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Free Skye warships in-system prevented the shipment of
'Mechs and parts from the Defiance complex. The loyalists held
Hesperus, but were effectively denied its use.

Wave five also saw the opening of a new front in the Civil
War: the battle for control of Cavanaugh Il, a conflict instigated
by Nondi's son, Margrave Richard Steiner, as part of his plans
to bolster his power base. Overconfident and overbearing,
Margrave Steiner threw the border with the Free Worlds League
into disarray, turning his headquarters world into a meat grinder
that denuded the border defenses and denied Tharkad the use
of several key units. Richard’s plan for a short-sharp campaign
was soon in tatters.

CAVANAUGH 1l

When the Tenth Lyran Regulars on Cavanaugh |l pledged
their loyalty to Victor they placed theater commander Margrave
Richard Steiner—a former member of ComStar and youngest
son of General Nondi Steiner —in a difficult position. After his
disastrous command of Skye in the 3057 rebellion Richard
could not afford to abandon the strategic world, nor could he
allow the Tenth's “mutiny” to go unpunished. Unfortunately, he
had little in the way of resources to exploit, most of “his” units
being already embroiled against Victor's forces or else holding
themselves aloof from the conflict.

He thus had little choice but to cooperate with the
Regulars; in a meeting with Colonel Darrel Ingles, General
Steiner stated his disdain for his cousins’ squabble and pledged
to serve the Alliance rather than any particular claimant. In pri-
vate, however, Steiner contacted his mother, requesting the
release of additional troops to his command. Nondi Steiner,
while opposing Victor's cause in any way she could, knew her
son's foibles and denied his request; the Cavanaugh Theater
had more than enough resources and, in any case, allowing a
Pro-Victor unit to hold the world forced them to remain there or
risk inviting a Marik invasion. Richard fumed at the decision but
knew how stubborn his mother could be and instead focused
his anger on plans to unseat the Tenth.  *

In the summer of 3065, Steiner’s plotting came good when
the Seventh Lyran Regulars—formerly under his authority on
Loric—and the Bolan Jaegers pledged themselves to his cause.
Using the excuse of exercises intended to improve cross-unit
cooperation in the event of another attack on the provincial cap-
ital, the two units prepare for their true mission, the “liberation”
of Cavanaugh II.

Exploiting his position as a “neutral” theater commander,
General Steiner (Margrave was his title as theatre commander,
while his actual rank in the LAAF was general) concealed their
movements, blocking the transmission of the relevant deep-
space sensor logs to Colonel Ingles. Only when members of
Ingles’ small aerospace detachment spotted the drive plumes
of inbound DropShips did the colonel realize his predicament
and move against General Steiner.

His attempts to seize control of the command bunker on
the outskirts of Caerleon failed miserably thanks to the inter-
vention of a "Mech company loyal to the Margrave and, rather
than be caught between the heavily armed installation and the
incoming troops, the Regulars withdrew into the combination of
minefields and emplacements intended to stall an invasion
from the FWL.

There was little the Bolan Jaegers or the Seventh Lyran
Regulars could do to counter the Tenth's actions; the local
unit's knowledge of the terrain, traps, supply caches and mine-
fields allowed them to dodge or deflect even the most deter-
mined Loyalist assaults. Their only weakness was in air power,
which the Bolan Jaegers used mercilessly, Kommandant Milan
Gverro finally getting his wish for an independent aerospace
command. The Tenth learned to avoid this as well, seeming to
fade into cover almost as soon as the fighters left Caerleon.
Margrave Steiner began to suspect the presence of spies in his
midst and his long-standing antipathy toward the group lead
him to suspect ComStar. Having harassed the on-world ele-
ments of the 182nd Division for half a decade, General Steiner
decided enough was enough and ordered Precentor Erin
Harwell to withdraw her troops from Cavanaugh Il as a conse-
quence of “acts unbecoming a neutral party.”

Harwell protested her troops’ innocence (there was a spy,
but on the Margrave's own staff) and when she refused to com-
ply with his withdrawal order, stating she could only be ordered
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to do so by Gavin Dow or the Lyran General of the Armies,
Steiner ordered his troops to shell the Com Guard compound.
While stopping short of declaring their support for Victor, the
two Level Il Com Guard units on Cavanaugh |l broke through the
encircling loyalists, linking up with Colonel Ingles’ Tenth
Regulars on 9 January.

Richard Steiner had just made his task much harder.

DALKEITH

It took almost a month to organize the ferry mission to
transport Loyalist troops to Dalkeith's rugged Rockmeir conti-
nent. Serving as pathfinders, the Thirteenth Donegal Guard—
already battered by the brutal mountain crossing—sustained
grave damage and after Leutnant-General John Stokoi was killed
together with his command staff when their DropShip was
downed over Rockmeir, the remaining members of the RCT were
folded into the equally mauled Fifth Alliance Guard. The dis-
banding of the Thirteenth was a major morale blow to the
Loyalists but they pressed on regardless, finally making the
crossing in early August of 3065.

The Allied troops had not been idle while the Loyalists pre-
pared their crossing, establishing a series of defensive posi-
tions in the shattered lands surrounding the destroyed capital
of Newhaven, including the establishment of dozens of supply
caches and defensive revetments, providing shelter for the
defenders from which they could rain fire onto the Loyalists
approaching across the barren terrain. Initial pushes by the
Third Royal Guards demonstrated the effectiveness of the
defenses and the RCT pulled back until the Fifth Alliance Guard
was also ready to attack. The two units sought to encircle the
Allied units in Newhaven but found themselves under constant
sniping attack from artillery and mobile units. Realizing they
were too weak to enact an effective siege—which would other-
wise have been their preferred tactic in the bomb-blasted land-
scape—they withdrew back into their own field defenses and
plotted their next action.

James Ito favored a direct assault, exploiting the Loyalists’
heavier 'Mechs and tanks, but Kathy Parks, CO of the Royal
Guards, advocated a more cautious approach. The resulting
operation, launched in mid December, incorporated both points
of view, a feint by the Third Royal to distract the defenders, and
an assault by the Alliance Guard. Initially the operation went
well, the Royal Guard surprising a reinforced company of the
Fourth Deneb and driving it before them across the wasteland.
It was only when one of the flanking Guard 'Mechs lost a leg to
an explosion did Parks realize her troops had been led into a
trap, the fleeing Deneb unit little more than bait. Artillery and
missile deliverad FASCAM rounds closed the trap, placing thou-
sands of miniature mines both in front and behind the Royal
Guard. While they could work their way out of the minefield,
doing so would require time, something the Allied troops didn't
want them to have.

Having deployed the FASCAM munitions, the Allied artillery
switched to conventional rounds and began to fire for effect

against pre-plotted coordinates inside the artillery box. The
Third lost over a quarter of its strength before it escaped the
trap, its casualties due to an equal mix between mines and
artillery. James Ito learned of the plight as his units were about
to deploy from their last staging post, and realizing his RCT
would be facing two opponents with no hope of support, abort-
ed the attack.

GIAUSAR

Based on Loric, the 167th Com Guard -Division under
Precentor Slurpea Kuzi maintained strict neutrality throughout
the first two and a half years of the Civil War, going as far as to
stage joint exercises with the Seventh Lyran Regulars. By mid
3065, however, the Division's personnel weré increasingly dis-
enchanted with that position, particularly in light of the LAAF's
action against neutral commands. When the Seventh declared
for Katherine and departed for Bolan (to shore up its defenses
in the wake of Operation Scatter) the Green Mountain Boys
decided enough was enough. On June 10, the 167th declared
their support for Victor Steiner-Davion and boosted from Loric,
at the suggestion of Victor's staff, making for for Giausar three
days later to rescue the hard-pressed Fourth Crucis Lancers.

The 167th made planetfall on July 14, but due to the rapid-
ly shifting battlefield and a communications foul-up, found them-
selves landing under fire from the Seventh Donegal; General
Voss-Steiner pressed the Com Guard Division hard, devastating
their command structure and mauling their troops. Precentor
Kuzi died buying his troops the chance to escape the trap, and
by the time the 167th linked up with the Lancers barely half
their strength remained. Rather than fight as two separate com-
mands, both badly damaged and one lead by inexperienced offi-
cers, Giggins merged the Lancers and the 167th into a single
fighting force which continued to harass the Loyalists. In mid-
August, a mix of fatigue and damage prompted Giggins to break
contact with the enemy and stand the bulk of his troops down
for a few days.

Unfortunately, an over flight by a Seventh Donegal
Boomerang spotter identified the Allled camp and the location
of the HQ company. General Voss-Steiner ordered a lightning
thrust against the allied position. The battle that ensued, on the
slopes of Monte Diablo, decided the fate of Giausar.

The Loyalist forces achieved tactical surprise and pounced
on the Lancer's HQ Company before they could withdraw,
General Giggins' massive Sagittaire drew the lion's share of the
Loyalist fire and, unable to withstand the pounding, was quickly
downed. However, the Loyalists’ focus on Giggins gave the
Allied forces time to recover and their vicious counterattack
shredded the Loyalist strike team. A last ditch attempt by
Loyalist CO Hauptmann Susan Reeves to capture or kill the
General, now evading on foot after ejecting, came to naught
when Demi-Precentor Demetria Loris placed her 'Mech in the
Fafnir's path, decapitating the new machine with a well-placed
PPC blast. This bought Sergeant Major Richard Jablonski time
to rescue his CO and escort him from the battlefield. Though
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losses were high on both sides, the Allied forces claimed Monte
Diablo as a victory, the Loyalists failing in their principal objec-
tive to neutralize Giggins.

Spurred on by their victory on Monte Diablo, the combined
Fourth Crucis and 167th Division task force counter-attacked
the Loyalists, winning a string of victories through their audaci-
ty. The Lancers’ greatest success came on 9 September when
a scout company stumbled upon the lightly guarded HQ
Company of the Second Donegal, deep behind enemy lines.
Staging a hasty assault, the scouts engaged the Guard HQ,
destroying a number of ammo and coolant trucks, as well as the
Guards’ mobile HQ van. Delmar Voss was badly injured in the
encounter and medivaced to New Munich, where he sat out the
rest of the Civil War. The Lancer's victory was, however, tem-
pered by the accidental destruction of a Donegal MASH unit
when a downed fighter crashed into the complex.

What followed was among the bitterest fighting of the cam-
paign as both Loyalist and Allied troops sought revenge for the
other's actions. Fortunately for the Lancers, the loss of Voss—
a tactical genius when he was sober—and command disputes
between the Second's senior officers severely hampered the
Loyalist ability to strike effectively. On 3 November the RCT with-
drew to New Munich, leaving the Seventh to prosecute the cam-
paign. With both sides’ fury spent and fatigue setting in, the
combatants settled into the familiar pattern of raid and counter
raid, sniping at each other but making no major moves to end
the conflict.

On 11 December 3065, General Caesar Steiner—former CO
of the Second Donegal and the LAAF's liaison with the SLDF—
arrived on Giausar and called on the combatants to cease fire.
To his surprise, they did and in the calm that ensued the 62-year-
old doyen of the Lyran military met with both surviving Loyalist
commanders. Acknowledging the bravery of both units, General
Steiner announced his intention to resume command of the sur-
viving Second Donegal and to move against the Free Skye rebel-
lion while the Seventh limped back to Launam. After twenty-two
months of fighting, the Lancers—now permanently including the
survivors of the 167th who had been disowned by Precentor
Martial-Pro-Tem, Gavin Dow—remained in control of Giausar, a
world scarred for life by the fratricidal conflict.

THE FREE SKYE REVOLT

The fifth wave of the Civil War saw the first major moves by
the Free Skye forces that had occupied numerous worlds in the
preceding months. With Skye in their hands (albeit unofficially
for several more months) and numerous key agricultural worlds
declaring for the rebellion, the key to victory lay in dominating
the military and industrial centers. That meant Free Skye had to
capture two worlds to be sure of survival as a viable nation: the
military command world of Freedom, and the factory world of
Hesperus. The former posed little challenge—or so they
thought—while the latter had been attacked fourteen times dur-
ing the Succession Wars and never conquered. Still, even in
prison Duke Robert had several aces up his sleeves ...

Freedom _

The Fifth Lyran Regulars were still rebuilding from their dis-
astrous campaign against the Fourth Davion Guards in early
3064 when Free Skye units assaulted the planet, seeking to
secure the Theater capital and capture Margrave James Ellis.
The Skye units tasked with the mission were the Alexandria FTM
and the Accrington FTM, green units that would not ordinarily
have been given such a mission, though Skye commander John
Dundee deemed them suitable given the Regulars’ condition.
General Dundee overruled several protests within the nascent
Free Skye High Command, particularly those linked to the false
rumors that Victor Steiner-Davion was on Freedom, declaring
that time would tell. . T

The Fifth chose not to contest the landings in early July,
allowing the militia units to gain a foothold on the continent of
Republic. Then, staging a diversionary raid on the Alexandria
unit, the Lyran Regulars proceeded to demonstrate to the
Accrington FTM exactly how capable they were despite being
understrength. Two battalions of 'Mechs threw themselves
against the Militia position, bursting through the ineffectual
perimeter defenses and overrunning the militia's artillery bat-
talion and supply depot, and shattering three regiments of
infantry and one of armor in the process. A counter-attack by
the militia's own 'Mechs forced the Fifth to withdraw, but the
damage was already done. The Accrington FTM had lost almost
half its fighting strength and the unit's morale was in tatters.
That the assault cost the Fifth almost two companies was scant
consolation to the rebels as the Lyran Regulars still controlled
the Theater command center and its vast caches of supplies.

Unwilling to attempt a direct assault on the Fifth, who
together with the planetary militia established a defensive cor-
don around Jefferson City, the Free Skye units slowly spread
their influence across the planet, becoming the de-facto gover-
nors of Independence and much of Republic. Controlling the
flow of goods—particularly foodstuffs—to the capital was the
most effective way of winning control, forcing the Fifth to come
out and fight or else be slowly starved together with the mil-
lions of civilians in the city. On 9 October, the first of Duke
Robert's “rabbits” appeared from the hat when Maria Esteban,
who had defected from the Eleventh Arcturan Guard in
February, arrived at Freedom with her battle-hardened retinue
and took control of the Free Skye operation. Margrave Ellis and
the Fifth Lyran realized their time was rapidly running out.

Hesperus |l

Control over Hesperus |l would decide both the fate of Free
Skye and Loyalist control over the Alliance and so both factions
committed considerable resources to securing the battle-
scarred industrial world. The planetary garrison was comprised
of the Fifteenth and Thirty-sixth Lyran Guards, the former the
elite but under-strength veterans of the Fourteenth Battle of
Hesperus in 3057 and the latter a stronger but less experi-
enced unit who for many months had refused to be drawn in
support for Victor or Katherine.
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The Air Surfer's decision to support Katherine after the out-
break of the Civil War eased tensions on Hesperus. However,
neither unit had organic aerospace assets and when the Skye
Rebellion seemed imminent the Archon ordered the mercenary
Gray Death Legion—also veterans of Fourteenth Battle of
Hesperus—to deploy to the factory world in support of the line
units. The third group on-planet was the Defiance Self
Protection force, a corporate military unit equipped with the
best Defiance of Hesperus had to offer and operating outside
the LAAF hierarchy, answering only to the Defiance CEO. The
DSPF cared little for the mercenaries after the 3057 battle and
tensions between the two groups were high despite the pres-
ence of Daniel Brewer—Duke of Hesperus and CEO of
DefHes—as a captain in the Legion. The antipathy in the unit
culminated in a friendly fire incident on 22 June, when a Legion
patrol strayed too close to the Defiance fortifications. The
Avalonclass warship Simon Davion completed the planet's
defenses. To the uninitiated, it seemed an insurmountable
force. Those familiar with Hesperus' history knew better.

Historians cite 15 June as the start of the Fifteenth battle
of Hesperus, the date that elements of the Twenty-second Skye
Rangers staged a stealth insertion into the Hesperus system
and began their approach to the key world. Going to ground on
hostile Hesperus I, the Twenty-second waited for the arrival of
the main Skye force before a planned lightning assault on
Hesperus II's principal spaceport at Maria’s Elegy. The chance
discovery of the Rangers by militia fighters on 23 June almost
ruined their plans, though they were able to shoot down the
patrol before it could alert the defenders. Nonetheless, with the
Grey Death Legion conducting SAR missions to find the missing
fighters, Colonel Francisco de Argall decided to implement an
alternative battle plan.

As the Fourth Skye Rangers arrived on 28 June, supported
by the Foxclass WarShips Indefatigable and lllustrious, the
Twenty-second exploded from Hesperus lll, brushing aside the
Grey Death fighter screen and landing in their secondary LZ, the
agricultural Melrose Valley, where they set about razing farm-
steads and crops to prompt a response by the defenders. A
mercenary battalion boosted to intercept the invaders but was
eventually forced to withdraw. In space, the Simon Davion
moved to engage the inbound Fourth Skye, engaging the two
Foxclass corvettes. Their efforts shattered the lllustrious, but
a surprise assault by the Indefatigable exposed the Loyalist
WarShip to a boarding action and the cruiser fell to the Free
Skye forces in less than an hour. The newly acquired vessel was
quickly turned against the defenders, destroying a pair of
Loyalist JumpShips that were preparing to flee before escorting
the Fourth Skye flotilla in-system; a move that showed how crit-
ically important both sides considered this battle.

Landing at the Caran River Basin and driving on the Doering
Electronics” plant, the new arrivals prompted a response from
both the Fifteenth Lyran Guard and the GDL, though the
Loyalists realized their position was untenable and withdrew.

Attempts to call in the semi-independent Thirty-sixth from the
Maldon mining complex on the far side of the planet came to
naught, placing defense of the Defiance complex squarely on
the shoulders of the Fifteenth and the mercenaries. To the sur-
prise of the defenders, the bulk of both Skye units disengaged
from their respective operation areas and boosted for orbit.

Their target soon became apparent when Skye fighters
began to attack DSPF positions before the Rangers dropped
into close combat. The corporate militia managed to hold off the
assault but was hard pressed and the Gray Death began a
maneuver to reinforce the factory complex utilizing the maglev
system that linked Maria's Elegy and the mountain, sustaining
serious damage when their train was ambushed and derailed.

Realizing the desperation of the Loyalist position, Leutnant-
General Gina Ciampa of the Fifteenth issued a request to the
LAAF High Command for additional forces, sending out her
request via ComStar. In a desperate attempt to prevent this, the
Skye Commander, the maverick William Harrison von Frisch
called in the Simon Davion to make a surgical strike against the
HPG compound. To his horror, the Free Skye captain of the
WarShip exceeded his mandate, not only flattening the ComStar
facility but also unleashing his vessel's firepower against the
spaceport at Maria’s Elegy. The attack devastated the Fifteenth
Lyran Guard, which used the spaceport as its base of opera-
tions, killing more than two thousand infantry and armor crews,
as well as seven hundred civilian workers. Von Frisch was horri-
fied but resolved to erase the stain on Skye’s honor by captur-
ing the world.

For the next week, the Loyalist and Free Skye forces jock-
eyed for position, the GDL staging a series of raids against rebel
positions in an attempt to lure their opponents out of position.
The mercenaries achieved a degree of success but the death of
Lieutenant-Colonel Davis McCall on 8 July damaged the
Legion's will to fight and prompted them to withdraw. Four days
later the situation worsened with the arrival of reinforcements
for the rebels. The Thirty-second Lyran Guards—Ilured to the
Free Skye banner by Duke Robert—landed at Maria's Elegy
while the Seventeenth Skye Rangers deployed to Maldon to pin
the Thirty-sixth Lyran Guard in place.

On July 18, the rebels launched their offensive against the
Deflance complex; the Thirty-second Guard RCT, the Fourth
Skye RCT and Twenty-second Skye Regiment against the
mauled Fifteenth Lyran Guard RCT and the remains of the Grey
Death. The fighting was bloody and at close quarters, costing all
the combatants dearly. The Fifteenth Lyran crushed the Twenty-
Second Skye but the GDL was forced to hold the line against the
other two Free Skye units. The Legion checked the assault—
even managing to capture Alice Day, the commander of the
Thirty-second—but paid a fearful price for their success.
Colonel Lori Kalmar-Carlisle was slain by Skye infantry after
ejecting from her Victor. Reduced to barely a company of
'Mechs, the Gray Death Legion were effectively dead, the sur-
vivors, including Duke Brewer, incorporated into the DSPF.
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ALL THE PRINCE'S MEN

| wish someone would make a god-
damned decision sometime! | really don't
understand how people can follow Victor.
Well, that's not entirely true. He is the firstborn
son of Hanse Davion. If he’d been a chiva
monkey, three-quarters of the Federated Suns
would follow him into battle without hesita-
tion.

| can understand that it was tough grow-
ing up in the Royal Palace. But he's not a gen-
eral. He's barely a battalion commander, and it
shows in the way he fights. He has no concept
of logistics, no idea how to actually maneuver
a regiment, or heaven forbid, anything larger in
battle. All he does is jump in his "Mech and
lead his men out to destroy something. Hell, if
he was one of my battalion commanders, I'd
probably be happy as a clam. Just point him at
something and tell him to kill. He's good at
that. But if he didn’t have that Daishi, he would
have been dead years ago.

Oh, | know I'm being hard on him, but
that's because he just pisses me off so much
sometimes. Everything he does has to be a
damn committee decision. Everyone has to
weigh in with their own opinion. | swear, he’s
more concerned with everyone’s feelings than
he is about making the right decision.
Normally.

Right now, he’s not even leading by com-
mittee. Everyone close to him is tiptoeing
around like he'll break if they don’t shield him.
He's the goddamn commander! You know, |
don't give a damn who he lost. We've all lost
someone close to us, but it's been seven
months for God's sake! You accept it and then
you move on, because if you don’t then you're
going to get more of your men killed. | don't
gven want to think about how many men we'’ve
lost because the operation fell off-track.

All we need is someone, anyone, to start
making some decisions here. Morgan Kell has
done what he could, but even he seems reluc-
tant to make anything resembling a tough call.
That's a damn shame, too.

| just don't know how much longer we
can wait. Pretty soon, the Katists will come
knacking. | just hope we're ready when they do
come.

— Leftenant General Absalom Dirksen,
Twenty-third Arcturan Guards, personal jour-
nals, 30 July 3065

Skye

The Skye Jaegers masquerade of pro-Katherine sentiment was stripped away on
22 July when the Loyalist Eleventh Lyran Regulars, nicknamed The Hammers and
based on nearby Alphecca, arrived at Skye with orders from General Nondi Steiner to
determine the Jaegers' allegiance and, if necessary, take steps to regain control of
the Skye Legislature. General Dundee allowed the Eleventh to land on Skye unmo-
lested, then—as the Regulars were disembarking—proceeded to jam their commu-
nications and struck at their flanks in concert with Skye’s planetary militia.

The Free Skye force drove the Loyalist regiment out of New Glasgow and into
the Maclintosh Valley, harrying them to the edge of the Bannockburn Bogs. Colonel
Donner quickly called in his surviving DropShips—two had been captured by Free
Skye operatives in the spaceport attack—which made sub-orbital flights to extract
the two surviving battalions of Hammers. The Loyalists withdrew 'to Alphecca where
they reported back to General Steine. Donner had been canny enough, however, to
leave a number of his “irregular operations troops” behind on Skye, where they linked
up with the local Lohengrin platoons and wrought havoc on the provisional Free Skye
government for the next eighteen months.

OTHER ACTIONS ’

The number of secondary battles in the Lyran Alliance soared during Wave Five
as wavering units finally committed to one or other side in the conflict (such as the
clashes between the Forty-Second Avalon Hussars and the Penobscott CTM on
Timbiqui) or came under attack (as on Inarcs and Vendrell). Several other minor oper-
ations were spun off of major thrusts, notably the bloody but futile battle on Thorin
as the Eleventh Arcturan task force sought to bring Prince Victor low.

Inarcs

In early September, the LIC discovered the true identity of the garrison on
Inarcs, including its composition, and dispatched the Neerabup MTM to deal with the
false-flagged Seventh Crucis Lancer battalion that held the world. Unaware that their
cover had been blown, the Lancers continued to masquerade as the Thirty-ninth
Avalon Hussars, claiming to be ‘Mech battalion supported by multiple armor and
infantry regiments. Knowing the true strength—there was only a battalion of armor
supporting two reinforced companies of 'Mechs—the militia was undeterred and
pounded on the Allied unit. The Lancers managed to resist the onslaught for almost
six weeks but on 27 October called for and received terms for surrender.
Unfortunately for the Loyalists, the six-week delay had given the Lancers time to crip-
ple the Blackstone Industries plants, which weren't returned to full operation until
mid 3066,

Lipton

Many of the Fourth Alliance Guard left behind on Lipton were supporters of the
Free Skye movement and when rebels began their military campaign for indepen-
dence, many of those on Lipton advocated joining the cause. Debates between the
Fourth Alliance troopers became heated, and on 2 August, fighting erupted between
the pro- and anti-Skye factions. At first the conflict was limited to small arms fire, but
as the month progressed, increasingly heavy weapons were deployed. When "Mechs
of the two factions began fighting on 16 August, Precentor Alder Reed intervened to
stop the fighting, interposing his 143rd Division between the combatants. With
General Bert-Gregg away on Thorin, ComStar's neutrality was respected and the two
sides returned to their barracks. Officially, no members of the Fourth sided with Free
Skye but in the late summer of 3065 a substantial number of the Lipton garrison
went AWOL or applied for personal leave, only to reappear several months later in a
Free Skye unit.
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Thorin

Victor's withdrawal from Tikonov threw the Allied offensive
into disarray. It also sent Loyalist forces into a frenzy as they
sought to pin down the former Prince’s location. A wide range of
worlds were cited as possible destinations—Alcor, Muphrid,
Alarion and Arc-Royal—but the most likely candidate was Thorin,
Victor's base immediately before he attacked into the Federated
Suns, where had been sighted the Prince’'s Men and elements
of the Outlands Legion. Though some analysts disagreed,
Katherine authorized a major assault on the world, spearhead-
ed by the Eleventh Lyran Guard taskforce that had proved so
effective on York and Tikonov and that remained one of the
Loyalist's most potent units, despite the defection of Maria
Esteban and many of her associates to Free Skye.

Comprised of the Eleventh Arcturan Guard, the Alarion
Jaegers, the Fourth Lyran Regulars, the Fourth Alliance Guard
and the Carlisle and Alarion APMs, the taskforce was one of the
largest assembled in the war. It quickly established a foothold
on the world following the landings on 7 August but was unable
to dislodge Victor's troops from Ecol city, which remained the
hub of the planetary defense.

For the next two weeks, the task force waged a brutal war
against the Prince’s Men and the Outland Legion, harrying ele-
ments of the Allied units across the continent until the 244th
Division made a desperate stand in the Kalakos Pass.
Bloodying the nose of the Arcturan Guard, albeit at the cost of
the division's commander, Raymond Irelon, the rearguard action
bought time for the two Allied units to withdraw and regroup at
Ecol City. Although Katherine regarded the Loyalist assault as a
qualified success, pinning two of Victor's core units, General
Linda McDonald regarded it as a dismal failure; Victor was not
on Thorin, nor was there any evidence of where he might be.
McDonald feared—and was eventually proven correct—that the
brilliant mobile campaign waged by the allied defenders would
weaken the Loyalist cause, denying them some of their best
units while Prince Victor recovered from the body-blows of
Tikonov and Omi Kurita's assassination.

Victor's return to Thorin on 24 January 3066, landing on
the Sandstain Plateau, marked the end of the fifth wave and the
former Prince's return to the operational side of the War. He
decided the only way to succeed in the Federated Suns was to
leap forward and gamble on receiving supplies from Tikonov,
Kathil and Robinson. On January 26, the Allies abandoned
Thorin to Linda McDonald's task force. Victor headed into the
Federated Suns, leaving behind his Lyran supply chain, while
Morgan Kell, who had commanded the defense of Thorin, head-
ed back into the Alliance, his goal to “neutralize” Nondi Steiner
and drive her off Tharkad.

Strateglc Movements

in the wake of the Jade Falcon Incursion and the budding
Free Skye Revolt, Allied and Loyalist commanders found them-
selves with precious few strategic reserves. Once the final round
of assaults and garrison redeployments were made in the
Melissia and Pandora Theaters, though, Morgan Kell found him-
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self with some additional combat capability. Keeping the rebuild-
ing Dioscuri on Morges alongside Khan Phelan Kell's Wolf Clan,
Grand Duke Morgan Kell ordered the two regiments of the Blue
Star Irregulars to Arc—RojzaI. There the units were in place to quick-
ly redeploy almost anywhere in the Donegal or Coventry
Provinces, though even at this early stage the odds were that Kell
was already preparing an assault force to take Tharkad.

Surprisingly, the only significant move made by Nondi
Steiner was the reassignment of the Seventeenth Arcturan
Guards to the Federated Suns command, under directions from
the Archon. Enroute to Tikonov, where the unit would receive fur-
ther orders, the Seventeenth only reached the Caph system by
the end of the wave. . -

DRACONIS COMBINE

The war with the Draconis Combine was not going well for
Duke James Sandoval. Coordiantor Theodore Kurita had man-
aged to counterattack with more strength than the Duke had
ever imagined possible, and unlike Kurita's successes during
the War of 3039, these battles were being won with an over-
abundance of force. Of the six key Combine worlds that
Sandoval's troops had held prior to the Coordinator’'s coun-
terattack, five had fallen back into Combine hands while a
sixth—Proserpina—was gripped by a desperate battle
between the two sides.

Worse still for Duke Sandoval were the successes that the
Coordinator's troops were having on worlds within the duke's
Draconis March. While the rest of the Federated Suns was
struggling to determine who would be ruler, the Draconis March
was fighting for its very survival.

PROSERPINA

The battle for the world of Proserpina was not going well
for the Draconis Combine forces under Sho-sho Shin Yodama.
The FedSuns forces on the world—the Eighth Crucis Lancers
and the two additional brigades of occupation troops—were
significant enough that Yodama could not quickly and easily
crush or bypass them. Yodama still had an obligation to the
Coordiantor and the people of the Draconis Combine and con-
tinued on in his efforts.

Major General Jeremiah Marshall fought a relatively
straight-forward defensive campaign against Yodama and his
First Sword of Light and First Ghost, arranging his regiments in
echelons that allowed him to often rotate troops between front-
line action and rearguard duty. As the first battle for the world
had demonstrated, the FedSuns troops probably could not
stand against a massive suicidal attack on the part of the
Combine forces, but both Marshall and Yodama knew just how
costly those attacks had been for the Combine troops.

Months earlier, Marshall had reassigned the bulk of his
engineer units to building fortifications and obstacles to better
defend the front on the Conn Plains. Those defensive positions
cost the DCMS troops dearly, yel when they tried to make an
“end run” around those positions, they found that Marshall had
significant forces on either flank, ready to reinforce a belea-
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guered defensive zone or to launch massive blunting attacks.
Yodama and his task force desperately needed more help.

In late July, Yodama received the first elements of this help.
But these “reinforcements” were not traditional combat troops,
but instead were special teams belonging to the ISF's Voice of
the Dragon. Masters of spin and media manipulation, these ISF
teams began to wage a campaign on the hearts and minds of
Proserpina’s people, easily getting their messages to the plan-
et's media outlets. At first, General Marshall and his intelli-
gence advisors did not even recognize the subtle shift in the
media treatment of the war, but over the course of the next sev-
eral months, they did notice a gradual change in the attitudes
of the world’s people. Most had been relatively neutral to the
FedSuns troops when Yodama's task force had first landed,
with a not insignificant percentage of the people outwardly
showing animosity to the DCMS troops.

Yodama recelved additional reinforcements in October, this
time in the form of the Forty-Sixth Dieron Regulars and sup-
porting regiments. Rather than add those directly Lo the front
lines, Yodama grounded them 800 kilometers away, on the
opposite side of Conqueror’s Pride. While potentially dangerous
for the Dieron Regulars, that move did force General Marshall
to retask several regiments of armor and infantry to deal with
the new threat, suddenly putting a strain on his own troops for
the first time in the battle.

General Marshall and his Eighth Crucis Lancers still held
the upper hand on Proserpina, however. Whether he could con-
tinue to hold the world in the face of additional DCMS rein-
forcements still remained to be seen.

DCMS REPRISAL

While he did not know it at the time, Coordinator Kurita's
reprisal across the border into the Draconis March was having
much greater success than he had expected. The march’s
defenders were still scattered across the length of the shared
Combine-FedSuns border—at least those that weren’t already
committed to battles in support of the Civil War. Because of the
Civil War's disruption on shipping within the Federated Suns,
the duke's generals were having great difficulty in moving all the
troops they needed to. Archon Katherine was wholly unwilling to
devote any additional troops to the defense of James Sandoval.
At the same time, Field Marshal Sortek had a number of units
he could call upon to assist, but for the most part they were on
the other side of the Federated Suns. By the time they reached
the embattled worlds, the fights would be long over.

The stresses and emotional strain of compounding
defeats were taking their toll on Duke Sandoval. He had
already been overcome with depression and fatigue, but as
the DCMS Reprisal continued, the Duke's health slipped even
worse. By the middle of Wave Five, his advisors, especially
Maijor General Mai Fortuna, were making almost all of the sig-
nificant decisions concerning the security and defense of the
Draconis March.

Baron Tancred Sandoval returned to Robinson in October at
the behest of his family, only to find his father almost com-
pletely incapacitated. With the backing of his family and the pri-
mary commanders within the Draconis March, Baron Sandoval
took command of the march on 7 October and began the long
struggle to end the DCMS threat while at the same time bring-
ing the Civil War to a conclusion.

Addicks

While defended by significant forces, the world of Addicks
was still a tempting target to the Combine Generals on Al Na'ir
whose honor still demanded that they punish the Federated
Suns more for their invasion of the Draconis Combine. Having
fallen back from Addicks to Al Na'ir, they spent the bulk of 3065
rebuilding and gathering additional forces. Armed with
OmniMechs taken during the war with the Ghost Bears and rein-
forced by the Ryuken-Ni, Tai-sa Samual Noda returned o the
world with his Fifteenth Dieron Regulars and: the Tenth Ghost.

This time, the fighting was concentrated around St. Randall,
the world's capital. The Fighting Urukhai had garrisoned the city
since the DCMS retreat in February of 3065, giving them the
chance to rebuild and maintain their distance from the Twelfth
DLC. When the Combine task force landed on 10 Novemnber, they
surrounded St. Randall, easily crushing the remaining Urukhal
before entering the city to engage in a long and difficult campaign
to capture the city. DEST commandos and DCMS special forces
troops leapfrogged ahead of the bulk of the Combine advance to
take the major governmental buildings in the city, holding out for
ten days until Noda could finally punch an armored column
through the city's defenders to reach the DEST teams.

Marshal Stephan Cooper responded by deploying the bulk
of his Davion Assault Guards and the Twelfth DLC to strike at
Noda's assault force. While the Combine had significant
strength in and around St. Randall, Cooper had the most pow-
erful RCT in the entire Inner Sphere backing him up. The two
Allied units closed in on the Combine task force, doling out
tremendous damage, but Noda managed to hold onto the city,
if ever so tenuously. Finally, Marshal Cooper called in the
Twelfth Vegan Rangers from Algol, though the mercenaries did
not land until the 7th of February. As soon as the Rangers’
Alpha Regiment arrived, the two sides realized that the next
months would likely be the bloodiest of the entire campalgn.

Breed

The battle for Breed grew more desperate as the months
dragged on. General Neece was still optimistic that she and her
Chisholm's Raiders could hold out until Duke Sandoval could
send reinforcements, but the Combine assault in late August
finally convinced her that she was wrong. Sho-sho Laura Nelson
launched a multiprong attack, spearheaded by the Second
Genyosha, on the Raiders’ positions in the eastern Porter
Moraine. While the reglon's rough terrain and heavy tree cover
favored the Chisholm’'s Raiders defense, Nelson had gathered
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a significant infantry force to the world, and used them exten-
sively to clear the hills and valleys of FedSuns troops while her
'Mechs and heavy armor followed up to take care of more sig-
nificant threats.

Two weeks of operations in the Porter Moraine pushed the
Raiders back to Mayfield and Kurn, two towns on large hills over-
looking the entire region. General Neece decided to make this
area something of a last stand and fortified the hills as best as
she could, setting up her remaining artillery batteries with an
uncompromised view of the terrain around them.

Sho-sho Nelson didn't make the Raiders wait long for the
expected assault. The Combine regiments relied heavily on their
own fighters and artillery to soften the Raiders up, but Neece's
artillery was enough to keep the DCMS forces at bay for sever-
al more weeks. As much as Nelson tried, she could not dislodge
the Raiders with ranged strikes alone, though she did very
quickly demolish the towns and many of the defensive positions
that Neece's troops had set up.

