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Flanking: 5 Rules Level: Standard 00000 000000 00000
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\ @ (47)
\ Y /\ / CATALYST

(_ GROUND COMBAT VEHICLE HIT LocATion  Qfff )
GROUND COMBAT VEHICLE HIT LOCATION MOTIVE SYSTEM DAMAGE TABLE
ATTACK DIRECTION 206 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MP, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12 Major damage; no movement for the rest of the game
8 Front Rear Side (critical)* Vehicle is immobile
9 Left Sidet Right Sidet Reart
10 Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier:
1M Turret Turret Turret. Hit from rear +1 Tracked, Naval +0
12% Turret (critical) Turret (critical) Turret (critical) Hit from the sides +2 Wheeled +2
Hovercraft, Hydrofoil +3
WIGE +4
* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
’ a +1 moadifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTotal Warfare for more information). has no additional effect. This means the maximum Driving Skill Roll modifier that can be
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has inflicted from the Motive System Damage Table is +B. If a unit's Cruising MP is reduced
to O, it cannot move for the rest of the game, but is not considered an immobile target. In
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction addition, all motive system damage takes effect at the end of the phase in which the damage
t The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in occurred. For example, if two units are attacking the same Combat Vehicle during the
. . : Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in immobile target modifier would not apply for the second unit. Howevar, the -4 modifier would
Total Warfare for more information). take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results over a Depth 1 or deeper water hex, it sinks and is destroyed
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.
/7 '\ /
/4
GROUND COMBAT VEHICLE CRITICALS TABLE
LOCATION HIT
FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer \Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 \Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
** |f Combat Vehicle carries no ammunition, treat this result as \Weapon Destroyed

\ /
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ARMOR DIAGRAM

Reflective

Front Armor
(31)

BATTLETECH

VTOL RECORD SHEET

(e]e)
¢ VEHICLE DATA ) \ (2T SOSSESSS

. O0000
Type: Onuris Attack VTOL D Crew: o\ oooo /o
Movement Points: Tonnage: 30 Gunnery Skill Driving Skill: O \00000/ O
Cruising: 8 Tech Base: Clan L T o]e) 00 Rotor
Flanking: 12 [16] Rules Level: Advanced OOOOO o OOOOO Armor
Movement Type: VTOL Role: Striker Co-Pilot Hit Pilat Hit o0 O O o0 (2)
Engine Type: 100 XL Modifier to all skill rolls Modifier to Driving skill rolls
n O O O
Weapons & Equipment Inventory (hexes) \ / | © | —T | © |
Qty Type Loc Dmg Min Sht Med Lng / 00 oo
5 Medium Chemical Laser ~ FR 5 [DE — 3 B8 9 CRITICAL DAMAGE e Ogg O|O g%o
2 Imp. Heavy Medium Laser  FR 10 [DEX] — 3 6 9 o OO
p. realy adly Flight Stabilizer* Engine Ht () & © N el
1 VTOL Jet Booster BD [E] —_ = - = — olOI|lO|o =)
Sensor Hits © . =
) S w
Stabilizers £ =N
& o
Front () Left O Rt O < O =
Rear O 3 OO 3
\Muve at Cruising speed only / £ 2
© —_
/ \, - 00 2
NOTES \ 00 2
OO
OO
(o]e}
(o]e}
Ammo: (Medium Chemical Laser) 90 on
BV: 1,349
\, ’ (GE Rear Armor M
\ < / \ / (15) CH.[EIHS.[

4 \VTOL COMBAT VEHICLE HIT LOCATION \Y? VTOL ELEVATION TRACK \

ATTACK DIRECTION

FRONT REAR SIDES
2% Front (critical) Rear (critical) Side (critical) Turn 112|13|4(5(6[7|8|9|10(11(12(13[14|15
3 Rotarst Rotorst Rotorst
4 Turrett Turrett Turrett Elevation
5 Right Sidet Left Sidet Frontt
6 Front Rear Side
7 Front Rear Side
8 Front Rear Side (oritical)” Turn 16[17|18|19|20|21|22| 23|24 |25|26|27 |28 |29 |30
9 Left Side Right Side Rear
10 Rotorst Rotorst Rotorst .
1M Rotorst Rotorst Rotorst Elevation
12% Rotors (critical)*t Rotors (critical)*t Rotors (critical)*t

\ /

* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the VTOL. For each such attack, apply / \
damage normally to the armor in that section. The attacking player then immediately rolls once on the VTOL Combat Vehicle PHYSICAL ATTACKS AGAINST VTDLS TABLE

Critical Hits Table, below.

