ARMOR DIAGRAM

Head (9

)

4 HIT LOCATION TABLE \

™
Left Torso Right Torso DieRoll
(2D6) LS FIR RS
2¢ LT(C) cT(C) RT(C)
3 LL RA RL
BATTLEMECH RECORD SHEET 4 LA RA RA
——\ 5 LA RL RA
MECH DATA " { WARRIOR DATA 5o .
Type: Thunderbolt TDR-9S Name: Adelmar bin Sayyar S 8 cr LT cr
Movement Points: Tonnage: 65 Gumnery Skill: 3 PilotingSkill: 4 00 : - " o
Wwalking: 4 Tech Base: Inner Sphere : : 00 10 RA LA LA
Running: 6 RulesLevel: Standard misTaken [ 1 [ 2 [3 [ 4[5 [6] [e)Ne} 2 S; :’S :'E‘)
ing: : [ele)
Jumping 0 Role Brawler consiousness# ( 3 [ 5 [ 7 [ 10 [ 11 [oed] o0 \:A result of 2 may inflict aritical hit. /
Weapons & Equipment Inventory (hexes) o0
Qty Type Loc Ht Dmg Min snt Med Lng Q0 4 TO-HIT MODIFIERS )
2 Machine Gun LA — 2[DBAI] — 1 2 3 Atiack
ttacker
1 ERPPC RA 15 10[DE] — 7 14 23 Center Sationary w0
1 SRM6 LT 4 2Md[MCS — 3 6 9 Left Arm H;;) Right Arm Walked 1
3 Medium Laser LT 3 5[DE — 3 6 9 26" *2
one +]
2 Flamer RT 3 2[DEHA] — 1 2 3 Skidding "
1 Anti-MissleSysem RT 1 [PB] -1 = = Terrain
Total Heat (Dissipation): 35 (30) Left Right Light Woods *1/nex
Leg Center Leg Heavy Woods +2/hex
(30) Torso (30) Partial Cover +1
(12) Target
Prone (adjacent hex) -2
Prone (other hex) +1
Immobile -4
Skidding -2
Moved 0-2 hexes +0
Moved 3-4 hexes +1
Moved 5-6 hexes +2
Ammo: (AMS) 12, (Machine Gun) 200, (SRM 6) 15 " h Moved 7-9 hexes +3
Quirks: Multi-Trac, Rugged (2 Point), Ubiquitous (Inner Sphere) et Rignt Moved 10-17 hexes +4
Torso Rear Torso Rear Moved 18-24 hexes +5
(6) (6) Moved 25+ hexes +6
BV: 1,972 S "
\ ! ) BattleArmor unit +1
A\ == / H Secondary target (front) +1
/4 \ eat Secondary target (side/rear) +2
CRITICA ABLE N Scale Large support vehicle -1
Head Right Torso (15) o or grounded DropShip
Left Arm 1. Life Support Right Arm . Damage w
1. Shoulder 2. Sens)r.s 1. Shoulder (o} :gitl)(rjernhit :i
2. Upper Arm Actuator 3. Cockpit . 2. Upper Arm Actuator ] 30* \ N ’
13 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator o 20 |
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator o ealV/ A\
5. [ Double Heat Sink 6. Life Support 5. [ Double Heat Sink ‘; 28" | PHYSICAL ATTACKS
6. | Double Heat Sink 6. | Double Heat Sink Right 27
° Arm 26+ Attack To-Hit Damage
1. LDouble Heat Sink Center Torso 1. LDouble Heat Sink o (10) = Punch 40 6
2. Machine Gun 1. Fuson Engine 2.[ERPPC 9, 25 Kick 2 13
4-6 3. MachineGun 2. Fusion Engine 4-6 3.| ERPPC 24 Push a o
4. Roll Again 3. Fusion Engine 4. LERPPC [ |
5. Roll Again 13 4. Gyro 5. Roll Again — Club 1 13
6. Roll Again 5. Gyro 6. Roll Again Right [ 22"} Charge +0* 6/Hex
6. Gyro N 21 | '\ *Moified by target piloting skill /
20*
1. Gyro . (15) L
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) 19| /4 PUNCH LOCATION TABLE \I
1. [ Double Heat Sink 3. Fusion Engine 1. [ Double Heat Sink 18*
2. | Double Heat Sink 4-6 4. Fusion Engine 2. | Double Heat Sink 17% DieRoll
3 3. LDouble Heat Sink 5. Roll Again 3 3. LDouble Heat Sink =1 (1D6) LS FIR RS
1- 4.[SRM6 6. Roll Agan 1- 4.[DoubIeHeat§nk 16 | 1 LT LA RT
5.LSRM 6 5. | Double Heat Sink 15¢
N A 2 LT LT RT
6. Medium Laser EngineHitsO O O 6. L Double Heat Sink Level* Effects 15(30) 14*
GyroHitsO O 30 Shutdown & 8 cr cr cr
1. Medium Laser Sensor HitsO© O 1 Flamer 28  Ammo Exp, avoid on 8+ (0] 13"} 4 LA RT RA
2. Medium Laser i 2. Flamer 26 Shutdown, avoid on 10+ o]e) 12 | 5 LA RA RA
46 3. Ammo(SRM 6) 15 Life Support O 3. Anti-Missile System 55 5 Movement Poirts 00 | \ s HD HD HD
4. Ammo (Machine Gun) 200 4. Ammo (AMS) 12 24  +4 Modifier to Fire Q0O F
5. CASE 5. CASE n —
23 Ammo Exp, avoid on 6+ 00 ) / \
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O - KICK LOCATION TABLE
20 -4 Movement Points | & | DieRoll
19 Ammo Exp, avoid on 4+ O 7 ieRol
Left Leg BH‘[H VS'[ Right Leg 18  Shutdown, avoid on 6+ @] 5 (1D6) LS FIR RS
1 Hip L \ 1 Hip 17 +3 Modifier to Fire O = | 13 LL RL RL
g game Dlabs . ]
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points O ] \ 46 LL LL RL /
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ ]
4. Foot Actuator 4. Foot Actuator ig +22,\’;‘/|;?§;]30P'2ir;5 — / \
5. Roll Again Damage Transfer 5. Roll Again 8 +1Modifier 1o Fire -2 | FACING AFTER FALL
6. Roll Again Diagram 6. Roll Again N 1
\ VAN 5 -1 Movement Points / T DieRoll
— (1D6) New Facing Hit Location
© 2022 The Topps Company, Inc. Classic BattleT ech, BattleT ech, 'Mech and BattleM ech are trademarks of The Topps Company, Inc. All rightsreserved. 1 Same Direction Front
Catalyst Game L abs and the Catalyst Game L abs logo ar e trademar ks of InM ediaRes Production, LL C. Permission to photocopy for personal use. 2 1 Hexside Right Right Side
/ \ 3 2HexsidesRight  Right Side
MOVEMENT RECORD 4 Opposite Direction Rear
5 2 Hexsides Left Left Side
\ 6 1 Hexside Left LeftSide
Turn# 1 2 3 4 5 6 7 8 9 10
Hex/Facin
9 / CLUSTERHITSTABLE \
Move Mode
DieRoll
(2D6) 6
2 2
3 2
4 3
5 3
Turn# 11 12 13 14 15 16 17 18 19 20 6 4
Hex/Facing ; 2
Move Mode 9 5
10 5
11 6
\ / \ 12 6 /




