B-TTLETECH

BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Standard Armor
Head (9)

Left Torso

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Victor VTR-10R-Konigs Name:
Movement Points: Tonnage: 80 . _— .
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: 4 Role: Skirmisher Consciousness # | 3 5 10 | 11 |Dead
Engine Type: 320 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng |
1 Hatchet LA — 18 - - - = ]
1 Rotary AG/5 RA 1 5/Sht[DBR/C] — 5 10 15 gp— | Center _
. S ) "\ e Left A Right A
3 Medum XPulse Laser LT 6 6[P] - 3 6 9 , {‘:‘ : ‘ —miy {20 (33} o)
2 Small X-Pulse Laser RT 3 3[PAI] — 2 4 5 "._ - BN {-“ ( I
1
- - J l
- Left Right
Leg Center Leg
(26) Torso (26)
(10)
Left Right
Ammo: (RAC/5) 60 Torso Rear Torso Rear
Quirks: Rugged (1 Point] (7) (7)
. <
\ BV: 2,192 @ y INTERNAL STRUCTURE DIAGRAM
\
/ \ Endo Steel Heat
CRITICAL TABLE \ s Scale
Hgad Left Torso (17 ) Right Torso (17)  ((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.[Rotary AC/5 59
"2 4. Hand Actuator S. Sensors "2 4. Rotary AC/5 -
5.[ Hatchet B. Life Support 5.| Rotary AC/5 28
6.| Hatchet 6.| Rotary AC/5 27
*]
1.| Hatchet Center Torso 1.| Rotary AC/5 26*
2.| Hatchet 1. Fusion Engine 2.L Rotary AG/5 25
48 3.| Hatchet 2. Fusion Engine 4.6 3. Roll Again 247
" 4.l Hatchet 3. Fusion Engine Y 4. Roll Again 3%
5. Endo Steel 1-3 4. Gyro 5. Roll Again —
6. Endo Steel 5. Gyro 6. Roll Again
6. Gyro 21
20
1. Gyro i CASE 19
Left Torso 2. Fusion Engine Right Torso (CASE) ]
1. Medium X-Pulse Laser 3. Fusion Engine 1. Small X-Pulse Laser 18
2. Medium X-Pulse Laser 4-6 4. Fusion Engine 2. Small X-Pulse Laser /—\ 174
3. Medium X-Pulse Laser 5. Jump Jet 3. Ammo (RAC/5) 20 _
1-3 4. Endo Steel 6. Jump Jet 1-3 4. Ammo (RAC/5] 20 HEAT A Double Heat Sinks: N 16*
5. Endo Steel 5. Ammo (RAC/5) 20 Heat 19 (24] 15
B. Endo Steel Engine Hits OO O B. CASE Level* Effects (24) 14%
i 30 Shutd
1. Endo Steel Gyro H!tS 00 1. Triple Strength Myomer o8 Arrlmjmc?\llfv:p avoid on 8+ (e]e) 137
2. Endo Steel S_»ensor Hits QO 2. Triple Strength Myomer 56 Shutdown Iavo\d on 10+ (e]e) 12
3. Endo Steel Life Support O 3. Triple Strength Myomer 95 -5 Movement Points 'e) 11
46 4 Endo Steol 4-6 4 Triple Strength Myomer 54 +4 Modifier to Fire o o7
5. Endo Steel 5. Triple Strength Myomer 53 Ammo Exo. avoid on 6+
6. Endo Steel 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
6. Endo Steel Diagram 6. Endo Steel 5 Mo?/elrrlwzl;wtopljli:w(ats 1
\, / '\ / |o
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B-TTLETECH

BATTLEMECH RECORD SHEET

Ammo: (LRM 5) 24
Quirks: Rugged (1 Point]

/4 \ /4 \
'MECH DATA N\ WARRIOR DATA
Type: Victor VTR-9B-Dacia Name:
Movement Points: Tonnage: 80 - _— -
Walking: 4 Tech Base: Inner Sphere Gunnery Skill: | Piloting Skil:
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 45|86
Jumping: 4 Role: Skirmisher Consciousness # | 3 5 10 | 11 [Dead
Engine Type: 320 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
2 Light PPC LA 5 5[DE] 3 6 12 18
1 Heavy PPC RA 15 15[DE] 3 6 12 18
1 LRM 5 LT 2 1/Msl[MCS] 6 7 14 21

