B-TTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \

( WARRIOR DATA \

Head (9)
Left Torso

ARMOR DIAGRAM

Ferro-Fibrous

Right Torso

N
Type: Archer ARC-2K-MDH Name:
Movement Points: Tonnage: 70 . _— .
R G Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnery Skt Hloting =i
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 45|86
Jumping: 0 Role: Missile Boat Consciousness # | 3 5 10 | 11 |Dead
Engine Type: 280 Fusion
- /
Weapons & Equipment Inventory [hexes)
# Type Loc Ht Dmg Min Sht Med Lng |
1 Large Laser LA 8 BI[DE] — 5 10 15 ]
1 Large Laser RA 8 BIDE] — 5 10 15 | —— | Center )
| - _ ft
1 MRM 20 LT 6 1/Msl[MC] - 3 8 15 : {q'.' /. : d et [T‘;";? R A
1 MRM 20 RT 6 1/Msl[MC] - 3 8 15 2T R ..{- [
1
- - s - f l
- Left Right
Leg Center Leg
Torso (24)
Ammo: (MRM 20) 48 Left Right
Quirks: Battle Fists (LA}, Battle Fists (RA), Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (8) (6)
\_BV: 1439 (ﬁ) ) INTERNAL STRUCTURE DIAGRAM
\ &3
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scalo
Hgad Left Torso (15) Right Torso (15)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1-3 3. Lower Arm Actuator 4. FerroFibrous 1-3 3. Lower Arm Actuator g 59
"2 4. Hand Actuator S. Sensors "2 4. Hand Actuator o -
5.[Large Laser B. Life Support 5.[Lar‘ge Laser ° 28
6.LLarge Laser 6.LLarge Laser ol Right 27
O¢ Arm 26%
1. Roll Again Center Torso 1. Ferro-Fibrous o) " -
2. Roll Again 1. Fusion Engine 2. Ferro-Fibrous o) (1) 25
48 3. Roll Again 2. Fusion Engine 4.6 3. Roll Again 24
~9 4. Roll Again 3. Fusion Engine " 4. Roll Again 3%
5. Roll Again 1-3 4. Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again )
. Right 21
6. Gyro L
°s 204
1. Gyro . (15] 197
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE)
1.[ Double Heat Sink 3. Fusion Engine 1.[MRM 20 187
2.| Double Heat Sink 4-8 4 Fusion Engine 2. MRM 20 T
1-3 3.LDouble Heat Sink 5. Ferro-Fibrous 1-3 3.LMRM 20 \ 6
-3 4.[MRM 20 6. Forro-Fibrous O 4. Ammo [MRM 20) 12 Double Heat Sinks: .
5. MRM 20 5. Ammo (MRM 20) 12 19 (24] 15
6.LMRM 20 Engine Hits OO O 6. CASE Level* Effects (24) 147
i 30 Shutd
1. Ammo [MRM 20) 12 Gyro HitsQ O 1. FerroFibrous o8 A;mc?‘g:p avoid on 84 (0]e) 137
2. Ammo [MRM 20] 12 Sensor Hits O O 2. Ferro-Fibrous oo o B YOl on 3L 00 T2
3. CASE Life Support O 3. Ferro-Fibrous o5 5 :ongvmén\; F‘>mints 'e) 11
4-6 4. Ferro-Fibrous 4-6 4. Ferro-Fibrous 54 +4 Modifi ) =
) odifier to Fire (@) 10
5. Ferro-Fibrous 5. Ferro-Fibrous 53 A ]
) mmo Exp, avoid on 6+ O g
6. Ferro-Fibrous B. Ferro-Fibrous 55 gh .
utdown, avoid on 8+ O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O 7
Left Leg [:H'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l_ A 1. Hip 17 +3 Modifier to Fire O 5 *
. game Plabs . K
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+ 3
4. Foot Actuator 4, Foot Actuator jl g EEMMOd'f'e'" toPFl.re
5. Roll Again Damage Transfer 5. Roll Again 5 -+1 Movzf:ent E_'nts 2
6. Roll Again Diagram 6. Roll Again A odifier I;op |‘r‘et 1
N / \\ -1 Movement Points / )
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B-TTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Archer ARC-2K-MDHFF

N

Ammo: (MRM 20) 48

Movement Points: Tonnage: 70
Walking: 4 Tech Base: Inner Sphere
Running: 6 Rules Level: Standard
Jumping: 0 Role: Missile Boat
Engine Type: 280 Fusion
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Large Laser LA 8 8|[DE] — 5 10 15
1 Large Laser RA 8 B8|[DE] — 5 10 15
1 MRM 20 LT 6 1/Msl[MC] - 3 8 15
1 MRM 20 RT 6 1/Msl[MC] - 3 8 15

ARRIOR DATA \

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 4 5 6
Consciousness # | 3 5 10 | 11 |Dead
— |
- - -

ARMOR DIAGRAM

Heavy Ferro-Fibrous

Head (9)

Left Torso Right Torso

000000000
0000000000
000000000

Center
Torso
(30)

Right Arm
(19)

Center
Torso
(9]

Left Right
Quirks: Battle Fists (LA, Battle Fists (RA], Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (8) (6)
\_BV: 1486 (ﬁ) ) INTERNAL STRUCTURE DIAGRAM
\ %2
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scalo
Hgad Left Torso (15) Right Torso (15)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1-3 3. Lower Arm Actuator 4. Heavy FerroFibrous 1-3 3. Lower Arm Actuator g 59
"2 4. Hand Actuator S. Sensors "2 4. Hand Actuator o -
5.[Large Laser B. Life Support 5.[Lar‘ge Laser ° 28
6.LLarge Laser 6.LLarge Laser ol Right 27
o ]
1. Heavy Ferro-Fibrous Center Torso 1. Heavy Ferro-Fibrous o Allr’:“ 26*
2. Heavy Ferro-Fibrous 1. Fusion Engine 2. Heavy Ferro-Fibrous o) (1) 25
4-6 3. Heavy Ferro-Fibrous 2. Fusion Engine 48 3. Heavy Ferro-Fibrous 24
~9 4. Roll Again 3. Fusion Engine " 4. Heavy Ferro-Fibrous 3%
5. Roll Again 1-3 4. Gyro 5. Heavy Ferro-Fibrous oo
6. Roll Again 5. Gyro 6. Heavy Ferro-Fibrous )
. Right 21
6. Gyro L
eg 204
1. Gyro . (18] -
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) 19
1.[ Double Heat Sink 3. Fusion Engine 1.[MRM 20 187
2.| Double Heat Sink 4-8 4 Fusion Engine 2. MRM 20 T
1-3 3.LDouble Heat Sink 5. Heavy Ferro-Fibrous 1-3 3.LMRM 20 \ 6
2 4.MRM 20 6. Heavy Ferro-Fibrous "~ 4, Ammo (MRM 20) 12 Double Heat Sinks: -
5.| MRM 20 5. Ammo (MRM 20] 12 19 (24] 15
6.LMRM 20 Engine Hits OO O 6. CASE Level* Effects (24) 147
i 30 Shutd
1. Ammo [MRM 20) 12 Gyro Hits O O 1. Heavy Ferro-Fibrous o8 A;mstV:p avoid on B+ (e]e) 137
2. Ammo (MRM 20) 12 Sensor HitsQ O 2. Heavy Ferro-Fibrous Lo (e)e) 12
Life Support O - 26  Shutdown, avoid on 10+
3. CASE pp 3. Heavy Ferro-Fibrous . 11
4_6 4_6 y 25 -5 Movement Points O
4. Heavy Ferro-Fibrous 4. Heavy Ferro-Fibrous o4  +4 Modifier to Fire O 107
5. Heavy Ferro-Fibrous 5. Heavy Ferro-Fibrous 53 A ]
) mmo Exp, avoid on 6+ O g
6. Heavy Ferro-Fibrous 6. Heavy Ferro-Fibrous oo gh I
utdown, avoid on 8+ O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O 7
Left Leg [:H'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17  +3 Modifier to Fire O o
1. Hip game D labs 1. Hip 15 aM Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire
5. Roll Again Damage Transfer 5. Roll Again 1o -2 Movemen’c Pqnts 2
B. Roll Again Diagram B. Roll Again 8  +1 Modifier to Fire 1
\ / \\ 5 -1 Movement Points / 0
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B-TTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \

