B-TTLETECH

BATTLEMECH RECORD SHEET

¢ 'MECHDATA )

¢ WARRIOR DATA )

Name: Anri Okamura

Gunnery Skill: 3 Piloting Skill: 3
Hits Taken 4 5 6
Consciousness # 10 | 11 |Dead

Ammo: (MRM 30) 32

N
Type: Catapult CPLT-K5
M ovement Paints: Tonnage: 65
Walking: 4 Tech Base: Inner Sphere
Running: 6 RulesLevel: Standard
Jumping: 4 Role: Skirmisher
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min sht Med Lng
1 MRM 30 LA 10 UMs[MC] — 3 8 15
1 MRM 30 RA 10 UMs[MC — 3 8 15
2 MediumPulseLaser CT 4 6[P] — 2 4 6
1 C3Computer HD — [g] - - - =
(Slave)

Quirks: No/Minimal Arms, Weak Head Armor (1)
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CRITICAL TABLE N\ Head Scale
Head Left Torso (15) Right Torso (15) Overfion
Left Arm 1. Life Support Right Arm '
1. Shoulder 2. Sensor_s 1. Shoulder [e]
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30*
3. [MRM 30 4. C3Slave 3. [MRM 30 o 5
1-3 ;| MRrv 20 S. Sensors 1-3 4 [ mMRM 20 o
5 | MRM 30 6. LifeSupport 5. | MRM 30 o 28"
6. [ MRM 30 6.| MRM 30 g Right | 27
1. LMRM 20 Center Torso 1. LMRM 30 o 'L:rln(;) 260
2. [ Double Heat Sink 1 XL Fusion Engine 2. [ Double Heat Sink 9 25+
4-6 3. | Double Heat Sink 2. XL Fusion Engine 4-6 3. | Double Heat Sink 24%
4. LDouble Heat Sink 3. XL Fusion Engine 4. LDouble Heat Sink 23%
5. Endo Steel 1-3 4. Gyro 5. Endo Steel
6. Endo Sted 5. Gyro 6. Endo Stee Right 2z
6. Gyro Leg 21
1. Gyro ) (15) 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CAsE) 19*
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*
3. XL Fusion Engine 5. Medium Pulse L aser 3. XL Fusion Engine
1-3 4. Jump Jet 6. Medium Pulse Laser 1-3 4. Jump Jet Double Heat Sinks: N 1(1
5. Jump Jet : : 5. Jump Jet 12 (24) 15
6. Ammo (MRM 30) 8 EngineHitsO O O 6. Ammo (MRM 30) 8 Level* Effects 14*
i down
1. Ammo (MRM 30) 8 Gyro H.'tso o 1. Ammo (MRM 30) 8 gg ?murtno Exp, avoid on 8+ (o]0 13*
2. CASE Sensor HitsQ O 2. CASE : 00 12
3. Endo Sted Life Support O 3. Endo Stel 26 Shutdown, avoid on 10+
4-6 4. Endo Steel 4-6 4. Endo Stedl 25 5 Movqnent qu nts o =
24 +4 Modifier to Fire O 10*
5. Endo Stegl 5. Endo Steg! 23  Ammo Exp, avoid on 6+ O 9
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O
20 -4 Movement Points 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H LVS'[ Right Leg 18  Shutdown, avoid on 6+ @) 6
1. Hip LYy 1 Hip 17 +3Modifier to Fire @) o
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
14  Shutdown, avoid on 4+
3. Lower LegActuator 3. Lower LegActuator T .
4. Foot Actuator 4. Foot Actuator 13 +2Modifier to Fire 3
5. Endo Steel Damage Transfer 5. Endo Steel 180 -2 M%\ée;nent PO_I nts 2
6. Endo Steel Diagram 6. Endo Steel ° *f&"ovégfpgf;s 1
\, /7 \ /| o
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B-TTLETECH

