Tonnage: 13 Gunnery Skill: ____ Driving Skill: ___
Crws.ing: U . Irlmter Sphere Commander Hi1: Driver Hit
Flank: 11 Era: é” ro] W Modifier to all Skl rolls Modifier to Driving -
Movement Type: \Wheeled ra: uccession \Wars Skill rolls > E-
Engine Type: |CE. / (7) i
e =%
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE ) g &
Gty Type Loc Dmg Min Sht Med Lng | | TurretLocked (J EngineHit (OJ | & >
1 Machine Gun [DEB,AI] 2 3 Sensor Hits ﬁ 3
Motive System Hits 0 (7
Cargo Space - 3 tons (1 door) Stabilizers %
-

Front (] Left [J Right [J

Rear C] 4

Rear Armor

Ammao: (Machine Gun] 200 [8]

ST

\ BV: 125 / am
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( ROUND COMBAT VEHICLE HIT LOCATION TABLE Y B({ MOTIVE SYSTEM DAMAGE TABLE N

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B B ]

2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls

3 Frontt Reart Side t 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )

5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls

7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.

9 Left Sidet Right Side f Reart Attack Direction Modifier: Vehicle Type Modifiers:

10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3

WIGE +4

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

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

\ /7 \ /

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

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

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

© 2012 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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GROUND VEHICLE RECORD SHEET

( VEHICLE DATA } ( CREW DATA Juummen¥

Type: Darter Scout Car (BAP) Crew:
Movement Points: Tonnage: 13 Gunnery Skill: Driving Skill:
Cruising: 7 Tech Base: Inner Sphere " . 0
- Commander Hit . Driver Hit
Flank: 11 Era: Clan Invasion i ol mlls. Modifie to Driving . =
Movement Type: \Wheeled Skill rolls y. &
Engine Type: |CE. / (7) i
9 =%
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE N g &
Gty Type Loc Dmg Min Sht Med Lng | | TurretLocked (J EngineHit (OJ | & lg
1 Beagle Active Probe BD E - - = 4 ; o
1 Machine Gun 2 — 1 2 3 Sensor Hits 2 2
[DBAI] Motive System Hits g (7
Cargo Space - 1.50 tons (1 door) Stabilizers A

Front (] Left [J Right [J

Rear C] 4

Rear Armor

Ammoao: (Machine Gun] 200 [8]

ST

\ BV: 136 / am
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( ROUND COMBAT VEHICLE HIT LOCATION TABLE Y B({ MOTIVE SYSTEM DAMAGE TABLE N

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B B ]

2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls

3 Frontt Reart Side t 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )

5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls

7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.

9 Left Sidet Right Side f Reart Attack Direction Modifier: Vehicle Type Modifiers:

10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3

WIGE +4

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

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

\ /7 \ /

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

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

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

( VEHICLE DATA } ( CREW DATA Juummen¥

Type: Darter Scout Car (C3) Crew:
Movement Points: Tonnage: 13 Gunnery Skill: Driving Skill:
Cruising: 7 Tech Base: Inner Sphere " . 0
- Commander Hit . Driver Hit
Flank: 11 Era: Clan Invasion i ol mlls. Modifie to Driving . s
Movement Type: \\Wheeled Skill rolls > 2
Engine Type: |CE. / (7) i
\ - o
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE g &
Gty Type Loc Dmg Min Sht Med Lng | | TurretLocked (J EngineHit (OJ | & 13’
1 C% Slave BD [ - — — -— . @
1 Machine Gun e -1 2 3 SANEon Fike il S
[DBAI] Motive System Hits g (7
Cargo Space - 2 tons (1 door) Sabilizers A

Front (] Left [J Right [J

Rear C] 4

Rear Armor

Ammoao: (Machine Gun] 200 [8]

ST

\ BV: 125 / am
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( ROUND COMBAT VEHICLE HIT LOCATION TABLE Y B({ MOTIVE SYSTEM DAMAGE TABLE N

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B B ]

2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls

3 Frontt Reart Side t 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )

5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls

7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.

9 Left Sidet Right Side f Reart Attack Direction Modifier: Vehicle Type Modifiers:

10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3

WIGE +4

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

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

\ /7 \ /

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

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

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

( VEHICLE DATA } ( CREW DATA Juummen¥

Type: Darter Scout Car (ECM) Crew:
Movement Points: Tonnage: 13 Gunnery Skill: Driving Skill:
Cruising: 7 Tech Base: Inner Sphere " . 0
- Commander Hit . Driver Hit
Flank: 11 Era: Clan Invasion i ol mlls. Modifie to Driving . s
Movement Type: \\Wheeled Skill rolls > 2
Engine Type: |CE. / (7) i
\ C o
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE g &
@ty Type Loc Dmg Min Sht Med Lng | | TurretLocked (J EngineHit (OJ | & 13’
1 Guardian ECM Suite BD [E] - - - B : ]
1 Machine Gun e -1 2 3 e il S
[DBAI] Motive System Hits g (7
Cargo Space - 1.50 tons (1 door) Sabilizers A

Front (] Left [J Right [J

Rear C] 4

Rear Armor

Ammoao: (Machine Gun] 200 [8]

ST

\ BV: 193 / am
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( ROUND COMBAT VEHICLE HIT LOCATION TABLE Y B({ MOTIVE SYSTEM DAMAGE TABLE N

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B B ]

2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls

3 Frontt Reart Side t 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )

5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls

7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.

9 Left Sidet Right Side f Reart Attack Direction Modifier: Vehicle Type Modifiers:

10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3

WIGE +4

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

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

\ /7 \ /

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

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

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

© 2012 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



ARMOR DIAGRAM
— E— N w—— . ge—
BATTLETECH
] [ — (10)

GROUND VEHICLE RECORD SHEET

/, \ /4
VEHICLE DATA CREW DATA JummmnN
Type: Darter Scout Car (SRM 2) Crew:
Movement Points: Tonnage: 13 Gunnery Skill: ____ Driving Skill: ___
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Movement Type: \Wheeled it J =3
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Amma: [SRM 2] 50, [Machine Gun) 200 (8) 'Il '[
ne P labs

\ BV: 167 / gam
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{ GROUND COMBAT VEHICLE HIT LOCATION TABLE M ( TIVE SYSTEM DAMAGE TABLE N

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B B ]

2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls

3 Frontt Reart Side t 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )

5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls

7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.

9 Left Sidet Right Side f Reart Attack Direction Modifier: Vehicle Type Modifiers:

10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3

WIGE +4

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 182 in Total Warfare for more information). a +1 modifier; that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be

no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the

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

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

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

\ /7 \ /

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

2D6 Roll FRONT SIDE REAR TURRET

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

10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**

12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

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

( VEHICLE DATA } ( CREW DATA Juummen¥

Type: Darter Scout Car (SRM]) Crew:
Movement Points: Tonnage: 13 Gunnery Skill: Driving Skill:
Crws.ing: / Tech Base: Irlmter Sphere Commander Hi1: Driver Hit
Flank: 1 Era: én o) ion Wi Modifier to all Skill rolls Modifier to Driving Do
Movement Type: \Wheeled ra: uccession \Wars Skill rolls > E-
Engine Type: |CE. / (7) i
\ = <2}
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE g &
Gty Type Loc Dmg Min Sht Med Lng | | TurretLocked (J EngineHit (OJ | & >
1 SRM4 FR [El\éll\ésé] -3 6 8 Sensor Hits ﬁ 3
Motive System Hits 0 (7)
Cargo Space - 1.50 tons (1 door) Stabilizers %
=l

Front (] Left [J Right [J

Rear C] 4

Rear Armor

Amma: [SRM 4] 25 (8)

ST

\ BV: 192 / am
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( ROUND COMBAT VEHICLE HIT LOCATION TABLE Y B({ MOTIVE SYSTEM DAMAGE TABLE N

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B B ]

2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls

3 Frontt Reart Side t 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )

5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls

7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.

9 Left Sidet Right Side f Reart Attack Direction Modifier: Vehicle Type Modifiers:

10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3

WIGE +4

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

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

\ /7 \ /

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

2D6 Roll FRONT SIDE REAR TURRET

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

10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**

12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

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

3
5

Tracked
Fusion Eng

1 Advanced Fire Control
1 LRM15

1 Medium Laser
1 Heavy Bridge Layer
1 Heavy Bridge Layer

75
Inner Sphere

Infantry Compartment (5 tons)

Cargo Space - 5 tons (1 door)
Chassis Modifications: Armore!

Ammo: (LRM 15) 8
BV: 704

2012

Era: Star League
ine
BD [E - — — -—
FR 1/Msl B8 7 14 21
[MC,S]
FR 5[DEf — 3 6 9
RS [E] - — — -—
LS E] - - - -
d Chassis

BAR: 10

\

( ROUND COMBAT VEHICLE HIT LOCATION TABLE )

ATTACK DIRECTION
2D6 Roll FRONT REAR

2* Front (critical) Rear (critical)

3 Frontt Reart

4 Frontt Reart

5 Right Sidet Left Sidet

6 Front Rear

7 Front Rear

8 Front Rear

9 Left Sidet Right Sidet
10 Turret Turret

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

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

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

/

{ MOTIVE SYSTEM DAMAGE TABLE )

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

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

/

2D6 Roll
2-5

6
7
8
9
10

11
12

FRONT
No Critical Hit
Driver Hit
Weapon Malfunction
Stabilizer
Sensors
Commander Hit
Weapon Destroyed
Crew Killed

LOCATION HIT

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

SIDE REAR TURRET
No Critical Hit No Critical Hit No Critical Hit
Cargo/Infantry Hit Weapon Malfunction Stabilizer

Weapon Malfunction
Crew Stunned
Stabilizer
Weapon Destroyed
Engine Hit
Fuel Tank*

Cargo/Infantry Hit

Turret Jam

Stabilizer Weapon Malfunction
Weapon Destroyed Turret Locks
Engine Hit Weapon Destroyed
Ammunition** Ammunition**
Fuel Tank* Turret Blown Off

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

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/4 \ /4 \ W
'MECH DATA WARRIOR DATA o
Type: BattleAxe BKX-7K Name: o
Movement Points: Tonnage: 70 Gunnery Skill: ____ Piloting Skill: ___ O
Walki_ng: 4 Tech Base: |nner Sphere HtsTaken[ 1 [2 ]3] 4] 5[ 6 8
Running: 6 (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Jumping: a Era: Star League ~/ O
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM5 RT 2 [’Ml\éss\;] 6 7 14 21
1 SAMB RT 4 2/Md - 3 6 9
[M,C,S]
1 LRM5 LT 2 1,/Msl 6 7 14 21
[M,C,S]
1 PPC RA 10 10[DE] 3 6 12 18
1 PPC LA 10 10[DE] 3 6 12 18
Torso
Rear(7)
Left Right
\ BV: 1,329 Torso Rear Torso Rear
\ / (6) (6)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
o 1 LS , Right Arm T
. oulder . . oulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator CO) C())

"2 4. Heat Sink 5. Sensors " 4. Heat Sink ° o 29
5. Heat Sink 6. Life Support 5. Heat Sink o o 28*
6.[PPC 6.[ PrC o o 57
1.| PPC Center Torso 1| Prc et Jo of Figre [257
2.LpPPC ; 'l;us!on Eng!ne 2.LPPC Arm g g Arm | 25
3. Roll Again . Fusion Engine 3. Roll Again (11 0 -

- i i - (e) o)

46, Roll Again 1-g 3. FusionEngine 46, Roll Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g gV”’ 6. Roll Again 2%
. Gyro
21
1. Gyro Left Right 50"
. . . L
Left Torso o e Right Torso (1) N K
1. LRMS5 4-6 4. Fusion Engine 1. [SRM 6 18*
2 Aot g2 S Fin 2L ame
-3 - rotAgan 6. Roll Agai 3
1 34- Roll Again o Agan 1 34- Ammo (SRM B) 15 18
5. Roll Again - - 5. Roll Again 15%
6. RoIIAgain Engine H!ts 000 6. HoIIAgain 15 (15) 14"
1. Roll Again Gyro Hits O O 1. Rol Again Lo s ourects Single 13"
2. Roll Again S.ensor Hits 0 O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 00 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 10"
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 00
B. Rall Again 8. Roll Again 23 AmmoExp. avoidon 6+ QO 8
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points @] 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 13 +2 Madifier to Fire O 3
' J Jot : J Jat 10 -2 Movement Points E)
g' Sump Jet Damage Transfer g' e 8 +1 Modifier to Fire :
- JumpJe i - JumpdJe 5 -1 Movement Points
\ Diagram J \ / =
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA o
Type: BattleAxe BKX-7NC Name: o
Movement Points: Tonnage: 70 Gunnery Skill: ____ Piloting Skill: ___ o
Walki_ng: 4 Tech Base: |nner Sphere HtsTaken[ 1 [2 ]3] 4] 5[ 6 8
Running: 6 (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Era: Star League ~/ O
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 LRM5 RT 2 1/Msl 6 7 14 21
[M,C,S]
1 SRMB RT 4 2/Msl - 3 6 9
[M,C,S]
2 LRM5 LT 2 1,/Msl 6 7 14 21
[M,C,S]
1 PPC RA 10 10[DE] 3 6 12 18
1 PPC LA 10 10[DE] 3 6 12 18
Torso
Rear(7)
Left Right
\ BV: 1,252 Torso Rear Torso Rear
\ / (6) (B)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
Left Arm 1. Life Support Right Arm Lot Torso (15] Head I
1. Shoulder 2. 55"5'3_"5 1. Shoulder 9
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator CO) C())
" 4. Heat Sink 5. Sensors " 4. Heat Sink ° o 29
5. Heat Sink 6. Life Support 5. Heat Sink o o 28*
6. | PPC 6.| PPC ) [©) 27
1.| PPC Center Torso 1| Prc et Jo of Figre [257
2. LPPC ; 'l;us!on Eng!ne 2.LpPPC Arm g g Arm | o5*
3. Roll Again . Fusion Engine 3. Roll Again (11 0 -
- i i - (e o)
46, Roll Again 1-g 3. FusionEngine 46, Roll Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
. . . L
Left Torso o e Right Torso (1) N K
1. LRMS5 4-6 4. Fusion Engine 1. [SRM 6 18%
g' :RM 5(LRM 5)24 5. Poll Again g flgnl\llllg L
_n 3. Ammo 6. Roll Agai -3,
1-33 Roll Again o Agamn 1-3% (ams 16
5. Roll Again N " 5. Ammo (SRM 6) 15 15%
6. Roll Again Engine H!ts 000 6. Roll Again 15 (15) 14"
1. Roll Again S Gyro :!ts 00 1. Roll Again Lg’g'* Shut dDVE:fECtS Single 13*
2. Roll Again ensor its 0O 2. Roll Again 28 Ammo Exp. 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 Q0 o
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 00
B. Rall Again 8. Roll Again 23 AmmoExp. avoidon 6+ QO 8
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points @] 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 18 +S Mg\%ﬁﬁgﬁg ;;ﬁts O 3
i i - = y 2
g' 22::23::: Damage Transfer g 22::23::: g +;I I\I\ZIOdlfler‘ to guje >
. i . -1 Movement Points
\ Diagram J \ / =
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P T

T 1 ILETETSIH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

’'MECH RECORD SHEET

/4 \ /4 \
'MECH DATA WARRIOR DATA
Type: BattleAxe BKX-8D Name:
Movement Points: Tonnage: 70 Gunnery Skill: ___ Piloting Skill: ____
Walking: 4 Tech Base: |nner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
Running: 6 Era: Jihad Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Jumping: 4 /
Weapons & Equipment Inventory  (hexes)
Gty T\épe Loc Ht Dmg Min Sht Med Lng
1 C% Slave HD — [E - -
2 MML7 RT [MC,S
LRM 1/Ms 6 7 14 21
SRM 2Msl — 3 B 8
1 MML7 LT 4 [MC,S
LRM 1/Ms 6 7 14 21
SRM 2/Msl| - 3 6 9
2 ER Medium Laser RA 5 5 [DE] - 4 8 12
2 ER Medium Laser LA 5 5 [DE] — 4 8 12
Rear(11)
Left Right
\ BV: 1,592 Torso Rear Torso Rear
\ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso (15)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1 3 3. Lower Arm Actuator 4. C°Slave 1 3 3. Lower Arm Actuator CO) C())
“ 4. [ Double Heat Sink 5. Sensors ~ 4.[ Double Heat Sink ° o 29
5. | Double Heat Sink 6. Life Support 5.| Double Heat Sink o o 28*
6. LDouble Heat Sink 6.L Double Heat Sink g g 27
1. | Double Heat Sink Center TOI‘_‘SO 1.| Double Heat Sink Left (@) o\ Right | 26™
2. | Double Heat Sink 1. Light Fusion Engine 2.| Double Heat Sink Arm 30 o4 arm [o5+
4-6 3. LDouble Heat Sink 2. Light Fusion Engine 4-6 3. L Double Heat Sink (11 8 g N 7=
"9 4. ER Medium Laser 1-3 3. Light Fusion Engine “© 4. ER Medium Laser -
5. ER Medium Laser 4. Gyro 5. ER Medium Laser 23
6. Light Ferro-Fibrous 5. Gyro 6. Light Ferro-Fibrous 22*
6. Gyro =1
1. Gyro Left Right 50"
2. Light Fusion Engine H Leg Leg -
Lgﬂ: To_r-so_ 4 3. Uk Foion Enin Rl_ght Torsp (15) (15) 19
1. L!ght Fus!on Eng!ne "0 4. Light Fusion Engine 1. L!ght Fus!on Eng!ne 18*
g. k;lthtL I;usmn Engine 5. Light Ferro-Fibrous g _ k;lthtL I;usmn Engine 17*
- . 6. Light F -Fib - )
1-3 a. | v 7 ight Ferro-Fibrous 1-3 2| v 7 16
5.| MML 7 - - 5. MmL 7 15*
6. LmmL 7 Engine Hits ooo 6.LmmL 7 15 (30) 147
1. Ammo (MML 7/LRM) 17 Gyro Hits O O 1.[MML7 L‘g’g' i ShuthVEfECts Double 13%
2. Ammo [MML 7/LRM) 17 Sensor Hits 0O 2. mmL7 28 Ammo Exp. avoid on 8+ 12
4.6 3 Ammo (MML7/SRM) 14 Life Support O 4.6 3| MML7 26 Shutdown, avoid on 10+ 11
4. Ammo (MML 7/SRM) 14 4.LmmL 7 25 -5 Movement Points Q0 -
5. CASE 5.  Light Ferro-Fibrous 24  +4 Modifier to Fire Q0 19
6. Light Ferro-Fibrous B. Light Ferro-Fibrous 23 Ammo Exp. avoidon 8+ QO 9
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Paints @] 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 1 8 +S Mg\%ﬁﬁgﬁg ;;ﬁts O 3
- . y 2
g. jzms j:: Damage Transfer g jﬂms j:: g +;I '\|\2|Odlfler‘ to ;me -
: Diagram : -1 Movement Points
\ / \ /5
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ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (9] Right Torso
1 [ — -

’'MECH RECORD SHEET

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type:Hammerhands HMH-3D Name:
Movement Points: Tonnage: 75 Gunnery Skill: __ Piloting Skill: __
Walki_ng: 3 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
Running: 3] (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Jumping: 3 Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1" SRMB RT 4 2/Md — 3 B 9
[M,C,S] Left Arm Right Arm
1 AC/10 RA 3 [D1E[SJS] — 5 10 15 (20) (20)
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 AC/10 LA 3 10 — 5 10 15
[DBS]
1 Medium Laser LA 3 5 [DE] - 3 6 9
Left Right
Leg Leg
(23) (23)
Rear(9)
Left Right
\ BV: 1,381 Torso Rear Torso Rear
\ / (5) (5]
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (16] Right Torso (16)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o =0°
3. Lower Arm Actuator 4, Heat Sink 3. Lower Arm Actuator o 0
1-3 1-3 N 9
4.[Ac/10 5. Sensors 4. ac/10 o ) 29
5.| AC/10 6. Life Support 5.| Ac/10 8 g 28~
6.| Ac/10 6.| Ac/10 o o 57
1.| Ac/10 Center‘_Torso 1.| Ac/10 et o 3\ rign: [267
2.| Ac/10 ; 'EUS!On Eng!ne 2.| Ac/10 Ar”é' 8 CO) Arn21 D5*
AC/10 . Fusion Engine AC/10 (12) (12) -
4-6 2 chw 1-g 3. FusionEngine 4-6 431 Ac§10 2 2 24
5. Medium Laser 4. Gyro 5. Medium Laser 23"
6. Ammo [AC/10]10 5. Gyro 6. Ammo (AC/10] 10 2%
6. Gyro
21
1. Gyro Left Right 50"
2. Fusion Engine H Leg Le -
Left Torso 5 Fudtonnine Right Torso (18] i) 19
1. Ammo (AC/10) 10 4-6 4 Fusion Engine ’I-[snM 6 18
g' 20:: ﬁga!n 3. Heat Sink g f\RM S(SRM 6)15 L L
_ . Roll Again 6. J Jet _m 3. Ammo
1-3 4. Roll Again mp e 1-3 4. Ammo (AC/10) 10 18
5. Roll Again N . 5. Roll Again 15*
6. Roll Again Engine H!ts o0o0o 6. Roll Again 147
1. Roll Again Gyro Hits O O 1. Rol Again Lo Effects Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 An'meDDVI;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 QO —
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 00
B. Rall Again 8. Roll Again 23 AmmoExp. avoidon 6+ QO 8
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Points O
: 7
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HNS'[ nght Leg 18  Shutdown, avoid on 6+ 8 6
1. Hip ILy VY 1. Hip 17 +3 Modifier to Fire 5*
2. Upper Leg Actuator g 2. Upper Leg Actuator 15 -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 13 +2 Modffier to F"Te O 3
5. Heat Sink 5. Heat Sink 10 -2 Movement Points >
’ Damage Transfer : 8 +1 Madifier to Fire
6. Jump Jet D?a ram 6. Jump Jet 5 -1 Movement Points 1
\ J /7 \ /[

© 2012 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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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type:Hammerhands HMH-4D Name:
Movement Points: Tonnage: 75 Gunnery Skill: ____ Piloting Skill: ___
Walki.ng: 3 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 3] (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPC RT 10 10[DE] 3 6 12 18
1 AC/10 RA 3 10 - 5 10 15 Left Arm Right Arm
_ (DBS] (20) (20)
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 AC/10 LA 3 10 - 5 10 15
[DBS]
1 Medium Laser LA 3 5 [DE] - 3 6 9
Left Right
Leg Leg
(23) (23)
Rear(9)
Left Right
\ BV: 1,356 Torso Rear Torso Rear
\ / (5] (5)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (16] Right Torso (16)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o =0°
13 3. Lower Arm Actuator 4, Heat Sink 13 3. Lower Arm Actuator g g
9 4.[Ac/10 5. Sensors 9 4.[Ac/10 o o 29
5.| AC/10 6. Life Support 5.| Ac/10 8 g 28~
6.| Ac/10 6.| Ac/10 o o 57
1.| Ac/10 Center‘_Torso 1.| Ac/10 et o 3\ rign: [267
2.| Ac/10 ; 'EUS!On Eng!ne 2.| Ac/10 Ar”é' 8 CO) Arn21 D5*
3.| Ac/10 . rusion Engine 3.| Ac/10 (12) (12) -
4-6 4 | ac/10 1-g 3. FusionEngine 4-6 4| ac/10 = 2 24*
5. Medium Laser 4. Gyro 5. Medium Laser 23
6. Ammo [AC/10]10 5. Gyro 6. Ammo (AC/10] 10 2%
6. Gyro =1
1. Gyro teft Right 50"
Left Torso o e Right Torso (16) S K
1. Ammo (AC/10) 10 4-6 4: Fusion Engine 1. PPC 18*
2 ralhr S o 2|
-3 - rotAgan 6. Roall Agai 35
1-3 4. Roll Again o Agan 1-3 4. Ammo (AC/10) 10 18
5. Roll Again N . 5. Roll Again 15*
6. Roll Again Engine H!ts o0o0o 6. Roll Again 147
1. Roll Again Gyro Hits O O 1. Rol Again Lo s ourects Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 00 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 10"
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 00
B. Rall Again 8. Roll Again 23 AmmoExp. avoidon 6+ QO 8
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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Heat Sink Damage Transfer D HeatSink 8  +1 Modifier to Fire =
6. Roll Again Diagram 6. Roll Again 5 -1 Movement Points 1
\, / \ / )
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T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA WARRIOR DATA
Type:Hammerhands HMH-5D Name:
Movement Points: Tonnage: 75 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 3 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: s} Era: Jihad Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Jumping: 5 /
Weapons & Equipment Inventory  (hexes)
Oty T\épe Loc Ht Dmg Min Sht Med Lng
1 C° Slave HD — [El - - -
1 AC/10 RA 3 10 - 5 10 15 Right Arm
[DBS] (20) (20)
1 ER Medium Laser RA 5 5 [DE] - 4 8 12
1 AC/10 LA 3 10 - 5 10 15
[DBS]
1 ER Medium Laser LA 5 5 [DE] - 4 8 12
Left
Leg
(23)
Rear(9)
Left Right
\ BV: 1,496 Torso Rear Torso Rear
\ / i) (5)
/ \ Heat
CRITICAL HIT TABLE Hood K INTERNAL STRUCTURE DIAGRAM 3104
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (16] Right Torso (16)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o =0°
1 3 3. Lower Arm Actuator 4. C°Slave 1 3 3. Lower Arm Actuator g g
“9 4.Ac/10 5. Sensors 9 4.[Ac/10 o o 29
5.| AC/10 6. Life Support 5.| Ac/10 8 g 28~
6.| ac/10 6.| ac/10
C T (e} o 27
1.| ac/10 enter lorso 1.| Ac/10 eft |9 31 rigne 26"
2.| Ac/10 ; 'lzus!on Engine 2.| Ac/10 Ar”é' 8 CO) Arn21 o5*
3.| Ac/10 . Fusion Engine 3.| Ac/10 (12) (12) -
46, chw 1-g 3. FusionEngine 46, Ac§10 = 2 24
5. ER Medium Laser 4. Gyro 5. ER Medium Laser 23
6. Ammo (AC/10]10 5. Gyro 6. Ammo (AC/10] 10 2%
6. Gyro =1
1. Gyro Left Right 50"
i i - Le
Left Torso o e Right Torso (18) S K
1. [Improved Jump Jet 4-6 4: Fusion Engine 1.[ Double Heat Sink 18*
2. Limproved Jump Jet 5.[ Improved Jump Jet 2.| Double Heat Sink 17
1-3 3. Ammo (AC/10) 10 E:[Impr‘oved Jump Jet 1-3 3.L Double Heat Sink
4. Ferro-Fibrous 4-[Impr‘oved Jump Jet 18
5. Ferro-Fibrous N " 5.LImproved Jump Jet 15%
6. Ferro-Fibrous Englne H!tS oo0o 6. Ammo (AC/10) 10 10 (20) 14*
1. FerroFibrous Gyro H!tS oo 1. FerroFibrous LF‘g/Del* ShuthV\IIE:fECtS Double 13
2. FerroFibrous S.ensor Hits O O 2. FerroFibrous 28 Ammo Exp. avoid on 8+ 12
4.6 3. FerroFibrous Life Support O 4-6 3. FerroFibrous 26  Shutdown, avoid on 10+ 11
4. FerroFibrous 4. Ferro-Fibrous 25 -5 Movement Points Q =
5. Ferro-Fibrous 5. Ferro-Fibrous 24  +4 Modifier to Fire O 10
6. Roll Again B. Ferro-Fibrous 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 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 Paints ©) Y
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ (@)
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. [Impr‘oved Jump Jet Damage Transfer 5_[Impr‘oved Jump Jet 8  +1 Modifier to Fire 2
6. Limproved Jump Jet Diagram 6. LImproved Jump Jet 5 -1 Movement Points 1
\, / \ / )
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Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.

D. M. (order #4325435)



P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type:Hammerhands HMH-6D Name:
Movement Points: Tonnage: 75 Gunnery Skill: __ Piloting Skill: __
Walking: 3[4] Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 5(6] Era: Jihad Consciousness#| 3 | 5 | 7 [10] 11 |pead
Jumping: 5 /
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Targeting Computer RT — [E] - - = =
1 C°Slave LT — E - - = = Right Arm
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 Rotary AC/5 RA 1 5§Sht — 5 10 15
[DBR/C]
1 Medium Laser LA 3 5 [DE] - 3 6 9
1 Rotary AC/5 LA 1 5§Sht - 5 10 15
[DBR/C]
Torso
Rear(3)
Left Right
\ BV: 2,139 Torso Rear Torso Rear
\ / (2) (@)
/ \ Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
ea
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (16] Right Torso (16)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o =0°
1-3 3. Lower Arm Actuator 4. Triple-Strength Myomer 13 3. Lower Arm Actuator g g
“9 4. [Rotary AC/5 5. Sensors “9 4.[ Rotary AC/5 o o 29
5. | Rotary AC/5 6. Life Support 5.| Rotary AC/5 8 g 28*
6. | Rotary AC/5 6.| Rotary AC/5 o o 27
1. | Rotary AC/5 Center‘_Torso 1.| Rotary Ac/5 et [o 3\ rign: [267
2. | Rotary AC/5 ; i“s!m‘ E"gfne 2.| Rotary AC/5 Arm YO od am [B5~
3. LRotary AC/5 . Fusion Engine 3.LRotary AC/5 (12) o ol (13 -
- i i - o 0
4-6 4. Medium Laser 1-3 3. Fusion Engine 4-6 4. Medium Laser 24*
5. Ammo (RAG/5) 20 4. Gyro 5. Ammo (RAC/5) 20 23
6. Triple-Strength Myomer 5. Gyro 6. Triple-Strength Myomer 22*
6. Gyro =1
1. Gyro Left Right 50"
. . . Le L
Left Torso oo B Right Torso (18] I EES
1. [ Double Heat S?nk 4-6 4: Fusion Engine 1. [ Improved Jump Jet 18*
g. Double Heat S!nk 5.[Improved Jump Jet g Impr‘ov_ed Jump Jet 17*
1 _3 . LDouble Heat Sink 6.Limproved Jump Jet 1 _3 .| Targeting Computer 76
4. [Impr‘oved Jump Jet 4. Targeting Computer
5. Limproved Jump Jet N " 5.| Targeting Computer 15%
6. 3 Slave Engine H!tS o0o0o B.| Targeting Computer 10 (20) 14*
1. Triple-Strength Myomer Gyro H!tS oo 1.| Targeting Computer LF‘g/Del* ShuthV\IIE:fECtS Double 13%
2. Triple-Strength Myomer Sensor Hits 0O 2.| Targeting Computer 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Triple-Strength Myomer 26  Shutdown, avoid on 10+ 11
4 i 4 i ’ i O
Roll Again - Roll Again 25 -5 Movement Points 10"
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
B. Roll Again B. Roll Again 23 Ammo Exp. avoidon B+ O 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. [Impr‘oved Jump Jet D T P 5_[Impr‘oved Jump Jet 3 +1 Modifier to Fire 2
6. LImproved Jump Jet amgge ranster 6. L Improved Jump Jet 5 -1 Movement Points 1
\ iagram J \ / =

© 2012 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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P T

T 1 ILETETSIH

ARMOR DIAGRAM

Head (4)

Left Torso

Right Torso

/
’'MECH RECORD SHEET
/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Jabberwocky JAW-65A EngineerMech 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 Lift Hoist(R) RT — [ - - - -
1 Salvage Arm RA — [E] - - - - Right Arm
1 Spot Welder LA 2 5 - - = - 3)
Center
Torso
Rear(1)
Left Right
\ BV: 230 Tor's[qI ?ear‘ Torsigl ]Rear
/ \ Heat
CRITICAL HIT TABLE A INTERNIAL STRUCTURE DIAGRAM
He a d Scale
. H Overflow
Left Arm 1. Life Support nght Arm Right Torso (12]
1. Shoulder 2. Sensor§ ) 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator SO
13 3. Lower Arm Actuator 4. Environmental Sealing 13 3. Lower Arm Actuator
"9 4. Spot Welder 5. Sensors - 4.[Salvage Arm 29
5. Environmental Sealing 6. Life Support 5.LSalvage Arm 28*
6. Roll Again 6. Environmental Sealing 27
1. Roall Again Center TOPSO 1. Roll Again Right | 26*
2. Roll Again ; ":“e: ge:: E"g!"e 2. Roll Again el S
3. Roll Again - ruetLellEngine 3. Roll Again -
4-6 4 Roil Again 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~
Left Torso 2. Fuel Cell Engine Right Torso I EES
3. Fuel Cell Engine
1. Heat Sink . 4-6 4. Fuel Cell Engine 1. Heat Sink 18%
g. IFEin\I?ernr_nental Sealing 5. Environmental Sealing g tlff: :o!s: {g} 17
K . 0 gain E Roll Agai . . I OIS
1 34- Roll Again o Again 1 34- Lift Hoist (R) 18
5. Roll Again N - 5. Environmental Sealing 15*
6. Roll Again Engine Hits 00 O 6. Roll Again 4
1. Roll Again Gyro Hits 0O 1. Roll Again Lo s dDVE:fECtS Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. 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 Q —
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 O 5
. 19 Ammo Exp. avoid on 4+
Left Leg CH'[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 Paints O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts 3
5. Tracks } Damage Transfer 5. Tracks ) 8  +1 Modifier to Fire 2
6. Environmental Sealing g 6. Environmental Sealing ; 1
\ : Diagram : \ 5 -1 Movement Points /
(o]
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T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (B)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Jabberwocky JAW-66B EngineerMech Name:
Movement Points: Tonnage: 50 Gunnery Skill: __ Piloting Skill: __
Walki_ng: 4 Tech Base: Inner Sphere HitsTaken[ 1 |2 | 3| 4] 5] 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 Lift Hoist(R) RT — [E] - - - = Center
1 Lift Hoist(R) LT — [E] - - - - Left Arm Torso Right Arm
1 Mounted Searchlight LT — [E] - - = 170
1 Salvage Arm A — [E] - - - = (6) O o 9 o © (6)
1 Spot Welder LA 2 5 - - = =
Left O O Right
Leg Center Leg
(6) Torso (6)
Rear(3)
O o o ©
Left Right
\ BV: 322 Torso Rear Torso Rear
\ / (2 (2
/ \ Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
. 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 SO
13 3. Lower Arm Actuator 4. Environmental Sealing 13 3. Lower Arm Actuator
"9 4. Spot Welder 5. Sensors - 4.[Salvage Arm 29
5. Environmental Sealing 6. Life Support 5.LSalvage Arm 28*
6. Triple-Strength Myomer 6. Environmental Sealing 27
1. Triple-Strength Myomer Cer_lter‘_TOI‘SO 1. Triple-Strength Myomer 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
O 4. Roll Again 1-g 8- Fusion Engine "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 teft Right 50"
- ; . e
Left Torso 2. Fusion fnaine Right Torso (12) 8 o
1. Heat Sink 4-6 4 Fusion Engine 1. Heat Sink 18
g' ‘If}fltmlﬁ qet[R] 2. dump Jet g :'l;tmg ot (R) L L
. i pist . . .| Li oist
- 6. Environmental Sealin -
1-3 4. [Liﬂ: Hoist (R) 9 1-3 4. |:Lift Hoist (R) HEAT 18
5. L Lift Hoist (R) - - 5. Lift Hoist (R) 15*
6. Mounted Searchlight Engine H!tS o0o0o 6. Environmental Sealing Heat 10 (10) 14*
1. Environmental Sealing Gyro H!tS oo 1. Triple-Strength Myomer L?%/Del* ShuthV\IIE:fECtS Single 13*
2. Triple-Strength Myomer S.BI'ISOI" Hits 0 O 2. Triple-Strength Myomer 28 Ammo Exp. avoid on 8+ 12
4. 3 TrileStrength Myomer Life Support O 4-@ 3- TripleStrength Myomer 26 Shutdown, avoid on 10+ 11
4. TripleStrength Myomer 4. Rall Again 25 -5 Movement Points O o
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 O 5
. 19 Ammo Exp. avoid on 4+
Left Leg CH'[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 Paints O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Tracks } Damage Transfer 5. Tracks ) 8  +1 Modifier to Fire 2
\ 6. Environmental Sealing Diagram B6. Environmental Sealing y \ 5 -1 Movement Points y 1
(o]

