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Unseen: A History of FASA Battledroids and BattleTech
 
 © 2017 Michael Todd. All Rights Reserved. Classic BattleTech, BattleTech, ‘Mech, BattleMech and MechWarrior are all copyright and/or registered trademarks of Topps Company, Inc. in the United States and other countries. Catalyst Game Labs is a trademark of InMediaRes Production, LLC. Piranha Games, Inc. and Harebrained Schemes LLC use BattleTech and MechWarrior under license from Microsoft Corporation. This is a fan-made book and has no association or approval, implied or otherwise, from Topps, Catalyst Games Labs, InMediaRes, Piranha Games Inc., or Harebrained Schemes LLC. No part of this work may be altered or sold for profit, nor otherwise circulated in any form other than that in which it is published. Published by Michael Todd. Somewhere in the Blue Ridge Mountains of Virginia. And finally, a debt of gratitude to my dear wife and five children who have put up with their father’s obsession with big stompy robots for years. Thank you Mariam, Layla, Ahmed, Isha, Anousheh and Jasper. Also by Michael Todd, the “Chronicles of the 69th Virginia Expeditionary Force,” a seven Novella series covering the exploits of a small mercenary command between 3039 and 3051 and “Technical Readout: 3028.”
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 -Unseen-
 
 -FASA Corporation and Intellectual PropertiesJordan Weisman and Ross Babcock founded FASA Corporation in 1980. The two of them met while attending the United States Merchant Marine Academy where they played war games together. Reputedly, the name FASA stood for “Freedonian Aeronautics and Space Administration", a joking allusion to the Marx Brothers film "Duck Soup.” FASA’s initial entrance into the war and role-playing game (RPG) market was producing licensed game supplements for Game Designers’ Workshop’s (GDW) science fiction Traveller RPG game, a franchise first introduced in 1977. FASA produced Traveller supplements between 1980-1983.
 
 It should be noted, however, that technically FASA published Battlestar Galactica in 1979 and their logo appears on both the front and back of the box. However, there is no copyright attributed to FASA for the work, instead it explicitly lists only Universal City 
 
 -Unseen-
 
 Studios, the company responsible for creating the initial television series in 1978. 
 
 The inside credits, however, list what would become the initial FASA team in 1980. By late 1980, Weisman and Babcock brought the brothers William and Andrew Keith onboard as well. It was through their freelance work on Traveller that Weisman and Babcock were familiar with the work of the two brothers and they were anxious for them to bring their GDW experience to FASA. The next product carrying the FASA logo appears in 1981. Ross Babcock produced Interstellar Para-military Vessel (ISPMV) Fenris and Stellar Fighting Vessel Valkyrie (SFV Valkyrie): Ship Plans (1981), consisting of 15mm deck plans for a 30,000-ton Q-ship, and associated fighters, along with three short Traveller scenarios. William and Keith Andrew released the first FASA Traveller adventure, Ordeal by Eshaar, in 1981 as well. The brothers would then move to create the Sky Raiders Trilogy (1981-82), a series of interconnected Traveller adventures about a mysterious group of interstellar Vikings. FASA would continue to produce adventures for Traveller on through 1983. 
 
 -Unseen-
 
 Jordan Weisman, Ross Babcock and William Keith would all work together on Behind Enemy Lines (1982), a role-playing game set on the Western Front of World War II. The rules are descended from the Traveller system and this game is considered the first RPG set in the 1940s. William Keith would go on to win the 1982 H. G. Wells Award for “Best Roleplaying Rules” for his work on Behind Enemy Lines. FASA’s first major success, however, came when co-founder Jordan Weisman approached Paramount Pictures that same year, asking for a license to produce a game system based on the iconic Star Trek television show and its ongoing motion pictures. Paramount granted the license and FASA released the first officially licensed Star Trek RPG box set in 1983. They would expand upon this success with numerous source books, supplements and adventures. FASA did not develop the Star Trek game system internally, although the tactical combat portion of the game borrowed heavily from FASA’s earlier, and poorly 
 
 -Unseen-
 
 received, Grav-Ball board game. Instead, FASA solicited designs from numerous sources, eventually selecting Fantasimulation Association’s design. Weisman and Babcock were insistent that the game not morph into a board game during combat and Fantasimulations devised a system whereby players assume the role of ship captain by operating various “consoles” during combat. FASA’s 1983 Star Trek supplement, The Klingons, is particularly noteworthy. Co-authored by author John M. Ford, it presents a significantly different view of Klingon society than what later became accepted Star Trek canon. Ford’s vision included numerous subraces of Klingons, including "Imperial", “human-fusion” and “Romulan-fusion” and included references to their homeworld, Klinzhai and their language, called “Klingonaase.” FASA also developed a starship combat focused expansion, the initial version of which was entitled “Star Trek II: Starship Tactical Combat Simulator.” These rules were initially limited to combat between the USS Reliant and the USS Enterprise, but were later expanded to include a much larger array of spacecraft. Various ship recognition manuals, along with a set of construction rules were also produced. In 1987, Paramount Pictures released the first episode of a new television series, Star Trek: The Next Generation (TNG). FASA 
 
 -Unseen-
 
 would go on to produce two supplements for TNG, the Officer's Manual (1988) and First Year Sourcebook (1989). However, Paramount Pictures was unhappy with both products and pulled FASA’s Star Trek license in 1989. Other notable game lines developed by FASA include: The Doctor Who Role Playing Game (1985), Renegade Legion (1989), Shadowrun (1989), Earthdawn (1993), Crimson Skies (1998) and VOR: The Maelstrom (1999). FASA also released a number of one-off and more obscure games. These include: The Book of Mars: A Combat System (1981), Grav-Ball (1982), Combots (1983), The Last Starfighter Combat Game (1984), The Masters of the Universe RPG (1985), Top Gun (1986), and Circus Imperium (1988). FASA licensed BattleTech to Wizards of the Coast (WotC) in 1996 to develop a Collectible Card Game (CCG) based on the setting. The game was based on Richard Garfield’s widely regarded Magic: The Gathering CCG, although a number of the mechanics were altered, most notably that a player wins by 
 
 -Unseen-
 
 running his opponent out of cards. WotC would issues a total of five expansions to the core set, Counterstrike (1997), Mercenaries (1997), MechWarrior (1997), Arsenal (1998), Crusade (1998) as well as an omnibus Commander’s Edition (1998), featuring a new layout as well as correcting numerous card errors. FASA Corporation ceased active operations on April 30, 2001. At that time, the Shadowrun, BattleTech and Earthdawn properties were sold to Wizkids, a company founded in 2000 by FASA cofounder Jordan Weisman. Wizkids would go onto pioneer the “Clix” system. The Clix system features a dial on the base of plastic miniatures that rotates to reflect the changing condition of the figurine. Wizkids is also credited with developing the collectible miniature game (CMG) with the introduction of their first Clix-based product, Mage Knight (2000). They would go on to expand this system to other genres, notably the superherobased HeroClix (2002) and MechWarrior: Dark Age (2002), inspired by the BattleTech universe. Wizkids would produce five expansions for the original MechWarrior: Dark Age set and would revise the rules and units, releasing a new core set in 2005, renaming it MechWarrior: Age of Destruction. Wizkids would produce another five expansions for MechWarrior: Age of Destruction, issuing the final one, Wolf Strike in 2006. Wizkids would then move away from the blind booster pack format and switch to a faction-specific “Action Packs” beginning in 2007. They produced a total of ten Action Packs. The final release was 
 
 -Unseen-
 
 the Gamma Regiment Action Pack (2007) featuring 11 miniatures representing the Gamma Regiment of Wolf’s Dragoons. In 2003, Wizkids was purchased by Topps, a popular sports-card manufacturer. Under Topps, Wizkids also released the Constructible Strategy Game (CSG) Pirates of the Spanish Main (2004), a pair of Collectible Card Games as well as a series of board games. Topps closed Wizkids in late 2008 citing “current economic conditions.” In July of 2009, National Entertainment Collectibles Association (NECA) purchased most of the Wizkids properties with the notable exception of the Shadowrun and BattleTech properties, which Topps retained. In the fall of 2003, Wizkids granted a license to the newly created InMediaRes for the publication of new electronic BattleTech fiction. Loren Coleman, a science-fiction writer who had written novels for the Star Trek series, BattleTech, Crimson Skies and a number of others settings, created InMediaRes to hold this license. In 2004, the BattleCorps.com website was established offering subscriptions to BattleTech short stories. Battlecorps would continue to publish new short stories on through the end of 2016. In mid-2017, the BattleCorps site went dark without any official comment. Wizkids also licensed the traditional tabletop rights for both Shadowrun and BattleTech to the German company Fantasy Productions. Fantasy Productions would then move to create FanPro LLC, a US-based division of the company.
 
 
 
 -Unseen-
 
 FanPro would go on to release over a dozen new Shadowrun titles, including Shadowrun: Fourth Edition in 2005. They would also reprint a number of existing BattleTech books, renaming the line “Classic BattleTech” and create the first of a new line of core rule books with the release of Total Warfare in 2006. When Fast Forward Entertainment, the company FanPro LLC used for order fulfillment, went under, FanPro lost a considerable amount of money. In 2007, Rob Boyle, a former FASA editor, and Randall Bills, another former FASA employee and FanPro’s current BattleTech line developer, attempted to buy FanPro LLC. When the purchase was blocked, they left the already floundering company. After the attempt to buy FanPro LLC failed, Wizkids passed the BattleTech and Shadowrun licenses to InMediaRes. In turn, InMediaRes hired both Boyle and Bills and created Catalyst Game Labs to hold the game licenses and moved into the publication of new game sourcebooks for the two properties. As of 2017, Topps continues hold a number of intellectual property rights that it licenses to other publishers, including Catalyst Game Labs and FASA Games Inc.
 
 
 
 -Unseen-
 
 FASA Corporation currently exists as corporation holding intellectual property rights. Notably, they hold the property rights to Earthdawn, which they purchased back from Wizkids in 2003. Earthdawn was then licensed to both Living Room Games and then RedBrick before returning to FASA Corporation in 2012. That same year at GenCon, FASA Corporation announced the creation of FASA Games and passed the Earthdawn license to the newly created company. FASA Games also produces products for the 1879 and Demonworld properties, which are also licensed from FASA Corporation. -FASA Related Companies and Acquisitions-
 
 In 1985, Jordan Weisman's father, Mort, joined FASA bringing with him a fresh infusion of capital and taking over operational management, eventually enabling the company to expand into both novels and miniatures. Two years later, FASA created a sister 
 
 -Unseen-
 
 company, Environmental Simulation Project, which also reportedly stood for Extremely Secret Project, (ESP), later known as Virtual World Entertainment, in order to explore the possibility of creating a computer-based multi-player real-time BattleMech combat simulator. This project would come to fruition in August of 1990 with the opening of The BattleTech Center Virtual Reality Entertainment Center at North Pier in Chicago, Illinois.
 
 In 1988, FASA licensed BattleTech to Activision who released the first BattleTech video game, The Crescent Hawk's Inception, under their Infocom division name. The Infocom division released a sequel to their original game called The Crescent Hawk's Revenge in 1990. In 1989, Activision released the initial MechWarrior video game under their own name. The initial MechWarrior game is notable in that it included, the Locust, Phoenix Hawk, Shadow Hawk, Rifleman, Warhammer, Marauder and BattleMaster, all designs inspired by Japanese Mecha. 
 
 -Unseen-
 
 The MechWarrior game was then ported to the Super Nintendo (SNES) console in 1993 and an updated MechWarrior 3050 was released by Activision for the SNES in 1995. Also in 1995, Activision released MechWarrior 2 for the PC after over two years of production delays. FASA, however, was not pleased by the long delays that marked the development of MechWarrior 2 and moved to end their license with Activision. For their part, Activision released the expansion MechWarrior 2: Ghost Bear Legacies (1995) and then the standalone MechWarrior 2: Mercenaries (1996) all in short order before their license expired. In 1995, FASA would partner with Spectrum Holobyte and Dennis Thorley to found the video game developer FASA Interactive Technologies, later known as FASA Studio. In 1996, both FASA Interactive and the previously created Virtual World Entertainment would become wholly owned subsidiaries of the Virtual World Entertainment Group. In 1998, Hasbro Interactive acquired video gamer maker MicroProse. FASA licensed the MechWarrior property to Hasbro, whose MircoProse division released MechCommander in partnership with FASA Interactive in 1998. This was followed by the release of MechWarrior 3 in 1999 and its subsequent expansion MechWarrior 3: Pirate's Moon released later that same year. After the release of MechWarrior 3, FASA Interactive was acquired by Microsoft along with the license to the highly successful MechWarrior franchise. In 2000, FASA Interactive, now under Microsoft ownership, released MechWarrior 4: Vengeance and the 
 
 -Unseen-
 
 follow up MechCommander 2 the very next year. In 2002, the standalone expansion MechWarrior 4: Mercenaries was released. Microsoft currently holds the license for the MechWarrior franchise. In 2007, Smith & Tinker, who counted Jordan Weisman among its founders, licensed MechWarrior, Shadowrun and Crimson Skies from Microsoft. As part of this effort, Smith & Tinker also secured permission from Microsoft to distribute a free version of MechWarrior: 4. In 2010, working with Canadian game developer MekTek Studio, MekTek re-released MechWarrior 4 as a free product along with a number of “MekPaks,” which included the Marauder, Warhammer, Rifleman, Wasp, Shadow Hawk, Archer, Battlemaster, Crusader and the Stone Rhino (Behemoth), among many others. By late 2008, Smith & Tinker began work on the next title in the MechWarrior franchise, MechWarrior 5. By early 2009, they had assigned full-time designers and programmers to the project, culminating in the release of the 3-minute game trailer in July of 2009. This trailer included the iconic Warhammer. By 2012, further development of Mechwarrior 4 was over as was Smith & Tinker’s attempt to develop MechWarrior 5. Smith & Tinker ceased operations in November of 2012. However, after Smith & Tinker failed to secure funding for the new MechWarrior game, Piranha Games stepped in and licensed MechWarrior in 2011. Piranha Games released MechWarrior Online in 2013 and announced plans to develop MechWarrior 5 at MechCon 2016. In 2011, Jordan Weisman and Mitch Gitelman formed Harebrained Schemes. Weisman and Gitelman had worked previously on the MechCommander and Crimson Skies franchise at FASA Interactive. That same year, Harebrained Schemes released their first game, Crimson: Steam Pirates, for mobile devices. Harebrained Schemes then went on to develop a series of 
 
 -Unseen-
 
 Shadowrun based games between 2013 and 2015. In 2015, they launched a Kickstarter project to secure funding for a BattleTech themed game. The Kickstarter reached its initial goal within one hour and went onto raise over 2.75 million dollars, exceeding all of it funding goals. The tactical turn-based game is scheduled to be released in early 2018. It is advertised the game will include the Warhammer, Marauder, Locust, Shadow Hawk, Wolverine, Thunderbolt and Battlemaster. BattleTech-related video games: Crescent Hawk's Inception –Infocom (1989) MechWarrior – Activision (1989) Crescent Hawk's Revenge –Infocom (1990) MechWarrior – Activison (1993) MechWarrior 3050 - Activision (1995) MechWarrior 2 – Activision (1995) MechWarrior 2: Mercenaries – Activision (1996) MechCommander – MicroProse/ FASA Interactive (1998) MechWarrior 3 – MicroProse/Zipper Interactive (1999) MechWarrior 4: Vengeance – Microsoft/FASA Interactive (2000) MechCommander 2 – Microsoft/FASA Interactive (2001) MechWarrior 4: Mercenaries – Microsoft/FASA Interactive (2002) Mechassault – Microsoft/Day 1 Studios (2002) Mechassault 2: Lone Wolf – Microsoft/Day 1 Studios (2004) MechWarrior Online: Piranha Games (2013) BattleTech: Harebrained Schemes (TBD) MechWarrior 5: Piranha Games – (TBD) -BattledroidsThe initial idea for Battledroids was developed by Jordan Weisman and Ross Babcock after attending the Annual Trade Show of the Hobby Industries of America in Anaheim, California in early 1984. At that trade show, Weisman and Babcock saw a number of Japanese Mecha models sold by Twentieth Century Imports (TCI). and discussed the possibility of creating a board game that used the models from TCI as game pieces. 
 
 -Unseen-
 
 By August of 1984, FASA had produced initial prototypes of the Battledroids game. In September, FASA began full-scale production of the Battledroids game and placed a large order with TCI for two of their plastic models. This is where FASA’s license to use Japanese Mecha designs originates. TCI granted FASA a license to use both the imported Japanese plastic models as well the model-related art in the Battledroids box set. The extent and the exact wording of this license is unclear as it has never been publically revealed nor was it ever included as a part of later legal proceedings. In November of 1984, FASA received the shipment of model kits from TCI and inserted them into the Battledroids box set. These two models were described by FASA as the SHD-2H Shadow Hawk and GRF-1N Griffin Battledroid. The models were manufactured by Takara and based on the Soltic H8 Roundfacer and Dougram models licensed from Nippon Sunrise and based on its "Fang of the Sun Dougram" Japanese anime television series, which first aired in October 1981 in Tokyo, Japan. By December of 1984, FASA was selling its Battledroids game through a national distribution network, consisting primarily of hobby and game shops along with comic book stores.
 
 
 
 -Unseen-
 
 In 1985, FASA changed the name from Battledroids to BattleTech after settling with LucasFilms regarding their registered trademark of the word "Droid." At the time, FASA was in negotiations with LucasFilms for a license to produce Star Wars products and FASA felt it was in their best interest to simply sell off the remaining Battledroids stock and simply rebrand the game. It should be noted, however, that FASA had released a robot gladiator game in 1983, a year prior to the inception of Battledroids. This game, called Combots, also used a hex-based map and included two metal build-your-own robot miniatures. Battle was resolved via dice with damage being recorded by physically removing parts from the metal miniatures. It could be considered, in the broadest sense, FASA’s precursor to Battledroids.
 
 
 
 -Unseen-
 
 -Other Early U.S. Robot-based Games-
 
 In 1984, the same year FASA released Battledroids, Mike Pondsmith, along with Mike Jones, self-published Mekton, a Japanese anime inspired tactical robotic war game. Pondsmith's inspiration was the 1979 Japanese Mobile Suit Gundam anime series. The very next year, 1985, Pondsmith founded R. Talsorian Games and put out a second heavily revised edition of Mekton consisting of a 100-page rulebook, paper counters and two hexbased maps. Some consider this the first American anime-inspired game ever published. 
 
 -Unseen-
 
 Mekton is also noted for the extreme detail of the Mecha that can be built using its construction rules. The rules cover construction of everything from human-sized power armor to massive spaceships. The Mecha is referred to generically as "Mektons," abbreviated as "Meks" while smaller scale units are often simply called "Suits." In 1987, R. Talsorian would release Mekton II, a complete reworking of the rules and art based on the Interlock System, making it compatible with another R. Talsorian property, CyberPunk. Mekton II is also noted for being among the first, if not the first, RPG to use desktop publishing instead of traditional cutand-paste layout techniques.
 
 In November 1986, Palladium Books published Robotech: The Role Playing Game based on the Harmony Gold's adaptation of the original Japenese Macross anime cartoons. That same year, Hero Games published Robot Warriors. Among the designers was Steve Perrin, who is credited with some of the writing in the both the Battledroids and BattleTech Second Edition rulebooks. Specifically, Perrin wrote the descriptions of Battledroid/BattleMech technology. 
 
 -Unseen-
 
 Also of note is John McEwan’sWarbots & Death Machines published by The Quartmaster in 1985. This two-volume set pulled heavily from Japanese anime as well as domestic sources. It is perhaps most famous for it;s an image of Dougram Combat Armor
 
 pushing over an AT-AT from the Stars Wars universe. Grenadier Models also released a small number of metal Warbot miniatures in 1985 intended for use with Mayfair Games’ RPG of the same name. However, Mayfair Games never published the product. 
 
 -Unseen-
 
 -Battledroids Box Set-
 
 Battledroids was published by FASA in 1984. It included three sets of rules contained in a single booklet along with Battledroid construction rules. Also included were two maps, numerous paper cutouts and two 3" plastic models. While Basic Battledroids used a similar movement mechanic to later editions as well as the familiar 2d6 rolling system, they featured an abstract combat system where an attacking 'Droid would compare its damage against an opposing 'Droid's armor in order to determine the target number for penetrating the armor. If the armor was penetrated, the attacker would roll on a table to determine the effect, including the possibility of destroying the target outright.
 
 
 
 -Unseen-
 
 The Advanced Battledroids rules introduced many of the mechanics still used in the current ruleset including individual weapon fire and hit locations, physical attacks, heat tracking, armor and internal structure as well as torso-twisting. Expert Battledroids introduced piloting skill checks, falling, critical hits, and DroidWarrior damage. An Optional Rules section was also present with rules for clearing
 
 woods, the effects of fire, using clubs and variable DroidWarrior skills. Also included were simplified rules for using tanks, jeeps and infantry. Three tanks were specifically mentioned in Battledroids: the SCR-8N Scorpion tank, carrying three SRM-6 missile racks, the HNT-3R Hunter with a single LRM-20 and the VDE-3E Vedette, equipped with a turret-mounted Auto Cannon (AC/5) and machine gun. All tanks had the same fixed amount of armor: 20 points on the front, 10 on the sides, 8 in the rear and 5 points of armor on the turret. Destroying all of the armor in any single location effectively destroyed it. A Hit Location chart for vehicles was also included and whenever the “Tracks” location was damaged, the tank was 
 
 -Unseen-
 
 considered immobilized. A tank destroyed from the rear also had a chance of exploding and starting a fire. Jeeps had no hit locations and could only absorb five points of damage before being destroyed. Infantry were organized into 9man squads that could carry either a machine gun or a SRM-2 missile launcher. A single point of damage was sufficient to destroy an infantry squad.
 
 Battledroids included statistics for following units: STG-3R Stinger SHD-2H Shadow Hawk ARC-2R Archer GRF-1N Griffin WHM-6R Warhammer PXH-1K Phoenix Hawk MAD-3R Marauder CRD-3R Crusader WSP-1A Wasp RFL-3N Rifleman MLN-1A Merlin* (used as a construction example) Scorpion Light Tank Hunter Light Support Tank Vedette Medium Tank 
 
 -Unseen-
 
 It is likely that the Battlemaster, Locust, Thunderbolt and Wolverine were developed while Battledroids was still being sold. Both the Tales of the Black Widow Company (1985) and The Fox's Teeth: Exploits of McKinnon's Raiders (1985) were being written at the same time as the revised BattleTech: Second Edition was being developed. The Battledroids construction rules were used by both the Super Wasp and Super Griffin introduced in Tales of the Black Widow Company and The Fox's Teeth includes references to the BTM-6R Battlemaster, LCS-2T Locust, TND-4T Thunderbolt and the Wolverine is identified as both the WLV-4E and the WOV-4E. None of these designations appear in BattleTech: SE or later. They are likely the original Battledroids designations for these machines.
 
 
 
 -Unseen-
 
 
 
 -Unseen-
 
 -Notable Rules in BattledroidsWhen determining the location struck by a successful weapon attack, Battledroids used a significantly different facing chart. This chart expanded both the right and left side "facings" when compared to later editions. This made flank attacks much easier and much more common. The side hit location charts feature more hit locations for the corresponding arm and leg providing a greater chance to hit those locations or to kick a specific leg by positioning a unit on the "side" of a target.
 
 Battledroids introduced four types of physical attacks: Punching, Kicking, Pushing and Charging. The base attack number for Kicking is 3 (-1), Punching and Pushing is 4 (0), while Charging has a base attack number of 5 (+1). It is important to note that Battledroids uses the pilot's Gunnery skill to determine the base attack number for physical attacks unlike in later editions which use the MechWarrior's Piloting skill (with the exception of a modification for differing Piloting skill levels during a Charge attack). In addition, the Charge attack determines damage by simply dividing the weight of the Charging Battledroid by 10 and then multiplying the result by the number of hexes moved. Later editions require the Charging unit to be directly in front of the target at the beginning of the movement phase in order to conduct a Charging attack. 
 
 -Unseen-
 
 The amount of Heat generated by movement, occupying a water hex and certain weapon systems also differs from that found in later editions. Waking generated zero heat, running generated a single point of heat and jumping generated 1 heat per hex jumped with no minimum. Occupying a water hex (Level 1 water) provided a -6 heat bonus. Level 2 water was not covered under the original rule set. In addition, the missile systems generated less heat than under later rules. The SRM-2, 4, and 6 generated 0, 1 and 2 heat respectively. LRM systems also generated less heat. A LRM-5, 10, 15, and 20 generate 1, 2, 4 and 6 heat respectively.
 
