B-TTLETECH

( 'MECH DATA \

Type: Dragon DRG-1N-Nismo1

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Ferro-Fibrous
Head (9)

\
\ ( WARRIOR DATA

Ammao: (AC/5]) 40, (LRM 10) 24
Quirks: Narrow,/Low Profile, Stable

Name:
Movement Points: Tonnage: 60 . _— .
R G Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere unnery kil — Foting 5K
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 45|86
dumplng: 0 Role: Skirmisher Consciousness # | 3 5 10 | 11 [Dead
Engine Type: 300 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Medium Laser LA 3 5][DE] - 3 6 9
1 AC/5 RA 1 5[DBS] 3 6 12 18
1 Medium Laser LT 3 5|[DE] - 3 6 9
1 LRM 10 CT 4 1/Msl[MCS] 6 7 14 21

Left Torso

Right Torso

o O
O 0O
O 0O
O 0O
O 0O
O O O
O O O
O O O
o O

Center
Torso
(25)

Right Arm
(15)

Left Right
Leg Center Leg
(22) Torso (22)

(7]

Left Right
Torso Rear Torso Rear
(5] (5]

\ BV: 1,238 @ y INTERNAL STRUCTURE DIAGRAM
\
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scalo
Hgad Left Torso (14 ) Right Torso (14)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
1-3 3. Lower Arm Actuator 4. Ferro-Fibrous 1-3 3. Lower Arm Actuator 59
"9 4. Hand Actuator S. Sensors "9 4TAC/5 ~
5. Medium Laser B. Life Support 5.|AC/5 28
6. Roll Again 6.[AC/5 Left 27
*]
1. Roll Again Center Torso 1.lac/5 A;(;" 26*
2. Roll Again 1. Fusion Engine 2. Roll Again (10] 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 Lefs
21
6. Gyro Leg —
1. Gyro . (14) T
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE]
1. Medium Laser 3. Fusion Engine 1. Ammo (AC/5) 20 187
2. Ammo LAMI10) 12 4-8 4. Fusion Engine 2. Ammo [AC/5) 20 77
= it | D
1-3 4. CASE 8.[LRM 10 1-3 4. Ferro-Fibrous HEAT A Double Heat Sinks: N 16*
5. Ferro-Fibrous 5. Ferro-Fibrous Heat 10 EOl 15
6. Ferro-Fibrous Engine Hits 6. Ferro-Fibrous Level* Effects (20) 14%
9
. Gyr\o Hits o o 30 Shutdown 134
1. Ferro-Fibrous . 1. Ferro-Fibrous .
o Sensor Hits oo ] 28 Ammo Exp, avoid on 8+ O
2. Ferro-Fibrous ) 2. Ferro-Fibrous 56 Shutdown. avoid on 10+ O 12
3. Roll Again Life Support O 3. Ferro-Fibrous o5 SK/I . \t/:FL int 'e) 11
46 4. Roll Again 4-6 4. Ferro-Fibrous " viovernent Foints
: : 24 +4 Modifier to Fire (@) 10%
5. Roll Again 5. Ferro-Fibrous 53 A ]
mmo Exp, avoid on B+ O g
6. Roll Again 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 gome Dlots - P 15 3M t Paint
2. Upper Leg Actuator 2. Upper Leg Actuator - Vlovement 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
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

( 'MECH DATA \

Type: Dragon DRG-1N-Nismo?2

N

ARRIOR DATA \

ARMOR DIAGRAM
Ferro-Fibrous

Head (9)

