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TORTUGA FUSILIERS:
PRIDE OF THE DOMINIONS

The Tortuga Dominions remains a solid island of six worlds in the dead region of space between
the Concordat and the Outworlds Alliance. Far from trade routes and lacking any substantial industry, the
Dominions depend on the spoils of piracy and have long served as a staging area for marauders. The
system’'s most notable world, Tortuga Prime, is distinguished only by its position at the center of the
Dominions and the pirate city Raider's Roost. After | was brought down in '42, no one was able to fill the
power vacuum. The Dominion worlds existed as a collection of sustenance-level planets until 3054, when
Fuchida's Fusiliers arrived.

Betrayed by the Federated Commonwealth and ordered to the front as a sacrificial offering to the
Clan juggernaut, the Fusiliers broke their contract with the Commonwealth and escaped into the
Periphery. When they appeared in the Tortuga Dominions, the populace saw them as a means to recov-
er their influence. The Fusiliers closed the borders for better than a year. When they emerged, it was as
if the Dominions had suddenly awakened after a twelve-year stupor. Their raids against House Davion
were almost as damaging as my own had been, and they lost no time targeting the Taurian Concordat
and Outworlds Alliance as well. Of course, lately they've stopped their raids in the Concordat, conced-
ing the territory to me and the pirates of the Haven.

The Fusiliers have since dropped many of their long-standing traditions and now claim the name
of their new home, as well they should. The Tortuga Fusiliers employ a paint scheme of black touched with a shocking blue. Their
insignia is a pair of dice inside a wine goblet—what they like to refer to as “loaded dice."

OFFICERS

Twyla “The Major” Sumeral is the Fusiliers' old unit commander. By all reports she has adjusted to life as a pirate queen quite
well. If she has a weakness, it is her tendency to take most people, even fellow pirates, at their word. Twyla is known to keep her
pledges at all costs. If betrayed, however, she will declare a feud that lasts until her opponent is dead.

TACTICS

The Fusiliers have a real knack for urban combat, which they developed after they lost their inhibitions against little things like
walking through buildings or planting minefields in parks. One of their favorite tactics (which | have already appropriated) is using jump-
capable 'Mechs to corral and crush enemy forces. Their “Canyon of Death” tactic involves locating any nonjumping 'Mechs pinned
between buildings, then jumping their own 'Mechs onto the surrounding rooftops. The crossfire is nothing short of murderous.

Tortuga Fusiliers consists of a small number of JumpShips and supporting
Battalion/Veteran/Reliable DropShips. The Tortuga Corsairs represent the Fusiliers
CO: Twyla “The Major” Sumeral attempt to rebuild an aerospace assault force to interdict ship-
The Fusiliers had expanded to two battalions until ping and support planetary raids. The Corsairs field nineteen
my call for recruits went out. Apparently, some Fusiliers decid- aerospace fighters of medium weight or better. Quickly neutral-
ed to leave their units to join me—a decision their fellow izing space vessels is the Corsairs’ specialty.
Fusiliers didn’t take too well. Some fighting erupted, including
one pitched firefight that destroyed a lance who wished to leave dst Tortuga Infantry (Scalphunters)
First Battalion. When all was said and done, the Fusiliers had Regiment /Regular/Reliable
lost two companies. The unit has since reorganized into a bat- Infantry Cmdr: Ryan “Lady Killer” Coleman
talion of four companies. Each company can operate on its own The Fusiliers' relationship with the Dominions has provided
or within a larger battle group. them with access to considerable manpower, and the
Scalphunters is an attempt to make that manpower pay.
Tortuga Corsairs Organized along the lines of a formal military unit, this infantry
w 2 Wings/Regular/Questionable regiment is trained in crowd control as well as battlefield tactics.
Wing Cmdr: Cameron “Hot Seat” Kline Hmmm, | wonder if the Fusiliers have something big planned.

For years the Tortuga Dominions had maintained a large
spacefaring fleet, largely composed of space vessels captured
during raids against enemy shipping. Now its once-proud fleet
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SHEN-SE TIAN: THE DARK DAYS BAND

The Capellan-St. Ives war created a flood of refugees, deserters and unemployed
MechWarriors who drifted out to the Periphery. Some became freelance guns for hire. Others
found quiet corners of space where they could settle down and forget. A good number
turned to piracy.
Shen-se Tian (literally, “dark days") is composed almost solely of such people.
Ironically, the group contains a strong mix of both Capellan nationals and St. Ives
deserters. Even as their former states have settled their differences and formed one
nation again, so have these warriors.

These pirates have ensconced themselves in and around the New Colony Region located
between the Magistracy of Canopus and Taurian Concordat. Apparently, they've found a mar-
ginally habitable world near the center of the region, and they use this world as a base for
their attacks. | find it most satisfying to keep their secret for now, but this may change
depending on the reception they give my “ambassador.” Given our shared interests, though,
I think | may be able to work with this pirate band. In the meantime, they continue to raid New

Colony worlds as well as targets within the Concordat and Magistracy. In response, Emma
Centrella has strengthened nearby Magistracy Forces, though so far no Magistracy unit has met

the pirates in decisive action.
The pirates’ crest consists of a man-dragon hybrid with bloody bar-bell whiskers, green scales and a mouth of sharp teeth. This
figure is set on an ivory field, edged in red. The unit's 'Mechs and machines are painted a tan-colored brown with green trim.

OFFICERS

Troi Eskins is the glue that holds this unit together. A charismatic man as well as a gifted leader, | find his desertion rather
improbable. I've heard whispers of a girlfriend in a noble house and death warrants, so perhaps his arrival in the Periphery is not
exactly undeserved. Without Eskins, this regiment would very likely break down into smaller groups, like so many other drifting among
the interstellar flotsam.

TACTICS

Generally, the pirates have found themselves facing Colonial Marshals, and they've made good use of their superior numbers.
The outlaws routinely strike at multiple targets, gathering widespread resources in a short amount of time. This pattern enabled them
to bait a trap for the Red Chasseurs recently. On Brisbane, the Chasseurs assumed Shen-sé Tian had split up, when in fact a sec-
ond pirate battalion had sneaked in unnoticed. The surprise of two companies springing up behind them drove the Chasseurs into
a defensive engagement, which allowed the pirates to escape.

Shen-sé Tian Shen-sé Tian

Regiment/Regular/Questionable W 2 Squadrons/Green/Questionable

CO: Colonel Troi Eskins Wing Cmdr: Rochenka Gorov

1st Batt: Major Kerry Wung The twelve aerospace fighters that form the Shen-sé Tian
2nd Batt: Major Hap Tu Ling aerospace forces do not suffer from the same problems as the
3rd Batt: Major Sanya Jess BattleMech units of the group; many of the parts and services

The three listed battalions are a misleading estimate of that the fighters need can be found within the Periphery.

the pirates’ strength. At least a fourth of each battalion is down However, the group's pilots are relatively young and inexperi-
for maintenance and repairs at any given time, a problem that enced, which limits their effectiveness.

will not be solved any time soon unless the pirate band can
entice better support crew personnel and establish some kind
of discreet supply line. Raiding for parts and supplies has done
little to help the problem, as very few Periphery targets contain
parts for newer Capellan 'Mechs.
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THE BIRTH OF
NEW LEGENDS

Here are a number of pirate bands who don't rate inde-
pendent reports—yet. But never sell a pirate short—some of
these bands are quite deadly. Of course, some are led by tooth-
less old dogs who only remain in power because their bands
are too stupid to depose them.

CAPTAIN “REDEYE" LAUDIN

Operating from a region of space on the rimward edge of
the Rim Collection, Captain “Redeye” Laudin's crew plagues
hoth the Collection and Circinus Federation. The group has
made shipping raids into the Lyran Alliance as well, striking as
deep as the system of Halfway. To my knowledge Laudin has
never attacked a ground-based target.

Laudin is easily recognizable by his left eye, which is almost
completely red from burst blood vessels. (According to rumors,
Laudin was once addicted to a retinal hallucinogenic.) The band's
crest shows a fiery sun reflected in the pupil of a half-lidded eye.

THE RED CORSAIR

| don't know what kind of game someone is trying to play.
The original Red Corsair was little more than a hoax, perpetrat-
ed fifty years ago by Lyran rebels for reasons on which | will let
others speculate. Her “return” in 3055 and the subsequent
“sightings” since then are undoubtedly rumors, scams and the
work of posers. No matter how lethal this “new” Corsair is, she
had best stay away from the rest of us—pirates hate pre-
tenders.

Her crest—for what little it is worth—is a red rose, with a
bright drop of blood hanging from one thorn.
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 NEW LEGENDS

THANOS’ TERRIBLES

Thanos' Terribles would be just one more unremarkable
pirate band if not for its leader. A despicable man who has
raised treachery to new levels, Thanos is a connoisseur of
pain, misery and death. He interests me.

Operating in the desolate space around Antallos, the
Terribles are masters of the inside job. They regularly infiltrate
garrison forces and targeted vessels, blackmail their soldiers
and crews, or compromise them with promises of easy riches.
Never content to rely on a single individual, Thanos often works
no less than three insiders on any one job. At best, only one
escapes with his life—the others are left to authorities or killed
outright. The survivor is well rewarded but just is as likely to be
sacrificed on the next mission.

The Terribles paint their machines blood red. Their insignia
is a downward-pointing dagger dripping with blood, a set of
skeletal bat wings arching back from the hilt.

DARK

Clan renegades have been drawn to Antalios for years.
But the destruction of Clan Smoke Jaguar created the largest
influx of Clan warriors that ever hit the so-called “pirate capi-
tal.” Of all the bands of ex-Clanners, the Dark is the largest
group, approximately a battalion strong. These former Clan
warriors keep to themselves, raiding or dueling for their needs
and refusing any contact with other pirates. Only one pirate
band has tried to force contact with the Clan group, wanting
to deal for Clan technology. Dark killed every last pirate and
dumped their ruined "Mechs in a large pile outside Port Krin
as a reminder to others.

Dark is named for the Clan bandit caste, the so-calied Dark
Caste. “We are Dark,” is the only thing the group’s members
will reveal about themselves to outsiders. The band's insignia
is the upper half of a jaguar skull with gold fangs, set on a black
circular field.

MARK BRADY GANG

The Mark Brady Gang is another pirate band operating out
of Antallos. The band concentrates almost exclusively on
ground-based targets in the Combine, Federated Suns and

Outworlds Alliance. The gang actually uses 'Mechs to blast
apart bank vaults or Kick in the sides of jewelry stores, making
withdrawals the real old-fashioned way. The group members
enjoy cultivating their image as old-time Western outlaws, some
going so far as to paint black bandannas over the “faces” of
their 'Mechs.

The pirates’ crest is a red-and-black beaded Gila monster.
The Gang also tends to adopt Wild West emblems for personal
insignia. Among the known members are “Bullet,” “Tin Star,”
“Noose” and “Whore.”

JEWEL'S PICARDONS

For most of their existence, the Picaroons raided targets
within the Free Worlds League, Hegemony, Magistracy and a
number of smaller independent Periphery worlds. Recently, the
Magistracy of Canopus granted the band a Letter of Marque.
(As part of the agreement, the band agreed not to attack tar-
gets in the Magistracy or the Niops Association.) Now consid-
ered Canopian privateers, the Picaroons have turned their
weapons against the Marian Hegemony in reprisal for recent
attacks coordinated by a Word of Blake splinter faction.

The emblem of the Picaroons is a jaunty, wide-brimmed hat
festooned with a blue feather. Their leader, known only by the
name Jewel, has a reputation for slap-and-dash tactics that she
probably picked up from bad holovids about old sea pirates.

THE MARCADIA BROTHERS

Operating in the pirates’ paradise located between the
Circinus Federation and the Magistracy of Canopus, the twin
Marcadia Brothers command an /nvaderclass JumpShip com-
plemented by two Overlords and an old Fortress DropShip.
Rounding out the Marcadias’ forces are two companies of
BattleMechs and an elite company of aerospace fighters. The
Brothers have quickly become the top dogs of their area, and
the germanium shipment they lifted from the spaceport on
Alphard ensures they'll be making many new influential friends.

The Marcadia Brothers' crest depicts a pair of twins, ren-
dered with a bright nova touching each twin's head. This nova
symbolizes the brothers' uncanny rapport, which enables them
to coordinate superbly timed assaults.

133



e

NUEVA CASTILE

PS W

Artenbrooks O

Ramsey W

Santiago A

_ P3 W
Kinbrace %
Harris 1Y
Trinity &
Wark
ark X o 2 Ty

A
TI239HZ A

Cambricdge

CHAINELANE

BivI COLLECTION

LY

To the masses of unbelievers, the Periphery is the dregs of
the universe. Beyond the Periphery is nothing but empty space.
Despite the arrival of the Clans from their deep-periphery fast-
ness, the idea of a void beyond known space remains ingrained
in the Spheroid mentality. They forget that the great serpent,
Amaris, used these distant reaches to train his army of subju-
gation. We, the enlightened few, remember the truth.

The Deep Periphery is home to thousands of settlements,
some still primitive agrarian colonies while others are, if not tech-
nologically advanced, comfortable with the workings of machin-
ery. Many of these settlements number only a few hundred peo-
ple or are limited to a single world. A few, however, are proto-
nations, larger in some cases than Inner Sphere states like the
occupied Free Rasalhague Republic or the former St. Ives
Compact. Here too, most are of little threat to our plans and have
little potential to advance our cause. There are, however, excep-
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tions. Two regions in particular, ironically both toward the Clan
homeworlds, offer opportunities and danger in equal measure.

The Hanseatic League spreads its mercantile tendrils
across the Deep Periphery, its influence extending from Clan
Space to the Inner Sphere. Though militarily weak, the Hansa's
networks of contacts—their worlds are a clearinghouse of
goods and information—could be of considerable benefit, as
would their knowledge of the “uncharted regions.”

The cluster of worlds known as Nueva Castile is of less sig-
nificance at first sight. Locked in a cycle of conflict between two
factions, the Castillians and Umayyads, this perpetual warzone is
the principal buyer of mercenary troops in the region. Though
deep-seated animosities exist between the two factions, it is
apparent that the Hansa have played a significant role in prolong-
ing the conflict, controlling as they do the flow of arms, informa-
tion and mercenaries. There are many lessons to be learned here.




HANSEATIC LEAGUE
HISTORY

The Hanseatic League came into existence in the late
twenty-ninth century, founded by exiles from the Lyran Alliance
who sought to escape the provisions of Archon Elizabeth
Steiner’'s Military Disaster Order. Clinging to their Germanic her-
itage, the settlers named their new world Bremen and set about
building a home for themselves. Within a few decades, their
influence spanned a dozen worlds in a three hundred-light year
sphere, in which they served as both couriers and messengers,
the only link between the scattered worlds. The strength of the
merchant-settlers grew and, in 2891, they officially allied and
named themselves the Hanseatic League after an ancient
Terran mercantile alliance.

At first, the League handled economic matters. By 2920,
however, the ruling Council of Merchants dictated policy to
many of the “independent” colonies in the Hansa sphere.
When several colonies sought to throw off Hansa influence,
the Council authorized the formation of security force to
“maintain order” and protect Hanseatic interesis. At first
these were mercenaries, hired from the Periphery states or
through secretive contacts in the Inner Sphere. By the mid-
thirtieth century, the League had brought in equipment from
the Inner Sphere and formed its own army. Hansa merchants
also obtained design schematics for modern war machines,
though production levels were never very high. Their vehicle
and fighter production facilities were also of comparable qual-
ity to those in the Successor States, allowing them to field a
substantial conventional force.

In the early days, Inner Sphere contact with the Hansa
was at their instigation. Over the last fifty years, however, a
number of adventurous Periphery and Inner Sphere mer-
chants have sought them out. Some members of the Hansa
sought to drive the interlopers away. They contested this
threat to their trade and communication monopoly, and thus
to their control of the two-dozen worlds in the League. This
strategy soon proved impractical.

In 3011, the Council agreed to designate three worlds—
Libeck, Bergen and Bruges—as open worlds, accessible to
all. Attempts to contact other worlds in the League would con-
tinue to be met with deadly force. Within a few years, the
open worlds were a hive of activity, a clearinghouse for goods
and information throughout the region coreward of the Inner
Sphere. Until a dozen years ago, Spheroid and Periphery mer-
chants were the principal visitors to the world, supplemented
by representatives from Nueva Castille looking to purchase
mercenary contracts. The Clan invasion changed that.

Having previously pursued an isolationist policy and only
trading covertly with the League, Clan merchants appeared
openly on the trade worlds in the 3050s, caring little for
Hanseatic restrictions on where they could and could not
travel. Fortunately for the Hansa, the Clans have little inter-
est in suborning the largely backward worlds of the League

and have restricted themselves to trading basic goods. They
have, however, reacted in typical Clan fashion—with vio-
lence—to attempts by the League to enforce its will, both
inside the League and elsewhere in the Deep Periphery. The
best example of this came in 3055 when a Hanseatic mer-
chant-captain sought to scare off a lone Merchant Caste
JumpShip of Clan Diamond Shark near the Chainelaine Isles.
Scarcely had he finished gloating about the JumpShip's
“flight” than a Diamond Shark warship appeared in system
and demonstrated the Clan’s commitment to free trade: Two
Hansa JumpShips and their attendant DropShips were
destroyed and several other vessels sustained considerable
damage. Wisely, the fleet's new commander withdrew, his
predecessor having been killed in action. Hansa-Clan inter-
actions have been frosty ever since, though neither has
allowed this to interfere with their trade. This has, however,
convinced the League to make an “executive decision” to
focus its current expansion efforts Rimward and anti-
Spinward of its current territories.

The last decade has also seen the arrival of many Inner
Sphere intelligence agents on the trade worlds, usually dis-
guised as merchants. At first they sought the location of the
Clan Homeworlds, but in recent years their efforts have
focused on gathering news of events within the Clan Sphere.
Most of these operatives belong to the ComStar Explorer
Corps, the Lyran Intelligence Corps and House Kurita's ISF.

In response, the Clans have dispatched a number of watch
agents to the worlds, who are also charged with identifying—
and eliminating, when appropriate—Dark Caste operatives in
the region. This mélange of Periphery, Clan and Inner Sphere
groups, legitimate and otherwise, results in a deadly game of
cat and mouse, something our own ROM agents have exploited
on several occasions. Likewise, Hanseatic agents frequently
play the various factions off against each other as a means of
driving up the value of their goods and information, though they
go to strenuous efforts to avoid excessive bloodshed

THE HANSEATIC SECURITY FORCE

The prime functions of the Hanseatic military are to ensure
compliance with League regulations and to control access to
League worlds by outsiders. Though comprised of a combined
arms force, the vast area they have to patrol and the rarity of
their equipment hamper their efforts. Much of the hardware
used by the Hansa is comparable with 3025-era Inner Sphere
designs, though a few more modern designs have crept in over
recent years thanks to the increased volume of trade with the
Inner Sphere and the desire of Spheroid Governments to
exploit the League.

STRUCTURE

Officially, the HSF is grouped into seven units, with six
Regional Defense Forces making up the bulk of the League's
armor and 'Mechs, and the Convoy Protection Force, com-
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prised of fighters, marines and the league's few assault
DropShips. Each RDF answers directly to the Council of
Merchants and is commanded by the captain-general of the
unit's 'Mech forces. This officer has almost total control over
the forces in his charge and is responsible for keeping them
supplied with food and equipment. In return, this merchant-
commander receives a proportion of the trade revenue from
his area of responsibility. The captain-general can reap sub-
stantial profits from this “tithe,” but is also responsible for
making up any shortfall. Occasionally, Hansa politics will lead
to an RDF being deliberately starved of cash so as to discredit
{or pauper) the captain-general, but merchants who engage in
such brinkmanship risk weakening the Leagues defenses and
thus their profitability.

The standard RDF deployment is a combined arms force,
usually a '"Mech company backed by one or two composite bat-
talions of infantry and armor. Where the situation prompts it,
more hard-hitting units may be formed. In its entire history,
however, the League has never deployed "Mechs above battal-
ion strength.

Convoy protection deployments are handled on a case-by-
case basis. Where a single merchant vessel is traveling
through the Deep Dark, it may be accompanied by a fighter
squadron or perhaps a military DropShip, with marines
deployed on both JumpShip and DropShip(s). Where several
merchants travel together, the HSF often assigns a militarized
JumpShip with combat DropShips and fighters as a chaperone
vessel. Such units represent the League’s main means of pro-
jecting its influence, intimidating unaffiliated traders and cow-
ing potential buyers and sellers,

RANKS AND UNIFORMS

The military is not a major aspect of Hansa life, though
the merchants and armed forces maintain a close relationship
and overlap at the most senior levels. The Hanseatic rank
structure is somewhat abbreviated when compared to that of
most Inner Sphere units, with a common uniform for all bar the
highest and lowest ranks. Promotion within the HSF is princi-
pally by merit, but upon qualifying for their next rank each offi-
cer must pay a “ransom” to the RDF's captain-general before
they are allowed to take up their new post. A few “social” offi-
cers do make it into the HSF, though most muster out after a
few years when inscrutability of the force's Examining Board
becomes apparent.

Captain-generals wear a white uniform comprised of a
heady woolen jacket over a red shirt, and white stirrup pants
with black boots. Gold epaulets decorate the jacket and a red
banded golden sash completes the uniform. The number of
bands on the sash indicates the seniority of the captain-gener-
al, each narrow band signifying a year's service and each broad
band ten years.

Junior officers wear a uniform closely modeled on that of
the captain-general, save that the jacket and trousers are
ash-gray. Black epaulets decorate the jacket and upon them
are the officer's rank insignia. Junior officers wear a simple
black belt in lieu of a sash.

Enlisted soldiers wear a functional gray jJumpsuit instead of
jacket and pants, over which they add body armor and equip-
ment harnesses as appropriate to their tasks. The flak vest and
helmet of the Hansa infantry is closely modeled on that of the
Lyran Alliance and from a distance is indistinguishable.

Captain-General

The most senior officers in the HSF, captain-generals
command Hansa trading vessels and their attached military
contingents, as much involved with the buying and selling of
goods as the command of an armed force. Though there may
be several captain-generals in any fleet, a strict seniority sys-
tem allows the HSF and merchants to maintain a coherent
chain of command. Though rarely deployed in such numbers,
captain-generals also oversee each distinct regiment within a
RDF. The commander of the BattleMech force serves as
supreme commander of the RDF and governor of the worlds in
his charge.

Major

Majors serve as the executive officers of a battalion or a
vessel. They are the principal officers charged with overseeing
combat deployments and are among the best tacticians in the
HSF. The rank insignia of a major is a golden disc.

Commander

Commanders oversee company-sized deployments and
usually oversee events on the battlefield, leading their troops
from a 'Mech or command tank. Their insignia depicts a half-
shaded golden disc.

Lieutenant

Lieutenants are the most junior officers in the HSF and
command squads of troops. Lieutenants also form the main-
stay of Hansa MechWarriors, aerospace pilots and tank com-
manders. Troops belonging to merchant families usually enter
the HSF at this rank, provided they can pay the requisite “ran-
som” to the RDF commander. The insignia of a lieutenant takes
the form of a golden ring.

