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Head [_]

Left Torso

Right Torso

© 2006 WizKids, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of WizKids, Inc. All rights reserved.
Permission to photocopy for personal use.

/. \ /4
'MECH DATA WARRIOR DATA
Type: Name:
Movement Points: Tonnage: Gunner'y Skill: —_— Piloting Skill: —_—
Walking: Tech Base: HtsTaken[ 1 |2 |3 1415 ] 6
Running: Clan D Consciousness#| 3 | 5 | 7 |10/( 11 |Dead|
Jumping: Inner Sphere D
Weapons & Equipment Inventory (hexes)
Gty Type Loc Ht Dmg Min Sht Med Lng
\ Cost: BV: Torso Rear Torso Rear
p \\ / () )
Heat
CRITICAL HIT TABLE Hoad ANK INTERNAL STRUCTURE DIAGRAM JES
. Y
Left Arm 1. Life Support Right Arm RghtTorso{ ] |
1. Shoulder 2. Sensors 1. Shoulder — \ )
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 20"
1-3 3. Lower Arm Actuator 4. 1-3 3. Lower Arm Actuator
4. Hand Actuator 5. Sensors 4. Hand Actuator 29
5 6. Life Support 5. 28*
6 6. 57
1 Center Torso 1 Right [267
2. 1. Engine 2. Arm [Z5+
3 2. Engine 3. () -
4-6 4 13 3. Engine 4-6 a. — | 24
5. ™~ 4. Gyro 5. 23*
B. 5. Gyro 6. 5%
6. Gyro oY
1. Gyro FiLight 20"
Left Torso 2. Engine Right Torso e 19"
1 4-6 3. Engine 1 _J -
' 4. Engine ' 18
2. 5 2. 17
3. Bl 3.
134 j 134 HEAT DATA =
5. - - 5, 15%
G Engine H!ts 000 6. Heat Heat Sinks: | [2~
Gyro Hits OO Level* Effects ( ) =
;' Sensor Hits 0O ; 30 Shutdown —— 118
' . : 28 AmmoExp.awidon B+ OO 12
4-6 3. Life Support O 4-6 3. 26 Shutdown, avoid on 10+ 000 11
4. 4. 25 -5 Movement Points 0
5. 5. 24  +4 Modifier to Fire Q00
B. 6. 23 Ammo Exp. avoid on B+ 000 9
22 Shutdown, avaidon 8+ QOO 8~
20 -4 Movement Points
. 19 Ammo Exp. avoid on 4+ 888 7
Left Leg Right Leg 18 Shutdown. avoidon B+ 5 <= 6
1. Hip ™ 1. Hip 17 +3 Modifier to Fire 5*
2. U Leg A 2. U Leq A 15 -3 Movement Points 000
. Upper Leg Actuator G s . Upper Leg Actuator 14 Shutdown, avoidon 4+ QOO 2
3. Lower Leg Actuator AME 3. Lower Leg Actuator 13 +2 Modifier to Fire =
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points ~ Single D
5. 5. o h 2
Damage Transfer 8 +1 Modifier to Fire
B. : B. _ . Double D 1
\ Diagram VAN 5 1 Movement Points / =
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FOUR-LEGGED 'MECH RECORD SHEET

(EVTTIIEYeTR\
'MECH D

{\WARRIOR DATA

Type: Name:

Movement Points: Tonnage: Gunnery Skill: ____ Piloting Skill:
Walking: Tech Base: HitsTaken[ 1 |2 13 1 4 | 5] 6
Running: Clan D Consciousness#| 3 | 5 | 7 |10/( 11 |Dead|
Jumping: Inner Sphere D

Weapons & Equipment Inventory (hexes)

ARMOR DIAGRAM

Torso

0000
OOOOOOOOOOOOOQO
00000000000000000H~6n
00000000000000000~~HFG

O
[©)
@)
o [e) [@]
O 0] O
O 0] O
O 0] O
Qty Type Loc Ht Dmg Min Sht Med Lng 8 8 8
O 0] O
—_— . — _ —_ = O o o
o @] o
__ ——_—,—_—_——— — — O (0] o
O o o
- = = = @) o o
- e e o [©] o
o) 9) L o
—_— e _ = o o o
o) 0000 {o o)
—_— . — _ —_ = 00 L 0000 [o]e]e]
(]6)
- - - = = Left Right
- = = Left Rear Leg Rear Leg Right
- = = Front Leg J () Front Leg
-————_—_— —_—— - ) 00000 ()
00000 —_—
- - = — 00000
00000
_ I R Left 85006 Right
e g
0000
Cost: BV: Torso Rear \OOOO 88888 Torso Rear
\ () 00000 ()
/ \\ / Center Torso Rear [_]
Heat
CRITICAL HIT TABLE AKX INTERNAL STRUCTURE DIAGRAM JP4n
Head ==
1. Life Support Head Right oo
2. Sensors Torso | )
3. Cockpit ) 50"
4. -
) Lﬁif:: Front Leg 5 Sensors \ RLgigpht Front Leg so3 =5
. 6. Life S rt : *
2. Upper Leg Actuator 11 SUppo 2. Upper Leg Actuator 8888 23
3. Lower Leg Actuator 3. Lower Leg Actuator Q0009
4. Foot Actuator Cenper Torso 4. Foot Actuator 8888 Right 26*
5. 1. Eng!ne 5. 000 Front Leg | 25*
6. S Erame 6. () S
1-3 3. Engine — % —
4. Gyro % 23*
5. Gyl"D go 2%
Left Torso B. Gyro Right Torso Left 5o Right [33
1. 1. Gyro 1. Rear Leg Og Rear Leg =0
2. 2. Engine 2. [_] % [ ) o
3. 3. Engine 3. o)
1-3 4. 4-6 4. Engine 1-3 4. o° 18~
5. 5. 5. 17*
6. 6. 6. 16
1 1. HEAT DATA =
2. Engine H!ts 000 2, Heat Heat Sinks: | [2~
g3 Gyro Hits OO r3 Level * Effects .
4-6 Y 4-6 () 13
py S Hi 4. 30 Shutdown
ensor Hits OO i 12
5. X 5. 28 Ammo Exp. avoid on 8+ 000
6. Life Support O 6. 26 Shutdown, avoid on 10+ 000 11
25 -5 Movement Points 0
24 +4 Modifier to Fire 000
. 23 Ammo Exp. avoid on 6+ o000 9
Left Rear Leg Right Rear Leg 22 shutdown, avoidon 8+ QOO 8"
1. Hi 1. Hi 20 -4 Movement Points o000
) P - P 19  Ammo Exp. avoid on 4+ 7
2. Upper Leg Actuator 2. Upper Leg Actuator 18 Shutdown, avoid on B+ 000 S
3. Lower Leg Actuator ™ 3. Lower Leg Actuator 17 +3 Modifier to Fire OOO -
4. Foot Actuator 4. Foot Actuator 15 -3 Movement Points QOO 5
5. GAMES S. 14  Shutdown, avoid on 4+ OQOQO 4
6. 6. 13 +2 Modifier to Fire ) 3
10 -2 Movement Points  Single D >
Damage Transfer 8 +1 Modifier to Fire Double D
N - i 1
\ Diagram AN 5 1 Movement Points ) =
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{ PROTOMECH 1 )

ARMOR DIAGRAM \

2\ 2\

] \WEAPONS INVENTORY HIT LOCATIONS AND CRITICAL HITS
Type: LOC. TYPE Dmg Min Sht Med Lng 2D6 LOCATION 1st HIT 2nd HIT 3rd HIT
Tons: Main Gun: —_— — — — — 2  Main Gun DMain Gun Destroyed

R Right Arm: — e
Movement Points: Left Arm: - 4 Right Arm  (J+1toHit () Right Arm Destroyed
Walk/Run/Jump IZ:Z :E —— — — — || 59 lLegs O-1walkmp (J 12 walk MP (J No Move
—/—/— Ammo: - - 6,7,8 Torso 0—1 Jump* 01/2 Jump* . Proto
/ Destroyed
PILOT DATA N AN 10  Left Arm D +1 to Hit D Left Arm Destroyed
Name: HitsTaken | 1 |2 [3 /4| 5| 6 ) )
Gunnery Skill: Consciousness # 3 5 7 110] 11 |Dead 12 Head D o Hi D ;i I':an“:ran e shots
y — /| *Roll 1D6: 9 rang
\ Cost: C-bills BV: \_ 1-2, Torso Weapon A Destroyed; 3-4, Torso Weapon B Destroyed /
{ PROTOMECH 2