( WARRIOR DATA \

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

N
Type: Archer ARC-2K-MRM Name:
Movement Points: Tonnage: 70 . _— .
R G Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnery Skt Hloting =i
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 45|86
Jumping: 0 Role: Missile Boat Consciousness # | 3 5 10 | 11 |Dead
Engine Type: 280 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng |
1 Large Laser LA 8 BI[DE] — 5 10 15 ]
1 Large Laser RA 8 BIDE] — 5 10 15 ' — | Center )
| - _ ft
1 MRM 20 LT 6 1/Msl[MC] - 3 8 15 2 '.' /. : d et [T‘;";? R A
1 MRM 20 RT B 1/Msl[MC] - 3 8 15 v ’.‘._ o NS {.‘ i
1
- - s - f l
- Left Right
Leg Center Leg
(24) Torso (24)
(8)
Ammo: (MRM 20) 48 Left Right
Quirks: Battle Fists (LA, Battle Fists (RA], Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (8) (6)
\_BV: 1314 (ﬁ) ) INTERNAL STRUCTURE DIAGRAM
\ 2
/, \ Standard Structure Heat
CRITICAL TABLE \ s Scale
Hgad Left Torso (15) Right Torso (15)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1-3 3. Lower Arm Actuator 4. Ferro-Fibrous 1-3 3. Lower Arm Actuator g 59
"2 4. Hand Actuator S. Sensors "2 4. Hand Actuator o -
5.[Large Laser B. Life Support 5.[Lar‘ge Laser ° 28
6.LLarge Laser 6.LLarge Laser ol Right 27
. O¢ Arm 26%
1. Roll Again Center Torso 1. Roll Again of 1 ~
2. Roll Again 1. Fusion Engine 2. Roll Again o) (1) 25
48 3. Roll Again 2. Fusion Engine 4.6 3. Roll Again 24
~9 4. Roll Again 3. Fusion Engine " 4. Roll Again 3%
5. Roll Again 1-3 4. Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again )
6. Gyro Right 21
- Lyl Leg 204
1. Gyro . (18] -
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) "9*
1.]MRM 20 46 3. Fusion Engine 1.[MRM 20 18
2. MRM 20 "0 4. Fusion Engine 2. MRM 20 174
1-3 3.LMRM 20 5. Heat Sink 1-3 3.LMRM 20 6
4. Ammo (MRM 20] 12 B. Ferro-Fibrous 4. Ammo (MRM 20) 12 Heat Sinks: -
5. Ammo (MRM 20) 12 5. Ammo (MRM 20] 12 19 15
6. CASE Engine Hits 000 B. CASE Level* Effects 147
i 30 Shutd
1. Ferro-Fibrous GYI"D H!tS 00 1. Ferro-Fibrous og Ar;Jmc?\I,Ev:p avoid on 8+ O O 137
2. Ferro-Fibrous Sensor HitsQ O 2. Ferro-Fibrous ' (e]e) 12
. Life S 26  Shutdown, avoid on 10+
3. Ferro-Fibrous ife Support O 3. Ferro-Fibrous 95 -5 Movement Points 'e) 11
4-6 4. Ferro-Fibrous 4-6 4. Ferro-Fibrous 54 +4 Modifi ) =
) odifier to Fire (@) 10
5. Ferro-Fibrous 5. Ferro-Fibrous 53 A ]
) mmo Exp, avoid on 6+ O g
6. Ferro-Fibrous B. Ferro-Fibrous 55 gh .
utdown, avoid on 8+ O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O 7
Left Leg [:H'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17 +3 Modifier to Fire O 5 *
- Hip game D labs - Hip 15 aM t Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4, Foot Actuator 13 +2 Modifier to Fire
5. Roll Again Damage Transfer 5. Roll Again 1o -2 Movement F’qnts 2
8. Roll Again Diagram 6. Roll Again ?, TMM”d'f'erzopF'Fet 1
N / \\ -1 Movement Points / )

© 2026 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

BATTLEMECH RECORD SHEET

Ammo: (MRM 30) 32

( 'MECH DATA \ \ ( WARRIOR DATA \
Type: Archer ARC-2R-MDH Name:
Movement Points: Tonnage: 70 . _— .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: | Piloting Skil:
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 al|l 5|8
Jumping: 0 Role: Missile Boat Consciousness # | 3 5 10 | 11 |Dead
Engine Type: 280 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5][DE] - 3 6 9
1 Medium Laser RA 3 5[DE] - 3 6 9
1 MRM 30 LT 10 1/Msl[MC] - 3 8 15
1 MRM 30 RT 10 1/Msl [MC] - 3 8 15
1 Medium Laser CT 3 5|[DE] - 3 6 9
1 Medium Laser (R) CT 3 5|[DE] - 3 6 9

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

Center
Torso
(34)

Right Arm
(21)

Left Right
Leg Center Leg
(30) Torso (30)

(10)

Left Right
Quirks: Battle Fists (LA, Battle Fists (RA], Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (7) (7)
\_BV: 1570 (ﬁ) ) INTERNAL STRUCTURE DIAGRAM
\ a3
/, \ Standard Structure Heat
CRITICAL TABLE \ - Seale
Hgad Left Torso (15) Right Torso (15)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1-3 3. Lower Arm Actuator 4. Ferro-Fibrous 1-3 3. Lower Arm Actuator g 59
"2 4. Hand Actuator S. Sensors "2 4. Hand Actuator o -
5. Medium Laser B. Life Support 5. Medium Laser ° 28
B. Roll Again B. Ferro-Fibrous ol Right 27
o 3
1. Roll Again Center Torso 1. Ferro-Fibrous o Allr’:“ 26*
2. Roll Again 1. Fusion Engine 2. Ferro-Fibrous o) (1) 25
4-6 3. Roll Again 2. Fusion Engine 48 3. Ferro-Fibrous 24
~9 4. Roll Again 3. Fusion Engine " 4. Ferro-Fibrous 3%
5. Roll Again 1-3 4. Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again )
. Right 21
6. Gyro Leg
207
1. Gyro . (18] -
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE] 18
1.[MRM 30 3. Fusion Engine 1.[MRM 30 187
2.| MRM 30 4-6 4. Fusion Engine 2.| MRM 30 77
3.| MRM 30 5. Medium Laser 3.| MRM 30 6
1-3 4| MAM 30 8. Medium Laser (R] 1-3 2| mRM 30 Double Heat Sinks: ]
5.LMRM 30 5.LMRM 30 10 (201 15
6. Ammo (MRM 30) 8 Engine Hits 000 6. Ammo (MRM 30) 8 Level* Effects (20) 147
Gyr\o Hits o o 30 Shutdown 134
1. Ammo (MRM 30) 8 . 1. Ammo (MRM 30) 8 ]
o CASE ( ) Sensor Hits QO O 2. CASE : : Sg é;nr:do B, avoéd U”,IBD+ 8 12
. ) . .
3. Ferro-Fibrous Life Support O 3. Ferro-Fibrous udown, avoid on 11
4-6 ) 4-6 25 -5 Movement Points O
4. Ferro-Fibrous 4. Ferro-Fibrous 54 +4 Modifi } -
) odifier to Fire (@) 10
5. Ferro-Fibrous 5. Ferro-Fibrous 53 A ]
) mmo Exp, avoid on 6+ O g
6. Ferro-Fibrous B. Ferro-Fibrous 55 gh .
utdown, avoid on 8+ O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O 7
Left Leg [:H'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip ga,!.: A 1. Hip 17 +3 Modifier to Fire (@) 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+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire
5. Roll Again Damage Transfer 5. Roll Again 10 2 Movement F’qnts 2
8. Roll Again Diagram B. Roll Again ?, TMM”d'f'erzopF'Fet 1
\ YAN -1 Movement Points / )

© 2026 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Archer ARC-2R-MDHFF

N

( WARRIOR DATA \

Ammo: (MRM 30) 32

Movement Points: Tonnage: 70

Walking: 4 Tech Base: Inner Sphere
Running: 6 Rules Level: Standard
Jumping: 0 Role: Missile Boat
Engine Type: 280 Fusion
Weapons & Equipment Inventory (hexes)

# Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5][DE] - 3 6 9
1 Medium Laser RA 3 5[DE] - 3 6 9
1 MRM 30 LT 10 1/Msl[MC] - 3 8 15
1 MRM 30 RT 10 1/Msl [MC] - 3 8 15
2 Medium Laser CT 3 5|[DE] - 3 6 9

Name:
Gunnery Skill: Piloting Skill:
Hits Taken | 1 2 4 5 6
Consciousness # | 3 5 10 | 11 |Dead
/

ARMOR DIAGRAM

Heavy Ferro-Fibrous

Head (9)

Left Torso Right Torso

Center
Torso
(33)

Right Arm
(22)

Left Right
Leg Center Leg
(30) Torso (30)

(1)

Left Right
Quirks: Battle Fists (LA, Battle Fists (RA], Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (7) (7)
\_BV: 1.589 (ﬁ) ) INTERNAL STRUCTURE DIAGRAM
\ &3
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scalo
Hgad Left Torso (15) Right Torso (15)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1-3 3. Lower Arm Actuator 4. Heavy FerroFibrous 1-3 3. Lower Arm Actuator g 59
"2 4. Hand Actuator S. Sensors "2 4. Hand Actuator o -
5. Medium Laser B. Life Support 5. Medium Laser ° 28
B. Heavy Ferro-Fibrous B. Heavy Ferro-Fibrous ol Right 27
o e
1. Heavy Ferro-Fibrous Center Torso 1. Heavy Ferro-Fibrous o) Allr;n 26*
2. Heavy Ferro-Fibrous 1. Fusion Engine 2. Heavy Ferro-Fibrous o) (1) 25
4-6 3. Heavy Ferro-Fibrous 2. Fusion Engine 48 3. Heavy Ferro-Fibrous 24
~© 4. Heavy Ferro-Fibrous 1-3 3. Fusion Engine " 4. Heavy Ferro-Fibrous 3%
5. Roll Again "9 4. Gyro 5. Heavy Ferro-Fibrous oo
6. Roll Again 5. Gyro 6. Heavy Ferro-Fibrous )
. Right 21
6. Gyro Leg
*]
1. Gyro . (15] 20*
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE] 18
1.[MRM 30 3. Fusion Engine 1.[MRM 30 187
2.| MRM 30 4-6 4. Fusion Engine 2.| MRM 30 77
3.| MRM 30 5. Medium Laser 3.| MRM 30
1-3 4| MAM 30 8. Medium Laser 1-3 2| mRM 30 Double Heat Sinks: h 16*
5.LMRM 30 5.LMRM 30 11 (29] 15
6. Ammo (MRM 30) 8 Engine Hits 000 6. Ammo (MRM 30) 8 Level* Effects (22) 147
i 30 Shutdown ]
1. Ammo [MRM 30] 8 Gyro Hits QO O 1. Ammo [MRM 30) 8 58 Ammo Exp. avoid on 8+ (e]e) 13
Sensor Hits QO O p. ave
2. CAsE : 2. CAse 26 Shutdown, avoid on 10+ ©) 12
3. Heavy Ferro-Fibrous Life Support O 3. Heavy Ferro-Fibrous . 11
4_6 4_6 y 25 -5 Movement Points O
4. Heavy Ferro-Fibrous 4. Heavy Ferro-Fibrous o4  +4 Modifier to Fire O 107
5. Heavy Ferro-Fibrous 5. Heavy Ferro-Fibrous 53 A ]
) mmo Exp, avoid on 6+ O g
6. Heavy Ferro-Fibrous 6. Heavy Ferro-Fibrous oo gh I
utdown, avoid on 8+ O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O 7
Left Leg CH-[HYS.[ Right Leg 18  Shutdown, avoid on 6+ O 3]
1. Hip LA A, 1. Hip 17  +3 Modifier to Fl.r'e O 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+ 3
4. Foot Actuator 4, Foot Actuator 13 +2 Modifier to Fire
5. Roll Again Damage Transfer 5. Roll Again 1o -2 Movemen’c Pqnts 2
6. Roll Again Diagram 6. Roll Again g 4;1M|\/Iud|fler EOPFI'Pi 1
N / \\ -1 Movement Points / )