On the 8th of October, Sho-sho Nelson ordered her forces
to advance and converge upon the Raiders’ positions. Though
supported by her artillery and fighters, Nelson's troops took
heavy casualties before even reaching the foot of the two hills.
Over the course of the next four days they fought their way up
the hills toward Mayfield and Kurn, much of it hand-to-hand
melee brawling. Hundreds of soldiers on both sides fell while
dozens of tanks and 'Mechs were demolished beyond repair.
On the 13th, though, the Sixteenth Galedon won a foothold in
Kurn, paving the way for the Genyosha to make a sweeping
movement through that town and well into the Raiders’
Mayfield encampment, destroying Neece's artillery units and
grabbing hold of much of her supply caches.

Bounding forward after the Genyosha's successful assault,
the Sixteenth Galedon, reinforced by two regiments of medium
armor, pushed Neece back off of her hill and into the flat farm-
lands beyond. A week of attacks by the Galedon Regulars was
followed by another strong push by the Genyosha, one that saw
several battalions of FedSuns troops die or be captured. By the
24th of October, General Neece made the decision to salvage
the rest of her command by pulling off of Breed. She launched
one last attack to try to blunt the Combine advance, but suc-
ceeded only in getting two of her last four "Mech companies
destroyed and a mixed battalion of infantry and armor captured.

The First Chisholm’s Raiders left the world on 26 October
having lost more than 80 percent of the RCT's combat strength,
though a good deal of those losses were in materiel and the
unit still had quite a bit of eqguipment that needed to be
repaired. The unit left the system on the 5Sth of November,
bound for New Valencia (a world it would not reach until well into
the next wave).

Cassias
Unlike Breed, where the Combine troops were able to final-
ly seize the initiative from the world's defenders because the

Chisholm’s Raiders had not been prepared for a planetary
assault, the Fifth Sword of Light and the Ryuken-Go were locked
in a long and indecisive struggle with the Seventeenth Avalon
Hussars. While the Ryuken-Go had managed to deal the
Hussars a defeat on An Ting, they were on the Hussars’ home
soil now.

Hauptmann General Kev Evans continued to fight a defen-
sive campaign that cost the DCMS regiments far more than it
did his own RCT. When the Combine forces landed, they had
the edge in men and materiel, but by the middle of September,
they had lpst some 20 percent of their fighting strength, bring-
ing them on par to General Evans' force:.s. Throughout the rest
of September and October, Evans slowly fell back in the face of
the Combine advance, halting for a day or two at a time to fight
the DCMS troops from a new defensive position before falling
back again.

On 12 November, though, Evans halted his retreatl in the
Callas Province and took up station within a dozen major defen-
sive emplacements. Behind him to the north were the Romen
Mountains, and while he could have made the journey through
the mountains with his RCT, the Callas Line offered him the
best opportunity to dole out serious damage to the Combine
forces, and if they overran his positions he could still retreat
into the mountains.

As it turns out, he never had to worry about that possibility.

While traditional AFFS military doctrine emphasized mobil-
ity over static defenses, modern military thinking does recog-
nize the fact that there are times that a commander must go
on the defensive, just so long as that commander maintains
the capability to go mobile when the time is right. General
Acabee Zardetto made sure that the defenses he and his Third
Crucis Lancers had built followed those principles to the letter,
giving General Evans a tremendous capability, especially in the
Callas Province,

The DCMS assault force hit the first line of defense on the
13th, and immediately took massed fire from hidden bunkers,
massive fortified gun positions and an extra-heavy artillery
group. Tai-sa Davis Shotoku attempted to weather the fire and
storm the primary defensive positions with his BattleMechs only
to lose a third of his machines in the first five minutes. He
pulled back and tried to destroy one position at a time from
range, but the Hussars’ artillery and fighter cover prevented the
Combine troops from staying in any one position for very long.

Shotoku's almostcontinual stream of reinforcements had
dried up when a squadron of six AFFS naval assault DropShips,
carrying two understrength wings of fighters arrived in-system
almost two months earlier, leaving the Combine commander at
a sudden disadvantage. He tried to flank the fortifications, only
to be struck by a hardy combat command that Evans had
formed to protect his position against just such an attack.

Shotoku tried for a month to break through the defensive
lines, but each time he fell back in the face of an overpowering
defense. On Christmas Eve, he ordered a general withdrawal
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from the Callas Province, but before he could pull all of his
troops off of the line, General Evans launched his own assault.
Attacking from the defensive positions were three mixed com-
bat commands of armor and mechanized troops, but their
attack was not designed to destroy the Combine troops, but
only hold them in place. While Shotoku's troops fought to free
themselves from the Seventeenth, Evans loaded two of his
three 'Mech battalions in the DropShips, dropping them behind
the Combine troops and very quickly following up with two com-
bat commands of additional forces.

Trapped between the two Hussars' assault forces, Shotoku
had only two choices: stay and fight, or retreat and hope to find
a better position. Tai-sa Shotoku chose the latter over the objec-
tions of several senior officers, pulling out toward the east.

As the new year began, General Evans found himself holding
the advantage on the world of Cassias, though if he were to hold
the world, he still had quite a deal of fighting ahead of him.

Kesai IV

The battle for Kesai was not going well for the First Ceti
Hussars by the second month of Wave Five. The Twelfth
Galedon Regulars and the First Amphigean Light Assault Group
received reinforcements in July that gave them an additional two
mechanized regiments plus the reinforced 147th Heavy Fighter
Wing, one flying more than a dozen of the Combine’s new Tatsu
OmniFighters. As soon as those reinforcements were rotated
into combat, Leftenant General Alexander Malen lost much of
his mobility advantage.

He still kept on the move, though, doing his best to keep
the Combine invaders offguard with his Combat Command
Bravo’s lighting attacks and quick retreats. Malen kept that up
for a month before Kesai's scorching summer months arrived in
September, forcing both sides to seek shelter during the day to
avoid heat stoke in their men and overheating in their vehicles.
Even at night the two sides found it difficult to operate for any
lengthy periods.

Malen managed to reach the Kopeche Military Reservation
by mid-menth, giving him and his troops a steady supply of
water as well as an easily defensible position. The Combine
troops attempted to assault the base and drive the Hussars out
on the 22nd of September but only succeeded in losing two
companies of 'Mechs and a battalion of armor to severe heat
problems. They pulled back to Febel's Folly, a city some 80 kilo-
meters to the north of the base, but their presence put a strain
on the city's water supply, uniting the citizens even moreso
against the Combine troops.

With the help of Malen's soldiers, the people of Febel's
Folly launched a terrorist campaign against the Combine troops,
who responded with overbearing force. Soon, however, the
DCMS forces found their water supply tainted with a poison
that, over the course of a week, had disabled almost half of
their combat contingent. The Ceti Hussars attacked in the wake
of the polsoning, a move that expelled the Combine troops from
the city and actually captured over a thousand soldiers.

Tai-sa Jerome Wolf-Hunter pulled his task force back even
further following that attack and sat out the summer months on
the continent pf Hades by relying on his DropShips to make
almost daily water and other supplies treks.

WAVE FIVE POSTSCRIPT

While no one realized it at the time, the beginning of Wave
Five was truly the beginning of the end to the Civil War. By the
end of the Wave, though, it was rapidly becoming obvious to
anyone who had access to battle reports or troop movements
that the war was running its course, By simply looking at the
rate and size of the troop movements, one-could tell that the
AFFS and the LAAF had Just about exhausted themselves. After
having battled each other, plus two major external powers, for
three years, the Allies and the Loyalists were running low on
supplies and manpower. Worse, as units moved around during
the course of the war, the majority of the JumpShip fleets tend-
ed to cluster within regions where significant action was hap-
pening, depriving the rest of the two nations of much-needed
transportation capability. There were hundreds of worlds in each
half of the former Federated Commonwealth that depended on
imports for their very survival—worlds that were no longer get-
ting the shipments that they needed.

To the strategists, the war was about to enter its most des-
perate phase. The Archon's allies had been losing ground mili-
tarily for quite some time, but now they were also losing face.
The people of even the Lyran Alliance were losing their trust in
Archon Katherine and calling for her resignation, or worse. Of
course, many of those people calling for the Archon's removal
did not want to see Victor Steiner-Davion in her place again.
Indeed, there were a significant number who didn't want to see
any of the surviving Steiner-Davion children in power.

The war may have been winding down, but it was still far
from over. The simplest of the battles were behind the combat-
ants. The next year and a half would test both the mettle and
the convictions of everyone involved.
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_FEDCOM CIVIL WAR

WAVE SIX

FEBRUARY 3066—AUGUST 3066

“Dictators ride to and fro upon tigers which they dare not dismount. And the tigers are getting hungry.”

_ Sir Winston Churchill, While England Slept, 1936

T"his whole thing is a damned mess! Now tell me again just who the hell our enemies are today?"
_ Leutnant Sam Raven, Fifteenth Arcturan Guards, 15 March 3066

OVERVIEW

he sixth official wave of the Civil War brought with it a
desperation thal had not yel manifested itsell widely. The
flames of the war were rapidly burning out, as were the com-
hatants. A number of worlds in each realm were still gripped
by massive hattles, the likes of which had not been seen
slnce Genoral Kerensky's campalgn to liberale the lerran
Hegemony from Stephan Amaris, but even those were bagin-
ning to show signs of winding down.

The war effort might have been burning out, but the
Archon’s fury was not. Her brother's successes throughout the
Lyran Alliance and the Federated Suns only broughl out even
more of her already-infamous temper. Through her loyal coterie
she had ordered the deaths of countless thousands, while con-
demning millions more to life without even the mast basic of
human rights. Worse, her efforts to alter the course of the war
into her favor had severely impacted the economies of both the
Federated Suns and the Lyran Alliance, with some analysts even
claiming that the Taurian Concordat had & greater Gross National
Product than the Lyran Alliance by the end of 3065. While that
was one extreme, economists throughout the Inner Sphere all
agreed that neither nation could bear the strain of war for much
longer. Worse, it would be decades before either could fully
recover from the damage done.

The Archon could not be bothered with such analysis,
however. Her actlons throughout the course of the Civil War
demonstrated very clearly Lhat the only thing she cared about
was victory al all costs. Her ego simply could not accept a uni
verse whereln her brother could have the support of any of
“her” people

For his part, Victor Steiner-Davion could not simply give
up and end the war, Though it had cost the Lyran Alliance and
Federated Suns tremendously already, with the war cost rang-
ing well into the hundreds of trillions, he and his senior advi
sors felt that to end the war now to save the people any more
suffering would only cost them more in the end as Katherine
moved to regain control over both realms.

S0, while citizens and soldiers continued to die each day,
the two sides continued to battle on for the control of the for-
mer Federatad Commonwealth.

FEDERATED SUNS

Within the Federated Suns, both the Allies and the
Loyalists were already declaring victory. While the Allied
forces, nominally under the direction of Field Marshal Ardan

Sortek, had won battles against the Loyalists on most of the
regional capltals within the Federated Syns, the Loyalists nat
only still held New Avalon, but they had driven Victor Steiner
Davion and his personal coterie off of Tikonov and back into
the Lyran Alliance, Many of the Archon’s political advisors
saw that and hailed it as a harkening to the end of the war.
To them, the Allied forces had been beaten, and they were
only too happy to share that “fact” wilh the rest of the Inner
Sphere. While thal clalm was specious at best, their infor-
malion campaign hailing the Archon’s victory over her broth-
er nevertheless had a significant impact on the worlds of the
Federated Suns, at least those not under the direct control of
Allied troops. Many of those who had been rebelling against
the Archon and her supporters gave up hope, while politi-
cians and bureaucrats who had been sitting “on the fence”
chose to vocally support Katherine in an attempt to nol get
“left behind.” '

Of course to the Archon's military advisors, especially
Marshal of the Armies Jackson Davion, those claims were sim-
ply ludicrous. They knew that they had suffered too many sig-
nificant defeats on major worlds. Some, like the fights for New
Syrtis and Tikonov, were still raging away. With victory on any
one of these worlds would come a significant power base in
the Capellan March, the one region that Katherine still need-
ed to subjugate if she were to truly win the war within the
Federated Suns.

Maost of the other actions within the Federated Suns were
merely perfunctory, though, with unit fighting unit bacause
both happened to be on the world. Indeed, there were still
some four dozen worlds that were gripped by the war to one
extent or another, most within the Capellan March. In the
grand scheme, these worlds truly mattered little to the war
effort, bul the Archon directed her generals to take those
worlds anyway, often over the objections of Jackson Davion.

The Archon was slowly losing her grip on the Federated
Suns, but she did still hold on to New Avalon. Until she could
be removed from the seat of power within the nation, she
would continue to remain a threat to the people of the
Federated Suns.

MARLETTE

Marlette's two year-long orbit gives its farmers incredible
growing seasons, but when its winter comes, the atfected
regions shut down for many months at a time. The Allied
forces held the advantage on the world, with the Jedda
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Military Complex in their hands, though more than a year of
fighting on the world had taken its toll on the complex, and
especially its supply caches. Still, the Allied troops had better
facilities than the Loyalists, which had supplemented the quar-
ters they seized from a handful of outlying outposts and small
towns with several guickly-assembled “towns” of pre-fab build-
ings and DropShips converted from cargo carriers and heavy
equipment transports to temporary quarters.

The “spring melt” on Marlette came six months after the
first blizzard, inundating rivers and streams which quickly rose
above their banks and flooded the already-soaked ground. In
the span of three weeks in late May, the two opposing forces
went from sitting on a frozen, snow-covered landscape to bat-
tling back the rising waters. The Allied troops on the Jedda
Complex for the most part had little to worry about, though the
unseasonable snowfalls had driven the waterline up so high
that the Loyalists had to erect sandbag dikes to keep the
floods from wiping out their encampments and overtaking
their DropShips.

With the Loyalists suddenly forced to deal with a very dif-
ferent kind of enemy, Generals Roberts and Felsner went on
the attack. Using ad-hoc battalions formed from their com-
hined hovercraft, VTOL units and BattleMechs, the generals
struck the Fifth Lyran Guards with two regiments, catching the
Guards off-guard. With the majority of their armored and even
BattleMech units safely hangared within DropShips or secure
buildings, they could not react in time to counter the Allied
assault that overtook two of their primary encampments.
General Roberts followed up with two more regiments of
mechanized infantry and heavy armor—though only after five
hours of detours to avoid unstable land—successfully captur-
ing the encampments and knocking more than two-thirds of
the Lyran Guards out of the action.

The rest of the Lyran Guards, still under the command of
Leftenant General Barry Palin, united with the Marlette CMM
to stage a counterattack of their own. By the time they orga-
nized the operation, the entire plain to the northeast of the
Jedda Complex was under anywhere from two centimeters to
six meters of water. The Loyalists prepared for a move before
the floodwaters rose anymore while they launched their
attack. The Allied troops were ready for them, though.

The battles over the course of the next two days took
place primarily between the islands formed by the larger hills,
with the Allied troops simply driving the Loyalists ahead of
them. Reinforced by an additional battalion of hovercraft sal-
vaged from the Fifth Lyran Guards, the Allies pushed the
Loyalists back to their flooded encampments and LZs. While
the more mobile units attempted to hold the line, General
Palin and General Waxon, commanding the CMM, ordered
their DropShips to lift off.

Unfortunately, it wasn't so easy. Several of the DropShips
were standing in a meter or more of water, while others had
huge dikes built around them. As soon as they started up their
engines, they flashed the water to steam, causing damage

both to themselves and to other DropShips. While many of the
DropShips had sunk somewhat into the softened ground,
three had sunk so far that they could not lift off without dam-
aging themselves. One other, a Union, took enough damage
from the steam flashes and other debris blown against it by
other DropShips lifting off that one of its engines cut out at
thirty meters in the air, dropping the vessel back to the ground
and flooding the engineering compartments (the vessel is still
there on Marlette, one-quarter buried in the ground).

The Loyalists pulled back to the both drier and more
defensible territory of the Great Ryan Expanse, but the Allied
forces continued to push hard, felling a CMM combat com-
mand on the 11th of June and capturing two infantry battal-
ions that had lost their transportation weeks earlier in the
floods. Generals Roberts and Felsner pushed hard for the next
month, slowly wearing their opponents down and even captur-
ing Leftenant General Palin on the 20th.

In fact, the Allies were making such incredible progress that
by the end of July, the remaining Loyalist forces had been reduced
to what amounted to three bare combat commands. But then the
Loyalists received some reinforcements.

Following the arrival of Victor Steiner-Davion on Tikonov,
the Loyalist defense there very rapidly fell apart, with the
Fifteenth DLC and the First Republican withdrawing rather
than be destroyed. They arrived on the 7th of August after
pushing hard to get away from the Allied task force, jumping
through the unpopulated CRRS-22 system, where their
JumpShips received recharges from an AFFS recharge and
transit station (though not secret, it is uncommon knowledge
that centuries ago the Federated Suns set up recharge sta-
tions in systems directly connecting regional capitals and
other significant systems).

The newly-arrived Loyalist troops rendezvoused with the
CMM in Rosencarl and began to coordinate their defense
against the two Crucis Lancers RCTs.

NEW AVALON

By the end of Wave Six, the major players were in place
for the assault on New Avalon. While the entire battle for New
Avalon will be described in the next section, a number of pre-
liminary actions happened during the summer of 3066 on
New Avalon.

That the Archon securely held the world was unques-
tioned. She had too many of her agents in high positions, and
far too many enforcers to call upon, for officials who found
themselves believing that the Archon needed to be removed to
operate openly or freely. On the other hand, the world of New
Avalon had always heen incredibly loyal to the Davion family
and Katherine's actions over the past several years proved to
many that she was not deserving of its loyalties.

The Allied sympathizers within the High Command were in
the best position to assist the war effort, but were also care-
fully watched by Katherine's agents. Since the beginning of
the war, literally thousands of ranking military and civilian per-
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sonnel had been arrested on New Avalon, with eighty-two hav-
ing been executed for acts of treason. So, over the course of
time, they very slowly and carefully made preparations for the
eventual invasion. Supplies and ammunition were routed to
secret caches. Personnel were transferred out of some sec-
tions and into others, grouping them together with other Allied
sympathizers. Dormant viruses were placed within key com-
puter systems and saboteurs prepared to destroy important
command and control nodes.

With the approach of April, the Archon had recalled sev-
eral additional units to New Avalon, swelling the numbers of
AFFS personnel on-world. As those numbers increased, Allied
sympathizers and special forces teams all over New Avalon ini-
tiated their final plans. They incited demonstrations and riots
against the Archon to draw out and tire the military. They also
prepared their last few military units, most militia or free con-
ventional companies and battalions, but also including the
three combined-arms battalions that Marshal Bishop Sortek
had broken off from his First Davion Guards and hidden deep
in the Grand Avalon Mountains, within bunkers that only a few
within the Department of the Quartermaster knew about,

Additionally, Allied agents within the High Command, having
always monitored communications and passed on relevant
information, and even “lost” or “misinterpreted” the cccasional
communiqué, began to step up their information warfare.

Though no military battles were fought during this time,
the campaign for New Avalon had already begun.

NEW SYRTIS

Following the trouncing that Duke Hasek's forces had
delivered to the Loyalists, including the death of Hauptmann
General Justin Leabo, the Duke continued to push forward to
drive the Archon’s invaders from his home world. Hauptmann
General Victor Amelio launched his own plan at the outset of
Wave Six to halt the Duke and crush one of Hasek's units.

Amelio took command of the last surviving elements of
the Eleventh Avalon Hussars after he learned of Leabo's death
and redeployed the unit to the Bowerton Glacier, where they
could operate freely to threaten different regions of the world.
The Duke detailed his Kathil CMM to deal with those rem-
nants, but instead of finding just the decimated Eleventh
Avalon Hussars, the CMM found also Amelio’s Fourth Donegal
Guards. The Hussars literally burst out from beneath the ice
to hold the CMM in place while Amelio’s Fourth Guards moved
in from both sides in a pincer movement. Two days of battle
broke the CMM, but also crushed the remainder of the
Hussars. As CMM survivors trickled into nearby AFFS bases
for the next two weeks, Amelio incorporated the rest of the
Hussars into his RCT and continued to strike out at Duke
Hasek.

Calling heavily on the Ridgebrook CMM now, General
Amelio pushed hard, with his eyes set on the planetary capital
of Saso—and Duke Hasek's underground command center.
The two sides jockeyed for position with each other for quite a

while, but the Ridgebrook CMM made a serious misstep when
they made a fighting retreat through the Morgan Hasek-Davion
Memorial Park, a lone point in the middle of a vast icy wilder-
ness. The destruction of that monument to the former Duke
galvanized the world’s defenders against the Loyalist invaders.
From that point on, they began to show na mercy.

Following the death of Leftenant General Seth Miller,
General Amelio promoted Leftenant General Emeline Jones to
the command of the Ridgebrook CMM in the first week of April.
The two generals continued to battle on, but the long cam-
paign was truly taking its toll on the Loyalist troops. Yet the
two Loyalist units made quite a bit of headway in the final
week of April and the first two weeks in ,May'.

They soon discovered it was not entirely because of their
fighting abilities.

Duke Hasek found himsell rapidly running out of ammuni-
tflon and consumables by the middle of the wave—unfortu-
nately he had been supplying his other units operating within
the Capellan March with stores taken directly from his final
reserves on New Syrtis, leaving him only with enough to last
through nine months of concentrated campaigning. His units
had been consuming those stores at an accelerated rate, how-
ever, and as the campaign approached its seventh month,
Duke Hasek found himself needing a quick victory.

He instructed his senior commanders to steadily fall
back toward Saso in the face of the Loyalist advance. In Saso
he knew that his troops would not only benefit from shart
lines of communication, but they would also fight with just a
bit more vigor.

The Loyalists reached the outskirts of the capital on 14
May, opening the assault with a heavy artillery barrage into
the city to weaken the defenders’ positions. The minute they
opened fire, Duke Hasek’s troops had the upper hand.

Returning fire with their own artillery, the New Syrtis
defenders very quickly silenced the Loyalist guns and
launched their own attack. The mercenary Vanguard Legion
took up station within the city, along with several regiments of
conventional infantry, while the New Syrtis CMM and the
Eighth Syrtis Fusiliers struck out at the Loyalists' flanks.
General Leabo did not divert his own RCT from the primary tar-
get of Saso, though, instead leaving General Jones to deal
with the flanking assaults.~The Davion Light Guards stood
watch as a mobile reserve, moving in to counter a Fourth
Donegal movement of two combat commands trying to skirt
the city limits and attack from a different angle 24 hours after
the first assault.

Less than 18 hours later, General Leabo had won a
foothold within the city, but quickly found himself up against a
mercenary command that had not only taken the campaign on
New Syrtis personally, but also had a deep-seated hatred of all
things Lyran. Colonel Chad Dean, commander of the Vanguard
Legion, lead his troops into battle against Leabo's Fourth
Donegal Guards, stopping their advance cold, though only after
suffering heavy casualties. As the battle progressed, he and




his MechWarriors lost control and began firing into the cockpits of downed enemy
'Mechs, ensuring that they would not return to fight another day. Only the interven-
tion of MechWarriors from the Sixth Syrtis Fusiliers, who had finally crushed the
Ridgebrook CMM and entered the city in chase of the Fourth Donegal, prevented the
mercenaries from executing every Loyalist soldier they found.

The desperate battle for New Syrtis ended that day, 16 May 3066, with
Hauptmann General Justin Leabo surrendering his command.

Twelve days later, the Second Ceti Hussars grounded on the world. Though the
campaign for New Syrtis had ended before they could lend their assistance, the
unit had completely secured the world of Taygeta for the Allied cause. They waited
there until Field Marshal Sortek reached the world, at which time they followed him
to New Syrtis. Once there, the Field Marshal and Duke Hasek met to discuss the
final campaign against New Avalon. Duke Hasek refused to join the Field Marshal
on his final drive, however, instead committing himself to taking final control over
his Capellan March and beginning the long healing process.

Field Marshal Sortck did attach the Davion Light Guards, as well as the rem-
nants of the Vanguard Legion, to his growing task force, however, and began the
long journey to New Avalon shortly afterward.

TALON

March brought with it the completion of yet another production run from Kallon
Industries, and with it anather shipment offworld. While Leftenant General Hughes
had pulled the bulk of her troops out of the mountains, she still had scouts in over-
watch positions, and likewise still had intel from overflights and satellite recon-
naissance. She knew that the Twenty-Second Avalon Hussars were preparing o
make another shipment to New Avalon.

This time, however, she found that the Hussars were preparing more than just
a handful of ships for launch. Her intelligence section reported that more than half
of the Hussars DropShips were preparing for launch. As soon as she found that
out, she prepared what was left of her own RCT, plus the substantial naval attack
forces In-system, for a massive battle. A day later, she received word from Field
Marshal Sortek's own staff that the Hussars were being recalled to New Avalon.
Furthermore, she was to do everything in her power to prevent the Hussars from
leaving the system.

There was little she could do in a stand-up fight against the Hussars, and even
less within the confines of the mountains—if she could even get her Seventh F-C
up to the Kallon plant. On the other hand, she also knew that she couldn’l let the
Twenty-Second get away. With those facts in mind, General Hughes planned an
operation that, while likely resulting in the destruction of her unit, would tie up the
Hussars on Talon for months to come.

She loaded her RCT up within their DropShips and lifted off on the 18th of
March. While the Allied fighters and assault DropShips covered the skies over the
Kulmen Mountains, General Hughes dropped her entire RCT into half a dozen val-
leys surrounding the Kallon facility, quickly formed up and assaulted the Hussars'
positions, Though General Hughes had the plant’s defenders surrounded, she was
surrounded herself—the Hussars still had significant forces deployed throughout
the mountain range. It would take Marshal lona some time to recall all of the com-
panies and battalions she had spread out into the mountains, but the simple fact
was that she still had significant force at the Kallon plant itself.

Worse still for Hughes, the toweting mountains and deep, narrow valleys made
air support nearly impossible. She and her weakened RCT had to battle their way
through several kilometers before even reaching the plant's outer perimeter, which
her first units managed to do five hours after landing. From that point on, the
Seventh F-C broke into first the outer perimeter and then the inner perimeter, fight-
ing like madmen to cripple and destroy every battle machine in sight.

DECONSTRUCTING THE DIS-INFORMATION CAMPAIGR

The Archon’s spin doctors and secret
police very competently prevented informa-
tion about the Civil War from reaching the
masses within either half of the former
Federated Commonwealth, spinning what did
leak out to best serve thelr own purposes.
True, “pirate broadcasters” and other under-
ground journalistic enterprises did manage
to bring a modicum of truth-to the common
citizens, giving them the chance to peek
behind Katherine Steiner-Davion's mask, but
a majority of their information was suspect,
subject to the very level df “spinning” that
the Archon’s information managers were
reaching. '

0Of course, a great majority of the common
citizens in one way or another saw holoflicks or
read novelizations about the war, clouding the
already shaky “facts” of the war with fictional-
ized accounts that many began to believe as the
truth. At the same time, reporters covering the
war only had access to a limited amount of
information, and many came to rely heavily on
other journalists throughout the Inner Sphere
to provide information they didn't have. Of
course, those same journalists were in the
same boat and had to rely on even other
reports or half-understood message fragments.
Quite simply, while all the information about the
progress of the Civil War was available, no one
had it all.

Unfortunately, that generalization also
applied to the intelligence analysts working for
both the Loyalist and the Allied sides. Double-
agents purposely altered information while
field commanders constantly misidentified
enemy forces and sadly miscalculated their
strengths. Messages were lost or garbled.
People lied. Frankly, in many respects it was a
miracle that any correct information was
passed at all.

Then, of course, there were the misinfor-
mation campaigns waged by both sides.
Specialists working within the military hierar-
chies released falsified information to both the
public and their own military commanders. Not
only did they want to keep their enemies from
[garning what they were up to, but they also
wanted to keep their own people fighting, no
matter the defeats that their comrades may
have experienced.

Surprisingly, with all of these facts work-
ing against it, much of the “truth” did find its

Continued on p. 158
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way into the hands of the common people.
Those who looked for it could find weekly
updates of the war’s progress, reported with
amazing clarity and insight. At least if they
looked hard enough.

Take, for example, the most infamous
example of the battle for Talon. Almost every
outlet that carried news about that particular
battle named the participants as the Twentieth
and the Twenty-Second Avalon Hussars when
in fact it was the Twenty-Second and the
Seventh F-C. Most outlets reported that bit of
wrong information for two years, with the truth
only coming out long after the battles for the
world were over. Of course, sven Katherine
Steiner-Davion’s intelligence analysts didn't
know exactly who was facing their Twenty-
Second Hussars until well into the battle.
(Later analysis points to a mole within Field
Marshal Sortek’s staff who leaked information
that the Twentieth Hussars were to be assigned
to the Talon assault before Sortek reprioritized
the Talon operation and instead sent the
Twentieth to Marlette, certainly surprising that
world’s defending CMM.)

Other fallacious news reports placed the
Davion Assault Guards on Kathil for the final
stages of that fight when they were really on
Addicks, the Eighth Deneb Light Cavalry's
miraculous recovery in the face of the Jade
Falcon Incursion after being wiped out on
Kikuyu during the Flashpoint, and even the
death of Victor Steiner-Davion at the hands of
General Adam Steiner on Newtawn Square.

Most of these questionable reports do
contain a shred of truth, however. As with the
Talon operation, many of the misidentification
of units came because preliminary plans were
leaked before the compositions of the task
forces were changed. Others, like the news of
Victor's death, were merely overzealous
reporting that assumed an outcome based on
second-hand accounts.

And there were those based off of inter-
cepted communications. Many reporters
equipped themselves with military communi-
cations gear, either bought off of the black
market or salvaged from a disabled "Mech or
tank, and listened in on the battle transmis-
sions. They also intercepted and attempted to
decode encrypted communications, often only
deciphering just a few words. Around those
bits and pieces of information they built up
elaborate stories that, more often than not,

Continued on p. 159

Meanwhile, her fighters and DropShips made strafing run after strafing run on
the plant—while the mountains were nearly impossible to fly through, Kallon's
plant was built into two valleys large enough to fly DropShips into and out of.
Kallon's extensive air defense system, a unique set of gun emplacements that had
been built from the upper body structures—including the weapons and sensors—
of Riflemen BattleMechs, accounted for dozens of Kills, including several
DropShips. Hughes' powerful aerospace force eventually knocked the majority of
Kallon's air defense batteries out, though, giving them free reign to strike at the
Twenty-Second Hussars ground forces and, hopefully, disable their DropShips.

The first day of battle favored General Hughes' Seventh F-C, but by mid-day of
the 19th, whole Hussars' mechanized infantry battalions were beginning to con-
verge on the factory complex, adding their firepower to the mix. Before long,
Hughes' fighters could not make any more strafing or bombing runs for fear of hit-
ting their own troops. Once they lost the support of their air corps, the Seventh F-
C began to take heavy casualties. The battle finally ended four days later. In the
end, the Twenty-Second Hussars had destroyed every combat unit the Seventh F-C
had brought into the Kallon complex, though only after losing more than 80 percent
of their own combat strength. General Hughes’ plan had also succeeded in the fact
that they had disabled more than three-quarters of the Hussars’ DropShips; while
most could be repaired, it would take months of around-the-clock repair work.

Of course, Marshal lona could very easily recoup her losses by taking equip-
ment directly from the completed production run, which she did to an extent, and
then only initially to return her RCT to something resembling a fighting condition.
She ordered her techs to gather all of the damaged and destroyed equipment from
the battlefields and return those that could be repaired to operation. Even then,
the Marshal knew that she simply didn’t have the strength she would need to leave
the planet. Instead, she ordered her RCT to return to their garrison posts while
repairs were made. The Twenty-Second Hussars remained on Talon until the end of
the Civil War; indeed, the unit is still on-world and still repairing both the DropShips
damaged during that final assault by the Seventh F-C as well as the tanks and
'Mechs left as salvage on the battlefield,

TIKONDOV

Little had changed on the world of Tikonov by late May, other than the Free
Tikonov Movement's rapid growth and militarization. Supported by Hauptmann
General John Joseph Atherton’'s Republican Guards, these citizen soldiers took up
arms to fight off the “Davion Aggressors.” While for the most part untrained and
prone to suicidal attacks, these assaults did have the benefit of keeping the Allied
attackers off-balance, especially when wave after wave of these patriots would
storm the Allied positions within Tikograd.

Help was on the way, though. In the final week of May, a large Allied task force
entered the Tikonov system—Iead by Victor Steiner-Davion. He landed with his
Tenth Lyran Guards and the 244th Division, immediately assaulting Tikograd. His
first forays there were met by spoiling attacks on the part of General Atherton, but
the Allied force, with the elite Tenth Lyran leading the way, literally crushed all oppo-
sition and delved directly into Tikograd. The Republican Guards and the Free
Tikonov soldiers fought hard, inflicting many casualties against the former Prince’s
conventional forces, but they could not hope to halt the Allies’ furious advance.

On 24 May the Tenth Lyran enveloped the Third Republican within the
Earthwerks annex, forcing the latter's surrender on the 27th after the Lyran
Guards' and the Com Guards’ armored infantry entered the factory complex and
killed not only Leftenant General Karl Lopiz but his entire command staff.

The battle for Tikonov was not over yet, though. Victor's troops continued to
advance into the city, doing their best to mitigate damage to Tikograd. Nearly a
month of heavy fighting through the walled city leveled a fifth of the city and all but
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destroyed the Valexa CMM detachment, but ended with General Atherton's with- ©  bore little resemblance to the actual facts.
drawal not only from Tikograd but from Tikonov itself. Now that the Civil War is over, the citizens

Marshal Michael Lipstein watched the battle for Tikograd unfold with great . of the Inner Sphere are beginning to learn what
interest. After his run-ins with the world's defenders and the poor attitudes shown :  really happened during the war. Still, the
his troops by its populace, Lipstein didn’t care if the world fell or was even con- : impact of this dis-information campaign—ane
sumed in nuclear fireballs. The only reason he still remained on the world was °  in which more incorrect information was
because he had been ordered to secure Tikonov for the Archon. . spread than pure lies were—will be felt for

With General Atherton’s retreat, however, Marshal Lipstein had no chance to . decades. Billions of people will continue to
hold out against the five ‘Mech units arrayed against him and his Fifteenth DLC. © argue the “facts” of the war never knowing that
As soon as Atherton informed him of his intentions to pull out, the Marshal ordered ' they were told the wrong information even as
his own general retreat from the world. The two Loyalist units boosted off on the ¢ the events were unfolding.

23rd of July, bound for Marlette, though only later would Victor and his staff learn
of their destination. .

That left Victor and his Allied forces in command of the world. Of note was the ' ~
sudden pacification of the Free Tikonov Movement, which had gone from waging a
massive grassroots campaign against the Allies to nearly total peaceful co-existence. The reasons for that would only become more
clear in the months to come.

Following his victory on the world, three more Allied commands entered the Tikonov system—the Twenty-Third Arcturan Guards,
the Outland Legion and the renegade St. Ives Blackwind Lancers, plus Victor’s old friend, Kai Allard-Liao—whére their commanders
met with the deposed Prince for one last major strategy discussion. Utilizing a sports complex in the Tikograd suburb of Rockland—
Victor's security detail felt that Free Tikonov still posed too much of a threat to the former Prince within Tikograd itself—the assem-
bled military leaders planned the final strokes of the Civil War.

OTHER ACTIONS

The Civil War may have been burning itself out, but battles still raged out of control on dozens of warlds throughout the
Federated Suns. Most of these battles involved nothing but militia and other conventional troops, but without the direct oversight
of a senior military commander, many of these turned both bloody and savage, with clvilians being killed in greater numbers than
soldiers. These battles would continue on until well after the end of the Civil War, while the hatreds spawned from these fights
would likely last for decades if not centuries.

As the war began to come to a conclusion, the senior commanders on each side were doing their best to gather what forces
they could for the final battles. They were also doing everything in their power to prevent the other side from doing the same. Where
units met, they clashed with a vigor only surpassed by the final battles of the war.

Achernar
Field Marshal Suzanne Zellner ordered the Fifth Syrtis Fusiliers into action one more time in Wave Six, this time dispatching

Major General Robert Koenig to Achernar to prevent the Achernar SMM from moving off of the world and adding their firepower else-
where. Koenig and his Fusiliers landed on the 18th of March and immediately swung into action against the SMM, which was
already preparing for a move to Tikonov.