Soldier

The rank of soldier encompasses the vast majority of HSF
infantry and marines. Most are serfs and have few prospects
for advancement.
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' HANSEATIC LEAGUE

HANSEATIC SECURITY FORCE UNITS
Little over-arching command structure exists for the HSF. Each RDF and Convoy Escort
operates independently, responsible only to the Council of Merchants on Bremen. The
quality of troops and equipment varies wildly between the commands, with the best
equipment assigned to the prestigious RDF 1 and the Convoy Escorts. This isn't to say
the equipment used by the Hansa isn’t in good working order—HSF technicians are
well trained—but access to parts can be problematic. Likewise, most Hansa troops
are well trained but lack the combat experience of their Castillian or Periphery neigh-
bors, especially in large-scale operations. Most HSF troopers rarely encounter any-
thing more significant than pirate bands, though the number of these has increased
markedly in recent years, especially on the coreward border of the League.
Members of the HSF wear the Hansa patch, an archaic sailing ship on a red disc, on both
shoulders. The number of each RDF appears on the ships’ sail, while Convoy escorts display
a large C.

Regional Defense Force 1 nize Blum's paranoia, but several councilors sympathize with
* 'Mech Regiment, his plight and believe that one day the Clans will attack the

5 Conventional Regiments/Veteran/Fanatical League in force. They are thus reticent to replace an officer who
CO: Captain-General Albert Snow is otherwise a superb leader (and an outstanding merchant).

Aide: Major Jory Hammerfeld
RDF 1 guards the heartland of the League, notably Bremen Regional Defense Force 3
and the open worlds of Liibeck, Bergen and Bruges. Drawn from * ‘Mech Regiment,
the other units, they are among the most experienced troops in 4 Conventional Regiments/Regular/Reliable

the HSF and frequently practice defensive operations on the CO: Captain-General Cynthia Hickock
worlds in they charge. Over the years they have practiced a wide Aide: Major Alfredo Garcia
range of scenarios, ranging from a pirate raid to a full-fledged Often the first point of contact for merchants inbound from
clan assault. While not always victorious, their skill is unques- the Inner Sphere, the troops of RDF 3 are consummate profes-
tionable and any attempt to invade these worlds would result in sionals despite the dilapidated state of their equipment.
substantial casualties. In addition to its combat role, the unit Unusually, Captain-General Hickock served as a merce-
practices ceremonial drills. A lance of 'Mechs permanently nary before joining the HSF, fighting various bandits in the
stands guard outside the Council building on Bremen. Deep Periphery at the controls of her venerable Orion. Hickock
Captain-General Snow is the cousin of Liam Snow, the cur- even served two tours of duty in Nueva Castile, on both occa-
rent head of the Council of Merchants. Rumor suggests that sions with the Umayyads. Returning to her homeworld of
Albert gained his position as the head of RDF 1 and thus the Libeck, she purchased a commission in the HSF where her
most senior member of the HSF, as part of the deal that secured experience earned her a rapid series of promotions. She is dis-
Liam the chair. Whether this is true or not, Captain-General liked by many on the Council as an “upstart,” having made her
Snow is an accomplished commander, well liked by his troops. money through mercenary work rather than trade, but none
doubt her abilities.

Regional Defense Force 2 Alfredo Garcia is a conservative tactician, usually reacting
* 'Mech Regiment, to an enemy’s actions rather than just reacting. To some extent,

4 Conventional Regiments/Regular/Reliable his caution has hampered the unit's battlefield abilities, but his
CO: Captain-General Ri Blum considered approach to command means that his forces are
Aide: Major Gemma Berg rarely ambushed or otherwise outsmarted.

Charged with defending a swath of worlds on the League’s
Spinward border, RDF 2 is the least mobile of the HSF units. Regional Defense Force 4
Since the contretemps with the Diamond Sharks, RDF 2 has * 'Mech Regiment,
drilled constantly, establishing a series of defensive positions 4 Conventional Regiments/Veteran/Reliable

across its worlds. Captain-General Blum fears that one-day the Co: Captain-General Lars Muldoon

Clans will strike into his defense zone and overrun the League. Aide: Major Hohiro Watanabe

The occasional Clan merchant crossing into the Defensive Zone The five regiments of RDF 4 have gained considerable
throws Blum into a frenzy, but Clan forces have only twice experience in anti-pirate operations over the last decade.
engaged members of RDF 2, and on those instances only after Unlike other units of the HSF, who wait passively for hostile
being attacked by over-eager pilots. Many in the Council recog- forces to engage them, task forces from RDF 4 stage hunter-
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killer raids against targets suspected of harboring pirates.
Their tactics are brutal, often involving “object lessons” to set-
tlements harboring (or suspected of harboring) pirate bands.

Unknown to Captain-General Muldoon, several companies
within the unit are in league with major trading houses and
have been known to “accidentally” damage Hansa interests
belonging to their rivals. Major Watanabe is a willing accom-
plice in the scheme, drawing up unit assignments to favor
these “hit squads,” though he is even beginning to have
qualms about some of the unit's tactics.

'Mech Regiment,

* 4 Conventional Regiments/Green/Reliable
CO: Captain-General Jona Were
Aide: Major Aimee

RDF 5 is assigned to the quiet anti-Spinward border of the
League and have substantial supply problems. The worlds in
their charge see little reason to fund the RDF to the fullest
extent. Rather than making up the shortfall from his own pock-
et, Captain-General Were has allowed stock levels to plummet.
Rumor among the troops suggests that the captain-general
isn't even spending the full tithe on equipping the unit, but is
rather lining his own pockets with the proceeds and forcing the
unit's technicians to jury-rig repairs.

Major Aimee, a renegade Clan MechWarrior formerly of the
Smoke Jaguars, finds Were's lackluster efforts abhorrent but
lacks the political or economic contacts to displace her superi-
or. Indeed, Aimee owes her position to the Were family,
Councilor Jessica Were having sponsored her rapid ascent
through the HSF command.

Regional Defense Force 5

Regional Defense Force 6
* "Mech Regiment/Green/Reliable

CO: Captain-General Manfred Gilbert
Aide: Major llya Kormarov

Based on Bergen and assigned its own Convoy Escort

detachment, RDF 6 serves as a mobile reserve for the HSF.
Comprised entirely of 'Mechs second only to those of RDF 1 in
quality, the unit spends much of its time traveling between the
HQ worlds of each RDF, liaising with the command staff of the
units they are expected to support in a crisis. Made up largely
of light and medium 'Mechs, RDF 6 favors mobile warfare. Its
warriors are adept at hitting targets on the move. Unfortunately,
the unit has seen little action in the last few years and much of
their experience exists on paper only. The unit's performance
under true combat conditions remains unknown.
* Fleet/Veteran/Fanatical

CO: Captain-General Hortense Meldrew
Aide: Major Lucas Abaya

The least cohesive of the HSF units, the Convoy Protection

force is scattered across League space. lts troops rarely
remain on any given world for more than a week. The marines
assigned to CPF units are among the best warriors in the

League, and only members of the wealthiest and most presti-
gious merchant families gain admittance.

Convoy Protection Force
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NUEVA CASTILE
HISTORY

Seeking to avoid the rising tide of feudalism sweeping the
Inner Sphere and the depredations of war that was slowly
engulfing the known universe, Terran colonists from Iberia
founded Nueva Castile—New Castile—in 2392. They never
knew of the Golden Age of the Star League, nor its downfall, nor
the apocalyptic conflict that followed. Instead, they led a pas-
toral existence, with technology used sparingly. The people
knew of other worlds—a handful of JumpShips continued to ply
the interstellar void, conveying goods and messages between
the nine colonies—but few had any desire to see other worlds
or to know what was going on in the “old universe.” Save for
the occasional famine and the predation of native carnivores,
they were happy. That happiness could not last.

In 2830, after more than four hundred years of relative
peace, an invasion force arrived in the Granada system and
assaulted the planet, Carried by a single JumpShip, the
invaders used war machines alien to the Castilians—
BattleMechs. There was little the planetary militias could do to
hold back the invaders and over the next two decades world
after world fell to the invaders. By 2855 only one world,
Asturias, remained free and that was under threat of imminent
conquest. The assault force never gave their name, but the
Castilians named them the Umayyads, after the Castilian’s
ancient foe. The name stuck, and within a few years the
invaders began to use this name for themselves.

For a time, it seemed that that nothing could stop the
Umayyad horde, but in 2857, their leaders began to squabble
among themselves during the landings on Asturias. It has been
suggested their war leader died in that year, but little solid evi-
dence exist. Indeed, the Umayyads themselves have little
knowledge of their existence before arriving in Nueva Castile,
and may have deliberately purged their data cores of such infor-
mation. They know they fled a war in their homeworlds, possi-
bly the Succession Wars or even the Exodus Civil War, but this
is little more than rumor passed down from generation to gen-
eration. Surprisingly, history is the one subject the Umayyads
are ignorant in. Their sciences and arts are highly developed
and, for all their warlike trappings, their culture is much more
sophisticated than that of the Castilians.

In any case, the Umayyad disarray allowed the army of
Asturias to counterattack and seize several working
BattleMechs. Within five years the Castilians had reverse-engi-
neered 'Mech technology and began fielding their own designs,
albeit initially powered by internal combustion engines. Taking
advantage of the continuing confusion among the invaders, the
Castilians began a war of re-conquest that has raged almost
constantly for the last two centuries.

The tides of war have shifted constantly in Nueva Castile,
with each fraction having its successes and failures. Over the
centuries, however, events have shifted in favor of the natives

(though on Asturias, the Castilian and Umayyad bloodlines are
intermingled) with today only two worlds, Cordoba and Granada,
left in Umayyad hands.

Fortunately for the Umayyads, the curse of disunity that
plagued their conquest now afflicts their enemy. Rivalries
among the Castilians have hampered efforts to liberate these
last two worlds and adventurous Umayyad units have resumed
raiding the seven worlds held by the Castillians (Asturias, Leon,
Castille, Aragon, Navarre, Valencia and Galicia). Indeed, the
Fourth Brigada's recent assault on Cordoba could easily have
turned into a rout were it not for the efforts of Lucius Polen,
who led an ferocious, but ultimately suicidal, counterattack that
halted the Umayyads long enough for the rest of the unit to
withdraw.

Contacts with the mercantile Hanseatic League have
allowed both sides to field “modern” war machines, compara-
ble to the Inner Sphere at the end of the Third Succession War,
in exchange for exclusive trade rights with both parties. The
Hansa also broker mercenary contracts for the warring parties,
drawing troops from their own sphere of influence and even the
Inner Sphere. Such troops are welcomed with open arms by
both sides with the hope the outsiders will give them the deci-
sive edge they need to end the years of bloodshed. Outside
involvement other than the Hansa-sponsored efforts is strong-
ly discouraged by the League, who warn outsiders to allow the
Castilians and Umayyads to “resolve their internal dispute.”
Evidence suggests, however, that without Hanseatic interfer-
ence the conflict would have been resolved one way or another
many years ago. In some regards, the Hansa manipulation
mimics the policies of our Blessed Order before the rise of the
False Primus, sowing discord among the unworthy and allowing
no side to dominate.

UMAYYAD CALIPHATE STRUCTURE,
RANK AND UNIFORMS

The Umayyads use a feudal structure, with military com-
mand and nobility inextricably intertwined. Unlike the
Castilians, the Umayyads are staunch believers in democratic
principals. However, membership of the military is restricted to
those who can trace a lineage back to the original invaders. The
Umayyad military is a meritocracy, allowing even the lowest say-
ifa to ascend the chain of command and become an atabeg if
they show sufficient prowess on the field of battle and as a
leader. The command structure reflects their dual role as
nobles and warriors, with senior commanders—atabegs and
the Caliph—holding the reins of political power in addition to
leading the armed forces.

Unit commanders are responsible for outfitting their troops
and no one uniform dominates in the Umayyad military, rather
there is a hodgepodge of outfits with companies and occasion-
ally battalions, wearing similar garb. Vehicle paint schemes are
even less consistent than uniforms, with each pilot or crew
expending considerable effort to decorate their mounts, a
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source of considerable pride and status among the warriors.

Atabeg

With at least ten years military service, atabegs are the
most senior field commanders in the Umayyad armed forces,
responsible for leading a regiment into battle and ensuring its
needs are met. Each also leads an Umayyad city-state from
which they draw the personnel and resources needed by the
unit. Atabegs are identified by the gold circlet around their fore-
heads.

Amir mi'a

The most senior of the lesser officers (amirs), the amir
mi‘a command battalions and must have at least five years mil-
itary service before taking their post. Each is an accomplished
tactician and leader, appointed by the atabeg after consultation
with the other amir mi'a in the regiment. The ability to work har-
moniously with their peers has been a requisite for Umayyad
officers since the dark days during the abortive conquest of
Asturias. The insignia of the amir mi'a is a golden star worn on
the collar or lapel.

Amir kabir

Comparable with Inner Sphere captains, the amir kabir
command companies and are the principal battlefield comman-
ders in the Umayyad armed forces. Each must have at least two
years military experience, at least six months of which must be
as an officer. Their insignia is a miniature sword.

Amir ‘ashara

Amir ‘ashara are warriors who have demonstrated com-
mand ability and are being given the opportunity to prove their
worth. They command vehicle and 'Mech lances or infantry
squads. A silver rectangle serves as their insignia.

Safiya

Most warriors enter the Umayyad military as safiya, rank
and file troops, each of whom is watched closely by their supe-
riors for leadership potential. Those who demonstrate the reg-
uisite attributes, courage, intelligence and wisdom, may find
themselves quickly promoted to the rank of amir ‘ashara,
though no stigma is attached to a warrior who remains a safiya
for their entire career. Safiya wear no insignia.

CASTILIAN PRINCIPALITIES
STRUCTURE, RANK AND UNIFORMS
The Castilians quickly learned the art of warfare after the
invasion, forging a strong military and duplicating many of the
systems and technologies of the Umayyad interlopers. Like
the invaders, the Castilians use a feudal system though it is
more rigid and based on birth status. Officers are born to
their rank and feudal relationships also govern the command
structure of the Castilian units, proving both a strength

(because of the loyalty of the troops) and a weakness (rival-
ries between commanders).

The most powerful of the Castilian warlords serves as
ruler of the Castile, nominally elected by his peers (the principe)
though this is usually a pro-forma recognition of his preeminent
status. The king rules for life and has absolute power.
Questioning the king's judgment is punishable by execution.
The king distributes the wealth of the Principality to the units as
he sees fit, thus retaining his favor is essential to the smooth
running of the military. Jockeying for position is central to life
for a Castilian noble and assassination is a common practice.

All Castilian troops wear a rustred jacket and black
trousers. An ornate sash around the waist supports the sol-
dier’'s sidearm or dagger (a matter of personal preference).
Rank insignia appear on the jacket collar and the right shoulder.
Unit insignia and the Castilian emblem, a golden crown,
appears on the left shoulder.

Principe

The principe are the hereditary rulers of the Castilian petty
kingdoms, each holding noble rank equivalent to an Inner
Sphere duke. Their right of command is near absolute, with only
the king able to overrule their decisions, military or political.
Each principe commands a combined arms regiment and wears
a white cross on their collar and shoulders.

Comandante

Often close relatives of the principe they report to, each
comandante commands a battalion and holds noble rank equiv-
alent to a marquis. Unlike the principe, each comandante does
not automatically gain command of their unit but rather is
appointed to the post by their superiors. Comandantes use a
trio of white chevrons as rank insignia.

Major

Like a comandante, majors are appointed to their post by
the principe and rely on his good graces to retain the position.
Each commands a company of troops and uses a pair of white
chevrons as their insignia.

Captain

Captains command lances and squads and use a single
chevron as rank insignia. Though technically Castilian nobles of
this rank are comparable to a baron, they are little regarded by
their superiors. They may be appointed—or dismissed—by any
senior officer and many find themselves relegated to the ranks
of caballero for petty infractions.

Caballero

Caballeros are the Castilian line troops. Most are com-
moners, but a few are captains who have fallen foul of their
superiors and relegated to the front-line as punishment.

140



UMAYYAD UNITS

For all its sophistication and emphasis on the arts and learning, the Umayyad
Caliphate is a martial society. Its warriors gather in three corps, each comprised of sever-
al regional levies. An honor code binds these disparate feudal levies into a cohesive whole,
stressing personal bravery and comradeship with other warriors. Any hint of cowardice will
blight a warrior’s career, and each guards their honor jealously. Duels are common and
usually fought with swords rather than firearms, though the atabegs discourage fights to
the death as warriors are too precious a commodity to waste on petty infighting.

The Caliphate's equipment is maintained in good working order, but most vehicles have
been passed down from generation to generation, patched up and repaired as needed. To
some Umayyads, the honor of their vehicle is as important as their own and they strive to
live up the reputation established by their forebears.

The insignia of the Umayyad Caliphate depicts a red star on a white backdrop, the only

common element in the Caliphate’s disparate uniforms.

OFFICERS

Lise Burrill has held the post of Umayyad Caliph for the last six years. Elected at the annual meeting of atabegs on Granada,
her role is to formulate policy for the entire Umayyad military and to resolve disputes among the atabegs. Originally, the post of
Caliph was for life, but when Caliph Joshua Murray attempted to install his son as his successor, the atabegs voted to limit the post
to one year. Caliph Burrill's tenure has been one of the most successful in recent years, with both the defeat of a Castilian assault

on Cordoba and raids against the Castilian worlds.

TACTICS

The Umayyad military stresses combined-arms operations. All units above lance size mixes 'Mechs, armor and infantry.
Occasionally 'Mech forces may deploy alone, but this is only for specific missions, typically lightning raids in which armor and infantry

would hinder the operation.
1st Corps
5 Combined Arms

* Regiments/Veteran/Fanatical
CO: Atabeg Andrew Faulkner
Aide: Amir mi’'a Lucy Price

First Corps is the elite of the Umayyad military, serving as
a mobile reserve and a key element in the Caliphate's offen-
sive capabilities. Their code of honor fosters a strong bond
among the unit's members, but it also fosters a sense of
machismo that has occasionally resulted in disaster.

Atabeg Faulkner is unusual among the Umayyad comman-
ders in that he prefers to lead from the front, commanding the
Corps' raids against Castilian worlds. This has twice earned

him a reprimand by the caliph, but has earned him considerable
respect from the troops in his charge.
3 Combined Arms

* Regiments/Veteran/Fanatical

CO: Atabeg Thanh Brach
Aide: Amir mi'a Jack Frey

Though smaller than the more prestigious First Corps, the
Second Corps, which is based on Cordoba, excels at assault
operations and is the principal fighting force of the Caliphate.

2nd Corps

To bolster their strength, the Second Corps fields an additional
'Mech battalion that lends an extra edge in offensive opera-
tions. These additional armor units proved invaluable in beating
back the assault of the Castilian Fourth Brigada. Indeed, were
it not for the valiant sacrifice of the Castilian commander, the
Brigada would have been enveloped and destroyed by the more
mobile Umayyad forces. Atabeg Brach personally saluted the
bravery of Lucius Polen, sending a message of condolence and
respect via Hanseatic intermediaries. He received no reply, but

expected none.
* 3 Combined Arms Regiments/Regular/Reliable
Co: Atabeg lan Palmer
Aide: Amir mi’a Claudia Roman
The weakest of the Umayyad units, the Third Corps is ill
suited to offensive roles. They have earned a reputation, how-
ever, for innovative defensive tactics. Though lacking any inte-
gral 'Mech forces, Third Corps fields a double-strength engi-
neering detachment who are well-versed in the art of creating
field works and camouflaged positions. With the unit firmly
ensconced on Granada as a permanent garrison, Atabeg Palmer
is unconcerned by the unit's offensive failings.

3rd Corps

141



CASTILIAN UNITS

Little remains of the agrarian culture of the original Nueva Castile. A single passion
consumes modern Castilians, the desire to liberate their worlds from the invaders. In
doing so, they have in many ways become more like the Umayyads, adopting their mili-
tary trappings, tactics and technologies. Unfortunately, they have not appropriated the
invader's thirst for knowledge, appreciation of the arts and democratic principals.
Instead, they are an autocratic regime, driven by petty squabbles and only one step

OFFICERS

short of warring among themselves.
The Castilian flag depicts a golden crown on a field of green.

King Joseph Noye rules the Castilians and has done so for the past nineteen years.

Once a conscientious overlord and inspirational commander, King Noye has become increas-

ingly brutal since an assassination attempt four years ago. His wife and daughter died in the
attempt, and Noye ordered both his bodyguard and the suspected perpetrators executed as revenge. The nobles tread lightly round him
and recent months have seen a calming of his behavior, though his subordinates believe it is just an interlude in his cruelty.

TACTICS

Castilian tactical doctrine is closely modeled on that of the Umayyads, with combined arms operations predominating.

1st Brigada
* 6 Combined Arms

Regiments /Regular/Fanatical
CO: Principe Edgar Buck
Aide: Comandante Robert McAlpine

Based on Asturias, the homeworld of King Noye, the First

Brigada of the Castilian armed forces favors assault tactics and
uses heavier 'Mechs and vehicles than normally found in the
Castilian military. Comprising a 'Mech battalion and six regi-
ments of support troops, the First were once the spearhead of
the Castilian “Reconquista.” Since Noye's rise to power, how-
ever, they have remained on Asturias to defend it against
Umayyad assaults, seeing little combat and losing much of the
edge they were once famous for. Though sometimes denigrat-
ed as “parade ground soldiers,” the First remains a potent
force and is usually victorious in exercises against other corps.
Only the Second regularly beats the First, leading to consider-
able rivalry between the two units and their commanders.

2nd Brigada

* 6 Combined Arms Regiments/Veteran/Reliable
CO: Principe Angelo Bergman
Aide: Comandante Kelly Weber

The only Castilian unit based on the same world as
Umayyad forces, the Second is almost continuously involved
in conflict with the invaders. Scarcely a week goes by without
some form of raid or counter-raid. Except for a combined oper-
ation with the Fourth Brigada, however, pitched battles have
been rare in recent years. Though larger than their Castilian
opponents, the Second Brigada lacks the mass to throw back
the 'Mech-heavy Umayyad unit. Instead, they exploit the
speed of their light "Mechs and tanks (supported by a full reg-

iment of mechanized infantry) by outmaneuvering their oppo-
nents, drawing them into ambushes and making pinprick

strikes before withdrawing.
* 6 Combined Arms Regiments/Regular/Reliable
CO: Principe Irwin Seale

Aide: Comandante Tilda Isham

A garrison force spread across the worlds of Leon, Castile
and Aragon, the Third is responsible for guarding the industrial
heartland of the Principalities. Over the years they have become
pawns of the feuding nobles on the three worlds, each of whom
seek to use the force to advance their own goals. The unit's
training schedule has suffered considerably, most notably in
urban warfare exercises. None of the nobles wish 'Mechs and
armor to exercise in their holdings. Resultingly, the unit is ill-
suited to combat in the cities or industrial complexes that are

their primary responsibility.
* 6 Combined Arms Regiments/Green/Reliable
CO: Principe Masahiro Khondji

Aide: Comandante Guilaume Hodge

After many years of petitioning, the Fourth were finally
allowed to leave their defensive cantonments on Navarre,
Valencia and Galicia, travelling to Cordoba as part of the cam-
paign to liberate the world from the Umayyad. What should have
been the units' finest hour turned into a disaster, with almost a
third of the Brigada's strength falling to the enemy before the
unit was able to extricate itself. Tarred as cowards and failures,
the unit withdrew to its bases to rebuild.