© 2026 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

BATTLEMECH RECORD SHEET

Ferro-Fibrous

Head (9)
Left Torso

ARMOR DIAGRAM

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Archer ARC-2R-MRM Name:
Movement Points: Tonnage: 70 . _— .
R G Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnery Skt Hloting =i
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 45|86
Jumping: 0 Role: Missile Boat Consciousness # | 3 5 10 | 11 |Dead
Engine Type: 280 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5][DE] - 3 6 9
1 Medium Laser RA 3 5|[DE] - 3 6 9 Left A Center Riht A
e rm T g rm
1 MRM 30 LT 10 1/Msl[MQ] - 3 8 15 (21) [°3"45‘]’ (21)
1 MRM 30 RT 10 1/Msl [MC] - 3 8 15
1 Medium Laser CT 3 5|[DE] - 3 6 9
1 Medium Laser (R) CT 3 5|[DE] - 3 6 9
Left Right
Leg Center Leg
(30) Torso (30)
(10)
Ammo: (MRM 30) 32 Left Right
Quirks: Battle Fists (LA, Battle Fists (RA], Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (7) (7)
\_BV: 1519 (ﬁ) ) INTERNAL STRUCTURE DIAGRAM
\ &3
/, \ Standard Structure Heat
CRITICAL TABLE \ . Scale
Hgad Left Torso (15) Right Torso (15)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1-3 3. Lower Arm Actuator 4. Ferro-Fibrous 1-3 3. Lower Arm Actuator g 59
"2 4. Hand Actuator S. Sensors "2 4. Hand Actuator o -
5. Medium Laser B. Life Support 5. Medium Laser ° 28
B. Roll Again B. Ferro-Fibrous ol Right 27
O¢ Arm 26%
1. Roll Again Center Torso 1. Ferro-Fibrous o) " -
2. Roll Again 1. Fusion Engine 2. Ferro-Fibrous o) (1) 25
4-6 3. Roll Again 2. Fusion Engine 48 3. Ferro-Fibrous 24
~9 4. Roll Again 3. Fusion Engine " 4. Ferro-Fibrous 3%
5. Roll Again 1-3 4. Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again )
6. Gyro Right 51
- oyl Leg o0
1. Gyro . (15] 197
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) ,
1. MRM 30 46 3. Fusion Engine 1.[MRM 30 18
2. MRM 30 "0 4. Fusion Engine 2. MRM 30 174
1-3 3. MRM 30 5. Medium Laser 1-3 3. MRM 30 6
4.| MRM 30 8. Medium Laser (R) 4. MRM 30 Heat Sinks: -
5.LMRM 30 5.LMRM 30 10 15
6. Ammo (MRM 30) 8 Engine Hits 000 6. Ammo (MRM 30) 8 Level* Effects 147
Gyro Hits QO O 30 Shutdown 13
1. Ammo (MRM 30) 8 y i 1. Ammo [MRM 30) 8 28 Ammo Exp, avoid on 8+ (@)
2. CASE Sensor Hits Q O 2. CASE 26  Shutdown, avoid on 10+ O 12
3. Ferro-Fibrous Life Support O 3. Ferro-Fibrous 95 -5 Movement Points 'e) 11
4-6 4. Ferro-Fibrous 4-6 4. Ferro-Fibrous 54 +4 Modifi ) =
) odifier to Fire (@) 10
5. Ferro-Fibrous 5. Ferro-Fibrous 53 A ]
) mmo Exp, avoid on 6+ O g
6. Ferro-Fibrous B. Ferro-Fibrous 55 gh .
utdown, avoid on 8+ O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O 7
Left Leg [:H'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l_ 1. Hi 17  +3 Modifier to Fire O 5
- Hip game D labs - Hip 15 aM t Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire
5. Roll Again Damage Transfer 5. Roll Again 10 2 Movement F’qnts 2
8. Roll Again Diagram B. Roll Again ?, TMM”d'f'erzopF'Fet 1
\ YAN -1 Movement Paints / 5

© 2026 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

BATTLEMECH RECORD SHEET

Ammo: (LRM 20) 24

( 'MECH DATA \ \ ( WARRIOR DATA \
Type: Archer ARC-2R-Upgrade Name:
Movement Points: Tonnage: 70 . _— .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: | Piloting Skil:
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 al|l 5|8
Jumping: 0 Role: Missile Boat Consciousness # | 3 5 10 | 11 |Dead
Engine Type: 280 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser LA 5 5][DE] — 4 8 12
1 ER Medium Laser RA 5 5[DE] — 4 8 12
1 LRM 20 LT 6 1/Msl[M.CS] 6 7 14 21
1 LRM 20 RT 6 1/Msl[MCS] 6 7 14 21
2 Medium Laser CT 3 5|[DE] - 3 6 9

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

Center
Torso
(34)

Right Arm
(21)

Left Right
Leg Center Leg
(30) Torso (30)

(10)

Left Right
Quirks: Battle Fists (LA, Battle Fists (RA], Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (7) (7)
\ BV: 1,683 @@ y INTERNAL STRUCTURE DIAGRAM
\ "
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scalo
Head Left Torso (15) Right Torso (15)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1-3 3. Lower Arm Actuator 4. Ferro-Fibrous 1-3 3. Lower Arm Actuator g 59
"2 4. Hand Actuator S. Sensors "2 4. Hand Actuator o -
5. ER Medium Laser B. Life Support 5. ER Medium Laser o 28
B. Roll Again B. Ferro-Fibrous ol Right 27
O¢ Arm 26%
1. Roll Again Center Torso 1. Ferro-Fibrous o) " -
2. Roll Again 1. Fusion Engine 2. Ferro-Fibrous o) (1) 25
4-6 3. Roll Again 2. Fusion Engine 48 3. Ferro-Fibrous 24
4. Roll Aga}n 13 3. Fusion Engine 4. Ferro-F\l?rous 537
5. Roll Again "9 4. Gyro 5. Roll Again oo
6. Roll Again 5. Gyro 6. Roll Again )
. Right 21
6. Gyro Leg
*]
1. Gyro . (15] 20*
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE] 18
1.[LRM 20 3. Fusion Engine 1.[LRM 20 187
2|LRM 20 4-6 4. Fusion Engine 2|LRM 20 77
3.|LRM 20 5. Medium Laser 3.|LRM 20
1-3 4/ LrM20 8. Medium Laser 1-841Amz20 Double Heat Sinks: h 16*
5.LLRM 20 5.LLRM 20 10 (201 15
6. Ammo (LRM 20) 6 Engine Hits OO O 6. Ammo (LRM 20) 6 Level* Effects (=0) 147
Gyr\o Hits o o 30 Shutdown 134
1. Ammo (LRM 20) 6 s Hi 1. Ammo (LRM 20) 6 28  Ammo Exp, avoid on 8+ O
2. CASE sensor Hits O O 2. CASE 26  Shutdown, avoid on 10+ O 12
3. Ferro-Fibrous Life Support O 3. Ferro-Fibrous ' . 11
4-6 ) 4-6 25 -5 Movement Points O
4. Ferro-Fibrous 4. Ferro-Fibrous 54 +4 Modifi } -
) odifier to Fire (@) 10
5. Ferro-Fibrous 5. Ferro-Fibrous 53 A ]
) mmo Exp, avoid on 6+ O g
6. Ferro-Fibrous B. Ferro-Fibrous 55 gh .
utdown, avoid on 8+ O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O 7
Left Leg CH'[HYS'[ Right Leg 18 Shutdown, avoid on B+ 8 6
: ; ifier to Fire ]
1. Hip Ly Y 1. Hip 17  +3 Modi . 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+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire
5. Roll Again Damage Transfer 5. Roll Again 10 2 Movement F’qnts 2
8. Roll Again Diagram B. Roll Again ?, TMM”d'f'erzopF'Fet 1
\ YAN -1 Movement Paints / 5