 Most notably, Critical Hits are handled in a fundamentally different way from later editions. The base roll needed to confirm a critical hit is 7+ as opposed to 8+ found in all later rule sets. This increases the chance of successfully confirming a critical hit by 16.66%. In addition, the same critical location may be hit multiple times. Multiple hits to the same critical location have no additional effect with the following exceptions: Sensors, Heat Sinks, Engine and Gyro. A second critical hit to the Sensors renders the Battledroid unable to fire any weapons. A Battledroid's fusion engine can absorb three critical hits before being destroyed while 
 
 -Unseen-
 
 its Gyro can only sustain two before being destroyed. Heat Sinks are destroyed by a single critical hit, however, subsequent hits to the same heat sink further reduce the Battledroids ability to dissipate heat by one point. Critical hits to Upper and Lower Actuators are also handled in a slightly different way. For each Upper or Lower actuator destroyed, the damage a Battledroid inflicts with a physical attack is cut in half. If both the Upper and Lower actuator are damaged, the physical attack only does one quarter of the original damage. Damage to either the Hand or Foot actuator does not affect the amount of damage a Battledroid inflicts with a physical attack. Oddly, Ammunition Bin Critical Hits are not directly addressed in Battledroids although ammunition explosions are described under the effects of Heat. Jump Jet Exhaust Port critical hits are not covered at all. Another fundamental difference is the Battledroid construction rules. Under these rules, all heat sinks are allocated a critical slot on the record sheet. This includes the 10 "free" heat sinks that come standard on every Battledroid chassis. The heat sink allocation was drastically altered in the later BattleTech Manual: Rules of Warfare (1987) with the introduction of "integral" heat sinks, effectively reducing the number of heat sinks requiring critical slot allocations.
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 -Original Battledroids Setting-
 
 Author's Note: The original setting presented in Battledroids was significantly different from what later followed. It was truly a postapocalyptic universe. There were no functional Battledroid factories, even the massive Defiance Industries complex on Hesperus II was described as having been "fully gutted" during the "First War," having been reduced to nothing more than maintenance facility. Faster-Than-Light (FTL) starships had not been built in 200 years and even fusion engines, drive-control computers and neuralimpulse helmets were all considered lost technologies and no longer capable of being manufactured. Battledroids themselves 
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 were handed down over generations and entire campaigns fought simply to acquire spare parts and battlefield salvage. The text below is a description of the Human Sphere as initially presented. It is the early 31st century, some 150 years after the light of the Star League was snuffed out forever. Where once humanity was united as a single Inner Sphere reaching out hundreds of light years in every direction from the cradle of humanity, Terra, now it is ruled by warlords and plagued by pirates, barbarians and worse. Five so-called Great Houses each rule their own slice of the Inner Sphere. Descended from the very politicians who dissolved the Star League, they now each vie for supremacy still fueled by the desire to reclaim the title of First Lord and sit in the throne on Terra. But, in truth, there is little left to rule. In the aftermath of the brutal Amaris Civil War, Aleksandr Kerensky, Commanding General of the Star League Defense Force, departed taking with him the best and brightest of humanity along with over 80% of the SLDF never to be seen again. The wars that inevitably followed spread death and destruction on a scale never seen before. Mighty WarShips bombarded helpless planets from orbit, nuclear, biological and chemical weapons were unleashed on innocent populations and entire planets were rendered uninhabitable. The deaths were counted in the hundreds of millions and no corner of the Inner Sphere was left untouched by the devastation. The first targets of what are now referred to as the Succession Wars, were the very military-industrial complexes that allowed war to be raged across the stars. The orbital shipyards that built JumpShips and WarShips, vehicles capable of leaping up to 30 light years in just seconds, were the first causalities. This was quickly followed by the Battledroid factories, the advanced manufacturing centers that built the massive humanoid war machines that dominated the battlefield. 
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 DropShip shipyards, fusion engine plants, chip foundries and military research and development centers soon followed as the five Successor Lords sought to destroy their enemy's ability to wage war. To a large degree, their campaign succeeded, reducing the vast majority of planets to a degree of technology barely above that of Terra during the 21st century.
 
 Now, the Successor Lords jealously guard the few Battledroids that remain operational. Unable to build new star ships, the surviving 
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 JumpShips and DropShips are now considered sacred, serving as the last remaining link between humanity's far flung worlds. Still, the Succession Wars rage on although there is little hope left that any of the Great Houses can mount a major offensive with the remains of their crippled military. The borders between the Houses have stabilized and the fighting is largely contained to those unfortunate worlds located along them. Out in the Periphery, the vast swatches of space on the outer rims of the Great Houses, bandit kings, petty warlords and pirates raid with impunity, enslave populations and fight among themselves. It is a technological and moral dark age, filled with desperate men and women willing to do anything, including slaughter their fellow human beings, in hopes of simply surviving. No longer able to effectively rule their vast interstellar realms from their capitals, the Successor Lords have been forced to pass more and more of their power to regional governors and district rulers. With interstellar communication both slow and expensive and JumpShips already stressed to the breaking point, news percolates slowly through the Inner Sphere and sometime months pass before news of an attack or raid reaches the ears of those few who still retain the ability to respond. -BattledroidsEight to 14 meters tall and weighing between 20 and 100 tons, the human-like Battledroid rules as the undisputed king of the Succession War battlefield. Developed during the Age of War, more than 500 years ago, a single Battledroid carries enough firepower to level entire city blocks. Bristling with ballistic, missile and energy-based weapons, Battledroids can fight even in the most extreme conditions, from underwater operations to zero-gravity vacuum environments. They represent the absolute pinnacle of military technology.
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 To both carry and deliver these powerful war machines to the battlefield, a number of missionspecific military DropShips were developed. Capable of carrying anywhere between a lance of 4 Battledroids and an entire 36-unit battalion, these DropShips are capable of deploying Battledroids from low orbit or in atmosphere. Specialized DropPods and jump packs were built to allow Battledroids to survive atmospheric entry as well as to control their decent and land undamaged on the surface. Many of the most common of these, the aerodyne Leopard-class and the much large spheroid Union and Overlord-class are still in operation. Powered by fusion engines, Battledroids require far less logistical support than any other military unit, making them the ideal choice for planetary assaults, raids and extended operations in hostile territory. Initially developed by the Terran Hegemony in the 2400's, many credit the Battledroid for the formation of the Star League itself. Using these terrifying war machines, the Hegemony Armed Forces established undisputed military superiority over the entire Inner Sphere. Under the implied threat of invasion, the other Great Houses were forced to submit to the 
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 Hegemony and in 2571 the Star League was born. By 2597, the Star League had also conquered the entire Periphery, uniting humanity under a single banner for the first time since the age of space travel. The Great Houses wasted little time in stealing the secrets of Battledroid construction from Terran Hegemony and by 2483, each of the five Houses had begun their own Battledroid programs. The arms race would continue unabated all the way through the Amaris Civil War with the Terran Hegemony always a step ahead of the Great Houses and the Great Houses, in turn, always a step ahead of the Periphery powers. By the time the Star League fell, the Hegemony was fielding Battledroids far more advanced than the ones remaining today. Pulse lasers and extended range particle beam weapons, mimetic cloaking systems, sophisticated electronic warfare suites, and a plethora of advanced composite materials created a generation of Battledroids that are all but unthinkable today. In fact, there have been isolated and extremely rare incidents where bits and pieces of Star League LosTech have been found either accidentally or by dedicated archaeologists and specialized search teams. Ultimately, however, the Amaris Civil War destroyed almost all of the advanced Battledroid and related manufacturing centers and the few that survived that conflict were either dismantled by General Aleksandr Kerensky himself the Exodus or destroyed in the opening salvos of the Succession Wars. The same is true of the factories that were scattered throughout the Great Houses and beyond. Systematically targeted, the facilities capable of building new Battledroids were destroyed one by one until none were left. Now, the few precious machines that remain are all relics from the past, some of them now hundreds of years old. It is a testament to their original creators that they remain operational after so many generations on the battlefield.
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 -Physical ConstructionStructure Battledroids are built around a "skeleton" of approximately two dozen "bones." These bones are made from silicon-carbide fibers and covered with titanium-alloyed steel. This makes Battledroids extremely resilient to damage, capable of remaining functional even after the loss of a limb or even portions of the chest. Conventional vehicles rely on traditional stressed-skin construction, usually made from a much more readily available steel-alloy. These vehicles are far more susceptible to damage and cannot withstand a breach in their frame. Actuators The "bones" that make up a Battledroid are connected together by actuators, which consist of a joint, myomer bundles and one or more motor control units. Myomer bundles serve as the "muscles." These polyacetylene fibers contract when electrical current is applied. The strength of the muscle is dependent on the number of fibers in the bundle rather than the amount of electrical current applied. These fibers require a huge amount of electricity to activate and generate significant amounts of heat. Their efficiency 
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 also degenerates as they get hot, often impairing the movement of the Battledroid at high heat levels. Motor control units are directed by the Battledroid's computer system and allow the Droid to move and aim its weapon's system. Light weapons, sensor arrays and other smaller components are controlled by electric linear or rotary actuators without the need for myomer. The joints themselves are built from a titanium-alloy for both durability and strength. Armor Battledroids carry an advanced composite armor. The exterior layer is dense titanium-steel alloy. This extremely strong material is backed with a cubic boron nitride lattice strengthened with a web of artificial diamond fibers that is affixed to a titanium-based honeycomb support structure. A layer of selfsealing polymer sealant is included to support vacuum and underwater operations. Manufacturing this armor requires access to an 
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 advanced metallurgical facility as well as a supply of high quality rare earth materials. Many such facilities, as well as the mines and foundries required to generate the necessary raw materials, were targets during the Succession Wars leaving only a handful left operational. Many of remaining manufacturers each has their own unique recipe for Battledroid armor, each effectively providing a different level of protection. Valiant System’s Lamellor and Earthwerks Incorporated’s Maxmillian lines are two common examples. Conventional units, and occasionally desperate DroidWarriors, rely a much less sophisticated and less effective armor for protection. Generally, this type of armor comes in small ceramic hexagonal tiles. These tiles are encased within a metal matrix and attached to backing plate to minimize deformation. The plates in turn are affixed to an elastic layer to provide impact absorption. One of the primary advantages of this type of armor is that these assemblies may be stacked to provide additional protection provided sufficient space is available. While this armor is significantly easier to manufacture and less expensive, it is vulnerable to the capital weapons carried by Battledroids. Large lasers or particle projector cannons can breach units utilizing Conventional Armor with a single shot under some circumstances. Even easier to produce is Industrial Armor, which relies upon wellknown metal alloys and fused silica glass for protection. Ton-forton, however, Industrial Armor provides only about two-thirds the protection of its military cousins. It also shares the vulnerability of Conventional Armor to large lasers and PPCs. By far the simplest and easiest to find is homogeneous steel armor, used primarily in commercial applications. Commercial Armor provides only half the protection of its heavier brethren and is susceptible to catastrophic failure when struck by heavy weapons. 
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 Power Plant Battledroids are powered by advanced fusion engines. These power plants supply the enormous amounts of electrical power required by these massive war machines. Fusion reaction requires incredibly high temperatures in order to initiate. The ability to build cores capable of attaining and sustaining the required temperatures has been lost, leaving repair as the only possibility, unless a replacement engine can be located. Electricity is produced via magnetohydrodynamics (MHD). Plasma from the fusion reactor travels through a series of loops in a donut shaped magnetic bottle. As the plasma passes through these loops electricity is generated. Fusion reactors also include a regenerative cooling system. This is usually a traditional closedcycle gas turbine. This system uses the waste heat from the fusion engine to generate power but more importantly as a way to eliminate excess heat. The heat dissipation capacity of the regenerative cooling system is a function of the overall size of the fusion engine, with larger engines effectively dissipating more heat than smaller ones. Fusion reactors are equipped with an automatic safety shutdown. If the engine shielding is severely damaged or other critical components compromised, the reactor shuts down automatically in order to prevent a catastrophic breach of the containment field. Conventional vehicles rely on internal combustion engines, gas turbines or jet engines in the case of the atmospheric aircraft. These engines are well understood and remain well within the ability of the Inner Sphere to design, manufacture and maintain. In addition, they cost only a small fraction of what a comparable fusion engine is worth. These engines require a constant supply of fuel which can made from petroleum, coal or biofuels. Electronics At the heart of the Battledroid lies the Diagnostic Interpretation (DI) Computer. The DI computer is a resilient self-healing network of distributed processors and internal and external sensors that are connected to every component in the Droid. It serves as the interface between the DroidWarrior and their machine, translating the pilot's commands into physical actions. It also has a limited 
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 artificial intelligence that assists the pilot with movement, obstacle avoidance and other tasks. The DI provides the pilot with real-time data regarding the Droid's operational status and can even bypass damaged segments in order to keep the machine operational. The ability to build such sophisticated control systems is among the many lost technologies of the Inner Sphere. While skilled technicians can repair a damage DI computer, provided the necessary parts are available, they can no longer build entirely new units. A DroidWarrior pilot also controls their machine via a neuralimpulse helmet. This advanced instrument provides posture, movement and balance information from the Battledroid directly to the pilot. At the same time, the helmet translates the pilot's neural impulses back to the Battledroid to direct movement and positioning. In sense, the DroidWarrior controls the Battledroid as if it were their own body. However, like fusion engines and drivecontrol systems, neural-impulse helmets can no longer be manufactured by the Inner Sphere making them as rare and valuable as the Battledroids themselves. In addition, the advanced targeting and tracking systems of the Star League are largely absent from the modern battlefields of the Inner Sphere. The intelligent battle computers, holographic displays, powerful electronic warfare suites, actives probes and other advanced systems found on many Star League Droids can no longer be manufactured. In their place, comparatively simple lineof-sight systems serve, severely impacting the range of the weapon systems and making combat a much more close and personal affair than in the past. The same is true, to a lesser degree, of the communications system. The ability to uplink/downlink from satellites, orbiting DropShips or even distant JumpShips has largely disappeared. Even encryption has fallen to the level of the 21st century making it difficult to securely coordinate large scale operations. Sensor arrays, including infrared, electromagnetic and seismic, are found on almost all Battledroids. Laser range-finders remain common but even these systems are considerably bulkier and less 
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 effective than their Star League counterparts. This lack of miniaturization has led to the disappearance of almost all "smart" ordinance. Where once missiles were routinely equipped with sophisticated guidance systems and even fire-and-forget technology, the current generation of ordinance is relatively primitive, relying on the pilot for target acquisition and guidance information. Weapons Battledroids normally carry lasers and charged particle beam weapons as their main armament. These weapon systems have no ammunition liability and can effectively be used indefinitely, minimizing logistical concerns. These energy-hungry weapons are favored over conventional systems in large part because of the generous amount of power available from their fusion engines. Battledroids also carry an assortment of missile launchers, rapidfire autocannons, machine guns and even so-called flamers. Conventionally powered units are much more limited in their armament. Relying primarily on missile and ballistic weapons, these units cannot generate the enormous power required by energy-based weaponry without the installation of heavy power amplifiers and dedicated heat sinks. The Star League built a number of fusion-powered tanks, hovercraft and other units that carried energy weapons, but with the scarcity of such engines today, these vehicles have effectively disappeared from the Inner Sphere. Life Support System The cockpit of a Battledroid is a sealed, environmentally controlled compartment with NBC filtration, chemical atmosphere regenerators and independent oxygen supply. Dedicated compartments hold food, water and other essential supplies sufficient for sustaining both the DroidWarrior and a single passenger for up to a full week. Both positions are equipped with emergency ejection seats that exit through the rear of the Battledroids' head in the event of catastrophic damage. This system allows the DroidWarrior to operate in extreme environments, including underwater as well as in deep space. 
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 -Conventional ForcesThe vast majority of the worlds in the Inner Sphere are forced to rely on primitive tanks and even infantry for local defense. These military units are powered by traditional internal combustion engines and rely almost exclusively on autocannons and missilebased weapon systems. They use a variety of motive systems including hover, tracked and wheeled configurations. Heavily dependent on both fuel and munitions, these units are at a distinct disadvantage when fighting against Battledroids. Restricted by difficult terrain and lightly armored and armed compared to the massive humanoid war machines, these units are easily outmaneuvered and immobilized. They are, however, both inexpensive and easily produced when compared to their more sophisticated brethren. Employed en masse and properly supported and positioned, they can provide an effective defense against a Battledroid attack. The most common examples of conventional units include the Scorpion, Vedette and Hunter tracked tanks.
 
 Due to the difficultly and expense of interstellar travel, armor and infantry units are usually transported in large civilian cargo DropShips although a few specialized military transports do exist. In addition, their heavy logistical footprint makes them unattractive for all but the largest operations, relegating them to secondary roles at best for offensive operations. The same holds true for 
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 conventional atmospheric fighter aircraft. While most industrialized planets are capable of producing them, their reliance on fuel, munitions and limited operational capacity keep them confined primarily to their planet of origin. The role of infantry on the battlefields of the Succession Wars is unchanged from the days of ancient Terra. Primarily used to hold ground, rather than take ground, infantry are poorly suited to fight against Battledroids. Still, desperate commanders are often forced to deploy them. Armed primarily with hand-held rifles and submachine guns, infantry are ill-equipped to damage heavily armored Battledroids. However, infantry squads can also deploy support weapons, commonly man-portable short range missile launchers and heavy machine guns. These weapons are capable of damaging a Battledroid although the damage is minimal. During the days of the Star League, infantry also had access to flamers and portable lasers as well but these advanced weapons have all but disappeared from the battlefields of today. While foot infantry have extremely limited mobility, some squads are deployed from armored personnel carriers or engage from infantry fighting vehicles. While this gives makes them much more mobile, it still does not make them a match for Battledroids. While motorized infantry can be deployed faster and reach their targets more quickly, it does not significantly enhance their fighting capability. Infantry fighting vehicles work in much the same way, but they at least allow an infantry squad to utilize their heavy support weapons without the need to disembark from their vehicle. Many worlds, however, lack even the industrial base to manufacture conventional military vehicles. In these cases, it is not unusual to see jeeps or gun trucks deployed in support of infantry units. These essentially civilian vehicles are often armed with either a machine gun or a single dual short-range missile launcher. Lacking true armor, however, they make an easy target for military units and are often utilized as last ditch suicidal forces and have 
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 even been known to conduct ramming attacks against the legs of Battledroids.
 
 Existing Factions in Battledroids The Warlords The House of Davion Hanse Davion, aka "The Fox," Victor at Halstead Station, Prince of the Federated Suns, Duke of New Avalon The House of Kurita Takashi Kurita, Coordinator of the Draconis Combine Duke of Luthien, Unifier of Worlds The House of Steiner Katrina Steiner, Archon of the Lyran Commonwealth, Duchess of Tharkad The House of Liao Maximillian Liao, Chancellor of the Capellan Confederation, Duke of Sian The House of Marik Janos Marik, Captain-General of the Free Worlds League, Duke of Atreus The Mercenary Companies Hansen's Roughriders (Under contract with House Steiner) Colonel Gerhardt Hansen Wolf's Dragoons (Under contract with House Kurita) 
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 Colonel Jaime Wolf The 21st Centauri Lancers (Under contract with House Marik) Colonel Thaddeus Kusaka Lindon's Company (Under contract with House Davion) Captain Owen Lindon The Eridani Light Horse (under contract with House Davion) The Bandit Kings Helmar Valasek, the Bandit King of Santander V Henrik III, King of Oberon IV Redjack Ryan, Chieftain of Butte Hold Notable Characters Michael Hasek-Davion, Duke of New Syrtis Melissa Steiner, Archon-Designate of the Lyran Commonwealth Minoru Kurita – Past Coordinator of the Draconis Combine Jinjiro Kurita – Past Coordinator of the Draconis Combine Shiro Kusaka – Former Commander of the 21st Centauri Lancers
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 -BattleTech: Second Edition Box Set-
 
 In June of 1985, Battledroids was renamed BattleTech and FASA issued a substantially revised Second Edition box set. The name change was a direct response to the fact that George Lucas had a registered trademark on the term "Droid." The original TCI plastic models were removed from the box set and replaced with additional paper markers as the plastic models were found to be too large to make effective game pieces. There were two slightly different printings of the Second Edition box set. The first (far left) featured art by Alan Gutierrez on both the front and the back of the box. It also included the text "BattleTech is the second edition of Battledroids" along the bottom of the back. It included two copies of the original Battledroids map rebranded with the word "BattleTech in the bottom left of the map. The outside wall of the box also featured numerous advertisements for other FASA products. The later printings (far right) used artwork from Steve Venters on the back and included two cardboard maps instead. 
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 This set of rules was based on, and expanded, the Advanced and Expert Battledroids rules. It marks the first mention of the “Death From Above” physical attack. This box set also marked the introduction of the first assault 'Mech, the Battlemaster. The amount of heat generated by both SRM and LRM missile racks were also revised upward. BattleTech Second Edition added statistics for the following units: LCT-1V Locust WVR-6R Wolverine TDR-5S Thunderbolt BLR-1G BattleMaster CHM-3 Chameleon (shown as a sample training 'Mech) -Notable Rules in BattleTech: Second EditionBattleTech: Second Edition revised the heat generated by both Movement and SRM/LRM Missile Systems to the current values. In addition, it introduced Level 2 Water and changed the way Water hexes affect heat. Level 1 water dissipates an additional 1 point of heat for each heat sink located in a BattleMech's leg. Level 2 water fully submerges the 'Mech and causes all heat sinks to dissipate one additional point of heat up to a maximum of 6.
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 Critical hits have also been revised. In BT: SE, a roll of an 8+ is required to confirm a critical hit. In addition, a roll of a 10-11 results in 2 critical hits, while a roll of 12 results in "Limb Blown Off" or three critical hits if the location is a torso. The rolling of a 2 on the Hit Location Table has also been specifically addressed. When a 2 is rolled, if the critical hit is confirmed with a roll of 8+, the entire location is destroyed. If it is the center torso, the BattleMech itself is considered destroyed.
 
 Most importantly, ammunition critical hits received a treatment. It is unclear from the description whether the damage from the ammunition explosion transfers, although it could be inferred from the "Damage Transfer Diagram."
 
 Jump Jet critical hits are also described. For each critical slot hit, the jumping movement of the BattleMech is reduced by one. BT: SE construction rules also introduced variable weight jump jets with BattleMechs weighing between 60-85 tons requiring a 1-ton jump jet and 'Mechs 90+ tons requiring a 2-ton jump jet per jump movement point.
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 BT: SE provided the first description of the Death-From-Above (DFA) physical attack although the initial rules for it differ from later implementations. The base attack for a DFA is 5. The attack is modified for attacker and defender movement but not terrain. The damage from the attack is the weight of the attacker divided by 10 and then multiplied by 3. The damage is then divided into two groups and then applied using the Punch Location Table.
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 -CityTech Box Set-
 
 In January of 1986, FASA released its next box set, "CityTech," which further expanded the number of units available in the game and introduced three new weapons, the Auto Cannon/2, Auto Cannon/10 and Auto Cannon/20. The original "Auto Cannon" was 
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 renamed the Auto Cannon/5. It also included the first game statistics and images of the Hunchback, the first ‘Mech to carry an Auto Cannon/20. CityTech also introduced skidding, various types of buildings and significantly expanded the rules for infantry and vehicles, including the first appearance of the vehicle construction rules. Vehicles received their own critical hit chart, a revised hit location table, expanded movement options (Wheeled, Tracked, Hover and VTOL) and terrain restrictions. This box set also marks the first mention of Internal Combustion Engines (ICE) for vehicle construction. They are stated as simply weighing twice what an equivalent fusion engine weighs. In addition, the need for ICE-powered vehicles to mount power amplifiers and heat sinks for energy-based weapons also appears for the firs time. Infantry were reorganized into three types, Foot, Mechanized and Jump, each with a different movement allowance. They were increased in size to 28-solider foot and mechanized platoons and 21-soldier jump platoons. They could also be equipped with any of the following weapons, each with their own distinct range and damage profiles: Rifle, machine gun, flamer, portable laser, or SRM missiles. In addition, for each point of damage take by an infantry unit, one solider would be removed and the damage output of the platoon would be reduced at specific thresholds. Hidden units, point-blank shots along with rules for gun emplacements were also included. CityTech added statistics for the following units: SDR-5V Spider OTT-7J Ostscout HBK-4G Hunchback OSR-2C Ostroc OTL-4D Ostsol STK-3F Stalker 
 
 -Unseen-
 
 Skulker Wheeled Scout Tank J. Edgar Light Hovertank Condor Heavy Hovertank Demolisher Heavy Tank Falcon Heavy Hovertank* (used as a construction example) -AeroTech Box Set-
 
 In 1986, FASA Corporation released their third BattleTech-related box set: AeroTech. This box set introduced AeroSpace Fighters, DropShips and Land-Air-Mechs (LAMs), providing both game rules for playing with these units and detailing game statistics for a number of different types of these new units. It also included the first AeroSpace Fighter construction rules. 
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 It should be noted that the original Battledroids box set explicitly stated that three classes of ‘Droid carrying DropShips existed and also mentioned the existence of AeroSpace fighters. However, few details were given at that time, although it was explicitly stated that DropShips were unarmed. This was repeated in BattleTech: Second Edition except the description for DropShips was changed to state they were in fact armed but also rely on both AeroSpace Fighters and BattleMechs for additional protection in space and on the ground. It should also be noted the Leopard-Class DropShip is believed to be inspired by the Minivera from the Crusher Joe anime series, the same series that inspired the Locust. Images of the Leopard-class DropShip, however, were never removed from publication. AeroTech is best known for introducing the Land-Air-Mech rules, including their construction rules. These rules detailed three modes: ‘Mech, Air’Mech and Fighter. Both ‘Mech and Fighter modes operated within the existing rule set for their respective forms, but the Air’Mech mode was given unique capabilities, including movement and conversion. It also supplied special critical hit conversion and location conversion tables. The three LAMs appeared next later that same year in Technical Readout: 3025 (1986). However, the designs were never updated with Star League technology in either Technical Readout: 2750 (1989) or the later Technical Readout: 3050 (1990). The LAM rules were declared optional in Tactical Handbook (1994) and all existing 
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 images of the three designs were removed. When FanPro issued Technical Readout: Project Phoenix (2003), it did not include any of the LAMs although the BattleMechs they are based all on appeared. In 2010, Catalyst Game Labs released Technical Readout: 3085 (2010), which included all new art for the three original LAMs and also depicted the experimental Shadow Hawk LAM. The next year, Catalyst Game Labs released Jihad: Final Reckoning (2011), which included the first official new LAMs to be released since the original three appeared AeroTech. The LAM rules, however, remained fallow until the much later publication of Interstellar Operations (2016) by Catalyst Game Labs. The existence of LAMs within the BattleTech universe has long been a controversial topic similar to that of the Taetae, an alien species described in BattleTech canon from the Far Country (1993) novel. Ironically, that same novel also provided rare details on the operation and cockpit layout of the Phoenix Hawk LAM. Early appearances of LAMs include the Phoenix Hawk LAM and Stinger LAM in Cranston Snord’s Irregulars (1986) scenario pack, MechWarrior Clay Moretti’s PHX-HK2 Phoenix Hawk LAM in Sorenson’s Sabres (1987) and the Phoenix Hawk LAM in the Crescent Hawk’s Inception (1998) video game. Units introduced in CityTech: Sabre Light AeroSpace Fighter Centurion Light AeroSpace Fighter Lightning Medium AeroSpace Fighter HellCat Medium AeroSpace Fighter Eagle Heavy AeroSpace Fighter Thunderbird Heavy Aerospace Fighter Leopard-class DropShip Union-class DropShip Overlord-class DropShip 
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 Stinger Land-Air-Mech (LAM) Wasp Land-Air-Mech (LAM) Phoenix Hawk Land-Air-Mech (LAM)
 
