
Battletech Unseen Autism@

What are Unseens?

A long time ago in a board room far, far away, FASA came to the correct 
conclusion that their artists at the time couldn't draw for shit and so 
decided to license some designs for their game Battletech. Being fans of 
Asian anime they decided to buy the rights to several Japanese designs 
and even had some designs made up specifically for them. All seemed 
dandy till a Kike in the West rose from it's slumber and bought the rights 
to the Macross IP in North America. 
Harmony Gold brought lawsuits against FASA for copyright infringement 
even though FASA had previously bought the rights to use Macross 
designs before Harmony Gold got a hold of them. The proceedings 
dragged on and while it was eventually settled it came up that the 
company FASA bought the rights from may not necessarily have had the 
full rights to sell them in the first place. To be safe FASA decided to 
remove all the images from designs it had licensed in their work even if 
there may have not been a need to. You'd think they could have come to 
a decision to go after the people who missold the designs in the first 
place or drum up some new licensing agreement but Harmony Gold 
aren't smart people, even going as far to sue the original creators of 
Macross. If you are a Burger and wonder why you can't get access to 
Macross and other certain anime in the states blame Harmony Gold.

Why is this such a major issue?

You see FASA was mighty proud of the licensed designs and has done 
something what some would call; writing yourselves into a corner. They 
made the Unseen designs the cornerstone of their Mech lineup. 
Furthermore the Unseen designs are considered the most common 
Battlemechs in their lore. Hell they even have Unseen Vehicles and 
Aerospace as well. It doesn't bode well that you can no longer show the 
vast majority of your standard Mech lineup and some of your more iconic 
Mechs in the franchise. It also doesn't help that a lot of Unseens tend to 
be some of the best Mech designs you can actually field so anyone that 
plays the game is definitely going to want to see them and be asking 
questions why they aren't there?
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What are Reseens?

Deciding they've had enough of being cucked out of designs they paid 
for, the creators of Battletech decided to try and bring back the designs 
and heavily redesigning them in a series called the “Reseens” where 
they tried to sidestep the issue altogether and bring the Mechs back to 
skub tier reactions. This didn't stop Harmony Gold autistically 
screeching once again bringing all sorts of crying to the table and so the 
issue of Unseens presses on. In a twist of sweet irony though it has 
recently been brought to attention that Harmony Gold may not actually 
have the rights to Macross afterall and have been told by the court to 
essentially “STFU and don't bring this up again!” to the laughter of all. 
Guess they sperged once too many and it's finally backfired on them.

Now that you have the history here is a list of the Mechs and where they 
come from. Interestingly enough you will note how good a lot of these 
designs were and why everyone was desperate to see them back. As 
with the previous Mech Chart I've unfortunately used MWO artwork in 
places because it's sadly some of the best around. It's also done in a 
way similar format to the previous Mech Chart in regards to stats.

Name Franchise

Archer Super Dimension Fortress Macross

Bane Victor Musical Industries, Inc.

Battlemaster Fang of the Sun: Dougram

Black Python Victor Musical Industries, Inc.

Conjurer Victor Musical Industries, Inc.

Crusader Super Dimension Fortress Macross

Glass Spider Victor Musical Industries, Inc.

Grand Crusader Victor Musical Industries, Inc.

Griffin Fang of the Sun: Dougram

Griffin IIC Victor Musical Industries, Inc.

Horned Owl Victor Musical Industries, Inc.

Howler Victor Musical Industries, Inc.

Incubus Victor Musical Industries, Inc.

Jenner IIC Victor Musical Industries, Inc.

Locust Crusher Joe



Locust IIC Victor Musical Industries, Inc.

Longbow Super Dimension Fortress Macross

Marauder Super Dimension Fortress Macross

Marauder II Victor Musical Industries, Inc.

Marauder IIC Super Dimension Fortress Macross

Nexus Victor Musical Industries, Inc.

Phoenix Hawk Super Dimension Fortress Macross

Phoenix Hawk IIC Victor Musical Industries, Inc.

Phoenix Hawk LAM Super Dimension Fortress Macross

Raijin Victor Musical Industries, Inc.

Rifleman Super Dimension Fortress Macross

Rifleman IIC Victor Musical Industries, Inc.

Scorpion Fang of the Sun: Dougram

Shadow Hawk Fang of the Sun: Dougram

Shadow Hawk IIC Victor Musical Industries, Inc.

Stinger Super Dimension Fortress Macross

Stinger LAM Super Dimension Fortress Macross

Stone Rhino Victor Musical Industries, Inc.

Thunderbolt Fang of the Sun: Dougram

Valkyrie Super Dimension Fortress Macross

Vapor Eagle Victor Musical Industries, Inc.

Warhammer Super Dimension Fortress Macross

Warhammer IIC Victor Musical Industries, Inc.

Wasp Super Dimension Fortress Macross

Wasp LAM Super Dimension Fortress Macross

Wolverine Fang of the Sun: Dougram



Archer ARC-2R

Class:

HEAVY

Faction:

INNERSPHERE

Weight:

70 TONS

Engine:

STANDARD 280 

Speed:

64.8 km/h

Heatsinks:

10 (Single)

Cost:

6,384,974 C-Bills

BV:

1,477

Protection:

13 TONS STANDARD

Type:

BATTLEMECH

Equipment:

• 2x LRM-20's
• 4x Medium 

Lasers

Description:

One of the most common Heavy Fire 
Support Mechs you'll see and also one of 
the most popular. It's tough. It's got some 
good firepower. Even if someone gets 
close it's not a sitting duck since it can 
give anyone that brawls with it a damned 
good fisting. If you choose another 
Missile Boat you better have a damned 
good reason or more than likely you are a 
damned fool.The only downside is that it 
does struggle a bit with heat and those 
ass facing lasers might not be the best of 
ideas. Also it's so common everyone 
knows how to deal with one. To give an 
idea of how common these Mechs there 
was around 100,000 of them before the 
First Succession War started and even 
during the Succession Wars no less than 
Six Factories were producing them. This 
is a precedent that will be set throughout 
this document.

Other variants of note:

ARC-7L: For when you absolutely want to 
be a massive cunt and rain Missiles down 
on someone and for them to never know 
where it is coming from. Slowed to 54kph, 
but given Jump Jets, it incorporates 
Stealth Armor and a Guardian ECM! Two 
LRM-20's and 2 ER Mediums make this an 
annoying dick.
ARC-4M Ismail: The regular is a Star 
League Upgrade using Endo-Steel and 
Double Heat Sinks, it adds an extra Half-
Ton of Armour, CASE and Artemis IV. 
Ismail's variant however decides to throw 
out the LRM-20's and replace them with 8 
SRM-4's and change the rear facing Medium 
Lasers for forward facing Medium Pulses. 
Anyone facing this better be paying 
attention otherwise they will find 
themselves suddenly waking up quickly to 
a wall of “DEAR FUCKING GOD WHY?” SRM 
spam. 