PROTOMECH 2

] \WEAPONS INVENTORY 3 HIT LOCATIONS AND CRITICAL HITS 3
Type: LOC. TYPE Dmg Min Sht Med Lng 2D6 LOCATION 1st HIT 2nd HIT 3rd HIT
Tons: Main Gun: —_— — — — — 2  Main Gun DMain Gun Destroyed

R Right Arm: — e
Movement Points: Left Arm: 4 RightArm  (J+1toHit () Right Arm Destroyed
Walk/Run/Jump ::: ‘;E —_—— — — — || 5.9 |Legs O -1 wak mp (J 2 Walk MP (J No Move
—/—/— Ammo: - 6,7,8 Torso D—1 Jump* Dl/Z Jump* . Proto
/ Destroyed
PILOT DATA P \ 10  Left Arm D +1 to Hit D Left Arm Destroyed
Name: HitsTaken |1 |2 [3 |4 | 5| B ) )
- Consciousness # 3 5 7 [10[11 [Dead 12  Head D +1 to Hit D +2 to Hit
\ Gunnery Skill: /| *Roi 1p8: no Long range shots
\ Cost: C-bills BV: \\_1-2: Torso Weapon A Destroyed; 3-4, Torso Weapon B Destroyed /
( PROTOMECH 3 )

] \WEAPONS INVENTORY 3 HIT LOCATIONS AND CRITICAL HITS 3
Type: Loc.  TYPE Dmg Min Sht Med Lng || 2D6 LOCATION st HIT 2nd HIT  3rd HIT
Tons: Main Gun: —_— — — — — 2  Main Gun DMain Gun Destroyed

) Right Arm: — e
Movement Points: Left Arm: - 4 RightArm  (J+1woHit () Right Arm Destroyed
Walk/Run/Jump IZ::Z gf —— — — — || 59 Legs O-1wakmp (J 12 walk MP () No Move
—/—/— Ammo: - 6,7,8 Torso 071 Jump* D 1/2 Jump* . Proto
N\ / Destroyed
PILOT DATA AN 10 Left Arm D +1 to Hit D Left Arm Destroyed
Name: HitsTaken |1 |2 [3 |4 | 5| 6 ) )
Gunner‘y Skill: Consciousness # 3 5 7 110{11 |Dead| 12 Head D o Hi D ;§ Itgngltrange shots
. *Roll 1D6:
\ \ Cost: C-bills BV: \\_1-2: Torso Weapon A Destroyed; 3-4, Torso Weapon B Destroyed /
{ PROTOMECH 4
PROTOMECH 4

] \WEAPONS INVENTORY 3 HIT LOCATIONS AND CRITICAL HITS 3
Type: LOC. TYPE Dmg Min Sht Med Lng 2D6 LOCATION 1st HIT 2nd HIT 3rd HIT
Tons: Main Gun: —_— — — — — 2  Main Gun DMain Gun Destroyed

R Right Arm: — e
Movement Points: Left Arm: - 4 RightArm  (J+1toHit () Right Arm Destroyed
Walk/Run/Jump ::: ‘;f —_—— — — — || 5.9 |Legs O -1 wak mp (J 2 Walk MP (J No Move
—/—/— Ammo: - 6,7,8 Torso D—1 Jump* Dl/Z Jump* . Proto
N\ / Destroyed
PILOT DATA \ 10  Left Arm D +1 to Hit D Left Arm Destroyed
Name: HitsTaken (1 12 1314 1516 12 Head O+1wHe  [J+2toHi
e Consciousness # [ 3 | 5 | 7 (1011 |pead| ea +1 to Hi +2 to Hi
\ Gunnery Skill: /| *Ron 1p8: no Long range shots
\ Cost: C-bills BV: \\_1-2. Torso Weapon A Destroyed; 3-4, Torso Weapon B Destroyed
{ PROTOMECH 5
PROTOMECH 5
2\ 2\

] \WEAPONS INVENTORY HIT LOCATIONS AND CRITICAL HITS
Type: LOC. TYPE Dmg Min Sht Med Lng 2D6 LOCATION 1st HIT 2nd HIT 3rd HIT
Tons: Main Gun: —_— — — — — 2  Main Gun DMain Gun Destroyed

R Right Arm: — e
Movement Points: Left Arm: - 4 Right Arm  (J+1toHit () Right Arm Destroyed
Walk/Run/Jump IZ:Z :f —— — — — || 59 lLegs O-1walkmp (J 12 walk MP () No Move
—/—/— Ammo: - - 6,7,8 Torso 0—1 Jump* 01/2 Jump* . Proto
N\ / Destroyed
PILOT DATA AN 10  Left Arm D +1 to Hit D Left Arm Destroyed
- Hits Taken
Name: Consciousness # 1213141516 12 Head O+ toHit  ([J+2toHit
Gunnery Skill: 3 5 7 110] 11 |Dead ) Roll 1D6 no Long range shots
—_— *Rol :
\ \ Cost: C-bills BV: \_ 1-2, Torso Weapon A Destroyed; 3-4, Torso Weapon B Destroyed /
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ARMOR DIAGRAM

Front Armor

GROUND VEHICLE RECORD SHEET

VEHICLE D CREW
Type: Crew:
Movement Points: Tonnage: Gunnery Skill: _  Driving Skill: _
Cruising: Tech Base: . . .
Commander Hit Driver Hit
Flank: Clan D Modifier to all Skill rolls. Mgdif\er to Driving . e
Movement Type: Inner Sphere O Skl rolls / Al a
Engine Type: / .. i
o —d
Weapons & Equipment Inventory (hexes) CRITICAL DAMAGE y g &
Gty Type Loc Dmg Min Sht Med Lng | | Turret Locked (J Enginerit (J | & >
Sensor Hits @ 2 E
Motive System Hits (7] le) -
- - - - - - = Stabilizers £ ©) |
- — — — — — — | | Front Left Rght (J| -~ 8 —
- - - - - - = Rear D Turret D p 988888888 'e)
- - - - - - = Q00000000 O
—_ —_ — —_— —_ —_ = (0]e)
_ [ /| ES \ \ O 0000000000 O
(0]0/0[0[0/0]0/00/0/0000000]
- - - - - - = (0]0/0]0/0/0/0/0/0/0/00/0/0/0/00)
—_ - = = = = OO0O0O00OO0OOOOOOOOOO
- - - - - - = Rear Armor
— I — ) ™
Cost: BV:
\ / \ / GAMES

2D6 Roll
2*

\

{ GROUND COMBAT VEHICLE HIT LOCATION TABLE )

ATTACK DIRECTION

FRONT REAR SIDE§
Front (critical) Rear (critical) Side (critical)
Frontt Reart Sidet
Frontt Reart Sidet
Right Side Left Sidet Frontt
Front Rear Side
Front Rear Side
Front Rear Side (critical)*
Left Sidet Right Sidet Reart
Turret Turret Turret
Turret Turret Turret

Turret (critical)

Turret (critical) Turret (critical)

*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
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information).
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.
1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.
§8Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked

'/

/

\

OTIVE SYSTEM DAMAGE TABLE \

2D6 Roll EFFECT*

2-5 No effect

6-7 Minor damage; +1 modifier to all Driving Skill Rolls

8-9 Moderate damage; -1 Cruising MP, +2 modifier to all
Driving Skill Rolls

10-11 Heavy damage; only half Cruising MP (round fractions up),

+3 madifier to all Driving Skill Rolls

12+ Major damage; no movement for the rest of the game.

Vehicle is immobile.

Attack Direction Madifier: Vehicle Type Modifiers:

Hit from rear +1 Tracked, Naval +0
Hit from the sides +2 Wheeled +2
Hovercraft, Hydrofoil +3
WIGE +4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 madifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7

has no additional effect. This means the maximum Driving Skill Roll modifier that can be
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 immaobile target. In

addition, all motive system damage takes effect at the end of the phase in which the damage

occurred. For example, if two units are attacking the same Combat Vehicle during the

Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would

take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/

2D6 Roll
2-5

woNm®

10
11
12

GR

COMBAT VEHICLE CRITICAL HITS TABLE

LOCATION HIT

FRONT SIDE
No Critical Hit No Critical Hit
Driver Hit Cargo/Infantry Hit
Weapon Malfunction Weapon Malfunction
Stabilizer Crew Stunned
Sensors Stabilizer
Commander Hit Weapon Destroyed
Weapon Destroyed Engine Hit
Crew Killed Fuel Tank*

Weapon Destroyed

REAR TURRET
No Critical Hit No Critical Hit
Weapon Malfunction Stabilizer
Cargo/Infantry Hit Turret Jam

Stabilizer Weapon Malfunction

Turret Locks

Engine Hit Weapon Destroyed
Ammunition** Ammunition**
Fuel Tank* Turret Blown Off

*|f 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.

