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'MECH RECORD SHEET

ARMOR DIAGRAM
Armor Pts: 96
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/4 \
'MECH DATA WARRIOR DATA
Type: Arctic Fox AF1 Prime Name:
Movement Points: Tonnage: 30 Gunnery Skill: 4 Piloting Skill: 4
Walking: B Tech Base: Inner Spher‘e HitsTaken| 1 [ 2| 3| 4| 5| 6
Flunnlng: 9 3059 Consciousness#| 3 [ 5 | 7 | 10| 11 |Dead
Jumping: O E/XXED
Weapons & Equipment Inventory  (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
1 SRM4 RT 3 2/m - 3 6 9 . A
1 ERPPC LT 15 108 - 7 14 23 Right 2
1 SRMH4 T 3 2/m - 3 6 9 (10
1 Medium Laser RA 3 5 [DE] - 3 6 E]
1 Medium Laser LA 3 5 [DE] - 3 6 9
Ammunition Type Rounds
SRM-4 25
Center
Torso
Rear (4]
]
O
Left ° Right
. 5,058,300 CBills ; .
\ Cost: +g7,DDD [ammol BVV1\/BDE$J/CIIH[B|'?:E§: (%g?] Torso Rear o Torso Rear
/ \\Dissipation (20) 3 @
Heat
CRITICAL HIT TABLE Hoad K INTERNAL STRUCTURE DIAGRAM J
ea ™
Left Arm 1. Life Support nght Arm e
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3.  Cockpit 2. Upper Arm Actuator 30"
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Medium Laser 6. Life Support 5. Medium Laser 28*
6. Roll Again 6. Roll Again 27
1. Roll Again Cente_r‘ Tqr‘so 1. Roll Again 26*
2. Roll Again 1. X Fus!on Eng!ne 2. Roll Again 5%
4 6 3. Endo-Steel 2. X Fus!on Eng!ne 4 6 3. Endo-Steel 24"
"9 4. Endo-Steel 1 _3 3. XL Fusion Engine "O 4. Endo-Steel -
5. Endo-Steel 4. Gyro 5. Endo-Steel 23
6. Endo-Steel g Gyro 6. Endo-Steel 22*
. Gyro =1
1. Gyro ) . 20~
Left Torso 2 Ju Fusion Ergine Right Torso 19°
1. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
2. XL Fusion Engine 5. Endo-Steel 2. XL Fusion Engine e
3. XL Fusion Engine 6' Endo-Stesl 3. XL Fusion Engine
1-3 4. [Double Heat Sink - mndomies 1-3 4. [Double Heat Sink /4 HEAT DATA 16
5. [Dauble Heat Sink N " 5. [Double Heat Sink 15*
6. LDouble Heat Sink Engine H!l’-S 000 6. LDouble Heat Sink Heat Heat Sinks: 14*
1. rER PPC Gyro HitsO O 1. rDouble Heat Sink Level * Effects 10 (20) 13"
2, [ER PPC Sensor Hits O O 2, [Double Heat Sink o imﬁfg"é’;‘p codange e -
4.6 3. LerpPc Life Support O 4-6 3. LDouble Heat Sink 26 Shutdown, avoid on 10+ 0o 11
4. SRm-4 4. SRvH4 25 -5 Movement Points 0
5. @SRM 4 (25) 5. Roll Again 54  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ @) 9
22 Shutdown, avoid on 8+ O 8~
20 -4 Movement Points (@) =
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 8 6
1. Hip o Dok 1. Hip 17 +3 Modifier to Fire o) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 éﬁ I\/(Ijovement F:jomt.s4 O a
3. Lower Leg Actuator 3. Lower Leg Actuator qg +2ul§A§l\jl\{1‘ri‘éra:gIFir%n * o) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
X - 3 % 2
= oo Samage ot 3 e e 1
# : i ¥ s 5 - ovement Points
\ Diagram J \ / =




BATTLETECH

'MECH RECORD SHEET

ARMOR DIAGRAM
Armor Pts: 192

Head (9)

