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& ﬁﬁ Large Lasers
'2 LRM 20+Artemis (36 mmds)
8 Smal| Pulse Lasers :
A AMS (300 rounds)

8 Large Pulse Lasérs,

_ B Medium Pulse Lasers

2 SRM G4Artemis (240 rounds)
2 LB 10X (125 rounds) i
1 NL35, 1 NLSS
2 NAC/30 {25 rounds)

Each Thera supercarrier can carry four 'fuu aerospaee e
fi ighters. each) and elght smali craft—a cargo capacity urp

BER Lm Lasers

B Small Pulse Lasers
4 AMS (300 rounds)
/8 Large Pulse Lasers,
8 Medium Pulse Lasers

~ has assigned each Thera escort of attack DropShlps a mix of'HamiJcar
Achilles and Merlinclass vessels. ‘ 2 SRM G+Artamis (240 rounds)

To date, only one Thera—the sa&ffs—-»has seen action, demoyed to Arc : ia by me-_ et :*ﬁﬂég’; i

“rogue” Marshal of Tamarind, Jeremy Brett. This cross-border incursion was_.to rescue 2 NAC/25 (20 rounds)
- the survivors of Kristen's Krushers—Thomas Marik refused to sanctionany m (s95 "1_.‘3;"““"* e
| intervention in the Lyran war in support of his sister. The Thera's aerospace ! CSER Large tasers
- complement allowed the FWLM forces to achieve local aerospace superiority and R ;%mﬂi e s
overwhelm ths ﬁmﬁwﬂsiﬁoﬂ with minimal losses. S LR e (500 sounde)
; 8 Pulse L &
Wit E . . 3 'BLﬁ?;Ilurn ?u!afel.r:sem =
THERA (CARRIER) 215 10X (128 toud)
- Tech: Star League DropShip Capacity: 4 1 NL35, 1 NLB5 -
Introduced: 3060 . Grav Deck: 3 (two 130- and one 110-meter f:ﬁ:ﬁiﬁ{’é muml
Mass: 960,000 tons: diameter) (25 rounds)
Length: 1,130 meters © Escape Pods: 70 2 Hoa N-iuss (50 rouncs
Sall Diameter: 1,020 meters - Life Boats: 70 AL/AR (569 Heat)
Fuel: 1,400 tons (3.500) ) . Crew: 240 officers, 1,200 enllated/numated 8 ER Large Lasers
Tons/Burn. Day: 39 .52 : 100 Battle Armor troopers. (25 squads), 558 ; ';]:\Mmmmmfﬁ raungs|
-'mm 3 O ; : passansem {224 pll’ats 224 tachnﬂ:ians} S 4 AMS (300 rounds)
i e o i 8 Large Pulse Lasers,
- Ammunition: 21400 fomda AMS ammunltlon 5 3_ 2’?:*% Pulsle :;:-;s s
G+Artemis roundsi
gg% 1,000 romds LB-10X am:xzunmun 318 10X (195 ougss
. : : 1NL35, 1 NLES
i 2 NAC/25 (20 rounds)

' mgz;—mg rounds NAC/25 ammunition 1 Barracuda (8 missies)

s NAC/30 ammunition Aft (589 Hoat)

‘BER I-.al'sk Lasers
'QLRMMmis{QGmm\sI

BﬂvLFlel'ltmfsm&ll mmz).
Bay 2: Fighters/small craft (112)
Baya OargotT?OaOtuns) i

xhﬂ'ncuda{s missiies)
L INWZIBO {25 rounds)

+ Only against missiles.

7 LRM 20+Artemis (56 founds)
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LE-X AC
Capital Laser
Capital AC

Laser

Pulse Laser
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LB-X AC
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Capital Misslle

Laser
LRM
Point Defense
AMS
Pulse Laser

SRM
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Point Defense
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Capital Missile

Laser
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Capital Missile
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FENG HUANG (CRUISER)

In an effort to stay on par with the emerging fleets of other Great Hbusgs; the
Capellan Confederation had no choice but to join its resources with the Free Worlds
League in developing a WarShip fleet. The Impavidoclass destroyer was the result of

such efforts. Chancellor Sun-Tzu Liao was well-aware, however that the détente between .

