B-TTLETECH

( 'MECH DATA \

BATTLEMECH RECORD SHEET

ARRIOR DATA \

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

N
Type: Behemoth (Stone Rhino) 4 TSM Name:
Movement Points: Tonnage: 100 - _— -
Walking: 3[4] Tech Base: Mixed Gunnery Skill: Piloting Skill:
Running: 58] Rules Level: Standard HitsTaken | 1 | 2 al|l 5|8
dumping: 3 Role: ‘JUgger‘nBUt Consciousness # | 3 5 10 | 11 [Dead
Engine Type: 300 XL /
Weapons & Equipment Inventory (hexes) o O
# Type Loc Ht Dmg Min Sht Med Lng | O O
2 ER Medium Laser (C) LA 5 7[DE] — 5 10 15 ]
2 Machine Gun (C) LA — 2[DBAI] -1 2 3  — £ | Center .
2 ER Medium Laser [C) RA 5 7 [DE] - 5 10 15 == '{‘z.' - B — Lf’gf{ m [T°3"75‘]’ e
2 Machine Gun (C) RA — 2[DBA| -1 2 3 g7 ;" N {.‘ i
1 Ultra AC/10 (C) LT 3 10/Sht[DBR/C] — 6 12 18 { o - o - “
2 LRM10(C) LT 4 1/Msl[MGCS] - 7 14 21 . o L e & ]
1 Ultra AC/10 (C) RT 3 10/Sht[DBR/C] — 6 12 18 ! A - —T "--_-.. - A a q Left Right
_ > — - Leg Center Leg
2 LRM 10 (C) RT 4 1/Msl[MCS] 7 14 21 7 (37) Toren (a7)
(14)
Ammo: (LRM 10) 48, (MG) 400, (Ultra AC/10) 40 Left Right
Quirks: Barrel Fists (LA), Barrel Fists [RA), Protected Actuators, Poor Torso Rear Torso Rear
Performance, Weak Head Armor (1), Oversized (11) (11)
\oV 2001 @)
/, \ \ / Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (21) Right Torso (21)  ((Overfiow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder 2
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o2 30%
3. Lower Arm Actuator 4. Heat Sink 3. Lower Arm Actuator o2 59
1-3 4. Heat Sink 5. Sensors 1-3 4. Heat Sink & .
5. ER Medium Laser [Clan] B. Life Support 5. ER Medium Laser [Clan] og 28
6. ER Medium Laser [Clan] 6. ER Medium Laser [Clan] Og\ Right 27
1. Machine Gun [Clan] Center Torso 1. Machine Gun [Clan] OO Arm 26"
2. Machine Gun [Clan] 1. XL Fusion Engine 2. Machine Gun [Clan] o) 1171 | 25
4.5 3 Ammo (MG) 200 2. XL Fusion Engine 4.g 3 Ammo [MG) 200 24
4. Triple Strength Myomer 3. XL Fusion Engine 4. Triple Strength Myomer 537
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 . (21) -
Left Torso 2. XL Fusion Engine Right Torso 19
1. XL Fusion Engine 3. XL Fusion Engine 1. XL Fusion Engine 187
g- >L<jl|- Fui\ig; Egg[ig:e , 4-8 4 XL Fusion Engine g >L<'II- FuZig; Egg[igf , 17*
1-3 4| Ultra AC/10 [Clan] 6. Triple Strength Myomer 173 4. Ultra AG/10 [Clan] HEAT A Heat Sinks: Gl
5.| Ultra AC/10 [Clan] 5.| Ultra AC/10 [Clan] Heat 17 15
6.LUltra AG/10 [Clan] Engine Hits OO O 6.LUltra AC/10 [Clan] Level* Effects 14
1. LRM 10 [Clan] Gyro HitsO O 1. LRM 10 [Clan] Sg ih”tdo"EV” don B+ 00 137
2. LRM 10 [Clan] Sensor HitsQ O 2. LRM 10 [Clan] BB S O 00 12
3. Ammo (LRM 10] 12 Life Support O 3. Ammo (LRM 10] 12 e B Mo, S 00 T
48 4. Ammo LAM 10) 12 46 4. Ammo (LAM 10) 12 24  +4 Modifier to Fire 00 107
5. Ammo (Ultra AC/10) 10 5. Ammo (Ultra AC/10) 10 23 Ammo Exp, avoid on 6+
8. Ammo (Ultra AC/10] 10 6. Ammo [Ultra AG/10) 10 D5 St e om e (ole) S
20 -4 Movement Points O O 8
19  Ammo Exp, avoid on 4+ O O 7
Left Leg CH'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O <]
1. Hip l_ 1. Hip 17  +3 Modifier to Fire O 5
gamePlate 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator O 4
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. Heat Sink Damage Transfer 5. Heat Sink 180 -+21MI\/IDVZ?EDE P'E_'”ts 2
8. Jump Jet Diagram 6. Jump Jet e M oditier top ','"et 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

BATTLEMECH RECORD SHEET

( 'MECH DATA \ \ ( WARRIOR DATA \
Type: Behemoth (Stone Rhino) 5 TSM FF Name:
Movement Points: Tonnage: 100 . _— .
Walking: 415] Tech Bgase: Mixed Gunnery Skill: ____ Piloting Skill:
Running: B8] Rules Level: Standard HitsTaken | 1 | 2 4|56
dumping: 0 Role: ‘JUgger‘nBUt Consciousness # | 3 5 10 | 11 [Dead
Engine Type: 400 XL
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
3 ER Medium Laser (C) LA 5 7[DE] — 5 10 15
3 ER Medium Laser (C) RA 5 7[DE] — 5 10 15
2 LB5XAC(C) LT 1 5[DBC/F/S] 3 8 15 24
2 LB5XAC(C) RT 1 5[DBC/F/S] 3 8 15 24
1 Light Active Praobe HD — [E] - - — 3