© 2012 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

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (B)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Jabberwocky JAW-66C DemolitionMech Name:
Movement Points: Tonnage: 50 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 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 Lift Hoist(R) RT — [El - - - _ Center
1 Mounted Searchlight LT —— [E] - — — 170 Left Arm Torso Right Arm
1 Salvage Arm RA — [E] - - - - (5] (5
1 Rock Cutter LA — 5 - - - - ®) O o €] o © (®)
Left O O Right
Leg Center Leg
(6) Torso (6)
Rear(3)
O o o ©
Left Right
\ BV: 324 Torso Rear Torso Rear
\ / (2) (@)
/ \ Heat
CRITICAL HIT TABLE Hood " INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (12) Right Torso (12)
1. Shoulder 2. 55"5'3"_5 _ 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator =0°
13 3. Lower Arm Actuator 4. Environmental Sealing 13 3. Lower Arm Actuator
" 4. [ Rock Cutter 5. Sensors - 4.[Salvage Arm 29
5. | Rock Cutter 6. Life Support 5.L Salvage Arm 28*
6. | Rock Cutter 6. Environmental Sealing 27
1. | Rock Cutter Cer_lter -TQPSO 1. Triple-Strength Myomer Left Right | 26*
2. LRock Cutter 1. Fusion Engine 2. Triple-Strength Myomer Arm Arm [25*
4.6 3. Environmental Sealing 2. Fus!on Eng!ne 4.6 3. Triple-Strength Myomer (8) (8) oY
"9 4. TripleStrength Myomer 1-3 3. Fusion Engine "9 4. Roll Again -
5. Triple-Strength Myomer 4. Gyro 5. Roll Again 23
6. Triple-Strength Myomer 5. Gyro 6. Roll Again 22*
6. Gyro =1
1. Gyro teft Right 50"
. : . e
Left Torso o e Right Torso 2) N K
1. Heat Sink 4-6 4: Fusion Engine 1. Heat Sink 18*
2. Jump Jet ! 5. Jump Jet 2. Jump Jet 17
1-3 3. Mm.mted Searchhght 6. Environmental Sealing 1-3 3. L!ﬂ: Ho!st (R) S
4. Environmental Sealing 4.] Lift Hoist (R) HEAT
5. Triple-Strength Myomer N " 5. L Lift Hoist (R) 15%
6. Triple-Strength Myomer Engine H!tS 000 6. Environmental Sealing Heat 10 (10) 14*
1. Triple-Strength Myomer Gyro H!tS oo 1. Triple-Strength Myomer LF‘g/Del* ShuthV\IIE:fECtS Single 13%
2. Roll Again S.BI'ISOI" Hits O o 2. Triple-Strength Myomer 28 Ammo Exp. avoid on 8+ 12
4.g 3 FollAgain Life Support O 4-@ 3 TrileStrength Myomer 26 Shutdown, avoid on 10+ o) 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 10"
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
B. 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @]
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
S. Tra.Cks ) Damage Transfer 3. Trast ) 8  +1 Modifier to Fire =
\ 6. Environmental Sealing Diagram B6. Environmental Sealing y \ 5 -1 Movement Points y 1
(o]
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (B)

Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Jabberwocky JAW-66D ConstructionMech] | Name:
Movement Points: Tonnage: 50 Gunnery Skill: ____ Piloting Skill: ___
Walki.ng: 4 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Runmng: 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 Lift Hoist(R) RT — [E] - - - = Center
1 Cargo (1 ton) LT — [E] - - - - Left Arm Torso Right Arm
1 Mounted Searchlight LT — [E] - - = 170
1 Rivet Gun RA O 0 - 1 - = (6) O o 9 o © (6)
[DBS]
1 Salvage Arm RA — [E] — - =
1 Rivet Gun LA 0 - - =
[DBS]
1 Spot Welder LA 5 - - - - Left O O Right
Leg Center Leg
(6) Torso (6)
Rear(3)
O o o ©
Left Right
\ BV: 326 Torso Rear Torso Rear
\ / (2 (2
/ \ Heat
CRITICAL HIT TABLE Hood " INTERNAL STRUCTURE DIAGRAM 3
. 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 SO
13 3. Lower Arm Actuator 4. Environmental Sealing 13 3. Lower Arm Actuator
"9 4. RivetGun 5. Sensors "9 4. Rivet Gun 29
5. Spot Welder 6. Life Support 5. [Salvage Arm 28*
6. Environmental Sealing 6.L Salvage Arm 27
1. Triple-Strength Myomer Cer_lter‘_TOI‘SO 1. Environmental Sealing Left Right | 26*
2. Triple-Strength Myomer 1. Fusion Engine 2. Triple-Strength Myomer Arm Arm [25*
4.6 3. Triple-Strength Myomer 2. Fusion Engine 4.6 3. Triple-Strength Myomer (8) (8) oY
"9 4. Roll Again 1-3 3. Fusion Engine “© 4. Triple-Strength Myomer -
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again S. Gyro B. Rol Again 22~
6. Gyro =1
1. Gyro Left Right 50"
i i - Lel
Left Torso e Enane Right Torso (12) N K
1. Heat Sink 4-6 4 Fusion Engine 1. Heat Sink 18
2. Jump Jet e 5. Jump Jet 2. J.ump .!et 17
1-3 3. Ammo (Nail/Rivet Gun) 300 6. Environmental Sealing 1-3 3. L!ft Hn!st (R) s
4. cargo (1 ton) 4.] Lift Hoist (R) HEAT
5. Mounted Searchlight N - 5. L Lift Hoist (R) 15*
6. Environmental Sealing Englne H!tS ocoo B. Environmental Sealing Heat 10(10) 147
1. Triple-Strength Myomer Gyro H!tS 00 1. Triple-Strength Myomer L%’gl* Shut dDV\I[E:fects Single 13*
2. TripleStrength Myomer S.BI'ISOI" Hits 0O 2. Triple-Strength Myomer 28 Ammo Exp. avoid on 8+ 12
4. 3 TripleStrength Myomer Life Support O 4-@ 3- TripleStrength Myomer 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points Q —
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire ©)
6. Roll Again 6. Roll Again 23 AmmoExp. avoidon 6+ QO 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Paints O 5
. 19 Ammo Exp. avoid on 4+
Left Leg CH'[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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 0]
4., Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
S. Trast . Damage Transfer S. Tra_CKS i 8 +1 Modifier to Fire 2
\ 6. Environmental Sealing Diagram 6. Environmental Sealing PAN 5 -1 Movement Points y 1
(o]
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T 1 LETEIIH

EXTERNAL STORES/BOMBS

AEROSPACE FIGHTER RECORD SHEET
FIGHTER DATA

OO
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Type: Centurion CNT-1A Nose Damage
Thrust: Tonnage: 30 Threshn‘{d é‘gotal Armor) [ ]{ ]l I[ ][ ]
Safe Thrust: 8 Tech Base: Inner Sphere (32) Key:-
Maximum Thrust: 12 (Primitive) \ Hé - IL—|igh Eéplqsiue
. LG - Laser Guided
Era: Star League 0 o o \O o Pl
= (0] () (@] (@] RL - Rocket Launcher
Weapons & Equipment Inventory o o (Ol 0]
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) (@] (@) (@) (@)
Qty Type Loc. Ht SRV MRV LRV ERV o) e o o
1 Medium Laser [DE] N 3 5 — — — o o O O
1 Medium Laser [DE] w3 5 — — — O o o 0o 0
1 Medium Laser [DE] RW 3 5 - - - o o
Primitive Cockpit
Structural
Integrity:
o ©
Left Wing o OO o Right Wing
Damage Threshold (o) (o) Damage Threshold
(Total Armor) [e) (Total Armor)
3(21) o o) 3(21)
) O O |o
Fuel: 400 Points (@]
O O |o
BV: 568 o) @) 0
/ : o} o o)
© (0] © (0] O © © 0] © (0]
o o 0 o o Heat
0 o 0 o o Scale
O (@] 0] ) O 'Overfiow
@) O 0o 0o 0
O O / o @) O O
O 0] 0 o (0] 30"
(0] o 29
0) 28"
Q 27"
Aft Damage 26"
Threshold 25+
(Total Armor) =+
3 (22)
23"
\ \\ 22+
( CRITICAL DAMAGE \ (@GS { HEAT DATA N\ (==
Heat
Lk . Name: * Heat Sinks: 20"
s (D@ oo DO E *
. . . . Gunnery Skill: ___ Piloting Skill: Sg ihutdﬂgn dong ;_0 [;l 0) 19
mmo Exp. avoid on B8+ ingle 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilochamage. avoid (0] T
on +
t ) (0]
3 z A Life 7 Consciousness # | 3 7 110/ 11 |pead 26 Shutdown, avoid on 10+ 16
Sensors Support 25 Random Movement, o 15*
\ Modifier [+1| +2| +3| +4| +5 avoid on 10+ 0 -
\ / \ / | 24 +4aModifier to Fire 0 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 9] 12
T 21 Pilot Damage, avoid (0]
urn # 1 2 3 a 5 6 7 8 s 10 an B+ o 11
Thrust 20 Random Movement, o 10*
. avoid on 8+
Ve'“"'_t‘" ) 18  Ammo Exp. avoid on 4+ 8
Eﬁfcu""‘ Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effactive Velocity 8 fllvﬁfllgd'i:%i%reti; Fire 2
Altitude 5 Random Movement, 1
N VRN avoid on S+ V. )




T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA
Type: Centurion CNT-1D

ARMOR DIAGRAM

Nose Damage

EXTERNAL STORES/BOMBS

(OO0
OO
()00
A

Thrust: Tonnage: 30 Threshn‘{d ‘[“Botal Armor]
Safe Thrust: 10 Tech Base: Inner Sphere (40) Key:-
Maximum Thrust: 15 (Intro) Eé - LHigh Eépl%si:le
. s - Laser Luioe
Era: Star League 0O 0 o [e) (@) C - Cluster
. (e} (e} (@] (@] O AL - Rocket Launcher
Weapons & Equipment Inventory (0] o o o | O
Standard Scale (0-6)  (6-12) (13-20) (21-25) (@) (@] (e} (e} (e}
Qty Type Loc. Ht SRV MRV LRV ERV @) 0] 0] 0] ¢
1 Medium Laser [DE] N 3 5 — — — o o o o o
1 Medium Laser [DE] w3 5 — — — Y o o o o
1 Medumlaser[DE] RW 3 5 —  — — 0 o o o Q
Structural
Integrity:
10
Left Wing 8 08 08 Right Wing
Damage Threshold O O Damage Threshold
(Total Armor) [®) [®) (Total Armor)
3(26) o) 3 (26)
(@] OO
Fuel: 400 Points 8 (@] O OO
(0] (@) O
BV: 701 0 ¢ 0] o)
/ : o) o/l o o 0 o)
(@] O O O (@] (@] O
(@) (@) (@) 0 9 \O @) O Heat
(@] (@] (o) @) e O Scal
(@) (@] (0] (0] o] le] 0 cale
@) O (e} o . O O O 'Overfiow
(@] (@] (@] O @) O O 0]
(@] (e} / o (@] (@]
(@] (e} -
(o) 30
(0] 29
28"
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =7
3 (28)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
Lk . Name: * Heat Sinks: 20*
s DEE = OO *
. . . . Gunnery Skill: ___ Piloting Skill: Sg ihutdﬂgn dong ;_0 [;l 0) 19
mmo Exp. avoid on 8+ ingle 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid (o) T
on 9+
: ) (0]
3 z A Life R Consciousness # | 3 7 110( 11 |pead 26 Shutdown, avoid on 10+ 16
Sensors Suppnr't 25 Random Movement, O 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ / \ / | 24 +4Modifier to Fire 0 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ ) 12
T 21 Pilot Damage, avoid (e}
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 0 11
Thrust 20 Random Movement, o 10*
. avoid on 8+
Velacity ) 19 Ammo Exp. avoid on 4+ 8
Eﬁ"’m"e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Modifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effective Velocity 8 +E'1“Rﬁﬁu?%£r‘5£$ Fire 2
Altitude 5 Random Movement, 1
“ SN avoid on 5+ V. )
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AEROSPACE FIGHTER RECORD SHEET

EXTERNAL STORES/BOMBS

(OO0
OO
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{ ForreR DATA ) T OO0
Type: Centurion CNT-2D Nose Damage
Thrust: Tonnage: 30 Threshn‘{d é‘gotal Armor) [ ][ ]l I[ ][ ]
Safe Thrust: 10 Tech Base: Inner Sphere (32) Key:-
Maximum Thrust: 15 (Intro) 7 HE - High Explasive
Era: Succession Wars 0 o o \O o ‘L:G i:lLf"SLC" Guided
- Lluster
(@] O (@] (@] RL - Rocket Launcher
Weapons & Equipment Inventory o o (Ol 0]
Standard Scale (0-6)  (6-12) (13-20) (21-25) (@] (@] (@] (@]
Qty Type Loc. Ht SRV MRV LRV ERV @) /O @) @)
1 Medium Laser [DE] N 3 5 — — — o o © o
1 SRM B [MC] N 4 8 - - — O (0] (0] (0] (0]
1 Medumlaser[DE] LW 3 5 —  — — o o
1 Medium Laser [DE] RW 3 5 - - -
Structural
Integrity:
10
Left Wing 8 08 08 Right Wing
Damage Threshold O O Damage Threshold
(Total Armor) [e) (Total Armor)
2(18) 0 (@) 2(18)
Ammo: (SRM B) 15 (@) (@] (@)
Fuel: 240 Points O
(0] (@] 0O
BV: 757 (0] @) o]
/ 0 /I o o) 0
(@) © (e} O ° (@] © (@]
o o o |\ o 0 sl
(@] (@) (0] O (0]
O O O Overflow
OO OO (0] o OO O I
(@) o 0 (@] Q 30"
O o 29
28"
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =7
2 (20) —
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
Lk . Name: * Heat Sinks: 20*
s DEE = OO *
. . . . Gunnery Skill: ___ Piloting Skill: Sg ihutdﬂgn dong ;_0 [;l 0) 19
mmo Exp. avoid on B8+ ingle 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid (0] T
on 9+
: ) o
3 z A Life R Consciousness # | 3 7 110( 11 |pead 26 Shutdown, avoid on 10+ 16
Sensors Suppnr't 25 Random Movement, O 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ / \ / | 24 +4Modifier to Fire 0 14
/4 \\ 23 AmmoExp.avoidonB+ O 13"
VELOCITY RECORD N 22 Shur.down?auoid on 8+ O 12
21 Pilot Damage, avoid (0]
Turn # 1 2 3 4 5 6 7 ] ] 10 on B+ o 11
Thrust 20 Random Movement, o 10*
. avoid on B8+
Velacity ) 19 Ammo Exp. avoid on 4+ 8
Eﬁ"’m"e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Modifier to Fire 7
15 Random Movement, )
avoid on 7+ -
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ S
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
- : id 6
Effactive Velocity g  +1 Modifier to Fire 2
Altitude 5 Random Movement, 1
“ SN avoid on 5+ V. )




BNATTILETETIH

AEROSPACE FIGHTER RECORD SHEET

EXTERNAL STORES/BOMBS

(OO0
OO

{ FicHTER DATA ) YR OO 000
Type: Centurion CNT-3S Nose Damage
Thrust: Tonnage: 30 Threshqc_:d ‘[“gotal Armor) [ ]{ ]l I[ ][ ]
Safe Thrust: 12 Tech Base: Inner Sphere (48] y Key:-
Maximum Thrust: 18 Era: Jihad / \ HE - High Explosive
LG - Laser Guided
(@] (@) (0] (0] O (@] (e} C - Cluster
= (0] @) @) (@] O O RL - Rocket Launcher
Weapons & Equipment Inventory (0] (0] o (0] 0] 0]
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) (@) (@] (@) (@) (@] (@)
Qty Type Loc. Ht SRV MRV LRV ERV OO OO - OO OO OO OO o
1 TAG [S]_ N 0 — — — — o o 0 e} [0} 0
1 ER Medium Laser [DE] LW 5 5 5 — —
1 ER Medium Laser [DE] RW 5 5 5 - - o o o 0
Structural
Integrity:
o O 1(52 O
Left Wing OOOOOOOO Right Wing
Damage Threshold Damage Threshold
(Total Armor) O O (Total Armor)
4 (34) O O 4 (34)
© OO @)
Fuel: 400 Points OO O OO o v (@]
O Q
BV: 822 O O o O o] o)
/ - O 09 O O O O O
O O O O O (@] O (0]
(@) (@) (0] (@) o O \O O (@) o Heat
(0] @) (0] 6 O o o 0 Scale
@) @) @) (@) O O O (e} (0] (0]
O (@] (6] O O \ (@] (@] O Overflow
@) 0] ®) O o O (6] (6] (6]
(e} O O /) o OO O O O O
@) o° o 0] @) 30"
29
28"
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =+
4 (36)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 evel g
. E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong |130 [EID) 19
mmo Exp. avoid on 8+ ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilochamage. avoid (0] T
- on + ) o
7 2 A Life 5 Consciousness # | 3 7 1 10| 11 |Dead 26 Shutdown, avoid on 10+ 16
Sensors Support 25 Random Movement, o 15*
\ Modifier [+1| +2| +3| +4| +5 avoid on 10+ 0 -
\ / \ / | 24 +4aModifier to Fire 0 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ ) 12
T 21 Pilot Damage, avoid (e}
urn # 1 2 3 a 5 6 7 8 s 10 an B+ o 11
Thrust 20 Random Movement, o 10*
. id 8
b 19 Ammo Exp. avoid on 4+ 2
Eﬁfcu""‘ Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effective Velocity g  +1 Modfar ta Fire 2
Altitude 5 Random Movement, 1
N VRN avoid on S+ V4 0
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T 1IETEIIH

AERODYNE DROPSHIP RECORD SHEET

DROPSHIP DATA
Type: Vampire 2715

MName:

Thrust:
Safe Thrust: 6
Maximum Thrust: g

Tonnage: 400

Tech Base: Inner Sphere
(Intro)

Era: Star League

Standard Scale

Bay Loc

2 Medium Laser N

1 SRMB N
[30 rnds]

1 LBM 20 FL/FR
[18 rnds]

1 Large Laser FL/FR

2 Medium Laser A

Cargo:
Bay 1: Infantry Bay - 18 tons

Weapons & Equipment Inventory

(1-6) (7-12) (13-20) (21-25)

Ht SRVMRV LRV ERV

6 1010— - -
18- - -

1818 - -

4
B 1112)1012) 1(12)—
8

6 1010— - -

(4 doors)

Bay 2: Cargo Space - 10 tons (1 door)

\ BV: 2,113 Fuel: 2,660

ARMOR DIAGRAM

Standard Scale

Nose Damage
Threshold
[Total Armor)

14 (134)

CATAYST

game F labs

0000000000
00000000000000000000000000000000
00000000000000000000000000000000
000000000000000000000000000000
000000000000000000000000000000
Structural Integrity: 11
Left Wing Right Wing
Damage Threshold 00000000 Damage Threshold
CGos! Aman 0880000000000000805003 (Gossl Arman)
11 (109) 000000000 11 (109)

0000000000000

0000000000000000000O00000

00000000000000000000000000000000QOO0000000

(Crew DaTa S

Gunnery Skill: Piloting Skill: Avionics Gear
HitsTaken | 1| 2| 3| 4| 5| 6 . Life
I +2l+3lal5 e @ Support
Modifier |+ | +2| +3| +4| +9|Incp.
Crew: 7 Marines: 0 Sensors K-F Boom @
Passengers: ( Docking
Other: 63 Battle Armor: 0 Thrusters Collar @
, \ \, Life Boats/Escape Pods: 0/0 / Left n @
VELOCITY RECORD
( VeLociTy REconD ) \| = 0EEE
Turn # 1 2 3 4 5 5 7 8 ] 10
Engine ()
Velocity \
Effective Velocity \ /
Aiude C HEAT DATA )
Turn # 1 12 13 14 15 16 17 18 19 20 Heat Sinks: Heat Generation Per Arc
Thrust 34 (34) Nose: 10 Aft: 6
: Single 3 3 :
Velocity Left Wing: Right Wing:
Effective Velocity Fwd: 14 Fwd: 14
Altitude Aft: QO Aft: 0
N VAR /

O000000000000000000QOO000

Q0000000000000 0000000000000000CQO00000000
0000000000000 0OO00000000000000000O0000000

Aft Damage
Threshold
[Total Armor)

10(92)

( CRITICAL DAMAGE J3umnN
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CAPELLAN CONFEDERATION



Korvin Tank KRV-3
50
3] Inner Sphere
g (Intro)
Era: Star League
Tracked 9
Fusion Engine
2 Machine Gun FR 2 -1 2 3
[DB.AI
1 Machine Gun RS 2 -1 2 3
[DB.AI
1 Machine Gun LS 2 -1 2 3
[DB.AI
1 Machine Gun RR 2 -1 2 3
[DBAI] Turret D
1 Large Laser T 8[DE] — 5 10 15
1 LRM10 T 1/Msl B 14 21
[M,C,S]

Ammo: (Machine Gun) 200, (LRM 10) 12
BV: 792

2012

( ROUND COMBAT VEHICLE HIT LOCATION TABLE )

ATTACK DIRECTION
REAR

2D6 Roll FRONT SIDE§

2* Front (critical) Rear (critical) Side (critical)
3 Frontt Reart Sidet

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

10 Turret Turret Turret

11 Turret Turret Turret

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

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

\ /

{ MOTIVE SYSTEM DAMAGE TABLE )

2D6 Roll EFFECT*

2-5 No effect

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

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

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

+3 modifier to all Driving Skill Rolls

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

Vehicle is immobile.

Attack Direction Modifier: Vehicle Type Modifiers:

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

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

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

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

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

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

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

© 2012 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



BATTI-LETECHI

FIXED WING SUPPORT VEHICLE RECORD SHEET DDOOD

Type: Stork Light Refueling Craft BAR: 10
Thrust: Tonnage: 80
Safe Thrust: 3 Tech Base: Inner Sphere Nose Damage Key:-
Maximum Thrust: 8 Era: Star League Threshold [Total Armor) HE - High Explosive

LG - Laser Guided
C - Cluster
RL - Rocket Launcher

Weapons & Equipment Inventory

Standard Scale [0-6) (6-12) (13-20) (21-25)
Aty Type Loc. Ht SRV MRV LRV ERV
1~ AMS [DB,PD]

SRM 4 [M,C]

AMS [DB,PD]
Refueling Drogue [E]
SRM 4 [MC]
Advanced Fire Control
[E] BD

>z

4
4

NN NN
O o0ooooo

Structural
Integrity:
5

Chassis Modifications: Armored Chassis
Cargo:

Insulated Cargo Space - 19.58 tons (1 door)

Left Wing Right Wing
Damage Threshold Damage Threshold
Ammo: (SRM 4] 25, (AMS) 36 (Total Armor) (Total Armor)

Fuel: 250 Points

2(17) 2(17)

BV: 436
\_\ /

Aft Damage
Threshold
(Total Armor)
3 (25)
/ \ / \
CRITICAL DAMAGE "\ PILOT DATA GROUND MAP STRIGHT MOVEMENT
: MINIMUM STRAIGHT MOVEMENT
Avionics Engine E] E] R (IN HEXES)
Gunnery Skill: Piloting Skill: SMALL CRAFT AND FIXED
VELOCITY FIGHTER WING SUPPORT VEHICLES
ros @ Gear HitsTaken [ 1| 2| 3| 4| 5|6 1 3 L]
Life Consciousness eal 3 16 20
\Sensor‘s Support 118|6] 7]10] 19 josd 4 20 26
- s 24 32
\ / \ Modifier |+1| +2| +3| +4| +5 / e g 38
/ \ 7 32 44
8 36 50
VELOCITY RECORD \ 9 a0 56
10 44 62
Turn # 1 2 3 4 5 3] 7 8 9 10 11 48 6B
Thrust 12 52 74
Velacity \ Velocity above 12 is not possible on ground maps. Y
Effective Velocity
Altitude / \
FIGHTER RETURN TABLE
Turn # 11 12 13 14 15 16 17 18 19 20
Thrust SAFE THRUST TURNS BEFORE RETURN
. 1-4 3
Velocity
Effective Velocity 95_-182 ?
Altitude 13+ 0
\ VAR S/
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EXTERNAL STORES/BOMBS

BNATTLLETECIH OO0

FIXED WING SUPPORT VEHICLE RECORD SHEET DDOOD

Type: Stork Light Refueling Craft (Original) BAR: 10
Thrust: Tonnage: 80
Safe Thrust: 3 Tech Base: Inner Sphere Nose Damage Key:-
Maximum Thrust: 8 Era: Star League Threshold [Total Armor) HE - High Explosive

LG - Laser Guided
C - Cluster
RL - Rocket Launcher

Weapons & Equipment Inventory

Standard Scale [0-B) (B-12) (13-20) (21-25)
Aty Type Loc. Ht SRV MRV LRV ERV
1 SRM 4 [MC] N 0] 4 — — —
1 Refueling Drogue [E] A 0 — — — —
1 SRM 4 [M[C] A 6] 4 — — —
1 Advanced Fire Control

[E] 0 — — — —

Chassis Modifications: Armored Chassis
Cargo:
Insulated Cargo Space - 23.93 tons (1 door)

Structural
Integrity:
5

Left Wing Right Wing
Damage Threshold Damage Threshold
Ammo: (SRM 4] 25 (Total Armor) (Total Armor)

Fuel: 250 Points

BV: 329
\_\ /

2(17) 2(17)

Aft Damage
Threshold
(Total Armor)
3 (25)
/4 \N
CRITICAL DAMAGE N ( PILOT DATA "~ GROUND MAP STRIGHT MOVEMENT )
: MINIMUM STRAIGHT MOVEMENT
Avionics Engine E] E] R (IN HEXES)
Gunnery Skill: Piloting Skill: SMALL CRAFT AND FIXED
VELOCITY FIGHTER WING SUPPORT VEHICLES
ros @ Gear HitsTaken [ 1| 2| 3| 4| 5|6 1 3 L]
Life Consciousness eal 3 16 20
\Sensor‘s Support 118|6] 7]10] 19 josd 4 20 26
- s 24 32
\ / \ Modifier |+1| +2| +3| +4| +5 / e g 38
/ \ 7 32 44
8 36 50
VELOCITY RECORD \ 9 a0 56
10 44 62
Turn # 1 2 3 4 5 3] 7 8 9 10 11 48 6B
Thrust 12 52 74
Velacity \ Velocity above 12 is not possible on ground maps. Y
Effective Velocity
Altitude / \
FIGHTER RETURN TABLE
Turn # 11 12 13 14 15 16 17 18 19 20
Theust SAFE THRUST  TURNS BEFORE RETURN
. 1-4 3
Velocity
Effective Velocity 95_-182 ?
Altitude 13+ 0
\ VAR S/
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)
Left Torso

Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Firebee FRB-2E Name:
Movement Points: Tonnage: 35 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 5 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 8 (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Jumping: 5 Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRM2 CT 2 2/Msl - 3 6 9
[M,C,S]
1 SRM2 RT 2 2/Msl - 3 6 9
[M,C,S]
1 SRM2 LT 2 2/Msl - 3 6 9
[M,C,S]
1 Large Laser RA 8 8 [DE] - 5 10 15
1 SAM2 LA 2 2/Md — 3 B 9
[M,C,S]
Torso
Rear(5)
Left Right
\ BV: 808 Torso Rear Torso Rear
\ / (3) (3)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
Left Arm 1. Life Support Right Arm Head ! Overfiow
1. Shoulder o Senso_r‘s 1. Sr?aulder Left Torso (8) Right Torso (8)
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors - 4.[Large Laser 29
5. SRM2 6. Life Support 5.LLarge Laser 28*
6. Roll Again 6. Roll Again
c T —
1. Roll Again enter_ orso 1. Roll Again Right [26°
2. Roll Again ; i“s!m‘ E"gfne 2. Roll Again A[g]n S5+
3. Rall Again - rusion Engine 3. Roll Again -
4-6 4 Roiagsin 1-g 3. FusionEngine 4-6 4 R again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g gV”’ 6. Roll Again 2%
. Gyro 21
1. Gyro Right 20~
Left Torso 2. Tt engine Right Torso i i
1. Heat Sink 4-6 4: Fusion Engine 1. Jump Jet 18*
g. jump jet 5. Jump Jet g g;r:npéjet 17
.3 o JumpJet 6. SRM2 3%
1-32. samz 1-3%, Roll Again 16
5. Ammo (SRM 2) 50 N " 5. Roll Again 15%
6. Ammo [SRM 2) 50 Engine Hits O oo 6. Roll Again Heat 10 (10) 14"
1. Roll Again Gyro Hits O O 1. Rol Again Lo s ourects Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. 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 Q —
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
B. 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 18 +S MDdlfler tg;"“.et O 3
5. Heat Sink 5. Heat Sink ! ovement Foints >
B. Rol Again Damage Transfer g g pgain 8 1 Nodifier to Fire. 7
. Diagram . -1 Movement Paints
\, /7 \ / o
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \ W
'MECH DATA WARRIOR DATA
Type: Firebee FRB-3E Name:
Movement Points: Tonnage: 35 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 5 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
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 Guardian ECM Suite RT — [E] - - = 6B
1 MML5 LT 3 [MCS Right Arm
LRM 1/Nsl 6 7 14 21 (10)
SRM 2Msl — 3 B 8§
1 Plasma Rifle RA 10 [DE1E| Al — 5 10 15
teft Right
eg
(14) Torso
Rear(5)
Left Right
\ BV: 1,067 Tor's[ca?ear‘ Torsi%]Rear
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (8) Right Torso (8)
1. Shoulder 2. Sensors ) 1. Shoulder
2. Upper Arm Actuator 3. Small Cockpit 2. Upper Arm Actuator 30"
3. Lower Arm Actuator 4. Sensors 3. Lower Arm Actuator
1-3 4. Hand Actuator 5. Roll Again 1-3 4. Hand Actuator 29
5. Stealth 6. Roll Again 5.| Double Heat Sink 28*
6. Stealth 6.| Double Heat Sink 27
1. Roll Again CenteP_TOPSO 1.L Double Heat Sink Left Right | 26
2. Roll Again 1. Fusion Engine 2.[Plasma Rifle Arm am [257
4-6 3. Roll Again 2. Fusion Engine 4-6 3. Plasma Rifle (6) (6) g
“© 4. Roll Again 1-g 3. Fusion Engine “© 4. stealth .
5. Roll Again 4. XLGyro 5. Stealth 23
6. Roll Again g it gV”’ 6. Roll Again 2%
. yro
21
1. XLGyro Left Right 20~
- Le
Left Torso 2 o Right Torso o i i
1. [ Double Heat Sink 4-6 4: Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat S?nk 5. Fusion Engine 2.| Double Heat S?nk 17
1-3 3. LDouble Heat Sink B. Fusion Engine 1-3 3.L Double Heat Sink S
4. [MML 5 4. [Guardian ECM Suite
5. MML 5 - - 5.1 Guardian ECM Suite 15%
6.LmmLs Engine H!ts 000 6. Ammo (Plasma Rifle) 10 10 (20) 147
*
1. Ammo (MML 5/LRM) 24 Gyro H!ts oo 1. Ammo (Plasma Rifle) 10 Level Effects Double 13%
Sensor Hits 0 O 30 Shutdown
2. Ammo (MML 5/SRM) 20 2. Stealth ; 12
. 28 Ammo Exp. avoid on 8+
4.6 3. cAsE Life Support O 4-6 3. Stealth 26  Shutdown, avoid on 10+ o) 11
4. Sstealth 4. Roll Again 25 -5 Movement Points o
5. Stealth 5. Roll Again 24 +4 Modifier to Fire 0O
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 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @]
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F"TB O 3
5. Stealth 5. Stealth 10 -2 Movement Points >
G. Stealth Damage Transfer G. Stealth g +;| ,\|\2|0d|f|er to g):me :
. Diagram . -1 Movement Points
\, /7 \ / )
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| pr—m
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (9] Right Torso
1 [ — -