Left Torso Right Torso

Name: 8 8
Movement Points: Tonnage: 60 . _— .
R G Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere unnery Skt Hloting =i 8 8
Running: 8 Rules Level: Standard Hits Taken | 1 | 2 4|5 |68 O O
Jun'.lping: 0 Role: Skirmisher Consciousness # | 3 5 10 | 11 |Dead 8 8
Engine Type: 300 XL p, o 3o
Weapons & Equipment Inventory (hexes) Oooo
# Type Loc Ht Dmg Min Sht Med Lng | OO
1 ER Medium Laser LA 5 5][DE] — 4 8 12 ] OO
1 Gauss Rifle RA 1 15[DBX] 2 7 15 22 | —— . O 0 [ center
.. S ) "\ e Left A Right A
1 ER Medium Laser LT 5 5[DE] — 4 8 12 1 {q'.’ - : 3 ?19]"" (@) [Tosqs.]: .g[; S ]rm
1 LRM 10 CT 4 1/Msl[MCS] 6 7 14 21
Left Right
Leg Center Leg
(27) Torso (27)
(9)
Left Right
Ammo: (Gauss) 16, (LRM 10) 24 Torso Rear Torso Rear
Quirks: Narrow,’Low Profile, Stable (6) (6)
\_BV: 1681 (ﬁ) ) INTERNAL STRUCTURE DIAGRAM
\ &3
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scale
Hgad Left Torso (14 ) Right Torso (14)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
1-3 3. Lower Arm Actuator 4. FerroFibrous 1-3 3. Lower Arm Actuator 59
"2 4. Hand Actuator S. Sensors "2 4.[ Gauss Rifle -
5. ER Medium Laser 8. Life Support 5.| Gauss Rifle 28
6. Roll Again 6.| Gauss Rifle Left 27
*]
1. Roll Again Center Torso 1.| Gauss Rifle Arm 26
2. R ] h ; (10) 25
. Roll Again 1. XL Fusion Engine 2.| Gauss Rifle
48 3. Roll Again 2. XL Fusion Engine 4.6 3.| Gauss Rifle 24
~9 4. Roll Again 3. XL Fusion Engine " 4.1 Gauss Rifle 3%
5. Roll Again 1-3 4. Gyro 5. Ammo (Gauss) 8 oo
6. Roll Again 5. Gyro 6. Ammo (Gauss) 8 Lefs
6. Gyro 21
Leg 20
1. Gyro . (14) -
Left Torso (CASE) 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
3. XL Fusion Engine 5.[LRM 10 3. XL Fusion Engine 6
1-3 4. ER Medium Laser 6.LLRM 10 1-3 4. Ferro-Fibrous s N
Double Heat Sinks +
5. Ammo (LRM 10] 12 5. Ferro-Fibrous 10 (201 15
6. Ammo (LRM 10) 12 Engine Hits 000 B. Ferro-Fibrous Level* Effects (20) 14%
Gyr\o Hits o o 30 Shutdown 134
1. CASE . Sensor Hits O O 1. Ferro-Fibrous 28  Ammo Exp, avoid on 8+ O
2. Ferro-Fibrous 2. Ferro-Fibrous O 12
o Life Support O ] 26  Shutdown, avoid on 10+
3. Ferro-Fibrous pp 3. Ferro-Fibrous . 11
4_6 X 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 B+ O g
6. Roll Again 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. 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 13 +2 Modifier to Fire
5. Roll Again Damage Transfer 5. Roll Again 1o -2 Movement F’qnts 2
6. Roll Again Diagram 6. Roll Again 2 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

( 'MECH DATA \

( WARRIOR DATA \

ARMOR DIAGRAM
Standard Armor

Head (9)

Left Torso Right Torso

N
Type: Dragon DRG-1R Name: 8 8
Movement Points: Tonnage: 60 . _— .
R G Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere unnery Skt Hloting =i 8 8
Running: 8 Rules Level: Introductory Hits Taken | 1 | 2 5 | 6 o0
Jumping: 0 Role: Skirmisher Consciousness # | 3 5 7 10 | 11 |Dead O O
Engine Type: 300 Fusion / O O
Weapons & Equipment Inventory (hexes) ©0
# Type Loc Ht Dmg Min Sht Med Lng
1 Hatchet LA — 12 - - - =
1 Large Laser RA 8 B8|[DE] — 5 10 15 Left A Center Biaht A
. e rm T g rm
1 Medium Laser LT 3 5[DE] - 3 86 9 (15) [‘;"45? (15)
1 Medium Laser RT 3 5|[DE] - 3 6 9
1 LRM 10 CT 4 1/Msl[MCS] 6 7 14 21
Left Right
Leg Center Leg
(22) Torso (22)
(7)
Left Right
Ammo: (LRM 10) 24 Torso Rear Torso Rear
Quirks: Narrow,’Low Profile, Stable (5) (5)
\ BV: 1,236 @ y INTERNAL STRUCTURE DIAGRAM
\
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scalo
Hgad Left Torso (14 ) Right Torso (14)  ((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 o 59
"2 4. Hand Actuator S. Sensors B 4.[Lar‘ge Laser o -
5.[ Hatchet B. Life Support 5.l Large Laser o 28
6.| Hatchet 6. Roll Again Left o Right 27
Arm o Arm 26%
1.[ Hatchet Center Torso 1. Roll Again 10 o 10 -
2.[ Hatchet 1. Fusion Engine 2. Roll Again (10] o) (10 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 )
B G Left Right 21
. Gyro Leg Leg 207
1. Gyro . (14) (14) T
Left Torso 2. Fusion Engine Right Torso
1. Medium Laser 3. Fusion Engine 1. Medium Laser 187
2. Ammo (LRM 10] 12 4-8 4 Fusion Engine 2. Roll Again T
3. Ammo (LRM 10] 12 5.[LRM 10 3. Roll Again
1-3 4. Roll Again 8.[LRM 10 1-3 4. Roll Again Heat Sinks: N 16*
5. Roll Again 5. Roll Again ’I’I. 15
B. Roll Again Engine Hits OO O B. Roll Again Level* Effects 14%
i . 30 Shutdown A
1. Roll Again Gyro H!tS oo 1. Roll Again 58  Ammo Exp, avoid on 8+ (@]0) 13
Sensor Hits QO O i P
2. Roll Again - 2. Roll Again 56  Shutdown. avoid on 10+ (@) 12
3. Roll Again Life Support O 3. Roll Again 25 5:/| o \t/'.l'-‘> int O 1
4-6 4. Roil 4-6 4. Roll Aga o Vlovemnent roints
- noltAgain - noltAgain 24 +4 Modifier to Fire 107
5. Roll Again 5. Roll Again ] O
6. Roll A 6. Roll Aai 23 Ammo Exp, avoid on 6+ O g
- nolAgain - mollAgain 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. 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 13 +2 Modifier to Fire
5. Roll Again Damage Transfer 5. Roll Again 10 -2 Movement F’qnts 2
6. Roll Again Diagram 6. Roll Again 2 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

