BATTLETECH

ARMOR DIAGRAM
Armor Pts: 160

Head (9)

Left Torso
(19)

Right Torso

Q
’'MECH RECORD SHEET cole)
000
/4 \
'MECH DATA WARRIOR DATA OL
Type: Catapult CPLT-C1 Name: °.0
Movement Points: Tonnage: 65 Gunnery Skill: 3 Piloting Skill: 4 ooooo
Walking: 4 Tech Base: Inner Sphere HitsTaken[ 7 ] 2131 42151 8 OOO
Running: 6 2561 Consciousness#| 3 | 5 | 7 [10] 11|pead OOOOO
Jumping: 4 D/CED-D o0
Weapons & Equipment Inventory  (hexes)
Bty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser CT 3 5 [DE] - 3 6 9 Right A
1 Medium Laser RT 3 5[DE - 3 6 9 gt Ao
1 Medium Laser LT 3 5 [DE] - 3 6 9
1 LRM-15 RA 5 1/m 6 7 14 21
1 LRM-15 LA 5 1/m 6 7 14 21
Ammunition Type Rounds
LRM-15 16
Center
Torso
Rear (11)
" Left Right
. 5,691,125 CBills BV: .
\ Cost: 260,000 (ammo) V-V/{/’E'B.SIA};ZI‘EBI-?;:‘E: [’|2,23]99] Torso Rear Torso Rear
/ \\Dissipation (15) / () ()
Heat
CRITICAL HIT TABLE Head "N INTERNAL STRUCTURE DIAGRAM J
Left Arm 1. Life Support Right Arm St Terea (15 Overfon
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 9 30"
1 3 3. [LRM-15 4. Heat Sink 1 3 3. [LRM-15
a4, [LRM—15 5. Sensors 4. [an_15 29
5. LLRM-15 6. Life Support 5. LLRM-15 28*
6. Roll Again 6. Roll Again
c T —
1. Roll Again enter‘ . orso 1. Roll Again 26
2. Roll Again ; |F:“5!°“ E"gf"e 2. Roll Again S5
3. Rl Again * us!on ng!ne 3. Raoll Again *
46, Again 1-3 3 Fusion Engine 46, o, Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g Gyro 6. Roll Again 22*
. Gyro 21
1. Gyr? ) 20%
Left Torso E:  Fusion Engins Right Torso 19"
1. Jump Jet 4-6 3. Fusion Engine 1. Jump Jet —
' P 4. Fusion Engine ’ P 18
2. Jum;.:u Jet 5. Medium Laser 2. Jum!: Jet 17+
,I _3 3. Medium Laser 6. Medium Laser ,I _3 3. Medium Laser
4. @LRM 15 (8) ' 4. @LRM 15 (8) /4 HEAT DATA Lo
5. Roll Again . . 5. Roll Again 15*
6. Roll Again Engine H!tS 000 6. Roll Again Heat Heat Sinks: 14*
1. Roll Again Gyro H!ts o0 1. Roll Again L%IOE'* Shut:dovErﬁfECtS 51"159'9 Loy
2. Roll Again Sensor HltS O 0 2. Roll 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 Q0 ~
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire (e]0] 10
6. Roll Again 6. Raoll Again 23 Ammo Exp. avoid on 8+ QO 9
22 Shutdown, avoid on 8+ (@]0) "
20 -4 Movement Points (o]0 5
. 19 Ammo Exp. avoid on 4+
Left Leg CH'[HYS'[ nght Leg 18 Shutdown, avoid on B+ 8 6
1. Hip LA A 1. Hip 17 +3 Modifier to Fire o) 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 5’81 l\/éovement F:jo'nt54 O a
3. Lower Leg Actuator 3. Lower Leg Actuator 1@ +EUIE/|§;Yfri1éra[\;/c?lFir?gn + O 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
g' :::: g::: Damage Transfer g 3::: g:::: 8 "';l R/l/lodifier‘ to girje f
¥ Diagram : 5 - ovement Points
\, /7 \ / )

Copyright 2023 The Topps Company, Inc. Battletech, 'Mech and BattleMech are trademarks of The Togps Company, Inc. All Rights reserved.

Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLI

Permission to photocopy for personal use.