ARMOR DIAGRAM
Ferro-Fibrous

Head (9)

Left Torso Right Torso

00000000

0000000000
00000000

OOOOOOOOOOOOOOOOOOO

Center
Torso
(47)

Left
Leg Center
(42) Torso

(18]

Right Arm
(34)

o (]
o o
o o
() o
Ammo: (LB 5-X] 40, (LB 5-X Cluster) 40 Left o O Right
Quirks: Barrel Fists (LA), Barrel Fists [RA), Protected Actuators, Weak Head Torso Rear (¢] (¢] Torso Rear
Armor (1] (10) 6o o© (10)
\ BV: 2,708 @@ / INTERNAL STRUCTURE DIAGRAM
\ "
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scale
Hgad Left Torso (21) Right Torso (21)  ((Overfiow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o‘;
2. Upper Arm Actuator 3. C_Of’kp"’ . 2. Upper Arm Actuator %% 30%
13 3. Lower Arm Actuator 4. Light Active Probe 1.3 3. Lower Arm Actuator o 29
" 4. ER Medium Laser S. Sensors "2 4. ER Medium Laser Oy -
5. ER Medium Laser 8. Life Support 5. ER Medium Laser o 28
6. ER Medium Laser 6. ER Medium Laser Og\ Right 27
o *]
1. Ferro-Fibrous Center Torso 1. Ferro-Fibrous (o) Allr;“ 26*
2. Ferro-Fibrous 1. XL Fusion Engine 2. Ferro-Fibrous o) 1171 25
4-6 3. Ferro-Fibrous 2. XL Fusion Engine 48 3. Ferro-Fibrous 24
"9 4. Ferro-Fibrous 3. XL Fusion Engine " 4. Triple Strength Myomer 3%
5. Triple Strength Myomer 1-3 4. Gyro 5. Triple Strength Myomer oo
6. Roll Again 5. Gyro B. Triple Strength Myomer Righ
ght 21
6. Gyro L
©9 207
CASE 1. Syro i CASE (21 —
Left Torso (CASE) 2. XL Fusion Engine Right Torso (CASE)
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
13 3.[LB 5-XAC 5. Tr?ple Strength Myomer 1-3 3.[LB 5-X AC HEAT A \\ 16
4./LB5-XAC 6. Triple Strength Myomer 4.[LB5-XAC Double Heat Sinks: =
5.| LB 5-X AC 5.| LB 5-X AC Heat 19 (24] 15
B6.LLB 5-X AC Engine Hits B6.LLB 5-X AC Level* Effects (24) 147
9
Gyr\o Hits o o 30 Shutdown 134
1.[LB 5-X AC . 1.[LB 5-XAC ;
2|LB5XAC Sensor HitsO O 2.|LB5XAC BB G o 88 12
3| LB 5X AC Life SupportO 3| LB 5X AC 26  Shutdown, avoid ‘un 10+
4-6 4.l LB5XAC 4-6 4B 5XAC 25 -5 Movement Points O 11
5. Ammo (LB 5X] 20 5. Ammo [LB 5X] 20 gg annn:lgcgzer;\?ozrgn - O 10
6. Ammo (LB 5-X Cluster) 20 6. Ammo (LB 5-X Cluster) 20 P, avo O 9
22 Shutdown, 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. 1. Hi 17 +3 Modifier to Fire O 5 *
' gamePlate P 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator V! i 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 odifier to ire 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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ARMOR DIAGRAM

Ferro-Fibrous
Head (9)

Left Torso

Right Torso

B-TTLETECH

BATTLEMECH RECORD SHEET

¢}

O

Center
Torso
(43)

Oogogo
(o] Ke)(e)(e}
o) ()¢}
000
ol >-o-o
o} [Nexe)
olo~o~o
0100
0-0-0|
(O)(e)
o o000
02020
(O

Right Arm
(34)

Quirks: Barrel Fists (LA), Barrel Fists (RA), Improved Targeting (Medium),
Protected Actuators, Weak Head Armor (1)

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Behemaoth (Stone Rhino) 6 COOL Name:
Movement Points: Tonnage: 100 - _— -
Walking: 415] Tech Base: Mixed Gunnery Skill: ____ Piloting Skill:
Running:  6[8] Rules Level: Advanced HitsTaken| 1 | 2 | 3 | 4 [ 5 | &
Jumping: 0 Role: Brawler Consciousness # | 3 5 7 [ 10| 11 |Dead
Engine Type: 400 XL
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
3 Medium Pulse Laser (C) LA 4 7[P] — 4 8 12 ]
3 Medium Pulse Laser (C) RA 4 7 [P] - 4 8 12 | e |
4 Medium Pulse Laser (C) LT 4 7[P] — 4 8 12 {q'.’ - B —
4 Medium Pulse Laser (C) RT 4 7[P] — 4 8 12 "._ ;_.‘ \ * 7 -\‘ ( I
1 Radical Heat Sink RT — [E] - - - - 1 o Tm - “
System ) &/
1 ER Small Laser (C) HD 2 5|[DE] — 2 4 6

Left Right
Leg Center Leg
(42) Torso (42)

(18]

[©] [©]

[©] [©]

(@] o

(@] o

[©] [©]

O [©] i
Left ) I Right

Torso Rear o) [e) Torso Rear

(16) © © (16)