’'MECH RECORD SHEET

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Koschei KSC-3I Name:
Movement Points: Tonnage: 65 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 5 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 8 (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser RT 3 5 [DE] — 3 6 9
1 AC/10 LA 3 10 10 15 Right Arm
[DBS] (20)
Right
Leg
(24)
Rear(10)
Left Right
\ BV: 1,255 Tor's[osa:iear' Torsicé]Rear
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso (15)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1-3 3.[Ac/10 4. Roll Again 13 3. Lower Arm Actuator o o
< 4.|Ac/10 5. Sensors "2 4. Hand Actuator o o 29
5.| Ac/10 6. Life Support 5. Roll Again g CO> 55"
6.| AC/10 6. Roll Again o ) 27
1.| ac/10 Center.Torso 1. Roll Again Left [ © oY rign: [26*
2.| ac/10 1. Fusion Engine 2. Roll Again Arm 3 © °¢ arm 257
4.6 3 LAc/10 2. Fusion Engine 4.g 3 FolAgan (10) g g (10) =z
“© 4. Ammo(AC/10) 10 1-g 3. FusionEngine “© 4. Roll Again .
5. Ammo (AC/10) 10 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
. . . L
Left Torso o e Right Torso (1) N K
1. Roll Again 4-6 4: Fusion Engine 1. Medium Laser 18*
2. Roll Again 5. Rall Again 2. Medium Laser 17
1-3 3 Roll Again 6. Roll Again 1-3 3 RollAgain 76
4. Roll Again 4. Roll Again HEAT D
5. Roll Again N . 5. Roll Again 15*
B. Rol Again Engine Hits 00 O B. Roll Again Heat 10 (10) 12
1. Roll Again Gyro Hits O O 1. Roll Again Lo s ourects Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. 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 54  +4 Modifier to Fire 0O
B. 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @]
4. Foot Actuator 4. Foot Actuator 18 +S MDdlfler tg;"“.et O 3
5. Roll Again 5. Roll Again -2 Movement Points =
6. R IIAg i Damage Transfer 6. Rl Ag . 8  +1 Modifier to Fire -
- noltAgan Diagram - noltAgain 5 -1 Movement Points
\, / \ / o
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Koschei KSC-3L Name:
Movement Points: Tonnage: 65 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 5 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 8 (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser RT 8 8 [DE] - 5 10 15
1 Medium Laser RT 3 5 [DE] - 3 6 9
1 LBRM15 LA 5 1,/Msl 6 7 14 21
IMCS]
Rear(10)
Left Right
\ BV: 1,384 Torso Rear Torso Rear
\ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso (15)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1-3 3.[LRmM 15 4, Roll Again 13 3. Lower Arm Actuator o o
"9 4. (rRmas 5. Sensors "9 4. Hand Actuator o ° 29
5.LLRM 15 6. Life Support 5. Roll Again g CO> 55"
6. Ammo (LRM 15) 8 6. Roll Again o ) 27
1. Ammo (LRM 15) 8 Cer.lter'.TOPSO 1. Roll Again Left % ° Right 26*
2. Roll Again 1. Fusion Engine 2. Roll Again Arm 3 © °l aArm 357
4. 3 PolAgan 2. Fusion Engine 4.g 3 FolAgan (10) g g (10) =z
“O 4. Roll Again 1-g 3. FusionEngine O 4. Roll Again .
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro teft Right 50"
Left Torso o e Right Torso (1) N K
1. Roall Again 4-6 4: Fusion Engine 1 -[Large Laser 18*
2. Rall Again 5. Rall Again 2.l Large Laser 17
3. Roll Again E. . 3. Medium Laser
- . Rall A -
1-33 Roll Again o Agan 1-3%, Roll Again 16
5. Roll Again N . 5. Roll Again 15*
6. Roll Again Engine H!ts 000 6. Roll Again 11 (11) 14"
1. Roll Again Gyro Hits O O 1. Rol Again Lo s ourects Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 00 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 10"
5. Rol Again 5. Roll Again 24  +4 Madifier to Fire O
B. Roll Again 6. Roll 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 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ Q)
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Rol Again Damage Transfer D ol Again 8 +1 Modifier to Fire 2
6. Roll Again i 6. Roll Again 5 -1 Movement Points 1
\ iagram PAN /s
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA 0-0
. O O O
Type: Koschei KSC-4l Name: 0 O
. L . O
Movement Points: Tonnage: 65 Gunnery Skill: ___ Piloting Skill: ____ e}
Walki.ng: 5 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6 %
Running: 8 Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead @)
/ O
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser RT 3 5 [DE] - 3 6 9
1 Medium Pulse Laser RT 4 6[P] - 2 4 6
1 Medium Laser LT 3 5 [DE] - 3 6 9
1 Medium Pulse Laser LT 4 6[P] - 2 4 6
1 LB10-XAC 2 10 - B 12 18
[DBG/F/S]
Rear(10)
Left Right
\ BV: 1,516 Torso Rear Torso Rear
\ / (8] (8)
/ \ Heat
CRITICAL HIT TABLE Heod A NKINTERNAL STRUCTURE DIAGRAM Jd
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso (15)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3.[LB10XAC 4, Ferro-Fibrous 13 3. Lower Arm Actuator o o
"9 4. | B10xAC 5. Sensors "9 4. Hand Actuator o ° 29
5.| LB10-XAC 6. Life Support 5. Endo Steel g CO> 55"
6.| LB 10X AC B. Endo Steel 57
C T 5 o
1.| LB 10xAC er_'ter'. orso 1. Endo Steel Left [ © o1 Rrignt [26*
2. L 1oxac 1. Fusion Engine 2. Endo Steel Arm 3 © °¢ arm 257
4.6 3. Endo Steel 2. Fus!on Eng!ne 4.6 3. Ferro-Fibrous (10) g g (10) oY
"9 4. Endo Steel 1-3 3. Fusion Engine ~9 4. FerroFibrous -
5. Ferro-Fibrous 4. Gyro 5. Roll Again 23
6. Ferro-Fibrous 5. Gyro 6. Roll Again 22*
6. Gyro
21
1. Gyro Left Right 50"
2. Fusion Engine H Leg Leg -
Left Torso 5 Fugion Encine Right Torso (15) 18) 19
1. Medium Laser 4'6 4. Fusion Engine 1. Medium Laser 18*
2. Medium Pulse Laser 5. Endo Steel 2. Medium Pulse Laser 17
3. Ammo (LB 10-X) 10 G Ferro-Fibrous 13 3. Endo Steel
1-33. Ammo (LB 10-X Cluster) 10 ) "2 4. Endo Steel 18
5. CcAsE - - 5. Endo Steel 15*
6. Endo Steel Engine H!tS 000 B. Ferro-Fibrous 10 (20) 147
1. Endo Steel Gyro H!tS oo 1. Ferro-Fibrous LF‘g/Del* ShuthV\IIE:fECtS Double 13%
2. Endo Steel S.ensor Hits 0 O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Endo Steel Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 11
4. Ferro-Fibrous 4. Roll Again 25 -5 Movement Points O =
5. Ferro-Fibrous 5. Roll Again 54 +4 Modifier to Fire @) 10
B. 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 18 +S MDdlfler t::J ; "Tet O 3
5. Ferro-Fibrous 5. Ferro-Fibrous R overnent t oints 2
6. Ferro-Fibrous Damage Transfer B. Ferro-Fibrous g +;I ,\'\ZIOdlﬁer to ;Irje 1
: 4 Diagram : : -1 Movement Points
\ / \ /5
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA 0-0
. O O O
Type: Koschei KSC-4L Name: 0 O
. L . O
Movement Points: Tonnage: 65 Gunnery Skill: ____ Piloting Skill: ___ o
Walki_ng: 5 Tech Base: |nner Sphere HtsTaken[ 1 [2 ]3] 4] 5[ 6 %
Running: 8 Era: Star League Consciousness#| 3 | 5 | 7 | 10| 11 [Dead O
/ O
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser RT 10 9[P] - 3 7 10
1 Medium Pulse Laser RT 4 6[P] - 2 4 6
1 LBRM15 LA 5 1/Msl 6 7 14 21
w/Artemis IV FCS [MC,S]
Rear(10)
Left Right
\ BV: 1,503 Torso Rear Torso Rear
\ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso (15)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
3.[LRM 15 4, Endo Steel 3. Lower Arm Actuator o o
1-3 4| Lrm1s 5. Sensors 1-3 4. Hand Actuator o ° 29
5.LLRM 15 6. Life Support 5. Endo Steel g CO> 55"
6. Artemis IV FCS 6. Endo Steel o ) 27
Center Torso :
1. Endo Steel . . 1. Ferro-Fibrous Left o o Right 26*
2. Endo Steel 1. Fusion Engine 2. FerroFibrous Arm  3© 8 Arm 25*
3. Ferro-Fibrous 2. Fus!on Eng!ne 3. Ferro-Fibrous (o) |° ol (o) -
4-6 4. Ferro-Fibrous 1-3 3. Fusion Engine 4-6 4. Roll Again 2 2 24*
5. Ferro-Fibrous 4. Gyro 5. Roll Again 23
6. Ferro-Fibrous 5. Gyro 6. Roll Again 22*
6. Gyro
21
1. Gyro Left Right 50"
. . . Le
Left Torso o e Right Torso (1) N K
1. Ammo (LRM 15 Artem!s] 8 4-6 4: Fusion Engine 1 -[Large Pulse Laser 18*
2. Ammo (LRM 15 Artemis) 8 5. Endo Steel 2. Large Pulse Laser 17
1-3 3. CASE 6. FerroFibrous 1-3 3. Medium Pulse Laser 5
4. Endo Steel 4. Endo Steel 1
5. Endo Steel N - 5. Endo Steel 15*
6. Ferro-Fibrous Englne H!tS o0o0o B. Ferro-Fibrous 10 (20) 14*
1. FerroFibrous Gyro H!tS oo 1. FerroFibrous LF‘g/Del* ShuthV\IIE:fECtS Double 13
2. Ferro-Fibrous S.BI'ISOI" Hits 0 O 2. FerroFibrous 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 0O 11
4. Roll Again 4. Roll Again 25 -5 Movement Points T
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
B. 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F"TB O 3
10 -2 Movement Points
5. Endo Steel 5. Endo Steel 3 1 Modifier to Fi 2
6. EndoSteel Damage Transfer & Endo steel 5 1 Movement Points 1
\ Diagram J \ / =

© 2012 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.



P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Koschei KSC-51 Name:
Movement Points: Tonnage: 65 Gunnery Skill: __ Piloting Skill: __
Walking: 5 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 8 Era: Jihad Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Jumping: 5 /
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Guardian ECM Suite CT — [E] - - = B
1 Snub-Nose PPC RT 10 1068/5 - 9 13 15
[DEV]
5 ER Small Laser LT 2 3 [DE] - 2 4 5
1 Heavy PPC LA 15 15[DE] 3 6 12 18
Rear(10)
Left Right
\ BV: 1,961 Torso Rear Torso Rear
\ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE Hood " INTERNAL STRUCTURE DIAGRAM 3
ea
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso (15)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
3 3. Lower Arm Actuator 4. Light Ferro-Fibrous 13 3. Lower Arm Actuator o o
1- 4. Hand Actuator 5. Sensors " 4. Hand Actuator g o 29
5. | Heawy PPC 6. Life Support 5. Endo Steel N CO> 58"
6. | Heavy PPC 6. Endo Steel 27
C T 5 o
1. | Heavwy PPC enter QPSO 1. Endo Steel Left o o Right | 26
2. LHeawy PPC 1. XL Fusion Engine 2. Endo Steel Arm g g Arm  [25*
4.6 3. Endo Steel 2. XL Fusion Engine 4-6 3. Light Ferro-Fibrous (10) p o (10 =7
"O 4. Endo Steel 1-g3 3. XLFusionEngine O 4. Roll Again .
5. Endo Steel 4. Compact Gyro 5. Roll Again 23
6. Light Ferro-Fibrous 5. Compact Gyro 6. Roll Again 22*
6. XL Fusion Engine =1
1. XL Fusion Engine Left Right 20~
2. XL Fusion Engine H Leg Leg -
Left Torso 5 Jump ot Right Torso (15) (18) 19
1. XL Fus?on Eng!ne 4-6 4.[Guardian ECM Suite 1. XL Fus!on Eng!ne 18*
g. it 'Izus!on :ng!ne 5.L Guardian ECM Suite g ;t 'Izus!on :ng!ne 17*
. . usion Engine 6. Endo Steel a3 usion Engine
1 3 4. Jump Jet neo stee 1 3 4. Jump Jet 18
5. Jump Jet N " 5. Jump Jet 15%
6. ER Small Laser Engine H!tS 000 6. Snub-Nose PPC 13 (26) 147
1. ERSmall Laser Gyro H!tS oo 1.L Snub-Nose PPC LF‘g/Del* ShuthV\IIE:fECtS Double 13
2. ER Small Laser S.ensor Hits O O 2. Endo Steel 28 Ammo Exp. avoid on 8+ 12
4.6 3. ERSmall Laser Life Support O 4-6 3. Endo Steel 26  Shutdown, avoid on 10+ 11
4. ER Small Laser 4. Endo Steel 25 -5 Movement Points O O o
5. Endo Steel 5. Light Ferro-Fibrous 24 +4 Modifier to Fire O O
6. Light Ferro-Fibrous 6. Roll Again 23 Ammo Exp. avoidon 8+ QO 9
22 Shutdown, avoid on 8+ O g*
20 -4 Movement Paints 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4., Foot Actuator 4. Foot Actuator 1 8 tg Mg\%ﬁﬁgﬁg Il':giﬁ ts O 3
5. Endo Steel 0 Tranaf 5. Endo Steel 8  +1 Modffier to Fire 2
6. Light Ferro-Fibrous amg?:gr;?:l'ls er 6. Light Ferro-Fibrous 5 -1 Movement Points 1
\, / \ / )

© 2012 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.



P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

/4 \ /4 \
'MECH DATA WARRIOR DATA
Type: Koschei KSC-5MC Name:
Movement Points: Tonnage: 65 Gunnery Skill: __ Piloting Skill: __
Walking: 5 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
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 Snub-Nose PPC RT 10 1068/5 - 9 13 15
[DEV]
5 ER Small Laser LT 2 3 [DE] - 2 4 5
1 ERLarge Laser RA 12 8]DE] - 7 14 19
1 Rotary AC/5 LA 1 5§Sht 5 10 15
[DBR/C]
Rear(10)
Left Right
\ BV: 1,764 Torso Rear Torso Rear
\ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE Heod "N INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso (15)
1. Shoulder 2. Sensors ) 1. Shoulder
2. Upper Arm Actuator 3. Small Cockpit 2. Upper Arm Actuator 30"
13 3. | Rotary AC/5 4. Sensors 13 3. Lower Arm Actuator o o
" 4. | Rotary AC/5 5. Endo Steel " 4. Hand Actuator N o 29
5. | Rotary AC/5 6. Light Ferro-Fibrous 5. [EFI Large Laser g CO> 55"
6. | Rotary AC/5 T 6.LER Large Laser o ) 27
1. | Rotary AC/5 Cent_er _Orso 1. Endo Steel Left % ° Right 26*
2. LRotary ac/5 1. XL Fusion Engine 2. Endo Steel Arm 3 © °¢ arm 257
4.6 3. Endo Steel 2. XL Fus!on Eng!ne 4.6 3. Endo Steel (10) g g (10) oY
"9 4. Endo Steel 1-3 3. XL Fusion Engine "9 4. Endo Steel -
5. Light Ferro-Fibrous 4. Gyro 5. Endo Steel 23
6. Light Ferro-Fibrous 5. Gyro 6. Light Ferro-Fibrous 22*
6. Gyro =1
1. Gyro Left Right 50"
2. XL Fusion Engine H Leg Leg -
Left TOI‘SP 4-6 3. XL Fusion Engine nght T0|"_SO (15) (19) 19
1. XL Fus!on Eng!ne "0 4. XL Fusion Engine 1. XL Fus!on Eng!ne 18*
g. it Eus!on :ng!ne 5. Endo Steel g it 'Izus!on :ng!ne 17*
. . usion Engine 6. Roll Agai a3 usion Engine
1-3 4. ERSmall Laser onfgamn 1-3 4-[Doub|e Heat Sink 16
5. ER Small Laser N - 5.| Double Heat Sink 15*
6. ERSmall Laser Engine H!tS o0o0o 6. Double Heat Sink 14 (28) 14*
1. ER Small Laser Gyro H!tS oo 1. [Snub-Nose PPC Leg/oel* ShuthV\I/E:fECtS Double 13%
2. ER Small Laser Sensor Hits O O 2. snub-Nose PPC 58 Ammo Exp. avoid on 8+ 12
4.6 3. Ammo (RAC/5) 20 Life Support O 4-6 3. Endo Steel 26  Shutdown, avoid on 10+ 11
4. Ammo (RAC/5) 20 4. Endo Steel o5 -5 Movement Points 0]0) .
5. Ammo (RAC/5) 20 5. Endo Steel 24 +4 Modifier to Fire Q0 19
6. CASE B. Light Ferro-Fibrous 23 AmmoExp. awoidon 6+ QO 9
22 Shutdown, avoid on 8+ [e]0) 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 1 8 tg Mg\%ﬁﬁgﬁg Il':giﬁ ts O 3
5. Endo Steel 5. Endo Steel o - 2
6. LightF Fib Damage Transfer 8 LightF Fib 8 +1 Moadifier to Fire -
. Light Ferro-Fibrous Diagram . Light Ferro-Fibrous 5 -1 Movement Points
\ / \ /s

© 2012 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.



P T

T 1 ILETETSIH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

’'MECH RECORD SHEET

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Koschei KSC-5X Name:
Movement Points: Tonnage: 65 Gunnery Skill: ___ Piloting Skill: ____
Walking: 5 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 8 ) (Advanced) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Jumping: 5 Era: Jihad ~/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Guardian ECM Suite CT — [E] - - = B
1 Medium Pulse Laser CT 4 6[P] - 2 4 6
1 Large Pulse Laser RT 10 9[P] - 3 7 10
2 ER Medium Laser LT 5 5 [DE] - 4 8 12
1 Claw RA — 10 - - - -
1 Claw LA — 10 - - - =
Rear(10)
Left Right
\ BV: 1,554 Torso Rear Torso Rear
\ / (8) (8)
/ \ Heat
CRITICAL HIT TABLE Hood " INTERNAL STRUCTURE DIAGRAM 3
ea
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso (15)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
3. Lower Arm Actuator 4, Endo Steel 3. Lower Arm Actuator o o
1-3 4. [ Claw 5. Sensors 1-3 4.[ Claw N o 29
5. | Claw 6. Life Support 5.| claw g CO> 55"
6. | Claw 6.| Claw o ) 27
1.| claw Cent_er TF"‘SO 1.| claw Left | O o{ right [267
2. LClaw 1. XL Fusion Engine 2.LClaw am §° °l aArm 357
4.6 3. Endo Steel 2. XL Fus!on Eng!ne 4.6 3. Endo Steel (10) g g (10) oY
"9 4. Endo Steel 1-3 3. XL Fusion Engine "9 4. Endo Steel -
5. Endo Steel 4. Compact Gyro 5. Endo Steel 23
6. Roll Again 5. Compact Gyro 6. Roll Again 2%
6. XL Fusion Engine =1
1. XL Fusion Engine Left Right 20~
. . . Le Li
Left Torso g ftnf:j':: Engine Right Torso (13) ) o
1. XL Fus!on Eng!ne 4-6 4: Medium Pulse Laser 1. XL Fus!on Engine 18*
g- it EuSgon :nggne 5,[Guardian ECM Suite g ;ll: Eus§°n :ng!ne 17
. . usion Engine 6. Guardian ECM Suit a3 usion Engine
1 3 4. ER Medium Laser vardian ue 1 3 4-[Large Pulse Laser 16
5. ER Medium Laser N - 5.1 Large Pulse Laser 15*
6. Endo Steel Engine H!tS 000 6. Endo Steel 11 (22) 14*
1. Endo Steel Gyro H!tS oo 1. Endo Steel LF‘g/Del* ShuthV\IIE:fECtS Double 13
2. Endo Steel Sensor Hits O O 2. Endo Steel 28 Ammo Exp. avoid on 8+ 12
4.6 3. Endo Steel Life Support O 4-6 3.  Light Ferro-Fibrous 26  Shutdown, avoid on 10+ 11
4. Light Ferro-Fibrous 4. Light Ferro-Fibrous 25 -5 Movement Points O O 70"
5. Light Ferro-Fibrous 5. Light Ferro-Fibrous 24  +4 Modifier to Fire O
6. Light Ferro-Fibrous B. Light Ferro-Fibrous 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 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ Q)
4. Foot Actuator 4. Foot Actuator 1 8 tg Mg\%ﬁﬁgﬁg Il':giﬁ ts O 3
5. Jump Jet Damage Transfer - JumPJet 8  +1 Modifier to Fire =
\ 6. Jump Jet Diagram B. Jump Jet PAN 5 -1 Movement Points y 1
(o]

© 2012 The Topps Company, Inc. Classic BattleTech, BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. Catalyst Game Labs and the
Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.
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ARMOR DIAGRAM

Head (9)
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O 000
FOUR-LEGGED 'MECH RECORD SHEET S8 85,99
L
MECH DATA WARRIOR DATA —
000 O
Type: Xanthos XNT-30 Name: 090 09
Movement Points: Tonnage: 100 Gunnery Skill: Piloting Skill: 908 90 T[DS'"ES]D
Walki.ng: 3 Tech Base: Inner Spherej HtsTaken[1 |2 1 31 4] 5] 6 88 8 800880 8 00
Running: 5 (Intro) Consciousness#| 3 | 5| 7 | 10| 11 |Dead 00 8 00 000 8 88
Jumping: 0 Era: Star League 00 [ool© OO 00 00
88 00 00| oo
Weapons & Equipment Inventory (hexes) o9 38 831 88
Gty Type Loc Ht Dmg Min Sht Med Lng 00 88 88 88
1 Medium Laser HD 3 5[DFf — 3 6 9 00 00 00 00
1 AC/20 RT 7 20 3 B 9 00 00 00 00
[DB.S] 00 J 50 00 00
1 Medium Laser RT 3 5[DF - 3 6 9 88 00 00 00
1 Medium Laser LT 3 5[DEFf — 3 6 9 00 00 00 00
1 PPC LT 10 10[DEf 3 6 12 18 00 00 00 o]}
1 Small Laser(R) LT 1 3MDf - 1 2 3 00 00 00 00
1 SRMB LT 4 2/Msd — 3 6 9 00 00 00 09
IMCS] 39 00 00 00
000 00 00
00 { 000 00 00
(e]e] 00
Left Rear Leg Rear Leg Right
Front Leg (42) 42) Front Leg
(42) 0 1°95° olo 42)
0% |.© 9 8
o o° %o o
o )
Left o O o~ ol OO Right
BV: 1948 Torso Rear \ O 8 8 o Torso Rear
\ ’ (10) Q (10)
/ \\ / Center Torso Rear (16)
Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JS0888
Head Left Right  (Gverion)
1. Life Support € Head ight verflow
2. Sensors Torso Torso
3. Cock_plt . [2X))] (21) 30*
eft Front Leg 4. Medium Laser Right Front Leg
1. Hip 5. Sensors 1. Hip 888 29
: 6. LifeS t : 28*
2 phrertes o 2 Lrreries 8gs =
4: Foot ° Center Torso 4: Foot ° 888 Right 26>
5. Heat Sink 1. Fusion Engine 5. Heat Sink 000 Front Leg [So+
6. Heat Sink 2. Fusion Engine 6. Roll Again -
13 3. Fusion Engine 21 24
™~ 4. Gyro 23*
5. Gyro B Do*
Left Torso 6. Gyro Right Torso Right  [—==
1. Heat Sink 1. Gyro 1.[ Ac/20 Rear Leg =5
2. Heat Sink 2. Fusion Engine 2.| AC/20 1) T
1-3 3.| PPC 4-6 3. Fusion Engine 1-3 3.| AC/20 -
4.| PPC 4. Fusion Engine 4.| Ac/20 18
5. PPC 5. Heat Sink 5 AC/EU 17*
6. [SRM 6 6. Heat Sink 6.| AC/20 16
1.LsRmE - - 1.| Ac/20 15
g. gllad:lulr_n Last[e;] Engine Hits OO O g ﬁgjgg Heat Sinks: 14"
-G o °Smallaser Gyro Hits 8 ° Level* Effects 23 (23 -
46,4 Ammo (SRM 6) 15 Y . oo 46, LAC/20 pne 3 (23] 13
Sensor Hits 0O c 30 Shutdown Single
5. Ammo (AC/20) 5 - 5. Medium Laser 28 AmmoExp. avoidon 8+ 0O 0O O 12
6. Ammo[AC/20)5 Life Support O 6. Ammo [AC/20) 5 26 Shutdown, avoid on 10+ o 0 O 11
25 -5 Movement Points 000 10"
24  +4 Modifier to Fire 00 5
. 23 Ammo Exp. avoid on B+
eft Rear Leg Right Rear Leg 22 Shutdown, avoid on 8+ O O &
1. Hip 1. Hip 20 -4 Movement Points (oNe} >
2. Upper Leg 2. Upper Leg 19 Ammo Exp. avoid on 4+ O O
3. Lower Leg 3. Lower Leg 18 Shutdown, avoid on B+ 00 6
17 +3 Modifier to Fire 5+
‘5" Foat Sink CH.[HYS.[ g' Hoat Sink 15 -3 Movement Points O O
6. . game Daiss 6. . 14 Shutdown, avoid on 4+ O O a
+  Heat Sink + Heat Sink 13 +2 Modifier to Fire 3
10 -2 Movement Points E)
Damage Transfer 8  +1 Modifier to Fire =
\ Diagram / 5 -1 Movement Points / =




BNATTILETETIH \

ARMOR DIAGRAM

Head (9)

FOUR-LEGGED '"MECH RECORD SHEET S5
'MECH DATA WARRIOR DATA —
000 O
Type: Xanthos XNT-40 Name: 090 09 T
Movement: Points: Tonnage: 100 Gunnery Skill: Piloting Skill: 908 90 [DSFES]D
Walking: 3 Tech Base: Inner Spherej HitsTaken[ 1 1 2 ] 3 | 4 | 5 00 8 00 000 8 00
ing: Era: Jihad . Q0 9,099 00
Running: 5 ra: ha Consciousness#| 3 | 5 | 7 | 10| 11 [Dead 00 8 00 000 8 00
Jumping: 3 00 00 o OO 00 00
88 00 ool oo
Weapons & Equipment Inventory (hexes) o9 38 831 88
Gty Type Loc Ht Dmg Min Sht Med Lng 00 88 88 88
1 ERMediumlaser HD 5 5[DE] — 4 8 12 00 00 00 00
1 Heavwy PPC CT 15 15[DFf 3 6 12 18 00 00 00 00
1 ERMedumlaser RT 5 5[0F — 4 8 12 00 J 50 00 00
1 Light PPC RT 5 G5[DEFf 3 B 12 18 88 00 00 00
1 ERMediumLaser LT 5 5[DE] — 4 8 12 00 00 00 00
1 ER Small Laser(R) LT 2 3 [DE] - 2 4 5 00 e]@) (e]e) o0
1 Guardian ECM Suite LT — [E] - - - B 00 00 00 00
1 Light PPC LT 5 5[0 3 6 12 18 00 88 88 %%
00 F000 00 00
00 { 000 00 00
(e]e) 00
Left Rear Leg Rear Leg Right
Front Leg (42) 42) Front Leg
42 o O
(42) 8 o~ o OO (42)
o ° 9.0
(o] (o]
o 9° %o o
Left O O o ol O Right
Torso Rear 8 o O 8 Torso Rear
\ BV: 2,625 O O
(10) Q (10)
/ \\ / Center Torso Rear (16)
Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JS0888
Head Left Right  (Gverion)
1. Life Support € Head ight
2. Sensors Torso Torso
3. Cockplt_ . [2X))] (21) 30*
Left Front Leg 4. ERMedium Laser Right Front Leg =5
1. Hip 5. Sensors 1. Hip 888
2. Upper Leg 8. Life Support 2. Upper Leg 8 8 8 23
3. LowerLeg 3. Lower Leg 000
4. Foot Center TP"SD_ 4. Foot 888 Right |26~
5. Stealth 1. Compact Fusion Engine 5. Stealth 000 Front Leg o5~
6. Stealth 2. Compact Fusion Engine 6. Stealth v
13 3. Compact Fusion Engine (21)
4. Heavy Duty Gyro 23*
5. Heavy Duty Gyro Do*
Left Torso 6. Heavy Duty Gyro Right Torso Right  [—==
1. | Double Heat Sink 1. Heavy Duty Gyro 1.| Double Heat Sink Rear Leg 50
2. | Double Heat Sink 2. Jump Jet 2.| Double Heat Sink @n -
i i 19
1 _3 3. LDouble Heat Sink 3. [ Heavy PPC 1 _3 3. L Double Heat Sink
4. Jump Jet 4-6 4| Lieaw prC 4.[ Double Heat Sink 18"
5. I:Light PPC 5. | Heavy PPC 5. | Double Heat Sink 17
6. L Light PPC 6. | Heavy PPC 6. Double Heat Sink 6
1. ER Medium Laser 1. Jump Jet 15*
2. ERSmall Laser (R) Engine Hits OO O 2. [Light PPC Heat Sinks: 14
463 [G“a"“!a" ECM Suite Gyro Hits 000 | g.g 3--LightPPC Level* Effects 15 (30) ==
4. | Guardian ECM Suite Sensor Hits 0O 4. ER Medium Laser 30 Shutdown Double
5. Stealth " 5. Stealth 28 Ammo Exp. avoidon 8+ O O 12
6. Stealth Life Support O 6. Stealth 26 Shutdown, avoid on 10+ o o 11
25 -5 Movement Points 00 10"
24  +4 Modifier to Fire 00
. 23 Ammo Exp. avoid on B+ 9
Left Rear Leg Right Rear Leg 22 Shutdown, avoidon 8+ O O &
1. Hi 1. Hi 20 -4 Movement Points (0]
P P k 7
2. Upper Leg 2. Upper Leg ::g é;;"”;‘c'jo Exp. E'VC,’('jd Un8i+ (0] 5
3. LowerLeg 3. Lower Leg 17 +3u|\/|§;\ilf[i1érai\;/omFir%n 0
G
4. Foot CH.[HYS.[ 4. Foot 15 -3 Movement Paints O
5. Stealth ot 5. Stealth 14  Shutdown, avoid on 4+ O i
6. Stealth same Hebs 6. Stealth 13 +2 Modifier to Fire 3
10 -2 Movement Points E)
Damage Transfer 8  +1 Modifier to Fire 5
\ Diagram / 5 -1 Movement Points / =
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ARMOR DIAGRAM

Head (9)

©2012The 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.

FOUR-LEGGED '"MECH RECORD SHEET S5
(eX6)
/4 \
'MECH DATA WARRIOR DATA —
000 O
Type: Xanthos XNT-50 Name: 090 09 T
Movement: Points: Tonnage: 100 Gunnery Skill: Piloting Skill: 908 90 [DSFES]D
Walking: 3 Tech Base: Inner Spherej HitsTaken[ 1 1 2 1 31 4] 5] 6 00 8 00 000 8 00
ing: Era: Jihad . Q0 9,099 00
Running: 5 H Consciousness#| 3 | 5 | 7 | 10| 11 [Dead 00 8 00 000 8 00
Jumping: 5 00 00 O OO 00 00
8§ |99 ool oo
Weapons & Equipment Inventory (hexes) o9 38 831 88
Gty Type Loc Ht Dmg Min Sht Med Lng 00 88 88 88
1 Medium Pulse Laser HD 4 B[PF] — 2 4 B 00 00 00 00
1 ERPPC CT 15 10[DE] — 7 14 23 00 00 00 00
1 ERSmalllaseffR) CT 2 3[0F — 2 4 5 00 J 50 00 00
2 MediumPulseLaser RT 4  B[F] — 2 4 B 88 00 00 00
2 Medium Pulse Laser LT 4 6 [P] — 2 4 B 00 00 00 00
00 (o]e] (e]e] (o]e]
(o]6] 00 (e]e]
00 00 00 00
00 00 00 00
00 Fo000 00 00
00 { 000 00 00
(e]e) 00
Left Rear Leg Rear Leg Right
Front Leg (42) 42) Front Leg
42 o O
(42) 8 o- o OO (42)
o ° .9 o
O O
0o 9° %o o
Left OO o o~ ol° OO Right
O O
\ BV: 2146 Torso Rear \, O 3 o Ie) Torso Rear
(10) Q (10)
/ \\ / Center Torso Rear (16)
Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM JS0888
Head Left Right  (Gverion)
1. Life Support T € Head Tlg t
2. Senso_rs orso orso
3. Cock_plt . [2X))] (21) 30*
Left Front Leg 4. Medium Pulse Laser Right Front Leg =5
1. Hip 5. S_ensors 1. Hip 888
2. Upper Leg 8. Life Support 2. Upper Leg 8 8 8 28
3. LowerLeg 3. Lower Leg 000 27
4. Foot Center Tpr‘so_ 4. Foot 888 Right 26*
5. I:Impr'oved Jump Jet 1. Compact Fusion Engine 5. |:Improved Jump Jet 000 Front Leg [o5+
6. Limproved Jump Jet 2. Compact Fusion Engine 6. LImproved Jump Jet ey
1-3 3. Compact Fusion Engine 21
4. Compact Gyro 23*
5. Compact Gyro Do*
Left Torso 6. [ Improved Jump Jet Right Torso Right ==
1. Medium Pulse Laser 1. Limproved Jump Jet 1. Medium Pulse Laser Rear Leg 50
2. Medium Pulse Laser 2. ERPPC 2. Medium Pulse Laser @n
. 19*
1 3 3. Endo Steel 3.| ERPPC 1 3 3. Endo Steel
"3 4. Endo Steel 4-6 ;| trpre ™3 4. Endo Steel 18"
5. Endo Steel 5. ER Small Laser [R) 5. Endo Steel 17*
6. Endo Steel 6. Endo Steel 6. Endo Steel 6
1. Endo Steel 1. Endo Steel 15*
2. Endo Steel Engine Hits 0O O 2. Endo Steel Heat Sinks: ) 727
4. 3 EndoStweel Gyro Hits 0O 4.-g 3 bant Ferrofibrous Level* Effects 12 (24) o
4. Light Ferro-Fibrous S Hits 0O 4. Light Ferro-Fibrous 30 Shutdown Double
5. Light Ferro-Fibrous 'ensor Its 5. Light Ferro-Fibrous 28 Ammo Exp. avoidon 8+ O O 12
6. Light Ferro-Fibrous Life Support O 6. Light Ferro-Fibrous 28 Shutdown, avoid on 10+ @ o 11
25 -5 Movement Points o 10"
24  +4 Modifier to Fire o
. 23 Ammo Exp. avoid on B+ 9
Left Rear Leg Right Rear Leg 22 Shutdown, avoid on 8+ O &
1. Hip 1. Hip 20 -4 Movement Points (0] >
2. UpperLeg 2. Upperleg 19  Ammo Exp. aqu ond+ QO
3. Lower Leg 3. Lower Leg jlg Sgu"\c/clio;yfrj. a‘\s/olg' onB+ 6
+3 Modifier to Fire 5*
4. Foot M 4. Foot 15 -3 Movement Paints O
5. I:Impr'oved Jump Jet L 5. |:Improved Jump Jet 14 Shutdown, avoid on 4+ O a
6. L Improved Jump Jet game Flabs 6. L Improved Jump Jet 13 +2 Modifier to Fire 3
10 -2 Movement Points E)
Damage Transfer 8  +1 Modifier to Fire -
\ Diagram / 5 -1 Movement Points / =




| pr—m
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (5] Right Torso
1 [ — -

’'MECH RECORD SHEET

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: DemolitionMech WI-DM Name:
Movement Points: Tonnage: 35 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 3 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: s} 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 (0.5 tons) CT — [E] - = = =
1 Small Laser CT 1 3D — 1 2 3 Right Arm
1 Rock Cutter RA — 5 - - - - 8)
1 Wrecking Ball LA — 8 - - - -
Left
Leg
(10] Torso
Rear(5)
Left Right
\ BV: 348 Torso Rear Torso Rear
\ / (5) (5]
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
Left Arm 1. Life Support Right Arm Lot Torso (€] Head I
1. Shoulder 2. 55"5'3"_5 _ 1. Shoulder 9
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator =0°
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator
1-3 4. [ Wrecking Ball 5. Sensors 1-3 4.[ Rock Cutter 29
5. | Wrecking Ball 6. Life Support 5. Rock Cutter 28*
6. | Wrecking Ball 6.]| Rock Cutter 27
1. | Wrecking Ball Center TQPSO 1.| Rock Cutter Left Right | 26*
2. L Wrecking Ball ; 'l;ue: ge:: E"gfne 2.LRock Cutter Agm A[rim 25%
3. Roll Again - ruelGellEngine 3. Rall Again (6] (6) -
4-6 4 Roi Again 1-3 8. Fuel CellEngine 4-6 4 Roi Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro
21
1. Gyro Left Right 20~
. . Le
Left Torso D T o Enne Right Torso B &F 157
1. Roll Again 4-6 4 Fuel cell Engine 1. Roll Again 18
2. Roll Again 5. Small Laser 2. Roll Again 17+
3. Roall Again G 3. Roll Again
- . G 05t -
1-33 Roll Again argo (0.5 tons) 1-3%, Roll Again 16
5. Roll Again N . 5. Roll Again 15*
6. Roll Again Engine H!ts 000 6. Roll Again 101) 147
1. Roll Again Gyro H!ts oo 1. Roll Again Lg’g'* Shut dDVE:fECtS Single 13%
2. RollAga?n S.BI'ISOP Hits OO 2. F?OIIAga?I"I 28 Ammo Exp. 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. Rall 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 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modffier to F"Te 3
5. Roll Again 5. Rall Again 10 -2 Movement Points >
G. Roll Again Damage Transfer G. Roll Again g +;I '\|\2|Odlfler‘ to ;me -
. Diagram . -1 Movement Points
\, / \ / o
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| pr—m
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (5] Right Torso
1 [ — -

