B-TTLETECH

BATTLEMECH RECORD SHEET

ECH D.

WARRIOR DATA

ARMOR DIAGRAM

Head (9)
Left Torso

Right Torso

N
Type: Marauder 11C 2 Name: Bernice Makarezos
Movement Points: Tonnage: 85 . - .
. Gunnery skill: 3 Piloting Skill: 4
Walking: 4 Tech Base: Clan y 9
Running: 6 RulesLevel: Standard HitsTaken [ 1 [2 [3 [ a5 ]6|
Jumping: 4 Role: Skirmisher consciousness# | 3 | 5 | 7 [ 10 [ 11 |Dead]
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 Heavy Large Laser LA 18 16[DE] — 5 10 15
1 Medium Pulse Laser LA 4 7[F — 4 8 12 Center
1 Heavylagelasr RA 18 16[DE] — 5 10 15 Le(f;;‘;m ?2'5;’ R'g("z‘s’;’m
1 MediumPulseLaser RA 4 7[PF — 4 8 12
1 ERLargelaser CT 12 10[DE] — 8 15 25
Total Heat (Dissipation): 56 (48)
Left Right
Leg Center Leg
(32) Torso (32)
(12)
Quirks: Command 'Mech, Hyper-Extending Actuators, Narrow/Low Left Right
Profile, Exposed Actuators Torso Rear Torso Rear
(8) (8)
BVv: 3,113 <)
\ \ & )
/, \ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Scale
Head
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
13 3. Lower Arm Actuator 4. Ferro-Fibrous 1-3 3. Lower Arm Actuator
3 4.[DouhIeHeatS|nk 5. Sensors 0 4, [DoubleHmI sink
5. L Double Heat Sink 6. LifeSupport 5. L Double Heat Sink
6. [ Heavy Large Laser 6. [ Heavy Large L aser
1. | Heavy Large Laser Center Torso 1. | Heavy Large Laser
2. LHeavy Large Laser 1. Fusion Engine 2. LHeavy LargeLaser
4-6 3. Medium Pulse Laser 2. Fusion Engine 4-6 3. Medium Pulse Laser
~Y 4. Ferro-Fibrous 3. Fusion Engine ~9 4. Ferro-Fibrous
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous
6. Gyro
20*
1. Gyro . 1
Left Torso 2. Fusion Engine nght Torso i
1 [DoubIeHeat Sink 3. Fusion Engine 1 [DoubIeHeal Sink 18*
2. LDouble Heat Sink 4-6 4. Fusion Engine 2. L Double Heat Sink 17%
3 3.[D0uhIeHeatS|nk 5. ER LargeLaser 3 3.[DoubIeHemSmk =
1-3 4 Lbouble Heat sink 6. EndoSted 1-3 L oubleHeat sink Double Heat Sinks: 16 |
5. [DoubIeHea! Sink 5. [DoubIeHeal sink 24 (48) 15+
6. LDouble Heat Sink EngineHitsO O O . LDouble Heat Sink Level* Effects 14*
GyroHitsO O 30 Shutdown = |
1. | Double Heat Sink N 1 Jet .
[ ouble Heat Sin Sensor HitsQ O ump 28 AmmoExp,aV(_Jldon8+ 000 —
2. LDouble Heat Sink > 2. Jump Jet 26 Shutdown, avoid on 10+ OO0 12
4 > lmod Life Support O 3. Endo Sted 25 -5 Movement Points 000 11
4. Jump Jet 4. Endo Steel 24 +4Modifier to Fire 000 | [l
5. Endo Steel 5. Endo Steel . —
6 EndoSed 6 EndoSted 23 Ammo Exp, avoid on 6+ [e)e) 9
- Endo - Endo 22 Shutdown, avoid on 8+ OO —
20 -4 Movement Points | & |
19 Ammo Exp, avoid on 4+ OO 7
Left Leg BH‘[HLVS'[ Right Leg 18 Shutdown, avoid on 6+ [e]e) 6
1 Hip LYY 1. Hip 17 +3 Modifier to Fire (e]e) o
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 42 ModlflertoFl_re —
5.[DoubleHeatSink Damage Transfer 5.[ Double Heat Sink 10 -2Movement Points 2
6.LDouble Heat Sink Diagram 6.LDouble Heat Sink g ?&?f;:&opiiﬁs 1
N\ / '\ / o
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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 CT
9 RT LL LT
10 RA LA LA
11 RL LA LL
12 HD HD HD