Bane (Kraken)

Class:

ASSAULT

Faction:

CLAN

Weight:

100 TONS

Engine:

CLAN XL 300

Speed:

54 km/h

Heatsinks:

10 (Clan Double)

Cost:

22,500,000 C-Bills

BV:

1,950

Protection:

19 TONS STANDARD

Type:

BATTLEMECH

Equipment:

• 10x C UAC/2's
• 4x C MG's

Description:

No he's not a mask wearing Mercenary 
though he's certainly a Big Guy. The 
Bane's purpose in life is seemingly to 
deplete a Clan's entire touman's worth of 
autocannon ammunition as fast as 
possible. Couple this with the fact that 
this is also an extremely common Clan 
Second Line Battlemech then one 
shudders to think of a defending 
garrison's ammunition budget. If there is 
anything near enough dakka this comes 
close. The only downside of this Mech is 
it's ammo dependency although 
considering it usually carries enough 
ammo to turn anything it faces into a 
bloody pulp it really isn't a problem. All it 
has to worry about is minimum range but 
even then 4 MG's will strip a lot of things 
bare.

Other variants of note:

BANE 4: Designed by the Jade Pigeons to 
create a non-ammunition dependent 
version of the Bane by adding a Single ER 
Large. Deciding that job was done it now 
mounts 2 UAC/20's and 4 ATM-6's so 
whatever this hits, it destroys.  Although 17 
Double Heatsinks aren't exactly enough to 
ensure it's cool.



Battlemaster BLR-1G

Class:

ASSAULT

Faction:

INNERSPHERE

Weight:

85 TONS

Engine:

STANDARD 340

Speed:

64.8 km/h

Heatsinks:

18 (Single)

Cost:

8,501,243 C-Bills

BV:

1,519

Protection:

14.5 TONS 
STANDARD

Type:

BATTLEMECH

Equipment:

• 1x PPC
• 6x Medium 

Lasers
• 2x MG's
• 1x SRM-6

Description:

A common Assault Mech popular with all 
and prized as a Command Mech. It's 
tough, got a lot of firepower, runs 
reasonably cool, has two ass lasers and 
can pretty much deal with any threat. 
There's fuckloads of variants of this Mech 
as well. It just gets shit done that's all 
that needs said about it.

Other variants of note:

BLR-1Gb: A Star League Royal Variant 
which is an absolute pile of rape like most 
Royal Variants are. Upgrades to Double 
Heatsinks, carries 2 ER PPC's, 4 Medium 
Lasers and a Large Pulse Laser. 



Black Python (Viper)

Class:

HEAVY

Faction:

CLAN

Weight:

75 TONS

Engine:

CLAN XL 375

Speed:

86.4 km/h

Heatsinks:

13 (Clan Double)

Cost:

18,837,000 C-Bills

BV:

2,813

Protection:

11 TONS FERRO

Type:

BATTLEMECH

Equipment:

• 2x C Large 
Pulse Lasers

• 2x C Medium 
Pulse Lasers

• 4x C Small 
Pulse Lasers

• 2 C MG's
• Jumpjets
• Targeting 

Computer

Description:

An Unseen that nobody really knows 
about but it's an absolute ungodly rape 
machine. Two Clan Large Pulses linked to 
a Targeting Computer is enough rape 
alone, the fact it mounts a whole host of 
pulses means it pretty much going to hit 
anything it aims at. Considering how fast 
it is as well and it mounts Jumpjets it's a 
wonder why this Mech isn't more popular. 
It's relegated to Second Line Duty despite 
the fact this would be a monster on the 
frontlines of any Clan touman. 

Other variants of note:

*None of note*



Conjurer (Hellhound)

Class:

MEDIUM

Faction:

CLAN

Weight:

50 TONS

Engine:

STANDARD 300

Speed:

97.2 km/h

Heatsinks:

10 (Clan Double)

Cost:

5,239,500 C-Bills

BV:

1,813

Protection:

8.5 TONS FERRO

Type:

BATTLEMECH

Equipment:

• 1x C Large 
Pulse Laser

• 2x C ER 
Medium 
Lasers

• 2x Streak 
SRM-2's

• Jumpjets

Description:

Tough, fast, cheap, and with decent 
firepower. An all round good Second Line 
Clan Battlemech that has no real 
weakness. Seriously nothing more needs 
to be said about this Mech. It's not one of 
the more popular Unseens cause Clan 
Omnis overshadow it but spec wise it's 
great.

Other variants of note:

*None of note*



Crusader CDR-3R

Class:

HEAVY

Faction:

INNERSPHERE

Weight:

65 TONS

Engine:

STANDARD 260

Speed:

64.8 km/h

Heatsinks:

10 (Single)

Cost:

5,686,010 C-Bills

BV:

1,317

Protection:

12 TONS STANDARD

Type:

BATTLEMECH

Equipment:

• 2x LRM-15's
• 2x SRM-6's
• 2x Medium 

Lasers
• 2x Machine 

Guns

Description:

One of the most common Heavy Mechs in 
the InnerSphere that can engage units at 
any range and deal with any threat. It's 
also tough and well protected round the 
arms and legs so it's good at fisting and 
jumping on top of people. The only 
downside is that it runs hot although this 
issue is rectified in later versions. In fact 
there's a fuckload of variants of this 
Mech that there is bound to be a version 
of this Mech that you are bound to find 
appealing.

Other variants of note:

CRD-4BR: While not really special as 
Lostech upgrades go; changing only the 
SRM-6's to two Streak SRM-2's, CASE, 
Double Heatsinks and adding more ammo. 
It was made for the Mercenary market just 
going to show how common and popular 
this Mech is.
CRD-7L: Another Capellan complete dick 
Mech. Incorporates Stealth armor and ECM. 
2 LRM-15's, 2 Streak SRM-4's and 2 ER 
Medium Lasers give it a lot of punch. 
Slowed to 54kph but adds Jumpjets.



Glass Spider (Galahad)

Class:

HEAVY

Faction:

CLAN

Weight:

60 TONS

Engine:

STANDARD 240

Speed:

64.8 km/h

Heatsinks:

10 (Clan Double)

Cost:

5,712,000 C-Bills

BV:

1,825

Protection:

10.5 TONS FERRO

Type:

BATTLEMECH

Equipment:

• 2x C Gauss 
Rifles

Description:

Based off an old ass Star League design 
which itself was a pair of Gauss Rifles 
strapped to a Battlemech. The Glass 
Spider is no exception and it will rape 
anything it sees at range. InnerSphere 
call it the Galahad cause it supposedly 
takes after the old Star League design 
however if you were to compare both 
Mechs side by side apart from the 
armament the Mechs look absolutely 
nothing alike. Score one for consistency. 
Best way to beat this Mech is to close 
distance although that's easier said than 
done especially when it can rip your head 
off across the battlefield. 

Other variants of note:

Glass Spider 2: Ask yourselves what would 
make this into an even bigger rape 
machine? That's right, Targeting 
Computers and 2 Large Pulse Lasers. Add 2 
Medium Pulses and 3 Small Pulses for extra 
rape, tag on 6 extra heatsinks and you got 
yourself a Second Line Rape Machine.