B-TTLETECH

BATTLEMECH RECORD SHEET

ECH D.

Type: Wolfhound WLF-3S

N

WARRIOR DATA

Name: Nedabin Zaid

™

ARMOR DIAGRAM

Head (9)
Left Torso

(11)

Right Torso

Movement Points: Tonnage: 35 . - .
. Gunnery skill: 3 Piloting Skill: 4
Walking: 6 Tech Base: Inner Sphere y 9
Running: 9 RulesLevel: Standard misTaken [ 1 [ 2 [3 [ 4[5 [6]
Jumping: 0 Role: Striker consciousness# | 3 | 5 | 7 [ 10 [ 11 |Dead]
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 ERPPC RA 15 10[DE] — 7 14 23
1 ER Medium Laser LT 5 5[DE — 4 8 12 Center
1 ERMedium Laser RT 5 5[DE — 4 8 12 Left Arm Torso
1 ER Medium Laser CT 5 5[DE] — 4 8 12
1 ERSmdllaser(R) CT 2 3[DE] — 2 4 5
Total Heat (Dissipation): 32 (24)
Left
Leg Center
Torso
Left Right
Quirks: Easy to Maintain, Good Reputation (1) Torso Rear Torso Rear
(5) (5)
BV: 1,552 <)
—— & )
\
/ \ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Scale
Head Left Torso (8)
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sens)r.s 1. Shoulder
2. Upper Arm Actuator 3. Cockpit . 2. Upper Arm Actuator 30*
13 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator 2_9
"9 4. Hand Actuator 5. Sensors "3 4 [ERPPC —
5. Endo Steel 6. Life Support 5. | ERPPC 28" |
6. Endo Steel 6. LER PPC Left 27
Arm 26*
1. Endo Steel Center Torso 1. Endo Steel (6) | =
2. Endo Steel 1. Light Fusion Engine 2. Endo Steel sl
4-6 3. Endo Steel 2. Light Fusion Engine 4-6 3. Endo Steel 24*
4. Roll Again 3. Light Fusion Engine 4. Endo Steel 23+
5. Roll Again 1-3 4. Gyro 5. Endo Steel o]
6. Roll Again 5. Gyro 6. Roll Again [ 22"}
6. Gyro _21
20*
1. Gyro . 1
Left Torso 2. Light Fusion Engine Right Torso | 19
1. Light Fusion Engine 3. Light Fusion Engine 1. Light Fusion Engine 18*
2. Light Fusion Engine 4-6 4. Light Fusion Engine 2. Light Fusion Engine 17%
1-3 3. | DoubleHeat Sink 5. ER Medium Laser 1-3 3. | Double Heat Sink T
"9 4. | Double Heat Sink 6. ER Small Laser (R) ~9 4. | Double Heat Sink Double Heat Sinks: | —
5. LDouble Heat Sink 5. LDouble Heat Sink 12 (24) 15+
6. [ Double Heat Sink EngineHitsO O O 6. [ Double Heat Sink Level* Effects 14*
GyroHitsO O 30  Shutdown 5 |
1. | Double Heat Sink . 1. | Double Heat Sink "
2 DgEhI:H:t S:k Sensor HitsO O 2 Dg:bleeal Si:k 28 Ammo Exp, avoid on &+ 99 12
. i . 26  Shutdown, avoid on 10+ (o]e) |
4-6 3. ER Medium Laser LlfeS.JpportO 3. ER Medium Laser 25 -5 Movement Points O 11
4 E”j" S‘: 4 E"g" S‘Z 24 +4Modifier to Fire Ie) 10-
5. Endo S 5. Endo St 23 Ammo Exp, avoid on 6+ o) 5
6. Roll Again 6. Roll Again 22 Shutdown avoid on 8+ -
20 -4 Movement Points o | & |
19 Ammo Exp, avoid on 4+ O 7
Left Leg HV Right Leg 18  Shutdown, avoid on 6+ @] 6
- |_ h 17 +3Modifier to Fire O |
1. Hip game Diabs 1. Hip ! 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 +2Modifier to Fire —
5. Roll Again Damage Transfer 5. Roll Again 10 -2Movement Points 2
6. Roll Again Diagram 6. Roll Again g +:lll\’;|/|oo\jjtle::r1[toPFc:ir|1ets 1
N\ / '\ / o

© 2022 The Topps Company, Inc. Classic BattleT ech, BattleT ech, 'Mech and BattleM ech are trademarks of The Topps Company, Inc. All rightsreserved.
Catalyst Game L abs and the Catalyst Game L abs logo ar e trademar ks of InM ediaRes Production, LL C. Permission to photocopy for personal use.
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MOVEMENT RECORD

\

Turn#

10

Hex/Facing

Move Mode

Turn#

11 12

13

14 15 16

17 18 19

20

Hex/Facing

Move Mode

4 HIT LOCATION TABLE \

DieRoll

(2D6) LS FIR RS
2* LT(C) CT(C) RT()
3 LL RA RL
4 LA RA RA
5 LA RL RA
6 LL RT RL
7 LT CT RT
8 CcT LT CT
9 RT LL LT
10 RA LA LA
11 RL LA LL
12 HD HD HD