\*ArewItOmeayianict acritical hit. /

4 TO-HIT MODIFIERS N

Attacker
Stationary +0
Walked +1
Ran +2
Jumped +3
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 \

Attack To-Hit Damage
Punch +1 8
Kick -2 17
Push -1 a€”
Charge +0* 8/Hex
DFA +0* 24

*Modified by target piloting skill

\ /
( FUNCH LOCATION TABLE §

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

\ /
( KICK LOCATIONTABLE )

DieRoll
(1D6) LS FIR RS
Turn # 1 2 3 4 5 6 7 8 9 10 1-3 LL RL RL
Hex/Facing 4-6 LL LL RL y
Move Mode
4 FACING AFTER FALL N
DieRoll
(1D6) New Facing Hit Location
1 Same Direction Front
Turn# . 11 12 13 14 15 16 17 18 19 20 2 1 HexsideRight  Right Side
Hex/Facing 3 2 HexsidesRight Right Side
Move Mode 4 Opposite Direction  Rear
5 2 HexsidesLeft  Left Side
6 1HexsideLeft  Left Side

/




B-TTLETECH

ARMOR DIAGRAM

Head (8)

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
MECH DATA \ WARRIOR DATA s t# g 2;
Type: Cougar Prime Name: Kristi Young 8 cr LT cr
Movement Points: Tonnage: 35 . _ . 9 RT LL LT
. Gunnery skill: 3 Piloting Skill: 4
Walking: 5 Tech Base: Clan y 9 10 RA LA LA
Running: 8 RulesLevel: Standard witsTaken [ 1 [ 2 [ 3] 4] 5] 6 ) g E'[-J :’S :'EJ
Jumping: 0 Role: Sniper
ping . P conssousness# [ 3 [ 5 | 7 [ 10 [ 11 [oe] \\* A result of 2 may inflict acritical hit. /
Weapons & Equipment Inventory (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng / TO-HIT MODIFIERS \
1 LargePulseLaser LA 10 10[PF — 6 14 20
1 LagePulselaser  RA 10 10[F] — 6 14 2 Center A"g;‘?’ o
1 LRM 10 LT 4 UMS[MCS — 7 14 21 Left Arm Torso Right Arm g
g (11) (11) Walked +1
1 LRM 10 RT 4 UMI[MCS — 7 14 21 Ran +2
I Prone +2
Total Heat (Dissipation): 28 (20)
Skidding +1
Terrain
Left Right Light Woods +1/hex
Leg Center Leg Heavy Woods +2/hex
Torso 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
Arr.1mo: (L I.RM. 10) 24 Leit Right Moved 7-0 hexes 43
Quirks: Ubiquitous (Clans) Torso Rear Torso Rear Moved 10-17 hexes +4
4 (4 Moved 18-24 hexes +5
( Moved 25+ hexes +6
\ BV: 1,960 ﬁ) Jumped +1
\ - | / BattleArmor unit +1
, \ Heat Secondary target (front) +1
CR| Tl CA AB L E \, Scale Secondary target (side/rear) +2
Large support vehicle -1
H ead ow or grounded DropShip
Left Arm 1. LifeSupport Right Arm Damage
1. Shoulder 2. Sens)r.s 1. Shoulder Sensor hit +2
2. Upper Arm Actuator 3. Cockpit . 2. Upper Arm Actuator 30* Shoulder hit +4
13 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator 29 | \_AWQ—*'_/
O 4 [DouhleHeat Sink g EQPSUSLS ™ 4 [DoubleHmI Sink 3 / \
5. LDouble Heat Sink . Life Support 5. L Double Heat Sink | < | —
6. I:LargePulseLasa 6. [LargePuIseLaser 27 PHYSICAL ATTACKS
1. LLarge Pulse Laser Center Torso 1. LLargePulse Laser —26* Attack To-Hit Damage
2. Roll Again 1. XL Fusion Engine 2. Roll Again 25* Punch +1 3
4-6 3. Roll Again 2. XL Fusion Engine 4-6 3. Roll Again 24 Kick -2 7
4. Roll Again 13 3. XL Fusion Engine 4. Roll Again 23+ Push -1 €
2' E":: ‘;ga” 4. Gyro Z SO:: :9‘*_" 5> | | chage +0* IHex
. 0l jan . ol an _— . — .
g Z 3:2 g o1 \*Modmed by target piloting skill /
20*
1. Gyro . . / \
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE) 19* 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. LRM 10 5. Endo Steel 3. [DoumeHeat Sink — (1D6) Ls FIR RS
1-3 4. Ammo (LRM 10) 12 6. Endo Steel 1-3 4. L Double Heat Sink . .16} 1 LT LA RT
Double Heat Sinks: "
5. Endo Steel 5 LRM 10 10 (20) 15 2 LT LT RT
6. Endo Steel EngineHitsO O O 6. Ammo (LRM 10) 12 Level* Effects 14 3 cr cr cT
GyroHitsO O 30 Shutdown 13" 4 LA RT RA
1. Endo Sted! Sensor HitsO© O 1. Ferro-Fibrous 28  Ammo Exp, avoid on 8+ (@] 13" ]
2. Endo Steel > 2. Ferro-Fibrous : (@) 12 5 LA RA RA
Life Support O 26  Shutdown, avoid on 10+ | — 6 HD HD HD
4—6 3. Endo Steel 3. Fe(r(}F\b.rous 25 -5 Movement Points O 11 \ /
g, 22:: 23:2 : Eg:: 23:2 24 +4Modifier to Fire (@) 10* / \
g g 23 Ammo Exp, avoid on 6+
6. Roll Again 6. Roll Again 2 Shutdownpavoidon8+ 8 9 KICK LOCATION TABLE
3 i 8 )
2 gz, 0 | P [
mmo Exp, avoid on
Left Leg BH‘[H VS'[ Right Leg 18  Shutdown, avoid on 6+ @] 6 (1D6) LS FIR RS
1 Hip L R 1 Hip 17 +3Modifier toFire O = | 13 LL RL RL
. game Dlabs . ] R
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @] 21 \ 46 LL LL RL /
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 -2Movement Points 2 FACING AFTER FALL
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous 8 +1Modifier to Fire 1 .
\. VAN 5 -1 Movement Points / T DieRoll
L (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 | nM ediaRes Production, L L 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
— T 5 3 T z 5 > 5 5 m \ © 1 Hexside Left LeftSide
Hex/Facing (" CLUSTERHITSTABLE J
Move Mode
DieRoll
(2D6) 10
2 3
3 3
4 4
5 6
Turn# 11 12 13 14 15 16 17 18 19 20 6 6
Hex/Facing ; g
Move Mode 9 8
10 8
1 10
\ / \ 1 10 /