Grand Crusader GRN-D-01

Class:

ASSAULT

Faction:

INNERSPHERE

Weight:

80 TONS

Engine:

XL 240

Speed:

54 km/h

Heatsinks:

10 (Double)

Cost:

15,550,200 C-Bills

BV:

1,758

Protection:

15.5 TONS 
STANDARD

Type:

BATTLEMECH

Equipment:

• 2x Large 
Pulse Lasers

• 2x Medium 
Pulse Lasers

• 2x LRM-20's 
w/Artemis IV

• AMS

Description:

Looking like a fat wobbling constipated 
fat man that is essentially what the Grand 
Crusader is. Treating it like a bigger 
Crusader is probably a mistake since 
although it can defend itself rather well 
up close it's range where it shines 
providing good missile volleys while being 
protected from return missile fire. While 
the choice of an XL Engine is always a 
questionable decision there isn't that 
much to cause issue with other than it's 
slow speed and rather unfocused 
firepower. 

Other variants of note:

*None of note*



Griffin GRF-1N

Class:

MEDIUM

Faction:

INNERSPHERE

Weight:

55 TONS

Engine:

STANDARD 275

Speed:

84.6 km/h

Heatsinks:

12 (Single)

Cost:

4,957,107 C-Bills

BV:

1,272

Protection:

9.5 TONS 
STANDARD

Type:

BATTLEMECH

Equipment:

• 1x PPC
• 1x LRM-10
• Jumpjets

Description:

The Fire Support Medium Mech that 
everyone is actually wrong about. It's 
common as fuck, everyone builds them, 
even the Periphery and yet everyone is 
deluded to thinking this is the greatest 
Fire Support Medium out there. The 1N 
model has a lot of flaws, chief among 
which is that it actually doesn't have 
enough heatsinks to consistently use all 
it's weapons. Secondly all it's weapons 
are located on the right side of the Mech 
so if that goes it's fucked. That said it 
can give a good fisting, it's fast, decently 
protected and very mobile. Still it's more 
popular than it should be and there are 
indeed better Fire Support Mediums out 
there especially later on.

Other variants of note:

GRF-1S: Built by someone who understood 
that the original Griffin was flawed 
although went a bit overboard with fixing it. 
Changes the weapons to a Large Laser, 2 
Mediums and an LRM-5 along with adding 4 
more Heatsinks that actually feel a bit 
unnecessary. 
GRF-2N: It's a Royal Mech so that's all that 
needs to be said. Upgrades to Double 
Heatsinks, Ferro-Fibrous Armour, adds 
CASE, a Guardian ECM and changes 
weapons to 2 SRM-6's and an ER-PPC.
GRF-5L: The “You fucking cunt!” version. 
Incorporates an XL so it can carry 11.5 
Tons of Stealth Armor, a Guardian ECM, 14 
Double Heatsinks, a Plasma Rifle, 3 Medium 
Lasers and an MML-5. This thing will rape 
even a Clan Mech.



Griffin IIC

Class:

MEDIUM

Faction:

CLAN

Weight:

40 TONS

Engine:

STANDARD 240

Speed:

97.2 km/h

Heatsinks:

10 (Clan Double)

Cost:

4,255,510 C-Bills

BV:

1,608

Protection:

7.5 TONS FERRO

Type:

BATTLEMECH

Equipment:

• 4x C LRM-5's
• 1x C ER 

Large Laser
• 1x C ER Small 

Laser
• Jumpjets

Description:

Fast, well protected and good ranged 
firepower. There is nothing really to hate 
about this Mech like most Clan Second 
Line Battlemechs it's cheap and kicks 
ass. You could actually get away with 
using this on the Frontline and have 
better results than most Omnis. Seriously 
the Clan Second Line is nasty.

Other variants of note:

*None of note*



Horned Owl (Peregrine)

Class:

LIGHT

Faction:

CLAN

Weight:

35 TONS

Engine:

STANDARD 210

Speed:

97.2 km/h

Heatsinks:

10 (Clan Double)

Cost:

3,487,860 C-Bills

BV:

1,438

Protection:

5 TONS FERRO

Type:

BATTLEMECH

Equipment:

• 1x C Large 
Pulse Laser

• 2x C Medium 
Pulse Lasers

Description:

This is no Zaku boy! No Zaku! It's a Light 
Mech that for all purposes is a Clan 
Wolfhound before the Wolfhound was a 
thing, except a lot better. Really this 
thing is a Light Mech that can and will 
unleash a lot of rape, as well as easily 
hunt down most other Light Mechs. 
Seriously Clan Second Line is getting a 
bit OP here.

Other variants of note:

*None of note*



Howler (Baboon)

Class:

LIGHT

Faction:

CLAN

Weight:

20 TONS

Engine:

STANDARD 140

Speed:

119 km/h

Heatsinks:

10 (Clan Double)

Cost:

1,826,240 C-Bills

BV:

645

Protection:

3 TONS FERRO

Type:

BATTLEMECH

Equipment:

• 3x C LRM-5's

Description:

Well there was bound to be at least one 
godawful Mech among this list. It's 
actually not bad really, it's a very fast 
Missile Boat. It just looks very derpy and 
god why the hell would you want one?

Other variants of note:

*None of note*



Incubus (Vixen)

Class:

LIGHT

Faction:

CLAN

Weight:

30 TONS

Engine:

CLAN XL 270

Speed:

151 km/h

Heatsinks:

10 (Clan Double)

Cost:

5,314,790 C-Bills

BV:

645

Protection:

5.5 TONS FERRO

Type:

BATTLEMECH

Equipment:

• 1x C Large 
Pulse Laser

• 2x C ER 
Medium 
Lasers

• 4x C MG's

Description:

A Clan Garrison Mech made for people 
who are supposedly bored. It actually 
isn't a bad Mech at all and very fast. It's a 
Mech that looks very well suited to 
putting down insurrections as well as 
dealing with Commando raids. Everyone 
sort of forgets this thing exists which is 
kind of sad considering it's a good Mech.

Other variants of note:

*None of note*



Jenner IIC

Class:

LIGHT

Faction:

CLAN

Weight:

35 TONS

Engine:

CLAN XL 315

Speed:

151 km/h

Heatsinks:

10 (Clan Double)

Cost:

7,490,475 C-Bills

BV:

1,047

Protection:

3.5 TONS FERRO

Type:

BATTLEMECH

Equipment:

• 1x C Streak 
SRM-4

• 2x C SRM-6's
• Jumpjets

Description:

Literally a Missile Battery on a pair of 
legs that go insanely fast and can also 
jump a large distance. One of the more 
popular, especially of the Light Reseens, 
it's really not a bad Mech although a bit 
on the weak side and a tad ammo 
dependant. For a Clan Second Line it's 
expensive but then again most Second 
Lines can be better than Frontline Mechs. 
Apparently everyone wondered how the 
Clans got ahold of the Jenner specs in 
the first place considering this was 
created before the Clan Invasion but it's 
obvious when you think of the furfags in 
disguise.  

Other variants of note:

Jenner IIC 3: Transforms into a very 
capable Scout that can fuck shit up without 
worry about ammo. Replaces weapons with 
a NARC Beacon and 4 Small Pulse Lasers. 