3rd Brigada

4th Brigada
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" FIELD MANUAL: PERIPHERY

RULES

This section provides new rules for use with BattleTech
and BattleForce 2 (BF2). References to the BattleTech Master
Rules are abbreviated as BMR.

The Unit Assignment Tables enable players to generate
BattleTech forces quickly for pick-up games. Periphery Regiments
provides optional rules for the various forces described in this
manual, as do the individual subsections for each military. New
Equipment and New BattleMech Varlants provide descriptions
and game information for new weapons and vehicles.

UNIT ASSIGNMENT TABLES

The 'Mech and vehicle assignment tables in this section
can be used alone or with the Creating Scenarios rules (see p.
97 of BMR) and the standard MechWarrior Assignment Tables
(see p. 90, MW3). The Random 'Mech and Vehicle Assignment
Tables in this book are designed for use with Periphery regi-
ments but can be used to determine the composition of any
Inner Sphere force. When creating non-Periphery regiments,
however, use the Random 'Mech Assignment Table from the
appropriate BattleTech Field Manual, the BMR, or MW3 for the
most accurate force composition.

Additional guidelines for assigning 'Mechs are listed in the
individual unit rules provided in this section.

ASSIGNING '"MECHS

After determining the weight classes of the 'Mechs in
each force (p. 104, BMR), use the appropriate Random 'Mech
Assignment Table, p. 146-147, to determine the specific "Mech
designs for each force. If desired, players may select from the
Random 'Mech Assignment Table: Periphery (p. 146-147),

The letters above the columns in each table represent
equipment ratings. Equipment ratings for all the military units
are listed in the individual unit rules in this section. When
assigning 'Mechs for a unit, select from the table column that
corresponds to the unit's equipment rating. Note that an equip-
ment rating is often an average of the ratings for the unit's com-
ponent parts. Therefore, a company with an equipment rating
of B may include an “A" lance, a “B” lance and a “C" lance.

If desired, players can ignore the equipment ratings listed

for units and determine the ratings themselves. Each player
may simply set an equipment rating for his force (Equipment
Rating C is considered average) or make a 1D6 roll to deter-
mine the force's equipment rating: a result of 1 provides a rat-
ing of A; a result of 2-3, a B rating; and 4-6, a C rating.
Using similar equipment ratings for opposing sides in a
battle will increase the likelihood of an evenly matched contest.

Assigning 'Mechs and Vehicles in MechWarrior

The Random 'Mech Assignment Table: Periphery can also
be used to assign the starting 'Mech or vehicle for a new
MechWarrior character who comes from the Periphery. In this
case, use this table instead of the Vehicle Assignment Table
(pp. 91-92, MW3). Base the character’s equipment rating on
the character's current regiment (or the regiment with which he
last served).

If the character has not served in a regiment, assume he
has a rating of C. Increase the rating by one level for every two
of the following traits the character possesses: Land Grant,
Title, an appropriate Contact, Well-Connected, Social Standing
of 7 or higher, or a Tour of Duty (only one Tour of Duty Path
counts toward this total). Decrease by one level for every two
of the following: Bad Reputation, Poverty, Owns Vehicle, Ne'er-
Do-Well (Life Path). The rating cannot be increased above A or
below C.

ASSIGNING PILOTS

After determining 'Mechs and other battlefield units,
assign pilots using the Random Experience Level Table and the
Random Skills Table (Expanded) (p. 108, BMR).

If playing elements from a specific unit, consult the unit
description in this book. Each unit (and sub-unit) has a rating of
Elite, Veteran, Regular or Green. If playing an Elite unit, add a
+4 modifier to the Random Experience Level roll and a +2 mod-
ifier to the Random Skill roll. If playing a Veteran unit, add +2
to the Random Experience Level roll and +1 to the Random Skill
roll. If playing a Regular unit, apply no modifiers. If playing a
Green unit, apply a —2 modifier to the Random Experience roll
and —1 modifier to the Random Skill roll.
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ENF4R Enforcer £501 -
~ MHLX1 Marshal o5l
TBT-5N Trebuchet [50
KW1-LHZ Lg_nehok:ler

BJ-3 Blackjack [45]

Taurian Concordat A

HEL-3D Helios [60]

- ON2-M Orion [75]

CPLT-C3 Catapult [65]

~ QKD-5M Quickdraw. [60]

CPLT-C1 Catapult [65] -
GHR-5J Grasshopper [70]

_CTF-3D Gataphract [70]

CPLT-C4 Catapult [65]

- GHR-5N Grasshopper [70]

CTF-3L Cataphract [70]

TSGGH Ti Ts’ang [60]

Taurian Concordat A

'PLG-3Z Pillager [100]

CP-11-G Cyclops [90]
LGB-7Q Longbow [85]
BNC-28 Banshee [95]
VTR-9K Victor [80]
AST7-D Atlas [100]

- AWS-9M Awesome [80]

STK-5M Stalker [85]
ZEU-9S Zeus [85]
AWS-90 Awesome [80]
EMP-6A Emperor [90]

*This is a four-legge'd_'(quad)'BattléMech_._ .

. ENF4R Enforcer (50]
- DV-7D Dervish [55]

~ HCT-55 Hatchetman [4 it

- TBT-7M Trebuchet [50]

:rau'rlaﬁ Conc:)rdat B

- BLE-KNT Black Knight (751

LOTRIX Cataphract [70
_ON1-K Orion [75]

. QKD-BM Quickdraw [60]

GAL-1GLS Gallowglas [70].
_ STK-5S Stalker [85]
_ STK-3F Stalker [85]

- VTR-9B Victor [80]

LGB-7Q Longbow [85]

HCT-3F Hatchetman [45]

GHR-5N Grasshopper [70] |

CPLT-C4 Cétapuit [65]

—

GHR-5H Grasshopper [70]
CPLI-C1 Catapult [65]
GHR-5H Grasshopper. [70]

ON1-V Orion [75]

Taurian Concordat B
CP-11-A Cyclops [90] :
CGR-1A5 Charger [80]
BNC-3M Banshee [95]
AWS-8Q Awesome [80]

ZEU-BT Zeus [80]

-

BNC-3S Banshee [95]
AWS-9Q Awesome [80]

|
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PERIPHERY
REGIMENTS

Each Periphery regiment possesses
certain specialties and skills based on
its experience and the abilities of its
commanders. The regiment descriptions
presented earlier in this book discuss
these characteristics in detail. The fol-
lowing game rules simulate these char-
acteristics and supplement existing
BattleTech, AeroTech 2, BattleForce 2
and MW3 rules. Before using any sup-
plemental rules, the gamemaster and all
players should agree on the rules' use
before starting play. Similarly, players
should feel free to modify any rule that seems inappropriate for
their campaign. All of the following rules are considered Level
3 rules and are not appropriate for tournament play.

Many of the following rules were specifically designed for
use with Creating Scenarios (p. 97, BMR). Feel free, however,
to use them in other game situations. Unless otherwise stated,
the following rules apply to BattleTech games only.

USING HIDDEN UNITS RULES

Certain regiments can use the Hidden Units rules (p. 77,
BMR) to set up part or all of their forces when scenario cir-
cumstances allow. If the opportunity does not exist, the regi-
ment cannot exercise this option. For example, in a chase sce-
nario both sides move at the start of the game, so Hidden
Units rules cannot be applied. In a stand-up fight scenario,
however, one side can use the Hidden Units rules. Players
must decide if a scenario accommodates the use of hidden
units. In all cases, both players must agree before using the
rules in a scenario.

If the rules for a scenario already call for hidden units, the
regiment's special ability to set up hidden units has no effect.

OVERLAPPING ABILITIES AND
ADVANTAGES

If opposing forces possess identical abilities or advan-
tages, the advantages cancel each other out. For example, if two
opposing regiments both have the advantage of choosing the
side of the map from which they enter, ignore the advantage and
use standard rules to determine where the opponents enter.

FORCING THE INITIATIVE

Several Periphery regiments have the ability to force the
Initiative and gain bonuses to their Initiative Rolls. The bonus is
equal to the number of enemy units the side destroyed in the
previous turn, reduced by the number of its own destroyed
units.

For example, a side with this capability receives a +2
Initiative bonus if it destroys 4 enemy units and loses 2 of its
own during the previous turn.

OFF-MAP MOVEMENT

Some regiments are proficient in tactical movement behind
the lines of combat. Regiments with the off-map movement
ability may move units off the map during play. These units re-
enter play at a predetermined map edge. This ability may be
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used only if the scenario type allows for it. For example, an
offensive force may not use this ability in breakthrough sce-
narios; in a hold-the-line scenario, the defending force cannot
use off-map movement.

To use the off-map movement ability, the controlling player
writes down a specific exit hex and mapsheet for each unit mov-
ing off-map, as well as the turn when the unit exits. The con-
trolling player must also write down a specific re-entry hex,
mapsheet and re-entry turn for each exiting unit.

Before re-entering the map, an exiting unit must remain off
the map for the number of turns it would take to travel from its
exit hex to its entrance hex. To calculate this travel time, count
the number of blank half hexes along the map edges between
the entrance and exit hexes. Then divide this number by the
unit's Running/Flank MP rating (round fractions up). The result
is the minimum number of turns the unit must remain off the
map. The controlling player can delay the unit’s re-entry beyond
this period if he desires but must select the re-entry turn when
the unit leaves the map.

Each returning unit re-enters the map in the End Phase of
the turn noted on its “written orders.” At that time, the oppos-
ing player can check the unit’s orders to make sure the move
was legal. If the move was illegal, the unit is considered
destroyed and removed from play. (A move is illegal if the unit
does not remain off the map for the required travel time or
does not enter at the location and turn noted on its written
orders.) In a campaign setting, these “destroyed” units may be
brought back into play in a later battle, because they are actu-
ally lost rather than destroyed.

If a unit's re-entry hex is occupied by an enemy unit or if
the re-entering unit would violate the stacking limits of the hex
by entering it, the re-entering unit is placed in a hex of the
opposing player's choice, adjacent to the intended entry hex.

Once a returning unit has re-entered the map, any enemy
unit adjacent to it may immediately attack it, using the rules for
Pointblank Shots from Hidden Units (p. 77, BMR). The attack
does not restrict the attacking unit’s ability to make attacks in
the following turn.

Units off the map cannot engage in combat. If a force
destroys all enemy units on the map before off-map enemy
units return, the battle is lost.

OVERRUN COMBAT

Some regiments are capable of “overrun” combat; these
forces may fire before enemy forces can move or fire under cer-
tain circumstances.

When rolling Initiative for overrun-capable regiments, note
the die roll's Margin of Success. Divide the Margin of Success
by 2 (round fractions down). The result equals the number of
individual units that may move, designate and resolve their fir-
ing before any other units move and fire. “Extra” successes do
not carry over into later turns (i.e., if the player has more suc-
cesses than 'Mechs available to move). For example, an over-

run-capable force makes an Initiative Roll of 11, while its oppo-
nent rolls only a 6. The overrun-capable force has a Margin of
Success of 5, which means two of its units may move and fire
before any other units move (5 divided by 2 = 2.5, rounded
down to 2).

Units employing the overrun capability do not take part in
the normal move/fire sequence. In other words, overrunning
units do not count when determining how many units each side
must move when alternating turns during the Movement,
Reaction and Weapon Attack Phases. Overrunning units make
physical attacks as normal during the Physical Attack Phase.

BANKING INITIATIVE
Some regiments have an innate grasp of the ever-changing
battlefield. Such units can elect to concede the Initiative then

- seize it later in combat.

When conceding the Initiative, the controlling player must
do so before making his Initiative Roll for the turn. For every two
turns a player concedes Initiative, he may seize the Initiative in
a subsequent turn. (Initiative is seized before Initiative Rolls
are made for the turn.) A player may not “bank” more than two
Initiatives (by conceding it in four other previous turns) at any
one time. For purposes of other special abilities, consider the
opponent to have won or lost the initiative {(as appropriate) by
a margin of 1.

BATTLEFORCE 2 COMMAND LISTS
The following lists of new commands are for use with the
BattleForce 2 game.

Magistracy Armed Forces Command List
Jam Transmission
Double-Time March
Stand and Shoot
Double-Time March
Hello, HQ?

Alpha Strike!
Stand and Shoot
Double-Time March
Jam Transmission
Luck of the Fox

2o~ gsWwN R

0

Taurian Defense Force Command List
Alpha Strike!
Alpha Strike!
Charge!

Charge!

Evasive Action
Evasive Action
Evasive Action
Hello, HQ?
Hello, HQ?
Stand and Shoot

B2 OO~ eEWwWNRE

0
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Marian Hegemony Armed Forces Command List

1 Alpha Strike!
Ambush
Charge
Evasive Action
Hello, HQ?
Stand and Shoot
Careful Aim
Fall Back!
Death from Above
0 Double-Time March

B OO~ WN

Outworlds Alliance Military Corps
1 Alpha Strike!

Ambush
Careful Aim
Careful Aim
Evasive Action
Fall Back!
Hello, HQ?
Jam Transmission
Luck of the Fox

0 Luck of the Fox

B ONOo s wh

Circinian Military Command List
Fall Back!

Careful Aim
Evasive Action
Jam Transmission
Ambush

Ambush

Luck of the Fox
Double-Time March
Charge!

Alpha Strike!

CO~-~NOoOO~sWNR
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Lesser Periphery States Command List
1 Alpha Strike!

Ambush

Ambush

Careful Aim

Careful Aim

Fall Back!

Hello, HQ?

Jam Transmission

Jam Transmission

Luck of the Fox

We-~-NO0okwmMN
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Bandit Kingdoms Command List
Alpha Strike!
Charge!

Charge!

Death from Above
Double-Time March
Evasive Action

Fall Back!

Jam Transmission
Stand and Shoot
Stand and Shoot

(o B B o) T 7 B ~SE W I O I
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Deep Periphery Command List
Alpha Strike!
Alpha Strike!
Ambush
Charge!
Charge!
Fall Back!
Hello, HQ?
Hello, HQ?
Stand and Shoot
0 Stand and Shoot

MAGISTRACY ARMED
FORCES

Unless otherwise noted, all Magistracy Armed Forces
(MAF) units roll for lance composition using the Periphery “C”
and the Magistracy of Canopus “A" and “B" columns of the
Random 'Mech Assignment Table: Periphery (p. 146).

PO~ WNE

MAGISTRACY ROYAL GUARDS

When randomly assigning "Mechs to the Magistracy Royal
Guards, make a 1D6 roll any time a roll produces a result of
12. If the 1D6 result is a 6, the player may choose any 'Mech,
regardless of weight class, that appears on any of the follow-
ing: Random ‘Mech Assignment Tables: Magistracy of Canopus
(p. 1486), Capellan Confederation (p. 123, Field Manual:
Capellan Confederation), Federated Suns (p. 139, Field
Manual: Federated Suns) or Free Worlds League (p. 126, Field
Manual: Free Worlds League). If the 1D6 roll produces any
other result, and the player must accept the original roll result
of 12.

Raventhir's Iron Hand (A)

In any scenario where the Iron Hand is the defender, the
unit may use the Off-Map Movement and Overrun Combat spe-
cial abilities. However, the unit's opponent receives a +1
Initiative bonus for the entire scenario.

150



1st Canopian Cuirassiers (A)

When using the dropping troops rules (p. 72, BMR), the
First Canopian Cuirassiers receive a —1 modifier to Piloting
Rolls made to determine if they scatter.

2nd Canopian Cuirassiers (B)

When playing a scenario on urban terrain maps, the
Second Canopian Cuirassiers receive a +2 Initiative modifier
and may use the Banking Initiative special ability.

CHASSEURS A CHEVAL
All Cheval units may use the Overrun Combat special abil-

ity.

dst Canopian Light Horse (A)
At the beginning of every fifth turn in a scenario, the First
Canopian Light Horse receives a cumulative +1 Initiative bonus.

2nd Canopian Light Horse (B)

If the Second Canopian Light Horse moves more than half
of its starting units using Running/Flanking/Overthrust
Movement, it gains a —1 to-hit modifier on the subsequent turn.
This modifier is not cumulative.

3rd Canopian Light Horse (C)

If the unit loses the Initiative in two consecutive turns, it
receives a cumulative —1 Initiative penalty at the beginning of
the next turn.

CANOPIAN FUSILIERS

The Canopian Fusiliers comprise the MAF's finest troops.
When generating random MechWarriors skills, the controlling
player may roll on the Veteran column of the Random Skills
Table (p. 108, BMR).

1st Canopian Fusiliers (C)

The First Fusiliers receive a +1 Initiative modifier whenev-
er they field twelve or fewer units in a scenario. If they field
more then twelve units in a scenario, they receive a -2 Initiative
modifier.

2nd Canopian Fusiliers (B)

The Second Canopian Fusiliers go berserk and receive a -1
to-hit modifier to all weapon attacks any time they face Star
League Defense Force troops. However, the Second Fusiliers
receive a -3 Initiative penalty as well.

3rd Canopian Fusiliers (A)

During any turn in which the Third Fusiliers win the
Initiative, they may move half of their current units (round down)
after all opponent units have moved.

MAGISTRACY HIGHLANDERS

Because of the Highlanders’ mercenary past, any MW3
character who serves in the unit automatically receives the
Contact/Mercenary (2) Trait.

1st Magistracy Highlanders (B)

All First Magistracy Highlander units receive a -2 to-hit
modifier to weapon attacks if none of the units received dam-
age of any kind during the previous turn.

No assault 'Mechs may be selected for the unit when
determining forces.

2nd Magistracy Highlanders (C)
The Second Magistracy Highlanders may use the Off-Map
Movement special ability.

RAVENTHIR CUIRASSIERS
Any MWS3 character who serves in the Raventhir
Cuirassiers automatically receives the Title Trait.

ist Raventhir Cuirassiers (C)

The First Raventhir Cuirassiers receive a —1 to-hit modifier
to all longrange weapon attacks. Any MW3 character who
serves in the First Cuirassiers automatically receives the
Contact/Taurian Concordat MechWarrior Trait.

2nd Raventhir Cuirassiers (C)

Any MW3 character who serves in the First Cuirassiers
automatically receives the Contact/Capellan Confederation
MechWarrior (1) Trait.

INDEPENDENT MAGISTRACY UNITS

Magistracy Cavaliers (C)

When playing a scenario on open terrain, the Cavaliers may
use the Banking Initiative and Forcing the Initiative special abil-
ities. When playing a scenario on any other type of terrain, the
Cavaliers receive a -1 Initiative penalty.

1st Canopian Brigade (C)

For each First Brigade 'Mech not deployed during a sce-
nario, the unit receives a cumulative +1 Initiative bonus. For
every three 'Mechs not deployed, the First receives a cumula-
tive —1 to-hit modifier to all weapon attacks. All bonuses are
lost as soon as any of these “reserve” forces enter the map.

Colonial Marshals (A)

The Colonial Marshals may use the Forcing the Initiative,
Off-Map Movement, Overrun Combat and Banking Initiative spe-
cial abilities. However, if the Colonial Marshals field more than
two units, they begin to lose the special abilities. For every two
units or a portion thereof greater than two, the Marshals ran-
domly lose one of the abilities.
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TAURIAN DEFENSE
FORCE

Unless otherwise noted, all Taurian Defense Force (TDF)
units roll for lance composition using the Periphery C and the

Taurian Concordat A and B columns of the Random 'Mech
Assignment Table: Periphery (p. 146).

TAURIAN GUARD

When determining lance composition, the player control-
ling a Taurian Guard unit may choose up to two of the 'Mechs
or vehicles he or she wants from the appropriate column and
table prior to rolling for selections.

All MW3 characters assigned to a Taurian Guard unit gain
1 free Edge point for the duration of his or her assignment.

Taurian Guard (A)

If the Guard control the fastest 'Mechs in the game, they
receive an Edge point. Compare the fastest 'Mech from each
Guard lance against the fastest 'Mech of the opposing force.
For every functioning Guard 'Mech that is faster, the unit
receives a cumulative +1 Initiative bonus, up to a maximum
bonus of +3. This bonus may be altered as 'Mechs from either
side are damaged.

When operating in urban settings, the Guard's First
Battalion receives the Overrun Combat special ability.

Concordat Commandos (A)

When rolling to determine lance weight, the player control-
ling the Commandos may downgrade the weight class of any
single element ('Mech or vehicle) per lance and upgrade an ele-
ment in another lance by one weight class.

Up to half of the Commando units may start the game off-
map and use Off-Map Movement special ability. When all forces
are on the map, the Commandos receive the Overrun Combat
special ability.

I CORPS
Concordat Jaegers (A)

When assigning 'Mechs, the Jaegers player may roll and
select one element per lance from the B column of the St. fves
or Capellan Confederation Random 'Mech Tables, (p. 123, Field
Manual: Capellan Confederation).

The Jaegers may force the Initiative per standard rules. In
open terrain (no urban environments or heavy woods) the unit
gains a +1 Initiative bonus against any other Periphery force.

Red Chasseurs (B)

Prior to starting play, the Chasseurs player may opt to
select all of the maps for play and his unit’s home edge; in
exchange, the player concedes the Initiative in the first four
rounds of play (for the purposes of other abilities, consider the
Initiative to have been lost by a margin of 1). Alternatively, he

may allow the enemy to choose maps and home edge; in
exchange, he may place up to half of his force in hidden posi-
tions on the map (as long as the circumstances of the battle
allow for the hidden placement).

I CORPS
Hyades Light Infantry (C)

Any time the controlling player rolls a 2 or 12 when rolling
to determine lance composition, he may roll on any C, D or E
column of the appropriate weight class on any Inner Sphere
Random 'Mech Assignment Table (see the appropriate Field
Manual). If using Battle Values to determine the composition of
forces, at least 10 percent of the unit's BV must be devoted to
infantry or be lost.

When using the dropping troops rules (p. 72, BMR), mem-
bers of this regiment gain a -2 bonus on landing rolls. No MW3
character assigned to this unit may have TDS.

i corePs
All. MW3 characters assigned to lll Corps gain the
Disadvantage Quirk/Hatred of House Davion.

Pleiades Hussars (B)

If using BV to determine the composition of forces, at least
10 percent of the unit's BV must be devoted to infantry or be
lost.

Any time the Hussars are outnumbered by 2-+to-1 or be
greater, the unit gains the Overrun Combat special ability and a
+2 Initiative bonus.

1st Taurian Lancers (C)

If using BV to determine the composition of forces, at least
20 percent of the unit's BV must be devoted to armor units or
lost.

MW3 characters assigned to the Lancers gain 5
Experience Points per month; the point may be assigned to any
Career, Tactics or Strategy skill.

IV CORPS
Pleiades Lancers (A)

After rolling for weight and composition of forces, the
Pleiades Lancers may sacrifice one fourth of its units to gain a
+3 Initiative bonus throughout the game. These units are not
destroyed but may not be used during the game.

All MW3 characters assigned to Lancers gain the
Disadvantage Quirk/Hatred of House Davion.

2nd Taurian Lancers (B)

If using BV to determine the composition of forces, at
least 20 percent of the unit’s BV must be devoted to armor
units or be lost.