\ BV: 3489 @@ y INTERNAL STRUCTURE DIAGRAM
/, \ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (21) Right Torso (21)  ((Overfiow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder 2
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o2 30%
3. Lower Arm Actuator 4. ER Small Laser 3. Lower Arm Actuator o2 59
1-3 4. Medium Pulse Laser 5. Sensors 1-3 4. Medium Pulse Laser o(; -
5. Medium Pulse Laser B. Life Support 5. Medium Pulse Laser g 28
6. Medium Pulse Laser 6. Medium Pulse Laser Og\ Right 27
*]
1. Ferro-Fibrous Center Torso 1. Triple Strength Myomer OO Arm 26
2. Roll Again 1. XL Fusion Engine 2. Roll Again o) (7] 257
48 3. Roll Again 2. XL Fusion Engine 4.6 3. Roll Again 247
~C 4. Roll Again 3. XL Fusion Engine Y 4. Roll Again 3%
5. Roll Again 1-3 4. Gyro 5. Roll Again -
6. Roll Again 5. Gyro 8. Roll Again _— 22
6. Gyro 9 21
LEQ 20*
1. Gyro . (21) -
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 /—\ 17
3. Medium Pulse Laser 5. Ferro-Fibrous 3. Medium Pulse Laser _
1-3 4. Medium Pulse Laser B. Ferro-Fibrous 1-3 4. Medium Pulse Laser HEAT A Double Heat Sinks: N 16*
5. Medium Pulse Laser 5. Medium Pulse Laser Heat 18 [SBj 15
6. Medium Pulse Laser Engine Hits 000 B. Medium Pulse Laser Level* Effects 14%
1. Ferro-Fibrous Gyro Hits QO O 1.[ Radical Heat Sink System [IS] Sg ih”tdo"EV” i on Bt 00 13"
2. FerroFibrous Sensor Hits O O 2.| Radical Heat Sink System [IS] oo o B YOl on 3L 00 T2
3. Triple Strength Myomer Life Support O 3.LRadical Heat Sink System [IS] o5 5 :/losgvrr;;\éor_‘,mi’;s 00 11
46 4. Triple Strength Myomer 4-6 4. Ferro-Fibrous 54 +4 Modifier to Fire 00 107
5. Triple Strength Myomer 5. Ferro-Fibrous 53 Ammo Exo. avoid on 6+
6. Triple Strength Myomer B. Triple Strength Myomer 55 gh P, avo (e]e) 9
utdown, avoid on 8+ O O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O O 7
Left Leg CH'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ (e]e) 6
1. Hip l- 1. Hip 17  +3 Modifier to Fire O ==
game D 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.[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 e M odiher EOP ','"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

Quirks: Barrel Fists (LA), Barrel Fists (RA), Protected Actuators, Poor
Performance, Weak Head Armor (1), Oversized

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Behemoth (Stone Rhino) 6 TSM Name:
Movement Points: Tonnage: 100 - _— -
Walking: 415] Tech Base: Mixed Gunnery Skill: ____ Piloting Skill:
Running:  6[8] Rules Level: Standard HitsTaken | 1 [ 2 | 3 | 4 [ 5 | B
Jumping: 2 Role: Brawler Consciousness # | 3 5 10 | 11 [Dead
Engine Type: 400 XL
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
7 Medium Pulse Laser (C) LT 4 7[P] — 4 8 12
7 Medium Pulse Laser (C) RT 4 7[P] — 4 8 12
1 ER Small Laser [C) HD 2 5[DE] - 2 4 B

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

¢}

O

O O

00000000
OOOOOOOOOOOOOOOOOO

00

O 009

o OO OO OOOOOO OO OO OO

Center
Torso
(43)

Left
Leg Center
(42) Torso

(18]

Right Arm
(34)

[©] [©]

[©] [©]

(@] o

(@] o

[©] [©]

O [©] i
Left ) I Right

Torso Rear o) [e) Torso Rear

(16) © © (16)

\ BV: 3,531 @@ y INTERNAL STRUCTURE DIAGRAM
\ "
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scalo
Hgad Left Torso (21) Right Torso (21)  ((Overfiow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o‘;
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator %% 30%
1-3 3. Lower Arm Actuator 4. ER Small Laser 1-3 3. Lower Arm Actuator 04 59
" 4. Ferro-Fibrous S. Sensors "2 4. Ferro-Fibrous Og -
5. Ferro-Fibrous B. Life Support 5. Ferro-Fibrous O, 28
6. Ferro-Fibrous 6. Ferro-Fibrous Og\ Right 27
o *]
1. Ferro-Fibrous Center Torso 1. Roll Again ° A«r;n 26*
2. Roll Again 1. XL Fusion Engine 2. Roll Again o) 1171 25
48 3. Roll Again 2. XL Fusion Engine 4.6 3. Roll Again 24
~9 4. Roll Again 3. XL 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 Leg
20
1. Gyro . (21)
Left Torso o x{ Fusion Engine Right Torso 197
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
3. Medium Pulse Laser 5. Jump Jet 3. Medium Pulse Laser _
1-3 4. Medium Pulse Laser 8. Jump Jet 1-3 4. Medium Pulse Laser HEAT A s N 16
. P . Double Heat Sinks: 157
5. Medium Pulse Laser 5. Medium Pulse Laser Heat 18 (36
. Medium Pulse Laser ngine Hits . Medium Pulse Laser Level* Effects 14
6. Medium Pulse L. Engine Hi 6. Medium Pulse L (36) N
i 30 Shutd
1. Medium Pulse Laser Gyro Hits O O 1. Medium Pulse Laser o8 A;mc?‘g:p avoid on B+ (e]e) 137
2. Medium Pulse Laser S_ensor Hits QO 2. Medium Pulse Laser 56 Shutdown Iavmd on 10+ (e]e) 12
3. Medium Pulse Laser Life Support O 3. Medium Pulse Laser 95 -5 Movement Points 00 11
4-6 4 Triple Strength Myomer 4-6 4 Triple Strength Myomer 54 +4 Modifier to Fire o0 o7
5. Triple Strength Myomer 5. Triple Strength Myomer 53 A ]
. mmo Exp, avoid on 6+ O O g
6. Triple Strength Myomer B. Triple Strength Myomer oo gh )
utdown, avoid on 8+ O O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O O 7
Left Leg [:H'[HVS'[ Right Leg 18 Shutdown, avoid on B+ (0]e) 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.[Dcuub|e Heat Sink Damage Transfer 5-[DDU|J|€ Heat Sink 10 -2 Movement Points 2
6. Double Heat Sink Diagram 6.1 Double Heat Sink g *11M'V'”d'f'erzopﬁfet 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