 -FASA BattleTech NovelsFASA initially approached Margaret Weis and Tracy Hickman of Dragonlance fame to write the initial BattleTech novel. Their iconic Dragons of Autumn Twilight was published in 1984 shortly after they began work at Tactical Studies Rules (TSR). Weis and Hickman provided FASA with a 10-page synopsis of a story idea but subsequently backed out of the deal to pursue a different project. The project was then transferred to Ardath Mayhar who significantly altered the original storyline keeping only the core idea, that of a Successor Lord being substituted with a body double by one of their enemies. Mayhar was provided with BattleTech: Second Edition for background. She would also collaborate with longtime FASA employee William Keith for assistance writing the non-BattleMech combat scenes. Her sole BattleTech novel, The Sword and Dagger (1987) was published after William Keith’s Decision at Thunder Rift, although it was commissioned prior to Keith’s initial novel. As an 
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 early novel, there are a number of inconsistencies with later BattleTech canon, such as AeroSpace fighters traveling from the Jump Point to the planet using large external fuel tanks. In addition, the “Swamp People” are one of only two references to possible alien life within the BattleTech Universe. The first published novel set in the BattleTech universe was William Keith’s Decision at Thunder Rift (1986), the first in the Saga of the Grey Death Legion series. It was followed by Keith’s Mercenary’s Star (1987) and the final book of the original trilogy, The Price of Glory (1987). Keith’s first two books also present a different view of the BattleTech universe than later novels. Notably, the internal heat levels of a BattleMech rise when hit by enemy fire, energy weapons being particularly effective at this. Medium lasers are often described as firing multiple times, or as a series of quick bursts, all within the same time it takes for a particle cannon to recharge. Autocannons fire long continuous streams of shells using cassette-based ammunition. The most striking difference, however, is the lack of interstellar communication. Sending messages between planets requires the use of a JumpShip that must travel to the destination in order to deliver the communique. In fact, the interstellar organization, ComStar, does not make an appearance in any BattleTech novel until Keith’s final book of the trilogy. Keith’s second work also marks the first mention of what would later become referred to as IndustrialMechs. He mentions AgroMechs, HarvestMechs, LoggerMechs, PickerMechs and quadrupedal 60-ton LoggerMechs. In addition, there is a functional AgroMech production facility on Verthandi and it can be implied from the number of BattleMechs and the relative ease with which 
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 they are repaired throughout his trilogy that the Inner Sphere had significant industrial capacity circa 3025. This reveals that even among the very first BattleTech novels, none were set in the original post-apocalyptic Battledroids universe. Keith and his brother Andrew, first began working for FASA in 1980, where they worked extensively on FASA’s Traveller line of supplements. He also designed the Behind Enemy Lines roleplaying game, published by FASA in 1982, which is considered the first RPG set in the 1940’s. Behind Enemy Lines would go on to win a H.G. Wells award. Keith has published dozens of novels set in a variety of different settings and under a series of different author names. Michael Stackpole and Robert Charrette would join William Keith in writing novels set in the BattleTech universe in 198889. Michael Stackpole’s Warrior Trilogy is considered among the best BattleTech fictional trilogies written. Beginning with En Garde (1988), Stackpole immediately delves into the upcoming marriage between Hanse Davion, the First Prince of the Federated Suns, and Archondesignate Melissa Steiner of the Lyran Commonwealth. ComStar features in this novel as well and by the second novel, Riposte (1988), there are scenes set at ComStar’s Hilton Head facility featuring the First Circuit and Primus Julian Tiepolo. By the end of the second book, ComStar’s manipulation of the various Successor States is obvious and the veneer of their neutrality is shattered. The third installation, 
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 Coupé (1989), largely covers the Fourth Succession War. Robert Charrette’s first BattleTech novel, Wolves on the Border, was published by FASA in early 1989 with his second contribution, Heir to the Dragon, published later that same year. The idea for these novels originated with Charrette himself and he approached Jordan Weisman directly with his idea. Charrette submitted a written scene to FASA featuring Natasha Kerensky invading a planet and subsequently FASA approved his idea. His first work is often cited as the best standalone BattleTech novel ever written. Wolves on the Border, the first novel featuring the famous mercenary group Wolf’s Dragoons, chronicles the deteriorating relationship between House Kurita and the Dragoons culminating in a climatic series of battles on the aptly named planet of Misery. The Wolf’s Dragoons true origins were still unknown at the time of Charrette’s writing. Regardless, in hindsight, Charrette’s portrayal of the Dragoon’s vote for plan “Hegira” contains recognizable Clan traditions. In fact, the word “Hegira” itself would later become a distinct Clan word meaning an honorable withdrawal from battle granted by a Clan warrior to a defeated enemy. This, along with the Dragoon’s strong sense of honor, are the earliest oblique references to what would later become Clan Zellbrigen, the Clan’s distinct ritualistic form of honor. This book is also noted for the first appearance of the Bounty Hunter in fiction, a re-emerging character first set into motion by Charrette as a “Dread Pirate Roberts” inspired character. Charrette’s second novel also introduces the Hatamoto BattleMech, including the –ku and –kaze variants. Charrette himself designed, sketched and later sculpted this BattleMech. After watching Stackpole build up the Federated Commonwealth juggernaut, along with the massive losses suffered by the Capellan Confederation 
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 during the Fourth Succession War, Charrette sought to boost the defenses of House Kurita. This was further accomplished by an agreement between ComStar and House Kurita leading to the creation of the Free Rasalhague Republic buffer state and the transfer of advanced BattleMechs and military technology to the Combine. In fact, Stackpole and Charrette’s writing feature a number of the exact same scenes except written from two different points of view. The dialogue remains consistent between the two writers, however, the reader comes away with an entirely different understanding of the motivations behind them. The best example of this is the scene where Colonel Jamie Wolf throws Minobu Tetsuhara’s sword at the feet of Coordinator Takashi Kurita. Detailed initially in Riposte, the scene is retold from a different point of view in the epilogue of Wolves on the Border. For its part, FASA would periodically bring together its stable of fiction writers to discuss how the BattleTech timeline should develop and unfold and to coordinate the use of the same characters across different authors. These early writer conferences included William Keith, Michael Stackpole and Robert Charrette. Nonetheless, writers often deviated from the guidelines provided to them by FASA and many of the initial novels published by FASA were written before the writers received relevant sourcebooks and other published materials or while they were in the process of writing them. One of the best examples of this was the handling of the introduction of the Clans in Michael Stackpole’s Blood of Kerensky trilogy. FASA originally asked for a slow reveal, leaving the reader in suspense of the Clan’s true origins and throwing out instead a number of tantalizing possibilities, including the prospect they were an alien race. Ultimately, Stackpole chose to reveal the Clan’s Star 
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 League origins by the end of his first book of the trilogy, Lethal Heritage (1989). By the final book, Lost Destiny (1991), Stackpole had essentially concluded the initial Clan Invasion at the Battle of Tukayyid. In addition, Hanse Davion died of a heart attack and was replaced by his son Victor Steiner-Davion and ComStar Precentor Myndo Waterly was killed by Anastasius Focht (Frederick Steiner) setting the stage for the Word of Blake.
 
 Lost Destiny was the final BattleTech novel published by FASA. That same year, 1991, Roc Books took over the line of BattleTech novels and the stable of authors was significantly increased beginning with Robert Thurston’s “Legend of the Jade Phoenix” trilogy. Roc Book would go to publish 47 additional novels between 1991 and 2002. They would also publish an additional six novels under the “MechWarrior” nameplate 1999 - 2002. From 2002 2008, Roc Books would publish another 30 novels under the “MechWarrior: Dark Age” line, including two more by Michael Stackpole. 
 
 -Unseen-
 
 -Japanese Science Fiction Anime and the TCI Plastic Models-
 
 The origins of the various plastic robot models that would eventually be imported to the United States and end up in the Battledroids box set and later sold under the BattleTech label begins with the Japanese toy manufacturer Marusan. Marusan introduced the first Japanese injection molded model kit, the SSN571 Nautilus in 1958. By the 1960’s, Marusan had branched out from military models and in 1966 issued a plastic model of the robot featured in the Lost in Space American television series, along with the Jupiter II, the spacecraft inhabited by the Robinson family. Marusan went bankrupt in 1968 for reasons that remain unclear. 
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 The popularity of these plastic models, however, enticed other manufacturers to enter the market, many of which mimicked Marusan’s successful full-color box art marketing strategy. Bandai would form Bandai Models in 1971 and Bandai America in 1978. Bandai would go on to produce toys for Nippon Sunrise’s Space Cruiser Yamoto (1974) and Mobile Suit Gundam (1979), two early Japanese science fiction anime series. When Sunrise later released Fang of the Sun Dougram (1981) and Crusher Joe (1983), they brought in Takara and Nitto to help with toy production. When Tatsunoko and Studio Nue released Super Dimension Fortress Macross in 1982, Arii, Imai and Nichimo would also begin producing various toys and models based on many of the popular Japanese science fiction anime series. By this time, there were already at least two companies in the United States importing and reboxing existing Japanese models. By 1984, Testors had a relationship with Nichimo and Revell was working with Takara allowing both companies to import Macross models under the “R.O.B.O.T.” and “Robotech” designations, respectively. Takara was also producing its own miniatures war game based on Fang of the Sun Dougram. It produced two sets: The Battle of Stanrey (1984) and a sequel, the Battle of Kalnock (1985).
 
 
 
 -Unseen-
 
 Another notable early Japanese mecha-based war game was Hobby Japan’s S.F.3.D., also released in 1984. This game used hex-based paper maps, however, it lacked the die-cast metal miniatures found in Takara’s games, instead relying on oversized paper counters. Nitto would later produce a number of plastic model kits for S.F.3.D. as well. All of these games, along with others, as well as various mecha model kits, were imported by an American company called Twentieth Century Imports. Twentieth Century Imports (TCI) established a relationship with FASA at the Annual Trade Show of the Hobby Industries of America in Anaheim, California in early 1984. Arrangements were made to repackage a number of the Nitto plastic models from Dougram and Crusher Joe along with a number of Nichimo’s Macross models to use as 
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 game pieces in FASA’s upcoming Battledroids miniatures war game. These arrangements included inserting two 3" plastic models imported by TCI directly into the Battledroids box set. These models were manufactured by Nitto under license from Nippon Sunrise and based on images from Tatsunoko Productions. They were described in the Battledroids box set as the SHD-2H Shadow Hawk and GRF-1N Griffin. TCI and FASA would work together to release a number of additional plastic models for use with Battledroids by simply gluing the unit’s game statistics directly onto the back of the original Japanese box.
 
 TCI and FASA would continue their partnership after Battledroids was rebranded BattleTech, eventually issuing a total of 12 standalone box sets, beginning in 1985, before FASA switched their focus to metal miniatures and began working with Ral Partha. 
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 The Japanese 3" plastic models were not scaled for use with the hex-based map sheets used by BattleTech. Each box set included game statistics for the models as well as a playable scenario. The following statements related to licensing, copyrights and trademarks were also printed in the literature included with the model sets: "Molding by Nitto Originally Dougram™ and Crusher Joe & The Hunters™, licensed by Nippan Sunrise of Japan, Exclusively manufactured for TCI. Contents & Packaging © 1986 by Twentieth Century Imports. BattleTech & Concepts™ 1985 by FASA Corporation. With sincere thanks to Tatsunoko Productions and Nippan Sunrise of Japan."
 
 “Licensed by Tatsunoko Productions of Japan. Exclusively manufactured for TCI. Contents & Packaging © 1987 by Twentieth Century Imports, Inc. BattleTech & Concepts™ 1985 by FASA Corporation.” 
 
 -Unseen-
 
 Also included in the TCI/FASA BattleTech Plastic Model Sets was a promotional page featuring Jim Holloway’s cover art from the MechWarrior: The BattleTech Role Playing Game (1986) sourcebook. This page also contains a reference to a license from Tatsunoko Productions and Nippan Sunrise of Japan although it can be inferred that this license is held by Twentieth Century Imports and not FASA. However, the TCI Plastic Model Kits remain the only official BattleTech products ever produced that contain any reference to the original Japanese designers and producers.
 
 TCI/FASA BattleTech Plastic Model Sets Set 1: Shadow Hawk and Scorpion Set 2: Griffin and Locust Set 3: Thunderbolt and BattleMaster Set 4: Wolverine and Goliath Set 5: Crusader and Archer Set 6: Rifleman and Warhammer Set 7: Marauder and Ostroc Mk II Set 8: Wasp and Wasp L.A.M. Set 9: Stinger and Stinger LAM 
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 Set 10: Phoenix Hawk and Phoenix Hawk LAM Set 11: Wasp Fighter and Phoenix Hawk Fighter Set 12: Leopard-class DropShip, Marauder, Crusader An interesting side note regarding the first TCI BattleTech Plastic Model Set is that it includes a plastic model of the “Hunter HNT-3R Assault Tank” in addition to the Shadow Hawk and Scorpion models. The first reference to the Hunter is found in Battledroids (1984) where it describes the “HNT-3R Hunter” as follows: “This tank has no turret. It carries one 20-pack long-range missile launcher in front with 15 shots per launcher.” It appears again, with full game statistics and armed with a single LRM-20, as simply the “Hunter” in the CityTech box set (1986) and again in Technical Readout: 3026 (1987) where it is named the “Hunter Light Support Tank.”
 
 
 
 -Unseen-
 
 The Hunter HNT-3R Assault Tank described and depicted in the TCI set is an entirely different combat vehicle. It is a 20-ton wheeled vehicle carrying a single Particle Projection Cannon mounted in the front. Interestingly, it conforms to the original CityTech vehicle construction rules.
 
 In addition, Set #7 features the first and only reference to the OSR-9C Ostroc Mk II. The traditional OSR-2C was first featured in CityTech (1986) although the game statistics did not match that of the art. This would continue to be a problem in Technical Readout: 3025 (1986) although FASA would eventually correct the visual inconsistency in Technical Readout: 3050 (1990). The OSR-9C, however, would use 
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 its own unique art. Clearly based on the Regult Heavy Artillery Battle Pod from Super Dimension Fortress Macross, the game statistics for the Mk. II were altered from the OSR-2C to match the art.
 
 The final TCI set included a Leopard-class DropShip. The cover art for the box and the model itself, however, is the Minerva from Crusher Joe. The model is described as the “B” variant of the Leopard-class DropShip. This depiction of the DropShip never appears again although game statistics for it are provided as part of the box set. It is notable for weighing only 1,250 tons. The obvious errors are the tonnage allocation for the four ‘Mech Cubicles and two AeroSpace Fighter Cubicles. However, the description also shows this variant carries only two BattleMechs and a single AeroSpace fighter, in which case the tonnage allocations actually conform to early construction rules. The version of the Leopard detailed in CityTech (1986) weighs 1,700 tons, carries a different armament and has 20 points less 
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 armor on the Nose although the same amount of overall weight is dedicated to armor. The Leopard detailed in DropShips/JumpShips (1988) also differs significantly in overall weight, coming in at 1,720 tons and in most other respects it conforms to the original version presented in CityTech. Both of these versions are reported to carry a full lance of BattleMechs and a Flight of AeroSpace Fighters. It should also be noted that FASA released BattleTech into the Japanese market in 1992. However, given the existing BattleMech designs currently in use matched those of previously marketed Japanese mecha, notably from Macross and Dougram, FASA commissioned entirely new art for the release. This release included the base BattleTech game along with the Tales from the Black Widow scenario pack. The inside of these two
 
 publications specifically credits Studio NUE, the co-creator of the Macross franchise, and Shouji Kawamori, the original designer of the variable fighter, aka Veritechs, and later of Transformer fame. That same year, Victor Musical Industries released a BattleTech video game in Japan for the Sharp X68000 and Super Famicon (SNES). The Japanese game was a port of Activision’s successful 
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 MechWarrior game, except as with the printed game materials, the BattleMech designs were altered so as not to appear as copies of the mecha from Super Dimension Fortress Macross, Fang of the Sun Dougram and Crusher Joe, all of which were easily recognizable in the Japanese market.
 
 The Japanese depictions of the Locust, Warhammer, Phoenix Hawk, Marauder, Jenner, Battlemaster, Shadow Hawk and Rifleman, would also appear in Technical Readout: 3055 (1992) where they would be described as the “IIC” versions of their namesakes with one exception: the Japanese Battlemaster would appear as the Griffin IIC outside of Japan. Art created for the SNES version would reappear in the ComStar (1992) sourcebook as the Nexus, Raijin and Grand Crusader. 
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 In addition, unused concept art from the Japanese products was published in TRO: 3055 as the second-line Clan BattleMechs: Baboon, Vixen, Peregrine, Hellhound, Goshawk, Galahad, Viper, Behemoth and Kracken. -Ral Partha and Early Battledroids and BattleTech Metal MiniaturesRal Partha, based in Cincinnati, Ohio, was formed in 1975 in order to market Tom Meier’s fantasy miniature sculptures. Meier initially partnered with Glenn Kidd and Rich Smethurst to found the company, but finding themselves still short of capital, recruited Marc Rubin, Chuck Crain, and Jack Hesselbrock to join them. Some of company’s first lines included the fantasy inspired Fantasy Lines, which is credited with including the first ever female RPG character, and the historical-based Hoplites and 1200 A.D. lines. Among Meier’s many notable contributions to the industry was his use of two-part Epoxy putty in the creation of his sculptures. When mixed together, the epoxy formed a green putty that was extremely heat resistant and held details much better than the traditional materials in use at the time. The use of this epoxy was adopted by most other miniature manufacturers, essentially revolutionizing the entire industry. Meier, and Ral Partha, would go to win numerous industry awards, and Meier himself would be inducted into both the Origins Hall of Fame and the GAMA Hall of Fame in 1991. Meier left Ral Partha in 1988 to startup his own company, Thunderbolt Mountain.
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 Robert Charrette, who would go on to sculpt the first eight Battledroids miniatures, joined Ral Partha in 1984. Previously, he had worked on 25 mm miniatures to accompany Bushido and Fantasy Games Unlimited's Gangster! and Space Opera settings. Designed by Robert Charrette and Paul Hume and illustrated by Charrette, Bushido was first published by the shortlived Tyr Gamemakers in 1979. In 1980, Phoenix Games took over Bushido and reissued the ruleset. In 1981, Fantasy Games Unlimited (FGU) issued a box set of the game, including a map of Nippon, a tri-fold screen and a character sheet. Charrette would go on to create a line of miniatures for FGU to accompany the game. This line of miniatures would move over to Ral Partha when Charrette joined the company in 1984, releasing in 1985 alongside another popular line created by Charrette, RuneQuest. Charrette partnered with longtime Ral Partha sculptor Dennis Mize on Ral Partha’s 25 mm Samurai line, which would go onto to win the 1985 Origins/H.G. Wells Award for “Best Historical Figure Series.” In 1985, Charrette would also work on a Robotech line of miniatures for Dark Horse, which were officially licensed through Harmony Gold. This line included Veritechs, Destroids and the Regult Pods. The following 
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 year, 1986, Charrette would re-launch his own Bushido line of miniatures under the Ral Partha banner. Around the same time, FASA was searching for a company to collaborate with to produce a line of metal miniatures for use with their new Battledroids miniatures game. The original 3” plastic models imported by TCI were not scaled properly for the hex maps included with the game and the paper counters included in the Second Edition box set, while functional, were less than ideal. With Ral Partha’s reputation as one of the leading miniatures company, FASA approached Ral Partha, among a number of other companies, to gauge their interest.
 
 Initially, Ral Partha was not enthusiastic about creating robot miniatures for FASA’s Battledroids game. Among the founding members, only Chuck Crain thought the project had any potential but he convinced the others to allow him to assign the newly hired junior sculptor Robert Charrette to create an initial “proof of capability” miniature for the project. Charrette’s initial proof pulled heavily from the Macross Valkyrie. The “Valkyrie” sculpt was submitted to FASA and FASA approved it shortly thereafter.
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 FASA would next provide Ral Partha with a number of the TCI plastic model kits to use as the basis for sculpting the units included
 
 in the Battledroids and BattleTech Second Edition box sets. Marc Rubin, Ral Partha’s legal expert and one of the founding partners, was immediately concerned about the similarity between the plastic models and the Macross property. As a result, Ral Partha instructed Charrette to make a series of eight “functional equivalents” to the TCI plastic models instead of copying them. These equivalents maintained the weapons, as well as the locations, of the original models while at the same featuring a unique look. Charrette was given very little time to develop the eight proof-of-concepts miniatures. When creating the “Greens,” Charrette relied on various odds and ends to help quickly build out the basic form of the sculpture including bent keys, lamp fittings, rivets and even parts from his grandfather’s old watch. Once the basic form was created, he then applied the green epoxy in order to add the necessary level of detail. Almost all of these models were sculpted as one piece in order to make the mold and casting process as safe, easy and as fast as possible. This required the sculpts themselves to remain relatively flat, without protruding weapons. This can best be seen in the positions of the weaponbearing arms on both the Battleax and Vulcan miniatures. 
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 Also as part of the proof-ofconcept run, Charrette built sculptures representing the various different size potentials of the robots. At the top of scale was the BHN-7H Behemoth, an ambitious multipart miniature created to show how large the heaviest units could be. Another time saving technique Charrette employed on this sculpt was to make only a single symmetrical leg for the mold and have it cast twice. Later, he would go back with epoxy and add specific details to the legs to differentiate them from each other resulting in a more custom look. To further cut down on the initial sculpting time, he employed a similar technique to entire sculptures. A number of the miniatures are derivatives of other sculpts. The Falcon, for example, is a derivative of the original Hornet sculpt with detailing and minor structural changes applied to give it a unique appearance.
 
 Once the initial “Green” was sculpted, it was placed between two two pieces of heavy rubber. Intense heat and pressure were then applied, creating the initial impression. The green epoxy pioneered by Tom Meier was especially effective at maintaining its integrity 
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 during the vulcanization process. Charrette further ensured the structural integrity of the initial sculpts by reinforcing them with various metal structural pieces. Once the initial impression was created, it was stamped multiple times into a two-part heavy rubber layered disk mold. A channel is then carved leading from each impression to the center of the disk mold. Molten metal, often pewter, is then poured into the center and the disk is spun, causing the metal to flow through the channels filling each impression and creating castings.
 
 After Charrette’s prototype sculptures were cast, castings of the eight models were sent to FASA for approval. FASA accepted these miniatures and thus began the relationship with Ral Partha. Ral Partha released the first eight Battledroid miniatures in 1985. The initial release did not include Charrette’s proof of capability “Valkyrie” sculpt, although it would later become the basis for the Phoenix Hawk sculpt. Since these were effectively original designs created by Robert Charrette, the game statistics for these eight models were never officially developed. Over time, these models would receive actual canon game statistics, in some cases waiting until 2008 when Catalyst Game Labs published Technical Readout: 3075. 
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 Eight original Robert Charrette Battledroids sculpts and their basis: 20-801 - HRN-7T Hornet - VF-1 Valkyrie Veritech 20-802 - FLC-4N Falcon - VF-1 Valkyrie Veritech 20-803 - GLD-3R Gladiator - VF-1 Armored Veritech with GBP-1S Ground Battle Protector weapon system 20-811 - BTX-7K Battleax - Destroid Tomahawk 20-812 - VLC-6N Vulcan - Destroid Defender 20-813 - XBW-9J Crossbow - Destroid Phalanx 20-814 - CST-3S Cestus - Destroid Spartan 20-821 - BHN-7H Behemoth - Destroid Monster *20-805 - FLE-15 Flea – Crusher Joe Ostall *20-815 – ARC-4R Archer – Destroid Spartan
 
 *As a side note, Julie Guthrie, who was hired a year prior to Robert Charrette, created both the FLE-15 Flea and ARC-4R Archer (Bombardier) as functional equivalents in much the same way Charrette created his original eight scultps. As such, both of these sculpts were integrated into the Battledroids line and should be 
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 considered as part of the original Battledroids “proof of concept” series. FASA, pleased with Ral Partha’s capabilities and anxious to get the miniatures featured in Battledroids and BattleTech Second Edition to market, instructed Ral Partha to further expand the line as quickly as possible after convincing Mark Rubin that FASA had the necessary rights to reproduce the various Japanese Mecha designs. Ral Partha then used the various TCI plastic models as the basis for creating the subsequent miniatures. To further accelerate production, both Julie Guthrie and Dennis Mize were also assigned to the line. Mize would take on the Dougram line, sculpting the Wolverine and Battlemaster among others, while Guthrie is noted in particular for her work on the Archer. Charrette would also revisit his original proof-of-capability “Valkyrie” and develop it into the iconic Phoenix Hawk. This initial expansion contains many of the most iconic BattleMechs (and vehicles) ever produced. 20-804 – FIR-7B Fire Bee 20-805 – FLE-15 Flea 20-806 – Hunter Light Missile Tank 20-807 – Striker Armored Car 20-808 – Pegasus Light Hover Tank 20-815 – ARC-4R Archer 20-816 – Vedette Medium Tank 20-822 – Demolisher Super Heavy Tank 20-831 – STG-3R Stinger 20-832 – WSP-1A Wasp 20-833 – PXH-1 Phoenix Hawk* 20-835 – GRF-1N Griffin 20-836 – SHD-2H Shadow Hawk 20-837 – WVR-5R Wolverine 20-838 – BLR-1G BattleMaster 20-839 – TDR-5S Thunderbolt* 20-840 – WHM-6R Warhammer 
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 20-841 – RFL-3N Rifleman 20-842 – ARC-3R Archer* 20-843 – MAD-3R Marauder 20-844 – LCT-1V Locust *Sold only in "BattleTech" packaging. These early Battledroids/BattleTech miniatures are noted for their inaccurate scale. Miniatures representing small, light units are often as large, or even larger, than miniatures representing heavy and assault-class units. In addition, the vehicles are significantly over-sized as compared to the Battledroids/BattleMechs. The initial miniatures reflect the relative physical size of the plastic models they were based on. Ral Partha would go on to resculpt a number of original Battledroids designs to address this problem of scale. Notably, the original 20ton Locust sculpt is roughly the same size as the later 100-ton Atlas sculpt. This is can be traced back to the original TCI plastic model kits that were used to initially create the line. The TCI-branded Macross models were 1/200 scale, while the Fang of the Sun Dougram models were 1/144, with the exception of the two quadruped models that were produced at 1/200. The Crusher Joe Ostall, i.e. the Locust, was created at 1/48 scale. When FASA published Technical Readout: 3025 in 1986, they did not send Ral Partha an advance copy. Instead, Ral Partha first saw the readout at the annual toy convention. It was already clear, however, that the BattleTech line of miniatures was a commercial success and Ral Partha quickly decided to develop the rest of the units detailed in the TRO. At this point, Tom Meier himself realized the profit potential of the line and assigned additional sculptors to the project, including himself. Meier immediately claimed the 100ton Atlas sculpt. The rest of the units were divided among Charrette, Guthrie and Dennis Mize. That same year, Ral Partha won the first of their Origins/H.G Wells Awards for the BattleTech line of miniatures, this one for “Best Vehicular or Accessory Series.” 
 