Locust LCT-1V

Class:

LIGHT

Faction:

INNERSPHERE

Weight:

20 TONS

Engine:

STANDARD 160

Speed:

129.6 km/h

Heatsinks:

10 (Single)

Cost:

1,512,400 C-Bills

BV:

432

Protection:

4 TONS STANDARD

Type:

BATTLEMECH

Equipment:

• 1x Medium 
Laser

• 2x Machine 
Guns

Description:

The absolute most common Mech in 
existence that everyone and their 
grandmother can build. Best described as 
cheap and nasty. The Locust actually 
isn't bad as a Scout and even makes a 
pretty good raider. Just don't expect to 
use it against anyone that's got a bit of 
muscle cause if anyone so much as looks 
at the Locust it disintegrates. Not many 
people like piloting a Locust but it's 
better than nothing most times. It has 
ridiculous amounts of variants including 
Fire Support versions which have enough 
firepower to take out half of DC but have 
less armour than a snowblower. While 
there are a lot better Scouts around 
especially ones with Jumpjets, very few 
will be as fast and as cheap as a Locust.

Other variants of note:

LCT-1M: Replaces the MG's and 3 Tons of 
Armor for 2 LRM-5's. While it provides some 
surprising long range harassment for it's 
weight pray you do not get so much as 
sneezed at or you will explode.
LCT-3M: While they are plenty of Locusts 
worth talking about this one in particular 
leaves people scratching their heads with 
the amount of equipment it holds. Carries 
an AMS, 4 Small Lasers, a Medium Laser, 
CASE and Ferro-Fibrous. Actually makes a 
fairly competent raider that doesn't have to 
worry about missiles following it's ass.
LCT-6M: If you field one of these paint in 
blue. Goes Sanic fast at 226kph and with 
MASC goes to 302kph. Uses Ferro, a Small 
Cockpit, and equipped with 2 ER Mediums 
plus an ER Small Laser.



Locust IIC

Class:

LIGHT

Faction:

CLAN

Weight:

25 TONS

Engine:

STANDARD 200

Speed:

129.6 km/h

Heatsinks:

10 (Clan Double)

Cost:

2,044,792 C-Bills

BV:

1,100

Protection:

4 TONS FERRO

Type:

BATTLEMECH

Equipment:

• 1x C Medium 
Pulse Laser

• 8x C ER Small 
Lasers

Description:

Considering how common the Locust is in 
the InnerSphere it stands to reason it 
would have a Clan version as well. Funny 
enough hardly anyone from the 
InnerSphere will often encounter this 
Mech but among the Clans it's a pretty 
deadly Light Mech. Carries a fuckload of 
firepower, in fact it's nearly capable of 
doing twice it's weight in damage. It also 
isn't that badly protected compared to 
it's original counterpart. Overall this 
Mech is cheap, fast, and carries a lot of 
Dakka. What more do you want?

Other variants of note:

*None of note*



Longbow LGB-7Q

Class:

ASSAULT

Faction:

INNERSPHERE

Weight:

85 TONS

Engine:

STANDARD 255

Speed:

54 km/h

Heatsinks:

22 (Single)

Cost:

7,408,325 C-Bills

BV:

1,618

Protection:

14.5 TONS 
STANDARD

Type:

BATTLEMECH

Equipment:

• 2x LRM-20's
• 2x LRM-5's
• 2x Medium 

Lasers

Description:

Literally a bunch of LRM's strapped to 
legs but gets shit done. It's pretty boring 
actually although common and an old ass 
design. Nothing really more needs to be 
said about it albeit it is a bit slow and  
compared to most LRM Boats it doesn't 
do anything special other than the fact it 
runs very cool. 

Other variants of note:

LGB-13NAIS: Made by the Davions after 
they snorted a hefty amount of cocaine. 
Adds a Guardian ECM and C3 Slave. Oh and 
replaces the weapons with 6 LAC/5's, 2 ER 
Mediums, an ER Small Laser and a pair of 
B-Pods.



Marauder MAD-3R

Class:

HEAVY

Faction:

INNERSPHERE

Weight:

75 TONS

Engine:

STANDARD 300

Speed:

64.8 km/h

Heatsinks:

16 (Single)

Cost:

6,635,125 C-Bills

BV:

1,363

Protection:

11.5 TONS 
STANDARD

Type:

BATTLEMECH

Equipment:

• 2x PPC's
• 2x Medium 

Lasers
• 1x AC/5

Description:

One of the best known and popular Direct 
Fire Support Mechs in existence and one 
of the most iconic Unseens. The 
Marauder is so popular that there are 
even dozens of Mechs based off it's 
chassis.  Everyone fields them and 
everyone and their Mum wants one. There 
isn't much to poke holes with in it's 
loadout apart from that it is weak at 
close range and while it is decently 
protected isn't the best protected Mech 
around. Also it can't exactly fire all it's 
weapons at once. Still it's a highly 
popular choice for good reason and 
there's a lot of variety to play with. You'll 
be hard pressed to find a better Heavy in 
a lot of cases especially during the Third 
Succession War. 

Other variants of note:

MAD-3M: A Succession Wars fit that's 
actually a lot better than the stock variant 
if you think about it. Replaces the PPC's 
with Large Lasers and adds 4 more 
Heatsinks meaning that although the 
overall firepower is reduced it can actually 
fire more often.
MAD-5S: Uses and XL and upgrades to 
Double Heatsinks so it can add 3.5 Tons of 
Armour and replace the weapons with 2 ER 
PPC's, 2 Medium Pulses and a Gauss Rifle. 
MAD-6L: An absolute cunt of a Mech that is 
a whole wheel of dairy. Carries 14 Tons of 
Stealth Armor, a Guardian ECM, 15 Double 
Heatsinks, a Triple Strength Myomer, a PPC 
and 2 Plasma Rifles. This thing will eat 
Clan Mechs for breakfast.



Marauder II MAD-5A

Class:

ASSAULT

Faction:

INNERSPHERE

Weight:

100 TONS

Engine:

XL 300

Speed:

54 km/h

Heatsinks:

29 (Single)

Cost:

22,544,000 C-Bills

BV:

2,058

Protection:

19 TONS STANDARD

Type:

BATTLEMECH

Equipment:

• 2x ER PPC's
• 2x Medium 

Lasers
• 1x LB-X/10
• Jumpjets

Description:

A Mech designed and made for everyone's 
favourite furfags in disguise when they 
were larping as Mercs around the 
InnerSphere. It's essentially a Marauder 
that's been fattened into an Assault 
Mech. At first glance the Marauder II 
seems like a surprisingly decent and 
mobile Assault although on closer 
inspection you discover it's a pile of shit. 
In fact it's arguable to say that the 
downgraded version of the Mech was 
actually better. The Mech wastes a lot of 
tonnage on Heatsinks that still fail to 
keep the Mech cool under extended firing. 
People like it cause it's tough and got 
Jumpjets but that really all this Mech has 
going for it. There are definitely better 
choices out there though some of the 
other variants at least hold promise.

Other variants of note:

MAD-4A: Original Marauder II. Uses a 
Standard Engine that makes it harder to 
knock out and has an all Energy armament, 
2 PPC's, 2 Medium Lasers and a Large 
Laser. Despite this it actually runs a lot 
cooler than the later Marauder II and is 
cheaper too. 
MAD-4L: The “I'm getting a little tired of 
Capellan Bias” Mech. Mounts 2 Gauss 
Rifles, an ER PPC and replaces that 
vulnerable XL with a more durable Light 
Engine. Oh and is equipped with Stealth 
Armor and a Guardian ECM. Bullshit.
MAD-4S: Replaces the XL with a Light 
Engine, changes Medium Lasers to ER 
versions and replaces the LB-X/10 with a 
Heavy Gauss Rifle which gives this Mech a 
lot of punch and also appears like 
something meta you'd field in vidya.