B-TTLETECH

BATTLEMECH RECORD SHEET

™

ARMOR DIAGRAM

Head (9)

Left Torso

Right

Torso

ECHD \ WARRIOR DATA
Type: Hellhound (Conjurer) (Standard) Name: Ethan Lopez
Movement Points: Tonnage: 50 . - .
. Gunnery skill: 3 Piloting Skill: 4
Walking: 6 Tech Base: Clan y 9
Running: 9 RulesLevel: Standard HitsTaken [ 1 [2 [3 [ a5 ]6|
Jumping: 6 Role: Skirmisher consciousness# | 3 | 5 | 7 [ 10 [ 11 |Dead]
Weapons & Equipment Inventory (hexes) o)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 LargePulseLaser RA 10 10[PF — 6 14 20
2 Stresk SRM 2 LT 2 2MdI[MC — 4 8 12 Center
2 ER Medium Laser RT 5 7[DE — 5 10 15 Le(“l 4A)”” Iozf;f Right Arm
Total Heat (Dissipation): 24 (20)
Left Right
Leg Center Leg
(24) Torso (24)
(7)
Ammo: (Streak SRM 2) 50
. . Left Right
Quirks: Extended Torso Twist Torso Rear Torso Rear
(5) (5)
\, BV: 2,393 (&
\ /
/ \ INTERNAL STRUCTURE DIAGRAM Heat
CRITICAL TABLE N\ Head Scale
Head Left Torso (12) Right Torso (12) (G
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
"2 4. Hand Actuator 5. Sensors "2 4. Hand Actuator —
5. Ferro-Fibrous 6. LifeSupport 5. [LargePuIseLaser 28" |
6. Ferro-Fibrous 6. LLarge Pulse Laser Left Right 27
Arm Arm 26*
1. Roll Agan Center Torso 1. Ferro-Fibrous (8) (8) ool
2. Roll Again 1. Fusion Engine 2. Ferro-Fibrous 25
4-6 3. Roll Again 2. Fusion Engine 4-6 3. Roll Again 24
Y 4. Roll Again "V 4. Roll Again o |
3. Fusion Engine 23*
5. Roll Again 13 4. Gyro 5. Roll Again oo |
6. Roll Again 5. Gyro 6. Roll Again Left Right [ 22"}
6. Gyro Leg Leg A
20*
1. Gyro . (12) (12) L —
Left Torso (CASE) 2. Fusion Engine Right Torso 19¢
1. Jump Jet 3. Fusion Engine 1. Jump Jet 18*
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet 17*
1-3 3. Streak SRM 2 5. Jump Jet 1-3 3. ER Medium Laser o 1
"9 4. Streak SRM 2 6. Jump Jet ~9 4. ER Medium Laser . —
5. Ammo (Streak SRM 2) 50 5. Endo Steel Double Heatlgi ?;OS) 15¢
6. Endo Steel EngineHitsO O O 6. Endo Steel Level* Effects 14
GyroHitsO O 30  Shutdown 5 |
1. Ferro-Fib . 1. Ferro-Fibi "
2 F:;EF:sz: Sensor HitsQ O 2 leﬂg‘arnous 28 Ammo Exp, avoid on 8+ @] -
. i . 26  Shutdown, avoid on 10+ O | —
Roll Again Life Support O Roll Again ent Poi
4-6 3. Roll Aga 3. Rol gal 25 -5Movement Points (@) 11
4. Roll Again 4. Roll Again 24 +4Modifier to Fire @) 10*
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ O _
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ 3 9*
20 -4 Movement Points | & |
19 Ammo Exp, avoid on 4+ O 7
Left Leg BH‘[H VS'[ 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. Endo Steel Damage Transfer 5. Endo Steel 10 -2Movement Points 2
6. Endo Steel Diagram 6. Endo Sted B L iovement Pams =
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 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.