If the Lancers are conducting a defensive urban mission,
the controlling player may place up to one fourth of his forces
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in hidden positions. Any time the Second Lancers outnumber
their opponents by 2-to-1 or more, the unit receives the Force
the Initiative special ability.

VvV CORPS
3rd Taurian Lancers (C)

If using BV to determine the composition of forces, at least
20 percent of the unit's BY must be devoted to armor units or
lost.

If elements from different battalions are deployed with the
Third Lancers, the unit receives a —1 Initiative penalty for the
entire game. Additionally, enemy units may not fire on the unit's
infantry if a Third Lancers BattleMech is closer.

Al MW3 characters assigned to Lancers gain the
Disadvantage Quirk/Rivalry with Vandelay's Valkyries.

Vi CORPS

All MW3 characters assigned to VI Corps must take the
Disadvantage Quirk/Loyalty to the Calderons if they do not
already have it. These characters may use the resulting advan-
tage points to increase other advantages or skills, however.

1st Taurian Pride (C)

Once per lance, the controlling player may select a 'Mech
from the appropriate column prior to rolling for any other
'Mechs during lance composition. Additionally, the First Pride
receives the Banking Initiative special ability.

2nd Taurian Pride (C)

When Marra Westin is on the field, the Second Pride is con-
sidered Elite for purposes of judging special abilities; addition-
ally, the unit gains the Banking Initiative special ability. All of
these abilities are lost if Marra Westin's 'Mech is destroyed or
crippled, however. If she is killed, the opposing unit receives
the Overrun Combat and Force the Initiative special abilities.

MARIAN HEGEMONY
ARMED FORCES

Unless otherwise noted, all Marian Hegemony Armed
Forces (MHAF) units use the Periphery C and the Marian
Hegemony A columns of the Random 'Mech Assignment Table:
Periphery (p. 146-147) when rolling for lance composition.

I LEGIO MARTIA VICTRIX (A)

| Legio receives a +2 Initiative bonus when fighting as the
defender. If a unit is targeted by multiple enemy units and is in
partial cover, the unit may force the opponent to roll on the Full-
Body Hit Table if the attack succeeds.

Il LEGIO CATAPHRACTII (A)
Il Legio receives a +1 Initiative bonus, as well as the
Overrun Combat and Seize the Initiative special abilities.

Il LEGIO LIMITANEI (C)

The Il Legio's disorganized style of combat tends to cause
it problems when engaging the enemy at any range. The lll
Legio automatically loses the Initiative for the first three turns
of any scenario and receives a +1 penalty on all long and medi-
um range to-hit numbers.

IV LEGIO COMITATENSIS (C)

IV Legio elements receive no penalties for weapon attacks
made while walking or cruising. Reduce by 1 all penalties for
weapon attacks made while running or jumping.

V LEGIO RIPARIENSIS (A)

The controlling player may place any or all of his force in hid-
den positions on any city map prior to the start of the game. As
long as at least half of the player's force is located on a city map,
the entire unit receives the Banking Initiative special ability.

VI LEGIO RIPARIENSIS (C)

Any element of the legion with a walking/cruising move-
ment of 5 hexes or greater may use the Offboard Movement
special ability.

COHORS MORITURI (C)

The controlling player may choose to take a +1 penalty to
all to-hit numbers or a -1 Initiative penalty throughout the
game; in exchange, the unit receives any two of the special for-
mation abilities listed on pages 148 and 149.

The player must make this decision before play starts.

ALLIANCE MILITARY CORPS

Unless otherwise noted, all Alliance Military Corps (AMC)
units roll for lance composition using the Periphery C column of
the Random 'Mech Assignment Table: Periphery (p. 146).

1ST WING/AVELLAR GUARDS

Skilled at pushing the offensive, the First Wing/Avellar
Guards may use the Overrun Combat special ability. Members
of the First Wing may spend 1 Thrust Point above the standard
threshold before a Control Roll is required (p. 8, AT2).

2ND WING/FIRST LONG ROAD
LEGION

The Second Wing/First Long Road Legion receive a +1
Initiative bonus when both ground and aerospace forces of the
units are active. Second Wing fighters receive a -1 to-hit modi-
fier when performing dive-bombing and level-bombing attacks
(p. 26, AT2).

3RD WING/ALLIANCE BORDERERS
When acting as the defender, these units receive the

Banking Initiative special ability. Third Wing fighter pilots are

adept at atmospheric flight and receive a -1 modifier to Piloting
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Skill Rolls when performing Special Maneuvers in atmosphere
(p. 31, AT2).

4TH WING/SECOND LONG ROAD
LEGION

These units recelve a -1 to-hit modifier when defending in
Hold-the-Line scenarios (p. 98-99, BMR). Enemy units firing on
Fourth Wing fighters from the ground receive a +1 to-hit penal-
ty (p. 27, AT2).

5TH WING/ALLIANCE GRENADIERS

These units receive a +1 Initiative bonus and may use the
Overrun Combat special ability if their opponents are pirates or
bandits. Fighters in the Fifth Wing receive a -1 modifier to
Control Rolls when crossing from a space hex to an atmos-
pheric interface hex (p. 11, AT2).

CIRCINIAN MILITARY

Unless otherwise noted, all Circinian units roll for lance
composition using the Circinus Federation column of the
Random 'Mech Assignment Table: Periphery (p. 147).

BLACK WARRIORS

To maintain mobility during bandit raids, the Black Warriors
field a light force. When rolling to determine lance weight, apply
a -3 modifier to the Random Lance Type roll (p. 103, BMR).
Adept at hit-and-run strikes, the Black Warriors possess the Off-
Map Movement and Overrun Combat special abilities.

MCINTYRE HOUSE GUARDS

As a defensive unit, the Guards field a heavy force. When
rolling to lance composition, apply a +3 modifier to the Random
Lance Type roll (p. 103, BMR). Because the Guards excel in the
defense, up to half of Guard units may begin in hidden posi-
tions when the Guards are the defenders in a scenario.
Alternatively, the Guards may prepare various defensive mea-
sures in up to twenty separate hexes on the map board prior to
the start of play. Permitted defensive measures include
artillery strikes (p. 70, BMR), conventional or vibrabomb mines
(pp. 80-81, BMR). Any single hex can contain only one type of
defensive measure.

LESSER PERIPHERY STATES

Unless otherwise noted, all of these units roll for lance
composition using the Periphery C column of the Random
‘Mech Assignment Table: Periphery (p. 146).

BROTHERHOOD OF RANDIS

When rolling to determine lance composition, the control-
ling player may roll on the ComStar column of the Random
‘Mech Assignment Table: Inner Sphere 2 (p. 106, BMR) twice

per lance. Brotherhood units may choose their own home edge
uniess they are the defenders in a chase scenario. Additionally,
the Brotherhood player may choose the maps to be used in the
battle or may deploy any or all of his Brotherhood units in hid-
den positions prior to the start of battle.

FIEFDOM MILITARY FORCES (NOVO
FRANKLIN]

The Fiefdom player rolls 1D6 per lance deployed. Divide
the result by 3 and round up the result. The final result equals
the number 'Mechs in the lance that suffer from unrepaired
damage. Choose the affected 'Mechs randomly.

For each damaged 'Mech, roll 1D8, divide by 2 and round
up the result. Roll that number of D&s to determine the Critical
Hit location to the 'Mech.

Roll Result Critical Hit Location

il Engine

2 Sensor

3or4 Leg Mounted Actuator (foot, lower,
upper or hip, determined
randomly)

5 Arm Actuator (hand, lower, upper or
shoulder)

6 Heat Sink

After determining the Critical Hit location, randomly assign
it to an appropriate slot on the Critical Hit Table of the 'Mech's
record sheet.

LARSEN'S LONERS

In any scenario where the Loners are the defenders, the
controlling player may set minefields (standard, vibrabomb or
command detonated mines). Multiply by 3 the number of
Loners 'Mechs fielded to determine how many hexes the mine-
fields may cover.

Additionally, the Loners possess the Overrun Combat spe-
cial ability.

NELSON'S LONGBOWS

When rolling to determine lance weight, apply a +3 modifi-
er. Whenever an assault-class 'Mech is Indicated, the
Longbows player may simply choose to take a Longbow rather
than roll for a '"Mech design. When using the LRM Indirect Fire
Special Case Rules (p. 80, BMR), Nelson's Longbows ignore
the +1 modifier for indirect fire and apply only half the standard
modifier for the spotter's movement (round up).

NIOPS ASSOCIATION MILITIA

When rolling to determine lance composition, the Militia
player rolls for BattleMechs on the ComStar column of the
Random 'Mech Assignment Table: Inner Sphere 2 (p. 106,
BMR). The player rolls for aerospace fighters on the ComStar
row of the Vehicle Assignment Tables: Aerospace Fighters &
Military DropShips (p. 64, AT2).
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ABLE’'S ACES

If desired, the Aces player may roll on the D or F column of
the Random 'Mech Assignment Table: Federated Suns (p. 139,
Field Manual: Federated Suns) or (p. 127, Field Manual: Lyran
Alliance). If the Aces outnumber their opponent at any time during
the game, the unit gains the Force the Initiative special ability.

BANDIT KINGDOMS

Unless otherwise noted, all of these units roll for lance
composition using the Periphery C column of the Random
'"Mech Assignment Table: Periphery (p. 146).

DEATH'S CONSORTS

Prior to the start of play, the Consorts player may choose
one of the following special abilities: Overrun Combat, Off-Map
movement or Forcing the Initiative.

All MW3 characters assigned to the Consorts must have at
least one negative trait in Bad Reputation. Lady Death does not
deal with second-raters.

BAND OF THE DAMNED

If the number of Damned 'Mechs fielded at the beginning
of the battle equals or exceeds the number of Damned vehicles
the Band gains an Initiative bonus. For every two vehicles field-
ed, the Band receives a +1 bonus, up to a maximum +3 bonus.
Reduce the bonus by 1 for every two vehicles that retreat or are
destroyed. Against Combine forces of lesser experience, the
Band may use the Overrun Combat special ability.

Rezak possesses the MW3 trait Well-Connected (6). Every
character in his band must have at least one Contact (1) some-
where in the Inner Sphere.

MORRISON'S EXTRACTORS
The Extractors possess the Overrun Combat and Bank
Initiative special abilities.

e

However, the unit suffers a +1 penalty when attempting to
hit enemy aerospace fighters, in addition to any other appropti-
ate modifiers. Airborne enemy fighters and DropShips gain a =1
bonus when attempting to hit Extractors units.

NEW BELT PIRATES

Any time the Pirates player rolls a “2" or a “12" when
determining lance composition, the player may substitute a roll
on the corresponding weight class column of any Clan Random
'Mech Assignment Table,

Any MW3 character assigned to the New Belt Pirates gains
+6 points to his Survival skill.

TORTUGA FUSILIERS

In urban settings, up to one fourth of Fusiliers units may
deploy in hidden positions set prior to the start of play. The
Fusiliers possess the Bank Initiatives special ability as well.

SHEN-SE TIAN

When determining lance composition, the Shen-sé Tian
player may roll on the Random "Mech Assignment Table: Capellan
Confederation (p. 123, Field Manual: Capellan Confederation),
using either the B or C column, up to three times per lance.

DEEP PERIPHERY

HANSEATIC LEAGUE

Unless otherwise directed, use the Hanseatic League col-
umn of the Random 'Mech Assignment Table: Periphery (p.
147) when determining lance composition for these units.
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Regional Defense Force 1

The troops of RDF 1 guard the heart of the Hanseatic
League and are adept at ceremonial duties. They receive a +1
Initiative bonus when fighting on the League’s core worlds but
suffer a -2 Initiative penalty when fighting outside the League.
MW3 characters assigned to the unit gain Protocol/Hanseatic
League +1.

Regional Defense Force 2
RDF 2 units receive a +1 Initiative bonus when acting as
the defender in a scenario.

Regional Defense Force 3

If outnumbered, RDF 3 units may use the Force the
Initiative special ability. When commanded directly by Major
Garcia, RDF 3 units suffer a -1 Initiative penalty but cannot be
targeted with the Overrun Combat special ability.

Regional Defense Force 4

Because of its frequent anti-piracy missions, RDF 4 is
adept at small-unit actions; RDF 4 units receive a +1 Initiative
bonus when deployed in forces of company size or smaller. RDF
4 units of battalion size or larger receive a —1 Initiative penalty.
MW3 characters assigned to RDF 4 gain Streetwise +2.

Regional Defense Force 5

Because of supply shortages, no 'Mech, vehicle or fighter
assigned to RDF 5 may begin a scenario with more than half its
standard ammunition load. MW3 characters assigned to RDF 4
gain the following skill bonuses: Technician/Any+2, Scrounge
+1.

Regional Defense Force 6

RDF 6 favors fast, mobile warfare. RDF 6 units do not suf-
fer the to-hit penalty for walking if they use less than half their
normal walking MP when attacking.

Convoy Protection Force (CPF)

No CPF force may be larger than company strength.
Characters assigned to the CPF do not suffer from TDS and
must have a SOC of at least 5. CPF infantry characters gain the
skill Zero G Operations +3; CPF aerospace pilots gain
Tactics/Space +2 and Tactics/Air Support +1 (p. 56, AT2).

NUEVA CASTILE

Unless otherwise directed, use the Castilian/Umayyad col-
umn of the Random 'Mech Assignment Table: Periphery (p.
147), when determining lance composition for these units.
BattleMechs may not comprise more than half of the units
deployed in any Castilian force.

1st Brigada

The First Brigada favors assault tactics and receives a +1
Initiative bonus when acting as the attacker in Breakthrough
scenarios (p. 99, BMR). Apply a +1 modifier when rolling on
the Random Lance Type table (p. 103, BMR) during force
assignment.

2nd Brigada
Light and agile, the Second Brigada may use the Off-Map
Movement special ability.

3rd Brigada

Third Brigada is ill-suited to urban patrol duties. All Third
Brigada units receive a -1 Initiative penalty in any scenario
that involves urban maps. In non-urban terrain, the units
receive a +1 Initiative bonus and may use the Banking
Initiative special ability.

4th Brigada

After their defeat on Cordoba, members of the Fourth
Brigada received the Stigma/Coward trait. When fighting
Ummayyad units, however, Fourth Brigada units receive a +2
Initiative bonus and may use the Force the Initiative special
ability.

UMAYYAD UNITS

Unless otherwise directed, use the Castilian/Umayyad col-
umn of the Random 'Mech Assignment Table: Periphery (p.
147) when determining lance composition for these units.

1st Corps

The Umayyad First Corps are the elite of a warrior society.
When determining the skills of pilots (p.108, BMR) apply a +1
modifier to roll results. Members of the First Corps may not
withdraw from the battlefield unless outnumbered by 2-to-1 or
more.

2nd Corps

The Second Corps consists of seasoned warriors who
excel in offensive and defensive roles. When acting as the
attacker, Second Corps units may use the Overrun Combat spe-
cial ability. When acting as the defender, Second Corps units
may use the Banking Initiative special ability.

3rd Corps

The weakest of the Umayyad units, the Third Corps is ill
suited to offensive roles but has earned a reputation for innov-
ative defensive tactics. When serving as defender in a Hide and
Seek or Hold the Line scenario, up to one fourth of Third Corps
units may begin the game hidden (p. 77, BMR) or in Improved
Positions (p. 80, BMR). When acting as the attacker, Third
Corps units receive a -2 Initiative penalty.
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This section provides several new Life Paths and other rules iations are used in the same way as those found in MW3, with
that supplement the charactercreation rules provided in the any notable exceptions included in the text. All these affilia-
MechWarrior, Third Edition (MW3). These rules enable players and tions comply with the standard rules for character creation pro-
gamemasters to create characters who originate in the Periphery. vided in MW3.

RANK TRAIT AFFILIATION: BANDIT KINGDOM

The Rank Table: Nations of the Periphery lists the various (PIRATE)
levels of the Rank Trait used throughout the nations of the If there is a more disadvantageous birthright, you've never
Periphery. This table can be used with the rank table provided heard of it. Even the most backwater Periphery world usually con-
in MW3 (p. 87) if characters with various backgrounds are a tains some form of legal livelihood that can lead to better choic-
part of the same unit. es, even if it means bartering one’s crop for clothing. But the

pirate bands and bandit kingdoms? You've been raised on greed
ADDITIONAL AFFILIATIONS and cruelty, nurtured on the misfortune of others. You've grown

This section describes additional affiliations that players up with the idea that you can rely on one person only—yourself.

may choose during MechWarrior character creation. These affil- That isn’t to say you can't make something better of your-
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self. But it's an uphill struggle all the way. You will be branded
an outlaw and untrustworthy simply because of your birth
place. Those hooks set themselves deep. You might never
shake them free.

So watch your back, shoot first and never underestimate
the treachery of a friend.

Game Material

Primary Language: Any

Secondary Languages: Any

Attribute Thresholds: CHA -1, SOC -3, BOD +1, WIL +2

Bonus Skills: Language/Any +1, Perception +2, Choose
three: Blades +3, Escape Artist +1, Fast Talk +2, Intimidation
+2, Pistols +2, Rifle +1, Scrounge +2, Streetwise/Any +1,
Seduction +1, Survival +2

Bonus Traits: Stigma/Bandit Born; may purchase Pain
Resistance or Toughness for 1 point less than the usual cost.

Path Restrictions: May not take Nobility (Stage 1), High
School, Preparatory School or Military School (Stage 2),
University or Military Academy (Stage 3), Postgraduate Studies
(Stage 4).

AFFILIATION: CASTILIAN
PRINCIPALITIES

Established before the Star League, the nine-world proto-
nation of Nueva Castile was an agrarian paradise for many cen-
turies. Its people knew no hardship or strife until the arrival of
the Umayyad invaders, who sought to seize Nueva Castile for
themselves. The Castilians learned the lessons of war on the
battlefield and eventually turned the tide on the invaders. The
once-peaceful people are now dedicated to one thing: the liber-
ation of their worlds from the Umayyads, though internal squab-
bles threaten to undermine their cause.

Game Material

Primary Language: Spanish

Secondary Language: German

Attribute Thresholds: DEX +1

Bonus Skills: Blade +1, Negotiation +1, Protocol/Castilian +2

Bonus Traits: The Castilian feudal system places consider-
able emphasis on rank and birth status. Characters may not
have Rank Traits higher than their Title Traits. Furthermore,
each Castilian has the traits Quirk/Honor Code and Quirk/Hate
Ummayyads. .

Path Restrictions: Castilians may not take the University (3)
Path.

AFFILIATION: HANSEATIC LEAGUE

The Hanseatic League is the largest and most powerful of
the Deep Periphery states, a loose affiliation of worlds bound
together by a merchant oligarchy. Its trading parties range as
far as the Lyran Alliance, Free Worlds League and Draconis

Combine. Efforts have been made to build trade links to the
Clans though the League's relationship with the descendants
of the Kerensky Exodus, particularly the Diamond Sharks and
Jade Falcon Clans, but these overtures have received a frosty
reception. The League tightly restricts access to Hanseatic
worlds (only three worlds are “open” to outsiders) and also acts
as a clearinghouse for goods and information from the Inner
Sphere and Clan Space.

The principal measure of status within the League is
wealth; anyone seeking political power must be a master trad-
er or otherwise wealthy. Those without wealth are relegated to
an underclass with no representation or influence over League
affairs. These “serfs" are obligated to work for their merchant
masters to eke out a subsistence living. Little more than
slaves, these indentured servants have little hope of gaining
their freedom, though occasionally a kind-hearted merchant will
free a valued serf and set him up with a business of his own.

Game Material

Primary Language: English

Secondary Language: German

Bonus Skills: Appraisal +1, Negotiation +1, Bureaucracy +1

Traits: Wealth plays a significant role in Hanseatic society;
no character may have a SOC value higher than his Wealth Trait
{minimum of 2). Characters with the Poverty Trait also gain the
Stigma/Serf and In for Life Traits.

Path Restrictions: None. Hanseatic Characters who take the
Free Trader or Deep Periphery Trader Paths may add a +1 mod-
ifier to their event rolls.

AFFILIATION: MARIAN HEGEMONY

Once little more than a bandit kingdom, the Marian
Hegemony somehow managed to convince itself that it was one
of the "big boys" in the Periphery. With no nation willing to com-
mit the resources to proving the Marians wrong, the Hegemony
continued to grow, eventually maturing into the legitimate
nation it is today. Taking on the trappings of ancient Rome, the
Hegemony evolved into an interesting civilization, a true cultur-
al and economic power. The only dark spot in it all is the
Marians' penchant for looking over their shoulders, always
expecting a punitive raid, a tirade from their Caesar or the
like—a fact that often prevents all but their most open-minded
citizens from truly reaching their full potentials.

Game Material

Primary Languages: English and Latin

Secondary Language: German, Spanish, Greek, Swedish,
French

Bonus Skills: History/Marian Hegemony +3, History/Roman
Empire +2, Strategy +2

Traits: Toughness, Quirk/Paranoid

Path Restrictions: None
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AFFILIATION: UMAYYAD CALIPHATE

The Umayyad people arrived on Nueva Castile in the early
twenty-ninth century. The invaders came within a hair's breadth
of subjugating the nine-world association before internal squab-
bles among the invaders gave the Castilians a chance to
regroup and mount an effective counterattack. Today, the
Umayyad Caliphate—ironically, the name was given to the
invaders by their Castilian enemy—struggles to survive. The
close-knit community’s martial traditions and the fractious
nature of its opponents are the only reasons the Caliphate has
held out so long.

Game Material

Primary Language: Arabic

Secondary Language: English, Russian

Attribute Thresholds: DEX +1

Bonus Skills: Academics +1, Art +2, Protocol/Umayyad +1

Bonus Traits: Rank and status are central to Umayyad mili-
tary life; all Umayyad officers and MechWarriors must have the
Title Trait. Additionally, Umayyad martial culture discriminates
against cowards; any character with the Combat Paralysis Trait
also receives the Stigma/Coward Trait when dealing with other
Umayyads.

Path Restrictions: All Umayyad warriors must take the
Nobility Path (1).

ADDITIONAL LIFE PATHS

The following section contains several new Life Path Stages
unique to the various Periphery affiliations. Each of the paths
below has a unigue list of events similar to the paths presented
in the MW3 rulebook. Use the standard rules for determining
character events (p. 24, MW3), with one exception: instead of
rolling 2D6, players roll 2D10 to select an event. In addition,
each Edge point spent to affect an event roll on these tables can
be used for a re-roll or to modify the result by 1 or 2 points.

PREVIOUS PATH

Each path description lists previous paths—a character
must first progress through one of the listed paths before enter-
ing the new path.

AFFILIATION: BLACK WARRIORS
(CIRCINUS FEDERATION)
Any affiliation. Applicants from beyond the Circinus Federation
must have a relevant Bad Reputation or Stigma (per the
gamemaster’s judgment). Cannot have Combat Paralysis,
Disabled, Glass Jaw, Slow Learner or any of the following traits
above the lowest possible level: Lost Limb, Poor Vision, Poor
Hearing.

The Black Warriors are undoubtedly one of the most cruel
and sadistic pirate units operating in the Periphery. If that's not
bad enough, the Warriors are sponsored by a nation that con-

tinually espouses its benevolence in an attempt to gain some
sort of legitimacy in the eyes of its contemporaries.

