Previous record sheet volumes grouped all unit types
together and then organized per tonnage. However, this often
ignored the organization of the corresponding Technical
Readout, creating disconnect for players moving from a
Technical Readout to a record sheet volume to find the unit
they're looking for.

To better ease this transition, this record sheet volume is
organized likeits corresponding Technical Readout. Hyperlinks
off of each unit name in the TOC will enable players to instantly
move to a given section, or to the start of a given unit’s record
sheets.
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COMBAT VEHICLES

Sprint Scout Helicopter
Centipede Scout Car

Warrior H-8 Attack Helicopter
Blizzard Hover Transport
Cavalry Attack Helicopter

J. Edgar Light Hover Tank
Kestrel VTOL

Scorpion Light Tank

Badger Tracked Transport
Badger (C) Tracked Transport
Galleon Light Tank

Karnov UR Transport
Peregrine Attack VTOL
Yellow Jacket Gunship
Hunter Light Support Tank
Pegasus Scout Hover Tank
Plainsman Medium Hovertank
Saladin Assault Hover Tank
Saracen Medium Hover Tank
Scimitar Medium Hover Tank
Striker Light Tank

Hetzer Wheeled Assault Gun
Goblin Infantry Support Vehicle
Regulator Hovertank

Bandit Hovercraft

Bandit (C) Hovercraft

Condor Heavy Hover Tank
Drillson Heavy Hover Tank
Fulcrum Heavy Hovertank
Maxim Heavy Hover Transport
Vedette Medium Tank

AC/2 Carrier

LRM Carrier

MRM Carrier

SRM Carrier

Manticore Heavy Tank

Pike Support Vehicle

Po Heavy Tank
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Tokugawa Heavy Tank
Axel lICTank

Patton Tank

Rommel Tank

Pilum Heavy Tank
Typhoon Urban Assault Vehicle
Brutus Assault Tank

Von Luckner Heavy Tank
Zhukov Heavy Tank
Demolisher Heavy Tank
Partisan Air Defense Tank
Sturmfeur Heavy Tank
Challenger X MBT

Ontos Heavy Tank
Behemoth Heavy Tank
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Raptor
Falcon Hawk
Owens
Strider
Firestarter
Blackjack
Chameleon
Enfield
Bushwacker
Lineholder
Black Hawk-KU
Merlin
Avatar
Dragon Fire
Maelstrom
0O-Bakemono
Longbow
Sunder
Devastator
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STANDARD RULES

These designs are considered “standard rules” (see p. 10, Total
Warfare) and are legal for tournaments played at the Gen Con
Game Fair®, Origins Game Convention®, and other convention
tournaments, retail store events and so on, alongside the record
sheets found in the various record sheet books (whether published
by Catalyst Game Labs, FanPro, or FASA). (Note that only those
designs that meet the requirements for a tournament unit selection
will be available for use in a given tournament.)

Advanced and Experimental Rules: [fany record sheetsincludes
“Advanced” or “Experimental” on it—meaning it mounts equipment
from Tactical Operations—then that record sheet is generally not
appropriate for tournament player (individual tournaments will spell
out the specifics of whether such designs can or cannot be used).

ERAS
The record sheets in this volume indicate which era they first
appeared in; see page 4 for an explanation of BattleTech Eras.
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BATTLETECH ERAS

The BattleTech universe is a living, vibrant entity that grows each year
as more sourcebooks and fiction are published. A dynamic universe, its
setting and characters evolve over time within a highly detailed continu-
ity framework, bringing everything to life in a way a static game universe
cannot match.

However, the same dynamic energy that makes BattleTech so compel-
ling can also make it confusing, with so many sourcebooks published
over the years. As people encounter BattleTech, get hooked and start to
obtain sourcebooks, they need to know where a particular sourcebook is
best used along the BattleTech timeline.