ARMOR DIAGRAM

Ferro-Fibrous
Head (9)

BATTLEMECH RECORD SHEET

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Dragon DRG-1Ru Name:
Movement Points: Tonnage: 60 . _— .
R G Skill: Piloting Skill:
Walking: 5 Tech Base: Inner Sphere unnery Skt Hloting =i
Running: 8 Rules Level: Standard HitsTaken | 1 | 2 45|86
Jumping: 0 Role: Skirmisher Consciousness # | 3 5 10 | 11 [Dead
Engine Type: 300 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng |
1 Hatchet LA — 12 - - - = ]
1 ER Large Laser RA 12 8|[DE] - 7 14 19 ' — | Center )
/- Left A Right A
1 Medium Laser LT 3 5[0f - 3 6 9 : d I [T‘;";? vl
1 Medium Laser RT 3 5|[DE] - 3 6 9
1 LRM 10 CT 4 1/Msl[MCS] 6 7 14 21
Left Right
Leg Center Leg
(24) Torso (24)
(8)
Left Right
Ammao: (LRM 10) 24 Torso Rear Torso Rear
Quirks: Narrow,’Low Profile, Stable (6) (6)
\_BV: 1384 (ﬁ) ) INTERNAL STRUCTURE DIAGRAM
\ &3
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scalo
Hgad Left Torso (14 ) Right Torso (14)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
1-3 3. Lower Arm Actuator 4. Ferro-Fibrous 1-3 3. Lower Arm Actuator 59
"2 4. Hand Actuator S. Sensors B 4.[ER Large Laser -
5.[ Hatchet B. Life Support 5.LER Large Laser 28
6.| Hatchet 6. Roll Again Left 27
) Arm 267
1.| Hatchet Center Torso 1. Roll Again
2.| Hatchet : : 2. Roll Agai (10 25"
-Lnatche 1. Fusion Engine - Holl Again
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
. Left 21
6. Gyro L
eg *
20
1. Gyro . (4] 19
Left Torso 2. Fusion Engine Right Torso
1. Medium Laser 3. Fusion Engine 1. Medium Laser 187
2. Ammo (LRM 10] 12 4-8 4 Fusion Engine 2. FerroFibrous T
3. Ammo (LRM 10] 12 5.[LRM 10 3. Ferro-Fibrous
1-3 4. Ferro-Fibrous 8.[LRM 10 1-3 4. Ferro-Fibrous Double Heat Sinks: N 16*
5. Ferro-Fibrous 5. Ferro-Fibrous 11 22' 15
B. Roll Again Engine Hits OO O B. Ferro-Fibrous Level* Effects (22) 147
Gyr\o Hits o o 30 Shutdown 134
1. Roll Again Sensor Hits O O 1. Ferro-Fibrous 28  Ammo Exp, avoid on 8+ OO
2. Roll Again ) 2. Ferro-Fibrous 56  Shutd don 10+ O 12
3. Roll A Life Support O 3. FerroFib kdown, avold on
' gain » Merro-mibrous 25 -5 Movement Points O 11
4-6 4. Roll Again 4-6 4. Ferro-Fibrous . ) m
24 +4 Modifier to Fire (@) 10
5. Roll Again 5. Ferro-Fibrous 53 A ]
mmo Exp, avoid on B+ O g
6. Roll Again 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
. l_ ; 17  +3 Modifier to Fire O 3
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 10 -2 Movement F’qnts 2
6. Roll Again Diagram 6. Roll Again 2 4;1M|\/Iud|f|er1;0PF|‘ret 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