The SMM was still mobilizing when the Fusiliers landed, and the resulting three weeks of confused battles found a third of the
SMM crippled by Koenig's lightning strikes and heavy conventional support. The two major industrial cities of Kippinger and Maylai
fell in mere hours of the Fusiliers’ landing, with the capital city of River's End falling two days later and the Comell Military Complex
three days after that.

Leftenant General Bruce Haas tried to fight Keonig's powerful assaults as best as possible, but the sheer fury of the Fusiliers’
assaults left his SMM nearly impotent. The SMM still held out for a while longer, but by the 25th of May, Haas knew the world was
lost. He ordered the survivors of his SMM—Iless than a brigade worth—to give up the world. Intending on making the trek to
Tikonov, Haas learned by the time his ships were ready to jump out of system that Victor Steiner-Davion had already landed there
with a significant force. He also heard that the Seventeenth Arcturan Guards, en route to the Federated Suns from the Alliance,
had been pinned down on Small World by a local mercenary unit. Haas made the decision to fight a battle that his SMM could win
rather than throw his unit away needlessly, making the trek to Small World.

New Valencia
After the First Chisholm's Raiders retreated from Breed, they received orders from the Archon to proceed to New Valencia.

There they would receive supplemental orders routing them either to New Avalon or to Marlette. They were on the world just a few
weeks before Duke Tancred Sandoval arrived in-system with a virtual RCT built up around the Second Robinson Rangers. Though
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the Raiders had fought for Tancred’'s father during the
Combine Invasion, they had declared their allegiance for the
Archon following their expulsion from Breed.

The new Duke Sandoval lead his troops in a frontal
assault against the Raiders. Hauptmann General Neece
expected to face a weakened unit when she learned that it
was the Second Rangers that had jumped in to oppose her,
but Duke Tancred had very rapidly rebuilt the 'Mech regiment
from salvage taken from his whirlwind assault through the
Draconis and Crucis Marches and MechWarriors culled from
various units. Likewise, he stripped armared and mechanized
infantry battalions from numerous other units to build his
Second Robinson Rangers RCT.

Naturally, General Neece and her troops were unprepared
for the sheer strength of Duke Sandoval's assault. They put
up as much of a fight as they could, but the Duke quite sim-
ply overpowered them. General Neece gave the retreat order
on 24 March, less than two weeks after the Duke’s landing.
The First Chisholm’'s Raiders left the world and set a direct
course for New Avalon.

Small World
The Seventeenth Arcturan Guards were on their way into
the Federated Suns to assist the Archon’s war efforts, osten-

sibly assigned to the fight on Tikonov. But when they reached
the Chaos March, they received orders to stand by on Small
World, where New Avalon would issue them new directions.
The unit jumped into several pirate points surrounding Small
World itself on the 20th of April and proceeded to land there
to await new orders.

Unfortunately for Leutnant-General Davis Lillie, the world
was not undefended and its inhabitants did not take kindly to
potentlal invaders. After literally years of serving on Solaris
Vil, the Seventeenth was well versed in many different combat
styles, especially urban combat, but they were not entirely pre-
pared for the nature of combat on Small World.

Smithson's Chinese Bandits were defending the world's
major mining regions when the Seventeenth jumped in mere
hours away from landing. That put the mercenaries on alert,
and the Bandits immediately began to maobilize everything
under their command, Including militla forces. When the
Seventeenth landed, they hit hard, surprising General Lillie,
who was expecting simply to get his troéps on the ground
while they awaited additional orders.

That first battle soon turned into an extended fight for
control of the world. The Chinese Bandits constantly kept on
the move through the world's arctic terrain while the Arcturan
Guards tried to hunt them down. The Guards received rein-
forcements In the form of the Achernar SMM on 14 June.
While the two commanders immediately found that they could
not stand each other, they nevertheless cooperated to hunt
down and destroy the Chinese Bandits on the 17th.

Four days later Major General Koenig arrived in-system
with a reinforced brigade of troops. He squared off against the
two Loyalist forces, using ranged fire to wear down the
Arcturan Guards and the SMM. He succeeded to an extent,
but on the 2nd of July, the two units attacked en masse, push-
ing Kaenig’'s lines back and nearly overrunning his LZ.

On the 4th, the balance of power on Small World drasti-
cally shifted with the arrival of two battalions of mercenary
BattleMechs. Lead by Wilson's Hussars, the mercenaries had
been contracted by General Koenig and gathered from nearby
Chaos March worlds to assist his cause on Small World.
Though he could not pay them in cash, he promised quite
favorable salvage rights and preferential treatment in future
contract negotiations with the AFFS.

The addition of the mercenaries, no matter their skill
level, technology rating or ability to cooperate in a military
campaign, gave Koenig the advantage he needed. In just two
short weeks he turned operations on the world around 180
degrees, putting the Loyalists on the run. By the 23rd, the two
Loyalist units were ready to pull out. Koenig was unwilling to
let them go so easily, however. Before they could completely
load their DropShips, he executed a combat drop right on top
of their LZ with the bulk of the 'Mechs he had at his disposal,
followed up by a massive armored advance.

The Loyalists broke a day later, with General Lillie surren-
dering under the watchful eyes of a dozen mercenary
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BattleMechs. Koenig remained on Small World with his com-
mand to oversee the incarceration of the Loyalists. That his
presence there also gave the Federated Suns de facto control
over the world was officially a secondary concern.

Tsamma

The final chapter in the battle for Tsamma came in early
February. The First Royal Cavaliers had checked through their
entire ammunition stockpiles to segregate the chemical and
biological warheads, but the commanders of the Crucis
Lancers RCTs did not know that. Seeing the Cavaliers and
their Hauptmann General Ryan Pryce-Barnard as a great
threat, Marshal Rand-Davion and General Zardetto launched
an extremely dangerous assault designed to remove the
threat the Cavaliers posed once and for all.

The two Allied commanders tasked their remaining
armored infantry, plus a battalion of special forces and jump
infantry troops, to make an assault on Fort Theodore Jannus
by climbing up the cliffs at the edge of the Cor-de-Francisco.
Though dangerous, the assault caught the Cavaliers by com-
plete surprise, with the Allied troops crossing twenty kilome-
ters of enemy-held territory without running Into so much as a
patrol. They secured one of the fort’s airbases, paving the way
for the Crucls Lancers RCTs to land a hattalion of 'Mechs 30
minutes later and a total of a regiment of 'Mechs and two
more of mechanized infantry within the fort three hours after
the assault began. Allied commandos and armored infantry
reached the first of the Cavaliers’ ammunition bunkers an
hour after they secured the airbase.

General Pryce-Barnard tried to rally his Cavaliers, but their
it was soon clear to everyone involved that the battle for the
world was all but over, 17 hours after the first Allied troops
entered Fort Jannus, General Pryce-Barnard surrendered his
First Royal Cavaliers. The two Allied units remained on-world
just lang enough to secure the POWSs, track down the last
remaining Loyalist units and repair the bulk of their battle
damage. On the 27th of February, the First and the Third
Crucis Lancers departed for New Valencia and eventually
Galax, their eyes set on New Avalon.

Strategic Movements

The war was ending. That much was certain. For
Katherine Steiner-Davion and her closest advisors, the final
months of the conflict would not be easy. The bulk of the
Federated Suns was lost to them, though they still held on to
a handful of key worlds, including New Avalon. Unfortunately,
except for what was already en route to the capital world of
the Federated Suns, they had no additional units to call upon.

On the other hand, Victor SteinerDavion and Field
Marshal Ardan Sortek had significant forces they could call
upon. While that would mean denuding a number of worlds of
defenders, they knew they could not hope to take New Avalon
without significant assistance. To the Allied forces already on

their way to New Avalon, Field Marshal Sortek added the
Second Davion Guards, dispatching them to rendezvous on
Galax with the Davion Heavy Guards and the Crucis Lancers
RCTs moving in from Tsamma.

The final battle for the Federated Suns would indeed be
grand.

LYRAN ALLIANCE

With Victor once mare campaigning in the Federated
Suns, fighting in the Alliance died off markedly. Instead, the
factions sought to resolve the existing conflicts, knawing that
a grand reckoning was looming. The tempo of the fighting on
both Cavanaugh |l and Dalkeith escalated, each battle rushing
toward its now-inevitable conclusion. Meanwhile, Free Skye's
efforts to secure its “homeland” continued apace. They
secured the military HQ on Freedom and survived a Loyalist
attack on thelr capital. Unfortunately, despite the dispatch of
reinforcements, Hesperus remained deadlocked and rebel
forces began to fragment. !

On 20 April, the LIC informed the Lyran Regent that
Morgan Kell had left Victor's entourage, but had not headed
to the ARDC. They were mystified as to why he should do so,
or what his plans were, and attempted to infiltrate his
entourage. The Grand Duke had, in fact, told Victor he would
“deal” with the Nondi Steiner and journeyed to St. Marinus
House on Zaniah, the monastic institution where Kell himself
had spent many years. Resident in St. Marinus House, but not
a member of the order, was Peter Steiner-Davion, Victor's
younger brother. The two warriors spoke, Peter intending to
refuse Morgan's call for him to join Victor's crusade. Only Kell
didn't ask him to. Instead, the Grand Duke pledged his loyal-
ty to Peter and announced his intention to see the younger
safely through to Tharkad. Morgan Kell didn't want to make
Peter support his brother. He wanted to make him Archon.

CAVANAUGH 1l

The conflict between forces loyal to Richard Steiner and
those supporting Victor (or at least not siding with Katherine)
reached new heights in early 3066 when long-term allies, the
Tenth Lyran Regulars and the 182nd Com Guard Division
linked up at the town of Tintagel and immediately began plot-
ting to take the war back to the Loyalist forces who had eject-
ed them from Caerleon.

The two Com Guard Level lll units, each equivalent to a
combined arms battalion, became the allies' principal moblle
force, goading the Seventh Regulars into a series of ill-con-
sidered attacks against the fortifications and installations
commanded by the Tenth. Attempts to draw the Bolan Jaegers
into similar traps met with little success, the cautious and
thoughtful nature of the Jaeger command allowing them to see
through the deception. Raids and counter-raids dominated the
winter months, but as May came round the Loyalists began
planning for a major onslaught against the Allied positions.
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THE SECRET WAR

To most people, the Civil War involved
regiments of 'Mechs, armor and infantry clash-
ing on bloody plains, or fighters and WarShips
dealing death in the dark reaches of space.
They recall the big, showy events that made
the media. Few know that a second, much
more secretive war, took place alongside the
brash displays.

Even before the war began, Katherine was
using the Lyran Intelligence Corps' Propa-
ganda Division to sway public opinion in har
favor, and as the conflict heated up, she called
upon Lohengrin anti-terrorist teams to seek
out and neutralize those who opposed her rule.

Lohengrin was particularly active in Skye,
dealing with the Free Skye organization, but
also took action against dissident groups else-
where in the Alliance. It was a Lohengrin team
that attempted to captura the Duke of Coventry
at the start of the war, driving him into hiding,
and who captured the pro-Victor Baron Popov
on Radostov. For all their aggressive tactics,
Lohengrin still operated within the law. They
avoided the use of deadly force and sought to
keep a low profile. For this reason, groups
within the Alliance tolerated their actions. Its
mirror-image sister agency—Loki—part of the
LIC's esplonage directorate, were less res-
trained and drew a substantial response from
the Loyalists and other groups opposed to the
Archon.

Loki is little more than a state-sponsored
terrorist group. Officially, their mandate was to
harass enemy powers, causing unrest and
committing sabotage to give the Alliance an
advantage. Historically, Lokl had also been
used to suppress the Archon's domestic ane-
migs, most notahly employed during the reign
of Alessandro Steiner, the unpopular predeces-
sor of the original Katrina Steiner.

For whalever reason—perhaps she had
never heard of the shadow war that
Allesandro’s actions triggered—Katherine
chose to do likewise, direcling Loki teams to
‘deal’ with her enemies, What followed was a
campaign of kidnapping, torture, bombing and
murder whose scale is scarcely comprehensi-
ble. Loki teams struck at will—one opponent
was gunned down in a restaurant on Donegal,
another kidnapped from his offices on Duran in
broad daylight, Other attacked notable individ-
uals such as John Dundes, or sought out those
who could topple the Archon like Rag Slarling,

Continusd on p. 163

Before he could enact the plan, the balance of power was upset once more
when two new units appeared at Cavanaugh IlI's Nadir jump point and burned hard
for the planet, fighters striking back and forth as they made the run in-system.
One, the Penobscot CTM, came to Cavanaugh Il in response o the Margrave's call.
The other unit, the Forty-Second Avalon Hussars, supported Victor, Both units were
previously stationed on Timbiqui and had clashed repeatedly during Wave Five and
when the CTM boosted off world, the Hussars pursued.

As the feuding units made orbit and began to descend toward the war zone,
a fighter strike on the CTM's command DropShip caused it to spiral out of control,
eventually making an emergency landing on the desolate volcanic continent known
as Mordred. Other elements of the CTM followed suit, landing to protect and’res-
cue their commander, Colonel Gary Metzger. Originally intending to land near
Caerleon and seize the world for Prince Victor, the Forty-5econd diverted their land-
Ings too, hoping to deal with the militia unit before it could ink up with the other
Loyalists, What Tollowed was called the Battle of Mordred, the two forces con-
fronting each olher amid hot springs and fumaroles.

The militia used their uncanny abhility to exploit terrain to formidable advan-
tage, concealing their movements from the larger and more experienced Hussars.
For two weeks, the two unils sparred across the wasteland, néither taking sub-
stantive loases, in effect a sideshow Lo the battle on the mainland.

As the stalemate dragged on toward a month, Margrave Steiner, ever sure of
his own strategic abilities despite the Tenth Regulars’ continued resistance to
Loyalist assaults, began to provide Colonel Metzger with detalled operational
instructions. This attempt to micromanage a battle on the opposite side of the
planet had disastrous results, and on 19 July 3066, the Margrave ordered the CTM
to rebuff a Hussar thrust by establishing a defensive line along a five-mile stretch
of the Cowray River. What the Margrave didn't appreciate—or acknowledge even
after being informed by Colonel Metzger—was that during Cavanaugh’s long sum-
mer, the Cowray River was little more than a dry channel. The militia lost a battal-
ion of 'Mechs and almost its entire armor brigade attempting to defend a line on
a map. The shattered remains of the militia fled, scattering into battalion-sized
units across Mordred. It would take almost a year for the Hussars to mop up the
last of the militia but by mid August Leutnant-General Edwin May was sufficiently
confident of the end result to relocate two-thirds of his force to join the Tenth
Regulars, meeting with Colonel Ingles and Precentor Harwell to plan their assault
on Caerleon.

DALKEITH

After the rough handling of the Third Royals, the Loyalist forces on Dalkeith
withdrew back into their own fortifications, well aware that in their present state
they had little hope of dislodging the Fourth Deneb Light Cavairy and Fourth Davion
Guards from Newhaven. The two sldes simply sniped at each other for the next two
months, with raids and counter-raids throughout February and March. Neither fac-
tion had the strength to crush the other, though time would ultimately play into the
Loyalist’s hands as they brought more and more of Dalkeith’s sabolaged facilities
back on ling, and the Allied troops steadily denuded their supply stockpiles.
Unfortunately for General James Ito, time was not his ally as General Nondi Steiner
planned to scale-back the supplies the Loyalist forces received if there was no
progress, diverting the resources to locations that would better serve the Archon's
cause. Steiner was prepared to support one last effort to secure the world for the
Archon. She made il clear, however, that there would be no more chances.

On 11 April, the Loyalist forces made a feint toward Newhaven, committing
almost their entire strength Lo efforts to breach the concentric rings of fortifica-
tions, gun emplacements and mines. After four days, Ito’s troops had advanced 25
kilometers though two defensive zones, but had paid a horrendous prica to do so.
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Their position was increasingly precarious, their flanks open to counterattack, and
their resolve was wavering. A thrust by the Fourth Deneb on 17 April was the last
straw and the Loyalist force broke and fled in disarray. The DLC pursued, harrying
the demoralized troops and seeking to pick off straggling elements. The rout and
pursuit continued for sixteen hours before Ito, sure the Light Cavalry were com-
mitted, played his ace.

Having finally swung to Katherine's cause at the end of 3065, the Twenty-sixth
Lyran Guards was both skilled and fresh, released to General Ito’s command from
their base on Port Moresby. The RCT had been waiting in orbit for the signal to
strike and, at the General's command, staged a daring assault from orbit. Using a
technique known as an avalanche drop, an orbital insertion directly onto an enemy
position, the Guard unit pounced directly onto the overextended Light Cavalry. The
fighting was bloody and the Twenty-Sixth lost the equivalent of four companies from
its ‘Mech regiment, along with several battalions of infantry and armor that land-
ed by more conventional means. The Light Cavalry was less fortunate, however. Ito
reversed the Loyalists' fake rout and the DLC was crushed between the two forces.
Less than a combined arms battalion escaped the assault, the remainder
destroyed or forced to surrender. The survivors limped back to Newhaven where
the Fourth Davion Guards were now terribly alone.

FREE SKYE REVOLT

The sixth wave of the Civil War saw the revolt in Skye continue and take a
series of interesting twists. Though still imprisoned, Duke Robert directed his
farces to continue plans to secure the Isle of Skye politically, militarily and eco-
nomically. This meant employing resources initially allocated to securing other
objectives to the battles on Freedom and Hesperus, worlds that the rebellion had
to win to be sure of success. However, the Loyalists did not simply sit by and let
the Armed Farces of Skye have everything their own way ...

Freedom

The arrival of Maria Esteban and her cohorts on Freedom signaled the end of
the Fifth Lyran Regulars’ hopes of victory against the rebels. The General's repu-
tation as the leader of the Eleventh Arcturan Guard—the unit she had left on
Tikonov—preceded her, as did her accomplishments in the campaign against
Prince Victor. Though her troops added little in the way of numbers to the Free Skye
force on Freedom, their experience was invaluable, stiffening the resolve of the
militia units. Their attacks against the Fifth Lyran Regulars became increasingly
bold and aggressive, placing the Loyalist unit under considerable pressure. As food
and supply shortages began to bite, the planetary militia began to crumble, its
members seeking to escape the siege of Jefferson City and return to their homes.
Esteban let them, knowing that each defection was a victory for Free Skye that cost
neither ammunition nor her own troops.

On 7 February 3066, Margrave Ellis sent a short communiqué to the general,
proposing a cease-fire and negotiations. Esteban refused and, realizing the Regulars
were on the brink of folding, instead launched a concerted attack on Jefferson City.
Her hunch proved correct and despite a valiant attempt to hold back the Alexandria
FTM, the Fifth Regulars’ positions were quickly overrun. Esteban's special forces
teams immediately invested the planetary command center, capturing the Margrave
and his staff. On 9 February, the general declared Freedom firmly in Free Skye
hands. Leaving the two FTM units in place to rebuild and complete the disarmament
of the Loyalists, Esteban took ship for the next hotspot in Skye, Hesperus.

Hesperus
Although the initial Free Skye assault destroyed the Gray Death Legion,

Loyalist troops retained control of the Defiance complex, strategic factories that

the latter seemingly returned from the grave
after an alleged suicide. Fortunately for the
common people of the alliance, another group
existed to counter Loki's excesses, the secret
fellowship known as Heimdall.

Regarding themselves as a ‘loyal opposi-
tion,"” Heimdall believed that the best interests
of the Archon were not always the best inter-
ests of the state or its people. They existed to
curb excesses, and when Loki began their ter-
ror campaign Heimdall moved—as they had
done 65 years earlier—to block them.

Katherine’s actions had already predis-
posed many in'Heimdall o Victor's cause—
indeed, at least one of the Prince’s close confi-
dants was a powerful member of the organiza-
tion—but many remained unconvinced of the
need to act against the Archon, despite her
usurpation of the Féderated Suns’ throne. The
assassinations and bombings were the last
straw, and throughout the Alliance Heimdall
cells armed themselves and stalked—and often
intercepted—Loki teams as they sought to
harass the people of the Alliance. From Poulsbo
to New Exford the groups struck at each other,
the harassment campaign replaced by a shad-
ow conflict between the two groups. Loki had
the advantage of equipment and training, but
Heimdall had the advantage in numbers and in
the sheer reach of their organization.

By 3065, Loki was on the defensive, its
campaigns against domestic targets largely
ended. Heimdall did not press the issue—Loki
was still part of the Alliance government, even
if a rather unsavory part—and settled for keep-
ing a close watch on the terrorist cells. From
early 3065, Heimdall had been in active contact
with Victor and served as his unofficial spy net-
work in the Alliance, and had likewise undertak-
en counter-espionage missions against LIC
operatives.

However, for all Heimdall’s claims of loy-
alty to the Alliance and avoidance of extreme
measures, rumors persist of terrorist-style
attacks on Loyalist targets in both the Alliance
and the Federated Suns. Indeed, some reports
place a Heimdall team on Tharkad tasked with
neutralizing General Nondi Steiner should they
have been ordered to do so. No evidence has
emerged to support these accusations, but
together with accusations that Heimdall
betrayed its principals by supporting Prince
Victor against his sister, these have tarnished
the organization’s reputation among some of
those who know of its existence.
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Free Skye had to seizc to be able to make good their losses
and ensure the survival of their independent state. The Fourth
and Seventeenth Skye Rangers formed the main Free Skye
forces on planet, but both were badly mauled. The other rebel
unit on world was the Thirty-second Lyran Guards, but after
the capture of their command staff by the GDL, the Guard was
wracked by dissent and locked in its own internal struggles.
Free Skye lacked the resources to complete their conquest of
Hesperus, but neither did the Loyalists have the troops to
drive them off world.

John Dundee assigned the newly defected Fourteenth
Lyran Guards to lead a head a new offensive on Hesperus, to
be commanded when she was free of har commitments on
Freedom—by Maria Esteban. The Fourteenth met little resis-
tance on their run in-system, landing on 3 March, but perceiv-
ing the defenders as disorganized, Leutnant-General Kat
Porter chose to stage an immediate offensive without waiting
for Esleban and her troops. Directing her efforts at the
Maldon mining complex guarded by Fourteenth's sister unit,
the Thirty-sixth Lyran Guards, Porter exploited her command’s
heavy firepower to pressure Peter Zambos' unit, inflicting
grievous casualties and forcing the Loyalists to abandan the
plant after ten days of fighling.

Untortunately, the Fourteenth did nol escape the car-
nage, suffering considerable casualties at the hands of the Air
Surfers' heavy armor and a valiant counter-offensive led by
Colonel Keane Sortek, nephew Field Marshal Ardan Sortek.
The Fourteenth's arrival and success at Maldon goaded the
other Free Skye units into action. The Rangers inflicted yet
more damage on the Fifteenth Guard and the DSPF but were
unable to break through the Defiance complex's fortifications,
Worse was to come for Free Skye.

Realizing the situation on Hesperus was hopeless without
the element of surprise, Leutnant-General William Harrison von
Frisch decided that the lives of his troops were more imporlant
than vainglorious attempts to seize a mountain-fortress that
had never succumbed in all the years of the Succession Wars,
even when assaulted by much larger and beller equipped
forces. On 11 April, as Maria Esteban was burning in system,
he announced his intention to withdraw the Fourth Rangers
from the conflict though he did not at that point foreswear Free
Skye. By the time Esteban grounded, the most competent Free
Skye unit on Hesperus had withdrawn and there was littlc she
could do to improve the situation. Pulling back from the
Defiance complex, and calling the Fourteenth in from Maldon,
she spent the rest of April and May in a vain attempt to
strengthen the Free Skye position.

Skye

As Maria Esteban hit Hesperus, her old subordinate Linda
McDonald led the Eleventh Arcturan Guard and the Alarion
Jaegers against Skye. Having learned the Skye laeger's
strengths and dispositions from the Eleventh Lyran Regulars’
raid, lhe lask force had little problem grounding on the rebel-

lion's capital world on 13 May and quickly set about reducing
the planetary militia and the Skye Jaegers. Though battle
hardened by their experiences against the Eleventh Regulars
the previous summer and on Ko in 3062, the Free Skye regi-
ment was a poor malch for the now-legendary Eleventh
Arcturan RCT. The Jaegers abandoned New Glasgow, leaving
the city’'s defense in the hands of well-armed patriotic citi-
zens, instead opting for a mobile defense, at first limited to
the Macintosh Valley and later ranging out across the whole of
New Scotland. .

General Dundee, leading the defense personally, Sent
recall orders to the Free Skye forces on Hesperus then sel
about buying the time the rebel forces needed to survive. The
Fourth Rangers’ unauthorized withdrawal from Hesperus
proved lortuitous; the RCT's arrlval In the Skye system on 19
June gave General McDonald's task force cause to pause and
reassess Lheir situation. The Loyalist forces withdrew from
their pursuil of Lhe Skye Jaegers, concentrating their
energiesaround New Glasgow, which remalhed a hotbed of
guerilla  aclivity against the Loyallst occupation. To
McDonald's surprise, General von Frisch signaled his inten-
tion to remain neutral in the battle, stating that his troops had
already shed too much blood for Free Skye. She prepared to
resume the pursuit of the Jaegers, bul before she was able to
commence the offensive, she received flashed traffic from
General Nondi Steiner: pro-Victor forces were assembling in
the ARDC, presumably for a strike against the capital. The
Arcturan Guard—and any other units McDonald could assem-
ble—was to make their way to Tharkad via a hastily assem-
bled command circuit.

The Fourth Skye also heard the call and, at Duke Robert’s
“request” from his prison cell on Donegal, sped to Tharkad.
They were not, however, moving to support Regent Nondi
Steiner. Arriving in orbit they pledged their support to Peter’'s
“pan-Lyran coalition” to unseat his grandaunt. Duke Robert
knew he had lost his war for independence but now intended
to with the peace.

OTHER ACTIONS

As with the Federated Suns, several dozen worlds through-
out the Lyran Alliance were still gripped by war, but the number
was steadily declining as the months dragged on. It soon
became clear to all that the coming battle for Tharkad would
decide the fate of the Lyran Alliance once and for all, and this
nation of bankers was more than willing to come to a tempo-
rary truce with its own people and wait out the final conclusion.

Only the Melissia Theater saw an outbreak of new battles,
though surprisingly to everyone who read the reports on these
hattles, the aggressors were apparently not of Lyran, FedSuns
or even Jade Falcon origin. They plloted BattleMechs of obvi-
ous recent construction, including classic Star League
designs like the Highlander as well as more recent FedCom
units, such as the Slealth and Falconer, The force even had a
rnurmber of Clan OmniMechs.
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These unknown aggressors hit several peripheral Lyran
worlds in the Melissia Theater, apparently scouring the worlds
for archeological sites. The Qanatir MTM did its best to try to
intercept the bandits, but with only two JumpShips to call
upon, the militia was hard-pressed to even be in the same sys-
tem as the bandits at the same time.

In late May, the militia did track the bandits to Khartoum,
where their prey was apparently unearthing the ruins of a set-
tlement some B00-years lost. The two battalions of mixed
'Mechs and tanks were not enough to subdue the bandits,
though, who attacked with just three companies of "Mechs.
The bandits routed the militia, salvaging a dozen "Mechs from
the battlefield and capturing some two dozen militia members.
The only clues to the bandits’ identities were the olive drab
paint schemes on their 'Mechs and the fact that they had
unearthed an ancient cathedral, monastery and library built by
a splinter Catholic brotherhood Just after man's mass colo-
nization of the stars.

DRACONIS COMBINE

The war with the Draconis Combine, like the entire Civil
War, was obviously drawing to a close. Coordinator Kurita had
more resources to draw upon than either the Federated Suns
or the Lyran Alliance, but he had just ended a costly war
against the Ghost Bears, and as much as his people wanted
vengeance for Duke James Sandoval's assault into the
Combine, they simply could not afford another lengthy war,

Of course, that war with the Federated Suns came to a
startling end in mid-March, following the loss of the final
FedSuns-held world within the Draconis Combine. Duke
Tancred Sandoval bartered a deal with Coordinator Kurita on
the 17th of March that ended hostilities within the Federated
Suns. The Combine would keep Breed and Kesai—worlds
they already rather securely held—while withdrawing from the
other Federated Suns worlds they were contesting. Further,
hoth sides would repatriate all POWs taken during the course
of the war.

While that agreement did not give the Dragon the honor
of taking a regional capital like Duke James Sandoval's
troops had done, it did give the Combine a victory that it
could afford. And it recognized that the Federated Suns was
in the wrong. In addition to the sound military defeats the
DCMS troops had handed the vaunted soldiers of the
Federated Suns, this agreement proved ultimately satisfacto-
ry to the people of the Draconis Combine, at least after the
Coordinator publicly announced victory within the Federated
5uns.

The postseript to this agreement is that today, more than
a year and a half later, both sides continue to claim that there
are still POWs being held by the other. Of course, with all of
the confusion of the time, only the most basic of records
were kept in most cases. At the same time, commanders and
soldiers on both sides were gripped by extreme emotions.
Scores of tales have surfaced since the end of that war of
mass murders and other atrocities committed by both sides.

Some officers allegedly shot hundreds of prisoners at a time,
burying them in mass graves, while others shipped them off
to remote corners of their worlds to be interned in unofficial
prison camps. '

Investigators on both sides of the border have been
studying these claims for months now, but so far have turned
up little actual evidence to support these claims. On the other
hand, journalists and some multi-national non-governmental
organizations, like the Interstellar Red Cross, have received
what they consider credible leads substantiating these claims.
Both governments will continue to delve into these claims, but
at the same time, answers will undoubtedly not be forthcom-
ing for some time yet. ’ R
PROSERPINA .

All things consldered, the continuing battle for Proserpina
was going well for the embattled Eighth Crucis Lancers. They
were outnumbered some three-to-one yet were still holding out
against the DCMS forces on the world. By the beginning of
3066, General Marshall had pulled back several hundred Kilo-
meters from his initial lines. He'd also dispatched several
combat commands to deal with a DCMS force near
Conqueror’s Pride. But on 18 January, he realized for the first
time that the world's people had turned against he and his
FedCom “liberators.” On that day, a traditional holiday on the
world celebrating liberation from a Federated Suns assault
centuries earlier, the Eighth Crucis Lancers were the target of
a mass uprising of Proserpina’s citizens.

Suddenly, the Lancers were put on the defensive by the
ISF's information campaign. In just two weeks, the Lancers
were pushed back a hundred kilometers while their brigade
near Conqueror's Pride was all but wiped out—with Generals
Clark, Montgomery and Ritchie listed missing in action and
presumed Kkilled. Worse still, the Twelfth Dieron Regulars
arrived from Ashio, adding their firepower to the growing
forces arrayed against the Lancers.

General Marshall and his senior officers knew they were
in serious jeopardy, but they had also been lulled into a false
sense of superiority. Until recently, they had delivered defeat
after defeat to the Combine forces and they believed they
could still do the same. Having retreated to the city of
Orleans, the Lancers launched a massive air and ground
assault to the north, directly toward the First Ghost. Their
assault stalled a day into the operation, though, as the Ghost
put up an incredibly strong defense while the First Sword of
Light and the Twelfth Dieron launched coordinated attacks
from the cast and the south. The Forty-Sixth Dieron followed
up a day later with a combat drop on top of Orleans, liberating
the city.

The Lancers’ attack from Orleans signified the beginning
of the end for the FedSuns forces on Proserpina. Sho-sho Shin
Yodama finally captured the initiative and ran with it. Yodama
pushed the First Sword of Light forward like a taskmaster,
forcing the Lancers into engagements favoring his own troops.
The third week in February saw the Lancers lose two combat
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commands to a probing attack that turned into a full-blown
assault with the First Ghost and the Twelfth Dieron, while the
final week in February ended with another two Lancer combat
commands surrounded and subdued.

General Marshall still had two understrength brigades
under his command, but he was rapidly running out of space.
His assault on the First Ghost had ultimately cost him half of
his command and most of his breathing room. The Lancers
were almost completely surrounded and not only were they
beginning to run low on ammunition and consumables, but
their very spirits were on the verge of breaking. Marshall need-
ed to give his troops at least one last victory if they were to
last any longer.

He began this final counterattack on the 4th of March. He
again targeted the First Ghost, though this time the thrust was
only a diversionary tactic designed to bring additional help into
the Ghost's sector and away from the Forty-Sixth Dieron,
which was his actual target, Twelve hours into the attack on
the Ghost, he released Lhe bulk of his unit to assault the
Forty-Sixth. After the firsl day, Marshall's Lancers broke
through the Forty-Sixth and were about to swing about to fin-
ish the regiment off when Yodama led the First Sword of Light
against the Eighth Crucis Lancers’ left flank, quite effectively
pinning half of the RCT in place and giving the rest of the
DCMS forces the time they needed to regroup and attack.

The motning of the 6th sounded the death knell for the
Eighth Crucis Lancers, though the unit took another six days to
disintegrate and die. With Marshall having been captured on
the 9th in a daring attack on his command post, Leftenant
General Do Sy Truscott was the senior officer commanding on
the 12th. The 'Mech regiment’s fourth battalion and Truscott’s
own armored regiment accounted for scores of '"Mech and tank
kills in the final battle, the assault on Jove. The Lancers held
the high ground and made the Combine troops pay for every
meter, but in the end the Lancers were simply too far oulhum
bered. General Truscot! surrendered what was left of the
Lancers at 1945 hours on 12 March 3066, putting an end fo
the final battle within the Draconis Combine.

DCMS REPRISAL

The punitive assault into the Draconis March was nol pro
gressing quite the way that Coordinator Kurita and his gener-
als had expected. Thelr regiments were not making the same
incredible progress that Duke James Sandoval’s own troops
had, and in several cases the battles were turning into verita-
ble bloodhaths—with as many of his own soldiers dying as
FedSuns soldiers were. Yet his duty to his people could not

allow him to simply cut his losses and leave the Federated
Suns hefore he lost more good men and women.

The Coordinator's prayers were answered when Duke
Tancred Sandoval contacted him and presented very favorable
terms for bringing the conflict to a rapid end. Thus the DCMS
Reprisal ended in March of 3066, not with the climactic battle
that everyone was expecting, but with two simple verigraphed
signatures.

Addicks 2 )
The arrival of the Twelfth Vegan Rangers gave Marshal
stephan Cooper overwhelming superiority on Addicks. As soon
as they grounded, Cooper pushed the mercerdary Rangers into
st. Randall and made a simultaneous strike outside the clty,
literally stunning the DCMS troops with its sheer power. The
strength of the assault drove the Combine forces out of SL
Randall and into the surrounding countryside.

Marshal Cooper followed up with @ maneuver that no onc
could have expected from the Davion Assault Guards: he
tushed ahead of the retreating Combine forces and hit them
head-on while the Twelfth DLC and the Vegan Rangers contin-
ued to push from the rear. The assault literally broke the
Combine task force in two.

Marshal Cooper followed up by rushing into the growing
gap between the two halves of the Combine task force, meet-
ing up with the DLC and Vegan Rangers soon afterward. From
that point on, Tai-sa Samual Noda knew it was only a matter
of time before the Assault Guards hunted down and destroyed
the two task force elements. He ordered a general retreat on
the 2nd of March, lifting off two days later.

Marshal Cooper remained on-world for several more
months, giving his troops a much-deserved rest while his tech:
nical crews—assisted by those from the Twelfth DLC and the
Vegan Rangers—made what repairs they could on the Assault
Guards' equipment as well as that captured from the Combine
invaders. Stephan Cooper lead his Davion Assault Guards
away from Addicks on the 10th of June and eventually on to
their final objective: New Avalon.

Casszlas

Tai-sa Shotoku and his task force consisting of the
Ryuken-Go and the Fifth Sword of Light were fighting a defen-
sive action against the Seventeenth Avalon Hussars, one that
they were slowly losing. Hauptmann General Kev Evans had
the upper hand on Cassias, and both sides knew it. After a
month of constant retreating, the collective honor of the
Combine troops could no longer take that disgrace. When
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whole lances and even companies began to turn to fight the
advancing Hussars in personal duels, Shotoku realized that he
had lost control of the battle, and with it any hope of gaining
control of Cassias.

He had to save his task force, but to do that he needed
to regain control over them. He had to grab their attention and
convince them that they had no choice but to leave the world.
He did so by leading two companies of volunteers in a head-
long attack on the Hussars. Though he only survived five min-
utes of battle in his Hatamoto-Chi, his death did accomplish
the monumental task of reuniting the fractured commands
into a unified task force that let out its collective pent-up frus-
trations and anger on General Evans’ Hussars. The Combine
troops battled hard for three days, fighting to regain their per-
sonal pride and honor as much as to punish the Hussars.