Time: 1 year

Attribute Minimums: INT 3

Attribute Thresholds: BOD +1, SOC -5, WIL +2

Traits: Toughness, Stigma/Bandit, Vehicle (2)

Skills: Scrounge +4, Blades +3, Brawling +3

Fields: Basic Training

Events: Do not roll events for Black Warrior Advanced Training
Previous Paths: Any

Next Path: Black Warrior Advanced Training (mandatory, part of
this path)

Mandatory Subpath: Black Warrior Advanced Training
Open to Black Warrior Basic Training graduates; Military
Academy attendees from outside the Circinus Federation who
have been disciplined, disgraced, or expelled or who have a rel-
evant Bad Reputation or Stigma Trait; or military enlistees who
have been disciplined, disgraced, or dishonorably discharged or
who have a relevant Bad Reputation or Stigma Trait (all preregq-
uisites are subject to the gamemaster's discretion).
Time: 2 years
Traits: Promotion
Skills: Add +1 to three Basic Training Skills and +1 to one other
skill
Fields: Choose one of the following fields, subject to the listed
restrictions:

Infantry (minimum BOD 4, STR 4)

MechWarrior (minimum DEX 4, RFL 4)
Events: Do not roll events for Black Warrior Advanced Training
Next Path: Black Warrior Hazing (mandatory, part of this sub-
path)

Mandatory Subpath: Black Warrior Hazing

Open to Black Warrior Advanced Training Graduates or military
personnel from outside the Circinus Federation who have been
dishonorably discharged or who have a relevant Bad Reputation
or Stigma Trait (prerequisites may be set at the gamemaster’'s
discretion).

Time: 1 Year

Attribute Thresholds: WIL +1

Traits: In for Life, Pain Resistance, Poison Resistance

Skills: Survival +6, Intimidation +6

Events: Roll on the Black Warrior Hazing Events table.

Next Path: Tour of Duty: Black Warrior

Black Warrior Hazing Events

2 You were involved in a major training accident. [May take
no other combat paths, choose three: Amnesia, Combat
Paralysis, Disability, Glass Jaw, Lost Limb, Poor Hearing,
Poor Vision, Slow Learner]
You picked the wrong fight. [May take no other combat
paths in the Circinus Federation, choose two: Disability
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11

12

13

14

15

16

17

18

(1), Glass Jaw, Poor Hearing, Poor Vision, Slow Learner,
Timid, Unattractiveness]

Accused of being an undercover Inner Sphere agent and
“taught a lesson.” [May take no other paths in the
Circinus Federation, Acting +2, Disabled, Enemy (2),
Stigma/Spy, BOD -2]

You just didn't have the stomach for the bandit lifestyle.
[Good Reputation, Stigma/Coward, Timid and may take
no more Circinus military paths]

You're better off outside the cockpit. [Character loses all
skills learned in this subpath and may take no more
Circinus military paths]

You graduate but fail the final Black Warrior hazing ritu-
al. [Stigma/Failure and may never take the Tour of Duty:
Black Warrior Path, though you are offered a position in
Mclntyre House Guard]

You survive training by staying quiet and not standing
out. That might work in the Lyran Alliance, but not here,
[+2 to any three skills, but kicked out of the Black
Warriors, though you can take a position within the
Mcintyre House Guard]

You're good, but not quite as good as everyone else.
[Slow Learner and lose half of the skill bonuses learned
in this subpath (round up)]

You're a Black Warrior, but you paid the price of mem-
bership. [Addiction (2), Lemon, Streetwise +2]

You graduate, but only because you owe another Black
Warrior "big time.” [Contact, Poverty, Quirk/Debt of
Honor]

You're a mean S.0.B. and that's saying a lot compared
to some of the other psychos that trained with you. [Bad
Reputation (2), Quirk/Sociopath]

They nearly killed you and you emerged from their hazing
a changed man—changed so much, in fact, that you
said "to hell” with the Black Warriors and struck out on
your own, leaving a pile of Black Warrior bodies in your
wake. [+3 to any three field skills, Bad Reputation (3),
Vehicle (2), Wealth (2), Quirk/Hunted and may take no
more Black Warrior or Circinus-related paths]

Bandits don't normally work that hard. [+3 to any two AIT
skills, Stigma/Studies Hard]

Not only do you make it into the Black Warriors but you
managed to make a few C-bills on the side. [Contact (2),
Forgery +1, Gambling +1, Negotiation +1, Owns Vehicle
or Wealth (3)]

You are one bad bandit. [Perception +3, Quickdraw +3,
Stealth +3, Quirk/Daring]

You impressed someone somewhere in between the
beatings and torture sessions. [BOD -1, Addiction (2),
Contact (2), Custom Vehicle (2), Well-Equipped (2)]
After your impressive performance, the entire unit knows
your name [+4 to any two field skills, Custom Vehicle (2),
Wealth (4), Well-Connected)]

19
20

[Choose one event or roll twice and apply both events]
[Choose two events or roll three times and apply each
event]

STAGE 3: CANOPIAN INSTITUTE OF
wAR

Magistracy of Canopus Affiliation only, though with an appropti-
ate Contact, Capellan Confederation Affiliation (at the
gamemaster's discretion). Cannot have Combat Paralysis,
Disabled, Glass Jaw, Slow Learner or any of the following Traits
above the lowest possible level: Lost Limb, Poor Vision, Poor
Hearing.

Opened only six years ago, the Canopian Institute of War
(CIW) has already become the finest MechWarrior training acad-
emy in the Periphery and has begun to eclipse some of the
smaller academies of the Inner Sphere. From its curriculum to
its training practices, the Academy has modeled itself after the
Sun Zhang MechWarrior Academy of the Draconis Combine, the
largest and arguable most prestigious MechWarrior academy in
the entire Inner Sphere.

Time: 3 years

Attribute Minimums: INT 5, WIL 4, SOC 3

Attribute Thresholds: RFL +1, WIL +1, SOC +1

Traits: Contact, Well-Equipped

Skills: Academic/Any Military Science +2, +2 to any two military
field skills

Fields: Basic Training

Previous Path: Any path or event roll that would normally allow
admission to a military academy path

Next Path: Advanced Individual Training Subpath (mandatory,
part of this path)

Canopian Institute of War (CIW) Events

2  Your “accident” just broke the academy's million C-hill
simulator. [Stigma/Klutz, Bad Reputation (2), lose all
skill bonuses from this path; path takes only 1 year
instead of 3, may take no additional military paths]
The local duke will NOT have his son beaten up regard-
less of what he did. [Demotion, add 1D6 years to the
time this path takes, may take no other legitimate mili-
tary paths]
Your first livefire exercise could not have gone more
wrong! [Lost Limb (2), Unattractive (Scars)]
A recruiter from the Magistracy Royal Guards saw your
performance ... or lack thereof. [Bad Reputation (3),
Timid]
You've never been on Canopus |V or actually attended a
pleasure circus before, or so the story now goes! [Lose
half (round down) the skill bonuses from this path,
Addiction/Gambling, Addiction/Any (1)]
Unexplained fires are a matter for the investigators and
the courts. [Interest/any +5, Unattractive]
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The police do not take kindly to drunken rafting on the
Thetis River outside the Palace of the Magestrix. [Bad
Reputation (2), Demotion]

You went to the pleasure circus, had a few drinks and
lost track of time. Nine months later she says it's yours!
[Dependent]

You coasted through school without even trying.
[Quirk/Regret Wasting School Years]

Though uninspiring, you made friends for a life time.
[Contact]

Study, study, study. [+3 to any two non-military field
skills]

You find that you may not be good in a "Mech but with a
knife in hand, you're anyone's match [-2 to any two mil-
itary field skills, Blades +3, Brawling +3]

You show enough aptitude that you are given the right to
be one of the first to participate in the CIW’s first bat-
tlesuit training program. [In place of the MechWarrior or
Aerospace Pilot Field, may choose Armored Infantry
{minimum STR 5, BOD 5) Field]

The recruiter for the First Canopian Light Horse was very
impressed. [+3 to any two skills, Good Reputation (2),
Contact (2), Well-Connected]

On an extended training mission off Canopus IV, you
were struck by bandits but you struck back!
[Toughness, +3 to four military field skills, Well-
Connected (4)]

With exceptional scores and a disposition for dealing
well with people, you are chosen to be one of the first
Magistracy troops to attend the Confederation’s Victoria
Academy of Arms and Technology ... you'd better not let
the Magistracy down. [Proceed +to Stage 3:
Academy/Victoria Academy of Arms and Technology (p.
139, Field Manual: Capellan Confederation) and go
through the academy path, ignoring all skill bonuses,
traits, and so on earned from this path. Alternatively,
may take OCS. Afterward, return to this point in the life
path and continue on.]

You're a military prodigy. After you graduated at the top
of your class, they sent you off to fight in the
Confederation-St. lves War [Combat Sense, Sixth Sense,
+4 to five military field skills, Contact (2), may take 0CS
and/or the Tour of Duty: Xin Sheng (4) Path next, ignor-
ing the path's prerequisites (p. 141, Field Manual:
Capellan Confederation)]

[Choose one event or roll twice and apply both events.]
[Choose two events or roll three times and apply each
event.]

10
14,
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Mandatory Subpath: Advanced Individual Training
(AIT)

Basic Training graduates only

Time: 2 years

Traits: Promotion
Skills: Tactics/Any +4, +3 to any four military field skills
Fields: Choose one of the following fields, subject to the listed
restrictions:

MechWarrior (minimum DEX 4, RFL 4)

Aerospace Pilot (minimum DEX 4, RFL 4)
Events: Do not roll events for Advanced Individual Training
Next Path: Tour of Duty: Inner Sphere (4),

Subpath: Officer Candidate School (0CS)
Entry via event roll only

Time: 1 year

Attribute Thresholds: WIL +1

Traits: Commission (Rank 1)

Skills: Leadership +1, Tactics/Any +2

Fields: Officer Training

Next Path: Per last path followed

STAGE 3: COLLEGIUM BELLORUM
IMPERIUM

Affiliation Marian Hegemony only. Cannot have Combat
Paralysis or any of the following traits above the lowest possi-
ble level: Disabled, Lost Limb, Poor Vision, Poor Hearing. The
character will not be turned away from the academy if the char-
acter has questionable events in his or her past, so long as
those events would not reflect badly on the “honor” of the
Hegemony.

Founded within the past decade, the Collegium quickly
became known as a very competent and prestigious institu-
tion. Today it is recognized as the Hegemony's premier univer-
sity,. The Caesar has limited enrollment to Hegemony citizens
only, but the Collegium seems certain to lift the admission
restriction as the Lothian League and the lllyrian Palatinate
have recently been added to the Hegemony’s fold.

Time: 2 years

Attribute Minimums: INT 3, WIL 4, SOC 2

Attribute Thresholds: INT +1, WIL +1

Traits: Promotion, Well-Equipped, Well-Connected, Quirk/Loyal
Skills: Academic/Marian History +4, Academic/Roman History
+4, Language/Latin +4,Tactics/Raiding +4, Perception +2
Fields: Basic Training

Previous Paths: Any path or event roll that would normally allow
admission to a military academy path

Next Path: Advanced Individual Training Subpath (mandatory,
part of this path)

Collegium Bellorum Imperium Events

2 Your first try at command and you blew it. Too bad there
isn't enough of those two guys left to fill a shoebox.
[Bad Reputation, Enemy (2), Enemy (1), may take no
more military paths]

3 Somebody saw what you did, it just happened to be the
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wrong guys—ComStar personnel. At least now you can
draw two paychecks—theoretically, at least. [Acting +4,
Fast Talk +3, In For Life, Quirk/Paranoid, Contact (2,
ComStar agent)]

Sugar in the gas tank makes it not work. Acetylene in
the tank—uwell, at least the hood ornament survived
intact. [Add 1 year to the time this path takes, -1 to all
AIT skills, Disabled (2) and choose one: Poor Hearing,
Poor Vision, Glass Jaw]

A serious accident during training has left you scarred,
both inside and out. [Introvert, Timid, Unattractive]
That one guy you decided to take out your drunken
aggressions on turned out to be a patrician. [Enemy (2),
Bad Reputation, -1 to two Basic Training field skills,
Brawling +5]

Canopian pleasure circuses bring a great number of
things, not all of which are either good or pretty.
[Streetwise +6, Seduction +3, MedTech +3, Disabled
and add a year to the time this path takes]

Your instructor never really liked your attitude, and you
positively hated his. [Enemy)

Long hours of training followed by long hours “on the
town" do not go together well. [Acting +1, Escape Artist
+2, Fast Talk +2, Addiction, —1. to all Basic Training field
skills]

Well now. Spending that extra time on the range was
well worth it. [Pistols +1, Rifles +1]

“Hail Caesarl We who are about to die salute youl”
[Good Reputation]

Your training instructor survived some of the worst fight-
ing ever and so will you. [+2 to any three field skills,
Brave]

You have decided there is more to life than just being a
soldier. [Interest/any two +3, Career/any two +3]

An out-of-control ground car was going to hit a patrician,
but you were in the right place at the right time. [Contact
(2), Wealth (2), Promotion]

Free time? That's for people who want to go nowhere.
The military is my life and it should be yours as well.
[Combat Sense, +3 to half of the Basic Training field
skills]

You're a quick study and able to refine your leadership
abilities. [Fast Learner, Leadership +3, +3 to any three
other skills, Good Reputation and may take OCS next]
Being tapped for Word of Blake service is an incredible
honor, right? [May take Word of Blake Service Life Path
next, but reduce all skill bonuses from all skill fields to
+2; you must choose Word of Blake Militia Training and
return immediately after that subpath, forfeiting any
Vehicle and Promotion Traits earned in the pass, but
then may take OCS]

18 Congratulations! You finished basic training at the top of
your class! Now, do you wish to move on to bigger and
better things or stay here and command the troops? [+4
to any four skills, Vehicle (2), Custom Vehicle and either
Promotion (4) or may take OCS]

19 [Choose one event or roll twice and apply both]

20 [Choose two events or roll thrice and apply both]

Mandatory Subpath: Advanced Individual Training
(AIT)
Basic Training graduates only
Time: 2 years
Traits: Promotion
Skills: Leadership +3, Language/Latin +3, add +2 to three
Basic Training skills and +2 to any one other skill
Fields: Choose one of the following fields, subject to listed
restrictions:

Aerospace Pilot (minimum DEX 4, RFL 4)

Armored Infantry (minimum STR 6, BOD 5)

Basic Technician

Cavalry (minimum RFL 3)

DropShip Pilot (minimum DEX 4)

Infantry (minimum BOD 3, STR 3)

MechWarrior (minimum DEX 4, RFL 4)

Police Officer
Events: Do not roll events for Advanced Individual Training
Next Path: Tour of Duty: Inner Sphere (4), or Special Training
(3, part of this pass; an option if character took Infantry,
MechWarrior, DropShip Pilot or Basic Technician in AIT)

Subpath: Special Training

AIT Graduates only

Time: 4 vears

Attribute Minimums: WIL 5

Traits: Promotion, Well-Equipped (2)

Skills: +1 to any three Basic Training skills, +1 to half of the

character's AIT skills (rounding up)

Fields: Choose one of the following fields, subject to the listed

restrictions:
Aerospace Technician (Basic Technician Field required)
JumpShip Pilot (minimum INT 4, DropShip Pilot Field
required, may not have Transit Disorientation Syndrome
[TDS] Trait)
"Mech Technician (Basic Technician Field required)
Military Scientist (minimum INT 5)
Special Forces (minimum BOD 4, RFL 4; Armored Infantry,
Infantry, Marine or MechWarrior Fields required; may not
have TDS Trait)
Vehicle Technician (Basic Technician Field required)

Next Path: Tour of Duty: Inner Sphere (4), or Covert Ops (4,

Special Forces or Military Scientist Fields only)




Subpath: Officer Candidate School (OCS)

Entry via event roll only

Time: 1 year

Attribute Thresholds: WIL +1

Traits: Commission (Rank 1), Quirk/Fanatical Loyalty, In for Life
Skills: Tactics/Any two +4, Leadership +2, Intimidation +2
Fields: Officer Training

Next Path: Per last path followed

STAGE 3: COLUMBIA ACADEMY
Affiliation: Outworlds Alliance, Taurian Concordat, Magistracy of
Canopus, Federated Suns, Draconis Combine, or ComStar only.
Cannot have Transit Disorientation Syndrome, Combat
Paralysis, Poor Vision or any of the following traits above the
lowest level: Disabled, Lost Limb, Poor Hearing.

The premier aerospace training academy in the Inner
Sphere and Periphery, Columbia Academy is where the elite
pilots and technicians of the Outworlds alliance and its allies
hone their skills.

Time: 1 year

Attribute Minimums: INT 5, DEX 4, RFL 4, WIL 3

Attribute Thresholds: RFL +2, DEX +1, SOC +1, CHA -1
Traits: G-Tolerance, Good Reputation (in Outworlds Alliance)
(2), Rank (2)

Skills: Academic/Military History +2, Navigation/Space +2,
Bureaucracy/Outworlds Alliance +2

Fields: Basic Training (Naval) (p. 62, AT2 or p. 30,
MechWarriors' Guide to the Clans) OR Basic Technician
Previous Path: Military School (2), Preparatory School (2),
Spacer Family (2, AT2, p. 60)

Next Path: Advanced Individual Training Subpath (mandatory,
part of this pass)

Columbia Academy Events

2 A chance encounter with pirates becomes a nightmare.
[DEX -2, Combat Paralysis, Lost Limb (3)]

3 A life-support accident causes brain damage. [INT -1,
Slow Learner, TDS]

4 Horribly burned in a coolant explosion. [Unattractive,
Addiction (1, painkillers)]

5 You take the heat for another student. [Bad Reputation,
this path takes one extra year to complete]

6 You're forced to borrow money to stay in the academy
and can't pay it back on time. [Poverty, BOD -1, Lost
Limb]

7 You catch an unknown illness from a captured bandit
and the doctors just don't know what to tell you.
[MedTech +3, Allergy, Disabled]

8 You show up the son of a parliament member.
[Bureaucracy/Outworlds Alliance +6, Enemy (2)]

9  You constantly get into fights. [Bad Reputation, Brawling

+4]

10 You don't seem to pay as much attention as some other
people, at least to the things they were interested in.
[Perception -2, Interest/any +4]

The library was pretty much your second home.
[Academic/any two +3, Interest/any +3]

Those visiting ground-pounders actually had some mar-
ketable skills to teach. [Martial Arts/Military +2, Rifles
+2, First Aid +2]

A training mishap leaves you cold, wet and hungry, so
you discovered the miracle of fire all by yourself.
[Survival +4, Tracking +3, First Aid +2]

Some people think you're fairly talented. [Add +3 to any
three skills from your chosen field]

Foreign students are usually the best to latch on to.
[Protocol/any +4, Language/any +3, Interest/any two
+2, Training +2]

You supply the other students with “necessities.”
[Streetwise +5, Scrounge +4, Fast Talk +3, Wealth (3),
Well-Connected]

A pirate attack teaches you some new ftricks.
[Gunnery/Laser/Space +4, Gunnery/Missile/Space +4,
Gunnery/Ballistic/Space +4]

A training mission teaches you the value of having eyes
in the back of your head. [+6 to any one field skill,
Perception +4, Sensor Operations +4, Sixth Sense]
[Choose one event or roll twice and apply both]
[Choose two events or roll three times and apply each
event]
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Mandatory Subpath: Advanced Individual Training
(AIT)
Time: 2 years
Traits: Natural Aptitude (any one skill from your AIT field)
Skills: Zero-G Operations +6, +4 to any three Basic Training
[Naval] or Basic Technician skills and +2 to any two other skills
Fields: Choose one of the following fields, subject to the listed
restrictions:
Aerospace Pilot Specialist (minimum DEX 4, RFL 5, Players
can select eight skills from the list, applying +5 points to
one, +4 points to a second, +3 points to two others and
+2 to the remaining four) (AT2, p. 62)
Aerospace Technician (Basic Technician field required)
DropShip Pilot Specialist (minimum RFL 5; players can
select eight Skills from the list, applying +5 points to one,
+4 points to a second, +3 points to two others and +2 to
the remaining four) (ATZ2, p. 62)
Events: Do not roll events for Advanced Individual Training
Next Path: Tour of Duty: Inner Sphere (4), Tour of Duty:
Periphery (4)
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STAGE 3/4: PARAMILITARY SERVICE
This path is open to characters of any affiliation. The character
must not have any seriously “questionable” events in his or her
history (per the gamemaster'’s judgment) unless the character
has or purchases an appropriate Contact (1) who can conceal
such events. This path is unique; it can be taken only as part
of Stage 3 or Stage 4. If taken in Stage 3, character may
choose to progress through another Stage 3 path simultane-
ously, adding the time required from both stages together to
(but may roll for events on both).

Throughout the Successor States and a few of the
Periphery nations, paramilitary organizations help police
worlds, support public works and otherwise serve the more triv-
ial needs of the state. In realms that require their subjects to
provide some form of military and/or civil service, serving a few
years with a paramilitary organization often fulfills these
requirements.

Time: +2 years

Attribute Minimums: WIL 3, SOC 2

Skills: Choose two: Arts/any +3, Interest/any +3
Language/any +3, Leadership +3, Protocol/Military +3,
Running +2, Tracking +2

Fields: Basic Training (only 2 points per skill)

Previous Path: Any

Next Path: Any

Paramilitary Events

2 You were one of the lucky ones. At least you walked away
from the accident. [BOD -1, Disabled, Unattractive,
Combat Paralysis]

3 How could you have been so careless? And the gover-
nor's son was among the casualties. [Bad Reputation,
Introvert, Enemy (2})]

4 How do you get thrown out of a voluntary organization?
[SOC -1, Bad Reputation, Lose all bonus skills from this
path]

5 Had to find out the hard way. Sometimes you just should-
n't push back. [Enemy, Glass Jaw, Martial Arts/Military
+4]

6 Didn't anyone ever teach you to stand up to bullies?
[Timid, Running +4]

7 You were supposed to be on duty. [WIL -1, Dependent,
Seduction +4]

8 That brief taste of action was enough to change you. Of
course, whether it was for the better or not is still up in
the air. [Choose either Brave and Quirk/Jerk or Introvert,
Quirk/Psychosis and Sixth Sense]

9 Bad cadet. No citation for you. [Bad Reputation,
Bureaucracy/any +4]

10 Marching in place. Take your merit badges and be happy.
[Administration +3, Career/Soldier +2]

11 Kiss the dummy. You spend a great deal of time teaching

CPR at schools. [First Aid +5, Training +2]

12 You are a public-relations gift to the organization. Good
thing children are so easily impressed. [Gregarious,
Good Reputation, Arts/any +4]

13 Who would have thought? You're a natural. [Natural
Aptitude /any non-combat skill, +5 to this skill]

14 Sent in to help run one of the organization’s camps.
[Choose three: Administration +3, Communications +3,
First Aid +3, Interest/any +3, Leadership +3, Swimming
+3, Rifles +2, Tracking +2, Training +2]

15 Right place, right time, right training. You save the life of
a planetary governor. [Good Reputation, Contact (2),
Climbing +2, First Aid +2, MedTech +1]

16 Falcon Scout? Get serious. [Night Vision, Stealth +4,
Survival +4, Tracking +4, Climbing +2, Tactics/Infantry
+2]

17 You are selected to serve as a liaison between the orga-
nization and the government. Lucky you. [SOC +1, Well-
Connected (4), Administration/Any +5, Bureaucracy/Any
+5, Language/Any +5, Leadership +5, Negotiation +5,
Protocol /Any +5, add 2 years to the time of this path]

18 All your citations of merit and certificates of accomplish-
ment will not fit on one wall. [Fast Learner, Well-Equipped
(4), apply +2 to all field skills and bonus skills learned
during this path]

19 [Choose one event or roll twice and apply both]

20 [Choose two events or roll three times and apply each
event]

STAGE 4: BROTHERHDOD OF
RANDIS TRAINING

The Brotherhood is open to MechWarriors of any affiliation,
though characters must not have any “questionable” events
or Quirks in their past (such as sociopathic or homicidal ten-
dencies or any other factors that would prevent the character
from acting in a kind and charitable way toward his fellow
man; whether or not any potentially questionable characters
should be allowed into this path is up to the gamemaster).
After successfully completing this path, a character is a
Knight of Randis.