his House and House Marik could not last. The rapidly growing League fleet had mm
worried. Even while the Impavido was being developed, Sun-Tzu ordered the secret
development and construction of a much larger vessel, the productlon of which waa -
heavily assisted by Word of Blake resources. -
Armed with the technical expertise of the Word of Blake, the Confederatlon : -
attempted to build a cruiser that would hold its own against the massive Thera. Unlika
most WarShips, however, which mount a bristling array of weaponry at the cost of 3rmor,
~ the Chancellor was adamant that it carry as much protection as possible given the
quantity of precious resources that the Confederation was pouring into the design.
~The first’ Feng Huang (which translates as Phoenix, to coincide with Sun-Tzu's Xin

~ Sheng) class of cruiser—the Elias Jung—was originally deployed in 3058. It was plagued’

with pmbiems, however. and after an overhaul re-entered service in 3062. At the current
' tlme, there are four Feng Huang cruisers in service: Elias Jung, Franco Martell, Aleisha
Kris and Sundermann Rhys. The llsa Hyung, though it slipped its moorings only thirty
days ago, is undergoing extensive repairs after suffering a catastrophic explosion that
ripped through its engineering compartments and severely damaged both the transit and
the KF drive. While no one has yet taken credit, Capelian officials are calling this a
terrorist act and blaming the Free Capella organization.

FENG HUANG (CRUISER)

Tech: Star League
Introduced: 3058

Mass: 970,000 tons
Length: 1,155 meters

Sail Diameter: 1,025 meters
Fuel: 3,000 tons (7,500)
Tons/Burn Day: 39.52
Safe Thrust: 4

Maximum Thrust: 6

Sail Integrity: 5

KF Drive Integrity: 20
Heat Sinks: 2,440 (4,880)
Structural Integrity: 90

" Armor
Fore: 310
Fore-Sides: 293
Aft-Sides: 285
Aft: 280

: caigo

g

Bay 1: Fighters/small craft (26) 6 doors

‘Bay 2; (Cargo 77,778) ~ 8doors
Bay 3: (Cargo 19,443) _ _ 8doors

DropShip Capacity: 6

Grav Deck: 2 (90-meter diameter)

 Escape Pods: 24
_Lifeboats: 24 '
Crew: 174 officers, 870 enllstedz/homated 96 Battle Armor troopers (24 squads),

48 passengers (24 pnlots 24 technicians)

Ferro{;arbide armor.

‘Weapons: Capital Attack Values (Standard)
Arc (Heat) Type Short Medium Long Extreme
Nose (252 Heat) :
4 ER Large Lasers B(32) ~ 3(32) 3432) . ==
4 Large Pulse Lasers 4(36) 4(36) — _—
4 ER PPC 4{40) 4(40) 4(40) —
2 NL35 7 7 ¥ —
FL/FR (521 Heat)
2 ER Large Lasers 2({16) 2(16) 2(16) s
2 Large Pulse Lasers 2(18) 2(18) — —
2 ER PPC 2(20) 2(20) 2(20) s
1 NL35, 1 NL45, 1 NL55 14 14 14 10
Light NPPC, Medium NPPC 16 16 16 9
LBS/RBS (1146 Heat)
2 ER Large Lasers 2446y 2116) S8 @ —
2 Large Pulse Lasers 2(18) 2(18) S —
2 ER PPC S0y - 2(20): 2(20): =
1 NL35, 2 NL45, 1 NLG5 18 18 18 15
2 Light NPPC, 1 Medium NPPC, 53 53 53 39
_ 2 Heavy NPPC
AL/AR ( 521 Heat)
2 ER Large Lasers 2(16) 2(16) 2(16) .
2 Large Pulse Lasers 2(18) 2(18) — e,
2 ER PPC 2(20) 2(20) 2(20) -
1 NL35, 1 NL45, 1 NL55 14 14 14 10
Light NPPC, Medium NPPC 16 16 16 9
Aft (252 Heat)
4 ER Large Lasers 3 2:1(32) - 3182)- 8.@32) -
4 Large Pulse Lasers 4(36) 4(36) L s
4 ER PPC 4(40) 4(40) 4(40) —
2 NL35 7 7 7 =