© 2006 WizKids, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of WizKids, Inc. All rights reserved.
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ARMOR DIAGRAM

Front Armor

)
Q000
V.T.0.L. RECORD S;HEET 933550
/ \ \ W
VEHICLE DATA CREW DATA o 8888 o
Type: Crew: 8 8 Rotor
Movement Points: Tonnage: Gunnery Skill: ___ Driving Skill: ___ 8 8 8 [Ar‘molr‘
Cruising: Tech Base: . . . ) O —
Co-Pilot H 1 Pilot H +2)
Flank: Clan o Mgdifi:a?:oa\lltTo-Hitr‘ MLS;@FEDFWG | O | © O ° | O |
Engine Type: Inner Sphere O Skill ralls / O @)
Ololo|O
Weapons & Equipment Inventory  (hexes) /4 CRITICAL DAMAGE H - 8 ole 8 P
Qty Type Loc Dmg Min Sht Med Lng | O O )
Flight Stabilizer* Engine Ht  (J < Ol Cl1C|o o
- - - - - = Sensor Hits BEE0 g e
- _—— = = = Stabilizers g O E
—_ _— — = —= - Front(J Left (J Right(J Rear (J o @) 3
—_— — — — — — — *Move at Cruising speed only / g o) E
—_ —_—— —_— —_ —= = o
- b (== ; : L
_ - NOTES \ S
— _— - — - = 8
Q
— —_— - - - = Q
- ==z g
O
—_ —_—— —_— —_ —_ - Rear Armor
— - - = = = )
\ Cost: BV: / \ / GAMES

¢ VTOL COMBAT VEHICLE HIT LOCATION TABLE )

ATTACK DIRECTION

4 VTOL ELEVATION TRACK \

2D6 Roll FRONT REAR SIDE (~ )
2+ Front (critical) Rear (critical) Side (critical) Turn T2 (31456 |78 ]2 |10f11]12[13[14]15
3 Rotorst Rotorst Rotorst X
4 Rotorst Rotorst Rotorst \Elevatlon )
5 Right Side Left Side Front
6 Front Rear Side
7 Front Rear Side - ~

‘ e *

: Lot St i Side Side [eritical) Turn 16(17[18[19]20(21]22(23[24|25 |26 |27 [28[29]30
10 Rotorst Rotorst Rotors _
11 Rotorst Ratorst Rotorst \Elevatlon Yy,
12* Rotors (critical) t Rators (critical) 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
Critical Hits Table, below.

{ PHYSICAL ATTACKS AGAINST VTOL VEHICLES TABLE \

\

tDamage Value / 10 (round up); see Rotor Hits, p. 197, Total Warfare. Additionally, damage to rotors slows down the

DIFFERENCE IN LEVELS

VTOL. Each hit reduces the VTOLs Cruising MP by 1, meaning that the controlling player must also recalculate Flank MP; -1 or lower
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
of the phase in which the damage occurred. 1-2

3

4+

/ \

TYPES OF PHYSICAL ATTACK ALLOWED
None
All except Punch
All except Kick
Club and Physical Weapons only
None

/

VTOL COMBAT VEHICLE CRITICAL HITS TABLE

LOCATION HIT
2D6 Roll FRONT SIDE REAR
2-5 No Critical Hit No Critical Hit No Critical Hit
6 Co-Pilot Hit Weapon Malfunction Cargo/Infantry Hit
7 Weapon Malfunction Cargo/Infantry Hit Weapon Malfunction
8 Stabilizer Stabilizer Stabilizer
9 Sensors Weapon Destroyed Weapon Destroyed
10 Pilot Hit Engine Hit Sensors
11 Weapon Destroyed Ammunition** Engine Hit
12 Crew Killed Fuel Tank* Fuel Tank*

*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.

ROTORS

No Critical Hit

Rotot Damage

Rotor Damage

Rotor Damage
Flight Stabilizer Hit
Flight Stabilizer Hit
Rotots Destroyed
Rotors Destroyed

© 2006 WizKids, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of WizKids, Inc. All rights reserved.
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NAVAL VEHICLE RECORD SHEET

et E T A\
VEHICLE DATA

Type:
Movement Points: Tonnage:
Cruising: Tech Base:
Flank: Clan D
Movement Type: Inner Sphere D
Engine Type:

Weapons & Equipment Inventory (hexes)

Aty Type Loc Dmg Min Sht Med Lng

Cost:
\

CREW DATA

Crew:

Gunnery Skill: Driving Skill:

Commander Hit Driver Hit
Modifier to all Skill rolls Modifier to Driving
Skill rolls

/

{ CRITICAL DAMAGE

a

Turret Locked D
Sensor Hits

Engine Hit

Motive System Hits

Stabilizers

Front (J
Rear (J
EE——

V4
NOTES ) \

Left  (J Right (J
Turret (J

\ /

4 NAVAL COMBAT VEHICLE HIT LOCATION TABLE \

ATTACK DIRECTION

2D6 Roll FRONT REAR SIDE§

2* Front (critical) Rear (critical) Side (critical)
3 Frontt Reart Sidet
4 Frontt Reart Sidet
5 Right Sidet Left Sidet Frontt
6 Front Rear Side
7 Front Rear Side
8 Front Rear Side (critical)*
9 Left Sidet Right Sidet Reart

10 Turret Turret Turret

11 Turret Turret Turret

12* Turret (critical) Turret (critical) Turret (critical)

*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 12 (or 8 for side attacks), apply damage normally to
the armor in that section. The attacking player then automatically rolls once on the
Naval Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare
for moreinformation). A result of 12 on the Naval Combat Vehicles Hit Location Table
may inflict critical hit against the turret; if the vehicle has no turret, a 12 indicates the
chance of a critical hit on the side corresponding to the attack direction.

tThe vehicle may suffer motive system damage even if its armor remains intact. Apply
damage normally to the armor in that section, but the attacking player also rolls once
on the Motive SystemDamage Table at right (see Combat, p. 192 in Total Warfare for
more information). Apply damage at the end of the phase in which the damage takes
effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack

{ MOTIVE SYSTEM DMG. TABLE \

2D6 Roll  EFFECT*
2-5 No effect
6-7 Minor damage; +1 modifie to all
Driving Skill Rolls
8-9 Moderate damage; -1 Cruising
MR, +2 modifier to all Driving Skill
Rolls
10-11 Heavy damage; only half Cruising
MP (round fractions up), +3
maodifier to all Driving Skill Rolls
12+ Major damage; no movement for

the rest of the game. Vehicle is
immobile.

Attack Direction Modifier:
Hit from rear +1
Hit from the sides +2

Vehicle Type Modifiers:
Naval +0
Hydrofoil +3

*All movement and Driving Skill Roll penalties are cumulative. However,
each Driving Skill Roll modifier can only be applied once. For example,
if a roll of 6-7 is made for a vehicle, inflicting a +1 modifier, that is the
only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll
modifier that can be 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 addition, all

hits the right side, all Side results strike the right side armor. If the vehicle has no
turret, a turret hit strikes the armor on the side attacked.

motive system damage takes effect at the end of the phase in which
(he damage occurred.

**|f Combat Vehicle carries no ammunition, treat this result as WWeapon Destroyed.

NAVAL COMBAT VEHICLE CRITICAL HITS TABLE

LOCATION HIT
2D6 Roll 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.