© 2026 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \

( WARRIOR DATA \

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

N
Type: Archer ARC-25-Quik Name:
Movement Points: Tonnage: 70 . _— .
R G Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnery Skt Hloting =i
Running: 6 Rules Level: Standard HitsTaken| 1 [ 2 | 3 | 4 [ 5 | &
Jumping: 0 Role: Missile Boat Consciousness # | 3 5 10 | 11 |Dead
Engine Type: 280 Fusion
- /
Weapons & Equipment Inventory [hexes)
# Type Loc Ht Dmg Min Sht Med Lng |
1 ER Medium Laser LA 5 5][DE] — 4 8 12 ]
1 Streak SRM 2 LA 2 2/Msl[MC] - 3 6 9 | —— . Center _
| - _ ft
1 ER Medium Laser RA 5 5[DF] - 4 8 12 | ‘:‘ 4 ‘ —s7 HE (24 B
1 Streak SRM 2 RA 2 2/Msl[MC] - 3 6 9 g eI |
1 LRM 15 LT 5 1/Msl[M.CS] 6 7 14 21 ( o - o - “
w/ Artemis IV £ o - - el 78
1 LRM 15 RT 5 1/Msl[MCS] B 7 14 21 ! T A Left Right
w/ Artemis IV b 3 e '!' — (L;DQ] Center [L;g]
2 Medium Laser CT 3 5[DE - 3 6 9 s
Ammo: (LRM 15 Artemis) 32, (Streak SRM 2) 50 Left Right
Quirks: Battle Fists (LA, Battle Fists (RA], Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (7) (7)
\ BV: 1682 @@ y INTERNAL STRUCTURE DIAGRAM
\ "
/, \ Standard Structure Heat
CRITICAL TABLE \ . Scale
Hgad Left Torso (15) Right Torso (15)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1-3 3. Lower Arm Actuator 4. Ammo (Streak SRM 2] 50 3 3. Lower Arm Actuator g 59
"2 4. Hand Actuator S. Sensors "2 4. Hand Actuator o -
5. ER Medium Laser B. Life Support 5. ER Medium Laser o 28
6. Streak SRM 2 B. Streak SRM 2 ol Right 27
O¢ Arm 26%
1. Roll Again Center Torso 1. Ferro-Fibrous o) " -
2. Roll Again 1. Fusion Engine 2. Ferro-Fibrous o) (1) 25
4-6 3. Roll Again 2. Fusion Engine 48 3. Ferro-Fibrous 24
~9 4. Roll Again 3. Fusion Engine " 4. Ferro-Fibrous 3%
5. Roll Again 1-3 4. Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again )
6. Gyro Right 21
- Lyl Leg 204
1. Gyro . (15] 197
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) ,
1.J[LRM 15 46 3. Fusion Engine 1.J[LRM 15 18
2.|LRM 15 "0 4. Fusion Engine 2.|LRM 15 17%
3.LLRAM 15 5. Medium Laser 3.LLRM 15 6
1-3 4. Artemis IV FCS 8. Medium Laser 1-3 4. Artemis IV FCS Double Heat Sinks: -
5. Ammo (LRM 15 Artemis) 8 5. Ammo (LRM 15 Artemis) 8 10 (201 15
6. Ammo (LRM 15 Artemis) 8 Engine Hits 000 6. Ammo (LRM 15 Artemis) 8 Level* Effects (20) 14%
Gyr\o Hits o o 30 Shutdown 134
1. CASE : 1. CASE ' (@)
2. Ferro-Fibrous S_»ensor Hits O O 2. Ferro-Fibrous Sg ém:;c;f\;pla?,\;%d;nfoi O 12
3. Ferro-Fibrous Life Support O 3. Ferro-Fibrous 95 -5 Movement Points 'e) 11
4-6 4. Ferro-Fibrous 4-6 4. Ferro-Fibrous 54 +4 Modifi ) =
) odifier to Fire (@) 10
5. Ferro-Fibrous 5. Ferro-Fibrous 53 A ]
) mmo Exp, avoid on 6+ O g
6. Ferro-Fibrous B. Ferro-Fibrous 55 gh .
utdown, avoid on 8+ O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O 7
Left Leg [:H'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l_ 1. Hi 17  +3 Modifier to Fire O 5
- Hip game D labs - Hip 15 aM t Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4, Foot Actuator 13 +2 Modifier to Fire
5. Roll Again Damage Transfer 5. Roll Again 180 -quMovz?ent P'Slﬂts 2
6. Roll Again Diagram 6. Roll Again & am odi |er§0p 'Fet 1
N / \\ -1 Movement Points / )

© 2026 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

BATTLEMECH RECORD SHEET

Ferro-Fibrous

Head (9)
Left Torso

ARMOR DIAGRAM

Right Torso

/4 \ /4 \
'MECH DATA " ( WARRIOR DATA
Type: Archer ARC-2W-Quik Name:
Movement Points: Tonnage: 70 . _— .
R G Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnery Skt Hloting =i
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 45|86
Jumping: 0 Role: Missile Boat Consciousness # | 3 5 10 | 11 |Dead
Engine Type: 280 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng |
1 ER Medium Laser LA 5 5][DE] — 4 8 12 ]
1 ER Medium Laser RA 5 5[DE] — 4 8 12 | —— | Center
| - _ ft i
1 LRM 20 LT 6 1/Msl[MGCS] 6 7 14 21 . {q'.’ /. ‘ : d et [T‘;";‘]’ R A
1 Streak SRM 2 LT 2 2/Msl[MC] - 3 6 9 yrES 7 - - | |
1 LRM 20 RT 6 1/Msl[MCS] 6 7 14 21 M s -— “
1 Streak SAM 2 RT 2 2/Msl[MC] - 3 6 9 . &/
Left Right
Leg Center Leg
Torso (24)
Ammao: (LRM 20) 24, (Streak SRM 2) 50 Left Right
Quirks: Battle Fists (LA, Battle Fists (RA], Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (8) (6)
\ BV: 1,551 @@ y INTERNAL STRUCTURE DIAGRAM
\ "
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scale
Head Left Torso (15) Right Torso (15)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
3. Lower Arm Actuator 4. Ammo (Streak SRM 2] 50 3. Lower Arm Actuator o 59
1-3 4. Hand Actuator S. Sensors 1-3 4 Hand Actuator % -
5. ER Medium Laser B. Life Support 5. ER Medium Laser o 28
B. Roll Again B. Ferro-Fibrous ol Right 27
1 O¢ Arm 26%
. Roll Again Center Torso 1. Ferro-Fibrous (e} " -
2. Roll Again 1. Fusion Engine 2. Ferro-Fibrous o) (1) 25
4-6 3. Roll Again 2. Fusion Engine 48 3. Ferro-Fibrous 24
) g- ED:: ﬁga}ﬂ 1.3 3 FusionEngine ) g- EEPFD-EEFDUS 23"
. Roll Again "9 4. Gyro . Ferro-Fibrous =
B. Roll Again 5. Gyro 6. Roll Again , 22
6. Gyro Right 21
. Leg *|
1. Gyro . (15] 20*
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE] 18
1.[LRM 20 3. Fusion Engine 1.[LRM 20 187
2|LRM 20 4-6 4. Fusion Engine 2|LRM 20 77
13 3.|LRM 20 5. Ferro-Fibrous 13 3.|LRM 20 16
4.|LRM 20 8. Ferro-Fibrous 4.[LRM 20 Double Heat Sinks: e
5.LLRM 20 5.LLRM 20 10 (201 15
6. Streak SRM 2 Engine Hits OO O 6. Streak SRM 2 Level* Effects (20) 14%
i 30 Shutd
1. Ammo [LRM 20) 6 Gyro Hits (o] o] 1. Ammo [LRM 20) 6 og A;mc?‘g:p avoid on B+ (@) 137
2. Ammo (LRM 20) 6 Sensor Hits QO 2. Ammo [LRM 20) 6 BB S 0 12
3. CASE Life Support O 3. CASE ukcown, avord
4_6 4_6 25 -5 Movement Points O 11
4. Ferro-Fibrous 4. Ferro-Fibrous 54 +4 Modifi ) =
) odifier to Fire (@) 10
5. Ferro-Fibrous 5. Ferro-Fibrous 53 A E id on 6+
6. Ferro-Fibrous 6. Ferro-Fibrous mmo Exp, avoid on O 9
: : 22 Shutdown, avoid on 8+ O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O 7
Left Leg cmﬂmst Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip LA A, 1. Hip jlg +SSMI\/Iod|f|er toPFl.re O 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator jl g EEMMOd'f'e'" toPFl.re
5. Roll Again Damage Transfer 5. Roll Again 5 -+1 Movzr:ent E_'nts 2
6. Roll Again Diagram B. Roll Again & am odi |er§0p 'Fet 1
\ / \ - ovemen oints / 0

© 2026 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

( 'MECH DATA \

BATTLEMECH RECORD SHEET

ARRIOR DATA \

ARMOR DIAGRAM

Heavy Ferro-Fibrous

Head (9)