( 'MECH DATA \

( WARRIOR DATA \

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

N
Type: Dragon DRG-5N-Marcher Name: ooooo
Movement Points: Tonnage: 60 . _— .
: G Skill: Piloting Skill: 000
Walking: 5 Tech Base: Inner Sphere unnery Sidl:  Filoting Sid O0O0
Running: 8 Rules Level: Standard HitsTaken| 1 |2 [ 3 [ a [ 5 [ 8 8 8 8
Jumping: 0 Role: Skirmisher Consciousness # | 3 5 10 | 11 [Dead O O O
Engine Type: 300 Fusion p, 0 O O
Weapons & Equipment Inventory (hexes) 00
# Type Loc Ht Dmg Min Sht Med Lng |
1 Medium Laser LA 3 5I[DE] - 3 6 9 ]
1 LB 10X A RA 2 10[DB.C/F — 12 1  — Cent:
OXAC O[DBG/F/S] 8 8 | - 'y A - Left Arm Torso. Right Arm
1 Medium Laser LT 3 5[0f - 3 6 9 : {q'.' - ‘ —miy 015) (o0) 15
1 SRMB CT 4 2/MsIMCS] - 3 6 8 2T Y {-‘ [
1
- - s - f l
- Left Right
Leg Center Leg
(22) Torso (22)
(7)
Left Right
Ammo: (LB 10-X) 10, (LB 10X Cluster) 10, (SRM 6) 15 Torso Rear Torso Rear
Quirks: Narrow,’Low Profile, Stable (5) (5)
\ BV: 1,309 @ y INTERNAL STRUCTURE DIAGRAM
\
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scale
Hgad Left Torso (14 ) Right Torso (14)  ((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 o 59
™9 4. Hand Actuator S. Sensors ™9 4[LB10XAC o -
5. Medium Laser 8. Life Support 5.|LB 10X AC o 28
6. Roll Again 6./ LB 10-X AC Left O might |27
Arm 8 arm 267
1. Roll Again Center Torso 1. LB 10-X AC 10 o 10 -
2. Roll Again 1. Fusion Engine 2.|LB10xAC (10] o) (101 [fa5
48 3. Roll Again 2. Fusion Engine 4.6 3.LLB 10X AC 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 )
Left Right 21
6. Gyro Leg Leg —
1. Gyro . (14) (14) -
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE] 18
1. Medium Laser 3. Fusion Engine 1. Ammo (LB 10-X]) 10 187
2. Ammo (SRM B) 15 4-8 4 Fusion Engine 2. Ammo [LB 10-X Cluster] 10 ——————% T
i S[ame o { HEAT DATA )
1-3 4. Ferro-Fibrous 8.[SRM B 1-3 4. Ferro-Fibrous HEAT A Heat Sinks: 16*
5. Ferro-Fibrous 5. Ferro-Fibrous Heat ’I(j 15
6. Ferro-Fibrous Engine HitsQ OO B. Ferro-Fibrous Level* Effects 147
i 30 Shutd
1. Ferro-Fibrous GYI"D H!tSOO 1. Ferro-Fibrous og Ar;Jmc?\I,Ev:p avoid on 8+ O 137
2. Roll Again S_»ensor Hits QO 2. Ferro-Fibrous 96 Shutdown Iavo\d on 10+ (@) 12
3. Roll Again Life Support O 3. Ferro-Fibrous 95 -5 Movement Points 'e) 11
46 4. Roll Again 4-6 4. Ferro-Fibrous 54 +4 Modifier to Fire O 107
5. Roll Again 5. Ferro-Fibrous 53 Ammo Exo. avoid on 6+
6. Roll Again B. 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
1. Hi l. 1. Hi 17 +3 Modifier to Fire O 5 *
. Hip gome Dlots - nip 15 3M t Paint
2. Upper Leg Actuator 2. Upper Leg Actuator - Vlovement Foints O 2
3. Lower Leg Actuator 3. Lower Leg Actuator 14 Shutdown, avoid on 4+ 3
4. Foot Actuator 4, Foot Actuator jlg EEMMOd'f'e'" toPFl.re
5. Roll Again Damage Transfer 5. Roll Again 5 -+1 MDVZ?EHE E_'nts 2
B. Roll Again Diagram B. Roll Again e 4 Mose'ri;topo'i;ets 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