/

ARMOR DIAGRAM

Front Armor
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000! 000
0000000600
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Turret Armor
) )

)

Left Side Armor (
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O
O
O

O

O

(@)

00
OO0 0O
OO0 0O
OO0 0O
OO0 0O
0000

O O O O

O O O O

O O

O O O O O (

(@)
(@)
O O|O
(@)
O

O
090
o)
@

Oo

0000000000 0O0OOOOOOOO0OOO0OOOOOOOOOOO0OOOOOOOO0O0
0000000000 OO0OOOOOV0OO0O0OO0OOO0OOV0OOOOO0OOO0OOOOOO00

000000000 OOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOO00

00000 [%0
00000 [0

00000000

00000000000
00000000000
00000000000
00000000000
00000000000
00000000000

OO000000 |©

Rear Armor

)

S

) Jowuy apig ybiy

(

Q0000000000000 O00O0VOV0OO0VOV0OO0VOV0OO0V0OO000

DEPTH TRACK )

(Tun |1 [2]3[a]s]6[7]8]9[10)
LDepth )
(Turn |11 [12]13 |14 [15 |16 [17 [ 18|19 [20)

Lpepth
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AIRSHIP RECORD SHEET

" AIRSHIP DATA )

ARMOR DIAGRAM

BAR:

Nose Damage

Q000000000 [TI:‘;‘FZ?Dm";F)
Type: O00000000Q C )
O0Q0000000O —_
Name: Tonnage: 0000000000
Thrust: Tech Base: O000000000
Safe Thrust: Clan D 0000000QO0
. O000000Q00
Maximum Thrust: Inner Sphere O 00b0000300
- 0000000000
Weapons & Equipment Inventory 0000000000
Standard Scale (0-6) (6-12) (13-20) (21-25) O000000000
Qty Type Loc. Ht SRV MRV LRV ERV 0000000000
—_ - 0000000000
_ [ OO000000000
—_ —_— Structural Integrity:
— —_— 0000000000
~ - - - - - — 000000 0OO0O0
0000000000
- - — — — 0000000000
- —_——— = — QOOOOOOO0OO
- - T T T 0000000000
- - - - - — 0000000000
- - - - - - - 00 0000000000 00
— _——— — — 0000000000
— - — Lefc Wing 5333 0000000000 898\ Right wing
Damage Threshold OOOO OOOOOOOOOO OOOO Damage Threshold
—_ _———— — — (Total Armor) 0000 0000380000 0000 (Total Armor)
—_ - 000 00000
000 0000000000 00000
—_ —_— e — = — 00000000 0000000000 0/0/0/0/0/0/0/0)
000 (0]0/0/0]0]
— _— = — 0000000000 | 99Q0QQ0Q00 | 6660060
- e 33535552\ 19090000009 [
0000000000
— —_— e — — — 0000000000 0000000000
8358335882\ 3505655058/ 583358558
Q000000000 0000000000
- -_—— — — - 0000000000 (e/e/e/0/0/0/0/0/0/0]
Ammo: \v/
Cost: Bv: Aft Damage Threshold "
—\ / (Total Armor) GAMES
/4 \
NOTES \ )
Gunnery Skill: ___ Piloting Skill: __ | | Avionics Gear
Life
HitsTaken | 1| 2| 3| 4| 5| 6 FCS @ Support
Madifier |+1 | +2| +3| +4| +5|incp. Sensors
Crew: ——— Marines: —_— Thrusters
Passengers: Elementals: Left @
\ Other: Battle Armor: B " " "
\ / '\ lifeBoats/EscapePods:__/__ Right @

/4 \ Engine ) (-5
VELOCITY RECORD \ \ © /
Turn # 1 2 3 4 5 6 7 8 9 10
o ¢ AIRSHIP VELOCITY TABLE Y
Velocity e . Thrust Points per Cycle Turn

urren
Effective Velocity Velocity 1 2 3 4
i 0.25 1 — j— —
Altitude 0.5 1 _ 1 _
0.75 1 —_ 1 1
1 1 1 1 1
Turn # 11 12 13 14 15 16 17 18 19 20 1.25 o 1 1 1
Thrust 1.5 2 1 2 1
1.75 2 1 2 2
Velocity 2 2 2 2 2
Effective Velocity 22'?55 g S g S

\ Altitude y \ E-;5 g g g g /
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LARGE GROUND SUPPORT VEHICLE RECORD SHEET

et E T A\
VEHICLE DATA

CREW DATA

Type: Crew:

Movement Points: Tonnage: Gunnery Skill: Driving Skill:
Cruising: Tech Base: Commander Hit Driver Hit
Flank: Clan o Modifier to all Skill rolls Modifier to Driving

Movement Type: Inner Sphere D Skill rolls /

Engine Type:

Weapons & Equipment Inventory
Aty Type

Loc Dmg Min Sht Med Lng

{ CRITICAL DAMAGE

Turret Locked D Engine Hit D
NEEE
Stabilizers

Left Right (]

Turret D /

(hexes)

Sensor Hits

Motive System Hits

Front

Rear

O

ES \

/ \ /

ARMOR DIAGRAM

BAR:

Front Armor

m
=3
’“I o
3
ct
bt o)
[
g z
5 o
g o
£
G 2
o —_
(=
<]
o
- —
0
'] o
[41]
=
- D
] a
£ =z
< (2]
% O0000 OO0000 %
@ 16000/ 83383333/ \ooco | B
£ | oo /00 00N 00| 3
o |5, 0000 0000 N\(g| @
-1 0O0000000000OOOO000 =
& O00000000OOO0O0OOOOOO0O —
Q 0000000000000 0O0O00O000 |
o [ele]ole0/0/0/0/0/0/0/0l0 00 0 0l0/0/0/00]
O0O0000O0000O0O00O0OOO0OO00, ot
Rear Armor
(|
Turret Armor ™
] GAMES

no turret, a 12 indicates the chance of a critical hit on the

§If the attack hits the front right or left side, all Front side

\

{ LARGE GROUND SUPPORT VEHICLE HIT LOCATION TABLE \

*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
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 194 in Total Warfare for more information).

ATTACK DIRECTION 2D6 Roll
2D6 Roll FRONT REAR FRONT SIDE REAR SIDE 2-5
2* Front (critical) Rear (critical) Side (critical)§ Side (critical)§ 6-7
3 Right Sidet Left Sidet Frontt Reart 8-9
4 Frontt Reart Sidet Sidet
5 Frontt Reart Side Side 10-11
6 Front Rear Side Side
7 Front Rear Side Side 12+
8 Front Rear Side (critical)* Side (critical)*
9 Frontt Reart Sidet Sidet Attack Direction Modifier:
10 Turret Turret Turret Turret Hit from rear
11 Turret Turret Turret Turret Hit from the sides
12* Turret (critical) Turret (critical) Turret (critical) Turret (critical)

¢  MOTIVE SYSTEM DAMAGE TABLE )

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 madifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7

EFFECT*

No effect

Minor damage; +1 modifier to all Driving Skill Rolls
Moderate damage; -1 Cruising MP, +2 modifier to all
Driving Skill Rolls

Heavy damage; only half Cruising MP (round fractions up),
+3 madifier to all Driving Skill Rolls

Major damage; no movement for the rest of the game.
Vehicle is immobile.

Vehicle Type Modifiers:

+1 Tracked, Naval +0
+2 Wheeled +2
Hovercraft, Hydrofoil +3
WIGE +4

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

rear right or rear left side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

side corresponding to the attack direction.

results strike the front armor, while Rear Side results strike the

/

\

has no additional effect. This means the maximum Driving Skill Roll modifier that can be
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 immaobile target. In

addition, all motive system damage takes effect at the end of the phase in which the damage

occurred. For example, if two units are attacking the same Combat Vehicle during the

Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would

take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/

( LARGE GROUND SUPPORT VEHICLE CRITICAL HITS TABLE \

LOCATION HIT

2D6 Roll FRONT SIDE

2-5 No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit
7 Weapon Malfunction Weapon Malfunction
8 Stabilizer Crew Stunned
9 Sensors Stabilizer

10 Commander Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit

12 Crew Killed Fuel Tank*

Weapon Destroyed

REAR TURRET
No Critical Hit No Critical Hit
Weapon Malfunction Stabilizer
Cargo/Infantry Hit Turret Jam

Stabilizer Weapon Malfunction

Turret Locks

Engine Hit Weapon Destroyed
Ammunition** Ammunition**
Fuel Tank* Turret Blown Off

*|f 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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GENERIC CONVENTIONAL
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INFANTRY RECORD
SHEET