 -Unseen-
 
 As a side note, a number of later canonical BattleTech designs were based directly upon original sketches made by Ral Partha. They were published by FASA in the Wolf's Dragoons sourcebook (1989) and in Technical Readout: 2750 (1989). Ral Partha gave FASA full rights to these designs. The original (unpublished) Ral Partha sketches include: FLE-4 and FLE-15 Flea BMB-12D Bombardier MON-66 Mongoose FLC-4N Falcon WVE-5N Wyvern CRB-27 Crab LNC-25-01 Lancelot BL6-KNT Black Knight THG-11E Thug HGN-733 Highlander KGC-000 King Crab 
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 It should also be noted that in 1998, FASA Corporation purchased a stake in Ral Partha Enterprises, still one of the leading companies producing metal miniatures for the gaming industry, after Ral Partha lost their license to produce the popular Dungeons and Dragons miniatures line in the aftermath of Wizards of the Coast's acquisition of Tactical Studies Rules (TSR). FASA would become the sole owner of Ral Partha that next year, in 1999. When FASA ceased operations in 2001, WizKids bought both the BattleTech and Shadowrun game licenses. That same year, WizKids spun off Ral Partha, renaming it Iron Wind Metals for legal purposes. The Ral Partha trademark passed from WizKids to Topps and then to The Tornante Company before Iron Wind Metals bought the Ral Partha property back in 2014, relaunching the brand by the end of that same year. A final note related to the original Unseen Ral Partha BattleTech miniatures. Catalyst Game Labs does not permit the use of any of the BattleTech miniatures based on Japanese Mecha designs in games sponsored by them or by their agents. It is unclear exactly when this policy went into effect although it is likely it was announced after Harmony Gold and FASA settled out of court. Cataylst Game Labs also does not permit the use of fan-created miniatures based on the MechWarrior Online depictions created by Alex Iglesias. -Legal Issues and the "Unseen"In 1985, just one year after the release of Battledroids, Harmony Gold USA launched the Robotech animated series in the United States. It unified three separate and distinct Japanese animation series: The Super Dimension Fortress Macross (1982), Genesis Climber MOSPEADA (1983) and Super Dimension Cavalry Southern Cross (1984). Harmony Gold contacted FASA regarding FASA's use of Japanese Mecha images, specifically the Valkyrie, Destroid, Glaug and Regult designs that appeared in Robotech, inquiring where FASA had obtained rights to use those designs. These designs and the renditions based on them later formed the 
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 core of the "Unseen." That same year, Harmony Gold sent FASA a cease-and-desist letter but did not take any official legal action and FASA continued to use the images in question under the belief the license they had obtained from TCI was valid. It should be noted that the "Unseen" also include designs from two other Japanese anime series, Crusher Joe and Fang of the Sun: Dougram and was later expanded further to include any 'Mech image created by a third-party, notably images created by Victor Musical Industries appearing primarily in Technical Readout: 3055 (1992). "Unseen" BattleMechs and their origins: Super Dimension Fortress Macross Wasp - VF-1S Valkyrie Stinger - VF-1A Valkyrie Valkyrie - VF-1S Valkyrie Phoenix Hawk - VF-1S Super Valkyrie Crusader - VF-1A Armored Valkyrie Rifleman - ADR-04-Mk.X Destroid Defender Archer - MBR-07-Mk.II Destroid Spartan Warhammer - MBR-04-Mk.VI Destroid Tomahawk Longbow - SDR-04-Mk.XII Destroid Phalanx Behemoth - HWR-00 Mk. II Destroid Monster Marauder - Glaug Commander Pod Ostscout - Regult Scout Pod Ostsol - Regult Battle Pod Ostroc - Regult Heavy Missile Pod Crusher Joe Locust – Ostall Fang of the Sun: Dougram Shadow Hawk – Dougram Griffin - Soltic H8 Roundfacer Scorpion - F35C Blizzard Gunner Wolverine - Abitate T-10B/T-10C Blockhead Thunderbolt - Hasty F4X Ironfoot 
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 Goliath - Abitate F44A Crab Gunner Battlemaster - Soltic HT-128 Bigfoot
 
 Also in 1985, Matchbox released a line of Robotech branded toys to coincide with the release of Harmony Gold's animated television series. In the fall of 1985, FASA expanded the BattleTech line with the release of the first two scenario packs: Tales of the Black Widow Company and Fox's Teeth: Exploits of McKinnon's Raiders. Both of these publications contained images of licensed Mecha designs. 
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 In the winter of 1985, FASA decided to further expand the original BattleTech universe by introducing a number of original BattleMech designs intended to look significantly different from the various Japanese-based designs used up to that point. In early 1986, FASA hired Duane Loose to design a number of unique BattleMechs for the upcoming Technical Readout: 3025. FASA
 
 provided Loose with names and game statistics for 32 distinct designs which Loose then illustrated. Under instructions from FASA, Loose moved away from the previous humanoid designs, emphasizing instead the concept of realistic "vertical tanks." Loose was also provided with depictions and models of all the designs licensed through TCI to use as the basis for his own illustrations of those designs. Loose's drawings of the "Unseen" altered a number of the original design elements by adding more realistic machine features. Loose repeatedly reworked the licensed designs before they were finally accepted by FASA.
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 In particular, Loose’s designs generally feature a prominent cockpit "with personality" intended to allow for the identification of a particular BattleMech model by its "face." In addition, Loose moved away entirely from depicting weapons as "hand-held," instead depicting them as integral parts of the BattleMech emphasizing their machine nature over the previous human-like style. The armor also appears as "plates" or segments rather than the large uninterrupted expanses favored in illustrations of Japanese Mecha. Technical Readout: 3025 was published in August of 1986. Original Duane Loose Illustrations from Technical Readout: 3025: ASN-21 Assassin AS7-D Atlas AWS-8Q Awesome BNC-3E Banshee BJ-1 Blackjack CDA-2A Cicada CPLT-C1 Catapult CN9-A Centurion CGR-1A1 Charger CLNT-2-3T Clint COM-2D Commando CP-10-Z Cyclops DV-6M Dervish DRG-1N Dragon ENF-4R Enforcer FS9-H Firestarter GHR-5H Grasshopper HCT-3F Hatchetman HER-2S Hermes II JM6-S Jagermech 
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 JVN-10 Javelin JR7-D Jenner ON1-K Orion PNT-9R Panther QKD-4G Quickdraw TBT-5N Trebuchet UM-60 UrbanMech VLK-QA Valkyrie VTR-9B Victor VND-1R Vindicator VL-2T Vulcan WTH-1 Whitworth ZEU-6S Zeus FASA also released the CityTech box set in August of 1986. This box set introduced six new BattleMechs, including three original illustrations by Todd Marsh along with three more illustrations based on the "Regult" series of Pods from Super Dimension Fortress Macross. The Regult-inspired designs, designated as the Osctscout, Ostroc and Ostsol, differed significantly from the originals. These designs would initially be considered "Unseen" but in 2011 Catalyst Game Labs declared the original depictions by Todd Marsh, and subsequent illustrations of the designs, were legally permissible to reproduce. Todd Marsh is also responsible for the initial depictions of two 
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 more FASA-original BattleMechs. Designed specifically for, and introduced in, the House Liao sourcebook (February 1988), they are the 35-ton Raven and 70-ton Cataphract. Original Todd Marsh Illustrations from CityTech and House Liao: OTT-7J Ostscout OSR-2C Osctroc OTL-4D Ostrsol SDR-5V Spider HBK-5G Hunchback STK-3F Stalker RVN-1X Raven* CTF-1X Cataphract* *From the House Liao sourcebook. In 1989, FASA would further expand the list of available BattleMechs with the release of Wolf's Dragoons (April 1989) and Technical Readout: 2750 (August 1989). These sourcebooks introduced another 25 unique BattleMechs to the BattleTech Universe. All were initially illustrated by Dana Knutson of FASA. Many of Knutson's designs differed from the work of previous artists by minimizing the prominence of the head, often sinking the head into the body or by eliminating a traditional head entirely. Knutson's designs continued the emphasis on 
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 the concept of a "tank with legs" over a more human-like construction and continued the technical realism introduced by Duane Loose. Original Dana Knutson Illustrations from Wolf's Dragoons and Technical Readout: 2750: FLC-4N Falcon* FFL-4A Firefly FLE-4 and FLE-15 Flea* HOP-4C Hoplite HNT-151 Hornet IMP-2E Imp SHG-2E Shogun WLF-1 Wolfhound BL6-KNT Black Knight* BMB-12 Bombardier* CHP-1N Champion CRB-27 Crab* CRK-5003-1 Crockett EXT-4D Exterminator FLS-8K Flashman HER-1S Hermes HGN-732 Highlander* HSR-200-D Hussar KGC-000 King Crab* KTO-19 Kintaro LNC-25-01 Lancelot* MCY-99 Mercury MON-66 Mongoose* STN-3L Sentinel THE-N Thorn THG-11E Thug* WVE-5N Wyvern* *Based on sketches provided by Ral Partha
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 In 1989, Tim Skelly, a software programmer employed by Incredible Technologies, created the Mad Cat, the first OmniMech, under the direction of FASA founders Jordan Weisman and Ross Babcock. It was created specifically for the BattleTech Virtual Reality game. While Weisman’s original plan called for translating the existing stable of BattleMechs into digital models, the designs proved too numerous and too complex to be used in the virtual environment. The solution was the creation of OmniMechs. OmniMechs consist of a “prime” chassis from which numerous “alternate configurations” are derived. This approach allowed the programmers to create multiple versions using the same basic OmniMech model. Skelly went on to create the initial computer-based drafts of the Thor, Vulture and Loki. Steve Venters, an independent FASA contractor, translated the four computer models into illustrations, adding another 11 unique OmniMech designs of his own. In 1990, FASA published Technical Readout: 3050 (TRO: 3050) which included illustrations of all 16 OmniMechs. 
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 As a side note, the decision to create different Inner Sphere and Clan names to reference each OmniMech, i.e. the Mad Cat, a.k.a., the Timberwolf, was made by Sam Lewis, the president of FASA after Jordan Weisman stepped down to assume control of Virtual World Entertainment. Pulling from his previous military experience, Lewis decided to echo the different designations for identical military hardware found between NATO and the Warsaw Pact military forces. Additionally, it has been postulated that, in fact, that the entire Clan concept as well as the introduction of the OmniMech were not originally a part of the map for the BattleTech Universe but rather were added in order to accommodate the BattleTech Virtual Reality game. Original Steve Venters OmniMech illustrations: Black Hawk Daishi Dasher DragonflyFenris Gladiator Koshi Loki* Mad Cat* Man O'War Masakari Puma Ryoken Thor* Uller Vulture* *based on computer designs by Tim Skelly 
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 A number of other designs also debuted in TRO: 3050, including the Axman, Hatamoto-Chi and Wolf Trap (Created by Joel Biske), the Annihilator (Created by Dana Knutson), and the Guillotine, Mauler and the Clan Elemental Suit (Created by Jim Nelson). It should also be noted that TRO:3050 contained updated renderings of all of the original BattleMechs previously introduced, including those based on the various Japanese anime series. In 1991, FASA added another fourteen original BattleMech designs,
 
 debuting them in the Solaris VII box set and including two more Dana Knutson designs, the Excalibur and Spartan, featured in the Rhonda's Irregulars scenario book. FASA Corporation and Playmates Toys In December of 1991, Robert Allen, a Cincinnati-based toy designer pitched three different toy concepts, including BattleTech, to Chris Devine Dailey of Playmates Toys. There is some dispute as to whether Allen presented and/or left any BattleTech toy prototypes during his presentation. At this point, Playmates had been looking for a line of robotic toys for a number of months and had already 
 
 -Unseen-
 
 reviewed a number of prominent robotic properties, including Transformers, Star Wars, Robotech, and Voltron. Dailey turned over the materials to Karl Aaronian, Playmates’ Vice President of Marketing. After the 1992 Toy Fair in February, Aaronian and Richard Sallis, the president of Playmates’ Toys, watched the promotional video left by Allen. In March of 1992, Sallis called Allen directly requesting additional information on the BattleTech line. Allen sent Sallis a copy of The BattleTech Compendium, Technical Readout: 2750, and other unspecified promotional materials. Shortly after receiving the material, Playmates hired Russ Edmisson, a freelance designer, to develop a prototype robot toy. Edmisson, in turn, hired Sonos Models to build the prototype and the model was delivered to Playmates in mid-April. In May, Richard Sallis, the President of Playmates, called Allen again to discuss the possibility of creating a BattleTech animated cartoon series to help promote the potential line of toys. Playmates had employed this strategy successfully in the past, notably with Teenage Mutant Ninja Turtles and Power Rangers. In addition, Playmates hired Frank Asano, a model builder with Sente, to build a prototype robot similar to the Mad Cat. He was instructed to include a cockpit and pilot as well as “blow-off” battle armor, both features identical to prototypes shown by Allen on behalf of FASA. Ultimately, Asano refused to build the model because he claimed the BattleTech designs appeared to be copies of existing Japanese models. Ultimately, he delivered a different model entirely, one was never used. In mid-May, Sallis also met with Universal to review Exo-Force, a concept designed to meet Playmates’ request for a “harder edge” robot themed property. They took the prototype robot created by Sonos to the meetings with them as a sample of what Playmates was looking for in a robotic property.
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 Sallis then met with Tario Watabiki, a representative of the Japanese company Takara, to discuss a potential robotic toy line. When shown a poster provided by Allen of various BattleMechs, Watabiki immediately dismissed them as copies of robot designs previously marketed in Japan. After his meeting with Watabiki, Playmates contacted Allen to inform his they were no longer interested in the BattleTech property and Playmates retuned all the BattleTech related materials with the exception of the poster. By June of 1992, Playmates had switched gears to focus on the Exo-Force/Exo-Squad toy line. Playmates debuted the Exo-Squad line of toys at the Toy Fair in New York City in February 1993. The initial offering consisted of 11 "E-Frames." Featured prominently in the display was a prototype of the “Heavy Attack E-Frame.” In September of 1993, Universal Cartoon Studios debuted the "ExoSquad" cartoon as a response to the growing domestic interest in Japanese Mecha anime and robotic warriors in general. As a side 
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 note, Playmates Toy ultimately decided not to produce or sell the Heavy Attack E-Frame citing cost concerns although it is likely its involvement in the court case was also a factor in that decision.
 
 Exo-Squad E-Frames: Command E-Frame (with Phaeton action figure) Stealth E-Frame (with Typhon action figure) Amphibious Assault E-Frame (with Shiva action figure) Communications Intelligence E-Frame (with DeLeon action figure) Aerial Attack E-Frame (with Mace Corbitt action figure) Rapid Assault E-Frame (with Marsala action figure) Ground Assault E-Frame (with Draconis action figure) Police Enforcer E-Frame (with Napier action figure) Troop Transport E-Frame (with Livanus action figure) Field Repair E-Frame (with Maggie action figure) Heavy Attack E-Frame (never commercially produced or sold)
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 FASA Corporation and Tyco Toys Following Playmates' rejection of the BattleTech line in June of 1992, FASA approached Tyco Toys in August with the idea of producing a line of robotic toys. Tyco Toys agreed to produce a line of toys for the BattleTech line and finalized the terms of the license agreement in January of 1993. However, at the 1993 Toy Fair, Tyco representatives saw Playmates’ Exo-Squad display, featuring the Heavy Attack E-Frame as the centerpiece. Upon seeing the prototype and its similarity to the BattleTech Mad Cat, Tyco abruptly terminated their plans with FASA. FASA, having effectively lost their licensing agreement with Tyco Toys, moved to sue Playmates Toys over copyright infringement claiming Playmates’ E-Frames infringed upon a number of specific BattleMech designs. Allegedly Infringing Exo-Squad Design Phaeton Shiva Marsala Alec DeLeon Livanus Maggie Heavy Attack E-Frame
 
 Allegedly Infringed BattleTech Design Clan Elemental King Crab Blackhawk Koshi Daishi Blackhawk Bushwacker Dasher Mad Cat
 
 After FASA sued Playmates, Tyco Toy re-opened negotiations with FASA for a BattleTech line of toys and ultimately, after delaying the initial release for a year, Tyco produced a limited line of nine different toys under license from FASA beginning in 1994. That same year, Saban Entertainment released the BattleTech: The Animated Series, aka, First Somerset Strikers. The first of thirteen 
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 episodes aired on September 10, 1994 and were the basis for the line of Tyco toys.
 
 Tyco Toy's BattleTech line: AXM-2N Axman with Major Adam Steiner MAL-1R Mauler with Zack Hawkins BSW-X1 Bushwacker with Valten Ryder BSX-X2 Banshee aerospace fighter with Franklin Sakamoto Summoner M (Thor) with Nicolai Malthus Hunchback IIC with Pytor Toad (Elemental Suit) with Nicloai Malthus Infiltrator battle armor with Major Adam Steiner Sloth battle armor with Franklin Sakamoto Playmates Toys and Harmony Gold In 1994, Playmates Toys licensed Robotech from Harmony Gold USA. As part of their agreement, Playmates Toys was given the right to sue FASA Corporation over the Robotech copyright. Playmates would go on to resurrect the original Matchbox line of Robotech toys in 1995, reissuing them as a sub-line of the existing "Exo-Squad" line of toys under license from Harmony Gold. Playmates Toys, now on behalf of Harmony Gold USA, filed its own suit against FASA over their use of the Macross designs. 
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 Ultimately, this case, along with the original FASA vs. Playmates Toys, were consolidated into the same courtroom. The court found
 
 in favor of Playmates Toys in 1996, although FASA was not required to pay damages nor were they required to pay Playmates' legal fees. Regardless, two year prior in 1994, FASA discontinued showing depictions of the original Japanese anime inspired BattleMech designs due to the unresolved legal cases. The court did go to establish, however, that the Mad Cat, King Crab, Blackhawk, Dasher, Koshi, Daishi and Bushwacker were all protected designs under FASA's copyright and they also found that Playmates' Exo-Squad line of toys did not infringe upon that copyright. The Clan Elemental Suit, however, was found to be "substantially similar to various preexisting works and [did] not have the requisite incremental originality to be protected by FASA's copyright registrations." In 1997, Playmates Toys would appeal the decision in hopes of forcing FASA to pay the extensive legal bills 
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 incurred in the case but their argument was rejected and the original judge's decision not to award legal fees was upheld. The Harmony Gold portion of the case, however, took on a bizarre twist when during the discovery phase of the case, Harmony Gold provided FASA with over 25,000 pages of documentation. Among the document dump were three particular documents that FASA cited in their response to Harmony Gold’s case. When Harmony Gold saw the documents, they claimed they had mistakenly included them and that they were protected under client-attorney privilege. The court decided that even though Harmony Gold had inadvertently provided FASA the documents, they were still admissible. The case was settled out of court shortly thereafter and the terms of the settlement with Playmates Toys and Harmony Gold USA were never made public. Regardless, by this time FASA had already phased out all of the images in question. The Harmony Gold v. FASA lawsuit did, however, reveal a few tantalizing facts. Among them are that on January 15, 1984, Tatsunoko Production Company granted Harmony Gold a license to market products based on all of the Macross designs (Super Dimension Fortress Macross, Mospeada and The Southern Cross) except for Japanese plastic model kits, which were explicitly excluded from the license. On January 31, 1985, Harmony Gold sent FASA a letter demanding FASA stop using all Macross designs or face a copyright infringement and unfair competition suit. This letter generated an exchange between the companies including numerous cease-anddesist letters from Harmony Gold as well as a demand for FASA is disclose the source of their rights to use the Macross designs. For its part, FASA claimed to have obtained the rights to the Japanese model kits and their associated images from Twentieth Century Imports, which allegedly acquired them from Tatsunoko. FASA initial defense was two-fold. First, they claimed that Harmony Gold lacked standing to bring the suit since Harmony 
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 Gold did not hold an exclusive license to the Macross designs as the license specifically excluded the plastic model kits. The court rejected this line of argument finding the Harmony Gold did not need to rely on the model kits to bring the suit since they were disputing FASA’s use of the Macross designs across FASA’s entire BattleTech product line. The court also pointed out that it could not determine the nature of FASA’s rights to the Macross designs via Twentieth Century Imports and that to do so would be outside the scope of the motion for judgement. FASA second tact was to claim that since Harmony Gold had knowledge of, and acquiesced to, FASA’s use of the Macross designs for over ten years, they had effectively waived their right to claim copyright infringement. The court rejected this claim as well. Acknowledging there had been a “considerably delay” in bringing the suit, the court pointed to Harmony Gold’s “continuing protests” as evidence that Harmony Gold had not acquiesced its rights. In fact, the court specifically raised the question of whether FASA was a “deliberate and/or progressive infringer” upon Harmony Gold’s rights. The court also questioned the level of FASA’s knowledge of the alleged infringement and their “ignorance” or Harmony Gold’s rights in light of the exposed correspondence between the companies. As for the three documents FASA located during the discovery phase of the trial and sought to use in its defense, there is only a few clues to what the actual documents contained. Document Bates Number HG03733 “Document One” Communication between Harmony Gold’s counsel and Harmony Gold’s Japanese attorneys – “an inquiry into the status of written confirmations bearing on copyright ownership” Document Bates Number HG000362 “Document Two” Communication between Harmony Gold’s counsel and Harmony Gold’s Japanese attorneys – “an inquiry into the significance of 
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 specific written confirmations regarding copyright ownership.” Document Bates Number HG00285-00286 “Document Three” Communication between Harmony Gold’s president and Harmony Gold’s counsel At the heart of the issue was whether Twentieth Century Imports had the right to license Japanese Mecha images to FASA. This fundamental question was never taken up by the court nor was it ever resolved and the images in question subsequently became known as the "Unseen." In 2003, Catalyst Game Labs issued "Technical Readout: Project Phoenix" which featured all new art for a number of the "Unseen" BattleMechs. These new graphic representations are referred to as the "Reseen." In 2015, Catalyst Game Labs announced they were pursuing another set of all new art for the "Unseen," ones that would be much closer in spirit to the original depictions. Some refer to this new series of images as the “Nuseen.” FASA issued the following announcement shortly after the Harmony Gold USA case was settled under undisclosed terms: Newsgroups: rec.games.frp.announce Date: Sun, 15 Jun 97 02:23:16 GMT From: [email protected] (FASA Lou) Subject: [industry] HARMONY GOLD AND PLAYMATES LAWSUIT SETTLED HARMONY GOLD AND PLAYMATES LAWSUIT SETTLED For all of our BattleTech fans who continue to express an interest, we are happy to report that the parties have fully settled the lawsuit brought against FASA Corporation by Harmony Gold USA, Inc. and Playmates Toys Inc. Following the settlement, the case was completely dismissed from court. The terms of the settlement are strictly confidential and thus can not be disclosed. We would, 
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 however, like to address a few of the issues about which there has been much discussion. At issue in this federal court litigation in Chicago were the rights to use certain visual design images that had appeared in FASA's BattleTech products and also appeared in Playmates' and Harmony Gold's Robotech products. FASA had, for more than a decade, incorporated into its fictional BattleTech universe a handful of images created and used in a Japanese television series known as Macross. FASA never claimed that it created those images. Rather, FASA has always steadfastly maintained that it used these images pursuant to a valid license from the Japanese. Harmony Gold and Playmates, however, challenged that claim as well as FASA's use of visual design images created over the years by FASA's own employees. FASA similarly challenged Playmates' and Harmony Gold's claims of rights to the Japanese images. As many of you know, FASA has already phased out of its products a number of designs, including the twelve specific design images that appeared in the Macross series. As a result, BattleTech players will no longer see in future products visual representations of any BattleMechs that FASA did not create. All of the names, fiction and statistics for these 'Mechs, remain in the history of the BattleTech universe. However, to avoid any confusion among players that could occur if the names or statistics of the discontinued 'Mech designs were used with new design images, FASA has no current plans to create new designs for the discontinued 'Mechs. Instead, FASA has chosen to concentrate its efforts on utilizing the more than 160 unique BattleMech designs in its library created specifically by FASA for BattleTech. We are happy that the Harmony Gold/Playmates lawsuit is behind us, and that we can continue to focus on bringing our customers the highest quality adventure gaming products available. We certainly appreciate all of the support we have received from our loyal fans. While we encourage your questions and comments, please understand that we are limited in what we can say, and 
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 therefore may not be able to provide complete answers to everyone's satisfaction. Big West, Tatsunoko and Harmony Gold In 1991, Tatsunoko granted Harmony Gold the “exclusive and irrevocable right(s)” to the three Macross series: Super Dimension Fortress Macross, Mospeada,and Southern Cross for a period of 10 years. These rights were extended in 1998 and again in 2002 with the final term set to expire on on March 14, 2021. In 1998, Big West, a co-producer of the Macross series, filed suit in Japan against Tatsunoko claiming it had the sole right to produce sequels of Macross. That same year, Tatsunoko revoked Harmony Gold’s right to create sequels to any of the Macross series. In 2002, Tatsunoko restored Harmony Gold’s rights, limiting them to only to the Mospeada and Southern Cross series. In 2003, the Japanese court system ruled that Tatsunoko did, in fact, have the right to produce Macross sequels, however, it specifically gave Big West the rights to the 41 designs and characters from the original Super Dimension Fortress Macross series, including all of the Veritechs and Destroids which form the basis for the Unseen. A 2003 agreement between Tatsunoko and Harmony Gold clarified the situation, allowing Harmony Gold to make derivative works across the entire Macross series, with the sole exception of the 41 designs owned by Big West. As a result of the litigation brought by Big West, Tatsunoko asked Harmony Gold to protect Macross trademarks outside of Japan and agreed to deduct any legal fees related to the defense of the the trademarks from its royalities. November of 2016, Harmony Gold and Tatsunoko went to arbitration in United States District Court with Tatsunoko seeking $15 million in lost revenue related to unpaid royalities for sublicensing and home video distribution among a host of other things. In June of 2017, the Arbitrator issued his ruling confirming both Harmony Gold’s licence to the three original Macross series 
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 and that they had not breached any of the agreements with Tatunoko. However, while Harmony Gold sought to retain their rights in perpetiuity, the Arbitrator upheld Tatsunoko’s claim that the license expires on March 14, 2021. Tatsunoko was also ordered to pay all of Harmony Gold’s legal fees in the case as well as to allow Harmony Gold to continue to offset costs incurred related to the Big West litigiation from royalities owed to Tatsunoko. Harmony Gold, Piranha Games, Harebrained Schemes, Catalyst Game Labs and Jordan Weisman On March 1, 2017, Harmony Gold filed a copyright infringement suite against Piranha Games, Harebrained Schemes (HBS) and Jordan Weisman regarding their alleged use of copyrighted Macross mecha designs. The original complaint was later amended to include Catalyst Game Labs, an imprint of InMediaRes.
 