After the third day ot battle, Tai-sa Hohiro Tastuma, com-
mander of the Fifth Sword of Light and now senior DCMS officer
on-world, ordered the task force to pull back. The Hussars had
not budged a meter after they fell back to a line of defensive
positions along the Orlandi River, but they had taken serious
casualties. So had the DCMS forces, however. Tai-sa Tastuma
had given Shotoku his word that he would pull the task force off
of Cassias as soon as they had made the FedSuns troops pay
for Shotoku's death—a death that in his mind paid for in full the
loss of honor in retreating from the world.

Five days after they pulled off Cassias, Coordinator Kurita
finalized the ceasefire with Duke Sandoval.

Kesal IV

The heat of Kesai's summer finally died away in late
January and, frustrated by their months of near-inactivity, the
soldiers of the Twelfth Galedon Regulars and the First
Amphigean Light Assault Group launched themselves at the
First Ceti Hussars full-force. The AFFS troops were unprepared
for the sheer viciousness of the expected attack, however,
and fell back out of the Kopeche Military Reservation after
three weeks of intensive attacks.

Leftenant General Malen did what he could to salvage the
situation on Kesai, but he was outnumbered and outgunned,
especially as the DCMS task force held aerospace superiority

over the world. Every time he and his Combat Command
launched an assault, they were pushed back even further.
Only their mobility saved them from complete annihilation at
the hands of the DCMS troops.

The situation on Kesal may have been stacked against
them, but the men and women of the First Ceti Hussars con-
tinued to fight on right up to the ceasefire. Word of the agree-
ment reached the two sides on the 18th of March, and an
uneasy peace fell over Kesai IV while the Cetli Hussars pre-
pared to withdraw from the world. Small-scale fights. between
the two sides broke out three times In the two weeks that the
Hussars took to make field expedient repairs and load up their
equipment and people, with only the intervention of General
Malen and Tai-sa Wolf-Hunter calming the “incidents before
they blew up into conflicts that would draw the entirety of both
opposing forces into battle again.

General Malen and the surviving AFFS troops on the plan-
et of Kesai IV withdrew on the 2nd of April, permanently ced-
ing control of the world to the Draconis Combine.

POSTSCRIPT

The end was near. Almost everyone who had been follow-
ing the events of the Civil War up to that point realized that
inexorable fact,

Generals on both sides prepared for the final battles, gath-
ering what supplies and replacement equipment they could
while giving their final “pep talks” to try to coax just a little bit
more from their exhausted soldiers. Too, the citizens of the
Lyran Alliance and of the Federated Suns were weary after
more than three and a half years of constant fighting. The
Archon had finally lost her grip over the people—even many
within the Estates General were calling for her removal—just
as she was apparently losing her grip on reality. Indeed, her
world had come crashing down around her and her last, best
hope relied more on luck than on sound strategy.

The coming battles would be the most desperate and
bloody of the entire war. The atrocities of the war to date would
soon see themselves outdone by commanders looking to curry
favor or simply repay a grudge. Millions more citizens would die.

The end was close, but not nearly close enough.
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SEPTEMBER 3066 - AUGUST 3067

“An emperor is subject to no one but God and Justice.”

— Frederick | [Barbarossa)], from Julius Wilhelm Zincgref, Apophthegmata, Bk. |, 1626

“We can win. We must win! History foretells it. Liberty demands it... If we are righteous in our pursuits the Lord will watch over us and
guide us in the battles to come. You are the hands of God. Now go farth and deliver His justice!”

Chaplain Colonel August Jonah Wilhelm von Moltke, in an address to the 10th Lyran Guards, 16 November 3066

OVERVIEW

The end. Trillions of people across more than a thousand
light years had been waiting for it to come through almost four
years of intense fighting, plus many more years of simmering,

The end. It meant a conclusion to the largest and most
destructive war either nation had faced since perhaps the First
Succession War, a cessation of the warfare that had robbed the
Lyran Alliance and the Federated Suns of two generations of sons
and daughters.

The end. A final decision on who would be leader, a despot-
ic and delusional sister or a megalomaniacal brother.

But it was not yet the end. It was the beginning of the end.
There was still a long year of fighting before the end would offi-
cially come, and many more months of limited engagements
before troops on both sides finally laid down their arms.

The end was coming, though, and with it bringing a final solu-
tion on hoth New Avalon and Tharkad.

FEDERATED SUNS

Four years of intensive fighting came down to one final, sig-
nificant battle—the battle for New Avalon. Almost everything else
in the Federated Suns came to a complete standstill when news
of the first Allied troops landing on the capital world first hit. Only
a handful of other battles continued to rage on. Some, like
Marlette, were preparatory battles that lasted much longer than
they should have. Others, like those on the Chaos March worlds
of Acamar and Genoa, broke out in response to renewed Capellan
aggression, no doubt fuelled by the Confederation’s coup in “lib-
erating” Tikonov.

But all of those were mere sideshows when compared to the
fight for New Avalon. The equivalent of some seventeen RCTs, plus
six additional 'Mech regiments, fought each other on that world.
More than half a million regular army soldiers, MechWarriors,
pilots and spacers came into direct conflict, including the most
senlor and respected generals in the AFFS. Thousands upon thou-
sands of 'Mechs, tanks and fighters fought for control of New
Avalon, and with that, control of the entire Federated Suns.

It was hell.

NEW AVALON

As Wave Six was coming to a close, the Archon and her advi-
sors were nervously watching the incoming reports of Allied troop
movements and intelligence analyses on the battles that were
coming to a close throughout the former Federated Common-

wealth. They knew that Victor was nearby and that his close allies,
like Duke Tancred Sandoval and Field Marshal Ardan.Sortek, were
closing in on the capital from the Draconis March and Capellan
March, respectively. Marshal of the Armies Jackson Davion had
galhered a huge defensive force to the world, conslsting of the
Nineteenth Arcturan Guards, Tenth Deneb Light Cavalry, Fifth
Donegal Guards and the Third Robinson Rarigers. He had also
brought the Remagen CMM from the world from Nunivak while the
Archon secured the assistance of ComStar’s 299th Division,
headquartered on New Avalon. Though he hadn't expected it, a
brigade of Seventeenth Avalon Hussars, having rebelled against
General Evans, had also made their way to New Avalon to take
part in its defense.

Galax

The Archon had “stranded” the Davion Heavy Guards on
Galax long before the first battles of the Civil War were fought.
She placed the RCT there, ostensibly to defend that important
world, and stripped them of their JumpShip contingent. Of course,
by placing the single most powerful RCT in the AFFS on that world,
she denied herself the world's production of aerospace fighters
and DropShips. While she could not afford to send enough forces
needed to take the world back from the Heavy Guards, she kept
the Heavy Guards in place for almost the entire Civil War.

With this world so close to New Avalon, Galax became a stag-
ing area for Allied troops en route to New Avalon. The Second
Davion Guards arrived In the middle of Wave Six while the First
and Third Crucis Lancers made landfall on Galax in May of 3066,
after a brief layover on Meinrad. Duke Tancred hit Galax shortly
afterward with the Second Robinson Rangers. Sandoval left in
late June, with the First Lancers and a third of the Heavy Guards
in tow, only to have Victor's own massive task force begin arriving
in-system in October. By November, the Allies had all but aban-
doned Galax for New Avalon.

New Avalon

Duke Tancred entered the New Avalon system on 30 June,
blasting their way through the Archon's naval blockades with a
fleet of assault DropShips, spearheaded by the dozen
Conquistadors the Heavy Guards had appropriated from Galax.
Sandoval's Second Robinson Rangers landed on the continent of
Rostock with the assistance of Allied sympathizers, who disabled
space and air traffic control sensors and marked LZs on that
sparsely populated continent. The Third Robinson Rangers were
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WAVE SEVEN

already on the continent and moved to intercept their titular duke
and his Allied units, but the '"Mechs and several armored cavalry
battalions deployed quickly and stalled the Third Rangers thirty
kilometers away from the Allied LZ.

Marshal Rand-Davion hit Brunswick with the First Lancers
and the Heavy Guards, facing opposition in the form of two
brigades of conventional infantry, plus a full armored brigade. The
Loyalists had deployed no 'Mechs to the continent, though, mak-
ing for a tough, but relatively short, campaign for Brunswick.

Field Marshal Ardan Sortek made landfall a week behind
Sandoval with the Second Ceti Hussars and the Davion Light
Guards, but his task force had not been quite as lucky as
Sandoval's had. Sortek lost a full Hussars Combat Command, as
well as several Light Guards DropShips, during the burndin. He
dropped two hundred kilometers away from Sandoval on Rostock
and immediately moved against the Third Rangers’ lefl Nank—
along with the brigade of armor that Jackson Davion had also
assigned to Rostock. Davion managed to insert several addition-
al mechanized and armored regiments, plus a Level lil from
ComStar's 299th Division, into Rostock two days after Sortek
landed, preventing the two Allied task forces from making a quick
or easy link-up. They did link-up on the 10th of July, however, when
Sortek pushed a battalion of the Light Guards into Gaveston's
Gorge, which Sandoval's forces had been battling over with the
Third Rangers for several days.

The Allied task forces under Sortek and Rand-Davion contin-
ued to battle against the Archon's forces, liberating most of
Brunswick after just five weeks of fighting, and after pushing the
remainder of the three defending brigades onto Rostock, the First
Lancers delivered the coup de grace with Sortek’s forces acting
as the anvil to Rand-Davion's hammer. That still left the Third
Rangers and more than two brigades of conventional troops on
the continent, however.

Victor arrived in-system on 8 November at the head of a vir-
tual armada, including the FCS Melissa Davion and four Foxclass
corvettes. Facing them were the Avalonclass FCS Lucien Davion
and FCS Alexander Davion, plus two more Loyalist Foxes. This
WarShip battle, the largest one fought in the Inner Sphere since
the First Succession War, lasted less than an hour in New Avalon
orbit and ended in the destruction of three ships, the surrender
of two Loyalist ships (including the Lucien Davion), and significant
damage to all of the participants, with one retreating (the Fox
class FCS Murmansk jumped out of the system from a pirate
point and has not been seen since), Victor grounded thal day on
Brunswick with the Twenty-Third Arcturan Guards, Sixth Crucis
Lancers, Tenth Lyran Guards, First NAIS Cadre, Outland Legion
and a battalion of First St. Ives Lancers.

Jackson Davion transferred the Fifth Donegal and
Seventeenth Avalon Hussars to Rostock, along with another
mixed armored and mechanized brigade, reinforcing the Third
Robinson for the inevitable Allied push, which came In mid-
December once the Allies completely secured Brunswick. With
Sandoval and Sortek still struggling against the heavy Loyalist
forces on the continent, Victor marched in, hitting hard with the
equivalent of five heavy brigades.

Sortek and Sandoval fought a mohile battle against the
Loyalists, breaking contact with each other several times while
Victor moved in and met the Fifth Donegal and Seventeenth
Avalon Hussars. Some six weeks of heavy campaigning, made
even more difficult by Archon Katherine's call for New Avalon’s
people to resist the Allies in any way they could, saw the libera-
tion of Brunswick and the virtual destruction of the Fifth Donegal
and another two conventional brigades. Unfortunately, the Allies
lost the Twenty-Third Arcturan Guards and the Davion Light
Guards in the process and allowed the Seventeenth Hussars to
withdraw. The Third Rangers likewise pulled out once the
Seventeenth made its exit. That left the campaign for Albion and
Avalon City. .

The combined Allied task force landed on the southeast tip
of the continent of Albion on 10 February 3067, with the Davion
Assault Guards and the First Crucis Lancers making the initial
landings, lead by Marshal Rand-Davion. Though they took heavy
casualties, after two days of bitter fighting thg entrenched heavy
armor and massive gun emplacements along the rugged shore-
lines near Portland, they won a secure beachhead for the rest of
the task force. The two RCTs continued to fight inland as the
Nineteenth Arcturan and Seventeenth Avalon Hussars rushed to
meet them, along with several scattered conventional and militia
combat commands. Before Victor could move any significant rein-
forcements in, however, the Tenth DLC made its own lightning
strike against the Allied flank that broke the line of attack and
allowed the Loyalists to surround and destroy more than a
brigade in a single day of battle.

That attack broke both the Assault Guards and the First
Lancers, though the survivors were reorganized as a brigade
under Marshal Cooper and taken off the line while Victor pushed
through, a day late. He continued to push into the heart of Albion,
winning half of the continent and eliminating the DLC and
Seventeenth Hussars in just seven weeks.

Katherine, already losing her grip over the world as workers
staged strikes and other work stoppages as their own way of strik-
ing at the Archon, lost the services of her best military mind on
the 28th of March. Jackson Davion stepped down as Marshal of
the Armies, leaving a vacuum that no other individual could hope
to fill. The Archon officially appointed Field Marshal Simon
Gallagher to the position, though Field Marshal Werner Gast took
effective command.

Less than a month later the Allied forces were entering
Avalon City itself, ComStar's 244th Division had arrived several
weeks earlier and were quickly integrated into the Allied force
while the Third and Fifth Crucis Lancers arrived on the 19th of
April, too late to take part in the final push, Victor pushed hard at
the remaining Loyalists protecting Avalon City—the Nineteenth
Arcturan Guards, the Remagen CMM and ComStar's 299th
Divislon. The First NAIS was decimated by a heavy 299th artillery
barrage while three Davion Heavy Guards combat commands dis-
integrated under the weight of concentrated fire from the remains
of three Loyalist RCTs.

Katherine's Twenty-Second Avalon Hussars retreated en
masse into the city, while the Allies ripped into the flanks of the
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299th Division and Nineteenth Arcturan, allowing only a few scattered companies and
battalions reach the relative safety of the city. A bare three Loyalist combat commands
held the city against three Allied brigades, plus two more RCTs held in reserve. Even
the Archon knew she could not hold out against such odds, and issued her surrender
on 20 April 3067 through Jackson Davion.

The long and bloody battle for New Avalon was finally over.

OTHER ACTIONS

Other than Marlette, which was considered something of a warm-up for the cli-
mactic battle for New Avalon, only a handful of Federated Suns worlds were still gripped
by the fighting. The combatants on most werlds had simply worn themselves out. With
more information freely flowing than ever before, the citizens of the Federated Suns had
finally been able to make informed decisions for themselves. As soon as the truth
made its rounds of the Federated Suns, the last few battles quickly ended. The eyes of
the nation were turned to the traditional seat of Davion power.

But then something happened. Assisted by the Confederation’s House Dal Da Chi,
the Free Tikonov Movement resurged on Tikonov and neutralized the defenders that
Victor had left behind. Officially the world had declared independence from the
Federated Suns and was granted “protectorate” status by the Capellan Confederation.
Unofficially, it was obvious to all that many of the technical and support personnel that
House Dai Da Chi had brought with them were Capellan political officers whose job it
was to bring the world back into the Confederation.

As soon as the Tikonov incident happened, Duke George Hasek learned of addi-
tional Confederation troops—mostly mercenaries—moving into the Chaos March,
Whether those troops were meant to take back additional worlds within the Chaos
March or were ordered to make follow-on attacks into the Federated Suns, Duke Hasek
didn't know. But he, like most of his people, was sick of the Federated Suns' official
“hands-off" policy toward the Chaos March and the Capelian Confederation's continued
incursion into the region. Sun-Tzu Liao had continued to grow his power base for years
while first Prince Victor, and then both his sisters, just stood by and watched him gob-
ble up world after world.

Duke Hasek needed to rally his march behind a cause, something to draw them
all together as one again. The Chancellor's movements in the Chaos March gave him
just the cause he needed, and unlike Duke James Sandoval’'s assault into the
Combine, this would be a wholly justified exercise.

Acamar
The world of Acamar had experienced something of a civil war of its own several

years before war broke out within the former Federated Commonwealth, prompting a
consortium of companies lead by General Motors of Kathil and Johnston Industries of
New Syrtis—companies that relied heavily on the world's natural resources—to build a
covert mercenary task force to stabilize the government on the world. The goal of the
operation was not to specifically install a pro-FedCom government, though that was one
of the side-effects of the operation.

As the Civil War waged on within the Federated Suns, Chancellor Sun-Tzu Liao
began to look again at the world of Acamar. While the world's government was friendly
to the Federated Suns, Acamar remained an independent power. The Chancellor intend-
ed on changing both of those facts in October of 3066.

The mercenary unit Olsen's Rangers was dispatched to the world of Acamar with
orders to take the world's leaders inte custody and to install a pro-Capellan government
in their place. By using the mercenaries to accomplish his goals, units that he could
claim were acting on their own and not on orders from Sian, the Chancellor hoped to

\UHERE HAVE ALL THE WARSHIPS GONE?

The WarShip fleets of the former
Federated Commonwealth were once ranked
the most powerful of the Inner Sphere navies.
While the Free Worlds League has many more
ships, those ships are under-armored, barely
capable of surviving through a single salvo of
weapons fire. Likewise, the Draconis
Combine fields a relatively large fleet, but its
many different ship classes were saddled with
technical difficulties that made it nearly
impossible to keep more than a few opera-
tional at any one fime:

The Federated Suns afone had a total of
thirteen in service with eight more nearing
completion when the Civil War erupted. Yel
even with the intense fighting going on over
Kathil, the McKenna Shipyards continued con-
structing the few remaining Avalons, even after
the Robert Davion was destroyed in combat.
Likewise, the New Syrtis Shipyards also fin-
ished off the few remaining Fox-class corvettes
that were already under construction when the
war broke out. In contrast, the Alliance had
only five WarShips In service by the end of the
Civil War, though one was the massive Mjo/nir-
class Yggdrasil.

Even with all of those WarShips in ser-
vice, those ships played a relatively insignifi-
cant role in the Civil War, With the leaders of
both sides watching troop movements and
casualty reports, almost no one was paying
attention to the WarShips. The Avalon-class
Melissa Davion (named for the famous
FedSuns leader, not the wife of Hanse Davion)
went AWOL in the early months of the war to
join Victor's task force, while the Fox-class
Intrepid served as Field Marshal Sortek’s com-
mand ship. The rest of the ships did little more
than serve as mobile defensive platforms, a
deterrent to a potential invasion force. Of
course, AFFC combat doctrine recognized long
ago that a WarShip was susceptible to massed
DropShip attacks, making the powerful ships
almost powerless to an assault by a full RCT.

So the ships remained all but sidelined
until the climactic battles for New Avalon and
Hesperus 11, doing little more than playing
escort.

sidestep any official censure by the Star League or other diplomatic incidents. That tactic had proven effective in his previous forays into
the Chaos March. This time, however, he faced an opponent who was resolute in his determination to prevent the Chancellor from seiz-

ing control of any more worlds within the Chaos March.
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Duke Hasek ordered the First Cunningham’s Commandos to
relocate lo Acamar when he learned of the Chancellor's attack.
Acamar only had a few companies of mercenary '"Mechs to pro
tect it, units that fell within days of Qlson’s Rangers' landing.
Their sacrifice bought Cunningham’s Commandos enough time to
reach the world before the Confederation agents had time to
install a friendly government. Longtime employees of the
Federated Suns, the Commandos were full time OpFor troops nor-
mally assigned to the Novaya Zemlya Combat Training Center. Not
only were they better equipped than the Confederation mercenar-
ies, they were also far better skilled.

The Commandos dropped right on top of Qlson’s Rangers,
scallering the moslly green troops in jusl Lhe first fow minules.
With their opponents already in disarray, the Commandos had an
easy time hunting down and destroying the broken mercenary
command. By the operation's fourth day, the Commandos had
Colonel Nicholas Olson in custody and had pushed so hard that
two of the unit's three battalions, each seriously understrength
tollowing the Commandos' attacks, withdrew from the world. The
third battalion lasted only another day hefore Colonel James
Longstreet finally cornered them and finished them off.

Acamar officially requesled AFFS protection days later on 2
November. By the middle of the following year, Duke Hasek offi-
cially added the world to the Capellan March.

Genoa/Arborls

The Chancellor's first move within the Chaos March came on
Genoa in October. A minerakrich world caught between the
Confederation’s Liao Commonality and the FedSuns' Archernar
PDZ, Genoa seemed to be a perfect world to drop Little Richard's
Panzer Brigade onto, ostensibly for exercises but in reality to cow
the world's leadership. Like Acamar, the world had fallen prey to
raiders and rival factions several years earlier, and like Acamar,
was liberated by a mercenary force in the employ of the consor-
tium lead hy General Maotors.

As soon as the Panzer Brigade landed on the world, Duke
Hasek dispatched the Twelfth Vegan Rangers’ Reta regiment to
deal with the Capellan mercenaries. Assisted by the relatively
small mercenary and personal guard units that called Genoa
home, the Vegan Rangers lore into the Panger Brigade, driving
them across the desolate surface of the world. As befitling their
opponent’s reputation, the Vegan Rangers showed the Panzer
Brigade little mercy.

Two weeks after the Rangers landed, the Panzer Brigade
packed up and left the world, though not hefore the Rangers
pushed so close to their LZ that the FedSuns mercenaries dis-
abled two of the Panzer Brigade's DropShips and completely anni-
hilated the unit's conventional armor and infantry forces.

The Capellan mercenary unit headed for Arboris, where they
hoped to build enough of a power base to call in Capelian rein-
forcements, but the Twelfth Vegan followed them to that world,
Lhis lime lielding an addilional ballalion of "Mechs salvaged from
the Brigade. The people of Arboris immediately turned against
the heavy-handed Panzer Brigade and threw their support behind
Lhe: Vegan Rangers' campaign (o rid the world of the Brigade,

Anaother week of pitched battles broke the Panzer Brigade's
back, reducing the once-proud regiment to less than a battalion
of operational 'Mechs—a mere seven lances-——and forced the
unit to withdraw from the Chaos March completely, with nothing
1o show for their expedition but the loss of more than two thirds
of their regiment.

To add insult to injury, the Rangers repaired what former
Brigade equipment they could and formed two understrength
battalions from citizen volunteers from the two worlds, calling
them the Vegan Tank Destroyers. The Rangers deployed one of
these new ballalions to each world and split their own com-
mand up between Arboris, Genoa and their original encamp-
ment on Algol. o

As with Acamar, Duke Hasek absorbed these two worlds into
his Capellan March, suddenly making the once-precarious Zurich
Salient a well-protected region of space.

Marlette :

Victor Steiner-Davion added the Third Crucis Lancers to his
Allied forces on the world of Marlette early in Wave Seven, fol-
lowing up with the Blackwind Lancers and the 244th Com Guards
Division shortly afterward. The Allied force on Marlette was over-
whelming, but still the Loyalists managed to hold out for several
months In the face of assault after costly assault. The Archon
ordered them to hold the Allied forces in place for as long as pos-
sible, preventing those units from adding their own firepower to
the hattle for New Avalon.

The Loyalist reinforcements had landed in Rosencarl, but
gave that city up as soon as the Third Lancers arrived on-world.
They made a fighting withdrawal from the Allied RCTs, pulling to
the south through Gil-den-Leni and eventually into Hedon's Path
and Jaweh. Soon after the Loyalists reached those last two cities,
however, the Blackwind Lancers and the 244th Division made
landfall to the south of those cities.

The Allied units had the Loyalists trapped between them in
the cities of Hedon's Path and Jaweh, though with the Norret
Mountain Range just to the east of both cities, the Loyalists had
an escape roule, They faded into the mountains, forcing the
Allies Lo rool them oul, The entire battle for Marlotte was taking
much longer than originally planned, however, and in late
January 3067 Precentor Shakov lead the 244th Division off of
the world to lend his unit's strength to the battle for New Avalon.

That still left an overwhelming Allied force on the world.
Under General Roberts, they continued to strike at the Loyalists
in and out of the mountains, forcing the First Republican into sur-
render on the 5th of February. Just a week later they caught the
bulk of the Marlette CMM out in the open of the Cregmoor Plains
and wiped them out. The Loyalists continued to struggle on, but
it had already become a losing prospect for them. The Fifth Lyran
Guards—both surviving battalions of the original RCT—gave up
on the 15th of February, while the Fifteenth DLC finally surren
dered on the 20th of February, but only after Marshal Michael
Lipstein had been taken as a POW,

The Third and Fifth Crucis Lancers immediately made preps-
rations Lo jump o New Avalon while the Blackwind Lancers and
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the Twentieth Avalon Hussars remained on Marlette to secure the world and deal with
the thousands of POWSs taken during the course of the campaign.

Taurus

The Fighting Urakhai's DiMaestri's Sluggers had departed Panpour in early 3065,
having stolen a great deal of supplies, ammunition and replacement equipment.
Apparently fed up with working for the Federated Suns, the unit set out into the
Periphery to find a new employer.

Their journey took them to Taurus, where the survivors of the "Mech unit hoped to
negotiate a new contract. As soon as the Urukhai JumpShip appeared in the Hyades
Cluster on 25 April 3066, though, Concordat fighters and assault ships opened fire and
destroyed two DropShips. Concordat officials claimed that the mercenary ships were
making a high-speed attack run on Taurus, forcing them to take action.

The Urukhai had made their intentions known to Protector Grover Shraplen, how-
ever. They also hadn't brought in all of their ships. As soon as the rest of the Urukhai
ships entered the syslem several months later In August, they actually did make a run
on Taurus, disappearing into the merchant traffic. Once on the ground, the Urukhai flew
into a mad rage, targeting the capital city—every person, every building and especially
the Taurian Guard—for destruction.

Indeed, the Urukhai did a great deal of damage, but it was only a matter of time
before the Taurian Guard cornered the mercenaries, destroying them to the man. The
Taurian Guard went so far as to gather the survivors and execute them for crimes
against the Concordat. The bulk of the Urukhai's suppart and auxiliary units did man-
age to jump out of the system before Concordat marines could capture them. Most
experts agree that these surviving Urukhai will likely end up on Outreach before long,
but for now the unit remains MIA.

Tikonov

Once Victor Steiner-Davion left the world of Tikonov with his task force, political offi-
cers and other special operations personnel attached to House Dai Da Chi, a unit left
behind by the former Prince to protect the world from further Loyalist attack, made con-
tact with the Free Tikonov Movement. From what DMI investigators uncovered, these
personnel lead Free Tikonov into an attack on the two infantry regiments left behind by
the Tenth Lyran Guard, easily taking control of Tikograd from the Allied defenders. The
Valexa CMM's mixed battalions likewise suffered the same fate, while the battalion of
‘Mechs and tanks left behind by the Twenty-Third Arcturan Guards tried to secure the
Ceres Metals facilities in New Moscow, but fell to the Capellan Warrior House. The
Capellan troops clamed that they were only moving to assist the Allied battalion and
that the Arcturan Guards fired on them first. While that claim is almost certainly false,
the results are the same nonetheless. Sun-Tzu Liao claimed Tikonov as an independent
protectorate at the end of March of 3067, ordering the world’s military production to
be rerouted to his own CCAF.

Though Duke Hasek likely could have retaken the world by assigning the bulk of
his march's coreward defenders to the world, he would have had to denude his borders
more than they already were. Worse, he would have to fight a campaignh against a peo-
ple who had become resolutely opposed to rule by the Federated Suns.

Instead, he gathered a heavy naval assault force and assigned it to the Tikonov
system, They would not attempt to take control of Tikonov, but they had orders to inter-
cept every ship headed into or out of Tikonov and confiscate any and all military hard-
ware and supplies. Further, they had standing orders to destroy any military opposition
to their operations.

Though this blockade has only been in place for a few months, already the crews
assigned to that mission have confiscated thousands of tons of CCAF equipment bound
for the world and even intercepled several shipments of finished military "Mechs and
vehicles, equipment already purchased by the AFFS yet bound for Sian. While the block-

THE TURTLE AND THE SCORPION

People throughout the Inner Sphere call
Victor Steiner-Davion the “Conqueror of the
Clans” and the “Hero of Huntress,” but many
of the strategic decisions he made during the
course of the war brought countless historians
and analysts to question his true capabilities.
As the first-born son of Hanse Davion, he com-
manded the loyalties of dozens of elite
Regimental Combat Teams without question.
He later served as ComStar Precentor Martial
and Commanding General of the SLDF,
appointed to those positions following his sis-
ter's assumption of power.

While he had a long string of victories
against the Clans Just a few years ago, many
began to rethink thelr perceptions of the for-
mer prince following his many failures during
the Civil War. Like the most famous Davion
princes of the past, he personally lead his
troops into battle, apparently unwilling to sub-
ject them to danger he wouldn't accept him-
self. But unlike his progenitors, Victor proved
almost wholly unable to pick the battles that
truly mattered.

Throughout the Civil War, he made a long
string of dubious strategic decisions, though
none worse than perhaps his acceptance of
House Dai Da Chi’s "assistance” during the final
months of the Civil War. Dispatched by
Chancellor Sun-Tzu Liao, House Dai Da Chi
pledged its service to the former Prince on
Tikonov. Victor refused to use the Warrior
House in his drive on New Avalon and instead
attempted to play one of the Chancellor's intri-
cate political games by accepting Dai Da Chi's
service — by assigning them to garrison duty, a
task universally loathed by MechWarriors. Yet
by doing that, he played directly into the
Chancellor's hands. House Dai Da Chi rid
Tikonov of its Federated Suns defenders and
claimed the world as a Capellan Protectorate. In
one fell swoop, the Chancellor had denied his
ancient enemy an extremely important world
and furthered his own standing by returning a
traditional Capellan capital world to
Confederation control.

So, like the ancient fable of the turtle and
the scorpion, Victor turned his back on the
Chancellor and was stung. He has not drowned
yet, but he does not begin to learn from his
mistakes, he may yet...

— Carter Treauman, from an editorial in
The Defense Review, 15 June 3067
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ade has become something of a diplomatic hot topic, Duke Hasek
refuses to back down and the Confederation is apparently willing
to steadily build up a military presence in the system until it can
launch its own full-blown assault to liberate the world.

LYRAN ALLIANCE

The allied investiture of Tharkad at the end of August
focused the minds of all combatants in the Lyran Alliance. All
the other battles became nothing more that sideshows to the
imminent Apocalypse, and by early 3067 were brought to swift
and often bloody conclusions. A succession of Allied strikes
across the Alliance pinned reinforcements in place, but by the
end of March the matter was academic. To his credit, Peter
Steiner-Davion had attempted to end the war in the Alliance by
peaceable means but when his grand-aunt, Nondi Steiner,
rebuffed his efforts he was left with little choice but to follow
the example of his grandmother, the original Katrina Steiner,
and use armed force to depose the incumbent and raise him
self to the Archonship.

His assault, though directed at Lyran troops, was also
intended as a force for national unity. As such, he incorporated
troops from throughout the Alliance; The Twentieth Arcturan
Guard, the Blue Star Irregulars, the Kell Hound mercenaries,
members of Phelan Kell's Wolf Clan and the Fourth Skye
Rangers. Also on hand were the Thirty-ninth Avalon Hussars but
the man who would be Archon decided not to employ them. This
would be a Lyran matter, resolved by the Alliance’s own people.

CAVANAUGH Il

By September, the allied forces on Cavanaugh were operat-
ing as a cohesive entity, able to direct their efforts against the
micromanaged Loyalists, selecting their targets and smashing
them one by one. There was little doubt in their minds that they
would prevail. The only issue was how long it would take to neu-
tralize the two operational units belonging to the loyalists, and to
mop up the shattered remains of the Penobscot militia.

In late September, an Allied thrust threw the Tenth and
Seventh Lyran Regulars against each other. Artillery and air
strikes by the Allies halted an offensive by the Loyalist regiment,
inadvertently killing the regiment's commander, Colonel Mike
O’Heron. The colonel’s daughter, Megan, took command during
the chaotic retreat, managing to reorganize the shattered regi-
ment into the semblance of an operational 'Mech battalion.
O'Heron called on Margrave Steiner to withdraw the Seventh from
Caerleon's defensive plans, or to at least reduce its share of the
perimeter. Steiner refused, maintaining the fifty-fifty split he had
originally dictated. Unwilling to disobey her superiors, Megan
O’Heron pushed her unit to its limits, though the attermpt to do as
much as a full-strength regiment left the Fighting Seventh men-
tally and physically exhausted.

The Bolan Jaegers were not in much better shape, and by
mid November, Milan Gverro's air wing was little more than a
memory, smashed from the sky by the two air wings of the

Avalon Hussars. The Allies were uncontested lords of the sky,
striking the now-besieged Loyalists almost at will and staging
frequent reconnaissance over-flights of the defenders’ posi-
tions. Now-Colonel O'Heron advocated coming to terms with
the Allied force, but Margrave Steiner's response was swift
and brutal. Accusing the commander of the Seventh of cow
ardice and treason, he had her stripped of her rank and shot
on 9 December.

The execution of Megan Q'Heron, intended by the Margrave
as an object lesson to those who thought to coneede (_iefeat.
had the opposite effect. Defections, already a problem in the
Loyalist force, increased five-fold over the weeks that followed
and by Christmas the Allied forces were hard-pressed to deal
with the number of deserters, forced commit a substantial num-
ber of thelr infantry to POW guard duty. This hindered their abil
ity to attack the capital; attacking into an urban area without
substantial Infantry support would incur horrendous armor and
'Mech casualties that Edwin May was unwilling to accept.

Instead, he took a gamble and on New Years day 3067.
He released many of the now-disarmed warriors, paroling
them in western city of Badon. The remaining POWs—the
hard-core of Loyalists captured on Mordred and in the early
days of the siege of Caerleon—were kept under lock-and-key
in a purpose-built complex near Tintagel. Releasing the bulk of
the POWs freed up sufficient numbers of Allied troops that by
the end of January, General May was ready to bring the war on
Cavanaugh |l to a close.

On 3 February, the assault companies of the Forty-second
Avalon Hussars tore a massive breach the lines of the Bolan
Jaegers, their heavwy and assaultclass ‘Mechs quickly over-
whelming the defenders. Into the breach poured the RCT's care-
fully hoarded battle armor, a battalion-sized formation, containing
both 'Mechs and tanks alike, that swarmed across the earth-
works Inflicting grievous damage and prompting many of the
defenders to throw down their arms. In less than thirty minutes,
the Jaegers were reduced to huddling masses, with only a hand-
ful of 'Mechs lead by Kommandant Herbert Lang troubling the
Allied force. These pockets of resistance were quickly isolated
and reduced.

The Hussars didn't wait for the reduction of the Jaeger posi-
tion before continuing their offensive, armor and infantry moving
into the southern districts of Caerleon. They expected bitter
street-to-street fighting, but what they found was a dejected and
weary population who just wanted the fight to be over. There were
scattered clashes with patrols from the Seventh Regulars but
these were half-hearted and the Regulars quickly abandoned the
city. Indeed, in the early hours of 5 February the Seventh mutinied
against Margrave Steiner's orders to “fight to the last man,”
requesting surrender terms from the Hussars. Though anticli-
mactic after the months of fighting, the battle for Cavanaugh Il
was over.

Members of the Hussars and the Tenth Regulars fought their
way into the Cavanaugh command bunker two days later, over-
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coming the Margrave's bodyguard and a succession of automat-
ed defenses lo reach the hearl of the complex. To their chagrin,
they found that Richard Steiner had fled, escaping to a waiting
DropShip and boosting to the jump point before he could be inter-
cepted. General May suspected that he was fleeing to Tharkad,
though he never arrived there. Richard Steiner's current where-
abouts are unknown.

DALKEITH

The fall of the Fourth Deneb Light Cavalry doomed the
Davion Guard on Dalkeith, who could not hope to prevall without
a stroke of immense luck or the arrival of Allied reinforcements,
With atlention and resources focused on the battle for Tharkad,
there was little hope of help rescuing them, no chance of the cav-
alry arriving “just in the nick of time”. The Fourth knew thelr fate,
but like many members of the Brigade of Guards before them, did
not give up. They would not break or surrender, but would sell
themselves dearly, extracting the highest price possible from the
Loyalist force.

General lames |to was only too happy to bring the baftle
for Dalkeith to a close; the elimination of the Fourth Guard
would complete the task he had been ordered to carry out at
the Civil War's commencement. His plan was unsubtle, but
given his numerical advantage il didn'l need to be. The
Loyalists would stage a three-pronged assault on Newhaven,
the simultaneous probes pushing the Allied defense to break
ing point and hopefully beyond.

Marshal Orsina observed the Loyalist troops maoving into
position and divined their intention, but there was little she
could do in the confines of Newhaven. Only two options
remained: stand and fight and be annihilated, or break out and
stage a guerilla war against the Loyalists. She chose the latter,
but knew her timing would have to be perfect if there was to be
any chance of extricating the Fourth Guards.