( 'MECH DATA \

N

BATTLEMECH RECORD SHEET

( WARRIOR DATA \

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

. OOOOO
Type: Behemoth (Stone Rhino) 7 TSM Name: 0500

Movement Points: Tonnage: 100 . _— . [e)(e)(e]
R - G Skill: Piloting Skill: (0)(e)

Walking: 3 [4] Tech Base: Mixed unnery Skl Filoting 5K OOOOO

Running:  5[B] Rules Level: Standard HitsTaken | 1 | 2 5|6 OOOOO

dumping: 3 Role: Sniper‘ Consciousness # | 3 5 7 10 | 11 [Dead 80808

Engine Type: 300 Fusion p, OOOOO

Weapons & Equipment Inventory (hexes) 08080

# Type Loc Ht Dmg Min Sht Med Lng O

1 Large Pulse Laser (C) LA 10 10[P] — B 14 20

1 Large Pulse Laser (C) RA 10 10[P] — B6 14 20 Left A Center Right A

e rm 1 rm

1 ER Large Laser (C) LT 12 10 [DE] - 8 15 25 (a2) [T‘Z%s‘]’ 132

1 ER Large Laser (C) RT 12 10 [DE] — 8 15 25

1 ER Large Laser (C) CT 12 10[DE] — 8 15 25

1 Small Pulse Laser (C) HD 2 3[PAl] — 2 4 6

Left Right
Leg Center Leg
(36) Torso (36)
(15)
o (]
o o
o o
() o
Left o o Right
Quirks: Barrel Fists (LA), Barrel Fists [RA), Protected Actuators, Weak Head Torso Rear (¢] (¢] Torso Rear
Armor (1] (14) 6o o© (14)
\ BV: 3,165 @@ y INTERNAL STRUCTURE DIAGRAM
/, \ Standard Structure Heat
CRITICAL TABLE \ . Scale
Hgad Left Torso (21) Right Torso (21)  ((Overfiow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o‘;
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator %% 30%
1-3 3. Lower Arm Actuator 4. Small Pulse Laser 1-3 3. Lower Arm Actuator 04 59
- .[ Double Heat Sin| . " 4.[ Double Heat Sin o
4.] Double Heat Sink S. Sensors 4.[ Double Heat Sink o -
5.1 Double Heat Sink 8. Life Support 5. Double Heat Sink o 28
6.[Doub|e Heat Sink 8.[Double Heat Sink Og\ Right 27
o *]
1.LDouble Heat Sink Center Torso 1.LDouble Heat Sink 8 [Allr;n] 26*
2.[Large Pulse Laser 1. Fusion Engine 2.[Lar‘ge Pulse Laser 25*
4-6 3.LLarge Pulse Laser 2. Fusion Engine 48 3.LLarge Pulse Laser 24
~© 4. Triple Strength Myomer 3. Fusion Engine " 4. Triple Strength Myomer 3%
5. Roll Again 1-3 4. Gyro 5. Triple Strength Myomer oo
6. Roll Again 5. Gyro B. Triple Strength Myomer )
B G Right 21
. Gyro Leg
20
1. Gyro . (21] 197
Left Torso _ 2. Fusion Engine Right Torso . |
1 .[Double Heat Sink 3. Fusion Engine ’I.[Double Heat Sink 18
2.1 Double Heat Sink 4-6 4. Fusion Engine 2.LDouble Heat Sink /—\ 174
3.[Double Heat Sink 5. Jump Jet 3.[Double Heat Sink _

1-3 4.1 Double Heat Sink 6. ER Large Laser 1-3 4.1 Double Heat Sink HEAT A Double Heat Sinks: N 16*
5.[Doub|e Heat Sink 5.[Dnuble Heat Sink Heat 56 [52] 15
6.LDouble Heat Sink Engine Hits OO O 6.LDouble Heat Sink Level* Effects (52) 14

i 30 Shutd
’I.[Double Heat Sink Gyro Hits O O ‘I.[Double Heat Sink o8 A;mc?‘g:p avoid on B+ (e]ole) 137
2.| Double Heat Sink Sensor Hits QO 2.| Double Heat Sink BB S 000 12
3.[D0ub|e Heat Sink Life Support O 3.[Doub|e Heat Sink 95 -5 Movement Points 000 11

46 4.1 Double Heat Sink 4-6 4.1 Double Heat Sink 54 +4 Modifier to Fire 000 107
5. ER Large Laser 5. ER Large Laser 53 Ammo Exo. avoid on 6+
6. Triple Strength Myomer B. Triple Strength Myomer 55 gh P, avo 000 9

utdown, avoid on 8+ O O O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O O 7
Left Leg [:H'[HVS'[ Right Leg 18 Shutdown, avoid on B+ (0]e) 6
1. Hi l. 1. Hi 17 +3 Modifier to Fire O O 5 *
- Hip game P labs - Hip 15 aM t Point
2. Upper Leg Actuator 2. Upper Leg Actuator -o Viovement Foints (e]e) 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'" EUPFI'FP;:
5. Jump Jet Damage Transfer 5. Jump J‘?t g -+1 I\/ID;/Z:i::to Eil:es 2
6. Roll Again Diagram 6. Roll Again 5 1 Movement Points 1
\, / '\ / |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