/

Attacker
Stationary +0
Walked +1
Ran +2
Jumped +3
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

/
4 PHYSICAL ATTACKS \

Attack To-Hit Damage
Punch +0 5
Kick -2 10
Push -1 &€’
Club -1 10
Charge +0* 5/Hex
DFA +0* 15

\*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 )

DieRoll
(1D6) LS FIR RS
Turn# 1 2 3 4 5 6 7 8 9 10 1-3 LL RL RL
Hex/Facing 46 LL LL RL /
Move Mode
4 FACING AFTER FALL N
DieRoll
(1D6) New Facing Hit Location
1 Same Direction Front
Turn# . 11 12 13 14 15 16 17 18 19 20 2 1 HexsideRight  Right Side
Hex/Facing 3 2 HexsidesRight  Right Side
Move Mode 4 Opposite Direction  Rear
5 2 HexsidesLeft  Left Side
6

1HexsideLeft  Left Side /




B-TTLETECH

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 P R o
O O O\ ©00C ‘o o Of
——\ fo e o0 o 5 LA RL RA
MECH DATA " ( WARRIOR DATA O 0nC° 6 LL RT R
— . 0 0 0 0. 00 7 LT cr RT
Type- Linebacker Prime Name: Timotheus Kanegawa OO0 |00O01 00 8 cT LT cr
Movement Points: Tonnage: 65 ) I oleo0ofo 9 RT LL LT
. Gunnery skill: 4 Piloting Skill:
Walking: 6 Tech Base: Clan y 9 % 8 8 g g 10 RA LA LA
Runni_ng: 9 RulesLevel: Sta_nda_)rd HitsTaken [ 1 [2 [3 [ 4 [ 5[ 6| olo o0 dlo g EI[-) :/S :IEJ
Jumping: 0 Role: Skirmisher consciousness# | 3 | 5 | 7 [ 10 [ 11 |Dead] o0 0 9]0 \ TR /
- olo o olo A result of 2 may inflict acritical hit.
Weapons & Equipment Inventory (hexes) o0 /. \
Qty Type Loc Ht Dmg Min Sht Med Lng TO-HIT MODIFIERS
1 ERPPC LA 15 15[DE] — 7 14 23
1 ERPPC RA 15 15[DE] — 7 14 23 Center Attacker
Left Arm Right Arm Stationary +0
1 LRM5 LT 2 UMS[MCS — 7 14 21 (20) I‘;’;;’ Walked 1
1 Stresk SRM 4 RT 3 2Md[MC — 4 8 12 Ran +2
1 ERSmdllaser(R) RT 2 5[DE — 2 4 & Prone *2
Skidding +1
Total Heat (Dissipation): 37 (28) Terrain
Left Right Light Woods +1/hex
Leg Center Leg Heavy Woods +2/hex
(24) Torso (24) Partial Cover +1
(10) 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
Arr.1mo: (LRM 5) 24, (Streak .SRM 4) 25 Leit Right Moved 7-0 hexes 43
Quirks: Stable, No Torso Twist Torso Rear Torso Rear Moved 10-17 hexes +4
8) (8) Moved 18-24 hexes +5
( Moved 25+ hexes +6
\ BV: 2,868 ﬁ) Jumped +1
\ - | / BattleArmor unit +1
, \ Secondary target (front) +1
CR| Tl CA AB L E \, Secondary target (side/rear) +2
Head Large support vehicle -1
N or grounded DropShip
Left Arm 1. LifeSupport Right Arm Damage
1. Shoulder 2. Sens)r.s 1. Shoulder o Sensor hit +2
2. Upper Arm Actuator 3. COCkaF 2. Upper Arm Actuator ] Shoulder hit +4
13 2 [ER PPC 4. Ferro-Fibrous 133 [ER PPC o = \zmagge o/