’'MECH RECORD SHEET

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: DemolitionMech WI-DM2 Name:
Movement Points: Tonnage: 35 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 3 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: s} 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 (0.5 tons) CT — [E] - - = = Gent
1 Dual Saw RA — 7 - - - - Left Arm ©o ea \ O © Right Arm
1 Wrecking Ball LA — 8 - - - - 7) g 7]
e ©) e
O o o©O
Left Right
Leg Center Leg
©) © Torso © (o
Rear(4)
(O}NG) o O
Left Right
\ BV: 315 Torso Rear Torso Rear
\ / 4 4
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (8) Right Torso (8)
1. Shoulder 2. 55"5'3"_5 _ 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator =0°
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
“9 4. [ Wrecking Ball 5. Sensors " 4.[ Dual Saw 29
5. | Wrecking Ball 6. Life Support 5.| Dual Saw 28*
6. | Wrecking Ball 6.| Dual Saw
C T —
1. | Wrecking Ball enter .QPSO 1.| Dual Saw Left Right | 26*
2. L Wrecking Ball ; 'l;ue: ge:: E"gfne 2.| Dual Saw Agm A[rim 25%
3. Roll Again - Fuel Cell Engine 3.| Dual Saw (6) (6) -
46, Roll Again 1-3 8. Fuel CellEngine 4-6 4| pual saw 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
. . L
Left Torso 2. Fue) ol Engine Right Torso o &5 [
1. Roll Again 4-6 4 Fuel cell Engine 1. Roll Again 18"
e 5 Ciaiosiom 2 ol
_ . Roll Again 6. Roll Agai _ . Roll Again
1-33 Roll Again o Agamn 1-3%, Roll Again 16
5. Roll Again N . 5. Roll Again 15*
6. Roll Again Engine H!ts 000 6. Roll Again 101) 147
1. Roll Again Gyro Hits O O 1. Rol Again Lo s ourects Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. 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 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 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 Paints 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 18 tg mg\?éfr[ﬁgrfggg}ﬁts 3
5. Rol Again Damage Transfer D ol Again 8 +1 Modifier to Fire 2
6. Roll Again Diagram 6. Roll Again 5 -1 Movement Points 1
\, /7 \ / o
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{FiGHTER DATA ) R OO0
Type: Lightning LTN-G14 Nose Damage
Thrust: Tonnage: 50 Threshqc_:d‘[“‘l'sotal Armor) [ ][ ]l I[ ][ ]
Safe Thrust: 5 Tech Base: Inner Sphere (48) Key:-
Maximum Thrust: 8 (Primitive] Hé - LHigh Eépl_asive
. LG - Laser Guided
Era: Star League 0 o o) o) o o o o CIUSE:ZP it
= (0] @) (@] O AL - Rocket Launcher
Weapons & Equipment Inventory (0] (0] o (0] 0] 0]
Standard Scale (0-6) (6-12) (13-20) (21-25) (@] (e} (@] (@) (e} (@)
Gty Type Loc. Ht SRV MRV LRV ERV (0] O (0] (0] (@) (0] (0]
1" AC/10[DBS] N 3 10 10 - — o o o o © o
1 Medium Laser [DE] N 3 5 — — — Y Y o o OO OO
1 Medium Laser [DE] Lw 3 5 - - -
1 Medium Laser [DE] RW 3 5 - - -
1 Medium Laser [DE] A 3 5 - - -
Primitive Cockpit
Structural
Integrity:
5
(o] (o]
Left Wing OO Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) [e) (Total Armor)
3 (30) o (0] 3 (30)
Ammo: (AC/10) 20 (o) O |o
Fuel: 400 Points (0] (@] (e)
(0] 0] Q
BV: 826 @) @) @) o] o)
/ Q O o O 0 O
O O O O O O O
(@) (@) (e (@) o (@] (@] (@) 0] Heat
0] @) (0] @) (0] (0] (0] Scale
@) @) @) (@) (0] O (e} (0] (0]
O O O O O O O Overflow
@) O O O 0o o o O O O
(e} o ) 30"
0o o 29
o) 28"
Q 27"
Aft Damage 26"
Threshold 25+
(Total Armor) =7
3 (22)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
Lk . Name: * Heat Sinks: 20"
s (D@ oo DO E *
. . . . Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong ;_3 [;l 3) 19
mmo Exp. avoid on B8+ ingle 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid OO0 T
on S+
t ) oo
3 z A Life R Consciousness # | 3 7 110( 11 |pead 26 Shutdown, avoid on 10+ 16
Sensors Suppl:lr't 25 Random Movement, 00 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ / \ / | 24 +4aModifier to Fire 0 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 9] 12
T 21 Pilot Damage, avoid (0]
urn # 1 2 3 4 5 5 7 8 E] 10 on B+ o 11
Thrust 20 Random Movement, o 10*
. avoid on 8+
Velacity ) 19 Ammo Exp. avoid on 4+ 8
Eﬁ"’m"e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 BRandom Movement, B
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effactive Velocity 8 +E!IVRf!|gci'i:%i%r6t,g Fire 2
Altitude 5 Random Movement, 1
. VRN avoid on S+ V. )
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{FiGHTER DATA ) R OO0
Type: Lightning LTN-G15 Nose Damage
Thrust: Tonnage: 50 Threshn;dé‘gotal Armor) [ ]{ ]l I[ ][ ]
Safe Thrust: 6 Tech Base: Inner Sphere (65] Key:-
Maximum Thrust: 9 (Intro) E(E - LHigh Eépl%si;e
. - Laser Luioe
Era: Star League O O O/o O o' o o C - Cluster
= (0] 0O (@] 0 (@] (0] (0] (0] RL - Rocket Launcher
Weapons & Equipment Inventory O O O O o o010 O
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) (@] OO OO OO OO OO OO OO OO
Qty Type Loc. Ht SRV MRV LRV ERV
1 AC/20[DBS] N 7 20 — - _— o o 6 o O 0O, 0 O
1 Medium Laser [DE] N 3 5 — — — O o OO OO OO OO OO OO o
1 Medium Laser [DE] Lw 3 5 - - -
1 Medium Laser [DE] RW 3 5 - - -
1 Medium Laser [DE] A 3 5 - - -
Structural
Integrity:
6
Left Wing 8 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) [®) [®) (Total Armor)
4 (35) o) 4 (35)
O @)
Ammo: (AC/20) 10 (e) (e} (@]
Fuel: 400 Points O (@] @) (@)
(0] 0] Q
BV: 1,093 O O @) 0] o] o)
/ 0 0 o o O O O
@) O O @) O O O
@) 0] (0] (@) 0o @) O o @) @) Heat
(0] @) @) o o o 0 Scale
(0] 0] @) (@) (0] o (@] (e} (0] (0]
O O O O O O O Overflow
O O 0] O 0o O (6] (6] O
O O O o OO O O (6]
(@) (@) o 0] (0] @) 30"
(0] oO 29
o 0 .
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =+
4 (33)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 evel g
. E] E] Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong ;_3 [;|3l 19
mmo Exp. avoid on B8+ ingle 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid OO0 T
on S+
t ) oo
i = g Life R Consciousness # | 3 7 1 10| 11 |Dead 26 Shutdown, avoid on 10+ 16
Sensors Suppl:lr't 25 Random Movement, 00 15*
\ Modifier [+1| +2| +3| +4| +5 avoid on 10+ 0 -
\ / \ / | 24 +4aModifier to Fire 0 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 9] 12
T 21 Pilot Damage, avoid (0]
urn # 1 2 3 a 5 6 7 8 s 10 an B+ o 11
Thrust 20 Random Movement, o 10*
. avoid 8
b 19 Ammo Exp. avoid on 4+ 2
Eﬁfcu""‘ Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 BRandom Movement, B
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
Thrust 13 +2 Moadifier to Fire 4
Velocity 10 Random Movement, 3
Effective Velocity 8 +E'1“Rﬁﬁu?%£r‘5£$ Fire 2
Altitude 5 Random Movement, 1
N VRN avoid on S+ V4 0
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EXTERNAL STORES/BOMBS
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{FiGHTER DATA ) R OO0
Type: Lightning LTN-G16D Nose Damage
Thrust: Tonnage: 50 Threshn7ld é‘gotal Armor) [ ][ ]l I[ ][ ]
Safe Thrust: 6 Tech Base: Inner Sphere (65) Key:-
Maximum Thrust: 9 Era: Jihad HE - High Explosive
LG - Laser Guided
(@] (e} (@] O (@] (e} (@] O (0] C - Cluster
= (@] 0O (@] 0 (0] (0] (0] 0 RL - Rocket Launcher
Weapons & Equipment Inventory O O O O o o010 O
Standard Scale (0-6) (6-12) (13-20) (21-25) O O 0O/ 0 O o o o o
Gty Type Loc. Ht SRV MRV LRV ERV 0O 0 0 O 0O 0ol o o
1 Medium Laser [DE] N 3 5 — — — o o o o o © o ©
2 Rotary AC/2 O O O O O @) O @) O
[DBR/C] N 1 8 8 - - 0O O O o |o o
1 ER Medium Laser [DE] LW 5 5 5 - —
1 Medium Pulse Laser
[P W 4 8 - - -
1 ER Medium Laser [DE] RW 5 5 5 — — Structural
1 Medium Pulse Laser =
Pl AW 4 68 - — - Integrity:
1 Medium Laser [DE] A 3 5 — — — 6
Left Wing 8 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) [®) [®) (Total Armor)
4 (36) O 4 (36)
(@] (@]
Ammo: (RAC/2) 135 (e) O (@]
Fuel: 400 Points O (@] @) (@)
(@] (@] 0
BV: 1,328 @) @) @) 0] o] o)
/ QO 0 O O O 0 O
(e} (e} (@] O (@] (@] (@]
(@) (@) (e (e} 0o O O o @) @) Heat
(@] (0] O @) (e} (e} (e} Scale
(@] (@] (@) (@) (0] @) (@] (e} (0] (0]
O O O O O O O Overflow
(@] O O O o O [@] (@] [@]
O O O @) O (e} O
0 o) 0 (e} @) \ (@] (@] (@) 30"
(@] O
(0] oO 29
0o © 28"
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =7
4 (33)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 eve g
. E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong ;'31 [321 19
mmo Exp. avoid on 8+ ouble 18*
Fee @ Gear HitsTaken [1| 2| 3| 4| 5|86 27 Pl RIS oo 8 o T
7 2 A Life 7 Consciousness # | 3 7 110/ 11 | oead 26 Shutdown, avoid on 10+ 16
Sensors Suppl:lr't 25 Random Movement, O 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ / \ / | 24 +4Modifier to Fire 0 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ ) 12
T 21 Pilot Damage, avoid (0]
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey o 11
Thrust 20 Random Movement, o 10*
. avoid 8
b 19 Ammo Exp. avoid on 4+ =
Eﬁ"’m"e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 BRandom Movement, B
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effactive Velocity 8 +E!IVRf!|gci'i:%i%r6t,g Fire 2
Altitude 5 Random Movement, 1
. VRN avoid on S+ V. )
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{ ForreR DATA ) T OO 000
Type: Lightning LTN-G16L Nose Damage
Thrust: Tonnage: 50 Threshn;dé‘gotal Armor) [ ][ ]l I[ ][ ]
Safe Thrust: 6 Tech Base: Inner Sphere (65] Key:-
Maximum Thrust: 9 Era: Civil War HE - High Explosive
LG - Laser Guided
O O o /O O oOo_\‘O_0_ o0 C - Cluster
= (@] 0O (@] 0 (0] (0] (0] (0] RL - Rocket Launcher
Weapons & Equipment Inventory O O O O o o010 O
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) (@] OO OO OO OO OO OO OO OO
Qty Type Loc. Ht SRV MRV LRV ERV
1 ER Medium Laser [DE] N 5 5 5 — — 9 0 o) O o) 0 o) 0
1 Uttra AG/20 o o olo o o O O O
[DBR/C] N 8 30 30 - - 0 o0 0o O o O
1 ER Medium Laser [DE] LW 5 5 5 - —
1 ER Medium Laser [DE] RW 5 5 5 — —
1 ER Medium Laser [DE] A 5 5 5 — —
Structural
Integrity:
6
Left Wing 8 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) [®) [®) (Total Armor)
4 (36) o) 4 (36)
O @)
Ammo: (Ultra AC/20) 10 (@) O (@)
Fuel: 400 Points (o) (@) (@) (o)
O @) 0
BV: 1,376 @) @) @) 0] o] o)
/ Q O O O O 0 O
@) O O @) O O O
(@) (@) (e (e} o O O o @) @) Heat
0] @) @) @) (0] (0] (0] Scale
(0] 0] @) (@) (0] @) (@] (e} (0] (0]
O O O O O O O Overflow
O O 0] O 0o @) O (6] O
O O O @) O (e} O
0 o) 0 (e} @) 1 O (@] Q 30"
0] (0]
(0] oO 29
O ()O 28"
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
4 (33)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 eve g
. E] E] Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong |133 [EIGJ 19
mmo Exp. avoid on 8+ ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid QO
on 9+ 00 17
7 z 5 Life R Consciousness # Dead 26 Shutdown, avoid on 10+ 16
el Support 3 7 [19] 71 25 Random Movement, 00 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ / \ / | 24 +4aModifier to Fire 0 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 9] 12
T 21 Pilot Damage, avoid (0]
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 0 11
Thrust 20 Random Movement, o 10*
. avoid 8
velnoity, @ 19 Ammo Exp. avoid on 4+ 9
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effective Velocity 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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{FicHTER DATA ) YR OO 000
Type: Lightning LTN-G160 Nose Damage
Thrust: Tonnage: 50 Threshn;dé‘gotal Armor) [ ][ ]l I[ ][ ]
Safe Thrust: 6 Tech Base: Inner Sphere (65) Key:-
Maximum Thrust: 9 Era: Jihad HE - High Explosive
LG - Laser Guided
O O O /0 . 0O0_ 0 _'‘O._.0_O0 C - Cluster
= (@] 0O (@] 0 (0] (0] (0] (0] RL - Rocket Launcher
Weapons & Equipment Inventory O O O O o o010 O
Standard Scale (0-6)  (6-12) (13-20) (21-25) O O 0O/ 0 O o o o o
Qty Type Loc. Ht SRV MRV LRV ERV 8 8 8 8 8 8 8 8
! [LEEJ;B?(?/_?QEJ N 8 =20 20 - — O O O0OJO O O O O_0O0O
1 Medumlaser[DE] N 3 5 —  — — 0 0 0 O o0 O
3 ER Small Laser [DE] LW 2 3 - - -
3 ER Small Laser [DE] RwW 2 3 - - -
1 Medium Laser [DE] A 3 5 — — —
Structural
Integrity:
6
Left Wing 8 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) [®) [®) (Total Armor)
4 (35) o OO 4 (35)
Ammo: (LB 20-X Cluster) 5, (LB 20-X) 5 (@] @) O
Fuel: 400 Points (o) (@] (e} (o)
(0] (@) 0
BV: 1,220 @) @) @) 0] o] o)
/ QO 0 O O O 0 O
(e} (e} (@] o (@] (@] (@]
(@) (@) (e (e} O O O o @) @) Heat
(@] (0] O @) (e} (e} (e} Scale
(@] (@] (@) (@) (0] 0] (@] (e} (0] (0]
O O O O O O O Overflow
(@] O O O (0] O (@] (@] [@]
(@] (@] (@] o OO O (@] (@]
(@] (@] 0 (@] (0] Q 30"
(0] oO 29
o) 0] 28"
O 27*
Aft Damage 26"
Threshold 25+
(Total Armor) =7
4 (33)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 eve g
. E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong |132 [34) 19
mmo Exp. avoid on 8+ ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid OO0
on 9+ o O 17*
i . - Life 5 Consciousness # Dead 26 Shutdown, avoid on 10+ 16
Eanecrs Support 3 LR 25 Random Movement, O 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ / \ / | 24 +4Modifier to Fire 0 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 9] 12
T 21 Pilot Damage, avoid (0]
urn # 1 2 3 4 5 5 7 8 E] 10 on B+ o 11
Thrust 20 Random Movement, o 10*
. avoid 8
b 19 Ammo Exp. avoid on 4+ =
Eﬁ"’m"e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 BRandom Movement, B
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effective Velocity 8 +E'1“Rﬁﬁu?%£r‘5£$ Fire 2
Altitude 5 Random Movement, 1
. VRN avoid on S+ V. )
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

EXTERNAL STORES/BOMBS

(OO0
OO

{ ForeR DATA ) T OO0
Type: Lightning LTG-G16S Nose Damage
Thrust: Tonnage: 50 Threshn7ld é‘gotal Armor) [ ][ ]l I[ ][ ]
Safe Thrust: 6 Tech Base: Inner Sphere (65] Key:-
Maximum Thrust: 9 Era: Jihad HE - High Explosive
LG - Laser Guided
(e} O O O O @) O (e} (@] C - Cluster
= (0] 0O (@] 0 (@] (0] (0] 0 RL - Rocket Launcher
Weapons & Equipment Inventory O O O O o o010 O
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) (@] OO OO OO OO OO OO OO OO
Qty Type Loc. Ht SRV MRV LRV ERV
1 ER Medium Laser [DE] N 5 5 5 — — 9 0 o) O o) 0 o) 0
1 Heavy Gauss Rifle O 0 ®) 9 @) 9 0 9 ¢
[DBX] N 2 25 20 10 - 0 o0 0o O o O
1 ER Medium Laser [DE] LW 5 5 5 - —
2 ER Small Laser [DE] LW 2 3 - — —
1 ER Medium Laser [DE] RW 5 5 5 — —
2 ERSmall Laser [DE RW 2 3 — — —
1 ER Medium Lasc[er[I]IJE] A 5 5 5 - — El'tn:z;::';a'
6
Left Wing 8 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) [®) [®) (Total Armor)
4 (35) o) 4 (35)
O @)
Ammo: (Heavy Gauss) 12 (@) O (@)
Fuel: 400 Points (o) (@) O (o)
O @) 0
BV: 1,633 O O @) 0] o] o)
/ 0 0 O O O 0 O
@) O O @) O O O
@) 0] (0] (@) 0o O (0] 0] @) 0] Heat
0] @) @) @) (0] (0] (0] Scale
(0] 0] @) (@) (0] 0] (@] (e} (0] (0]
O O O O O O O Overflow
O O 0] O 0o O (6] (6] O
O O O o OO O O (6]
(@) (@) o 0] (0] Q 30"
(0] oO 29
O (')O 28"
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
4 (33)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 evel g
E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong |130 [EID) 19
mmo Exp. avoid on 8+ ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 F;I:t:g?amage. avoid 8 T
7 2 A Life 7 Consciousness # | 3 7 110/ 11 | oead 26 Shutdown, avoid on 10+ 16
el Support 25 Random Movement, o 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ / \ / | 24 +4aModifier to Fire 0 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ ) 12
T 21 Pilot Damage, avoid (e}
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey o 11
Thrust 20 Random Movement, o 10*
. avoid 8
velnoity, @ 19 Ammo Exp. avoid on 4+ 9
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Sfiacthm Vielocky 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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{FiGHTER DATA ) YR OO0
Type: Lightning LTN-G16T Nose Damage
Thrust: Tonnage: 50 Threshqc_:d‘[“‘l'sotal Armor) [ ]{ ]l I[ ][ ]
Safe Thrust: 6 Tech Base: Inner Sphere [ ] Key:-
Maximum Thrust: 9 Era: Jihad HE - High Explosive
LG - Laser Guided
(@) (@) (0] O (@] O O C - Cluster
= O (@] (0] (@] (@] AL - Rocket Launcher
Weapons & Equipment Inventory (0] (0] o (0] 0] 0]
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) (@) (@] (@) (@) (@] (@)
Gty Type Loc. Ht SRV MRV LRV ERV (0] O (0] (0] (@) (0] (0]
1 AC/20 [DBS] N 7 20 — - _— o o © o o
1 ER Medium Laser [DE] N 5 5 5 — — Y Y o o OO OO
1 Targeting Computer
0 — — — —
1 ER Medium Laser [DE] LW 5 5 5 — —
1 ER Medium Laser [DE] RW 5 5 5 — —
1 ER Medium Laser [DE] A 5 5 5 — — Structural
Integrity:
6
Left Wing 8 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) [e) (Total Armor)
4 (33) o 0] 4 (33)
Ammo: (AC/20) 15 (o) O |o
Fuel: 400 Points (0] (@] (o)
(0] (0] Q
BV: 1,256 O O @) o] o)
/ Q O o O 0 O
O O O @) O O O
(@) (@) (e (@) (0] (@] (@] (@) 0] Heat
0] @) (0] @) (0] (0] (0] Scale
@) @) @) (@) (0] O (e} (0] (0]
O O O O O O O Overflow
@) 0] ®) O 0o O (6] O
(e} O O o @) O O O
0 Q 30"
o o 29
o) 28"
Q 27"
Aft Damage 26"
Threshold 25+
(Total Armor) =7
3 (22)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
Lk . Name: * Heat Sinks: 20"
s (D@ oo DO E *
. . . . Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong |130 [EID) 19
mmo Exp. avoid on 8+ ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilochamage. avoid (0] T
. on + ) o
i = g Life 7 Consciousness # | 3 7 110/ 11 |pead 26 Shutdown, avoid on 10+ 16
Sensors Suppl:lr't 25 Random Movement, O 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ / \ / | 24 +4aModifier to Fire 0 14
/4 \\ 23 AmmoExp. avoidonB+ O 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 9] 12
T 21 Pilot Damage, avoid (e}
urn # 1 2 3 4 5 & 7 8 s 10 et o 11
Thrust 20 Random Movement, o 10*
. avoid on 8+
Velacity ) 19 Ammo Exp. avoid on 4+ 8
Eﬁ"’m"’e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 BRandom Movement, B
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effective Velocity 8 +E!IVRf!|gci'i:%i%r6t,g Fire 2
Altitude 5 Random Movement, 1
. VRN avoid on S+ V. )
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et E nata \
VEHICLE DATA

Type: Mauna Kea Command Vessel

Movement Points: Tonnage: 85
Cruising: 3 Tech Base:Inner Sphere
Flank: 5 (Intro)

Era: Star League

Movement Type: Naval
Engine Type: |CE.

Weapons & Equipment Inventory (hexes)

Oty Type Loc Dmg Min Sht Med Lng
1 Communications Equipment (1 ton) BD [E] - - — —
2 Machine Gun RS 2 -1 2 3
[DB,AI]

2 Machine Gun LS 2 -1 2 3
[DB,AI]

1 Machine Gun RR 2 -1 2 3
[DB,AI]

1 AC/10 T 10 — 5 10 15
[DB,S]

1 LRM15 T 1/Msl B 14 21
[MC.S]

Cargo Space - 8 tons (1 door)

Ammao: (Machine Gun) 100, (AC/10) 20, (LRM 15) 16

BV: 872

NAVAL VEHICLE RECORD SHEET

(CREW DATA e

Crew:

Gunnery Skill: Driving Skill:

Commander Hit Driver Hit
Modifier to all Skill rolls Modifier to Driving
Skill rolls /

CRITICAL DAMA —\

Turret Locked D Engine Hit D
Sensor Hits @@@
Motive System Hits
Stabilizers

Front (J Left (J Right (J
Rear (J  Turret (J

.\ /

4 NAVAL COMBAT VEHICLE HIT LOCATION TABLE \

ATTACK DIRECTION

2D6 Roll FRONT REAR SIDE§

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

10 Turret Turret Turret

11 Turret Turret Turret

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

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply
damage normally to the armor in that section, but the attacking player also rolls once
on the Motive SystemDamage Table at right (see Combat, p. 192 in Total Warfare for
more information). Apply damage at the end of the phase in which the damage takes
effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack

hits the right side, all Side results strike the right side armor. If the vehicle has no
turret, a turret hit strikes the armor on the side attacked.

4 MOTIVE SYSTEM DMG. TABLE \

2D6 Roll  EFFECT*
2-5 No effect
6-7 Minor damage; +1 maodifie to all
Driving Skill Rolls
8-9 Moderate damage; -1 Cruising
MP, +2 modifier to all Driving Skill
Rolls
10-11 Heavy damage; only half Cruising
MP (round fractions up), +3
modifier to all Driving Skill Rolls
12+ Major damage; no movement for
the rest of the game. Vehicle is
immobile.
Attack Direction Modifier:
Hit from rear +1
Hit from the sides +2

Vehicle Type Modifiers:
Naval
Hydrofoil

+0
+3

*All movement and Driving Skill Roll penalties are cumulative. However,
each Driving Skl Roll modifier can only be applied once. For example,
if a roll of 6-7 is made for a vehicle, inflicting a +1 modifier, that is the
only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll
modifier that can be inflicted from the Motive System Damage Table is
+6. If a unit's Cruising MP is reduced to O, it cannot move for the rest
of the game, but is not considered an immabile target. In addition, all
motive system damage takes effect at the end of the phase in which

(ﬁe damage ocourred /

NAVAL COMBAT VEHICLE CRITICAL HI

LOCATION HIT
2D6 Roll FRONT SIDE REAR TURRET

2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit

6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer

7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks

10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**

12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

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

ABLE

/
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BATTILETECSH |

VEHICLE DATA
Type: Mauna Kea Command Vessel (LB-X)

Movement Points: Tonnage: 85
Cruising: 3 Tech Base:Inner Sphere
Flank: 5 Era: Jihad
Movement Type: Naval
Engine Type: |CE.
Weapons & Equipment Inventory (hexes)

Oty Type Loc Dmg Min Sht Med Lng
1 Communications Equipment (1 ton) BD [E] - - — —
2 Machine Gun RS 2 -1 2 3

[DB,AI]
2 Machine Gun LS 2 -1 2 3
[DB,AI]
1 Machine Gun 2 -1 2 3
[DB,AI]
1 LB10XAC T 10 — 12 18
[DB,C/F/S]
1 LRM15 T 1/Msl B 7 14 21
w,/ Artemis IV FCS [M,C,S]

Cargo Space - 8 tons (1 door)

Ammao: (Machine Gun) 100, (LRM 15 Artemis) 16
(LB 10-X Cluster] 10, (LB 10-X) 10

BV: 932

NAVAL VEHICLE RECORD SHEET

(CREW DATA e

Crew:

Gunnery Skill: Driving Skill:

Commander Hit Driver Hit
Modifier to all Skill rolls Modifier to Driving
Skill rolls /

CRITICAL DAMA —\

Turret Locked D Engine Hit D
Sensor Hits @@@
Motive System Hits
Stabilizers
Front (J Left (J Right (J
Rear (J  Turret (J
0\ /

4 NAVAL COMBAT VEHICLE HIT LOCATION TABLE \

ATTACK DIRECTION

2D6 Roll FRONT REAR SIDE§

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

10 Turret Turret Turret

11 Turret Turret Turret

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

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply
damage normally to the armor in that section, but the attacking player also rolls once
on the Motive SystemDamage Table at right (see Combat, p. 192 in Total Warfare for
more information). Apply damage at the end of the phase in which the damage takes
effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack

hits the right side, all Side results strike the right side armor. If the vehicle has no
turret, a turret hit strikes the armor on the side attacked.

4 MOTIVE SYSTEM DMG. TABLE \

2D6 Roll  EFFECT*
2-5 No effect
6-7 Minor damage; +1 maodifie to all
Driving Skill Rolls
8-9 Moderate damage; -1 Cruising
MP, +2 modifier to all Driving Skill
Rolls
10-11 Heavy damage; only half Cruising
MP (round fractions up), +3
modifier to all Driving Skill Rolls
12+ Major damage; no movement for
the rest of the game. Vehicle is
immobile.
Attack Direction Modifier:
Hit from rear +1

Hit from the sides

Vehicle Type Modifiers:
Naval
Hydrofoil

+2

+0
+3

*All movement and Driving Skill Roll penalties are cumulative. However,
each Driving Skl Roll modifier can only be applied once. For example,
if a roll of 6-7 is made for a vehicle, inflicting a +1 modifier, that is the
only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll
modifier that can be inflicted from the Motive System Damage Table is
+6. If a unit's Cruising MP is reduced to O, it cannot move for the rest
of the game, but is not considered an immabile target. In addition, all
motive system damage takes effect at the end of the phase in which

(ﬁe damage ocourred /

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

NAVAL COMBAT VEHICLE CRITICAL HI ABLE

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

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

/
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Vo e e\
VEHICLE DATA
Type: Mauna Kea Command Vessel (LRM)

Movement Points: Tonnage: 85
Cruising: 3 Tech Base:Inner Sphere
Flank: 5 (Intro)

Era: Star League

Movement Type: Naval
Engine Type: |CE.

Weapons & Equipment Inventory (hexes)

Oty Type Loc Dmg Min Sht Med Lng
1 Communications Equipment (1 ton) BD [E] - - — —
1 LRM15 FR 1/Msl B 7 14 21
[M,C,S]

2 Machine Gun RS 2 -1 2 3
[DB,AI]

2 Machine Gun LS 2 -1 2 3
[DB,AI]

1 Machine Gun RR 2 -1 2 3
[DB,AI]

1 AC/10 T 10 — 5 10 15
[DB,S]

1 LRM15 T 1/Msl B 14 21
[MC.S]

Ammo: (Machine Gun) 100, (AC/10) 20, (LRM 15) 24

BV: 1,022

NAVAL VEHICLE RECORD SHEET

(CREW DATA e

Crew:

Gunnery Skill: Driving Skill:

Commander Hit Driver Hit
Modifier to all Skill rolls Modifier to Driving
Skill rolls /

CRITICAL DAMA —\

Turret Locked D Engine Hit D
Sensor Hits @@@
Motive System Hits
Stabilizers

Front (J Left (J Right (J
Rear (J  Turret (J

.\ /

4 NAVAL COMBAT VEHICLE HIT LOCATION TABLE \

ATTACK DIRECTION

2D6 Roll FRONT REAR SIDE§

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

10 Turret Turret Turret

11 Turret Turret Turret

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

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply
damage normally to the armor in that section, but the attacking player also rolls once
on the Motive SystemDamage Table at right (see Combat, p. 192 in Total Warfare for
more information). Apply damage at the end of the phase in which the damage takes
effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack

hits the right side, all Side results strike the right side armor. If the vehicle has no
turret, a turret hit strikes the armor on the side attacked.

4 MOTIVE SYSTEM DMG. TABLE \

2D6 Roll  EFFECT*
2-5 No effect
6-7 Minor damage; +1 maodifie to all
Driving Skill Rolls
8-9 Moderate damage; -1 Cruising
MP, +2 modifier to all Driving Skill
Rolls
10-11 Heavy damage; only half Cruising
MP (round fractions up), +3
modifier to all Driving Skill Rolls
12+ Major damage; no movement for

the rest of the game. Vehicle is
immobile.

Attack Direction Modifier:
Hit from rear +1
Hit from the sides +2

Vehicle Type Modifiers:
Naval
Hydrofoil

+0
+3

*All movement and Driving Skill Roll penalties are cumulative. However,
each Driving Skl Roll modifier can only be applied once. For example,
if a roll of 6-7 is made for a vehicle, inflicting a +1 modifier, that is the
only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll
modifier that can be inflicted from the Motive System Damage Table is
+6. If a unit's Cruising MP is reduced to O, it cannot move for the rest
of the game, but is not considered an immabile target. In addition, all
motive system damage takes effect at the end of the phase in which

(ﬁe damage ocourred /

NAVAL COMBAT VEHICLE CRITICAL HI ABLE

LOCATION HIT
2D6 Roll FRONT SIDE REAR TURRET

2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit

6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer

7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks

10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**

12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

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

Vo e e\
VEHICLE DATA
Type: Mauna Kea Command Vessel (LRT)

Movement Points: Tonnage: 85
Cruising: 3 Tech Base:Inner Sphere
Flank: 5 (Intro)

Era: Star League

Movement Type: Naval
Engine Type: |.CE.

Weapons & Equipment Inventory (hexes)

Oty Type Loc Dmg Min Sht Med Lng
1 Communications Equipment (1 ton) BD [E] - — — —
1 LRT15 FR 15 6 14 21
2 Machine Gun RS 2 -1 2 3
[DB,AI]

2 Machine Gun LS 2 -1 2 3
[DB,AI]

1 Machine Gun RR 2 -1 2 3
[DB,Al]

1 AC/10 T 10 — 5 10 15
[DB,S]

1 LRM 15 T 1/Msl B 14 21
[MCS]

Ammo: (LRT 15) 8, (Machine Gun) 100, (AC/10) 20
(LRM 15) 16

Bv: 1,022

NAVAL VEHICLE RECORD SHEET

(CREW DATA e

Crew:

Gunnery Skill: Driving Skill:

Commander Hit Driver Hit
Modifier to all Skill rolls Modifier to Driving
Skill rolls /

CRITICAL DAMA —\

Turret Locked D Engine Hit D
Sensor Hits @@@
Motive System Hits
Stabilizers

Front (J Left (J Right (J
Rear (J  Turret (J

.\ /

4 NAVAL COMBAT VEHICLE HIT LOCATION TABLE \

ATTACK DIRECTION

2D6 Roll FRONT REAR SIDE§

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

10 Turret Turret Turret

11 Turret Turret Turret

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

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply
damage normally to the armor in that section, but the attacking player also rolls once
on the Motive SystemDamage Table at right (see Combat, p. 192 in Total Warfare for
more information). Apply damage at the end of the phase in which the damage takes
effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack

hits the right side, all Side results strike the right side armor. If the vehicle has no
turret, a turret hit strikes the armor on the side attacked.

4 MOTIVE SYSTEM DMG. TABLE \

2D6 Roll  EFFECT*
2-5 No effect
6-7 Minor damage; +1 maodifie to all
Driving Skill Rolls
8-9 Moderate damage; -1 Cruising
MP, +2 modifier to all Driving Skill
Rolls
10-11 Heavy damage; only half Cruising
MP (round fractions up), +3
modifier to all Driving Skill Rolls
12+ Major damage; no movement for
the rest of the game. Vehicle is
immobile.
Attack Direction Modifier:
Hit from rear +1

Hit from the sides +2

Vehicle Type Modifiers:
Naval
Hydrofoil

+0
+3

*All movement and Driving Skill Roll penalties are cumulative. However,
each Driving Skl Roll modifier can only be applied once. For example,
if a roll of 6-7 is made for a vehicle, inflicting a +1 modifier, that is the
only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll
modifier that can be inflicted from the Motive System Damage Table is
+6. If a unit's Cruising MP is reduced to O, it cannot move for the rest
of the game, but is not considered an immabile target. In addition, all
motive system damage takes effect at the end of the phase in which

(ﬁe damage ocourred /

NAVAL COMBAT VEHICLE CRITICAL HI ABLE

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

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed.
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BAR: 6 (27)
O O O (0] (@)
©~Y 6 "o o 9°
(0] O (0]
. . . o 9 9 0 o
Paramour Mobile Repair Vehicle 8 8 Oo °
O
60 o] °° 0
4 Inner Sphere OO O o OO
5] Era: Star League 0 o 00000 o o
Tracked o o o o o
raceee 50 O Q
Fusion Engine (20) o 8 % o
o0 o)
00 o)
o @)
1 Machine Gun 2 - 2 3 o) o)
[DB.AI]
2  Lift Hoist RR [E] - - - - O O [20]
Infantry Bay - 5 tons (1 door) (0] (@)
Cargo Space - 15 tons (1 door) (0] (@)
Chassis Modifications: Armored Chassis (e} (@]
(0] (6]
O O
(000000
OO0 0O O 0O 0 0 Oo0oo
O 0O 0O O 0O 0 0o
O O O O OO0 o0 oo
Ammo: (Machine Gun) 100 [25]
BV: 226
2012
/4 \ /4 \\
ROUND COMBAT VEHICLE HIT LOCATION TABLE MOTIVE SYSTEM DAMAGE TABLE
ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B N )
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Side f Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofail +3
WIGE +4

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

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

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

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

\ /

take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while

2D6 Roll FRONT SIDE

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

10 Commander Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit

12 Crew Killed Fuel Tank*

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

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

REAR TURRET
No Critical Hit No Critical Hit
Weapon Malfunction Stabilizer

Cargo/Infantry Hit Turret Jam

Stabilizer Weapon Malfunction
Weapon Destroyed Turret Locks
Engine Hit Weapon Destroyed
Ammunition** Ammunition**
Fuel Tank* Turret Blown Off

© 2012 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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Paramour Mobile Repair Vehicle (MFB)

60
4 Inner Sphere
5] [Advanced)
Era: Jihad

Tracked
Fusion Engine

1 Mobile Field Base BD
1 Machine Gun

E - -

2
[DB.AI]

2 Lift Hoist RR [ - — -— -—

Chassis Modifications: Armored Chassis

Ammo: (Machine Gun) 100
BV: 226

2012

BAR: 6 (27)

© 000000 ©

O 0O 0O 0O 000 0O
O 0O 0O 0O 0O 0 0o
O 0O 0O O0OO0OO0OO0OOo

(25)

( ROUND COMBAT VEHICLE HIT LOCATION TABLE )

ATTACK DIRECTION

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

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

MOTIVE SYSTEM DAMAGE TABLE N

\ /

2D6 Roll EFFECT*
2-5 No effect
6-7 Minor damage; +1 maodifier to all Driving Skill Rolls
8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
Driving Skill Rolls
10-11 Heavy damage; only half Cruising MP (round fractions up),

+3 modifier to all Driving Skill Rolls
12+ Major damage; no movement for the rest of the game.
Vehicle is immobile.