( 'MECH DATA \

ARRIOR DATA \

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso

Right Torso

N
i OOOOO
Type: Behemoth CRAC (Stone Rhino) Name: %%
Movement Points: Tonnage: 100 Gunnery Skill: Piloting Skill: OOOOO
Walking: 3 [4] Tech Base: Mixed ry sl — g =Kk e
Running:  5[6] Rules Level: Standard HitsTaken [ 1 | 2 5] 6 oo
dumping: 3 Role: Sniper‘ Consciousness # | 3 5 7 10 | 11 [Dead 08080
Engine Type: 300 Fusion [)(e)(e)
/ 02020
Weapons & Equipment Inventory (hexes) 00,
# Type Loc Ht Dmg Min Sht Med Lng 0~0
1 Large Pulse Laser (C] LA 10 10[P] — B 14 20
1 Large Pulse Laser (C) RA 10 10[P] — B 14 20 Center )
Left Arm Torso Right Arm
1 Rotary AC/5 (C) LT 1 5/Sht[DBR/C] — 7 14 21 (34 (ar) (34
1 Rotary AG/5 (C) RT 1 5/Sht[DBR/C] — 7 14 21
1 Small Pulse Laser (C) HD 2 3[PAI] — 2 4 B
Left Right
Leg Center Leg
(42) Torso (42)
(15)
o (]
o o
o o
() o
Ammo: (RAC/5) 160 Left o O Right
Quirks: Barrel Fists (LA), Barrel Fists [RA), Protected Actuators, Weak Head Torso Rear (¢] (¢] Torso Rear
Armor (1] (10) 6o o© (10)
\ BV: 3619 @@ y INTERNAL STRUCTURE DIAGRAM
\ "
/, \ Standard Structure Heat
CRITICAL TABLE \ - Seale
Hgad Left Torso (21) Right Torso (21)  ((Overfiow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o‘;
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator %% 30%
1-3 3. Lower Arm Actuator 4. Small Pulse Laser 1-3 3. Lower Arm Actuator 04 59
- 4.[Large Pulse Laser 5. S_ensor‘s - 4.[Lar‘ge Pulse Laser Oy -
5.l Large Pulse Laser B. Life Support 5.l Large Pulse Laser g 28
6. Ferro-Fibrous 6. Ferro-Fibrous Og\ Right 27
) O, Arm 26%
1. Ferro-Fibrous Center Torso 1. Ferro-Fibrous % 17 -
2. Ferro-Fibrous 1. Fusion Engine 2. Ferro-Fibrous o) 1171 25
4-6 3. Triple Strength Myomer 2. Fusion Engine 48 3. Ferro-Fibrous 24
~© 4. Triple Strength Myomer 3. Fusion Engine " 4. Triple Strength Myomer 3%
5. Roll Again 1-3 4. Gyro 5. Triple Strength Myomer oo
6. Roll Again 5. Gyro B. Triple Strength Myomer )
. Right 21
6. Gyro le
g 204
1. Gyro . (21] 197
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE)
1.[Rotary AC/5 46 3. Fusion Engine 1.[Rotary AC/5 187
2.| Rotary AC/5 "0 4. Fusion Engine 2.| Rotary AC/5 )\ 17%
3. Rotary AC/5 5. Jump Jet 3.| Rotary AC/5 HEAT A
- . - 16
1-3 4.| Rotary AC/5 6. Triple Strength Myomer 1-3 4.| Rotary AC/5 Double Heat Sinks: -
5.| Rotary AC/5 5.| Rotary AC/5 Heat 19 (24] 15
6.| Rotary AC/5 Engine Hits OO O 6.| Rotary AC/5 Level* Effects (=4) 147
i 30 Shutd
1.| Rotary AC/5 Gyro Hits QO O 1.| Rotary AC/5 uedown = 00 13"
Sensor Hits oo 28 Ammo Exp, avoid on 8+
2.LRotary AC/5 ) 2.LRotary AC/5 56 Shutdown. avoid on 10+ (e]e) 12
3. Ammo (RAG/5) 20 Life Support O 3. Ammo [RAG/5) 20 0E 5 Movernont Points 0 T
48 4. Ammo (RAG/5) 20 46 4. ammo (RAG/5) 20 24  +4 Modifier to Fire o) 107
5. Ammo (RAC/5) 20 5. Ammo (RAC/5) 20 23 Ammo Exp, avoid on B+ O S
6. Ammo (RAC/5) 20 6. Ammo (RAC/5) 20 22 Shutdown, avoid on 8+ 3 —
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. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
8. Roll Again Diagram B. Roll Again 8  +1 Modifier to Fire 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

( 'MECH DATA \

( WARRIOR DATA \

Ammo: (HAG/30) 24, (LRM 15) 32

Actuators, Weak Head Armor (1)

Quirks: Anti-Aircraft Targeting, Barrel Fists (LA}, Barrel Fists (RA}, Protected

\ BV: 3,534

®

N
Type: Behemoth PD (Stone Rhino) Name:
Movement Points: Tonnage: 100 . _— .
R . G Skill: Pil Skill:
Walking: 3 [4] Tech Base: Mixed unnery Skill: ' Plloting Ski
Running:  5[B] Rules Level: Standard HitsTaken | 1 | 2 45|86
dumping: 3 Role: Sniper Consciousness # | 3 5 10 | 11 |Dead
Engine Type: 300 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 LRM 15 (C) LA 5 1/Msl[MCS] - 7 14 21
1 LARM 15 (C) RA 5 1/Msl[MCS] - 7 14 21
1 HAG/30 LT 6 30[CFX] 2 8 16 24
1 HAG/30 RT 6 30[CFX] 2 8 16 24