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

Center

Left Arm Torso Right Arm
(24) (38) (24)
Left Right
Leg Center Leg
(31) Torso (31)

(1)

Left Right
Torso Rear Torso Rear
(7] (7]

\ BV: 1818 @@ y INTERNAL STRUCTURE DIAGRAM
\ "
/, \ Standard Structure Heat
CRITICAL TABLE \ s Scale
Hgad Left Torso (17 ) Right Torso (17)  ((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.[ Double Heat Sink 59
"2 4. Hand Actuator S. Sensors "2 4. Double Heat Sink -
5.[ Double Heat Sink 6. Life Support 5.1 Double Heat Sink 28
6.| Double Heat Sink 6.[Heavy PPC 27
*]
1.LDouble Heat Sink Center Torso 1.] Heavy PPC 26*
2.[Light PPC 1. Fusion Engine 2.| Heavy PPC 25
48 3.LLight PPC 2. Fusion Engine 4.6 3.LHeavy PPC 247
4.[ Light PPC i i 4. Roll Again F
3. Fusion Engine 23
5. Light PPC 1-3 4. Gyro 5. Roll Again —
6. Roll Again 5. Gyro 6. Roll Again
6. Gyro 21
20
1. Gyro . 3
Left Torso (CASE) 2. Fusion Engine Right Torso 19
1.[ Double Heat Sink 3. Fusion Engine 1.[ Double Heat Sink 187
2.[ Double Heat Sink 4-6 4. Fusion Engine 2.| Double Heat Sink 174
3.LDouble Heat Sink 5. Jump Jet 3.LDouble Heat Sink
1-3 4. LRM5 6. Jump Jet 1-3 4. Ferro-Fibrous Double Heat Sinks: N 16*
5. Ammo (LRM 5) 24 5. Ferro-Fibrous 16 (32] 15
B. CASE Engine Hits OO O B. Ferro-Fibrous Level* Effects (32) 14%
- Gyr\o Hits o o § 30 Shutdown 134
1. Ferro_F?brous Sensor Hits O O 1. Ferro_F\brous 28  Ammo Exp, avoid on 8+ (@]0)
2. Ferro-Fibrous ) 2. Ferro-Fibrous 56 Shutdown. avoid on 10+ (e]e) 12
3. Ferro-Fibrous Life Support O 3. Ferro-Fibrous 295 5M ont Point: 00 11
4-6 4. Ral Again 4-B 4. FerroFibrous -0 Vlovement Foints
: : 24 +4 Modifier to Fire (@]0) 10%
5. Roll Again 5. Ferro-Fibrous 53 A ]
mmo Exp, avoid on B+ O O g
6. Roll Again B. Ferro-Fibrous 55 gh .
utdown, avoid on 8+ O 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,!.: Y 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. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Roll Again Diagram B. Ferro-Fibrous g 4;1M|\/Iud|fler EOPFI'Pi 1
N / \\ -1 Movement Points / )
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B-TTLETECH

BATTLEMECH RECORD SHEET

Ammo: (Gauss) 16
Quirks: Rugged (1 Point]

\ BV: 2,035

®

/4 \ /4 \
'MECH DATA N\ WARRIOR DATA
Type: Victor VTR-9D-K-Shelby Name:
Movement Points: Tonnage: 80 - _— -
Walking: 4 Tech Base: Inner Sphere Gunnery Skill: | Piloting Skil:
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 5|6
Jumping: 4 Role: Skirmisher Consciousness # | 3 5 7 | 10 | 11 [Dead
Engine Type: 320 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
2 ERLarge Laser LA 12 8[DE] — 7 14 18
1 Gauss Rifle RA 1 15[DBX] 2 7 15 @22

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

Torso

Center

[(34)

Left
Leg Center
(30) Torso

(1)

Left
Torso Rear

(7]

