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( GROUND COMBAT VEHICLE HIT LOCATION ) (4 MOTIVE SYSTEM DAMAGE TABLE \

ATTACK DIRECTION 2D6 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to al Driving Skill Rolls
3 Frontt Reart Sidet 89 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 al Driving Skill Rolls
7 Front Rear Side 12 Major damage; no movement for the rest of the game
8 Front Rear Side (critical)* Vehicleisimmobile.
9 Left Sidet Right Sidet Reart
10 Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier:
11 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
WIiGE +4
* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the vehicle. For each result of 2 or :n/;'élwgyszneg;?lﬂigrivi n%ds‘ggtgogogiiﬁg?f:%ﬂaéingﬁHgmr/ne;de;f%arcg\?;\(é?g |S:fi||||c§g”
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls a1 modifier that 1s the only fime that particular +1 can be appliod: 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 Tableis +6. If aunit'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 acritical 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 \C;“licurgid-A';ggﬁpm ;gtafé?rgngz ﬁﬁfﬁt&a:mgg\;ge S;‘gnn?ga?nmb:taxﬁéﬂ::;g nt%éiji
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in im?nagb”emga modifier would not apply for the secondsalnit. Howevag-, 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 aDepth 1 or deeper water hex, it sinks and is destroyed.
strike the right side armor. If the vehicle has no turret, aturret hit strikes the armor on the side attacked.
\ /7 '\ /

( GROUND COMBAT VEHICLE CRITICALSTABLE \

LOCATIONHIT

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 Mafunction Stabilizer
7 Weapon Mafunction Weapon Mafunction 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

*|f Combat Vehicle has | CE 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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( GROUND COMBAT VEHICLE HIT LOCATION ) (4 MOTIVE SYSTEM DAMAGE TABLE \

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, inTotal 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 acritical hit on the side corresponding to the attack direction.

T The 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).

§ Side 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, aturret hit strikes the armor on the side attacked.

ATTACK DIRECTION 2D6 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to al Driving Skill Rolls
3 Frontt Reart Sidet 89 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 al Driving Skill Rolls
7 Front Rear Side 12 Major damage; no movement for the rest of the game
8 Front Rear Side (critical)* Vehicleisimmobile.
9 Left Sidet Right Sidet Reart
10 Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier:
11 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
WIiGE +4
* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll

\ /7 \ /

modifier can only be applied once. For example, if aroll of 6-7 is made for avehicle, 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 Tableis +6. If aunit’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 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 V ehicle during the
Weapon Attack Phase and the frst 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 aDepth 1 or deeper water hex, it sinks and is destroyed.

LOCATIONHIT

*|f Combat Vehicle has | CE 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.

\

( GROUND COMBAT VEHICLE CRITICALSTABLE \

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 Mafunction Stabilizer
7 Weapon Mafunction Weapon Mafunction 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
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anking: ulesLevel: Introductory
Movement Type: Tracked Role Brawler Commander Hit Driver Hit 0000 500000 0000
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(__crounpcomsaT VeriCLERT LocaTion QI )
GROUND COMBAT VEHICLE HIT LOCATION MOTIVE SYSTEM DAMAGE TABLE
ATTACK DIRECTION 2D6 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to al Driving Skill Rolls
3 Frontt Reart Sidet 89 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 al Driving Skill Rolls
7 Front Rear Side 12 Major damage; no movement for the rest of the game
8 Front Rear Side (critical)* Vehicleisimmobile.
9 Left Sidet Right Sidet Reart
10 Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier:
11 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
WIiGE +4
* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the vehicle. For each result of 2 or :n/;'élwgyszneg;?lﬂigrivi n%ds‘ggtgogogiiﬁg?f:%ﬂaéingﬁHgmr/ne;de;f%arcg\?;\(é?g |S:fi||||c§g”
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls a1 modifier that 1s the only fime that particular +1 can be appliod: 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 Tableis +6. If aunit'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 acritical 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 \C;“licurgid-A';ggﬁpm ;gtafé?rgngz ﬁﬁfﬁt&a:mgg\;ge S;‘gnn?ga?nmb:taxﬁéﬂ::;g nt%éiji
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in im?nagb”emga modifier would not apply for the secondsalnit. Howevag-, 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 aDepth 1 or deeper water hex, it sinks and is destroyed.
strike the right side armor. If the vehicle has no turret, aturret hit strikes the armor on the side attacked.
\ /7 '\ /

( GROUND COMBAT VEHICLE CRITICALSTABLE \

LOCATIONHIT

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 Mafunction Stabilizer
7 Weapon Mafunction Weapon Mafunction 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

*|f Combat Vehicle has | CE 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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( GROUND COMBAT VEHICLE HIT LOCATION ) (4 MOTIVE SYSTEM DAMAGE TABLE \

ATTACK DIRECTION 2D6 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to al Driving Skill Rolls
3 Frontt Reart Sidet 89 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 al Driving Skill Rolls
7 Front Rear Side 12 Major damage; no movement for the rest of the game
8 Front Rear Side (critical)* Vehicleisimmobile.
9 Left Sidet Right Sidet Reart
10 Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier:
11 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
WIiGE +4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll

* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical 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, inTotal 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 acritical hit on the side corresponding to the attack direction.

T The 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).

§ Side 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, aturret hit strikes the armor on the side attacked.

\ /7 \ /

modifier can only be applied once. For example, if aroll of 6-7 is made for avehicle, 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 Tableis +6. If aunit’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 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 V ehicle during the
Weapon Attack Phase and the frst 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 aDepth 1 or deeper water hex, it sinks and is destroyed.

FRONT SIDE
2-5 No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit
7 Weapon Mafunction Weapon Mafunction
8 Stabilizer Crew Stunned
9 Sensors Stabilizer
10 Commander Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit
12 Crew Killed Fuel Tank*

*|f Combat Vehicle has | CE 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.

\

( GROUND COMBAT VEHICLE CRITICALSTABLE \

LOCATIONHIT

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

Weapon Destroyed

Turret Locks

Engine Hit Weapon Destroyed
Ammunition** Ammunition**
Fuel Tank* Turret Blown Off
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( GROUND COMBAT VEHICLE HIT LOCATION ) (4 MOTIVE SYSTEM DAMAGE TABLE \

ATTACK DIRECTION 2D6 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to al Driving Skill Rolls
3 Frontt Reart Sidet 89 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 al Driving Skill Rolls
7 Front Rear Side 12 Major damage; no movement for the rest of the game
8 Front Rear Side (critical)* Vehicleisimmobile.
9 Left Sidet Right Sidet Reart
10 Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier:
11 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
WIiGE +4
* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll

modifier can only be applied once. For example, if aroll of 6-7 is made for avehicle, inflicting

12 (or 8 for side attacks), apply damf_a_ge nor_mally to the armor in that secti on. The attacking player the_n autom_atically rolls a-+1 modifier, 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 +6. If aunit'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 acritical 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 \cl)‘tltcurred-Alt:torﬁP?‘mpl e, Idfttam? ;n'tsf“eﬂat&ad(' ntg the Sams egombat Véshl <|:||e d;g nt% thi
. . . " . ‘eapon acl iase an e frst unit inflicts motive system damage and rolls a y e -
that section, but the an_ackl ng 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. However, the -4 modifier would
Total Warfare for more information). take effect during the Physical Attack Phase. If ahover 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 aDepth 1 or deeper water hex, it sinks and is destroyed.
strike the right side armor. If the vehicle has no turret, aturret hit strikes the armor on the side attacked.

( GROUND COMBAT VEHICLE CRITICALSTABLE \

LOCATIONHIT

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 Mafunction Stabilizer
7 Weapon Mafunction Weapon Mafunction 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

*|f Combat Vehicle has | CE 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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Eng| ne Type: Fusion Modifier to all kil rolls Modifier to Driving skill rolls ;_U
- Q
Weapons & Equipment Inventory (hexes) N\ / o =
Qty Type Loc Dmg Min Sht Med Lng / T_/ (2]
1 Medium Laser FR  5[DE] — 3 6 9 CRITICAL DAMAGE H g &
Engine Hit [:] <LE g
Sensor Hits © 3 3
Motive System Hits n :
Stabilizers = >
Front O Let O Frignt O it =
Rear
\ O /
N O
O O
\ BV: 215 @ Rear Armor Wi
JAN / (2) CATAYST

game Plabs

/4 \ /4 \
GRO COMBAT VEHICLE HIT LOCATION MOTIVE SYSTEM DAMAGE TABLE
ATTACK DIRECTION 2D6 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to al Driving Skill Rolls
3 Frontt Reart Sidet 89 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 al Driving Skill Rolls
7 Front Rear Side 12 Major damage; no movement for the rest of the game
8 Front Rear Side (critical)* Vehicleisimmobile.
9 Left Sidet Right Sidet Reart
10 Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier:
11 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
WIiGE +4
* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the vehicle. For each result of 2 or :n/;'élwgyszneg;?lﬂigrivi n%ds‘ggtgogogiiﬁg?f:%ﬂaéingﬁHgmr/ne;de;f%arcg\?;\(é?g |S:fi||||c§g”
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls a1 modifier that 1s the only fime that particular +1 can be appliod: 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 Tableis +6. If aunit'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 acritical 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 \C;“licurgid-A';ggﬁpm ;gtafé?rgngz ﬁﬁfﬁt&a:mgg\;ge S;‘gnn?ga?nmb:taxﬁéﬂ::;g nt%éiji
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in im?nagb”emga modifier would not apply for the secondsalnit. Howevag-, 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 aDepth 1 or deeper water hex, it sinks and is destroyed.
strike the right side armor. If the vehicle has no turret, aturret hit strikes the armor on the side attacked.
\ /7 '\ /
/4
GRO COMBAT VEHICLE CRITIC
LOCATIONHIT
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 Mafunction Stabilizer
7 Weapon Mafunction Weapon Mafunction 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
*|f Combat Vehicle has | CE 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

Front Armor
(30)