\*A result of 2 may inflict acritical hit. /

4 TO-HIT MODIFIERS N

Attacker
Stationary +0
Walked +1
Ran +2
Prone +2
Skidding +1

Terrain
Light Woods +1/hex
Heavy Woods +2/hex
Partial Cover +1

Target
Prone (adjacent hex) -2
Prone (other hex) +1
Immobile -4
Skidding 2
Moved 0-2 hexes +0
Moved 3-4 hexes +1
Moved 5-6 hexes +2
Moved 7-9 hexes +3
Moved 10-17 hexes +4
Moved 18-24 hexes +5
Moved 25+ hexes +6
Jumped +1
BattleArmor unit +1
Secondary target (front) +1
Secondary target (side/rear) +2
Large support vehicle -1
or grounded DropShip

Damage
Sensor hit +2
Shoulder hit +4

+1

\ Arm Actuator

/
( PHYSICAL ATTACKS N

Attack To-Hit Damage
Punch (LA) +0 3
Punch (RA) +1 3
Kick -2 7
Push -1 &€’
Charge +0* 3/Hex

*Modified by target piloting skill

\ /

DieRoll
(1D6) LS FIR RS
1 LT LA RT
2 LT LT RT
3 CT CT CT
4 LA RT RA
5 LA RA RA
6 HD HD HD

\ /
(" KICK LOCATIONTABLE §

DieRoall
(1D6) LS FIR RS
1-3 LL RL RL
4-6 LL LL RL

/
4 FACING AFTER FALL N

DieRoll
(1D6) New Facing Hit Location
1 Same Direction Front
2 1HexsideRight Right Side
3 2 HexsidesRight Right Side
4 Opposite Direction  Rear
5 2HexsidesLeft  Left Side
6 1HexsideLeft  Left Side

/




ARMOR DIAGRAM

Head (9)