INTERNAL STRUCTURE DIAGRAM

Right Arm
(23)

Right
Torso Rear

(7]

/ \ Endo Steel Heat
CRITICAL TABLE \ - Scalo
Head Left Torso (17) Right Torso (17]  (Overfion
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. Ferro-Fibrous 3. Lower Arm Actuator 59
1-3 4. Hand Actustor 5. Sensors 1-3 41 Gauss Rifle -
5.[ER Large Laser B. Life Support 5.| Gauss Rifle 28
6.LER Large Laser 6.| Gauss Rifle 27
*]
1.[EF! Large Laser Center Torso 1.| Gauss Rifle 26
2.LER Large Laser 1. Fusion Engine 2.| Gauss Rifle 25%
48 3. Endo Steel 2. Fusion Engine 4.6 3.| Gauss Rifle 24
~Y 4. Ferro-Fibrous 3. Fusion Engine ~O 4. Gauss Rifle 3%
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous =
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous 22
6. Gyro 21*
1. Gyro . 20*
Left Torso 2. Fusion Engine Right Torso 19
1.[ Double Heat Sink 3. Fusion Engine 1. Ammo (Gauss) 8 187
2.[Doub|e Heat Sink 48 ; Fusion Engine 2. Ammo (Gauss) 8 ———\ T
3.LDouble Heat Sink 5. Jump Jet 3. Endo Steel _
1-3 4. Endo Steel 6. Jump Jet 1-3 4. Endo Steel HEAT A Double Heat Sinks: N 16*
5. Endo Steel 5. Endo Steel Heat 13 [EBj 15
6. Endo Steel Engine Hits OO O 8. Endo Steel Level* Effects 14%
Gyro Hits 30 Shutdown ]
s Sentor His 00 s T <
: - : 26  Shutdown, avoid on 10+ 00
3. Ferro-Fibrous Life Support O 3. Endo Steel 295 5M ont Point: 00 11
4-6 4. Ferro-Fibrous 4-8 4. Ferro-Fibrous o4 +4 I\/T;Z:;?::to FDiI:eS O 107
5. Ferro-Fibrous 5. Ferro-Fibrous 53 Ammo Exo. avoid on 6+
6. Ferro-Fibrous B. Ferro-Fibrous 25 gh P, avo O 9
utdown, avoid on 8+ O rE
20 -4 Movement Points
19  Ammo Exp, avoid on 4+ O 7
Left Leg CH'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O <]
1. Hip gar!‘: et 1. Hip 17  +3 Madifier to Fire 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. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Endo Steel Diagram 6. Ferro-Fibrous 8  +1 Modifier to F"re 1
\ / \\ 5 -1 Movement Points / 0
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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: Victor VTR-9D-XCom Name:
Movement Points: Tonnage: 80 . _— .
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: 4 Role: Skirmisher Consciousness # | 3 5 10 | 11 |Dead
Engine Type: 320 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser LA 5 5][DE] — 4 8 12
1 Ultra AC/10 RA 4 10/Sht[DBR/C] — 6 12 18 Left A Center Biaht A
e rm T g rm
1 Streak SAM 6 LT 4 2/Msl[MQ] - 3 6 9 (25) [gg? (25)
Left Right
Leg Center Leg
(34) Torso (34)
(12)
Left Right
Ammo: (Streak SRM B) 15, (Ultra AC/10) 30 Torso Rear Torso Rear
Quirks: Rugged (1 Point] (8) (8)
\ BV: 1814 @@ y INTERNAL STRUCTURE DIAGRAM
\ "
/, \ Endo Steel Heat
CRITICAL TABLE \ s Scale
Hgad Left Torso (17 ) Right Torso (17)  ((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.[Ultra AG/10 ~
5. ER Medium Laser B. Life Support 5.| Ultra AC/10 28
B. ER Medium Laser B.] Ultra AC/10 27
*]
1. Light Ferro-Fibrous Center Torso 1.| Ultra AC/10 26*
2. Light Ferro-Fibrous 1. Fusion Engine 2.| Ultra AC/10 25
48 3. Light Ferro-Fibrous 2. Fusion Engine 4.6 3.| Uitra AC/10 24
~ 4. Light Ferro-Fibrous 3. Fusion Engine " 4.lUlkra AC/10 3%
5. Light Ferro-Fibrous 1-3 4. Gyro 5. Endo Steel oo
6. Light Ferro-Fibrous 5. Gyro 6. Endo Steel
6. Gyro 21
20
1. Gyro . 19
Left Torso 2. Fusion Engine Right Torso (CASE)
1 .[Streak SRM 6 3. Fusion Engine 1.[ Double Heat Sink 187
2. streak SRM 6 4-8 4 Fusion Engine 2.| Double Heat Sink T
3. Endo Steel 5. Jump Jet 3.LDouble Heat Sink
1-3 4. Endo Steel 8. Jump Jet 1-3 4.[ Double Heat Sink s N |18
P Double Heat Sinks 5
5. Endo Steel 5.| Double Heat Sink 14 (28] 15
6. Endo Steel Engine Hits OO O 6.LDouble Heat Sink Level* Effects (=8) 14%
i 30 Shutd
1. Endo Steel Gyro Hits (o] o] 1. Ammo (Streak SRM 6) 15 og Ar;Jmc?\I,Ev: avoid on 8+ (@]e) 137
2. Endo Steel Sensor Hits Q O 2. Ammo (Utra AC/10] 10 56 Shutdown, avord on 10+ (o]e) 12
3. Endo Steel Life Support O 3. Ammo [Ultra AC/10] 10 e 5 Movamort ot 00 w
46 4. Endo Steel 4-6 4. Ammo (Ultra AC/10) 10 54 +4 Modifier to Fi =
5. Endo Steel 5. CASE odifier to Fire 00 10
. ' 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 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. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement F’qnts 2
6. Roll Again Diagram B. Light Ferro-Fibrous g 4;1M|\/Iud|fler EOPFI'Pi 1
N / \\ -1 Movement Points / )
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B-TTLETECH