INNI* R SPHERE
A AR

3 Hotw Equipped with lithium-fusion battery system and 1,746 tons of Lamelior

Type

Laser
Pulse Laser
PPC
Capital Laser

Laser
Pulse Laser
PPC
Capital Laser
Capital PPC

Laser
Pulse Laser
PPC
Capital Laser
Capital PPC

Laser
Pulse Laser
PPC
Capital Laser
Capital PPC

Laser
Pulse Laser
PPC
Capital Laser
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Originally intended as a light cruiser, the design schematics for the Mjolnir were
revised after the Lyran Secession to provide a credible opponent to the Avalonclass
vessels under construction in the Federated Suns. The modifications also served a
psychological role, demonstrating that the Alliance naval program could stand on its
own by producing a tough, powerful design.

As with most new Inner Sphere WarShip designs, parts for the massive
interplanetary drive were a problem, especially after the seizure of Terra by the
Word of Blake. Fortunately, the Alliance was able to direct its industrial might to
solve the problem, subcontracting manufacturing to companies across the Alliance
with final assembly at the SLDF-era Port Sydney Naval yards at Alarion. The
process was both expensive and a logistical nightmare, but it al{owed the LAAF to
bootstrap its WarShip program.

As with much in the Lyran military, the Mjolnir, named for Thor's hammer in
Teutonic mythology, relies on mass and firepower—though the ship possesses
surprising maneuverability. It can accelerate at 3 Gs, which is comparable with
designs half its mass. Batteries of the heaviest naval autocannons and Gauss

_cannons form the principle offensive armament, backed by a formidable array of
conventional weapons for antifighter defense

Problems with the sensor suite and the sailreefing assembly limited the role of
the one operational Mjolnir, the LAS Yggdrasil, in the civil war. The second vessel—the

_ Fylgia—temains unqompieted at Alarion.

MJOLNIR ta.m*n.st:ﬂunﬂem

Tech: Star League cafgo 2

Introduced: 3061 Bay 1: Fighters iiB) 6 Doors
Mass: 1.250,000 tons Bay 2' Fighters {18} 6 Doors
mmmnmmm (15 597%) o 2 Doors

s ‘Aﬂ"tgsﬂj\ L

ammunition (100 tons), 100 rounds NAC/40 ammunition {120 tons), 100
rounds Heavy Naval Gauss ammunition (50 tons), 50 Barracuda missiles
(1,500 tons), 50 White Shark missiles (2,000 tons), 50 Killer Whale missiles
(2,500 tons)

.Notes: Equipped with 3,500 tons of Ferro-carbide armor.

Weapons: Capltal Attack Values (Standard)
Arc (Heat)  Type Short © Medium Long Extreme  Class
Nose (1,064 Heat)
: 4 ER Large Lasers 3(32) 3(32) 3(32) — Laser
2 LRM 20+Artemis (24 roundsj 3(32) 3(82) 3(33 e LRM
2 SRM &+Artemis {30 rounds) 2.(20) —— — — SRM
2 NAC/30 {50 rounds) 60 &0 L — . Capital AC
1 NAC/40 {12 rounds) 40 40 - — Capital AC
1 NAC/40 (12 rounds) 40 40 - - Capital AC
2 Heavy NPPC 30 30 30 30  Capital PPC
2 Heawy N-Gauss (50 rounds) 60 60 60 60 Capital Gauss
2 AR10 (9 BR, 9 WS, 9 KW) L * » * AR10
FL/FR (578 Heat) .
4 ER Large Lasers 3(32) 3(32) 3(32) — Laser
2 LRM 20+Artémis (24 rounds) -~ 3432)  3(32)  3(32) - LRM
2 SRM 6+Artemis {30 rounds} 21(20) — —_ _— SRM
2 NAC/35 {50 rounds) 70 70 o —_ Capital AC
2 Medium NPPC 18 18 18 18  Capital PPC
2 AR1D (8 BR. 8 WS, B KW) . > - ¥ “‘ AR1D
LBS/RBS (1,363 Heat) : "
4 ER Large Lasers : = B32) - 3(82) 13(32) —_ Laser
2 LRM 20+Artemis (24 rounds} 3(32) 3(32) 3(32 - LRM
2 SRM G+Artemis {30 rounds) 2 (20) - o - SRM
2 NAC/30 (50 rounds) 60 60 — — Capital AC
4 NAC/40 (13 rounds) 40 40 L — - Capital AC
1 NAC/40 {13 rounds) . a0 400 0" - _— Capital AC
ja it NAC/dD (12 mmds) : 40 40 — —  Capital AC
NPPC £ SR 30 30  Capital PPC
— Laser
- SRM
- Capital AC
18 Capital PPC
- AR10