 The suit stemed from Pirahna Games introduction of the Rifleman, Archer, Warhammer, Marauder, and Pheonix Hawk into their MechWarrior Online (MWO) game world. MWO Release Dates: Marauder – Dec, 2015 Warhammer – Jan, 2016 Rifleman – Feb, 2016 Archer – March, 2016 
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 Phoenix Hawk – June, 2016 The amended complaint also cited Catalyst Game Labs use of images of the Warhammer and Marauder in the publication of Combat Manual: Mercenaries (2015) and images of the Marauder, Warhammer and Archer in the Campaign Operations rulebook (2016). In May of 2013, Russ Bullock, founder and president of Pirahna Games sent Harmony Gold a proposed design of the Warhammer to determine if Harmony Gold considered the design an infringement on it copyright. In April of 2013, Bullock sent Harmony Gold another proposed design, this for the Marauder. In both cases, Harmony Gold informed Bullock they considered these designs derivative and an infringement on their copyright. In July of 2016, Harmony Gold discovered images of the Warhammer on Catalyst Game Lab’s website. The post depicted the MWO Warhammer. Harmony Gold then explored the MWO website and found images of the Rifleman, Archer, Warhammer, Marauder and Phoenix Hawk. Bullock informed them that Pirahna Games had developed these designs and that Cataylst Game Labs had created short fictional stories based on them. In October 2016, Harmony Gold sent letters to Pirhana Games and Jordan Weisman, as co-founder of Harebrained Schemes, demanding the infringement end and that they disclose the relationship between the two companies as it related to the creation of the MechWarrior Online game. 
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 For it’s part, Harebrained Schemes licensed the computer models used by Pirahna Games for use in developing their own BattleTech game. Specifically, both the Maruder and Warhammer were advertised as being included in the final release. However, in the court filing, Harmony Gold specifically referred to pictures from HBS’s website of the Locust, Atlas and Shadow Hawk.
 
 HBS responded on Novemeber 7, 2016 claiming that “Our use of these designs and images is solely through licenses we have obtained from Piranha Games. Our relationship with Piranha Games is solely as a licensee of certain intellectual property.” This 
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 was further clarified on Novemeber 18, 2016 when HBS stated, ” HBS entered into a license agreement with Piranha Games to license certain content for use in a HBS game. We have certain confidentiality obligations with respect to the license agreement so we cannot comment as to specific details. However, we can say that the license agreement makes general commitments about Piranha’s rights in the licensed materials provided to HBS, but that the parties did not specifically address the ownership of the 2016 designs.” Harmony Gold also asserts that Jordan Weisman is in the violation of the “Settlement Agreement and Mutual General Release” that Weisman signed as part of the undisclosed out of court settlement with Harmony Gold in 1996. The Settlement Agreement had an effective date of December 19, 1996. In the court filing Harmony Gold reveals there was a unspecified monetary payment to them and also that Weisman and his co-defendants agreed they would not, “make any use, and will not authorize licensees to make any use, of the visual design images of the twelve (12) Battlemechs listed below except as provided in this agreement.” Two other excerpts from the Settlement Agreement are also cited in the filings. Weisman agreed to a permanent injuction against using any of the Macross designs and that do violate that would result in “irreparable harm” to Harmony Gold and furthermore that he would not “contest, nor [would he] assist any other person or entity in contesting, Harmony Gold’s exclusive ownership worldwide, excluding Japan,” of the Robotech merchandising rights. In HBS’s response to the Harmony Gold complaint, they repeatedly call in question Harmony Gold’s copyright, stating that HG “does not own some or all of the works of authorship that form the subject of the claim.” They further assert HG lacks standing since the designs do not originate with Harmony Gold. In should also be noted that in 2009, Smith & Tinker, a company co-founded by Jordan Weiseman, produced a 3-minute trailer for 
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 what was to become the MechWarrior 5 video game. This trailer featured the Warhammer. IGN, a video game and entertainment media company, was contacted by Harmony Gold in September of 2009 and issed a cease and desist letter regarding their hosting of the trailer.
 
 In addition, shortly after the release of the trailer, Smith & Tinker, working with Microsoft, obtained permission for Studio Mektek to release a free version of MechWarrior 4 which ultimately included a number of “Mekpaks.” These Mekpaks added a number of disputed designs to the game including the Marauder, Warhammer, Rifleman, Wasp and Archer among many others.
 
 List of Legal Actions: 1. FASA Corp. v. Playmates Toys, No. 93 C 2445, UNITED STATES DISTRICT COURT FOR THE NORTHERN DISTRICT OF ILLINOIS, EASTERN DIVISION, 869 F. Supp. 1334; 1994 U.S. Dist. LEXIS 17421; 34 U.S.P.Q.2D (BNA) 1481; Copy. L. Rep. (CCH) P27,371, December 5, 1994, Decided, December 7, 1994, DOCKETED 2. FASA Corp. v. Playmates Toys, No. 93 C 2445, UNITED STATES DISTRICT COURT FOR THE NORTHERN DISTRICT OF 
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 ILLINOIS, EASTERN DIVISION, 892 F. Supp. 1061; 1995 U.S. Dist. LEXIS 8741; 35 U.S.P.Q.2D (BNA) 1766, June 19, 1995, Decided, June 23, 1995, DOCKETED, As Corrected February 8, 1996. 3. FASA Corp. v. Playmates Toys, No. 93 C 2445, UNITED STATES DISTRICT COURT FOR THE NORTHERN DISTRICT OF ILLINOIS, EASTERN DIVISION, 912 F. Supp. 1124; 1996 U.S. Dist. LEXIS 1630; Copy. L. Rep. (CCH) P27,606, January 22, 1996, Decided, As Corrected February 8, 1996. 4. Harmony Gold U.S.A. v. FASA Corp., No. 95 c 2972, UNITED STATES DISTRICT COURT FOR THE NORTHERN DISTRICT OF ILLINOIS, EASTERN DIVISION, 1996 U.S. Dist. LEXIS 8353; 40 U.S.P.Q.2D (BNA) 1057, June 12, 1996, Decided, June 13, 1996, DOCKETED 5. Harmony Gold U.S.A. v. FASA Corp., No. 95 C 2972, UNITED STATES DISTRICT COURT FOR THE NORTHERN DISTRICT OF ILLINOIS, EASTERN DIVISION, 169 F.R.D. 113; 1996 U.S. Dist. LEXIS 16583; Copy. L. Rep. (CCH) P27,608, November 6, 1996, Decided, November 7, 1996, DOCKETED 6. FASA Corp. v. Playmates Toys, No. 96-1554, UNITED STATES COURT OF APPEALS FOR THE SEVENTH CIRCUIT, 108 F.3d 140; 1997 U.S. App. LEXIS 4006; 41 U.S.P.Q.2D (BNA) 2015; Copy. L. Rep. (CCH) P27,607, September 27, 1996, Argued, March 6, 1997, Decided 7. FASA Corp. v. Playmates Toys, No. 93 C 2445, UNITED STATES DISTRICT COURT FOR THE NORTHERN DISTRICT OF ILLINOIS, EASTERN DIVISION, 1 F. Supp. 2d 859; 1998 U.S. Dist. LEXIS 4677; 47 U.S.P.Q.2D (BNA) 1034, April 1, 1998, Decided, April 3, 1998, Docketed 8. Harmony Gold v. Harebrained Schemes, Piranha Games, InMediaRes, Jordan Weisman, Does 1-10, No. 2:17 CV 00327 
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 TSZ, UNITED STATES DISTRICT COURT WESTERN DISTRICT OF WASHINGTON, March 1, 2017, Docketed 9. Harmony Gold, USA, Inc. v. Tatsunoko Production Co., Ltd., No. 2:17 CV 06034-PA-MRW, UNITED STATES DISTRICT COURT, CENTRAL DISTRICT CALIFORNIA, August 14, 2017, Decided August 23, 2017 Japanese Legal Actions (2002 – 2005) On Feburary 25, 2002, Japanese courts ruled that Studio Nue and not Tatsunoko owned the rights to 41 of the original characters and designs from Super Dimension Fortress Macross. Tatsunoko would go on to appeal this decision and lose in a series of actions between October 2, 2012 and October 27, 2015. The 41 designs and characters owned by Studio Nue 1 VF-1S FIGHTER 22 QUEADLUUN-RAU 2 VF-1S BATTROID 23 NOUSJADEUL-GER 3 VF-1S GERWALK 24 MONSTER 4 VF-1J FIGHTER 25 QUEADOL-MAGDOMILLA 5 VF-1J BATTROID 26 TOUGOU-GUN Emblem 6 VF-1J GERWALK 27 ZENTRAEDI Emblem 7 VF-1D FIGHTER 28 Misa Hayase 8 VF-1D BATTROID 29 Hikaru ichijo 1 9 VF-1D GERWALK 30 Hikaru ichijo 2 10 VF-1A FIGHTER 31 Lynn Minmay 1 11 VF-1A BATTROID 32 Lynn Minmay 2 12 VF-1A GERWALK 33 Lynn Minmay 3 13 ARMORED VALKYRIE 34 Lynn Minmay 4 14 SPARTAN 35 Claudia La Salle 15 REGULT 36 CAPTAIN Gloval 16 GLAUG 37 Maximilian Jeunius 17 SDF-1 BATTLE SHIP 38 Roy Focker 18 SDF-1 39 Milia Fallyuna Jenius 19 PHALANX 40 Bullitie 20 DEFENDER 41 Exsedol Folmo 21 TOMAHAWK 
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 The Ral Partha miniatures depicted in the TRO portion of this book have been vetted by experts and the images judged to be accurate representations of the originally released miniatures except where noted in the image caption. An authentic Ral Partha miniature base with "Ral Partha" stamped into the bottom of the sculpt.
 
 Ral Partha, and subsequently Iron Wind Metals, routinely stamp a name, producer and/or year on the bottom of the miniature base. Various quality reproductions of the original The base of an un‐authorized reproduction miniature. Note the lack of any identifying stamp of any kind.
 
 Ral Partha miniatures are often found on the secondary market. They frequently lack the stamp on the bottom, use inferior metal materials, lack the detail of the original mold and/or are often smaller than the original sculpt. They are often sold primed and on a base in order to make it more difficult to determine their origin. Un‐authorized reproductions of the original Ral Partha miniatures 20‐853 Panther (left) and the 20‐887 Trebuchet (right). Note the lack of intricate detail, and the bright shine of the metal. 
 
 
 
 -Unseen 
 
 ARC-3R Archer Mass: 70 tons Chassis: Earthwerks ARC Power Plant: Vox 280 Cruising Speed: 43.2 kph Maximum Speed: 64.8 kph Jump Jets: None Jump Capacity: None Armor: Maxmillian 100 Armament: 2 x Doombud Long Range Missile 20-Racks 4 x Diverse Optics Type 18 Medium Lasers Manufacturer: Earthwerks Incorporated (2474) Communications System: Neil 9000 Targeting and Tracking System: RCA Instatrac Mk XII Cost: 6,180,973 C-Bills The colors of House Liao's Red Lancers are blood red and gold with black highlights. Type: ARC-3R Archer Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 3-RT, 3-LT) Gyro: Cockpit: Armor Factor: Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg Weapons/Ammo: Type LRM-20 LRM-20 Ammo (LRM-20) 12 Ammo (LRM-20) 12 Medium Laser Medium Laser Medium Laser Medium Laser
 
 
 
 Tons 70 tons 7.0 16.0
 
 Vox 280 4 6 0 10
 
 0.0 3.0 3.0 13.0
 
 208 Structure 3 22 15 11 15
 
 Armor 9 35/10* 30/7* 15 25
 
 Location RT LT RT LT RA LA CT(R) CT(R)
 
 Critical 5 5 2 2 1 1 1 1
 
 Tons 10.0 10.0 2.0 2.0 1.0 1.0 1.0 1.0
 
 -Unseen 
 
 BTX-7K BattleAx Mass: 70 tons (71 tons) Chassis: Earthwerks BTX Power Plant: Vox 280 Cruising Speed: 42.9 kph Maximum Speed: 64.3 kph Jump Jets: Rawlings 58 Jump Capacity: 120 Meters Armor: Kemplar 5000 Armament: 2 x Donal Particle Projector Cannons 2 x Doombud LRM Five-Packs 1 x Holly SRM Six-Pack Manufacturer: Earthwerks Incorporated (2459) Communications System: Neil 9500 Targeting and Tracking System: RCA Instatrac Mk SV Cost: 6,287,733 C-Bills For ceremonial purposes the Davion Brigade of Guards makes use of a blue, white and red striped scheme, the colors of the Davion family. Type: BTX-7K BattleAx Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (5-RT, 8-LT, 2-CT) Gyro: Cockpit: Armor Factor:
 
 
 
 Tons 70.0 7.0 16.0
 
 Vox 280 4 6 4 15
 
 5.0 3.0 3.0 9.0*
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 144 Structure 3 22 15 11 15
 
 Armor 9 20/7 18/6 14 16
 
 Weapons/Ammo: Type PPC PPC SRM-6 Ammo (SRM-6) 15 LRM-5 LRM-5 Ammo (LRM-5) 24 Ammo (LRM-5) 24 Jump Jets Jump Jets
 
 Location RA LA RT RT RT LT RT LT RL LL
 
 Critical 3 3 2 1 1 1 1 1 2 2
 
 Tons 7.0 7.0 3.0 1.0 2.0 2.0 1.0 1.0 2.0 2.0
 
 -Unseen BTM-6R
 
 Battlemaster
 
 Mass: 85 tons Chassis: Hollis Mk. X Power Plant: Vox 340 Cruising Speed: 43.2 kph Maximum Speed: 64.8 kph Jump Jets: None Jump Capacity: None Armor: Star Guard IV Armament: 1 x Donal Particle Projection Cannon 6 x Martell Medium Lasers 1 x Holly Short Range Missile Pack (6) 2 x SperryBrowning Machine Guns Original Manufacturer: Hollis Industries (2633) Communications System: HartfordCo COM 4000 Targeting and Tracking System: HartfordCo XKZ 1 Cost: 8,399,493 C-Bills The Eleventh Avalon Hussars use a base coat of light gray with white highlights. Type: BTM-6R Battlemaster Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 2-CT, 4-LT, 7-RT) Gyro: (1-H) Cockpit: Armor Factor: Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg Weapons/Ammo: Type PPC Medium Laser Medium Laser Medium Laser Medium Laser Medium Laser Medium Laser SRM-6 Ammo (SRM-6) 30 Machine Gun Machine Gun Ammo (Machine Gun) 200
 
 
 
 Tons 85.0 8.5 27.0
 
 Vox 340 4 6 0 18
 
 8.0 3.0* 4.0* 14.5
 
 232 Structure 3 27 18 14 18
 
 Armor 9 40/11 28/8 24 26
 
 Location RA RT RT RT(R) LT LT LT(R) LT LT LA LA LT
 
 Critical 3 1 1 1 1 1 1 2 2 1 1 1
 
 Tons 7.0 1.0 1.0 1.0 1.0 1.0 1.0 3.0 2.0 0.5 0.5 1.0
 
 -Unseen 
 
 BHN-7H Behemoth Mass: 100 tons Chassis: Star League MN-01 Power Plant: Nissan 200 Cruising Speed: 21.6 kph Maximum Speed: 32.4 kph Jump Jets: None Jump Capacity: None Armor: Durallex Special Heavy Armament: 4 x Kreuss Particle Projection Cannons 2 x Hovertec SRM Quad Rack Manufacturer: Hegemony Research and Development Department (2779) Communications System: Garret T19-G Targeting and Tracking System: Wasat Aggressor Type 5 Cost: 7,928,667 C-Bills
 
 Type: BHN-7H Behemoth Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (6-RT,6-LT, 8-RA, 8-LA) Gyro: (2-RL, 2-LL, 1-CT, 1-H) Cockpit: Armor Factor:
 
 
 
 The Third Royal Guards use a distinctive color scheme for their 'Droids : a base of Steiner blue with a gold stripe down each Tons 100.0 10.0 8.5
 
 Nissan 200 2 3 0 34
 
 24.0 2.0 3.0 19.5
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 307 Structure 3 31 21 17 21
 
 Armor 9 47/15 32/10 34 42
 
 Weapons/Ammo: Type PPC PPC PPC PPC SRM-4 SRM-4 Ammo (SRM) 25
 
 Location RT RT LT LT RA LA CT
 
 Critical 3 3 3 3 1 1 1
 
 Tons 7.0 7.0 7.0 7.0 2.0 2.0 1.0
 
 -Unseen 
 
 SAM-RS2 Behemoth II Mass: 100 tons Chassis: AAC-X1 Power Plant: Nissan 200 Cruising Speed: 21.6 kph Maximum Speed: 32.4 kph Jump Jets: None Jump Capacity: None Armor: ArcShield VII Mk 5 Armament: 2 x SarLon MaxiCannon Class 10 Auto Cannons 1 x Kreuss Particle Projection Cannons 2 x Krupp Model 32 Large Lasers 2 x Zippo Flamers Manufacturer: Amaris Arms Corporation (2775) Communications System: Garret T19-G Targeting and Tracking System: Wasat Aggressor Type 5 Cost: 7,412,667 C-Bills Type: SAM-R2 Behemoth II Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (9-RT, 6-LT, 2-RL, 2-LL) Gyro: (2-CT, 1-H) Cockpit: Armor Factor:
 
 
 
 This Stone Rhino part of the Clan Fire Mandrill touman.
 
 Tons 100.0 10.0 8.5
 
 Nissan 200 2 3 0 22
 
 12.0 2.0 3.0 17.5
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 280 Structure 3 31 21 17 21
 
 Armor 9 43/12 32/10 30 36
 
 Weapons/Ammo: Type Auto Cannon/10 Ammo (AC) 20 Auto Cannon/10 Ammo (AC) 20 PPC Large Laser Large Laser Flamer Flamer
 
 Location RA RA LA LA LT RT LT RT LT
 
 Critical 7 2 7 2 3 2 2 1 1
 
 Tons 12.0 2.0 12.0 2.0 7.0 5.0 5.0 1.0 1.0
 
 -Unseen 
 
 ARC-4R Bombardier Mass: 65 tons Chassis: KetoBond Power Plant: Magna 260 Cruising Speed: 43.2 kph Maximum Speed: 64.8 kph Jump Jets: None Jump Capacity: None Armor: Maximillian 100 Armament: 2 x Kali Yama Death Blossom Missile Systems (15) 2 x Diverse Optics Type 18 Medium Lasers 4 x Diverse Optics Type 10 Small Lasers Manufacturer: Wakazashi Enterprises (2735) Communications System: Neil 5000 Targeting and Tracking System: RCA Instatrac Mk XII Cost: 5,364,260 C-Bills The Third Oriente Hussars favor a two‐tone green paint scheme for their BattleDroids. Type: ARC-4R Bombardier Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 5-RT, 5-LT) Gyro: Cockpit: Armor Factor: Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg Weapons/Ammo: Type LRM-15 LRM-15 Ammo (LRM-15) 16 Ammo (LRM-15) 16 Medium Laser Medium Laser Small Laser Small Laser Small Laser Small Laser
 
 
 
 Tons 65.0 6.5 13.5
 
 Magna 260 4 6 0 14
 
 4.0 3.0 3.0 13.0
 
 208 Structure 3 21 15 10 15
 
 Armor 9 31/10 24/6 20 29
 
 Location RT LT RT LT CT CT RA RA LA LA
 
 Critical 3 3 2 2 1 1 1 1 1 1
 
 Tons 7.0 7.0 2.0 2.0 1.0 1.0 0.5 0.5 0.5 0.5
 
 -Unseen 
 
 CST-3S Cestus Mass: 40 tons Chassis: KaliYama LIB Power Plant: Pitban 240 Cruising Speed: 64.8 kph Maximum Speed: 97.2 kph Jump Jets: None Jump Capacity: None Armor: Riese-456 Armament: 2 x Magna Mk II Medium Lasers 2 x Magna Shortbow LRM-5s 2 x Bical Twin-Racks Manufacturer: KaliYama Weapons Industries (3018) Communications System: Dynatec 990 Targeting and Tracking System: Datcom 26 Cost: 3,569,160 C-Bills The Capellan Confederation's House Kamata BattleDroids are painted tan with reddish‐gold highlights. Type: CST-3S Cestus (Liberator) Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 3-RT, 3-LT) Gyro: Cockpit: Armor Factor:
 
 
 
 Tons 40.0 4.0 11.5
 
 Pitban 240 6 9 0 10
 
 1.0 3.0 3.0 7.5
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 120 Structure 3 12 10 6 10
 
 Armor 9 17/6 14/5 11 14
 
 Weapons/Ammo: Type Medium Laser Medium Laser LRM-5 Ammo (LRM-5) 24 LRM-5 Ammo (LRM-5) 24 SRM-2 SRM-2 Ammo (SRM-2) 50
 
 Location RT LT RT RT LT LT RA LA CT
 
 Critical 1 1 1 1 1 1 1 1 1
 
 Tons 1.0 1.0 2.0 1.0 2.0 1.0 1.0 1.0 1.0
 
 -Unseen 
 
 XBW-9J Crossbow Mass: 60 tons Chassis: Arc Walker 6X-B Power Plant: Vlar 300 Cruising Speed: 54.0 kph Maximum Speed: 86.4 kph Jump Jets: None Jump Capacity: None Armor: Diamond Skin Beta Series Armament: 2 x CDC Triple-Five LRM-15 Launchers 2 x Rassal Blue-Beam Medium Lasers Manufacturer: Arcturan Arms (2468) Communications System: Arc Signal 1100 Targeting and Tracking System: Arc Walker Prime Cost: 5,110,400 C-Bills
 
 The Tamar Cavaliers use a red with silver paint scheme on their combat equipment unless circumstances dictate otherwise. Type: XBW-9J Crossbow Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 3-RT, 3-LT) Gyro: Cockpit: Armor Factor: Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg Weapons/Ammo: Type LRM-15 LRM-15 Ammo (LRM-15) 16 Ammo (LRM-15) 16 Medium Laser Medium Laser
 
 
 
 Tons 60.0 6.5 19.0
 
 Vlar 300 5 8 0 10
 
 0.0 3.0 3.0 9.0
 
 144 Structure 3 20 14 10 14
 
 Armor 9 21/6 18/5 15 16
 
 Location RA LA RA LA RT LT
 
 Critical 3 3 2 2 1 1
 
 Tons 7.0 7.0 2.0 2.0 1.0 1.0
 
 -Unseen-
 
 CRD-3R Crusader Mass: 65 tons* (64.5 tons) Chassis: Crucis-B Power Plant: Magna 260 Cruising Speed: 43.2 kph Maximum Speed: 64.8 kph Jump Jets: None Jump Capacity: None Armor: Riese-500 Armament: 2 x Magna Longbow-15 LRM Launchers 2 x Harpoon-6 SRM Launchers 2 x Intek Medium Lasers 2 x M100 Heavy Machine Guns Manufacturer: Kallon Industries (2649) Communications System: Garret T11-B Targeting and Tracking System: Garret A6 Cost: 5,540,810 C-Bills This Crusader is painted in the colors of a small mercenary unit. Image courtesy of Wolf Welte. Type: CRD-3R Crusader Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: Gyro: Cockpit: Armor Factor: Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg Weapons/Ammo: Type LRM-15 LRM-15 Ammo (LRM) 8 Ammo (LRM) 8 SRM-6 SRM-6 Ammo (SRM) 15 Medium Laser Medium Laser Machine Gun Machine Gun Ammo (Machine Gun) 200
 
 Tons 65.0* 6.5 13.5
 
 Magna 260 4 6 0 10
 
 0.0 3.0 3.0 11.5
 
 184 Structure 3 21 15 10 15
 
 Armor 6 30/8 24/6 20 20
 
 Location RA LA RT LT RL LL CT RA LA RA LA CT
 
 Critical 3 3 1 1 2 2 1 1 1 1 1 1
 
 Tons 7.0 7.0 1.0 1.0 3.0 3.0 1.0 1.0 1.0 0.5 0.5 1.0
 
 -Unseen 
 
 FLC-4N Falcon Mass: 30 tons Chassis: Duralyte 296 Power Plant: GM 180 Cruising Speed: 65.6 kph Maximum Speed: 98.2 kph Jump Jets: PRS-60 Jump Capacity: 180 Meters Armor: Star Guard Type II Armament: 1 x SunGlow Type 1 Medium Laser 2 x Omicron 1000 Light Lasers 2 x Reginald Mk VI Machine Guns Manufacturer: Stormvanger Assemblies (2582) Communications System: Garret T-20C Targeting and Tracking System: Dynatec 150A Cost: 2,248,090 C-Bills Their famous, three‐circle insignia is painted on the upper left leg and right shoulder of all Smithson's Chinese Bandit BattleDroids. Type: FLC-4N Falcon Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 4-RT, 4-LT) Gyro: Cockpit: Armor Factor: Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg Weapons/Ammo: Type Medium Laser Small Laser Small Laser Machine Gun Machine Gun Ammo (Machine Gun) 200 Jump Jets Jump Jets
 
 
 
 Tons 30.0 3.0 7.0
 
 GM 180 6 9 6 12
 
 2.0 2.0 3.0 6.0
 
 96 Structure 3 10 7 5 7
 
 Armor 9 14/3 12/2 8 13
 
 Location RA RA LA RT(R) LT(R) CT RT LT
 
 Critical 1 1 2 2 1 1 3 3
 
 Tons 1.0 0.5 0.5 0.5 0.5 1.0 1.5 1.5
 
 -Unseen 
 
 FIR-7B Fire Bee Mass: 35 tons Chassis: Confederated 5 Power Plant: Omni 175 Cruising Speed: 54.0 kph Maximum Speed: 86.4 kph Jump Jets: Anderson Propulsion 12 Jump Capacity: 150 Meters Armor: Ceres Shield 2.2 Armament: 1 x StarCutter 80cm Large Laser 4 x Maui Crossbow 2-Tube Launchers Manufacturer: Confederation Defense Corporation (2524) Communications System: Zenith Squawk Box 4 Targeting and Tracking System: Maui Missile Trak Cost: 2,463,930 C-Bills This Fire Bee has been painted in the colors of MacGregor's Armored Scouts. Type: FIR-7B Fire Bee Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 3-RT, 3-LT) Gyro: Cockpit: Armor Factor:
 
 
 
 Tons 35.0 3.5 7.0
 
 Omni 175 5 8 5 10
 
 0.0 2.0 3.0 6.0
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 96 Structure 3 11 8 6 8
 
 Armor 9 14/3 12/2 8 13
 
 Weapons/Ammo: Type Large Laser SRM-2 SRM-2 SRM-2 SRM-2 Ammo (SRM-2) 50 Ammo (SRM-2) 50 Jump Jets Jump Jets Jump Jets
 
 Location RA LA RT LT CT RT LT RT LT CT
 
 Critical 2 1 1 1 1 1 1 2 2 1
 
 Tons 5.0 1.0 1.0 1.0 1.0 1.0 1.0 1.0 1.0 0.5
 
 -Unseen 
 
 FLE-15 Flea Mass: 20 tons Chassis: Earthwerks TRP Power Plant: GM 120 Cruising Speed: 64.8 kph Maximum Speed: 97.2 kph Jump Jets: None Jump Capacity: None Armor: Livingston Ceramics Armament: 2 x Martell Medium Lasers 2 x Martell Small Lasers 2 x SperryBrowning Machine Guns 1 x Olympian Flamer Original Manufacturer: Earthwerks Incorporated (2475) Communications System: Neil 2000 Targeting and Tracking System: Dalban Hi-Rez-B Cost: 1,506,200 C-Bills
 
 Type: FLE-15 Flea Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 3-RT, 3-LT) Gyro: Cockpit: Armor Factor: Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg Weapons/Ammo: Type Medium Laser Medium Laser Machine Gun Machine Gun Flamer Ammo (Machine Gun) 200 Small Laser Small Laser
 
 
 
 This unverified miniature is likely the plastic version sold as part of the BattleTech Alpha Strike: Recon Lance Pack (2015). Image Courtesy of CamoSpecs.com. Tons 20.0 2.0 4.0
 
 GM 120 6 9 0 10
 
 0.0 2.0 3.0 3.0
 
 48 Structure 3 6 5 3 4
 
 Armor 5 8/3 5/3 4 4
 
 Location RA LA RA LA CT CT RT(R) LT(R)
 
 Critical 1 1 1 1 1 1 1 1
 
 Tons 1.0 1.0 0.5 0.5 1.0 1.0 0.5 0.5
 
 -Unseen 
 
 GLD-3R Gladiator Mass: 55 tons Chassis: MW240 Power Plant: CoreTek 275 Cruising Speed: 58.1 kph Maximum Speed: 84.2 kph Jump Jets: GE-2200 Jump Capacity: 120 Meters Armor: Kemplar 5000 Armament: 2 x DLC-10 Long Range Missile 10-Racks 2 x Duodyne Mk II Medium Lasers Manufacturer: Merryweather Industries (2468) Communications System: Fujika Multiband Targeting and Tracking System: General Systems AV-12 Cost: 4,833,107 C-Bills The First Proserpina Hussars employ a color scheme of blue with heavy green and silver accents.
 