B-TTLETECH

HOVER VEHICLE RECORD SHEET

(ONCHONCRCHORORE)

\L
4 VEHICLE DATA \ CREW DAT O000000
Type: J. Edgar Light Hover Tank (Standard) Crew: OOOOOOOOOOO
MO\_/e_me.nt Points. Tonnage: ) 25 Gunnery Skill: Driving Skill: O00O0
Cruising: 11 Tech Base: Inner Sphere
Flanking: 17 RulesLevel: Introductory
Movement Type: Hover Role: Scout Commander Hit Driver Hit
Eng| ne Type: Fusion Modifier to all skill rolls Modifier to Driving kil rolls ;_U
o) Q
Weapons & Equipment Inventory (hexes) \ /3 =
Qty Type Loc Dmg Min Sht Med Lng \: 2]
1 Medium Laser TU 5[DE] — 3 6 9 4 CRITICAL DAMAGE _\ g 3
2 SRM2 U 2MdMCS — 3 6 9 Turret Locked (O engneHit (J < Z
Sensor Hits ol B 3
Motive System Hits 3 (7] -
Stabilizers = 2
Front O Let O Frignt O et ~
Rear Turret
\ O O /
(ONONONONONONONONONONONO)
Ammo: (SRM 2) 50
BV: 544 " Rear Armor
\ 4 /\ / (12) ALYST

( GROUND COMBAT VEHICLE HIT LOCATION ) (4 MOTIVE SYSTEM DAMAGE TABLE \

ATTACK DIRECTION 2D6 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to al Driving Skill Rolls
3 Frontt Reart Sidet 89 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 al Driving Skill Rolls
7 Front Rear Side 12 Major damage; no movement for the rest of the game
8 Front Rear Side (critical)* Vehicleisimmobile.
9 Left Sidet Right Sidet Reart
10 Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier:
11 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
WIiGE +4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll

* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical 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, inTotal 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 acritical hit on the side corresponding to the attack direction.

T The 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).

§ Side 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, aturret hit strikes the armor on the side attacked.

\ /7 \ /

modifier can only be applied once. For example, if aroll of 6-7 is made for avehicle, 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 Tableis +6. If aunit’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 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 V ehicle during the
Weapon Attack Phase and the frst 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 aDepth 1 or deeper water hex, it sinks and is destroyed.

FRONT SIDE
2-5 No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit
7 Weapon Mafunction Weapon Mafunction
8 Stabilizer Crew Stunned
9 Sensors Stabilizer
10 Commander Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit
12 Crew Killed Fuel Tank*

*|f Combat Vehicle has | CE 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.

\

( GROUND COMBAT VEHICLE CRITICALSTABLE \

LOCATIONHIT

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

Weapon Destroyed

Turret Locks

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

/
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ARMOR DIAGRAM

Front Armor
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B-TTLETECH

HOVER VEHICLE RECORD SHEET

(ONONONORORONE)

\L
4 VEHICLE DATA \ CREW DAT
Type: Pegasus Scout Hover Tank (Standard) Crew:
M ovement Paints: Tonnage: 35 . . .
Cruising: 8 Tech Base: Inner Sphere Gunnery Skill: -+ Driving Skill:
Flanking: 12 RulesLevel: Introductory
Movement Type: Hover Role: Striker Commander Hit Driver Hit
Engine Type: ICE Modifier to all skill rolls Modifier to Driving kil rolls ;_U
—~ Q
Weapons & Equipment Inventory (hexes) \ /3 =
Qty Type Loc Dmg Min Sht Med Lng \: 2]
1 Medium Laser FR 5[DE] — 3 6 9 4 CRITICAL DAMAGE _\ g 3
2 SRM6 U 2MdMCS — 3 6 9 Turret Locked (O engneHit (J < Z
Sensor Hits 0EEE | ¢ 3
Motive System Hits 3 (7] -
Stabilizers = ,6
Front O Let O Frignt O et ~
Rear Turret
\ O O /
TES N O O O O
[ONONONONONONONONE)
(ONONONONONONONONONG
Ammo: (SRM 6) 15 e
BV: 640 Rear Armor
\ @ |
. S AN / (19) ALY

( GROUND COMBAT VEHICLE HIT LOCATION ) (4 MOTIVE SYSTEM DAMAGE TABLE \

ATTACK DIRECTION 2D6 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to al Driving Skill Rolls
3 Frontt Reart Sidet 89 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 al Driving Skill Rolls
7 Front Rear Side 12 Major damage; no movement for the rest of the game
8 Front Rear Side (critical)* Vehicleisimmobile.
9 Left Sidet Right Sidet Reart
10 Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier:
11 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
WIiGE +4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll

* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical 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, inTotal 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 acritical hit on the side corresponding to the attack direction.

T The 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).

§ Side 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, aturret hit strikes the armor on the side attacked.

\ /7 \ /

modifier can only be applied once. For example, if aroll of 6-7 is made for avehicle, 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 Tableis +6. If aunit’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 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 V ehicle during the
Weapon Attack Phase and the frst 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 aDepth 1 or deeper water hex, it sinks and is destroyed.

FRONT SIDE
2-5 No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit
7 Weapon Mafunction Weapon Mafunction
8 Stabilizer Crew Stunned
9 Sensors Stabilizer
10 Commander Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit
12 Crew Killed Fuel Tank*

*|f Combat Vehicle has | CE 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.

\

( GROUND COMBAT VEHICLE CRITICALSTABLE \

LOCATIONHIT

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

Weapon Destroyed

Turret Locks

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

/
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Front Armor
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HOVER VEHICLE RECORD SHEET

/ \ OO0O0O0OO000O0
VEHICLE DATA N\ CREW DATA OO0O0000O0

Type: Condor Heavy Hover Tank (Standard) Crew: 000000
M ovement Paints: Tonnage: 50 Gunnery Skill: Driving kil 00000
Cruising: 8 Tech Base: Inner Sphere ysa — gt
Flanking: 12 RulesLevel: Introductory
Movement Type: Hover Role: Striker Commander Hit Driver Hit
Engine Type: ICE Modifier to all skill rolls Modifier to Driving skill rolls ;_U
—~ Q
Weapons & Equipment Inventory (hexes) \ /9 =
Qty Type Loc Dmg Min Sht Med Lng / \: 2]
1 Machine Gun FR 2[DBAI] — 1 2 3 CRITICAL DAMAGE _\ g 3
L AC/? U 5[DBS 8 6 1218 Turret Locked D Engine Hit D ’<E 2
2 Medium Laser TU 5[DE — 3 6 9 Sensor Hits B0 2 g
Motive System Hits (%) -
Stabilizers = =
) ) al
Front O Let O Frignt O | ~
Rear D Turret C]
\ /
\
Ammo: (AC/5) 20, (Machine Gun) 100
\, BV: 653 R Rear Armor vi

\ 3> JAN / (14) H'—QSI

(__crounpcomsaT VeriCLERT LocaTion QI )
GROUND COMBAT VEHICLE HIT LOCATION MOTIVE SYSTEM DAMAGE TABLE
ATTACK DIRECTION 2D6 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to al Driving Skill Rolls
3 Frontt Reart Sidet 89 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 al Driving Skill Rolls
7 Front Rear Side 12 Major damage; no movement for the rest of the game
8 Front Rear Side (critical)* Vehicleisimmobile.
9 Left Sidet Right Sidet Reart
10 Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier:
11 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
WIiGE +4
* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the vehicle. For each result of 2 or :n/;'élwgyszneg;?lﬂigrivi n%ds‘ggtgogogiiﬁg?f:%ﬂaéingﬁHgmr/ne;de;f%arcg\?;\(é?g |S:fi||||c§g”
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls a1 modifier that 1s the only fime that particular +1 can be appliod: 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 Tableis +6. If aunit'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 acritical 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 \C;“licurgid-A';ggﬁpm ;gtafé?rgngz ﬁﬁfﬁt&a:mgg\;ge S;‘gnn?ga?nmb:taxﬁéﬂ::;g nt%éiji
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in im?nagb”emga modifier would not apply for the secondsalnit. Howevag-, 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 aDepth 1 or deeper water hex, it sinks and is destroyed.
strike the right side armor. If the vehicle has no turret, aturret hit strikes the armor on the side attacked.
\ /7 '\ /

( GROUND COMBAT VEHICLE CRITICALSTABLE \

LOCATIONHIT

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 Mafunction Stabilizer
7 Weapon Mafunction Weapon Mafunction 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

*|f Combat Vehicle has | CE 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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Front Armor
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HOVER VEHICLE RECORD SHEET

OO0O0OO0OO0OO0OO0OO0

/4 \_
VEHICLE DATA \ CREW DAT 000000
Type LTV-4 Hover Tank (Standard) Crew: 000000
M ovement Paints: Tonnage: 50 . . .
Cruising 2 Tech Base: Inner Sphere Gunnery Skill: Driving Skill: OO0OO0O0
Flanking: 11 RulesLevel: Introductory
Movement Type: Hover Role: Striker Commander Hit Driver Hit
Engine Type: ICE Modifier to all skill rolls Modifier to Driving kil rolls ;_U
[on] Q
Weapons & Equipment Inventory (hexes) \ /S =
Qty Type Loc Dmg Min Sht Med Lng /, \: 2]
1 PPC TU 10[DF] 3 6 12 18 CRITICAL DAMAGE _\ g 3
1 SRM4 U 2MdMCS — 3 6 9 Turret Locked (O engneHit (J < -3)?
Sensor Hits © 2 o
Motive System Hits 3 (7] -
Stabilizers = =
’ 5] o
Front O Let O Frignt O | ~
Rear D Turret C]
\ /
TES N\
Ammo: (SRM 4) 25
Quirks: Easy to Maintain, Narrow/Low Profile, Obsolete
BV: 684 " Rear Armor
\ W / \ / (16) (N

