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THE SUCCESSOR STATES, CIRCA 3025

To be successful over the
long term, a good campaign
should allow players to learn
about the major events shaping
the future of the game universe
as well as some opportunity to
influence the course of those
events. Gamemasters about to begin designing a Mech-
Warrior campaign will find that the political situation in the
Successor States provides them with a wide-open, fluid
backdrop and many options for future developments. For
example, will the marriage between Hanse Davien and Melissa
Steiner take place, permanently twining the destiny of their two
houses, or will fate conspire to nip this alliance in the bud? Or,
will Subhash Indrahar or young Theodore Kurita take
advantage of the current unrest in the Draconis Combine to
launch a bid to unseat Takashi Kurita as Coordinator? Then
again, will it be Michael Hasek-Davion who yields to the siren
song of power, throwing the worlds along the Davion-Liao
border into turmoil as he betrays his liege lord in a bid for the
throne? And what will happen to the Free Worlds League if
aging patriarch Janos Marik dies?

As sole creator of a campaign universe, the gamemaster
has the power and responsibility for deciding the outcome of
these and other questions. As he designs the master plot and
decides the time frame for the game's resolution, the game-
master is also defining future hot spots and setting the stage
for other major campaigns in the coming year. By providing
rumors and clues that allow player characters to glean some
background information during the course of their adventures,
the historical backdrop becomes a live environment with which
players can interact to help shape the direction of future
campaigns. Conversely, unexpected actions by the player
characters may demand that the gamemaster create new,
unplanned-for events, or may simply provide his imagination
with grist for the mill. After a few months, both gamemaster
and players will discover the campaign taking on a life of its
own, with a future unfolding logically from seeds sown by
everyone invalved.

The material presented in this book is designed to provide
new gamemasters with essential background information on
each of the five Successor Houses of the MechWarrior
universe, including detailed descriptions of each House's most
prominent personalities, planets, and ‘Mech units. The
gamemaster should read over this material several times to
familiarize himself with it thoroughly before attempting to
create a campaign scenario. In time, the MechWarrior
universe and game system will be so familiar that the game-
master will be able to improvise his own ideas. So pull up a
chair, and roll the computer tapes. Welcome to the dangerous
and unpredictable universe of the Successor States!

THE FEDERATED SUNS

The Federated Suns were founded in 2317 by Lucien
Davion, Prime Minister of New Avalon, when he negotiated a
mutual defense and assistance agreement known as the
Crucis Pact with 20 nearby star systems. Lucien became the
Federation's first president and New Avalon its capital. A
member of the Davion family has led the Federated Suns in an
unbroken succession of over 700 years. There are presently
about 110 star systems actively settled under its aegis, nearly
double the number of wor plled at the beginning of the
Succession Wagﬁg" .
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Hanse Davion, as*@u& 2 aion rules the Crucis
March. His brother-in-law, Michael Hasek-Davion, commands
the Capellan March. The Draconis March is under the titular
control of Aaron Sandoval, Duke of Robinson. In fact, how-
ever, Hanse Davion has been using recent gains in this region
to keep several of his more restive nobles in line, awarding
each newly-captured world to one of these dukes as an
administrative fief. This policy has stretched the resources of
these lords, allowing House Davion to expand its personal
power and influence on its home worlds.

PERSONALITIES
Hanse Davion, Called "The Fox" Prince of the Federated
Suns, Duke of New Avalon, and Victor at Halstead Station.

At 42 years of age, Hanse Davion is the youngest of the
five present Succession Warlords. Tall, broad-shouldered, and
red-haired, he is also one of its most striking leaders. Hanse
succeeded to the throne quite unexpectedly in 3013, on the
death of his older brother lan at the Third Battle of Mallory's
World. Based on the accomplishments of his twelve-year reign
thus far, the accident of fate may have been one of the great
turning peints in the history of the Successor States.
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Davion is known as The Fox by both friends and enemies,
and the nickname is certainly apt. Under his leadership, the
Federated Suns have reached new heights of power. An
unorthodox military strategist, Hanse Davion has often been
able to achieve brilliant victories with a minimum of bloodshed.
Equally important are his skills as a negotiator and diplomat,
which have enabled him % olidate gains made on the

af

battlefield, and to bringth Weylds recently seized from

House Kumaﬂm%yﬁl der tiori sway. .

