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CONVENTIONAL
INFANTRY RECORD

SHEET

Clan Heavy Foot Infantry Ebon Keshik Point Armor Type: Clan Armor Kit (All) Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 68 Transport Wt: 0.5 tons Movement MP: 1 Type: Ground
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
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infantry.

Clan Heavy Foot Infantry Ebon Keshik Point Armor Type: Clan Armor Kit (All) Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 68 Transport Wt: 0.5 tons Movement MP: 1 Type: Ground
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
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—Range Modifier:+1D6 damage vs. conventional

infantry.

Clan Heavy Foot Infantry Ebon Keshik Point Armor Type: Clan Armor Kit (All) Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 68 Transport Wt: 0.5 tons Movement MP: 1 Type: Ground
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
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infantry.

Clan Heavy Foot Infantry Ebon Keshik Point Armor Type: Clan Armor Kit (All) Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 68 Transport Wt: 0.5 tons Movement MP: 1 Type: Ground
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
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CONVENTIONAL
INFANTRY RECORD

SHEET

Clan Space Marine Clan Snow Raven Space Marines Armor Type: Environment Suit, Marine Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 272 Transport Wt: 1.5 tons Movement MP: 1 Type: Ground
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
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vs. conventional infantry.

Clan Space Marine Clan Snow Raven Space Marines Armor Type: Environment Suit, Marine Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 272 Transport Wt: 1.5 tons Movement MP: 1 Type: Ground

30

—

29

—

28

—

27

—

26

—

25

—

24

—

23

—

22

—

21

—

20

12

19

11

18

11

17

10

16

10

15

9

14

8

13

8

12

7

11

7

10

6

9

5

8

5

7

4

6

4

5

3

4

2

3

2

2

1

1

1

*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
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vs. conventional infantry.

Clan Space Marine Clan Snow Raven Space Marines Armor Type: Environment Suit, Marine Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 272 Transport Wt: 1.5 tons Movement MP: 1 Type: Ground
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
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—Range Modifier:Can operate in vacuum. +1D6 damage

vs. conventional infantry.

Clan Space Marine Clan Snow Raven Space Marines Armor Type: Environment Suit, Marine Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 272 Transport Wt: 1.5 tons Movement MP: 1 Type: Ground

30

—

29

—

28

—

27

—

26

—

25

—

24

—

23

—

22

—

21

—

20

12

19

11

18

11

17

10

16

10

15

9

14

8

13

8

12

7

11

7

10

6

9

5

8

5

7

4

6

4

5

3

4

2

3

2

2

1

1

1

*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
Range: 0

-2
1
0

2
0

3
0

4
+2

5
+2

6
+2

7
+4

8
+4

9
+4

10
—

11
—

12
—

13
—

14
—

15
—

16
—

17
—

18
—

19
—

20
—

21
—Range Modifier:Can operate in vacuum. +1D6 damage

vs. conventional infantry.
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CONVENTIONAL
INFANTRY RECORD

SHEET

Motorized XCT Infantry Explorer Corps Hostile Environment Armor Type: Environment Suit, Hostile Damage Divisor: 2.0E
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 127 Transport Wt: 3.5 tons Movement MP: 2 Type: Motorized
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
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vs. conventional infantry.

Motorized XCT Infantry Explorer Corps Hostile Environment Armor Type: Environment Suit, Hostile Damage Divisor: 2.0E
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 127 Transport Wt: 3.5 tons Movement MP: 2 Type: Motorized
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
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vs. conventional infantry.

Motorized XCT Infantry Explorer Corps Hostile Environment Armor Type: Environment Suit, Hostile Damage Divisor: 2.0E
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 127 Transport Wt: 3.5 tons Movement MP: 2 Type: Motorized
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
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vs. conventional infantry.

Motorized XCT Infantry Explorer Corps Hostile Environment Armor Type: Environment Suit, Hostile Damage Divisor: 2.0E
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 127 Transport Wt: 3.5 tons Movement MP: 2 Type: Motorized
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
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CONVENTIONAL
INFANTRY RECORD

SHEET

Frogmen Blue Water Marine Response Teams (Frogmen) Armor Type: Flak, Standard Damage Divisor: 1.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 92 Transport Wt: 3.5 tons Movement MP: 2
Movement MP: 1

Type: SCUBA (Motorized)
Type: Ground
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
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Range Modifier:
Underwater:

+1D6 damage vs. conventional
infantry.