(__crounpcomsaT VeriCLERT LocaTion QI )
GROUND COMBAT VEHICLE HIT LOCATION MOTIVE SYSTEM DAMAGE TABLE
ATTACK DIRECTION 2D6 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to al Driving Skill Rolls
3 Frontt Reart Sidet 89 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 al Driving Skill Rolls
7 Front Rear Side 12 Major damage; no movement for the rest of the game
8 Front Rear Side (critical)* Vehicleisimmobile.
9 Left Sidet Right Sidet Reart
10 Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier:
11 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
WIiGE +4
* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the vehicle. For each result of 2 or :n/;'élwgyszneg;?lﬂigrivi n%ds‘ggtgogogiiﬁg?f:%ﬂaéingﬁHgmr/ne;de;f%arcg\?;\(é?g |S:fi||||c§g”
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls a1 modifier that 1s the only fime that particular +1 can be appliod: 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 Tableis +6. If aunit'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 acritical 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 \C;“licurgid-A';ggﬁpm ;gtafé?rgngz ﬁﬁfﬁt&a:mgg\;ge S;‘gnn?ga?nmb:taxﬁéﬂ::;g nt%éiji
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in im?nagb”emga modifier would not apply for the secondsalnit. Howevag-, 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 aDepth 1 or deeper water hex, it sinks and is destroyed.
strike the right side armor. If the vehicle has no turret, aturret hit strikes the armor on the side attacked.
\ /7 '\ /

( GROUND COMBAT VEHICLE CRITICALSTABLE \

LOCATIONHIT

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 Mafunction Stabilizer
7 Weapon Mafunction Weapon Mafunction 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

*|f Combat Vehicle has | CE 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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WHEELED VEHICLE RECORD SHEET

ARMOR DIAGRAM

Front Armor
(18)

(8T ) Jowuy apis wbry

\_
VEHICLEDATA \ CREW DATA OO0OO0O0O00O0
Type: Skulker Wheeled Scout Tank (Standard) Crew: 000000
Movement Points: Tonnage: 20 Gunnery Skill: Briving Skill: OO0OO0O0O0
Cruising: 7 Tech Base: Inner Sphere ysa — gt
Flanking: 11 RulesLevel: Introductory
Movement Type: Wheeled Role: Scout Commander Hit Driver Hit
Engine Type: ICE Modifier to all skill rolls Modifier to Driving skill rolls
Weapons & Equipment Inventory (hexes) \ /S
Qty Type Loc Dmg Min Sht Med Lng T_/
1 Medium Laser FR  5[DE] — 3 6 9 4 CRITICAL DAMAGE H g
Engine Hit [:] <LE
Sensor Hits HHEE®EE) 3
Motive System Hits 3 7]
Stabilizers =
Front O Let O Frignt O it
R
> O /
N O O
(CNONONONONONONG
[CNONONORONONONONONG
\ BV: 314 D Rear Armor vi
\ 4 /\ / (18) CATALYS

{

ATTACK DIRECTION

FRONT REAR SIDES
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 acritical 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, inTotal 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 acritical hit on the side corresponding to the attack direction.

T The 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).

§ Side 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, aturret hit strikes the armor on the side attacked.

( GROUND COMBAT VEHICLE HIT LOCATION ) (4 MOTIVE SYSTEM DAMAGE TABLE \

\ /7 \ /

2D6 ROLL EFFECT*

2-5 No Effect
6-7 Minor damage; +1 modifier to al 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 modifier to al Driving Skill Rolls
12 Major damage; no movement for the rest of the game

Vehicleisimmobile.

Attack Direction Modifier: Vehicle Type Modifier:

Hit from rear +1 Tracked, Naval +0

Hit from the sides +2 Wheeled +2
Hovercraft, Hydrofoil +3
WIiGE +4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
modifier can only be applied once. For example, if aroll of 6-7 is made for avehicle, 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 Tableis +6. If aunit’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 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 V ehicle during the
Weapon Attack Phase and the frst 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 aDepth 1 or deeper water hex, it sinks and is destroyed.

LOCATIONHIT

*|f Combat Vehicle has | CE 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.

\

( GROUND COMBAT VEHICLE CRITICALSTABLE \

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 Mafunction Stabilizer
7 Weapon Mafunction Weapon Mafunction 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

/

© 2023 The Topps Company, I nc. Classic BattleT ech, BattleT ech, 'M ech and BattleM ech ar e trademar ks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game L abs logo ar e trademar ks of InM ediaRes Production, L L C. Permission to photocopy for personal use.



B-TTLETECH

WHEELED VEHICLE RECORD SHEET

ARMOR DIAGRAM

Front Armor
(16)

\L
4 VEHICLE DATA \ CREW DATA
Type: Packrat LRPV PKR-T5 (SRM?2) Craw:
M ovement Paints: Tonnage: 20 . . .
Cruising: 7 Tech Base: Inner Sphere Gunnery Skill: -+ Driving Skill:
Flanking: 11 RulesLevel: Introductory
Movement Type: Wheeled Role: Scout Commander Hit Driver Hit
Eng| ne Type: Fusion Modifier to all skill rolls Modifier to Driving kil rolls
Weapons & Equipment Inventory (hexes) \ /S
Qty Type Loc Dmg Min Sht Med Lng T_/
1 SRM2 FR 2MI[MCS — 3 6 9 4 CRITICAL DAMAGE N g
1 Famer RR 2[DEHAI] — 1 2 3 Engine Hit [:] :(
Sensor Hits HHEE®EE) 2z
Motive System Hits +3 n
Stabilizers =
Front O Let O Frignt O it
Rear
\ O /
N O O
(O ONONONONONC]
Ammo: (SRM 2) 100 (ONONONONONONONONGC)]
Features Infantry Bay (3 tons)
BV: 263 Rear Armor
\ @
\ L) / \ / (16)

CATAY

game Plabs

(9T ) Jowuy apis wbry

Sl

\

( GROUND COMBAT VEHICLE HIT LOCATION \

ATTACK DIRECTION

FRONT REAR SIDES
Front (critical) Rear (critical) Side (critical)
Frontt Reart Sidet
Frontt Reart Sidet

Right Sidet 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 acritical 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, inTotal 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 acritical hit on the side corresponding to the attack direction.
T The 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).
§ Side 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, aturret hit strikes the armor on the side attacked.

2D6 ROLL EFFECT*
2-5 No Effect
6-7 Minor damage; +1 modifier to al 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 modifier to al Driving Skill Rolls
12 Major damage; no movement for the rest of the game
Vehicleisimmobile.

Attack Direction Modifier: Vehicle Type Modifier:

Hit from rear +1 Tracked, Naval

Hit from the sides +2 Wheeled
Hovercraft, Hydrofoil
WIiGE

over aDepth 1 or deeper water hex, it sinks and is destroyed.

/7 \

( MOTIVE SYSTEM DAMAGE TABLE \

+0
+2
+3
+4

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
modifier can only be applied once. For example, if aroll of 6-7 is made for avehicle, 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 Tableis +6. If aunit’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 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 V ehicle during the
Weapon Attack Phase and the frst 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

/

\

LOCATIONHIT

FRONT SIDE
2-5 No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit
7 Weapon Mafunction Weapon Mafunction
8 Stabilizer Crew Stunned
9 Sensors Stabilizer
10 Commander Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit
12 Crew Killed Fuel Tank*

*|f Combat Vehicle has | CE 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.

REAR TURRET
No Critical Hit No Critical Hit
Weapon Malfunction Stabilizer
Cargo/Infantry Hit Turret Jam
Stabilizer Weapon Malfunction
Weapon Destroyed Turret Locks
Engine Hit Weapon Destroyed
Ammunition** Ammunition**
Fuel Tank* Turret Blown Off

( GROUND COMBAT VEHICLE CRITICALSTABLE \

/
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ARMOR DIAGRAM

Front Armor
(24)

B-TTLETECH

WHEELED VEHICLE RECORD SHEET

/, \_ m O000000O0
VEHICLE D " CREW DATA 000000

Type: Striker Light Tank (Standard) Crew: 000000
M ovement Paints: Tonnage: 35 . . . 0000
Cruising: 5 Tech Base: Inner Sphere Gunnery Skill: - Driving Skill: - _____
Flanking: 8 RulesLevel: Introductory
Movement Type: Wheeled Role: Missile Boat Commander Hit Driver Hit
Engine Type: ICE Modifier to all skill rolls Modifier to Driving kil rolls ;_U
- Q
Weapons & Equipment Inventory (hexes) \ / S =
Qty Type Loc Dmg Min Sht Med Lng /, \: 2]
1 LRM 10 TU UMd[MCS 6 7 14 21 CRITICAL DAMAGE _\ g 3
1 SRMé6 U 2MdMCS — 3 6 9 Turret Locked (O engneHit (J < -3)?
Sensor Hits © 2 P
Motive System Hits n -
Stabilizers = ~
’ 5] o
Front O Let O Frignt O | ~
Rear D Turret C]

\ /

(oresy \

Ammo: (LRM 10) 12, (SRM 6) 30

\, BV: 564 @ JAN ) Rea(rlﬁér)mor Hm

Sl

game Plabs

(__crounpcomsaT VeriCLERT LocaTion QI )
GROUND COMBAT VEHICLE HIT LOCATION MOTIVE SYSTEM DAMAGE TABLE
ATTACK DIRECTION 2D6 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to al Driving Skill Rolls
3 Frontt Reart Sidet 89 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 al Driving Skill Rolls
7 Front Rear Side 12 Major damage; no movement for the rest of the game
8 Front Rear Side (critical)* Vehicleisimmobile.
9 Left Sidet Right Sidet Reart
10 Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier:
11 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
WIiGE +4
* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the vehicle. For each result of 2 or :n/;'élwgyszneg;?lﬂigrivi n%ds‘ggtgogogiiﬁg?f:%ﬂaéingﬁHgmr/ne;de;f%arcg\?;\(é?g |S:fi||||c§g”
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls a1 modifier that 1s the only fime that particular +1 can be appliod: 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 Tableis +6. If aunit'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 acritical 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 \C;“licurgid-A';ggﬁpm ;gtafé?rgngz ﬁﬁfﬁt&a:mgg\;ge S;‘gnn?ga?nmb:taxﬁéﬂ::;g nt%éiji
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in im?nagb”emga modifier would not apply for the secondsalnit. Howevag-, 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 aDepth 1 or deeper water hex, it sinks and is destroyed.
strike the right side armor. If the vehicle has no turret, aturret hit strikes the armor on the side attacked.
\ /7 '\ /