The Brotherhood of Randis is seemingly the sole beacon of
hope and justice in the Periphery. Many MechWarriors find their
way to the world of Randis, but few have the moral and mental
mettle to gain admittance into the Brotherhood.

Time: 1D6 years

Attribute Minimums: WIL 5

Traits: Quirk/Honorable, In for Life, Title (5, Knight of Randis)
Skills: Academic/Theology +8, Interest/Meditation +6,
Perception +3, +3 to any two field skills

Previous Path: Any, as long as the character is trained as a
MechWarrior

Next Path: Tour of Duty: Brotherhood of Randis




Brotherhood of Randis Training Events

2
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Your actions prove that you do not possess the required
maral convictions to remain in the Brotherhood and
deserve swift and final punishment. [Lose all traits and
half the skills learned In this path, Stigma/Evil,
Quirk/Hunted, Bad Reputation (3) and Enemy (2 — Grand
Knight Lucas Beckett)]

That those pirates captured and tortured you does not
bother you, for they will soon be shown the light, one way
or another. [WIL +2, BOD -1 and choose two: Disabled
(2), Lost Limb (3), Poor Hearing (3) or Poor Vision (4)]
You get word that a close relative has passed away, leav-
ing you the only family member to take care of her chil-
dren. Now you must make a choice. [Choose either to
leave the Brotherhood and gain Dependents (3) and
Wealth (2) or stay with the Brotherhood and gain
Quirk/Guilt]

You cannot help but feel that Grand Knight Beckett does
not deserve to lead the Brotherhood, so you continually
look for a way to remove him and his “kind”. [Strategy
+6, Enemy (3), Quirk/Hates Clansmen]

An accident leaves you and a small detachment of
Knights floating dead in space for months until someone
finally answers your distress call. [Zero-G Operations +6,
Scrounge +3, TDS, Quirk/Claustrophobic, STR -1]

An attack by a band of depraved pirates leaves you won-
dering if there truly is any hope. [Academic/Theology +3,
Combat Paralysis]

Every order has its own rapscallion and you made sure
that was you. [ -2 to all skills learned in this path and
choose three of the following: Climbing +2, Free Fall +2,
Gambling +2, Interest/any +2, Seduction +2]

While the Periphery is known for its wild societies, you
discovered some of its wild animals and their defensive
tactics. [Allergy (2)]

You find the perfect person for you and start a new life
on Randis. [Good Reputation, Dependents (2)]

You see more of the chapel than you do of the battle-
fields. [Academic/Theology +2, Interest/any two +2]
The Brotherhood attract all kinds, which provides oppor-
tunities to pick up many wonderful skills. [+2 to any
three skills the character does not already possess]
Having spent most of your time on ships traveling the
length and breadth of the Periphery, you no longer feel at
home on solid ground. [Zero-G Operations +4, Sensor
Operations +3, G-Tolerance, Night Vision, BOD -1]

You have been blessed with a gift. [Natural Aptitude/any]
You inherit the BattleMech of a fallen Brother. [Vehicle
(4), Owns Vehicle]

Even in the worst of times, you willingly take on the man-
tle of leadership. [Leadership +6, Strategy +4,
Tactics/any two +4]

Any defeat of Fuchida's Fusiliers is a cause for celebra-

tion, but this is one deserving of illumination in the
Brotherhood's sacred annals. [Good Reputation (3),
Vehicle (3), Custom Vehicle (2), Wealth (2), Well-
Equipped (2)]

Having set the bar even higher than before, you are the

18
example the rest of the Brotherhood looks to.
[Leadership +6, Academic/Theology +4, +4 to any four
other skills, Brave, Good Reputation (3), Sixth Sense,
Title (+2), Enemy (2)]

19 [Choose one event or roll twice and apply both]
20 [Choose two events or roll three times and apply each
event|

STAGE 4: DEEP PERIPHERY TRADER
Any Periphery affiliation.

While its markets may not be as vast as those of the Inner
Sphere, the Deep Periphery offers a host of opportunities for
those willing to risk everything on the long journey between the
stars.

Time: 2 years

Attribute Minimums: CHA 4

Skills: Appraisal +3, Fast Talk + 3, Negotlation +3

Previous Path: Any Civilian path

Next Path: Civilian Job (4), Deep Periphery Trader (4), Free
Trader (4), Ne'er-Do-Well (4)

Deep Periphery Trader Events

2 Lose your shirt! A business dealing goes hortibly wrong
and you lose everything! [Lose all Wealth and Well-
Equipped Traits)

3 Infected! At one of your ports of call you contract a dead-
ly disease and barely survive [BOD -1, STR -2, Poison
Resistance, Unattractive]

4 Pirate raid! [Bawling +3, Pistols +3, Choose one: Glass
Jaw, Lost Limb, Poverty]

5 A Clan “customs officer” boards your ship. [Choose two:
BOD -1, Bad Reputation, Poverty, Stigma/Smuggler]

6 Marooned! Your vessel suffers a mechanical failure and

you spend several months awaiting rescue [Poverty,
Survival +2, Rifles +1, Navigation/Ground +1. Add one
year to the time this path takes.]

7 A rival undercuts your business. [Enemy, Poverty]

Bad year. [Poverty, Bureaucracy/any +3]

A war breaks out in one of your ports of call and you

decide to make a profit running guns [Wealth, Contact

(2), Stigma/Gun Runner, Streetwise +4]

Smuggling provides a range of opportunities. [Disguise

+2, Fast Talk +2, Forgery +2]

A port in every storm, or something like that. [Seduction

+3, Dependent]

Routine business. [+3 to any merchant field skill]

New markets. [Appraisal +3, Negotiation +3]

Good year. [Wealth (2)]

[o.0]

10
11
12

13
14
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15 A contact offers you “favored trader” status. [Good
Reputation, Wealth (4)]

Inroads! You strike a lucrative deal with Clan merchants
[Protocol/any Clan +5, Contact (1, any Clan)]

Eurekal You discover an abandoned cache of goods [Well
Equipped (4), Wealth (4)]

You stumble on a completely untapped market.
[Appraisal +5, Negotiation +5, Wealth (5), Good
Reputation)]

16

17

18

19 [Choose one event or roll twice and apply both]
20 [Choose two events or roll three times and apply each
event)

STAGE 4: TOUR OF DUTY: BLACK
WARRIOR

Open only to individuals fighting for the Circinus Federation.
Characters possessing the Black Warrior Affiliation gain a +2
bonus to alf event rolls during this path.

Unlike most other pirate bands, the Black Warriors and
their associated units must maintain some level of legitimacy,
a task that often poses moral and political quandaries to the
units. While the Warriors have many opportunities to profit,
they also encounter many opportunities to court the wrath of
the Successor States.

Time: 2 years

Traits: Vehicle (2) for MechWarrior, Aerospace Pilot and Cavalry
Skills: Add +3 to any three skills from your military fields, add
+1 to any two other skills

Previous Path: Ne'er-Do-Well (4), Tour of Duty: Black Warrior
(4), Tour of Duty: Piracy (4)

Next Path: Tour of Duty: Black Warrior (4)

Black Warrior Training Events

2 Captured during bandit raid and interrogated by the
world's defenders. [Lose all Vehicle Traits, choose two:
Combat Paralysis, Disability, Glass Jaw, Poor Hearing,
Poor Vision, Slow Learner and may only take Ne'er-Do-
Well Path next]
You sustained major injuries during a recent raid, [Lose
all Vehicle Traits, choose three: Amnesia, Combat
Paralysis, Disability (2), Glass Jaw, Lost Limb, Poor
Hearing, Poor Vision, Slow Learner and may take no
other combat paths]
You attempted a mutiny and failed. [Acting +3,
Cryptography +3, Alternate Identity, Enemy (2),
Stigma/Traitor and may take no other paths in the
Circinus Federation]
You become sympathetic with the victims of your raids.
[Good Reputation, Stigma/Weak-Willed, Timid and may
take no other military paths in the Circinus Federation]
You are on the losing side of a brawl with another Black
Warrior. [Choose two: BOD -2, Disability, Glass Jaw, Poor
Hearing, Poor Vision, Timid or Unattractiveness and may

take no other combat paths in the Circinus Federation]

Your commanding officer just doesn't like you.
[Bureaucracy/Black Warriors +3, Bad Reputation,
Demotion, Enemy]

Not much loot but you did bring something else back
from that Periphery outpost. [Allergy (2) and add 1 year
to the time this path takes]

The stress of the bandit lifestyle is getting to you.
[Tactics/any +4, Sensor Operations +2, Perception +2,
Addiction, Quirk/Paranoid]

You don't get your fair share of the spoils and turn infor-
mant but someone smells a rat. [Acting +3, Enemy]

Is there honor among thieves? [Perception +2,
Quirk/Paranoid, Sixth Sense]

You survive another year of hectic bandit raids. [+3 to
any three skills in your military field, +2 to two other
skills]

You like being a bandit a little too much. [Interrogation
+3, Intimidation +3, Scrounge +3, Promotion,
Quirk/Gung-Ho, Custom Vehicle (3)]

Lots of salvage this year [Choose two: Vehicle (3), Owns
Vehicle, Custom Vehicle (3)]

Why do you always get “point?” [+5 to any military skill,
add +3 to any three other military skills, Perception +3,
EDG +1, Sixth Sense, Stigma/“golden child”]

Banditry sure is profitable. [Contact (2), Forgery +4,
Gambling +4, Negotiation +4 and either Owns Vehicle or
Wealth (3)]

Your actions in the field earn the respect of your partners
in crime. [Leadership +5, Tactics/any +5, Brave,
Commission, Custom Vehicle, Good Reputation]

Your exploits make you famous, or is that infamous?
[Leadership +5, Strategy +5, Tactics/any +5, Custom
Vehicle (2), Enemy (2), Wealth (3), Well-Connected]
[Choose one event or roll twice and apply both]

[Choose two events or roll three times and apply each
event]
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STAGE 4: TOUR OF DUTY:
BEROTHERHOOD OF RANDIS
Brotherhood of Randis characters only.

Though stationed on Randis, the Brotherhood sees action
throughout the Periphery. From former Smoke Jaguar warriors
to ex-military personnel to simple bandits, anyone who preys on
their fellow man is a likely target of the Brotherhood. The group
members alone in the Periphery, dealing out their own brand of
justice and sometimes making the ultimate sacrifice.

Time: 2 years

Skills: Academic/Theology +4, +4 to any three skills, +2 to any
two additional skills

Previous Path: Tour of Duty: Brotherhood of Randis (4)

Next Path: Tour of Duty: Brotherhood of Randis (4), Travel (4),
Ne'er-Do-Well (4); once a character leaves the Brotherhood (to
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take part in a different Life Path, for example), that character
must reduce his Edge Threshold by one point and spend 1D6
years In study if he wants to return to the Brotherhood.
Events: Roll on the Brotherhood of Randis Training Events Table
(p. 164)

STAGE 4: TOUR OF DUTY: NUEVA
CASTILE
Castilian, Umayyad or Mercenary Affiliations only.

The war in Nueva Castlle has raged for more than two cen-
turies, fueled by bitter hatred between the Castilians and
Umayyads and not a little meddling by the Hanseatic League.
Time: 2 years
Attribute Minimums: BOD 5
Skills: Career/Soldier +2, Protocol/Faction +1, Tactics/any +2
Previous Path: Any
Next Path: Tour of Duty: Nueva Castile (4), To Serve and
Protect (4)

Tour of Duty: Nueva Castille Events
2 The enemy lured you into an ambush. [Any two military
field skills +2, Quirk/Hate Enemy and choose two:
Amnesia, Combat Paralysis, Demoted, Disabled, Lost
Limb]
3 Accused of cowardice. [Bad Reputation, SOC -2]
4 You are captured by the enemy and ransomed back.

10

11

12

Eventually. [Bad Reputation, BOD -1, Escape Artist +1,
Languages/any +2. Add one year to the time this path
takes.]

You are “persuaded” to assist an outside faction in
destabilizing Nueva Castile. [Contact, In For Life, Wealth]
Blood, sweat and tears. You didn't think you would sur-
vive that battle. [+2 to all skills in one military field;
choose one: Combat Paralysis, Disabled (3)]

A member of your unit demands a duel to restore a slight
to his honor. [BOD -1, Choose one: Blade +2, Martial
Arts/Any +2, Pistol +2]

You find yourself dragged into the pretty politics of the
warrior-nobles. [Contact (2), Enemy]

You manage to bring back considerable battlefield sal-
vage. [Well-Equipped]

Unholy alliance. Somehow you find yourself working
alongside one of the enemy. [Contact/Enemy,
Languages/Enemy +2 and remove any Quick/Hate
Enemy Traits]

Garrison duty. Ah, peace and quiet! [+1 to any three
skills]

You are involved in dealings with the Hansa.
[Contact/Hanseatic League, Negotiation +3,
Protocol /Hanseatic League +3]

You are dispatched on a diplomatic mission, either to the
enemy or to an outside group, in an effort to garner sup-
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port for your cause. [Negotiation +4, Protocol/any +4,
Streetwise +4; add one year to the time this path takes]
The highlights of your year are the great social functions
held in the capital. [Protocol/Faction +5, Seduction +4,
Arts/any +4]

You ordered to raid an enemy depot, a mission you pull
of with panache! [Career/Soldier +5, +3 to any four field
skills, Promotion, Good Reputation]

Selected for special duties. [Contact (2), next path may
be Special Training: Special Forces (3, p. 31, MW3) or
Covert Ops (4)]

You are assigned to the general staff to aid in planning a
campaign. [Bureaucracy/any Military +5, Strategy +5;
choose one: Promotion (4) and Enemy (1), or Well
Connected (4) and Timid]

You lead your troops in a glorious victory over the enemy
hordes. [Good Reputation, Promotion (2), Land Grant,
Wealth (4) and Well Equipped (3)]

[Choose one event or roll twice and apply both]

[Choose two events or roll three times and apply each
event]
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STAGE 4: TOUR OF DUTY: PIRACY
Any affiliation.

Very few people set out to be a pirate. It is one of those
lifestyles that often sneaks up on an individual and blindsides
him. For others, it simply represents a lack of other options.
Whatever your reason for turning to piracy, you have embraced
a life of banditry and plunder. So take what you need, watch
your back and always remember to pack an extra knife.

Time: 2 years

Attribute Minimums: None

Attribute Thresholds: BOD +1, WIL +2 (SOC now has a maxi-
mum value of 1, unless player takes alternate identity—pirates
do not rate well on the social ladder.)

Traits: Bad Reputation, Enemy, reduce any Vehicle Trait to (O)
unless character has the Owns Vehicle trait.

Skills: Add +3 to any three military field skills orto any skill list-
ed in the Scout Field; add +1 to any other two skills, including
new skills if desired.

Previous Path: Any

Next Path: Civilian Job (4), Ne'er-do-well (4), Free Trader (4),
Tour of Duty: Piracy (4), Travel (4)

Events: For characters coming out of Ne'er-do-well or Street
Paths or those kicked out of any military path by events, roll
events per standard rules. All other characters take a -1 penal-
ty on this first roll. (If repeating this path, the standard penal-
ties apply: -1 modifier on second roll, =2 on third, and so on.)

Tour of Duty: Piracy Events
2  You were warned about trusting anyone too much, even
a childhood friend. You are sold out to the authorities.
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1%
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16

17
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[Enemy (2), Poverty (2), Introvert, Quirk/Vendetta, add
1D6 years to time of this path]

You'll be back—and they'll be sorry. [Combat Paralysis,
Lost Limb (2), Quirk/Vendetta]

The pirate's life has its traps. [Choose one: Addiction
(2), Lost limb (2), or add +1D6 years to time of this path
and take Escape Artist +6]

What goes up must come down. Unfortunately, what
came down was almost 5,000 tons of DropShip pieces.
[Survival +5, First Aid +3, Scrounge +3 and lose all
Wealth and Vehicle Traits]

There's something to be said for being top dog. [BOD +2,
Toughness, Unattractive (scarred), Lost Limb,
Quirk/Unable to Refuse Fight, Brawling +4, Pistols +2,
Blades +5]

The weak shall inherit the earth—about ten cubic meters
of it over their coffins. [Enemy, Enemy (2),
Stigma/Bounty, Bad Reputation (3), +2 any two military
skills]

The big score! But who's holding the marker on this one?
[Wealth (6), Enemy (3), Quirk/Paranoid]

Mercy doesn't pay. [Enemy (2), Stigma/Bounty]

Slow year and no easy marks. [Poverty, -1 to any two
skills improved this path, Scrounge +4]

Never let it be said that you never try anything new.
[Choose one: Forgery +4, Interrogation +4, Whips +4]
Easy money. [Wealth (2), Enemy (2}, Intimidation +3]
You are one of those fortunate people who enjoy your
work. [Gregarious, add +1 to all skills improved this
path]

Reputations have their ups and their downs. [Pistols +4
or Blades +4, Quickdraw +3, Enemy (2), Unattractive
(dueling scar)]

It's a lucrative business. Just be careful you don’t
become your own best customer. [Administration +3,
Negotiation +3, Wealth (5), Well-Connected (4), Addiction
68

Something warned you that it was a trap. Always listen
to your gut. [Sixth Sense, Escape Artist +4, Perception
+4 and add a year to the time of this path.]

Only the strong survive. [STR +1, BOD +2, WIL +1 and
choose either Toughness or Pain Resistance]

Out clean! You are handed a full pardon—a chance to
start a new life. [You can take the pardon, Contact (3),
Wealth (2) and continue with any Life Path for which you
qualify. If treachery is in your blood, you can betray that
trust and take Enemy (3), Bad Reputation (5},
Stigma/Large Bounty and either Wealth (6) and Well-
Equipped (8) or Vehicle (6) and Owns Vehicle.]

[Choose one event or roll twice and apply both]
[Choose two events or roll three times and apply each
event]
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Alliance have made great
strides in advancing their level
of technology, though the former only because of its close
association with the Capellan Confederation. Others, like the
Marian Hegemony, while certainly working on unlocking the
secrets of the high-technology they have bought (and stolen)
from the Inner Sphere, have focused more on the low-tech
approach to upgrading their expanding military.

ROCKET LAUNCHERS

As soon as Sean O'Reilly succeeded his father as leader
of the Hegemony, he began a program of expanding not only the
rosters of his military, but upgrading its equipment. Eventually,
he made several deals with factions within the Word of Blake to
supply high-tech BattleMechs and weapons to his legions. At
the same time, he directed his scientists to begin developing
low-tech weapons that could be both readily mass-produced

and easily retrofitted onto a "Mech or tank.

The one and only major weapon system to survive initial
field tests was one similar in concept to the Draconis
Combine's recently developed MRM series of missile launch-
ers. Instead of combining massive launcher racks with a com-
plicated ammunition-feed system, the Hegemony's designers
took a far simpler approach by making these new launchers
completely self-contained, firing a single flight of unguided high-
explosive rockets that are easily reloadable by hand in the field,
making them nearly perfect for the still decidedly low-tech
Marian legions. The main drawback was that the designers
could not incorporate guidance packages into the rockets or the
launchers without giving up too much space and mass.

Initially tested in anti-pirate raids and clandestine attacks
upon the Circinus Federation and the Magistracy of Canopus,
these simple series of rocket launchers proved highly effective.
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By the time the invasion of the |llyrian Palatinate rolled around,
many of the Palatinate's defenders took a far more cautious
stance rather than let a force of otherwise inconsequential
'Mechs or vehicles surround and decimate them with devastat-
ing salvoes of these rockets.

Since the lllyrian conquest, the cat has been let out of the
bag, so to speak, and both the Circinus Federation and
Magistracy of Canopus are currently testing the limited guanti-
ties of thisweapon they have been able to either salvage or pur-
chase on the black market. With both of these nations in pos-
session of this new weapon, it is only a matter of time before
the Marian rocket launchers become available to anyone and
everyone who needs an inexpensive and effective weapon.

Game Rules

Resolve Rocket Launcher attacks in the same way as a
One Shot LRM attack consisting of the appropriate number of
missiles (as listed in the weapon's name), but with the follow-
ing exceptions: use the range brackets listed for each specific
weapon and apply a +1 modifier to the base to-hit number of
the Rocket Launcher attack. As soon as the weapon is fired,
the player making the attack should place a mark next to the
weapon's critical slot on the Critical Hit Table; each rocket
launcher may only be fired once during a game. Rocket
Launchers may not make use of any specialized munitions or
equipment (such as Artemis IV, NARC homing missiles and the
like); ECM suites likewise have no effect on the weapon
(though Anti-Missile Systems may be used against a Rocket
Launcher attack). Rockel Launchers can be reloaded following
a mission for the cost listed in the Periphery Equipment Costs
and Battle Values Table (p. 169).

BATTLEMECH VARIANTS

Several new variants on traditional BattleMech designs
have appeared within the last few years, as has one entirely
new design, courtesy of the Trinity Alliance and the Capellan
Confederation. Most have been courtesy of the Marian
Hegemony and its military buildup, though the trickle-down the-
ory has brought a few Inner Sphere variants into the Periphery.
The great majority of these variants are one-off refits accom-
plished in the field with parts on hand. Several of these con-
figurations have caught on with the Marian Hegemony's
Legions, with scores of 'Mechs refit prior to and during the con-
quering of the lllyrian Palatinate. BattleMechs such as the
Whitworth, once considered little more than a minor threat, are
now feared on the battlefields of the Periphery, while the
Hunchback and Catapult, always staples of the Legions, have
become an even greater threat than they once were; even the
much maligned Charger 1AL is finding new life.

ABS-3L ANUBIS

Mass: 30 Tons
Chassis: Detroit Type |ll Endo
Power Plant: Ceres Motors 240 Extralight
Cruising Speed: 86 kph
Maximum Speed: 130 kph
Jump Jets: None
Jump Capacity: None
Armor: Hellespont Lite Stealth
Armament:
1 Diverse Optics Extended Range Small Laser
4 Sian/Ceres Jaguar LRM-5 Launchers
Manufacturer: Detroit Consolidated MechWorks
Primary Factory: Detroit
Communications System: Ceres Metals Model 666 with
Guardian Electronic Countermeasures
Targeting and Tracking System: Dynatec 990

OVERVIEW

The last several years have seen a dramatic increase in
the numbers of brand-new BattleMech designs reaching the
fields, a fact directly attributable to the continued unlocking of
Clan technologies and to a general desire to break with the tra-
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ditions and influences of the past. For every one of these new
designs that have seen the light of day, twenty or more never
made it past the drawing board. The 'Mech known as the
Anubis was nearly one of these.