Left Torso Right Torso

/4 \
'MECH DATA WARRIOR DATA 00L
Type: Crusader CRD-4BR Name: 0 0 0
Movement Points: Tonnage: B5 Gunnery Skill: 4 Piloting Skill: 3 SN
Walking: 4 Tech Base: Inner Spher‘e HitsTaken| 1 |2 [ 3| 4| 5| 6 O:O: :O
Running: B 3052 Consciousness#| 3 | 5 | 7 [10] 11]pead OOOOO
Jumping: O E/X-X-D-E 0°0"0
- 00
Weapons & Equipment Inventory  (hexes) <
Gty Type Loc Ht Dmg Min Sht Med Lng
1 LRM-15 RA 5 1/m 6 7 14 21 . A
1 Medium Laser RA 3 5[ME - 3 6 9 Right 25
1 Machine Gun RA O 2 -1 2 3 (20)
[DB, Al]
1 LRM-15 LA 5 1/m 7 14 21
1 Medium Laser LA 3 5 [DE] - 3 6 9
1 Machine Gun LA O 2 - 1 2 3
[DB, Al] Right
1 Streak SRM-2 RL 2 M 20;?2/2]_ 3 6 9 Center [I_291g]
. T
1 Streak SRM-2 L 2 hy (23%12/2] - 3 B 9 Reom (8]
Ammunition Type Rounds
MG 200
Streak SRM-2 50
LRM-15 32
" Left Right
Cost: 9,590,310 CBills BV: 1,688 (Base: 1,407
\ +175,000 [Elmmo] Weapon[ Heat (20) ) TUT‘?;]HEEF Tor‘:ig]Rear‘
/ \\Dissipation (20) /
Heat
CRITICAL HIT TABLE Hoad K INTERNAL STRUCTURE DIAGRAM J
ea ™
Left Arm 1. Life Support nght Arm e
1. Shoulder 2. Sensors 1. Shoulder \ )
2. Upper Arm Actuator 3.  Cockpit 2. Upper Arm Actuator 30"
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator
"2 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. [LRM-15 6. Life Support 5. [LRM-15 28*
6. [LRM-15 6. [LRM-’IS 57
1. Liamas Center TOI"SO 1. Liams 26"
2. Medium Laser ; 'F:us!on E"g!"e 2. Medium Laser 25*
3. Machine Gun - rusion engine 3. Machine Gun G
4-6 4. Roll Again 1-3 3. Fusion Engine 4-6 4. Roll Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g Gyro 6. Roll Again 22*
. Gyro =1
1. Gyro 20
Left Torso case) 2. Fusion Engine Right Torso (case) 15
3. Fusion Engine
1. @LRM 15 (8) 46, . ; 1. @LRM 15 (8) 18"
. Fusion Engine
2. S’A'-SEM 15 (8) 5. @Streak SRM 2 (50) 2. [@:’A'-S“E"" 15(8) 17
1-33 6. @MG (200) 1-3% 16
4. Roll Again 4. Roll Again / HEAT DATA
5. Roll Again N - 5. Roll Again 15*
6. Roll Again Engine Hits OO O 6. Roll Again Heat Heat Sinks: | [72
Gyro Hits O O Level* Effects 10 (20) o
1. Roll Again S Y Hits O O 1. Roll Again 30 Shutdown Double 14
2. Roll Again _enSOI‘ Its 2. Rall Again 28 Ammo Exp. avoid on 8+ 12
4.6 3. Roll Again Life Support O 4-6 3. Roll Again 26 Shutdown, avoid on 10+ 11
4. Roll Again 4. Roll Again 25 -5 Movement Points 0O 0
5. Roll Again 5. Roll Again 54  +4 Modifier to Fire O
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 6+ @) 9
22 Shutdown, avoid on 8+ O 8~
20 -4 Movement Points (@) =
. . 19 Ammo Exp. avoid on 4+
Left Leg [:H'[HYS'[ nght Leg 18 Shutdown, avoid on 6+ 8 6
1. Hip o Dok 1. Hip 17 +3 Modifier to Fire o) 5+
2. Upper Leg Actuator 2. Upper Leg Actuator 15 éﬁ I\/(Ijovement F:jomts4 O a
3. Lower Leg Actuator 3. Lower Leg Actuator qg +2ulsﬂgl\j,\{1‘ri‘éra¥gIFir%n * o) 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Streak SRM-2 5. Streak SRM-2 & - 2
i Rol A e Bngram 8. Foll gan 2 X M Fen 3
' Diagram : - Vi Ints
\, / \ / )
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