Attack Direction Modifier: Vehicle Type Modifiers:

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

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

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

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

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

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

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

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
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’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso

Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type:lcarus Il ICR-1S Name:
Movement Points: Tonnage: 40 Gunnery Skill: ____ Piloting Skill: ___
Walki_ng: 4 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
Running: 6 (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Jumping: 4 Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser RT 3 5 [DE] - 3 6 9 Center
1 AC/10 LA 3 10 — 5 10 15 Left Arm O Torso O Right Arm
e [DBS] (10) o) @) (10)
mall Laser LA 1 3 [DE] - 1 2 3 O (15) O
O O
O o o©O
Left @) O Right
Leg Center Leg
(15) O Torso O (15)
Rear(6) O
O o o O
Left Right
\ BV: 869 Tor's[céa:iear' Torsicé]Rear
/ \ Heat
CRITICAL HIT TABLE Hoad A INTERNAL STRUCTURE DIAGRAM JE38
. H Head Overflow
Left Arm 1. ;Ife Support nght Arm Left Torso (10) Right Torso (10)
1. Shoulder 2. Ce"5°_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
"2 4.[Ac/10 5. Sensors "9 4. Hand Actuator 29
5.| AC/10 6. Life Support 5. Roll Again 28*
6.| AC/10 6. Roll Again 27
1.| Ac/10 Center.Torso 1. Roll Again Left Right | 26
2.| Ac/10 ; 'l;us!on Eng!ne 2. Roll Again A[g—]n A[g]n D5*
3.| Ac/10 - rusion Engine 3. Roll Again -
4-6 4 | ac/10 1-g 3. FusionEngine 4-6 4 Roiagain 24*
5. Small Laser ‘5‘- gv"" 5. Roll Again 23
6. Roll Again - Byro 6. Roll Again 22
6. Gyro
21
; . (F3vr'f1 o Il:ee: RLight 50"
. Fusion Engine 1 e -
Left Torso S FudtonEnine Right Torso (10) (10) 19
1. Heat Sink 4-6 4. Fusion Engine 1. Heat Sink 18*
2. Heat Sink 5' Roll Again 2. Heat Sink 17
3. Ammo (AC/10) 10 G Roll Agai 3. Medium Laser
1 3 4. Roll Again - renAgEn 1 3 4. Medium Laser 16
5. Roll Again N . 5. Roll Again 15*
6. Roll Again Engine Hits O oo 6. Roll Again 10(10) 147
N h
1. Roll Again Gyro Hits O O 1. Roll Again L‘g’g' Shut dDVE:fECtS Single 13%
2. Roll Again S.ensor Hits 0 O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 0O 11
4. Roll Again 4. Roll Again 25 -5 Movement Points T
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
B. Roll Again B. Roll Again 23 AmmoExp. avoidon B+ QO 9
SE] ?Zulls/?own, a\;:oll:c)i (l)r; 8+ @) g*
V . 19 Ammgvggégvoigll;rf 4+ 8 7
Left Leg [:H'[HL S'[ nght Leg 18 Shutdown, avoid on 6+ 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 13 +S MDdlfler to ; "Te O 3
Jump Jet 5. Jump Jet 10 - ovqment ants >
g. Jump Jet Damage Transfer 6. Jump Jet 8  +1 Moadifier to Fire -
. Jump Je h . Jump Je _ f
Diagram 5 1 Movement Points
\, / \ / )
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P T

T 1 ILETETSIH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/
’'MECH RECORD SHEET
/4 \ /4 \
'MECH DATA WARRIOR DATA
Type:Icarus Il ICR-2S Name:
Movement Points: Tonnage: 40 Gunnery Skill: __ Piloting Skill: __
Walking: 5 Tech Base: |nner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
Running: 8 Era: Jihad Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Jumping: 5 /
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser RT 4 6[P] - 2 4 6
1 LB10XAC [ 2 10 — B 12 18 Right Arm
[DB.C/F/S] 12) (12)
1 Small Laser LA 1 3 [DE] -1 2 3
Left
Leg
(20)
Rear(5)
Left Right
\ BV: 986 Torso Rear Torso Rear
\ / (5] (5)
/ \ Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J14
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (10} Right Torso (10)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Ferro-Fibrous 13 3. Lower Arm Actuator
"9 4. [LB 10X AC 5. Sensors "9 4. Hand Actuator 29
5.| LB10-XAC 6. Life Support 5. FerroFibrous 28*
6.| LB10-XAC 6. Ferro-Fibrous 27
1.| LB10-XAC Center TQPSO 1. Ferro-Fibrous Left Right | 26*
2.| LB10X AC ; ;:: £“5!°" E"gfne 2. FerroFibrous A Arm [ 25%
3.LLB10-XAC - usion Engine 3. Roll Again (6) (6) -
4-6 4. Small Laser 1-3 3. XL Fusion Engine 4-6 4. Roll Again 24*
5. Ferro-Fibrous 4. Gyro 5. Roll Again 23
6. Ferro-Fibrous 5. Gyro 6. Roll Again 22*
6. Gyro
21
1. Gyro Left Right 50"
2. XL Fusion Engine H Leg Le -
LEft TOI‘SP 4-6 3. XL Fusion Engine nght T0|"-SO (10 [18] 19
1. XL Fus!on Eng!ne "0 4. XL Fusion Engine 1. XL Fus!on Eng!ne 18*
g. it 'Izus!on :ng!ne 5. Heat Sink g ;t 'Izus!on :ng!ne 17*
_ . usion Engine 6. J Jet _ . usion Engine
1-3 2. Heavsink um e 1-32 Hea sink 16
5. Ammo (LB 10-X) 10 N " 5. Medium Pulse Laser 15%
6. Ammo (LB 10-X Cluster) 10 Englne H!tS 000 B. Ferro-Fibrous 11 (11) 147
1. FerroFibrous Gyro H!tS oo 1. Ferro-Fibrous Leg/oel* ShuthV\IIE:fECtS Single 13%
2. Ferr'o-F?brous S.BI'ISOI" Hits 0 O 2. Ferr‘o-Fibrous 28 Ammo Exp. avoid on 8+ 12
4.6 3. FerroFibrous Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 11
4. Ferro-Fibrous 4. Roll Again 25 -5 Movement Points OO 70"
5. Rol Again 5. Roll Again 24  +4 Madifier to Fire O
B. Roll Again 6. Roll 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 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ Q)
4. Foot Actuator 4. Foot Actuator 13 +S MDdlfler to ; "Te O 3
5. Jump Jet 5. Jump Jet 10 - ovement Paints 2
G. Jump Jet Damage Transfer G. Jump Jet g +;I '\|\2|Odlfler‘ to ;me -
: Diagram : -1 Movement Points
\ / \ /S
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| pr—m
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (3] Right Torso
1 [ — -

’'MECH RECORD SHEET

\ (Industrial)
("MECH DATA (WARRIOR DATA
Type: Patron PTN LoaderMech Name:

Movement Points: Tonnage: 15 Gunnery Skill: ____ Piloting Skill: ___
Walking: 2 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 3 (Primitive) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead

Era: Star League ~

Weapons & Equipment Inventory  (hexes)

Gty Type Loc Ht Dmg Min Sht Med Lng
1 Cargo (0.5 tons) CT — [E] - - - =
1 Lift Hoist RT — [E] - Right Arm

2
@) (2]

BAR 5

Center
Torso
Rear(2)

Left Right
\ BV: 67 Torso Rear Torso Rear
\ / (2] (2)

(EEMIEED \ o

Head . Head Dverfl
Left Arm 1. Life Support Right Arm Left Torso (4) Right Torso (4) -
1. Shoulder 2. Se_ns_ors ) ) 1. Shoulder
2. Upper Arm Actuator 3. Primitive Industrial Cockpit 2. Upper Arm Actuator =0°
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 TQPSO 1. Roll Again Left Right | 26*
2. Roll Again 1. Primitive Fuel Cell Engine 2. Roll Again Arm am [257
3. Roll Again 2. Primitive Fuel Cell Engine 3. Roll Again @ @ -
4-6 4. Roll Again 13 3. Primitive Fuel Cell Engine ~ 4-6 4. Roll Again 24
5. Roll Again 4. Gyro 5. Roll Again 23"
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
2. Primitive Fuel Cell Engine H Leg Leg -
Left T_Orso 4-6 3. Primitive Fuel Cell Engine nght Torso (3] @3] 19
1. Roll Again ~S 4. Primitive Fuel Cell Engine 1. Lift Hoist 18
2. Rall Again 5. Cargo (0.5 tons) 2. Lift Hoist 17
3. Roall Again ’ . 3. L Lift Hoist
- 6. Roll Again -
1-33 Roll Again g 1-3%, Roll Again 16
5. Roll Again N . 5. Roll Again 15*
6. Roll Again Engine H!ts 000 6. Roll Again 101) 147
1. Roll Again Gyro Hits OO 1. Roll Again Leg/oel* St Effects Single 155
. i . utdown
2. Roll Again S.ensor Hits 0 O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 0O 11
4. Roll Again 4. Roll Again 25 -5 Movement Points e
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 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modffier to F"Te 3
Roll Agai Roll Agai 10 -2 Movement Points E)
g' ROHAgafn Damage Transfer g RO“AQBW 8 +1 Moadifier to Fire -
- noltAgan Diagram - nolAgain 5 -1 Movement Points
\, / \ / 0
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| pr—m
ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (3] Right Torso
1 [ — -

’'MECH RECORD SHEET

\ (Industrial) /, \
('MIECH DATA WARRIOR DATA
Type: Patron PTN-1 LoaderMech Name:
Movement Points: Tonnage: 15 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 2 Tech Base: |nner 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 Liquid Storage (0.5 tons) CT —— [E] - - = =
1 Liquid Storage (1 ton) CT — [E] - - = = Right Arm
1 Lift Hoist RT — [E] - - - - @
1 Mounted Searchlight LT — [E] - - = 170 (3)
1 Sprayer LT — [E] - 1

BAR 5

Center
Torso
Rear(2)

Left Right
\ BV: 67 Torso Rear Torso Rear
\ / (2] (2)

(EEMIEED \ o

Head . Head Dverfi
Left Arm 1. Life Support Right Arm Left Torso (4) Right Torso (4) -
1. Shoulder 2. 55"5'3"_5 _ 1. Shoulder 9
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator =0°
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Rall Again 6. Life Support 5. Roll Again 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Center TQPSO 1. Roll Again Left Right 26*
2. Roll Again ; i“e: ge:: E“Q!“e 2. Roll Again Arm am [257
3. Roll Again . Fuel Cell Engine 3. Roll Again (2) (2) -
4-6 4 Roi Again 1-3 3. Fuel CellEngine 4-6 4 ol again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
. . Le L
Left Torso D ool ool Ene Right Torso @ &F 15
1. Mounted Searchlight 4-6 4. Fuel Cell Engine 1. Lift Hoist 18*
2. Sprayer 5. Liquid Storage (1 ton) 2. Lift Hoist 17
3. Roll Again 6. Liqui 3. L Lift Hoist
1-3 4. Rol Again . Liquid Storage (0.5 tons) 1-3 4. Foll Again 16
5. Roll Again - - 5. Roll Again 15%
6. Roll Again Engine H!ts 000 6. Roll Again 101) 147
1. Roll Again Gyro Hits OO 1. Roll Again Level* Effects Single 155
’ ) i ’ . 30 Shutdown
2. Pol Again S.ensor Hits 0 O 2. Pol Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 0O 11
4. Roll Again 4. Roll Again 25 -5 Movement Points T
5. Roll Again 5. Rall 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 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modffier to F"Te 3
Roll Agai Roll Agai 10 -2 Movement Points E)
g' Foll Agan Damage Transfer g' ol A 8 +1 Modifier to Fire :
- nollAgan Diagram - nolAgan 5 -1 Movement Points
\, /7 \ / 0
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA
Type: Eagle EGL-R1

Thrust:
Safe Thrust: 3]

Maximum Thrust: 8
Era:

Tonnage:
Tech Base: Inner Sphere

75

(Primitive)
Star League

ARMOR DIAGRAM

Primitive

Nose Damage
Threshold (Total Armor)
7 (63)

o)
o))
o)
)

Key:-
HE - High Explosive
LG - Laser Guided

O O o /0 O oOo_\O_0_ o0 C - Cluster
= (0] 0O (@] 0 (@] (0] (0] 0 RL - Rocket Launcher
Weapons & Equipment Inventory O O O O o o010 O
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) O O O/ o O o o o o
Gty Type Loc. Ht SRV MRV LRV ERV 0O 0 0 O 0O 0ol o o
1 Large Laser [DE] N 8 8 8 — — 9 0 o) O o) 0 o) 0
1 Medumlaser[DE] N 3 5 — — — o 0 0,0 o o0 o0 O O
1 Large Laser [DE] W 8 8 8 - — 60 O |0 O
1 Medium Laser [DE] Lw 3 5 — - —
1 Large Laser [DE] RW 8 8 8 — -
1 Medium Laser [DE] RW 3 5 — — —
1 Medium Laser [DE] A 3 5 — — — Structural
Primitive Cockpit =
Integrity:
o o
Left Wing o OO o Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) [®) [®) (Total Armor)
5(41) @) 5(41)
O OO
Fuel: 400 Points ". (0] (@) O 8 (o)
O o 0
BV: 1,255 O O @) 0] O O
/ =5 "0 07/ o o O 0 O
O O _0O_O0O @) O O 0 0O O
0O 0 0 0 o o O \O O O O O Heat
O O O O O @) O O O O Scale
O O O_0 (0] @) O O O O O
O O O O O @) O O O O O Overfiaw
O O O O 0o @) 0O O O O
O O / o OO VO O
o 30*
(0] oO 29
o) 28"
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
4 (31)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 evel g
. E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong 3_5 [|25) 19
mmo Exp. avoid on 8+ ingle 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid Q0O O
on 9+ 000 17
7 2 A Life 5 Consciousness # | 3 7 1 10| 11 |Dead 26 Shutdown, avoid on 10+ 16
el Support 25 Random Movement, 000 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ 00O -
\ / \ /| 22 +aModifier to Fire 00O 14
/4 \\ 23 AmmoExp.avoidong+ OO 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ oo 12
T 21 Pilot Damage, avoid 00
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 00 11
Thrust 20 Random Movement, 00 10*
. id 8
velnoity, @ 19 Ammo Exp. avoid on 4+ 9
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
i 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Sfiacthm Vielocky 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA
Type: Eagle EGL-R4

ARMOR DIAGRAM Z=oTeiA\V(=)

Nose Damage

EXTERNAL STORES/BOMBS

(OO0
OO
()00
A

Thrust: Tonnage: 75 Thresh%d 7[‘gotal Armor]
Safe Thrust: 3] Tech Base: Inner Sphere (78] y Key:-
Maximum Thrust: 8 (Primitive] / ; Hé-LHigh Eépl_asive
. ; LG - Laser Guided
Era: Star League DOoo0oo0doooooooo C_UUSSL‘ZP it
= O 0O 0O 0 00000 o00oO0 RL - Rocket Launcher
Weapons & Equipment Inventory OO0 O0OO0OOOO0OO0OO0OO0bO0oOO0oOoOo
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) OOOOOOOOOOOOOOOOOOOOOOOOO
Qty Type Loc. Ht SRV MRV LRV ERV -
2 Large Laser [DE] N 8 8 8 — — 60 000GO0OO0OO0O0O0O/00O0
5 Medumlaser[DE] LW 3 5 —  — — O 0O
2 Medium Laser [DE] RW 3 5 — — —
1 Medium Laser [DE] A 3 5 — — —
Primitive Cockpit
Structural
Integrity:
o o
Left Wing o OO o Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) O O (Total Armor)
6 (51) O O 6 (51)
© OO @)
Fuel: 400 Points OOO (0] O 8
(OJO) O O 0 0
BV: 1,294 000 o O 000
\—\ D 000 o0 [[000O
/ - 0000/l o ©o 00000
O 000000 o O O0O0OO0O0O0Oo
O 0 00O0O0O0 o O 0.0 0000oo Heat
O 00 0O0O0O0 O O OO0OO0OO0O0O0OO0 Scale
O 00O0O0O0O0 O O O 000000
OO0O0OO0OO0O0 OOOO OO0 O0O0O0O0 [0-6”"0\v
O oO ©
o OO (o) 30~
29
O 28"
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
4 (39)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 eve g
E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong 3_5 [|25) 19
mmo Exp. avoid on 8+ ingle 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilochamage. avoid 000 T
: on; =t ) 00O
7 2 A Life 5 Consciousness # | 3 7 1 10| 11 |Dead 26 Shutdown, avoid on 10+ 16
el Support 25 Random Movement, 000 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ 00O -
\ / \ /| 22 +aModifier to Fire 000 14
/4 \\ 23 AmmoExp.avoidong+ OO 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 0o 12
21 Pilot Damage, avoid 00
Turn # 1 2 3 a 5 8 7 8 El 10 on B+ 00 11
Thrust 20 Random Movement, 00 10*
. id 8
velnoity, @ 19 Ammo Exp. avoid on 4+ 9
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
i 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Sfiacthm Vielocky 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

EXTERNAL STORES/BOMBS

(OO0
OO

FIGHTER DATA ARMOR DIAGRAM DODDD
Type: Eagle EGL-R6 Nose Damage
Thrust: Tonnage: 75 Thresh%d E[;‘Botal Armor) [ ][ ]l I[ ][ ]
Safe Thrust: 6 Tech Base: Inner Sphere (80) y Key:-
Maximum Thrust: 9 (Intro) / \ HE - High Explosive
Era: Star League 0 0000000 O0\000.0 E
= O 0O 0O 0 00000 00oO0 RL - Rocket Launcher
Weapons & Equipment Inventory OO0 O0OO0OOOO0OO0OO0OO0bO0oOO0oOoOo
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) OOOOOOOOOOOOOOOOOOOOOOOOO
Qty Type Loc. Ht SRV MRV LRV ERV -
1 Large Laser [DE] N 8 8 8 — — OOOOOOOOOO 0 O0O0O0/0O0O0
1 Medium Laser [DE] N 3 5 — — —
1 Large Laser [DE] Lw 8 8 8 — —
1 Medium Laser [DE] Lw 3 5 — - —
1 Large Laser [DE] RW 8 8 8 — -
1 Medium Laser [DE] RW 3 5 — — —
1 Medium Laser [DE] A 3 5 — — — Structural
Integrity:
o o
Left Wing o OO o Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) O O (Total Armor)
6 (52) o oO o] 6(52)
O O
Fuel: 400 Points OOO (0] O 8
(OJO) O O 0 0
BV: 1,467 000 o O 000
\—\ 0 000 0.0 [0 QO
/ : 0000/l o ©o 00000
O 000000 o O O0O0OO0O0O0Oo
O 0 00O0O0O0 o O 0.0 0000oo Heat
O 00 0O0O0O0 O O OO0OO0OO0O0O0OO0 Scale
O 0 0O0O0O0O0 O O 0.0 00000
OO0OO0O0O0OO0O0 OOOO _OOOOOOO[’JMIGw
O O
8 08 o 30"
29
O O
28"
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
4 (40)
23"
a22*
( CRITICAL DAMAGE ) N { PILOT DATA { HEAT DATA ) N\ (==
Heat
Lk . Name: Level* Effects Heat Sinks: 20"
Avionics +1||+2]|+5| Engine 2 evel
E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn don B 3_5 [|25) 19"
mmao Exp. avoid on ingle *
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid o%o :g*
on 9+
: : 00O
Life NSCIOUSNEss ea Shutd y d 10 16
ot coreomanese¢ [ 31 5| 7 [10]11 o] | B8 Brutdonn, ot o, 000 | 2
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ 00O -
\ / \ /| 22 +aModifier to Fire 8 8 0 14
/4 \\ 23 Ammo Exp. avoid on 6+ 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ oo 12
T 21 Pilot Damage, avoid (oNe]

urn # 1 2 3 4 5 3] 7 8 9 10 OB 00 11
Thrust 20 Random Movement, 10*
Veloci avoid on 8+ (ON¢)

. °°'_t"' _ 19 Ammo Exp. avoid on 4+ 8
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7

15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
i 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Sfiacthm Vielocky 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

EXTERNAL STORES/BOMBS

(OO0
OO

FIGHTER DATA ARMOR DIAGRAM DODDD
Type: Eagle EGL-R9 Nose Damage
Thrust: Tonnage: 75 Threshnsld E[;‘E)cotzal Armor) [ ][ ]l I[ ][ ]
Safe Thrust: 6 Tech Base: Inner Sphere (80) y Key:-
Maximum Thrust: 9 (Intro) / \ HE - High Explosive
Era: Succession Wars 05000000 O 0\0 0 0O ‘L:GjtlLEISsLZF\GLIIchd
= O 0O 0O 0 00000 o00oO0 RL - Rocket Launcher
Weapons & Equipment Inventory OO0 O0OO0OOOO0OO0OO0OO0bO0oOO0oOoOo
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) OOOOOOOOOOOOOOOOOOOOOOOOO
Qty Type Loc. Ht SRV MRV LRV ERV -
1 MediumlaserDE] N 3 5 —  — — OOOOOOOOOO O 0O O0OO0O/0O0O0
1 Medium Laser [DE] w3 5 — — —
1 PPC [DE] LW 10 10 10 - -
1 Medium Laser [DE] RW 3 5 — - —
1 PPC [DE] RW 10 10 10 - -
1 Medium Laser [DE] A 3 5 — — —
Structural
Integrity:
o o
Left Wing o OO o Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) O O (Total Armor)
6 (52) o oO o] 6(52)
O O
Fuel: 400 Points OOO (0] O 8
(OJO) O O 0 0
BV: 1,458 000 o O 000
\—\ 0 000 0.0 [0 QO
/ : 0000/ o O 00000
O 000000 o O O0O0OO0O0O0Oo
O 0 00O0O0O0 o O 0.0 0000oo Heat
O 00 0O0O0O0 O O O0OO0O0O0OO0O0 Scale
O 0 0O0O0O0O0 O O 0.0 00000
OO0OO0O0O0OO0O0 OOOO _OOOOOOO['J-E""Gw
O O
8 08 o 30"
29
© O 28*
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
4 (40)
23"
a22*
( CRITICAL DAMAGE ) N { PILOT DATA { HEAT DATA ) N\ (==
Heat
Lk . Name: Level* Effects Heat Sinks: 20"
Avionics +1||+2]|+5| Engine 2 evel
E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn don B S_G [|26) 19"
MMo EXp. avaid on ingle il
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid o%o :g*
on 9+
: ) 00O
7 2 A Life 5 Consciousness # | 3 7 1 10| 11 |Dead 26 Shutdown, avoid on 10+ 16
el Support 25 Random Movement, 000 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ 00O -
\ / \ / | 24 +4 Moadifier to Fire 8 8 8 14
/4 \\ 23 Ammo Exp. avoid on 6+ 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 0o 12
21 Pilot Damage, avoid 00
Turn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 00 11
Thrust 20 Hanl;ldom I\é’l}ovement_ 00 10*
velnoity, @ 19 Ammo Exp. avoid on 4+ 9
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
i 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Sfiacthm Vielocky 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

EXTERNAL STORES/BOMBS

(OO0
OO

FIGHTER DATA ARMOR DIAGRAM DODDD
Type: Eagle EGL-R10 Nose Damage
Thrust: Tonnage: 75 Threshnsld E[;‘E)cotzal Armor) [ ][ ]l I[ ][ ]
Safe Thrust: 6 Tech Base: Inner Sphere (80) y Key:-
Maximum Thrust: 9 (Intro) / \ HE - High Explosive
Era: Star League 0 0000000 0\000.0 E
= O 0O 0O 000000 00O RL - Rocket Launcher
Weapons & Equipment Inventory OO0 O0OO0OOOO0OO0OO0OO0bO0oOO0oOoOo
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) OOOOOOOOOOOOOOOOOOOOOOOOO
Qty Type Loc. Ht SRV MRV LRV ERV -
1 Large Laser [DE] N 8 8 8 — — OOOOOOOOOO 0 O0O0O0/0O0O0
1 Medium Laser [DE] N 3 5 — — —
4 Medium Laser [DE] Lw 3 5 — — —
4 Medium Laser [DE] RW 3 5 — — —
1 Medium Laser [DE] A 3 5 - — —
Structural
Integrity:
o o
Left Wing o OO o Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) O O (Total Armor)
6 (52) o OO (@] 6 (52)
O O
Fuel: 400 Points OOO (@) O 8
O 0O O O 00
BV: 1,512 000 o O 000
\—\ D 000 o0 [[000O
/ - 0000/l o ©o 00000
OO0OO0O0O0O0O0 (OJe O0OO0O00O0OO0OO
O 0O 00000 o O 0.0 00000 Heat
OO O0O00O0Oo O O OO0OO0OO0O0O0OO0 Scale
O 0O 00000 O O O 0 00000
OO0OO0O0OO0OO0O0 OOOO 0O00O0O0OO0O0 Co.mw
/ O O
8 08 o 30"
29
O O T
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
4 (40)
23"
22+
( CRITICAL DAMAGE ) N { PILOT DATA { HEAT DATA ) N\ (==
Heat
Lk . Name: Level* Effects Heat Sinks: 20"
Avionics +1||+2]|+5| Engine 2 evel
E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn don B g_ﬂ [|29) 19"
mmao Exp. avoid on ingle *
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid o%o :g*
on 9+
; ) (oNeXNo]
i . - Life 5 Consciousness eal 26 Shutd y d 10+ 16
ol Support e 211819 0 25 F!ﬂund?aulv': I'?.:glueonrllent. 000 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ 00O -
\ / \ / | 24 +4 Moadifier to Fire 8 8 8 14
/4 \\ 23 Ammo Exp. avoid on 6+ 13"
VELDGITY RECDRD \ 22 Shutdown, avoid on 8+ 00O 12
T 21 Pilot Damage, avoid 00O
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 000 11
Thrust 20 Hanl;ldom I\é’l}ovement_ 00 10*
velnoity, @ 19 Ammo Exp. avoid on 4+ 9
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
it 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Sfiacthm Vielocky 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA
Type: Eagle EGL-R11

Thrust:
Safe Thrust: 6

Maximum Thrust: 9 Era:

Tonnage:
Tech Base: Inner Sphere

75

Jihad

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
8 (80)

EXTERNAL STORES/BOMBS

(OO0
OO
()00
A

Key:-
HE - High Explosive
LG - Laser Guided

O 0O 0O 00O O0OO0O0OO0\0b0O0O0 C - Cluster
= O 0O 0O 000000 00O RL - Rocket Launcher
Weapons & Equipment Inventory OO0 O0OO0OOOO0OO0OO0OO0bO0oOO0oOoOo
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) OOOOOOOOOOOOOOOOOOOOOOOOO
Qty Type Loc. Ht SRV MRV LRV ERV -
1 ER PPC [DE] N 15 10 10 10 — 0006 0O0O0O0O0/0O0O0
1 Medumlaser[DEf] N 3 5 — - — OO0 OO0
1 LargePulse Laser [P] LW 10 9 9 — —
1 Medium Laser [DE] Lw 3 5 — - —
1 Large Pulse Laser [P] RW 10 9 9 — —
1 Medium Laser [DE] RW 3 5 — — —
Structural
Integrity:
o o
Left Wing o OO o Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) O O (Total Armor)
6 (52) O O 6 (52)
© Oo O
Fuel: 800 Points OOO (@) O 8
O 0O O O 00
BV: 1,527 000 o O 000
\—\ D 000 o0 [[000O
/ - 0000/l o ©o 00000
OO0OO0O0O0O0O0 (OJe O0OO0O00O0OO0OO
O 0O 00000 o O 0.0 00000 Heat
OO O0O00O0Oo O O OO0OO0OO0O0O0OO0 Scale
O 0O 00000 O O O 0 00000
OO0OO0O0O0OO0O0 OOOO _OOOOOOO[O-E""Gw
O O
(@] OO o =
o O 29
O O T
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
4 (40)
23"
22+
( CRITICAL DAMAGE ) PILOT DATA { HEAT DATA ) N\ (==
Heat
Lk . Name: Level* Effects Heat Sinks: 20"
Avionics +1||+2]|+5| Engine 2 evel
E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn don B |’|35 [EID) 19"
mmo Exp. avoid on ouble *
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid [eXeo) :g*
on 9+
; ) (o)e}
i . - Life 5 Consciousness eal 26 Shutd y d 10+ 16
ol Support e 211819 0 25 F!ﬂund?aulv': I'?.:glueonrllent. 00 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ o0 -
\ / \ / | 24 +4Modifier to Fire 80 14
/4 \\ 23 Ammo Exp. avoid on 6+ 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 9] 12
T 21 Pilot Damage, avoid (0]
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 0 11
Thrust 20 Random Movement, o 10*
. id 8
velnoity, @ 19 Ammo Exp. avoid on 4+ 9
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
it 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Sfiacthm Vielocky 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5

© 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA

Type: Deathstalker F-77

Thrust:
Safe Thrust: 3]
Maximum Thrust: 8

Tonnage: 80

Tech Base: Inner Sphere
Era: Star League

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
6 (55)

EXTERNAL STORES/BOMBS

(OO0
OO
()00
A

HE - High Explosive
LG - Laser Guided

O O O /0 . 0O0_ 0 _'‘O._.0_O0 C - Cluster
= (@] 0O (@] 0 (0] (0] (0] (0] RL - Rocket Launcher
Weapons & Equipment Inventory O O O O o o010 O
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) (@] OO OO OO OO OO OO OO OO
Qty Type Loc. Ht SRV MRV LRV ERV -
1 AC/10[DBS] N 3 10 10 — — 0O oo O O O/ 0 O
2 ERlargelaser[DE] LW 12 8 8 8 - O O 0| 0 O
1 Medium Laser [DE] Lw 3 5 — — —
2 ERLarge Laser [DE] RW 12 8 8 8 —
1 Medium Laser [DE] RW 3 5 — — —
Structural
Integrity:
o
Left Wing o OO o Right Wing
Damage Threshold (o) (o) Damage Threshold
(Total Armor) [®) [®) (Total Armor)
5(41) O 5(41)
(@] (e}
Ammo: (AC/10) 10 (@) O (@)
Fuel: 400 Points @) (o) (@) O 0O (o)
O o (@]
BV: 1,732 O O @) 0] O O
/ =0 "0 07/} o O O 0 O
O O _0_0 O O O O OO
O O O 0O o 0o @) \O O O O O Heat
O O O O O @) O O O O Scale
O O _0O0_0 (0] (0] O O O O O
O O O o o o 'O O O O O ‘Overfiow
O O O O o O 0O O O O
O O / o OO VO O
o 30*
(0] oO 29
o) 28"
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
S - 4(31)
; ar
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 eve g
E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong 35 [EID) 19
mmo Exp. avoid on 8+ ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid 000 T
on 9+
; ) (oNeXNo]
7 2 A Life 5 Consciousness # | 3 7 1 10| 11 |Dead 26 Shutdown, avoid on 10+ 16
el Support 25 Random Movement, 000 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ 00O -
\ / \ / | 24 +4Modifier to Fire 000 14
/4 \\ 23 AmmoExp.avoidong+ OO 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 0o 12
T 21 Pilot Damage, avoid 00
urn # 1 2 3 4 5 6 7 8 9 10 OB 00 11
Thrust 20 Random Movement, 00 10*
. id 8
velnoity, @ 19 Ammo Exp. avoid on 4+ 9
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
it 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effective Velocity 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA

ARMOR DIAGRAM

Type: Deathstalker F-77a

Thrust: Tonnage: 80
Safe Thrust: 3] Tech Base: Inner Sphere
Maximum Thrust: 8 Era: Jihad

Nose Damage
Threshold (Total Armor)
6 (55)

EXTERNAL STORES/BOMBS

(OO0
OO

aeans
OO

Key:-
HE - High Explosive
LG - Laser Guided

© 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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O O o /0 O oOo_\O_0_ o0 C - Cluster
= (0] 0] (@] 0 (@] 0O (0] 0 RL - Rocket Launcher
Weapons & Equipment Inventory O O O O o o010 O
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) (@] OO OO OO OO OO OO OO OO
Qty Type Loc. Ht SRV MRV LRV ERV -
1 Utra AG/10 6 o+t o 0 O/ 0 O
[DBR/C] N 4 15 15 — — O O 0| 0 O
2 ERLarge Laser [DE] Lw 12 8 8 8 —
1 ER Medium Laser [DE] LW 5 5 5 - —
2 ERLarge Laser [DE] RW 12 8 8 8 -
1 ER Medium Laser [DE] RW 5 5 5 — —
1 ER Small Laser [DE] A 2 3 — — — Structural
Integprity:
o ©
Left Wing o OO o Right Wing
Damage Threshold (o) (o) Damage Threshold
(Total Armor) [®) [®) (Total Armor)
5(41) (@) 5(41)
O O
Ammo: (Ultra AC/10) 20 (@) O (@)
Fuel: 400 Points @) (o) (@) O 0O (o)
O @) 0
BV: 1,868 o o] ©O o O O
/ =5 "0 07/ o o 0. 0_ O
O O _0O_O0O @) O O 0 0O O
0O 0 0 0 o O O \O O O O O Heat
O O O O O @) O O O O Scale
O O 0O_0 (0] o O O O O O
O O O O O @) O O O O O Overflow
O O O O 0o O 0O O O O
O O / o OO VO O
o 30*
(0] oO 29
o) 28"
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
_ 4(31) -
\ \N 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 evel g
E] @ Gunnery Skill: ___ Piloting Skill: Sg ihutdﬂgn dong 35 [EID) 19
mmo Exp. avoid on 8+ ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid QOO T
on 9+
: : 00O
7 2 A Life 5 Consciousness # | 3 7 1 10| 11 |Dead 26 Shutdown, avoid on 10+ 16
el Support 25 Random Movement, 000 15*
\ Modifier [+1| +2| +3| +4|+5 avoid on 10+ 000 —
\ / \ /| 22 +aModifier to Fire 00O 14
/4 \\ 23 AmmoExp.avoidong+ OO 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ oo 12
T 21 Pilot Damage, avoid (oNe]
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 00 11
Thrust 20 Random Movement, 00 10*
. id 8
velnoity, @ 19 Ammo Exp. avoid on 4+ 9
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
L 13  +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effective Velocity 8 <1 Modferto Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5




- - ARMOR DIAGRAM
B I I I F I F . I-I Standard Scale
- 3 =

Nose
Damage Threshold
(Total Armor)