BATTLEMECH RECORD SHEET

Ammo: (Gauss) 16, (SRM B Artemis) 15
Quirks: Rugged (1 Point]

/4 \ /4 \
'MECH DATA N\ WARRIOR DATA
Type: Victor VTR-9DK-Donkey Kong Name:
Movement Points: Tonnage: 80 - _— -
Walking: 4 Tech Base: Inner Sphere Gunnery Skill: | Piloting Skil:
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 45|86
Jumping: 4 Role: Skirmisher Consciousness # | 3 5 10 | 11 [Dead
Engine Type: 320 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
2 Medium Pulse Laser LA 4 B[P] — 2 4 6
1 Gauss Rifle RA 1 15[DBX] 2 7 15 @22
1 SRM B LT 4 2/Msl[MCS] - 3 6 9
w,/Artemis IV

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso Right Torso

Center
Torso
(38)

Right Arm
(26)

Left Right
Leg Center Leg
(34) Torso (34)

(12)

Left
Torso Rear

(8]

Right
Torso Rear

(8]

\ BV: 1,896 @ y INTERNAL STRUCTURE DIAGRAM
/ \ \ Endo Steel Heat
CRITICAL TABLE \ - Scale
Head Left Torso (17) Right Torso (17)  f(Overfow
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. Ferro-Fibrous 3. Lower Arm Actuator 59
1-3 4. Hand Actustor 5. Sensors 1-3 41 Gauss Rifle -
5. Medium Pulse Laser B. Life Support 5.| Gauss Rifle 28
6. Medium Pulse Laser 6.| Gauss Rifle 27
*]
1. Ferro-Fibrous Center Torso 1.| Gauss Rifle 26
2. Ferro-Fibrous 1. Fusion Engine 2.| Gauss Rifle 25%
48 3. Ferro-Fibrous 2. Fusion Engine 4.6 3.| Gauss Rifle 24
~Y 4. Ferro-Fibrous 3. Fusion Engine ~O 4. Gauss Rifle 3%
5. Ferro-Fibrous 1-3 4. Gyro 5. Ferro-Fibrous =
6. Ferro-Fibrous 5. Gyro 6. Ferro-Fibrous 22
6. Gyro 21*
1. Gyro . 20*
Left Torso (CASE) 2. Fusion Engine Right Torso 19
1.[SRM B 3. Fusion Engine 1. Ammo [Gauss) 8 187
2.LSRM B 4-6 4. Fusion Engine 2. Ammo (Gauss) 8 /—\ 17
3. Artemis IV FCS 5. Jump Jet 3. Endo Steel _
1-3 4. Ammo (SRM B Artemis) 15 & JumE et 1-3 4. Endo Steel HEAT A Double Heat Sinks: N
5. CASE 5. Endo Steel Heat 19 [24]' 15
6. Endo Steel Engine Hits OO O 8. Endo Steel Level* Effects 14%
Gyr\o Hits o o 30 Shutdown 134
2. Endo Stes Sensor Hits 0O 2. Endo Stes 28 Amma Exp, avoidon B¢ 38 | =
" 26  Shutdown, avoid on 10+ (0]e)
3. Endo Steel Life Support O 3. Endo Steel ' . 11
4-6 4. Endo Steel 4-8 4. Endo Steel 25 5 Movement Pqnts O =
5. Ferro-Fibrous 5. Ferro-Fibrous gg ;4 I\/Ioimer to Fclire B+ O 10
6. Ferro-Fibrous B. Ferro-Fibrous o5 Srr;nmo Xp, avaid on O 9
utdown, avoid on 8+ O rE
20 -4 Movement Points
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 ==
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. Jump Jet Damage Transfer 5. Jump Jet 180 -+21M’\on3?ent Ps.mts 2
6. Endo Steel Diagram 6. Ferro-Fibrous 5 M oditier EOP |‘ret 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

Light Ferro-Fibrous

Head (9)