( CONVENTIONAL INFANTRY: PLATOON/POINT 1 N

N
Gunner'\j Skill: %%28\ 27\ 26\ 25\ 24\ 23‘ 22‘ 21 120 |1 18 |17 iil{ 13\ 12\ 11\ 10\ 9‘ 8 |7 |6 5 4*3 2 1
A Mech S fe i R feiffe e e e k
\ AN AN A A A A A A A A A A A A A A A A A A A A A A AN PR PAN PAN PAY P A
\ Movement MP: Type: /
\
{ CONVENTIONAL INFANTRY: PLATOON/POINT 2
Gunnery Skill: 30 [20 fas fo7 oo 25 [24 f23 Jo2 ou 20 f1o f18 Ja7 a6 15 fua f13 a2 Jur a0 fo f8 7 e ‘[s fe f3 2 1
Anti-Mech Skil ikl 0,400,008
\ 0 0000 00000 000,000,010, 0,00.0 0,010,000
\ Movement MP: Type: /
\
( CONVENTIONAL INFANTRY: PLATOON/POINT 3
Gunnery Skill: 30 [29 [28 |27 [26 [25 |24 [23 [22 |21 [20 [10 |18 [17 [16 |15 [14 [23 [12 [u2 706 Is 14 [ ]2 |2
Anti“Mech Skil % ffikk k&
\ I I ﬁ:kn L|Jv NS S S R S e Y Ju|an o ﬁ:kn‘, ﬁ:
\ Movement MP Type: /
\
( CONVENTIONAL INFANTRY: PLATOON/POINT 4
Gunnel‘v skl" 30 |29 28\ 27\ 26\ 25\ 24\ 23‘ 22‘ 21 120 |19 |18 |17 |16 |15 14\ 13\ 12\ 11\ 10\ 9‘ 8 |7 |6 5 4 13 |2 1
A Mech S fe i R L feiffe e e e k
\ kﬁ:\,kkkkkkklklllkllkﬁ:kkkkkkkl‘,llllﬁ:lllllk
\ Movement MP: Type: /
\
( CONVENTIONAL INFANTRY: PLATOON/POINT 5
Gunnery Skill: 30 [20 fas fo7 oo 25 [24 f23 Jo2 ou 20 f1o f18 Ja7 a6 is fua f13 a2 Jur a0 fo f8 7 e s fe f3 ]2 1
vt S e e e
| A A A A A AL A A A At
\ Movement MP: Type: /
\
{ CONVENTIONAL INFANTRY DAMAGE TABLE
MAX WEAPON DAMAGE NUMBER OF TROOPERS
PER PLATOON/POINTTYPE* 30 29 28 27 26 25 24 23 22 21 20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1
Rifle, Ballistic 16 15 15 14 14 13 12 12 11 11 10 10 9 9 8 8 7 7 6 6 5 5 4 4 3 3 2 2 1 1
Rifle, Energy 8 8 8 8 7 7 7 6 6 6 6 5 5 5 4 4 4 4 3 3 3 3 2 2 2 1 1 1 1 0
MachineGun 17 16 16 15 15 14 13 13 12 12 11 11 10 10 9 8 8 7 7 6 6 5 4 4 3 3 2 2 1 1
SRM 15 14 14 13 13 12 12 11 11 10 10 9 9 8 8 7 7 6 6 5 5 4 4 3 3 2 2 1 1 0
*Damage is always applied LRM 13 12 12 11 11 11 10 10 9 9 9 8 8 7 7 6 6 6 5 5 4 4 3 3 3 2 2 1 1 0
\grf;’;ﬂgtstlamageva'”e Flamer 14 14 14 13 12 12 12 11 11 10 10 9 8 8 8 7 7 6 6 5 5 4 4 3 3 2 2 1 1 0 4

CONVENTIONAL INFANTRY RANGE MODIFIER TABLE

WEAPON TYPE RANGE IN HEXES (TO-HIT MODIFIER)
o] 1 2 3 4 5 6 7 8 9

Rifle, Ballistic -2 0 +#2 4 - - — — - —
Rifle, Energy -2 0 0O +2 +2 +4 +4 - — —
Machine Guns -2 0 +#2 4 - - — — — —
SRM -1 0 0O +2 +2 +#4 +4 - — —
LRM -1 0 0 0O +2 +2 +2 +4 +4 +4
Flamer -1 0 +2 4 - - - = = =

\ /

NON-INFANTRY WEAPON DAMAGE AGAINST INFANTRY TABLE

NUMBER OF CONVENTIONAL
TROOPERS HITt
Damage Value / 10
Damage Value / 10 + 1
Damage Value / 10 + 2
Damage Value / 5
Damage Value / .5
See Burst-Fire Weapons Table
See Heat-Effect \Weaponst

WEAPON TYPE*

Direct Fire (Ballistic or Energy)
Cluster (Ballistic)

Pulse* *

Cluster (Missile)

Area-Effect (AE)

Burst-Fire

Heat-Effect Weapons

*See Combat, p. 113 in Total Warfare, for weapon terminology.

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

1This equals the number of conventional infantry troopers hit and eliminated, regardless of armor protection.
Attacks by non-infantry weapons against mechanized infantry double the number of troopers eliminated;
round all fractions up.

fEach Heat-Effect Weapon has specific damage against conventional infantry, as noted on either the

appropriate Weapon and Equipment Tables or in Other Combat Weapons and Equipment (see p. 129 in
\ Total Warfare)

BURST-FIRE WEAPON DAMAGE VS. CONVENTIONAL INFANTRY TABLE

'MECHS, PROTOMECHS AND VEHICLES

WEAPON DAMAGE vs. CONVENTIONAL INFANTRY
AP Gauss Rifle

Light Machine Gun 1D6

Machine Gun 2D6

Heavy Machine Gun 3D6

Small/Micro Pulse Laser 2D6

Flamer 4D6

BATTLE ARMOR

WEAPON DAMAGE vs. CONVENTIONAL INFANTRY
Light Machine Gun 1D6/2 (round up)

Machine Gun 1D6

Heavy Machine Gun 2D6

Flamer 3D6

Light Recaoilless Rifle 1D6

Medium Recoilless Rifle 2D6

Heavy Recoilless Rifle 2D6

Light Mortar 1D6

Heavy Mortar 1D6

Automatic Grenade Launcher

1D6/2 (round up)
Heavy Grenade Launcher 1D6

™

\ GAMES/
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\
BATTLE ARMOR
RECORD SHEET

/

BATTLE ARMOR: SQUAD/POINT 1

‘ N\
|1 % 0000000000000000000)

Type:
Gunnery Skill: Anti-Mech Skill: |2 %OOOOOOOOOOOOOOOOOOO]
Ground MP: Other MP [ ): =

Lng |3 %ooooooooooooooooooo}
— |4 %ooooooooooooooooooo}

Weapons & Equip. Dmg Min Sht Med

LEG ATTACKS TABLE

BATTLE ARMOR BASE TO-HIT
TROOPERS ACTIVE MODIFIER
4-8 0
3 +2
2 +5
\ 1 +7 /

— _ |5 %OOOOOOOOOOOOOOOOOOO]
\ Mechanized: D Swarm: D Le—g: D— :P: 6 |6 %OOOOOOOOOOOOOOOOOOO}

\ Armor: __/_/__)/
BATTLE ARMOR: SQUAD/POINT 2 \
Type: |1 %OOOOOOOOOOOOOOOOOOO]
Gunnery Skill: Anti-Mech Skill: |2 %OOOOOOOOOOOOOOOOOOO}
Ground MP: Other MP [ ):
Weapons & Equip. Dmg Min Sht Med Lng |3 %OOOOOOOOOOOOOOOOOOO]

— |4 ik ©000000000000000000)

