TILETECH"®

e

’MECH RECORD SHEET

\ Cost: 9,878,357 CBills

r CRITICAL HIT TABLE

Weapon Heat (24)

’\Dlssmatlon [26]

/Z N
MECH DATA WARRIOR DATA
Type: Wolverine WVR-7K Name:
Movement Points: Tonnage: 55 Gunnery Skill: " Piloting Skill;
Walking: 5 Tech Base: Inner Sphere Hits Taken| alals
Running: 8 3082 i seioueness#] 3 | 5 | 7 [10]11
Jumping: 5 E/XXE L."
I
Weapons & Equipment Inventory  (hexes) |
thType Loc Ht Dmg Min Sht Med Lng !
Medium Pulse Laser HD 4 G [P - 2 4 6 |
1 SRM-G AT 4 2/m - 3 6 g9 J
1 SAMS T 4 a/m—assl[
1 Large Pulge Laser PA 10 2[P) - 3 7 1w}
1 Small Pulse Leser RA 2 3 1 2 I
[P, A
Ammunition Type _Rounds
SAM'G 30
Torso
|! Rear {10]
1
|
BV: 1,331

ARMOR DIAGRAM

Head [9)
Leit Torso

Armor Pts: 185
Right Torso

TForso Rear

(6)

Heat

NTERNAL STRUCTURE DIAGRANM Jrs

Head .
Left Arm 1. Life Support Right Arm RighTorso 113) |
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actustor h 20"
13 3. Lower Arm Actuator 4, Medium Pulee Laser 1-3 3. Lower Arm Actuator
"2 4. Hend Actustor 5. Sensors "2 4. Hand Actustor 23
5. Roll Again B. Ufe Support 5. [Large Pulge Lager 28"
6. Roll Again 6. LLarge Pulse Laser 27
1. Roll Again Center Torso 1. Small Pulse Laser 26"
2. Rol Again ; t i""’fm Engirle 2. Roll Again 5%
3. Rol Again : usion Engine 3. Rall Agan =
484 ful agan 13 2‘ :'- Fusion Engina 462 mon agai ::*
5. Roll Again - Gyro 5. Roll Again
B. Foll Agan g E:'r"’ 6. Roll Agan 22
i 0
21
1. Gyro ) ) 20*
Left Torso LU U L Right Torso 5
: . 3. KL Fusion Engine i )
4. XL Fusion Engine 4-6 4. XL Fusion Engine 1. XL Fusion Engine 18*
g ;t ::uslon :ng:ne 5: Jump Jet g g ::: :uxn :ng:ne 17
1} n En .
1 3 Douhl:ml'-leqt :‘»Inn: 6. Rall Again 1-3 a. Doul::e I-::aa:gi':u: HEAT DATA 16
5. [Dnublc Heat Sink - - 5. [Double Heat Sink 15"
B. LDouble Heut Sink Englne Hits O 00O 8. LDouble Heat Sink Heat Heat Sinks: W
1. Jump Jet Gyro Hits O O 1. Jump det Level* Effects 13 (26) o
S HitsQ O 30 Shutdown Double
2‘ dump Jst ensor Fivs 2. Jump Jot 28 Ammo Exp. aveoid on B+ 12
46 3 [Shus Life Support O 4.5 3 [Ame 26 Snutdown, avaidon 10v K
SRAM-6 4. tsrme 25 -5 Movement Poinks o
5 Amma (SRM 6) 15 5. Ammo [SAM 6) 15 24  +4 Modifier to Fire QQ
6. Rol Again 8. Aol Again 23 Ammo Bxp. svoid on 6+ QQ 9
22 Shutdown, svoidon B+ O a
20 -4 Movement Pgints O >
. 18 Ammo Exp. avoid on 4+
Left Leg nght. Leg 18 Shutdown, avoid on 6+ 8 ]
1. Hip 1. Hip 17  +3 Modifier to Fire O 5"
2. Upger Leg Actuntor 2. Upper Leg Actuator 15 -3 Movement Paints
Lo ’ o 14 Shutdown, avoid on 4+ O 4
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modifier to Fire o) 51
4, Foot Actuator 4. Foot Actuator 10 -2 Movement Points =
g' gg:: ﬁg?gn] Damage Transfer g E":: Aga:: 8  +1 Mudilier 1 Fire
' e Diagram GEIRE e \ 5 -1 Movement Points 1
— o
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ARMOR DIAGRAM  armor Phs: 152

Head (B)