( GROUND COMBAT VEHICLE CRITICALSTABLE \

LOCATIONHIT

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 Mafunction Stabilizer
7 Weapon Mafunction Weapon Mafunction 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

*|f Combat Vehicle has | CE 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

Front Armor
(30)

B-TTLETECH

WHEELED VEHICLE RECORD SHEET

/ \ OO0OO0OO0O0O0O0OO0
VEHICLE DATA N\ CREW DATA OO0O0OO0O00O0

Stabilizers

Front O veft O Rright O
Rear D

Type: Hetzer Wheeled Assault Gun (Standard) Crew: 000000
Movement Points: Tonnage: 40 Gunnery Skill: Driving Skill: CeL00
Cruising: 4 Tech Base: Inner Sphere y E— 9 — 000 0000
Flanking: 6 RulesLevel: Introductory
Movement Type: Wheeled Role: Ambusher Commander Hit Driver Hit
Engine Type: ICE Modifier to all skill rolls Modifier to Driving skill rolls ;_U_
- «Q
Weapons & Equipment Inventory (hexes) \ / & =
Qty Type Loc Dmg Min snt Med Lng | 7 - o
1 AC/20 FR 20[DB.S — 3 6 9 CRITICAL DAMAGE H g &
Engine Hit [:] <L( :_?
Sensor Hits 0EEO | 8 3
Motive System Hits 3 7] -
g B

Ammo: (AC/20) 20

\ BV: 574 . @ JAN ) Hm

Sl

game Plabs

(__crounpcomsaT VeriCLERT LocaTion QI )
GROUND COMBAT VEHICLE HIT LOCATION MOTIVE SYSTEM DAMAGE TABLE
ATTACK DIRECTION 2D6 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to al Driving Skill Rolls
3 Frontt Reart Sidet 89 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 al Driving Skill Rolls
7 Front Rear Side 12 Major damage; no movement for the rest of the game
8 Front Rear Side (critical)* Vehicleisimmobile.
9 Left Sidet Right Sidet Reart
10 Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier:
11 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
WIiGE +4
* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the vehicle. For each result of 2 or :n/;'élwgyszneg;?lﬂigrivi n%ds‘ggtgogogiiﬁg?f:%ﬂaéingﬁHgmr/ne;de;f%arcg\?;\(é?g |S:fi||||c§g”
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls a1 modifier that 1s the only fime that particular +1 can be appliod: 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 Tableis +6. If aunit'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 acritical 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 \C;“licurgid-A';ggﬁpm ;gtafé?rgngz ﬁﬁfﬁt&a:mgg\;ge S;‘gnn?ga?nmb:taxﬁéﬂ::;g nt%éiji
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in im?nagb”emga modifier would not apply for the secondsalnit. Howevag-, 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 aDepth 1 or deeper water hex, it sinks and is destroyed.
strike the right side armor. If the vehicle has no turret, aturret hit strikes the armor on the side attacked.
\ /7 '\ /

( GROUND COMBAT VEHICLE CRITICALSTABLE \

LOCATIONHIT

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 Mafunction Stabilizer
7 Weapon Mafunction Weapon Mafunction 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

*|f Combat Vehicle has | CE 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

Front Armor
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HOVER VEHICLE RECORD SHEET

\L OO0OO0OO0OO0O0
4 VEHICLE DATA \ CREW D 00000
Type Heavy Hover APC (Standard) Crew: 00000
M ovement Points: Tonnage: 20 Gunnery Skill: Driving Skill:
Cruising: 8 Tech Base: Inner Sphere ysa — gt
Flanking: 12 RulesLevel: Introductory
Movement Type: Hover Role: Scout Commander Hit Driver Hit
Engine Type: ICE Modifier to all skill rolls Modifier to Driving kil rolls ;_U
~ Q
Weapons & Equipment Inventory (hexes) \ / 9 =
Qty Type Loc Dmg Min Sht Med Lng T_/ (2]
2 Machine Gun FR 2[DBAI] — 1 2 3 4 CRITICAL DAMAGE _\ g &
Engine Hit [:] <L( :_?
Sensor Hits @ g g
Motive System Hits N -
Stabilizers = 5
Front O Let O Frignt O it ~
Rear
\ O /
N O O
_ OO0OO0OO0OO0OO0OO0OO0OO0OO0o
Ammo: (Machine Gun) 100
Features Infantry Bay (6 tons)
BV: 188 ", Rear Armor
\ o M
\ W / \ / (10) CATALYST

/4 \ /4 \
GRO COMBAT VEHICLE HIT LOCATION MOTIVE SYSTEM DAMAGE TABLE
ATTACK DIRECTION 2D6 ROLL EFFECT*
FRONT REAR SIDES 2-5 No Effect
2% Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to al Driving Skill Rolls
3 Frontt Reart Sidet 89 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 al Driving Skill Rolls
7 Front Rear Side 12 Major damage; no movement for the rest of the game
8 Front Rear Side (critical)* Vehicleisimmobile.
9 Left Sidet Right Sidet Reart
10 Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier:
11 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
WIiGE +4
* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the vehicle. For each result of 2 or :n/;'élwgyszneg;?lﬂigrivi n%ds‘ggtgogogiiﬁg?f:%ﬂaéingﬁHgmr/ne;de;f%arcg\?;\(é?g |S:fi||||c§g”
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls a1 modifier that 1s the only fime that particular +1 can be appliod: 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 Tableis +6. If aunit'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 acritical 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 \C;“licurgid-A';ggﬁpm ;gtafé?rgngz ﬁﬁfﬁt&a:mgg\;ge S;‘gnn?ga?nmb:taxﬁéﬂ::;g nt%éiji
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in im?nagb”emga modifier would not apply for the secondsalnit. Howevag-, 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 aDepth 1 or deeper water hex, it sinks and is destroyed.
strike the right side armor. If the vehicle has no turret, aturret hit strikes the armor on the side attacked.
\ /7 '\ /
/4
GRO COMBAT VEHICLE CRITIC
LOCATIONHIT
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 Mafunction Stabilizer
7 Weapon Mafunction Weapon Mafunction 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
*|f Combat Vehicle has | CE 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.

\ /

© 2023 The Topps Company, I nc. Classic BattleT ech, BattleT ech, 'M ech and BattleM ech ar e trademar ks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game L abs logo ar e trademar ks of InM ediaRes Production, L L C. Permission to photocopy for personal use.




B-TTLETECH

WHEELED VEHICLE RECORD SHEET

/4 \_
VEHICLE DATA \ CREW DATA
Type: Heavy Wheeled APC (Standard) Crew:
M ovement Paints: Tonnage: 20 . . .
Cruising: 6 Tech Base: Inner Sphere Gunnery Skill: -+ Driving Skill:
Flanking: 9 RulesLevel: Introductory
Movement Type: Wheeled Role: Scout Commander Hit Driver Hit
Engine Type: ICE Modifier to all skill rolls Modifier to Driving kil rolls
Weapons & Equipment I nventory (hexes) N\ /
Qty Type Loc Dmg Min Sht Med Lng /,
2 Machine Gun FR 2[DBAI] — 1 2 3 CRITICAL DAMAGE _\
Engine Hit [:]
Sensor Hits ©
Motive System Hits 3
Stabilizers
Front O veft O Rright O
Rear D
\ /
N\
Ammo: (Machine Gun) 100
Features Infantry Bay (6 tons)
BV: 189 .
\ e
\ + / \ /

ARMOR DIAGRAM

Front Armor
(20)

OO0O0O0O0O0
OO0O0OO0OO0
OO0O0OO0OO0

(1) Jowuy apis wbry

Left Side Armor (13)

O O

OO0 O0OO0OO0OO0OO0O0OO0OOo

Rear Armor
ST (11715

ATTACK DIRECTION

FRONT REAR SIDES
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

Turret (critical) Turret (critical) Turret (critical)

* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical 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, inTotal 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 acritical hit on the side corresponding to the attack direction.

T The 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).

§ Side 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, aturret hit strikes the armor on the side attacked.

\

( GROUND COMBAT VEHICLE HIT LOCATION \

/

2D6 ROLL
2-5
6-7
89

10-11

12

Hit from rear
Hit from the sides

\

( MOTIVE SYSTEM DAMAGE TABLE \

Attack Direction Modifier:

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
modifier can only be applied once. For example, if aroll of 6-7 is made for avehicle, 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 Tableis +6. If aunit’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 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 V ehicle during the
Weapon Attack Phase and the frst 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 aDepth 1 or deeper water hex, it sinks and is destroyed.

EFFECT*

No Effect

Minor damage; +1 modifier to al 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 modifier to al Driving Skill Rolls

Major damage; no movement for the rest of the game
Vehicleisimmobile.

Vehicle Type Modifier:

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

/

FRONT SIDE
2-5 No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit
7 Weapon Mafunction Weapon Mafunction
8 Stabilizer Crew Stunned
9 Sensors Stabilizer
10 Commander Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit
12 Crew Killed Fuel Tank*

*|f Combat Vehicle has | CE 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.