+ Damage Value / 10 (round up); see Rotor Hits, p. 197, Total Warfare. Additionally, damage to rotors slows down the DIFFERENCE IN LEVELS TYPES OF PHYSICAL ATTACKS ALLOWED
VTOL. Each hit reduces the VTOL's Cruising MP by 1, meaning that the controlling player must also recalculate Flank MP; -1 or lower None
multiply the new Cruising MP by 1.5 and round up. As with all damage, such movement penalties do not apply until the end 0 All except Punch
of the phase in which the damage occurred. 1-2 All except Kick
3 Club and Physical Weapons Only
1 If the VTOL has no turret, a turret strike hits Rotorst 4+ None
\ / \, /
( VTOL COMBAT VEHICLE CRITICAL HITS TABLE \
LOCATION HIT
FRONT SIDE REAR ROTORS TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Copilot Hit Weapon Malfunction Cargo/Infantry Hit Rotor Damage Stabilizer
7 Weapon Malfunction Cargo/Infantry Hit Weapon Malfunction Rotor Damage Turret Jam
8 Stabilizer Stabilizer Stabilizer Rotor Damage Weapon Malfunction
9 Sensors Weapon Destroyed Weapon Destroyed Flight Stabilizer Hit Turret Locks
10 Pilot Hit Engine Hit Sensors Flight Stabilizer Hit Weapon Destroyed
11 \Weapon Destroyed RotorsDestroyed Ammunition®* Engine Hit Ammunition®*
12 Crew Killed Fuel Tank* Fuel Tank* RotorsDestroyed Turret Blown Off

“Only if the VTOL has an ICE engine. For VTOLs with fusion engines, treat this result as Engine Hit.
** |f the VTOL carries no ammunition, treat this result as \Weapon Destroyed.

\ /
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ARMOR DIAGRAM

Ferro-Fibrous

Front Armor
(75)