Left Torso

Right Torso

Dnc&wﬂi% 391 3 The Topps Com,

pany, Inc. Bottletech. "Mech ond BattleMach sre rudemarks
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'MECH
'MECH DATA WARRIOR DATA
Type: Wheraith TR1 Name:
Movement Points: Tonnege: 55 Gunnery Skill: Piloting Skill:
Walk!ng: 7 Tech Base: Inner Sphere Hits Taken 3Tals
Running: 11 3055 Consciousneseh 7 [10]11
Jumping: 7 E/XXE
Weapons & Equipment Inventory  (hexes)
Aty Type Loc Ht Dmg Min Sht Med Lng
1 Large Pulse Leser RA 10 89[P] - 3 7 10
2 Medium Pulse Laser LA 4 6([P) - 2 4 B Torso
(23)
Ferro
Fibrous
Center
Torso
1! Rear (7)
L'!
Cost: 13,225,323 C-Bills BV: 1,287
\% Weapon Heat (18] Tors; Rear
e "\ Dissipation (20) { / ®
), T = Haat
CRITICAL HIT TABLE " 1 INTERNAL STRUCTURE DIAGRAN JEAw
ead \
eft Arm 1. Ufe Support Right Arm i Right Torgo (13)
1. Shoulder 2. Sensors 1. Shoulder | e
2. Upper Arm Actuator 3. Cackpit 2. Upper Arm Actustor : 30"
1-3 3. Lower Arm Actuator 4. Ferro-Fibrous 1-3 3. Lower Arm Actuatar |
4. Hand Actuator 5. Sensors "= 4. Hend Actuator 29
5. Medium Pulse Lager 8. Life Support 5. [Large Pulse Laser I 28"
6. Medium Pulse Laser 8. LLerge Pulse Laser | 27
1. Erxio-Steel Center Torso 1. Endo-Steal Left b Right | 267
2. EndoSteel ; t :"”f"" :"Qf"e 2. EndoSteel Arm ] l am [25°
3. EndoSiesl . usion Engine 3. EndoStes| (= | 2 3
4-6 4. Ferro-Fibrous 13 3. XL Fuslon Engine 4-6 4. FerroFibrous | 24.
5. Ferro-Fibrous 4. Gwo 8. Ferro-Fibrous i 23
6. Roll Agan 5. Gyo 6. Roll Agan | 22
6. Gyo =1
1. Gyro 20~
Left Torso o Right Torso EE|
. . 3. AL Fusion Engine i N
4. ML Fusion Engine 48 4. XL Fusion Engine 1. XL Fus!on Eng!ne 18*
2. YL Fusion Engine 5. Jump Jet 2. XL Fua!on Engine | H 17%
3. XL Fusion Engine 3. XL Fusion Englne | presm—ed,
1-3 6. Forro-Fibrous 1-3 I. 16
S e ¥ HEAT DATA
S, Jump Jet - - 8. Jump Jet 1 A L) 15"
6. Jumg Jet Engine HitsO 0 O 6. Jump Jet U1 Heat Heat Sinks: |y [14*
A ]
1. EndoSwesl Gyro H!ts 00 1. EndoSisel L?;SI* ShUvaE;f ects g?]lﬂ%::] 13
2. EdoStedt Sensor Hits 0 O 2. EndoSiesl | 28 Ammo Bxp. svoidon 8« 12
4.6 3. lfe«jru-Fnbruus‘ Life Support O 45 a. Ifcr‘ro-fibrous i 26  Shutdown, avoid on 10+ o i[9
4. Farro-Fibrous 4. Ferro-Fibrous |- 25 -5 Movement Points =
5. FerroFibrous S. Ferro-Fibrous | 24 +4 Modifier to Fire Q e
6. Ferro-Fibrous B. Ferrofibrous | 23  Ammo Bxp. aw;ud an B+ O g
] 22 Shutdown, avaid on B+ O s
| 20 :1 angxment Pglntsa ®] ;.' >
R ! 19  Ammo Exp. avaoid on 4+ i
Left Le Right Le 18 Shudown, awodon 8 D B
1. Hip 1. Hip i | 17 +3Modifier to Fire 8 =
5 . Hi 5 |
2. Upper Leg Actuator 2. Upper keg Actustor H ::2 é?_l I\r"ﬂdo“'eme"t Zo'ntSA O iy
3. Lower Leg Actuatar 3. Lower Leg Actuator i s UG A |
13  +2 Modifier to Fire O 4 BE)
4. Foot Actuator 4, Foot Actuator i 10 -2 Mavement Points i
3. EndosSiedl Damage Transfer ~ O EndoStee || 8 -+ Modifier to Fire 2
\ B. EndoStedl Diagram B. EnuoStecl 1 5 -1 Movement Paints /-. 1
- - p - | o
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'MECH DATA