Laser

«28 1







CLAN WARSHIPS

Among the Clans—with the notable exception of Clan Snow Raven—aerospace assets have always taken a back seat to ground forces. Even among aerospace assets,
WarShips have taken an additional seat even further back, with many Clans treating them as ill-wanted solahma—Clan Blood Spirit even went to so far as to trade away several
vessels to Clan Snow Raven in exchange for ground combat assets.

In fact, of all WarShips currently fielded by the Clans, most have been in service since the days of the Star League, though they have been upgraded with Clan technology.
Furthermore, of the five new classes of WarShip fielded since the Clans inception, only three are truly ‘new’ designs—the Fredasa, Nightlord and Leviathan—with the other
two—the York and Conqueror—based off of old SLDF class vessels—the Riga and Kimagure respectively.

With that in mind, it is not difficult to see why even in the face of the massive navy expansion of the Inner Sphere, no new Clan WarShips have appeared. The most recent
vessels to launch—the Leviathan and Conqueror—were both under construction before Operation Revival occurred.

Additionally, most Clans (even if they had the inclination) do not have the resources or expertise required to produce new vessels. Of all the Clans, only Clan Snow Raven
has sufficient technical expertise. Yet even the impressive fleet of twenty-seven vessels fielded by the Free Worlds League pales in comparison to the mighty forty WarShip fleet

of the Ravens. Unless the League can significantly increase their fleet—an impossibility, according to ROM, since they have stretched even their impressive economy to the
breaking point to field their fleet—the Ravens are unlikely to field another new vessel anytime soon.

Nevertheless, even counting the dozens of WarShips lost in combat—both in the Inner Sphere and among the Clans—over the last half decade, the number of WarShips
available is still daunting; especially among the Clans. | pray that the Clans will never consider using their fleets in earnest or that the Inner Sphere fleets will never turn their
sights groundward. Having walked the scorched soil of Edo, |'ve awoken from nightmares at what we are capable of.

Note: as with the Clan DropShip crew entries, | have categorized the Clan warriors assigned to each WarShip as “officers” and all others as “enlisted” crew members.

—Christoffer Hereford
Precentor XX-Omega
ComStar Archives, Tukayyid
22 November 3067







Based an the Star League«era transport ship of th .
Clan Carrack military transport first entered service a little mbrathan 100
- ago. ComStar analysts have been unable to determine how many of the €
currently in service are upgraded Star League vessels amd.how many am new _an»
built ships.
; Carracks serve with all the Clans, but the merchant castes of C)ans Diamond

Shark and Nova Cat seem to possess the largest numbers of these vessels. These '

two Clans commonly use Carracks in their Deep Periphery and Occupation Zona
trading operations, particularly in potentially troublesome areas such as the

- Hanseatic League. Clan Ghost Bear's recent fleet movements also included that

Clan’s small fleet of Carracks, implying the convoy was transportiug earga'gf
considerable value. ComStar intelligence agents have since determined that the
Clan was, in fact, in the process of transporting its entire civilian populatlon to the _
- Occupation Zone, '

~ Unlike most Clan re-designed and upgraded jurnp vessels, the Canack is not
‘equipped with a lithium-fusion battery or advanced armor. The Clan Carrack does,
however, feature hull-sealant technology. The cargo hold surrounds the vessel's
compact K-F drive core and is flanked, in turn, by two small-craft bays. Most
frequently, these bays house a pair of aerospace fighters and a pair of shuttlecraft,
but the exact composition of the small-craft complement appears to depend on
each individual vessel's captain.