BATTLETECH

NAVAL VEHICLE RECORD SHEET

/4 \
VEHICLE DATA "L CREW
Type: Moray Heavy Attack Submarine (Original) Crew:
Movement Points: Tonnage: 140 ’ . .
L. G Skill: D Skill:
Cruising: 3 Tech Base: Inner Sphere unnery Sl Hriving Sk
Flanking: 5] Rules Level: Unofficial
Movement Type: Submarine Role: None Commander Hit Driver Hit
Engine Type: 390 XL Modifier to all skill rolls Modifier to Driving skill rolls
Weapons & Equipment Inventory thexes) \ /
Qty Type Loc Dmg Min Sht Med Lng /
2 LRT20 FR 1Msl IMCSI 68 7 14 21 CH'T'CAL DAMAGE \ﬁ O O O O
1 SRT6 FR 2/Msl IMC,S] — 3 6 9
Turret Locked O Engine Hit D 0O O O O@)
1 LRT10 RR 1Msl IMCSI 68 7 14 21 O O o) o) O O
1 SRTB RR 2MsIMCSI — 3 6 9 Sensor Hits ©
o Motive System Hits OO O ) OO
2 Medium Laser TU  5IDEI — 3 6 9 Stabilizers 00 O o) 00
1 LRT10 TU 1Msl IMCSI 68 7 14 21 Front D Left D Right D O O O O O O
1 SRT6 TU 2/Msl IMC,S] — 3 6 9 Rear D Turret D O O O O O O
\ / O O
— o0 OO
S U [e]elel <|00O0
~[©0O|[ S8 oo |S5]|00O
%OOO 00 88 00 GJOJO) g
_|000||ooo| 5o [oool|[C0OO| =
Ammo (CASE): (LRT 10) 36, (LRT 20) 18, (SRT 6) 60 gl[000 888 0009000 &
z 500|000
=[O OO [loco 000l [OOO | &
=]
\ BV: 1582 %\; 2lo00]|| oo oo [loOoO]| 2
/N /' §[ooo|l°sseeessel| 000l -
[=2]
/ \ /, \ 000 Turret Armor A
NAVAL COMBAT VEHICLE HIT LOCATION MOTIVE SYSTEM DMG TABLE 000 (60) 000
ATTACK DIRECTION 2D6 ROLL EFFECT* O O O O O O
FRONT REAR SIDES 2-5 No Effect
2% Front (critical) Rear (critical) Side (critical) B6-7 Minor damage; +1 modifier to all O O O O O O
O (@)
3 Frontt Reart Sidet Driving Skill Rolls
4 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising O O O ®) O O O O
5 Right Sidet Left Sidet Frontt MP, +2 modifier to all Driving Skill OO0 OO0
6 Front Rear Side Rolls ) o
7 Front Rear Side 10-11 Heavy damage; only half Cruising O O O O o) O O O
8 Front Rear Side (critical)* MP (round fractions up), +3
9 Left Sidet Right Sidet Reart moadifier to all Driving Skill Rolls O O O O O O O O
10 Turret Turret Turret 12 Major damage; no movement for O (@) O O
11 Turret Turret Turret the rest of the game Vehicle is O O
12% Turret (critical) Turret (critical) Turret (critical) immobile O O
Attack Direction Modifier:
Hit from rear +1
* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on Hit from the sides  +2 /
the Brmor in tht sbcton The artecking player thon autormatically toie once on the | | Vehicle Type Modifier: 000000
gf\;ﬁ!]gulr’?fsrar;;/tn‘aﬂm]cle Critical Hits Table below (see Combat, p. 192, inTotal Warfare Naval +0 O O O O O o O O
A result of 12 on the Naval Combat Vehicles Hit Location Table may a inflict critical hit Hydrofoil +3
against the turret; if the vehicle has no turret, a 12 indicates the chance of a critical hit *All movement and Driving Skill Roll penalties are cumulative. However,
?n%lizS\‘/deehfg\rreeSra?dlg?‘l?fuetpenfgiﬁedgecsmtlnm damage even if its armor remains intact. Appl sf?"lﬁrggg%sg””iﬂér;:)urd""ﬂigh'cca‘g‘U‘mCb“‘a”s%phd’333'5";?;’?;::?2&
damage nDrmaH\j to the armor mythat sectmng, but the attacking player also rolls GES:Z E';g ,:g":dm;zﬁ:rg;:f{ ?:‘:amneb;:aﬁffg;ﬁ;ﬁfjgﬁagé?kﬁrSgﬂ OOOOOOOOOO
on the Motive System Damage Table at right (see Combat, p. 192, inTotal Warfare modifier that can be inflicted from the Motive System Damage Table is
for more information) +6. If a unit's Cruising MP is reduced to O, it cannot move for the rest OO OOOOOOOO
§ Side hits strike the side as indicated by the attack direction. For example, if an attack of the game, but is not considered an immobile target. In addition, all
hits the right side, all Side results strike the right side armor. If the vehicle has no t"hfd[;,vﬂeagseﬁzi;gddanmge takes effect at the end of the phase in which OOOOOOOOO
turret, a turret hit strikes the armor on the side attacked. O OOOOOOO
\ /7 '\ /
(0]0]0]0]0]0]0)]
/ \ 000000
NAVAL COMBAT VEHICLE CRITICAL HITS TABLE 50000
LOCATION HIT
FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit Rear Armor N A1
6 Driver Hit Cargo/Infantry Hit ~ \Weapon Malfunction Stabilizer (55) [:H.[H I_q SI
7 Weapon Malfunction ~ \Weapon Malfunction Cargo/Infantry Hit Turret Jam S
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction N\
9 Sensors Stabilizer \Weapon Destroyed Turret Locks DEPTH TRACK
10 Commander Hit Weapon Destroyed Engine Hit \Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition** Turn 1121345678910
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off Depth
*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
** |f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed Turn 11112(113[14115(16]17[18[19]20
Depth
\ /
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ARMOR DIAGRAM