Marauder IIC

Class:

ASSAULT

Faction:

CLAN

Weight:

85 TONS

Engine:

STANDARD 340

Speed:

64.8 km/h

Heatsinks:

21 (Clan Double)

Cost:

9,913,533 C-Bills

BV:

2,680

Protection:

11.5 TONS FERRO

Type:

BATTLEMECH

Equipment:

• 3x C ER PPC
• 2x C Medium 

Pulse
• 4x C ER Small 

Lasers

Description:

A Clan Second Line Battlemech that is so 
ridiculously good that nobody could think 
of a way to improve it. Seriously. This 
thing is a rape machine and is actually 
pretty cheap. So much so that sometimes 
when a Clan is feeling trollish and wants 
to humiliate someone they will field these 
in a frontline instead of Omnimechs.

Other variants of note:

*None of note*



Nexus NXS1-A

Class:

LIGHT

Faction:

INNERSPHERE

Weight:

25 TONS

Engine:

STANDARD 175

Speed:

118.8 km/h

Heatsinks:

10 (Double)

Cost:

2,226,458 C-Bills

BV:

643

Protection:

2 TONS FERRO

Type:

BATTLEMECH

Equipment:

• 2x Medium 
Pulse Lasers

• 2x Small 
Lasers

• 1x Medium 
laser

• 1x AMS
• C3i
• Jumpjets

Description:

A Mech that's built off of an ancient SLDF 
chassis that was hated for it's use by 
House Amaris. Not that there was 
anything wrong with it. The Nexus is 
essentially a fast Scout although it's 
standard loadout is a rather odd mix. It 
doesn't carry the protection for a pitched 
battle yet it's weapons loadout suggests 
otherwise. The Mech isn't that 
particularly remarkable although for it's 
cost it's not a bad Scout, it's just that you 
probably could do better.

Other variants of note:

NXS2-B: A far better Scout version of the 
Nexus based on version called the Nexus II 
that's more logical in it's loadout. Trades 
the original equipment including Jumpjets 
bar the C3i for 2 ER Mediums, a TAG, 
Guardian ECM and BAP. Also thanks to a 
Light Fusion goes a bit faster and carries 
an extra one and half ton of armour. 



Phoenix Hawk PXH-1

Class:

MEDIUM

Faction:

INNERSPHERE

Weight:

45 TONS

Engine:

STANDARD 270

Speed:

97.2 km/h

Heatsinks:

10 (Single)

Cost:

4,067,540 C-Bills

BV:

1,041

Protection:

8 TONS STANDARD

Type:

BATTLEMECH

Equipment:

• 1x Large 
Laser

• 2x Medium 
Lasers

• 2x Machine 
Guns

• Jumpjets

Description:

The Phoenix Hawk is considered pretty 
much a top dog Recon Mech and often is 
a Command Mech for Recon Lances. 
Everyone likes this Mech and builds it. 
Even though it's used mainly for Recon it 
can take a punch albeit not for long and 
even make a decent skirmisher. The only 
downside to this Mech really is as a 
Scout there are faster Mechs out there 
and it can struggle with Heat if you are 
not careful. Overall though if you want a 
good Scout to field that won't break a 
sweat if shit goes South then you bring a 
Phoenix Hawk. Also there is a lot of 
variants for this Mech as you would 
understand, which hilariously a lot of 
which copy each other.

Other variants of note:

PXH-3M: Of the Lostech upgrade copycats 
this is probably going to be the version you 
want. Transforms the Phoenix Hawk into a 
rather nasty Fire Support Mech by 
replacing weapons bar one Machine Gun 
with an AMS, 2 ER Larges and 2 Medium 
Pulse Lasers. Utilizes Endo-Steel, an XL 
and Double Heat Sinks to make this 
happen. Also protects ammo with CASE.



Phoenix Hawk IIC

Class:

ASSAULT

Faction:

CLAN

Weight:

80 TONS

Engine:

CLAN XL 400

Speed:

86.4 km/h

Heatsinks:

10 (Clan Double)

Cost:

20,593,139 C-Bills

BV:

2,057

Protection:

10.5 TONS FERRO

Type:

BATTLEMECH

Equipment:

• 2x C UAC/10's
• 2x C MG's
• Jumpjets

Description:

Since the Phoenix Hawk was a very 
popular Mech with the SLDF it stands to 
reason that the Clans would develop a IIC 
model. Clan Steel Viper though in what 
seems a case of breaking into both the 
Nova Kitties and Goliath Scorpion's 
stache quite literally lost the plot when 
designing this Mech. The end result is an 
Assault Mech that is very outgunned for 
it's weight but can nearly keep up with a 
fair number of Light Mechs. When 
Omnimechs surfaced this Mech was very 
quickly and quietly relegated to Second 
Line Status. Despite being ammo 
dependant this actually isn't a bad Mech 
and is essentially a Charger done right. It 
would actually make a great Scout Mech 
Hunter though any Scout Mech seeing 
this charging towards them would likely 
shit itself to death before it got in 
weapons range.

Other variants of note:

Phoenix Hawk IIC 2: Trades the weapons 
and a ton of protection for 4 LRM-20's with 
8 Tons of ammo making this a very 
powerful and mobile Missile Boat. It's 
actually a Mech you definitely would want 
to consider fielding.



Phoenix Hawk LAM PHX-HK2

Class:

MEDIUM

Faction:

INNERSPHERE

Weight:

50 TONS

Engine:

STANDARD 250

Speed:

86.4 km/h (Ground)
1440 km/h 

(Overthrust)

Heatsinks:

10 (Single)

Cost:

??? C-Bills

BV:

???

Protection:

8 TONS STANDARD

Type:

LAM

Equipment:

• 1x Large 
Laser

• 2x Medium 
Lasers

• 2x Machine 
Guns

• Jumpjets

Description:

Oh yeah I should probably mention in 
Battletech there are indeed Mechs that 
can transform into Aerospace Fighters. 
These are extremely rare and use 
advanced rulesets and the Phoenix Hawk 
LAM is the largest of the early LAM's that 
actually work. LAM's are kind of a novelty 
item and while they do give you a lot of 
tactical flexibility especially for Raiding 
and Recon, they have a fuckton of flaws. 
The biggest is how easy it is to actually 
cripple one of these Mechs and stick 
them in a particular mode. The Phoenix 
Hawk LAM itself is notoriously glitchy 
and prone to malfunctions.

Other variants of note:

PHX-HK1: A Star League Royal version of 
the Phoenix Hawk and as such is going to 
be really the one you want to field even if it 
is rarer than a unicorn. Uses 12 Double 
Heatsinks so it runs nice and cool, but also 
replaces weapons with 4 Medium Lasers 
and an ER Large so it actually makes a 
good tactical sniper that can quickly 
redeploy. 