"3 4 LerPPC g EQPSUSLS 3 4 [ERPPC o 3 / \
: Fororm e : Fororm Rl rivscaLaTacks 4
6. Ferro-Fibrous 6. Ferro-Fibrous Left g Right 27 PHYSICAL ATTACKS
Al Al
1. Roll Again Center Torso 1. Roll Again m of Am 26" Attack To-Hit Damage
(10) o) (10) n
2. Roll Again 1. XL Fusion Engine 2. Roll Again 25 Punch +2 3
4-6 3. Roll Again 2. XL Fusion Engine 4-6 3. Roll Again 24 Kick -2 B
4. Roll Again 13 3. XL Fusion Engine 4. Roll Again 23+ Push -1 €
2' E":: ‘;ga” 4. Gyro Z SO:: :9‘*_" 5> | | chage +0* 6/Hex
- RolAgEn 2 3{2 - ol Agan Left Right (51| \*Modified by target piloting il /
g Leg Leg —*
1. Gyro X (15) (15) 20" / \
Left Torso (CASE) 2. XL Fusion Engine Right Torso  (cAsg) | 10" | 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 3. LRM5 5. Endo Stedl 3 3. Streak SRM 4 — (1D6) LS FIR RS
1- 4. Ammo (LRM 5) 24 6. Roll Again 1- 4. ER Small Laser (R) Double Heat Sinks: .16} 1 LT LA RT
5. Endo Steel 5. Ammo (Streak SRM 4) 25 14 (28) 15+ 2 LT LT RT
6. Ferro-Fibrous EngineHitsO O O 6. Endo Steel Level* Effects 14* 3 cT cT cT
GyroHitsO O 30 Shutdown 13" 4 LA RT RA
1. Roll Again Sensor H itSO o 1. Ferro-Fibrous 28 Ammo Exp, avoid on 8+ O O S
2 RollAgan Life Su tO 2 Roll Agan 26 Shutdown, avoid on 10+ (e]e} 12 5 LA RA RA
ife or i o 1 ]
46 3. Roll Again pp! 3. Roll Agan 55 -5 Movement Points 00 1 \ 6 HD HD HD /
g, 22:: 23:2 : Eg:: 23:2 24 +4Modifier to Fire [e]e) 10* / \
' ' %5 Snan aotonts ERF{ «ickLocATIONTABLE
9
6. Roll Again 6. Roll Again 22 Shutdown, avoid on 8+ 8 : KICK LOCATION TABLE
ig /:1 M ovgem Pp(ijnts . Ie) ST DieRoll
mmo Exp, avoid on 4+
Left Leg BH‘[H VS'[ Right Leg 18  Shutdown, avoid on 6+ @] 6 (1D6) LS FIR RS
1 Hip L R 1 Hip 17 +3Modifier toFire O = | 13 LL RL RL
. game Dlabs . ] R
2. Upper Leg Actuator 2. Upper Leg Actuator 15 -3 Movement Points @] 21 \ 46 LL LL RL /
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ ]
4. Foot Actuator 4. Foot Actuator 13 +2Modifier to Fire — / \
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2Movement Points 2 FACING AFTER FALL
6. Ferro-Fibrous Diagram 6. Ferro-Fibrous 8 +1Modifier to Fl_re 1 K
\. VAN 5 -1 Movement Points / — DieRoll
L (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 InMediaRes Production, L L C. Per mission 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
— T 5 3 T z 5 > 5 5 m \ © 1 Hexside Left LeftSide
Hex/Facing (" CLUSTERHITSTABLE J
Move Mode ]
DieRoll
(2D6) 5
2 1
3 2
4 2
5 3
Turn# 11 12 13 14 15 16 17 18 19 20 6 3
Hex/Facing ; 2
Move Mode 9 4
10 4
1 5
\ / \ 1 5 /