To help quickly and easily convey the timeline of the BattleTech uni-
verse—and to allow a player to easily “plug in” a given sourcebook—
we've divided BattleTech into five major eras. (For those that own the Bat-
tleTech Introductory Box Set, the year dates in parentheses following each
era’s title correspond to the maps found in the Inner Sphere at a Glance

sourcebook.)
A

]

STAR LEAGUE (2570)

lan Cameron, ruler of the Terran Hegemony,
concludes decades of tireless effort with the
creation of the Star League, a political and
military alliance between all Great Houses and
the Hegemony. Star League armed forces im-
mediately launch the Reunification War, forcing
the Periphery realms to join. For the next two centu-
ries, humanity experiences a golden age across the thou-
sand light-years of human-occupied space known as the Inner &y

Me. It

also sees the creation of the most powerful military in hum@p#Ntory.

ﬁ_

SUCCESSION WARS
(3025, 3030, 3040)

Every last member of First Lord Richard
Cameron’s family is killed during a coup
launched by Stefan Amaris. Following the
thirteen-year war to unseat him, the rulers
of each of the five Great Houses disband the
Star League. General Aleksandr Kerensky departs
with eighty percent of the Star League Defense Force
beyond known space and the Inner Sphere collapses into
centuries of warfare known as the Succession Wars that will eventually
result in a massive loss of technology across most worlds.
becoming the greatest fighting force in history. @
With vastly superior technology and warriors, the ‘J
Clans conquer world after world. Eventually this out-
side threat will forge a new Star League, something hun-

dreds of years of warfare failed to accomplish. In addition,
the Clans will act as a catalyst for a technological renaissance.

=

CLAN INVASION
(3052, 3057)

A mysterious invading force strikes the core-
ward region of the Inner Sphere. The invaders,
called the Clans, are descendants of Kerensky’s
SLDF troops, forged into a society dedicated to

Y
Ny \@S\

CIVIL WAR (3062, 3067)

The Clan threat is eventually lessened with the
complete destruction of a Clan. With that massive
external threat apparently neutralized, internal con-
flicts explode around the Inner Sphere. House Liao
conquers its former Commonality, the St. lves Com-
pact; a rebellion of military units belonging to House
Kurita sparks a war with their powerful border enemy, Clan
Ghost Bear; the fabulously powerful Federated Commonwealth of
House Steiner and House Davion collapses into five long years of
bitter civil war.

JIHAD

Following the Federated Commonwealth Civil
War, the leaders of the Great Houses meet and dis-
band the new Star League, declaring it a sham. The
pseudo-religious Word of Blake—a splinter group of
ComStar, the protectors and controllers of interstellar
commt@lzation— launch the Jihad: an interstellar war
that Witimately pit every faction against each other and
ev 'Ndinst themselves, as weapons of mass destruction are used for
the fivst time in centuries while new and frightening technologies are

Kgwise unleashed.

DARK AGE (3132+)

Under the guidance of Devlin Stone, the Republic
of the Sphereis born at the heart of the Inner Sphere
following the Jihad. One of the more extensive peri-
ods of peace begins to break out as the 32nd century
dawns. The factions, to one degree or another, em-
brace disarmament and the massive armies of the
Succession Wars begin to fade. However, in 3132 eighty
percent of interstellar communications collapses, throwing the universe
into chaos. Wars almost immediately erupt and the factions begin re-
building their armies.

VN

SOURCEBOOKS

As Catalyst Game Labs continues to publish new BattleTech products
(and reprint previously published products), easy reference logos—cor-
responding to those above—wiill be printed directly on their back covers.
This will allow retailers and players alike to know at a glance what eras are
covered by a given product. For additional ease of reference, era logos
will also appear on product’s sell sheet, online products page and so on.