4 HIT LOCATION TABLE \

™
Left Torso Right Torso DieRoll
(2D6) LS FIR RS
2¢ LT(C) CT(C) RT(C)
3 LL RA RL
OMNIMECH RECORD SHEET 4 LA RA RA
5 LA RL RA
6 LL RT RL
{ "MECH \ "M WARRIOR DATA 2% ° Leomr
Type: Daishi (Dire Wolf) C Name: Nazar Nirmal 0500 5; g H ﬂ
Movement Points: Tonnage: 100 G i _— . OOOOO
i . unnery Skill: 3 Piloting Skill: 2 o200 10 RA LA LA
Walking: 3 Tech Base: Clan 020 n RL A L
Running: 5 RulesLevel: Standard wisTaken [ L [ 2 [ 3] 4] 5] 6 | 092 P D D D
ing: : O~ O-O
Jumping: 3 Role: Juggernaut Consciousness# | 3 | 5 | 7 | 10 | 11 |Dead 50595 \*A result of 2 may inflict acritical hit, /
Weapons & Equipment Inventory (hexes) Ogogo /i \
Qty Type Loc Ht Dmg Min Sht Med Lng OOOO TO-HIT MODIFIERS
1 ERPPC LA 15 15[DE] - 7 1 = Attacker
1 ATM6 LA 4 [MCS Center Stationary 40
Standard 2md 4 5 10 15 Left Arm Torso Right Arm Walked +1
Extended Range Ums 4 9 18 27 (47) (34) Ran +2
High Explosive Ml — 3 6 9 Jumped +3
1 ERPPC RA 15 15[DE] - 7 1 = Prone +2
1 ATM6 RA 4 [MCS Skidding +1
Standard 2Mmsl 4 5 10 15 Terrain
Extended Range ums 4 9 18 27 tzn RL\ght Light Woods +1/hex
High Explosive IMsl — 3 6 9 (419) (}ri’:‘si’ (43) Heavy Woods +2/hex
3 Medium Pulse Laser T4 7M — 4 8 12 (14) Partial Cover +1
1 Medium Pulse Laser RT 4 7[A — 4 8 12 Target )
1 Targeting Computer RT — [g - - = = Prone (adjacent hex) -2
1 ECM suite o - @ o s Prone (other hex) +1
[e] Immobile -4
1 Streak SRM 4 (0S) HD 3  2Md[MC] — 4 8 12 sidding 2
e o B
Total Heat (Dissipation): 57 (46) S Moved 0-2 hexes +0
Moved 3-4 hexes +1
o Moved 56 hexes +2
Ammo: (ATM 6) 20 Left o Right Moved 7-9 hexes +3
Quirks Improved Targeting (Long), Difficult Ejection Torso Rear o Torso Rear Moved 10-17 hexes 4
fe) Moved 18-24 hexes +5
(10) (10) Moved 25+ hexes +6
BV: 5,451 Jumped +1
\ BattleArmor unit +1
, \ A\ — / Heat Secondary target (front) +1
Secondary target (side/rear) +2
CRITICA ABLE N Scale Large support vehicle -1
Head Right Torso (21) o or grounded DropShip
Left Arm (CASE) 1. Life Support Right Arm  (CASE) Damage
1. Shoulder 2. Sens)r.s 1. Shoulder [e] igslj;:lm ii
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 8 30* \ ! /
13 3. [DoubIeHeat Sink 4. Streak SRM 4(0S) 1-3 3. [DoubIeHeat Sink o 29 |
"9 4. | Double Heat Sink 5. Sensors "9 4. | Double Heat Sink 8 — /. \
5, [DuuhIeHeat Sink 6. LifeSupport 5. [DoumeHeat Sink o 26" | PHYSICAL ATTACKS
6. LDouble Heat Sink 6. L Double Heat Sink S Right | 27 -
f6) Arm _26* Attack To-Hit Damage
1 [ER PPC Center Torso 1 [ER PPC ¢ an = Punch 2 5
2. LERPPC 1. XL Fusion Engine 2. LERPPC 25 Kick 2 20