Designed by Gittleman and Abzug, a pair of engineers with-
in the Fredonian Industrial Technologies design consortium, the
Anubis was intended to complement the Osiris, a '"Mech they
had designed that the Federated Suns’ Achernar BattleMechs
had already accepted and was retooling one of its lines to build.
Achernar turned down the Anubis design outright, though, as
did the AFFC's Department of the Quartermaster and every
other Suns’ manufacturer the two took their design to.

The Anubis would likely have died there had Gittleman and
Abzug not chosen to leave the Federated Suns for the New
Colony Region, where Detroit Consolidated MechWorks quickly
snapped up the two designers—and their Anubis.

CAPABILITIES

In addition to giving the militaries of the Magistracy of
Canopus, the Taurian Concordat and the Colonial Marshals a
new light BattleMech, the Anubis serves a more important role:
demonstrating the Capellan Confederation's commitment to
the terms of the Trinity Alliance. Construction of the Detroit
MechWorks was partially financed by the Capellan
Confederation, which has continually kept the facility upgraded
with the advances it needs to construct even the most compli-
cated '"Mech designs.

The Anubis is the first non-Capellan-produced 'Mech to fea-
ture the Confederation’s latest technological revolution—
Stealth Armor. Though not all of the components are produced
on Detroit—the Stealth Armor is shipped in from Sian, for
example—the Detroit plant is one of only three in existence
that can currently construct BattleMechs incorporating any and
all of these advancements.

The 'Mech itself is designed to operate in a supporting
role, quickly darting about the edge of a battlefield and laying
down a suppressing fire with its battery of Long-Range Missile
launchers while other 'Mechs and vehicles dash in under that
curtain to engage an enemy directly. With that mission in mind,
the designers felt that the 'Mech needed only minimal armor
protection, while the addition of the Confederation’s Stealth
Armor to the design gives it an even greater edge if it does
come under fire. The Anubis has only limited ammunition
reserves however, and must remain within easy reach of a
friendly supply line if it is to remain effective on the battlefield.

At the same time, the Anubis’ integral ECM suite gives the
Canopian and Taurian militaries the capability to quickly cripple
an enemy’'s C3 (command, control and communications) sys-
tem with the strategic placement of just a few Anubis’ in key
positions, a capability that can easily turn the tide of battle.

DEPLOYMENT

The Anubis has only been in the field for a few months, but
has already made its way to key units within the Magistracy and
the Concordat. The Colonial Marshals field the highest concen-
tration of the Anubis, though that is hardly surprising consider-
ing the fact that the Marshals have always been understrength,
even before Governor Maltin’s abortive bid for independence.

VARIANTS

Though the Anubis has only been in the field for a few
months, a variant has already surfaced. Due to the ease with
which the new Hegemony Rocket Launcher technology can be
added to a 'Mech, an LRM 5 has been removed from each
torso and replaced with Rocket Launcher 15, while a Rocket
Launcher 10 has been added to the left arm to create the
ABS-3R.

Type: Anubis
Technology Base: Inner Sphere
Tonnage: 30
Battle Value: 807
Equipment Mass
Internal Structure: Endo Steel 1.5
Engine: 240 XL 6
Walking MP: 8
Running MP: 12
Jumping MP: 0
Heat Sinks: 10 [20] 0
Gyro: 3
Cockpit: 3
Armor Factor: 88 BB
Internal Armor
Structure Value
Head 3 9
Center Torso 10 11
Center Torso (rear) 4
R/L Torso 7 9
R/L Torso (rear) 3
R/L Arm 5 8
R/L Leg 7 12
Weapons And Ammo Location Critical Tonnage
ER Small Laser LA 1 B
2LRM 5 LT 2 2
Ammo (LRM) 24 LT 1 &
2LRM 5 RT 2 2
Guardian ECM Suite CT 2 5




Type: ABS-3L Anubis
Movement Points:
Walking: 8
Running: 12
Jumping: 0

Tonnage: 30

BATTLEMECH RECORD SHEET
ARMOR DIAGRAM Toro

Left Torso i Rear

Right Arm

Technology Base: 3062
Inner Sphere

Right Torso

Rear Weapons Inventory
Type Location Heat Damage  Min. Short  Med.
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Cost: 5,159,765
Battle Value: 807
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Mech Dala

Type: ABS-3R Anubis

Movement Points:
Walking: 8
Running: 12
Jumping: 0

Tonnage: 30

BATTLEMECH RECORD SHEET
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Type Location Heat Damage  Min. Short  Med.

1 ER Small Laser LA
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Type: CPLT-H2 Catapult Tonnage: 65
Movement Points:

BATTLEMECH RECORD SHEET
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Center Torso

Engine

Engine

Engine

Gyro

Gyro

Gyro 1-3
Gyro

Engine

Engine

Engine

Ferro-Fibrous !l
Ferro-Fibrous 4 6

Right Torso

. Rocket Launcher 10
Rocket Launcher 10
Ferro-Fibrous
Ferro-Fibrous
Farro-Fibrous
Ferro-Fibrous

—

13

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

DB WP OB LN

4-6

1
2.
3.
4,
5.
6.
T
2.
3.
4,
5.

OB WN - DU RN

Cost: 7,770,119
Battle Value: 947
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Mech Dala

Type: CGR-2A2 Charger

Movement Points:
Walking: §
Running: 8
Jumping: 0

Tonnage: 80

Technology Base: 3062
Inner Sphere

Weapons Inventory
Type Location Heat Damage Min. Short Med. Long

1 Medium Laser ~ RA =
1 Rocke! Launcher 10 LA
2 Rocket Launcher 10 AT
2 Rocke! Launcher 10 LT

Ammo Type Rounds

Total Heat Sinks: 10 Single
0000000000

Ruto Eject

] Operational [ Dpisabled

Warrior Dala

Name:

Gunnery Skill: Piloting Skill:

Hits Taken 2: 1. 38 4

Consciousness # 5|7 |10

Heal 5cale

Shutdown

Ammo Explosion, avoid on 8+

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+

-4 Movement Points

Ammo Explosion, avoid on 4+
Shutdown, avoid on 6+

+3 Modifier to Fire

-3 Movement Points
Shutdown, avoid on 4+

+2 Modifier to fire

-2 Movement Points

+1 Modifier to Fire

-1 Movement Points

Copyright 2001. Permission to photocopy for personal use.



Mech Dala

Type: COM-4H Commando

Movement Points:
Walking: 6
Running: 9
Jumping: 0

AV NEEVECH

BATTLEMECH RECORD SHEET
ARMOR DIAGRAM oo

Left Torso Rear
Rear

Tonnage: 25

Technology Base: 3062
Inner Sphere

Right Torso
Rear

Weapons Inventory
Type Location Heat Damage  Min. Shot  Med. Long

Left Torso Right Torso

g:-: 2 Rocke! Launcher 15 RA
: 2 Medium Laser LA
- M 2 Rocke! Launcher 15 RT
B 2 Rockst Launcher 15 LT

4
3
4
4

Certtar Ammo Type Rounds

Torso

Left Arm Right Arm

Total Heat Sinks: 10 Single
OO0O0O0000

Auto Eject
] operational

[ Disabled

Left Arm

Shoulder

Hand Actuator
Medium Laser
Medium Laser

Rw! A.mu.

PUAEWNL DO s N

R TR P T

Heat Sink
Heat Sink
Rocket Launcher 15
Rocket Launcher 15
Rocket Launcher 15
Rocket Launcher 15

B
£
=
=

Jatdis (L a7

Hip

Upper Leg Actuator
Lower Leg Actuator
Foot Actuator

Roll Again

Roll Again

Upper Arm Actuator
Lower Arm Actuator

Crilical Hil Table

Life Support
Sensors
Cockpit
Roll Again
Sensors

Life Support

Center Torso

Engine
Engine
Engine
Gyro
Gyro
Gyro

Gyro

Engine
Engine
Engine

1-3

-Fl
o=

SoBLRNS DO AL

Damage Internal
Transfer Structure
Diagram Diagram

Engine s OO O
mmlis OO
Sensor fiits OO
Life Support O

Cost: 1,923,750
Battle Value: 628

Shoulder

Upper Arm Actuator
Lower Arm Actuator
Hand Actuator
Rocket Launcher 15
Rocket Launcher 15

Rocket Launcher 15
Rocket Launcher 15
Roll Again

—
[]
[=%]

oorwi e olswo

-P
an

Hrght ansn

Heat Sink
Heat Sink
Rocket Launcher 15
Rocket Launcher 15
Rocket Launcher 15
Rocket Launcher 15

poswn~ o als el -

nght I.eg

Hip

Upper Leg Actuator
Lower Leg Actuator
Foot Actuator

Roll Again

Roll Again

Name:

Gunnery Skill: Piloting Skill;

Hits Taken

Consciousness #

Heal Scale

Heat Overflow
Shutdown

Ammo Explosion, avoid on 8+

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+

-4 Movement Points

Ammo Explosion, avoid on 4+
Shutdown, avoid on 6+

+3 Modifier to Fire

-3 Movement Points
Shutdown, avoid on 4+

+2 Modifier to fire

-2 Movement Points

+1 Maodifier to Fire

-1 Movement Points

BATTLETECH is a Registered Tracemark of FASA Corporation, Copyright 2001. Permission to photocopy for personal use.



ARMOR DIAGRAM

Left Torso

Center
Torso

Left Arm

Leg Leg

Left Arm

Shoulder

Upper Arm Actuator
Lower Arm Actuator
Hand Actuator
Medium Laser
Rocket Launcher 20

Rocket Launcher 20
Rocket Launcher 20
Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous

Left Torso

Rocket Launcher 20
Rocket Launcher 20
Rocket Launcher 20
Rocket Launcher 20
Rocket Launcher 20
Rocket Launcher 20

Rocket Launcher 20
Rocket Launcher 20
Rocket Launcher 20
Rocket Launcher 20
Rocket Launcher 20
. Rocket Launcher 20

Left Leg

Hip

Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Ferro-Fibrous
Ferro-Fibrous

13

4-6

ouewP = Sloson

1-3

4-6

[oo oo =] [ o B =

BATTLEMECH RECORD SHEET

Center

Left Torso
Rear

Damage
Transfer
Diagram

Crilical Hil Table

Life Support
Sensors
Cockpit

Roll Again
Sensors

Life Support

Center Torso

Engine
Engine
Engine
Gyro
Gyro
Gyro

Gyro

Engine
Engine
Engine
Ferro-Fibrous
. Ferro-Fibrous

13

U EWN S PO RN

Engine its OO O
Gyroliits OO
Sensor lits OO
Life Support ©

Cost: 9,675,560
Battle Value: 1,333

BATTLETECH is a Registered Trademark of FASA Corporation.

Right Torso
Rear

Internal
Structure
Diagram

Shoulder

Upper Arm Actuator
Lower Arm Actuator
Hand Actuator
Medium Laser
Rocket Launcher 20

Rocket Launcher 20
Rocket Launcher 20
Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous

Right Torso

. Autocannon 20
Autocannon 20
Autocannon 20
Autocannon 20
Autocannon 20
Autocannon 20

4-6

e w = Slo s

=

1-3

Autocannon 20
Autocannon 20
Autocannon 20
Autocannon 20
Ammo (AC 20) 5
. Ammo (AC 20) 5

Right Leg

Hip

Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Ferro-Fibrous
Ferro-Fibrous

4-6

ouvlrwms DOEGD

Mech Dala

Type: CP-11-H Cyclops

Movement Points:
Walking: 4
Running: 6
Jumping: 0

Tonnage: 90

Technology Base: 3062
Inner Sphere

Weapans Inventory
Type Location Heat Damage Min. Short  Med. Long

1 Medium Laser ~ RA -

1 Rockel Launcher 20 RA
1 Medium Laser LA

|l 1 Rocket Launcher 20 RA

1 Autocannon 20 RT

4 Rocket Launcher 20 LT

Ammo Type Rounds

Total Heat Sinks: 12 (24) Double
0000000000 OO

Auto Eject
] operational

] Disabled

(arrior Dala

Name:
Gunnery Skill:

Piloting Skill:
Hits Taken 213

Consciousness # § 15T tD

Shutdown
Ammao Explosion, avoid on 8+

Shutdown, avoid on 10+

-5 Movement Points

+4 Madifier to Fire

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+

-4 Movement Paints

Ammo Explosion, avoid on 4+
Shutdown, avoid on 6+

+3 Modifier to Fire

-3 Movement Points
Shutdown, avoid on 4+

+2 Modifier to fire

-2 Movement Points

+1 Madifier to Fire

-1 Movement Points

Copyright 2001, Permission to photocopy for personal use.



ARMOR DIRGRAM

Left Tarso

Center
Left Arm

Leg Leg

Left Arm

1. Shoulder

2. Upper Arm Actuator
3. Lower Arm Actuator
1'3 4. Flamer

5. Medium Laser

6. Double Heat Sink
1. Double Heat Sink
2. Double Heat Sink
3. Ferro-Fibrous

4, Ferro-Fibrous

5. Roll Again

6. Rall Again

Left Torso

Jump Jet

Jump Jet

Jump Jet

Rocket Launcher 10
Rocket Launcher 10
Ferro-Fibrous

13

Ferro-Fibrous
Ferro-Fibrous
Roll Again
Roll Again
Roll Again
Roll Again

Left Leg

Hip

Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Ferro-Fibrous
Ferro-Fibrous

4-6

OB WM — DU BN -

Right Torso

Center
Torso

Left Torso
Rear

Right Arm

Damage
Transfer
Diagram

Crilical Hil Table

Head

Life Support
Sensors
Cockpit

Roll Again
Sensors

Life Support

Center Torso

Engine
Engine
Engine
Gyro
Gyro
Gyro

Gyro

. Engine

Engine

Engine

. Rocket Launcher 10
Rocket Launcher 10

13

DN P = OO LD

Engine s O OO
Gy lits OO
Sensor Hits OO
Lite Support O

Cost: 3,329,100
Battle Value: 924

BATTLEMECH RECORD SHEET

Right Torso
Rear

Center

e
]
Sad

oo s W= Slonswn =

,.h
(-]

1-3

4.6

Internal
Structure
Diagram

Right Arm

Shoulder

Upper Arm Actuator
Lower Arm Actuator
Flamer

Medium Laser
Double Heat Sink

Double Heat Sink
Double Heat Sink
Ferro-Fibrous
Ferra-Fibrous
Roll Again

Roll Again

Right Torso

1. Jump Jet

2. Jump Jet

3. Jump Jet

4. Rocket Launcher 15
5. Rocket Launcher 15
E Rocket Launcher 15
1

. Rocket Launcher 15
. Ferro-Fibrous
. Ferro-Fibrous
. Ferro-Fibrous
- Roll Again
Roll Again

Right Leg

. Hip
Upper Leg Actuator
Lower Leg Actuatar
Foot Actuator
Ferro-Fibrous
Ferro-Fibrous

Type: F89-C Firestarter

Tonnage: 35

Movement Points:

Walking: §
Running: 9
Jumping: 6

Technology Base: 3062
Inner Sphere

Weapons Inventory
Type Location Heat Damage Min. Short  Med. Long

1 Flamer RA

1Medium Laser  RA
1 Flamer LA

2 Rocket Launcher 15 AT

2 Rocket Launcher 10 LT
2 Rocket Launcher 10 CT

3
3
3
1 Medium Laser LA 3
4
3
3

Ammo Type

Total Heat Sinks: 10 (20)

Double

0000000000

Auto Eject

[ Operational

Name:

[ Disabled

arrior Dala

Gunnery Skill:
Hits Taken

Consciousness #

Piloting Skill:
2
§

Heal Scale

Heat Overflow
Shutdown

Ammo Explosion, avoid on 8+

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+

-4 Movement Points

Ammo Explosion, avoid on 4+
Shutdown, avoid on 6+

+3 Modifier to Fire

-3 Movement Points
Shutdown, avoid on 4+

+2 Modifier to fire

-2 Movement Points

+1 Modifier to Fire

-1 Movement Points

BATTLETECH is a Registered Trademark of FASA Corporation. Copyright 2001. Permission to photocopy for personal use.



ARMOR DIAGRAM

Left Torso

Left Arm

Leg Leg

Left Arm

Shoulder

Upper Arm Actuator
Lower Arm Actuator
Hand Actuator
Medium Laser
Ferro-Fibrous

13

Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous

Left Torso (Case)

Ammo (AC 20) 5
Ammo (AC 20) 5
Rocket Launcher 20
Rocket Launcher 20
Rocket Launcher 20
Rocket Launcher 20

Rocket Launcher 20
Rocket Launcher 20
Rocket Launcher 20
Rocket Launcher 20
Rocket Launcher 20
. CASE

Left Leg

Hip

Upper Leg Actuator
. Lower Leg Actuator

Foot Actuator

Heat Sink

Roll Again

46

DUEWN S OO LN

1-3

4-6

[on = cofro = ol B wlre =

(=]

BATTLEMECH RECORD SHEET

Left Torso

Right Arm

Head

Life Support
Sensors
Cockpit

Roll Again
Sensors

Life Support

Center Torso

Engine
Engine
Engine
Gyro
Gyro
Gyro

Gyro
Engine
Engine
Engine
Roll Again
Roll Again

13

4-6

SmswpD ORG-S

Damage
Transfer
Diagram

Crilical Hil Table

Engine lis O OO
Gyrolis OO
Sensor its OO
Life Support ©

Cost: 3,824,500
Battle Value: 901

BATTLETECH is a Registered Trademark of FASA Corporation. Copyright 2001. Permission to photocopy for personal use.

Right Torso
Rear

Internal
Structure
Diagram

Right Arm

. Shoulder

Upper Arm Actuator
Lower Arm Actuator
Hand Actuator
Medium Laser
Ferro-Fibrous

.ﬂ
(-]

CUBWNS DOTs LN

Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous
. Ferro-Fibrous

Right Torso

. Autocannon 20
Autocannon 20
Autocannon 20
Autocannon 20
Autocannon 20
Autocannon 20

-P
(]

—

1-3

Autocannon 20
Autocannon 20
Autocannon 20
Autocannon 20
Roll Again
. Roll Again

Right Leg

46

o FORON

[=2]

. Hip
. Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Heat Sink
Roll Again

Mech Dala

Type: HBK-5H Hunchback

Movement Points:
Walking: 4
Running: 6
Jumping: 0

Tonnage: 50

Technology Base: 3062
Inner Sphere

Weapons Inventory
Type Location Heat Damage Min. Short  Med. Long

1 Medium Laser ~ RA - 3
1 Medium Laser LA
Autocannon 20 RT

3 Rocket Launcher 20 LT

Ammo Type
Autocanon 20

Total Heat Sinks: 10 Single
(0000000000

Ruto Eject

] operational [] pisabled

Warrior Dala

Name:

Gunnery Skill: Piloting Skill:

Hits Taken 2

Consciousness # 5 | 7|10

Heal 5cale

Heat Overflow
Shutdown

Ammo Explosion, avoid on 8+

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+

-4 Movement Points

Ammo Explosion, avoid on 4+
Shutdown, avoid on 6+

+3 Modifier to Fire

-3 Movement Points
Shutdown, avoid on 4+

+2 Modifier to fire

-2 Movement Points

+1 Modifier to Fire

-1 Movement Points




BATTLEMECH RECORD SHEET

ARMOR DIAGRAM

Left Right
Leg Leg

Left Arm

Shoulder

Upper Arm Actuator
LB 2-X AC

LB 2-X AC

LB 2-X AC

LB 2-X AC

1. Large Laser

@ Large Laser
4-§ > Ferro-Fibrous

4. Ferro-Fibrous
5. Ferro-Fibrous
6. Roll Again

Left Torso

1. Rocket Launcher 15

. Rocket Launcher 15

E. Rocket Launcher 15

1'3 4. Rocket Launcher 15

E, Rocket Launcher 15

. Rocket Launcher 15

1. Ammo (LB 2-X) 45
2. Ferro-Fibrous
3. Ferro-Fibrous

4, Roll Again
8,
6.

Roll Again
Roll Again

Left Leg

Hip

Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Ferro-Fibrous
Ferro-Fibrous

4-6

Left Torso
Rear

Right Arm

Damage
Transfer
Diagram

Crilical Hil Tabl

Life Support
Sensors
Cockpit

Roll Again
Sensors

Life Support

Center Torso

Engine
Engine
Engine
Gyro
Gyro
Gyro

Gyro
Engine
Engine
Engine
Roll Again
Roll Again

13

s DO RGNS

Center
Torso
Rear Right Torso
Rear

Internal
Structure
Diagram

p Right Arm

Shoulder

Upper Arm Actuator
LB 2-X AC

LB 2-X AC

LB 2-X AC

LB 2-X AC

Large Laser
Large Laser
Ferro-Fibrous
Ferro-Fibrous
Ferro-Fibrous
Roll Again

Right Torso

E Rocket Launcher 15
2

. Rocket Launcher 15
3. Rocket Launcher 15
1'3 E Rocket Launcher 15
E, Rocket Launcher 15
Rocket Launcher 15

. Ferro-Fibrous

. Ferro-Fibrous

. Roll Again

. Roll Again
. Roll Again

4-6

Egine lis OO O
tymbis OO
Sensor its OO
Life Support ©

. Roll Again
Right Leg

Hip

Upper Leg Actuator
Lower Leg Actuator
Foot Actuator

Cost: 5,879,226
Battle Value: 1,203

Ferro-Fibrous
Ferro-Fibrous

BATTLETECH is a Registered Trademark of FASA Corporation. Gopyright 2001. Permission to photocopy for personal use.