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Dragon DRG-5N-MarcherU Name: ooooo
Movement Points: Tonnage: 60 . _— .
: G Skill: Piloting Skill: 000
Walking: 5 Tech Base: Inner Sphere unnery Sidl:  Filoting Sid O0O0
Running: 8 Rules Level: Standard HitsTaken| 1 |2 [ 3 [ a [ 5 [ 8 8 8 8
Jumping: 0 Role: Skirmisher Consciousness # | 3 5 10 | 11 [Dead O O O
Engine Type: 300 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 LB10XAC RA 2 10[DBC/F/S] — 6 12 18 ppm—— b Center _
. S ) "\ e Left A Right A
1 ER Medium Laser LT 5 5[DE] — 4 8 12 m '.' - : o~ 3 ?15;m [T.;;s.]; .? i ]rm
1 SRM B CT 4 2/MsIMCS] - 3 6 8 y ’.k._ - Y {-‘ [
1
- - s - f l
- Left Right
Leg Center Leg
(22) Torso (22)
(7]
Left Right
Ammo: (LB 10-X) 10, (LB 10X Cluster) 10, (SRM 6) 15 Torso Rear Torso Rear
Quirks: Narrow,’Low Profile, Stable (5) (5)
\_BV: 1353 (ﬁ) ) INTERNAL STRUCTURE DIAGRAM
\ -~
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scalo
Hgad Left Torso (14 ) Right Torso (14)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
1-3 3. Lower Arm Actuator 4. Ferro-Fibrous 1-3 3. Lower Arm Actuator 59
™9 4. Hand Actuator S. Sensors ™9 4[LB10XAC -
5. ER Medium Laser 8. Life Support 5.| LB 10X AC 28
6. Roll Again 6. LB 10-X AC Left 27
*]
1. Roll Again Center Torso 1. LB 10-X AC A,Ir(;n 26*
2. Roll Again 1. Fusion Engine 2.|LB10xAC (10] 25
48 3. Roll Again 2. Fusion Engine 4.6 3.LLB 10X AC 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 Lefs
6. Gyro Leg 21
20
1. Gyro . (4] 19
Left Torso (CASE) 2. Fusion Engine Right Torso (CASE)
1. ER Medium Laser 3. Fusion Engine 1. Ammo (LB 10-X]) 10 187
2. Ammo (SRM B) 15 4-8 4 Fusion Engine 2. Ammo [LB 10-X Cluster] 10 ——————% T
p o pivis pio (| HEAT DATA
1-3 4. Ferro-Fibrous 8.[SRM B 1-3 4. Ferro-Fibrous HEAT A Double Heat Sinks: N 16*
5. Ferro-Fibrous 5. Ferro-Fibrous Heat 10 EOl 15
6. Ferro-Fibrous Engine Hits 000 B. Ferro-Fibrous Level* Effects (20) 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 137
2. Roll Again Sensor HitsQ O 2. Ferro-Fibrous ' (@) 12
Life Support O ] 26  Shutdown, avoid on 10+
3. Roll Again pPp 3. Ferro-Fibrous 95 -5 Movement Points 'e) 11
46 4. Roll Again 4-6 4. Ferro-Fibrous 54 +4 Modifi ) =
odifier to Fire (@) 10
5. Roll Again 5. Ferro-Fibrous 53 Ammo Exo. avoid on 6+
6. Roll Again B. Ferro-Fibrous o5 Shutdownpyavoid on 84 O 9
’ . O 8 ¥
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 Movement F’qnts 2
6. Roll Again Diagram 6. Roll Again 2 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

Ferro-Fibrous

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Grand Dragon DRG-5K-Nismo Name:
Movement Points: Tonnage: 60 . _— .
R G Skill: Piloting Skill:
Walking: 6 Tech Base: Inner Sphere unnery Skt Hloting =i
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 45|86
Jumping: 0 Role: Skirmisher Consciousness # | 3 5 10 | 11 [Dead
Engine Type: 360 XL
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng |
2 Small Pulse Laser LA 2 3[PAI] -1 2 3 ]
1 ERPPC RA 15 10 [DE] — 7 14 23  — | Center
| - _ ft i
1 ER Medium Laser LT 5 5[DE - 4 8 12 : {q'.’ /. ‘ : d et [T‘;";‘]’ R A
1 ER Medium Laser RT 5 5[Df - 4 8 12 e - eI |
1 MRM 10 CT 4 1/Msl[MC] - 3 8 15 |
’ [ |
- Left Right
Leg Center Leg
(24) Torso (24)
(8)
Left Right
Ammo: (MRM 10) 48 Torso Rear Torso Rear
Quirks: Extended Torso Twist, Narrow,/Low Profile, Stable (6) (6)
\_BV: 1439 (ﬁ) ) INTERNAL STRUCTURE DIAGRAM
\ &3
/, \ Standard Structure Heat
CRITICAL TABLE \ . Scale
Hgad Left Torso (14 ) Right Torso (14)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
1-3 3. Lower Arm Actuator 4. FerroFibrous 1-3 3. Lower Arm Actuator 59
"9 4. Hand Actuator S. Sensors "9 4.[ER PPC ~
5. Small Pulse Laser 8. Life Support 5. ERPPC 28
6. Small Pulse Laser 6.LERPPC Left 27
*]
1. Roll Again Center Torso 1. Roll Again ’Tg’ 28
2. Roll Again 1. XL Fusion Engine 2. Roll Again (10] 25
48 3. Roll Again 2. XL Fusion Engine 4.6 3. Roll Again 24
4. Roll Again 3. XL Fusion Engine 4. Roll Again 537
5. Roll Again 1-3 4. Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again Lefs
6. Gyro L 21
°d 204
1. Gyro . (14) -
Left Torso (CASE) 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
3. XL Fusion Engine 5./MRM 10 3. XL Fusion Engine 6
. edium Laser 6..LMRM 10 . edium Laser b
1-3 4. ERMedium L 1-3 4. ER Medium L Double Heat Sinks h +
5. Ammo [MRM 10) 24 5. Ferro-Fibrous 14 (28] 15
6. Ammo (MRM 10) 24 Engine Hits 000 B. Ferro-Fibrous Level* Effects (@8) 14%
Gyro Hits 30 Shutdown ]
1. CASE Y . 00 1. Ferro-Fibrous 28 Ammo Exp, avoid on 8+ O O 13
2. Ferro-Fibrous Sensor HitsQ O 2. Ferro-Fibrous ' (e]e) 12
. Life S rt O 26  Shutdown, avoid on 10+
3. Ferro-Fibrous Ifé suppo 3. Ferro-Fibrous 95 -5 Movement Points 00 11
4-6 4. Ferro-Fibrous 4-6 4. Ferro-Fibrous 54 +4 Modifi ) =
) odifier to Fire (@]0) 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
B. Roll Again Diagram B. Roll Again 2 TMM”d'f'erzopF'Fet 1
\ YAN -1 Movement Paints / 5
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B-TTLETECH