Raijin RJN101-A

Class:

MEDIUM

Faction:

INNERSPHERE

Weight:

50 TONS

Engine:

XL 300

Speed:

97.2 km/h

Heatsinks:

10 (Double)

Cost:

9,946,500 C-Bills

BV:

1,350

Protection:

7 TONS FERRO

Type:

BATTLEMECH

Equipment:

• 1x ER PPC
• 3x Medium 

Pulse Lasers
• 1x SRM-6
• 1x Streak 

SRM-2
• Jumpjets

Description:

The Raijin is a product of someone that 
has a lot of Star League Tech at their 
disposal but not actually a lot of 
experience waging war. The end result is 
a Battlemech that doesn't quite know 
what it wants to be carrying a rather odd 
mix of weaponary that doesn't suit it's 
profile. The Raijin overall could be a much 
better Mech if more thought had gone 
into the design process and while it does 
appear interesting at first it's going to 
lose out to other Mechs in the same 
weight class. Even Succession War era 
Mechs of the same weight could easily 
take this machine without breaking a 
sweat. 

Other variants of note:

*None of note*



Rifleman RFL-3N

Class:

HEAVY

Faction:

INNERSPHERE

Weight:

60 TONS

Engine:

STANDARD 240

Speed:

64.8 km/h

Heatsinks:

10 (Single)

Cost:

4,860,000 C-Bills

BV:

1,039

Protection:

7.5 TONS 
STANDARD

Type:

BATTLEMECH

Equipment:

• 2x Large 
Lasers

• 2x Medium 
Lasers

• 2x AC/5's

Description:

A Mech that is very popular despite the 
fact that it's a massive pile of shit. The 
basic Rifleman does one thing and one 
thing only, shoot down Aircraft and even 
then it is sort of outclassed by better 
Mechs. While it is a common Mech and 
cheap the Rifleman is fielded more out of 
desperation than of want. It's Heat 
system is woefully inadequate. It has less 
protection than a lawnmower. It also 
suffers from ammunition shortages. If you 
see a Rifleman in the frontline it's 
typically the Mech that's running hot 
before it's limited ammo supply cooks off. 
Despite this piss poor reputation 
everyone sort of persevered with the 
Rifleman trying to address it's flaws and 
there are some decent variants out there.

Other variants of note:

RFL-3C: Turns the Mech into a glass cannon 
but at least one that can fire it's weapons. 
Takes out Large Lasers and AC/5's to 
replace them with 2 AC/10's and an extra 
Ton of badly needed armour. 
RFL-5D: A Lostech upgraded that might as 
well be considered essential for the Mech 
to function. Replaces AC/5's with ER PPC's. 
Brings protection up to 9 Tons. 
Incorporates 17 Double Heatsinks. Uses an 
XL Engine to do it but at least it becomes a 
Fire Support Mech that's no longer a joke.



Rifleman IIC

Class:

HEAVY

Faction:

CLAN

Weight:

65 TONS

Engine:

STANDARD 195

Speed:

54 km/h

Heatsinks:

19 (Clan Double)

Cost:

5,741,587 C-Bills

BV:

2,307

Protection:

11 TONS FERRO

Type:

BATTLEMECH

Equipment:

• 4x C Large 
Pulse Lasers

• 1x C ER Small 
Laser

• Active Probe
• Jumpjets

Description:

If a Clan Large Pulse Laser is normally 
considered a hefty slice of cheese then 
the Rifleman IIC is a whole wheel of 
dairy. Unlike the original Rifleman this 
Mech is no joke, it's ridiculously well 
protected and can nearly fire all of it's 
weapons constantly. While slower it is 
more mobile and there really is no 
sneaking up on it. Chances are if you field 
one of these Mechs your opponent is 
going to pick up a table and beat you to 
death with it.

Other variants of note:

*None of note*



Scorpion SCP-1N

Class:

MEDIUM

Faction:

INNERSPHERE

Weight:

55 TONS

Engine:

STANDARD 330

Speed:

97.2 km/h

Heatsinks:

10 (Single)

Cost:

5,201,800 C-Bills

BV:

1,019

Protection:

7 TONS STANDARD

Type:

BATTLEMECH

Equipment:

• 1x PPC
• 1x SRM-6

Description:

The Scorpion is an interesting design 
being a rather speedy quad Mech giving 
the Mech a lot of stability. The downside 
is that this Mech is poorly protected and 
does struggle with Heat a little. Also the 
ride is supposedly unbearably shit. The 
Mech does make a decent Fire Support 
Platform and also a decent Scout but 
that's all that can be really said for it.

Other variants of note:

SCP-12C: Upgrades the Scorpion with 
Double Heatsinks, replaces weapons with 
an ER PPC and iNARC, uses an XL and 
Ferro-Fibrous Armor. Also includes a C3i 
computer which makes this a very capable 
Scout Mech.



Shadow Hawk SHD-2H

Class:

MEDIUM

Faction:

INNERSPHERE

Weight:

55 TONS

Engine:

STANDARD 275

Speed:

86.4 km/h

Heatsinks:

12 (Single)

Cost:

4,539,382 C-Bills

BV:

1,064

Protection:

9.5 TONS 
STANDARD

Type:

BATTLEMECH

Equipment:

• 1x AC/5
• 1x SRM-2
• 1x LRM-5
• 1x Medium 

Lasers
• Jumpjets

Description:

One of the most popular Medium Mechs in 
existence that is a Jack-of-All-Trades 
Master-of-None Mech. It can deal with 
any threat although it doesn't exactly 
exceed at any one task. Still it is because 
of this flexibility it's a good Frontline 
Soldier Mech that can adapt to any 
situation. Also the Life Support System 
makes this a very comfortable Mech to be 
in. There's also fuckloads of variants of 
this Mech, so much so you wonder why 
nobody has bothered to turn this into an 
Omnimech yet. The real flaw of this Mech 
besides it's lack of focus is that is a tad 
oversinked. It doesn't need that many 
Heatsinks to keep cool considering it's 
mix of weapons.

Other variants of note:

SHD-2Hb: Star League Royal version that 
turns the Mech into a close range monster. 
Replaces weapons with 2 Medium Lasers, 2 
Streak SRM-2's, an LBX-10 and includes 
Double Heatsinks and Ferro-Fibrous Armor.
SHD-2K: Part of what makes the Shadow 
Hawk popular is how you can transform it 
into another Mech. Turns the Shadow Hawk 
into a better Griffin by replacing weapons 
bar LRM-5 with a PPC and adds 5 Heatsinks 
so it can fire them comfortably. 
SHD-9D: Fixes the main issue with the 2H 
by replacing weapons with a LAC/5, 
Medium Pulse Laser, 2 MML-5's, linked to a 
Targeting Computer, a C3 Slave and 
protected with Light Ferro and features a 
Full Head Ejection System.



Shadow Hawk IIC

Class:

MEDIUM

Faction:

CLAN

Weight:

45 TONS

Engine:

STANDARD 270

Speed:

97.2 km/h

Heatsinks:

10 (Clan Double)

Cost:

4,752,303 C-Bills

BV:

1,732

Protection:

7.5 TONS FERRO

Type:

BATTLEMECH

Equipment:

• 4x C Streak 
SRM-2's

• 2x C Medium 
Pulse Lasers

• 1x C ER 
Medium Laser

• 1x C ER Small 
Laser

• Jumpjets

Description:

Somewhat odd for a IIC Mech in that it's 
lighter than the Mech it is based off of. 
The Mech is designed for Urban Warfare 
and to minimise collateral damage 
featuring highly accurate weapons. It's 
also fast and insanely mobile. Other than 
that there isn't much to bang on about 
this Mech.