 Type: GLD-3R Gladiator Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (1-CT) Gyro: Cockpit: Armor Factor: Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg Weapons/Ammo: Type LRM-10 LRM-10 Ammo (LRM-10) 12 Ammo (LRM-10) 12 Medium Laser Medium Laser Jump Jets Jump Jets
 
 
 
 Tons 55.0 5.5 15.5
 
 CoreTek 275 5 8 4 12
 
 2.0 3.0 3.0 10.0
 
 160 Structure 3 18 13 9 13
 
 Armor 9 25/6 24/6 15 15
 
 Location RT LT RT LT RA LA RT LT
 
 Critical 2 2 1 1 1 1 2 2
 
 Tons 5.0 5.0 1.0 1.0 1.0 1.0 1.0 1.0
 
 -Unseen 
 
 GRF-1N Griffin Mass: 55 tons Chassis: Earthwerks GRF Power Plant: CoreTek 275 Cruising Speed: 54.0 kph Maximum Speed: 86.4 kph Jump Jets: Rawlings 55 Jump Capacity: 180 Meters* Armor: Starshield A Armament: 1 x Fusigon Particle Projector Cannon 1 x Delta Dart Long Range Missile Ten-Tack Manufacturer: Earthwerks Incorporated (2492) Communications System: Neil 6000 Targeting and Tracking System: Octagon Tartrac System C Cost: 4,864,107 C-Bills
 
 In the field, tiger stripes are painted on the upper arms of Arcturan Guards 'Droids.
 
 Type: GRF-1N Griffin
 
 Tons
 
 Tonnage:
 
 55.0
 
 Internal Structure: Engine:
 
 5.5 CoreTek 275
 
 Walking MPs:
 
 5
 
 Running MPs:
 
 8
 
 Jumping MPs:
 
 6*
 
 Heat Sinks: (2-RL, 2-LL, 4-RT, 4-LT)
 
 15.5
 
 12
 
 2.0
 
 Gyro:
 
 3.0
 
 Cockpit:
 
 3.0
 
 Armor Factor:
 
 144 Structure
 
 9.0 Armor
 
 Head:
 
 3
 
 8
 
 Center Torso:
 
 18
 
 20/6
 
 Rt./Lt. Torso
 
 13
 
 20/6
 
 Rt./Lt. Arm
 
 9
 
 13
 
 Rt./Lt. Leg
 
 13
 
 16
 
 Location
 
 Critical
 
 PPC
 
 RA
 
 3
 
 7.0
 
 LRM-10
 
 RT
 
 2
 
 5.0
 
 Weapons/Ammo: Type
 
 
 
 Tons
 
 Ammo (LRM-10) 24
 
 RT
 
 2
 
 2.0
 
 Jump Jets
 
 RT
 
 3
 
 1.5
 
 Jump Jets
 
 LT
 
 3
 
 1.5
 
 -Unseen 
 
 GRF-2N Super Griffin Mass: 60 tons* Chassis: Earthwerks GRF Power Plant: CoreTek 275* Cruising Speed: 54.0 kph Maximum Speed: 86.4 kph Jump Jets: Rawlings 55X Jump Capacity: 270 Meters* Armor: Starshield A Armament: 1 x Fusigon Particle Projector Cannon 1 x Delta Dart Long Range Missile Ten-Rack Manufacturer: Friden Aerospace Park (Hoff) - Dr. Jorge Belasco (3020) Communications System: Neil 6000 Targeting and Tracking System: Octagon Tartrac System C Cost: Prototype
 
 The GRF‐2N‐X Super Griffin miniature from Iron Wind Metals (2014). Image courtesy of CamoSpecs.com. Type: GRF-2N Super Griffin Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 4-RT, 4-LT) Gyro: Cockpit: Armor Factor: Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg Weapons/Ammo: Type PPC LRM-10 Ammo (LRM-10) 24 Medium Laser Jump Jets Jump Jets Jump Jets
 
 
 
 Tons 60.0 6.0 15.5*
 
 CoreTek 275* 4 6 9* 13* (16)
 
 3.0 3.0 3.0 10.0
 
 160 Structure 3 20 14 10 14
 
 Armor 9 24/7 22/7* 13 18
 
 Location RA RT RT LA CT RT LT
 
 Critical 3 2 2 1 1 4 4
 
 Tons 7.0 5.0 2.0 1.0 0.5 2.0 2.0
 
 -Unseen 
 
 HRN-7T Hornet Mass: 20 tons Chassis: Fischer HNT Power Plant: Hermes 100 Cruising Speed: 54.0 kph Maximum Speed: 86.4 kph Jump Jets: Pitban LFT-50 Jump Capacity: 150 Meters Armor: Bulletban-80 Armament: 1 x Martell Medium Laser 1 x Holly LRM-5 1 x Martell Small Laser Manufacturer: Kallon Industries (2760) Communications System: Tri-Word Duplex 4880 Targeting and Tracking System: Dalban HiRez II Cost: 1,212,700 C-Bills Death Commando soldiers paint their BattleDroids black, occasionally trimming them with Liao Green. Type: HRN-7T Hornet Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 3-RT, 3-LT) Gyro: Cockpit: Armor Factor:
 
 
 
 Tons 20.0 2.0 3.0
 
 Hermes 100 5 8 5 10
 
 0.0 1.0 3.0 4.0
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 64 Structure 3 6 5 3 4
 
 Armor 8 8/4 8/2 6 6
 
 Weapons/Ammo: Type Medium Laser Small Laser LRM-5 Ammo (LRM-5) 24 Jump Jets Jump Jets Jump Jets
 
 Location RA LA RT RT RT LT CT
 
 Critical 1 1 1 1 2 2 1
 
 Tons 1.0 0.5 2.0 1.0 1.0 1.0 0.5
 
 -Unseen 
 
 HBK-4G Hunchback Mass: 50 tons (49.5) Chassis: Komiyaba Type VII Power Plant: Nissan 200 Cruising Speed: 43.2 kph Maximum Speed: 64.8 kph Jump Jets: None Jump Capacity: None Armor: Starshield Armament: 1 x Tomodzuru Class 20 Auto Cannon 2 x Ichiba 2000 Medium Lasers 1 x Diverse Optics Type 10 Small Laser Manufacturer: Komiyaba/Nissan General Industries (2572) Communications System: Sony/MST-15 Targeting and Tracking System: Tacticon Tracer 3000 Cost: 3,437,875 C-Bills This unverified miniature is a likely a later version of the original Ral Partha miniature. Image courtesy of CamoSpecs.com.. Type: HBK-4G Hunchback
 
 Tons
 
 Tonnage:
 
 50.0*
 
 Internal Structure: Engine:
 
 5.0 Nissan 200
 
 Walking MPs:
 
 4
 
 Running MPs:
 
 6
 
 Jumping MPs: Heat Sinks: (2-RL, 2-LL, 9-LT)
 
 8.5
 
 0 13
 
 3.0
 
 Gyro:
 
 2.0
 
 Cockpit:
 
 3.0
 
 Armor Factor:
 
 160 Structure
 
 10.0 Armor
 
 Head:
 
 3
 
 9
 
 Center Torso:
 
 16
 
 26/5
 
 Rt./Lt. Torso
 
 12
 
 20/4
 
 Rt./Lt. Arm
 
 8
 
 16
 
 Rt./Lt. Leg
 
 16
 
 20
 
 Weapons/Ammo:
 
 
 
 Type
 
 Location
 
 Critical
 
 Tons
 
 Auto Cannon 20
 
 RT
 
 10
 
 14.0
 
 Ammo (AC) 10
 
 LT
 
 2
 
 2.0
 
 Medium Laser
 
 RA
 
 1
 
 1.0
 
 Medium Laser
 
 LA
 
 1
 
 1.0
 
 -Unseen 
 
 LCS-2T Locust
 
 
 
 Mass: 20 tons Chassis: Bergan VII Power Plant: LTV 160 Cruising Speed: 86.4 kph Maximum Speed: 129.6 kph Jump Jets: None Jump Capacity: None Armor: 1/Star Slab Armament: 1 x Martell Medium Laser 2 x SperryBrowning Machine Guns Manufacturer: Bergan Industries (2499) Communications System: Garret T10-B Targeting and Tracking System: O/P 911 Cost: 1,511,200 C-Bills Atrean Hussar war machines use blue and white parade colors‐‐the upper section of each 'Droid is white, the lower is blue. Type: LCS-2T Locust
 
 Tons
 
 Tonnage:
 
 20.0
 
 Internal Structure: Engine:
 
 2.0 LTV 160
 
 Walking MPs:
 
 8
 
 Running MPs:
 
 12
 
 Jumping MPs:
 
 0
 
 Heat Sinks: (5-RT, 5-LT)
 
 6.0
 
 10
 
 0.0
 
 Gyro:
 
 2.0
 
 Cockpit:
 
 3.0
 
 Armor Factor:
 
 64 Structure
 
 4.0 Armor
 
 Head:
 
 3
 
 8
 
 Center Torso:
 
 6
 
 10/2
 
 Rt./Lt. Torso
 
 5
 
 8/2
 
 Rt./Lt. Arm
 
 3
 
 4
 
 Rt./Lt. Leg
 
 4
 
 8
 
 Type
 
 Location
 
 Critical
 
 Medium Laser
 
 CT
 
 1
 
 Machine Gun
 
 RA
 
 1
 
 0.5
 
 Machine Gun
 
 LA
 
 1
 
 0.5
 
 Ammo (Machine Gun) 200
 
 CT
 
 1
 
 1.0
 
 Weapons/Ammo:
 
 
 
 Tons 1.0
 
 -Unseen 
 
 LGB-8C Longbow Mass: 85 tons (87 tons) Chassis: StarCorps 100 Power Plant: Strand 255 Cruising Speed: 33.6 kph Maximum Speed: 53.2 kph Jump Jets: None Jump Capacity: None Armor: Leviathon Plus Armament: 2 x Sian/Ceres Tiger LRM-20 Systems 2 x Sian/Ceres Lynx LRM-5 Systems 4 x Martell Medium Lasers Original Manufacturer: StarCorps Industries (2480) Communications System: O/P 3000 COMSET Targeting and Tracking System: O/P 1560 IMTS Cost: 7,130,825 C-Bills
 
 Type: LGB-8C Longbow Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 7-RT, 7-LT) Gyro: (2-RA, 2-LA) Cockpit: Armor Factor: Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg Weapons/Ammo: Type LRM-20 Ammo (LRM-20) 12 LRM-20 Ammo (LRM-20) 12 LRM-5 LRM-5 Ammo (LRM-5) 48 Medium Laser Medium Laser Medium Laser Medium Laser
 
 
 
 This unverified miniature is a likely the original Ral Partha miniature. Image courtesy of CamoSpecs.com Tons 85.0* 8.5 13.0
 
 Strand 255 3 5 0 22
 
 12.0 3.0 3.0 14.5
 
 232 Structure 3 27 18 14 18
 
 Armor 9 35/14 25/14 28 20
 
 Location RA RT LA LT RT LT CT RT RT(R) LT LT(R)
 
 Critical 5 2 5 2 1 1 2 1 1 1 1
 
 Tons 10.0 2.0 10.0 2.0 2.0 2.0 2.0 1.0 1.0 1.0 1.0
 
 -Unseen 
 
 MCK-5S Mackie Mass: 100 tons Chassis: Ford Super H QWA1X Power Plant: Hermes 360* Cruising Speed: 43.2 kph Maximum Speed: 64.8 kph Jump Jets: None Jump Capacity: None Armor: Starshield Armament: 1 x Sorenstein Large Laser 1 x Donal Particle Projection Cannon 1 x Armstrong J-7 Auto Cannon/5 Manufacturer: Hegemony Research and Development Department (2439) Communications System: Dalban Comline Targeting and Tracking System: FOI ScanSys VII Cost: Prototype
 
 Type: MCK-5S Mackie
 
 This Mackie is that of the later MCK‐6S version painted in the colors of the 1st Regulan Hussars: The Steel Hussars. Tons
 
 Tonnage:
 
 100.0
 
 Internal Structure: Engine:
 
 10.0 Hermes 360
 
 Walking MPs:
 
 4
 
 Running MPs:
 
 6
 
 Jumping MPs: Heat Sinks: (2-RL, 2-LL, 7-RT, 9-LT)
 
 33.0*
 
 0 20
 
 10.0
 
 Gyro:
 
 3.0*
 
 Cockpit:
 
 3.0
 
 Armor Factor:
 
 320 (294)* Structure
 
 20.0* Armor
 
 Head:
 
 3
 
 8
 
 Center Torso:
 
 31
 
 46/16
 
 Rt./Lt. Torso
 
 21
 
 30/12
 
 Rt./Lt. Arm
 
 17
 
 28
 
 Rt./Lt. Leg
 
 21
 
 42
 
 Type
 
 Location
 
 Critical
 
 Large Laser
 
 CT
 
 2
 
 PPC
 
 LT
 
 3
 
 7.0
 
 Auto Cannon/5
 
 RT
 
 4
 
 8.0
 
 Ammo (AC) 20
 
 RT
 
 1
 
 1.0
 
 Weapons/Ammo:
 
 
 
 Tons 5.0
 
 -Unseen 
 
 MAD-3R Marauder Mass: 75 tons Chassis: GM Marauder Power Plant: Vlar 300 Cruising Speed: 43.2 kph Maximum Speed: 64.8 kph Jump Jets: None Jump Capacity: None Armor: Valiant Lamellor Armament: 2 x Magna Hellstar Particle Projector Cannons 2 x Magna Mk II Medium Lasers 1 x GM Whirlwind Class 5 Autocannon Manufacturer: General Motors (2612) Communications System: Dalban Micronics Targeting and Tracking System: Dalban HiRez Cost: 6,627,250 C-Bills This BattleDroid has been painted in the colors of The Northwind Highlanders.
 
 Type: MAD-3R Marauder Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (5-RT, 5-LT, 2-RL, 2-LL, 2-CT) Gyro: Cockpit: Armor Factor:
 
 
 
 Tons 75.0 7.5 19.0
 
 Vlar 300 4 6 0 16
 
 6.0 3.0 3.0 11.5
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 184 Structure 3 23 16 12 16
 
 Armor 9 35/16* 16/8 22 16
 
 Weapons/Ammo: Type PPC PPC Medium Laser Medium Laser AC/5 Ammo (AC/5) 20
 
 Location RA LA RA LA RT RT
 
 Critical 3 3 1 1 4 1
 
 Tons 7.0 7.0 1.0 1.0 8.0 1.0
 
 -Unseen 
 
 OSR-2C Ostroc Mass: 60 tons (61 tons) Chassis: Ost-II Power Plant: Vlar 300 Cruising Speed: 54.0 kph Maximum Speed: 86.4 kph Jump Jets: None Jump Capacity: None Armor: Riese-475 Armament: 1 x Totshclagen SRM Launcher 2 x Fuersturm-c Heavy Lasers 2 x Fuersturm-b Medium Lasers Manufacturer: Ostmann Industries (2511) Communications System: Ostmann-L Targeting and Tracking System: Ferdinand-A Cost: 4,982,400 C-Bills This unverified miniature is a likely the original Ral Partha miniature. Image courtesy of CamoSpecs.com Type: OSR-2C Ostroc Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 6-RT, 6-LT) Gyro: Cockpit: Armor Factor:
 
 
 
 Tons 60.0* 6.0 19.0
 
 Vlar 300 5 8 0 16
 
 6.0* 3.0 3.0 9.0
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 144 Structure 3 20 14 10 14
 
 Armor 8 22/6 22/4 8 20
 
 Weapons/Ammo: Type SRM-4 Ammo (SRM) 25 Large Laser Large Laser Medium Laser Medium Laser
 
 Location H CT RT LT RT LT
 
 Critical 1 1 2 2 1 1
 
 Tons 2.0 1.0 5.0 5.0 1.0 1.0
 
 -Unseen 
 
 OTT-7J Ostscout Mass: 35 tons Chassis: Kell/S Power Plant: Vox 280 Cruising Speed: 86.4 kph Maximum Speed: 129.6 kph Jump Jets: Ostmann Sct-A Jump Capacity: 240 Meters Armor: Durallex Light Armament: 1 x Tronel II Medium Laser Manufacturer: Kong Interstellar Corporation (2600) Communications System: Barret 4000 Targeting and Tracking System: TRSS.2L3 Cost: 3,409,200 C-Bills This unverified miniature is a likely the original Ral Partha miniature. Image courtesy of CamoSpecs.com.
 
 Type: OTT-7J Ostscout
 
 Tons
 
 Tonnage:
 
 35.0
 
 Internal Structure: Engine:
 
 3.5 Vox 280
 
 Walking MPs:
 
 8
 
 Running MPs:
 
 12
 
 Jumping MPs:
 
 8
 
 Heat Sinks: (2-RL, 2-LL, 3-RT, 3-LT)
 
 16.0
 
 10
 
 0.0
 
 Gyro:
 
 3.0
 
 Cockpit:
 
 3.0
 
 Armor Factor:
 
 72 Structure
 
 4.5 Armor
 
 Head:
 
 3
 
 6
 
 Center Torso:
 
 11
 
 12/4
 
 Rt./Lt. Torso
 
 8
 
 9/2
 
 Rt./Lt. Arm
 
 6
 
 6
 
 Rt./Lt. Leg
 
 8
 
 8
 
 Weapons/Ammo:
 
 
 
 Type
 
 Location
 
 Critical
 
 Medium Laser
 
 CT
 
 1
 
 Tons
 
 Jump Jets
 
 RT
 
 4
 
 2.0
 
 Jump Jets
 
 LT
 
 4
 
 2.0
 
 1.0
 
 -Unseen 
 
 OTL-4D Ostsol Mass: 60 tons Chassis: Kell/H Power Plant: Vlar 300 Cruising Speed: 54.0 kph Maximum Speed: 86.4 kph Jump Jets: None Jump Capacity: None Armor: Valiant Lamellor Armament: 2 x Tronel III Heavy Lasers 2 x Tronel II Medium Lasers Manufacturer: Kong Interstellar Corporation (2694) Communications System: Barret 509p Targeting and Tracking System: TRSS.2L3 Cost: 5,017,600 C-Bills This unverified miniature is a likely the original Ral Partha miniature. Image courtesy of CamoSpecs.com.
 
 Type: OTL-4D Ostsol Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 6-RT, 6-LT) Gyro: Cockpit: Armor Factor:
 
 
 
 Tons 60.0 6.0 19.0
 
 Vlar 300 5 8 0 16
 
 6.0 3.0 3.0 9.0
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 144 Structure 3 20 14 10 14
 
 Armor 8 22/6 22/4 8 20
 
 Weapons/Ammo: Type Large Laser Large Laser Medium Laser Medium Laser Medium Laser Medium Laser
 
 Location RT LT RT LT CT (R) CT (R)
 
 Critical 2 2 1 1 1 1
 
 Tons 5.0 5.0 1.0 1.0 1.0 1.0
 
 -Unseen 
 
 PXH-1K Phoenix Hawk Mass: 45 tons Chassis: Orguss Stinger Power Plant: GM 270 Cruising Speed: 64.8 kph Maximum Speed: 97.2 kph Jump Jets: Pitban 9000 Jump Capacity: 180 Meters Armor: Durallex Light Armament: 1 x Harmon Heavy Laser 2 x Harmon Medium Lasers 2 x M100 Machine Guns Manufacturer: Orguss Inudstries (2568) Communications System: Tek BattleCom Targeting and Tracking System: Tek Tru-Trak Cost: 4,066,090 C-Bills
 
 This Izanagi Phoenix Hawk in painted in the colors of Shin Yodama.. Type: PXH-1K Phoenix Hawk Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 1-CT) Gyro: Cockpit: Armor Factor: Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg Weapons/Ammo: Type Large Laser Medium Laser Medium Laser Machine Gun Machine Gun Ammo (Machine Gun) 200 Jump Jets Jump Jets
 
 
 
 Tons 45.0 4.5 14.5
 
 GM 270 6 9 6 10
 
 0.0 3.0 3.0 8.0
 
 128 Structure 3 12 10 6 10
 
 Armor 6 25/5* 18/3* 10 15
 
 Location RA RA LA RA LA CT RT LT
 
 Critical 2 1 1 1 1 1 3 3
 
 Tons 5.0 1.0 1.0 0.5 0.5 1.0 1.5 1.5
 
 -Unseen PXH-HK2 Phoenix Hawk LAM Mass: 50 tons Chassis: Dort 100 Power Plant: Allied 250 Jet Propulsion: Allied AVRTech 125 Cruising Speed, Ground: 54.0 kph Maximum Speed, Ground: 86.4 kph Cruising Speed, Air: 900 kph Overthrust Speed, Air: 1440 kph Jump Jets: Pitban 9000 Jump Capacity: 150 meters Armor: Durallex Light Armament: 1 x Amsterdam 120 Large Laser 2 x Maxum 50 Medium Lasers 2 x SperryBrowning Machine Guns Manufacturer: Allied AeroSpace (2701) Communications System: Hartford J25 A Targeting and Tracking System: Hartford S2000 Type: PXH-HK2 Phoenix Hawk LAM Tonnage: Internal Structure: Conversion Equipment Engine: Walking MPs: Running MPs: Jumping MPs: Thrust Overthrust Structural Integrity Heat Sinks: (2-RL, 2-LL, 4-RT, 4-LT) Gyro: Cockpit: Armor Factor:
 
 
 
 MechWarrior Jeremiah Youngblood’s Phoenix Hawk LAM from Crescent Hawk’s Inception. Tons 50.0 5.0 5.0 12.5
 
 250 5 8 5 5 8 5 12
 
 2.0 3.0 3.0 8.0
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 128 Structure 3 16 12 8 16
 
 Armor 6 23/5 18/4 10 15
 
 Weapons/Ammo: Type Large Laser Medium Laser Medium Laser Machine Gun Machine Gun Ammo (MG) 200 Jump Jets Jump Jets Jump Jets
 
 Location RA RA LA RA LA CT RT LT CT
 
 Critical 2 1 1 1 1 1 2 2 1
 
 Tons 5.0 1.0 1.0 0.5 0.5 1.0 1.0 1.0 0.5
 
 -Unseen 
 
 RFL-3N Rifleman Mass: 60 tons Chassis: Kallon Type V Power Plant: Vox 260* Cruising Speed: 43.2 kph Maximum Speed: 64.8 kph Jump Jets: None Jump Capacity: None Armor: Kallon Royalstar Armament: 2 x Imperator-A Class 5 Autocannons 2 x Magna Mk II Large Lasers Manufacturer: Kallon Industries (2505) Communications System: Garret T11-A Targeting and Tracking System: Garret D2j Cost: 4,852,800 C-Bills The color scheme used by the Fourth Skye Rangers for parades is principally dark red, with arms painted black.
 