Left Torso

(22)

Right Torso

/4 \ /4 \
'MECH DATA \ WARRIOR DATA
Type: Victor VIR-OM-LG Name:
Movement Points: Tonnage: 80 . _— .
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: 4 Role: Skirmisher Consciousness # | 3 5 10 | 11 [Dead
Engine Type: 320 Light
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
2 ER Medium Laser LA 5 5][DE] — 4 8 12
2 Light Gauss Rifle RA 1 B8[DBX] 3 8 17 25 Left A Center Right A
e rm T g rm
1 Streak SRM 4 LT 3 2/Msl[MQ] - 3 6 9 (22) [grss? (22)
Left Right
Leg Center Leg
(29) Torso (29)
(10)
Left Right
Ammo: (Light Gauss) 32, (Streak SRM 4) 25 Torso Rear Torso Rear
Quirks: Rugged (1 Point] (7) (7)
\ BV: 16397 i) INTERNAL STRUCTURE DIAGRAM
\ /
/ \ Endo Steel Heat
CRITICAL TABLE \ s Scale
Hgad Left Torso (17 ) Right Torso (17)  ((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. Light Ferro-Fibrous 1-3 3.[ Light Gauss Rifle 59
"2 4. Hand Actuator S. Sensors "2 4. Light Gauss Rifle -
5. ER Medium Laser B. Life Support 5.| Light Gauss Rifle 28
6. ER Medium Laser 6. Light Gauss Rifle 27
*]
1. Endo Steel Center Torso 1.LLight Gauss Rifle 26*
2. Endo Steel 1. Light Fusion Engine 2.[ Light Gauss Rifle 25
48 3. Endo Steel 2. Light Fusion Engine 4.6 3.| Light Gauss Rifle 24
~© 4. Endo Steel 3. Light Fusion Engine “Y 4. Light Gauss Rifle 3%
5. Endo Steel 1-3 4. Gyro 5.| Light Gauss Rifle —
6. Light Ferro-Fibrous 5. Gyro 6.1 Light Gauss Rifle
6. Gyro 21
20
1. Gyro . 3
Left Torso (CASE) 2. Light Fusion Engine Right Torso 19
1. Light Fusion Engine 3. Light Fusion Engine 1. Light Fusion Engine 187
2. Light Fusion Engine 4-6 4. Light Fusion Engine 2. Light Fusion Engine 174
3.[ Double Heat Sink 5. Jump Jet 3. Ammo (Light Gauss) 16 6
1-3 4.| Double Heat Sink 6. Jump Jet 1-3 4. Ammo (Light Gauss) 16 Double Heat Sinks: N -
5.1 Double Heat Sink 5. Endo Steel 13 (28] 15
6. Streak SRM 4 Engine Hits OO O 8. Endo Steel Level* Effects (=8) 14%
i 30 Shutd
1. Ammo (Streak SRM 4] 25 Gyro HitsQ O 1. Endo Steel 8 Ao o on e 00 13
2. CASE Sensor Hits Q O 2. Endo Steel o =, el on 12
: " ' 26  Shutdown, avoid on 10+ (ole)
3. Endo Steel Life Support O 3. Endo Steel 95 -5 Movement Points 00 11
4-6 4. Endo Steel 4-6 4. Light Ferro-Fibrous 54  +4 Modifier to Fire O 104
5. Light Ferro-Fibrous 5. Light Ferro-Fibrous 53 A ]
. . . . mmo Exp, avoid on 6+ O g
6. Light Ferro-Fibrous B. Light 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. Jump Jet Damage Transfer 5. Jump Jet 10 -2 Movement Points 2
6. Endo Steel Diagram 6. Endo Steel g 4;1MMud|f|er EOPFI‘ret 1
- vemen g}
\, /7 '\ ovement oS / lo
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Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.