H

TTILETECH

ARMOR DIAGRANM s o

Head (9]
Left Torso Right Torso

i

A
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N{ WARRIOR DATA
Type: Blackjack BJ-2 ' | vame:
Movement Points: Tonnage: 45 Gunnery Skill: Piloting Skill:
Walk!ng: a Tech Base: Mixed HitsToken[ 71 12131 a1 518 11
Running: B 3052 Ir Conaciousnese#| 3 | 5 7 [10] 11 oeas]|.
Jumping: 4 X /KKK i r
Weapons & Equipment Inventory  (hexes) |
Gty Type Loc Ht Dmg Min Sht Med Lng !
1 Streak SAMH(C] AT 2/m - 4 B 12
M, C/C2/4] 1
1 SweakSAMMAL) LT 3 2/m - 12
{M, C/C2/4) [
1 EAlargeloser(S) RA 12 8D - 7 14 19|
1 EAlargelaser(iS) LA 12 8 [DE] 7 14 18|
Ammunition Type Rounds
Stresk SAM- 50 -!
| Rear (6)
|
]
G 6,021,125 C-8ill BV: 1,276 | Rl
ost: 6, ' ills HN
\ Weapon Heat [30) | TWT:]R%“
R, [iccipation (30 /
LCRITICAL HIT TABLE (SSSSSSS—— g:;:
Head .
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shaoulder
2. Upper Arm Actuator 3. Gockpit 2. Upper Arm Actustor 30~
1-3 3. [ER Large Laser [IS) 4. Roll Again 1-3 3. EA Large Laser (IS)
"3 4. Ler Large Laser [15) 5. Sensors “2 4. LeR Large Laser (15) 29
5. rDouble Heat Sink 8. Lfe Support 5. [Double Heat Sink 28"
B. [Double Heat Sink B, [Doulﬂe Heat Sink a7
1. LDouble Heat Sink cem’?r TC_)I‘SD 1. LDouble Heat Sink 26™
2. pDouble Host Sink ; i i““fm‘ :"Bf““ 2. [Double Hoat Sink 25"
3. [Dnuhle Heat Sink . usion Engine 3. [Douhle Haat Sink =yl
4-6 4 Lbouble Heat sink 1-3 3. XL Fusion Engine 4-8 4. Lpoubis Heat Sink =
5. Roll Again 4. Gyro 5. Roll Again 23
B. Rol Agan 5. Gye B. Rol Agan 22+
B, Gyro 21
1. Gyro ) 20*
Left Torso 2. Fusion Engine Right Torso G
1. XL Fusion Engine 4B 5 N rodon Encine 1. XL Fusion Engine T
2. XL Fusion Engine 5' Roll Again e 2. XL Fusion Engine EED
1-3 3. Sweak SRM4 (C) s‘ Rall Again 13 3. Stresk SAM-4 [C} =
"2 4. Ammo (Streak SRM 4) 25 ) "2 4, Ammo (Streak SAM 4] 25 HEAT DATA | 16 |
5. rDouble Heat Sink - " 5. rDOouble Heat Sink 157
6. [Dnuhle Heat Sink Engine Hits OO O 6. [Dnubll Heat Sink Heat Heat Sinks: |1 14”
1. Looutle Haat Sink Gyro Hits 0 O 1. Loouble Heat Sink e ald | EES
2. rDoubla Heat Sink Sensor Hits 0 O 2. [Double Haat Sink 28  Ammo Exp. avoid on B+ KB
4563 [Duul:lla Haat Sink Life Support O 48 3. [Duuhla Haat Sink 26 Shutdown, avoid on 10+ 11
4, LDoubls Heat Sink 4, LDouble Heat Sink 25 -5 Movement Points OO -
5. Roll Again 5. Roll Again 24  +4 Maodifier to Fire QO 10
6. Roll Again 6. Foll Again 23 Ammo Bxp. avaidon 6+ QQ E]
22 Shutdown, avoid on 8+ Q0 a
20 -4 Movement Points Q0O 7
. 19 Ammo Exp, avoid on 4+ o)
Left Leg nght LEg 18 Shutdown, avoid on G+ o B
1. Hip 1. Hip 17 +3 Modifier to Fire o T
2. Upper Leg Actuator 2. Upper Leg Actuator :Ilg éﬁur;qd%"zr';nzr‘%zu‘;”:s4+ O |
3. Lower Leg Actuator 3. Lawer Leg Actuator 13 12 Modifier to Fire O ] 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Jurrp Jet Damage Transfer 5. Jump Jat 8 +1 Modifier to Fire :. 2
DL Diagram 8. Juma Jes | 5 - Movement Poirts il
= 5]