 Type: RFL-3N Rifleman Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: Gyro: Cockpit: Armor Factor:
 
 
 
 Tons 60.0 6.0 13.5*
 
 Vox 260* 4 6 0 10
 
 3.0 3.0 7.5
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 120 Structure 3 20 14 10 14
 
 Armor 6 22/4 15/2 15 12
 
 Weapons/Ammo: Type Large Laser Large Laser AC/5 AC/5 Ammo (AC/5) 20
 
 Location RA LA RA LA CT
 
 Critical 2 2 4 4 1
 
 Tons 5.0 5.0 8.0 8.0 1.0
 
 -Unseen 
 
 SHD-2H Shadow Hawk Mass: 55 tons Chassis: Lang T1 Power Plant: CoreTek 275 Cruising Speed: 54.0 kph Maximum Speed: 86.4 kph Jump Jets: Pitban LFT-50 Jump Capacity: 90 Meters Armor: Maxmillian 43 Armament: 1 x Armstrong J11 Class 5 Autocannon 1 x Holly Long Range Missile Pack (5) 1 x Holly Short Range Missile Pack (2) 1 x Martel Model 5 Medium Laser Manufacturer: Lang Industries (2550) Communications System: O/P 300 COMSET Targeting and Tracking System: O/P 2000A Cost: 4,444,057 C-Bills All Sword of Light regiments use a flat red paint scheme in the field and on parade Type: SHD-2H Shadow Hawk Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 4-RT, 4-LT) Gyro: Cockpit: Armor Factor:
 
 
 
 Tons 55.0 5.5 15.5
 
 CoreTek 275 5 8 3 12
 
 2.0 3.0 3.0 9.5
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 152 Structure 3 18 13 9 13
 
 Armor 9 23/8 18/6 16 16
 
 Weapons/Ammo: Type AC/5 Ammo (AC/5) 20 LRM-5 Ammo (LRM-5) 24 SRM-2 Ammo (SRM-2) 50 Medium Laser Jump Jets Jump Jets Jump Jets
 
 Location LT LT RT LT H LT RA RT LT CT
 
 Critical 4 1 1 1 1 1 1 1 1 1
 
 Tons 8.0 1.0 2.0 1.0 1.0 1.0 1.0 0.5 0.5 0.5
 
 -Unseen 
 
 SPI-5R Spider Mass: 30 tons Chassis: Newhart 1200 Power Plant: GM 180 Cruising Speed: 64.8 kph Maximum Speed: 97.2 kph Jump Jets: Pitban LFT-10 Jump Capacity: 240 meters Armor: Durallex Light Armament: 4 x Aberdovey Mk III Medium Lasers Manufacturer: Newhart Interstellar Industries (2650) Communications System: O/P 500A Targeting and Tracking System: O/P TA1240 Cost: 2,984,540 C-Bills This unverified miniature is a likely the original Ral Partha miniature. Image courtesy of CamoSpecs.com.
 
 Type: SPI-5R Spider Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 1-H, 4-RT, 4-LT) Gyro: Cockpit: Armor Factor:
 
 
 
 Tons 30.0 3.0 7.0
 
 GM 180 6 9 8* 13
 
 3.0 2.0 3.0 4.0
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 64 Structure 3 10 7 5 7
 
 Armor 6 10/4 6/2 7 7
 
 Weapons/Ammo: Type Medium Laser Medium Laser Medium Laser Medium Laser Jump Jets Jump Jets
 
 Location H CT RA LA RT LT
 
 Critical 1 1 1 1 4 4
 
 Tons 1.0 1.0 1.0 1.0 2.0 2.0
 
 -Unseen 
 
 STK-3F Stalker Mass: 85 tons Chassis: Titan H1 Power Plant: Strand 255 Cruising Speed: 32.4 kph Maximum Speed: 54.0 kph Jump Jets: None Jump Capacity: None Armor: Valiant Lamellor Armament: 2 x Jackson B5c LRM-10s 2 x Magna Mk III Heavy Lasers 4 x Magna Mk II Medium Lasers 2 x Thunderstroke SRM-6s Original Manufacturer: Triad Technologies (2594) Communications System: Cronol PR Targeting and Tracking System: Spar 3c Tight Band Cost: 7,252,925 C-Bills This unverified miniature is a likely the original Ral Partha miniature. Image courtesy of CamoSpecs.com Type: STK-3F Stalker Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-CT, 7-RT, 7-LT) Gyro: (2-RL, 2-LL) Cockpit: Armor Factor:
 
 
 
 Tons 85.0 8.5 13.0
 
 Strand 255 3 5 0 20
 
 10.0 3.0 3.0 13.5
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 216 Structure 3 27 18 14 18
 
 Armor 9 36/11 25/7 23 25
 
 Weapons/Ammo: Type LRM-10 Ammo (LRM) 12 LRM-10 Ammo (LRM) 12 Large Laser Large Laser Medium Laser Medium Laser Medium Laser Medium Laser SRM-6 Ammo (SRM) 15 SRM-6 Ammo (SRM) 15
 
 Location RA RA LA LA RT LT RA RA LA LA RT RT LT LT
 
 Critical 2 1 2 1 2 2 1 1 1 1 2 1 2 1
 
 Tons 5.0 1.0 5.0 1.0 5.0 5.0 1.0 1.0 1.0 1.0 3.0 1.0 3.0 1.0
 
 -Unseen 
 
 STG-3R Stinger Mass: 20 tons* (21 tons) Chassis: Earthwerks STG Power Plant: GM 120 Cruising Speed: 64.8 kph Maximum Speed: 97.2 kph Jump Jets: Chilton 360 Jump Capacity: 180 Meters Armor: Riese-100 Armament: 1 x Omicron 3000 Medium Laser 2 x LFN Linblad Machine Gun Original Manufacturer: Earthwerks Incorporated (2479) Communications System: DataCom 26 Targeting and Tracking System: Dynatec 990 Cost: 1,614,240 C-Bills
 
 The Marik Militias use a color scheme first seen in 2620 ‐ purple with red accents on the right side and blue on the left.
 
 Type: STG-3R Stinger Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 2-RT, 2-LT) Gyro: (1-CT, 1-H) Cockpit: Armor Factor: Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg Weapons/Ammo: Type Medium Laser Machine Gun Machine Gun Ammo (Machine Gun) 200 Jump Jets Jump Jets
 
 
 
 Tons 21.0* 2.0 4.0
 
 GM 120 6 9 6 10
 
 0.0 2.0 3.0 4.0*
 
 69* Structure 3 6 5 3 4
 
 Armor 9 10/4* 7/2 6 8
 
 Location RA RA LA CT RT LT
 
 Critical 1 1 1 1 3 3
 
 Tons 1.0 0.5 0.5 1.0 1.5 1.5
 
 -Unseen 
 
 STG-A5 Stinger LAM Mass: 30 tons Chassis: LexaTech 300 Power Plant: GM 180 Jet Propulsion: GM ATO 100 Cruising Speed, Ground: 64.8 kph Maximum Speed, Ground: 97.2 kph Cruising Speed, Air: 1080 kph Overthrust Speed, Air: 1620 kph Jump Jets: Chilton 360 Jump Capacity: 180 meters Armor: Riese-100 Armament: 3 x Magna Medium Lasers Manufacturer: LexaTech Industries (2688) Communications System: O/P 900 Targeting and Tracking System: O/P LAMTRACK 50 A Crescent Hawk Stinger LAM is in the hybrid Air’Mech mode. Image Courtesy of Dave Fanjoy. Type: STG-A5 Stinger LAM Tonnage: Internal Structure: Conversion Equipment Engine: Walking MPs: Running MPs: Jumping MPs: Thrust Overthrust Structural Integrity Heat Sinks: (2-RL, 2-LL, 3-RT, 3-LT, 1-CT) Gyro: Cockpit: Armor Factor:
 
 
 
 Tons 30.0 3.0 3.0 7.0
 
 GM 180 6 9 6 6 9 6 11
 
 1.0 2.0 3.0 5.0
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 80 Structure 3 16 12 8 16
 
 Armor 9 12/3 9/3 6 10
 
 Weapons/Ammo: Type Medium Laser Medium Laser Medium Laser Jump Jets Jump Jets
 
 Location CT RA LA RT LT
 
 Critical 1 1 1 3 3
 
 Tons 1.0 1.0 1.0 1.5 1.5
 
 -Unseen TND-4T
 
 Thunderbolt
 
 Mass: 65 tons Chassis: Earthwerks TDR Power Plant: Magna 260 Cruising Speed: 43.2 kph Maximum Speed: 64.8 kph Jump Jets: None Jump Capacity: None Armor: Ryerson 150 Armament: 1 x Sunglow Type 2 Large Laser 1 x Delta Dart Long Range Missile 15-Rack 3 x Diverse Optics Type 18 Medium Laser 1 x Bical Short Range Missile Twin-Rack 2 x Voelkers 200 Machine Gun Manufacturer: Earthwerks Incorporated (2505) Communications System: Neil 8000 Targeting and Tracking System: RCA Instatrac Mk X Cost: 5,268,560 C-Bills
 
 Type: TND-4T Thunderbolt Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 5-RT, 5-LT, 1-H) Gyro: Cockpit: Armor Factor: Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg Weapons/Ammo: Type Large Laser LRM-15 Ammo (LRM) 16 Medium Laser Medium Laser Medium Laser SRM-2 Ammo (SRM) 50 Machine Gun Machine Gun Ammo (Machine Gun) 200
 
 
 
 This Battledroid has been painted in the colors of Team Banzai. Tons 65.0 6.5 13.5
 
 Magna 260 4 6 0 15
 
 5.0 3.0 3.0 13.0
 
 208 Structure 3 21 15 10 15
 
 Armor 9 30/11 24/6 20 29
 
 Location RA RT CT* LT LT LT RT CT* LA LA LA
 
 Critical 2 3 2 1 1 1 1 1 1 1 2
 
 Tons 5.0 7.0 2.0 1.0 1.0 1.0 1.0 1.0 0.5 0.5 1.0
 
 -Unseen 
 
 VLC-6N Vulcan Mass: 65 tons (67 tons) Chassis: Technicron Type B Power Plant: Magna 260 Cruising Speed: 46.7 kph Maximum Speed: 62.6 kph Jump Jets: Rawlings 55 Jump Capacity: 120 Meters Armor: Rigid TBC Type II Armament: 2 x Linblad Long Range Class 2 Autocannons 2 x Diverse Optics Type 15 Medium Lasers 2 x Halberd VI Long Range Missile Five Packs Manufacturer: Technicron Manufacturing (2555) Communications System: AllComm 250 Targeting and Tracking System: Chichester ASR-14 Cost: 5,364,260 C-Bills
 
 Type: VLC-6N Vulcan Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 4-RT, 4-LT) Gyro: Cockpit: Armor Factor:
 
 
 
 This Battledroid has been painted in the colors of Team Banzai.
 
 Tons 65.0* 6.5 13.5
 
 Magna 260 4 6 4 12
 
 2.0 3.0 3.0 13.0
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 208 Structure 3 21 15 10 15
 
 Armor 9 35/8 24/6 20 28
 
 Weapons/Ammo: Type AC/2 AC/2 Ammo (AC/2) 45 Ammo (AC/2) 45 Medium Laser Medium Laser LRM-5 LRM-5 Ammo (LRM-5) 24 Ammo (LRM-5) 24 Jump Jets Jump Jets
 
 Location RA LA RA LA RA LA RT LT RT LT RT LT
 
 Critical 3* 3* 1 1 1 1 1 1 1 1 2 2
 
 Tons 6.0 6.0 1.0 1.0 1.0 1.0 2.0 2.0 1.0 1.0 2.0 2.0
 
 -Unseen 
 
 WHM-6R Warhammer Mass: 70 tons Chassis: StarCorps 100 Power Plant: Vox 280 Cruising Speed: 43.2 kph Maximum Speed: 64.8 kph Jump Jets: None Jump Capacity: None Armor: Leviathan Plus Armament: 2 x Donal Particle Projector Cannons 2 x Martell Medium Lasers 2 x Magna Small Lasers 1 x Holly Short Range Missile Pack (6) 2 x SperryBrowning Machine Guns Manufacturer: StarCorps Industries (2515) Communications System: O/P 3000 COMSET Targeting and Tracking System: O/P 1500 ARB Cost: 6,023,383 C-Bills The Black Widow Company of Wolf's Dragoons paints its machines black with blood‐red trim. Type: WHM-6R Warhammer Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 6-RT, 6-LT) Gyro: (1-CT, 1-H) Cockpit: Armor Factor: Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg Weapons/Ammo: Type PPC PPC SRM-6 Ammo (SRM-6) 15 Medium Laser Medium Laser Small Laser Small Laser Machine Gun Machine Gun Ammo (Machine Gun) 200
 
 
 
 Tons 70.0 7.0 16.0
 
 Vox 280 4 6 0 18
 
 8.0 3.0 3.0 10.0
 
 160 Structure 3 22 15 11 15
 
 Armor 9 22/9 17/8 20 15
 
 Location RA LA RT RT RT LT RT LT RT LT CT
 
 Critical 3 3 2 1 1 1 1 1 1 1 1
 
 Tons 7.0 7.0 3.0 1.0 1.0 1.0 0.5 0.5 0.5 0.5 1.0
 
 -Unseen 
 
 WSP-1A Wasp Mass: 20 tons (21 tons) Chassis: 1A Type 3 Power Plant: GM 120 Cruising Speed: 64.8 kph Maximum Speed: 97.2 kph Jump Jets: Rawlings 52 Jump Capacity: 180 Meters Armor: Durallex Light Armament: 1 x Diverse Optice Type 2 Medium Laser 1 x Bical SRM Twin-Rack Original Manufacturer: General Mechanics (2471) Communications System: Duotech 65 Targeting and Tracking System: Radcomm TXX Cost: 1,614,240 C-Bills
 
 The Night Stalkers of House Kurita favor blacks, grays and dark blues. Type: WSP-1A Wasp Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 3-RT, 3-LT) Gyro: Cockpit: Armor Factor:
 
 
 
 Tons 20.0* 2.0 4.0
 
 GM 120 6 9 6 10
 
 0.0 2.0 3.0 4.0*
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 64 Structure 3 6 5 3 4
 
 Armor 6 10/4* 7/2 6 7
 
 Weapons/Ammo: Type Medium Laser SRM-2 Ammo (SRM-2) 50 Jump Jets Jump Jets
 
 Location RA LL CT RT LT
 
 Critical 1 1 1 3 3
 
 Tons 1.0 1.0 1.0 1.5 1.5
 
 -Unseen 
 
 WSP-105 Wasp LAM Mass: 30 tons Chassis: Harvard 12K Power Plant: GM 180 Jet Propulsion: GM ATO 100 Cruising Speed, Ground: 64.8 kph Maximum Speed, Ground: 97.2 kph Cruising Speed, Air: 1080 kph Overthrust Speed, Air: 1620 kph Jump Jets: Rawlings 52 Jump Capacity: 180 meters Armor: Durallex Light Armament: 1 x Martell Medium Laser 1 x Holly Short Range Missile Pack (2) Manufacturer: Harvard Company (2690) Communications System: Rand 1200 Targeting and Tracking System: Rand LAMTar 100 This Stinger LAM is painted as a tribute to the Skull Squadron from the Robotech. Image Courtesy of Dave Fanjoy. Type: WSP-105 Wasp LAM Tonnage: Internal Structure: Conversion Equipment Engine: Walking MPs: Running MPs: Jumping MPs: Thrust Overthrust Structural Integrity Heat Sinks: (2-RL, 2-LL, 4-RT, 3-LT) Gyro: Cockpit: Armor Factor:
 
 
 
 Tons 30.0 3.0 3.0 7.0
 
 GM 180 6 9 6 6 9 6 11
 
 1.0 2.0 3.0 5.0
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 80 Structure 3 16 12 8 16
 
 Armor 9 12/3 9/3 6 10
 
 Weapons/Ammo: Type Medium Laser SRM-2 Ammo (SRM) 50 Jump Jets Jump Jets
 
 Location H CT CT RT LT
 
 Critical 1 1 1 3 3
 
 Tons 1.0 1.0 1.0 1.5 1.5
 
 -Unseen 
 
 WSP-2A Super Wasp Mass: 25 tons (26 tons)* Chassis: 1A Type 3 Power Plant: Nissan 200 Cruising Speed: 86.4 kph Maximum Speed: 129.6 kph Jump Jets: Rawlings 52 Jump Capacity: 180 Meters Armor: Durallex Light Armament: 1 x Diverse Optics Type 2 Medium Laser 1 x Bical SRM Twin-Rack Original Manufacturer: Friden Aerospace Park (Hoff) Dr. Jorge Belasco (3020) Communications System: Duotech 65 Targeting and Tracking System: Radcomm TXX Cost: Prototype
 
 A custom Super Wasp miniature was created by Strato Yager. Image courtesy of Strato Yager of Strato Minis Studio.
 
 Type: WSP-2A Super Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (2-RL, 2-LL, 3-RT, 3-LT) Gyro: Cockpit: Armor Factor:
 
 
 
 Tons 25.0* 2.5 8.5
 
 Nissan 200 8 12 6 10
 
 0.0 2.0 3.0 4.0
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 64 Structure 3 8 6 4 6
 
 Armor 6 10/4 7/2 6 7
 
 Weapons/Ammo: Type Medium Laser SRM-2 Ammo (SRM-2) 50 Jump Jets Jump Jets
 
 Location RA LL CT RT LT
 
 Critical 1 1 1 3 3
 
 Tons 1.0 1.0 1.0 1.5 1.5
 
 -Unseen 
 
 WLV-4E Wolverine Mass: 55 tons Chassis: Crucis-A Power Plant: CoreTek 275 Cruising Speed: 54.0 kph Maximum Speed: 86.4 kph Jump Jets: Northrup 12000 Jump Capacity: 150 Meters Armor: Maxmillian 60 Armament: 1 x GM Whirlwind Class 5 Autocannon 1 x Harpoon-6 SRM Launcher 1 x Magna Mk II Medium Laser Original Manufacturer: Kallon Industries (2575) Communications System: Tek BattleCom Targeting and Tracking System: Tek Tru-Trak Cost: 4,778,857 C-Bills
 
 The 24th Lyran Guards use a blue‐and‐ white paint scheme for ceremonial duties. Type: WLV-4E Wolverine Tonnage: Internal Structure: Engine: Walking MPs: Running MPs: Jumping MPs: Heat Sinks: (6-RT, 6-LT) Gyro: Cockpit: Armor Factor:
 
 
 
 Tons 55.0 5.5 15.5
 
 CoreTek 275 5 8 5 12
 
 2.0 3.0 3.0 9.5
 
 Head: Center Torso: Rt./Lt. Torso Rt./Lt. Arm Rt./Lt. Leg
 
 152 Structure 3 18 13 9 13
 
 Armor 8 20/8 20/6 16 16
 
 Weapons/Ammo: Type AC/5 Ammo (AC/5) 20 SRM-6 Ammo (SRM-6) 15 Medium Laser Jump Jets Jump Jets Jump Jets
 
 Location RA RA LT LT H RL LL CT
 
 Critical 4 1 2 1 1 2 2 1
 
 Tons 8.0 1.0 3.0 1.0 1.0 1.0 1.0 0.5
 
 -Unseen-
 
 HNT-3R Hunter Light Support Tank Mass: 35 tons Movement Type: Tracked Power Plant: SitiCide 140 ICE Cruising Speed: 43.2 kph Maximum Speed: 64.8 kph Armor: 5.5/Star Slab Armament: 1 x FarFire Maxi-Rack LRM-20 1 x 20mm Gatling Gun Manufacturer: Defiance Industries (2937) Communications System: TharHes Mini-Talk Targeting and Tracking System: TharHes AGART Cost: 609, 750 C-Bills
 
 This Hunter has been painted in the colors of the Defenders of Andurien.
 
 Type: HNT-3R Hunter Light Support Tank
 
 Tons
 
 Tonnage:
 
 35.0
 
 Internal Structure: Engine:
 
 3.5 GM SuperLoad 240
 
 Cruise MPs:
 
 4
 
 Flank MPs:
 
 6
 
 Heat Sinks:
 
 10.0
 
 0
 
 0.0
 
 Control:
 
 2.0
 
 Turret:
 
 None
 
 0.0
 
 Armor Factor:
 
 96
 
 6.0
 
 Structure
 
 Armor
 
 Front:
 
 4
 
 32
 
 Rt./Lt. Side
 
 4
 
 24/24
 
 Rear
 
 4
 
 16
 
 Turret
 
 -
 
 -
 
 Weapons/Ammo: Type
 
 Location
 
 Tons
 
 LRM-20
 
 Front
 
 10.0
 
 Ammo (LRM-20) 12
 
 Body
 
 2.0
 
 Machine Gun
 
 Front
 
 0.5
 
 Ammo (Machine Gun) 200
 
 Body
 
 1.0
 
 
 
 -Unseen-
 
 VDE-3T Vedette Medium Tank Mass: 50 tons Movement Type: Tracked Power Plant: Locom-Pack 250 InterComBust ICE Cruising Speed: 54.0 kph Maximum Speed: 86.4 kph Armor: ProtecTech 6 Armament: 1 x Armstrong J11 Class 5 Autocannon 1 x ScatterGun Machine Gun Manufacturer: New Earth Trading Company (2943) Communications System: ComStar Rover Targeting and Tracking System: ComStar Test-2 Cost: 717, 500 C-Bills
 
 For ceremonial duties the First Federated Suns Armored Cavalry commonly paints its equipment in the parade colors of Davion green with white highlights.
 
 Type: VDE-3T Vedette Medium Tank
 
 Tons
 
 Tonnage:
 
 50.0
 
 Internal Structure: Engine: Cruise MPs: Flank MPs: Heat Sinks:
 
 5.0 Locom-Pack 250
 
 25.0
 
 5 8 0
 
 0.0
 
 Control:
 
 2.5
 
 Turret: Armor Factor:
 
 1.0 96 Structure
 
 6.0 Armor
 
 Front:
 
 5
 
 20
 
 Rt./Lt. Side
 
 5
 
 18/18
 
 Rear
 
 5
 
 20
 
 Turret
 
 5
 
 20
 
 Weapons/Ammo: Type
 
 Location
 
 AC/5
 
 Turret
 
 8.0
 
 Ammo (AC/5) 20
 
 Body
 
 1.0
 
 Machine Gun
 
 Front
 
 0.5
 
 Ammo (Machine Gun) 200
 
 Body
 
 1.0
 
 
 
 Tons
 
 -Unseen-
 
 DVE-1A Demolisher Heavy Tank Mass: 80 tons Movement Type: Tracked Power Plant: GM SuperLoad 240 ICE Cruising Speed: 32.4 kph Maximum Speed: 54.0 kph Armor: Durandal 160 Armament: 2 x 185mm ChemJet Class 20 Autocannons Manufacturer: Aldis Industries (2803) Communications System: Omicron 1500 Targeting and Tracking System: Omicron VII Cost: 2,079,000 C-Bills
 
 The Northwind Highlanders have no uniform paint scheme for vehicles. Each command uses whatever camouflage scheme is appropriate to the mission.
 
 Type: DVE-1A Demolisher Heavy Tank
 
 Tons
 
 Tonnage:
 
 80.0
 
 Internal Structure: Engine: Cruise MPs: Flank MPs: Heat Sinks:
 
 8.0 GM SuperLoad 240
 
 23.0
 
 3 5 0
 
 0.0
 
 Control:
 
 4.0
 
 Turret:
 
 3.0
 
 Armor Factor:
 
 160 Structure
 
 10.0 Armor
 
 Front:
 
 8
 
 40
 
 Rt./Lt. Side
 
 8
 
 30/30
 
 Rear
 
 8
 
 20
 
 Turret
 
 8
 
 40
 
 Weapons/Ammo: Type
 
 Location
 
 AC/20
 
 Turret
 
 14.0
 
 AC/20
 
 Turret
 
 14.0
 
 Ammo (AC/20) 20
 
 Body
 
 4.0
 
 
 
 Tons
 
 -Unseen-
 
 STK-1B Striker Light Tank Mass: 35 tons Movement Type: Wheeled Power Plant: InterComBust 155 ICE Cruising Speed: 54.0 kph Maximum Speed: 86.4 kph Armor: Valiant Buckler Armament: 1 x Valiant Heavy Crossbow Long Range Missile Rack (10) 4 x Valiant Pilum Short Range Missile Rack (2) Manufacturer: Valiant Systems (3006) Communications System: Wunderland XXI-3 Series Targeting and Tracking System: Wunderland XXI-3 Series Cost: 394,115 C-Bills
 
 The regiments of the 12th Deneb Light Cavalry prefer the SLDF's standard light tan paint scheme, even when circumstances would tend to dictate otherwise.
 
 Type: STK-1B Striker Light Tank
 
 Tons
 
 Tonnage:
 
 35.0
 
 Internal Structure: Engine: Cruise MPs: Flank MPs: Heat Sinks:
 
 3.5 InterComBust 155
 
 11.0
 
 5 8 0
 
 0.0
 
 Control:
 
 2.0
 
 Turret:
 
 None
 
 1.0
 
 Armor Factor:
 
 104
 
 6.5
 
 Structure
 
 Armor
 
 Front:
 
 4
 
 24
 
 Rt./Lt. Side
 
 4
 
 20/20
 
 Rear
 
 4
 
 18
 
 Turret
 
 4
 
 22
 
 Weapons/Ammo: Type
 
 Location
 
 LRM-10
 
 Turret
 
 Tons 5.0
 
 Ammo (LRM-10) 12
 
 Body
 
 1.0
 
 SRM-2
 
 Turret
 
 1.0
 
 SRM-2
 
 Turret
 
 1.0
 
 SRM-2
 
 Turret
 
 1.0
 
 SRM-2
 
 Turret
 
 1.0
 
 Ammo (SRM-2) 50
 
 Body
 
 1.0
 
 
 
 -Unseen-
 
 PGS-2A Pegasus Scout Hover Tank Mass: 35 tons Movement Type: Hover Power Plant: GM105 ICE Cruising Speed: 86.4 kph Maximum Speed: 129.6 kph Armor: ProtecTech 6 Armament: 2 x StarStreak Heavy Missile Launchers (SRM-6) 1 x Defiance B3M Medium Laser Manufacturer: Exeter Organization (2791) Communications System: Exeter LongScan with ReconLock Targeting and Tracking System: Salamander Systems CommPhase Unit Cost: 802,825 C-Bills
 
 House Kurita's three Arkab Legions paint their 'Mechs in tans and dark greens.
 