The Loyalist assault commenced shortly before dawn on 27
September 3066, a sustalned artillery barrage pounding the
already ruined city to soften up the defenders and pin them in
place while the attackers moved Into position. The Fifth Alliance
Guard approached the city from the South West, the 26th Lyran
Guard from the north, and the Third Royal from the east. Marshal
Orsina had little love for James Ito and the Fifth Alllance Guard but
she respected their abilities and knew that though batlered, the
unit remained formidable. The same could not be said for the
Third Royal who, despite a fearsome reputation, had under-per-
formed in the campaign and who, the Marshal's intelligence staff
told her, had yet to recover from the grave losses sustained in the
fifth wave,

Kathy Parks knew that her command was the weakest link in
the Loyallst taskforce and expected the assault on Newhaven Lo
be bloody. What she didn't expect was to see the Fourth Davion
bursting oul of their delensive positions and assaulting her troops
as they readied themselves to assault the city. The Royal Guard
unit, already under immense strain, collapsed under the surprise

assault, By seven AM, little remained that could be recognized as
the Third Royals, though the Fourth Davion Guard's victory was
Pyrrhic; nevertheless, the assault cleared their path from
Newhaven. It cost the Fourth both of the surviving armor battal-
ions, while scarcely a battalion of infantry remained in the field.
The entirety of the Fourth came to less than a combat command.

Furthermore, though their path appeared open, clearing it
had taken time. Before the Davion Guard could complete their
escape, the Fifth Alliance and Twenty-sixth Lyran Guard fell on
them from the rear. By the end of September, the Fourtr! Davion
Guard had effectively ceased to exisl. Some elements did escape
and staged a serles of hit-and-run attacks against the Loyalists in
October and Novernber, By New Year, theré was no doubt as to
the Loyalist control of Dalkeith though its value™in the Civil War
had long-since evaporated.

THARKAD

While Prince Victor chose New Avalon as his principal target,
Tharkad and Its regent, Nondl Stelner, would have to be neutral-
ized to bring a true end to the Civil War. Archduke Margan Kell
handled the planning and execution of this operatlon, undertak-
ing a gambit that sought to resolve the situation peacefully while
preparing to fight if needed.

The assault on Tharkad began on 18 August 3066, though
it was, initially, a peaceful invasion. Accompanied by a detach-
ment of the Twentieth Arcturan Guards, Peter took up resi-
dence at Resaurius Keep where he received his great aunt, the
Lyran Regent. Nondi bluntly refused to endorse his claim to the
Archonship, leaving only one avenue of advance, On 24 August,
forces of the Kell Hounds, Wolf Clan in Exile, Blue Star
Irregulars and Twentieth Arcturan Guard arrived In-system and,
together with a WarShip escort, moved to assault the planet.

The first battle took place in deep space as the Lyran
WarShips sought to interdict the inbound fleet, The invaders'
WarShips, lead by the Phelan Kell's McKenna<class Werewolf, beat
of the Lyran vessals, but not without cost; the Blue Star Irregulars’
Fredasaclass Kerensky's Blues sustalned grievous damage, and
saveral troop carrying DropShips of the Arcturan Guard fell to the
LCS Yggdrasil before the Mjolnirclass vessel was crippled by Wolf
WarShips. The Wolves subsequently dispatched a prize crew to the
Yegdrasil, adrift after its mauling, which was subsequently refitted
and Jolned the Tournan as the Winter Wolf.

Onplanet, two Royal Guard regiments waited for the
invaders, supported by ComStar's Sixty-Sixth Division under Dag
Kesselring, which had sworn to defend the Lyran capital against
“outside forces.” Nonetheless, the landings on August 26 were
relatively unopposed, with aerospace squadrons harrying the
bridgeheads but no ground assault on the newly arrived forces.
The invaders—the First Kell Hounds, both Blue Star Irregulars
regiments, the Twentieth Arcturan Guards and the Wolf Clan’s
Fourth Waolf Guards, each representing disparate elements of
the Lyran nation—were able to fortify their positions and deflect
the Tew probing attacks made by the defenders.
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On paper, Peter's pan-Lyran coalition had an edge in mili
tary might but their landing zones, far from the well-defended
Tharkad City, did not allow them to exploit this advantage.
indecd, before the first major battle of the campaign, Nondi
Steiner was able to reinforce her position with the Eleventh
Arcturan Guard and the Alarion Jaegers, newly arrived from their
aborted invasion of Skye.

The first major clash took place on October 4 at Lake
Malaren, when elements of the Kell Hounds threw back a probe
by the Twentieth Arcturan. More significant was the clash that
took place on October 13, when the Wolf Guards Cluster was hard
pressed by the Second Royal Guards RCT in the Methow Valley.
In the open, the Clan force could easily have fallen prey to the
more numerous Royal Guard but Khan Kell lead his troops into
the Stahlwurzel Forest, engaging the Lyran defenders in bloody
closequarters combat. For the next week, the Wolves imitated
their namesakes and savaged the Guards RCT, and on 21
October, the Lyran unit disengaged, pulling back to Tharkad City
to repair and rearm.

Meanwhile, the Kell Hounds regiment waged a protracted
campaign against the Alarion Jaggers, who despite the inspired
leadership of Colonel Julle Hoffman were no malch for the expe-
rienced mercenaries. Hoffman wisely chose to fight a mobile
campaign, launching a quick assault bul then fading away,
avoiding major losses. Unfortunately, the Jaegers' luck ran out
on 12 January when Kell Hound DropShips cut off their retreat.
Colonel Hoffman fell to the mercenary assault, and without her
leadership, the unit quickly fell apart. The Jaegers lost 92 per-
cent of their armor and almost seventy percent of their infantry.
Only two lances of ‘Mechs survived the encounter, and though
posing little real threat, continued to harass Peter’'s forces until
the end of the campaign.

Things went less well for the Twentyfirst Rim Worlds
Regiment of the Blue Star Irregulars, whose command bal-
talion was overrun by the Eleventh Arcturan Guard, throwing
the mercenary regimenl into chaos and allowing Lthe Arcturan
RCT to maul the survivors. Though a battallon of the Blue
Stars survived, the unit was renderad combat-ineffective.
Fortunately, reliet arrived in the form of the Fourth Skye
Rangers who, after the abortive Skye secession, joincd
Pater's coalition as representatives of thal troubled province.
The Thirty-ninth Avalon Hussars under the command of Major
General Bella Bragg also pledged their support to Peter, but
because of their Davion heritage were held off world so as to
prevent political complications,

Nondi Steiner's forces also received reinforcements in the
form of the Twenty-Fourth Lyran Guards RCT from Donegal, The
Slashers, as the Twently-Fourth were known, became the Nondi
Stelner's principal mobile force as the Eleventh Arcturan Guard
withdrew toward Tharkad City, joining Lhe entrenched defenders.
Meanwhile, the invaders gathered their strength at the Nagelring,
barely 100 kilometers away from the capital. There Peter's forces
waited, daring his grandaunt to dislodge him from the Alliance’s

premier martial academy. The two forces skirmished for over a
month, the braided streams of the Wash that separated Tharkad
City and the Nagelring churned up by the passage of ‘Mechs and
armor. However, The raiding and sniping gave neither side a sub-
stantial advantage and both commanders knew a head-on clash
was inevitable.

It came on March 23, when Nondi Steiner personally lead
the bulk of her forces against her nephew's alliance. The First
Royal Guards formed the center of the offensive line, flanked by
the Twenty-Fourth Lyran Guard and the Eleventh Arcturan.
ComStar's Sixty-Sixth Division formed General Stéiner's
reserves but Soon took a more active role in the battle as Peter's
Fourth Skye Rangers lured the Eleventh Arcturan out of position
and into a fruitless pursuit across the Wash.-Peter Steiner-
Davion assumed personal command over his forces and, for the
fist time in the campaign, took the field in his Fafnir. The Kell
Hounds soon found themselves held in a vice between the First
Royal Guards and the Twenty-Fourth Lyran, while the Twentieth
Arcturan Guard were hard pressed by the Sixty-Sixth ComGuard
and detachments from the Royal Guard. Both forces ground
away at each other, bul Peter hit on a strategy to free up his
units and Lo turn the battle in his favor.

He ordered the Kell Hounds to focus their efforts on the
Twenly Fourth Lyran Guard, hammering their flank and prompt-
ing the Guard to backpedal. This prompted the Royal Guard to
turn their full force on the Kell Hounds, though Nondi Steiner's
attempts to break the mercenaries were stopped short by the
Wolf Guard. With the Royal Guard focusing on the Kell Hounds,
Peter's Arcluran Guard were free to batter the ComGuard divi
sion with both aggression and superior numbers. Surprisingly,
the ComGuard unit held—but only briefly as Allied aerospace
forces focused their attention on the ComGuard.

The ComStar unit shattered, its disparate units guickly
overrun, and Peter immediately swung his forces into the flank
of the First Royal Guard. The sudden assault sundered the
unit, one hall fighting its way free and the other being quickly
reduced by the Allied forces. Nondl Steiner had ordered
General Riskind of the Twenty-Fourth Lyran Guard to charge
the Aliied position “and damn the losses™—a surprising and
desperate order given that her granddaughter, 3abine, was a
member of the Slashers, Riskind realized the futility of such a
geslure and, after a briel attempt to extricate his command,
requested terms for surrender.

With the Loyalist forces denuded by the battle at the
Wash, Peter drove on Tharkad City, the first battles taking
place there on March 27. The Wolf Guard recelved what was
expected to be the hardest battle of the assault, the seizure
ol Mount Wotan and the Asgard command post, but the com-
plex’s defenses were surprisingly light and the Clansmen had
little problem achieving their objectives. Peter's own drive on
the government complex of the Triad went less well, with his
aunt ordering the defending First Royal Guards to hold at all
costs. The Twentieth Arciuran suffered horrendous losses,
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amounting to almost a third of its combat strength, before their opponents col-
lapsed. Indeed, the losses might have been much worse had the Blue Star
Irregulars not moved to support the Arcturans. Nondi, who had led the First Royal
personally, cut her way through the encircling allies and fled to Tharkad City itself,
hoping to make her last stand there with the Second Royal Guards and the
Eleventh Arcturan Hussars. To her chagrin, the Eleventh refused her orders and sur-
rendered to its sister regiment. The Second Royal could not hope to prevail against
the entire Allied force but many refused to surrender. The result was several days
of bitter street fighting that culminated on 2 April with the death of Nondi Steiner
in personal combat against her nephew. Sporadic fighting continued for several
more days, but on 5 April the last resistance ended. Tharkad was In Allied hands
and the war in the Alliance was at an end. .

FREE SKYE REVOLT

The release of Duke Robert on 2 October 3066 was Lhe high point of the Free
Skye rebellion, though it also made the Duke peholden to Morgan Kell and, via Lhe
Archduke, Peter Steiner-Davion, With the military campaign on Hesperus dead
locked, Skye had little hope of winning its independence and with the civil war wind
ing down—and an increasing likelihood of a large-scale counteroffensive—Duke
Robert ameliorated his position, changing his call for “independence” to one for
“greater autonomy.” Free Skye had once again failed in its objective to form an
independent state but the movement was both stronger and more influential than
it had ever been in its history. With the end of the Civil War, there would be a new
political balance in the Alliance, one in which the Archon would have to welgh the
power of Tharkad against that of the regional capitals. Duke Kelswa knew that by
biding their time, Free Skye could yet prevail.

Hesperus

Maria Esteban Inherited a situation on Hesperus that was, in her own words,
probably un-winnable. She would not, however, abandon the world without making
a valiant effort to complete her mission. Her concentrated forces had a numeric
advantage over the Fifteenth Lyran Guard, but the Loyalist unit had the benefit of
the Defiance complex and its technicians, their ‘Mechs and tanks fully armed and
in tip-top condition. The only problem for Gina Ciampa's troops was the shortage
of fresh food—Free Skye still controlled the Melrose Valley, the planetary “bread-
basket"—though the Defiance complex was well stocked with preserved food, the
stockpiles established early in the Succession Wars to handle the eventuality of
a protracted siege. The defenders could hold out for years, placing the onus of
winning the battle squarely on the shoulders of Esteban’s troops.

Ordering her only battle armor platoon to infiltrate the Defiance complex on 14
October, the Free Skye general readied her troops for a daring, last ditch attempt
to seize the factory complex. Though spotted twice during their operation, the Free
Skye armored infantry was able to neutralize their discoverers before the alarm
was sounded. Their surprise assault on the mountain’s command complex was
swift and deadly, eliminating the guards and capturing the DSPF commander, Major
James Goree.

Without their command center to coordinate their efforts, and with many
weapons platforms disabled remotely by the saboteurs, the Defiance Self-Protection
Force was illequipped to coordinate with the LAAF troops and unprepared to meet
the Free Skye assault. Esteban’s main force drove directly for the factory complex’s
main gates, following much the same plan as in 3065, only this time with no Grey
Death to block their path. At an extremely high cost, the Skye troops were able to
breach the factory's defenses once more and surged into the complex, seeking to
overrun the defenders. Unfortunately, for Esteban’s troops, DSPF troopers—includ-

THOSE WHO WOULD BE ARCHON

Peter Steiner-Davions as-yet un-ratified
assumption of the Archonship, while ending
the war in the Alliance, has not been universal-
ly accepted. Unlike his grandmother's coup
d'etat against Archon Allesandro, he is not
deposing a widely unpopular leader. Though
Prince Victor has renounced his claim to the
throne and proposed his younger brother for
the role, not everyone accepts that a Steiner-
Davion should take up the Archonship, with
some calling for the installation of a “pure-
blood” Steiner rather than one whose blood Is
mingled with that of the Federated Suns.

The children of general Nondi Stelner—
the cousins of Prince Victor and Petar—are the
most mantioned names, their parents being
wholly Lyran and their heritage invasted in the
Alliance. Sixty-six 'vear-old General Ivan
Steiner is the leading candidate, commander of
the Lyran Guard and spouse of Jacqueline
Brewer of Deflance industries. Lisa Steiner, the
67-year old head of the LAAF Quartermaster
Corps, is another frontrunner though neither
Ivan nor Lisa showed much interest in politics
prior to the Givil War. Their ambitious younger
sibling, Richard, was the only one who did, but
his disastrous leadership in Skye and his flight
from Cavanaugh has destroyed his power
base. Indeed, his present location is unknown.
[t remains to be seen whether Nondi's grand-
children (Sabine and Lucien for Lisa, Luther
Steiner-Brewer for Ivan and Marcus for
Richard), all of whom are in their twenties and
thirties, with their own children in most cases,
have any interest in challenging their cousin’s
rule.

Another oft-mentioned candidate is
Caesar Steiner, the son of the famed lIris
Steiner, who served as liaison officer between
the SLDF and LAAF until the Civil War, then
took a direct hand in the campaigns on Giausar
and Hesperus. A career soldier, Caesar is polit-
ically astute, having matured greatly since his
time in command of the Second Donegal
Guards. Caesar appears loyal to Peter (his son,
Reinhardt, was a close ally of Prince Victor in
the civil war and his other son, Karl, is a lec-
turer at the Nagelring) and his mix of military
and political acumen has earned him Nondi
Steiner's old role of General of the Armies.

Less favorable to the Archon pro-tem and
his court is Roman Steiner, his daughter
Sarah, and her daughter Amanda. The death of

Continued on p. 178

171



WAVE SEVEN

a second daughter, Tabitha, with the First
Davion Guard on New Avalon has colored this
branch of the Steiner clan’s relationship with
thelr  Steiner-Davion cousins.  Though
Katherine was responsible for the atrocity,
Roman blames Victor, Yvonne and Katherine
equally for the situation on New Avalon and
his granddaughter's ‘murder’, The near-death
of his five-year old great-grandchildren (Claire
and Klaus) during the battle for Tharkad has
spread this enmity to Peter Steiner-Davion
who Roman accuses of being reckless and
inconsiderate of the capital's citizens when he
launched his bid for power. Roman Is too far
removed to be considered for the Archonship
but has nonetheless placed himself at the cen-
ter of Steiner opposition to Peter's accession.

Though more closely related to the ruling
family than many of the other candidates, the
ties of Robert Kelswa-Steiner, Duke-in-Exile of
Tamar and Duke-Consort of Skye, to the Free
Skye movement has effectively destroyed his
chances of claiming the Archonship. He has,
however, exploited the Alliance’s political insta-
bility to rebuild his own position after his
imprisonment during the Civil War, and to con-
solidate Free Skye's position after their
abortive rebellion. Robert is without doubt
Peter's greatest opponent in the post-war era,
rivaled only by Roman's family.

The last but by no means least of the can-
didates is Adam Steiner. Though only distant-
ly related to the Steiner-Davions (Adam and
Sarah Steiner have common great-grandpar-
ents), Adam has shot to fame with his perfor-
mance in the Clan Invasion and more recently
hils leadership and planning of the operation to
stem the Jade Falcon incursion of 3084-65,
Though far from being a friend of Prince
Victor, Adam has sworn himself to supporting
Patar - for now al least, as the new Margrave
of Melissia Theatre, Adam is in fraquant con-
tact with Caesar Steiner and is already being
tipped as a potential succassor lor the General
of the Armies.

ing some of the surviving Grey Death battle armor troops—counterattacked the
Skye armored infantry and regained control of the command complex.

James Goree was slain in the exchange but his exec, Captain Alena Derlan took
charge and rallled the corporate troops. With the factory's defenses turned against
them once more, and facing counterattacks both within the complex from the DSPF
and without by the Fifteenth Lyran Guard, the Free Skye task force was forced to with-
draw or risk being sundered into two distinct groups and crushed in detail.

The surprise redeployment of the Thirty-sixth Lyran Guard, who had been at
Maldon for much of the campaign, turned a difficult situation for Free Skye inlo a
grave one. The insertion of the Guards’ 'Mech regiment by a HALO drop caught the
rebel forces unawares and in a brutal six-day battle, the Thirty-sixth avenged its
disgrace for losing control of the Maldon mining complex by pushing the Skye
Rangers out of the Melrose Valley, Already gravely weakened by the campaign, the
Seventeenth shattered under the pressure, its scattered units easy targets for the
Air Surfer’s armor and infantry forces that had arrived in the valley by more con-
ventional means. A futile counterattack by the impetuous Fourteenth Lyran Guard
failed to dislodge Peter Zambos' RCT and wasted precious Free Skye resources.
Facing a relatively fresh, strong unit, Esteban considered the unthinkable, a retreat
from Hesperus. However, circumstances conspired against her ofice more and she
never had the chance to enact the order.

Though badly bloodled on Glausar, the arrival of the Second Donegal Guard
under the leadership of General Caesar Steiner killed Free Skye's hopes, and very
nearly killed generals Esteban and Parks. The RCT's sudden and unexpected
appearance on 19 January—the Free Skye WarShips had withdrawn to Skye almost
a year earlier and no orbital assets remained to interdict or warn of the unit's
approach—threw the rebels into disarray. The Donegal unit's lightning assault
crushed lhe command center of the Fourteenth Lyran Guard and their follow up
strikes destroyed what little remained of the Thirty-second Lyran Guard.
Outnumbered three to one and with her DropShips captured by the newly arrived
troops, Maria Esteban had run out of options. On 23 January, she surrendered to
General Caesar Steiner. Free Skye's hopes of seizing Hesperus, and with it wing-
ing their independence, were at an end.

OTHER ACTIONS

As the Allied troops prosecuted the war on Tharkad, fighting died out through-
out most of the Alliance. The notable exceptions—other than the meat-grinders of
Cavanaugh Il, Dalkeith and Hesperus—were worlds targeted by troops under the
command of Morgan Kell whose task was to pin Loyalist units in place and pre-
vant their redeployment to support the capital. The best example of this was the
assault on Donegal by the Twenty-fifth Arcturan Guard, who successfully con-
tained the Donegal Jaegers. Similar strikes took place against Bolan and
Cumbres. On Donegal, however, the Arcturan Guard seized control of the Garvinny
Prison and liberated many political detainees. Among them was Duke Robert
Kelswa-5teiner, whom Marshal Rudolph Geiger was very leery of releasing, though
after consulting with Peter Steiner-Davion, the general allowed the figurehead of
the Free Skye movement to go free on 2 December 3066. Duke Robert withdrew
to Skye where he had a touching reunion with his young wife before assuming
direct control over operations in the province. However, with the failure of opera-

tions on Hesperus, his dreams of independence were at an end and the young Duke began plotting to exploit the new political

landscape that was forming in the Alliance.
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POSTSCRIPT

“The War is aver—the rebels are our countrymen again.”

— General Ulysses Simpson Grant, 9 April 1865, upon stopping his men from cheering after Lee’s surrender al Appamatlox

“This war shall be indelibly etched into the memaries and existences of the people of the Lyran Alliance and the Federated Suns.
We shall mourn and we will never forget those wha fell, but let us not remember this war for the horrors that it visited upon us.
Instead, let us rejoice in the freedoms that it has taught us all to hold dear.”

— Archon Peter Steiner-Davion, 30 April 3067, in a broadcast to the people of the Lyran Alliance

The war is over.

That is not exactly true. The battles for New Avalon and
Tharkad put an official end to the war with the removal of
Katherine Steiner-Davion and her advisors from power in both
the Federated Suns and the Lyran Alliance, but even today
there are reports of fighting still continuing on worlds across
those two nations. Worse, the alliludes and feelings that
fueled the fires of the Civil War in the first place are far from
being put behind us,

But the war itself is over.

Some have said that the actions of Katherine Steiner-
Davion were nothing but an excuse for the Civil War, that God or
Time or Fate had decided long ago that this war would happen.
Others simply point to the fact that the political and military
alliance of two such powerful nations could only end in war.

No matter. The Federated-Commonwealth Alliance is no
more. With its dissolution came a catharsis, a time of healing;
one that we are merely in the first days of. We can only hope
that in the coming months and years we can all put behind the
bitterness and hatred that controlled us during the war and work
together to build a future for the coming generations.

The war is over. This is the story of the aftermath.

REVELATIONS

The war has been officially over for some six months
now final reports are still trickling in from all over the nations
of the former Federated Commonwealth. Indeed, it will likely
he years, if not decades, before the final costs of the war are
fully caleulated. We know that at the very least tens of mil-
lions have perished In fighting that took place, while the cost
in damages has already reached well into the tens of trillions,
and that Iz not even counting the destruction of six WarShips
and the disappearance of two more. Worse, the cost in lost
productivity, lost manufacluring capacity and lost interstellar
trade has already crippled lhe economies of both nations.
Rehuilding thal alone will take decades.

We also know that the Civil war touched hundreds of
worlds. Even conservative estimates indicate that fighting of
some sort broke out on eighty percent of the worlds within the
former Federated Commonwealth. While this work covered
only the battles foughl on the few that were strategically

of worlds suffered just as decply. Unfortunately, It 12 these
worlds that count most to the citizens of the Lyran Alliance

and the Federated Suns, and also the worlds where some of
the worst fighting in the entire war occurred—because it was
there that Archon Katherine's age'nls committed the worst
crimes against “her” people.

Of course, the militaries of the Federated Suns and Lyran
Alliance were gutted by the war. More than three-quarters of
the regular armies of both nations were involved in the war in
some way, with all but a few surviving the war having sustained
any more than minor casualties. Two whole generations of sol-
diers sacrificed themselves In this war. Those that survived are
forever scarred by the horrors they saw.

Most significanl, al least to the accountants and procure-
ment officers, was the loss of S0 many WarShips during the
war, Six ships, each costing more than the gross domestic
product of most worlds within the Inner Sphere, were destroyed
in the various battles, including three of the Federated Suns’
flagship Avalons destroyed, while another four are listed miss-
ing in action, presumed AWOL.

But the armies of the former Federated Commonwealth
have lost far more than their manpower, more than mere
BattleMechs and tanks and fighters and ships. The war cost
both the AFFS and the LAAF their senior leadership. By the end
of the war, more than two-thirds of the officers assigned to the
two militaries’ high commands had resigned or been arrested,
while almost a third of the general officers in both militaries had
either died in battle or had been arresied for their part In the
commission of warcrimes,

Even the highesl levels of leadership were not iImmune to
these losses; both General of the Armies Nondi Steiner and
Field Marshal Ardan Sortek were killed in the final battles for
Tharkad and New Avalon, respectively. General Sharon Bryan,
one of the longest-serving officers in the LAAF and Margrave
of the Melissia Thealer, likewise died in battle, though in her
case defending the Lyran Alliance against Clan Jade Falcon’s
invasion. Field Marshal Duke James Sandoval died on
Robinson on 4 March 3066, shortly after his son relieved him
of command of the Draconis March. Field Marshal Simon
Gallagher committed suicide as the Allies were pushing into
Avalon City rather than stand up for his role In the war.

Other senior officers fled rather than face up to their
roles in Lhe war, General Richard Steiner did just that after
his troops losl Cavanaugh 1 and has not been seen since.
Dozens of others {ried (o Nlee as well, though with space on
transport ships going for a premium, few have managed to
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flee any further than the worlds they had been stationed on
when the war ended.

And then there are the losses that both nations suffered
at the hands of their neighbors. The Alllance lost ten worlds to
Khan Marthe Pryde and her Clan Jade Falcon (though under
the leadership of General Adam Steiner, the LAAF did manage
to take five Falcon worlds back into the Lyran fold). In this
respect, the Federated Suns came out better, having lost only
two worlds to the Draconis Combine and a single world to the
Capellan Confederation. At the same time, Field Marshal Duke
George Hasek brought four Chaos March worlds back into the
Federated Suns, though none of those four worlds could ever
make up for the loss of Tikonov to the Confederation.

The Civil War was a disaster like none other in the histo
ry of either realm. The nuclear firestorms of the first two
Succession Wars may have killed more citizens and soldiers,
but even those wars could not stand in comparison to this in
the sheer damage done to the two nalions.

GENESIS

The paople of the Federated Suns and the Lyran Alllance
never can or will forget the pain of the Civil War, The time far
mourning is now over, though. April of 3067 brought with it
peace in the former Federated Commonwealth, with the battle
for Tharkad ending an 2 April, with Peter Steiner-Davion’s vic-
tory on the world over General of the Armies Nondi Steiner,
and the struggle for New Avalon finally concluding on 20 April,
with Archon Katherine's surrender to Victor Steiner-Davion.

Instead, it is time for new beginnings. The war perma
nently tore the Federated Commonwealth asunder. Even
Archon Katherine recognized that fact when she came to power
on New Avalon, choosing Lo keep her realms as independent
entities rather than try to force an alliance upon them again.

Indeed, It Is time for truly new beginnings. Victor Steiner-
Davion did not prosecute this war to win the thrones of his
hirthright back for himself. Once he took custody of his sister
Katherine and banished her to servitude within the Clan Wolf
Ocecupalion Zone as punishment for her crimes, ha renounced all
claim to the thrones on either New Avalon or Tharkad— in com-
plete crontravention to what many balieved he would do. His broth-
er Peter took up the mantle of leadership as Archon of the Lyran
Alliance, while Duchess Yvonne Steiner-Davion again assumed the
throne on New Avalon (though technically only as Regent).

Archon Peter had few candidates available to him to
chaose as his Commander Pro-Tem of the LAAF. Grand Duke
Kell was not only Ineligible due to his status as a mercenary,
but he also felt that he could not take on the weight of rebuild-
ing the Lyran Alliance Armed Forces, Instead, Archan Peter
assigned Kell as Margrave of the newly-redesignated Arc-Royal
Theater, promoting his cousin General Caesar Steiner to the
command of the LAAF.

On New Avalon, Yvonne Steiner Davion made a number of
witde sweeping changes of her own. Recognizing the death of

the Federated Commonwealth, she officially changed the
name of her nation back to the Federated Suns. Though she
had quite a few senior generals who had fought long and hard
for the freedom of the Suns, nearly everyone agreed that only
Jackson Davion had the skills and presence needed to rebuild
the Armed Forces of the Federated Suns. Though he had
served as Archon Katherine's Marshal of the Armies, he had
never compromised his principles and he still held the respect
of almost every commander wilhin the AFFS,

With the assistance of these senior officers,.as well as
that of others like Duke Hasek, the two siblings have begun to
direct the reconstruction and reconciliation efforts. Excepting
for those indicled for war crimes and other serious offenses,
the two leaders have declared a EEHETéI amnesty for anyone
who fought in the Civil War and ordered the release of all
POWSs. Further, in an effort to rebuild national pride and instill
a modicum of esprit de corps back within the AFFS and the
LAAF, they have agreed to reassign major military units back
to their original nations. As a part of this, once each nation's
JumpShip Meets are returned to normal service, they will be
providing transporl for any Lyran or Suns officer or soldicr to
return to their homeworld.

Of course, the leaders of these two nations are focusing
all of their energies on the reconstruction efforts—both with-
in their cities and their militaries. The Lyran Alliance and the
Federated Suns still have powerful and aggressive neighbors.
So while much of the resources of the two nations are being
directed toward rebuilding the cities, a significant portion is
also being put into rebuilding their militaries.

For the short term, dozens of RCTs and other major units
have been inactivated, with the survivors assigned to other
units to being them up to operational strength. The two
nations’ military industries are working overtime to build
replacement equipment while supply caches throughout the
two realms have already been raided for what materiel they still
contained. While this Is going on, the two Steiner-Davions have
already announced that some key units, like the Lyran First and
Second Roval Guards and the Davion Heavy Guards and First
Guards, will be reconstituted within the year, giving the citizens
and soldiers of both realms something to rally behind.

Of course, It will be decades before the two militaries are
back up to full strength. Not only will production take quite
some time, but the military academies are jusl now opening
back up to Tull classes. It will be at least two years before the
next generation of military cadets begin to enter the services.

It will take guile some time before the Federated Suns
and the Lyran Alliance are able to reclaim their former glory.
But the mere act of reconstruction will bring their citizens
together like nothing else could. Already the resignation and
defeat of war is being replaced with hope and pride.

The war is over. Life continues on, for it must. We simply
have no other choice.

180



_‘ﬁoki are withm the Draeon}s Cumbi‘na.

5 clvn. wm AND DCMS mcunamn TABLE

' m'wuaru amms Gmww.u}ﬂ"wﬁ?u w?}”u w:?n w'w' '
i I o4 i - =1, 27 -l -
i M Fomu otih Fddlrlhd Suns ! :
d Units } y
-\n:_ O m I S e
Ny Verly. ld.mil {H1 o Waalhill | 8] wathil [D]
e -zlhng a Atlas <At Hewvargu Lerigs Kathl L) Wathll [M] =W
MNews 0 Ky g Algyony sMe i i
vic Zurich Manking (M)
- 13h Aumion Hussans HC| Hat By y L1 el i Mew Syrtis (M] - New Syrtls [5] <5=
TFI Aviin Hussas RCT New Cassius An Ting [L] =W Matsuida  Matsolda [M] <R=  An Ting (M] <R~ Cassias [L] Cagulas [H] <W> Nirw Avalon
- i i M A B Cassias [L] 1 8de) (0]
20t Avalon Hussars RCT Ain: Aloyane Alcyons |L] Adcyone (L] «Wr Marieme [L] Marlstin (M| Mttty (M) Marette [L]
|1 2nid Avaton Hussars RCT Kt Bromhead  Broevhend [L]  Siear <Ms Tagets <M>  T@on <M= Talon (L] Talan [L] Talon [L] Tion {S] New Avaion [D]
ot Avalan Hussars RCT Vie : Squane | Newtown Sg. Sq. MW Coventry (L] Alarion <M= Tharkad «8>
(L] e HopeteSe Winier <Ads =i
! New leufmmclb
L Alst Awndon Hissars ¥ Vie: Benet I [D] .
. 206l Avalon Hussars RCT feu Poulsho Tmbigul [M] G gnijt] | Covanaugh il
S } {M] o e
14t Coti Hussars RCT Vie Pujarilis Tancredl <Ws  Hrytuland [L] sWe anal V(L] W M Hisul IV [8] <R
1 Bryceland [L]  Kesai IV (1Bde)j<M> Bryceland <M=
2nd Ceti Hussars RCT New Frazier L S «M> Taypata <M Mew Syriis <hi>  New Avalon|Hj<We
(- drd Gl Hursairs HDT LT Marapirg
Chisholm’s Ralders
1st Chishom's Raidars RCT Hat Brewd Marduk |L[<W> Marduk [H]<R> Braed [M] Breed [Mj<R>  New Valencia [M|<R»  New Avalan (D]
Breed <M=
2ndd Chishoim's Raiders RCT Rat Varlo Mlas <5= Kathil [M] Hathil [M| Mathil [D}
Crucls Lancers
4=t Crucis Lancers RCT Wig Bastrop Hilbourne [LisW>  Woadbina [L}<W> Taamuma (M| Tsamma (L} Teamma [M] Tsarmama [Lj«Ws New Avalon [D]
Melnrag <M /Galas<M:-
2nd Crucis Lancers RCT Vie Timbigut Canvanaugh Il <M= Boian [M}<R>
Hafway <M>
3rd Crutie Lancers RCT vie Cassias Tsamma [L] Tsanmma [M] Teamma [Li<W>  Marlette [Lj<W>
Meinrad <M>/Galax<M>New Avalon <W>
At Cruels Lancars RCT New GRisusar Giausar (L] (atausar [M] Gigusar [S]<W>
Hth Crucis Lancers RCT Vie Demefer  Demdle [L]<W- Algnl [M] Aldol [M]«W= Murtetie (L] Mariatta [M] Marigte (L] Maorlette [1 | <We
Aol New Avalon <W>
GfH Crucss Lancers RCT Nau Lemghoene Virtue (MW= Alarian <M Tikorgy [M] Tikanay [M] Twnonoy [L«W>  HNew Aualon [Hj=W=
Yok [M]xR =/ Halfsay-<5:-
Tth Grugts Lancers oy Wirster inams <S> Ingres fLJ<W>  Coveniry {1 Hde) Coventry (1 Bde) ITnarce {1 D)
g 7 L =W M5
fith Qrucie Lancers RCT New Mara  Proserpina [L]<W> P 1} L8] (mj 1]
Davion Brigade of Guards
Davion Assault Guards ROT Vie Tindraws Addicka (LW Tilonoy (L] Tikanow (M} Tikonov [Li=R>/Addicike(l)  Addigks (L] Acidicks [M]-=- New Avalon (D]
Davion Heavy Guards RCT Vie Galax New Mvalan [D]
Drton Light Guards RGT Neu Mendham Sinde |LjeW= New Syrtis <kt New Syrtis [M]  New Syrlis [MjeWs  New Avalon (0]
15t Davion Guards RCT Vie New Avalon Mew Avalon [5] New Avalon (O]
2 Davion Giands ROT Vie Brombesd  Bromhiead {§ <R Sirviat [MpWe Hedniall <M>  Nuviya Zomilya <M Gatam [L-We Galax <M= Mew Avalon [H]<W=
Mendham <= t
3rd Devion Guards RCT Vi Kasal IV Brycetand [L]  Bryceland [Mj<W= Cassias M) Casslas [M] Casaing [S]eW>
Ath Dawion Guards RCT Mau ft. Loudon . Loudon [Lj<R> Rasaigéthi (Lj<W> Yed Posterior [LI-W>  Dalhwith (M( Daikeith (M) Daikelth (M] Daikeith [M] Datheith (D]
5th Davion Guards RCT Vie Alcyone Aleyone (L] Aleyone [MjcWs/Kathil [M]  Kathil [M] Hathil |51 Kathil [D]
Light Cavalry
4th Deneb Light Cav. RCT Neu Datheith Dalkeith |L] Dialieaith (M) Datksith (M) Datheith (8] Dailkelth [D)
Bth Dene Light Cav. RCT Neu Kikuyu Kikuyu [S]<Re> Blus Hole <M=
10th Deneb Light Cav. RCT Kat New Avalon New Avalon [M]  New Avalon [Mj<w- Hew Avalon |D]
R B A

O A A Y T b g T o 7 Ty e R

181



i 1




\ cIVIL WAR AND DCMS INCURSION TABLE / *










‘i‘. -m‘ rlf-

¥ \-,:u




FEDCOM CIVIL WAR

ATLAS

HOW TO USE THIS ATLAS

The following pages describe a number of the worlds where
critical battles occurred during the Civil War. Included in each
entry a brief statistical overview of the world in question: the
name of the world (usually also the name of the star system;
differences to this convention are noted in parentheses), the
planet’s noble ruler, the star type (indicating the color and size
of the primary star) and the number of hours it lakes to
recharge, the position of the world In question within the sys-
tem, the number of days il takes to get from the jump point to
the planet’s orbit, the number of satellites {(moons) orbiting the
world, the gravity of the world (in reference to Terran-standard
1.0), whether the atmosphere is pure or contains toxins, the
percentage of surface water coverage, equatorial temperature,
the highest form of life native to the planet, whether the system
has JumpShip recharge stations at the Zenith or Nadir Jump
points, the class of HPG station, the overall population of the
world and finally an index of the Socio-Industrial level of the
world. This index is broken into several sub-sections, each
describing a different aspect of the world’s economy.