( 'MECH DATA \

BATTLEMECH RECORD SHEET

( WARRIOR DATA \

ARMOR DIAGRAM
Light Ferro-Fibrous
Head (9)

Left Torso

Right Torso

N
Type: Grand Dragon DRG-7K-Samurai-MML Name: 8 8
Movement Points: Tonnage: 60 . _— .
: G Skill: Piloting Skill: o 0o
Walking: 6 Tech Base: Inner Sphere unnery Sidl:  Filoting Sid [oXKe)
Running: 9 Rules Level: Standard HitsTaken [ 1 | 2 4]5] 68 O O
Jumping: 0 Role: Skirmisher Consciousness # | 3 5 10 | 11 [Dead 8 8
Engine Type: 360 XL
/ O O
Weapons & Equipment Inventory (hexes) o 0o
# Type Loc Ht Dmg Min Sht Med Lng
1 Sword LA — 7 - - - =
1 ER PPC RA 15 10 [DE] — 7 14 23 Center .
. Left Arm Torso Right Arm
2 ER Medium Laser LT 5 5][DE] — 4 8 12 (17) (27) (17)
1 ER Medium Laser RT 5 5|[DE] — 4 8 12
1 MML 7 RT 4 [MCS]
LRM 1/Msl 6 7 14 21
SRM 2/Msl - 3 6 9 Left Right
Leg Center Leg
(24) Torso (24)
(8)
Left Right
Ammo: (MML 7,/LRM) 17, [MML 7,/SRM] 14 Torso Rear Torso Rear
Quirks: Extended Torso Twist, Narrow,/Low Profile, Stable (6) (6)
\ BV: 1,530 @@ / INTERNAL STRUCTURE DIAGRAM
\ "
/, \ Endo Steel Heat
CRITICAL TABLE \ s Scale
Hgad Left Torso (14 ) Right Torso (14)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator 59
™9 4. Hand Actuator S. Sensors ™9 4[ERPPC -
5.[ Sword 8. Life Support 5.| ER PPC 28
6.| Sword 6.LER PPC Left 27
Arm 267
1.| Sword Center Torso 1. Endo Steel (10) ~
2.LSword 1. XL Fusion Engine 2. Endo Steel 25
4-6 3. Roll Again 2. XL Fusion Engine 48 3. L!ght FerrU-F!bmus 24
4. Roll Again 3. XL Fusion Engine 4. Light Ferro-Fibrous 537
5. Roll Again 1-3 4. Gyro 5. Light Ferro-Fibrous oo
6. Roll Again 5. Gyro 6. Light Ferro-Fibrous Lefs
6. Gyro Le 21
g 204
1. Gyro . (4] 19
Left Torso 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
3. XL Fusion Engine 5. Endo Steel 3. XL Fusion Engine 6
1-3 4. ER Medium Laser 8. Endo Steel 1-3 4. ER Medium Laser Double Heat Sinks: N -
5. ER Medium Laser 5.[MML 7 13 (28] 15
B. Endo Steel Engine Hits OO O 6. MML 7 Level* Effects (26) 14%
Gyr\o Hits o o 30 Shutdown 134
1. Endo Steel s Hits © O 1.|MML 7 28 Ammo Exp, avoid on B+ (@]0)
2. Endo Steel ensor Hits 2.lmmL 7 00 12
: Life S rt O ' 26  Shutdown, avoid on 10+
3. Endo Steel ife Suppo 3. Ammo (MML 7/SRM) 14 b 5 Movement Points 00 v
46 4. Light Ferro-Fibrous 4-6 4. Ammo (MML 7/LRM) 17 54 +4 Modifi ) =
. ) odifier to Fire (@) 10
5. Light Ferro-Fibrous 5. CASE 53 A ]
. . mmo Exp, avoid on 6+ O g
B. Light Ferro-Fibrous 6. Endo Steel .
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. Endo Steel Damage Transfer 5. Endo Steel 180 -quMovz?ent P'Slﬂts 2
6. Endo Steel Diagram 6. Endo Steel 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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B-TTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor

Head (9)

Left Torso Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Grand Dragon DRG-7K-Samurai Name: 8 8

Movement Points: Tonnage: 60 . _— .