BAR: 7

BATTLETECH

MEDIUM NAVAL SUPPORT VEHICLE RECORD SHEET Front Armor

(4)
/4 \
VEHICLE DATA "L CREW
Type: Silverfin Coastal Cutter Crew:
Movement Points: Tonnage: 40 Gunnery Skill: Driving Skill:
Cruising: 8 Tech Base: Inner Sphere E— O O O O
Flanking: 12 Rules Level: Unofficial
Movement Type: Hydrofoil Role: None Commander Hit Driver Hit
Engine Type: ICE Modifier to all skill rolls Modifier to Driving skill rolls
Weapons & Equipment Inventory thexes) \ /
Qty Type Loc Dmg Min Sht Med Lng /
2 SAT2 FR  2MsIMCSI — 3 6 9 CRITICAL DAMAGE \ﬁ © O O O
1 Searchlight FR [E] _ = = =
. - Turret Locked Engine Hit
1 Lifeboat (Maritime) RR (] S — O En Q
. Sensor Hits
1 Machine Gun TU  2I[DBAI — 1 2 3 )
) Motive System Hits
1 Searchlight TU [E] _ = = = Stabilizers
Front ([ Left O rige (O
Rear D Turret D ©) ©)
\ /
O O
N
Ammo: (MG) 100, (SRT 2) 50
| Chass . o | Y| ©
Features Hydrofoil Chassis Mod, Advanced Fire Control, Cargo (1 ton))
< © z
. - =)
\ BV: 183 o o o o 0 S
o
\ / \ /S o o ¢
& @
b
{ NAVAL COMBAT VEHICLE HIT LOCATION YJf{ MOTIVE SYSTEM DMG TABLE Y O E
2l O O g
ATTACK DIRECTION 2D6 ROLL EFFECT* £ =
FRONT REAR SIDES 2-5 No Effect @ —_
2% Front (critical) Rear (critical) Side (critical) B6-7 Minor damage; +1 modifier to all — H
3 Frontt Reart Sidet Driving Skill Rolls —
4 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising O Turret Armor O
5 Right Sidet Left Sidet Frontt MP, +2 modifier to all Driving Skill \_ (3) p,
6 Front Rear Side Rolls
7 Front Rear Side 10-11 Heavy damage; only half Cruising
8 Front Rear Side (critical)* MP (round fractions up), +3
9 Left Sidet Right Sidet Reart moadifier to all Driving Skill Rolls
10 Turret Turret, Turret 12 Major damage; no movement for
11 Turret Turret Turret the rest of the game Vehicle is
12% Turret (critical) Turret (critical) Turret (critical) immobile O e)
Attack Direction Modifier:
Hit from rear +1 o o
A It of 2 or 12 ( 8 if the attack strikes the side) inflict itical hit i
the vehicle. For each result of 2 or 12 (or 8 for side attacke), spply damage normally to [ | it om the sides  +2
the armor in that section. The attacking player then automatically rolls once on the Vehicle Type Modifier:
Naval Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTotal Warfare Naval +0
for more information) . . . . Hydrofoil 3
A result of 12 on the Naval Combat Vehicles Hit Location Table may a inflict critical hit ydrofol +
against the turret; if the vehicle has no turret, a 12 indicates the chance of a critical hit *All movement and Driving Skill Roll penalties are cumulative. However,
on the side corresponding to the attack direction. each Driving Skill Roll modifier can only be applied once. For example,
t The vehicle may suffer motive system damage even if its armor remains intact. Apply 'f“‘ "E” of t5h'7t'5 ’“tade‘f” "’1V5h'°‘z‘ ‘"”‘C“‘”dg a+i b’f‘m'ﬂeri ”’ﬁ‘ 'féhg
damage normally to the armor in that section, but the attacking player also rolls once o e e e ot ?h‘:amneai:Dtﬁ:m‘ailﬁuf%ﬁ;nggsﬁ‘ Roll
on the Motive System Damage Table at right (see Combat, p. 192, inTotal Warfare modifier that can be inflicted from the Motive System Damage Table is
for more information) +B. If a unit's Cruising MP is reduced to O, it cannot move for the rest / \
§ Side hits strike the side as indicated by the attack direction. For example, if an attack of the game, but is nat considered an immobile target. In addition, all
hits the right side, all Side results strike the right side armor. If the vehicle has no the d;mageymurred amage takes effect at the end of the phase e O O O O
turret, a turret hit strikes the armor on the side attacked.
\ /7 '\ /
( NAVAL COMBAT VEHICLE CRITICAL HITS TABLE \
LOCATION HIT
FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit O O
6 Driver Hit Cargo/Infantry Hit \Weapon Malfunction Stabilizer
7 Weapon Malfunction ~ \Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer \Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit \Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition Ammunition**
12 Crew Killed Fuel Tank* Turret Blown Off Rear Armar
*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. (2)
“* |f Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed

N\ s CATALST

‘game Dlabs
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BATTLETECH (¢

CONVENTIONAL
INFANTRY RECORD
SHEET

Motorlzed Platoon (Plasma Heavy)

