/4 \\
™ ARMOR DIAGRAM SN HIT LOCATION CHART
rmor -
Head i

Left Torso cod & Right Torso Roll Left F[‘/Bk nght

o (15) 2 LT (C) CT(C) RT(C)
3 LL RA RL
’MECH RECORD SHEET 4 LA RA RA
————————\ 5 LA RL RA
'MECH DATA WARRIOR DA 6 LL RT RL
Type: Blackjack BJ-1 Name: 7 LT CT RT
. . I . 8 CT LT CT
Movement Points: Tonnage: 45 Gunnery Skill: Piloting Skill: a9 AT LL LT
Walk{ngi 4 Tech Base: ICr]mer' Sphere Hits Taken [M]2[alal5]6] 10 RA LA LA

Running: B Consciousness#| 3 | 5 | 7 | 10] 11]pe
Jumping: 4 D/CEDD 11 RL LA LL
HD

Weapons & Equipment Inventory  (hexes)

Qty Type Loc Ht Dmg Min Sht Med Lng

1 Medium Laser RT 3 5 [DE] - 3 5] =] Right; Arm

1 Medium Laser LT 3 5 [DE] - 3 5] El ’ .

1 Medium Leser RA 3 B5DE - 3 6 9 2 Attacker:

1 Autocannon,/2 RA 1 [DS . 4 B8 16 24 Stationary +0
Medium Laser LA 3 5[DAE - 3 8 9 Walked +1
Autocannon,/2 LA 1 2 4 B8 186 24 Ran +2

[DB, 8]
Ammunition Type Rounds Center Jumped +3
AC/2 45 Torso Damage:
Rear (9)
Sensors +2
Shoulder +4
333 Arm Actuator (Each)  +1
00008 © 80000 Target:
Moved O-2 hexes +0
3,145,775 ChBills Left Righ moved 34 hexes -
9, > H - +
\ Cost: +1,000 (emmo) Bv v%égpon Heet (14) Torso Rear Tarso Rear Moved 5-6 hexes 2
/ \ Dissipation (11) ®) 6) Moved 7-9 hexes +3
Moved 10-17 hexes +4
Heat
CRITICAL HIT TABLE Head ANK INTERNAL STRUCTURE DIAGRAM JE- ¥ Moved 18-24 hexes +5
. i Head Ouerfow Moved 25+ hexes +6
Left Arm 1. Life Support Right Arm Left Tarso (11) 0 Right Tarso (11) L
1. Shoulder 2. sensors 1. Shoulder o0 Jumped (Additional) +1
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator - 307 Partial Cover +1
1-3 3. Autocannon/2 4. Roll Again 1-3 3. Autocannon/2 Q et P .
"2 4. Medium Laser 5. Sensors "9 4. Medium Laser 0! 3 rone:
5. Roll Again 6. Life Support 5. Roll Again O 28 Adjacent -2
6. Roll Again 6. Roll Again o7 | Not Adjacent +1
1. Roll Again 1 Csnte: TOI‘SO 1. Roll Again Left Right | 26* Range:
2. Roll Again - rusion Engine 2. Roll Again Arm Arm 257 +
4.8 3. Roll Again 2. Fusion Engine 4.6 3. Roll Again ) 08 %o I ey Shor‘.t 0
4. Roll Agsin 4-g 3. Fusion Engine 4. Roll Again o0y Kl Medium +2
5. Roll Again 4. Gyro 5. Roll Again 90 Q 23 Lon +4
i 5. Gyro . Torso = \ g /
6. Roll Again . 6. Roll Again 22*|
6. Gyro a4 21 | /o \
1 oo Lot ol PUNCH CHART
. Fusion Engine H d eg BTy ;
Left Torso 3. Fucton Enone Right Torso an an 19 Roll Left Fr/Bk Right
1. Heat Sink 4-6 4. Fusion Engine 1. Heat Sink B 1 L T
2. Heat Sink 5' @AC/2 [5’5] 2. Heat Sink 7 T LA R
13 3. Medium Laser B. Roll Again 13 3. Medium Laser — 2 LT LT RT
4. Roll Again ’ 4. Roll Again HEAT DATA 18 3 cT cT cT
5. Roll Again " " 5. Roll Again 15%
B. Roll Again Engine Hits 00 O 6. Roll Again Heat Heat Sinks: |\ [727] 4 LA RT RA
! Gyro Hits O O ' Level* Effects 11 EEQ 5 LA RA RA
1. Roll Again 5 1. Roll Again - 13
2. Roll Again Sensor Hits 0 O 2. Roll Again gg iﬁ;ﬁfg’&» avoid on B+ Single Ea 6 HD HD HD J
4.5 3. Roll Again Life Support O 3. Roll Again D8  Shutdown, avoid on 10+ 00 ETR
4. Roll Again 4. Roll Again 25 -5 Mavement Points o / \
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire 8 Eh KICK CHART
6. Roll Again 6. Roll Again 23 Ammo Exp. avoid on B+ 9 .
22  Shutdown, avoid on 8+ O g Roll Left Fr/Bk Right
20 -4 Movement Points O EA 1-3 LL RL RL
. 19  Ammo Exp. avoid on 4+ ]
Left Leg nght LEg 18 Shutdown, avoid on B+ 8 6 \4'6 LL LL RL /
1. Hip 1. Hip 17  +3 Modifier to Fire o 5|
15 -3 Movement Points f—i
2. Upper Leg Actuator 2. Upper Leg Actuator 14 Shutdown, avoid on 4+ le) )
3. Lower Leg Actuator 3. Lower Leg Actuator 13 +2 Modif Fi Ie) —
4. Foot Actuator 4. Foot Actuator * odifier to Fire 3
p 5 10 -2 Movement Points = | Punch +0 Punch 1/10t
- Jump Jet Damage Transfer - dump Jet 8 +1 Modifier to Fire - Kick 5> Kick 1/5
\ 6. Jump Jet Diagram 6. Jump Jet ) L 5 -1 Mavement Points ) 1 Ici - IC /5t
5] *Hatchet -1 Std 1/5t
Copyright 2024 The Topps Company, Inc. Battletach, ‘Mech and BattleMech are trademarks of The Topps Company, Inc. All Rights reserved *Sword -2 Std 1/10t
talyst Game Labs and the Catalyst Game Labs logo are trademarks of InMiediaRes Productions, LLC. Permission to photocopy for personal use *Blade 2 std 1/10¢
(Turn Move Hexes Mod Prev  Move Weap Other Total Sink Level Notes \ / \\ 7 Add +4 to pick table /
CLUSTER HITS
(o]
Rol 2 3 4 5 6 7 9 10 12 15 20 30 40
2117171 1 2 2 3 3 4 5 6 10 12
3|17 1 2 2 2 2 3 3 4 5 6 10 12
411 1 2 2 3 3 4 4 5 6 9 12 18
5117 2 2 3 3 45 6 8 9 12 18 24
6|1 2 2 3 4 4 5 6 8 9 12 18 24
711 2 3 3 4 45 6 8 9 12 18 24
8|2 2 3 3 4 45 6 8 9 12 18 24
9|2 2 3 4 5 6 7 8 10 12 16 24 32
102 3 3 4 5 6 7 8 10 12 16 24 32
1M |2 3 4 5 6 7 9 10 12 15 20 30 40
\1 212 3 4 5 6 7 9 10 12 15 20 30 40 /




