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In the expansive universe of Classic BattleTech, the theatre of war extends far beyond the dust-choked battlefields 

of Inner Sphere planets. The true mastery of interstellar dominance lies in the control of the void—the aerospace. 

Central to managing this complex layer of tactical simulation is the AeroTech 2 Record Sheets (FPR10973), a

seminal publication by FanPro and FASA that serves as the definitive administrative tool for aerospace

commanders. This technical analysis explores the structural depth, mathematical foundations, and operational

utility of the 319 record sheets contained within this compendium, providing a robust framework for players and lore

enthusiasts alike.

The Evolution and Significance of AeroTech 2

The transition from the original AeroTech rules to the AeroTech 2 (AT2)system marked a significant shift in how

space combat was integrated with ground-based BattleMech engagements. While the core BattleTech game

focuses on 12-meter-tall warmachines, AeroTech 2 introduced the high-velocity, high-stakes environment of

vacuum combat, atmospheric reentry, and orbital bombardment. The record sheets found in the FPR10973

supplement are not merely tracking documents; they are sophisticated data interfaces that translate complex

physical variables—such as thrust-to-weight ratios, heat dissipation curves, and structural integrity—into a playable

tabletop format.

For the uninitiated, an aerospace record sheetis the primary document used to track the status of a unit during

gameplay. It records permanent data (engine type, weaponry, armor allocation) and transient data (current

damage, fuel consumption, heat levels). The FPR10973 volume is particularly noteworthy because it consolidated

the complete aerospace assets of the BattleTech universe into a single, comprehensive reference, eliminating the

need for players to navigate dozens of disparate technical readouts.

Anatomy of an Aerospace Record Sheet

To understand the technical depth of AeroTech 2, one must deconstruct the components of a standard record

sheet. Unlike BattleMech sheets, which focus on localized limb damage, aerospace sheets are designed around

the principles of aerodynamics and orbital mechanics.

1. Propulsion and Thrust Dynamics

At the heart of every aerospace unit is its fusion engine. On the record sheet, this is represented by Safe Thrust  

and Maximum Thrust . The mathematical relationship is governed by the unit's tonnage and engine rating. In the 

AT2 system, thrust represents the unit’s ability to change its velocity vector in a vacuum or maintain lift in an 

atmosphere. The record sheet includes a dedicated tracking section for Fuel, measured in points, which is

consumed as the unit performs high-G maneuvers or burns its transit drive for interstellar travel.

2. Structural Integrity (SI) and Damage Thresholds

One of the most critical technical innovations in the AeroTech 2 record sheets is the Structural Integrity (SI)rating.

While a 'Mech can lose an arm and remain functional, an aerospace fighter is a pressurized hull moving at



hypersonic speeds. The SI represents the frame's ability to withstand the stresses of high-speed turns and weapon

impacts. The record sheet includes a damage track for SI; once the SI is compromised, the unit risks catastrophic

structural failure whenever it attempts a high-G maneuver, a mechanic that adds a layer of risk-management to

tactical decisions.

3. Armor Allocation and Hit Locations

Aerospace units use a simplified but high-stakes hit location system compared to ground units. The record sheet 

divides the unit into four primary arcs: Nose, Left Wing, Right Wing, and Aft  (for fighters) or Nose, Fore-Left/

Right, Aft-Left/Right, and Aft(for larger vessels like Dropships). The technical challenge for a strategist is

balancing armor thickness across these arcs to protect against the "Aft-chase"—a common tactical maneuver

where an opponent attempts to disable a unit's engines by attacking from the rear.

Technical Specifications: Aerospace Asset Classes

The 319 record sheets in FPR10973 cover a vast spectrum of unit types. Each class requires a different

administrative approach on the record sheet. The following table provides a comparison of the primary unit

categories found in the volume:



Unit Category Weight Range (Tons) Primary Function Unique Record Sheet 
Feature

Conventional Fighter 10 - 50 Atmospheric Defense Limited Fuel / No Space 
Capability

Aerospace Fighter 10 - 100 Multi-role Combat Thrust/Heat Balance 
Tracking

Small Craft 100 - 200 Shuttles / Escorts Increased SI Tracks

Dropship (Spheroid) 200 - 100,000 Troop/Cargo Transport Multi-deck Damage Charts

Dropship (Aerodyne) 200 - 100,000 Precision Landing Atmospheric Flight Profiles

JumpShip / WarShip 100,000+ Interstellar Strategic K-F Drive Integrity Tracks

Advanced Mechanics: Heat Management and Weapons Integration

A core concept within the AeroTech 2 framework is the Heat Dissipation System. Every weapon fired and every 

point of thrust beyond the safe limit generates heat. The record sheet features a Heat Scalethat must be

meticulously updated every turn. High heat levels lead to electronic interference, reduced thrust capability, and

eventually, the risk of pilot blackout or ammunition explosion.

Technical writers and strategists focus on the Heat Efficiency Ratio (HER). For example, a heavy aerospace 

fighter like the Stukacarries a massive array of Large Lasers and LRM launchers. Its record sheet reveals a

significant disparity between its heat generation potential and its heat sink capacity. Players must use the record

sheet to plan "weapon brackets"—firing different combinations of weapons in alternating turns to maintain a

manageable thermal profile. This level of technical micro-management is what distinguishes BattleTech aerospace

combat from more arcade-style space simulations.