SWARM ATTACKS TABLE

BATTLE ARMOR BASE TO-HIT
TROOPERS ACTIVE MODIFIER
4-8 +2
\ 1-3 +5 y

SWARM ATTACK MODIFIERS TABLE

ATTACKING ENEMY FRIENDLY MECHANIZED BATTLE
BATTLE ARMOR ARMOR TROOPERS ACTIVE
TROOPERS ACTIVE 1 2 3 a 5 6

6 +0 +0 +0 +0 +1 +2
____l 1 5 +0 +0 +0 +1 +2 +3
[ | %OOOOOOOOOOOOOOOOOOO] 2 10 +0 +1 +2 43 44
————| 3 +0 +1 +2 +3 +4 +5
\ Mechanized: D Swarm: D Leg: D AP: D 6 %OOOOOOOOOOOOOOOOOOO} 2 +1 +2 +3 +4 +5 +B
\Armor:_[__/_/_/ 1 +2 +3 +4 +5 +B6 +7
BATTLE ARMOR: SQUAD/POINT 3 % ]\ BATTLE ARMOR EQUIPMENT
1 ¥ 0 0000000000000 00000 Claws with magnets -1
Type: L,
Gunnery Skill: ____ AntiMech Skill: __ |2 %OOOOOOOOOOOOOOOOOOO} SITUATION *
Ground MP: Other MP [ ): 'Mech prone -2
Weapons s Equip. Dmg Min Sht Med Lng |3 %OOOOOOOOOOOOOOOOOOO] yﬁc"ll or vehicle immobile —42‘-
ehicle -
- - - - |4 %OOOOOOOOOOOOOOOOOOO} 3 )
o kS \*l\/lodlﬁers are cumulative /
—_— = = |5 %—OOOOOOOOOOOOOOOOOOO] / \
—_ = = = | ‘ SWARM ATTACKS HIT LOCATION TABLE
\ Mechanized: D Swarm: D Leg: D AP: D 6 %OOOOOOOOOOOOOOOOOOO]
Armor: —/_/_ 2D6 BIPEDAL FOUR-LEGGED
/—\\—/— ROLL LOCATION LOCATION
BATTLE ARMOR: SQUAD/POINT 4 \ 2 Head Head
3 Rear Center Torso Front Right Torso
Type: [’%OOOOOOOOOOOOOOOOOOO] 4q Rear Right Torso Rear Center Torso
G Skill: Anti“Mech Skill: | 1 5 Front Right Torso Rear Right Torso
unnery I - neriviee I T 2 %OOOOOOOOOOOOOOOOOOO} 6 Right Arm Front Right Torso
Ground MP: OtherMP(____J ‘ 7 Front Center Torso  Front Center Torso
Weapons & Equip. Dmg Min Sht Med Lng 3 %OOOOOOOOOOOOOOOOOOO] 8 Left Arm Front Left Torso
9 Front Left Torso Rear Left Torso
_— = - |4 %OOOOOOOOOOOOOOOOOOO} 10 Rear Left Torso Rear Center Torso
e 11 Rear Center Torso Front Left Torso
_ _ _ _ [58$£0000000000000000000) | 12 Head Head )
- — A o M |B %OOOOOOOOOOOOOOOOOOO}
Mechanized: Swarm: Leg: AP: P
\ O Q_tsQ O \ Armor /1, (" TRANSPORT POSITIONS TABLE )
/—\ TROOPER "MECH VEHICLE
BATTLE ARMOR: SQUAD/POINT 5 \, | numeer LOCATION LOCATION
Type: |1 k ©000000000000000000) ; Flight Torso Ao S
' - - - : 3 Right Torso (rear) Left Sid
Gunnery Skill: Anti~Mech Skill: |2 %OOOOOOOOOOOOOOOOOOO] 4 |_Igft To?;zﬂ[r;tzi? Lsft S:d:
Ground MP: Other MP ( ) g Ce'gz;tzirigrggar] EZ:
Weapons & Equip. Dmg Min Sht Med Lng |3 %OOOOOOOOOOOOOOOOOOO}
TROOPER LARGE SUPPORT
- — - = |4 %ooooooooooooooooooo} R L ot vt o)
X g ae nii ni
- - - - 3 2 Right Side (Unit 1,/Unit 2) ™
- |5 @hooooooooooooooooooo} 3 9% Side (Unit 1./Unit 2]
4 Left Side (Unit 1,/Unit 2) GAMES
—_ — = — [ : 5 Rear (Unit 1,/Unit 2)
\ Mechanized: D Swarm: D Leg: D AP: D 6 %OOOOOOOOOOOOOOOOOOO} 6 Rsz: [Urr]:t 1/U2:t 2)
\ Armor: . (_ /_/_] / \ *Unit 1 and Unit 2 represent two battle armor units /
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EXTERNAL STORES/BOMBS

)

CONVENTIONAL FIGHTER RECORD SHEET

{ FIGHTER DATA )

Type:
Thrust: Tonnage:
Safe Thrust: Tech Base:
Maximum Thrust: Clan O
vsto. J sto. (O Inner Sphere ()

Weapons & Eq

uipment Inventory

ARMOR DIAGRAM

BAR:

Nose Damage
Threshold (Total Armor)

()
)
aaaan
aaaan

C - Cluster
RL - Rocket Launcher

Standard Scale (0-6) " (6-12) (13-20) (21-25)
Qty Type Loc. Ht SRV MRV LRV ERV
— —_— Structural
_ - Integrity:
- - - - - — 00000000
—_ —_— e — — — — Q0000000
OO0O000000
— —_— Left Wing Right Wing
— — o — Damage Threshold 888888 Damage Threshold
(Total Armor) 'elelelelele) (Total Armor)
955993
Cost: BV: lelelelele)e)
—\ 000000
/ \ 000000
NOTES \ QOO0
QOO0OQO
Q000Q0O
0000Q0
555
0000000000
000Q
000Q
0000
Aft Damage
Threshold .
\ (Total Armor) GAMES
\ _ ()
/ \ /4 / \
CRITICAL DAMAGE "\l A PILOT DATA GROUND MAP STRIGHT MOVEMENT
o . Name: MINIMUM STRAIGHT MOVEMENT
Avionics 1| |+2] | +5 Engine 2 4 (IN HEXES)
@ Gunnery Skill: ___ Piloting Skill: ___ SMALL CRAFT AND FIXED
VELOCITY FIGHTER WING SUPPORT VEHICLES
FCs @ Gear HitsTaken | 1] 23| 4|56 ! 8 B
Life onsciousness eal 3 16 20
s () DG Y ) ea ORI | IR S
\ Modifier | +1| +2| +3| +4|+5 a o >
, \\ / \ 7 32 44
8 36 50
VELOCITY RECORD \ 9 a0 56
10 44 62
Turn # 1 2 3 4 5 6 7 8 9 10 11 48 68
Thrust 12 52 74
Velacity \ Velocity above 12 is not possible on ground maps. /
Effective Velocity
Altitude / \
FIGHTER RETURN TABLE
Turn # 11 12 13 14 15 16 17 18 19 20
Thrust SAFE THRUST TURNS BEFORE RETURN
Velocity ;:g g
Effective Velocity g-12 1
Altitude 13+ 0
\ / \ /
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 EXTERAL STORES, BOMES)
anan

AEROSPACE FIGHTER RECORD SHEET

{ FIGHTER DATA )