\

( GROUND COMBAT VEHICLE CRITICALSTABLE \

LOCATIONHIT

REAR TURRET
No Critical Hit No Critical Hit
Weapon Malfunction Stabilizer
Cargo/Infantry Hit Turret Jam
Stabilizer Weapon Malfunction
Weapon Destroyed Turret Locks
Engine Hit Weapon Destroyed
Ammunition** Ammunition**
Fuel Tank* Turret Blown Off

/
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B-TTLETECH

TRACKED VEHICLE RECORD SHEET

/4 \L
VEHICLE DATA
Type Heavy Tracked APC (Standard)

M ovement Paints: Tonnage: 20

Cruising: 5 Tech Base: Inner Sphere

Flanking: 8 RulesLevel: Introductory
Movement Type: Tracked Role: Scout
Engine Type: ICE

Weapons & Equipment Inventory (hexes)

Qty Type Loc Dmg Min Sht Med Lng
2 Machine Gun FR  2[DBAI] — 1 2 3
Ammo: (Machine Gun) 100
Features Infantry Bay (6 tons)

\ BV: 206 3»
\ +

ARMOR DIAGRAM

Front Armor
(20)

OO0O0O0O0O0

CREW DAT 00000
Crew: OO0OO0OO0O0
Gunnery Skill: Driving Skill: O OO0O0
O O
Commander Hit Driver Hit (CC) (CRC)
Modifier to all skill rolls Modifier to Driving skill rolls - O O O
\ / Siloo 00
= O @]
4 CRITICAL DAMAGE \ﬁ g o (@) (@) o
EngineHit () < ol o o\ o
Sensor Hits HHEE®EE) 2z o o
Motive System Hits +3 n
Stabilizers =
Font () Left O rigt O et oo O O
Rear D
\, /
N O O
OO O0OO0O0OO0OO0OO0OO0OO0o
Rear Armor
\ / (10) CAT

(1) Jowuy apis wbry

AYST

ATTACK DIRECTION

FRONT REAR

2% Front (critical) Rear (critical)

3 Frontt Reart

4 Frontt Reart

5 Right Sidet Left Sidet

6 Front Rear

7 Front Rear

8 Front Rear

9 Left Sidet Right Sidet
10 Turret Turret

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

Total Warfare for more information).

\

( GROUND COMBAT VEHICLE HIT LOCATION \

* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical 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, inTotal 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 acritical hit on the side corresponding to the attack direction.

T The 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

§ Side 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, aturret hit strikes the armor on the side attacked.

SIDES
Side (critical)
Sidet
Sidet
Frontt
Side
Side
Side (critical)*
Reart
Turret
Turret
Turret (critical)

/

( MOTIVE SYSTEM DAMAGE TABLE \

2D6 ROLL EFFECT*

2-5 No Effect

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

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

Vehicleisimmobile.

Attack Direction Modifier: Vehicle Type Modifier:

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

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
modifier can only be applied once. For example, if aroll of 6-7 is made for avehicle, inflicting
a+1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Tableis +6. If aunit’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 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 V ehicle during the
Weapon Attack Phase and the frst 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 vehicleis rendered immobile whil
over aDepth 1 or deeper water hex, it sinks and is destroyed.

\

7

e

/

FRONT

2-5 No Critical Hit

6 Driver Hit

7 Weapon Mafunction
8 Stabilizer

9 Sensors

10 Commander Hit
11 Weapon Destroyed
12 Crew Killed

\

LOCATIONHIT

( GROUND COMBAT VEHICLE CRITICALSTABLE \

SIDE REAR TURRET
No Critical Hit No Critical Hit No Critical Hit
Cargo/Infantry Hit Weapon Mafunction Stabilizer
Weapon Mafunction Cargo/Infantry Hit Turret Jam
Crew Stunned Stabilizer Weapon Malfunction
Stabilizer Weapon Destroyed Turret Locks
Weapon Destroyed Engine Hit Weapon Destroyed
Engine Hit Ammunition** Ammunition**
Fuel Tank* Fuel Tank* Turret Blown Off

*|f Combat Vehicle has | CE 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

Front Armor
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Type: Karnov UR Transport (Standard) Crew: o o
M ovement Paints: Tonnage: 30 . . .
Cruising: 11 Tech Base: Inner Sphere Gunnery Sdll: - Driving Sill: o O o Er(;t%rr
Flanking: 17 RulesLevel: Introductory O ool © (2)
Movement Type: VTOL Co-Pilot Hit Pilot Hit
EngineType: ICE Modifier to all skill rolls Modifier to Driving kil rolls | @) | O [®) O | @) |
Weapons & Equipment I nventory (hexes) N\ /
Qty Type Loc Dmg Min Sht Med Lng olololo
4 CRITICAL DAMAGE JuummaN _ olololo
n X
Flight Stabilizer* EngineHit () — (o) [@) g
Sensor Hits © g 47)
Stabilizers b o 3
Front D Left D Right D 3 Z
o ) 00 3
ear D — o
\MoveatCrulsngspeedun\y / E :\
ol
/ \ (e]e) ~
NOTES \ 00
O
(@]
Features Infantry Bay (6 tons)
Quirks: VTOL Rotor Arrangement u
BV: 125 , Rear Armor
¥ (6) 4
\ / \ / CATALYST

( VTOL COMBAT VEHICLE HIT LOCATION ) (4 VTOL ELEVATION TRACK \

ATTACK DIRECTION

FRONT REAR SIDES
2 Front (critical) Rear (critical) Side (critical) Turn 112(3|4|5|6|7|8|9]|10{11(12|13|14(15
3 Rotorst Rotorst Rotorst
4 Turrett Turrett Turretf Elevation
5 Right Sidet Left Sidet Frontt
6 Front Rear Side
7 Front Rear Side
8 Front Rear Side (critical)*
9 Left Side Right Side Rear Turn 16(17)|18(19(20|21(22|23|24(25|26|27(28|29]|30
10 Rotorst Rotorst Rotorst .
11 Rotorst Rotorst Rotorst Elevation
12> Rotors (critical)* Rotors (critical)* T Rotors (critical)*

\ /

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical 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 ATTACKSAGAINST VTOLSTABLE \

TYPESOF PHYSICAL ATTACKSALLOWED

VTOL. Each hit reduces the VTOL’s Cruising MP by 1, meaning that the controlling player must also recalculate Flank MP; DIFFERENCE IN LEVELS

multiply the new Cruising MP by 1.5 and round up. Aswith all damage, such movement penalties do not apply until the end “Lor [I)ower Al ex,::‘or;emnch

of the phase in which the damage occurred. 12 All ex:e;pjt Kick

F A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the VTOL. For each such attack, apply 3 Club and Physical Wi s Onl

damage normally to the armor in that section. The attacking player then immediately rolls once on the VTOL Combat Vehicle Y Y
- . 4+ None

Critical Hits Table, below.

( VTOL COMBAT VEHICLE CRITICAL HITSTABLE \

LOCATIONHIT

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 Wesapon Malfunction Cargo/Infantry Hit Rotor Damage Stabilizer
7 Weapon Mafunction Cargo/Infantry Hit Wesapon 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 Wesapon 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

Front Armor
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VTOL RECORD SHEET
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VEHICLE DATA AL CREW DATA 00O
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Cruising: 12 Tech Base: Inner Sphere Gunnery Sdll: - Driving Sill: o O o Er(;t%rr
Flanking: 18 RulesLevel: Introductory O ool © (2)
Movement Type: VTOL Role: Scout Co-Pilot Hit Pilot Hit
EngineType: ICE Modifier to all skill rolls Modifier to Driving kil rolls | @) | O O_\O | @) |
Weapons & Equipment I nventory (hexes) N\ /
Qty Type Loc Dmg Min Sht Med Lng /, olololo
2 Machine Gun FR 2[DBAI] — 1 2 3 CRITICAL DAMAGE _\ _ olololo
n X
Flight Stabilizer* EngineHit () — (o) [@) g
Sensor Hits © g 47)
Stabilizers b o 3
Front D Left D Right D 3 Z
o ) 0o 3
ear O P o
\MoveatCrulsngspeedun\y / E :\
ol
~
{NOTES )u \ 8
O
Ammo: (Machine Gun) 100 ©
Features Infantry Bay (3.5 tons) u
BV: 155 Rear Armor
\ @ ]
L) / \ / (4) CATAYST

game Plabs

( VTOL COMBAT VEHICLE HIT LOCATION ) (4 VTOL ELEVATION TRACK \

ATTACK DIRECTION

FRONT REAR SIDES
2 Front (critical) Rear (critical) Side (critical) Turn 112(3|4|5|6|7|8|9]|10{11(12|13|14(15
3 Rotorst Rotorst Rotorst
4 Turrett Turrett Turretf Elevation
5 Right Sidet Left Sidet Frontt
6 Front Rear Side
7 Front Rear Side
8 Front Rear Side (critical)*
9 Left Side Right Side Rear Turn 16(17)|18(19(20|21(22|23|24(25|26|27(28|29]|30
10 Rotorst Rotorst Rotorst .
11 Rotorst Rotorst Rotorst Elevation
12> Rotors (critical)* Rotors (critical)* T Rotors (critical)*

\ /

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical 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 PH YSl CA L ATTACK S AGA' NST VTOL S TAB |_ E

Critical Hits Table, below.

VTOL. Each hit reduces the VTOL’s Cruising MP by 1, meaning that the controlling player must also recalculate Flank MP; ol FFER_E]_’\:)(,:IEO\I,\’,\;LEVELS TYPESORPRYS CAl\Il_oﬁeTTACKSALLOWED
multiply the new Cruising MP by 1.5 and round up. As with al 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 e)(:g)t Kick

F A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the VTOL. For each such attack, apply 3 Club and Physical Weapons Only

damage normally to the armor in that section. The attacking player then immediately rolls once on the VTOL Combat Vehicle
Critical Hits Table, below.