 Type: PGS-2A Pegasus Scout Hover Tank
 
 Tons
 
 Tonnage:
 
 35.0
 
 Internal Structure: Engine: Cruise MPs: Flank MPs: Heat Sinks:
 
 3.5 GM 105 ICE
 
 7.0
 
 8 12 3
 
 3.0
 
 Control:
 
 2.0
 
 Lift Equipment:
 
 3.5
 
 Power Amplifier
 
 0.5
 
 Turret:
 
 1.0
 
 Armor Factor:
 
 104 Structure
 
 6.5 Armor
 
 Front:
 
 4
 
 26
 
 Rt./Lt. Side
 
 4
 
 19/19
 
 Rear
 
 4
 
 19
 
 Turret
 
 4
 
 21
 
 Weapons/Ammo: Type
 
 Location
 
 SRM-6
 
 Turret
 
 3.0
 
 SRM-6
 
 Turret
 
 3.0
 
 Ammo (SRM-6) 15
 
 Turret
 
 1.0
 
 Medium Laser
 
 Turret
 
 1.0
 
 
 
 Tons
 
 -Unseen-
 
 Jeep: 34,167 C-Bills Type: Jeep Tonnage: Internal Structure: Engine: Cruise MPs: Flank MPs: Heat Sinks: Control: Turret: Armor Factor: Front: Rt./Lt. Side Rear Turret Weapons/Ammo: Type SRM-2 Ammo (SRM-2) 25 or Machine Gun Machine Gun Ammo (Machine Gun) 100
 
 Wheeled
 
 Tons 5.0 0.5 1.0
 
 10 ICE 8 12 0
 
 16 Structure 1 1 1 1
 
 0.0 0.5 0.5 1.0 Armor 4 3/3 3 3
 
 Location Turret Body
 
 Tons 1.0 0.5
 
 Turret Turret Body
 
 0.5 0.5 0.5
 
 Gun Truck: 62,125 C-Bills Type: Gun Truck Tonnage: Internal Structure: Engine: Cruise MPs: Flank MPs: Heat Sinks: Control: Turret: Armor Factor: Front: Rt./Lt. Side Rear Turret Weapons/Ammo: Type SRM-2 Ammo (SRM-2) 25 Machine Gun Machine Gun Ammo (Machine Gun) 100 Infantry Compartment
 
 
 
 Wheeled
 
 Tons 10.0 1.0 2.0
 
 40 ICE 6 9 0
 
 32 Structure 1 1 1 1
 
 Location Turret Body Turret Turret Body Body
 
 0.0 0.5 0.5 2.0 Armor 8 6/6 6 6
 
 Tons 1.0 0.5 0.5 0.5 0.5 1.0
 
 -Unseen-
 
 Armored Personnel Carrier: 68,750 C-Bills Type: Armored Personnel Carrier Tonnage: Internal Structure: Engine: Cruise MPs: Flank MPs: Heat Sinks: Control: Turret: Armor Factor: Front: Rt./Lt. Side Rear Turret Weapons/Ammo: Type SRM-2 Ammo (SRM-2) 25 Or Machine Gun Machine Gun Ammo (Machine Gun) 100 Infantry Compartment
 
 Tracked
 
 Tons 10.0 1.0 3.0
 
 60 ICE 6 9 0
 
 40 Structure 1 1 1 1
 
 0.0 0.5 0.5 2.5 Armor 10 8/8 6 8
 
 Location Turret Body
 
 Tons 1.0 0.5
 
 Turret Turret Body Body
 
 0.5 0.5 0.5 1.0
 
 Infantry Fighting Vehicle: 122,187 C-Bills Type: Infantry Fighting Vehicle Tonnage: Internal Structure: Engine: Cruise MPs: Flank MPs: Heat Sinks: Control: Turret: Armor Factor: Front: Rt./Lt. Side Rear Turret Weapons/Ammo: Type SRM-2 Ammo (SRM-2) 25 Machine Gun Machine Gun Ammo (Machine Gun) 100 Infantry Compartment
 
 
 
 Tracked
 
 Tons 15.0 1.5 4.0
 
 75 ICE 5 8 0
 
 48 Structure 1 1 1 1
 
 Location Turret Body Turret Turret Body Body
 
 0.0 1.0 0.5 4.0 Armor 16 12/12 12 12
 
 Tons 1.0 0.5 0.5 0.5 0.5 1.0
 
 -Unseen-
 
 Hoverscout: 126,200 C-Bills Type: Hoverscout Tonnage: Internal Structure: Engine: Cruise MPs: Flank MPs: Heat Sinks: Power Amplifiers: Lift: Control: Turret: Armor Factor: Front: Rt./Lt. Side Rear Weapons/Ammo: Type Medium Laser
 
 Hover
 
 Tons 10.0 1.0 2.0
 
 40 ICE 8 12 3
 
 16 Structure 1 1 1
 
 3.0 0.5 1.0 0.5 0.0 1.0 Armor 5 4/4 3
 
 Location Front
 
 Tons 1.0
 
 HVWC (Hovercraft Weapons Carrier - LRM): 501,250 C-Bills Type: HVWC - LRM Tonnage: Internal Structure: Engine: Cruise MPs: Flank MPs: Heat Sinks: Power Amplifiers: Lift Control: Turret: Armor Factor: Front: Rt./Lt. Side Rear Turret Weapons/Ammo: Type LRM-15 Ammo (LRM) 16
 
 
 
 Hover
 
 Tons 25.0 2.5 5.0
 
 70 ICE 8 12 0
 
 56 Structure 3 3 3 3
 
 Location Turret Body
 
 0.0 0.0 2.5 1.5 1.0 3.5 Armor 16 10/10 10 10
 
 Tons 7.0 2.0
 
 -UnseenHVWC (Hovercraft Weapons Carrier – Large Laser): 620,075 C-Bills Type: HVWC - LL Tonnage: Internal Structure: Engine: Cruise MPs: Flank MPs: Heat Sinks: Power Amplifiers: Lift Control: Turret: Armor Factor: Front: Rt./Lt. Side Rear Turret Weapons/Ammo: Type Large Laser
 
 Hover
 
 Tons 35.0 3.5 7.0
 
 70 ICE 8 12 8
 
 80 Structure 4 4 4 4
 
 8.0 0.5 3.5 2.0 0.5 5.0 Armor 20 16/16 12 16
 
 Location Turret
 
 Tons 5.0
 
 HVT (Hovertank): 620,075 C-Bills Type: Hovertank Tonnage: Internal Structure: Engine: Cruise MPs: Flank MPs: Heat Sinks: Power Amplifiers: Lift Control: Turret: Armor Factor: Front: Rt./Lt. Side Rear Turret Weapons/Ammo: Type PPC SRM-6 Ammo (SRM) 15
 
 
 
 Hover
 
 Tons 50.0 5.0 10.0
 
 65 ICE 6 9 10
 
 72 Structure 4 4 4 4
 
 Location Turret Turret Body
 
 10.0 1.0 5.0 2.5 1.0 4.5 Armor 18 14/14 12 14
 
 Tons 7.0 3.0 1.0
 
 -Unseen-
 
 -Notes Regarding Battledroid/BattleTech Game StatisticsARC-3R Archer – The ARC-3R Battledroid is identical to the ARC2R Archer that debuted in the Battledroids box set. The original Ral Partha miniature was the only Archer to ever carry the -3R designation. The later version presented in Second Edition, however, carried 23 points of armor on each arm, 34/10 on the Center Torso and 24/6 on the side torsos. It should be noted that even the Second Edition version violated standard construction rules with 23 points of armor on the arms which has only 11 internal structure points. BTX-7K Battleax – The BTX-7K Battledroid first appeared in BattleTechnology # 5. This version reportedly carried 8 tons of armor, however, when added up, the actual amount of armor carried is 9 tons. A later version designated the BKX-7K, appeared in Technical Readout: 3075. The BKX-7K corrects the problem by removing a ton of LRM-5 ammunition from the Right Torso. BLR-1G Battlemaster – The BLR-1G Battledroid is identical to the version of the same name that first appeared in the BattleTech Second Edition box set. It did not appear in Battledroids. It was also referred to as the BTM-6R in The Fox's Teeth: Exploits of McKinnon's Raiders (1985). BHN-7H Behemoth – The BHN-7H is thought to be the predecessor of the ANH-1A Annihilator, which first appeared in the Wolf's Dragoons sourcebook. The Ral Partha miniature itself is clearly based on the HWR-00 Destroid Monster from the Macross anime series. The MAC-III Destroid served as the basis for the later Clan Stone Rhino. The statistics presented here never appeared in any official publication and are based solely on the appearance of the miniature itself. SAM-R2 Behemoth II – The Ral Partha 20-792 Behemoth miniature depicted here represents the second-line Clan Stone Rhino 
 
 -Unseen-
 
 BattleMech first revealed on the cover of Technical Readout: 3055 (1992). The Clan Stone Rhino is, in turn, based upon the SAM-R2 Matar, a 110-ton experimental super-heavy BattleMech design created by Amaris Arms Corporation on Terra during the final days of the Usurper's regime. The design presented here as the Behemoth II is based on the configuration of the failed SAM-R2 Matar from Experimental Technical Readout: Boondoggles (2013). The weight, technology base, weapons and armor have all been altered to conform to standard construction rules and period appropriate technology. It should also be noted that the Ral Partha 20-792 Behemoth miniature is itself based on the Robotech II: The Sentinels HWR-00-Mk III Destroid Monster, aka, the M.A.C. III. The original Battledroids 20-821 BHN-7H Behemoth miniature is based on the previous version of the M.A.C, the HWR-00 Mk. II Destroid Monster, aka, the M.A.C. II from Super Dimension Fortress Macross. Both are considered "Unseen." ARC-4R Bombardier – The ARC-4R Battledroid miniature later became the basis for the BMB-12D Bombardier. The statics are modified to better reflect the weapon placements on the miniature. 
 
 -Unseen-
 
 The version in Technical Readout: 2750 carried two LRM-20s, a SRM-4 and was equipped with both CASE and an Anti-Missile System (AMS). CST-3S Cestus* – The CST-3S appeared in both Space Gamer #79 and Challenge Magazine #44, although each article featured radically different art. The Space Gamer # 79 art did, however, match that of the Battledroids miniature. Nonetheless, the weapon loadout was far different from that portrayed by the miniature itself, with the art in Challenge Magazine appearing much more similar to the VLC-6N Vulcan Battledroid and the later BJ-1 Blackjack BattleMech from Technical Readout: 3025. A radically different version of the Cestus carrying the CTS-6Y designation appeared much later in Technical Readout: 3058. The version presented here is based roughly upon both the Vulcan from Technical Readout: 3025 and the LIB-4T Liberator. The Liberator was listed as a 40-ton BattleMech in the MechWarrior: The Role Playing Game (1986) rulebook, however it's statistics never appeared until Catalyst Game Labs published Experimental Technical Readout: Boondoggles in 2013. *See notes on the VLC-6N Vulcan. XBW-9J Crossbow – The XBS-9J never appeared in print until the CRS-6B Crossbow was published in Technical Readout: 3075. The CRS-6B carried two LRM-10s, two medium lasers and a PPC. The version presented here was modified to better reflect the miniature itself. CRD-3R Crusader – The CRD-3R printed in the Battledroids rulebooks is 0.5 tons underweight. In the Second Edition box set, this was corrected and the armor distribution adjusted accordingly. FLC-4B Falcon - The FLC-4B Falcon debuted in the first edition of BattleTechnology. It also appeared later in the Wolf's Dragoons sourcebook. The version presented here is identical to both. FIR-7B Fire Bee – The game statistics for the FIR-7B were never 
 
 -Unseen-
 
 released. The FRB-2E Firebee was introduced in Technical Readout: 3075. This configuration of the Free Bee matches that in TRO: 3075. FLE-15 Flea – Various versions of the Flea appeared in a number of different magazines before the first official version with game statistics was published in the Wolf's Dragoons sourcebook (1989). It must be noted, however, that the House Kurita sourcebook (1987) also featured an illustration of the Flea although neither the name nor a description of the ‘Mech appear in the sourcebook itself. The first version, appearing in StarDate Issue 3/1 (February 1987), included both a FLE-4 and a FLE-15 variant. It weighed 20 tons and had a movement profile of 6/9/0. The FLE-4 version was armed with a large laser, 2 small lasers and a flamer. It carried two tons of armor. The FLE-15 carried 2 medium lasers, 2 small lasers, 2 machine guns and a flamer. The FLE-15 carried three tons of armor. The second version appeared in Space Gamer #78 (April/May 1987) carrying the FLE-15 designation. It was listed as weighing 15 tons, however the configuration as presented adds up to a total of 17 tons. Its movement profile was 9/14/0 and it carried just two tons of armor. The next version of the Flea appeared in BattleTechnology #8 (1988) carrying the FLE-14 designation. Weighing 15 tons, this version adding jump jets giving it a movement profile of 9/14/8. It carried only a single ton of armor and was armed with a single medium laser mounted in the Right Torso. As with the FLE-15 from Space Gamer, this build is advertised as a 15-ton design but the configuration itself adds up to a total of 17 tons. In addition, it claims the jump jets are installed in the legs, however, a jump capacity of 8 would require 4 critical slots in each leg, which is not allowed under standard construction rules. The illustration provided with the design was a Star Wars AT-AT.
 
 
 
 -Unseen-
 
 The Wolf's Dragoons sourcebook (1989) formally introduced the Flea to the BattleTech Universe. It presents both the FLE-4 and FLE-15 variants. They are identical to the versions originally appearing in StarDate Issue 3/1. GLD-3R Gladiator – The GLD-3R first appeared in BattleTechnology # 3. The configuration presented here is identical to the one found there. The GLD-4R Gladiator later appeared in Technical Readout: 3075 with significantly different art and a much different mix of weapons. The GLD-4R carries a PPC, SRM-6, two medium lasers and has a jump capacity of 150 meters. It also carries a half-ton less armor than the GLD-3R. GRF-1N Griffin – The Griffin presented in the Battledroids box set carried 6 jump jets and had 9 tons of armor. Neither Battledroids nor the Second Edition box set limited the number of jump jets a unit could carry. Second Edition did, however, mark the introduction of variable weight jump jets based on the jumping units overall tonnage. HRN-7T Hornet – The Hornet should have numbered among the original 20-ton “bug” units. As with both the Stinger and Wasp, along with their big brother, the Phoenix Hawk, it carries its primary weapon in its right hand and it appears as a fully self-contained and detachable weapon. Its first depiction can be found in The Spider and the Wolf, a 1986 comic book published by FASA that also included three BattleTech scenarios. In the comic book, the Hornet is clearly based on the Armo-Fighter AFC-01 Legioss from the Genesis Climber MOSPEADA Japanese anime series. MOSOPEDA would later be adapted and become part of the American Robotech cartoon series. Its next appearance was in the 1989 Wolf’s Dragoons sourcebook were it received entirely new art and a set of game statistics. The HNT-7T is identical to the HNT151 Hornet presented in Wolf’s Dragoons except the ammunition has been relocated to the same torso that houses the weapon.
 
 
 
 -Unseen-
 
 HBK-4G Hunchback – The HBK-4G first appeared in the CityTech box set. The version presented there was a half-ton underweight and lacked the small laser of the later version. LCT-1V Locust - The LCT-1V Battledroid is identical to the version of the same name that first appeared in the BattleTech Second Edition box set. It did not appear in Battledroids. It was also referred to as the LCS-2T in The Fox's Teeth: Exploits of McKinnon's Raiders (1985). In Cranston Snord's Irregulars (1986), MechWarrior Winston Nearon pilots a LCT-3V Locust that is described as carrying an additional medium laser. This variant was not fully detailed until the release of Record Sheets: 3039 Unabridged (2010). The LCT-3V removes a half-ton of armor and a half-ton of machine gun ammunition in order to install a second medium laser in the Center Torso. LGB-8C Longbow – The first appearance of the Longbow was in StarDate 3/2 (March 1987). It presented two versions of the 85-ton machine, the LGB-8C and the LGB-OW. The LGB-8C is presented here although it should be noted that the configuration is 2 tons overweight. The LGB-OW version was powered by a significantly larger engine, carried only 10.5 tons of armor and lacked any secondary weapons. The first official appearance of the Longbow can be found in the Sorenson’s Sabres (1987) scenario pack. A LGB-OW is piloted by Lieutenant Cedrick Sveinson and its game statistics are presented directly below his biography. The version found there reportedly carries 9.5 tons of armor. However, the armor adds up to 140 points, equivalent to 8.75 tons of armor, making this version .75 tons underweight. An illustration of the Longbow also appears on the final page of the Star League sourcebook (1988) although neither the name or the game statics appear in the sourcebook. The Longbow’s next official appearance was in Technical Readout: 3058 (September 1995) where it was described as the LGB-7Q. The LGB-7Q eliminated the two rearmounted medium lasers found on the LGB-8C in order to correct the weight. The Longbow is one of the "Unseen." The miniature is 
 
 -Unseen-
 
 based off of the Super Dimension Fortress Macross SDR-04-Mk.XII Destroid Phalanx. MCK-5S Mackie – The first mention of the venerable Mackie can be found in Tales from the Black Widow Company (1985). The version presented here is identical to the one found there which is powered by a Hermes 360 engine and protected with 20 tons of armor, both in violation of standard construction rules. An updated version of the MCK-5S can be found in Experimental Technical Readout: Primitives, Volume 1 (2010) which follows the primitive BattleMech construction rules. Technical Readout: 3058 (1995) details the MCK-6S that follows the standard construction rules. The miniature displayed is that of the MCK-6S. MAD-3R Marauder – The version of the MAD-3R that appeared in Battledroids carried a total of 51 points of armor on the center torso even though it only has 23 points of internal structure in that location. The Second Edition version of the MAD-3R was missing 5 points of armor. Ral Partha released two versions of the miniature, generally referred to as the “hex-base” and “oval-base” Marauder. The one depicted is the “hex-base” version. OSR-2C Ostroc – The illustration of the OSR-2C in the CityTech rulebook shows what appears to be an SRM-4 in both the right and left arm. Versions of that same illustration appear twice in other sections of the rulebook. The actual game statistics for the design, however, place a single SRM-4 in the Head. In addition, it is one ton overweight. The miniature created by Ral Partha matches those of the game statistics and not those of the original Ostroc illustration. As a side note, the illustration showing two armmounted SRM-4s later reappeared in an altered form classified as the OWR-3M Ostwar in Technical Readout: 3085. The version of the OST-2C that appears in Technical Readout: 3025 corrects the weight be removing one of the heats sinks. It should also be noted the TCI Model Sets included the OSR-9C Ostroc Mk II, the model for which was an unaltered Regult Heavy Artillery Battle Pod fromI 
 
 -Unseen-
 
 Macross. The BattleTech game statistics were altered to reflect the type and location of the weapons on the model. OTT-7J Ostscout – This version is identical to the one contained in the CityTech box set. OTL-4D Ostsol - This version is identical to the one contained in the CityTech box. PXH-1K Phoenix Hawk – An early version of this miniature represents the very first "proof of concept" Battledroids sculpt ever made by Ral Partha. The initial version was created by Bob Charrette. It was briefly released as the Stinger but was later deemed too large. Subsequently, concerns at Ral Partha over image rights lead to the creation of "functional equivalents" of various third-party designs. This sculpt, however, remained the basis for the later release of the Phoenix Hawk. The Battledroids box set identified the Phoenix Hawk as the PXH-1K. This version carries a combined 30 points of armor on the Center Torso and 21 points of armor on the side torsos in violation of the standard construction rules. The later Second Edition box set referred to it simply as the PXH-1. In addition, the Second Edition version moved two points of armor from the front center torso to the left/right rear torso to conform to standard construction rules. RFL-3N Rifleman – The Battledroid version of the Rifleman was powered by an oversized 13.5-ton Vox 260 fusion engine and lacked the two medium lasers carried by later models. SHD-2H Shadow Hawk – The SHD-2H is presented as it appeared in both Battledroids and BattleTech Second Edition. SPI-5R Spider – The Spider first appeared in Issue 3 of Game News magazine (May 1985) carrying the SPI-5R designation and followed the original Battledroid construction rules. This unique version had a movement profile 6/9/8, carried 13 heat sinks, 4 tons 
 
 -Unseen-
 
 of armor and was armed with 4 medium lasers. The lasers were located in the head, center torso and right and left arms. STK-3F Stalker – The STK-3F in the CityTech box set showed 3 critical spaces for 2 tons of ammunition. That error was corrected in this version, otherwise it is exactly as it was presented. STG-3R Stinger – The Battledroid version of this unit carried 4 tons of armor giving it an overall weight of 21 tons. The armor was reduced to 3 tons with the release of the Second Edition box set to conform to the construction rules. GRF-2N Super Griffin - Tales of the Black Widow Company (1985) introduced a prototype GRF-2N Super Griffin that carried nine jump jets. The GRF-2N weighed 60 tons although it retained the original CoreTek 275 engine. It also carried three “double-strength heat sinks” in addition to the standard 10 allow it to dissipate 16 points of heat. This design represents the first mention of double heat sinks. Armor was increased to 10 tons and a medium laser was added to the left arm. A version of the GFN-2N that conformed to standard construction rules was detailed in Experimental Technical Readout: Succession Wars, Volume 1 (2010). That version mounted Improved Jump Jets, was powered by a Pitban 240 fusion engine, WSP-2A Super Wasp – Detailed in Tales of the Black Widow Company (1985), the Super Wasp is significantly faster than the original although it retains the same jump capacity. This is accomplished by using a Nissan 200 instead of the original 120 GM fusion engine. In addition, the armor is copied directly from the WSP-1A Wasp Battledroid specification resulting in the design being one ton overweight. An altered version appears in Experimental Technical Readout: Succession Wars, Volume 1 (2010). This version is powered by a 150 engine with a Center Torso-mounted Supercharger, giving it a movement profile of 6/9(12)/6. An additional Medium Laser is carried in the Right Arm and the ammunition for the SRM has been moved to the Left Torso. This version adheres to construction rules. 
 
 -Unseen-
 
 TDR-5S Thunderbolt – The TDR-5S first appeared in the BattleTech Second Edition box set. The version presented there placed 2 tons of LRM ammunition and 1 ton of SRM ammunition in the Center Torso. In addition, the miniature itself has been reposed from the original casting. It was also referred to as the TND-4T in The Fox's Teeth: Exploits of McKinnon's Raiders (1985). VLC-6N Vulcan* – The VLC-6N never appeared in any official or unofficial publication nor is it at all visually similar to the 40-ton Vulcan which appeared later in Technical Readout: 3025. However, Challenge magazine #44 (1990) featured a design that could be construed to be the VLC-6N or even the later BJ-1 Blackjack. Although it was explicitly named the CST-3S Cestus in the article, the artwork was significantly different from the Cestus Battledroid miniature but featured strong similarities to the Vulcan Battledroid miniature instead. The version presented here as the VLC-6N is identical to the version of the CST-3S from Challenge magazine. As a side note, the CST-3S Cestus also appeared (prior to the Challenge magazine version) in Space Gamer Issue 79 (August/September 1987) but with artwork by John Bridges that matched the Cestus Battledroid miniature. *See notes on the CST-3S Cestus WHM-6R Warhammer - The WHM-6R is presented as it appeared in both Battledroids and BattleTech Second Edition. WSP-1A Wasp – As with the Stinger, the version of the Wasp presented in Battledroids carries 4 tons of armor and has an overall weight of 21 tons. In addition, the SRM-2 is carried in the Left Leg. In Second Edition, the armor was reduced to three tons, however it shows that 3 jump jet exhaust ports are located in each leg. The SRM-2 remains in the left leg as well. Since each leg has only two available critical slots, this design does not follow standard construction rules.
 
 
 
 -Unseen-
 
 WVR-6R Wolverine - The WVR-6R Battledroid is identical to the version of the same name that first appeared in the BattleTech Second Edition box set. It did not appear in Battledroids. It was also referred to as both the WLV-4E and the WOV-4E in The Fox's Teeth: Exploits of McKinnon's Raiders (1985).
 
 
 
 -Unseen-
 
 -Appendix-
 
 Original BTX‐7K BattleAx game statistics from BattleTechnology #203 (1988)
 
 
 
 
 
 -Unseen-
 
 The first appearance of the CST‐3S Cestus from Space Gamer #79 (1987) 
 
 
 
 -Unseen-
 
 The second appearance of the CST‐3S Cestus game statistics from Challenge #44 (1990). 
 
 
 
 
 
 -Unseen-
 
 Original presentation of the FLC‐4N Falcon game statistic from BattleTechnology #0101 (1987). 
 
 
 
 -Unseen-
 
 The first appearance of the FLE‐15 and FLE‐4 Flea in StarDate Volume 3 Issue 1 (1987). 
 
 
 
 -Unseen-
 
 Another early version of the FLE‐15 Flea from SpaceGamer #78 (1987). Note this version is advertised a weighing 15 tons, however, the configuration adds up to 17 tons. 
 
 
 
 -Unseen-
 
 The original FLE‐14 Flea, a 15‐ton version of the Flea from BattleTechnology #8 (1988). Note the art is actually at AT‐AT from the Star Wars franchise. 
 
 
 
 -Unseen-
 
 The first appearance of the GLD‐3R Gladiator from BattleTechnology #0201 (1988). 
 
 
 
 -Unseen-
 
 The first appearance of the LGB‐8C and LGB‐OW Longbow from StarDate Volume 3 Issue 2 (1987). 
 
 
 
 -Unseen-
 
 The original SPI‐5R Spider Battledroid from Game News #3 (1985). 
 
 
 
 -Unseen-
 
 Battledroid game statistics from the original box set (1984). 
 
 
 
 -Unseen 
 
 Battledroid game statistics from the original box set (1984). 
 
 
 
 -Unseen-
 
 Battledroids statistics from the back of Japanese model kits imported by TCI. 
 
 
 
 -Unseen-
 
 Shadow Hawk from the cover of BattleTech Reinforcements (1987) 
 
 NOVA Combat Book Game (1987) 
 
 
 
 Shadow Hawk from the first edition of BattleTechnology (1987) 
 
 -Unseen-
 
 Shadow Hawk from Technical Readout: 3025 “Reseen” Shadow Hawk published by FanPro in published by FASA in 1986. Technical Readout: Project Phoenix in 2003. 
 
 
 
 A version of the Shadow Hawk created by Studio Nue for the Japanese version of BattleTech published in 2009. 
 
 
 
 “Reseen” Shadow Hawk published by Catalyst Game Labs in Combat Manual: Mercenaries in 2016. 
 
 -Unseen-
 
 Shadow Hawk concept art from the Harebrained Schemes BattleTech video game. The art was ade available in 2016 
 
 MechWarrior Online concept art released by A Shadow Hawk featured on the front over the Piranha Games in 2013. 
 
 
 
 BattleTech: Second Edition rulebook published by FASA in 1985.
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