Left Torso Right Torso

N
. O O
Type: Archer ARC-2W-QuikHFF Name: 56
Movement Points: Tonnage: 70 . _— . [o)Ne]
R G Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnery Skt Hloting =i o O
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 al|l 5|8 8 8
Jumping: 0 Role: Missile Boat Consciousness # | 3 5 10 | 11 |Dead O O
Engine Type: 280 Fusion p, o O
Weapons & Equipment Inventory (hexes) O 8
# Type Loc Ht Dmg Min Sht Med Lng |
1 ER Medium Laser LA 5 5][DE] — 4 8 12 '|
1 ER Medium Laser RA 5 5[DE] — 4 8 12  — | Center
- - Left A Right Al
1 LAM 20 LT 6 1/Msl[MGCS] 8 7 14 21 = (.'.' 4 ‘ - d t1e) [Tos?:? 1 i lrm
1 Streak SRM 2 LT 2 2/Msl[MC] - 3 6 9 g Y -“ |1
1 LRM 20 RT 6 1/Msl[MCS] 6 7 14 21 1 al - s -— 'l
1 Streak SAM 2 RT 2 2/Msl[MC] - 3 6 9 . &/
Left Right
Leg Center Leg
(27) Torso (27)
(9)
Ammo: (LRM 20) 24, (Streak SRM 2) 50 Left Right
Quirks: Battle Fists (LA, Battle Fists (RA], Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (8) (6)
\ BV: 1,608 @@ / INTERNAL STRUCTURE DIAGRAM
\ "
/, \ Standard Structure Heat
CRITICAL TABLE \ ans Scale
Hgad Left Torso [15 ) Right Torso (15)  (Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1-3 3. Lower Arm Actuator 4. Ammo (Streak SRM 2] 50 1-3 3. Lower Arm Actuator g 59
"2 4. Hand Actuator S. Sensors "2 4. Hand Actuator o -
5. ER Medium Laser B. Life Support 5. ER Medium Laser o 28
B. Heavy Ferro-Fibrous B. Heavy Ferro-Fibrous ol Right 27
o F
1. Heavy Ferro-Fibrous Center Torso 1. Heavy Ferro-Fibrous o) Allr;n 26*
2. Heavy Ferro-Fibrous 1. Fusion Engine 2. Heavy Ferro-Fibrous o) (1) 25
4-6 3. Heavy Ferro-Fibrous 2. Fusion Engine 48 3. Heavy Ferro-Fibrous 24
~© 4. Heavy Ferro-Fibrous 3. Fusion Engine " 4. Heavy Ferro-Fibrous 3%
5. Heavy Ferro-Fibrous 1-3 4. Gyro 5. Heavy Ferro-Fibrous oo
6. Roll Again 5. Gyro 6. Heavy Ferro-Fibrous Right
6. Gyro L:g 21
20
1. Gyro . (15] 197
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) ,
1.[LRM 20 46 3. Fusion Engine 1.J[LRM 20 18
2.|LRM 20 "0 4. Fusion Engine 2.|LRM 20 17%
3.|LRM 20 5. Heavy Ferro-Fibrous 3.|LRM 20
- . - 16
1-3 4.|LRM 20 6. Heavy Ferro-Fibrous 1-3 4.|LRM 20 Double Heat Sinks: N -
5.LLRM 20 5.LLRM 20 10 (201 15
6. Streak SRM 2 Engine Hits OO O 6. Streak SRM 2 Level* Effects (20) 14%
i 30 Shutd
1. Ammo [LRM 20) 6 Gyro Hits (o] o] 1. Ammo [LRM 20) 6 og A;mstV:p avoid on B+ (@) 137
2. Ammo [LRM 20] 6 Sensor Hits QO 2. Ammo [LRM 20) 6 BB S 0 12
3. CASE Life Suppor‘t o 3. CASE 25 5 Movemént Points O 11
46 4. Heavy Ferro-Fibrous 4-6 4. Heavy Ferro-Fibrous o ) =
24 +4 Modifier to Fire (@) 10
5. Heavy Ferro-Fibrous 5. Heavy Ferro-Fibrous 53 Ammo Exo. avoid on 6+
6. Heavy Ferro-Fibrous 6. Heavy Ferro-Fibrous o5 Shutdownpyavoid on 84 O 9
) *]
20 -4 Movement Points O 8
19  Ammo Exp, avoid on 4+ O 7
Left Leg [:H'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ : 17  +3 Modifier to Fire O o
1. Hip game D labs 1. Hip 15 aM Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator jl g EEMMOd'f'e'" tUPFI.I"B
5. Roll Again Damage Transfer 5. Roll Again 5 -+1 I\/IDVZ:']EHE E_'nts 2
B. Roll Again Diagram B. Rall Again c M odmer tOP 'Fet 1
\ YAN -1 Movement Paints / 5

© 2026 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \

( WARRIOR DATA \

N
Type: Archer ARC4CQAC Name:
Movement Points: Tonnage: 70 . _— .
R G Skill: Piloting Skill:
Walking:  5[6] Tech Base: Inner Sphere unnery Skl Filoting 5K
Running:  819] Rules Level: Experimental HitsTaken| 1 | 2 | 3 | 4 [ 5 | &
Jumping: 0 Role: Missile Boat Consciousness # | 3 5 10 | 11 |Dead
Engine Type: 350 XL
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng |
1 Medium X-Pulse Laser LA 6 B[P] - 3 6 9 ]
1 Medium X-Pulse Laser RA 6 BI[P] - 3 B 9 ' — |
3 SRM 6 LT 4 2/Msl[MCS] - 3 6 9 2 {q'.' / R — ]
3 SRM 6 RT 4 2/Msl[MCS] - 3 6 9 g Y

ARMOR DIAGRAM

Impact-Resistant

Head (9)

Left Torso Right Torso

Center
Torso
(28)

Left
Leg Center
(24) Torso

(9]

Right Arm
(18)

Ammao: (SRM B) 30, (SRM 6 Dead-Fire) 30, (SRM 6 Tandem-Charge) 14 Left Right
Quirks: Battle Fists (LA, Battle Fists (RA], Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (8) (6)
\ BV: 1486 @@ / INTERNAL STRUCTURE DIAGRAM
\ "
/, \ Standard Structure Heat
CRITICAL TABLE \ . Scale
Hgad Left Torso (15) Right Torso (15)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1.3 3. Lower Arm Actuator 4. ImpactResistant 1.3 3. Lower Arm Actuator g 29
"2 4. Hand Actuator S. Sensors "2 4. Hand Actuator o -
5. Medium X-Pulse Laser B. Life Support 5. Medium X-Pulse Laser ° 28
B. Impact-Resistant B. Impact-Resistant ol Right 27
o ]
1. Impact-Resistant Center Torso 1. Impact-Resistant © A1r1m 26*
2. Triple Strength Myomer 1. XL Fusion Engine 2. Impact-Resistant o) (1) 25
4-6 3. Triple Strength Myomer 2. XL Fusion Engine 48 3. Impact-Resistant 24
~© 4. Triple Strength Myomer 3. XL Fusion Engine " 4. Impact-Resistant 3%
5. Triple Strength Myomer 1-3 4. Gyro 5. Triple Strength Myomer oo
6. Roll Again 5. Gyro B. Triple Strength Myomer Right
6. Gyro Leg Z;*
1. Gyro . (18] -
Left Torso 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 187
2. XL Fusion Engine 4-6 4. XL Fusion Engine 2. XL Fusion Engine 174
1-3 3. XL Fusion Engine 5. Impact-Resistant 1-3 3. XL Fusion Engine 6
B 4-[SRM 6 B. Impact-Resistant ) 4-[SRM 6 inks: =
5| SRM B 5| SRM 6 Double Heeilt[:]SlréIBs. 15
6 [SRM 6 Engine Hits 000 B6.[SRM B Level* Effects (20) 147
Gyr\o Hits o o 30 Shutdown 134
1.LSRM B . 1.LSRM 6 ;
5 'SAM B Sensor Hits oo 2 [SAM B 28 Ammo Exp, avoid on 8+ 8 )
[ Life Support O [ 26  Shutdown, avoid on 10+
4-6 3.LSRM B : pp 4-6 3.LSRM6 25 -5 Movement Points O 11
~O 4. Ammo (SRM 6 Dead-Fire) 15 O 4. Ammo (SRM 6) 15 o4  +4 Modifier to Fire O 107
5. Ammo (SRM B) 15 5. Ammo (SRM B Tandem-Charge) 7 53 Ammo Exp. avoid on 6+
6. Ammo (SRM 6 Tandem-Charge) 7 6. Ammo (SRM 6 Dead-Fire) 15 o5 Shutdownpyavoid on 84 O 9
0 *]
20 -4 Movement Points O 8
19  Ammo Exp, avoid on 4+ O 7
Left Leg [:H'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l. L 1. Hip 17 +3 Modifier to Fire O 5 *
. game P labs . .
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+ 3
4. Foot Actuator 4, Foot Actuator jl g EEMMOd'f'e'" toPFl.re
5. Roll Again Damage Transfer 5. Roll Again 5 -+1 I\ADVZ?EHE 'Slnts 2
6. Roll Again Diagram 6. Roll Again A odifier top |‘r‘et 1
N / \\ -1 Movement Points / )

© 2026 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \

( WARRIOR DATA \

ARMOR DIAGRAM
Ballistic-Reinforced

Head (9)