'MECH RECORD SHEET

BATTLETECH

ARMOR DIAGRAM
Armor Pts: 232

Head (9)

Left Torso
(28)

Right Torso

/4 \
'MECH DATA WARRIOR DATA 908
Type: Battlemaster BLR-1G Name: 8523
Movement Points: Tonnage: 85 Gunnery Skill: 3 Piloting Skill: 4 80008
Walk!ng: 4 Tech Base: Inner Sphere HitsTaken[ 7 ] 2131 42151 8 80008
Running: 6 2633 Consciousness#[ 3 | 5 | 7 [10] 11]pead 80008
Jumping: O D/C-E-D-D OOOOO
Weapons & Equipment Inventory  (hexes) o
Bty Type Loc Ht Dmg Min Sht Med Lng
2 Medium Laser RT 3 5 [DE] - 3 6 9 Right A
1 (R)Medium Laser RT3 5 [DE] - 3 6 9 gt Ao
1 SRM-6 LT 4 2/m - 3 6 9
2 Medium Laser LT 3 5 [DE] - 3 6 9
1 (R) Medium Laser LT 3 5 [DE] - 3 6 9
1 PPC RA 10 10|[DE] 6 12 18
2 Machine Gun LA O 2 -1 2 3
[DB, All
Ammunition Type Rounds Center
MG 200 Torso
SRM-6 30 Rear (11)
" Left Right
Cost: 8,399,493 CBils BV: 2,005 (Base: 1,519
\ +55,000 (ammo) Wisapen Host (50). e Toree e
/ \\Dissipation (18) /
Heat
CRITICAL HIT TABLE A INTERNAL STRUCTURE DIAGRAM 23
Head ) Oc";'e
Left Al‘m 1. Life Support nght Ar‘m e et (1) verflow
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
" 4. Hand Actuator 5. Sensors " 4. Hand Actuator 29
5. Machine Gun 6. Life Support 5. rPPC 28*
6. Machine Gun 6. | PPC
c T —
1. Roll Again enter‘ . orso 1. LpPC 26
2. Roll Again ; |F:“5!°“ E"gf"e 2. Roll Again S5
3. Rl Again * us!on ng!ne 3. Raoll Again *
46, Again 1-3 3 Fusion Engine 46, o, Again 24*
5. Roll Again 4. Gyro 5. Roll Again 23
6. Roll Again g Gyro 6. Roll Again 22*
. Gyro 21
1. Gyr? _ . 20"
Left Torso 2. Fusion Engine Right Torso 19
1. FrSRMS 4-6 3. Fusion Engine 1. Heat Sink —
' 4. Fusion Engine ’ . 18
2. Lsrm-e 5. Roll Again 2. Medium Laser 17+
13 3. Medium Laser S. Roll Aaain 13 3. Medium Laser
"2 4. Medium Laser ' g " 4. (R) Medium Laser / HEAT DATA 16
5. (R) Medium Laser . . 5. Roll Again 15*
6. @MG (200) Engine H!tS (oJoJe) 6. Roll Again Heat Heat Sinks: 14~
1. @SAM 6 (15) Gyro Hits 0O 1. Aol Again Level* Effects Je —
. . . ! 30 Shutdown ingle
2. @SRM B 15) \.c‘-)ensor HltS O 0 2. Roll Agafﬂ 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+ 00 11
4. Roll Again 4. Roll Again 25 -5 Movement Points e
5. Roll Again 5. Roll Again 24 +4 Modifier to Fire (e]0]
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on 8+ QO 9
22 Shutdown, avoid on 8+ (@]0) "
20 -4 Movement Points (o]0 5
. 19 Ammo Exp. avoid on 4+
Left Leg CH'[HYS'[ nght Leg 18 Shutdown, avoid on B+ 88 6
1. Hip LA A 1. Hip 17 +3 Modifier to Fire 00 5*
2. Upper Leg Actuator 2. Upper Leg Actuator 15 5’81 l\/éovement F:jo'nt54 O a
3. Lower Leg Actuator 3. Lower Leg Actuator 14 ubdowr, ‘avoid onide
4. Foot Actuator 4. Foot Actuator 13  +2 Modifier to Fire O =
: ) ’ X 10 -2 Movement Points )
g. zea: g!n: Damage Transfer g- 3'36: g!": 8 +1 Modifier to Fire -
eat Sinl : eat Sinl ;
¥ Diagram . 5 -1 Movement Points
\, / \ / 3]
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