Yet even these ‘aeoé % byt }%tg"?db eII the full story
of the man, @hoﬁa«mdﬁ Aralt/is 1l ity to come up
with daring/new idaas “ani utioris. On ple is Hanse
Davion's g'sersiﬁﬁ‘ f a new university,-the first serious
attempt made?};wmcove?%the @éﬁ%logles d scientific
knowledge lost in-the Su rs.-A second, less noble

delicate negotiations ealth and the Federated
Suns signed a secret treaty at Sol in May 3122, witnessed by
the First Circuit of ComStar. A secret clause of this treaty is
the promise of marriage between Hanse and Melissa Steiner,
Katrina's daughter and chosen heir, when Melissa becomes
18 in 3028. This marriage and the resulting consolidation of the
two realms would almost certainly change the prevailing
balance of power irrevocably. It might also be the first step to a
real League reunification attempt.

Michael Hasek-Davion, Duke of New Syrtis

Michael Hasek-Davion, Hanse's 49-year-old brother-in-
law, is extremely ambitious. When he married Prince Andrew's
illegitimate first-born child, Marie, it was in the hope that he
would someday sit on Andrew's throne. Althcugh he is the
appointed ruler of the Ca‘be!la@ Maych, Michael will not be sat-
isfied until he is the undisputed ad?”of theFederated Suns.

Hasek-Davion. beli -ét%}aianse Davion's new em-
phasis on the Dré\oQ;n‘?sM‘I "*gg’&a@d)né@t atfempt to reduce the
importance of the ‘Gapellan March,iand'so to lower Michael's
prestige. Michael's-abvious dissati ac n-with“this policy has
led to rumors that' his po@:on @g“ﬁ;@i@ssomed into active
treason. Not.only | ted r Uests. to commit his
household troops to Draconis offenswe but
agents of Maxuprlfan a Lh@ﬂor of the Capellan
Confederation, have ranonééfy. de seiyaral visits to the
palace at New Syrtis. // A\

Hanse Davion has publicly expr&ssed only the greatest
confidence in his relative, but Hasek-Davion is aware that
Hanse's spies have intensified their activity in the Capsllan
March. Any action by Michael will be tempered by the fact that
Morgan, his only son, is a member of the Davien Household
Guard, and assigned to the Royal Court at New Avalon. For the
present, Michael appears content to ready his forces on both
sides of the Capellan border, waiting for the moment when
Hanse finally makes a fatal slip.

MAJOR WORLDS

New Avalon

The capital of the Federated Suns since
its inception 700 years ago and the ances-
tral home of the House of Davion, New Avalon is a temperate,
Earth-like agricultural world whose rolling hills and ample water
produce enough food each year to supply five other nearby
star systems. It is also the site of the Royal Court and the
recently founded New Avalon Institute of Science. Three regi-
ments of the Davion Household Guard and several regiments
of mercenary units with long-standing affiliations to the
Federated Suns are permanently-garrisoned on New Avalon.
Kasal

Kasai, a desolate desert world close to the Periphery in
the Draconis March, is uninhabited save for the regiment
garrisoning the old supply depot here. Although the wars have
greatly depleted the depot's stockpiles of spare parts and
munitions, it remains a source of supply for Federated Suns
units. Historically, Kasai has been a frequent target of Com-
bine attacks, with raids launched from Galedon, Melisande,
and Rowe (the last of which has been recently been conquered
by Davion).

Kentares IV

Kentares is the site of the Kentares Massacre, the worst
atrocity ever committed in the Human Sphere. A wealthy
industrial world during the Star League years, the planet was
captured during the First Succession War by Combine leader
Minoru Kurita as part of an apparently triumphant drive toward
New Avalon. Victory was short-lived, however, and Minoru fell
to an assassin's laser. To avenge his father, Jinjiro Kurita
exterminated the population of Kentares. Fifty million civilians
(over 90 percent of the world's inhabitants) died in the
carnage.