Note that if a Catalyst Game Labs’ BattleTech product does not con-
tain an era logo, then it is considered a core rulebook or supplement to
be used across all eras, such as the Introductory Box Set, Total Warfare
and so on.
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V.T.0.L. RECORD SHEET 0

/4 \
VEHICLE DATA CREW 3 48
Type: Sprint Scout Helicopter Crew: ____ O Rotor
Movement Points: Tonnage: 10 Gunnery Skill: ___ Driving Skill: ____ Ar‘ranor‘
Cruising: 13 Tech Base: Inner Sphere Co-Pilot. Hit Pilot Hit (2)
Flank: 20 Era: Clan Invasion Modifier to all To-Hit rolls ~ Modifier to Driving | o | —. | o |
Engine Type:  Fusion Engine Skill rolls y. olo
Weapons & Equipment Inventory (hexes) /4 CRITICAL DAMAGE H g
Qty Type Loc Dmg Min Sht Med Lng (3) =
1~ Beagle Active Probe FR [[] =—— — 4 Flight Stabilizer* Engine Hit (J . 0
1 TAG FR 0[S 5 10 15 Sensor Hits AEEE E g
Stabilizers g @) >
Front(J Left [J Right(J Rear (J o 3
*Move at Cruising speed only / 3 =3
£ § (3)
3
Rear Armor
3 v
\ Cost: 504,444 C-bills BV: 82 / [:H.[Har!:qzﬁ-[
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A @x Q_\ 4 VTOL ELEVATION TRACK )
™

4 VTOL COMBAT VEHICLE HIT LOCATION

ATTACK DIRECTION o~ ~
2D6 Roll FRONT REAR p
2* Front (critical) Rear (critical) al] Turn 112]3|4|5]|6]|7 |8 ]9 |10]|11]12]13]14]15
3 Rotorst Rotorst CS| -
4 Rotorst Rotors T Fotgst \Elevatlon y,
5 Right Side Left Side ont
6 Front Rear Side
7 Front Rear Side
s Lefr ot Rl Side Side (oriical) (Turn 16|17|18[19[20[21]22]23]24]25 |26 [27[28]29]30)
10 Rotorst Rotorst Rotorst N
11 Rotorst Rotorst Rotorst \\Elevatlon Y,
12* Rotors (critical)t Rotors (critical)t Rotors (critical)t
\ /

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the VTOL. For each such attack, apply , \
damage normally to the armor in that section. The attacking player then immediately rolls once on the VTOL Combat Vehicle PHYSICAL ATTACKS AGAINST VTOL VEHICLES TABLE

Critical Hits Table, below.
tDamage Value / 10 (round up); see Rotor Hits, p. 197, Total Warfare. Additionally, damage to rotors slows down the DIFFERENCE IN LEVELS TYPES OF PHYSICAL ATTACK ALLOWED
VTOL. Each hit reduces the VTOLs Cruising MP by 1, meaning that the controlling player must also recalculate Flank MP; -1 or lower None
multiply the new Cruising MP by 1.5 and round up. As with all damage, such movement penalties do not apply until the end All except Punch
of the phase in which the damage occurred. 1-2 All except Kick
3 Club and Physical Weapons only
4+ None

\ /7 \ /

( VTOL COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT
2D6 Roll FRONT SIDE REAR ROTORS
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Co-Pilot Hit Weapon Malfunction Cargo/Infantry Hit Rotot Damage
7 Weapon Malfunction Cargo/Infantry Hit Weapon Malfunction Rotor Damage
8 Stabilizer Stabilizer Stabilizer Rotor Damage
9 Sensors Weapon Destroyed Weapon Destroyed Flight Stabilizer Hit
10 Pilot Hit Engine Hit Sensors Flight Stabilizer Hit
11 Weapon Destroyed Ammunition** Engine Hit Rotots Destroyed
12 Crew Killed Fuel Tank* Fuel Tank* Rotors Destroyed
*Only if the VTOL has an ICE engine. For VTOLs with fusion engines, treat this result as Engine Hit.
\ **|f the VTOL carries no ammunition, treat this result as Weapon Destroyed. /
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V.T.0.L. RECORD SHEET 0