CARRACK (TRANPORT)

Cargo
Tech: Clan Bay 1: Small Craft (2) 2 Doors
Introduced: 2950 Bay 2: Cargo
Mass: 300,000 tons (71,414 tons) 10 Doors
Length: 830 meters Bay 3: Sﬁ'aall'-craft (2) 2 Doors
Sall Diameter: 880 meter.
Fuel: 2,000 tons (5, 000) DropShip capntty' 2

Tum/BamMﬁQ.Sﬂ
Safe Thrust: 3
Maximum Thrust: 5
Sail Integrity: 3
KF Drive Integrity: 7
MW?A‘I(IM)

: --"lromeat) Type
.um(muaa:) L
' 2 ER Large Lasers Z
4 AMS (1,500 rounds)
4 Large Pulse Lasers '

~ 1 Only against missiles.

2 NL35

s NAC/20 (166 roundsj
FL/FR (202 Heat)

2 ER Large Lasers

4 AMS (1,500 rounds)
4 Large Pulse Lasers

2 NL35

NAC/10 (200 rounds)

' LéS/I!BS (232 Heat)

2 ER Large Lasers

4 AMS (1,500 rounds)

4 Large Pulse Lasers

2 NL35

NAC/20 (167 rounds)
AL/AR (202 Heat)

2 ER Large Lasers

4 AMS (1,500 rounds)

4 Large Pulse Lasers

2 NL35

NAC/10 (200 rounds)
Aft (202 Heat)

2 ER Large Lasers

4 AMS (1,500 rounds)

4 Large Pulse Lasers

2 NL35

NAC/10 (200 rounds)

capltal tttwk Values (Standard)
sho;t Medium Long Extreme Class
i 2 {20} . '2 {20) 2(20) 220 Laser
2 (20)t s — L AMS
4.(40) 4 (40) 4 (40) —  Pulse Laser
7 7 7 — Capital Laser
.20 20 20 —  Capital AC
= Do)t 20200 2200 - 2920) Laser
2200 - — —_ AMS
4(40) 41(40) 4 (40) —  Pulse Laser
T T 7 —  Capital Laser
10 10 10 — Capital AC
2(20) 2(20) 2(20) 2 (20) Laser
2 (200F o s —_ AMS
4 (40) 4 (40) 4 (40) —  Pulse Laser
7 7 7 — Capital Laser
20 20 20 — Capital AC
2(20) 2200 2(200 2(20) Laser
2 (20yt - ot —_ AMS
4 (40) 4 (40) 4(40) —  Pulse Laser
T T 7 — Capital Laser
10 10 10 ~— _ Capital AC
2 (20) 2(20) 2(20) 2(20) Laser
2 (2001 = — - AMS
4 (40) 4(40) 4 (40) —  Pulse Laser
T 7 7 —  Capital Laser
10 10 10 — Capital AC







Developed along with the Raven-Ghost Bear L:aviamm, thé Conquarmlass
battlecruisers were intended as carrier-escorts for those masslve dreadnoughts.

Based on the hulls of the handful of Krester Ship Construction’s Kimagureclass _ .

pursuit cruisers that accompanied the fleet into extle. the conqueror is
newest WarShip designs fielded by the Clans.
Though the Ravens withdrew from the Lewathan project whan it became afaar
they would not have to face Inner Sphere WarShips in the near future, the Ravens
decided to complete the two semi-assembled Conquerors. The first, the Congueror,

was launched in 3052 and completed trials by June 3052. The second vessel, Ark

Royal, was delayed by a series of technical malfunctions and launched in 3059.
: The addition of fighter bays for two aerospace Clusters and their crew and
technical support staff prompted a reduction in the vessel's acceleration profile..
The vessel's weapons loadout was completely revamped with increased emphasis
on anti-fighter defenses. Barracuda missiles supplement layered laser, autocannon
and point-defense systems. Little remains of the energy-based armament of the
Kimagure, with the Conquerorclass reliant on massive, devastating naval
autocannons. These formidable weapons give the carrier an offensive punch
comparable to regular cruisers of similar mass.