\ / \ /

( VTOL COMBAT VEHICLE CRITICAL HITSTABLE \

LOCATIONHIT

4+ None

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 Wesapon Malfunction Cargo/Infantry Hit Rotor Damage Stabilizer
7 Weapon Mafunction Cargo/Infantry Hit Wesapon 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 Wesapon 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
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4 VEHICLE DATA \ CREW DATA o O
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Movement Type: VTOL Role: Striker Co-Pilot Hit Pilot Hit
Eng| ne Type: Fusion Modifier to all skill rolls Modifier to Driving kil rolls | @) | O [®) O | |
Weapons & Equipment I nventory (hexes) N\ /
Qty Type Loc Dmg Min Sht Med Lng /, el le)
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— ~N X
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game Plabs

( VTOL COMBAT VEHICLE HIT LOCATION ) (4 VTOL ELEVATION TRACK \

ATTACK DIRECTION

FRONT REAR SIDES
2 Front (critical) Rear (critical) Side (critical) Turn 112(3|4|5|6|7|8|9]|10{11(12|13|14(15
3 Rotorst Rotorst Rotorst
4 Turrett Turrett Turretf Elevation
5 Right Sidet Left Sidet Frontt
6 Front Rear Side
7 Front Rear Side
8 Front Rear Side (critical)*
9 Left Side Right Side Rear Turn 16(17)|18(19(20|21(22|23|24(25|26|27(28|29]|30
10 Rotorst Rotorst Rotorst .
11 Rotorst Rotorst Rotorst Elevation
12> Rotors (critical)* Rotors (critical)* T Rotors (critical)*

\ /

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical 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 PH YSl CA L ATTACK S AGA' NST VTOL S TAB |_ E

Critical Hits Table, below.

VTOL. Each hit reduces the VTOL’s Cruising MP by 1, meaning that the controlling player must also recalculate Flank MP; ol FFER_E]_’\:)(,:IEO\I,\’,\;LEVELS TYPESORPRYS CAl\Il_oﬁeTTACKSALLOWED
multiply the new Cruising MP by 1.5 and round up. Aswith 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

F A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the VTOL. For each such attack, apply 3 Club and Physical Weapons Only
damage normally to the armor in that section. The attacking player then immediately rolls once on the VTOL Combat Vehicle 4+ None

Critical Hits Table, below.

\ / \ /

( VTOL COMBAT VEHICLE CRITICAL HITSTABLE \

LOCATIONHIT

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 Wesapon Malfunction Cargo/Infantry Hit Rotor Damage Stabilizer
7 Weapon Mafunction Cargo/Infantry Hit Wesapon 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 Wesapon 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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Flanking: 14 RulesLevel: Introductory O ool © (2)
Movement Type: VTOL Role: Scout Co-Pilot Hit Pilot Hit
EngineType: ICE Modifier to all skill rolls Modifier to Driving skill rolls | @) | O O_\O | @) |
Weapons & Equipment I nventory (hexes) N\ /
Qty Type Loc Dmg Min Sht Med Lng olololo
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n X
1 oAck R 2[pBY 408 16 = Flight Stabilizer* EngineHit () — (o) [@) g
Sensor Hits © g o
Stabilizers b o 3
Front D Left D Right D 3 Z
m 0 OO 3
ear O P o
\MoveatCrulsngspeedun\y / E :\
ol
/ \ (e]e) ~
NOTES \ 00
O
©)
Ammo: (AC/2) 45, (SRM 4) 25
Quirks: VTOL Rotor Arrangement u
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game Plabs

( VTOL COMBAT VEHICLE HIT LOCATION ) (4 VTOL ELEVATION TRACK \

ATTACK DIRECTION

FRONT REAR SIDES
2 Front (critical) Rear (critical) Side (critical) Turn 112(3|4|5|6|7|8|9]|10{11(12|13|14(15
3 Rotorst Rotorst Rotorst
4 Turrett Turrett Turretf Elevation
5 Right Sidet Left Sidet Frontt
6 Front Rear Side
7 Front Rear Side
8 Front Rear Side (critical)*
9 Left Side Right Side Rear Turn 16(17)|18(19(20|21(22|23|24(25|26|27(28|29]|30
10 Rotorst Rotorst Rotorst .
11 Rotorst Rotorst Rotorst Elevation
12> Rotors (critical)* Rotors (critical)* T Rotors (critical)*

\ /

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical 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 PH YSl CA L ATTACK S AGA' NST VTOL S TAB |_ E

Critical Hits Table, below.

VTOL. Each hit reduces the VTOL’s Cruising MP by 1, meaning that the controlling player must also recalculate Flank MP; ol FFER_E]_’\:)(,:IEO\I,\’,\;LEVELS TYPESORPRYS CAl\Il_oﬁeTTACKSALLOWED
multiply the new Cruising MP by 1.5 and round up. As with al 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 e)(:g)t Kick

F A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the VTOL. For each such attack, apply 3 Club and Physical Weapons Only

damage normally to the armor in that section. The attacking player then immediately rolls once on the VTOL Combat Vehicle
Critical Hits Table, below.

\ / \ /

( VTOL COMBAT VEHICLE CRITICAL HITSTABLE \

LOCATIONHIT

4+ None

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 Wesapon Malfunction Cargo/Infantry Hit Rotor Damage Stabilizer
7 Weapon Mafunction Cargo/Infantry Hit Wesapon 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 Wesapon 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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game Plabs

( VTOL COMBAT VEHICLE HIT LOCATION ) (4 VTOL ELEVATION TRACK \

ATTACK DIRECTION

FRONT REAR SIDES
2 Front (critical) Rear (critical) Side (critical) Turn 112(3|4|5|6|7|8|9]|10{11(12|13|14(15
3 Rotorst Rotorst Rotorst
4 Turrett Turrett Turretf Elevation
5 Right Sidet Left Sidet Frontt
6 Front Rear Side
7 Front Rear Side
8 Front Rear Side (critical)*
9 Left Side Right Side Rear Turn 16(17)|18(19(20|21(22|23|24(25|26|27(28|29]|30
10 Rotorst Rotorst Rotorst .
11 Rotorst Rotorst Rotorst Elevation
12> Rotors (critical)* Rotors (critical)* T Rotors (critical)*

\ /

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical 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 PH YSl CA L ATTACK S AGA' NST VTOL S TAB |_ E

Critical Hits Table, below.

VTOL. Each hit reduces the VTOL’s Cruising MP by 1, meaning that the controlling player must also recalculate Flank MP; ol FFER_E]_’\:)(,:IEO\I,\’,\;LEVELS TYPESORPRYS CAl\Il_oﬁeTTACKSALLOWED
multiply the new Cruising MP by 1.5 and round up. As with al 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 e)(:g)t Kick

F A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict acritical hit on the VTOL. For each such attack, apply 3 Club and Physical Weapons Only

damage normally to the armor in that section. The attacking player then immediately rolls once on the VTOL Combat Vehicle
Critical Hits Table, below.

\ / \ /

( VTOL COMBAT VEHICLE CRITICAL HITSTABLE \

LOCATIONHIT

4+ None

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 Wesapon Malfunction Cargo/Infantry Hit Rotor Damage Stabilizer
7 Weapon Mafunction Cargo/Infantry Hit Wesapon 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 Wesapon 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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B-TTLETECH

CONVENTIONAL FIGHTER RECORD SHEET

( FIGHTER DATA .

Type: Light Strike Fighter Angel
Thrust: Tonnage:
SafeT hrust: 10 Tech Base:
Maximum Thrust: 15
Role:

10

Inner Sphere

RulesLevel: Standard
Interceptor

Weapons & Equipment Inventory
Standard Scale
Qty Type Loc

(1-6) (7-12) (13-20)(21-25)
SRV MRV LRV ERV

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
1(2)

EXTERNAL STORESBOMBS

an

Key:

HE - High Explosive
LG - Laser Guided

C - Cluster

RL - Rocket Launcher

1 SRM4[M,CS NOS 4 - — —
Structural
Integrity:
10
O O0OO0OO0O
O O0OO0OO0O
Left Wing Right Wing
Damage Threshold Damage Threshold
(Total Armor) (Total Armor)
1(2) 1(2)
Ammo: (SRM 4) 25
Fuel Points: 160
BV: 129 >
N O
NOTES
Aft Damage
Threshold v
\ (Total Armor) CH-[HNS.[
\ 1 ( 2) game Plabs
/4 \¥ /4 /4 \
CRITICAL DAMAGE PILOT DATA GROUND MAP STRAIGHT MOVEMENT
Name: MINIMUM STRAIGHT MOVEMENT
. 2[5 ) 212 ! (IN HEXES)
o L NI ok
Fes E] Landing Gear misTaken [ 1 | 2 [ 3| 4[5 6 : l’; 184
Sen +1||+2|| +5 Life Su +2 Consciousness# | 3 5 7 | 10 | 11 |Dead 3 16 20
sors te Support . Modifier | +1 | +2 | +3 [ +4 | +5 4 20 26
\_ 5 24 2
6 28 38
/ \\ \ / 7 2 a4
8 36 50
VELOCITY RECORD \ 8 % %
10 a4 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 14 3
Effective Velocity 5-8 2
Altitude 9-12 1
13+ 0
\ / '\ /
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B-TTLETECH

CONVENTIONAL FIGHTER RECORD SHEET

( FIGHTER DATA .

Type: Medium Strike Fighter Defender

Thrust: Tonnage: 25
SafeThrust: 6 Tech Base: Inner Sphere
Maximum Thrust: 9 RulesLevel: Standard

Role: Fire Support

Weapons & Equipment Inventory
Standard Scale
Qty Type Loc

(1-6) (7-12) (13-20)(21-25)
SRV MRV LRV ERV

1 SRM2[M,CS] NOS 2 - - —
1 LRM5[M,CS LWG 3 3 3 —
1 LRM5[M,CS RWG 3 3 3 —
Ammo: (LRM 5) 24, (SRM 2) 50
Fuel Points: 480
BV: 226 -
N &>

(oresn

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
1(7)

Structural

Integrity:
6

Left Wing
Damage Threshold
(Total Armor)
1(6)

OO0 OO0OO0Oo

EXTERNAL STORESBOMBS

DO000

HE - High Explosive
LG - Laser Guided

C - Cluster

RL - Rocket Launcher

Right Wing
Damage Threshold
(Total Armor)
1(6)

Aft Damage
Threshold v
\ (Total Armor) CH-[HNS.[
\ 1 ( 5) game D labs
/4 \¥ /4 /4 \
CRITICAL DAMAGE PILOT DATA GROUND MAP STRAIGHT MOVEMENT
Name: MINIMUM STRAIGHT MOVEMENT
Avionics +11*2J|*5] Engine = | ) (NHEXES
9 [E] Gunnery Skill: Piloting Skill: . SMAI(gLSl(J:RAOFT AND FLXEDS
FIGHTER  WIN PPORT VEHICLE
+2||+a i +5
Fes E] Landing Gear . misTaken [ 1 [ 2| 3| 4| 5] 6 ; l’; 184
Sensors Life Support 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 \ 8 % ©
10 a4 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 TURNSBEFORE RETURN
Velocity 14 3
Effective Velocity 5-8 2
Altitude 9-12 1
13+ 0
\ / '\ /
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B-TTLETECH

CONVENTIONAL FIGHTER RECORD SHEET

( FIGHTER DATA .