The first statistic represents level of industrial development,
or in other words, how “hightech” the world Is. The second sta-
tistic shows the level of industrialization across the world. The
third describes the level of how much this world depends upon
the import of raw materials from sources other than the same
star system. The fourth reflects the quantity of industrial output.
The fifth indicates how aulomated the food industry
(farming/ranching/fishing) is. The sixth indicates the level of food
production on the planet.

FEDERATED SUNS WORLDS

The following worlds are located In the Federated Suns.

ADDICKS
Noble Ruler: Duchess Stephen Johnston
Star Type (Recharge Time): K4lll (183 hours)
Position in Syatem: ‘th
Time to Jump Peint: 4.12 days
Number of Satellites: 4 (Damocles, Grant, Ella, and Chimera)
Surface Gravity: 1.0
Atmosphere Pressure: High (Breathable)
Surface Water Coverage: 62 percenl
Equatorial Temperature: 34° C (Tropical)
Highest Native Life: Amphibians
Recharging Station: Nadir
HPG Class Type: B
Population Size: 1,786,269,000
Socio-Industrial Levels: BBCB-C
Large, with four small moons and an atmosphare most vis
ftors liken to “breathing soup,” Addicks is nonetheless a pleas
anl and temperate world. Founded by English, French, and Greek
colonists in the early days of interstellar expansion, the planet’s
ample mineral resources, fertile lands, and large, freshwater

lakes, made it an ideal place to set up a staging area for further
colonization efforts. In the days of the Star League, Addicks
became home to Tauken Weapons Systems, a company special-
izing in armored vehicles, personal weapons and even atmos-
pheric fighter craft. After the collapse of the League, Johnston
Industries, a Federated Suns venture, bought the TWS plant, only
to see most of the factories decimated by the wars that followed.
In the 3030s, Johnston Industries abandoned the plant in favor
of new facilities on New Syrtis, and the resourceful locals who
claimed the empty husks of the former Johnston plants renovat-
ed them into an automative and heavy equipment manufacturing
company called Addicks Transport & Handling.

A tropical world, Addicks has four continents: Landersia,
Sparro, Frankalia and Auskel. Landersia, the largest continent, is
home to over half the world's population. The capital city of Saint
Randall was built from the ruins of the original capital, Castroville.
The capital city is the heart of Addicks’ commerce and industrial
might. The city houses lhe secondary command center of the
Addicks PDZ.

ALGOL

Noble Ruler: Duchess Marian Hargrove-Sung
Star Type (Recharge Time): G5V (186 hours)
Position in System: 4th

Time to Jump Point: 7.47 days

Number of Satellites: 2 (Hargrove, Sung)
Surface Gravity: 1.1

Atmosphere Pressure: Standard (Breathable)
Surface Water Coverage: 50 percent
Equatorial Temperature: 30° C (Warm-Temperate)
Highest Native Life: Fish

Recharging Station: Zenith

HPG Class Type: B

Population Size: 3,354,000,000
SocloIndustrial Levels: C-BCC-A

An original world of the old Tikonov Union, Algol became
an important agricultural center during the height of Star
League. Algol produced enough food to trade and supply all
the worids within one jump. A large world Algol has two major
continents and a few islands. The largest continent, Shalom,
hosts 3 major cities as well as the planetary capital of Algol
City. It is here that the planet’s food exports are brought in for
shipment off world through its large spaceport. Algol City was
founded on the coast due to the abundant amount of fish
found in the surrounding waters. Exploration of its remaining
continent of Durant revealed the soll was highly enriched and
could produce a wide range of agricultural products. The plan-
et immediately began to grow and flourish due to this new-
found discovery.

During the Fourth Succession War, Count Wayne Hargrove-
Sung had negotiated the peaceful surrender of the world follow-
ing the defeat of Ariana Fuslliers. In doing 5o, the Count saved the
planet from suffering more damage then it already had. Algol had
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suffered little since the fall of Star League and the people did not
want to see thal changed.

BREED

Noble Ruler: Margrave Alvin Krissenson

Star Type (Recharge Time): K7VII (198 hours)
Position in System: 5th

Time to Jump Point: 3.70 days

Number of Satellites: 3 (Despot, Stoneface and Zampage)
Surface Gravity: 1.3

Atmosphere Pressure: Standard (Breathable)
Surface Water Coverage: 70 percent
Equatorial Temperature: 40° C {Arid)

Highest Native Life: Reptiles

Recharging Station: Zenith

HPG Class Type: B

Population Size: 245,650,000
Soclo-industrial Levels: BB-AB-C

Originally captured by the DCMS in the First Succession War,
Breed had been conguered and re-conquered three times before
the Federated Suns regained permanent control in 2992. Breed
was a hotly contesled world tor Its vast wealth in mineral and ore
deposits. The system's two asteroid belts are also rich ore
sources for the Federaled Suns.

Breed Is a medium sized world with a slightly higher gravity
than most colonized worlds in the Inner Sphere. The majority of
the planct is covered by very dense water, a phenomenon that
took scientists mare than a decade to solve before they could use
the vast oceans to supply fresh water. Breed's three continents,
Talicar, Hindi and Trice, are island continents that have no natur-
al land bridges to cannect them. The planetary capital, Tonston is
located on Talicar and is the home for each of the three major
mining concerns based on the planet.

BROMHEAD
Noble Ruler: Duke Elrod Baracus Green
Star Type (Recharge Time): M2l (180 hours)
Position In System: Gth
Time to Jump Polnt: 11.19 days
Number of Satellitea: 1 (Brom's Reflection)
Surface Gravity: 1.0
Atmoaphere Pressure; Standard (Breathablc)
Surface Water Coverage: /10 percent
Equatorial Temperature: 40° C (Arid-Desert)
Highest Native Life: Avian
Recharging Statlon: Zenith
HPG Class Type: B
Population Size: 285,750,000
Socio-Industrial Levels: B-C-C-C-B
A nondescripl world with very little to offer except a strategic
position, Bromhead was captured early in the Succession Wars.
its strategic value and importance was never losl on the AFFS
High Command—becaue of its position along the Capellan bor
der hey have kept the world garrisoned with a significant of fen
sive and defensive force.

This arid world has two continents, one located in the
northern and one in the southern hemisphere, covering more
than half the planet. Zanzabar, the northernmost continent, has
the more temperate of climates and is home to the majority of
the world's population. Brom's Home, located on Zanzibar, is
the capital of the planet, serving as the center for all commerce
on the planet.

The southern Salazaar is a vast wasleland of desert divid-
ed by a large mountain range. The Salaam-Zurkan range Is so
high that few have ever attempted to climb it, with many peaks
higher then the famed Mt. Everest on Terra. Salazaar has
hecome a ﬁnajnr desert and mountain environmental combat
training ground for the AFFS. .

CcCAPH

Noble Ruler: Duke Kalvin Gustafuson

Star Type (Recharge Time): G5V (186 hours)

Position In System: 3rd

Time to Jump Polnt: 7.47 days
Number of Satellltes: 1 (Caph's Slone)
Surface Gravity: 1.0
Atmosphere Pressure: Slandard (Breathable)

Surface Water Coverage: 20 percent

Equatorial Temperature: 30° C (Warm-Temperate)
Highest Native Life: Reptiles

Recharging Station: None

HPG Class Type: B

Population Size: 1,150,500,000

Soclo-Industrial Levels: A-B-C-C-D

As the secrets of the memory core found on Helm were
unlocked, warfare technology was not the only benefactor
from its hidden secrets. Caph was a prime example of a world
benefiting from the newfound discoveries. One of the first
worlds colonized, Caph became a major center for advanced
engineering rescarch, WOD Interstellar, Pfizzier Chemicals
and DB Bowins Pharmaceuticals established factories on the
planet centuries ago. The famed Caph Institute of Technology
was built outside New Brunnel (the old capital of Caph) In
2309. It was here that the BattleMech Theory was devel-
oped. Unfortunately, the Institute was destroyed during the
bloody Amaris years., Another tragic loss suffered by Caph,
due to the indescriminatle use of atomic weapons by Amaris’
141st Dragoons, was the aextinction of the famed “Dinosaurs
of Caph.”

Ot the three continents, only Steam can now support the
local population. Brunnel and Caph Prime have been rendered
uninhabitable by radiation. Despite this, Caph has since flour-
ished and begun producing again the pharmaceuticals that made
Caph famous. In addition, a scientific expedition In 3025 revealed
that, deep in the jungles of Steam, some examples of the plan-
et's original native life had survived. A nature reserve named
Cretaceous Zone was opened in June of 3064, bringing a small
boon to Aswan, the new capital of Caph, even during the midst of
the Civil War.
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CASSIAS

Noble Ruler: Count Amir Altume Kadaji

Star Type (Recharge Time): M5Ia (156 hours)
Position in System: 1st

Time to Jump Point: 2.45 days

Number of Satellites: 4 (Ramah, Bambang, Budiono, Kinjuri)
Surface Gravity: 1.1

Atmosphere Pressure: Standard (Tainted-Nitrogen rich)
Surface Water Coverage: 30 percent

Equatorial Temperature: 45° C (Tropical)

Highest Native Life: Amphibians

Recharging Station: None

HPG Class Type: B

Populatlon Size: 578,225 000

Soclodndustrial Levels: C-CBBEB

A world named after a flower found in Southeast Asia on
Terra, this tropical world was a flower in the black sea of space,
Originally colonized by an Islamic Sect from the former Terran
nation of Indonesia, Cassias was a near-perfect substitute for
Terra to the weary colonist. Overcoming the nitrogen rich
atmosphere was a major challenge, but the world's first
colonists built domed cities and atmosphere processors to
accomplish this taint.

Cassias' three large continents, Java, Kalimantan and
Borneo, are only partially developed due to the terrain. The jungles
are thick and each continent has large mountain ranges that make
it difficult to expand. It is these junglecovered mountains that
have become the planet’'s source of income. Java produces rub-
ber and precious gemstones while Kalimantan and Borneo pro-
duce metal ores, petroleum and natural gas products. These prod-
ucts are sent to the refineries outside the capital of Cassias, New
Jakarta City for shipment through Jakarta Starport.

The people of Cassias are proud and honorable, yet they are
as fierce in combat as they are in their business dealings. The
Draconis March has always considered Cassias a tinderbox—a
bit of knowledge gained through experience—and has treated its
people accordingly.

DAHAR IV
Noble Ruler: Duchess Aileena Sandoval-Dobson
Star Type (Recharge Time): M8V (159 hours)
Position in System: 4th
Time to Jump Point: 2.09 days
Number of Satellites: 2 (Drakhor, Drakkon)
Surface Gravity: 1.0
Atmosphere Pressure: Standard (Breathable)
Surface Water Coverage: 20 percent
Equatorial Temperature: 55° C (Extreme Desert)
Highest Natlve Life: Mammals
Recharging Station: None
HPG Class Type: B
Population Size: 753,958,000
Socio-Industrial Levels: B-B-B-A-D
A harsh and extremely dangerous environment, this desert
world is as famous for its hardened warriors as it is for the ore

they mine, Dahar IV has been one of the Draconis March’s most
important mining worlds due to its vast ore, silicon and bauxite
mines. Due to the rigors of mining on Dahar IV, Brook
Incorporated mining company designed and produced new
sophisticated dredging, refining and drilling machines that rival

BattleMechs in complexity and power. Brooks patented,
licensed and sold their digging machines throughout the Inner
Sphere. This brought in billions of C-Bills, enhancing the quality
of life for all Daharians.

Dahar's two continents, Dusty and Bauxum, cover most of
the planet. Of the two, Dusty is the most habitable. Most of the
major cities are located on Dusty, Including the capital city of
Drakaar. Bauxum is referred to as ‘Hell's Kifchen:. The average
mean temperature on Bauxum is 75° C on the worst days of the
year. Because of the harsh environment, the Dahar DMM training
facilities are located on Bauxum in order to better prepare their
forces for fighting on Dahar.

DEMETER

Noble Ruler: Duke Giovanni Estrella de Sangre
Star Type (Recharge Time): M2V (206 hours)
Position in System: 3rd

Time to Jump Point: 2.45 days

Number of Satellites: 2 (Desamone, Penndel)
Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Surface Water Coverage: 50 percent
Equatorial Temperature: 35° C (Warm-Temperate)
Highest Native Life: Plant

Recharging Station: Nadir

HPG Class Type: A

Population Size: 4,258,359,000
Socio-Industrial Levels: B-B-B-A-B

Once known for possessing worldclass nature preserve,
Demeter is now a major staging world for the AFFS. Where natu-
rally occurring crystalline formations—some reportedly over a
kilometer in diameter—grew on the continent of Shallahandra,
the ground is now covered with ferrocrete and heavy construction.
Since the fall of Star League, Demeter has been used to stage
many assaults against the Capellan Confederation. The fruits of
that continued aggression proved deadly to Demeter's inhabi-
tants, however, when on a warm spring day in May 2760, a series
of atomic blasts destroyed the BattleMech and AeroSpace pro-
duction plants of Lycomb-Davion IntraTech. The blast also deci-
mated nearly a thousand square kilometers of Ulreich, the small-
est of Demeter’s three continents.

For three centuries, it was believed that this area of Ulreich
was uninhabitable. A recent inspection of the site revealed radi-
ation levels were at acceptable levels and, backed by the Duke
of Demeter, Vicore Industries broke ground on a new industrial
complex near the old site, three hundred years later. Nine years
to the day, the first lines were activated and began producing a
series of electronics and mechanical equipment. The planetary
capital of New Demeter City, on Demeter's largest continent of
Bolan, houses the company’s home offices, however.
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KATHIL

Noble Ruler: Duke Pelyr VanLees

Star Type (Recharge Time): F4V (175 hours)
Position in System: 3rd

Time to Jump Point: 16.10 days

Number of Satellites: 1 (Loren's Folly)
Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Surface Water Coverage: 30 percent
Equatorial Temperature: 30° C (Warm-Temperate)
Highest Native Life: Insect

Recharging Statlon: Zenith

HPG Class Type: B

Population Size: 2,158,650,000
Socio-Industrial Levels: A-AB-AC

Once considered small and unremarkable, Kathil became a
vitally important world to the Federated Suns centuries ago. The
formation of the Star League and the subsequent Reunification
War put a heavy strain on the Star League Navy. Having to travel
vast distances for repairs —often all the way to Terra  could keep
ships oul of the fight for years. Recognizing Kathil's strategic loca-
tion long the Capellan/Suns border, the SLDF selected the world
as home for one of its largest shipyards outside of the then-Terran
Hegemony, christening the James McKenna Shipyards in 2602.
The SLDF spared no expense in designing and building the yards,
and even constructed a series of microwave transmission towers
across the planet to literally beam energy, collected from the
world's ample geothermal supply, to the shipyards..

Located on the Muran continent is District City, capital of
Kathil and home to the Hall of Nobles. Just outside the capital is
General Motors' large BattleMech production plant, while a sec-
ond, newer plant is located on the island continent of Thespia
near a new ore deposit. The Kay Bume Munitions plant is in Stihl
just outside District City. Kay Bume supplies munitions to a large
portion of the Capellan March military. In addition to its military
and Starship industries, Kathil has a large timber industry and an
advanced agricullural industry,

KESAIl IV [AKA KAEAI
Noble Ruler: Duke Lamar Trives
Star Type (Recharge Tima): ASll (166 hours)
Position in System: 4th
Time to Jump Polnt: 33.12 days
Number of Satellites: None
Surface Gravity: 1.0
Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 50° C (Desert)
Surface Water Coverage: 30 percent
Highest Native Life: None
Recharging Station: None
HPG Class Type: B
Populatlon: 175,350
Sociondustrial Levels: BCDDD
Kasai is a desert world with few resources. The natlives
serounge a living as best they can, irrigating small patches of

desert near the Sea of Tears. The Star League had thought
enough of the world that they bought it from House Davion,
constructing a massive depot near the planet's lone sea. After
the collapse of the Star League, the Davion forces took control
of the planet from Kurita, removing the remaining supplies
almost immediately

In recent years, however, additional supply caches have been
discovered. The most recent occurance was several years ago
when hunters discovered a cache to the north of the depot. Inside
were construction materials and remains belonging to Davion
troopers who wenl missing in the early 2800s. Strangely, the
remains of éome SLDF soldiers were also discovered, Identifled
only by a defaced unit patch of a Terran Royal division.

The natives are nomads with few established settlements.
Divided into tribes, they live apart from the bases and have lit-
tle to do with the Davion troops except the occassional supply
raid. Kasai's largest mountain range, the Walls of Sorrow, is
west of the Sea of Tears and runs north and south across most
ot the planet.

NEW ARAGON

Noble Ruler: Duchess Caroline Gwinn—-Robertson
Star Type (Recharge Time): K2V (193 hours)
Posltlon In System: 3rd

Time to Jump Point: 4.85 days

Number of Satellites: 1 (Dijon)

Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Surface Water Coverage: 60 percent
Equatorial Temperature: 45° C (Tropical)
Highest Native Life: Amphibian

Recharging Station: Zenith

HPG Class Type: A

Population Size: 2 587,360,000
Socio-Industrial Levels: B-B-A-B-A

New Aragon was calonized as part of a land scam during the
twenty third century. The planet was cast as a world with “fertile
ground and abundant water” to lure buyers, when in fact most of
New Aragon’s two continents of Glastonbury and Dreymon ware
predominantly swamps. To make matters worse, the land was
infested with Insect-like creatures carrying more diseases than
could be counted.

In spite of this, the colonisls drained the swamplands, leav-
ing what proved to be dynamically fertile land that was able to
sustain a large farming population. Additionally, the native
amphibian life became a delicacy that were soon exported as
gourmet items. In addition, New Aragon has become a leading
center for medical research. The capital of Argos, located on the
continent of Glastonbury, is home to the New Aragon Institute of
Epidemiology—a leading Inner Sphere medical research facility.

Of course, New Aragon has also seen its share of military
action. When Davion Torces, lead by Marshal Peter Davion cap-
tured New Aragon in 2830, the people rebelled against their
new masters. It was not until 3013, with Hanse Davion as
Military Governor, that the AFFS restores order; Prince Hanse




earning his nickname “The Fox” on the world of New Aragon.
New Aragon’s people have been staunch supporters of House
Davion ever since.

NEW AVALON

Noble Ruler: Regent Yvonne Steiner-Davion

Star Type (Recharge Time): G5V (186 hours)
Position in System: 4th

Time to Jump Point: 7.17 days

Number of Satellites: 3 (Avatar, Galahad, Vallant)
Surface Gravity: 1.0

Atmoaphere Pressure: Standard (Breathable)
Surface Water Coverage: G0 percent

Equatorial Temperature: 30° C (Mild-Temperate)
Highest Native Life: Mammals

Recharging Station: Zenith and Nadir

HPG Class Type: A

Population Slze: 7,212,000,000
Soclo-Industrial Levels;: AACAA

New Avalon is the capital of the Federated Suns and the seal
of House Davion's power. Colonized in the early 23rd century, the
world eventually turned from an agricullural planet to a major play-
er in intergalaclic commerce. Four major landmasses —the contl-
nents of Alblon, Brunswick, Rostock and New Scotland—as well
as the major New Hebrides island chain at the equator dominate
the world. Avalon City, located on Albion, is the capital city of bolh
the world and the Federated Suns. Furthermore, Avalon City is the
home of the New Avalon Catholic Church.

The city is not only home to the Davion Palace and the Royal
Court, bul also the NAIS and its College of Martial Sciences.
Outside the city, buried deep within the Grand Avalon Mountains,
extending west from Avalon City, is the Fox's Den, headquarters
of the AFFS. Also localed on-planet is the Albion Military Academy
as well as Achernar BattleMechs (both on Albion), Corean
Enterprises and Lycom-Davion IntraTech (both on Brunswick),
each major defense contractors. New Avalon remains an impor-
lant seat of political power, an industrial giant and a major
exporter of food to the rest of Lhe Crucis March.

NEW BYRTIS

Noble Ruler: Duke George Hasek

Star Type (Recharge Time): KolV (197 hours)
Position in System: 4th

Time to Jump Point: 4.12 days

Number of Satellites: 1 (Varney's Star)
Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Surface Water Coverage: b0 percent
Equatorial Temperature: 35° C (Mlid-Temperate)
Highest Native Life: Plant

Recharging Station: Zenith

HPG Class Type: A

Population Size: 258,654,000
Socio-Industrial Levels: A-A-B-AC

A world stuck in a perpetual ice age, New Syrtis is all but com-
pletely covered in huge sheets of ice. New Syrtis was discovered
during the days of the Terran Alliance but was not colonized until
late in the 2260s. Its first inhabitants were prospectors looking to
get rich. When the gold rush faded, major mining companies
moved in and began to seriously work the deeper mines and har-
vest the great veins of ore the planet had to offer.

New Syrtis is a unique world, if only for the tropical zone at
its equator. The large island continent of Copplin is a paradise
compared to the northern continent of Mawreddog. Its been said
that all New Syrtans make it point to travel to Copplin once ‘ayear,
just to thaw out. The capital city of Saso is on the northern con-
tinent, along wilh Saso University. Near the university and hidden
underground beneath two kilometers of iimestone; ice and snow
is the Regional Military Headquarters of the Capellan March, a
facility known as ‘The Cave’.

New Syrtis produces iron ore, precious metals, petrole-
um and BattleMechs. The New Syrlis Shipyard Is also co-
located In-system, building a number of different civillan and
military spacecraft.

ROBINSOMN

Naoble Ruler: Duke Tancred Sandoval

Star Type (Recharge Tima): G5IV (186 hours)
Position In System: 3rd

Time to Jump Point: 7.47 days

Number of Satellites: 1 (Bethel) |

Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Surface Water Coverage: 70 percent
Equatorial Temperature: 35° C (Warm-Temperate)
Highest Native Life: Mammal

Recharging Station: Zenith, Nadir

HPG Class Type: A

Populatlon Skze: 5,675,350,000
Soclo-Industrial Levels: AABBC

A large temperate world, Robinson went from an agricultural
world to the industrialized capital and crown jewel of the Draconis
March, as well as the center of Judaism in the Federated Suns.
Robinson's once abundant fertile soil allracted colonists early in
the Exodus. The real treasure, however, lay hidden beneath
Robinson in its vast deposits of petroleum, precious metals and
rare minerals. Three hundred years of war, however, have severe-
ly limiled its ability to export raw matenals or grow its own food.
The constanl warfare of the Succession Wars destroyed seventy
percant of Robinson industrial capacity.

After century and a half, Robinson has recovered. It pro-
duces finished metal products for DropShips and JumpShips, as
well as BattleMechs, built at Robinson Standard BattleWerks
located outside of Beuller. on the continent of Canaan.
Robinson's prestigious academy, the Robinson Battle Academy,
is also located in the capital,

Robinson's continents, Canaan, Solomon and Megiddo, sup-
porl large mining operations and some agricultural needs.
Canaan supports twa thirds of the population while Salomon and
Megiddo have the remalning third combined,
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TALON

Noble Ruler: Duke Roderick FaCrimeia Il
Star Type (Recharge Time): GOV (181 hours)
Position In System: 3rd

Time to Jump Point: 10.43 days

Number of Satellites: None

Surface Gravity: 0.8

Atmosphere Pressure: Standard (Breathable)
Surface Water Coverage: 30 percent
Equatorial Temperature: 45° C (Arid)

Highest Native Life: Insects

Recharging Statlon: Zenith, Nadir

HPG Class Type: A

Population Size: 935,400

Socio-Industrial Levels: A-A-B-A-F

The planet Talon is a major world, but one not listed on most
star maps. As the smaller sister and satellite of Wernke, many
simply dismissed Talon as another two-bit rocky world, Talon is
far more, however, than anyone would imagine: Kallon Weapons
Industries’ home is here. Despite Talon's lack of natural food
sources, Kallon felt the planet’s excellent rare metal deposils jus
tified them building on the mountainous world. Wernke in fact
supplies the food and water needs of Talon.

Kallon has been producing Star League era guality "Mechs
since it went online during Star League's glory days. No one
knows how or why Kallon's plants were still producing units of
that guality, even during the three centuries of succession wars.
So far, Talon's security has not been breeched, protected by lay-
ers of corporate, AFFS and DMI security.

Wernke is an important agricultural world in the New Syrtis
PDZ. Both Talon and Wernke have vested interests in one anoth-
er. Kallon Industries supplies Wernke's agricultural industry with
all the Agro, Forestry and Construction "Mechs while Wernke sup-
plies all of Talon's water and food needs.

Three of Wernke's four continents, Jal, Crimeia and Vesper,
produce all the agricultural products of the planet. The small
island conlinent of Tonkya is a mountainous Island cloaked in
secracy. Very few people outside of Kallon Industries and the
government know what is going there. DropShips are seen land-
ing al night and leaving during the day. The mountains hide all
activities and the alrspace is restricted. Any unauthorized flights
are destroyed without warning.

TANCREDI IV

Nable Ruler: Duke Alexander Brazeau

Star Type (Recharge Time): G5V (186 hours)
Pasition In System: 4th

Time to Jump Polnt: 7.47 days

Number of Satellites: 1 (Pletra di Fortuna)
Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 35" C (Warm-Temperate)
Surface Water Coverage: 70) percent
Highest Natlve Life: Repliles

Racharging Statlon: None

HPG Class Type: A
Population: 695,750,000
Socio-Industrial Levels: B-B-A-C-D

Because of sloppy reporting, Tancredi IV was not colonized
until late in the 2570s, decades after being surveyed by the
Terran Alliance. Once it was rediscovered in musty data files and
marked for exploration, a detailed survey determined that Jaipur,
Tancredi's single continent, could support a large population with
its arable soil and abundant water. When huge metal deposits
were located, Tancredi became a major manufacturing force with-
in twenty years of its colonization. .

Tancredi has the dubious honor of being the first world
whose noble was executed by Prince Davion's elite Royal Guards.
The sentence was carried out in the central square of the capital,
Dolsonville, when Count Donvier Rossini was beheaded for order-
ing the Justice Building destroyed and executing people who crit-
icized him.

During the First Succession War, DCMS forces decimated
Tancredi's industry: subsequent wars have likewise seriously hurt
the planet's agricultural industry. Tancredi suffers from near
famine condilions at times to this day.

TIKONOV

Noble Ruler: Lord Paul Ryarn-Bowman

Star Type (Recharge Time): G8V (189 hours)
Position in System: 3rd

Time to Jump Point: 6.19 days

Number of Satellites: 3 (Andropov, Andruyev, and Ashkilov)
Surface Gravity: 1.1

Atmosphere Pressure: Standard (Breathable)
Surface Water Coverage: 60 percent
Equatorial Temperature: 29° C (Arid)

Highest Native Life: Mammals

Recharging Statlon: Zenith, Nadir

HPQ@ Class Type: A

Population Size: 6,378,650,000
Socloindustrial Levels: AAAAE

Founded in the 2100s, Tikonov.is one of the oldest colonized
worlds in the Inner Sphere. Originally colonized by Eurasian and
Western Asian Immigrants, Tikonov is a large and world that has
four major landmasses: Ufa in the northeast, Krasnodar in the
southeasl, Pskov In the southwesl, and Kazan in the northwest,
where the capital of Tikograd is located. From the day Tikonov was
settled, it became a leader in reglonal politics. The sapital of the
Grand Tikonov Union, Tikonov eventually became a member of the
fledgling Capellan Confederation, the Star League and then a part
of the Federated Suns. Though technically an independent world,
Tikonov Is currently garrisoned by CCAF troops and is classified a
Capelian holding.

Tikonov has been a bastion of technological achievement
and industrial might for several hundred years. The planet sup-
ports three major defense contractors: Earthwerks, Ceres
Metals and Harcourt Productions. Tikograd is located in the
northeast of the Ural Mountains, the capital and home of
Earthwerks's largest plant. Ceros Metals Iz located on Asano
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Bay, just outside the city of New Moscow on the northwest
coast of Ufa. Tukwila Valley is a major agricultural center for
Tikonov, and is located on the continent of Ufa due south of
New Moscow. Harcourt Productions is located in the city of
Tukwila. The Herosoma Mountains runs diagonally across the
continent providing all the ore needs for production.

TSAMMA

Noble Ruler: Duke James Felix

Star Type (Recharge Time): K2VII (195 hours)
Posltion In System: 4th

Time to Jump Polnt: 4.31 days

Number of Satellites: 1 (Testor's Eye)
Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Surface Water Coverage: 75 percent
Equatorial Temperature: 65° C (Tropical)
Highest Native Life: Mammals

Recharging Station: Zenith

HPG Class Type: B

Populatlon Size: 263,254,000
Soclo-indusirlal Levels: BEBCCA

The capital of the Tsamma Combat Region, most thought
that Tsamma would be just another agricultural world, That was
before a more thorough exploration of Tsamma revealed that the
oceans’ salt content was extremely low, making de-salinization
relatively inexpensive. With the world's continents making up only
a third of the total landmass, its oceans are the largest source of
potable water for fifty light years surrounding Tsamma. The aver-
age rainfall is nearly seventy centimeters a year due to the high
humidity and moist, tropical atmosphere. Because of the unsta-
ble atmosphere, Tsamma produces some of the most violent hur-
ricane storms ever seen.

The planet was originally named Tsunami, because of the
waves generated by the storms. The spelling of the name was
changed to reflect the dialect of the people. The continents of
Shade, Bleacher and Arcadia produce an abundant amount of
agricullural produce, including tropical fruit. Phe-Phen, the plane-
tary capilal, is the center of operations for Tasamma-Chiguita
AgroTech and Crystal Sky Water Interstellar, On the Southern
coast of Arcadia is the resort of Ponce de Leon, where entertain-
ment stars from around the Inner Sphere come for leisurely fun

in the sun.

WOODBINE

Noble Ruler: Duke Ferdinand Rein

Star Type (Recharge Time): G2V (120 hours)
Position in System: 4

Time to Jump Point: 5.82 days

Number of Satellites: 3 (Gaston, Baslogne, Saar)
Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Surface Water Coverage: 50 percent

Equatorlal Temperature: 407 C (Warm-Temperate)
Highest Native Life: Mammals

Recharging Station: Zenith, Nadir
HPG Class Type: A

Population Size: 1,485,250,000
Socio-Industrial Levels: AB-CB-A

When Woodbine was first settled in the late twenty-third cen-
tury, colonists never dreamed their planet would become the agri-
cultural center it has become. So important is Woodbine that all
the farm worlds in Kilbourne and Milligan PDZs ship their produce
to Woodbine for distribution throughout the Draconis March.
Additionally, Woodbine produces its own notinsignificant agricul-
tural output, which supplies Robinson with a major portion of its
agricultural needs.

Woodbine's continents, Reindl, Mansdor and Zebulon, have
devised a crop rotation plan that allows the farms on one contk-
nent to remain Idle during the massive growing season while
replenishing the nutrients leeched out by the crops grown during
the previous season. The remaining farmlands are still more than
able to meet production demands, and in that way there is enough
left after harvest time that they can store up for the winter. Though
Gastogne is Woodbine's planetary capital, it Is not the industrial
center. Rhinehold, founded by the ruling family, I3 the heart of
Waoadbine's industrial might. What is not as well known is that
Sutel has built a weapons production plant for their energy
weapons research just outside of Rhinehold.

LYRAN ALLIANCE WORLDS

The following worlds are located in the Lyran Alliance.

ALARION

Noble Ruler: Duke Anatoly Serfass

Star Type (Recharge Time): GOV (181 hours)
Posltlon in System: 3rd

Time to Jump Point: 7.47 days

Number of Satellites: 1 (Tiber)

Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 45° C (Warm—Temperate)
Surface Water Coverage: B0 percent
Highest Native Life: Fish

Recharging Station: Zenith

HPG Class Type: B

Population: 3,465,000,000

Socio-industrial Levels: AAAAB

Settled thirty years after the formation of the Lyran
Commonwealth, Alarion became an ecological tragedy that nearly
spelled the end for colonization on that world, The first settlers
were attracted to Alarion’s abundant native life and seemingly lim-
itless aquatic life. Assuming the world was ideally suited for cul-
tivation and exploitation, the settlers did not bring extra food sup-
plies, expecting that Alarion’s native wild life would support them.
Tragically, they were wrong.

The native life forms did not survive contact with the setilers,
as the dizeases brought with them decimated much of the plar
el's native life before any cure could be found. Then, as if the plan-
ot sought retribution, diseases native to the planet were
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unleashed. When it was over, nearly half the settlers lay dead and
most of Alarion's native life was extinct. The Commonwealth
issued strict settlement procedures for Alarion afterwards.

Today Alarion is a center of industry and a province capital.
Very few areas of Alarion’s two continents of New Brunswick and
New Jordan are unsettled. The Alliance's only naval shipyard,
Port Sydney, operates near Alarion while Bowie Industries is
located on New Jordan. Alarion has many tropical islands that
have become tourist retreats. Craiova, the capital, is located on
New Brunswick.

CAVANAUGH 1l

Noble Ruler: Duke Alan Lamar Moon

Star Type (Recharge Time): M1l (210 hours)
Position in System: 4th

Time to Jump Point: 1.96 days

Number of Satellites: 4 (Gododin, Nennius, Cambriae, Tennyson)
Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 40° C (Warm-Tropical)
Surface Water Coverage: 80 percent

Highest Natlve Life: Amphibians

Recharging Station: Zenith

HPG Class Type: B '
Population: 932,827,000

Socio-Industrial Levels: B-B-CB-C

Discovered in the 2290's, Cavanaugh was not settied until
2325 when the planet was first sold to a wealthy member of the
former English royal court. Duke Alvin Windsor-Moon organized a
team made up of English, Welsh and Scots to colonize
Cavanaugh. Included in this group of settlers were the enlire
Arthurian Actors guild.

The setllers were not accustomed Lo the planet’'s climate
and atmospheric conditions, however. Cavanaugh's star was
older and hotter Lhen Terra's, and the planel's average tempera-
ture was 15° C higher then their former homeland. Happily, the
planet was rich in Umber and the soil fertile; Cavanaugh would
support those that had come to settle it.

In honor of their heritage, colonists named the planet's
island continenls and moons after English historical figures and
places, according to their Cambridge histarians. Of Cavanaugh's
five continents, only one was uninhabitable. Named after
Mordred, because of the massive valeanic activity and unstable
land no one could live there and survive. Bedivere, Tristram,
Gareth and Gawain, all similar in size lo the Terran continent of
Australia, supporl Cavanaugh's population. The capital of
Caerleon is built on an island in reproduction of its namesake.

COVENTRY

Noble Ruler: Duke Thomas Fredrick Bradford
Star Type (Recharge time): FAV (210 hours)
Position in System: 3rd

Time to Jump Point: 16.10 days

Number of Satellites: 1 (Weallston)

Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 35° C (Mild-Temperate)
Surface Water Coverage: 80 percent

Highest Native Life: Mammals

Recharging Statlon: Zenith, Nadir

HPG Class Type: A

Population: 3,785,290,000

Socio-Industrial Levels: AAAAA

Colonized during the great exodus, Coventry was the per
fect world for those leaving the “Cradle of Humanity.” A world
with large seas, Coventry's favorable climate and mild seasons
enabled the early colonist to lurn Coventry into a major agricul
tural center for Lyran worlds near the Periphery. The planat pro-
duced everything from agricultural and animal “products to
aquatic delicacies. Veracruz, the largest of Coventry's four con-
tinents, is the major industrial and agricultural center of the
planet with Coventry Metal Works located just outside of Port
5t. William, the planetary capital. Veracruz and Dunnigan are
separated by the Cross Divide Mountains that border the west-
ern coast of the continent Dunnigan. Outside of Port Lawrence
Is the Coventry Military Academy and headquarters to Coventry
Province command.

Coventry became home to many major corporations, from
Ceres Metals to McKenzy Molecular Smelters, located on the
continent of Dunnigan. Just south of Dunnigan are the two
remaining island continents of Vestal and Amman; both are pri
mary vacation spots for travellers hailing all across the Human
Sphere. Coventry Metal Works is the second largest BattleMech
producer in the Lyran Alliance, making only Tharkad more
strategically important.