/4 \
BURST-FIRE WEAPON DAMAGE VS. CONVENTIONAL INFANTRY
‘MECHS, PROTOMECHS AND VEHICLES
WEAPON DAMAGE VS. CONVENTIONAL INFANTRY
AP Gauss Rifle 206
Light Machine Gun 106
Machine Gun 2D6
Heavy Machine Gun 306
Small/Micro Pulse Laser 206
Flamer 4D6
BATTLE ARMOR
WEAPON DAMAGE VS. CONVENTIONAL INFANTRY
Light Machine Gun 1D6/2 (round up)
Machine Gun 1D6
Heavy Machine Gun 206
Flamer 306
Light Recoilless Rifle 1D6
Medium Recailless Rifle 2D6
Heavy Recoilless Rifle 206
Light Mortar 1D6
Heavy Mortar 106
Automatic Grenade Launcher 1D86/2 (round up)
106

Heavy Grenade Launcher
\ y

/

Armor Type: Ballistic Plate, Standard Damage Divisor: 2.0E
Commander: ____ T55Tog [o8 |27 |26 |25 |24 |23 |22 |21 |20 |19 |18 [17 |16 |15 13[2|1n|wole |8 |7 |6 |5 [4 [3 [2 [
Gunnery Skill: . - - . - - . . - . . - . . - . - - . . - . . - - . -
j\ 1[fL j\ SN A A j\ 1 j\ 1[I0 | j\ 1|fu j\ 1[fL j\ 1
Max Weapon Damage* —|—123|22 21|21 |20 1918171616 |15 |14 |13|12|12|11[10] 9| 8|7 |7 |6 |5|4|3|2]2]1
Notes: *Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
Flame-based Range: 0o 1 4 5 6 7 8 9 10 1 12 13 14 15 16 17 18 19 20 21
ame-based weapon Range Modifier: 40 0 2 +2 4 4 - = = = = = = = = = = = = = =
N\ /
\ BV: 136 Transport Wt: 5.5 tons Movement MP: 1 Type: Motorized
\

( NON-INFANTRY WEAPON AGAINST INFANTRY )

NUMBER OF CONVENTIONAL
TROOPERS HITt
Damage Value / 10
Damage Value / 10 + 1
Damage Value /10 + 2

WEAPON TYPE*

Direct Fire (Energy or Ballistic)
Cluster (Ballistic)

Pulse**

Cluster (Missile) Damage Value / 5

Area Effect (AE) Damage Value / 5
Burst-Fire See Burst-Fire Weapons Table
Heat Effect \Weapons See Heat-Effect Weaponst

e Combat, p. 113 inTotal Warfare , for weapon terminology.

xcept for Small and Micro Pulse Lasers, which are treated as Burst-Fire Weapons.

tThis equals the number of conventional infantry troopers hit and eliminated, regardless of armor pratection.

Attacks by non-infantry weapons against mechanized infantry double the number of troopers eliminated;

round fractions up.

tEach Heat-Effect Weapon has specific damage against conventional infantry,

as noted on either the appropriate Weapon and Equipment Tables or inOther V

Combat Weapons and Equipment (see p. 129 inTotal Warfare ). CH.[H Lq S.[
game Dlabs

\

/
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BATTLETECH

¢ BATTLE ARMOR: LEVEL | 1 )

@ (1§-©50006006060

Type: Elemental Il Battle Armor [MicroPL1(SqdB)

S/

M BATTLE ARMOR
RECORD SHEET

Gunnery Skill: Anti-'Mech Skill:
Ground MP: 1 Jump MP: 3 |2%‘.OOOOOOOOOO
Gty Type Dmg Min Sht Med Lng %
1 Battle Claw o 3 = @®0000000000
1 Advanced SRM 2 (QS)  2/Msl — 4 8 12 4%.0000000000
[M,C,S! =
1 Micro Pulse Laser 3 [PAIl — 1

e 3 (5¢h@0000000000

Mechanized:
\! %)

swerm: ) Leg: @ AP (] 6§ @OO000000000

\ Armor: Stealth (Basic) Role: Ambusher

BV: 559/62

)
)
)
)
)
)
/

LEG ATTACKS TABLE
BATTLE ARMOR BASE TO-HIT
TROOPERS ACTIVE MODIFIER
46 0
3 +2
2 +5
1 +7
( SWARM ATTACKS TABLE
BATTLE ARMOR BASE TO-HIT
TROOPERS ACTIVE MODIFIER
4-6 +2
1-3 +5

¢ SWARM ATTACK MODIFIERS TABLE )

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE

BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERS ACTIVE 1 2 3 4 5 6
6 +0 +0 +0 +0 # +2
5 +0 +0 +0 +1 +2 43
4 +0 +0 + +2 +3 +4
3 +0  +1 +2 +3 +4 45
2 +1 +2 +3 +4 +5 4B
1 +2 +3 +4 45 +6 +7