Left Torso Right Torso

N
Type: Archer ARC-4M-BRein Name: ooooo
Movement Points: Tonnage: 70 . _— .
: G Skill: Piloting Skill: 000
Walking: 4 Tech Base: Inner Sphere unnery S« floting =i 00O
Running: 6 Rules Level: Advanced HitsTaken | 1 | 2 45|86 © 0O
Jumping: 0 Role: Missile Boat Consciousness # | 3 5 10 | 11 |Dead 8 8 8
Engine Type: 280 Fusion p, 0 O O
Weapons & Equipment Inventory (hexes) 00
# Type Loc Ht Dmg Min Sht Med Lng
1 ER Medium Laser LA 5 5][DE] 4 8 12
1 ER Medium Laser RA 5 5[DE] 4 8 12 Center Bicht A
1 LRM 20 LT 6 1/Msl[MCS] 6 7 14 21 [T‘;f;‘]’ ey
w/ Artemis IV
1 LRM 20 RT 6 1/Msl[MCS] 6 7 14 21
w,/Artemis IV
2 Medium Laser CT 3 5|[DE] 3 6 89 Right
Center Leg
Torso (22)
(8)
Ammo: (LRM 20 Artemis) 24 Left Right
Quirks: Battle Fists (LA, Battle Fists (RA], Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (5) (5)
\ BV: 1,848 @@ y INTERNAL STRUCTURE DIAGRAM
\ "
/ \ Endo Steel Heat
CRITICAL TABLE \ - Scale
Hgad Left Torso (15) Right Torso (15)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1.3 3. Lower Arm Actuator 4. Ballistic-Reinforced 1.3 3. Lower Arm Actuator g 29
"2 4. Hand Actuator S. Sensors "2 4. Hand Actuator o -
5. ER Medium Laser B. Life Support 5. ER Medium Laser o 28
6. Endo Steel B. Endo Steel o1 Right 27
g
O¢ Arm 26%
1. Endo Steel Center Torso 1. Endo Steel of 1 ~
2. Endo Steel 1. Fusion Engine 2. Endo Steel o) (1) 25
48 3. Endo Steel 2. Fusion Engine 4.6 3. Endo Steel 24
~© 4. Endo Steel 3. Fusion Engine " 4. Endo Steel 3%
5. Endo Steel 1-3 4. Gyro 5. Endo Steel oo
6. Endo Steel 5. Gyro 6. Endo Steel )
6. Gyro Right 21
- Leg 20
1. Gyro . (18] -
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) "9*
1.[LRM 20 46 3. Fusion Engine 1.J[LRM 20 18
2.[LRM 20 "0 4. Fusion Engine 2.[LRM 20 174
3.[LRM 20 5. Medium Laser 3.[LRM 20
- : - 16
1-8 4] 1Ama0 8. Medium Laser 1-84)iAma0 Double Heat Sinks: h C
5.LLRM 20 5.LLRM 20 10 (201 15
6. Artemis IV FCS Engine Hits OO O 6. Artemis IV FCS Level* Effects (20) 14%
i 30 Shutd
1. Ammo (LRM 20 Artemis) 6 Gyro HitsO O 1. Ammo (LRM 20 Artemis) B og A;mc?vEV:p avoid on 8+ (@) 137
2. Ammo (LRM 20 Artemis) 6 Sensor Hits QO 2. Ammo (LRM 20 Artemis) 6 oo o B YOl on 3L 0 12
3. CASE Life Suppor‘t o 3. CASE 25 5 :Aav;vmén\; F‘>Dints O 11
4-6 4. Ballistic-Reinforced 4-8 4. Ballistic-Reinforced 54 +4 Modifi ] =
. ) i odifier to Fire (@) 10
5. Ballistic-Reinforced 5. Ballistic-Reinforced 53 A ]
. . S . mmo Exp, avoid on 6+ O g
6. Ballistic-Reinforced B. Ballistic-Reinforced 55 gh .
utdown, avoid on 8+ O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O 7
Left Leg [:H'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17 +3 Modifier to Fire O 5 *
- Hip game P labs - Hip 15 aM t Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire
5. Ballistic-Reinforced Damage Transfer 5. Ballistic-Reinforced 10 -2 Movement Pqnts 2
6. Roll Again Diagram B. Ballistic-Reinforced g TMM”d'f'erzopF'Tet 1
\ YAN -1 Movement Paints / 5

© 2026 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Reflective

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Archer ARC-4M-Reflect Name:
Movement Points: Tonnage: 70 . _— .
R G Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnery Skt Hloting =i
Running: 6 Rules Level: Advanced HitsTaken | 1 | 2 45|68
Jumping: 0 Role: Missile Boat Consciousness # | 3 5 10 | 11 |Dead
Engine Type: 280 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng |
1 ER Medium Laser LA 5 5][DE] 4 8 12 ]
1 ER Medium Laser RA 5 5[DE] 4 8 12 | —— | Center .
4 -y Left Arm Torso Right Arm
1 LAM 20 LT 6 1/Msl[MGCS] 8 7 14 21 d (22) (33) (22)
w,/Artemis IV
1 LRM 20 RT 6 1/Msl[MCS] 6 7 14 21
w,/Artemis IV
2 Medium Laser CT 3 5|[DE] 3 6 89 Left Right
Leg Center Leg
(30) Torso (30)
(10)
Ammo: (LRM 20 Artemis) 24 Left Right
Quirks: Battle Fists (LA, Battle Fists (RA], Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (6) (8)
\ BV: 2,091 @@ y INTERNAL STRUCTURE DIAGRAM
\ "
/ \ Endo Steel Heat
CRITICAL TABLE \ - Scalo
Hgad Left Torso (15) Right Torso (15)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1.3 3. Lower Arm Actuator 4. Reflective 1.3 3. Lower Arm Actuator g 29
"2 4. Hand Actuator S. Sensors "2 4. Hand Actuator o -
5. ER Medium Laser B. Life Support 5. ER Medium Laser o 28
6. Endo Steel B. Endo Steel o1 Right 27
g
O¢ Arm 26%
1. Endo Steel Center Torso 1. Endo Steel of 1 ~
2. Endo Steel 1. Fusion Engine 2. Endo Steel o) (1) 25
48 3. Endo Steel 2. Fusion Engine 4.6 3. Endo Steel 24
~© 4. Endo Steel 3. Fusion Engine " 4. Endo Steel 3%
5. Endo Steel 1-3 4. Gyro 5. Endo Steel oo
6. Endo Steel 5. Gyro 6. Endo Steel )
6. Gyro Right 21
- Lyl Leg 204
1. Gyro . (15] 197
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) ,
1.[LRM 20 46 3. Fusion Engine 1.J[LRM 20 18
2.|LRM 20 "0 4. Fusion Engine 2.|LRM 20 17%
3.|LRM 20 5. Medium Laser 3.|LRM 20
- . - 16
1-3 4 1Av20 8. Medium Laser 1-8 4/ LAM20 Double Heat Sinks: h 15%
5.LLRM 20 5.LLRM 20 .
. Artemis ngine Hits . Artemis Level* Effects 14
6. A is IV FCS E g' Hi 6. A is IV FCS 10 (20) N
i 30 Shutd
1. Ammo (LRM 20 Artemis) 6 Gyro HitsO O 1. Ammo (LRM 20 Artemis) B og A;mc?vEV:p avoid on 8+ (@) 137
2. Ammo (LRM 20 Artemis) 6 Sensor HitsO O 2. Ammo (LRM 20 Artemis) 6 oo o B YOl on 3L 0 12
3. CASE Life Support O 3. CASE e B Mo 0 w
46 4. Reflective 4-6 4. Reflective " viovernent Foints
) ) ’ 24  +4 Modifier to Fire (@) 10%
5. Reflective 5. Reflective 53 A ]
. mmo Exp, avoid on 6+ O g
6. Reflective B. Reflective 55 gh .
utdown, avoid on 8+ O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O 7
Left Leg [:H'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17 +3 Modifier to Fire O 5 *
- Hip game D labs - Hip 15 aM t Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire
5. Reflective Damage Transfer 5. Reflective 10 2 Movement Pqnts 2
6. Roll Again Diagram 6. Reflective g 4;1MMud|f|er EOPFI‘ret 1
\ YAN -1 Movement Paints / 5

© 2026 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Light Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Archer ARC-4AM-TC Name:
Movement Points: Tonnage: 70 . _— .
R G Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnery Skt Hloting =i
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 45|86
Jumping: 0 Role: Missile Boat Consciousness # | 3 5 10 | 11 |Dead
Engine Type: 280 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng |
1 ER Medium Laser LA 5 5][DE] — 4 8 12 ]
1 ER Medium Laser RA 5 5[DE] — 4 8 12 | —— | Center .
4 -y Left Arm Torso Right Arm
1 LAM 20 LT 6 1/Msl[MGCS] 8 7 14 21 d (21) (33) (21)
w,/Artemis IV
1 LRM 20 RT 6 1/Msl[MCS] 6 7 14 21
w/ Artemis IV
2 Medium Laser CT 3 5|[DE] - 3 6 9 Left Right
i — - — Leg Cent Leg
1 Targeting Computer HD [E] (29) Tea:sir (28)
(10)
Ammo: (LRM 20 Artemis) 24 Left Right
Quirks: Battle Fists (LA}, Battle Fists (RA), Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (7) (7)
\ BV: 1,803 @@ y INTERNAL STRUCTURE DIAGRAM
\ "
/ \ Endo Steel Heat
CRITICAL TABLE \ - Scale
Hgad Left Torso (15) Right Torso (15)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. COCKP'F 2. Upper Arm Actuator o 30%
13 3. Lower Arm Actuator 4. Targeting Computer 13 3. Lower Arm Actuator g 25
"2 4. Hand Actuator S. Sensors "2 4. Hand Actuator o -
5. ER Medium Laser B. Life Support 5. ER Medium Laser o 28
6. Endo Steel B. Endo Steel o1 Right 27
g
O¢ Arm 26%
1. Endo Steel Center Torso 1. Endo Steel of 1 ~
2. Endo Steel 1. Fusion Engine 2. Endo Steel o) (1) 25
48 3. Endo Steel 2. Fusion Engine 4.6 3. Endo Steel 24
~© 4. Endo Steel 3. Fusion Engine " 4. Endo Steel 3%
5. Endo Steel 1-3 4. Gyro 5. Endo Steel oo
6. Endo Steel 5. Gyro 6. Endo Steel )
Right 21
6. Gyro Leg
*]
1. Gyro . (15] fg*
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) ,
1.[LRM 20 46 3. Fusion Engine 1.J[LRM 20 18
2.[LRM 20 "0 4. Fusion Engine 2.[LRM 20 174
1-3 3.[LRM 20 5. Medium Laser 1-3 3.[LRM 20 6
4./LAM20 8. Medium Laser 4.|LAM 20 Double Heat Sinks: C
5.LLRM 20 5.LLRM 20 10 (201 15
6. Artemis IV FCS Engine Hits OO O 6. Artemis IV FCS Level* Effects (20) 14%
i 30 Shutd
1. Ammo (LRM 20 Artemis) 6 Gyro HitsO O 1. Ammo (LRM 20 Artemis) B og A;mc?vEV:p avoid on 8+ (@) 137
2. Ammo (LRM 20 Artemis) 6 Sensor HitsO O 2. Ammo (LRM 20 Artemis) 6 oo o B YOl on 3L 0 12
3. GASE Life Support O 3. GASE Ve "
4-6 ) ) 4-6 . . 25 -5 Movement Points O
4. Light Ferro-Fibrous 4. Light Ferro-Fibrous 54  +4 Modifier to Fire O 107
5. Light Ferro-Fibrous 5. Light Ferro-Fibrous 53 Ammo Exo. avoid on 6+
6. Light Ferro-Fibrous B. Light Ferro-Fibrous o5 Shutdownpyavoid on 84 O 9
) *]
20 -4 Movement Points O 8
19  Ammo Exp, avoid on 4+ O 7
Left Leg [:H'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
. l_ ; 17  +3 Modifier to Fire O o
1. Hip game D labs 1. Hip 15 aM Poi 5
2. Upper Leg Actuator 2. Upper Leg Actuator -3 Movement Points O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire
5. Roll Again Damage Transfer 5. Light Ferro-Fibrous 1o -2 Movement Pqnts 2
6. Roll Again Diagram 6. Roll Again g 4;1M|\/Iud|fler EOPFI'Pi 1
- vemen g}
\, / '\ ovement Fomnts / |o