CRIMOND
Noble Ruler: Duke Morten Edward Solberg
Star Type (Recharge Time): F8Il (179 hours)
Position in System: 4th
Time to Jump Point: 12.01 days
Number of Satellites: 1 (Osseous)
Surface Gravity: 1.0
Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 45° C (Mild-Temperate)
Surface Water Coverage: 50 percent
Highest Natlve Life: Mammals
Recharging Station: Zenith
HPG Class Type: A
Populatlon: 1,185,650,000
Socic-Industrial Levels: ABAAD

Crimond was discovered by accident when the JumpShip
Gak's Revenge misjumped into the system centuries ago.
Immediately dispatching a DropShip, the captain ordered the
system explored. The expedition found the planet to be rich with
precious melals, stones, rare metals and vast petroleum
depositz, The soil, on the other hand, was nitrogen poor, laced
with minerals that would support few crops. The ship's owner,
Johansson Solberg, submitted a claim for the planet, with colo-
nization Crimond beginning shortly thereafter,
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Crimond has three continents, of which two have been set
tled and their resources exploited. On Metallerz, the largest can-
tinent, all the metal ore mines and petroleum fields are opera
tional, including the gold mines at Vertorrous. Chromatisch is the
home of one of the largest diamond mines in the Alliance. The
planet's capital, Sol City, was founded on the southern coast.

The standard of living on Crimond rivals some of the
province capitals, Including Tharkad, although its population is
highly dependant on Imports for food. The island continent of
Condor is home to the former Star League base Fort Beaufort,
which is still used today. Fort Beaufort was the home (o the
SLDF's Fifty-Fourth Mechanized Infantry Division, a unit that dis-
appeared after the Amaris War. Condor is a mountainous desert
island that has never been settled by civilians. The AFFS has
classified the island offlimits.

DALKEITH

Noble Ruler: Duke Richard Wonson |l

Star Type (Recharge Time): K5V (196 hours)
Position in Syatem: 5th

Time to Jump Point: 4.12 days

Number of Satellltes: 4 (Dal-Ra, Dal-Rue, Dal-Tal, Dal-Mar)
Surface Gravity: 1.0

Atmosphere Pressure: Standard (Tainted)
Equatorial Temperature: 30° C (Mild-Temperate)
Surface Water Coverage: 70 percent

Highest Native Life: Birds

Recharging Station: None

HP@ Class Type: B

Population: 300,968,000

Socio-Industrial Levels: B-B-C-B-D

A beautiful world during the height of the Star League,
Dalkeith had been nearly turned into a nuclear wasteland by the
time the Ares Conventions were signed. Of Dalkeith’s three con-
tinents, only Dunnbar is remotely habitable. Dunnbar is a large
landmass that only barely supports the current population. In
275, Dalkeith boosted a population over two billion; three cen-
turles later it barely reaches three hundred million. The atmos-
phere is tainted with high levels of carbon dioxide and micro dust,
requiring the use of filtered breathing devices.

During the First Succession war, House Kurita allacked
Dalkeith's main continent of Rockmeir with over a dozen 100-
megaton nuclear weapons, blanketing the conlinent and destroy-
ing the Star League Castle Brian, the planet’s capital of
Newhaven and nearly the entire population. The continent of
Devarick was poisoned by more nuclear weapons and chemical
attacks against the defending Lyran forces. Dalkeith would have
boen abandoned entirely had it nol been for the planet’s rich
resources in radioactive metals and iron-ores that lay beneath
Dunnbar's Alveria mountain range.

With its close proximity to the Gombine barder, Dalkeith has
heen used to stage raids against both the Draconis Combine and
laler the Clans. Though life looks extremely hard to an outsider,
the natives have adapted to their surroundings. Native

Dalkeithians have a natural resistance to the effects of some
types of radiation.

DONEGAL

Noble Ruler: Duchess Nejama Beersheba-Marsden
Star Type (Recharge Time): FOV (171 hours)
Position in System: 4th

Time to Jump Point: 21.94 days

Number of Satellites: 1 (Seth's Jewel)

Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 40° C (Warm-Temperate)
Surface Water Coverage: 80 porcent,
Highest Natlve Life: Reptile

Recharging Station: Zenith, Nadir

HPG Class Type: A

Population: 5,765,350,000
Soclo-industrial Levels: A-A-A-AB .

Colonized at the beginning of the 2300's, Donegal was a
planet with a temperate climate and sublle scasons, Filled with
uniguely exotlc vegetation and wildlife, those assets were exploit-
ed and became one of Donegal's most valuable exports. Donegal
possesses rich deposits of Industrial diamonds, rare minerals
and metals. Donegal’s three continents, Lockenar, Dunellen and
Hinterlands (where the capital is located) are equally developed,
supporting the world's population but also still offering wilder-
ness retreats untouched by human development.

Seth Marsden is the one person who is responsible for
Donegal's prominence. Marsden's company discovered Tharkad
in 2310, and Donegal soon became known as the “Trader's
World.” Many import/export companies started up as the results
of Donegal's Influence. Two working space settlements called the
“Tin Cans" were bullt In orbit around LaGrange Points. Donegal's
capital, Marsdensville, is the host of the most active Stock
Exchange in the Alliance. The Alliance Supreme Court is located
in Donegal's capital as well. Donegal is one of the few worlds
that has never suffered directly from the Succession Wars.
Lockheed/ CBM Corporation, located on Dunellen, is one of the
Alliance's few key suppliers of aerospace fighters.

-

FORT LOUDON

Noble Ruler: Duke Claudius Taylor Kelswa
Star Type (Recharge Tima): GElll (187 hours)
Posltlon in System: 3rd

Time to Jump Polnt: 7.01 days

Number of Satellites: 1 (Précis)

Surface Gravity: 1.0

Atmosphere Preasure: Standard (Breathable)
Equatorial Temperature: 45° C (Jungle)
Surface Water Coverage: 80 percent
Highest Native Life: Mammals

Recharging Station: Nadir

HPG Class Type: B

Population: 1,350,780,000

Soclo-Industrial Levels: BEBABE
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Originally designated as LC/T-2395 when discovered by
Lyran Exploration scouts, the colonization of the planet did not
start until late into 2460, primarily due to a lack of funding. After
the “Long March” campaign, the planet was renamed in honor of
Captain Calvin Loudon for his heroic actions on Nox in 2465,
wherein he gave his life to save his entire command. Fort Loudon
was in the process of development by the colonists when they
discovered rare metals in the jungle mountains on the continent
of Brunei.

Fort Loudon’s three continents are situated mostly in the
equatorial regions of this very large planet. Tunisonda has the
maost arable land and is the largesl of the three continents. The
planel’s capital, Palos, was settied on the continent. of
Anderssen, where gold and platinum veins were discovered in
the foothills of the Dover Mountains. Fort Loudon has been
prized in the past for its location on the Combine border and still
is today as a staging world against the Clans. Fort Loudon was
home to the Star League's 123rd Infantry Division, slationed at
the still operational Castle Brian, Fortress Loudon,

FREEDOM

Noble Ruler: Duke Nicole Simons-Steiner
Star Type (Recharge Time): M5V (206 hours)
Position in System: 6th

Time to Jump Point: 2.45 days

Number of Satellites: 1 (Vigil's Light)

Surface Gravity: 1.0

Atmosphere Pressure; Standard (Breathable)
Equatorial Temperature: 40° C (Mild-Temperate)
Surface Water Coverage: 70 percent

Highest Native Life: Mammals

Recharging Station: Nadir

HPG Class Type: B

Population: 1,235,000,000

Socio-Industrial Levels: ABBB-A

As the capital world of the Freedom Thealer in the Skye
Province, the planet Freedom was aptly named, Discovered during
the collapse of Terran Alllance in 2314, Freedom has demanded a
price from would-be conquerors and liberatars alike. During the
Lyran Commonwealth’s “Operation Freedom,” the Third Royal
Guards landed on Freedom to liberate it from the Combine. Lead
by Archon Eric Steiner, the Royal Guards faced the elite Sixth
Sword of Light. Battling across two continents, the Guards forced
two of their battalions into Horseshoe Valley on the continent of
Republic. With sheer cliffs and nowhere to run, the Sixth was
destroyed in the lush green valley. Only when the Sixth ceased lo
exist did the Royal Guards leave. The cost of that action, however,
would be the Archon’'s life.

Freedom's two continents of Republic and Independence
produce agricultural products to supply most of the worlds in the
Freedom Theater. Freedom produces water purification systems
and supply parts for Water Pure Industries on the planet Corridan
IV. lefferson City, the planetary capital, is located east of
Horseshoe Valley. First Lord Theodore Kurita has actually visited

Freedom and dedicated a memorial to those who fell, vowing that
no Kurita force would ever attack the world again.

GALATEA

Noble Ruler: Duke David Nowakowski

Star Type (Recharge Time): F8Il (179 hours)
Position in System: 6th

Time to Jump Point: 12.01 days

Number of Satellites: 1 (Galatea Minor)
Surface Gravity: 1.0 : B}
Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 55° C (Desert)
Surface Water Coverage: 35 percent

Highest Native Life: Mammals

Recharging Station: Zenith

HPG Class Type: A

Population: 556,976,000

Socie-industrial Levels: C-C-CCLC ;

Colonized In 2250 at the height of the Terran Alliance,
Galatea became a haven for those seeking to escape the tech-
nological explosion that was changing mankind's future. Settlers
swore off high lechnology, broke away from the Alliance and
planned to live In peaceful harmony on desert world of Galatea.
Galatea’'s lone continent, Lubbucks, covers most of the planet.
Due to heat generated by Galatea's star, plant viability is limited
and the ground is nitrogen poor.

In 2333, Terran Hegemony forces invaded Galatea and with-
in a year the planet was once again part of the Terran communi-
ty. The Slar League tumed Galatea into a major military training
ground, sharing it with the Commonwealth only grudgingly after
years of political maneuvering and back-room deals. Galatea ben-
efited greally from the Terran Hegemony and the Star League. In
and among the many other Star League projects, SLDF engineers
built a major Starport called Galaport northwest of the planet’s
capital, Galatean City.

After the collapse of the Star League and Kerensky's Exodus,
Galatea needed to replace the lost revenues that the SLDF pro-
vided. Working with ComStar, Galatea eventually became a Mecca
for out-of-work and dispossessed mercenaries. It has been known
as the “Mercenary’s Star” for centuries, and while Qutreach, with
its Hiring Hall and Mercenary Review and Bonding Commission,
has since become the destination for mercenaries and hirers
alike, Galatea still boasts a large mercenary population, and is
especially noted as the best spot to hire the desperate and the
unprincipled.

GIAUSAR

Noble Ruler: Duke William Freiburg

Star Type (Recharge Time): MOIIl (201 hours)
Position In System: 3rd

Time to Jump Point: 3.14 days

Number of Satellites: 2 (Hoffnung, Neues Leben)
Surface Gravity: 1.0

Atmosaphere Pressura: Standard (Breathable)




Equatorial Temperature: 45° C (Warm-Temperate)
Surface Water Coverage: 70) percent

Highest Native Life: Mammals

Recharging Station: None

HPG Class Type: B

Population: 735,145,000

Socio-Industrial Levels: B-B-A-B-B

Located in the Draco Constellation, Giausar was neglected
by research astronomers and stargazers alike for quite some
time. The star system was not even considered for colonization
until Terran Alliance scouts discovered, quite by accident, that the
third planet coutd support flourishing life. Though limited to the
two continents of Adelaide and Deception, Giausar's climate and
gravity were almost perfect.

Giausar is a large world whose continents are a study in
contrasts. Adelaide is a large continent, covering half of the plan-
et through both hemispheres. It is lush and green, the landscape
dotted with flat fertile plains, thick forests and old rolling hills.
Decaption, on the ather hand, is not what it seems. From orbil it
appears green, but that is attributed to sunlight reflecting off the
green tinted soil. It is actually a desert continent, located in the
southern hemisphere.

Colonized by ethnic Germans from southern regions of
Germany, they named their capital New Munich, founding it on
Adelaide. Because of its location on the Lyran Alliance /Free World
League's border, Giausar is an iImportant world for trade between
both realms. Giausar produces petroleumn and natural gas from
Deception’s rich resources. From Adelaide, coal, timber and iron-
ore are produced. Giausar holds Oktoberfest every year in honor
of their past. Giausarians are fiercely loyal to their heritage, his
tory and the Commonwealth.

HESPERUS Il
Noble Ruler: Duke Daniel Brewer
Star Type (Recharge time): F2IV (172 hours)
Posltion in System: 2nd
Time to Jump Point: 18.75 days
Number of Satellites: 1 (Hasperus |l Alpha)
Surface Gravity: 1.0
Atmosphere Pressure: Slandard (Breathable)
Equatorial Temperature: 85° C (Jungle)
Surface Water Coverage: 40 parcent
Highest Natlve Life: Replile
Recharging Statlon: Zenith, Nadir
HPG Class Type: a
Population: 55,000
Socio-Industrial Levels: A-A-AA-B

Hesperus Il has been compared to a driedup apple in
appearance when viewed from orbit. Approaching the planet, one
immediately notices that Hesperus Il is a world of mountains—
vast, Immense, towering mountains. The world's continental
plates are in conatant slow-motion, drifting and grinding up
against each olher to raise a labyrinth of valleys and peaks that
criascross Hesperus [1's four continents, numerous island chains
and archipelagos. Only two of ils four continents are habitable.

South Whitman, located in the northern latitudes of the planet, is
where most of the planet's population lives. Temperalures are
intolerable for unprotected humans near the Hesperian equator,
where native life have adapted to 80° C and above temperatures,
as well as atmospheric pressures of three bars plus.

Maria's Elegy, the planetary capital, is located in the Melrose
Valley on South Whitman. The valley is the most fertile place on
the planet and produces more then enough food to support the
world's small population. Though nat its only industrly, Hesperus
II's best known product is the BattleMech, Defiance Industries, of
Hesperus |l supplies quite a significant portion of the Lyran
Alliance's BattleMech corps. This makes the planet potentlally
the most important world in the Alliance” next to Tharkad, the

Lyran capital.

INARCS

Noble Ruler: Duchess Tamari LaRue

Star Type (Recharge Time): K3lll (200 hours)
Position in Syatem: 5th

Time to Jump Polnt: 3.31 days

Number of Satellites: 1 (Agiruur)

Surface Gravity: .9

Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 45° C (Warm—Temperate)
Surface Water Coverage: 60 percent

Highest Native Life: Amphibians

Recharging Station: Nadir

HPG Class Type: B

Population: 655,300,000

Socio-Industrial Levels: A-A-B-AB

Discovered in the late twenty-fourth century, Inarcs was des-
ignated a very desirable world for colonization. Due to a comput-
er filing mistake, it was classified as marginal by the Star League.
When the League began looking for a world to be used as a
prison, Inarcs met the requirements they needed. Soon nearly
100,000 criminals, malcontents and political prisoners were
exlled to Inarcs for their crimes,

Twenty years later, the Star League returned to find a vibrant
and flourishing community. Stunned beyond bellef, officials soon
realized that their information had been mistaken. Even with only
one very large landmass, the continent of Insel Desteufels
(Devil's |1zland), named after the infamous prison Island on Terra,
the people had Lhrived. The continent was a virtual paradise, and
they named their capital Utopia,

Inares had many island chains that would be exploited for
their mineral resources. Huge ironore and precious metals
were discovered in the Vespia Mountaln ranges, Star League
pardoned the colonists and allowed industries to come to the
planet. Blackstone Industries was first to set up mining opera-
tions, shipped refined metal to its other BatlleMech plants,
though dozens of others rushed to followw sult decades later.
Today, Inarcs is an important cog in the Alliance military
machina, providing BallleMechs as much as other warfighting
materiel to the LAAF.
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KIKUYU

Noble Ruler: None (Clan-controlled)

Star Type (Recharge Time): G7V (188 hours)
Position In System: 3rd

Time to Jump Point: 21.94 days

Number of Satellites: None

Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 60° C (Desert)
Surface Water Coverage: 50 percent
Highest Native Life: Mammals

Recharging Station: None

HPG Class Type: B

Population: 185,150,000

Socio-Industrial Levels: B-B-A-B-C

Discovered shortly after the collapse of the Terran Alliance,
Kikuyu was slowly colonized by refugees from New Zealand,
Tasmania and the Australian continent. A desert world, the plan-
et only has one continent named Queensland, with two large arch-
ipelagoes named New Tasmania and Auckland. Queensland had
similar qualities to the Terran continent of Australia, satisfying
most of the colonists.

The center of the continent is a vast desert wasteland
named the “Great Victorian Desert.” Beneath the reddish-tan soil
lies the reason Kikuyu was colonized—radioactive ores and rare
metals. The southern coast of Queensland is the fertile basin of
Jelto Ran Delta, where the planetary capital of New Sydney was
established.

The Archipelago islands were set up as nation states, thanks
to the nationalism of the New Zealander refugees and those from
Tasmania. Auckland Archipelago was named in honor of a city
located on the North Cape. Willington is the capital, located on
the northern coast. New Tasmania, with its capital of New Hobart,
is the smallest of the landmasses. It has also proven to be the
toughest to settle, in part due to the appearance of Kikuyu's own
version of a Tasmanian Devil. This sixty-kilogram carnivore proved
to be even nastier then its Terran counterpart.

MELISSIA
Noble Ruler: Margrave Adam Steiner
Star Type (Recharge Time): GOV (190 hours)
Position in System: 5th
Time to Jump Point: 5.82 days
Number of Satellites: 1 (Saratoga)
Surface Gravity: 1.0
Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 35° C (Warm-Temperate)
Surface Water Coverage: 60 percent
Highest Native Life: Reptile
Recharging Station: Zenith, Nadir
HPG Class Type: A
Population: 1,125,392,000
Socio-Industrial Levels: A-A-BBC
Discovered by Lyran Scouts deployed from Coventry,
Melissia was an impressive find that one day became the capital

of a theater. Though the planet had only one continent, it was this
landmass that so impressed scouts and colonists alike. Named
Jahreszeitwunder (Seasons of Wonder), one could almost experi-
ence the seasons in a single day. Jahreszeitwunder covers the
planet from pole to pole and is half as wide. The continent is divid-
ed in half by the Broad Run River that runs from the Valiant
Mountains in the west to the Broad Run Delta in the east. The
Loveless Valley is to the north and runs into the rolling hills that
have been converted to vast farmlands.

Nestled in the Loveless Foothills north of the valley is the
capital, Europa. The northern expanses of the continent are cov-
ered in ice. Beneath this ice is Melissia's main export, titanium.
The southern part of the continent is mostly jurigle. The people of
the planet and the Theater are all fanatical supporlers of Adam
Steiner for what he did to save them and their planets. There is
a growing movement to see him as Archon, as a true Steiner and
member of the royal line.

MUPHRID

Noble Ruler: Duke Raymond Fritz

Star Type (Recharge Time): G2IV (120 hours)
Posltion in System: 4th

Time to Jump Point: 5.82 days

Number of Satellites: None

Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 50° C (Warm-Temperate)
Surface Water Coverage: 80 percent

Highest Natlve Life: Fish

Recharging Station: None

HPG Class Type: B

Population: 737,210,000

Socio-Industrial Levels: B-B-B-B-A

The twin sister system of Thorin, Muphrid enjoyed the bene-
fits brought by the association. It was settled a few months after
Thorin and was designated as an agricultural world. With its three
continents situated in close proximity of one another, each conti-
nent could support itself as well as the others. Shamrock, the
northwestern most continent supports the bulk of the planet's
population. New Dublin, Muphrid’s capital is located on the north-
western coast of the Shamrock. The planet's Starport,
Calenaton, is south of the capital. Surrounded by rolling hills and
thick forests, timber and precious metal is a large portion of
Muphrid's exports. Most of Shamrock’s southern continent is
covered in jungle while to the east are nearly impassable moun-
tains perpetually trapped in the grip of winter.

Ridgeway, the second continent, lies to the east of
Shamrock. Half of Ridgeway is made up of granite mines and pits
while the remaining portions are large agricultural centers pro-
ducing most of the planet's food supply. The continent of
MacArthur lies due south of its northern cousins, mostly in the
equatorial zone. MacArthur is covered in jungle, and has claimed
the lives of many exploration teams who have disappeared while
looking for a hidden Star League storage cache that is rumored
to be hidden on the continent.
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RASALGETHI
Noble Ruler: None (Clan-controlled)
Star Type (Recharge time): Primary: M3la, Secondary: G5II (198
hours)
Position In System: 6th
Time to Jump Point: 4.85 days
Number of Satellites: None
Surface Gravity: 1.0
Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 45° C (Warm-Temperate)
Surface Water Coverage: 80 percent
Highest Native Life: Mammals
Recharging Statlon: Nadir
HPG Class Type: A
Population: 878,985,000
Socio-industrial Levels;: AAAAR

Largely covered with water, Rasalgethi ‘s landmasses are
limited to two large continents on opposites sides of the world,
separated by two large oceans. Rasal, the western continent, is
the most fertile of the two. Renne, the planetary capital, was so
named by its Norwegian settlers and is located there. Rasal is
covered with huge hardwood forests, taller then most
BattleMechs, growing ten centimeters a year and reaching
heights of nearly 100 meters tall. The other continent, Karlstad,
is located in the east and covered in mountains and glaciers.
Located mostly in the northern hemisphere, Karistad strelches
into the polar region. Karlstad's mountains are laced with numer-
ous veins of rare metals and precious stones that have become
one of the main exports of the planet. Along with timber and min-
erals mined from the southern islands, Rasalgethi was a strate-
gic world for the Lyran Alliance.

SOLARIS VI
Noble Ruler: None
Star Type (Recharge Time): K1V (192 hours)
Position in System: 7th
Time to Jump Point: 5.18 days
Number of Satellites: 1 (Solaris 7 Able)
Surface Gravity: 1.1
Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 25° C (Cool-Temperate)
Surface Water Coverage: 80 percent
Highest Native Life: Mammal
Recharging Station: Zenith, Nadir
HPG Class Type: A
Population: 498,243,000
Socio-Industrial Levels: AAAAB
Originally a Free Worlds League planet, Solaris VIl was colo-
nized for the Industrial potential it possessed. It was a water-rich
world where colonists could hope to thrive naturally. Survey
reports revealed that Solaris VIl would provide an extensive
source of raw materials. In addition, given its location close to the
Lyran state, it seemed a prime location for the growth of large
industries. Solaris VIl once boasted some of the largest

BattleMech production plants, inclusing Blue Shot Weapons.
Today, the world's industries have been largely overlooked
because Solaris VIl is the best-known as the ‘Game World," a
place where MechWarriors and other independent military per-
sonnel can come to settle gridges or simply get the chance to do
battle again.

Solaris VIl has two large landmasses, the continents of
Grayland and Equatus. Grayland is in the northern hemisphere, a
beautiful continent with one very ugly scar caused by a Marik
Nuclear attack in 2903. Solaris City is located in central Grayland
in the center of forested plains, and boasts the largest pbpulation
on the plan'et by far. Equatus is considered the lesser advanced
of the two continents. Rustic with a rough-andtumble charm,
Equatus is Solaris VII's center of timber production.

SKYE

Noble Ruler: Duke Roberl Kelswa-Steiner

Star Type (Recharge Time): Primary G8Y; Secondary MOV (191
hours) '

Position In System: 4th

Time to Jump Point: 4.48 days

Number of Satellites: 1 (Luna)

Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 30° C (Warm - Temperate)
Surface Water Coverage: 70 percent

Highest Native Life: Mammals

Recharging Station: Zenith, Nadir

HPG Class Type: A

Population: 4,350,795,000

Socio-Industrial Levels: A-A-A-BB

The planet of Skye has been the emotional heart of the peo-
ple of the Isle of Skye since the day it was colonized. With its con-
trasting landscapes and cool climate, the early English, Irish and
Scottish settlers quickly came to feel at home. The descendents
of the early colonists indeed have developed a deep emotional
attachment to this world of green mountains, sitting beneath twin
suns. With one very large continent, Skye had more than enough
land to support the new settlers and their dreams. The capital,
New Glasgow, is the heart and soul of Skye and located in the cen-
tral area of the continent of New Scotland. The city was built in the
Macintosh Valley and surrounded by the Bannockburn Bogs, a
location chosen for its defensive value as well as its beauty.

Skye is a very industrialized world. Though a portion of the
planet has been set aside for wilderness preserves, there was
still enough land to use for resources. Many corporations have
come to exploit the planet's vast resources. Two such companies
are the Shipil Company, who builds aerospace fighters for the
Alliance military, and Cyclops Incorporated, producer of a number
of conventional tanks.

THARKAD

Noble Ruler: Archon Peter Steiner-Davion
Star Type (Recharge Time): G6V (187 hours)
Position in System: 5th
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Time to Jump Point: 7.01 days
Number of Satellites: 1 (Marsden)
Surface Gravity: 1.1

Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 20° C (Artic)
Surface Water Coverage: 80 percent
Highest Native Life: Mammal
Recharging Station: Zenith, Nadir
HPG Class Type: A

Population: 7,000,000,000
SocloIndustrial Levels: AAAAC

Discovered in 2310 by one of shipping magnhate Seth
Marsden's exploration ships, Tharkad owes much of its environ-
ment to its founder. Marsden fell in love with the largely artic
world's cold, peaceful solitude. After gaining control of the plan-
et, he began a massive importation of cold weather plants and
animals from terra and other worlds, transforming Tharkad's
bleak landscape into a beautiful replica of Terra's northern tun-
dra. Massive deposits of gemstones and radioactive elements
made Tharkad a rich world. In 2407, Archon Alistair Marsden
made Tharkad the new Lyran capital to protect the government
from Combine attacks. Tharkad's winters are famous throughout
the Inner Sphere.

Four of the five major continents, as well as two of its
three major island chains, are northern woodlands and
steppes. The remaining landmasses are the tropical Tatyana
Islands near the planet’'s eguator and the small polar continent
of Sutherland. Tharkad City is located on the northern conti-
nent of Bremen. TharHes Industries and Lockheed-CBM
Corporation are located south of Tharkad City. The continents
of Heidelberg, Grolsch and Franz supports the remaining pop-
ulation and Tharkad's industries.

THORIN
Noble Ruler: Duke Alfredo Sakuma
Star Type (Recharge Time): G7V (188 hours)
Position in System: 5th
Time to Jump Point: 6.52 days
Number of Satellites: 1 (Thorin's Twin)
Surface Gravity: 1.0
Atmosphere Pressure: Standard (Breathable)
Equatorlal Temperature: 40° C (Warm-Temperate)
Surface Water Coverage: 70 percent
Highest Native Life: Birds
Recharging Station: Zenith
HPG Class Type: A
Population: 2,159,975,000
Soclo-industrial Levels: A-A-B-B-B
Close to Terra, Thorin was one of the first worlds settled
(along with its sister system, Muphrid), From the outset, Tharin
was seen as a jewel of a world. It had great resources of metals,
minerals, abundant timber and aquatic life, ensuring it an impres-
sive destiny in the Terran Corridor. Thorin’s two continents of
Olympus and Freda are roughly the size of the North and South

American continents on Terra. Olympus, the northern continent,
is the industrial center. Freda, in the southern hemisphere, is
focused on agriculture and timber industries. The capital of Ecol
City is located on Olympus.

Thorin was the shining jewel of education for the Star
League. Just outside of Ecol City was the largest library ever buiit,
with more then 100 granite buildings clustered around a beauti-
ful domed central library. People boasted that Thorin's library con-
tained a copy of every book ever published.

West of the Ecol City was one of Star League's elite upiver-
sities. Unfortunately, the Second Amaris Dragoons destroyed the
library during the Amaris coup during its occupation of Thorin, as
well as the prestigious University of Thorin. Only Fortress
Laiacona remains as a reminder of this world's once proud Star
League heritage.

DRACONIS COMBINE
WORLDS ;

The following worlds are located in the Draconis Combine.

AL NA'IR

Noble Ruler: Duke Quentin Parnell Tormark
Star Type (Recharge Time): ASII (170 hours)
Position in System: 5th

Time to Jump Point: 23.75 days

Number of Satellites: 1 (Taliswan)

Surface Gravity: 0.6

Atmosphere Pressure: Low (Tainted)
Equatorial Temperature: 35° C (Cool-Temperate)
Surface Water Coverage: 30 percent
Highest Native Life: None

Recharging Station: Zenith

HPG Class Type: A

Population: 653,465,000

Socio-Industrial Levels: A-A-A-AD

Al Na'ir was a system that had nothing to offer when first sur-
veyed. The planets were too inhospitable for colonization, tainted
with extremely high levels of sulfur. Re-examination of the sys-
tem’s asteroids between the 4th and 5th orbit of the system's
star changed all that. Enriched with vast deposits of rare metals,
the system was colonized and exploited. Luthien Armor Works
and Alshain Weapons collaborated in a venture to take advantage
of the newly discovered resources of Al Na'ir. Yori MechWorks was
formed and a new 'Mech plant was built on the largest asteroid
for which the company was named. Once the components were
produced, they were shipped to Al Na'ir for final assembly. This
was accomplished at Yori Site 2 to take advantage of the planet's
low gravity, just outside of the capital city of Homai-Zaki.

Al Na'ir's two continents are separated by Micah's Sea, the
planet’'s lone ocean. Cedar Rock, the larger of the two land-
masses, is the home of the planetary capital and the majority of
the population. Scarborough has half the landmass of Cedar Rock
and is home to Scarborough Manufacturers. The majority of the
DCMS hover AFVs is produced by Scarborough.
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ASHIO

Noble Ruler: Duke Nikolai Jansma

Star Type (Recharge time): GBIV (187 hours)
Position in System: 3rd

Time to Jump Point: 7.01 days

Number of Satellites: 3 (Kauner, Rossi, Hyde)
Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 35° C (Cool - Temperate)
Surface Water Coverage: 80 percent

Highest Native Life: Mammals

Recharging Station: Nadir

HPG Clasa Type: A

Population: 1,328,000,000

Soclo-Industrial Levels: B-B-CBB

Discovered in during the 24th century, this prefecture world
had two known quantities. One, Ashio had the largest volcano
ever recorded at over ten kilometers tall, Mt Vesuvius Major, as il
was named, had been dormant for centuries. Geologists estimale
that should Vesuvius Major erupt, Ashio would be sent into an ice
age that would last for a millennium.

Secondly, Ashio is the largest exporter of beef within the
Alliance. When first settled, the colonists had encountered cattle-
like herbivores the size of Terran elephants. In time they were
able to domesticate the aptlynamed mammoths and use them
hoth as beasts of burdens and a food source. Eventually the
geneticists of the now-destroyed University of Ashio were able to
develop a more rabust beef-producing animal.

Two of Ashio's three continents, Rhodesia and Zaire, sup-
port the planet’s beef industry, with the fertile soil of the conti-
nents Including the planet's agriculture co-0ps. Vesuvius Prime
supports the planet’'s major mining industry. The island continent
is mined for its metal ores and minerals resulting from the
ancient lava flows. Ashio’s capital, Iscariot, is the main distribu-
tion center, with its three Starports for exporting the beef and
ores for the world,

MARDUK
Noble Ruler: Duke Alton Rastkel
Star Type (Recharge Time): GEII (185 hours)
Poasltlon In System: 4th
Time to Jump Point: 6,19 days
Number of Satellites: 1 (Kafuffle)
Surface Qravity: 1.0
Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 45° C (Warm Temperats)
Surface Water Coverage: 60 percent
Highest Native Life: Reptile
Recharging Station: None
HPG Class Type: B
Papulatlon: 2,475,000,000
Socio-industrial Levels: A-A-A-AB
An Incredibly important world on Lhe Davion-Kurita border,
Marduk iz a center of atlention for both houses. Marduk was a
valued prize as the home to a BattleMech factory. Qriginally cal-

onized for its agricultural resources, Marduk’s many regions of
warm temperatures, rich sail and gentle climates made the world
ideal for farming. Many of Marduk's plant and animal forms
hecame valuable exports, while farming and ranching became
the chosen occupations for most of the early settlers.

Just before the formation of the Star League, a large
deposit of rare metal was discovered in the Tillerbee jungles in
the center of the continent of Tiller. Norse BattleMech Works
was formed and built a large factory to exploit the ore deposits.
This complex of factories was built with such skill.that it barely
damaged the surrounding jungle. During the Fourth Succession
War, Marduk fell to House Kurita in a counter assault aimed at
Davion and the remaining Wolf's Dragoons. Once conguered,
Victory Industries was given license to operate the massive
facility. New Pontiac, the planetary capital, is the only urban
center close to the factory. Marduk’s remaining continents of
Aileen and Latvia produce most of the planet’s agricultural prod-
ucts and animal exports.

MATESUIDA
Noble Ruler: Duke Perrine Irragang
Star Type (Recharge Time): G5V (186 hours)
Position In System: 3rd
Time to Jump Point: 7.47 days
Number of Satellites: 1 (Merion)
Surface Gravity: 1.0
Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 40° C (Warm-Temperate)
Surface Water Coverage: 50 percent
Highest Native Life: Reptile
Recharging Station: Zenith
HPG Class Type: B
Population: 1,198,250,000
Socio-Industrial Levels: B-B-C-C-A

Matsuida is the type of world that, when reviewed on paper
or survey files, looks like a rich and wondrous world. In reality,
despite having a good star, good position and size, Matsuida is a
hideous world to live on, Matsulda has only two large continents,
with inhospitable and rough terrain dominaling nearly half of the
landmasses of Pao Tu and Pak Chua. What arable land there is
can be found surrounding the coastal areas. The seas of Matsuida
are unique within the known universe, made up of gelatinous pea
soup colored water. It Is these bodies of water that has eamed the
planet its nickname of “Nausea.”

Though the planet lacks the resources that the other prefec-
ture capitals have, Matsuida has a thriving industry. Because of
generations of patient and nausea-proof fisherman, Matsuida's
fishing industry has grown from local operation to an Interstellar
Industry supplying Matsuida Carp to every house in the Inner
Sphere. Matsuida's capital, Mystique Bay, is one of the largest
fishing centers in the Draconis Combine. Like any fishing town,
Mystique Bay has its own story. It is rumored that a gargantuan
seq serpent named Gawdzeria has been seen off the coast dur
ing the height of the castings, though no proof has been obtained
as of lhis date.
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PROSERPINA

Noble Ruler: Duke Perrine Irragang

Star Type (Recharge Time): K2V (193 hours)
Position in System: 4th

Time to Jump Point: 4.85 days

Number of Satellites: 1 (Taikata)

Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 25° C (Warm-Temperate)
Surface Water Coverage: 67 percent

Highest Native Life: Reptile

Recharging Statlon: Zenith, Nadir

HPG Class Type: A

Populatlon: 2,173,050,000

Soclo-industrial Levels: A-B-B-A-B

During the Succession Wars, Houses Davion and Kurita
fought bitterly for control of Proserpina. Each time, the inhabitants
have suffered greatly. Proserpina has become an object of fero-
cious combat seven times since the Star League fell. As a result,
two of Proserpina’s five continents are little more than death
traps of enormous proportions, completely desolated in the bat-
tles that have raged over their faces, Amerigo, the northern most
continent, is unapproachable without environmental suits. Long
lasting contact poisons in the soil and water have contributed to
this environmental disaster.

During the last hattle, Kurita forces launched huge nerve gas
attacks against Davion troops on the continent of Greater
Harpago, which resulted in the deaths of over sixty percent of the
planet's population due to the prevailing trade winds. Rich miner-
al and petrochemical veins, mined, refined, and sold from this
world, have fueled a variety of minor industries covering the three
habitable continents of Bragadin, Darwan, and Lesser Harpago.

Despite these horrendous circumstances, Proserpina has
been able to rebound and is one of the most industrial and pop-
ulous worlds in the prefecture. A variety of industries have been
developed, including Bulldog Enterprises and Guided
Technologies, both located just outside of Conqueror’s Pride, the
planetary capital on the eastern shore of Bragadin. Proserpina’s
other claim to fame is the native blood limpet, a hard-shelled
quasi-reptilian that resides in the planet’s swamps, where it waits
for any warm-blooded prey. Capable of astounding speed, this
small, sixlegged bheast decimated the early colonists of
Proserpina and poses a threat to unwary travelers in the planet's
swamps to this day.

JADE FALCON
CONTROLLED WORLDS

The following worlds are located in the Jade Falcon
Occupation Zone,

HOT SPRINGS

Noble Ruler: None (Clancontrolled)

Star Type (Recharge Time): G6V (187 hours)
Position in System: 4th

Time to Jump Point: 7.01days

Number of Satellites: 1 (Buckstone)

Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)

Equatorial Temperature: 45° C (Warm-Temperate)
Surface Water Coverage: 60 percent

Highest Native Life: Mammals

Recharging Station: Zenith

HPG Class Type: B

Population: 1,553,325,000

Soclo-Industrial Levels: B-B-A-BC 4

First colonized for its vast mineral deposits and metal ore
veins, Hot Springs became famous for its rich mineral water, The
planet developed a tourist industry centered on the mineral
enriched water and therapeutic hot springs. Tourists from across
the Inner Sphere would journey to Hot Springs just to take “the
baths,” as they were called.