Type: JME-H JagerMech

Movement Points:
Walking: 4
Running: 6
Jumping: 0

Tonnage: 65

Technology Base: 3062
Inner Sphere

Weapons Inventory
Type Location Heal Damage Min,

11B2-XAC RA
1large Laser  RA
118 2-XAC LA

1large Laser LA
3 Rocket Launcher 15 AT

B 3 Rocket Launcher 15 LT

1 4

Ammo Type
LB 2-X

Rounds
45

Total Heat Sin

ks: 10 (20)

0000000000

Double

Ruto Eject
[ Operational

[ Disabled

Warrior Dala

Name:

Gunnery Skill:
Hits Taken

Consciousness #

Piloting Skill:

213 ] 4

5| 7110

Heal 5cale

Heat Overflow
Shutdown

Ammo Explosion, avoid on 8+

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+

-4 Movement Points

Ammo Explosion, avoid on 4+
Shutdown, avoid on 6+

+3 Modifier to Fire

-3 Movement Points
Shutdown, avoid on 4+

+2 Modifier to fire

-2 Movement Points

+1 Modifier to Fire

-1 Movement Points




® )
C@-E Mech Dala
BATTLEMECH RECORD SHEET Type: WTH-1H Whitworth Tonnage: 40

Movement Points:
Center Running: 6
nnM“n nIAEBAM Torso Jumping: 4 Inner Sphere

Walking: 4 Technology Base: 3062
Left Torso Rear Right Torso
Rear
Head
Left Torso Right Torso

Rear INeapons Inventory
Right Arm

Type Location Heat Damage Min. Short  Med. Long
1 Mediom Laser RA 3 -
1 Medium Laser LA 3 -
B Rockel Launcher 10 RT 3 -

1 5AM 6 A
1 Medium Laser ~ RA

Ammo Type
SRM 6
Left Arm

Total Heat Sinks: 14
0000000000 0000

Ruto Eject
[ operational [] Disabled

Damage Internal
Transfer Structure
Leg Leg Diagram Diagram

Name:
Gunnery Skill: Piloting Skill:

Hits Taken 2

Left Arm Crilical Hil Table WEELILETL

Shoulder Shoulder
Upper Arm Actuator Upper Arm Actuator
Lower Arm Actuator HEHI‘ Lower Arm Actuator
Hand Actuator Hand Actuator
Medium Laser 1. Life Support Medium Laser
Roll Again 2. Sensors Roll Again

; 3. Cockpit
Eg“ igz:g g Medium Laser

6

Consciousness # 5. 71710

13

—_—
[]
Cad

Heal Scale

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
. Roll Again

Heat Overflow

Roll Again Sensors Shutdown

Roll Again Life Support

4-6

.'h
an

Roll Again
. Roll Again Center Torso

Left Torso Engine Right Torso

Engine
Heat Sink 1 3 Engine . Heat Sink
Heat Sink a3 Gyro Heat Sink
Heat Sink Gyro Heat Sink
SRM 6 Gyro Rocket Launcher 10
SRM 6 Gyro Rocket Launcher 10
Ammo (SRM 6) 15 Rocket Launcher 10

Engine
Roll Again Engine Rocket Launcher 10
Roll Again Engine Rocket Launcher 10
Roll Again Heat Sink Rocket Launcher 10
Roll Again Heat Sink Rocket Launcher 10
Roll Again Rocket Launcher 10
- Roll Again . Roll Again

Left Leg H‘,?Wi“: =ﬁ: 880 Right Leg

Hip o Sensor Hits OO : Eip P
pper Leg Actuator P . Upper Leg Actuator
Lower Leg Actuator Lie SHﬁlllll'f O . Lower Leg Actuator
. Foot Actuator . Foot Actuator

. Jump Jet Cost: 2,877,934 . Jump Jet

. Jump Jet Battle Value: 951 . Jump Jet

Ammo Explosion, avoid on 8+

oomELNS DO RWN S
SO B LN DU W

Shutdown, avoid on 10+

-5 Movement Points

+4 Modifier to Fire

Ammo Explosion, avoid on 6+
Shutdown, avoid on 8+

—
LR R e Dl DSl D Bl fab fand o)
=PI B N O [~ 00 OO

]
=

-4 Movement Points

Ammo Explosion, avoid on 4+
Shutdown, avoid on 6+

+3 Modifier to Fire

.ﬂ
5]

s OB WLMND
=
w

Yy e
o |~4|co

-
o

-3 Movement Points
Shutdown, avoid on 4+
+2 Modifier to fire

o

|

SoawN s U@

..h
(7]
5

dary

1.
2
3.
s
5,
6.
T
2,
3.
4.
5.
6

(=1}

-2 Movement Points

o
w

+1 Modifier to Fire

-1 Movement Points

(==} (=1 (=] [ =]
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A
Abilities, advantages, overlapping, 148
Able's Aces, 121, 128, 155
ABS-3L Anubis, 170-71
Academies
Magistracy of Canopus, 27-28
Outworlds Alliance, 90-92
Aerospace forces, 14-15
Marian Hegemony, 73
Outworlds Alliance, 87-88, 89
pirates, 123-24
Taurian Concordat, 52
uniforms, 89
Aerotech 2 weapons, 169
Air chief, 54
Alfirk, 113
Alliance
Aerospace Arm, 87-88
Air Wing, 93, 94, 95, 96, 97
Borderers, 154
Grenadiers, 154
Ground Defense Arm, 88
liaison, Magistracy of Canopus, 23
Alliance Military Corps, 87-88, 153-54
Alliance Service Arm, 88
Alpheratz, 84
Amaris Coup/Crisis, 20, 36, 37, 110, 112
Amir ‘ashara, 140
Amir kabir, 140
Amir mi'a, 140
Antallos, 114-15, 127, 133
Anubis, 170-71
Ares Conventions, 16
Armed forces, 15-16
Magistracy of Canopus, 21-27
Magistracy ranking conventions, 24
Marian Hegemony, 72-73
Armor assets
Magistracy of Canopus, 22
pirates, 124
Taurian Concordat, 52
Astrokaszy, 106-7, 113
Atabeg, 140
Avellar, Mitchell, 85, 86, 92
Avellar Guards, 153
Awards
Aquilifer, 74
Canopus Cluster, 27
Corona Aurea (Crown of Gold), 74
Corona Civica (Oak-leaf Crown), 74
Corona Graminea (Crown of Grass), 74
Fist of Ravinthir, 27
Gallucei Cross, 20
Hyades Heart, 54
Order of Scipio, 74
Pitcairn Star, 80
Ribbon of the Magestrix, 27
Standard of Taurus, 54
Sunburst, 54
Taurian Brand, 54

B
Band of the Damned, 155

INDEX

Banner sergeant, 24

Battalion chief-sergeant, 54

BattleForce 2
command lists, 149-50
roster, 169

Battle gear, 53

BattleMech assets, 13
assignment, 145
Magistracy of Canopus, 21-22
Marian Hegemony, 72-73
pirates, 123
Taurian Concordat, 51-52
variants. 170

Black Warriors, 99, 100-103, 128, 154
affiliation, 159-60
tour of duty, 166

Blake's Prophesies, 6

Bluecoats, 61

Brady (Mark) Gang, 133

Brigadier, Taurian Concordat, 54

Brotherhood of Randis, 116, 154
tour of duty, 166-67
training, 164-65

(=
Caballero, 140
Caesar, 70, 72, 77, 79, 80, 81, 83, 106
Calderon, Brenda, 50, 51, 56
Cameron, Richard, 9, 20
Canopian Brigade, 44, 151
Canopian Cuirassiers, 31-32, 151
Canopian Fusiliers, 26, 36, 37, 38, 161
Canopian Institute of War, 27-28, 16061
Canopian Light Horse, 33, 34, 35
Canopian-Taurian Treaty/Alliance, 42, 45, 86
Canopus Cluster, 27
Capellan Armed Forces, 64
Capellan Confederation, 7, 12, 20-21, 47, 49-
50, 101, 113, 119, 122, 160
Canopian Light Horse and, 33
conquering, 32, 34
equipment, 169
impact of, 10
Capellan-St.lves war, 131
Captain, 13, 140
Captain-general, 136
Case Amber, 47
Castilian Principalities, 140, 142
affiliation, 158
Cavanaugh's Cavalry, 82
Centrella, Emma, 20-21, 27, 28, 32, 42, 131
Centrella, Kyalla, 20, 32
Centrella, Naomi, 23, 28-29, 45
Chairman, 89
Chaos March, 33, 64, 118
Chasseurs a Cheval, 26, 34, 36, 60, 151
Circinus Federation, 17, 72, 105, 109-11, 128,
132, 133
Black Warriors affiliation, 159-60
history, 99-101
military, 101-2, 150, 154
personalities, 102
Clan, 6, 14, 53, 83, 92, 110, 116, 123, 129,

134, 169
invasion, 49
warriors, 133
Cohors Morituri, 83, 153
Collegium Bellorum Imperium, 75-76, 82,
161-63
Colonel, 13, 25, 54
Colonel Marshals, 45
Colonial Marshals, 51, 151
Columbia Academy, 90-91, 163-64
Combat
forces, 13-17
Magistracy of Canopus, 25-26
overrun, 149
Command
lists, BattleForce 2, 149-50
sergeant, 24
Commandante, 140
Commander, 25, 136
Commissioned ranks, 157
Comptroller, 54
ComStar, 70, 92, 113, 134, 135, 154
affiliation, 163
Outworlds Alliance, 85-86
Concordat Commandos, 58, 152
Concordat Constabulary, 51
Concordat Jaegers, 49, 50, 59
Convoy Protection Force, 156
Cornet/ensign, Taurian Concerdat, 54
Corporal, 12, 53
Cuirassiers, 49, 61

D
Dark Caste, 133, 134
Death’s Consorts, 155
Deep Periphery, 134, 155-56
command list, 150
history, 135
Deep Periphery Trader, 165-66
Defender, 88-89
Director, 89
Doru, Hadji, 21-23, 29, 48
Draconis Combine, 7, 85, 88, 1089, 114,
115, 127
affiliation, 163
pirate hunters, 8
troops, 85
DropShips, 14-15, 22, 88, 12324
Duchy of Andurian, 20, 21, 32

E

Enlisted ranks, 157

Ensign, Magistracy of Canopus, 25
Equipment, 169-70

(3
Farstar, 114
Federated Commonwealth, 86, 107, 109,
114, 121, 130
Federated Suns, 46, 47, 48, 62, 64, 85-86,
122

affiliation, 163

military training, 17

Periphery and, 8
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Taurian Lancers and, 63
Fiefdom Military Forces, 117, 154
Fiefdom of Randis, 107-8
First ranker, 24
Fist of Ravinthir, 27
Force major, 25
Force sergeant, 53-54
Franklin Feifs, 108
Free Rasalhague Republic, 7, 134
Free Worlds League, 19-22, 36, 70, 99, 106,
107, 109, 111, 116, 133
Fusiliers, 130

G

General, 25, 73

Gladding, Imperator David, 76, 77
Ground forces, 88, 89

Guardian, 89

=i
Hanseatic League, 134, 139, 155-56
affiliation, 158
history, 135
military force, 135-36
ranks, uniforms, 136
structure, 135-36
Hanseatic Security Force, 137-38
Heroditus, 113
Hidden units, 148
House Davion, 47, 48, 56, 62, 85, 86
House Kurita, 83, 85, 86, 88, 108, 134
House Liao, 20, 32, 34, 43, 49, 50, 57
House Marik, 20, 99, 100
House Steiner, 99, 100
Human Sphere, 7, 10, 11, 112
Hunter's Paradise, 112-13
Hussars, 62
Hyades Cluster, 50, 52, 57, 58, 62
Hyades Light Infantry, 61, 152

1
| Corps, 50, 60, 152
Il Corps, B0, 61, 152
Ill Corps, 50, 152
| Legio Martia Victrix, 77, 78, 153
Il Legio Cataphractii, 78, 153
Il Legio Limitanei, 79, 153
lllyrian Palatinate, 72, 78-82, 100, 101-2,
111
Imperial War College, 70
Infantry assets, 16
Magistracy of Canopus, 22
pirates, 124
Taurian Concordat, 52-53
Initiative
banking, 149
forcing, 148
Inner Sphere, 6, 93, 104, 123
medical corps of, 23
Mica Majority, 109
MNueva Castile, 139
Succession Wars and, 48
technology and war, 10
Insignia, 74
Intelligence ministry, 23
Interstellar relations

Astrokaszy, 107
Fiefdom of Randis, 107-8
Hunter's Paradise, 112-13
Mica Majority, 109
New St. Andrews, 110
Niops Association, 111
Franklin Feifs, 108

IV Corps, 51, 152-53

IV Legio Comitatensis, 80, 153

oJ
Jewel’'s Picaroons, 133
JumpShip, 14, 15, 22, 46, 51, 88, 123-24, 125

K

Kerensky, Aleksandr, 8-10, 20, 99, 109, 111
Kincade's Rangers, 34

Kithrong, Marshal (Baron) Cham, 56, 67-68

L
Lady Death, 126
Lance corporal, 24
Lance sergeant, 54
Larsen’s Loners, 118, 154
Laudin, Captain “Redeye,"” 132
Lesser Periphery States, 154-565
combat in, 105-6
combat strength, 105
command list, 150
Lieutenant, 13, 136
Life paths, 157-68
Lotharian League, 111
Lothian League, 70-72, 79, 81, 100
Lyran Alliance, 112, 132, 136
Lyran Alliance Armed Forces, 11
Lyran Commonwealth, 29-100
Lyran Intelligence Corps, 134

1% ]
Melntyre, H.R., , 99, 100, 101, 102, 104
Mcintyre House Guards, 101, 102, 104, 154
Magestrix Command Center, 21
Magistracy of Canopus, 7, 12, 14, 4950, 60,
101, 119, 131, 133, 169

academies of, 27-28

affiliation, 160, 163

armed forces, 21, 149-51

magistrix of, 20-21

matriarchs in, 19-21

military training, 17

personalities, 28-29

Raventhir's Iron Hand, 30

Star League and, 20

Succession Wars and, 20
Magistracy Cavaliers, 39, 151
Magistracy Highlanders, 26, 40-41, 151
Magistracy Royal Guards, 26, 36, 37, 150-51
Major, 13, 25, 136, 140
Marcadia Brothers, 133
Marian Hegemony, 13, 27, 36, 38, 40, 41,
101, 104, 106

affiliation, 158, 161-63

armed forces, 72-73, 150, 153

awards, 74

equipment, 169

history of, 69-72
military, 74-75
persanalities, 76
uniforms, insignia, 73-74
Marian Legions, 72
Marik Militia, 34, 35
Marshal, 54
Master sergeant, 12-13
MechWarrior
assignment, 145
Castilian Principalities affiliation, 158
Hanseatic League affiliation, 158
Magistracy of Canopus, 24
Marian Hegemony affiliation, 158
pirate affiliation, 157-58
rules, 157
Taurian Concordat, 52
Umayyad Caliphate affiliation, 159
Medical corps, 23
Mercenaries, 16-17
Circinus Federation, 101-2
Taurian Concordat, 51
Mica Majority, 1089, 118
Miles, 73
Military
command, 11-13
deployment, 143-44
roster, 18
training, 17
Militia defense corps, 22-23
Morrison's Extractors, 128, 155
Movement, off-map, 148-49

N
Navy, 22, 89
Nelson's Longbows, 119, 154
New Belt Pirates, 129, 155
New Colony Lancers, 67, 68
New Colony Region, 51, 101, 131
New St. Andrews, 109-10, 119
New Vandenburg rebellion, 37, 38
Niops Association, 110-11
Niops Association Militia, 120, 154-55
Novo Franklin, 117, 154
Nueva Castile, 156, 159
history, 139, 142
military structure, 139-40
rank and uniforms, 140
tour of duty, 167

(=]
Officer ranks, 24-25, 157
O'Reilly, Julius, 70-72, 73, 76, 77, 79, 81,
82, 101
Outworlds Alliance, 8, 11, 52, 108, 109, 130
academies, 90-92
affiliation, 163
awards, 90
equipment, 169
history, 84-87
military corps, 150
military rank system, 88-89
military training, 17
organization, 87-88
personalities, 92
uniforms, 89
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Pain, 115

Paramilitary service, 164

Periphery, 6
equipment costs, battle values, 169
independents, 113-15
regiments, 148-50
settlement of, 7-8
Star League and, 89
Succession Wars and, 10
weapons, 169

Personalities
Alexander, Prefect Michael, 76
Avellar, Maurice, 93
Avellar, Mitchell, 92
Calderon, Brenda, 56
Calderon, Janice, 56
Centrella, Emma, 28
Centrella, Erda, 29
Centrella, Naomi, 28-29
Donner, Colonel Fritz, 102
Doru, Hadji, 29
Gladding, Imperator David, 76
Greig, Kalvin, 93
Kithrong, Marshal (Baron) Cham, 56
Mcintyre, H.R., 102
O'Reilly, Julius, 76
Shraplen, Grover, 56

Pilot assignment, 145

Pirates, 155
command list, 150
history of, 121-22
MechWarrior affiliation, 157-58
new bands of, 132-33
organization, tactics, 123-25
tour of duty, 167-68
warlds, 114-15

Pirates Haven Star Cluster, 115

Pirates War, 39, 40

Pitcairn League, 85

Planet raiding, 125

Pleasure Circuses, 21

Plebians, 73

Plebian Tribunate, 72

Pleiades Hussars, 152

Pleiades Lancers, 64, 65, 152

Praetorian Guard, 78

Preceptor, 89

Primus, Puppet, 6

Principe, 140

Private, 12

Privateers, 17

Protector, 89

=

Rank table, 157

Raventhir Cuirassiers, 26, 42, 43, 151
Raventhir’'s Iron Hand, 30, 150
Recruit, 12

Red Corsair, 132

Reunification War, 7-9, 20, 26, 31, 33, 34,
58, 62, 85, 91

Rezak, Vance, 127

Rezak's Hole, 115

Rim Collection, 111-12, 132

Rim Collection Militia, 121
Rim Worlds Republic, 2-10, 26, 111
Rocket launchers, 169-70

s

St. Ives Commonality, 50, 64, 65

St. lves Compact, 7, 21, 38, 49, 59

Saint Ives Compact, 7

Santiage Massacre, 85

Santiago, 8

Sayfiya, 140

Scavenging teams, 17

Section leader, 53, 89

Senior colonel, 13

Senior general, 25

Separatist movement, 86-87

Sergeant, 12

Shem-se Tian, 131, 155

Shraplen, Grover, 50, 56, 62, 65, 67

Soldier, 136

Special forces, 53

Star corporal, 24

Star League, 6, 89, 62, 110, 112, 139
Golden Era of, 7, 9
Magistracy of Canopus and, 20
Memory Core, 169
Outworlds Alliance and, 85
Periphery military rank and, 12
Pollux Proclamation, 47

Star League Defense Force, 8-10, 101, 103,

106-7, 120
Canopian Fusiliers and, 36
Canopian Light Horse against, 35
Raventhir's Iron Hand and, 30

Star's End, 115

Steiner-Davion, Victor, 6, 86

Subaltern, 54

Succession Wars, 10, 13, 30, 91
Astrokaszy, 106
Canopian fusiliers and, 36
Circinus Federation, 99
Fiefdom of Randis, 107
Magistracy of Canopus and, 20
Marian Hegemony, 70
Niops Association, 110-11
pirates and, 123
Taurian Concordat and, 48

Successor States, 7, 8

Sun Zhang MechWarrior Academy, 27, 28

Supervisor, 89

Support corps, 23

T
Taurian Concordat, 7, 12, 29, 31, 41, 101,
107, 130, 169

affiliation, 163

enlisted ranks, 53-54

history of, 46-49

military force, 49-51

military training, 17

Periphery and, 8

rank structure, 53

secession from, 9

uniforms, insignia, decorations, 53-55
Taurian Defense Force, 5, 47, 49-51, 152-53

command, 149
organizational doctrine, 51-53
Taurian Guard, 50, 57, 67, 152
Taurian Lancers, 63, 65, 66, 152, 153
Taurian military academy, 54-55
Taurian Pride, 67, 68, 153
Taurian Special Asteroid Support Forces, 16
Taurian Velites, 49, 50, 51, 57, 64
Terran Alliance/Terran Hegemony, 7-8, 10, 21
military rank and, 12
Thanos’ Terribles, 133
The Rack, 115
Tortuga Dominions, 115, 126
Tortuga Fusiliers, 130, 155
Tour of duty
Black Warrior, 166
Brotherhood of Randis, 166-67
Nueva Castile, 167
pirate, 167
Trinity Alliance, 12, 49

u

Umayyad Caliphate, 139-40, 141, 156
affiliation, 159

Uniforms
Circinus Federation, 102
Magistracy of Canopus, 24
Marian Hegemony, 74
Outworlds Alliance, 89
Taurian Concordat, 53-55

Unit assignment, 145
random, 146-48

University of Alpheratz, 91-92

AY

V Corps. 51, 66, 153

V Legio Ripariensis, 81, 153
Vandelay's Valkyries, 66

VI Corps, 51

VI Legio Ripariensis, 82, 153
Volunteer, Magistracy of Canopus, 24

W

Warriors, 51

Warships, 22, 52

Wings, 153-54

Word of Blake, 22, 70, 72-73, 77, 78
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? Magistracy
of Ganopus

A member of the finest intelligence RANK I.HSIGHIA .
agency in the Periphery, this Magistracy Enlisted: Officers:
Intelligence Ministry Special Forces trooper - R
is universally feared. P . R
Volunteer Star Corporal Ensign Golonel

First Ranker — GCommand Sergeant GCommander General
- B 9.
e ; ~
Lance Corporal — Banner Sergeant Major Senlor General

Force Majar



Taurian
Goncordat

Due to his long years of service, this decorated
colonel has just been promoted to Marshal
and command of a TDF Corps.

RANK INSIGNIA
Enlisted: ( ( ‘ LY G
T < r 3 f. & ( ,)
0O® .2 D e

; section  Force Lance Battalion
Recruit Corporal Leader Sergeant Sergeant  Chief-Sergeant

Cornet Subaltern Buurtdwr (‘olmwl GComptroller Marshal

Senior
Marshal



(el r’:h\ F

/4 Maran
- Hegemony

A member of | Legio Martia Victrix
(The Praetorian Guard),

this infantry trooper % ¢
is fanatically
loyal to the
new Caesar.

Officers:

Legionnaire Principes Centurion

Legatus General Caesar

:
Enlisted:

&
A

Miles Probatus Miles Gregarius

| Legio Martia Victrix
(Gladius Hovertank)



Though scorning his unit's
insignia for his own, this
pilot is the elite of the elite,
a member of 1st Wing
Command Regiment.

Defender Protector Guardian Preceptor

Supervisor Director

Seciion Chairman
Leader

First Alliance Air Wing
(Centurion)



M Circinus
Federation 8.

Indoctrinated to believe in the superiority

of the Federation, this member of the RANK INSIGNIA
MclIntyre House Guard is Enlisted:

more fanatical then elite, --
%

Private

I' ; ; i Sergeant

Corporal

Captain -
Major

Colonel



Lesser Periphery
Powers

Struggling to protect the Rim
Collection while they attempt
to gain legitimacy, this mem-
ber of Able’s Aces simply
tries to survive.

Brotherhood of Randis  Fiefdom Military Forces

Larsen’s Loners Melson's Longhows

Niops Association
Militia Able's Aces

(Saladin Assault Hove

i et e



Paula “Lady Death” Trevaline before
her incarceration,
she is one of the
most feared
pirates to 8 ; -
ever sail 3 e Lady Death Vance Rezak Marrison’s Extractors
the void. = "

New Belt Pirates Tortuga Fusiliers Shen-sé Tian

Lady Death (Orion

ol g




Beyond the Great Houses of the Inner Sphere lies the untamed Periphery.
Filled wi ﬂ'l young souls seeking adventure and freedom, the Periphery is a
atershed for every stripe of humanity. This diversity has spawned

powerful Inner Sphere-like political coalitions, roving pirates,

one-world lesser powers and bandit kingdoms

o striving for legitimacy. Wild, uncivilized and

.. deadly, the Periphery is a turbulent
\ . \ frontier where any warrior who dares
can be king.
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Mo emony, Outworlds

_ g_do}ns and the Deep
Periphery. This sourcebook
bes the history, military
" doctine, traditions and tactics of each
Periphery faction, plus special rules that
reflect the exclusive capabilities of each
Periphery regiment, as well as new weapons
and ‘Mechs unique to the Periphery.
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