Meanwhile, the massacre had given House Davion time to
rally its forces, and they succeeded in turning back Kurita's
forces at Harrew's Sun. Though Kentares was repopulated with
colonists after the massacre, it has never fully recovered its
prosperity. Today it is largely a wasteland of ruined cities and
rusting factories, garrisoned by a single battalion of 'Mechs.
Maliory's World

Due fo its strategic location providing access to over 20
key star systems in Davion, Kurita, and Liao space, Mallory's
World has become a heavily-fortified staging base for large-
scale assaults into enemy territory. Once a flourishing agricul-
tural planet of the Terran Hegemony, the planet has changed
hands several times over the last two centuries. The last occa-
sion was only twelve years ago, when the Federated Suns
recaptured it in a pitched battle that cost the life of Prince lan
Davion. Since that time, the planetary garrison (normally two to
three regiments strong) has repulsed two sustained assaults
by crack Kurita 'Mech units.

New Syrtis

The home of Michael Hasek-Davion and hereditary home-
world of the Hasek family, New Syrtis is only marginally
habitable, but boasts large workable ore deposits vital to the
surviving industries of the Federated Suns. The world's arctic
climate greatly aids its planetary defense, most notably
against a year-long siege by the Capellan Confederation. New
Syrtis is regularly garrisoned by the 33rd Hussars and the
Syrtis Fusiliers, two of Hasek-Davion's personal 'Mech
regiments,
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Kathli

Site of a former Star League naval
base, Kathil contains the Federated Suns'
best drydock facility for JumpShip and Drop-
Ship refitting or repair. Though under the
administrative jurisdiction of the Capellan March, Hanse
Davion has garriscned the planet and the base with two of his
most trusted regular 'Mech regiments, Chisholm’s Raiders and

The Ceti Hussars
(3 Regiments: 2 Vet I st I Regu

Based ; ussars have.been the bulwark
of Davion's ; ie past decade.
While scori have also suf-
fered extensiy achWarriors in

number\of«ksy victories, thy
sses. Baraly a third of the

the current Hussars were pllQllE)g their 'Mechs at the beginning
of 3015.

the 5th Crucis Lancers.
Talon

A mountainous K-star world with modest
water resources but rich mineral deposits, |, "%
Talon's greatest asset is a fully functional \Iw
'Mech production facility of medium size that 2
manufactures Griffins, Riflemen, and En-
forcers. Though at first glance Talon appears
to be located very near Michael Hasek-
Davion's homeworld of New Syrtis, in fact, e
both New Syrtis and New Avalon are three
full jumps away from Talon, which is garri-
soned by a single regular battalion.
Quentin

An inhospitable planst located along the
Draconis March, Quentin possesses func-
tional 'Mech production facilities (like its
Kurita-owned counterpart, the borderworld Al
Na'air, 18 light years distant). The output of
both factories has been severely curtailed
by their respective Houses' frequent raids on
each other. Quentin's planetary garrison
normally consists of one or two full regiments
of mercenaries.

MILITARY FORCES

At the present.time, House Davion
maintains thegﬁgest%on{mggm of 'Mechs in
the Successor Statgse ‘a{orce totalling about
110 regiments.iA éu?pﬂmﬂgty latge number
of these units (slightly more than half) are
mercena%f regiments, m@n S of whom have
served the Holse' for decades, becoming
more like @g{andmg‘a‘rmy tkan mercananes
undercontragt. /e Y

Some of‘the_more nokabla units in the
Davion forces include thie following:

Regulars

The Crucfs Lancers

2Ragufar 2nd 8!.-‘3)
. ”“The’gl_ancai ¥

r Army, m"now also contain a smat-
'aCrugia March %or!ds The unit has

fe;;mg from sevefal-of th
broken up an gefé[@ﬁd%semal times, @nd been involved in
somé of House Davion's most important campaigns. The 7th
Regiment includes McKifirion's Raiders; & company renowned

for its innovative, high-mability campaign tactics.