Frogmen Blue Water Marine Response Teams (Frogmen) Armor Type: Flak, Standard Damage Divisor: 1.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 92 Transport Wt: 3.5 tons Movement MP: 2
Movement MP: 1

Type: SCUBA (Motorized)
Type: Ground
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
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Range Modifier:
Underwater:

+1D6 damage vs. conventional
infantry.

Frogmen Blue Water Marine Response Teams (Frogmen) Armor Type: Flak, Standard Damage Divisor: 1.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 92 Transport Wt: 3.5 tons Movement MP: 2
Movement MP: 1

Type: SCUBA (Motorized)
Type: Ground
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
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Range Modifier:
Underwater:

+1D6 damage vs. conventional
infantry.

Frogmen Blue Water Marine Response Teams (Frogmen) Armor Type: Flak, Standard Damage Divisor: 1.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 92 Transport Wt: 3.5 tons Movement MP: 2
Movement MP: 1

Type: SCUBA (Motorized)
Type: Ground
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
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Range Modifier:
Underwater:

+1D6 damage vs. conventional
infantry.



© 2022 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved.
Catalyst Game Labs and the Catalyst Game Labs logo are trademarks of InMediaRes Production, LLC. Permission to photocopy for personal use.

CONVENTIONAL
INFANTRY RECORD

SHEET

Mountaineer 45th Cerulean Mountain Infantry; 3rd Davion Guards Armor Type: Federated Suns Infantry Kit Damage Divisor: 1.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Max Weapon Damage*

Notes:

BV: 81 Transport Wt: 1.0 tons Movement MP: 1 Type: Ground
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
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20
—

21
—Range Modifier:+1D6 damage vs. conventional

infantry. Mountain climbing equipment.
Unit can traverse 3 levels per hex. Unit
is immune to the effects of Thin
Atmosphere.

Mountaineer 45th Cerulean Mountain Infantry; 3rd Davion Guards Armor Type: Federated Suns Infantry Kit Damage Divisor: 1.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Max Weapon Damage*

Notes:

BV: 81 Transport Wt: 1.0 tons Movement MP: 1 Type: Ground
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—
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—
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—
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
Range: 0
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1
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2
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4
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6
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7
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8
—

9
—
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—
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—
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—
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—
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—
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—
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—
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—

18
—

19
—

20
—

21
—Range Modifier:+1D6 damage vs. conventional

infantry. Mountain climbing equipment.
Unit can traverse 3 levels per hex. Unit
is immune to the effects of Thin
Atmosphere.

Mountaineer 45th Cerulean Mountain Infantry; 3rd Davion Guards Armor Type: Federated Suns Infantry Kit Damage Divisor: 1.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Max Weapon Damage*

Notes:

BV: 81 Transport Wt: 1.0 tons Movement MP: 1 Type: Ground
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—
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—
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—
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—
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
Range: 0
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1
0

2
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4
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5
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6
—

7
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8
—

9
—
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—
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—
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—
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—
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—
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—
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—

17
—

18
—

19
—

20
—

21
—Range Modifier:+1D6 damage vs. conventional

infantry. Mountain climbing equipment.
Unit can traverse 3 levels per hex. Unit
is immune to the effects of Thin
Atmosphere.

Mountaineer 45th Cerulean Mountain Infantry; 3rd Davion Guards Armor Type: Federated Suns Infantry Kit Damage Divisor: 1.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Max Weapon Damage*

Notes:

BV: 81 Transport Wt: 1.0 tons Movement MP: 1 Type: Ground
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
Range: 0

-3
1
0

2
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3
+4

4
—

5
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6
—

7
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8
—

9
—
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—
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—
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—
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—
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—

15
—
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—
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—
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—

19
—

20
—

21
—Range Modifier:+1D6 damage vs. conventional

infantry. Mountain climbing equipment.
Unit can traverse 3 levels per hex. Unit
is immune to the effects of Thin
Atmosphere.
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CONVENTIONAL
INFANTRY RECORD