AERODYNE SMALL CRAFT RECORD SHEET

CRAFT DATA
Type: Lyonesse Escort
Thrust: Tonnage: 175
Safe Thrust: 3 Tech Base: Inner Sphere
Maximum Thrust: 5 (Intro)
Era: Star League
Weapons & Equipment Inventory
Standard Scale [0-8) ~ (8-12) (13-20) (21-25) o
Qty Type Loc. Ht SRV MRV LRV ERV o)
1" LAM20[MCS] N B 12 12 12 — 000
1 SRM 6 [MC] N 4 8 — - - 000
4 Medium Laser [DE] w3 5 — — — O00
1 Medium Laser(R) [DE] LW 3 5 - - - - 000 \
4 Medium L DE RW 3 5 - — -
1 Medum L:z:;[[R] [}Z)E] RW 3 5 — - - 0Q _0Q 00 _00
3 Medium Laser [DE] A 3 5 — — — 08 0 \ 08 ©
1 Small Laser [DE] A 1 3 — — — 80 8 80 8
00 00 7 00 00
Left Wing 008 OO fo) 008 oO Right Wing
Damage 000 OO 00 0O Damage
Threshold o0 OO0 00 OO0 Threshold
(Total Armor) o0 O 0000 O O OO0 O (Total Armor)
14 (133) 8 88 998399 g 83 14 (133)
Ammo: (LAM 20) 12, (SRM 6) 30 08008 0000 O 08008
Fuel: 400 Points o 00 0O 00O 0O o 00
_ 000|888 8 8lo.oa
BV: 2,106 : Q0 00l 8 6 6 O 0|0 00 _
\—\ / ~00 00 O O OO0 OO O 00 O0Q O 0.
O 00 Q0 OO0 56 O O O OI0_Q0 00 00 ™~
00 00 O OIn~"o0 "0 0 O 0Q 0OQ O O
O _ 00 00 OO0l &6 0 60 O [J]o.00_0Q 00 Heat
OO0 O 00 O OO0 OO0 O OO0 O 00 _0O Scale
O 00 00 OO0l & & 6 O [J]o. .00 00 00 e
OO0 O 00 0O OO0 000 00 O 00 O '
O 00 00 OOl & & 6 O [J]o_ .09 _0Q 00
0 00 00 Ol 6 0 O O (0] 00 O
O 00 00 00 OO0 OO0 O (@] (@] 0.~ 30~
O 00 00Ol 6 0 O O o 00 O
00 0070 8 85 85 60640 00 29
~ 28"
1 27*
Aft Damage 26"
Threshold S5
(Total Armor) =7
11 (101)
23"
a22*
( CRITICAL DAMAGE ) N { PILOT DATA { HEAT DATA ) N\ (==
Heat
Lk . Name: Level* Effects Heat Sinks: 20"
Avionics +1||+2]||+5| Engine 2 e
. E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn don B 2_5 [?5) 19
mmao Exp. avoid on ingle -
s (®) cear HisTaken [1] 2] 3| 4] 5] 6 27 Pilot Damage. avoid O 000 :g
; ) o : 0000
FS— ;I:;I:)pnrt Consciousness # | 3 | 5| 7 | 10| 11 |Dead Sg gr;urr;g%ulv_: g:glgeonrll;g; 0000 :g*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ 0000 -
\ / \ /| 22 +aModifier to Fire 8 8 8 o] [14
/4 \\ 23 Ammo Exp. avoid on 6+ 13~
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 00O 12
T 21 Pilot Damage, avoid 00O
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 000 11
Thrust 20 Random Movement, 10*
: avoid on 8+ 000
Ve'oc'_t‘" _ 19 Ammo Exp. avoid on 4+ 8
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
it 13 +2 Moadifier to Fire 4
Velocity 10 Random Movement, 3
Effactive Velocity g  +1 Modfar ta Fire e
Altitude 5 Random Movement, 1
. SN avoid on 5+ V. )
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- - ARMOR DIAGRAM
B I I I F I F . I-I Standard Scale
- 3 =

Nose
Damage Threshold
(Total Armor)

AERODYNE SMALL CRAFT RECORD SHEET

CRAFT DATA
Type: Lyonesse Escort M1
Thrust: Tonnage: 175
Safe Thrust: 3 Tech Base: Inner Sphere
Maximum Thrust: 5 Era: Jihad
Weapons & Equipment Inventory
Standard Scale (0-6)  (6-12) (13-20) (21-25) o
Qty Type Loc. Ht SRV MRV LRV ERV o)
1" LRM20[MCS] N B 12 12 12 -— 000
1 SRM 6 [MC] N 4 8 - - - 000
2 ER Medium Laser [DE] LW 5 5 5 - - O00
1 ER Medium Laser(R] - 000 |
DE LW 5 5 5 - —
1 Le;vy PPC [DE] W 15 15 15 — — 0Q _0Q 00 _00
2 ERMedium Laser [DE] RW 5 5 5 — — 0Q_0O \ 08 ©
1 Heavy PPC [DE] RW 15 15 15 — — o _0Q 000
1 Medum leserR][DE] AW 3 5 —  — — Q0 Q Q0 Q
3 ERMedumlaserDE] A 5 5 5  —  — _ 0Q_00 7 00_00 ; _
1 ERSmalllaser[DE] A 2 3 —  — — Left Wing 00800 (o} 00800 Right Wing
Damage 000 s 00 0O Damage
Threshold o0 OO0 00 OO0 Threshold
(Total Armor) o0 O 0000 O O OO0 O (Total Armor)
14 (133) 8 88 998399 g 83 14 (133)
Ammo: (LRM 20) 12, (SRM 6) 30 08008 00000 08008
Fuel: 400 Points 000 O 0O 0O 0O 0 00
_ 000|888 8 8lo.oa
Bv: 2512 : Q0 00l 8 6 6 O 0|0 00 _
\—\ / ~00 00 O O OO0 0O O 00 O0Q O 0.
O 00 Q0 OO0 56 O O O OI0_Q0 00 00 ™~
00 00 O OIn~"o0 "0 0 O 0Q 0OQ O O
O _ 00 00 OO0l &6 0 60 O [J]o.00_0Q 00 Heat
OO0 O 00 O OO0 OO0 O OO0 O 00 _0O Scale
O 00 00 OO0l & & 6 O [J]o. .00 00 00 e
OO0 O 00 0O OO0 000 00 O 00 O '
O 00 00 OOl & & 6 O [J]o_ .09 _0Q 00
0 00 00 Ol 6 0 O O (0] 00 O
.O 00 _ 00O 00O OO0 OO0 O (@] (@] 0.~ 30~
O 00 00Ol 6 0 O O o 00 O
00 0070 8 85 85 60640 00 29
~ 28"
' 27"
Aft Damage 26"
Threshold S5
(Total Armor) =7
11 (101) =
22+
( CRITICAL DAMAGE ) N { PILOT DATA { HEAT DATA ) N\ (==
Heat
Lk . Name: Level* Effects Heat Sinks: 20"
Avionics .+’I .+2 +5| Engine .2 | : | | : I ey
. . . . Gunnery Skill: ___ Piloting Skill: Sg ihutdﬂgn don B |139 [EIB] 19"
MMo EXp. avaid on oupbie *
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid 00 :g*
on S+
: ) oo
Life NSCIOUSNEss ea Shutd y d 10 16
Sensors Support © *181517[10{11 0 Sg F!aund?au:’-: I'?.:glueonrllen; 00 15*
\ Modifier [+1| +2| +3| +4| +5 avoid on 10+ 00 -
\ / \ / | 24 +aModifier to Fire 8 8 14
/4 \\ 23 Ammo Exp. avoid on 6+ 13~
VELOCITY RECORD N 22 Shutdown, avoid on 8+ oo 12
T 21 Pilot Damage, avoid OO0
urn # 1 2 3 4 5 5 7 8 E] 10 on B+ 00 11
Thrust 20 Random Movement, o 10*
; id 8+
Velacity ) 19 Amma EE;B. avoid on 4+ 8
Eﬁ"’m"e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 PRandom Movement, 5
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13  +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effactive Velocity 8 fllvﬁfllgd'i:%i%reti; Fire 2
Atitude 5 Random Movement, 1
“ SN avoid on 5+ V. )

© 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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— — - ARMOR DIAGRAM
B I I I F I F . I-I Standard Scale
- m Gl

Nose
Damage Threshold
(Total Armor)

AERODYNE SMALL CRAFT RECORD SHEET

CRAFT DATA

Type: Lyonesse Escort W1

Thrust: Tonnage: 175
Safe Thrust: 4 Tech Base: Inner Sphere
Maximum Thrust: 6 (Advanced)
Era: Jihad (0)
o]
Weapons & Equipment Inventory 8
Standard Scale [0-6)  (6-12) (13-20) (21-25)
Qty Type Loc. Ht SRV MRV LRV ERV o
2 Arrow IV [AE,SF] N 10 — — — o)
1 SRMB[M[C] N 4 — — O
O
0]

s _
1 ER Medium Laser [DE] LW 5 5 5 — —
1 ER Medium Laser(R) | \
DE LW 5 5 5 - —
1 I[ERI]\Aedium Laser [DE] RW 5 5 5 — — 08 08 08 / 8
1 Medium Laser(R] [DE] RW 3 5 — — — o fe) 'O 80
3 ER Medium Laser [DE] A 5 5 5 — — o) ') 0 00
00 _00 7 00 _ 00
Left Wing 00 0O fo) 00 O Right Wing
Damage Oo OO OO 00800 Damage
Threshold 00 O 00 O Threshold
(Total Armor) 00 00 0000 O O 00 00 (Total Armor)
A 14 (132) o8 8176 o 0 0 9f5°8 §
Ammo: (SRM B) 30, [Arrow IV Homing) 15, (Arrow IV) 15 o 00 00 0O0O0 o 00
- 00 00l 8§ 8 8 8 §loo 00
Fuel: 400 Points 0 Ie} 0O 00O 0O 00 O
o0 O O 0O 0O0O0 00 0O
BV: 2,413 o000 | 999 Q9 Qlx~s0
/ 000l 8888 8|00 00
00 -00]6°6°6°0Co° o 00 6
0 O 0 0O0O0 00 Heat
O 0 0 0O0
0 00000 |9-08.0 Scale
(@] 00 _O
O O O O O Overflow
88388
O 0O OO0 O0 0 -
88888 =
29
00 0 00,2 -
28
1 27*
Aft Damage 26"
Threshold S5
(Total Armor) =7
11 (101) —
22+
( CRITICAL DAMAGE ) N { PILOT DATA { HEAT DATA ) N\ (==
Heat
Lk . Name: Level* Effects Heat Sinks: 20"
Avionics +1||+2]||+5| Engine 2 ey
. E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn don B |139 [EIB] 19
mmao Exp. avoid on ouble *
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid 00 :g*
on S+
: ) oo
Sensors I;:;l:)pnrt Consciousness # | 3 | 5| 7 (10| 11 |Dead Sg gr;urr;g%ulv_: g:glgeﬂnrll;g: oo 16
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ " 00 15*
\ / \ / | 24 +4Modifier to Fire 8 8 14
/4 \\ 23 Ammo Exp. avoid on 6+ 13~
VELOCITY RECORD N 22 Shutdown, avoid on 8+ oo 12
21 Pilot Damage, avoid 00
Turn # 1 2 3 4 5 6 7 ] ] 10 on B+ 00 11
Thrust 20 Random Movement, o 10*
. id 8+
Velacity ) 19 Amma EE;B. avoid on 4+ 8
Eﬁ"’m"e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement,
af\l.roidﬂon 7+ i s
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
; : i 6+
Effactive Velocity g  +1 Modfier to Fire 2
Altitude 5 Random Movement, 1
“ SN avoid on 5+ V. )
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ARMOR DIAGRAM
I E— N — . g
B I I I F I F I-I Standard Scale
M ™ G

Nose
Damage Threshold
(Total Armor)

AERODYNE SMALL CRAFT RECORD SHEET

CRAFT DATA
Type: Aquarius Escort
Thrust: Tonnage: 200
Safe Thrust: 4 Tech Base: Inner Sphere
Maximum Thrust: 6 (Intro)
Era: Star League o)
Q
Weapons & Equipment Inventory 8
Standard Scale [0-8) ~ (8-12) (13-20) (21-25) 0o
Qty Type Loc. Ht SRV MRV LRV ERV o)
2 Large Laser [DE] N 8 8 8 — — O
1 LRM10[MCS] W 4 B B [ 0
1 Medium Laser(R) [DE] LW 3 5 — — — O
1 SRM6[M[C] w4 8 - — - (@) \
1 LRM10[MCS RW 4 6 6 6 -
1 Medium I[_aser[ll:%] [DE] RW 3 5 — — — 8888
1 SRMB[M,C] RW 4 8 — — — \ 3338
2 Medium Laser [DE] A 3 5 — — — 0000
- 3090 o ights Wi
Left Wing 3006 o Right Wing
Damage 000 O Damage
Threshold O o0 00 Threshold
[Total Armor) (@] OO0 OOOo 00 00 (Total Armor)
(0] 00 00
17 (162) o) O 0 000 00 60
0O 0 00O0
Ammo: (SRM 6) 30, (LRM 10) 24 0O 00 0 O 0|9 Q00
Fuel: 480 Points 0] OO O0OO0OO O 000
98] @ & & & 9|8 888
BV: 2,263 : o0l § 8 8 8 3]o.aaa
O 0O 0 00
0] O lo“o 0 o0 o 19000 O
0 OO0 OO0 O 0000 O 0 Heat
0 OO0 OO0 O 000 00 0] Scale
Q 0 Q90 0 |990,9000 O =
Q 00 0 0O 0O 199 Q00 Q
Q 000 0O O 190 _000 Q
0] 000 0 O |19 0000 0]
O OO0 00O O O _0000 0.~ 30~
. 00000 Q000 0] 55
000000000
28"
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =a7
11 (101) —
a22*
( CRITICAL DAMAGE ) N { PILOT DATA { HEAT DATA ) N\ (==
Heat
Lk . Name: Level* Effects Heat Sinks: 20"
Avionics +1||+2]|+5| Engine 2 evel
. E] E] Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn don B g? [?2) 19
mmao Exp. avoid on ingle 18
s (®) cear HitsTaken [1] 2| 3| 4| 5] 6 27 Pilot Damage. avoid 00 0 Of |5
: o : 0000
Life NSCIOUSNEss ea Shutd y d 10 16
ot coreomanese¢ [ 31 5| 7 [10]11 o] | B8 Brutdon, e o, 000 | [
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ 00O -
\ / \ / | 24 +4 Moadifier to Fire 8 8 8 14
/4 \\ 23 Ammo Exp. avoid on 6+ 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 00O 12
21 Pilot Damage, avoid 00O
Turn # 1 2 3 4 5 8 7 8 El 10 on B+ 000 11
Thrust 20 Random Movement, 000 10*
: avoid 8+
Velocity 18 Ar:gwlo EE;B. avoid on 4+ 9
Effective Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Sfiacthm Vielocky 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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ARMOR DIAGRAM

B TTI-ET E c I-I Standard Scale

Nose
Damage Threshold
(Total Armor)

AERODYNE SMALL CRAFT RECORD SHEET

CRAFT DATA
Type: Aquarius Escort M1
Thrust: Tonnage: 200
Safe Thrust: 3] Tech Base: Inner Sphere
Maximum Thrust: 8 Era: Jihad
Q
Q
Weapons & Equipment Inventory 8
Standard Scale (0-6)  (6-12) (13-20) (21-25) 0o
Qty Type Loc. Ht SRV MRV LRV ERV o)
2 ERLarge Laser [DE] N 12 8 8 8 — O
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[DE] W 5 5 5 - le}
1 LBM10[M,CS] LW 4 6 6 6 - O \
1 SRMB [M,C LW 4 8 — - -
1 ER Med[ium I]_aser[R] OOO.O
[DE] RBW 5 5 5 - - \ 0000
1 LRM 10[MCS] RW 4 B B B — 0000
1 SRMB [MC] RW 4 8 — - 0000
2 ERMedumlaserDE] A 5 5 5  — — _ Q00 0O ; _
Left Wing 000 O Right Wing
Damage 888 8 Damage
Threshold O o0 00 Threshold
(Total Armor) (0] O0OO0OO0OO 00 00 (Total Armor)
17 (162) 881 7¢ ¢ o & 988 88
0O 0O 0 00O0 o000
Ammo: (SRM 6) 30, (LRM 10) 24 0O 0O 00 0O o 000
Fuel: 480 Points 0O Q0 0000 O 000
20l 8 8 8 8 8o aoo
BV: 2,568 ; 8 500000 00888
\ / 2 o]l 888 89 8| oo0o
O 0O 0 00
0] O lo“o 0 o0 o 19000 O e
0 OO0 OO0 O 0000 O 0 ea
0 OO0 OO0 O 000 00 0 Scale
Q 0 0 00 0 890,399 Q Broion
Q 00 0 0O 0O 199 Q00 Q
Q 000 0O O 190 _000 Q
0] 000 0 O |19 0000 0]
O OO0 00O O O _ 0000 0.~ 30~
- Q000 0 || 80 4 35
000000000
28"
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =7
11 (101)
! ar
22+
( CRITICAL DAMAGE ) N { PILOT DATA { HEAT DATA ) N\ (==
Heat
Lk 7 A R . Name: Level* Effects Heat Sinks: 20"
Aionics =g E] @ Gunnery Skill: Piloting Skill: BBVS Shutdown - 20 (40) 19”
e T— 28 Ammo Exp. avoid on 8+  Double 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 F;I:t:gDamage. avoid 00 T
: = ) oo
Life NSCIOUSNEss ea Shutd y d 10 16
B0 SuPFDr't = *[315]7]10]11)0eed Sg F!ﬂund?aulv': I?.:glueonrllen;.— 00 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ 00 -
\ / \ /| 22 +aModifier to Fire 8 8 14
/4 \ A Exp. avaid on B 13
VELOCITY RECORD \ | 22 Shidown swodongs 00 E
21 Pilot Damage, avoid 00
Turn # 1 2 3 4 5 8 7 ] ] 10 on B+ 00 11
Thrust 20 Random Movement, 00 10*
b 19 Ammo Exp. avoid on 4+ =
Effectiva Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 BRandom Movement, B
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
; . i 6+
Effactive Velocity g8  +1 Modifier to Fire 2
Altitude 5 Random Movement, 1
. VRN avoid on S+ V4 0
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ARMOR DIAGRAM
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AERODYNE SMALL CRAFT RECORD SHEET

CRAFT DATA
Type: Aquarius Escort W1
Thrust: Tonnage: 200
Safe Thrust: 3] Tech Base: Inner Sphere
Maximum Thrust: 8 (Advanced)
Era: Jihad
Weapons & Equipment Inventory
Standard Scale [0-B) ([B-12) [13-20) (21-25)
Qty Type Loc. Ht SRV MRV LRV ERV
2 Arrow IV [AES/F] N 0!7 - - - - 00
1 ER Medium Laser(R] (e]e}
[DE] LW 5 5 5 - - 00
1 SRM 6 [MC] LW 4 8 — — - " 00
1 I[ESEI]\/Iedmm Laser(R) S 5 5 : 3 0000
1 SRM 6 [MC] RBW 4 8 — - - 0000
2 ER Medium Laser [DE] A 5 5 5 — — 888 8
000 0O
Left Wing 00 00 Right Wing
Damage 88 88 Damage
Threshold 0O 000 Threshold
(Total Armor) 8 888 OO0 O0OOO (Total Armor)
) 17 (161) 0000 O 0 000 o 17 (161)
Ammoa: (SRM B) 30, (Arrow IV Homing) 15, (Arrow IV) 15 0000 8 8 8 8 8 0O
Fuel: 480 Points 888 00 0O0O0 8
000 0O 0 000 0O
BV: 2,698 00 ol @ Q@ O O Oy
\_\ o) 00 O Q 0000 le) [¢)
/ “Q 000l 8888 §loo o)
o) 00006C6°6C0°0°C |00 o
o 00019 9 89 9 0 Heat
000018 8889 8 | o o Scal
000 0O 0 0O 0 0 0O cale
o OO O O O O O O O O Overflow
o) 00 9018 § 88 8 oo o)
o) 0 00l8 8§88 8 oo o)
o) 000l8 8 8 9 8 oo O :
o 000 0O 0 0O 00 o] 30
00 O 0 000 29
O O O 0,0 -
28
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =7
11 (101) =
22+
( CRITICAL DAMAGE ) N { PILOT DATA { HEAT DATA ) N\ (==
Heat
Lk . Name: Level* Effects Heat Sinks: 20"
Avionics +1||+2]||+5| Engine 2 e
. E] E] Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn don B |130 [EID) 19
MMo EXp. avaid on oupbie *
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 F;I:t:gDamage. avoid (0] :g*
: = ) O
Lifi i
Support s LILIEALUIGIL| | B-B-icoutyc LRSS i
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ / \ / | 24 +4Modifier to Fire 8 14
/4 \ A Exp. avoid on B 13
VELOCITY RECORD \ | 28 Shiomnadonss O E
—— 21 Pilot Damage, avoid (o] 71
urn 1 2 3 4 5 B 7 B8 9 10 on B+ 0
Thrust 20 Random Movement, o 10*
" avoid 8+
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LYRAN COMMONWEALTH



Marsden Il Main Battle Tank (Primitive Armor)

60
3 Mixed Tech (1.S)
5 (Experimental)
Era: Star League
Tracked 9
I.CE.
2 SRM6 FR 2/Msl — 3 6 9
[MC.S]
1 AC/5 T 5 3 6 12 18
[DB,S]
2 Machine Gun T 2 - 2 3
[DB,AI]
Turret D
Amma: (Machine Gun) 100, [SRM 6) 60, (AC/5] 20 (34)
BV: 762
2012
/4 \ /4 \\
ROUND COMBAT VEHICLE HIT LOCATION TABLE MOTIVE SYSTEM DAMAGE TABLE
ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B N )
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls
5 Right Sidet Left Sidet Frontt 10-11 Heavy d_a_rnage; only _h_alf Crt_Jising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ l\/Iaj_Ur d_arr_wage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Side f Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofail +3
WIGE +4

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

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

\ /7 \ /

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

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

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
\ **|f Combat Vehicle carries no ammunition, treat this result as \WWeapon Destroyed. /
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0 000 0 00 O ~Oo ¢
0o .0 00 0 0050
] o~ 00 0 00 O o
Marsden Il Main Battle Tank 0o O 00 00 Op o
o~ 00 O 00 o
60 00 o 98,0, o oo
3 Inner Sphere 00 0O o 00 0 00
O 0O 00 O
5 (Intro) 00 0 0 00000 0 O 00
Tracked Era: Star League o Oo o) C()) (o) % e} oo o
I.CE. (52) o0 o Turret Armor 8 8
O O a1 -
(0] (0]
(0] (©]
2 SRM6 FR 2/Msl — 3 6 9
[MC.S]
1 AC/5 T 5 12 18
/ [DBS] (52)
2 Machine Gun T 2 - 2 3
[DB,AI]
Turret D
Amma: (Machine Gun) 100, [SRM 6) 60, (AC/5] 20 (51)
BV: 984
2012
/4 \
GROUND COMBAT VEHICLE HIT LOCATION TABLE TIVE SYSTEM DAMAGE TABLE N
ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B B ]
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 maodifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Side f Right Side f Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WIGE +4

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

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

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

\

/

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

/

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
\ **|f Combat Vehicle carries no ammunition, treat this result as \WWeapon Destroyed.
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O O
(0] (©]
1 SRM6 FR 2/Msl — 3 6 9
[MC.S]
1 AC/10 T 10 5 10 15
/ [DBS] (52)
1 Machine Gun T 2 - 2 3
[DB,AI]
Turret D
Ammo: (Machine Gun) 100, (SRM B) 30, (AC/10) 20 (51)
BV: 8980
2012
/4 \
GROUND COMBAT VEHICLE HIT LOCATION TABLE TIVE SYSTEM DAMAGE TABLE N
ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B B ]
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 maodifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Side f Right Side f Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WIGE +4

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

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

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

\

/

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

/

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
\ **|f Combat Vehicle carries no ammunition, treat this result as \WWeapon Destroyed.
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Tracked 52 o O /o) 0O OO0
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2 Machine Gun 2 -1 2 3
[DB.AI]
TurretC]
Ammo: (Streak SRM 2] 100, (Machine Gun) 200
(LB 10X Cluster] 10, (LB 10X) 10 (51)
BV: 1,013
2012

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

ATTACK DIRECTION 2D6 Roll EFFECT*

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

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

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

modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be

inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced

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

\ /7 \ /

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

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

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

© 2012 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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BAR: 7 (20)

Biiffel VIl Engineering Support Vehicle

70
3 Inner Sphere
5 [Advanced)
Era: Star League
Tracked 9
I.CE.
1 Bulldozer FR [E] - - - =
1 Machine Gun FR 2 -1 2
[DB.AI] (20)
1 Mine Sweeper RR [E] - — - =
2 Vehicular Grenade Launcher  RR [AEOS] — — -1
2  Lift Hoist T [E] - - — —
2 Machine Gun 2 -1 2 3 Turret D
[DB.AI]
Cargo Space - 2.50 tons (1 door)
Chassis Madifications: Armored Chassis, Tractor
Ammo: (Machine Gun) 200 [24]
BV: 365
2012
ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B B )
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sidef Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 182 in Total Warfare for more information). a +1 modifier; that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced
1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the
§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked. immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

\ /7 \ /

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

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

© 2012 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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Biiffel VIl Engineering Support Vehicle "Reverse Biiffel"

70
3 Inner Sphere
5 [Advanced)
Era: Star League
Tracked o
.CE.
1 Machine Gun FR 2 -1 2 3
[DB,AI]
1 Mine Sweeper FR [E] - - - =
1 Bulldozer RR [E] - - - -
2 Vehicular Grenade Launcher  RR [AEOS] — — -1
2 Lift Hoist T e - - - =
2 Machine Gun 2 -1 2 3
[DBAI] Turret D

Cargo Space - 2.50 tons (1 door)
Chassis Modifications: Armored Chassis, Tractor

Ammo: (Machine Gun) 200
BV: 365

2012

BAR: 7 (20)

( ROUND COMBAT VEHICLE HIT LOCATION TABLE )

ATTACK DIRECTION

2D6 Roll FRONT REAR SIDE§

2* Front (critical) Rear (critical) Side (critical)
3 Frontt Reart Sidet

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

10 Turret Turret Turret

11 Turret Turret Turret

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

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

{ MOTIVE SYSTEM DAMAGE TABLE )

\ /

2D6 Roll EFFECT*
2-5 No effect
6-7 Minor damage; +1 maodifier to all Driving Skill Rolls
8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
Driving Skill Rolls
10-11 Heavy damage; only half Cruising MP (round fractions up),

+3 modifier to all Driving Skill Rolls
12+ Major damage; no movement for the rest of the game.
Vehicle is immobile.

Attack Direction Modifier: Vehicle Type Modifiers:

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

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

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

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

2D6 Roll FRONT SIDE

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

10 Commander Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit

12 Crew Killed Fuel Tank*

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

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

REAR TURRET
No Critical Hit No Critical Hit
Stabilizer

Weapon Malfunction
Cargo/Infantry Hit

Weapon Destroyed

Ammunition**

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

Turret Jam
Weapon Malfunction
Turret Locks
Weapon Destroyed
Ammunition **
Turret Blown Off

Stabilizer
Engine Hit

Fuel Tank*
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BAR: 7 (20)

Biiffel VII Engineering Support Vehicle (Cargo)

70
3 Inner Sphere
5 (Advanced)
Era: Star League
Tracked 9
.CE.
1 Bulldozer FR [E] - — [
1 Machine Gun 2 -1 2 3
[DB.AI]
1 Mine Sweeper RR [E] - — P
2  Lift Hoist T [E] — _ _
2 Machine Gun 2 -1 2 3
(DBAN Turret D

Cargo Space - 3.50 tons (1 door)
Chassis Modifications: Armored Chassis, Tractor

Ammo: (Machine Gun) 200 [24]
BV: 343
2012

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

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

\ /

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

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

( ROUND COMBAT VEHICLE HIT LOCATION TABLE Y B({ MOTIVE SYSTEM DAMAGE TABLE N

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B N )
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sideft Right Sidet Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
" Turret Turret Turret Hit from the sides +2 Wheeled 2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofail +3
WIGE +4
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 182 in Total Warfare for more information). a +1 modifier; that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced
1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In

addition, all motive system damage takes effect at the end of the phase in which the damage

Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while

/

LOCATION HIT

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

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

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N
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BAR: 7 (20)

Biiffel VIl Engineering Support Vehicle

70
3 Inner Sphere
5 (Advanced)
Era: Jihad
Tracked
I.CE.
1 Bulldozer FR [E] - - - -
1 Mine Sweeper RR [E] - - - =
2  Lift Hoist T [E] - - - =
2 Machine Gun 2 - 2 3 [20]
[DB,AI]
Infantry Compartment (4 tons) Turret D
Chassis Modifications: Armored Chassis, Tractor
Ammo: (Machine Gun) 200 [24]
BV: 3339
2012
/4 \ /4 \\
ROUND COMBAT VEHICLE HIT LOCATION TABLE MOTIVE SYSTEM DAMAGE TABLE
ATTACK DIRECTION EDS goll E‘FFE;:T*
2D6 Roll FRONT REAR SIDE§ = 0 € ect = B )
2% Front (critical) Rear (critical) Side _[cr‘itical] 6-7 Minor damage; +’I. modlﬁen_" to all Driving Skl“ARD”S
3 Frontt Reart g.deT 8-9 E/Irqqr?;aéilcli?qrgl?ge, =1 Cruising MP, +2 maodifier to all
4 Frontt Reart idet ivi i
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immobile.
9 Left Sideft Right Sidet Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled 2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofail +3

WIGE +4

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 182 in Total Warfare for more information). a +1 modifier; that is the only time that particular +1 can be applied; a subsequent roll of 6-7
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has has no additional effect. This means the maximum Driving Skill Roll modifier that can be

no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in to O, it cannot move for the rest of the game, but is not considered an immobile target. In
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in addition, all motive system damage takes effect at the end of the phase in which the damage
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect. occurred. For example, if two units are attacking the same Combat Vehicle during the

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

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

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

\ /7 \ /

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

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

© 2012 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)

Left Torso Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Crossbow CRS-6B Name:
Movement Points: Tonnage: 60 Gunnery Skill: ____ Piloting Skill: ___
Walking: 5 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
Running: 8 (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPC RT 10 10[DE] 3 6 12 18
1 LRM10 RA 4 1/Msl 6 7 14 21 Right Arm
[MCS] (13)
1 Medium Laser RA 3 5 [DE] - 3 6 9
1 LRM 10 LA 4 1,/Msl 6 7 14 21
M,CS
1 Medium Laser LA 3 5 [DE] - 3 6 9
Left Right
Leg
(18] Torso
Rear(7)
Left Right
\ BV: 1,210 Tor's[055:iear' Torsi%]Rear
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (14] Right Torso (14])
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
3. Lower Arm Actuator 4, Roll Again 3. Lower Arm Actuator o o
134 [LFIM 10 5. Sensors 1-3 4.[LFIM 10 o o 29
5.LLRM 10 6. Life Support 5.LLRM 10 g CO> TG
6. Medium Laser 6. Medium Laser o ) 27
Center Torso
1. Ammo (LRM 10} 12 _ _ 1. Ammo (LRM 10) 12 Left [ © o\ Rignc [ 267
2. Roll Again 1. Fusion Engine 2. Roll Again Arm 3 ° °t arm [7
4. 3 PolAgan 2. Fusion Engine 4.g 3 FolAgan (10) g g (10) =z
“O 4. Roll Again 1-g 3. FusionEngine O 4. Roll Again .
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
. . . L
Left Torso o e Right Torso (14) N K
1. Rall Again 46, ¢icion Engine 1.[pPC 18%
2. Rall Again 5. Rall Again 2.] PPC 17
3. Roall Again G . 3.LppPc
- . Rall A -
1-33 Roll Again o Agamn 1-3%, Roll Again 16
5. Roll Again N . 5. Roll Again 15*
6. Roll Again Engine H!ts 000 6. Roll Again 10(10) 14"
1. Roll Again Gyro Hits O O 1. Rol Again Lo s ourects Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. 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 54  +4 Modifier to Fire 0O
B. 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @]
4. Foot Actuator 4. Foot Actuator 18 +S Mg\%ﬁﬁgﬁg ;;ﬁts O 3
i i - = y 2
g. 22::23::: Damage Transfer g 22::23::: g +;I '\|\2|Odlfler‘ to ;me -
. Diagram . -1 Movement Points
\, / \ / o
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)

Left Torso Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Crossbow CRS-6C Name:
Movement Points: Tonnage: 60 Gunnery Skill: ___ Piloting Skill: ____
Walking: 5 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 8 (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 PPC RT 10 10[DE] 3 6 12 18
1 AC/10 RA 10 - 5 10 15 Right Arm
[DBS] (13)
1 Medium Laser LA 3 5 [DE] - 3 6 9
Left Right
Leg
(18] Torso
Rear(7)
Left Right
\ BV: 1,204 Torso Rear Torso Rear
\ / (5) (5)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (14] Right Torso (14])
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1-3 3. Lower Arm Actuator 4, Roll Again 13 3. Lower Arm Actuator o o
"2 4. Medium Laser 5. Sensors "2 4.[Ac/10 o o 29
5. Roll Again 6. Life Support 5. Ac/10 g CO> TG
6. Roll Again 6.| AC/10 o ) 27
1. Roll Again Center‘_Torso 1.| Ac/10 R oY rign: [26*
2. Roll Again 1. Fusion Engine 2.[ ac/10 Arm 3 © °¢ arm [257
46 3. Roll Again 2. Fusion Engine 46 3.| Ac/10 (10) g g (10) =7
“© 4. Roll Again 1-g 3. FusionEngine “© 4. Lac/10 .
5. Roll Again 4. Gyro 5. Ammo [AC/10) 10 23
B. Roll Again S. Gyro B. Roll Again 2o~
6. Gyro =1
1. Gyro Left Right 50"
. . . L
Left Torso o e Right Torso (14) N K
1. Pl Again 4-6 4: Fusion Engine 1.[prC 18%
e 5 s 2| e
-3 - rolAgan 6. Roll Agai 35
1-33 Roll Again o Agamn 1-3%, Roll Again 16
5. Roll Again N . 5. Roll Again 15*
6. Roll Again Engine H!ts 000 6. Roll Again 10(10) 14"
1. Roll Again Gyro Hits O O 1. Rol Again Lo s ourects Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. 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 Q —
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
B. 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
g' 20:: 2@” Damage Transfer g 20:: igain 8 +1 Moadifier to Fire ?
- noltAgan Diagram - nolAgain 5 -1 Movement Points
\, /7 \ / o
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P T

T 1 ILETETSIH

Head (9)
Left Torso

’'MECH RECORD SHEET

ARMOR DIAGRAM

Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Crossbow CRS-9A Name:
Movement Points: Tonnage: 60 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 5 Tech Base: Inner Sphere HitsTaken[1 1 2 1 31 41 51 6
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 ERLarge Laser RT 12 8|[DE] - 7 14 19
1 ER Medium Laser RA 5 5 [DE] - 4 8 12
1 Streak SRM 6 RA 4 EMI\/IS\] - 3 6 9
1 ERMediumlaser LA 5 5[0 — 4 8 12
1 Streak SRM 6 LA 2/Msl - 3 6 9
MC]
Rear(9)
Left Right
\ BV: 1,583 Torso Rear Torso Rear
\ / (7] (7)
/ \ Heat
CRITICAL HIT TABLE Hood " INTERNAL STRUCTURE DIAGRAM 3
. H Head Overflow
Bl 1 s , Pight Arm R
. oulder . . Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator ™
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator o 30
1-3 4, [Str'eak SRM 6 5. Sensors 1-3 4, [Streak SRM 6 o 29
5. LStreak SRM 6 6. Life Support 5.Lstreak SRM 6 2 28"
6. ER Medium Laser 6. ER Medium Laser ) 27
1. Ammo (Streak SRM 6) 15 Cer_lter -TQPSO 1. Ammo (Streak SRM 6) 15 Left o Right | 26*
2. Ferro-Fibrous ; 'l;us!on Eng!ne 2. FerroFibrous A[EI%] (2) A[qu] 25+
Roll Agai . Fusion Engine Roll Agai -
4-6 2 REIIAS::: 1-g 3. FusionEngine 4-6 431 REIIAS::: 2 24
5. Roll Again "2 4. Gyro 5. Roll Again 23"
6. Roll Again g gV”’ 6. Roll Again 2%
. Gyro
21
1. Gyro Left Right 50"
2. Fusion Engine H Leg Leg -
Left Tor-so 4. 3. Foon Enine Right Torso (14) (14) 19
1. Ferro-F!erus “O 4. Fusion Engine 1. [EFI Large Laser 18*
2. Ferro-F!erus 5. Rall Again 2.LER Large Laser 17
1-3 3. Ferro-Fferus 6. Roll Again 1-3 3. Ferro-Fferus S
4. Ferro-Fibrous 4. Ferro-Fibrous
5. Roll Again N - 5. FerroFibrous 15*
6. Roll Again Engine H!tS 000 6. Ferro-Fibrous 10 (20) 14*
1. Roll Again Gyro H!ts oo 1. Roll Again Leg/oel* ShUthV\I’E:fects Double 155
2. Roll Again S.ensor Hits 0 O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 0O 11
4. Roll Again 4. Roll Again 25 -5 Movement Points T
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
B. Roll Again B. Roll Again 23 Ammo Exp. avoidon B+ O 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @]
4. Foot Actuator 4. Foot Actuator 13  +2 Modifier to Fire O 3
" Ferro£ib " Ferro£ib 10 -2 Movement Points E)
5. FerroFibrous Damage Transfer D crofibrous 8  +1 Modifier to Fire
6. Ferro-Fibrous D?agram 6. Ferro-Fibrous 5 -1 Movement Points 1
\, /7 \ / )
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P T