BATTLEMECH RECORD SHEET

¢ 'MECHDATA ) \

Type: Cyclops CP-11-C

Name: Haruki Kobayashi

¢ WARRIOR DATA )

Gunnery Skill: 3 Piloting Skill: 3
Hits Taken 4 5 6
Consciousness # 10 | 11 |Dead

M ovement Paints: Tonnage: 90
Walking: 4 Tech Base: Inner Sphere
Running: 6 RulesLevel: Standard
Jumping: 0 Role: Brawler
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min sht Med Lng
1 Medium Laser LA 3 5[DE] — 3 6 9
1 Medium Laser RA 5[DE] — 3 6 9
1 C3Computer LT — [E] — 5 9 15
(Master)
1 GaussRifle RT 15[DB,X] 2 7 15 22
1 SRM 4 cT 2MsI[MCS — 3 6 9

ARMOR DIAGRAM
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Ammo: (Gauss) 16, (SRM 4) 25 [¢]
Quirks: Battle Computer, Cowl, Difficult Ejection, Weak Head Armor o _
Left o Right
@ Torso Rear [e) Torso Rear
(8) (8)
\\ BV: 2236 (ﬁ)
\ — /
/, \ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (19) Right Torso (19) Overfion
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensor_s 1. Shoulder
2. Upper Arm Actuator 3. Cockpit i 2. Upper Arm Actuator 30*
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator >
" 4. Hand Actuator S. Sensors "2 4. Hand Actuator
5. Medium Laser 6. LifeSupport 5. Medium Laser 28
6. Roll Again 6. Roll Again 27
1 Roll Again Center Torso 1. Roll Again 26
2. Roll Again 1. Fusion Engine 2. Roll Again =
4-6 3. Roll Again 2. Fusion Engine 4-6 3. Roll Again Center 24*
4. Roll Again 3. Fusion Engine 4. Roll Again Torso 23%
5. Roll Again 1-3 4. Gyro 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again Right 22
21
6. Gyro Leg
20*
1. Gyro ) (19)
Left Torso 2. Fusion Engine Right Torso 19*
1. [ C3Master 3. Fusion Engine 1. [ GaussRifle 18*
2. | C3 Master 4-6 4. Fusion Engine 2. | GaussRifle 17*
3. | C3 Master 5. SRM 4 3. | GaussRifle
1-3 4. | C3 Master 6. Ammo (SRM 4) 25 1-3 4. | GaussRifle 16
5. LcaMaster 5. | GaussRifle 12 15+
6. Roll Again EngineHitsO O O 6. | GaussRifle Level* Effects 14*
i 30 Shutdown
1. Roll Again Gyro H_ItSO o 1. L GaussRifle 28 Ammo Exp, avoid on 8+ O O 13
2. Roll Again LS?;S(SI)erE'(;IFtsg o 2. Ammo (Gauss) 8 26  Shutdown évoid on 10+ 0]@) 12
3. Roll Again | 3. Ammo (Gauss) 8 ! }
46, poine 46, nolns 25 -5Movement Points O 11
- Roll Again - ROBAgan 24 +4 Modifier to Fire O 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O 5
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O
20 -4 Movement Points g
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H VS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1 Hi I_ 1 Hi 17 +3Modifier to Fire O "
- p game D labs . p 15 -3Mm t Point 5
2. Upper Leg Actuator 2. Upper Leg Actuator 4 tc‘i"’eme” _d'” 54+ @) 2
3. Lower LegActuator 3. Lower LegActuator Ltdown, avold on 3
4. Foot Actuator 4. Foot Actuator ig‘ +22’\l>|/|od|f|er ttoPIZ'ret
5. Roll Again Damage Transfer 5. Roll Again s ;l M%\éj??(?to Fill’r;S 2
6. Roll Again Diagram 6. Roll Again 5 -1Movement Points 1
\, / '\ / | o
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B-TTLETECH

BATTLEMECH RECORD SHEET

¢ 'MECHDATA )