SHEET

SpecOps Paratrooper MI6 Extraction Team Armor Type: Sneak Suit (Camo/IR/ECM) Damage Divisor: 1.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 108 Transport Wt: 2.0 tons Movement MP: 1 Type: Ground
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5
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
Range: 0
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—
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—
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—
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—
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—
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—
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—

21
—Range Modifier:

MPs Used:
To-Hit Modifier:
(All Attackers)

0 1 2 3+
+3 +2 +1 0

+1D6 damage vs. conventional
infantry. Invisible to standard/light
active probes.

SpecOps Paratrooper MI6 Extraction Team Armor Type: Sneak Suit (Camo/IR/ECM) Damage Divisor: 1.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 108 Transport Wt: 2.0 tons Movement MP: 1 Type: Ground
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—
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5
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
Range: 0
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—

9
—

10
—

11
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—
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—
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—
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—

20
—

21
—Range Modifier:

MPs Used:
To-Hit Modifier:
(All Attackers)

0 1 2 3+
+3 +2 +1 0

+1D6 damage vs. conventional
infantry. Invisible to standard/light
active probes.

SpecOps Paratrooper MI6 Extraction Team Armor Type: Sneak Suit (Camo/IR/ECM) Damage Divisor: 1.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 108 Transport Wt: 2.0 tons Movement MP: 1 Type: Ground
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—

22

—

21

11

20

10

19

10

18
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9

16

8

15

8

14

7

13

7

12

6

11

6

10

5
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
Range: 0

-3
1
0

2
+2

3
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4
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5
—

6
—

7
—

8
—

9
—
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—
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—
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—
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—
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—

15
—

16
—

17
—

18
—

19
—

20
—

21
—Range Modifier:

MPs Used:
To-Hit Modifier:
(All Attackers)

0 1 2 3+
+3 +2 +1 0

+1D6 damage vs. conventional
infantry. Invisible to standard/light
active probes.

SpecOps Paratrooper MI6 Extraction Team Armor Type: Sneak Suit (Camo/IR/ECM) Damage Divisor: 1.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 108 Transport Wt: 2.0 tons Movement MP: 1 Type: Ground
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—
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5
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
Range: 0

-3
1
0

2
+2

3
+4

4
—

5
—

6
—

7
—

8
—

9
—
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—

11
—
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—
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—
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—
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—
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—

17
—

18
—

19
—

20
—

21
—Range Modifier:

MPs Used:
To-Hit Modifier:
(All Attackers)

0 1 2 3+
+3 +2 +1 0

+1D6 damage vs. conventional
infantry. Invisible to standard/light
active probes.
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CONVENTIONAL
INFANTRY RECORD

SHEET

Clan Heavy Jump Infantry Heavy Infantry Point Armor Type: Clan Armor Kit (All) Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 327 Transport Wt: 3.5 tons Movement MP: 3
Movement MP: 1

Type: Jump
Type: Ground
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—
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—
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9

9
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
Range: 0
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—
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—
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—

20
—

21
—Range Modifier:+1D6 damage vs. conventional

infantry.

Clan Heavy Jump Infantry Heavy Infantry Point Armor Type: Clan Armor Kit (All) Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 327 Transport Wt: 3.5 tons Movement MP: 3
Movement MP: 1

Type: Jump
Type: Ground
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—
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—
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9

9
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
Range: 0
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—
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—
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—
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—
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—

21
—Range Modifier:+1D6 damage vs. conventional

infantry.

Clan Heavy Jump Infantry Heavy Infantry Point Armor Type: Clan Armor Kit (All) Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 327 Transport Wt: 3.5 tons Movement MP: 3
Movement MP: 1

Type: Jump
Type: Ground
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—
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—
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9

9
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1

*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
Range: 0
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7
+4
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—
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—
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—
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—
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—
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—

20
—

21
—Range Modifier:+1D6 damage vs. conventional

infantry.