4-6 3.[ATM 6 2. XL Fusion Engine 4-6 3.|ATM 6 24* Push 1 €
4. | ATM 6 3. XL Fusion Engine 4. |ATM 6 23* Charge O 10/Hex
5.LATM 6 13, Gyro 5. LATM 6 Ea DFAQ e ®
6. Ammo (ATM 6) 10 5 Gyro 6. Ammo (ATM 6) 10 Right = bt by vt it
6. Gyro 21 | \ ified by target piloting ski /
1. Gyro . (21) 20 / \
Left Torso 2. XL Fusion Engine Right Torso Eua PUNCH LOCATION TABLE
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 17% DieRoll
3. [DuuhleHeat Sink 5. Jump Jet 3. [DoumeHeat Sink = (1D6) LS FIR RS
1-3 4 | ouble Heat Sink 6 ECM Suite 1-3 4 | Double Heat Sink ' 16 | 1 LT LA RT
. . Double Heat Sinks: .
5. [DoubIeHea! Sink 5. [DoubIeHeal sink 23 (46) 15 2 LT LT RT
6. LDouble Heat Sink EngineHitsO O O 6. L Double Heat Sink Le\slod* S Effects 14 3 or or or
i utdown
1 [DouhleHeatSmk GyroHitsQ O 1. Medium Pulse Laser 28 Ammo Exp, avoid on 8+ Q00 13" | 4 LA RT RA
2. LDouble Heat Sink Sensor HitsQ O 2. [ Targeting Computer o 000 12 5 LA RA RA
Life S.Jpport le) 5 26  Shutdown, avoid on 10+ L 6 HD HD HD
4-6 3. Medium Pulse Laser 3. Targel!ng Computer 25 -5 Movement Points O O O 11 \ /
e e ¢ [Jumrocmoue 24 aviodtis ofie 06" | , \
6 JumpJet 6. Jump Jet 23 fmmo Bxp, avad on 5+ 00 9 KICK LOCATION TABLE
20 -4 Movement Points o0 | & DieRoll
V 19 Ammo Exp, avgid on 4+ (o]0 7 (106) Ls EIR RS
Left Leg Right Leg 18 Shutdown, avoid on 6+ [e]e) 6
I_ o v | © 1-3 LL RL RL
1 Hip LYY 1. Hip 17 +3 Modifier to Fire Q0O o e L L AL
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points (e]e} 2 \ /
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ ]
4. Foot Actuator 4. Foot Actuator 13 +2Modifier to Fire — / \
5. [Double Heat Sink Damage Transfer 5.[ Double Heat Sink 10 -2 Movt_ement P‘?'”ts 2 FACING AFTER FALL
6. Double Heat Sink Diagram 6. Double Heat Sink g ?&’E’\g:&opzﬁs 1 bieRoll
\ /7 \ / 0 (1D6) New Facing Hit Location
R R 1 Same Direction Front
© 2022 The Topps Company, Inc. Classic BattleT ech, BattleTech, ‘"M ech and BattleM ech are trademarks of The Topps Company, Inc. All rightsreserved. " "
Catalyst Game L abs and the Catalyst Game L abs logo ar e trademar ks of InM ediaRes Production, LL C. Permission to photocopy for personal use. 2 1 Hexside Right Right Side
3 2 Hexsides Right Right Side
/ MOVEMENT RECORD \ 4 Opposite Direction Rear
5 2 Hexsides Left Left Side
\ 6 1Hexsideleft  LeftSide /
Turn# 1 2 3 4 5 6 7 8 9 10 /i \
Hex/Facing CLUSTERHITSTABLE
Move Mode DieRoll
(2D6) 6
2 2
3 2
4 3
5 3
6 4
Turn# 11 12 13 14 15 16 17 18 19 20 7 2
Hex/Facing 8 4
9 5
Move Mode 10 5
11 6
12 6