Ammo: (LRM 10) 24

N
Type: Grand Dragon DRG-C
M ovement Paints: Tonnage: 60
Walking: 6 Tech Base: Inner Sphere
Running: 9 RulesLevel: Standard
Jumping: 0 Role: Skirmisher
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min sht Med Lng
1 Medium Laser LA 3 5[DE] — 3 6 9
1 ERPPC RA 15 10[DE] — 7 14 3
1 Medium Laser (R) LT 3 5[DE] — 3 6 9
1 C3Computer (Save) RT — [E] _ = = =
1 LRM 10 CT 4 UMS[MCS 6 7 14 21

Quirks: Extended Torso Twist, Narrow/Low Profile, Stable

¢ WARRIOR DATA )

Name: Eun-Young Sato

Gunnery Skill: 3 Piloting Skill: 3
Hits Taken 4 5 6
Consciousness # 10 | 11 |Dead

\ BV: 1,904

®

ARMOR DIAGRAM
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/ N\ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (14) Right Torso (14) Overfion
Left Arm 1. Life Support Right Arm '
1. Shoulder 2. Sensor_s 1. Shoulder [e]
2. Upper Arm Actuator 3. Cockpit i 2. Upper Arm Actuator o 30*
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator o >
1-3 4 Hand Actuator S. Sensors 1-3 , rerprc o
5. Medium Laser 6. LifeSupport 5. | ERPPC o 28"
6. Roll Again 6. LER PPC g Right | 27
1 Roll Again Center Torso 1. Roll Again o 'L:rln(;) 26
2. Roll Again 1. XL Fusion Engine 2. Roll Again 2 =
4-6 3. Roll Again 2. XL Fusion Engine 4-6 3. Roll Again 24*
4. Roll Again 3. XL Fusion Engine 4. Roll Again 23%
5. Roll Again 1-3 4. Gyro 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Again Right 22
6. Gyro Leg 21
1. Gyro ) (14) 20
Left Torso (CASE) 2. XL Fusion Engine Right Torso 19*
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*
3. XL Fusion Engine 5. [LRM 10 3. XL Fusion Engine
1_3 4. Medium Laser (R) 6. [LRM 10 1_3 4. C3Slave Double Heat Sinks: \ 16
5. Ammo (LRM 10) 12 : : 5. Roll Again 13(26) 15
6. Ammo (LRM 10) 12 EngineHitsO O O 6. Roll Again Level* Effects 14*
Gyro Hits ! 30 Shutdown
L Sendor 11500 e o amospansms 9O |
3' Roll Adain Life Support le) 3‘ Roll Again 26  Shutdown, av0|d_on 10+ O O
4-6 4. Roll Again 4-6 4. Roll Again 25 5 Movqnent qu nts ole =
) ) 24 +4 Modifier to Fire O 10*
5. Roll qun 5. Rall qun 23 Ammo Exp, avoid on 6+ O S
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ O
20 -4 Movement Points 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H LVS'[ Right Leg 18  Shutdown, avoid on 6+ @) 6
1. Hip =] Y 1. Hip 17 +3Modifier to Fire O =
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @) 2
14  Shutdown, avoid on 4+
3. Lower LegActuator 3. Lower LegActuator T .
4. Foot Actuator 4. Foot Actuator 13 +2Modifier to Fire 3
5. Roll Again Damage Transfer 5. Roll Again 18? 2 M%‘gﬂem Points 2
6. Roll Again Diagram 6. Roll Again 5 +11I\'>I/|ovelzrl1eerr1ttOP'2ir:‘ts 1
\, / '\ / | o

© 2022 The Topps Company, | nc. Classic BattleT ech, BattleT ech, 'M ech and BattleM ech ar e trademar ks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

¢ 'MECHDATA )