The Syrtis Fusiilers

(3 Regiments: 1 Elite - 6th;
2 Regular - 5th, srh)
Hasek-

Mercenaries

The Eridani Light h Hme«
(1 Regiment: Egr@ “&”’x
Orlgtnzﬂly«%%med from * %ar League

regulars, 1hé*1.§§ se was organized as a
raiding and recgnnaissanc =T5p§§ and has
worked for seyeral different masters over the
years. The !eglm t anté’ed he service of
House Dav:or@n 3002. Two cf*%we three Light
Horse battallons»mssess @Q%Mechs heavier
than 60 tons. o
Lindon's Company
(1 Battalion - Veteran).._

Llndons Cmﬁpany,{;&%_ battalion-sized

arrive. The
survivors' h%ﬁ?aﬂ of the Dr?b%nls Combine
runs deep.
Miller's Marauders
(2 Batfaf;on% Veteran)

“eight- year tour of duty in

@eme@t@ did”

eEEEE

ntl-y »jomad ﬁa\glons forces.
heavy "Mech ‘unit. that  recently
distinguished |tself§dﬁ ﬁfﬁé“assault and capture of Galtor |Il.
Team Banzai
(1 Regiment: Elite)

The Team is uniqu:
as most of its warriors are
on the battlefield, thewam
as teachers at the Ngﬁ@%%

ng re iments in the Inner Sphers,
mg ot Techs. Tactically brilliant
tas alyable in the laboratory or

.of Science. They have
been under long-term .contral m%@‘@é\non since they were
formed just over 10 years ago, and the Team's leader, Dr.
Banzal is a personal a&vm;m anse Davion as well as a
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Speclal 'Mechs

The BattleMechs unique to House Davion units are the 50-
ton Enforcer and the 30-ton Valkyrie. The Enforcer is a mid-
sized 'Mech carrying a large laser and 10-point autocannon for
firepower. The Valkyrie is a jump-capable, relatively light 'Mech
with moderate firepower (an LRM-10 and a medium laser) and
double the armor protection of a Stinger or Wasp. Following are
full statistics for each "Mech:

Type: ENF-4R Enforcer Tons

Tonnage 50 50
Internal Structure 3
Engine: Nissan 200 85

Walking MP: 4

Running MP 6

Jumping MP 4 2
Total Heat Sinks: 12 2
Gyro: 2
Cockpit: 3
Armor Factor: 144 9

Internal Armor
Structure Value

Head: 3 9

Center Torso: 16 23/4

Rt./Lt. Torso: 12 1713

Ru/Lt Arm: 8 14

Rt./Lt. Leg: 12 20
Weapons and Ammo:
Type Loe. Critical
AutoCannon/10 RA 4 12
Ammo (AC)10 RT 1 1
Large Laser LA 2 5
Small Laser LT 1 5

Type: VLK Valkyrie

Tonnage 50
Internal Structure:
Engine: Omni 150
Walking MP; 5
Running MP: 8
Jumping MP: 5
Total Heat Sinks: 1
Gyro:
Cockpit:
Armor Factor: 96
Inlemnal Armor
Structure Value
Head: 3 8
Center Torso: 10 14/4
RvLt Torso: 7 12/2
RyLt Arm: 5 9
RultLeg: 7 12
Weapons and Ammo:
Type Loc. Critical
LRM-10 LT 2
Ammo (LRM) 12 RT 1
Medium Laser RA 1

THE LYRAN
COMMONWEALTH

The Lyran Commonwealth was formed in
2341 as an amalgamation of three smaller
mutual defense leagues: The Tamar Pact, the Federation of
Skye, and the Protectorate of Donegal. The original Lyran
capital was Arcturus. Shortly after the outbreak of hostilities
between the Commonwealth and the Draconis Combine in
2407, however, the Lyran government moved to its current
location at Tharkad. Soon after, leadership of the Common-
wealth passed from Alistair Marsden to his only heir, Katherine
Marsden Steiner, and remains in Steiner hands to this day.