T 1 ILETETSIH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/
’'MECH RECORD SHEET
/4 \ /4 \ S
'MECH DATA WARRIOR DATA o
Type: Ymir BWP-2B Name: o
Movement Points: Tonnage: 90 Gunnery Skill: __ Piloting Skill: __ 8
Walki.ng: 4 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6 o
Running: 6 (Intro) Consciousness#| 3 | 5 | 7 [10] 11 |pead O
Era: Star League o
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 LRM5 RT 2 1/Msl 6 7 14 21
[M,C,S] Right Arm
4 SRM2 LT 2 2/Msl - 3 6 9
[l\ﬁ,C,SS] (18) (18)
1 Large Laser RA 8 8 [DE] - 5 10 15
1 AC/5 LA 1 5 3 6 12 18
[DBS]
1 Small Laser LA 1 3 [DE] -1 2 3
Left
Leg
(23) Torso
Rear(8)
Left Right
\ BV: 1,289 Torso Rear Torso Rear
\ / (6) (B)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (19] Right Torso (19)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator 888
2 4.[Ac/5 5. Sensors " 4. Hand Actuator 000 29
5.| Ac/5 6. Life Support 5_[Large Laser 883 28*
6.| AC/5 6.L Large Laser 888 27
1.Lac/s Center‘_Torso 1. Roll Again 599 26"
2. Small Laser ; 'l;us!on Eng!ne 2. Roll Again o 25*
3. Ammo (AC/5) 20 - rusion Engine 3. Roll Again o -
46, r Again 1-g 3. FusionEngine 46, g Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g gV”’ 6. Roll Again 2%
. Gyro 21
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 197
) 4-6 3. Fusion Engine 1 ] -
1. Heat Sink 4. Fusion Engine - Heat Sink 18
3, 6. Roll Agai 33
1-3 4. SsRM 2 o Agan 1 34- Ammo (LRM 5) 24 18
5. sRM2 " - 5. Roll Again 15*
6. Ammo (SRM 2) 50 Engine Hits 00 O B. Roll Again 16 (16) 14
1. Roll Again Gyro Hits OO 1. Roll Again Level* Effects Single 155
2. Roll Again S.ensor Hits O O 2. Roll Again gg i%?c?\gp 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 QO ~
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire 00 10
B. Rall Again 6. Roll Again 23 AmmoExp. avoidon 6+ QO 8
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points [e]o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ QO 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 18 +S Mg\%ﬁﬁgﬁg ;;ﬁts O 3
i i - . y 2
g. 22::23::: Damage Transfer g 22::23::: g +;I '\|\2|Odlfler‘ to ;me -
. Diagram . -1 Movement Points
\, / \ / o
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Ymir BWP-2E Name:
Movement Points: Tonnage: 90 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 4 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 6 (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM 10 RT 4 1/Msl 6 7 14 21
[M,C,S] Right Arm
1 SRMB LT 4 2/Msl - 3 6 9
(MES (19)
1 PPC RA 10 10[DE] 3 6 12 18
1 PPC LA 10 10[DE] 3 B 12 18
Left Right
Leg
(24) Torso
Rear(8)
Left Right
\ BV: 1,393 Torso Rear Torso Rear
\ / (6) (B)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
Left Arm 1. Life Support Right Arm Lot Torso (19] Head I
1. Shoulder 2. 55"5'3_"5 1. Shoulder 9
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator 000
1-3 a.[ ppc 5. Sensors 1-3 4. pPPc 888 29
5. [PPC 6. Life Support 5_[ppc 883 28*
6. Lprc 6.Lprc 999 57
1. Roll Again Center‘_Torso 1. Roll Again 599 26"
2. Roll Again ; i“s!m‘ E"gfne 2. Roll Again ) 25%
3. Rall Again - rusion Engine 3. Roll Again ) -
46, g Again 1-g 3. FusionEngine 46, g Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g gV”’ 6. Roll Again 2%
. Gyro 21
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 197
4-6 3. Fusion Engine 1 -
1. [SRM 6 4. Fusion Engine '[LRM 10 18
g' f\RM S(SRM 6)15 5. Poll Again g :RM 1?LRM 10)12 L
. . mmo E Roll Agai . . mmo
1-32. fal Again o Agamn 1-3% fal Again 16
5. Roll Again N . 5. Roll Again 15*
6. Roll Again Engine H!ts 000 6. Roll Again 16 (16) 14"
1. Roll Again Gyro Hits OO 1. Roll Again Level* Effects Single 155
. . . h
2. Roll Again S.ensor Hits O O 2. Roll Again gg ir#ﬁ?oovggp 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 Q0 -
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire 00 10
B. Roll Again 8. Roll Again 23 AmmoExp. avoidon 6+ QO 8
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points [e]o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ QO 6
1. Hip 1LY 1. Hip 17 +3 Modifier to Fire Q =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 18 +S MDdlfler t::J ;H‘.et O 3
5. Heat Sink 5. Heat Sink e Vovernent Foints 2
6. Roll Again Damage Transfer 6. Roll Again g +;| '\|\2|0d|f|er tg g):met :
. Diagram . -1 Movement Points
\, / \ / o
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P T

T 1 ILETETSIH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

’'MECH RECORD SHEET

/4 \ /4 \ W
'MECH DATA WARRIOR DATA
Type: Ymir BWP-3A Name:
Movement Points: Tonnage: 90 Gunnery Skill: ___ Piloting Skill: ____
Walking: 4 Tech Base: |nner Sphere HitsTaken[ 1 ] 2 1 31 4 | 5
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 Medium Laser HD 3 5 [DE] - 3 6 9
1 LRM10 RT 4 1/Msl 6 7 14 21
w/ Artemis IV FCS [M,C,S]
1 SRMB LT 4 2Md — 3 6 9
w/ Artemis IV FCS [MCS]
1 Large Laser RA 8 8 [DE] - 5 10 15
1 Large Laser LA 8 8 [DE] - 5 10 15
Rear(10)
Left Right
\ BV: 1,491 Torso Rear Torso Rear
\ / (6) (6)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (19] Right Torso (19)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Medium Laser 13 3. Lower Arm Actuator 888
D4, [Large Laser 5. Sensors - 4.[Large Laser 000 29
5. LLarge Laser 6. Life Support 5.LLarge Laser 888 28*
6. Roll Again 6. Roll Again 888 27
1. Roll Again Center‘_Torso 1. Roll Again 599 26"
2. Roll Again ; i“s!m‘ E"gfne 2. Roll Again ) 25%
3. Rall Again - rusion Engine 3. Roll Again ) -
4-6 4 Roi gsin 1-g 3. FusionEngine 4-6 4 R again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again S. Gyro 6. Roll Again 22
6. Gyro =1
1. Gyro 20"
Left Torso 2. Fusion Engine Right Torso 197
3. Fusion Engine
1. [ Double Heat Sink 4-6 4. Fusion Engine 1.[ Double Heat Sink 18*
2. | Double Heat Sink 5. Rall Again 2.| Double Heat Sink 17
1-3 3. LDouble Heat Sink 6. Roll Again 1-3 3.L Double Heat Sink
4-[SRMB 4-[LRM 10 16
5.LSRM 6 N - 5.LLRM 10 15*
B. Artemis IV FCS Engine Hits 00 O B. Artemis IV FCS 16 (32) 1
1. Ammo (SRM B Artemis] 15 Gyro H!ts oo 1. Ammo (LRM 10 Artemis) 12 L‘g’g'* Shut dDVE:fECtS Double 13*
2. Roll Again S.ensor Hits 0 O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 00 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 10"
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire 00
B. Roll Again 6. Roll Again 23 AmmoExp. avoidon 6+ QO 8
22 Shutdown, avoid on 8+ [e]0) g*
20 -4 Movement Points [e]o) 5
. 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18  Shutdown, avoid on B+ Q0O 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4. Foot Actuator 4. Foot Actuator 18 +S MDdlfler t::J ;H‘.et O 3
5. Roll Again 5. Roll Again e Vovernent Foints 2
6. R IIAg i Damage Transfer 6. Rol Ag . 8 +1 Modifier to Fire -
- nollAgan i - nolAgan 5 -1 Movement Points
\ Diagram J \ / =
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (B)
Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Lumberjack LM1/A LoggerMech Name:
Movement Points: Tonnage: B0 Gunnery Skill: __ Piloting Skill: __
Walking: 3 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
Running: s} (Primitive) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
8 Cargo (1 ton) RT — [E] - - = =
1 Dumper (Rear) RT — [E] - - - =
1 Chainsaw RA  — 5 - - = =
1 Lift Hoist LA — [El - - - -
Leg Center
9) Torso
Rear(6)
Left Right
\ BV: 286 Torso Rear Torso Rear
\ / (5] (5)
/ \ Heat
CRITICAL HIT TABLE Hood " INTERNAL STRUCTURE DIAGRAM 3
Left Arm 1. Life Support Right Arm Lot Torso (14] Head I
1. Shoulder 2. Se_ns_ors ) ) 1. Shoulder 9
2. Upper Arm Actuator 3. Primitive Industrial Cockpit 2. Upper Arm Actuator =0°
1-3 3. Lower Arm Actuator 4, Roll Again 13 3. Lower Arm Actuator o o
" 4. Hand Actuator 5. Sensors “ 4.[ chainsaw N o 29
5. | Lift Hoist 6. Life Support 5.| Chainsaw g CO> TG
6. | Lift Hoist 6.| Chainsaw o ) 27
6 Hoi Center Torso ,
1. LLift Hoist Ty 1.| Chainsaw Left o °1 right | 26*
2. Roll Again ; gr!m!:!ve :gE 2.L Chainsaw Ar% g g ArrB 25+
3. Roll Again . Primitive L.C. 3. Roll Again (10) (10) -
- imiti - o o
4-6 4 Roi gsin 1.3 8- Primitive LCE 4-6 4 R again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
. . L
Left Torso 2. Primitve 1o Right Torso (14) N K
1. Rall Again 4-6 4: Primitive I:C:E 1. cargo (1 ton) 18*
2. Rall Again 5. Rall Again 2. Cargo (1 ton) 17
3. Roll Again E. ) 3. Cargo (1 ton)
- . Rall A -
1 3 4. Roll Again o Agamn 1 3 4. cargo (1 ton) 16
5. Roll Again N - 5. Ccargo (1 ton) 15*
6. Roll Again Englne H!tS o0o0o B. cargo (1 ton) 0(0) 14*
1. Roll Again Gyro H!tS oo 1. Cargo (1 ton) Leg/oel* ShuthV\IIE:fECtS Single 13%
2. Roll Again S.ensor Hits O O 2. Cargo (1 ton) 28 Ammo Exp. avoid on 8+ 12
4-6 3. Roll Again Life Support O 4-6 3. Dumper (Rear) 56  Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points e
5. Roll Again 5. Rall 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 Le M Right Le 18 Shutdown, avoid on 6+ 6
X
1. Hip =] 1. Hip 17 +3 Modifier to Fire 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts 3
5. Rol Agafn Damage Transfer 5. Rl Agafn 8 +1 Modifier to Fire 2
6. Roll Again D?agram 6. Roll Again 5 -1 Movement Points 1
\, / \ / )
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P T

T 1 ILETETSIH

{'MECH DATA)

’'MECH RECORD SHEET

(Industrial)

{\WARRIOR DATA e

ARMOR DIAGRAM

Head (4)

Left Torso

Right Torso

Type: Lumberjack LM4,/C LoggerMech Name:
Movement Points: Tonnage: 70 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 3 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: s} Era: Star League Consciousness#| 3 [ 5 | 7 | 10( 11 |Dead
/
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
10 Cargo (1 ton) RT — [E] - - = = Center
1 Dumper (Rear) RT — [E] - - = = Left Arm O Torso @) Right Arm
10 Cargo (1 ton) LT — [E] - - = = 7) 7]
1 Dumper (Rear) LT - [E] - - = = ©)
1 Chainsaw RA — 5 - - - -
1 Lift Hoist LA — [E] - - = = O o o 0
BAR 5
Left Right
Leg o Center o Leg
(8) Torso (8]
Rear(5)
O o o O
Left Right
\ BV: 291 Torso Rear Torso Rear
\ / (4) (4)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
. L'::tl ﬁrm ; ore Support , R;?'T:' Arm Lefi Torso (15) Right Torso (15) l
. oulder . . Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator =0°
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator CO) C())
"2 4. Hand Actuator 5. Sensors “ 4.[ chainsaw ° o 29
5. | Lift Hoist 6. Life Support 5.| Chainsaw o o 28*
6. | Lift Hoist B.| Chainsaw g g 27
1. LLift Hoist Center TQPSO 1.| Chainsaw Left o O | Right 26*
2. Roll Again ; :gE 2.L Chainsaw Arm g g Arm [ 25*
3. Roll Again . LGE 3. Roll Again (11 0 -
- - O. O,
4-6 4 Roi Again 1-3 3 'CE 4-6 4 Roi Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
B. Roll Again S. Gyro B. Roll Again 2o~
6. Gyro =1
1. Gyro Left Right 50"
Left T 2. ICE. Riaght T Leg Leg -
eft Torso 3. ICE ight lTorso (15) (15) 19
1. cargo (1 ton) 4-6 4: I.C.E. 1. cargo (1 ton) 18*
g. gargo {1 zon} 5. Roll Again g gar'go {1 zon} 17
. . Cargo (1 ton 6. Roll Agai _m 3. Cargo(1ton
1 3 4. Cargo (1 ton) o Agan 1 3 4. Cargo (1 ton) 18
5. Cargo (1 ton) N " 5. Ccargo (1 ton) 15%
6. Ccargo (1 ton) Englne H!tS o0o0o B. cargo (1 ton) 0(0) 14*
1. Cargo (1 ton) Gyro H!tS oo 1. Cargo (1 ton) Leg/oel* Shutd Effects Single 13%
2. cargo (1 ton) S.ensor Hits O O 2. Cargo (1 ton) 28 An'meDDVI;Qp. avoid on 8+ 12
4.6 3. Cargo [1 ton) Life Support O 4-6 3. Cargo (1 ton) 26  Shutdown, avoid on 10+ 11
4. cargo (1 ton) 4. cargo (1 ton) 25 -5 Movement Points 10"
5. Dumper (Rear) 5. Dumper (Rear) 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 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 18 +S Mg\%ﬁﬁgﬁg ;;ﬁts 3
i i - = y 2
g. 22:: 23::: Damage Transfer g 22:: 23::: g +;I '\|\2|Odlfler‘ to ;me -
: Diagram : -1 Movement Points
\, /7 \ / )
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P T

T 1 ILETETSIH

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

’'MECH RECORD SHEET

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Lumberjack LM4,/P LoggerMech MOD Name:
Movement Points: Tonnage: 70 Gunnery Skill: ___ Piloting Skill: ____
Walki.ng: 3 Tech Base: |nner Sphere HitsTaken[ 1 ] 2 1 31 4 | 5
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
5 Cargo (1 ton) RT — [E] - - = =
1 Dumper (Rear) RT — [E] - - = = Right Arm
1 LRM 10 LT 4 1,/Msl 6 7 14 21 (12)
[MC,S]
1 Chainsaw RA — - - - -
1 Lift Hoist LA — [E] - - - -
Left Right
\ BV: 651 Tor's[ca?ear‘ Torsi%]Rear
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (15) Right Torso (15)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator CO) C())
"2 4. Hand Actuator 5. Sensors “ 4.[ chainsaw ° o 29
5. [ Lift Hoist 6. Life Support 5.| Chainsaw o o 28*
6. | Lift Hoist 6.| Chainsaw g g 27
1. LLift Hoist Center TQPSO 1.| Chainsaw Left (e} O | Right 26*
2. Roll Again ; :gE 2.L Chainsaw A[flr?] g g A['%r?] 25*
3. Roll Again o e 3. Rall Again -
- - O. O,
4-6 4 Roi Again 1-3 3 'CE 4-6 4 Roi Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
2. ILCE. Right Ti Leg Leg -
Left TOI‘SO 3. ICE. Ig t lorso (15) (15) 19
1. [LFIM 10 46, ce 1. Cargo (1 ton) 18*
2.LLRM 10 5. Rall Again 2. Cargo (1 ton) 17
3. Ammo (LRM 10) 12 G Roll Agai 3. Cargo (1 ton)
1-3 4. Ammo (LRM 10) 12 - relAgan 1-3 4. cargo (1 ton) 18
5. Roll Again N - 5. cargo (1 ton) 15*
6. Roll Again Engine H!"S 000 6. Dumper (Rear) 4(4) 14
1. Rol Again Gyro Hits O O 1. Rol Again Lo s ourects Single 13"
2. Pol Again S.ensor Hits 0 O 2. Rol Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 0O 11
4. Roll Again 4. Roll Again 25 -5 Movement Points T
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
B. 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 Paints 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F"Te 3
; ) 10 -2 Movement Points E)
g. 20::iga@n Damage Transfer g- 20::29@“ 8  +1 Modffier to Fire -
- noltAgan Diagram - noltAgain 5 -1 Movement Points
\, / \ / )
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{ FioHTER DATA ) YR OO 000
Type: Typhoon TFN-2A Nose Damage
Thrust: Tonnage: 90 Threshqc_:d ‘[“gotal Armor) [ ][ ]l I[ ][ ]
Safe Thrust: 5 Tech Base: Inner Sphere (45) y Key:-
Maximum Thrust: 8 (Intro) / ; E(E - LHigh Eépl%si:le
. - Laser Luioe
Era: Star League OO OO OO Oo O(') OO (e} E-c:g.usner
L - Rocket Launcher
Weapons & Equipment Inventory (0] (0] o (0] 0] 0]
Standard Scale (0-6) (6-12) (13-20) (21-25) (@] (e} (@] (@) (e} (@)
Qty Type Loc. Ht SRV MRV LRV ERV o) o |0 o) o o) o
1" LAM 15 [MCS] N 5 9 9 9 — o o o o o o
2 Large Laser [DE] Lw 8 8 8 — — Y Y o Y 0 o
1 PPC [DE] (W 10 10 10 — — o)
2 Large Laser [DE] RW 8 8 8 - —
1 PPC[DE] RW 10 10 10 - -
Structural
Integrity:
9
Left Wing 8 08 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) OO [9) (Total Armor)
4 (34) 4 (34)
0]
Ammo: (LRM 15) 16 (e) (e} (@]
Fuel: 400 Points (0] (@] (o)
(0] (0] o 0
BV: 1,566 O O 0] o] o)
/ : o 9 o] O 0 O
O O O O O O O
(@) (@) (e (e} O @) \O o @) @) Heat
O 0 _o© o \, 0 _ 0o 0O Scal
@) @) @) @) 0 O (0] (0] (0] gaje
O O (@] o \ O O O 'Overfiow
@) 0] ®) O O (6] (6] (6]
(e} O O /) 0o OO O O O
@) o 0] Q 30"
(0] 29
28"
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =7
3(23) —
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 evel g
E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong S_G [|26) 19
mmo Exp. avoid on 8+ ingle 18*
s (®) sear HitsTaken [1] 2| 3| 4| 5] 6 27 Pilot Damage. avoid O O O =
on S+
: ) 00O
Sensors Ié‘:;l:)pnrt Consciousness # | 3 7 110 11 | Dead Sg gr;urr;g%ulv_: g:glgeﬂnrll;g: 000 16
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ " 00O 15*
\ / \ /| 22 +aModifier to Fire 000 14
/4 \\ 23 AmmoExp.avoidonB+ OOO 13~
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 0o 12
T 21 Pilot Damage, avoid (oNe] 71
urn # 1 2 3 4 5 8 7 8 g 10 on B+ 00
Thrust 20 Random Movement, 00 10*
. id 8
b 19 Ammo Exp. avoid on 4+ =
Eﬁ"’m"e Velooity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effective Velocity avoid on B+
) 8 +1 Moadifier to Fire 2
Altitude 5 Random Movement, 1
“ SN avoid on 5+ V. )




T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

EXTERNAL STORES/BOMBS

(OO0
OO

© 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.

{FiGHTER DATA ) R OO0
Type: Typhoon-A TFN-3A Nose Damage
Thrust: Tonnage: 90 Threshqc_:d ‘[“gotal Armor) [ ]{ ]l I[ ][ ]
Safe Thrust: 3] Tech Base: Inner Sphere (45] y Key:-
Maximum Thrust: 8 (Intro) / ; E(E - LHigh Eépl%si:le
. - Laser Luioe
Era: Star League OO OO OO Oo O(') OO (e} E-c:g.usner
L - Rocket Launcher
Weapons & Equipment Inventory (0] (0] o (0] 0] 0]
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) (@) (@] (@) (@) (@] (@)
Qty Type Loc. Ht SRV MRV LRV ERV o o /O o o o o
1" LAM 15 [MCS] N 5 9 9 9 - o © © o © O
1 AC/10([DBE] lw 3 10 10 — — o o o o 0o o
1 PPC[DE] LW 10 10 10 — — o)
1 AC/10[DBS] RW 3 0 10 - -
1 PPC [DE] RW 10 10 10 - -
Structural
Integrity:
9
Left Wing 8 08 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) OO [®) (Total Armor)
4 (34) 4 (34)
0]
Ammo: (AG/10) 20, (LRM 15) 16 (0] O (@]
Fuel: 400 Points (@) O (@]
O (0] o Q
BV: 1,439 O O 0] o] o)
/ : Q o o] O 0 O
O O O O O O O
(@) (@) (e (e} O @) \O o @) @) Heat
O 0 _o© o \, 0 _ 0o 0O Scal
@) @) @) @) 0 O (0] (0] (0] gaje
O O (@] o \ O O O 'Overfiow
@) OO OO OO OO o o OO OO (6]
@) o O ) 0] @) 30"
(0] 29
28"
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =+
3(23) —
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
A +1 +2 +5 E 2 evel
vones L E] @ Gunnery Skill: Piloting Skill: 30  Shutdown 20 (20) 19
— S— 28 Ammo Exp. avoid on 8+  Single *
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid O% :g*
on S+
: ) oo
Sensors I;:;l:)pnrt Consciousness # | 3 7 110]| 11 |Dead Sg gr;urr;g%ulv_: g:glgeﬂnrll;g: oo 16
\ Modifier [+1| +2| +3| +4| +5 avoid on 10+ © 00 15*
\ / \ / | 24 +4aModifier to Fire 00 14
/4 \" 23 AmmoExp.avoidong+ OO 13~
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 0o 12
21 Pilot Damage, avoid 00
Turn # 1 2 3 a 5 6 7 8 s 10 an B+ 00 11
Thrust 20 Random Movement, 00 10*
. id 8
b 19 Ammo Exp. avoid on 4+ 2
Eﬁfcu""‘ Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effactive Velocity 8 fllvﬁfllgd'i:%i%reti; Fire 2
Altitude 5 Random Movement, 1
N V- AN avoid on 5+ V. G
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{ ForireR DATA ) T OO0
Type: Typhoon-M TFN-3M Nose Damage
Thrust: Tonnage: 90 Threshqc_:d ‘[“gotal Armor) [ ]{ ]l I[ ][ ]
Safe Thrust: 3] Tech Base: Inner Sphere (45] y Key:-
Maximum Thrust: 8 (Intro) / ; E(E - LHigh Eépl%si:le
. - Laser Luioe
Era: Star League OO OO OO Oo O OO (e} C - Cluster
RL - Rocket Launcher
Weapons & Equipment Inventory (0] (0] o (0] 0] 0]
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) (@) (@] (@) (@) (@] (@)
Qty Type Loc. Ht SRV MRV LRV ERV o o |O o o o o
1" LAM 15 [MCS] N 5 9 9 9 - o © © o o
1 LRM 20 [MCS] W B 12 12 12 — o o o o 0 o
1 PPC [DE] LW 10 10 10 — — o)
1 LBRM20[MCS] RW 6 12 12 12 -
1 PPC [DE] RW 10 10 10 - -
Structural
Integrity:
9
Left Wing 8 08 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) [®) [®) (Total Armor)
4 (34) (0] o 4 (34)
Ammo: (LRM 20) 24, (LRM 15) 16 (o) (0] (o)
Fuel: 400 Points O O (@]
O (0] o Q
BV: 1,674 O O 0] o] o)
/ : o 9 o] O 0 O
O O O O O O O
0] 0] (0] (@) O @) \O o @) @) Heat
0] @) (@] (0] ! (e} (0] (0]
Scale
@) @) @) (@) 0 O (e} (0] (0]
0° 0% 0% o o ° % %% lomw
(e} O O /) 0o OO O O O
@) o 0] Q 30"
(0] 29
28"
27"
Aft Damage 26"
Threshold 25+
(Total Armor) =+
3 (23) —
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 Bue
. E] @ Gunnery Skill: Piloting Skill: 30  Shutdown 22 (22) 19
ki e 3 S— 28 Ammo Exp. avoid on 8+  Single
. 13*
s (®) sear HitsTaken [1] 2| 3| 4| 5] 6 27 Pilot Damage. avoid O O O =
on S+
: ) 00O
Sensors Ié‘:;l:)pnrt Consciousness # | 3 7 110 11 | Dead Sg gr;urr;g%ulv_: g:glgeﬂnrll;g: oo 16
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ o0 15*
\ / \ / | 24 +4aModifier to Fire 00 14
/4 \\ 23 AmmoExp.avoidong+ OO 13~
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 0o 12
21 Pilot Damage, avoid 00
Turn # 1 2 3 4 5 6 7 8 9 10 et 00 11
Thrust 20 Random Movement, 00 10*
i id 8+
::f'“c'_t"' oo 19 Amma EE;B. avoid on 4+ 9*
ective Velocity 18 Shutdown, avoid on 6+ 8
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+ -
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ S
Thrust ifi i
13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
a Y i 6
Effactive Velocity g8  +1 Modifier to Fire 2
Altitude 5 Random Movement, 1
N VRN avoid on S+ V4 0
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{ ForireR DATA ) T OO0
Type: Typhoon-H TFN-5H Nose Damage
Thrust: Tonnage: 90 Threshqc_:d ‘[“‘l'sotal Armor) [ ][ ]l I[ ][ ]
Safe Thrust: 3] Tech Base: Inner Sphere (46) y Key:-
Maximum Thrust: 8 Era: Jihad / \ HE - High Explosive
LG - Laser Guided
(0] (@) (0] (0] (O} (@] (e} C - Cluster
= O @) @) (@] O O RL - Rocket Launcher
Weapons & Equipment Inventory (0] (0] o (0] 0] 0]
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) (@) (@] (@) (@) (@] (@)
Qty Type Loc. Ht SRV MRV LRV ERV @) o |O @) ) @) @)
1 LAM 10 [MCS] N 4 8 8 8 — o) o o 9 o o
w,/ Artemis IV FCS O O 0] ¢ 0 9
1 Heavy PPC [DE] W 15 15 15 — — O o)
2 Large Laser [DE] Lw 8 8 8 - —
1 Heavy PPC [DE] RW 15 15 15 — -
2 Large Laser [DE] RW 8 8 8 — —
Structural
Integrity:
9
Left Wing 8 08 08 Right Wing
Damage Threshold (o) Damage Threshold
(Total Armor) [e) (Total Armor)
4 (33) o 0] 4 (33)
Ammo: (LRM 10 Artemis) 12 (@) (@] (@)
Fuel: 400 Points (o) (@) (o)
o] @) 0
BV: 1,971 O O @) o] o)
/ : o o /)| o O 0 O
O O O @) O O O
(@) (@) (@) (@) O \O @) @) @) Heat
0] @) (0] @) (0] (0] (0] Scale
@) @) @) (@) (0] O (e} (0] (0]
O O @) @) \ (@) O O 'Overfiow
@) 0] ®) O 0o O (6] O
(e} O O /) o @) O O O
0 Q 30"
@) o 29
o) 28"
Q 27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
3 (22)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 evel g
E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong 33 [;llﬁl 19
mmo Exp. avoid on 8+ ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid 000 T
on 9+
: ) 00O
7 2 A Life 5 Consciousness # | 3 7 1 10| 11 |Dead 26 Shutdown, avoid on 10+ 16
el Support 25 Random Movement, 000 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0N -
\ / \ /| 22 +aModifier to Fire 00 14
/4 \\ 23 AmmoExp.avoidong+ OO 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 0o 12
T 21 Pilot Damage, avoid 00
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 00 11
Thrust 20 Random Movement, 00 10*
: avoid on 8+
Vem'_tv _ 19 Ammo Exp. avoid on 4+ 8
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+ -
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
i 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
; ; id 6
Sfiacthm Vielocky 8  +1 Modifier to Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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{ FioHTER DATA ) T OO 000
Type: Thunderbird TRB-D36 Naae DalrE
Thrust: Tonnage: 100 Threshold (Total Armor)
Safe Thrust: 3] Tech Base: Inner Sphere 8(80) Key:-
Maximum Thrust: 8 (Intro) ES-LHigh Eépl%si;e
. - Laser Luioe
Era: Star League O0000OO0OO0O00\00O0O0 C - Cluster
= O 0O 0O 0 00000 00oO0 RL - Rocket Launcher
Weapons & Equipment Inventory OO0 O0OO0OOOO0OO0OO0OO0bO0oOO0oOoOo
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) OOOOOOOOOOOOOOOOOOOOOOOOO
Qty Type Loc. Ht SRV MRV LRV ERV
1 Large Laser [DE] N 8 8 8 — — 0006 0O0O0O0O0/0O0O0
1 Medumlaser[DE] N 3 5 — — — OO0 OO0
1 Large Laser [DE] Lw 8 8 8 — —
1 LRM20[M,CS] LW 6 12 12 12 -
1 Medium Laser [DE] Lw 3 5 — — —
1 Large Laser [DE] RW 8 8 8 — —
1 LBM20[M.CS RW 6 12 12 12 -
1 Mo Lo []DE] RW 3 5 — - _ Structural
2 Medium Laser [DE] A 3 5 - - - |l'l1=E§|!BlWi
Left Wing 8 08 08 Right Wing
Damage Threshold O O Damage Threshold
(Total Armor) O O (Total Armor)
6 (52) o OO (0] 6 (52)
Ammo: (LRM 20) 24 O O O (@] (@)
Fuel: 400 Points O O (@) O 0O
(OJO) O O 0 0
BV: 1,950 000 o O 000
\_\ 0 0 0 0 0,0 Q0O
/ 0000 O O 00000
O 000000 o O O0O0OO0O0O0Oo
O 0 00O0O0O0 o O 0.0 0000oo Heat
O 00 0O0O0O0 O O OO0OO0OO0O0O0OO0 Scale
O 0 0O0O0O0O0 O O O 0 00000
OO0OO0O0OO0OO0O0 OOOO O0O0O0O0O0OO0OO0O C'J-e'ﬂcw
O O
O OO o =
o O 29
O O T
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
4 (40)
23"
22+
( CRITICAL DAMAGE ) N { PILOT DATA { HEAT DATA ) N\ (==
Heat
Lk . Name: Level* Effects Heat Sinks: 20"
Avionics +1||+2]|+5| Engine 2 evel
E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn don B 3_5 [|25) 19"
MMo EXp. avaid on ingle 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 F;I:t:gDamage. avoid 000 T
: o ) 00O
i . - Life 5 Consciousness eal 26 Shutd y d 10+ 16
ol Support e 211819 0 25 F!ﬂund?aulv': I?.:glueonrllent. 000 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ 00O -
\ / \ /| 22 +aModifier to Fire 8 8 0 14
/4 \\ 23 Ammo Exp. avoid on 6+ 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ oo 12
T 21 Pilot Damage, avoid 00
urn # 1 2 3 4 5 3] 7 8 9 10 OB 00 11
Thrust 20 Random Movement, 00 10*
. avoid 8
velnoity, @ 19 Ammo Exp. avoid on 4+ 9
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+ -
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Sfiacthm Vielocky 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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{ ForTeR DATA ) T OO0
Type: Thunderbird TRB-D46 Naae DalrE
Thrust: Tonnage: 100 Threshold (Total Armor)
Safe Thrust: 3] Tech Base: Inner Sphere 10(99) Key:-
Maximum Thrust: 8 Era: Star League HE - High Explosive
LG - Laser Guided
O 0O 0O 00O O0OO0O0OO0\0b0O0O0 C - Cluster
- O 0O 00 00000 0o0oO0 RL - Rocket Launcher
Weapons & Equipment Inventory OO0 O0OO0OOOO0OO0OO0OO0bO0oOO0oOoOo
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) OOOOOOOOOOOOOOOOOOOOOOOOO
Qty Type Loc. Ht SRV MRV LRV ERV
1 ER Large Laser [DE] N 12 8 8 8 — 60006 00O0O0O0/00 0
1 ERLargelaser[DE] LW 12 8 8 8 - 0000000000000
1 LAM 15 [MCS] W 5 12 12 12 — 0 00O O0|0 0O
w/ Artemis IV FCS
1 Medium Laser [DE] Lw 3 5 — — —
1 ER Large Laser [DE] RW 12 8 8 8 —
1 LBM15[M.CS RW 5] 12 12 12 -
w/ArcenEis NFEs Structural
1 Medium Laser [DE] RW 3 5 - - Integrity:
2 Medium Laser [DE] A 3 5 — — — 10
Left Wing 8 o 08 Right Wing
Damage Threshold O O Damage Threshold
(Total Armor) O O O (Total Armor)
8(76) O 00 8(76)
O 0O O
Ammo: (LRM 15 Artemis) 32 000 O OO0 00
Fuel: 480 Points 0000) O 0O 0000
00000 O O O 00000
BV: 2,320 000000 0 0 O 000000
\_\ 000000 0_ 0 0 [1000000
/ 000000 0 00 Q00000000
000000000000 O 0 O 0000000000000
00000000000000 0 0 O 00000000000000 Heat
0000000000000 OOOOOO 0000000000000 Scale
O 0 0O Derfion
O 0O O
OOOOOO
O 0 O 30"
O OO 29
28"
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
6 (57)
23"
22+
( CRITICAL DAMAGE ) U PILOT DATA QN { HEAT DATA X \ |5
Heat
Lk . Name: Level* Effects Heat Sinks: 20"
Avionics .+’I .+2 .+5 Engine .2 | : | | : I evel
. . . . Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn don B 34 [;llﬁl 18"
MMo EXp. avaid on ouble 18*
ros @ Gear HisTaken [1] 2| 3| 4[58 27 Pilot Damage. avoid 0 0 O —
; = ) (oNeNo]
i . - Life 5 Consciousness eal 26 Shutd y d 10+ 16
ol Support e 211819 0 25 F!ﬂund?aulv': I?.:glueonrllent. 000 15*
\ Modifier [+1| +2| +3| +4|+5 avoid on 10+ 000 —
\ / \ / | 24 +4Modifier to Fire 88 14
/4 \\ 23 Ammo Exp. avoid on B+ 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ oo 12
21 Pilot Damage, avoid 00
Turn # 1 2 3 a 5 6 7 8 El 10 on B+ 00 11
Thrust 20 Random Movement, 10*
Velocity avoid on 8+ ON) )
: _ 19 Ammo Exp. avoid on 4+
Effective Velocity 18 Shutdown, avoid on B+ 8"
Altitude 17 +3 Modifier to Fire 7
15 Random Movement, )
avoid on 7+ -
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Madifier to Fire 4
Velocity 10 Random Movement, 3
; 5 i G+
e ey g  +1 Modfier to Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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FIGHTER DATA
Type: Thunderbird TRB-D50

Thrust:
Safe Thrust: 3]
Maximum Thrust: 8

Tonnage:

Era:

100

Tech Base: Inner Sphere

Civil War

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
10 (94)