Type: Heavy Strike Fighter Meteor

Thrust: Tonnage:
SafeThrust: 5 Tech Base:
Maximum Thrust: 8 RulesLevel:

Role:

45

Inner Sphere

Standard

Attack Fighter

Weapons & Equipment Inventory
Standard Scale

(1-6) (7-12) (13-20)(21-25)

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
2(12)

EXTERNAL STORESBOMBS

(L))
aees

HE - High Explosive
LG - Laser Guided

C - Cluster

RL - Rocket Launcher

Qty Type Loc SRV MRV LRV ERV
1 AC/10[DB,S NOS 10 10 — —
1 SRM4[M,CS LWG - - _—
1 SRM4[M,CS RWG 4 - — —
Structural
Integrity:
5
O O O O O
Left Wing Right Wing
Damage Threshold Damage Threshold
(Total Armor) (Total Armor)
1(10) 1(10)
Ammo: (AC/10) 10, (SRM 4) 50
Fuel Points: 480
BV: 398 >
N O
NOTES
Aft Damage
Threshold v
\ (Total Armor) CH-[HNS.[
\ 1 ( 8) game Plabs
/4 \¥ /4 /4 \
CRITICAL DAMAGE PILOT DATA GROUND MAP STRAIGHT MOVEMENT
Name: MINIMUM STRAIGHT MOVEMENT
. 215 ) 212 ! (IN HEXES)
o e o || S NI ok
Fes E] Landing Gear mitsTaken | 1 [ 2 [ 3] 4| 5| 6 ; l’; 184
Sen +1||+2|| +5 Life Su t +2 Consciousness# | 3 5 7 | 10 | 11 |Dead 3 16 20
sors e Hpper . Modifier | +1 | +2 | +3 [ +4 | +5 4 20 26
\_ 5 24 2
6 28 38
/ \\ \ / 7 2 a4
VELOCITY RECORD \ 8 % %
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 14 3
Effective Velocity 5-8 2
Altitude 9-12 1
13+ 0
\ / '\ /

© 2023 The Topps Company, | nc. Classic BattleT ech, BattleT ech, ‘M ech and BattleM ech ar e trademar ks of The Topps Company, Inc. All rights reserved.
Catalyst Game L abs and the Catalyst Game Labslogo ar e trademar ks of InM ediaRes Production, L L C. Per mission to photocopy for personal use.



B-TTLETECH

AEROSPACE FIGHTER RECORD SHEET

( FIGHTER DATA o

Type: Sabre SB-27

ARMOR DIAGRAM

EXTERNAL STORESBOMBS

DO000

HE - High Explosive
LG - Laser Guided

C - Cluster

RL - Rocket Launcher

Nose Damage
Thrust: Tonnage: 25
SafeThrust: 11 Tech Base: Inner Sphere Threshold (Total Armor)
Maximum Thrust: 17 RulesLevel: Standard 2(19)
Role: Interceptor
Weapons & Equipment Inventory
Standard Scale (1-6) (7-12) (13-20)(21-25) o/ O ) o 1\0
Qty Type Loc Ht SRV MRV LRV ERV | 0o/ OO
1 Medium Laser [DE] NOS 3 5 — — — olo \o o o\l o
1 Medium Laser [DE] LWG 3 5 — — — @) 0] o
1 Medium Laser [DE] RWG 3 5 — — —
Structural
Integrity:
11
Damage Threshold Damage Threshold
(Total Armor) (Total Armor)
2(15) 2(15)
Fuel Points: 400 oye © o0 o 0.0
o O O
O O O0OO0O0 O 0.0 0O
BV: 574 D 0O 0 O
;\ X/ / O.O0O00O0OOO0O0 o O OO0 000000 Heat
eal
O O Scale
NOTES \
30*
29
Advanced F /= =
M 0\\;$Cent F B Aft Damage 27%
Threshold V 26*
\ Compass C (Total Armor) CH-[HNS.[ pran
\ / D 2 ( 15) game Plabs a4
/4 \3 /4 / \L 23*
CRITICAL DAMAGE PILOT DATA HEAT DATA _ N\ [
Heat Sinks:
i +1||+2|| +5 . > a Name: Heat 10 21%
Avionies Engine ] Gunnery kill: Piloting SKill: Level® Effects 20
' T ] 30  Shutdown O 19
+2||+a +5
Fes (2] Lonangcer = HisTaken [ 1 [ 2 [ 3] 4[5 ] 6 28 Ammo Exp avoid on 8+ O 5
Sensors Life Support Consciousness# | 3 5 7 | 10 | 11 |Dead 27 Pilot damage, avoid on 9+ O 17*
\ Modifier | +1 | +2 | +3 | +4 | +5 26  Shutdown, avoid on 10+ O 16
\ / § Y 25 Randpm Movement, 8 15+
/; \ N avoid on 10+ 14*
VELOCITY RECORD N\ 24 +4Modifier to Fire O 1o
23 Ammo Exp avoid on 6+ 8 12
Turn# 1 2 3 4 5 6 7 8 9 10 22 Shutdown, avoid on 8+ 0O 1
Thrust 21 Pilot damage, avoid on 6+ 10%
Vdoci}y : 20 Random Movement, avoid on 8+ 9
Eff_ectlve Velocity 19 Ammo Exp avoid on 4+
Altitude 8
18 Shutdown, avoid on 6+ 7
17 +3 Modifier to Fire 6
Turn# 1 2 13 14 15 16 17 18 19 20 15 Random Movement, avoid on 7+ =
Thrust 14  Shutdown, avoid on 4+ 7
Vdoci}v : 13 +2 Modifier to Fire 3
Effective Velocity 10 Random Movement, avoid on 6+
Altitude . ) 2
8 +1Modifier to Fire A
\ VAN 5 Random Movement, avoid on 5+ / 7
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B-TTLETECH

AEROSPACE FIGHTER RECORD SHEET

( FIGHTER DATA o

Type: Lightning LTN-G15
Thrust:
SafeThrust: 6
Maximum Thrust: 9

Role:

Tonnage: 50
Tech Base:
RulesLevel: Standard

Inner Sphere

Dogfighter

Weapons & Equipment Inventory
Standard Scale

(1-6) (7-12) (13-20)(21-25)

EXTERNAL STORESBOMBS

)
aeess

HE - High Explosive
LG - Laser Guided

C - Cluster

RL - Rocket Launcher

ARMOR DIAGRAM

Nose Damage
Threshold (Total Armor)
7(65)

OO0 0/ Oro-0j0 O O 0|0

Qty Type Loc Ht SRV MRV LRV ERV 0 0P O[PIO|TT IO QIO G O O
! enmiselon  Nos 3 5 - - - 00 poploloToiojgio g oo
1 AC/20[DB,S] NOS 7 20 —- — —
1 Medium Laser [DE] LWG 3 S — 000000000 O0
1 Medium Laser [DE] RWG 3 S —
1 Medium Laser [DE] AFT 3 - = -
Structural
Integrity:
6
L eft Wing 0 O0OOO0 O Right Wing
Damage Threshold Damage Threshold
(Total Armor) (Total Armor)
4(35) 4(35)
Ammo: (AC/20) 10 000 8 g 8 8 000
Fuel Points: 400
OO0 000 J 0000
0000000 0000 0000000
\Mf 4;3;7 00000000000 O 00 Q 00000000000
———A 0000000000 coog 0000000000 [ o=
NOTES © 00
oo0o TWJ
O O O
30*
29
A 28°
Advanced F B Aft Damage 25
Movement Threshold vior |
\ Compass C (Total Armor) C qs.[ 5
\ D 4 ( 33 ) game Plabs a4
/4 \3 /4 / \L 23*
CRITICAL DAMAGE PILOT DATA Jummn N HEAT DATA \
Heat Heat Sinks: ;2*
o ) Name: 13 1
e BEE | Z
) ) ] 30 Shutdown (o]e) 19*
Fes (2] Lonangcer HisTaken [ 1 [ 2 [ 3] 4[5 ] 6 28 Ammo Exp avoid on 8+ 00 18
Sensors Life Support Consciousness# | 3 5 7 | 10 | 11 |Dead 27 Pilot damage, avoid on 9+ O O 17*
\ Modifier | +1 | +2 | +3 | +4 | +5 26  Shutdown, avoid on 10+ O 16
\ \ / 25 Random Movement, O 15¢
/; \ N avoid on 10+ O 14*
VELOCITY RECORD N\ 24 +4Modifier to Fire O 1o
23 Ammo Exp avoid on 6+ O 12
Turn # 1 2 3 4 5 6 7 8 9 10 22 Shutdown, avoid on 8+ Q 1
Thrust 21 Pilot damage, avoid on 6+ O 10%
Vdoci}v : 20 Random Movement, avoid on 8+ 9
Effective Velocity 19 Ammo Exp avoid on 4+
Altitude 8
18 Shutdown, avoid on 6+ 7
17 +3 Modifier to Fire 6
Turn# 1 2 13 14 15 16 17 18 19 20 15 Random Movement, avoid on 7+ =
Thrust 14  Shutdown, avoid on 4+ 7
Vdoci}v : 13 +2 Modifier to Fire 3
i{{_etct:jve Velocity 10 Random Movement, avoid on 6+ 2
— 8 +1Modfier to Fire -
\ VAN 5 Random Movement, avoid on 5+ / 7
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B-TTLETECH