CONQUEROR (BATTLECRUISER/CARRIER)

cargo

Tech: Clan .
Introduced: 3052 Bay 1: Fighters (50) 8 Doors
Mass: 780,000 tons Bay 2: Fighters (50) 8 Doors
Length: 720 meters Bay 3: Cargo

Sail Diameter: 980 meters (44,651 tons)’ 10 Doors
Fuel: 3,000 tons (7,500)

Tons/Burn Day: 39.52 DropShlp capaelty 2

Safe Thrust: 3 Grav Decks: 2 (65- and 85-meter
Maximum Thrust: 5 diameter) :

Sall Integrity: 4 Escape Pods: 20

KF Drive Integrity: 16 Life Boats: 20

Heat Sinks: 1,575 (3,150) Crew: 50 officers, 200 enlisted/

Structural Integrity: 70 non-rated, 50 Elemental troopers (10
= points), 200 passengers
Armor
Fore: 215 Ammunition: 240 rounds LB 10-X
Fore-Sides: 210 ammunition (24 tons), 120 rounds LB
Aft-Sides: 155 20-X ammunition (24 tons), 600
Aft: 142 rounds NAC/25 ammunition (360

tons), 600 rounds NAC/30
ammunition (480 tons), 40 Barracuda
missiles (3,600 tons)

—

l.zmeilnr Ferro—carbide armor.

’Nmm

 Arc (Heat) Type
Nose (1,527 Heat)

6 ER Large Lasers,

3 ER Medium Lasers
6 Large Pulse Lasers
6 Small Lasers,

6 Small Pulse Lasers

2 NAC/25 (75 rounds)

2 NAC/25 (75 rounds)
2 NAC/25 (75 rounds)

2 NAC/30 (75 rounds)
2 NAC/30 (75 rounds)

3 Light NPPC
Barracuda (10 missiles)

FL/FR (396 Heat)

3 LB 10-X (60 rounds)
3 LB 20-X (30 rounds)
6 Small Lasers

3 NL45, 3 NL55

LBS/RBS (1677 Heat)

6 ER Large Lasers,

3 ER Medium Lasers
6 Large Pulse Lasers
6 Small Lasers,

6 Small Pulse Lasers
2 NAC/25 (75 rounds)
2 NAC/25 (75 rounds)
2 NAC/30 (75 rounds)
2 NAC/30 (75 rounds)
2 NAC/30 (75 rounds)
4 Medium NPPC
Barracuda (10 missiles)

~ AL/AR (396 Heat)

3 LB 10-X (60 rounds)
3 LB 20-X (30 rounds)
6 Small Lasers

3 NL45, 3 NL 55

Aft (367 Heat)

6 ER Large Laser,

3 ER Medium Lasers
6 Large Pulse Lasers
6 Small Lasers,

6 Small Pulse Lasers
2 NAC/25 (75 rounds)
Barracuda (10 missiles)

CRUISER, c’AnmE)

' Notu. &Mpped with a llth:um-fusmn battery system HPG and 950 tons of

Capital Attack Values (Standard)
Medium Long Extreme Class

Short
8 (81)

6 (60)
4 (36)

50
50
50
60
60
21
4

2 (18)
4 (36)

2(18)

24
8 (81)

6 (60)
4 (38)

8 (81)

6 (60)

50
50
50
60
60
21
4

2(18)
4 (36)

24
8 (81)

6 (60)

50
50
60
60
60
36
4

2(18)
4 (36)

24
8 (81)

6 (60)

50

6 (60} 6 (60) Laser

6 (60) —  Pulse Laser
— —  Point Defense
50 — Capital AC
50 —  Capital AC
50 — Capital AC
60 — _ Capital AC
60 —  Capital AC
21 —  Capital PPC
4 4 Capital Missile
— - LB-X AC
i — LB-X AC
s — Point Defense
24 13 Capital Laser

6 (60) 6 (60) Laser

6 (60) —  Pulse Laser
= — Point Defense
50 — Capital AC
50 — Capital AC
60 —  Capital AC
60 — Capital AC
60 — Capital AC
36 36 Capital PPC
4 4 Capital Missile
— - LB-X AC
e — LB-X AC
o — Point Defense
24 13 Capital Laser

6 (60) 6 (60) Laser

6 (60) —  Pulse Laser
— — Point Defense
50 —  Capital AC

Capital Missile

C LAN







In 3044, Ghost Bear Khans Nornian Tseng and Ursula Jorgensson

authorized the creation of a new class of WarShip. In the grand tradition of their