The Lyran Commonwealth currently rules about 90 worlds
in the northwest quadrant of the Inner Sphere. During the
course of the Succession Wars, it has been slowly but steadily
losing ground to the Draconis Combine, which has taken over
almost a fourth of the former Lyran territories (including over
more than half of the old Tamar Pa%warlds along the Draconis
border). g

glllaﬂng military set-
th -\-remalns a%fwr,gldabie force in

backs, the Corrﬁr%%
Lates ‘its.domain includes some of the

Successor g“' S
most richly-e 'QM@Z& th
for exampig« Alarmn;, Coventry, D 2
Karlsruh, and Hesperus 1. Eh?ﬁaﬂe

Iargestwuil filr%f:ﬁ @ '
in the Successor a%

Katrina Steint
fcnunﬁ§ ha
fcrces

er, the current’ ﬁréhon,a%és Commonwaalth's
gx@wlanced a strong resurgence. lts” 'Mech
d the tlde.oi %(@ advances along its
fﬁodast inroads into
: gﬁig ne val, theﬁ{ﬁe Worlds

In 2‘3@22 the nwealth signed atreaty with the
Federated’ Suns, This has cilitated joint offensives in Kurita
space, and /it Tecently allowed Commbonwealth forces to
recover the Kurita-held worlds of Severn and Gafse.

Regardless of its mli‘t%l%"gfortunes The Lyran Common-
wealth has consistently maintained its reputation for making
money. lts overall industrial output, particularly of non-military
goods, outstrips that of its four neighbors, and has made its
House currency the most stable in the Successor States.
Some of its success is due to human ingenuity, and some to
the rich natural resources of the average Lyran member-world
and to the relatively small amount of war damage sustained by
the industrial plants of a few, key remote worlds. Over the
years, the Archons of House Steiner have consistently spon-
sored innovative economic and trade policies, such as large
tax breaks for industrial reconstruction projects, awarding land
grants to successful entrepreneurs as well as victorious
MechWarriors, and encouraging the activities of free traders.
Many of these policies are still presently in force.

There are two levels to the Lyran Commonwealth's
political structure. First, there is the Archon and his family,
who preside over the Royal Court at Tharkad. The other level is
the Estates General, a parliamentary body consisting of one
representative from each Commonwealth world. The Estates
General meets yearly during the spring Court session. Though
originally convened as an advisory body only, over time it has
evolved into a powerful and independent political force,
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capable of toppling an Archon's reign.
(Alessandro Steiner, Katrina's predecessor
as Archon, abdicated the throne in 3007 as a
result of continuing conflicts with the
Estates General over his military strategy).
Intrigue in Tharkad during Court season often runs high,
creating plenty of in-fighting among the royal family and much
employment for spies and assassins. Yet, the overall political
structure has proven remarkably stable. It is difficult to spec-
ulate what the revelation of the planned marriage between
Archon-Designate Melissa Steiner and Hanse Davion will do to
that stability.

PERSONALITIES

Katrina Stelner, Archon of the Lyran Commonwealth and
Duchess of Tharkad

During her twenties and thirties, Katrina Steiner distin-
guished herself as a BattleMech commander of a Royal Guards
regiment, rising up through the family ranks to capture the
reins of power upon her uncle Alessandro's abdication. Since
her election as Archon, “she has preven to be a canny
strategist as well. Having recruited several new reg@lar and
mercenary regiments to her, service, she was able tof arshal
her forces effec@gjx emgugﬁ’ &%w i

Draconis Combine. ;
Yet, Kairiﬁai%%ﬁféne ;@gthe ne !laﬁ%able He§ cease-
less efforts from 3021+ rimary force behind the

Cornmenwealth S reg

\@4&5?@@59 Dav@n She
has aleo beeﬁﬁa@ sbetwes

en the Common-
-table ?lrade of
e, and a recent
'A" status). Katrina
h of the other three
sistently rejected

raw m%tenals ﬁogk‘pﬂes for improved se
upgradmg of four Lyran relay stations.