© 2026 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA " ( WARRIOR DATA
Type: Archer ARC-4M-Upgrade Name:
Movement Points: Tonnage: 70 . _— .
R G Skill: Piloting Skill:
Walking: 4 Tech Base: Inner Sphere unnery Skt Hloting =i
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 45|86
Jumping: 0 Role: Missile Boat Consciousness # | 3 5 10 | 11 |Dead
Engine Type: 280 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng |
1 ER Medium Laser LA 5 5][DE] 4 8 12 ]
1 ER Medium Laser RA 5 5[DE] 4 8 12 /"'"__— — | Left A Center Riht A
- eft Arm Torso g rm
1 LRM 20 LT 6 1/MsI[MGCS] B 7 14 21 J (22) (33) t22)
w/ Artemis IV
1 LRM 20 RT 6 1/Msl[MCS] 6 7 14 21
w/ Artemis IV
2 Medium Laser CT 3 5|[DE] 3 6 89 Left Right
Leg Center Leg
(30) Torso (30)
(10)
Ammo: (LRM 20 Artemis) 24 Left Right
Quirks: Battle Fists (LA, Battle Fists (RA], Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (8) (6)
\_BV: 1.767 (ﬁ) ) INTERNAL STRUCTURE DIAGRAM
\ a3
/ \ Endo Steel Heat
CRITICAL TABLE \ s Scalo
Hgad Left Torso (15) Right Torso (15)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator g 59
"2 4. Hand Actuator S. Sensors "2 4. Hand Actuator o -
5. ER Medium Laser B. Life Support 5. ER Medium Laser o 28
6. Endo Steel B. Endo Steel o1 Right 27
g
O¢ Arm 26%
1. Endo Steel Center Torso 1. Endo Steel of 1 ~
2. Endo Steel 1. Fusion Engine 2. Endo Steel o) (1) 25
48 3. Endo Steel 2. Fusion Engine 4.6 3. Endo Steel 24
~© 4. Endo Steel 3. Fusion Engine " 4. Endo Steel 3%
5. Endo Steel 1-3 4. Gyro 5. Endo Steel oo
6. Endo Steel 5. Gyro 6. Endo Steel )
6. Gyro Right 21
- Lyl Leg 204
1. Gyro . (15] 197
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) ,
1.[LRM 20 46 3. Fusion Engine 1.J[LRM 20 18
2.|LRM 20 "0 4. Fusion Engine 2.|LRM 20 17%
3.|LRM 20 5. Medium Laser 3.|LRM 20
- . - 16
1-3 4 1Av20 8. Medium Laser 1-8 4/ LAM20 Double Heat Sinks: h 15%
5.LLRM 20 5.LLRM 20 .
6. Artemis IV FCS Engine Hits 6. Artemis IV FCS Level* Effects 10(=20) 147
g
i 30 Shutd
1. Ammo (LRM 20 Artemis) 6 Gyro HitsO O 1. Ammo (LRM 20 Artemis) B og A;mc?vEV:p avoid on 8+ (@) 137
2. Ammo (LRM 20 Artemis) 6 Sensor HitsO O 2. Ammo (LRM 20 Artemis) 6 oo o B YOl on 3L 0 12
3. CASE Life Support O 3. CASE e B Mo 0 w
46 4. Roll Again 4-6 4. Roll Again - Viovement Foints
) ’ . 24  +4 Modifier to Fire (@) 10%
5. Roll Again 5. Roll Again ]
B. Roll Again 6. Roll Again 28 Ammo Exp, avoid on B+ O 9
- PollAg ' 9 22 Shutdown, avoid on 8+ O 8 7
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O 7
Left Leg [:H'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hi l. 1. Hi 17 +3 Modifier to Fire O 5 *
- Hip game D labs - Hip 15 aM t Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4. Foot Actuator 13 +2 Modifier to Fire
5. Roll Again Damage Transfer 5. Roll Again 10 2 Movement F’qnts 2
8. Roll Again Diagram B. Roll Again ?, TMM”d'f'erzopF'Fet 1
\ YAN -1 Movement Points / )

© 2026 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Archer ARC-5R-Slasher Name:
Movement Points: Tonnage: 70 . _— .
R G Skill: Piloting Skill:
Walking: 4 [5] Tech Base: Inner Sphere unnery Skl Filoting 5K
Running:  6[8] Rules Level: Standard HitsTaken | 1 | 2 45|86
Jumping: 0 Role: Missile Boat Consciousness # | 3 5 10 | 11 [Dead
Engine Type: 280 Fusion / o)
Weapons & Equipment Inventory [hexes)
# Type Loc Ht Dmg Min Sht Med Lng | O
1 ER Large Laser LA 12 8[DE] — 7 14 18 ] OOO
1 Hatchet RA — 14 - - - - | Center @) )
-y Left Arm Torso O Right Arm
1 LRM 15 LT 5 1/Msl[MCS] B 7 14 21 d (20) (29) e (20)
w,/Artemis IV O &
1 LRM 15 RT 5 1/Msl[MCS] 6 7 14 21 O
w/ Artemis IV
Left Right
Leg Center Leg
(22) Torso (22)
(8)
Ammo: (LRM 15 Artemis) 32 Left Right
Quirks: Battle Fists (LA, Battle Fists (RA], Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (5) (5)
\_BV: 181/ (ﬁ) ) INTERNAL STRUCTURE DIAGRAM
\ 2
/ \ Endo Steel Heat
CRITICAL TABLE \ - Scalo
Hgad Left Torso (15) Right Torso (15)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1.3 3. Lower Arm Actuator 4. Endo Steel 1.3 3. Lower Arm Actuator o 29
"2 4. Hand Actuator S. Sensors "2 4. Hand Actuator % -
5.[ER Large Laser B. Life Support 5.] Double Heat Sink o 28
6.LER Large Laser B.| Double Heat Sink ol Right 27
o P
1. Endo Steel Center Torso 1.1 Double Heat Sink 0 A1r1m 26*
2. Endo Steel 1. Fusion Engine 2.[ Hatchet o) (1) 25
4-6 3. Triple Strength Myomer 2. Fusion Engine 48 3.| Hatchet 24
~© 4. Triple Strength Myomer 3. Fusion Engine " 4. Hatchet 3%
5. Triple Strength Myomer 1-3 4. Gyro 5.| Hatchet oo
6. Triple Strength Myomer 5. Gyro 6.LHatchet )
6. Gyro Right 51
- oyl Leg o0
1. Gyro . (15] 197
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) ,
1.J[LRM 15 46 3. Fusion Engine 1.J[LRM 15 18
2.[LRM 15 "0 4. Fusion Engine 2.[LRM 15 174
1.3 3.LLRM 1'5 5. Endo Steel 13 3.LLRM 1.5 \\ |75
4. Artemis IV FCS 6. Triple Strength Myomer 4. Artemis IV FCS Double Heat Sinks: e
5. Ammo (LRM 15 Artemis) 8 5. Ammo (LRM 15 Artemis) 8 19 (24] 15
6. Ammo (LRM 15 Artemis) 8 Engine Hits 000 6. Ammo (LRM 15 Artemis) 8 Level* Effects (24) 14%
i 30 Shutdown ]
1. CASE Gyro H!tS o9 1. CASE 28 Ammo Exp, avoid on 8+ O O L
2. Endo Steel Sensor HitsQ O 2. Endo Steel P 12
: " ' 26  Shutdown, avoid on 10+ (0]e)
3. Endo Steel Life Support O 3. Endo Steel h
25 -5 Movement Points O 11
46 4. Endo Steel 4-6 4. Endo Steel o )
: : 24 +4 Modifier to Fire (@) 10%
5. Endo Steel 5. Endo Steel 53 A ]
mmo Exp, avoid on B+ O g
6. Endo Steel 6. Endo Steel 55 gh .
utdown, avoid on 8+ O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O 7
Left Leg [:H'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l_ A 1. Hip 17 +3 Modifier to Fire O 5 *
. game Plabs . K
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+ 3
4. Foot Actuator 4, Foot Actuator 13 +2 Modifier to Fire
5. Roll Again Damage Transfer 5. Triple Strength Myomer 10 -2 Movement Points 2
6. Roll Again Diagram 6. Roll Again 8  +1 Modifier to F|‘r‘e 1
\ / \\ 5 -1 Movement Points / 0