BATTLE ARMOR EQUIPMENT

Claws with magnets -1
SITUATION*
‘Mech prone -2
‘Mech or vehicle immabile -4
Vehicle -2
*Modifiers are cumulative
/
( SWARM ATTACKS HIT LOCATION TABLE \
2D6 BIPEDAL/TRIPOD QUAD
ROLL LOCATION LOCATION
2 Head Head
3 Rear Center Torso Front Right Torso
4 Rear Right Torso Rear Center Torso
5 Front Right Torso Rear Right Torso
6 Right Arm Front Right Torso
7 Front Center Torso Front Center Torso
8 Left Arm Front Left Torso
&l Front Left Torso Rear Left Torso
10 Rear Left Torso Rear Center Torso
11 Rear Center Torso Front Left Torso
12 Head Head
\, /
{ TRANSPORT POSITIONS TABLE Y
TROOPER ‘MECH VEHICLE
NUMBER LOCATION LOCATION
1 Right Torso Right Side
2 Left Torso Right Side
3 Right Torso (rear) Left Side
4 Left Torso (rear) Left Side
5 Center Torso (rear) Rear
6 Center Torso Rear
TROOPER LARGE SUPPORT
NUMBER VEHICLE LOCATION*
1 Right Side (Unit 1/Unit 2)
2 Right Side (Unit 1/Unit 2)
3 Left Side (Unit 1/Unit 2) BH'[HNS'[
4 Left Side (Unit 1/Unit 2 game Dlabs
5 Rear (Unit 1/Unit 2)
6 Rear (Unit 1/Unit 2)

\""Umt 1 and Unit 2 represent two battle armor units.

/
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BATTLETECH

CONVENTIONAL FIGHTER RECORD SHEET

¢ FIGHTER DATA )

Type: Mechbuster

Thrust: Tonnage:
SafeThrust: 5 Tech Base:
Maximum Thrust: 8 Rules Level:

Engine Type: 250 ICE Role:

50

Inner Sphere
Standard
Attack Fighter

Weapons & Equipment Inventory
Standard Scale (1-8)
Loc

NOS

Qty Type

1 AC/20DB,SI 20

Ammo: (AC/20) 5
Fuel Points: 320

(7-12) (13-20)(21-25)

SRV MRV LRV ERV

ABRMOR DIAGRAM

Standard Armor

Nose Damage

Threshold (Total Armor)

2018)

Left Wing
Damage Threshold
(Total Armor)
1010)

EXTERNAL STORES/BOMBS

aaann
oo

Key:

HE - High Explosive
LG - Laser Guided

C - Cluster

RL - Rocket Launcher

Structural
Integrity:
5

O O O O O

Right Wing
Damage Threshold
(Total Armor)
1010)

BV: 401 @
\ /
NOTES \
Aft Damage
Threshold i
\ (Total Armor) CH[H qu.[
\ / /I [ 1 U ] game Plabs’
/4 \ /4 /4 \
CRITICAL DAMAGE PILOT DATA GROUND MAP STRAIGHT MOVEMENT
Name: MINIMUM STRAIGHT MOVEMENT
Avionics +1(+2][*3] Engine 24 ' (IN HEXES)
9 @ Gunnery Skill: Piloting Skill: FIGHTER \?\mﬁ-'—sggﬁg&ﬁsaﬁ&g
FCS @ Landing Gear HisTeken [ 1] 2 ] 3 | 4 | 5 | 6 : o S
Sensors 11| +2ll+5 Life Support 42 Consciousness # | 3 5 7 | 10 [ 11 |Dead 3 16 20
. Modifier | +1 | +2 | +3 | +4 | +5 4 20 26
\ 5 24 32
6 28 38
/ \\ / \ / 7 32 44
8 36 50
VELOCITY RECORD \ ; o ol
10 44 62
11 48 68
Turn # 1 2 3 4 5 6 7 8 9 10 12 52 74
Thrust
Velocity Velocity above 12 is not possible on ground maps
Effective Velocity \, /
Altitude
/4 \
FIGHTER RETURN TABLE
Turn # 11 12 13 14 15 16 17 18 19 20
Thrust TURNS BEFORE RETURN
Velocity 1-4 3
Effective Velocity 5-8 2
Altitude 9-12 1
13+ 0
\ / '\ /
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