BATTLEMECH RECORD SHEET

N
Type: Orion ON1-MC
M ovement Paints: Tonnage: 75
Walking: 4 Tech Base: Inner Sphere
Running: 6 RulesLevel: Standard
Jumping: 0 Role: Brawler
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min sht Med Lng
1 MRM 20 LA 6 UMS[MC] — 3 8 15
1 Medium Laser LA 5[DE] — 3 6 9
1 Medium Laser RA 5[DE] — 3 6
1 MRM 30 LT 10 ¥Md[MC] — 3 8 15
1 LB10-XAC RT 2 10 — 6 12 18

[DB,CIFIS|
1 C3Computer HD — [g] - - - =
(Slave)

Ammo: (LB 10-X) 10, (LB 10-X Cluster) 10, (MRM 20) 12, (MRM 30)
16
Quirks: Anti-Aircraft Targeting, Easy to Maintain, Rugged (1 Point)

¢ WARRIOR DATA )

Name: Natala Ghidlieri
Gunnery Skill: 3

Piloting Skill:

3

HitsTaken | 1 2 3 4

Consciousness# | 3 5 7 10

BV: 2,161

®

ARMOR DIAGRAM
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INTERNAL STRUCTURE DIAGRAM Heat
N Head Scale
Head Left Torso (16) Right Torso (16) Overfion
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder ¢}
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator g 30*
1-3 3. Lower Arm Actuator 4. C3Save 1-3 3. Lower Arm Actuator o >
"3 4 [MRM 20 S. Sensors ™3 4. Medium Laser o
5. [ MRM 20 6. LifeSupport 5. Roll Again 2 28
6. LMRM 20 6. Roll Again o | Right 27
of A
1. Medium Laser Center Torso 1 Roll Again b (r]r;) =
2. Roll Again 1 XL Fusion Engine 2. Roll Again S 25
4 6 3. Roll Again 2. XL Fusion Engine 4 6 3. Roll Again Center 24
~Y 4. Roll Again 3. XL Fusion Engine ~P 4. Roll Again Torso o
5. Roll Again 1-3 4. Gyro 5. Roll Again
6. Roll Again 5. Gyro 6. Roll Agan Right 2z
6. Gyro Leg 2201;
1. Gyro . (16)
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CAsE) 19*
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*
3. XL Fusion Engine 5. Roll Again 3. XL Fusion Engine H EAT DATA
1-3 . 1-3 ' ! N\ |16
4. [MRM 30 6. Roll Again 4.[LB10-X AC Double Heat Sinks:
5. | MRM 30 5. [LB10-X AC Heat 1 (22)' 15
6. | MRM 30 EngineHitsO O O 6. [ LB10-X AC Level* Effects 14*
GyroHitsO O 30  Shutdown =
1| MRM 30 Sensor HitsQ O LLe 1O_X AC 28 Ammo Exp, avqid on 8+ 0]0)
2. LMRM 30 i 2| LBIO-XAC 26 Shutdown, avoid on 10+ O 12
4.6 3. Ammo (MRM 30) 8 Life Support O 4.6 3. lLB10-X AC 25 -5 Movement Points O 11
ey e, 24 vt e 0 |
6' CAm:EO( ) 6' CAm:EO( -X Cluster) 23 Ammo Exp, avoid on 6+ O )
: . 22 Shutdown, avoid on 8+ O
20 -4 Movement Points 8
19 Ammo Exp, avoid on 4+ ©) 7
Left Leg [:H'[H LVS'[ Right Leg 18 Shutdown, avoid on 6+ @) 6
1. Hip L 1 Hip 17 +3Modifier to Fire @) o
. game P labs . .
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points (@) 2
14  Shutdown, avoid on 4+
3. Lower Leg Actuator 3. Lower Leg Actuator o . 3
4. Foot Actuator 4. Foot Actuator 13 +2Modifier to Fire
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movgn_\ent PO_I nts 2
6. Roll Again Diagram 6. Roll Again g +11I\'>I/|<§)\?£1eernttol3'2irris 1
\, /7 \ / | o
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