has also made coneiliatory overtUrés to e
Successor Warlord§ although they }i

past decadg .
Katrina, newwlg Jis-a-woman-of sfa?eﬁ gfa&e Of all the
Successor State rulers, she seems to be the only one aware of
Hanse Davion's potential, and has moved aggressively to align
her family's fortunes with his. Only time will tell if Katrina’s
efforts to seal the bond will ever reach fruition.
Melissa Steiner, Archon Designate
Thoughistill-only=a girt of A5, ‘Melissa*has theen thrust by
recent even?s&é onto the center stage of «Successor State
politics by rece@x evenls% Srie is. gcth the. de%@nated heir of
Katrina Steiner and-the secfet be§rothed of Prince Hanse
Davion of the Fedetated ures T%I&

'_angytrlowfp Melissa has
ber mother's plerelng%. é}%@ bt only the batest training in

y-of war. Jndeed, had the fates not
ely.that the bookish
rather than é House MachWarrior:* e of the girl's youth
and utter lack of military ‘backgrou _considerable criticism
has g:eetedf her aﬁpmri‘thaem as Archon-Designate, further
heightening the.intrigue surreunding the Royal-Court. Nonethe-
less, Katrina Steiner is confident that daughter has the

Q .
inner steel to survive'the difficult challenges that lie ahead.

Frederick Steiner, Duke of Duran

Four years Katrina's senior, the Archon's cousin Fred-
erick is a career Mech@@rﬁ% ﬁvho&'las&oommanded a regiment
of the Lyran Gug is achievements have
he was not elected 10

oo 800s Suocessor War-
lords. He is full of bﬁg&qélu vand bluster; unable or unwilling to
consider any altenative to. ilitary Victory: Though this makes
him somewhat predictable, Fredérick great obstacle to
Katrina's plansor a new order, and lissa's accession to
the crown. He has a powerful cadre of friends in the Estates
General and a variety of other supporters in many Regular

'‘Mech regiments.

MAJOR WORLDS

Tharkad

Tharkad is capital of the Commonwealth and one of the
five worlds ruled by of the Steiner family (the other four are
Duran, Gallery, Furillo, and Porrima). It is a cool, rocky world
with a short growing season and long, often grueling winters. In
addition to the Royal Court and the Estates General, Tharkad
also houses the remnants of an old Star League storehouse
and a moderately flourishing metals mining and refining sector.
The world is normally garrisoned by four regiments of 'Mechs
(three Regular, one Mercenary).

Hesperus

This rugged, mountainous planet is the site of an im-
mense, partially functional '"Mech production facility as well as
several large Star League supply depots concealed among the
world's many deep underground caverns. Many of the Common-
wealth's finest military hours have taken place on Hesperus.
Twelve times since the outbreak of the the First Succession
War, Kurita or Marik forces have invaded the planet, only to be
repulsed just as many times.

The planet's severe terrain and bitter weather work in its
defense, often wreaking havoc on the best-laid plans of its
attackers. Depending on the Commonwealth's most recent
intelligence reports, anywhere from two to six full regiments of
Veteran and Elite '"Mechs may be guarding Hesperus.

Meacham, Fatima, Menkent

Though these three worlds offer only modest economic
value to the Commonwealth, together they form a critical line of
defense between the House Kurita border worlds of Kimball and
Borden, and the important Commonwealth worlds of Alarion,
Donegal, and Coventry. Forces on both sides of this line are
continually maneuvering, which makes these three Steiner
worlds popular targets for reconnaissance or raiding ("test of
strength") missions. A single brigade of up to three regiments
may be defending each of these worlds at any given time.
Coventry

A pleasant, heavily-inhabited world with a mild climate and
a fully operational light '"Mech production facility, Coventry is
deep within Steiner space. It is generally garrisoned only
sparsely, usually with a single regiment of Regular 'Mechs.
Coventry's present ruler, Duke Harrison Bradford, is one of
Katrina Steiner's staunchest supporters.
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Alarion