B-TTLETECH

BATTLEMECH RECORD SHEET

Ammao: (SRM 4) 25, (Ultra AC/10) 30
Quirks: Rugged (1 Point]

( 'MECH DATA \ \ ( WARRIOR DATA \
Type: Victor VTR-9P-Upgrade Name:
Movement Points: Tonnage: 80 . _— .
Walking: 4 Tech Bgase: Inner Sphere Gunnery Skill: | Piloting Skil:
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 al|l 5|8
Jumping: 4 Role: Skirmisher Consciousness # | 3 5 10 | 11 [Dead
Engine Type: 320 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Sword LA — 9 - - - -
1 Ultra AC/10 RA 4 10/Sht[DBR/C] — 6 12 18
1 ER Medium Laser LT 5 5|[DE] — 4 8 12
1 SRM 4 LT 3 2/Msl[MCS] - 3 6 9
1 ER Medium Laser RT 5 5|[DE] — 4 8 12

Left
Torso Rear
(10])

ARMOR DIAGRAM

Ferro-Fibrous

Head (9)

Left Torso
(20)

000000000

Right Torso

O0O00000

0000000000

Center
Torso
(30)

Center
Torso
(15)

0000000

Right Arm

(18]

Right
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\ BV: 1,503 @@ y INTERNAL STRUCTURE DIAGRAM
\ "
/, \ Standard Structure Heat
CRITICAL TABLE \ - Scale
Hgad Left Torso (17 ) Right Torso (17)  ((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.[Ultra AC/10 59
"9 4. Hand Actuator S. Sensors "9 4| Ultra AG/10 ~
5.[ Sword B. Life Support 5.| Ultra AC/10 28
B.| Sword B.] Ultra AC/10 27
*]
1.| Sword Center Torso 1.] Ultra AC/10 26*
2. sword 1. Fusion Engine 2.| Uitra AC/10 25
48 3. Sword 2. Fusion Engine 4.6 3.LUitra AC/10 24
~© 4. Sword i i Y 4. Ammo (Ultra AC/10) 10 F
3. Fusion Engine 23
5. Roll Again 1-3 4. Gyro 5. Ammo (Ultra AG/10) 10 —
8. Roll Again 5. Gyro 6. Ammo [Ultra AC/10) 10
6. Gyro 21
20
1. Gyro . 19
Left Torso 2. Fusion Engine Right Torso
1. ER Medium Laser 3. Fusion Engine 1. ER Medium Laser 187
2. SRM4 4-6 4. Fusion Engine 2. Ferro-Fibrous 174
3. Ammo (SBRM 4) 25 5. Jump Jet 3. Ferro-Fibrous
1-3 4. Ferro-Fibrous 8. Jump Jet 1-3 4. Ferro-Fibrous s N |18
P Double Heat Sinks 5
5. Ferro-Fibrous 5. Ferro-Fibrous 19 24' 15
B. Roll Again Engine Hits OO O B. Ferro-Fibrous Level* Effects (24) 147
i 30 Shutd
1. Roll Again Gyro H[tsOO 1. Ferro-Fibrous o8 A N D‘gn id on 8+ (@]0) 13%
Sensor Hits QO O ; mmo Exp, avold on
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 'e) 11
46 4. Roll Again 4-6 4. Ferro-Fibrous - Viovement 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 .
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. 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. 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
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B-TTLETECH