AEROSPACE FIGHTER RECORD SHEET

( FIGHTER DATA o

Type: Eagle EGL-R6

ARMOR DIAGRAM

EXTERNAL STORESBOMBS

Key:
HE - High Explosive

Nose Damage )
Thrust: Tonnage: 75 LG - Laser Guided
SafeT hrust: 6 Tech Bgase: Inner Sphere Threshold (Total Armor) C’C'“ﬁ :
Maximum Thrust: 9 RulesLevel: Standard 8(80) RL - Rocket Launcher
Role: Dogfighter
Weapons & Equipment Inventory [OJ e e o0 O
Standard Scale (1-6) (7-12) (13-20)(21-25) 8 8 8 8 8 8 8 8 8 8 8 8 8 8
T L Ht SRV MRV LRV ERV
DA e 0000b0000d000bO
ge Laser [DE] - = 00000000 OLOOOOO
1 Medium Laser [DE] NOS 3 5 — — — 00 0NO\O O/OY0 0O O
1 LargeLaser [DE] LWG 8 8 8 — — OO0 0000000
1 Medium Laser [DE] LWG 3 5 — — —
1 LargeLaser [DE] RWG 8 8 8 — —
1 Medium Laser [DE] RWG 3 5 — — — Structural
1 Medium Laser [DE] AFT 3 5 — — — Integrity:
7
L eft Wing 000000 O0 Right Wing
Damage Threshold Damage Threshold
(Total Armor) (Total Armor)
6(52) 6(52)
QOO0 O O O O O |0OO
Fuel Points: 400 Q0001 O O O O O [TO00O
000000 /| @ © O O O |\ 0CO0O0O
BV: 1,467 R 00800000000 [/ 9 © © O O [\ 00000000BBHN0
;\ ¥ OO0O0COO0OO00O 8 8 8 8 OO0O0O000OOVOOQO Heat
/ \ QOOO0O0OO0OOO00O OO0O0000OQOO000 Scale
NOTES 0000
O O O O Overflow
O O OO0 :J
30*
A 29
28*
I\A/I?)\\;acg?t F B Aft Damage 27%
Threshold 26*
\ Compass C (Total Armor) [:H-[Hms.[ pran
\ D 4 ( 40) game Plabs a4
/4 \__ /4 \ﬁ / \_ 23
CRITICAL DAMAGE PILOT DATA HEAT DATA N\ [
Heat Heat Sinks: "
Name: i
e AEE | [ = |15
2| +a " 5 ' ) 30 Shutdown o]e]e) 19*
FCS [E] Landing Gear HitsTaken | 1 2 3 4 5 6 28 Ammo Exp avoid on 8+ O O O 18*
Sensors Life Support Consciousness# | 3 5 7 | 10 | 11 |Dead 27 Pilot damage, avoid on 9+ O O O 17*
\ Modifier | +1 | +2 [ +3 | +4 | +5 26 Shutdown, avoid on 10+ 000 16
\ \. Y 25 Random Movement, O O O 15+
/; \ N avoid on 10+ ole; 14*
VELOCITY RECORD N\, | 24 +amodiiertoFire 00 >
23 Ammo Exp avoid on 6+ ole; 12
Turn# 1 2 3 4 5 6 7 8 9 10 22 Shutdown, avoid on 8+ Q0 11
Thrust 21 Pilot damage, avoid on 6+ o0 10
Vdoci}v : 20 Random Movement, avoid on 8+ 9
i{f_ect:jve Velocity 19 Ammo Exp avoid on 4+ o
Ulude 18 Shutdown, avoid on 6+ 7
17 +3 Modifier to Fire 6
Turn# 1 2 13 14 15 16 17 18 19 20 15 Random Movement, avoid on 7+ =
Thrust 14 Shutdown, avoid on 4+ 2
Vdoci}v : 13 +2 Modifier to Fire 3
i{{_etct:jve Velocity 10 Random Movement, avoid on 6+ 2
e 8 +1Modifier to Fire -
\ VAN 5 Random Movement, avoid on 5+ / 7
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B-TTLETECH

AEROSPACE FIGHTER RECORD SHEET

( FIGHTER DATA o

Type: Thunderbird TRB-D36

ARMOR DIAGRAM

EXTERNAL STORESBOMBS

Thrust: Tonnage: 100 Th esINIOISg aamalag: — L _J
SafeThrust: 5 Tech Base: Inner Sphere reshold (Tot rmor) Key:
Maximum Thrust: 8 RulesLevel: Standard 8(80) HE - High Explosive
Role: Attack Fighter EG CILaser Guided
- Cluster
Weapons & Equipment Inventory [OeNe) 0|0 o RL - Rocket L auncher
Standard Scale (1-6) (7-12) (13-20)(21-25) 8 8 8 8 8 8 8 8 8 8 8 8 8 8
ty T L Ht SRV MRV LRV ERV
QlyL;szmDE os s m s 0000000000000 O0
gel.aser [DF] - 0000QQ0000JO00O0
1 Medium Laser [DE] NOS 3 5 — — — 0O 0 0ONO\O O/O0 O O
1 LargeLaser [DE] LWG 8 8 8 — — OO0 0000000
1 Medium Laser [DE] LWG 3 5 — — —
1 LRM20[M,CS] LWG 6 12 12 12 —
1 Largelaser [DE] RWG 8 8§ — — Structural
1 Medium Laser [DE] RWG 3 - - = Integrity:
1 LRM20[M,CS] RWG 6 12 12 12 — 10
2 Medium Laser [DE] AT 35— — — Left Wing 8 8 8 8 8 Right Wing
Damage Threshold Damage Threshold
(Total Armor) (Total Armor)
6(52) 6(52)
Ammo: (LRM 20) 24 P @ © 0 0 0 UL
Fudl Points: 400 QOQO0 1 O O O O O [TOOOO
000000 /| @ © O O O ||\ OO0O0O
BV: 1,032 R 00800000000 [/ 9 © © O O [\ 00000000BBHN0
N—— %7 0000TEO000000 oooe 000000600000 | .
/ \ QOOO0O0OO0OOO00O 0000 OO0O0000OQOO000 Scale
NOTES
0000 TWJ
O O OO0
30*
29
A 28"
I\A/I?)\\;acg?t F B Aft Damage 27*
Threshold 26*
\ Compass C (Total Armor) [:H-[Hms.[ 25+
\ D 4 ( 40) game Plabs a4
/4 \3 /4 / \L 23*
CRITICAL DAMAGE PILOT DATA HEAT DATA N\ [
Heat Heat Sinks: >
N X 1*
e BEE | = |2
o[z ' 5 30 Shutdown 000 19*
FCS [E] Landing Gear . HitsTaken | 1 2 3 4 5 6 28 Ammo Exp avoid on 8+ O O O 18*
Sensors Life Support Consciousness# | 3 5 7 | 10 | 11 |Dead 27 Pilot damage, avoid on 9+ O O O 17*
\ Modifier | +1 | +2 | +3 | +4 | +5 26  Shutdown, avoid on 10+ 000 16
\ \. Y 25 Random Movement, O O O 15+
/i \N avoid on 10+ 016 14*
VELOCITY RECORD N\ | 24 +4ModiiertoFire ole; "
23 Ammo Exp avoid on 6+ 88 12
Turn # 1 2 3 4 5 6 7 8 9 10 22 Shutdown, avoid on 8+ loYe) 1
Thrust 21 Pilot damage, avoid on 6+ 10%
Vdoci}v : 20 Random Movement, avoid on 8+ 9
i{{_etct:jve Velocity 19 Ammo Exp avoid on 4+ o
tude 18 Shutdown, avoid on 6+ 7
17 +3 Modifier to Fire 6
Turn # T 12 13 14 15 16 17 18 19 20 15 Random Movement, avoid on 7+ 5
Thrust 14  Shutdown, avoid on 4+ 2
Vdoci}v : 13 +2 Modifier to Fire 3
i{{_etct:jve Velocity 10 Random Movement, avoid on 6+ >
Huce 8  +1Modifier to Fire
\ VAN 5 Random Movement, avoid on 5+ / ;

© 2023 The Topps Company, | nc. Classic BattleT ech, BattleT ech, ‘M ech and BattleM ech ar e trademar ks of The Topps Company, Inc. All rights reserved.
Catalyst Game L abs and the Catalyst Game Labslogo ar e trademar ks of InM ediaRes Production, L L C. Per mission to photocopy for personal use.



	Scorpion Light Tank (Standard)
	Galleon Light Tank GAL-100
	Bulldog Medium Tank (Standard)
	Hunter Light Support Tank (Standard)
	Manticore Heavy Tank (Standard)
	Savannah Master Hovercraft (Standard)
	J. Edgar Light Hover Tank (Standard)
	Pegasus Scout Hover Tank (Standard)
	Condor Heavy Hover Tank (Standard)
	LTV-4 Hover Tank (Standard)
	Skulker Wheeled Scout Tank (Standard)
	Packrat LRPV PKR-T5 (SRM2)
	Striker Light Tank (Standard)
	Hetzer Wheeled Assault Gun (Standard)
	Heavy Hover APC (Standard)
	Heavy Wheeled APC (Standard)
	Heavy Tracked APC (Standard)
	Karnov UR Transport (Standard)
	Kestrel VTOL (Standard)
	Peregrine Attack VTOL (Standard)
	Warrior Attack Helicopter H-7
	Warrior Attack Helicopter H-7A
	Light Strike Fighter Angel
	Medium Strike Fighter Defender
	Heavy Strike Fighter Meteor
	Sabre SB-27
	Lightning LTN-G15
	Eagle EGL-R6
	Thunderbird TRB-D36