ARMOR DIAGRAM

)
)
auans

Type: Nose Damage
Thrust: Tonnage: Threshold (Total Armor)
Safe Thrust: Tech Base: () Key:-
Maximum Thrust: Clan O HE - High Explosive
Inner Sohere D LG - Laser Guided
P O 0 0O/0/0-0-0-00l0Q00QO0 C - Cluster
- Q00000 0I0LOOOO RL - Rocket Launcher
Weapons & Equipment Inventory O 0/0/|0|000/0/0 0\Q 0 0 O
Standard Scale (0-6) ~ (6-12) (13-20) (21-25) 8 8 8 8 8 8 8 8 8 8 8 8 8 8
Qty Type Loc. Ht SRV MRV LRV ERV o e R 0
— —_— e — — — — 0000 Q000LOONOO
[oNofoNohoNoNo o gdoNooNo)
_— —_—— — — — — [oNo/foNoNoNonoNoNoNoN ONO)
_ . 000000000000
_ - Structural
_ - Integrity:
_ __ Left Wing 8888888860 Right Wing
Damage Threshold e ejelelelelelele) Damage Threshold
- - - - - — Total A
_ - (Tota [rmc;r] 500000 (Total Armor)
— Q00000 _ )
- —_——_——— = — 900000
000000
— — 858388
O QO OO O
Cost: BV: 00Q0] RQO000Q (6600
\_\ 000000 Q000009 5060000
000000Q9| RQO0009 [\6600000Q
/ \ Q600 0000R| 229999 60600000 D0
NOTES 00000000009/ Q90009 [HO0000000 000N Heat
N\ 000000000090 888888 |9000000000Q0 | o
0/0 00 0-0-00000/0| RQO00Q | 50606000090 0O0|0 | Scale
000000000090 888888 000000000 O O|0 f (Gerion
(el[oNoNoNoNoNo]l e NoNoNoXo) 3000603 0OQO0OO00 0000000
el oloNoNoNoNo) oNoNeloXe) 000000 0Q0O0000QO00OUY \ )
O 0000000000 000000 0 000 0-0-0-0 00 Qg
OO00000Q0O 000000 00000000 Qg 30"
000000 888888 |ogpooo =5
(o)) [oXe;
35| 9000006 |a3 TG
36| 600000 |58 -
27
Aft Damage 4 56~
Threshold S5%
\ (Total Armt;r] GAMES Yy
N\ —_— = 23%
\ /4 \ 22%
4 CRITICAL DAMAGE "L PILOT DATA 4 HEAT DATA =
Heat
L . Name: * Heat Sinks: 20*
Avionics a a +5| Engine a a @ Level Effects -
. . . . . Gunnery Skill: Piloting Skill: gg ihutdovan oge — () N EE
mmo EXp. avola on + 18*
FCS @ Gear HitsTaken | 1| 21 34| 5| 6 27 Pilot Damage, avoid 000 5
on 9+
Life Consciousness # | 3 7 10|11 |Dead 56  Shutdown, avoid on 10+ QOO 16
Sensors Support 25 Random Movement, OOO 15"
\ Modifier |+1| +2| +3 | +4|+5 avoid on 10+ OOO -
\ / \ 24 +4 Modifier to Fire oo0 | L4
/4 \ 23 AmmoExp.avaidon 8+ QOO 13*
VELOCITY RECORD N\ 22 Shutdown, avoid on 8+ o000 12
Turn # 1 2 3 4 5 3 7 8 ] 10 21 F;I;]:tB?amage, avoid 000 11
Thrust 20 Random Movement, 888 10*
. avoid on 8+
Veloclt:y . 19 Ammo Exp. avoid on 4+ 9
Effective Velocty 18 Shutdown, avoid on 6+  Single O 8*
Altitude 17 +3 Modifier to Fire bowle O | LZ
15 Random Movement, )
avoid on 7+ -
Turn # 11 12 13 14 15 16 17 18 19 20 14 Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire 4
Velocity 10 Random Movement, 3
: - avoid on 6+
Effective Velocity 8  +1 Modifier to Fire 2
Altitude 5 Random Movement, 1
N\ J \ avoid on 5+ J ]
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TI1ILETE

AERODYNE SMALL CRAFT RECORD SHEET

-l \

Damage Threshold

ARMOR DIAGRAM

Standard Scale

(Total Armor)
()

— ™

/4 \
CRAFT DATA
GAMES
Type:
Thrust: Tonnage:
Safe Thrust: Tech Base:
Maximum Thrust: Clan O
Inner Sphere D
Weapons & Equipment Inventory 8888888888888
Standard Scale (0-6) (6-12) (13-20) (21-25) [e]o]o]ololo]ololoJo o 0])0]
Gty Type Loc. Ht SRV MRV LRV ERV 00000000000000000
_ - 0000Q0000O000O000
000000000000 QQ000
— —_—— — — — — 000000000000 QOO000
000000000V OO000000
- ——— - == 23229 82388
— _— — — — 05000 Structural N _5ER86
— —_— e 99909 Integrity: 99929
— S — Left Wing 00000 |~~556060000] 99090 Right Wing
_ I Damage 00000 185830000000 ©990Q0 Damage
Threshold 0R000 A5O0000000) Q090 Threshold
— —_— e — — — — 00000 0Q0Q0O
(Total Armor) | "60000 lno00000000 | 9Q000 (Total Armor)
- - - - - - _[_] 00000 0000000000 00000 ( )
_ - Q0000 5858000008 99000 —_
Q0000 5330606000 Q000
— —_— e — — — — Q0000 5333080038 99000
00000 N5 35380000009 Q000
00000 5333000008 99000
Cost: BV 00000 558063033338 92000
\_\ 0000000000 IRA30000600|| 9900000000
0000000000 8530806000 9900000000
/, \ 0000000000 8550080000/ 9900000000
NOTES \ 0000000000 |8306806000] 2900000000 Heat
0000000000 18580806000 9000000000 Scale
0000000000 830800000 9000000000 —_
0000000000 855868606000 9900000000 Overfiow
0000000000 8550080000/ 9000000000
0000000000 I8330800000] 99000000000 —
0000000000 5586806000 9900000000 -
000000000 NFAFGTOOOOO FLO00000Q00 30
0000000000 |5330866508 ] 9000000000 59
28*
27"
Aft Damage 56~
Threshold S5%
(Total Armor) 5
\ () 24
N\ — 23%
\ /4 \ 22
{ CRITICAL DAMAGE "L PILOT DATA 4 HEAT DATA =
Heat
L . Name: * Heat Sinks: 20*
Avionics a a +5| Engine a a @ Level Effects -
. . . . . Gunnery Skill: Piloting Skill: gg ihutdovan dong e N M EE
mmo Exp. avoid on 8+ 18"
FCS @ Gear HitsTaken | 1| 21 34| 5| 6 27 Pilot Damage, avoid 000 5
on 9+
Life Consciousness # | 3 7 |10[ 11 |Dead 56  Shutdown, avoid on 10+ QOO 16
Sensors Support 25 Random Movement, OOO 15*
\ Modifier |+1| +2| +3 | +4|+5 avoid on 10+ OOO -
\ / \ 24 +4 Modifier to Fire oo0 | L4
/4 \ 23 AmmoExp.avaidon 8+ QOO 13*
VELOCITY RECORD N\ 22 Shutdown, avoid on 8+ o000 12
Turn # 1 2 3 4 5 3 7 8 ] 10 21 F;I;]:tB?amage, avoid 000 11
Thrust 20 Random Movement, 888 10*
. avoid on 8+
Veloclt:y . 19 Ammo Exp. avoid on 4+ 9
Effective Velocity 18 Shutdown, avoid on 6+  Single O 8
Altitude 17 +3 Modifier to Fire bowle O | LZ
15 Random Movement, )
avoid on 7+
Turn # 11 12 13 14 15 16 17 18 19 20 14  Shutdown, avoid on 4+ 5*
Thrust 13  +2 Modifier to Fire 4
Velocity 10 Ran(_:lorn Movement, 3
Effective Velocity 8 <1 Modfierto Fire 2
Altitude 5 Random Movement, 1
N\ J \ avoid on 5+ J ]
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Nose

SPHEROID SMALL CRAFT RECORD SHEET

{ CRAFTDATA )

Damage Threshold
(Total Armor)
(_)

Standard Scale

™

ARMOR DIAGRAM
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O000000000
Type: 9R3o0000 SAMES
Thrust: Tonnage: 8888888888
Safe Thrust: Tech Base: 0000000000
Maximum Thrust: Clan D 8888888888
s O Sosigionas
f 0000000000
\SNeapons & Equipment Inventory 0000000000
tandard Scale (0-6) (6-12) (13-20) (21-25) O000000O000
Gty Type Loc. Ht SRV MRV LRV ERV 0000000000
O000000Q00O
- ——— === | [ 353555555 8388888558 [ ssssssnnns
— —_——_—— — — - Q000000000 |\ Q000000000 [ 5666000000
- —_———— 0555555555 \ 8888888538/ 8585888888
— —_— o — 0000000000 YOOO000000OE 55666060000
- pp——— W N
- ——— — — —| || gacdeesee/ [ merm | 2355555000
- ————— |\ gsseeet| leesmmmnad Sisssssss
- “T T oo\ gasasssscs | \eessassssg) | 8sss8snsss
— - — — — 338560660666 9999990000\ \8888888886
00000000060 [ 9RQ0000000 |\ 5656600000
- —_—— — — — 0000000000 [ QQO0000000 \ 566606060000
— — 00036000000 [ 9889388888 \ 00600000000
0000000000 8888888888 O000000000
Cost: BV: 0000000000
8080008
/4 NOTES \ Left 00000/00000 Right H
N Sosigiosss Damage Lo
cale
Threshold 0000000000 Threshold ——
(Total Armor) 0000000000 (Total Armor)
( ) Q0000000000 ( )
I O00000O0O000 —_—— Nt
0000000000 30*
O000000000
0000000000 29
28*
277
26*
25*
\ Aft Damage Threshold Yy
\ (Total Armor) o
()
\ /4 —_— \N 2o
( CRITICAL DAMAGE N ( PILOT DATA { HEAT DATA \ 5+
Heat
L . Name: * Heat Sinks: 20*
Avionics a a +5 Engine a a @ Level Effects *
. . . . . Gunnery Skill: Piloting Skill: gg ihutdovan dong b N K
mmo EXp. avola on + 18*
FCs @ Gear HitsTaken [ 1| 23| 4| 5| 6 27 Pilot Damage. avoid  ~~~ 5
on 9+
Life Consciousness # | 3 7 | 10| 11 |Dead 26 Shutdown, avoid on 10+ OOO 16
Sensors Support 25 Random Movement, OOO 15*
\ Modifier |+1| +2| +3| +4| +5 avoid on 10+ o000 -
\ / \ 24 +4 Modifier to Fire oo0 | L4
/4 \ 23 AmmoExp.avaidon 8+ QOO 13"
VELOCITY RECORD N\ 22  Shutdown, avoid on 8+ O00 12
Turn # 1 2 3 4 5 3 7 8 ] 10 21 F;I;]:tB?amage, avoid 000 11
Thrust 20 Random Movement, 888 10*
. avoid on 8+
Veloclt:y . 19 Ammo Exp. avoid on 4+ 9
iflf?m:eve'mty 18 Shutdown, avoid on 6+  Single O 8"
titude ifi 1
17 +3 Modifier to Fire 7
15 Random Movement, Double D 6
avoid on 7+ -
Turn # 11 12 13 14 15 16 17 18 19 20 14  Shutdown, avoid on 4+ 5
Thrust 13 +2 Modifier to Fire a4
Velocity 10 Random Movement, 3
) ) id 6
Efffectlve Velocity 5] +E£|Vlli‘/||od?1)‘ire1;r‘ tg Fire 2
Altitude 5 Random Movement, 1
\ J \ avoid on 5+ J )
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TILETEC |F]