B.TTLETECH

BATTLE ARMOR: POIN

Type: Elemental Battle Armor [Laser]

Gunnery Skill: 2
Ground MP: 1
Qty Type

1 small Laser

1 SRM2

1 BatleClan

Ammo: (SRM 2) 2

Mechanized:
\! a

@ 1§k #0000000000

/ \
BATTLE ARMOR
RECORD SHEET
N\
/4 \
LEG ATTACKSTABLE
BATTLE ARMOR BASE TO-HIT
TROOPERSACTIVE MODIFIER
4-6 0
3 +2
2 +5
1 +7

/
\

S g 2§£.80000000000
D Min sht Med Lng (3¢ 5000000000
3[DE - 1 2 3
avmes — 2 o o [4§.@0000000000

5¢% 0000000000

WEWEWEWEW).

Swarm: D Leg: D AP: D

© 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.

\ Armor: Standard (Basic) BV: 751/64

SWARM ATTACKSTABLE

BATTLE ARMOR BASE TO-HIT
TROOPERSACTIVE MODIFIER
4-6 +2
13 +5

/
\

/

( SWARM ATTACK MODIFIERSTABLE

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE

BATTLE ARMOR ARMOR TROOPERSACTIVE
TROOPERSACTIVE 1 2 3 4 5 [3
6 +0 +0 +0 +0 41 +2
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BATTLE ARMOR EQUIPMENT

Claws with magnets -1
SITUATION*

‘Mech prone -2
*Mech or vehicleimmobile -
Vehicle -2

*Modifiers are cumulative

2D6 BIPEDAL/TRIPOD QUAD
ROLL LOCATION LOCATION
2 Head Head
3 Rear Center Torso Front Right Torso
4 Rear Right Torso Rear Center Torso
5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
7 Front Center Torso Front Center Torso
8 Left Arm Front Left Torso
9 Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
1 Rear Center Torso Front Left Torso
12 Head Head
N\ /
TRANSPORT POSITI LE
TROOPER '"MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side
2 Left Torso Right Side
3 Right Torso (rear) Left Side
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear
6 Center Torso Rear
TROOPER LARGE SUPPORT
NUMBER VEHICLE LOCATION*
1 Right Side (Unit 1/Unit 2)
2 Right Side (Unit 1/Unit 2)
3 Left Side (Unit 1/Unit 2)
4 Left Side (Unit 1/Unit 2)
5 Rear (Unit 1/Unit 2)
6 Rear (Unit 1/Unit 2)

*Unit 1 and Unit 2 represent two battle armor units.

N\ /

Turn#

1 2 3 4

7 8 9 10

Hex

Move Mode

Turn#

11 12 13 14

15

16

17 18 19 20

Hex

Move Mode

Terrain
Light Woods
Heavy Woods
Partial Cover
Target
Prone (adjacent hex)
Prone (other hex)
Immobile
Skidding
Moved 0-2 hexes
Moved 3-4 hexes
Moved 5-6 hexes
Moved 7-9 hexes
Moved 10-17 hexes
Moved 18-24 hexes
Moved 25+ hexes
Jumped
Secondary Target
Large support vehicle

or grounded DropShip

\

4 TO-HIT MODIFIERS \

+1/hex

+2/hex

+1

+0

+1

+2

+3

+4

+5

+6

+1

+1

/

Move
Cost to Enter Any Hex:
Terrain Cost:
Clear
Paved/Bridge
Road
Rough
Light woods
Heavy woods
Water
Depth 1+
Rubble
Building
Level Change (Up or Down)
1level

2+ levels

\

4 MOVEMENT COST \

Cost

1

+0

+0

+0

+1

+0

+1

Prohibited

+1

+0

+2

Prohibited

/

DieRoll
@206) 2 3 4

2 1 1 1

3 1 1 2

10 2 3 3
11 2 3 4

12 2 3 4

4 CLUSTERHITSTABLE N

5 10
1 3
2 3
2 4
3 6
3 6
3 6
3 6
4 8
4 8
5 10
5 10
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