\Anemlsl\/ FCS: +2




B-TTLETECH

BATTLEMECH RECORD SHEET

MECH A

WARRIOR DATA

™

ARMOR DIAGRAM

Head (9)

Left Torso

o O
o O
O _O

Right Torso

N
Type: Orion ON2-M Name: Janceena Niemoj é)
Movement Points: Tonnage: 75 . - .
. Gunnery skill: 4 Piloting Skill:
Walking: 4 Tech Base: Inner Sphere y 9 g
Running: 6 RulesLevel: Standard misTaken [ 1 [ 2 [3 [ 4[5 [6] o)
Jumping: 0 Role: Brawler consciousness# | 3 | 5 | 7 [ 10 [ 11 |Dead] 8
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser LA 4 6[F — 2 4 6
1 MediumPulseLaser RA 4 6[PF — 2 4 6 Center
: _ Left Arm Torso Right Arm
1 Medium Pulse Laser LT 4 6[F 2 4 6 (21) (%) (21)
1 LRM 15 LT 5 UMS[MCS 6 7 14 21
w/Artemis IV
1 GaussRifle RT 1 15[DB,X] 2 7 15 22
Total Heat (Dissipation): 18 (20) Left Right
Leg Center Leg
(32) Torso (32)
(10)
Ammo: (Gauss) 16, (LRM 15 Artemis-capable) 16 Left Right
Quirks: Anti-Aircraft Targeting, Easy to Maintain, Rugged (1 Point) Torso Rear Torso Rear
(10) (10)
BV: 2,011 )
N g
\ & )
/4 \ Heat
CRITICAL TABLE N\ Scale
Head Right Torso (16) -
Left Arm 1. Life Support Right Arm .
1. Shoulder 2. Sens)r.s 1. Shoulder °
2. Upper Arm Actuator 3. COCkaF 2. Upper Arm Actuator g 30*
13 3. Lower Arm Actuator 4. Ferro-Fibrous 1-3 3. Lower Arm Actuator o 2_9
"2 4. Medium Pulse Laser 5. Sensors "2 4. Medium Pulse Laser o —
5. Endo Sted 6. LifeSupport 5. Endo Sted S 28 |
6. Endo Steel 6. Endo Steel o] Right 27
o8 Arm 26*
1. Endo Steel Center Torso 1. Endo Steel of (1) =
2. Endo Steel 1. Fuson Engine 2. Endo Steel 9, 25
3. Endo Steel § i 3. Endo Steel *
4-6 v Endo s 2. Fusion Engine 4-6 r B 24
- Endo 3. Fusion Engine - Endo 23*
5. Endo Steel 1-3 4. Gyro 5. Endo Steel o]
6. Roll Again 5. Gyro 6. Roll Again Right [ 22"}
6. Gyro | 21 |
20*
1. Gyro . (16) L
Left Torso (CASE) 2. Fusion Engine Right Torso 19¢
1. Medium Pulse Laser 3. Fusion Engine 1. [ GaussRifle 18*
2.[LRM 15 4-6 4. Fusion Engine 2. | GaussRifle 17
3.|LRM 15 5. Ferro-Fibrous 3. | GaussRifle —
1-3 1-3 ; ! 16
4. LLRM %5 6. Ferro-Fibrous 4. GaussR!fle Double Heat Sinks: —
5. Artemis|V FCS 5. | GaussRifle 10 (20) 15
6. Ammo (LRM 15 Artemis-capable) 8 EngineHitsO O O 6. | GaussRifle Level* Effects 14*
GyroHitsO O 30 Shutdown = |
1. Ammo (LRM 15 Artemis-capable) 8 Sensor HitSO o 1. LGaussRifle 28 Ammo Exp, avoid on 8+ O S
2. CASE i 2. Ammo (Gauss) 8 26 Shutd id on 10+ O 12
- Life Support O utdown, avoid on —
4-6 3. Ferro-Fibrous 3. Ammo (Gauss) 8 25 -5 Movement Points O 11
4. FerrorF?Erous 4. Fe(roF\Erous 24 +4 Modifier to Fire O —10*
:. |Ize(ror:zlbrous Z :ze(ro:jbrous 23 Ammo Exp, avoid on 6+ O _g
. erro-Fibrous . -erro-Fibrous 22 Shutdown, avoid on 8+ O _*
20 -4 Movement Points | & |
19 Ammo Exp, avoid on 4+ O 7
Left Leg HVS'[ Right Leg 18  Shutdown, avoid on 6+ @] 6
- |_ h 17 +3Modifier to Fire O |
1. Hip game Diabs 1. Hip ! 5
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 13 +2Modifier to Fire —
5. Ferro-Fibrous Damage Transfer 5. Ferro-Fibrous 10 -2 Movt_ement PO,' nts 2
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous g ?,\’;l/lg\jj;:n[lopiiﬁs 1
N\ / '\ / o