/4 \,
VEHICLE DATA CREW 3 48
Type: Sprint Scout Helicopter (C3) Crew: ____ O Rotor
Movement Points: Tonnage: 10 Gunnery Skill: Driving Skill: A"f2"°"
Cruising: 13 Tech Base: Inner Sphere Co-Pilot. Hit Pilot Hit (2)
Flank: 20 Era: Clan Invasion Modifier to all To-Hit rolls ~ Modifier to Driving | o | —. | o |
Engine Type:  Fusion Engine Skill rolls y. olo
Weapons & Equipment Inventory  (hexes) /4 CRITICAL DAMAGE H D
Q
Qty Type Loc Dmg Min Sht Med Lng (3) =
1 Beagle Active Probe FR [[] =—=— — 4 Flight Stabilizer* Engine Hit (J . 0
1 C°Slave FR [E] Sensor Hits E] E %
Stabilizers g @) >
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*Move at Cruising speed only / 3 =3
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A @x Q_\ 4 VTOL ELEVATION TRACK )
™

4 VTOL COMBAT VEHICLE HIT LOCATION

ATTACK DIRECTION o~ ~
2D6 Roll FRONT REAR p
2* Front (critical) Rear (critical) al] Turn 112]3|4|5]|6]|7 |8 ]9 |10]|11]12]13]14]15
3 Rotorst Rotorst CS| -
4 Rotorst Rotors T Fotgst \Elevatlon y,
5 Right Side Left Side ont
6 Front Rear Side
7 Front Rear Side
s Lefr ot Rl Side Side (oriical) (Turn 16|17|18[19[20[21]22]23]24]25 |26 [27[28]29]30)
10 Rotorst Rotorst Rotorst N
11 Rotorst Rotorst Rotorst \\Elevatlon Y,
12* Rotors (critical)t Rotors (critical)t Rotors (critical)t
\ /

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the VTOL. For each such attack, apply , \
damage normally to the armor in that section. The attacking player then immediately rolls once on the VTOL Combat Vehicle PHYSICAL ATTACKS AGAINST VTOL VEHICLES TABLE

Critical Hits Table, below.
tDamage Value / 10 (round up); see Rotor Hits, p. 197, Total Warfare. Additionally, damage to rotors slows down the DIFFERENCE IN LEVELS TYPES OF PHYSICAL ATTACK ALLOWED
VTOL. Each hit reduces the VTOLs Cruising MP by 1, meaning that the controlling player must also recalculate Flank MP; -1 or lower None
multiply the new Cruising MP by 1.5 and round up. As with all damage, such movement penalties do not apply until the end All except Punch
of the phase in which the damage occurred. 1-2 All except Kick
3 Club and Physical Weapons only
4+ None

\ /7 \ /

( VTOL COMBAT VEHICLE CRITICAL HITS TABLE N

LOCATION HIT
2D6 Roll FRONT SIDE REAR ROTORS
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Co-Pilot Hit Weapon Malfunction Cargo/Infantry Hit Rotot Damage
7 Weapon Malfunction Cargo/Infantry Hit Weapon Malfunction Rotor Damage
8 Stabilizer Stabilizer Stabilizer Rotor Damage
9 Sensors Weapon Destroyed Weapon Destroyed Flight Stabilizer Hit
10 Pilot Hit Engine Hit Sensors Flight Stabilizer Hit
11 Weapon Destroyed Ammunition** Engine Hit Rotots Destroyed
12 Crew Killed Fuel Tank* Fuel Tank* Rotors Destroyed
*Only if the VTOL has an ICE engine. For VTOLs with fusion engines, treat this result as Engine Hit.
\ **|f the VTOL carries no ammunition, treat this result as Weapon Destroyed. /

© 2010 The Topps Company, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Productions, LLC. Permission to photocopy for personal use.