(' MIECH DATA }
Type: Nightsky NGS-4S

IB/\1 1 .l | Ewli”l

'MECH RECORD SHEET

Name:

WARRIOR DATA

Piloting Skili:

2131415

8] 7]10/11

Movement Points: Tonnage: 50 Gunnery Skill:
Walking: 6 Tech Base: Inner Sphere
Running: 9 053
Jumping: 8 E/X-XE
Weapons & Equipment Inventory  (hexes)

Oty Type Loc Ht Dmpg Min Sht Med Lng
1 SmelPulseigser  HD [P:am - 2 3
1 MedumPusalsser AT 4 &[F] - 2 4 6
1 MedumPuselsser LT 4 S|P - 2 4 8
1 Hatchet HA O 10(PA] - 1 G O
1 LargePulseleser LA 10 9P| - 3 7 10
\ Cost: 9,420,000 CBills Bv: 1,158
Weapon Hesat (20)
pe— - ="\ Diseipation (22)
{ CRITICAL HIT TABLE } \
Head .
Left Arm 1. Life Support Right Arm
1. Shoulder 2. Sensors 1. Shoulder
2. Upper Arm Actustor 3. Cockpit 2. Upper Arm Actustor
1-3 3. Lower Arm Actustor 4. Smal Pulse Laser 1 33. Lower Arm Actustor
4. Hand Actuator 5. Sensors "< 4. Hand Actustor
8. [Lnrgs Pulso Lasar 6. Lifo Suppors 5.
5. LLarge Pulss Laser 6. | Hatchet
1. Aol Again ce"t?r Torso 1. | Hatchet
2. Roll Again ; ﬁ‘“"‘"‘ Engino 2.
3. Rl Agsin . Fusion E""', = 3. Aol Again
465 foagan 1-3 3- ¥ Fusion Engine 48, oiagan
5. Pol Again 4. Gyo %. Aol Again
6. Rob Again g: m 6. Rall Again
1. Gyro
Left Torso g :-"""“"E"ﬂ"" Right Torso
1. ) Fusion Engine 464‘ L Fues Engine 1. XL Fusion Engina ! (
2. XL Fusion Engine 5' mME° 2. L Fusion Engina {
1-3 3. XL Fusion Engine E: ; dot 1_33. i Fugion Engine =
4. Medium Pulsa Leser 4. Medium Puige Laser | B HEAT DATA
5. Aol Again 5 = 5. Rol Again i
B. Roll Again Engine Hits OO O 6. Ral Again i 1 Heat Heat Sinks:
1. Aol Agsin Gyro Hits 0O 1. Rl Again 1 ™ PG B'off,i]
2. Rol Agein S_ensor HitcsO O 2. Aol Again 28 Ammo Exp. avoid an B+
4.3 Hovagan Life Support O 4.6 3 Rol Again 26 Shutdown, avoid an 10+
4. FRoll Again 4, Roll Again 25 -5 Movement Points OO
5. fol Again 5. Aol Again 54 +4 Modifier to Fire Q
6. Rol Agein 8. Rl Agsin |l 23 AmmoExp. swidonB+ ©Q
a2 Shutdown, evoiden 8+ O
20 -4 Movement Points O
1 19 Ammo Exp. avoid on 4+
Left Leg Right Leg 18 Shutdown, avoid on B+ 8
1. Hp 1. 17 +3 hl\;"ludiﬁer mgire o
Uppor Actustor Upper Actustor 15 -3 Movement Points
g' Lower :Amr g Leg 14 Shutdown, svoid on 4+  Q
2 Femaio o P e 13 +2 Modifier to Fire (o]
) ) 10 -2 Movement Points
o lerlp Jor Damage Transfer 5. dump et 8 +1 Modifier to Fire
\ 8. dot Diagram 6. dump Jot J 5 -1 Movement Points

Mrewrlabe 901 A Tho Tasme NMnmaems o Rathatorh Worh and RetHoldarh sre radomanka nf The Tanng Camnome e A1 Rinhie ressrved