AERODYNE DROPSHIP RECORD SHEET

¢ DROPSHIP DATA )

Type:

Name:

Tonnage:

Thrust:
Safe Thrust:
Maximum Thrust:

Fighters/Small Cr‘aft:_/_

Tech Base:
Clan
Inner Sphere

()
O

Launch Rate

Capital Scale
Standard Scale

Bay

Ammo:

Weapons & Equipment Inventory

(1-12)" (13-24) (25-40) (41-50
(1-6) (6-12) (13-20) (21-25
Loc SRV MRV LRV ERV

\ Cost:

BV:

{ NOTES 3

d

\

Damage Threshold

Nose Damage
Threshold
(Total Ar'mor]

[eo/0l0.0/0/0/000/0/000000000
0000000000000 000000
O000000000000Q000000
000000000000 0Q0O000Q

O0000000000000000Q00
000000000000 00000Q00
000000000000 0Q000Q00
[o/0/0/0/0/0.0.0000000000000
(0/0/0/0.0/0/0/00/0/0/6/0/0/0.000/00)
O000Q000000Q0ON00000
00000000000 COOO0000
O000Q000000000000000
O000QO00000000000000
[o/o0/0/000 0000000000000
0/0/0/0/0/0/0/00/0/0/0/0/0/0/00/0/0 0]
OO000QO0000000O000O0000

Structural Integrity:
OOOOOOOOOOO

ARMOR DIAGRAM

Standard Scale

™

GAMES

Left Wing

OXOX®;
OXOX®;
000
QOO

O00O

0000
Q00O
0000
Q00O

O000O
OO000

(Total Armor)

00000000
0000000000
0000000000

0000000000000
0000000000000
0000000000000
0000000000000

0000000000000
0000Q000000000
0000000Q000000Q
0000000Q0Q00Q0Q
[ele/e/0/e/0/e/0/00 00000

\

Gunnery Skill:
HitsTaken | 1| 2| 3| 4| 5

Crew:
Passengers:
Other:

(CREW DATA mmmmm

Piloting Skill:

000000000 000Q0Q
000000000000Q00
000000000 000000
000000000 000000
000000000000000
000000000 000000
000000000 000000
000000000000000
000000000 000000
000000000 000000
00O000000000QC0
0Q0O000000000000
000000000 00000Q0
Q0000000000000
000000000 000000
Q0000000000000
Q00000000000000
000000000 000000
Q0QOOO000000000
00QC0O0000C0O00
O0QO00OQ0O0O0000
OQOQ000C000O0000

Aft Damage
Threshold
(Total Armor)

0000000
Q000000
0000000
0000000
Q0000000
000000000
OC0000000Q
0000000000

0O00000000000Q
[elo/0/0/0/0/0/0.00 000,

0000000000000
(0/010/0/0/0/0/0/0/0.0/0]0.0
000000000000000
000000000000000
OO0000000O0000000

Avionics

6 FCS

(2 (4

Modifier |+71| +2| +3| +4| +5

Incp.

Marines:

Elementals:

Battle Armor:

—

Life Boats/Escape Pods:

Sensors

Thrusters

/

¢ VELOCITY RECORD )

Left

\

Turn # 1

2 3 4 5

10

Right

Thrust

Velocity

Gear

Life
Support
K-F Boom

]
Docking
Collar

@10
@10

e (@ EEHEE

Effective Velocity

Right Wing

Damage Threshold

(Total Armor)
()

( CRITICAL DAMAGE eV

©
©

Altitude

Turn # 11

12 13 15

16

17 18 19 20

Heat Sinks:

Thrust

_ ()

Nose:

Velocity

Effective Velocity

Single O

Altitude

Aft:

Double
\ O

/

\
7 HEAT DATA )

Left Wing:
Fwd:

Heat Generation Per Arc

Aft:

Fwd:
Aft:

Right Wing:

/
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Nose Damage
Threshold

(Total Armor)

SPHEROID DROPSHIP RECORD SHEET

ARMOR DIAGRAM

Standard Scale

/4 \
DROPSHIP DATA
Type:
Name: Tonnage:
Thrust: Tech Base: OOOOOOOOOO
Safe Thrust: Clan O OOOOOOOOOOOOOOOOOOOO
Maximum Thrust: Inner Sphere O
Fighters/Small Cr‘aft:_/_ Launch Rate: 888888888%888888888 O
- Lefe D 000! 000 o)
Weapons & Equipment Inventory et Lamage Right Damage
Capital Scale (1-12)" (13-24) (25-40) (41-50) [T::;“f:tg:gr] Threshold
Standard Scale (1-6) (6-12) (13-20) (21-25) 000000 000000 (Total Armor)
Bay Loc SRV MRV LRV ERV | () 33833338333333333333 )
et — 00000000
OSOOOOOOOO
- - - — - OOOOOOOOOOOOOOOOOOOO
—_— (0/0/0/0/0/0/0/00/0]0/0/0/0/0/0 6/0/0'0)
(010/6/0.0/6/6/010/016/6/6/0/0/6 ©/6]0'0)
_——_——— — [ele] 0000 000
_——— — - [0/0]0/0/0/0/0.010/0/0/0/0/0/610/0.6/0 0]
(0/0/0/6/6/0/0/0/0/6/0/60(6/6]6/6/6/6 0]
- - - - (0] 0000 000
- - - - OOO0O000OF-O0O
Ammo:
OO0O0O0O00OOOOOOOOO00O
X X ™ Aft Damage
\Cost._f BV: Threshoﬁi
/ GAMES (Total Armor)
/4 \ R
NOTES \ /
Gunnery Skill: ___ Piloting Skill: __ | | Avionics Gear
HitsTaken [ 1| 2| 3| 4| 5| 6 Life .
Talalals FCS @ Support
Modifier |+ | +2| +3| +4&| +O|Incp.
Crew:  Marines: — Sensors K-F Boom @
Passengers: Elementals: Docking
\ Other: Battle Armor: Thrusters Collar @
\ / '\ lifeBoats/EscapePods:__/__ . . @
( VELOCITY RECORD 3} -
V| - OEEE
Turn # 1 2 3 4 5 6 7 8 9 10
Engine (]
Velocity \
Effective Velocity \
Altitude /4 HEAT DATA N\
Turn # 1" 12 13 14 15 16 17 18 19 20 Heat Sinks: Heat Generation Per Arc
Thrust [ ] Nose: Aft:
Velocity . ) )
Effective Velacity Single (J Foreleft: __  Aftleft:
Altitude Double (J  Fore-Right: Aft-Right:
\ / \ /
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