© 2026 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Archer ARC-5R-SlasherML Name:
Movement Points: Tonnage: 70 . _— .
R G Skill: Piloting Skill:
Walking: 4 [5] Tech Base: Inner Sphere unnery Skt Hloting =i
Running:  6[8] Rules Level: Standard HitsTaken | 1 | 2 45|86
Jumping: 0 Role: Missile Boat Consciousness # | 3 5 10 | 11 [Dead
Engine Type: 280 Fusion / o)
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng O
5 Medium Laser LA 3 5][DE] - 3 6 9 OOO
1 Hatchet RA — 14 - - - = Left A Center 0o @) Riaht A
e rm T g rm
1 LRM 15 LT 5 1/Msl[MCS] B 7 14 21 (20) [°2"95‘]’ le) (20)
w,/Artemis IV O &
1 LRM 15 RT 5 1/Msl[MCS] 6 7 14 21 O
w/ Artemis IV
Left Right
Leg Center Leg
(22) Torso (22)
(8)
Ammo: (LRM 15 Artemis) 32 Left Right
Quirks: Battle Fists (LA, Battle Fists (RA], Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (5) (5)
\_BV: 1909 (ﬁ) ) INTERNAL STRUCTURE DIAGRAM
\ &3
/ \ Endo Steel Heat
CRITICAL TABLE \ s Scale
Hgad Left Torso (15) Right Torso (15)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
1.3 3. Lower Arm Actuator 4. Endo Steel 1.3 3. Lower Arm Actuator © 29
"2 4. Hand Actuator S. Sensors "2 4. Hand Actuator % -
5. Medium Laser B. Life Support 5.] Double Heat Sink o 28
6. Medium Laser B.| Double Heat Sink ol Right 27
o e
1. Medium Laser Center Torso 1.LDouble Heat Sink o) Allr;n 26*
2. Medium Laser 1. Fusion Engine 2.[ Hatchet o) (1) 25
48 3. Medium Laser 2. Fusion Engine 4.6 3. Hatchet 24
~© 4. Triple Strength Myomer 3. Fusion Engine " 4. Hatchet 3%
5. Triple Strength Myomer 1-3 4. Gyro 5.| Hatchet oo
6. Triple Strength Myomer 5. Gyro 6.LHatchet )
. Right 21
6. Gyro L
eg 204
1. Gyro . (15] 197
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) ,
1.J[LRM 15 46 3. Fusion Engine 1.J[LRM 15 18
2.|LRM 15 "0 4. Fusion Engine 2.|LRM 15 17%
1.3 3lLAM 15 5. Endo Steel 1.3 3LLAM 15 \ [75
4. Artemis IV FCS 6. Triple Strength Myomer 4. Artemis IV FCS Double Heat Sinks: e
5. Ammo (LRM 15 Artemis) 8 5. Ammo (LRM 15 Artemis) 8 19 (24] 15
6. Ammo (LRM 15 Artemis) 8 Engine Hits 000 6. Ammo (LRM 15 Artemis) 8 Level* Effects (24) 14%
Gyr\o Hits o o 30 Shutdown 134
1. CASE Sensor Hit oo 1. CASE 28 Ammo Exp, avoid on 8+ O O
2. Endo Steel enso S 2. Endo Steel 12
: - : 26  Shutdown, avoid on 10+ 00O
3. Endo Steel Life Support O 3. Endo Steel 295 5M t Point 'e) 11
46 4. Endo Steel 4-6 4. Endo Steel " viovernent Foints
: : 24 +4 Modifier to Fire (@) 10%
5. Endo Steel 5. Endo Steel ]
. : 23 Ammo Exp, avoid on 6+ O g
6. Endo Steel 6. Endo Steel 55 gh .
utdown, avoid on 8+ O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O 7
Left Leg [:H'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O 6
1. Hip l_ L 1. Hip 17 +3 Modifier to Fire (@) 5
. game P labs . .
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+ 3
4. Foot Actuator 4, Foot Actuator 13 +2 Modifier to Fire
5. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement F’qnts 2
6. Triple Strength Myomer Diagram B. Triple Strength Myomer g 4;1M|\/Iud|fler EOPFI'Pi 1
N / \\ -1 Movement Points / )

© 2026 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
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B-TTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

\ \
( 'MECH DATA \ ( WARRIOR DATA
Type: Archer The Prof Name:
{\/"V‘;‘I’Z:’ge:"t P°'Zts' Eg;aé’:ée: égn Gunnery Skl Piloting Skill:
Running: 6 Rules Level: Experimental HitsTaken | 1 | 2 5 | 6
Jumping: 0 Role: Brawler Consciousness # | 3 5 7 | 10 | 11 [Dead
Engine Type: 280 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser LA 4 7[P] — 4 8 12
1 Medium Pulse Laser RA 4 7[P] — 4 8 12 Center )
1 Improved ATM 12 LT 8 [MCSI i (s )™
Standard 2/Msl 4 5 10 15
Extended Range 1/Msl 4 9 18 27
High Explosive 3/Msl - 3 6 8
1 Improved ATM 12 RT 8 [MCS] Left Right
Standard 2/Msl 4 5 10 15 (L;Dgl Center [L;g]
Extended Range 1/Msl 4 g 18 27 o
High Explosive 3/Msl - 3 6 89
2 ER Medium Laser CT 5 7|[DE] — 5 10 15
Ammo: (IATM 12) 10, (iATM 12 ER] 10, (ATM 12 HE] 10, (iATM 12 IIW)
10 Left Right
Quirks: Battle Fists (LA, Battle Fists (RA], Command Mech, Stable, Ubiquitous Torso Rear Torso Rear
(Inner Sphere] (7) (7)
\2V: 2590 @)
/ \ \ / Endo Steel Heat
CRITICAL TABLE \ - Scale
Head Left Torso (15) Right Torso (15)  (Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder o
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o 30%
3. Lower Arm Actuator 4. FerroFibrous 3. Lower Arm Actuator © 59
1-3 4. Hand Actustor 5. Sensors 1-3 4. Hand Actuator % -
5. Medium Pulse Laser B. Life Support 5. Medium Pulse Laser ° 28
6. Endo Steel B. Endo Steel ol Right 27
*]
1. Endo Steel Center Torso 1. Endo Steel g Arm 26
2. Endo Steel 1. Fusion Engine 2. Endo Steel o) (1) 25%
48 3. Ferro-Fibrous 2. Fusion Engine 4.6 3. Endo Steel 24
4. Roll Again 3. Fusion Engine 4. Ferro-Fibrous 537
5. Roll Again 1-3 4. Gyro 5. Ferro-Fibrous oo
6. Roll Again 5. Gyro 6. Ferro-Fibrous Righ
ight 21
6. Gyro Leg —
1. Gyro . (18] -
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE] 18
1 .[Double Heat Sink 3. Fusion Engine ’I.[Double Heat Sink 187
2.LDouble Heat Sink 4-6 4. Fusion Engine 2.LDouble Heat Sink 174
1-3 3.[Improved ATM 12 5. ER Medium Laser 1-3 3.[Improved ATM 12 \ 6
"2 4.| Improved ATM 12 6. ER Medium Laser "2 4.| Improved ATM 12 Double Heat Sinks: -
5. Improved ATM 12 5.| Improved ATM 12 15 [30]' 15
6.| Improved ATM 12 Engine Hits OO O B.| Improved ATM 12 Level* Effects 14%
1.l improved ATM 12 Gyro HitsQ O 1.Limproved ATM 12 Sg i};ﬁqug:p avoid on 84 (0]e) 137
2. Ammo (iATM 12 HE] 5 Sensor Hits O O 2. Ammo (iATM 12 HE) 5 BB S 00 12
3. Ammo [iATM 12 W) 5 Life Support O 3. Ammo [iATM 12 IW) 5 e B Mo, S 00 T
4-6 4 Amma (iATM 12) 5 4-6 4 Ammo iATM 12) 5 54 +4 Modifier to Fire 30 o
5. Ammo (iATM 12 ER} 5 5. Ammo (iATM 12 ER) 5 53 Ammo Exo. avod on B+
6. Ferro-Fibrous B. Ferro-Fibrous 25 gh P, avo (e]e) 9
utdown, avoid on 8+ O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O 7
Left Leg cmﬂmst Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip A e 1. Hip 17 +3 Modifier to Fl.re O 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 +2 Modifier to Fire 3
5.[Dc|uble Heat Sink Damage Transfer 5.[Double Heat Sink 180 fq'\",\jvjfff‘e”t F’E_'”ts 2
6.LDouble Heat Sink Diagram 6.LDouble Heat Sink c M odiher EOP ','"et 1
N / \\ -1 Movement Points / )
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