BATTLEMECH RECORD SHEET

Ammao: (AC/10) 20, (SRM 4) 25
Quirks: Rugged (1 Point]

/4 \ /4 \
'MECH DATA N\ WARRIOR DATA
Type: Victor VTR-9P Name:
Movement Points: Tonnage: 80 - _— -
Walking: 4 Tech Base: Inner Sphere Gunnery Skill: | Piloting Skil:
Running: 6 Rules Level: Standard HitsTaken | 1 | 2 45|86
Jumping: 4 Role: Skirmisher Consciousness # | 3 5 10 | 11 [Dead
Engine Type: 320 Fusion
- /
Weapons & Equipment Inventory (hexes)
# Type Loc Ht Dmg Min Sht Med Lng
1 Sword LA — 8 - - - -
1 AC/10 RA 3 10[DBS] — 5 10 15
2 Medium Laser LT 3 5|[DE] - 3 6 9
1 SRM 4 LT 3 2/Msl[MCS] - 3 6 9
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/, \ \ Standard Structure Heat
CRITICAL TABLE \ . Scale
Head Left Torso (17 ) Right Torso (17)  (Ouerfow
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. Roll Again 3.[AC/10 59
1-3 4. Hand Actuator 5. Sensors 1-3 4. AC/10 ~
5.[ Sword B. Life Support 5.|AC/10 28
6.| Sword 6.[AC/10 27
*]
1.| Sword Center Torso 1.[{AC/10 28
2.| Sword 1. Fusion Engine 2.[AC/10 257,
4-8 3.| Sword 2. Fusion Engine 4-6 3.LAC/10 24
4.LSword 3. Fusion Engine 4. Ammo (AC/10) 10 537
5. Roll Again 1-3 4. Gyro 5. Ammo [AC/10) 10 -
B. Roll Again 5. Gyro 6. Roll Again 22
6. Gyro 21*
1. Gyro . 20*
Left Torso 2. Fusion Engine Right Torso 19
1. Medium Laser 3. Fusion Engine 1. Heat Sink 187
2. Medium Laser 48 ; Fusion Engine 2. Heat Sink ———\ T
3. SRM 4 5. Jump Jet 3. Roll Again _
1-3 4. Ammo (SAM 4) 25 & JumE et 1-3 4. Roll Again HEAT A Heat Sinks: Gl
5. Roll Again 5. Roll Again Heat 14' 15
B. Roll Again Engine Hits OO O B. Roll Again Level* Effects 14%
Gyro Hits . 30 Shutdown A
1. Roll Again Sengor Hitsgg 1. Roll Aga!n 28 Ammo Exp, avoid on 8+ O O 13
2. Roll Again - 2. Roll Again 56  Shutdown. avoid on 10+ OO 12
3. Roll Again Life Support O 3. Roll Again Ve "
46 4. Roll Again 4-6 4. Roll Again e 5 Movement Pqnts 00 =
5. Roll Again 5. Roll Again 24 +4 Modifier to Flre O O 10
6. Roll Again 8. Roll Again 23 Ammo Exp, avoid on B+ 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'[HVS'[ Right Leg 18  Shutdown, avoid on 6+ O <]
1. Hip 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. Jump Jet Damage Transfer 5. Jump Jet 180 -+21M’\on3?ent Ps.mts 2
6. Roll Again Diagram 6. Roll Again & am odi |er§0p 'Fet 1
N / \\ -1 Movement Points / )
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