BATTLETECH

BATTLEMECH RECORD SHEET

'MECH DATA

Armor Factor - 58

ARMOR DIAGRAM
Head (6)

Left Torso

Right Torso
(6) (6)

© 2023 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.

WARRIOR DATA
Type: Spider SDR-5V Name:
Movement Points: Tonnage: 30 Gunnery Skill: ___ Piloting Skill: _
Walking: 8 Tech Base: Inner Sphere Hits Taken 215
Running: 12 Rules Level: Introductory Consciousness# 10(11
Jumping: 8 Role: Scout
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