	Record Sheets: 3058 Unabridged (Inner Sphere)
	Table of Contents
	Rules & Eras
	Credits
	BattleTech Eras
	Combat Vehicles
	10Sprint Scout Helicopter 
	10Sprint Scout Helicopter (C3)
	10Sprint Scout Helicopter (C3i)
	10Sprint Scout Helicopter (Laser)
	10Sprint Scout Helicopter (Troop Transport)
	20Centipede Scout Car 
	20Centipede Scout Car (SRM)
	20Centipede Scout Car (TAG)
	20Warrior H-8 Attack Helicopter 
	20Warrior H-9 Attack Helicopter 
	20Warrior H-10 Attack Helicopter 
	25Blizzard Hover Transport 
	25Blizzard Hover Transport _Black Blizzard_
	25Blizzard Hover Transport (SRM)
	25Cavalry Attack Helicopter 
	25Cavalry Attack Helicopter (Infantry)
	25Cavalry Attack Helicopter (LRM)
	25Cavalry Attack Helicopter (SRM)
	25Cavalry Attack Helicopter (TAG)
	25J Edgar Light Hovertank (Kurita)
	25J Edgar Light Hovertank (TAG)
	25Kestrel VTOL 
	25Kestrel VTOL (Clan)
	25Kestrel VTOL (MedEvac)
	25Kestrel VTOL (ML)
	25Kestrel VTOL (SL)
	25Kestrel VTOL (SRM)
	25Scorpion Light Tank (MRM)
	30Badger Tracked Transport Prime
	30Badger Tracked Transport A
	30Badger Tracked Transport B
	30Badger Tracked Transport C
	30Badger Tracked Transport D
	30Badger Tracked Transport E
	30Badger Tracked Transport F
	30Badger Tracked Transport G
	30Badger (C) Tracked Transport Prime
	30Badger (C) Tracked Transport A
	30Badger (C) Tracked Transport B
	30Badger (C) Tracked Transport C
	30Badger (C) Tracked Transport D
	30Badger (C) Tracked Transport E
	30Badger (C) Tracked Transport F
	30Badger (C) Tracked Transport H
	30Galleon Light Tank GAL-102
	30Galleon Light Tank GAL-100
	30Galleon Light Tank GAL-103
	30Galleon Light Tank GAL-104
	30Galleon Light Tank GAL-200
	30Karnov UR Transport (3055 Upgrade)
	30Karnov UR Transport (BA)
	30Karnov UR Transport (Periphery)
	30Peregrine Attack VTOL 
	30Peregrine Attack VTOL (Cargo)
	30Peregrine Attack VTOL (Kurita)
	30Yellow Jacket Gunship (Ammo)
	30Yellow Jacket Gunship 
	30Yellow Jacket Gunship (Arrow IV)
	30Yellow Jacket Gunship (RAC)
	35Hunter Light Support Tank (3054 Upgrade)
	35Hunter Light Support Tank _Assault Hunter_
	35Hunter Light Support Tank (ERLL)
	35Hunter Light Support Tank (LPL)
	35Pegasus Scout Hover Tank (3058 Upgrade)
	35Pegasus Scout Hover Tank (C3)
	35Pegasus Scout Hover Tank (MRM)
	35Plainsman Medium Hovertank 
	35Plainsman Medium Hovertank (Scout)
	35Plainsman Medium Hovertank (Streak)
	35Saladin Assault Hover Tank (Clan Cargo)
	35Saladin Assault Hover Tank (LB-X)
	35Saladin Assault Hover Tank (Ultra)
	35Saracen Medium Hover Tank (MRM)
	35Scimitar Medium Hover Tank (TAG)
	35Striker Light Tank (3053 Upgrade)
	35Striker Light Tank (3061 Upgrade)
	35Striker Light Tank (Ammo)
	35Striker Light Tank (Laser)
	35Striker Light Tank (Narc)
	40Hetzer Wheeled Assault Gun (LB-X)
	45Goblin Infantry Support Vehicle 
	45Goblin II Infantry Support Vehicle 
	45Regulator Hovertank 
	45Regulator Hovertank (Arrow IV)
	45Regulator Hovertank (RAC)
	50Bandit Hovercraft Prime
	50Bandit Hovercraft A