The old Star League naval base located on this otherwise
desolate world is the only major starship repair and refitting
facility in Steiner space. The planet's garrison was doubled
after a damaging hit-and-run raid by House Marik forces in
3006 (one of the defeats that brought about the Alessandro
Steiner's abdication).
Severn

This well-populated K-star world, which houses several
important heavy manufacturing complexes, was seized by
House Steiner less than nine months ago after a hard-fought
campaign. Commonwealth forces expect Kurita to make a
major effort to retake either this world or Tamar, its equally
industrialized neighbor, within the next year or so.
Summer

Home of a major Star League storehouse and an important
staging world for Steiner offensives, this inhospitable desert
planet is ruled by Duke Aldo Lestrade, an outspoken opponent
of Katrina Steiner's treaty with the 'enemy' House of Davion,
Lestrade's household regiment, the 17th Skye Rangers (often
affectionately referred to as "the Boys of Summer"), is con-
sidered one of the Commonwealth's best.
Donegal

Sometimes known as the "Trader's World", Donegal is
richly endowed with industrial grade diamonds, rare earths, and
exotic plant and animal life. It has become a natural staging
base for free traders transshipping cargoes into and out of the
Periphery.

MILITARY FORCES

House Steiner can currently muster slightly over 75 'Mech
regiments. About a third of these are mercenaries, though that
percentage has steadily increased during the reign of Katrina
Steiner (who has actively wooed disaffected mercenary units
from her Kurita and Marik rivals). A large percentage of Steiner
forces are composed primarily of medium and heavy 'Mechs,
units better suited to defense or prolonged offensive cam-
paigns than quick strikes or raids. As a consequence, House
military strategy has often seemed to follow a plodding, unim-
aginative course of periodic major assaults against two to
three key enemy worlds, followed by three to four years of
static inactivity. Even Katrina Steiner's generally enlightened
reign has produced little improvement. Some of the more
notable units of the Lyran 'Mech forces include the following:

Regulars

The Lyran Guard

5 Veteran - 3rd 10th,: 141'!1@4 .
2 Regular - 30th_ ﬁﬁfh' sﬁreen

‘“parsonal pIanatary
i from other
lar | iments The 6th and 15th rag:ment are currently
stationed on Hesperus Il. The 3rd Regiment has traditionally
served as the Palace Guard of the Court at Tharkad.
The Skye Rangers
(4 Regiments: 2 Elite - 4th, 17th; 1 Veeteran - 10th;
1 Green - 22nd)

The heavy 'Mech regiments of the Skye Rangers have
often played a-major role in House Steiner's offensive cam-
paigns. The 4th Regiment was a key participant in the Common-
wealth's successful assault on'the p
past year, Steiner created the 22n F{eglment from warrior
families on Skye, Dallen, and Chaffes, and outfitted them with
spanking new 'Mechs from the Hesperus production plant.
Winfield's Brigade
(2 Battalions - Elite)

These two battalions dium and light '‘Mechs are con-
sidered among the few'e  "rapid-strike' units available to
House Steiner. The units are commandad by Davis Winfield,
the tall and strapping: sacqnd Ssan of that small agricultural
planet’s reigning duke.

Mercenarles

Hansen's Roughriders
(1 Regiment - Veteran) .. .. . ..

Colonel Gerhardt Hansenassembled the Roughriders
from the remnants of a/Marik regular unit that he led in unsuc-
cessful rebellion against Janos. Marik in 3014. The regiment
has served House Steifer forithe last seven years. The
Roughriders prefer close ¢ambat, and have several companies
composed entirely of heavy"'Machs They recently played a
key role in the conquest of Savarn and are presently sta-
tioned on the border world of Suk
Barreit's Fusillers
(1 Battalion - Veteran)

Currently stationed on Skandia, Barrett's Fusiliers very re-
cently switched its allegiance to Housa Steiner after ten years
of service to the ‘Draconis C It is ‘said that Alonzo
Barrett, the Fusilier's.'col
against Natasha%
Wolf's Dragoons,
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Special 'Mechs