. G Skill: Piloting Skill: o O

Walking: 6 Tech Base: Inner Sphere unnery Sidl:  Filoting Sid [oXKe)

Running: 9 Rules Level: Standard HitsTaken | 1 | 2 45|86 8 8

Jumping: 0 Role: Skirmisher Consciousness # | 3 5 10 | 11 [Dead

. X O O

Engine Type: 360 XL / O O

Weapons & Equipment Inventory (hexes) o 0o

# Type Loc Ht Dmg Min Sht Med Lng

1 Sword LA — 7 — - -

1 ER PPC RA 15 10 [DE] — 7 14 23 Center .

i Torso Right Arm

2 ER Medium Laser LT 5 5|[DE] — 4 8 12 (27) (14)

1 ER Medium Laser RT 5 5|[DE] — 4 8 12

1 MBRM 10 CT 4 1/Msl[MC] — 3 8 15

Right
Center Leg
Torso (18)
(12)
Left Right
Ammo: (MRM 10) 24 Torso Rear Torso Rear
Quirks: Extended Torso Twist, Narrow,/Low Profile, Stable (8) (8)
. <
\ BV: 1.461 @ INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ - Scale
Hgad Left Torso [ 14 ) Right Torso (14)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
1-3 3. Lower Arm Actuator 4. Endo Steel 1-3 3. Lower Arm Actuator 59
™9 4. Hand Actuator S. Sensors ™9 4[ERPPC -
5.[ Sword 8. Life Support 5. ERPPC 28
6.| Sword 6.LER PPC Left 27
) Arm 26%
1. Sword Center Torso 1. Roll Again 10 ~
2.Lsword 1. XL Fusion Engine 2. Roll Again (1) 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
. Left 21
6. Gyro L
€9 207
1 8o i CASE o 19%
Left Torso 2. XL Fusion Engine Right Torso ( )
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. XL Fusion Engine 5./MRM 10 3. XL Fusion Engine 6
.[ Double Heat Sin| 6.LMRM 10 . edium Laser .

1-3 4.7 Double Heat sink 1-3 4. ER Medium L Double Heat Sinks h +
5.| Double Heat Sink 5. Ammo (MRM 10) 24 15 (30] 15
6.LDouble Heat Sink Engine Hits 000 B. CASE Level* Effects (30) 147

. Gyr\o Hits o o 30 Shutdown 134
1. ER Medium Laser Sensor Hits © O 1. Endo Steel 28 Ammo Exp, avoid on B+ (e]e)
2. ER Medium Laser 2. Endo Steel (@]0) 12
Life Support O 26  Shutdown, avoid on 10+
3. Endo Steel pp 3. Endo Steel . 11
4_6 4_6 25 -5 Movement Points O O
4. Endo Steel 4. Endo Steel 54 +4 Modifi ] -
odifier to Fire (@]0) 10
5. Endo Steel 5. Endo Steel 53 A ]
mmo Exp, avoid on B+ O O g
6. Roll Again 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
. l_ ; 17  +3 Modifier to Fire O o
1. Hip game P 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. Endo Steel Damage Transfer 5. Endo Steel 10 -2 Movement F’qnts 2
6. Endo Steel Diagram 6. Endo Steel 2 4;1MMud|f|er EOPFI‘ret 1
- vemen g}
\, / '\ ovement Fomnts / |o
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B-TTLETECH

BATTLEMECH RECORD SHEET

Ammo: (LRM 15) 16
Quirks: Extended Torso Twist, Narrow,/Low Profile, Stable

4 'MECH DATA \ \ 4 WARRIOR DATA \
Type: Grand Dragon DRG-Clan Name:
{\/"V‘;‘I’Z:’ge:"t P°'gts' Eg;aé’:ée: Sgn Gunnery Skill: Piloting Skill:
Running: 9[12] Rules Level: Standard HitsTaken | 1 | 2 al|l 5|8
Jumping: 0 Role: Skirmisher Consciousness # | 3 5 10 | 11 [Dead
Engine Type: 360 XL
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser LA 4 7[P] — 4 8 12
1 ER PPC RA 15 15[DE] — 7 14 23
1 ER Medium Laser LT 5 7[DE] — 5 10 15
1 ER Medium Laser RT 5 7|[DE] — 5 10 15
1 LRM 15 CT 5 1/Msl[MCS] - 7 14 21

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

O0O000000O0
0000000000

Center

Left Arm Torso Right Arm
(18] (30) (18]
Left Right
Leg Center Leg
(26) Torso (28)

(9]

Left Right
Torso Rear Torso Rear
(6] (6]