	50Bandit Hovercraft B
	50Bandit Hovercraft C
	50Bandit Hovercraft D
	50Bandit Hovercraft E
	50Bandit Hovercraft F
	50Bandit Hovercraft G
	50Bandit Hovercraft H
	50Bandit Hovercraft I
	50Bandit (C) Hovercraft Prime
	50Bandit (C) Hovercraft A
	50Bandit (C) Hovercraft B
	50Bandit (C) Hovercraft C
	50Bandit (C) Hovercraft D
	50Bandit (C) Hovercraft E
	50Bandit (C) Hovercraft F
	50Bandit (C) Hovercraft G
	50Bandit (C) Hovercraft H
	50Condor Heavy Hover Tank (Laser)
	50Drillson Heavy Hover Tank (ERLL)
	50Drillson Heavy Hover Tank (Streak)
	50Fulcrum Heavy Hovertank 
	50Fulcrum II Heavy Hovertank 
	50Maxim Heavy Hover Transport (3052 Upgrade)
	50Maxim Heavy Hover Transport (Anti-Personnel)
	50Maxim Heavy Hover Transport (BA Factory Upgrade)
	50Maxim Heavy Hover Transport (BA Field Upgrade)
	50Maxim Heavy Hover Transport (C3M)
	50Maxim Heavy Hover Transport (C3S)
	50Maxim Heavy Hover Transport (Clan)
	50Maxim Heavy Hover Transport (Fire Support)
	50Maxim (I) Heavy Hover Transport 
	50Maxim (I) Heavy Hover Transport (Company Command)
	50Vedette Medium Tank (Ultra)
	50Vedette Medium Tank _Doris' Delight_
	50Vedette Medium Tank (LB-X)
	50Vedette Medium Tank (Light Gauss)
	50Vedette Medium Tank (NETC)
	50Vedette Medium Tank (RAC)
	60AC2 Carrier (LB-X)
	60LRM Carrier (3055 Upgrade)
	60LRM Carrier (WoB)
	60MRM Carrier 
	60SRM Carrier (3054 Upgrade)
	60SRM Carrier (C3)
	60SRM Carrier (WoB)
	60Manticore Heavy Tank (3055 Upgrade)
	60Manticore Heavy Tank (C3M)
	60Manticore Heavy Tank (C3S)
	60Manticore Heavy Tank (LB-X)
	60Manticore Heavy Tank (RAC)
	60Pike Support Vehicle (Clan)
	60Pike Support Vehicle (RAC) _Assault Pike_
	60Po Heavy Tank 
	60Po Heavy Tank (LB-X)
	60Po Heavy Tank (Light Gauss)
	60Tokugawa Heavy Tank 
	60Tokugawa Heavy Tank (C3)
	60Tokugawa Heavy Tank (MRM)
	60Tokugawa Heavy Tank (Streak)
	60Tokugawa Heavy Tank TKG-150
	60Tokugawa Heavy Tank TKG-151
	65Axel IIC Tank 
	65Axel IIC Tank (XL)
	65Patton Tank (Ultra)
	65Rommel Tank (Gauss)
	70Pilum Heavy Tank 
	70Pilum Heavy Tank (Arrow IV)
	70Typhoon Urban Assault Vehicle 
	70Typhoon Urban Assault Vehicle (LB-X)
	70Typhoon Urban Assault Vehicle (RAC)
	70Typhoon Urban Assault Vehicle (Tracked)
	75Brutus Assault Tank 
	75Brutus Assault Tank (LRM)
	75Brutus Assault Tank (PPC)
	75Brutus Assault Tank (PPC 2)
	75Von Luckner Heavy Tank VNL-K75N
	75Zhukov Heavy Tank 
	75Zhukov Heavy Tank (WoB)
	80Demolisher Heavy Tank (Arrow IV)
	80Demolisher Heavy Tank (Clan)
	80Demolisher Heavy Tank (Gauss)
	80Demolisher Heavy Tank (MRM)
	80Partisan Air Defense Tank 
	80Partisan Air Defense Tank (Company Command)
	80Partisan Air Defense Tank (Lance Command)
	80Partisan Air Defense Tank (Quad RAC)
	80Partisan Air Defense Tank (RAC)
	80Partisan Air Defense Tank (XL)
	80Partisan Heavy Tank (C3)
	85Sturmfeur Heavy Tank (Heavy Gauss)
	90Challenger X MBT 
	90Challenger XI MBT 
	90Challenger XII MBT 
	95Ontos Heavy Tank (3053 Upgrade)
	95Ontos Heavy Tank (Light Gauss)
	99Behemoth Heavy Tank (Kurita)