Clan, they insisted it be the largest WarShip possible, larger than even the
massive McKenna battleship.-Bear scientists were eager to take on the
challenge, but after a few years it was clear that the challenge was beyond
their ability. The Ghost Bears then turned to their longtime ally, Clan Snow
Raven, for help in designing the new ship class in exchange for mmlng rights in
their abundant asteroid fields. e
- After the Battle of Tukayyid, the Ghost Bear Khans maﬂe the monumental
decision to relocate their Clan to the Inner Sphere. One of the major challenges
was how to transport millions of people across a thousand light years in
'secret. A solution came in the form of the two partially completed Leviathan
- hulls. Though devond of much of their planned weaponry, both ships were
~functional and armored. Khan Jorgensson arranged for the hulls to be modified
LD accammodate thousands of tons of cargo rather than weaponry. Each
- Levi&fhan‘would have the appearance of a fearsome battlecruiset; but would
-actually bea large-scale armored transport.
Sm-ﬂm re{oca‘uon to the Inner Sphere, the Sesrs eﬁorts have tumed o
ing the : '.-p&mned military ocmﬁguraﬁens. The Combine
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(80 wns}, 100 rounds Heavy N-Gausa ammunition (50 tons), 150 Killer Whale missiles
{22,500 tons), 300 White Shark missiles (36,000 tons), 600 Barracuda missiles (54,000
‘tons).

_ Notes: Equlpped with a mhlurn-fuslnn battery system, HPG and 1,538 tons of Ferro-carbide
armar.

: Capital Attack Values (Standard)
Arc (Heat)

Type Short Medium Long ' Extreme Type
Nose (941 Heat)
10 ER Large Lasers, 17 (170y 17 (170} 10 (100} 10(100) Laser
10 ER Medium Lasers |
5 Large Pulse Lasers, 9(85)  9(85) 5(50) —  Pulse Laser
& Medium Pulse Lasers
B Gauss Rifies (600 raunds) 12 (120) 12(120) 12 (120) — Autocannon
5 AMS (1000 rounds) : 3251t == gt -~ AMS
1 Heavy N-Gauss {100 rounds) 30 30 30 30 Capital Gauss
2 NAC/30 (200 rounds) 60 80 60 ~—  Capital AC
- 2 Medium NPPC 30 30 30 30 Maval PPC
AR (26 KW, 50 WS, 100 8) * * . * AR10
n,/m (m Heat) : .
o 10 mmm Lesers 7(70) T (70) L L Ensar
& Medium Pulse Lasers 4(35) 4(35) — —  Pulse Laser
‘3 Streak SRM 6 {300 rounds} 4(36)  4(36) —~ - SRM
-5 AMS (1,000 mtmds) 3 (25) = e — AMS
-1 Medium NPPC 15 15 15 15  Capital PPC
' NAG/30 (100 rounds) 30 30 30 —  Capital AC
Aﬁiomsﬂw.mm moa} % ’ * * AR10
10 (100) 10 (100) 10 (100) 10 (100) Laser
8(75) 8(75)  B(75) FPC
9 (85) 9(85)  5(50) —  Pulse Laser
4 (38) 4 (36) =3¢ —_ SRM
10 (96) 10(96) 10(96) — LRM
25 25 25 25 Capital Gauss
22 22 22 22  Capital Laser
7{70) 7.(70) - — Laser
4 (35) 4 (35) — —  Pulse Laser
4 (36) 4 (36) —— - S5RM
3 (25t = i s AMS
30 30 30 P Capital AC
- 4 - - *® AR1O
7(70) 7 (70) b Laser
9 (85) g(85) = 5(50) — - "Pulse Laser
12 (120) 12 (120) 12 (120) Autocannon
3 (25)t o, oy = AMS
A 30 30 30 Naval PPC
e, i b AR1D
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In the savage FedCom Civil War that rocked the
. / - Lyran Alliance and Federated Commonwealth for the past
. ‘\ : ) & five years, new machines of war have been rapidly tested
: , and put in the field to help turn the tide of battle in each
N / | ' faction’s favor. The Clans and other Houses have also been
o s -"‘i busy, as internal and external conflicts drive the rapid

deployment of new military hardware.

Y
- Classic BattleTech Technical Readout: 3067"
» provides descriptions, game statistics and illustrations for
A . new BattleMech and vehicle designs. It finally unveils the
| next generation of Inner Sphere aerospace fighters and
- : OmniFighters, as well as the Clans’ second-line fighters.

A handful of new Dropships are also premiered.
This technical readout includes those designs previously
published in the Field Manual™ series.
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