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

00
o OOOOOOOOO ©) OOOOO
00000000

OOOOOOOOOOOOOOOOOOO

Center
Torso
(47)

Right Arm
(34)

Left Right
Leg Center Leg
(42) Torso (42)

(18]

o (]
o o
o o
() o
Left o o Right
Torso Rear o O Torso Rear
(10 © O (10

INTERNAL STRUCTURE DIAGRAM

\
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scale
Hgad Left Torso (21) Right Torso (21)  ((Overfiow
Left Arm (CASE) 1. Life Support Right Arm (CASE) S
1. Shoulder 2. Sensors 1. Shoulder o‘;
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator %% 30%
3. Lower Arm Actuator 4. Triple Strength Myomer 3. Lower Arm Actuator o 59
1-3 4.[LRM 15 5. Sensors 1-3 4.[LRM 15 oo .
5.lLRM 15 8. Life Support 5.LAM 15 o 28
6. Ammo (LRM 15) 8 6. Ammo (LRM 15) 8 Og| might |27
) *|
1. Ammo (LRM 15) 8 Center Torso 1. Ammo (LRM 15) 8 ° Aqr;n 26*
2. Ferro-Fibrous 1. Fusion Engine 2. Ferro-Fibrous o) 1171 25
4-6 3. Ferro-Fibrous 2. Fusion Engine 48 3. Ferro-Fibrous 24
"9 4. Ferro-Fibrous 3. Fusion Engine " 4. Triple Strength Myomer 3%
5. Triple Strength Myomer 1-3 4. Gyro 5. Triple Strength Myomer oo
6. Roll Again 5. Gyro B. Triple Strength Myomer )
6. Gyro Right 21
- Lyl Leg 204
1. Gyro . (21) -
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) 19
1.[HAG/30 46 3. Fusion Engine 1.[HAG/30 187
2.| HAG/30 "0 4. Fusion Engine 2.| HAG/30 17%
1-3 3.[HAG/30 5. Jump Jet 1-3 3.|HAG/30 \ 6
4. HAG/30 6. Triple Strength Myomer 4.[HAG/30 Double Heat Sinks: -
5.| HAG/30 5.| HAG/30 10 (201 15
6. HAG/30 Engine Hits OO O 6. HAG/30 Level* Effects (20) 14%
Gyr\o Hits o o 30 Shutdown 134
1.| HAG/30 . 1.| HAG/30 )
2 HAG;SD Sensor HitsQ O 2 HAG;BG o0 amme Bxp. avaid on B 8 T2
. ) . .
s mmo g/ a0l Life SupportO 3 o a0 22 Gucon orkiw S |E
4-6 4 Amma (HAG/30) 4 4-6 4. Ammo [HAG/30) 4 54 14 Modifier to Fire o o
5. Ammo (HAG/30) 4 5. Ammo (HAG/30) 4 53 A .
) mmo Exp, avoid on 6+ O g
6. Ferro-Fibrous B. Ferro-Fibrous .
22 Shutdown, 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. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
8. Roll Again Diagram B. Roll Again g TMM”d'f'erzopF'Fet 1
\ VAN -1 Movement Paints / 5
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B-TTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \ \ ( WARRIOR DATA \
Type: Behemoth TSM / FF (Stone Rhino) Name:
Movement Points: Tonnage: 100 . _— .
Walking: 3[4] Tech Bgase: Mixed Gunnery Skill: ____ Piloting Skill:
Running:  5[B] Rules Level: Standard HitsTaken | 1 | 2 4|56
dumping: 3 Role: Sniper‘ Consciousness # | 3 5 10 | 11 [Dead
Engine Type: 300 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Laser (C) LA 10 10[P] — 6 14 20
1 Large Pulse Laser (C) RA 10 10[P] — B6 14 20
1 Gauss Rifle (C) LT 1 15[DBX] 2 7 15 @22
1 Gauss Rifle (C) RT 1 15[DBX] 2 7 15 @22
1 Small Pulse Laser (C) HD 2 3[PAI] — 2 4 B

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

00
o OOOOOOOOO ©) OOOOO

000000000
0000000000
00000000

Center
Torso
(47)

Left
Leg Center
(42) Torso

(18]

Right Arm
(34)

o (]
o o
o o
() o
Ammo: (Gauss) 32 Left o fe) Right
Quirks: Barrel Fists (LA), Barrel Fists [RA), Protected Actuators, Weak Head Torso Rear (¢] (¢] Torso Rear
Armor (1] (10) © © (10)
\=V 3310 @) )
/, \ \ Standard Structure Heat
CRITICAL TABLE \ - Scale
Head Left Torso (21) Right Torso (21)  ((Overfiow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder 2
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator o2 30%
3. Lower Arm Actuator 4. Small Pulse Laser 3. Lower Arm Actuator o2 59

1-3 4.[Large Pulse Laser 5. Sensors 1-3 4.[Lar‘ge Pulse Laser o(; -
5.l Large Pulse Laser B. Life Support 5.l Large Pulse Laser g 28
6. Roll Again 6. Ferro-Fibrous Og\ Right 27

O, Arm 26%
1. Roll Again Center Torso 1. Ferro-Fibrous o 17) -
2. Roll Again 1. Fusion Engine 2. Ferro-Fibrous o) 25

4-6 3. Roll Again 2. Fusion Engine 48 3. Ferro-Fibrous 24
4. Roll Again 3. Fusion Engine 4. Roll Again 537
5. Roll Again 1-3 4. Gyro 5. Roll Again -
B. Roll Again 5. Gyro 6. Roll Again _— 22