© 2022 The Topps Company, Inc. Classic BattleT ech, BattleT ech, 'Mech and BattleM ech are trademarks of The Topps Company, Inc. All rightsreserved.
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MOVEMENT RECORD

\

4 HIT LOCATION TABLE \

DieRoll

(2D6) LS FIR RS
2¢ LT(C) cT(C) RT(C)
3 LL RA RL
4 LA RA RA
5 LA RL RA
6 LL RT RL
7 LT CT RT
8 CT LT CcT
9 RT LL LT
10 RA LA LA
11 RL LA LL
12 HD HD HD

\*A result of 2may inflict acritical hit. /
4 TO-HIT MODIFIERS N

Attacker
Stationary +0
Walked +1
Ran +2
Prone +2
Skidding +1

Terrain
Light Woods +1/hex
Heavy Woods +2/hex
Partial Cover +1

Target
Prone (adjacent hex) -2
Prone (other hex) +1
Immobile -4
Skidding -2
Moved 0-2 hexes +0
Moved 3-4 hexes +1
Moved 5-6 hexes +2
Moved 7-9 hexes +3
Moved 10-17 hexes +4
Moved 18-24 hexes +5
Moved 25+ hexes +6
Jumped +1
BattleArmor unit +1
Secondary target (front) +1
Secondary target (side/rear) +2
Large support vehicle -1
or grounded DropShip

Damage
Sensor hit +2

Shoulder hit

\-AWQI—*J—/
( PHYSICAL ATTACKS N

Attack To-Hit Damage
Punch +1 7
Kick -2 15
Push -1 &€
Charge +0* TIHex

\* Modified by target piloting skill

/
4 PUNCH LOCATION TABLE N

DieRoll

(1D6) LS FIR RS

1 LT LA RT

2 LT LT RT

3 cT cT cT

4 LA RT RA

5 LA RA RA
\ 6 HD HD HD /

4 KICK LOCATION TABLE N

DieRoll
(1D6) LS FIR RS
1-3 LL RL RL
LL LL

\ 4-6 RL /

4 FACING AFTER FALL N

DieRoall

(1D6) New Facing Hit Location
1 Same Direction Front
2 1 Hexside Right Right Side
3 2 Hexsides Right Right Side
4 Opposite Direction Rear
5 2 Hexsides Left Left Side

\ 6 1 Hexside Left LeftSide

Turn#

10

Hex/Facing

Move Mode

Turn#

11

12

13

14 15

16

17

18

19

20

Hex/Facing

Move Mode

/

4 CLUSTERHITSTABLE N

DieRoll

(2D6) 15

2 5

3 5

4 6

5 9

6 9

7 9

8 9
9 12
10 12
11 15
12 15

\Anemlsl\/ FCS: +2
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