Clan Heavy Jump Infantry Heavy Infantry Point Armor Type: Clan Armor Kit (All) Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 327 Transport Wt: 3.5 tons Movement MP: 3
Movement MP: 1

Type: Jump
Type: Ground
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—
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9

9

9

8

8

7

7

6

6

5

5

4

4

3

3

2

2

1

1

*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
Range: 0
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—
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—
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—
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—
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—
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—
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—

21
—Range Modifier:+1D6 damage vs. conventional

infantry.
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CONVENTIONAL
INFANTRY RECORD

SHEET

Fast Recon Cavalry Point Armor Type: Clan Armor Kit (All) Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 188 Transport Wt: 20.0 tons Movement MP: 5 Type: Mechanized Hover

30

—

29

—

28

—

27

—

26

—

25

—

24

—

23

—

22

—

21

—

20

12

19

11

18

11

17

10

16

10

15

9

14

8

13

8

12

7

11

7

10

6
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
Range: 0
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—
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—

21
—Range Modifier:+1D6 damage vs. conventional

infantry.

Fast Recon Cavalry Point Armor Type: Clan Armor Kit (All) Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 188 Transport Wt: 20.0 tons Movement MP: 5 Type: Mechanized Hover
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
Range: 0
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—

21
—Range Modifier:+1D6 damage vs. conventional

infantry.

Fast Recon Cavalry Point Armor Type: Clan Armor Kit (All) Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 188 Transport Wt: 20.0 tons Movement MP: 5 Type: Mechanized Hover
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
Range: 0
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21
—Range Modifier:+1D6 damage vs. conventional

infantry.

Fast Recon Cavalry Point Armor Type: Clan Armor Kit (All) Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 188 Transport Wt: 20.0 tons Movement MP: 5 Type: Mechanized Hover
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
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—Range Modifier:+1D6 damage vs. conventional

infantry.
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CONVENTIONAL
INFANTRY RECORD

SHEET

Mechanized Assault XCT Word of Blake Militia NBC Armor Type: Environment Suit, Marine Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 161 Transport Wt: 24.0 tons Movement MP: 4 Type: Mechanized Wheeled
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*Damage is always applied in 2-point Damage Value groupings RANGE IN HEXES (TO-HIT MODIFIER)
Range: 0
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—Range Modifier:Can operate in vacuum. +1D6 damage

vs. conventional infantry. Flame-based
weapon.

Mechanized Assault XCT Word of Blake Militia NBC Armor Type: Environment Suit, Marine Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 161 Transport Wt: 24.0 tons Movement MP: 4 Type: Mechanized Wheeled
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Mechanized Assault XCT Word of Blake Militia NBC Armor Type: Environment Suit, Marine Damage Divisor: 2.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 161 Transport Wt: 24.0 tons Movement MP: 4 Type: Mechanized Wheeled
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Manei Domini Recon Squad 'Tau Wraith' Armor Type: Sneak Suit (Camo/IR/ECM) Damage Divisor: 1.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 48 Transport Wt: 0.5 tons Movement MP: 1 Type: Ground
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+1D6 damage vs. conventional
infantry. Invisible to standard/light
active probes.

Manei Domini Recon Squad 'Tau Wraith' Armor Type: Sneak Suit (Camo/IR/ECM) Damage Divisor: 1.0
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Notes:

BV: 48 Transport Wt: 0.5 tons Movement MP: 1 Type: Ground
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+1D6 damage vs. conventional
infantry. Invisible to standard/light
active probes.

Manei Domini Recon Squad 'Tau Wraith' Armor Type: Sneak Suit (Camo/IR/ECM) Damage Divisor: 1.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 48 Transport Wt: 0.5 tons Movement MP: 1 Type: Ground
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+1D6 damage vs. conventional
infantry. Invisible to standard/light
active probes.

Manei Domini Recon Squad 'Tau Wraith' Armor Type: Sneak Suit (Camo/IR/ECM) Damage Divisor: 1.0
Commander:

Gunnery Skill:

Anti-'Mech Skill:

Role: Ambusher

Max Weapon Damage*

Notes:

BV: 48 Transport Wt: 0.5 tons Movement MP: 1 Type: Ground
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+1D6 damage vs. conventional
infantry. Invisible to standard/light
active probes.
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