TITLETE

Cl-l

*MECH RECORD S

HEET

ARMOR DIAGRAM rrroe Pa: 134

Head (B} )
Left Torso Right Torso

'MECH DATA . WARRIOR DATA
Type: Shadow Cat Prime | | Name:
Movement: Points: Tonnage: 45 Gunnery Skill: Pilating Skitl:
Walking: 6 Tech Base: Mixed HisToken[ 1 1 21 3 ] 4
Running: 9(12) 3003 Consciousnase#| 3 | 5 | 7 | 10
Jumping: B FAXEX {
|
Weapons & Equipment. Inventory  (hexes)
Qty Type Loc Ht Dmg Min Sht Med Lng
1 MASC cr - = = oo o
1 Medium Laser AT 3 S|[DE) - 3 6 9 |
1 Active Prabe LT O [E) - - - S ¥
1 Gauss Rifle [C) RA 1 15 7 15 22
DB, X]
1 Medivm Laser LA 3 5 {DE] - 3 6 ] Fibrous
Ammunition Type Rounds
Gauss Rille 16 Leit
! Leg Center
{18} Torso
i Rear (6}
{
I
|
!
y
H
Cost: 11,568,008 C-Bils BV: 1,871 |
k‘ Weapon Hest (7) 5 TO'T:]REBP TorT:]Hear
e ———— N 81 17 o ] (78] 7
Y "_"\ ——— ’ - e Heat
CRITICAL HIT TABLE Head \l‘ INTERMNAL STRUCTURE DIAGRAM B::le
. pr——
eft Arm 1. Life Buppart Right Armugcase: | Drertow
1. Shoulder 2. Sensors 1. Shoulder ; —/
2. Upper Arm Actustor 3. Cockpit 2. Upper Arm Actustor | 30°
1.3 3. Lower Arm Actuator 4.  Endo-Steel 13 3. Gauss Rifle (C) ;
"9 4. Hand Actator 5. Sensors " 4. | Gauss Rifie (€) ' 23
5. Medium Laser B. Llfe Support 5. | Gauss Rifle [C) 28"
B. Roll Again B. | Gauss Rifie (C) a7
1. Roll Again Centgr Tc_wso 1. | Gauss Rifle (C) [ Left 267
2. Roll Again ; :t E‘-'Bf"" E"Q!“a 2. Lgauss Rifle [C) I' 25"
3. Roll Again 0 usian Engine 3. Roll Again | T
46 4. Roll Again 13 3. XL Fuslon Engine 4-8 4. Roll Again 1} 24.
5. EndoSicsl 4. Gyro 5, EndoSieel | 23
B. EndoSteel g Gyro 6. EnduStesl ' 2ov
- Gyro 21
1. Gwo 20*
Left Torso e o Right Torso (G
. . 3. KL Fusion Engine 5 .
1. XL Fueion Engine 4-6 4. X.Fusi . 1. XL Fueion Engine § 18*
. usion Engine N I )
2. XL Fusion Engine . rMASC 2. XL Fusion Englne | 17"
1_3 3. Jump Jet G. MASC 1-3 3. Jump Jet ——d A—
4. Active Probe . "4, Medium Laser | HEAT DATA 18
5. Roll Again - - S. Ammo (Gouss Rifle] B 15"
6. Roll Again Engine HitsO 0 O 6. Ammo [Gauss Rifle) By 1 Heat Heat Sinks: b [A3"
) Gyro Hits © O || Lever Effects 10 (20) o
1. Aol Again S Y Hi 1. Roll Agan ! 30 Shutdown Double 13
2. Roll Acain ensor Hits Q O 2. EndoStecl i1 28 Ammo Exp. avoid an 8¢ 12
4.6 3 EndoSied Life Support O 4.6 3 Ferrofibrous ' | 26 Shutdown, avoid an 10+ 11
4, FerroTibrous 4, Ferro-Frous il. 25 -5 Movement Points Q =
8. Ferro-Fibrous 5. Ferrofibrous | 24  +4 Modifier ta Fire C 10
6. Ferrofibrous B. Ferrofibrous | 23 AmmoExp. swidanBe O 9
22 Shutdown, evoid on B+ O HBCH
| 20 4 Movgxment Puaints O =
. 1 19 Ammo Exp. avoid on 4+ 1
Left Leg Right Leg {1 18 Shutdown, avoid on 5+ 8 =
1. Hip 1. Hip k 17  +3 Madifeer to Fire b ﬁ o
2. Upper Leg Actuator 2. Upper Leg Actuatar i 15 -3 Movement chnt:s‘l b =
3. Lower Leg Actuator 3. Lower Leg Actustor i 14 Shutdown, avoid an 4+ !
11 13 +2 Madifier to Fire O HIE
4, Faot Actuatar &, Foot Actuator | 10 -2 Movement Paints
g‘ j::_:g :::: Damage Transfer g jﬁ'“" j"z || & +1 Modifier to Fire f
: Diagram : Ll JeL | 5 -1 Movement Points
\ - - ) \ - = !: o
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