Mathematical Models in Aerospace Combat

The effectiveness of a unit on a record sheet can be evaluated using several engineering-inspired formulas. When 

analyzing the sheets in FPR10973, players often calculate the Damage-to-Thrust Ratio. A unit with high thrust but

low damage output is a scout; a unit with low thrust but high damage is an orbital platform.

The Thrust Equation

In the AT2 system, the movement cost is simplified for tabletop play, but it follows the logic of: Current Velocity +

Thrust Applied - Gravity/Drag = New Velocity.

The record sheet provides the static variables for this equation, allowing the player to act as the "flight computer." 

The Fuel Consumption Rateis another vital metric. For longer campaign play, the record sheet's fuel track is used

to determine the unit's operational range. A unit that burns through its fuel to achieve a high-velocity intercept may

find itself unable to decelerate, resulting in a "drift" off the map area—effectively removing the unit from the

engagement.

Operational Implementation: Using the FPR10973 Compendium



For a Game Master or a competitive player, the AeroTech 2 Record Sheetsserve as the primary source of truth.

Implementing these sheets effectively requires a structured approach to record-keeping and tactical planning.

Step-by-Step Procedure for Unit Preparation

1.  Unit Selection: Identify the mission profile (e.g., Interception, Escort, Ground Attack). Select a sheet from 

FPR10973 that matches the required tonnage and technology level (Level 1 for Succession Wars, Level 2 for Clan 

Invasion era).

2.  Pilot Statistics: Enter the Pilot’s Gunnery and Piloting skills. These modifiers are applied to every roll derived 

from the record sheet data.

3.  Ammunition Allocation: For units with ballistic or missile weaponry, the specific type of ammunition 

(Standard, Semi-Guided, Narc) must be noted in the allocated bins on the sheet.

4.  Critical Hit Pre-Checks: Familiarize yourself with the unit's Critical Hit Table. Aerospace units have unique 

vulnerabilities, such as "Avionics" or "Life Support" hits, which can be found in the center-top portion of the sheet.

Case Study: The Shilone vs. The Slayer

To demonstrate the utility of the technical data in FPR10973, let us compare two iconic aerospace fighters: the 

Draconis Combine’s Shilone and the Slayer. By analyzing their record sheets, we can see two different

philosophies of aerospace engineering.

The Shilone (65 tons) record sheet shows a heavy emphasis on forward-facing firepower (LRM-15 and Large 

Laser) but a relatively fragile aft armor profile. Its thrust rating (5/8) makes it a competent interceptor. In contrast, 

the Slayer (80 tons)is a heavy-weight juggernaut. Its record sheet reveals significantly higher armor values and a

more robust SI rating. However, its heat sinks are often overwhelmed by its diverse weapon array. A tactical

analysis of the two sheets suggests that the Shilone should engage at long range using its LRMs, while the Slayer

is designed for close-range "dogfighting" where its superior armor can withstand the return fire of lighter units.

Troubleshooting Common Operational Failures

In the high-stress environment of AeroTech 2gameplay, several common errors occur when managing record

sheets. Technical accuracy is paramount to maintaining the balance of the game.

•  Incorrect Velocity Tracking: Players often forget to carry over their velocity from the previous turn. The record 

sheet should be used in conjunction with a "Movement Log" to ensure the unit's position on the hex map is 

mathematically sound.

•  Ignoring Threshold Checks: Every time an aerospace unit takes damage in a single arc exceeding its 

Damage Threshold (usually 1/10th of its total armor in that arc), the player must roll for a critical hit. Many players 

overlook this on the record sheet, leading to units surviving long after their avionics or engines should have failed.

•  Fuel Mismanagement: In campaign play, failing to record fuel consumption can lead to "ghost units" that 

operate beyond their logical limits. Strict adherence to the fuel track on the FPR10973 sheets is required for 

realistic simulation.

The Legacy of AeroTech 2 Record Sheets

While the BattleTech game has evolved into the Total Warfare era, the AeroTech 2 Record Sheets (FPR10973) 

remain a cornerstone of the hobby. Most modern record sheets still follow the basic layout established in this 

volume. The technical clarity of the 319 sheets included in this book provided the blueprint for all subsequent 

aerospace expansions, including Strategic Operations and Interstellar Operations.



The enduring value of these sheets lies in their ability to condense the physics of space flight into a manageable,

visual format. By mastering the data points on an AeroTech 2 record sheet, a player ceases to be just a gamer and

becomes a tactical commander, managing the complex systems of a multi-million C-bill machine in the cold,

unforgiving vacuum of space. Whether you are defending a JumpShip at a zenith pirate point or providing close air

support to a 'Mech lance on the ground, the record sheet is your most vital piece of equipment—the interface

between the pilot and the machine, and the difference between a successful mission and a debris field in orbit.

Strategic Summary and Long-term Implications

Ultimately, the FPR10973 collection represents the peak of BattleTech's commitment to detailed, technical

simulation. By providing 319 unique assets, the book ensures that no two space engagements are identical. As the

game continues to grow, the principles found within these record sheets—the balance of thrust, heat, and armor—

continue to define the meta-game of aerospace combat. For the serious collector or the competitive player,

understanding the technical nuances of these sheets is not just an academic exercise; it is the key to achieving air

superiority in the 31st century.
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