6. Gyro 9 21
LEQ 20*
1. Gyro . (21) -
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE) 19
1.[ Gauss Rifle 3. Fusion Engine 1.[ Gauss Rifle 187
2.| Gauss Rifle 48 ; Fusion Engine 2.| Gauss Rifle ———\ T
3.| Gauss Rifle 5. Jump Jet 3.| Gauss Rifle _

1-3 4 Gauss Rifle 6. Triple Strength Myomer 13 4. Gauss Rifle HEAT A Double Heat Sinks: Gl
5.| Gauss Rifle 5.| Gauss Rifle Heat 12 (2 4]' 15
6.LGauss Rifle Engine Hits OO O 6.LGauss Rifle Level* Effects 14%
1. Ammo [Gauss) 8 Gyro Hits 00 1. Ammo [Gauss) 8 30 Shutdown = (@]e) 137

Sensor Hits oo 28 Ammo Exp, avoid on 8+
2. Ammo (Gauss) 8 ) 2. Ammo (Gauss) 8 26 Shutdown, avoid on 10+ (e]e) 12
46 3. Ferro-Fibrous Life Support O 4-6 3. Triple Strength Myomer 95 -5 Movement Points 'e) 11
~© 4. Ferro-Fibrous ~O 4. Triple Strength Myomer 54  +4 Modifier to Fire o 107
5. Ferro-Fibrous 5. Triple Strength Myomer ]
B. Triple Strength M 6. Triple Strength M 23 Ammo Exp, avoid on B+ O 9
: P 9 yomer - [Mple streng yomer 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ O 7
Left Leg CH'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O <]
1. Hip l_ 1. Hip 17  +3 Modifier to Fire O 5
gamePlate 15 -3 Movement Points
2. Upper Leg Actuator 2. Upper Leg Actuator O 4
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. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
8. Roll Again Diagram 6. Roll Again 8  +1 Modifier to Fire 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

Ferro-Lamellor

Head (9)

Left Torso Right Torso

O
OOO 0 0 O
/, \ /4 \ (ONGX, B{eX(e
'MECH DATA \ WARRIOR DATA OOO 0,00
. 0.0 0
Type: Behemoth TSM / FL (Stone Rhino) Name: ogo gogog 9%
Movement Points: Tonnage: 100 Gunnery Skill: Piloting Skill: OOO o OOOOO
Walking: 3 [4] Tech Base: Mixed - OO0 o OOOOO
Running: 58] Rules Level: Advanced Hits Taken | 1 | 2 4|58 OOO % OOOOO
dumping: 3 Role: Sniper‘ Consciousness # | 3 5 10 | 11 [Dead OOO ©) OOOOO
Engine Type: 300 Fusion . OOO @] OOOOO
" (e)(e)
Weapons & Equipment Inventory (hexes) o
# Type Loc Ht Dmg Min Sht Med Lng O
1 Large Pulse Laser (C) LA 10 10[P] — B 14 20
1 Large Pulse Laser (C) RA 10 10[P] — B6 14 20 Left A Center Right A
e rm 1 rm
1 Gauss Rifle (C) LT 1 15[DBX] 2 7 15 22 (87) [Tgrgs‘]’ 127)
1 Gauss Rifle (C) RT 1 15[DBX] 2 7 15 @22
1 Small Pulse Laser (C) HD 2 3[PAI] — 2 4 B
Left Right
Leg Center Leg
(34) Torso (34)
(12)
Ammo: (Gauss) 32 Left Right
Quirks: Barrel Fists (LA), Barrel Fists [RA), Protected Actuators, Weak Head Torso Rear Torso Rear
Armor (1] (8) (8)
\ BV: 3,301 @@ y INTERNAL STRUCTURE DIAGRAM
\ "
/, \ Standard Structure Heat
CRITICAL TABLE \ . Scale
Hgad Left Torso (21) Right Torso (21)  ((Overfiow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o‘;
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator %% 30%
1-3 3. Lower Arm Actuator 4. Small Pulse Laser 1-3 3. Lower Arm Actuator 04 59
- 4.[Large Pulse Laser 5. S_ensor‘s - 4.[Lar‘ge Pulse Laser Oy -
5.l Large Pulse Laser B. Life Support 5.l Large Pulse Laser g 28
6. Ferro-Lamellor 6. Ferro-Lamellor Og\ Right 27
O, Arm 26%
1. Ferro-Lamellor Center Torso 1. Ferro-Lamellor 8 (17) -
2. Roll Again 1. Fusion Engine 2. Ferro-Lamellor 25*
4-6 3. Roll Again 2. Fusion Engine 48 3. Ferro-Lamellor 24
~9 4. Roll Again 3. Fusion Engine " 4. Ferro-Lamellor 3%
5. Roll Again 1-3 4. Gyro 5. Ferro-Lamellor oo
6. Roll Again 5. Gyro 6. Ferro-Lamellor Right
6. Gyro L:Q 21
20
CASE 1. Gyro i CASE (21 —
Left Torjso (CASE) 2. Fusion Engine Right Tqrso (CASE) ,
1.[ Gauss Rifle 3. Fusion Engine 1.[ Gauss Rifle 18
2.| Gauss Rifle 4-6 4. Fusion Engine 2.| Gauss Rifle /—\ 174
3.| Gauss Rifle 5. Jump Jet 3.| Gauss Rifle HEAT A
- . . - . 16
1-3 4.| Gauss Rifle B. Triple Strength Myomer 1-3 4.| Gauss Rifle Double Heat Sinks: -
5.| Gauss Rifle 5.| Gauss Rifle Heat 10 (201 15
6.LGauss Rifle Engine Hits OO O 6.LGauss Rifle Level* Effects (20) 14%
i 30 Shutd
1. Ammo (Gauss) 8 Gyro H!tS (o] o] 1. Ammo (Gauss) 8 og A;mc?\g:p avoid on 8+ (@) 137
2. Ammo (Gauss) 8 S_ensor Hits QO 2. Ammo (Gauss) 8 56 Shutdown Iavmd on 10+ O 12
3. Ferro-Lamellor Life Support O 3. Triple Strength Myomer 95 -5 Movement Points 'e) 11
46 4 FerroLamelior 4-6 4 Triple Strength Myomer 54 +4 Modifier to Fire o o7
5. Ferro-Lamellor 5. Triple Strength Myomer 53 Ammo Exo. avoid on 6+
6. Triple Strength Myomer B. Triple Strength Myomer 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
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'" EUPFI'FP;:
S. Jump Jet Damage Transfer 5. Jump Jet g -+1 I\/IDVZ:']ent E_'” S 2
B. Roll Again Diagram B. Roll Again e 4 Mose'ri;topo'i;ets 1
\, / '\ / |o
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B-TTLETECH