EXTERNAL STORES/BOMBS

(OO0
OO
()00
A

Key:-
HE - High Explosive
LG - Laser Guided

O 0O O0OO0O0ObO0OO0OO0O0\0WO0o0.o0 C - Cluster
= O 0O 0O 0 00000 00oO0 RL - Rocket Launcher
Weapons & Equipment Inventory OO0 O0OO0OOOO0OO0OO0OO0bO0oOO0oOoOo
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) OOOOOOOOOOOOOOOOOOOOOOOOO
Qty Type Loc. Ht SRV MRV LRV ERV
1 AC/10[DBS] N 3 10 10 — — 000600000000
1 Large Laser [DE] N 8 8 8 — — 000000000000 O
1 Large Laser [DE] W 8 8 8 - — 0 0O0/0O0O0
2 Medium Laser [DE] Lw 3 5 — — —
1 Large Laser [DE] RW 8 8 8 — -
2 Medium Laser [DE] RW 3 5 — — —
1 Small Laser [DE] A 1 3 — — — Structural
Integrity.
10
Left Wing 8 08 08 Right Wing
Damage Threshold O O Damage Threshold
(Total Armor) O O O (Total Armor)
7 (66) 0O 00 7 (66)
A (AC/10) 20 OOOOOO
mmo:
Fuel: 400 Points OOO o0 O O 8
(OJNO) O O O 0 0
BV: 1,828 000 0 0 O 000
\_\ 0 0 00 0.0 0 [\QQQ
/ 0000 0 0 0 00000
O 00000 O0 0 0 O O0O0OO0O0O0Oo
0O 0 00O0O0O0 0 0 O 0.0 0000oo Heat
O 0 00O0O0O0 O O O OO0OO0OO0O0O0OO0 Scale
O 0 0O0O0O0O0 O 0 O O 0 00000
O0000a0o0 O O O O0OO0O0O0OOO0O0O Drerfian
O 0O 00000 0 0 O O 0O 0000
OO0O0OO0OO0O0 0 0 O O O0OO0OO0O0O0
[e) O 0O O Q .
30
29
28"
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
6 (51)
23"
22+
( CRITICAL DAMAGE ) N { PILOT DATA { HEAT DATA ) N\ (==
Heat
Lk . Name: Level* Effects Heat Sinks: 20"
Avionics +1||+2]|+5| Engine 2 evel
E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn don B g_‘l [?4) 19"
MMo EXp. avaid on ingle 18*
s @ Gear HitsTaken [1] 2| 3| 4| 5] 6 27 Pilot Damage. avoid 00 0 Of |5
: o ) 0000
i . - Life 5 Consciousness eal 26 Shutd y d 10+ 16
ol Support e 211819 0 25 F!ﬂund?aulv': I?.:glueonrllent. 0000 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ 0O0O0O0 -
\ / \ / | 24 +4 Moadifier to Fire 8 8 8 14
/4 \\ 23 Ammo Exp. avoid on 6+ 13"
VELDGITY RECDRD \ 22 Shutdown, avoid on 8+ 00O 12
21 Pilot Damage, avoid 00O
Turn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 000 11
Thrust 20 Random Movement, 10*
Velocity avoid on 8+ 000 )
: _ 19 Ammo Exp. avoid on 4+
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
Turn # 11 12 13 14 15 16 17 18 19 20 14 Si:g(ljcc!w\?nrjaz;idon4+ 5"
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
; i i B+
Sfiacthm Vielocky 8 <1 Modfier to Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

FIGHTER DATA

Type: Thunderbird TRB-D56

Thrust:
Safe Thrust: 3]
Maximum Thrust: 8

Tonnage:

Era:

100

Tech Base: Inner Sphere

Jihad

Weapons & Equipment Inventory
Standard Scale

[0-6)  (8-12) (13-20) (21-25)

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
11 (106)

EXTERNAL STORES/BOMBS

(OO0
OO

DDDQ%

A

Key:-

HE - High Explosive
LG - Laser Guided

C - Cluster
RL - Rocket Launcher

© 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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Qty Type Loc. Ht SRV MRV LRV ERV
1 Heavy PPC [DE] N 15 15 15 — —
1 Ultra AC/10
[DBR/C] N 4 15 15 — —
1 ER Medium Laser [DE] LW 5 5 5 - —
1 LRM20[M,CS] LW 6 16 16 16 —
w,/Artemis IV FCS
1 ER Medium Laser [DE] RW 5 5 5 — —
1 LRM20[MCS] PRIV &8 %6 3% 18 = Structural
w,/Artemis IV FCS Integrity:
2 ER Small Laser [DE] A 2 3 — — — 10
Left Wing 8 08 08 Right Wing
Damage Threshold O O Damage Threshold
(Total Armor) O O O (Total Armor)
8(78) O 0 O 8(78)
O 0 0O
Ammo: (Ultra AC/10]) 20, (LRM 20 Artemis) 24 000 O 0O O 00
Fuel: 480 Points 0000) O 0O 0000
00000 O 0 O 00000
BV: 2,665 000000 0 0 O 000000
/ Q00000 0 0 0 Q00000000
000000000000 0 0 O 0000000000
0000000000000 0 0O 0000000000000 Heat
0000000000000 OOOOOO 0000000000000 Scale
O 0O O Dverfion
O 0 O
OOOOOO
30~
29
28"
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
6 (51)
23"
\ \\ 22+
( CRITICAL DAMAGE N { PILOT DATA { HEAT DATA N\ (==
Heat
s . Name: Level* Effects Heat Sinks: 20*
Avionics +1 +2 +5 Engine 2 evel g
E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn dong SD [;lID) 19
mmo Exp. avoid on 8+ ouble 18*
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid QO T
on 9+
t ) oo
Al 3 . Life & Consciousness # | 3 7 | 10| 11 |Dead 26 Shutdown, avoid on 10+ 16
el Support 25 Random Movement, 00 15*
\ Modifier [+1| +2| +3| +4|+5 avoid on 10+ 00 —
\ / \ / | 24 +aModifier to Fire 00 14
/4 \\ 23 AmmoExp.avoidong+ OO 13"
VELOCITY RECORD N 22 Shutdown, avoid on B+ oo 12
T 21 Pilot Damage, avoid 00
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 00 11
Thrust 20 Random Movement, 00 10*
. avoid on 8+
Vem'_tv _ 19 Ammo Exp. avoid on 4+ 8
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Attitude 17  +3 Modifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
Thrust 13 +2 Madifier to Fire 4
Velocity 10 Random Movement, 3
; ; id 6
e ey g  +1 Modifier to Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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o
2

O 00 00 00 OLO o
©~,0 0 00 00 9
o °0 00 0 00 50
00 00 O OO
Ignis o 8 88 8000 8
30 Oo 00 O O e)
o 00 0 o
4 Inner Sphere o o 00 00 ¢ o
6 (Intro) 0 0 0 0
Tracked Era: Star League
o Q o
I.CE. 8 % o
2 Vehicle Flamer RS 2 -1 2 3
[DE,S]
2 Vehicle Flamer 2 -1 2 3
[DE,S]
1 Machine Gun 2 - 3
[DB.AI]
Turret D
Infantry Compartment (1 ton)
Ammo: (Machine Gun) 100, (Flamer) 80 [1 7]
BV: 463
2012
/4 \ /4 \\
ROUND COMBAT VEHICLE HIT LOCATION TABLE MOTIVE SYSTEM DAMAGE TABLE
ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B N )
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy d_a_rnage; only _h_alf Crt_Jlsmg MP (round fractions up),
6 Front Rear Side +3 _mod|f|er to all Driving Skill Rolls
7 Front Rear Side 12+ l\/IaJ_Ur d_arr_wage; no movement for the rest of the game.
8 Front ~ Rear Side (critical)* Vehicle is immobile.
9 Left Side f Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12 Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofail +3
WIGE +4

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

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

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

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

\ /

take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while

LOCATION HIT

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

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

© 2012 The Topps Company, Inc. Classic BattleTech, ‘'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



o
2

O 00 00 00 OLO o
© " ,0 0 00 00 9
o °0 00 0 00 50
9388 808
Ignis (SRM 0
gnis | ] S 060000 @
30 o) OO0 O O e}
o 00 0 o
4 Inner Sphere o o 00 00 ¢ o
6 (Intro) 0 0 0 0
Tracked Era: Star League
o Q o
I.CE.
(0]
1 Vehicle Flamer RS 2 -1 2 3
[DE,S]
1 Vehicle Flamer LS 2 -1 2 3
[DE,S]
1 Machine Gun T 2 -1 2 3
[DB.AI]
2 SRM2 T 2/Msl 6 9
f1Cs] Turret D
Infantry Compartment (1 ton)
Ammo: (SRM 2) 100, (Machine Gun) 100, (Flamer) 20 [1 7]
BV: 502
2012
/4 \ /4 \\
ROUND COMBAT VEHICLE HIT LOCATION TABLE MOTIVE SYSTEM DAMAGE TABLE
ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect B N )
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MR, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls B )
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front ~ Rear Side (critical)* Vehicle is immobile.
9 Left Side f Right Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
1 Turret Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofail +3
WIGE +4

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

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

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

\ /

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

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

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

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

(4 GROUND COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT

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

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

ARMOR DIAGRAM

Front Armor

BAR 5 (15)

LARGE GROUND SUPPORT VEHICLE RECORD SHEET | od g

VEHICLE DATA

Type: Dromedary Water Transport

Movement Points: Tonnage: 150

Cruising: 2 Tech Base: Inner Sphere
Flank: 3 Era: Star League
Movement Type: \\/heeled
Engine Type: |CE.

Weapons & Equipment Inventory (hexes)

Aty Type Loc Dmg Min Sht Med Lng

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

Chassis Modifications: Dune Buggy
Cargo:
Cargo Space - 4 tons (1 door)
Liquid Cargo Space - 45.50 tons (1 door)

Ammo: (Machine Gun] 100

\ BV: 341 /

(10

gamae Flabs
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8 o° 3
( CREW DATA Juuummen q ° g
(15) |Jo 0 0 pad
Crew: . &
P [=] o) 00 OO0 O (@] =
Gunnery Skill: ___ Driving Skill: ___ E e} 00 00 © e} e¥
< |o 00 ooloo o ol 2
Commander‘Hit Driver Hit 2 o} 8000 o 8 0 &
Modifier to all Skill ralls Modifier to Driving I 0 O] 5 518 © >
Skill rolis V. £ OO 00 le) OO -3’
(o) o _QO o)
( CRITICAL DAMAGE Juuun RN SR eY I° §3 o7 of 118)
2 o o3 8 o
Turret Locked C] Engine Hit D (@] o
Sensor Hits @ © OO / o O o OO N D
Motive System Hits + (15) OO o 0 o OO 5
Stabilizers £ fe) { o e) o e} {JEJ
Front (] e (J mght (J] € |0 00 00[00 00 ol =
Rear D TurretC] y. & 0 0 0 ooog 8008 o 0 N 2]
[} o Q0 O] 00 O o) %
] o o lo o
@ |o Op0 00 O _og~O o] »
0 00 O OO 2
£ 000 © 3
3 o
c Lo % o ° o 1
5 o 0 0 (15)
2 o) o) o
(0] O
Rear Armor
(15)
Turret Armor Cﬂ.[ﬂm I

4 LARGE GROUND SUPPORT VEHICLE HIT LOCATION TABLE \

ATTACK DIRECTION

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

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 194 in Total Warfare for more information).
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§lf the attack hits the front right or left side, all Front side results strike the front armor, while Rear Side results strike the
rear right or rear left side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

\ / \

{  MOTIVE SYSTEM DAMAGE TABLE )

2D6 Roll EFFECT*

2-5 No effect

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

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

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

+3 modifier to all Driving Skill Rolls

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

Vehicle is immobile.

Attack Direction Modifier: Vehicle Type Modifiers:

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

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

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

/

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

4 LARGE GROUND SUPPORT VEHICLE CRITICAL HITS TABLE \

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

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

/
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ARMOR DIAGRAM
I I [ | n
B I I I F I F I [ | I Left Torso Head (9] Right Torso
1 [ — -

’'MECH RECORD SHEET

/4 \ /4 \ W
'MECH DATA WARRIOR DATA
Type:Toro TR-A-6 Name:
Movement Points: Tonnage: 35 Gunnery Skill: __ Piloting Skill: __
Walki.ng: 5 Tech Base: |nner Sphere HitsTaken[1 1 2 1 31 41 51 6
Running: 8 (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM5 RT 2 1/Msl 6 7 14 21
[M,C,S]
1 LRM5 LT 2 1,/Msl 6 7 14 21
IMCS
1 PPC LA 10 10[DE] 3 6 12 18
Torso
Rear(5)
Left Right
\ BV: 864 Torso Rear Torso Rear
\ / (3) (3)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (8) Right Torso (8)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3. Lower Arm Actuator
" 4. Heat Sink 5. Sensors " 4. Hand Actuator 29
5. [ PPC 6. Life Support 5. Roll Again 28"
6.| PPC 6. Roll Again 27
1.Leec Center.Torso 1. Roll Again Right | 267
2. Roll Again ; £“5!°“ E"gfne 2. Roll Again Arm [ 25%
3. Roll Again . rusion Engine 3. Roll Again (6) -
4-6 4 Roi gsin 1-g 3. FusionEngine 4-6 4 Roiagain 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Right 20~
Left Torso 2. Tt engine Right Torso i i
1. Heat Sink 4-6 4: Fusion Engine 1. Heat Sink 18*
g' :RM 5(LRM 5)24 5. Roll Again g :RM 5(LRM 5)24 L
. . mmo E Roll Agai . . mmo
1-33 Roll Again o Agan 1-3%, Roll Again 16
5. Roll Again N . 5. Roll Again 15*
B. Rol Again Engine Hits 00 O B. Roll Again Heat 10 (10) 12
1. Roll Again Gyro Hits O O 1. Roll Again Lo s ourects Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. 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 54  +4 Modifier to Fire 0O
B. 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @]
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Rol Again Damage Transfer - "ol Again 8 +1 Modifier to Fire 2
6. Roll Again i 6. Roll Again 5 -1 Movement Points 1
\ iagram PAN /b
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T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \ W
'MECH DATA WARRIOR DATA
Type: Phoenix PX-3R Name:
Movement Points: Tonnage: 50 Gunnery Skill: __ Piloting Skill: __
Walki_ng: 5 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
Running: 8 (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Jumping: 5 Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
2 SRM2 LT 2 2/Msl - 3 6 9
[M,C,S] Right Arm
1 PPC RA 10 10[DE] 3 6 12 18 (14) (14)
Left
Leg
(20] Torso
Rear(7)
\ BV: 1,106 Torso Rear Torso Rear
\ / (5) (5]
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (12) Right Torso (12)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
1-3 3. Lower Arm Actuator 4. Heat Sink 13 3.| PPC
" 4. Hand Actuator 5. Sensors "2 4.| pPc 29
5. Roll Again 6. Life Support 5.LPPC 28"
6. Roll Again C T 6. Roll Again 27
1. Roll Again er_lter‘_ orso 1. Roll Again Left Right 26*
2. Roll Again ; i“s!m‘ E"gfne 2. Roll Again Arm A [25%
3. Roll Again - Fusion Engine 3. Roall Again (8] (8] -
46, g Again 1-g 3. FusionEngine 46, g Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro teft Right 50"
Left Torso o e Right Torso 2) N K
1. Jump Jet 4-6 4: Fusion Engine 1. Jump Jet 18%
S o
K . E J Jet . . 0 gain
1-3 4. Ammo [SRM 2) 50 mp e 1-3 4. Roll Again 18
5. Ammo (SRM 2) 50 N " 5. Roll Again 15%
6. Roll Again Engine Hits O oo 6. Roll Again 14 (14) 147
1. Roll Again Gyro Hits O O 1. Rol Again Lo s ourects Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. 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 QO —
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 00
B. Roll Again 6. Roll Again 23 AmmoExp. avoidon 6+ QO 8
22 Shutdown, avoid on 8+ [e]0) 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Heat Sink Damage Transfer D 'eatSink 8  +1 Modifier to Fire =
6. Jump Jet Diagram 6. Jump Jet 5 -1 Movement Points 1
\, / \ / o

© 2012 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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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (9)

Left Torso Right Torso

/4 \ /4 \ S
'MECH DATA WARRIOR DATA
Type: Phoenix PX-4R Name:
Movement Points: Tonnage: 50 Gunnery Skill: __ Piloting Skill: __
Walki_ng: 5 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
Running: 8 (Intro) Consciousness#| 3 | 5 | 7 | 10| 11 [Dead
Jumping: 5 Era: Star League ~
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRM2 LT 2 2/Msl - 3 6 9
[M,C,S] Right Arm
1 AC/10 RA 3 10 — 5 10 15
/ (DBS] (14) (14)
Left
Leg
(20] Torso
Rear(7)
\ BV: 996 Torso Rear Torso Rear
\ / (5) (5]
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (12) Right Torso (12)
1. Shoulder 2. 55"5'3_"5 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30"
13 3. Lower Arm Actuator 4. Roll Again 13 3.| Ac/10
"9 4. Hand Actuator 5. Sensors 24| Ac/10 29
5. Rall Again 6. Life Support 5.| AC/10 28*
6. Roll Again C T 6.| AC/10 27
1. Roll Again enter_ orso 1.| Ac/10 Left Right [ 267
2. Roll Again ; i“s!m‘ E"gfne 2.| Ac/10 Arm A [25%
3. Roll Again . rusion Engine 3.LAc/10 (8] (8) -
4-6 4 Roiagsin 1-g 3. FusionEngine 4-6 4 roil Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
. . . L
Left Torso o e Right Torso 2) N K
1. Jump Jet 4-6 4: Fusion Engine 1. Jump Jet 18*
g' iRM 2(SRM 2)50 3. Jump Jet g gﬂ? e L L
. . mmo 6. Roll Agai . 0 gain
1-33 Roll Again o Agamn 1-3%, Roll Again 16
5. Roll Again N . 5. Roll Again 15*
6. Roll Again Engine H!ts 000 6. Roll Again 10(10) 14"
1. Roll Again Gyro Hits O O 1. Rol Again Lo s ourects Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. 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 25 -5 Movement Points Q
10*
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
B. 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 Paints ©) 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @)
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
g. ;uﬂwAp Jet Damage Transfer g- ;"TAP Jet 8  +1 Modifier to Fire f
- noltAgan Diagram - nolAgain 5 -1 Movement Points
\, / \ / o

© 2012 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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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)
Left Torso

Right Torso

('VIECH DATA) ) (\WARRIOR DATA g
Type: Quasit QUA-51M MilitiaMech Name:
Movement Points: Tonnage: 45 Gunnery Skill: ____ Piloting Skill: ___
Walki_ng: 5 Tech Base: |nner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
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 Machine Gun RT [DS Al -1 2 3
2 Medium Laser RA 3 5 [IjE] - 3 6 8
1 MML5 LA 3 [M,C,S]
LRM 1/Ms 6 7 14 21
SRM 2Msl — 3 B 8
Torso
Rear(6)
Left Right
\ BV: 636 Torso Rear Torso Rear
\ / (5] (5)
/ \ Heat
CRITICAL HIT TABLE Head AN INTERNAL STRUCTURE DIAGRAM 2=y
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (11) Right Torso (11)
1. Shoulder 2. 55"5'3"_5 _ 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator =0°
13 3. Lower Arm Actuator 4. Environmental Sealing 13 3. Lower Arm Actuator
"9 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5.[ MML5 6. Life Support 5. Medium Laser 28*
6.| MML5 6. Medium Laser 27
1. LMML 5 Cer.lter'.TOPSO 1. Environmental Sealing Left Right | 26
2. Environmental Sealing 1. Fusion Engine 2. Roll Again Arm Arm *
25
3. Roll Again 2. Fusion Engine 3. Roll Again 7] (7) -
4-6 4 Roi gsin 1-g 3. FusionEngine 4-6 4 Roiagain 24
5. Roll Again 4. Gyro 5. Roll Again 23"
6. Roll Again g gV”’ 6. Roll Again 2%
. Gyro 21
1. Gyro Left Right 50"
2. Fusion Engine H Leg Leg -
) Left Torso 4. 3. Foion Enine ) Right Torso 1) ) 19
- Ammo (MML 5/LRM) 24 ~O 4. Fusion Engi - Machine Gun 18*
2. Ammo (MML 5/SRM) 20 5. E:sil::m:g:;; Sealing 2. Ammo (Machine Gun) 100 17
3. Environmental Sealing 6 . 3. Environmental Sealing
1-32. fal Again - Roll Again 1-3% fal Again 16
5. Roll Again N . 5. Roll Again 15*
6. Roll Again Engine Hits O oo 6. Roll Again 10(10) 147
1. Roll Again Gyro Hits OO 1. Roll Again Level* Effects Single 155
) . i ’ . 30 Shutdown
2. Roll Again S.ensor Hits 0 O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 0O 11
4. Roll Again 4. Roll Again 25 -5 Movement Points e
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
B. 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @]
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to F"TB O 3
" Erwi tal Seali " Heat Sink 10 -2 Movement Points E)
5. nVIronmen al Sealing Damage Transfer 5. ea_ in . 8 +1 Modifier to Fire
6. Roll Again g 6. Environmental Sealing ; 1
: Diagram : 5 -1 Movement Points
\, \, / )
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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)

Left Torso Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Quasit QUA-51P MilitiaMech Name:
Movement Points: Tonnage: 45 Gunnery Skill: __ Piloting Skill: __
Walki_ng: 5 Tech Base: |nner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 6
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 Machine Gun RT O 2 2 3
[DB.AI]
1 Plasma Rifle RA 10 10 — 5 10 15
[DE,H,AI]
Torso
Rear(6)
Left Right
\ BV: 779 Torso Rear Torso Rear
\ / (5] (5)
/ \ Heat
CRITICAL HIT TABLE oo NNKINTERNAL STRUCTURE DIAGRAM JP8Wn
. H Head Overflow
Left Arm 1. Life Support Right Arm Left Torso (11) Right Torso (11)
1. Shoulder 2. 55"5'3"_5 _ 1. Shoulder
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator =0°
13 3. Lower Arm Actuator 4. Environmental Sealing 13 3. Lower Arm Actuator
"9 4. Hand Actuator 5. Sensors "9 4. Hand Actuator 29
5. Environmental Sealing 6. Life Support 5. [ Plasma Rifle 28*
6. Roll Again 6.L Plasma Rifle
c T =
1. Roll Again er_lter‘_ orso 1. Environmental Sealing Left Right 26*
2. Roll Again 1. Fusion Engine 2. Roll Again Arm arm [257
3. Roll Again 2. Fusion Engine 3. Roll Again 7] (7) -
4-6 4 Roigsin 1-g 3. FusionEngine 4-6 4 R again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again 5. Gyro 6. Roll Again 2%
6. Gyro =1
1. Gyro Left Right 50"
. . . Lei
Left Torso o e Right Torso o) L K
1. Ammo (Plasma Rifle) 10 4-6 4: Fusion Engine 1. Machine Gun 18*
2. Environmental Sealing 5. Environmental Sealing 2. Ammo (Machine Gun) 100 17
1-3 3. Roll Again 6. Roll Again 1-3 3. Environmental Sealing 5
4. Roll Again 4. Roll Again 1
5. Roll Again N . 5. Roll Again 15*
6. Roll Again Engine H!ts 000 6. Roll Again 10(10) 14"
1. Roll Again Gyro Hits O O 1. Rol Again Lo s ourects Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. 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 54  +4 Modifier to Fire 0O
B. Roll Again B. Roll Again 23 Ammo Exp. avoidon B+ O 9
22 Shutdown, avoid on 8+ @) 8*
20 -4 Movement Paints 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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ O
4., Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Environmental Sealing D T P 5. Heat Sink g +1 Modifier to Fire 2
6. Roll Again amgge ranster 6. Environmental Sealing 5 -1 Movement Points 1
\ iagram \ /
(o]

© 2012 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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P T

T 1 ILETETSIH

’'MECH RECORD SHEET

ARMOR DIAGRAM

Head (8)
Left Torso

Right Torso

/E \ (Industrial) /, \
MECH DATA WARRIOR DATA
Type: Quasit QUA-51T MilitiaMech Name:
Movement Points: Tonnage: 45 Gunnery Skill: ____ Piloting Skill: ___
Walki_ng: 5 Tech Base: Inner Sphere HitsTaken| 1 [2 |3 |4 [ 5[ 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 LBRM5 CT [’Ml\éss\;] 6 7 14 21
Machine Gun RT e - 1 2 3
[DB.A]
Medium Laser RA 3 5 [DE] - 3 6 8
SRM 4 LA 3 2/Md — 3 6 9
[M,C,S]
Torso
Rear(6)
Left Right
\ BV: 627 Tor's[055:iear' Torsi% ]Rear
/ \ Heat
CRITICAL HIT TABLE - INTERNAL STRUCTURE DIAGRAM J249
Left Arm 1. Life Support Right Arm Heas verfen
. Left Tc 11 Right Tt 11
1. Shoulder 2. 55"5'3"_5 e _ 1. Shoulder eft Torso (1) lont Torso (1)
2. Upper Arm Actuator 3. Industrial Cockpit 2. Upper Arm Actuator -
13 3. Lower Arm Actuator 4. Environmental Sealing 13 3. Lower Arm Actuator 30
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. SRM4 6. Life Support 5. Medium Laser 28*
6. Environmental Sealing 6. Environmental Sealing 27
1. Roll Again CenteP_TOPSO 1. Roll Again Left Right | 26
2. Roll Again ; £“5!°“ E"gfne 2. Roll Again Arm arm [257
3. Roll Again . rusion Engine 3. Rall Again (7] (7] -
46, Roll Again 1-g 3. FusionEngine 46, Roll Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g gV”’ 6. Roll Again 2%
. Gyro
21
1. Gyro Left Right 50"
i i - Lel
Left Torso o e Right Torso o) L K
1. Ammo (SRM 4) 25 4-6 4 Fusion Engine 1. Machine Gun 18
2. Ammo (LRM 5) 24 5. LRM5 2. Ammo (Machine Gun) 100 17
1 -3 2 En:i;onrpental Sealing 6. Environmental Sealing 1 -3 2 I:?n\ljizonr.nental Sealing 16
- Roll Again - Roll Again
5. Roll Again N . 5. Roll Again 15*
6. Roll Again Engine H!ts 000 6. Roll Again 10(10) 14"
1. Roll Again Gyro Hits O O 1. Rol Again Lo s ourects Single 13"
2. Roll Again S.ensor Hits O O 2. Roll Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26  Shutdown, avoid on 10+ 0O 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 10"
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire 0O
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 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ @]
4. Foot Actuator 4. Foot Actuator 18 tg Mg\%ﬁﬁgﬁg ;;ﬁts O 3
5. Environmental Sealing 5. Heat Sink e - 2
) Damage Transfer R i 8 +1 Madifier to Fire
[¢] .
6. Roll Again Diagram 6. Environmental Sealing 5 -1 Movement Points 1
\, \, / )
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

EXTERNAL STORES/BOMBS

(OO0
OO

FIGHTER DATA ARMOR DIAGRAM DODDD
Type: Vulcan VLC-5N Nose Damage
Thrust: Tonnage: 80 Threshnsld 7[‘gotal Armor) [ ][ ]l I[ ][ ]
Safe Thrust: 3] Tech Base: Inner Sphere (75) y Key:-
Maximum Thrust: 8 (Intro) / \ HE - High Explosive
Era: Star League 0 0000000 0\000.0 E
- L r
= O 0O 0O 0 00000 o00oO0 RL - Rocket Launcher
Weapons & Equipment Inventory OO0 O0OO0OOOO0OO0OO0OO0bO0oOO0oOoOo
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) OOOOOOOOOOOOOOOOOOOOOOOOO
Qty Type Loc. Ht SRV MRV LRV ERV -
1 Large Laser [DE] N 8 8 8 — — 00006GO0OO0OO0OO0O0O/00O0
1 Medium Laser [DE] N 3 5 — — —
1 SRM B [MC] N 4 8 - - -
1 AC/10[DBS] W 3 10 10 — —
1 AC/10[DBS] RW 3 10 10 - —
1 Medium Laser [DE] A 3 5 — — —
Structural
Integrity:
o ©
Left Wing o OO o Right Wing
Damage Threshold (o) (o) Damage Threshold
(Total Armor) O O (Total Armor)
6 (51) o OO (0] 6 (51)
Ammo: (SRM B) 15, (AC/10) 20 O O O 0O |o
Fuel: 400 Points 0O O (0] O (@]
(OJO) O O 0 0
BV: 1,399 000 o O 000
\—\ D 000 o0 [[000O
/ : 0000/l o ©o 00000
O 000000 o O O0O0OO0O0O0Oo
O 0 00O0O0O0 o O 0.0 0000oo Heat
O 00 0O0O0O0 O O OO0OO0OO0O0O0OO0 Scale
O 00O0O0O0O0 O O 0. 0 00000
OO0O0OO0OO0O0 OOOO 0O000O00O0 Co.mw
O O
8 og o 30"
29
O 28"
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
4 (39)
23"
22+
( CRITICAL DAMAGE ) N { PILOT DATA { HEAT DATA ) N\ (==
Heat
Lk . Name: Level* Effects Heat Sinks: 20"
Avionics +1||+2]|+5| Engine 2 evel
E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn don B S_D [|20) 19"
MMo EXp. avaid on ingle il
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid O% =
P on 9+ 00 17
7, . . e 5 Consciousness eal 26 Shutd y id 10+ 16
ol Support e 211819 0 25 F!ﬂund?aulv': I'?.:glueonrllent. 00 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ o0 -
\ / \ /| 22 +aModifier to Fire 8 8 14
/4 \\ 23 Ammo Exp. avoid on 6+ 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 0o 12
T 21 Pilot Damage, avoid 00
urn # 1 2 3 a 5 8 7 8 ) 10 Riear ey 00 11
Thrust 20 Random Movement, 00 10*
. id 8
velnoity, @ 19 Ammo Exp. avoid on 4+ 9
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
i 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effective Velocity 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5

© 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

EXTERNAL STORES/BOMBS

(OO0
OO

FIGHTER DATA ARMOR DIAGRAM DDDDD
Type: Vulcan VLC-6N Nose Damage
Thrust: Tonnage: 80 Threshnsld 7[‘gotal Armor) [ ][ ]l I[ ][ ]
Safe Thrust: 3] Tech Base: Inner Sphere (75) y Key:-
Maximum Thrust: 8 Era: Star League / \ HE - High Explosive
/ LG - Laser Guided
O 0O 0OO0O0DObO0OO0OO0O0\0WO0oO0.o0 C - Cluster
= O 0O 0O 0 00000 o00oO0 RL - Rocket Launcher
Weapons & Equipment Inventory OO0 O0OO0OOOO0OO0OO0OO0bO0oOO0oOoOo
Standard Scale (0-8) ~ (6-12) (13-20) (21-25) OOOOOOOOOOOOOOOOOOOOOOOOO
Qty Type Loc. Ht SRV MRV LRV ERV -
1 Large Laser [DE] N 8 8 8 — — 00006GO0OO0OO0OO0O0O/00O0
1 Medium Laser [DE] N 3 5 — — —
1 SRM B [MC] N 4 8 - - -
1 Gauss Rifle [DBX] Lw 1 15 15 15 -
1 Gauss Rifle [DBX] RW 1 15 15 15 -
1 Medium Laser [DE] A 3 5 — — —
Structural
Integrity:
o
Left Wing o OO o Right Wing
Damage Threshold (o) (o) Damage Threshold
(Total Armor) O O (Total Armor)
6 (51) o OO (0] 6 (51)
Ammo: (SRM 6] 15, (Gauss) 32 O O (@] O (@)
Fuel: 400 Points 0O O (0] O (@]
(OJO) O O 0 0
BV: 2,117 000 o O 000
\—\ D 000 o0 [[000O
/ : 0000/ o O 00000
O 000000 o O O0O0OO0O0O0Oo
O 0 00O0O0O0 o O 0.0 0000oo Heat
O 00 0O0O0O0 O O O0OO0O0O0OO0O0 Scale
O 00O0O0O0O0 O O 0. 0 00000
OO0O0OO0OO0O0 OOOO OO0 O0O0O0O0 [0-6""0“'
O O
8 08 o 30"
29
O 28"
27"
Aft Damage 26*
Threshold 25+
(Total Armor) =a7
4 (39)
23"
a22*
( CRITICAL DAMAGE ) N { PILOT DATA { HEAT DATA ) N\ (==
Heat
Lk . Name: Level* Effects Heat Sinks: 20"
Avionics +1||+2]|+5| Engine 2 evel
E] @ Gunnery Skill: ___ Piloting Skill: __ Sg ihutdﬂgn don B ;_2 [;|2l 19"
mmao Exp. avoid on ingle *
FCS @ Gear HitsTaken | 1]/ 21 31 4| 5| B 27 Pilot Damage, avoid O% =
P on 9+ 00 17
7, . . e 5 Consciousness eal 26 Shutd y id 10+ 16
ol Support e 211819 0 25 F!ﬂund?aulv': I'?.:glueonrllent. o 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ (0] -
\ / \ /| 22 +aModifier to Fire 8 14
/4 \\ 23 Ammo Exp. avoid on 6+ 13"
VELOCITY RECORD N 22 Shutdown, avoid on 8+ 9] 12
T 21 Pilot Damage, avoid (0]
urn # 1 2 3 4 5 3] 7 8 9 10 OB o 11
Thrust 20 Random Movement, o 10*
. id 8
velnoity, @ 19 Ammo Exp. avoid on 4+ 9
Eﬁfcu"e Velocity 18 Shutdown, avoid on 6+ 8"
Altitude 17 +3 Moadifier to Fire 7
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5"
i 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
Effective Velocity 8 +1 Modferta Fire 2
Altitude 5 Random Movement, 1
“ VRN avoid on 5+ V. 5
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T 1 LETEIIH

AEROSPACE FIGHTER RECORD SHEET

EXTERNAL STORES/BOMBS

(OO0
OO

© 2012 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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FIGHTER DATA ARMOR DIAGRAM DDDDD
Type: Vulcan VLC-8N Nose Damage
Thrust: Tonnage: 80 Threshnsld 7[‘;otal Armor) [ ][ ]l I[ ][ ]
Safe Thrust: 5 Tech Base: Inner Sphere (77) y Key:-
Maximum Thrust: 8 Era: Jihad / \ HE - High Explosive
/ \ LG - Laser Guided
O 0O O0OO0O0ObO0OO0OO0O0\0WO0o0.o0 C - Cluster
= O 0O 0O 0 00000 00oO0 RL - Rocket Launcher
Weapons & Equipment Inventory OO0 O0OO0OOOO0OO0OO0OO0bO0oOO0oOoOo
Standard Scale (0-6) (6-12) (13-20) (21-25) OOOOOOOOOOOOOOOOOOOOOOOOO
Qty Type Loc. Ht SRV MRV LRV ERV -
1 ER Medium Laser [DE] N 5 5 5 — — 60 0006O0OO0OO0OO0OO0O0O0OO0
2 Large Pulse Laser[P] N 10 9 9 — — O O
1 SRMB [MLC] N 4 10 -— - -
w/ Artemis IV FCS
1 Light Gauss Rifle
[DBX] _ w1 8 8 8 8
1 I[_IggEt;t;(?auss Rifle w1 s s 5 5 Str‘uctl:ll“al
1 ER Medium Laser [DE] A 5 5 5 - - |l'ltegf‘ltvi
(o] O
Left Wing o OO o Right Wing
Damage Threshold (o) (o) Damage Threshold
(Total Armor) O O (Total Armor)
6 (58) o OO @) 6 (58)
Ammo: [Light Gauss) 32, (SRM 6 Artemis) 15 O O (@] O (@)
Fuel: 400 Points 0O O (0] O (@]
(OJO) O O 0 0
BV: 1,766 000 o O 000
\—\ D 000 o0 [[000O
/ : Qo000 //| o ©o 00000
O 000000 (O] O0O0OO0O0O0Oo
O 0 00O0O0O0 o O 0.0 0000oo Heat
O 00 0O0O0O0 O O OO0OO0OO0O0O0OO0 Scale
O 0 0O0O0O0O0 O O O 0 00000
0000000 o O 0.0 00000 Overflow
OO0O0OO0O0O0O OOOO OO0O0OO0OO0O0
8 Og o) 30~
29
(@)
28"
27"
Aft Damage 26"
Threshold 25+
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