	Inner Sphere BattleMechs
	25Raptor RTX1-O
	25Raptor RTX1-OA
	25Raptor RTX1-OB
	25Raptor RTX1-OC
	25Raptor RTX1-OD
	25Raptor RTX1-OE
	25Raptor RTX1-OF
	25Raptor RTX1-OG
	25Raptor RTX1-OR
	35Falcon Hawk FNHK-9K
	35Falcon Hawk FNHK-9K1A
	35Falcon Hawk FNHK-9K1B
	35Owens OW-1
	35Owens OW-1A
	35Owens OW-1B
	35Owens OW-1C
	35Owens OW-1D
	35Owens OW-1E
	35Owens OW-1F
	35Owens OW-1R
	40Strider SR1-O
	40Strider SR1-OA
	40Strider SR1-OB
	40Strider SR1-OC
	40Strider SR1-OD
	40Strider SR1-OE
	40Strider SR1-OF
	40Strider SR1-OG
	40Strider SR1-OR
	40Strider SR1-OX
	45Firestarter FS9-O
	45Firestarter FS9-OA
	45Firestarter FS9-OB
	45Firestarter FS9-OC
	45Firestarter FS9-OD
	45Firestarter FS9-OE
	45Firestarter FS9-OF
	45Firestarter FS9-OG
	45Firestarter FS9-OH
	45Firestarter FS9-OR
	45Firestarter FS9-OX
	50Blackjack BJ2-O
	50Blackjack BJ2-OA
	50Blackjack BJ2-OB
	50Blackjack BJ2-OC
	50Blackjack BJ2-OD
	50Blackjack BJ2-OE
	50Blackjack BJ2-OF
	50Blackjack BJ2-OR
	50Blackjack BJ2-OX
	50Chameleon CLN-7V
	50Chameleon CLN-4V
	50Chameleon CLN-7W
	50Chameleon CLN-7Z
	50Enfield END-6Q
	50Enfield END-6J
	50Enfield END-6S
	55Bushwacker BSW-X1
	55Bushwacker BSW-X2
	55Bushwacker BSW-L1
	55Bushwacker BSW-S2
	55Lineholder KW1-LH2
	55Lineholder KW1-LH3
	55Lineholder KW1-LH8
	55Lineholder KW2-LHW
	60Black Hawk-KU BHKU-O
	60Black Hawk-KU BHKU-OA
	60Black Hawk-KU BHKU-OB
	60Black Hawk-KU BHKU-OC
	60Black Hawk-KU BHKU-OD
	60Black Hawk-KU BHKU-OE
	60Black Hawk-KU BHKU-OF
	60Black Hawk-KU BHKU-OR
	60Black Hawk-KU BHKU-OX
	60Merlin MLN-1A
	60Merlin MLN-1B
	60Merlin MLN-1C
	70Avatar AV1-O
	70Avatar AV1-OA
	70Avatar AV1-OB
	70Avatar AV1-OC
	70Avatar AV1-OD
	70Avatar AV1-OE
	70Avatar AV1-OF
	70Avatar AV1-OG
	70Avatar AV1-OH
	70Avatar AV1-OI
	70Avatar AV1-OR
	75Dragon Fire DGR-3F
	75Dragon Fire DGR-4F
	75Dragon Fire DGR-6FC
	75Maelstrom MTR-5K
	75Maelstrom MTR-6E
	75Maelstrom MTR-6K
	80O-Bakemono OBK-M10
	80O-Bakemono OBK-M11
	80O-Bakemono OBK-M12
	85Longbow LGB-7Q
	85Longbow LGB-7V
	90Sunder SD1-O
	90Sunder SD1-OA
	90Sunder SD1-OB
	90Sunder SD1-OC
	90Sunder SD1-OD
	90Sunder SD1-OE
	90Sunder SD1-OR
	90Sunder SD1-OX
	90Sunder SD1-O Samual
	100Devastator DVS-2
	100Devastator DVS-1D
	100Devastator DVS-3