BATTLEMECH RECORD SHEET

( 'MECH DATA \

Type: Stone Rhino Construction

N

( WARRIOR DATA \

Name:

Movement Points: Tonnage: 100 . - .

Walking: 314] Tech Bgase: Mixed Gunnery Skill: ____ Piloting Skill:
Running:  5[B] Rules Level: Standard HitsTaken | 1 | 2 5 | 6
dumping: 3 Role: Sniper‘ Consciousness # | 3 5 7 | 10 | 11 [Dead
Engine Type: 300 Compact

- /

Weapons & Equipment Inventory (hexes)

# Type Loc Ht Dmg Min Sht Med Lng

1 Backhoe LA — B - - - =

1 Buzzsaw RA — 8B - - - =

1 Liquid Storage:4.5t LT — [E] - - - =

1 Cargo (4.5 tons) LT — [E] - - - =

1 Bridge Layer (Heavy) RT — [E] - - - =

2 Lift Hoist/Arresting CT — [g] - - - =

Hoist

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

(©) 00
0080808000808000008
000000000

Q00000000

Center
Torso
(48)

Right Arm
(32)

Left Right
Leg Center Leg
(38) Torso (38)

(18]

o (]
o o
o o
() o
Left o o Right
Quirks: Barrel Fists (LA), Barrel Fists [RA), Protected Actuators, Weak Head Torso Rear (¢] (¢] Torso Rear
Armor (1] (14) 6o o© (14)
\ BV: 1,530 @@ y INTERNAL STRUCTURE DIAGRAM
\ "
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scale
Hgad Left Torso (21) Right Torso (21)  ((Overfiow
Left Arm 1. Life Support Right Arm S
1. Shoulder 2. Sensors 1. Shoulder o‘;
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator %% 30%
1.3 3. Lower Arm Actuator 4. Triple Strength Myomer 1.3 3. Lower Arm Actuator % 59
"2 4.]Backhoe S. Sensors "2 4. Hand Actuator Oy -
5.| Backhoe B. Life Support 5.[Buzzsaw g 28
6.| Backhoe 6.LBuzzsaw Og| Right 27
. O, Arm 26%
1.| Backhoe Center Torso 1. Triple Strength Myomer o 17 -
2.| Backhoe 1. Compact Fusion Engine 2. Triple Strength Myomer o) 1171 25
48 3.LBackhoe 2. Compact Fusion Engine 4.6 3. Triple Strength Myomer 24
4. Roll Again 3. Compact Fusion Engine 4. Roll Again 23
5. Roll Again 1-3 4. Compact Gyro 5. Roll Again —
6. Roll Again 5. Compact Gyro 6. Roll Again Right
6. Jump Jet Leg 21
20
1.[ Lift Hoist/Arresting Hoist . (21) -
Left Torso 2.[Lift Hoist,/ Arresting Hoist Right Torso N
1.[ Liquid Storage 46 3.1 Lift Hoist/Arresting Hoist 1.[Bridge Layer [Heavy] 18
2.| Liquid Storage "0 4.[ Lift Hoist/Arresting Hoist 2.| Bridge Layer (Heavy) /ar— 17%
3.| Liquid Storage 5.| Lift Hoist/Arresting Hoist 3.| Bridge Layer (Heavy) HEAT A
- e . - . 16
134 Liquid Storage B.L Lift Hoist/Arresting Hoist 1-34. Bridge Layer (Heavy) Double Heat Sinks: -
5.1 Liquid Storage 5.| Bridge Layer [Heavy) Heat 10 (201 15
B.[Cargo Engine Hits OO O 6.| Bridge Layer (Heavy) Level* Effects (20) 14
i . 30 Shutdown A
1.| Cargo s Gyro :Itsgg 1.| Bridge Layer [Heavy) 28 Ammo Exp, avoid on B+ (@) 13
2.| Cargo _ensor its 2.| Bridge Layer (Heavy] 56  Shutdown Iavmd on 10+ (@) 12
46 3.[ Cargo Life Support O 4-6 3. Bridge Layer (Heavy) 95 -5 Movement Points 'e) 11
4.1Cargo 4.| Bridge Layer [Heavy] 24  +4 Modifier to Fire O 10%
5. Triple Strength Myomer 5.| Bridge Layer (Heavy] 53 Ammo Exo. avoid on 6+
6. Triple Strength Myomer 6.LBridge Layer (Heavy) 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
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 jl g EEMMOd'f'e'" toPFl.re
5. Jump Jet Damage Transfer 5. Jump Jet g -+1 MDVZ:.]EHE E.mts 2
B. Roll Again Diagram B. Rall Again e M odiher tOP 'Fet 1
\ / \ - ovemen oints / 0
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