Hot Springs, however, was far from a resort world. The
planet’s two continents are the results gf massive volcanic
activity. Silver Springs, the larger of the two continents, is most-
ly covered in black crusty rock-ash, broken by the occasional
outcropping of trees, a smattering of dense jungle or small
lakes of brackish water, The Lucas Mountains Range found in
the western part of Silver Springs is part of the velcano moun-
tain chain that formed the planet’s two continents.

Manta Springs is the less hostile of the two lava-strewn land-
masses. The majority of the planet's population settled Manta
Springs. The planetary capital, Boulder, was built from the rocky
terrain. Here in the capital is the Institute for Advance Studies in
Physical Therapy. It is here that many people come to learn spe-
cial training in therapeutic methods of physical therapy and limb
replacement rehabilitation training.

ROADSIDE
Noble Ruler: None (Clan-controlled)
Star Type (Recharge Time): M1VIl (192 hours)
Position in System: 3rd
Time to Jump Point: 2.96 days
Number of Satellites: 1 (Truk)
Surface Gravity: 1.0
Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 40° C (Warm-Temperate)
Surface Water Coverage: 40 percent
Highest Native Life: Mammals
Recharging Station: None
HPG Class Type: B
Population: 983,325,000
Soclo-Industrial Levels: B-B-C-C-A

Colonized late in the 24th century, Roadside was selected
to supply the needs of a growing population in the Lyran
Commonwealth because of its abundant fertile soil. Before the
planet could be fully made home, however, the colonists had to
overcome a microbe infestation in the water supply.
Unbeknownst to the first colonists, the waters were infested
with microorganisms that gave colonists a variety of short-term
intestinal problems, dubbed “Roadkill.” Once a person was over
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the sickness, however, he or she would never came down with
it again. Microbiologists discovered that these microbes actual-
ly become part of the digestive system, helping the body
become accustomed to some of the planet’'s indigenous plants
and mammals. With more study, these same scientists were
able to discover that the microbes had some beneficial effects
on certain cancers of the stomach and digestive track.

Roadside has only one large continent, named Columbine.
Two thirds of Columbine has been turned into agricultural centers
and ranches. Claremont, the planetary capital, is located central
ly in the continent. The remaining third was designated as a
health retreat and game preserve.

SUDETEN

Noble Ruler: None (Clan-controlled)

Star Type (Recharge Time): K5VII (196 hours)
Positlon In System: 4th

Time to Jump Point: 4.12 days

Number of Satellites: 2 (Saar, Sule)

Surface Gravity: 1.0

Atmosphere Pressure: Standard (Breathable)
Equatorial Temperature: 35° C (Cool-Temperate)
Surface Water Coverage: 70 percent

Highest Native Life: Mammals

Recharging Station: Zenith

HPG Class Type: A

Population: 2,350,100,000

Socio-Industrial Levels: B-B-A-B-C

When Sudeten was first surveyed, its extreme changes in
atmospheric weather patterns were major concerns. Upon further
investigation, however, those concerns were considered accept-
able risks due to the wealth of untapped resources Sudeten held,
Some of the new colonists likened the planet’s climate to that of
the Highlands of old Scotland in the British Isles on Terra.
Sudeten was found to have massive ore deposits and petroleum
resources, which made this planet an important world for the
Tamar Pact.

Sudeten has three continents, two of which are settled.
Dargoth and Holcomb are large continents where most of
Sudeten's resources are found. On Dargoth, the rebuilt Star
League BattleMech factory, Olivetti Weaponry, close to the
planetary capital of Patterson, is now operational. On
Holcomb, Trellshire Heavy Industries is located just outside
of the Compton Iron Ore Mines. Dargoth and Holcomb pro-
duce most of the planet's food supplies.

In the southern polar region is the continent of Cheragain.
This inhospitable continent offers nothing but a cold harsh envi-
ronment that no one wants. Most of the continent is covered in
thick ice flows. Here, Lake Sudeten is situated between the
Cheragein Ice flows and the Kadaicha Mountain Range.

TWYCROSS

Noble Ruler: None (Clan-controlled)

Star Type (Recharge Time): FOIV (171 hours)
Position in System: 3rd

Time to Jump Point: 5.82 days

Number of Satellites: 1 (Twycross |Il)
Surface Gravity: 1.0 .
Atmosphere Pressure: Standard (Breathable) -~
Equatorial Temperature: 65° C (Desert)
Surface Water Coverage: 40 percent
Highest Native Life: Mammals

Recharging Station: Zenith, Nadir

HPG Class Type: B

Population: 1,237,735,000

Socio-Industrial Levels: B-B-CCD

Once the capital of the Trellshire Province, Twycross has
become one of the most infamous worlds in the Inner Sphere.
From the heroic stand of the Twycross militia to the destruction
of the Falcon Guards by forces led by Prince Victor Steinet-
Davion and those later lead to the world by by General
Christifori, Twycross has earned its place in history as a planet
of dubious qualities. The planet has earned the nickname
TodescWelt (Death World).

The planet is a study in contrasts. Orbiting a large hot sun,
Twycross has a desert climate that is volatile as it is hot. The per-
petual windstorm called “Diablo” scours the ground on the Plains
of Curtains to the Carswell Barrens. Great Typhoons, tornadoes
and all manner of minor disturbances are so common that the
reports of major cataclysms do little more than cause Twycross
natives to shrug in indifference and carry on. In order to survive,
the majority of the population Is housed underground. The few
surface dwellers make their homes in low squatting buildings.
The capital, Camora, is built both above and below grounds. The
city is incorporated with its large spaceport.

With the Trellshire Heavy Industries BattleMech factory seri-
ously damaged early in Operation Revival, Clan Jade Falcon's lead-
ers consldered the world nearly worthless, promting Khan Marthe
Pryde to cede control to Lyran forces following the destruction of
the Falcon Guards during Operation Audacity. Only later when Clan
Diamond Shark laid claim to the world, not only returning the
Trellshire factories to service but also producing a compound not
unlike HarJel from naturally-found organic compounds, did the
Falcon Khans realize the depth of their mistake.
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FEDCOM CIVIL WAR

RUNNING THE CIVIL WAR

DEVELOPER'S NOTES: RUNAING YOUR OWN GAMES

Okay, s0 you wanna run your own games
set during the Civil War? After all, you would-
n't be reading this section if you weren't at
least interested in running or playing in a Civil
War-based game.

Well, the first thing you need to know Is
that we're not going to tell you how to run your
games. That's up to you to decide. All we can
do Is give you some ltools that will make your
life easier.

That said, you might find that we haven't
given you all of the information that you want,
at least in this book. Unfortunately, the facts of
lite prevent us from giving you evarything you
might want or that we might want to put inlo
this book. We only have a limited numbar of
words that we can cram Into a given book; as
itis, this is one of the largest sourcebooks ever
published for BattleTech. We recognized from
the instant that we commissioned this book
that it was going to be one of the most sought-
after BattleTech products. After all, we've heen
building up to this Givil War for years.

So, we went to you, the fans. Using the
forums on the Classic BattleTech website
(www.classicbattletech.com), we asked you
what you wanted to see in this book. And you
answered. Most of you wanted to see more
detail on the civil war's campaigns and less
rules. At print time, there were some 2,700
registered users on that particular board, so
we figure we gol a pretty good cross-section of
the BattleTech fans out there. (And if you
rissed out on this one, we will conlinue to ask
your opinions on upcoming products, so you'll
still get vour chanca to have your sayl)

Why am | telling you this? Well, in the
past we've never really given you the chance to
peek inside the devalopment process, and it
time to change that,

Now, back to the topic at hand. This sec-
tion will give you many of the tools you will
need to make scenarlos and adventures based
during the Civil War, but not all of them. Some
of them, like the descriptions of all of the units
that fought in the Civil War, are given in the
Field Manuals. Qthers, vou'll find in different
BallieTech products. But the biggesl tool
yau'll need is something that we can't provida,
but can only fesd: your imagination.

Continued on p. 207

This section is designed for players and gamemasters interested in creating sce-
narios and campaigns set during the time of the Federated Commonwealth Civil War,
While it is beyond the scope of this book to give detailed information about the precise
makeup of every military unit within the former Armies of the Federated Commonwealth
(AFFC)—both of Lyran and Federated Suns heritage—what this section will provide is a
framework that individuals can use in conjunction with already-published BattleTech
game products to design Civil War-related scenarios.

Because much of the information needed has already been nubllshed players and
gamemasters should already own’the BattleTech Field Manual: Federated Suns and
BatileTech Feld Manual: Lyran Alliance to run their own games set-during this time peri-
od. Additional information covering the units from outside the AFFS or EAAF involved in
the war, the Jade Falcon Incursion and the DCMS Reprisal can be found in the BattleTech
Field Manual: Crusader Clans, BattleTech Fleld Manual: Warden Clans, BatlleTech Field
Manual: Draconis Combine and BattleTech Fleld Manual: ComStar.

The information presented in this section can be used to create scenarios for
BattleTech, Aerolech, BattleForce or MechWarrior games. At the very least, players
should possess the core rulebooks for each of these games (BattleTech Master Rules,
Revised, AeraTech 2, BattleFarce 2, and MechWarrior 3rd Edition, respectively—all pub-
lished by FASA Corporation), in addition to any other add-on products they may wish to
make use of, Complete record sheets for all of the BattleMechs, vehicles, battle armor
and ProtoMechs that can be used in recreating Clvil War scenarios can be found In
BattleTech Record Sheets: 3055 & 3058, 3025 & 3026, 3050, 3060 and Upgrades
(all published by FASA Corporation) and Classic BattleTech Record Sheets: 3067 (pub-
lished by FanPro, LLC); complete record sheets for all of the aerospace fighters,
DropShips, JumpShips and WarShips can be found in AeroTech 2: Record Sheets (pub-
lished by FanPro, LLC). lllustrations and game statistics for most of these units appear
in the various BattleTech Technical Readouts (published by FASA Corporation) and
Classic BattleTech Technical Readout; 3067 (published by FanPro, LLC).

For those interested in running MechWarrior 3rd Edition games, the upcoming
MechWarrior Companion (to be published by FanPro, LLC) will include new factions, life
paths and skills applicable to Civil War-era campaigns, while LosTech: The MechWarrior
Equipment Guide and MechWarrior's Guide ta Solaris Vil (published by FASA Corparation)
hoth provide in-depth information and game rules that players and gamemasters may
find relevant to their games.

Finally, players and gamemasters alike may use the HeavwMetal Fro, HeavyMetal
Viee, HeawMetal Lite, HeawMetal Plus software packages (available from RCW
Enlerprises) to print their own BatlleTech and BattleForce record sheets. The upcoming
HeavwMetal Aera package will allow players to print their own AeroTech record sheets.

BATTLETECH INTEGRATION

Almost every battle of the Civil War involves ground combat, ranging from conven:
tional infantry and vehicles to battle armor and "Mechs. For the most part, conventional
BatlleTech rules (as per the BatlleTech Master Rules, Revised) suffice. There are some
poeasions, however, where minor additions and changes will benefit a recreation of this
bitterest of wars.

FORCE COMPOSITION

The principal combatants of the Civil War are the units of the AFFC and the
LAAF, and thus most engagements will use "Mechs and from the House Davion and
House Steiner tables. Over tima, however, the range of designs becomes broader—
the Civil War prompted the development of several new designs and configura-
tions—and salvage together with capture blurred the line between opposing forces.
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The Field Manual: Federated Suns and Field Manual: Lyran Alliance details the prin-
cipal divide between forces—their historical affiliation—as well as any exceptions to the
standard pattern. For battles Laking place in the early years of the war (3062-3064) the
unit assignment tables found in the relevant Field Manuals are most appropriate, while
later in the conflict (3065-3067) new units ('Mechs, tanks, fighters, etc.) entered ser-
vice. To reflect this, players (particularly in A<lass units) may wish to substitute new
designs belonging to their faction (as found in the Classic BattleTech Technical Readout:
3067) for those of the same weight found on the current tables.

As the war progresses, so do the opportunities for salvage and capture. To reflect
this, a unit that has seen action against forces of another affiliation—Steiner against
Davion, Davion against Kurita and so on—may roll once per company on that affiliation’s
tables (such salvage cannot simply be chosen), using the target's quality rating (for
example, if the “F"-rated Seventh Lyran Regulars take salvage from the “B"-rated 182nd
ComStar Division, the player controlling the Seventh may roll on the “B” column of the
ComStar table). Of course, many ballles pit units ot the same affiliation against each

other and in such circumstances there is no modification Lo the force selection process.

BATTLEFIELDS

Almost any battlefield is possible in the Civil War—engagements
took place in torrid jungles, on icy plains, in cities, and even on airless
moons—and the infarmation presented elsewhere in this hook details
the prevailing conditions of the major battles. However, the book is far
from an exhaustive treatise on the battles of the FedCom Civil War, so
if players want to stage a low-G city fight, or even to use the advanced
terrain rules found in Maximum Tech, Revised there is no problem pro-
vided all sides agree. Alternatively, the battlefield can be created ran-
domly using the tables and procedures found on pages 106-108 of
BMR, Revised

SUPPLY

A unit's ability to draw supplies and to gain replacement person-
nel and equipment is impacted upon by a number of factors.
Traditionally, the unit's standing with its higher headquarters has the
most impact, but as the war continues on, the supply chain normally
used by the combatants will be ripped to tatters. Location within the
nation, political leanings and even tales of success can help or hinder
procurement. A successful unit in friendly territory with powerful polit-
ical allies will have little problem getting the supplies it needs. On the
other hand, a rear echelon unit or one cut off from a supply source will
find life considerably harder. Of course, there is always the chance for
a supply shipment to be intercepted by an opposing unit (or even
another friendly unit whose commander decides that they need it more
than anyone else).

To determine a unit’s supply situation, find each of the situations
that apply to it on the Supply Tables below and add the scores togeth-
er. Then compare the result with the relevant entry in the Supply
Availability table. The Supply Cost modifier lists the price of all sup-
plies as a percentage of the normal cost, while the Interception
Chance indicates the likelihood that the shipment will be intercepted
by outside forces (friendly or hostile). To determine if an interception
takes place, roll 2d6 and compare the result to the appropriate row of

Yes, you'll have to provide the brainpaw-
er. More than that, you'll probably have to do
some improvising to make things work for
your own campaign. After all, if we were to try
to cover every possibility, we'd have a book
twice the size of the one you're reading right
now just for the rules alone.

On the bright side, the framework we've
given you here should give you more than a
decent start on designing your own scenarios.

So what are you waiting for? Get to work!

the Supply Availability table; If the roll equals or exceeds the interception chance, the shipment (along with any monies paid for it) is lost,

be it to enemy action, pirates or the demands of other units.
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PRE-EXISTING DAMAGE AND REPAIR
DIFFICULTIES

A mix of dwindling supplies, fatigue and the need to field as
many units as possible means that units often go into battle in
less than pristine condition, a situation that worsens as the con-
flict progresses and war weariness sets in. Incompletely repaired
units are a sign of desperation — or a lack of spare parts—but
sometimes there's just no choice...

In a BattleTech campaign where the repair rules (p. 87-92,
BMR, Revised) are being used, a Technician may attempt to “Make
Do" with what he has on-hand, even though the supplies he has
may not be exactly what he needs, at an increased risk of a par-
tial or unsuccessful repair. To do so, the technician applies a +2
modifier to his Repair Roll In addition to any thal already apply for
the component or type of repair. If the roll succeeds, the compo-
nent is repaired normally. If the roll fails, but by a value equal to or
less than lhe items Partial Repair value +2, that item is partially
repaired (e.g. When “Making Do,” the effective Parlial Repair value
of a Jump Jet is +3, and that of a 3+ critical-hit engine+5). “Making
Do" cannot be used when a part is being replaced or when a com-
ponent cannot be partially repaired (a tech may thus attempt to
“Make Do” if the item being repaired is a piece of equipment that
can normally be repaired, but the gamemaster determines that the
correct supplies are simply unavailable).

When not using repair rules in a campaign, players may still
choose to use damaged vehicles and 'Mechs in scenarios,
reducing their effective BV in proportion to the damage inflicted.
This saving is, however, only a rough approximation to the actu-
al BV lost to damage. When using damaged units, each player
applies a number of damage dice (D) to the unit (based on the
nature of the scenario, players may agree to a set number of
dice or a random number or the gamemaster may simply assign
a number to each battlefield unit). A unit cannot suffer more
damage dice than it has tons of armor (round up). Each die
reduces the effective BV of the unit by 2 percent. Players should
roll the number of indicated damage dice and total the results;
this is the total amount of damage to be applied. Break this dam-
age into 5-point groups (as with LRM damage) and apply it using
the Front/Rear To-Hit column on the Location Table for the unit
type, rolling critical hits as needed. Re-roll any damage that
would destroy the unit (see p. 39 of BMR, Revised).

AEROTECH INTEGRATION

The Battles of the FedCom Civil War are not limited to the sur-
face of planets. Indeed, not since the early years of the Succession
Wars has naval combat played such an important role in a war, with
fighters taking part in most battles and DropShip flotillas and even
WarShips playing a significant role in many engagements. As with
the above BattleTech rules, the core rules for the game—AeroTech
2 in this case—can be used without modification, though the fol
lowing additions can add further flavor to games.

GAME TYPES

Most AeroTech 2 battles taking place during the Civil War
involve fighters and DropShips, the former as escorts for larger
craft or to provide ground support in BattleTech games, and the lat-

ter as transports or combatants in large-scale battles. WarShips
only appear in the most important engagements, and then usual-
ly no more than one per side—the titanic naval battles of Tharkad
and New Avalon are exceptions rather than the rule (the battles
involving WarShips are clearly identified in the text, together with
the names and classes of the combatants). Information on the
other WarShip forces of the participants can be found in the
respective Field Manual. The following are principal types of aero-
space engagement in the Civil War:

Close Support: The most common mission type involves
hombing or strafing enemy forces, or to disrupting their lines of
communication. Such atmospheric missions can be played out
using fighters alone, in which case each sideé should use equal
BVs of Aerolech units, or linked to a BattleTech game, wherein a
single BV pool pays for both ground and air forces. Victory
depends upon scenario-specific conditions such as successfully
inflicting a specific number of damage points on a target, or on the
victory conditions of the ground battle. ‘

Escort Mission: Principally a space scenario, escort assign-
ments generally involve fighters and one or more larger craft, usu-
ally transport DropShips. Both sides have equal BVs (at least
10,000) though the defender—the escorting player—must pur-
chase at least one |large craft (DropShip or WarShip) that must sur-
vive the battle for that player to win.

Blockade Runner: This scenario is similar to the Escort mis-
sion, save thal the defender (escorting force) has only half the BV
of the attacker. Whenever the Blockade Runner reaches a map
edge, remove the furthest mapsheet and place it in front of the
vessel, For example, If the blockade-runner is at the right map
edge, remove all forces on the left mapsheet (assume they have
been left behind) that have already moved this turn, and place that
mapsheet on the right of the existing map. Vessels 'left behind’ do
not count as destroyed, but may not re-enter the battle. Vessels
on the removed map that have yet to move this turn may opt, at
their player's discretion, to take their movement before the map is
moved. This is an exception to the normal turn sequence. Vessels
that do not exercise this option are assumed to be left behind.

Air/Space Superiority: Air or space superiority missions can
involve any type of aerospace craft, with victory determined by the
last side to have operational units on the map. The BV for such
engagements, usually an equal amount for each side, can be any-
where from 5,000 to 500,000 (the latter reflecting the titanic bat-
tles for the capital worlds).

AEROTECH 2 FORCE COMPOSITION

Though intended for the generation of ground forces in
BattleTech games, it is possible to use the Force Composition
rules on p.108-110 of BMR to generate Aerospace forces for use
in AeroTech 2 or combined games. After determining the size and
nature (Clan or IS) of the forces involved, the following tables can
be used to generate the weight class or each aero-lance/point,
either rolling per lance/point or rolling on the squadron or Star
tables. After determining the weight class of each lance/point, use
the lance/point composition table to determine the weight class of
individual fighter craft, which can be determined randomly using
the tables on pages 63-64 of AeroTech 2.

208



RUNNING THE CIVIL WAR

The tables in AeroTech 2 contain details of the fighters and
DropShips used by the combatants in Civil War and can be used
as-is for the early years of the civil war (3062-3064), Later in the
conflict (3065-3067) new fighter and DropShip designs became
available, so players may wish to include such units in their forces
as appropriate for their year and faction in lieu of other designs of
the same weight. Likewise, salvage opportunities may blur the
lines between the sides, and where units of a different affiliation

have fought—Davion against Kurita, Steiner against the
Clans—players may roll once per aero-company on that affili-
ation’s tables using the target unit's quality rating.

MECHWARRIOR

INTEGRATION

The MechWarrior, Third Edition (MW3) RPG offers a host
of options for games set in the Civil War. It can be used in tan-
dem with BattleTech, AeroTech and BattleForce to provide
more detailed characters for those games, it can be used in
a combined MechWarrior-wargame campaign, or it can be
used for a purely MechWarrior campaign. Rules for integrated
games may be found in the. core rulebook and the
MechWarrior's Guide to Solaris VIl. The Mechwarrior's Guide
to the Clans may also be appropriate for campaigns based in
the ARDC and those areas targeted by Clan Jade Falcon. The
Field Manual: Lyran Alliance and Field Manual: Federated
Suns also contain information relevant to Civil Warbased
MechWarrior games, particularly those involving military char-
acters. The following character and campaign concepts are
geared toward stand-alone MechWarrior games but may also
form part of an integrated campaign.

CHARACTERS

The Civil War provides opportunities for almost every
character concept and faction, with an almost infinite number
of permutations. The following are the key groups, albeit a far
from exhaustive listing.

Soldiers: Playing military forces attached to one of the
numerous factions in the Civil War is the most obvious char-
acter concepl—the game is BattleTech after all—but encom-
passes a wide variety of character types. A soldier may be a
fanatic, espousing the cause of Katherine Steiner-Davion,
Victor, or even one of the independent lords involved in the
conflict. Alternatively, they may simply be “doing their job,”
perhaps struggling to reconcile duty against other loyalties.

Politicians: The battlefield is not the only theater of con-
flict in the FedCom Civil War. Politics, be it national, regional or
planetary, play a major role. Taking the role of political figures
at various levels may provide characters with a deeper insight
into the whys and wherefores of the conflict, together with an
appreciation of the temptations and rewards of such roles.
Such campaigns are not necessarily divorced from military
campaigns; von Clausewitz did after all write that “Warfare is
the continuance of politics by other means.”

Everyman: Politicians orchestrate wars, and soldiers
fight them, but it is the civilians who suffer. Players may opt
to take on the role of such individuals—for example, farmers,
merchants or office workers—who are forced to adapt to life in
the civil war. Perhaps they struggle to stay aloof from the fight-
ing, or perhaps they take sides, joining a citizen militia or even
the regular army. Do they remain true to their friends and col-
leagues, or do they turn on those belonging to the “wrong side”,
ostracizing them—or worse.
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CAMPAIGN CONCEPTS

Obviously, military campaigns predominate in the Civil War but
there are a wide variety of subtypes and variations. The following
are the key types, though are far from the only options:

Military Unlt: Campaigns centered on military units offer the
greatest scope for integration with BattleTech, AeroTech and
BattleForce. The scope for roleplaying will vary considerably
depending on the nature of the game: MechWarrior may be used
to add additional depth to the pilots and crews used in various bat-
tles, or it can be used to roleplay the down-time between engage-
ments. Player characters may be little more than grunts in the unit,
or they may be involved at various levels of command. Both offer
numerous opportunities, the former allowing characters to focus
on combat, and the latter placing them maore centrally in matters
of planning and administration. The chain of command—official
and unofficial —is often central to such campalgns, orders from
on-high perhaps conflicting with the concerns of the unit or the sol-
diers. How they deal with such conflicts will say much about the
characters.

Irregular Operations: Not all battles in the Civil War took place
on the open battlefield. Specialforces units were a mainstay of
several campaigns, undertaking sabotage, head-hunter and intelli-
gence gathering missions. The latter forms its own campaign type
and is detailed below, but the others offer a host of opportunities
for both combat and non-combat roleplaying. Characters involved
in “irregular ops” are most likely to be specialforces units, but
many others—notably civilians with a military or para-military back-
ground—exploited their skills to wage a guerrilla conflict against
opposing forces variously labeled invaders or occupiers. Players
may also be on the flip-side of such conflicts, taking the role of
line-troops or police tasked with eliminating saboteurs and assas-
sins in their midst. Such campaigns offer a great opportunity for
non-FedCom characters to get involved in the war—many of the
surrounding states and power groups sent agents into the
Federated Commonwealth during the conflict, seeking to support
one group or another, or to further their own ends. Liao agents
might be involved in the Tikonov reaches, supporting Zhanzheng
de Guang cells, while Word of Blake operatives on the Periphery
rim might seek to recruit others to their cause.

Intelligence gathering: Knowing what your enemy is doing—
or plans to do—is a central tenet of modern warfare and players
can become involved in such operations in a variety of ways. They
may be a special-forces team, inserted onto a planet in advance
of an invasion to gather up to date information on defenses and
troop numbers. Another possibility is the role of professional
spies, perhaps deep-agents in the military, political or economic
infrastructure of one faction who is secretly channeling information
to another group. Such characters are faced with numerous chal-
lenges, principally getting the information their master(s) desire
and escaping detection. The counter-espionage role also affords a
host of opportunities, uncovering hostile agents and either
unmasking them or using them to channel disinformation to the
enemy. Once again, espionage missions offer many opportunities
for non-FedCom characters.

BATTLEFORCE INTEGRATION

BattleForce 2 is ideally suited to the Civil War, allowing play-
ers to recreate whole battles or even planetary campaigns in a
practical manner. The BFZ rulebook contains many of the rules
required for such games, and an experienced player can use the
rules as-is to create BattleForce scenarios, but those present-
ed here provide expansions, clarifications and examples to
ease the process.

UNIT GENERATION X
Creating units for use in BattleForce is, despite the range of
options, a straightforward process. It easily divides into stages
that a gamemaster can draw upon to ease unit creation. The fok
lowing steps mimic those found on pages 5562 of BF2, albeil with
additional detail for those looking to recreate the Civil War.
There are four stages to this process:

1) Determine size and structure of force
2) Determine number of elements

3) Assign Command elements

4) Assign combat and support elements

i

Players should also decide whether to use the random
method for determining unit composition, or whether to use
points. The latter allows precise balancing of forces, while the for-
mer reflects the vagaries of war—combat rarely involves exactly
equal sides.

Size and structure

The first step Is determining the size and structure of the
forces on each side. Company- or battalion-sized forces are best
for BattleForce games, involving 12-40 elements. Larger forces
offer more diversity but are also harder to manage and battles
involving them will take longer to play.

The following table provides a guide to force sizes, including
the number of elements In the force, the size of any dedicated
command elements, and approximate point values for the entire
unit. The point value is an approximate guide and may be any-
where from 50% to 150% of the indicated value.

Generating Specific forces

Once the overall size and structure of a force is known, the
player can determine the specific elements. This can be via ran
dom method, or using points. When using the random method,
roll 2D6 for each battalion, Cluster or Level |l unit to determine
the nature of the constituent lances, Stars and Level Il units,
comparing the results to the Unit Composition Table; few units
are comprised solely of one type of unit. Alternatively, the play-
er may roll 2D6 independently for each sub-unit (lance or Star)
or Element, comparing the result to the Unit Type Table, though
element-specific rolling will be time-consuming for large forces.
A roll is not required for the command units added to large
forces; such units are automatically 'Mech forces unless the
controlling player decides otherwise, in which case he may
choose the unit type.
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For example, lames has an InnerSphere battalion and rolls a
7. Il comprises 5 ‘Mech lances, 1 vehicle lance, 2 infantry pla-
toons and 1 AcroSpace lance. Louise has a Clan Trinary and
decides to roll once for vach slar. She gets a 3 (Battle Armar), an
8 (‘Mech) and an 11 (another ‘Mech).

After idenlifying the subrunit or element types, determine their
weight types using the Lance or Star Type Table on p. 56 of BF2
{Aerospace units treat an Assault resull as Heavy), Make an addl-
tional 1D6 roll on the Lance/Star Compasition table to determine
the specific compasition of sub-units (Lances and stars). ComStar
level Il sub-units add two elements, one of the lightest indicated
type and one of the heaviest,

BattleForce 2, the relevant Field Manuals, and AeroTech 2
contain tables for identifying the specific type of element when
using the random method; roll 206 and compars the result o the
appropriate entry for that faction (or weight class in the case of
vehicles and fighters It using the BFZ tables alone; AT2 and the
Field Manuals contain faclionspecific listings for vehlcles and

aerospace craft). When using the Field
Manuals, determine 'Mechs by referring to
the column of the Random ’'Mech
Assignment table that corresponds with the
unit's quality or type. In battles set in 3065
or later, players may—once per lance/
Star/Level ll—voluntarily replace one of the
indicated elements with a new design from
the Classic BattleTech Technical Readoul:
3067 or Classic BattleTech Record Sheets:
3067 that is available to their faction. As
with BattleTech earlier in this section, play-
ers may also salvage designs belonging to
other factions. To reflect this, a unit that
has seen action against forces of anaother
affiliation—Steiner against Marik, Davion
against Liao, and so forth—may roll once
per company on that affiliation’s tables
(such salvage cannot simply be chosen),
using the target’s (the unit thal the player's
unit fought against) quality rating.

By default, the experience lovel for
each element is regular (modifier of 0).
Alternatively, players may roll on the
Random Experience Level Table found on p.
61 of BFZ for all of the elements under his
command. This table may indicate an
increase for the element's skills. It may
also indicate reduced effectiveness. Once
the element’s experience level is known,
roll 1D6 and cross reference the result with
the column of the Random Skill Modifiers
Table (p. 62 of BF2) that corresponds with
the experience level, Where players are
generating forces for a unit listed in a Field
Manual, ignore the initial 206 roll and go
directly to the Random Skill Modifiers Table,
using the listed experience for that unit.

Flayars using the point system may simply purchase the ral-
evant number of units (12 for a company, 36 for a battalion, and
so torth), choosing the unit types they desire, or they may use the
random method to determine the basic structure of the unit (for
example, the element types in each lance or star) but use the
polnt method from p. 62 of BFZ to purchase specific elements
and experience levels.

Command and Support Elements

While combat units are the meat of a military unit, they do not
exist in isolation. Command, supply, medical, transport and fire-
support units are a vital part of large-scale operations. These are
usually attached at the battalion or regiment level (Level Il and IV
for ComStar, or Trinary and Cluster level in the Clans). There are
no hard and fast rules regarding such elements—indeed the “com-
mand element” may be little more than an extra company or lance
af ‘Mechs, though such units will likely be at a disadvantage, par-
ticularly in Planetary Assault games—though the players may roll
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2D6 for each element and lookup the result on the Support
Element Table.

COMMAND CHITS

The battlefields of the Civil War were unpredictable places
and the following new commands are intended to reflect this.
New Command lists are provided for Pro-Katherine, Pro-Victor,
Free-Skye and Neutral FedCom units, used irrespective of their
Davion or Steiner allegiance. Other powers involved in the war—
such as House Kurita or the Jade Falcons—use thelr standard
command lists.

Command Disruption (Negative)

Sabotage of the communications net, enemy jamming and all-
round confusion can play a major roll in hampering a unit's com-
bat effectiveness. When this chit is drawn, the player places it in
front of him and may draw or play no other chits that turn. At the
start of each game turn, the player affected by Command
Disruption rolls 1d6. On a result of 6, the chit is discarded for the
rest of the game, otherwise its effects remain in force.

Defector

Using this chit, an element belonging to the enemy changes
allegiance and joins the player's force. This chit must be played on
an element within 10-hexes of a friendly unit and cannot be played
on enemy command elements. Defector is discarded after use.

Jury-Rig (negative)

Juryrigged repairs were common-
place in the civil war and had a nasty
tendency to fail at the worst possible
moment. When this chit is drawn, the
player must select one of his ele-
ments. That element suffers a point of
damage which may cause critical dam-
age or destroy the element (determine
using the normal rules). -

REINFORCEMENTS
AND SUPPLIES

Appendix IV of BF2 provides rules
for recovering losses, salvage and
repair in BaltleForce games, as well as
basic rules for supplies. The following
are more delailed rules concerning
supplies and their use in the game,
reflecting the vagaries of logistics and
the demands of keeping a unit in fight-
ing trim throughout a protracted cam-
paign. These rules supercede the
Limited Supply rules found on page
108 of BF2.

Each side starts the campaign
with a number of Supply Points equal
to twice their number of elements if
they are part of an Inner Sphere faction, or their number of ele-
ments if they belong to the Clans. For example, if James fields a
Lyran battalion, comprising 36 elements, he starts the game with
72 Supply Points. If Louise has a Clan Cluster (45 elements) she
has only 45 Supply Points.

There are numerous uses for Supply Points:

Repalrs: Each time a player makes a Repair Roll, he spends
1 Supply Point, irrespective of the success of the roll. He can use
additional supplies to improve hia chances of success; each addi-
tional Supply Point spent adds +1 to the Repair Roll. The player
must decide on the number of Supply Points committed to repair-
ing a particular element before making the Repair Roll.

Buying Reinforcements: A player may spend Supply Points in
an attempt to gain new units or personnel. Each Supply Point spent
corresponds to 10 points of units, and may be used to purchase
multiple units. A player may only purchase units available to his fac-
tion or infantry and points unused in turn are lost. For example, to
purchase a Locust LCT-3S (5 points) and a Flea FLE-17 (4 points)
would require a single Supply Point as the total cost is less than
10, while purchasing a Turkina C would require at least 3 Supply
Points as it has a point cost of 25. Players may, if they desire, use
the Supply Availability rules listed in the BattleTech section above,
increasing (or decreasing) the cost of units and determining the
chance of interception. If playing BattleForce in conjunction with
Flanetary Assault, non-infantry reinforcements must be transport-
ed from the Jump Point to the hex containing the unit. Infantry rein-
forcements (excluding Battle Armor) do not need to be transported.
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Consumables: Food, ammunition and medical needs slowly eat away
at supplies. At the start of a battle, each player should spend 1 point for
every 10 elements (round fractions up) in their force, reflecting such needs.
If they are unable or unwilling to pay this supply cost, every element in that
force suffers a +1 penalty to their SKill Modifier for the duration of the bat-
tle. This penalty increases by +1 for each battle in which there is insuffi-
cient supply, so if a unit fights a second battle without the Consumables
requirement being met they are at +2, +3 in a third battle, and so forth. All
such penalties are removed once a unit's consumables needs are met.

Regaining Supply Points

As they can spend them, so a unit can attempt to regain supplies dur-
ing a campaign. There are three principal methods of doing so: Salvage, ship-
ments and foraging.

Salvage: If a side retains control of the battlefield at the end of a sce-
nario, they may salvage friendly and enemy material for use later in the cam-
paign per the rules on p. 107 of BFZ2. Material salvaged in this manner may
be used to repair a unit of the appropriate type ('Mech to repair ‘Mechs, etc)
or it may be used to meet Consumables needs. It may not be used to buy
reinforcements.

Shipments: Units generally rely on shipments from their nation's sup-
ply organization (usually a quartermaster corps) to meet their operating
needs. Each turn, a unit receives 1D6 supply points for every 10 ele-
ments (round down) in the force, though they also “invest” existing sup-
plies to buy additional material. Each Supply Point “invested” in this man-
ner produces 1D6-2 supply points in two turns time, with negative values
treated as 0. If the Supply Availability rules are being used, multiply the
cost of Investment by the indicated percentage and roll Interception for
each die of supply.

Foraging: Units may attempt to live off the land, but this rarely pro-
vides sufficient material to support a modern armed force. A unit may
attempt to gain supplies via foraging, rolling 1D6 and subtracting 1 for
each forage attempt in the campaign. The first attempt thus generates
1D6-1 points, the second 1D6-2 and so forth.

Cities: If playing BattleForce in conjunction with Planetary Assault, each
city controlled by the player generates 1D6 Supply Points per turn.
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Brother V5. Sigter

For five long years, two of the most powerful Great Houses have been in
the grip of a bloody civil war. Raging across eight hundred planets and
a thousand light years, it has affected.countless billions.

Now, as the dust settles, the full story can be revealed.

The FedCom Civil War™ sourcebook details the action involving every line

unit throughout the civil war. Wave maps and full regiment listings break

down the maneuvering and battles fought by individual forces. Expansive
information on over forty war-torn worlds is also included.
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