\_BV: 2769 (ﬁ) ) INTERNAL STRUCTURE DIAGRAM
\ &3
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scalo
Hgad Left Torso (14 ) Right Torso (14)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
1-3 3. Lower Arm Actuator 4. Ferro-Fibrous 1-3 3. Lower Arm Actuator 59
™9 4. Hand Actuator S. Sensors - 4.[En PPC -
5. Medium Pulse Laser 8. Life Support 5.l ER PPC 28
B. Roll Again 6. Roll Again Left 27
*]
1. Roll Again Center Torso 1. Roll Again ’Tg‘ 26*
2. Roll Again 1. XL Fusion Engine 2. Roll Again (10] 25
48 3. Roll Again 2. XL Fusion Engine 4.6 3. Roll Again 24
4. Roll Again 3. XL Fusion Engine 4. Roll Again 537
5. Roll Again 1-3 4. Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again Lefs
6. Gyro e 21
: Leg 20*
1. Gyro . (14) -
Left Torso 2. XL Fusion Engine Right Torso (CASE) 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
3. ER Medium Laser 5.[LRM 15 3. ER Medium Laser 6
. Ferro-Fibrous 6.LLAM 15 . Ammo b
1-8 4. Ferrorib 184 a LRM15) 8 Double Heat Sinks h +
5. Roll Again 5. Ammo (LRM 15) 8 13 (28] 15
B. Roll Again Engine Hits OO O B6.[ MASC Level* Effects (26) 14%
Gyr\o Hits o o 30 Shutdown 134
1. Roll Again Sensor Hits oo 1. MAS‘? 28 Ammo Exp, avoid on 8+ O O
2. Roll Again ) 2. Ferro-Fibrous 56 Shutdown. avoid on 10+ (e]e) 12
3. Roll Again Life Support O 3. Ferro-Fibrous o5 SK/I . \t/:FL int 00 11
4-6 4. Roll Again 4-6 4. Ferro-Fibrous o4 -+4 NOIZZ:;::tD Eil:es O 107
5. Roll Again 5. Ferro-Fibrous 53 A ]
mmo Exp, avoid on B+ O g
6. Roll Again 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 2 TMM”d'f'erzopF'Fet 1
\ YAN -1 Movement Points / )
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B-TTLETECH

BATTLEMECH RECORD SHEET

Ammo: (LRM 15) 16
Quirks: Extended Torso Twist, Narrow,/Low Profile, Stable

( 'MECH DATA \ \ ( WARRIOR DATA \
Type: Grand Dragon DRG-NC Name:
{\/"V‘;‘I’Z:’ge:"t P°'gts' Eg;aé’:ée: Sgn Gunnery Skill: Piloting Skill:
Running: 9 Rules Level: Standard HitsTaken | 1 | 2 al|l 5|8
Jumping: 0 Role: Skirmisher Consciousness # | 3 5 10 | 11 [Dead
Engine Type: 360 XL
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Medium Pulse Laser LA 4 7[P] — 4 8 12
2 ERLarge Laser RA 12 10 [DE] — 8 15 25
1 ER Medium Laser LT 5 7[DE] — 5 10 15
1 ER Medium Laser RT 5 7|[DE] — 5 10 15
1 LRM 15 CT 5 1/Msl[MCS] - 7 14 21

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

O0O000000O0
0000000000

Center
Torso
(30)

Right Arm
(19)

Left Right
Leg Center Leg
(26) Torso (28)

(9]

Left Right
Torso Rear Torso Rear
(6] (6]

\_BV: 2279 (ﬁ) ) INTERNAL STRUCTURE DIAGRAM
/, \ \ Standard Structure Heat
CRITICAL TABLE \ Head Scale
Head Left Torso (14 ) Right Torso (14)  ((Overfiow
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 30%
3. Lower Arm Actuator 4. FerroFibrous 3. Lower Arm Actuator 59
1-3 4. Hand Actustor 5. Sensors 1-3 4 en Large Laser -
5. Medium Pulse Laser B. Life Support 5. ER Large Laser 28
6. Roll Again 6. Roll Again Left 27
*]
1. Roll Again Center Torso 1. Roll Again Arm 26
2. Roll Again 1. XL Fusion Engine 2. Roll Again (10] 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 -
B. Roll Again 5. Gyro 6. Roll Again Lo 22
6. Gyro Le 21
g 204
1. Gyro . (14) -
Left Torso 2. XL Fusion Engine Right Torso (CASE) 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. ER Medium Laser 5.[LRM 15 1-3 3. ER Medium Laser \ 6
"Y 4. Ferro-Fibrous 8.[LRM 15 "~ 4. Ammo (LRM 15) 8 Double Heat Sinks: -
5. Roll Again 5. Ammo (LRM 15) 8 13 [28]' 15
B. Roll Again Engine Hits OO O B. Ferro-Fibrous Level* Effects 147
1. Roll Again Gyro H!tS (o] e) 1. Ferro-Fibrous Sg ihutdo\évn id on 8+ (@]0) 137
2. Roll Again Sensor HitsQ O 2. Ferro-Fibrous mmo xp, avoid on (e)e) 12
B 26  Shutdown, avoid on 10+
3. Roll Again Life Support O 3. Ferro-Fibrous ' . 11
4-6 4. Roll Again 4-8 4. Ferro-Fibrous 25 5 Movement Pqnts OO =
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire O 10
g g . 23 Ammo Exp, avoid on 6+
6. Roll Again B. Roll Again S O 9
g g 22 Shutdown, avoid on 8+ O -
20 -4 Movement Points 8
19  Ammo Exp, avoid on 4+ O 7
Left Leg CH'[HYS'[ Right Leg 18  Shutdown, avoid on B+ O 6
1. Hip 1. Hip 17  +3 Modifier to Fire (@) 5
game Plabs )
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 180 -quMovz?ent P'Slﬂts 2
6. Roll Again Diagram 6. Roll Again 5 am odi |er§0p 'Fet 1
N / \\ -1 Movement Points / )
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