Other variants of note:

Shadow Hawk IIC 2:  Changes it into a Fire 
Support Mech. Replaces weapons with 2 
ER Larges, an ER Small, and 3 Small Pulse 
Lasers.



Stinger STG-3V

Class:

LIGHT

Faction:

INNERSPHERE

Weight:

20 TONS

Engine:

STANDARD 120

Speed:

97.2 km/h

Heatsinks:

10 (Single)

Cost:

1,615,440 C-Bills

BV:

359

Protection:

3 TONS STANDARD

Type:

BATTLEMECH

Equipment:

• 1x Medium 
Laser

• 2x Machine 
Guns

• Jumpjets

Description:

The Second Ever Mass Produced Light 
Recon Mech and that's pretty much all 
there is to say about this Mech. It's a 
blatant copy of the Wasp and the 
designers make no apologies for it. The 
Mech is cheap and nasty like most of the 
20 Ton Lights out there, with a rather 
cramped cockpit as well. The Mech is 
more notable for being a training Mech 
than anything else and only really put into 
Frontline use out of desperation. The 
Periphery in particular tend to use this 
Mech a lot.

Other variants of note:

STG-3G: Replaces the MG's with another 
Medium Laser which makes it a more 
popular variant since it adds firepower with 
no risk of an ammo explosion.
STG-5T: Periphery modfication using Light 
Ferro-Fibrous an an XL Engine so it can 
mount 2 MML-3's giving the Mech a lot of 
tactical flexibility. 



Stinger LAM STG-3V

Class:

LIGHT

Faction:

INNERSPHERE

Weight:

30 TONS

Engine:

STANDARD 180

Speed:

97.2 km/h (Ground)
1620 km/h 

(Overthrust)

Heatsinks:

11 (Single)

Cost:

??? C-Bills

BV:

???

Protection:

5 TONS STANDARD

Type:

LAM

Equipment:

• 3x Medium 
Laser

• Jumpjets

Description:

While the base Stinger isn't that popular 
the LAM version of the Mech is another 
story. It is one of the most popular LAM's 
out there and actually could be produced 
even during the Succession Wars. It's got 
ample firepower and surprisingly decent 
protection which for it's weight can make 
it a capable brawler albeit not for long. 
The only downside to this Mech is the 
fact it's a LAM and all the problems that 
go along with that.

Other variants of note:

STG-A1: Royal Version that uses Double 
Heatsinks, adds a Ton of protection and 
replaces weapons with a Medium Pulse and 
2 Small Pulse Lasers.



Stone Rhino (Behemoth)

Class:

ASSAULT

Faction:

CLAN

Weight:

100 TONS

Engine:

STANDARD 300

Speed:

54 km/h

Heatsinks:

10 (Clan Double)

Cost:

10,512,000 C-Bills

BV:

3,001

Protection:

18 TONS STANDARD

Type:

BATTLEMECH

Equipment:

• 2x C Gauss 
Rifles

• 2x C Large 
Pulse Lasers

• 1x C Small 
Pulse Lasers

• Jumpjets

Description:

A fat wobbling monstrosity that is armed 
to the teeth. While the initial shock of the 
Mech wears off you discover numerous 
designs flaws, chief of which is that you 
can't actually miss the fucking thing as 
well as having weak head protection. 
Supposedly this Mech is very rare cause 
it's expensive to make, although when 
you look at the fact it uses mostly 
standard components with the only thing 
that is expensive about this Mech being 
the Clan Tech weaponry then this claim 
comes  up as a little bullshit. The Stone 
Rhino will honestly make short work of 
anything at range but you can field Mechs 
that are better than it.

Other variants of note:

Stone Rhino 4: Very fond of the number 
four. Uses a Clan XL to replace weapons 
with 4 LRM-10's, 4 Machine Guns, 4 ER 
Medium Lasers and to break the mould 2 
UAC/10's. 



Thunderbolt TDR-5S

Class:

HEAVY

Faction:

INNERSPHERE

Weight:

65 TONS

Engine:

STANDARD 260

Speed:

64.8 km/h

Heatsinks:

15 (Single)

Cost:

5,413,760 C-Bills

BV:

1,335

Protection:

13 TONS STANDARD

Type:

BATTLEMECH

Equipment:

• 1x Large 
Lasers

• 3x Medium 
Lasers

• 2x Machine 
Guns

• 1x SRM-2
• 1x LRM-15

Description:

The Thunderbolt is an insanely popular 
Heavy Mech used by everyone and for 
good reason. It's very well protected, it's 
versatile, runs comfortably cool, has a 
nice roomy cockpit. Hell there is nothing 
to trash about the Thunderbolt at all. The 
Mech is so well designed that although 
variants exist for it you will be hard 
pressed to find a version that drastically 
improves on the original other than minor 
adjustments that adds on top of the 
design rather than change it. Thunderbolt 
is so common that you will even find it in 
large numbers in the Periphery. Hell they 
are even built there.

Other variants of note:

TDR-7M: A case of if it ain't broke, don't fix 
it. All this version does is upgrade the 
Heatsinks to Doubles, use Ferro-Fibrous 
Armor, incorporate CASE and replace the 
SRM-2 with a Streak version and add 
replace the Large with an ER version. This 
makes an already good Mech great. There 
really wasn't much to improve.
TDR-7SE: One of the rare times where the 
Thunderbolt has been drastically improved. 
Utilizes Double Heatsinks, Endo-Steel and 
Ferro-Fibrous so it can replace weapons 
with 4 Medium Pulse Lasers, a Gauss Rifle 
and adds a Guardian ECM and Jumpjets.



Valkyrie VLK-QA

Class:

LIGHT

Faction:

INNERSPHERE

Weight:

30 TONS

Engine:

STANDARD 150

Speed:

86.4 km/h

Heatsinks:

11 (Single)

Cost:

2,205,320 C-Bills

BV:

723

Protection:

6 TONS STANDARD

Type:

BATTLEMECH

Equipment:

• 1x LRM-10
• 1x Medium 

Lasers
• Jumpjets

Description:

One of the most common and popular 
Light Mechs with the Federated Suns. It's 
a fairly respectable Light Mech that is 
better suited for Fire Support or even 
Hunting other Light Mechs than Recon. 
The only real issue with this Mech is that 
it is slow compared to most other Lights 
although it's still very mobile, a tad 
oversinked, and vulnerable up close.  
There isn't really much more to say about 
this Mech other than it's a good Light.

Other variants of note:

VLK-QD: Upgrades the Mech without going 
overboard. Uses Endo-Steel and Ferro-
Fibrous to upgrade the Medium to a Pulse 
Laser and add CASE along with Artemis IV.



Vapor Eagle (Goshawk)

Class:

MEDIUM

Faction:

CLAN

Weight:

55 TONS

Engine:

CLAN XL 330

Speed:

97.2 km/h

Heatsinks:

11 (Clan Double)

Cost:

12,227,795 C-Bills

BV:

2,368

Protection:

9 TONS FERRO

Type:

BATTLEMECH

Equipment:

• 1x C Large 
Pulse Laser

• 3x C Medium 
Pulse Lasers

• 2x C Streak 
SRM-2's

• 4x C MG's
• Jumpjets
• Targeting 

Computer

Description:

A Clan Mech that is designed more for 
dueling than anything else, although it 
would make a very capable and deadly 
Urban Brawler. While it lacks longer 
ranged weapons there isn't really 
anything to find flaw this design. In fact 
it's a rather an over the top garrison Mech 
that would be brutal against soft targets 
while being able to go toe-to-toe with 
hardened ones as well. 

Other variants of note:

*None of note*



Warhammer WHM-6R

Class:

HEAVY

Faction:

INNERSPHERE

Weight:

70 TONS

Engine:

STANDARD 280

Speed:

64.8 km/h

Heatsinks:

18 (Single)

Cost:

6,070,984 C-Bills

BV:

1,299

Protection:

10 TONS STANDARD

Type:

BATTLEMECH

Equipment:

• 2x PPC's
• 2x Medium 

Lasers
• 2x Small 

Lasers
• 2x Machine 

Guns
• 1x SRM-6

Description:

Used to be the poster child for Battletech 
before the whole Unseen debacle. The 
Mech itself is highly prized especially 
considering it's mission profile is to 
destroy other Mechs. The Mech has a 
wide variety of weapons available so 
there is nothing this Mech can't handle. 
Naturally for such a popular Mech there is 
a wide selection of variants available for 
it. While the number of Heatsinks don't 
exactly cover the PPC use it does 
reasonably cool. The only flaw with the 
Warhammer is that it's protection isn't 
quite up to par and in a protracted 
engagement it can find itself 
overwhelmed.

Other variants of note:

WHM-6D: Strips the Machine Guns and SRM-
6 out so it can add 2 more Heatsinks and 
an extra 4 Tons of armour which makes it a 
very well protected and powerful Heavy.
WHM-7M: Upgrades to Double Heatsinks 
and ER PPC's while removing the Small 
Lasers and a Machine Gun to add an AMS. 
Improves range, rate of fire and less 
vulnerable to Missile Boats.
WHM-8D: A great Frontliner. Uses Endo-
Steel and 17 Double Heatsinks so it can 
replace weapons with 2 ER PPC's, 2 ER 
Mediums, 2 ER Small Lasers and a Streak 
SRM-6 along with a C3 Slave and CASE. 
Adds a 3.5 Tons of protection making this a 
durable design.



Warhammer IIC

Class:

ASSAULT

Faction:

CLAN

Weight:

80 TONS

Engine:

STANDARD 320

Speed:

64.8 km/h

Heatsinks:

20 (Clan Double)

Cost:

9,183,000 C-Bills

BV:

2,570

Protection:

12 TONS FERRO

Type:

BATTLEMECH

Equipment:

• 2x C ER 
PPC's

• 5x C Medium 
Pulse Lasers

• 1x C SRM-6

Description:

A Clan IIC like most IIC versions destroys 
whatever it hits. While not at the 
maximum protection levels available this 
Mech is still very tough, carrys a 
ridiculous amount of firepower and runs 
very cool. This Mech is so popular that 
the Clans continue to build them and 
improve upon it. Really not more needs to 
be said about this Mech.

Other variants of note:

*None of note* 



Wasp WSP-1A

Class:

LIGHT

Faction:

INNERSPHERE

Weight:

20 TONS

Engine:

STANDARD 120

Speed:

97.2 km/h

Heatsinks:

10 (Single)

Cost:

1,646,640 C-Bills

BV:

384

Protection:

3 TONS STANDARD

Type:

BATTLEMECH

Equipment:

• 1x Medium 
Laser

• 1x SRM-2
• Jumpjets

Description:

The first Mech ever to mount Jumpjets. 
While eclipsed by other Light Mechs it's 
still popular mainly cause of how 
common it is and the fact everyone builds 
it. In fact it was so popular that someone 
decided to copy the design replacing only 
the SRM-2 with Machine Guns in the form 
of the Stinger. Like all popular Unseen 
designs there's countless variants of 
them, several of which try and redesign 
the wheel.

Other variants of note:

WSP-1S: FedCom refit using Lostech. Uses 
Ferro-Fibrous and Endo-Steel to replace 
weapons with a Medium Pulse Laser, 2 
Small Lasers and a Flamer. Also protection 
has been increased by half a Ton. Makes it 
a surprisingly capable 20 Ton Mech that is 
great against Light vehicles and infantry.



Wasp LAM WSP-105

Class:

LIGHT

Faction:

INNERSPHERE

Weight:

30 TONS

Engine:

STANDARD 180

Speed:

97.2 km/h (Ground)
1620 km/h 

(Overthrust)

Heatsinks:

11 (Single)

Cost:

??? C-Bills

BV:

???

Protection:

5 TONS STANDARD

Type:

LAM

Equipment:

• 1x Medium 
Laser

• 1x SRM-2
• Jumpjets

Description:

Considering that the Stinger copied the 
Wasp using tracing paper it is only fitting 
the designers returned the favour by 
copying the Stinger LAM. In fact it's 
theorized the Stinger and Wasp LAM 
could share parts. For numbers the Wasp 
LAM isn't as common as the Stinger LAM. 
In fact it's exceedingly rare with only a 
handful of this LAM remaining. Despite 
this there is a lot of variety to the Wasp 
out there and is often one of the more 
desirable LAMs out there.

Other variants of note:

WSP-100: Drops the engine size so speed is 
down to 84kph. Makes the SRM-2 a rear 
firing one shot. What it includes is a 5 Ton 
Bombbay allowing it to drop things like 
Arrow IV's on top of an enemy giving this 
version surprise buttsex potential.
WSP-100b: Royal variant based on the WSP-
100. Bombbay is gone along with the 
Medium Laser. What it has is a Guardian 
ECM, Medium Pulse Laser, a Streak SRM-2, 
and extra protection along with a Jumpjet,



Wolverine wvR-6R

Class:

MEDIUM

Faction:

INNERSPHERE

Weight:

55 TONS

Engine:

STANDARD 275

Speed:

86.4 km/h

Heatsinks:

12 (Single)

Cost:

4,827,682 C-Bills

BV:

1,101

Protection:

9.5 TONS 
STANDARD

Type:

BATTLEMECH

Equipment:

• 1x Medium 
Laser

• 1x AC/5
• 1x SRM-6
• Jumpjets

Description:

A very popular Mech that everyone kind 
of forgets about but when they do they 
tend to exaggerate it's capabilities. It's 
often used as either a Raider or a 
Command Mech for a Light Company and 
while it can make a competent frontline 
fighter there are other, better alternatives 
out there. The Mech really can be 
described as a more mobile Shadow 
Hawk with better close range punch at 
the expense of long range flexibility.

Other variants of note:

WVR-6M: Replaces the AC/5 for a Large 
Laser, an extra Medium Laser and a Ton of 
Armor along with 2 more Heatsinks 
although does tend to run a tad hot.
WVR-7D: Star League Tech upgrade that 
turns it into a capable Scout Hunter. Adds 
an extra half ton of Armor and replaces it 
with Ferro-Fibrous along with CASE. Uses 
an XL Engine and incorporates MASC. 
Weapons are upgraded to a Medium Pulse 
Laser, and UAC/5 while retaining the SRM-6.