Two BattleMech designs unique to the
Lyran Commonwealth are the 80-ton heavy
‘Mech Zeus and the 25-ton Commando. The
Zeus, produced only at the Hesperus facil-
ity, is a heavily-armored 'Mech with a versatile array of fire-
power (including an LRM launcher, autocannon, and several
lasers). The Commando, primarily produced at the Coventry
'Mech plant, is a non-jump capable light recon ‘Mech armed
with two SRMs. Following are full statistics for each of these
‘Mechs:

Type: ZEU-6S Zeus Tons
Tonnage 80tons 80
Internal Structure: 8
Engine: Pitban 320 225

Walking MP: 4

Running MP: 6

Jumping MP: 0
Total Heat Sinks: 16
Gyro:
Cockpit:
Armor Factor: 184

Internal Armor
Structure Value

Head: 3 ]

Center Torso: 25 26/9

RtLt Torso: 17 18/6

Rt/Lt Arm: 13 22

RtiLtLeg: 17 24
Weapons and Ammo:

Type Location  Critical

Large Laser LT 2

LRM-15 RAS 7 d

Ammo (LRM) 8 RT 1

Medium Laser LT{R} 1

Flamer CT(R) 1

Medium Laser CT 1

Autocannon-5 LA 4

Ammo (AC) 20 LA 1

Type:COM-2D Commando Tons

Tonnage: 25
Internal Structure: 25
Engine: Omni 150 55
Walking MP: 6
Running MP: 9
Jumping MP: 0
Total Heat Sinks: 10 0
Gyro: 2
Cockpit: 3
Armor Factor: 64 4
Internal Armor
Structure Value
Head: 3 6
Center Torso: 8 B/4
Rt./Lt. Torso: 6 6/3
Rt./Lt. Arm: 4 6
Rt.JLt Leg 6 8
Weapons And Ammo:
Type Location  Critical
SRM-6 cT 2 3
Ammo (SRM6) 15 LT 1 1
SRAM-4 RA 1 2
Ammo (SRM 4) 25 RT 1 i
Medium Laser LA 1 1

THE CAPELLAN CONFEDERATION

The Capellan Confederation was one of the last alliances
to be created during the 24th Century. It was formed in 2367 by
a treaty agreement between the five powerful area worlds of
Chaesterton, Capella, Chisholm, Sarna, and Sian (each of which
had already built itself into the head of a small coalition of
younger or poorer worlds). The Confederation almost collapsed
the following year when its representatives convened to elect a
ruler. Each member state fought adamantly for its own can-
didacy until a nifty bit of eleventh-hour diplomacy by Franco
Liao, the ruler of a small, water-poor mining world of the same
name. Liao convinced the leaders of Chesterton, Capella, and
Sian to support him as a compromise candidate.

This incident proved to be prophetic of the Liao family's
future history. Franco's heirs soon entrenched themselves as
hereditary rulers of the Confederation by shrewdly playing on
the fears of each member state, gradually infiltrating each
opposing royal household with members of their prolific brood.
Descendants of family Liac eventually took over the ducal
thrones of Sian, Chish [gwam&sgven other worlds, which
assured their conti .

“Conl @ggt@@& existence, the
Capellans havﬁ%battled@wnh their ns’% i@ Free Worlds
League. Du;’jc%?tha Age of War,- d;spute? rder worlds
frequently fﬁred gﬁ’o fulks&ﬁ’le' """ ﬁfhct xbag"tﬁ two. The
Capellan forces. usughy ¢amaé “out*on the sho , and this
pattern wéuld aléo?epgatm the: tgjjpwmg Cé“ﬂk)ﬂe&&:

Since the /staft of. the Successmg War
tion has Qosl  half its territdries-and many.
star systemsito House. Da\“ﬂor%nd House
historians - bahg\ie t@%gg t ha%%mvente @q%nple‘ie de-
struction @% lan S ot the Liao family's military
prowess, &t %&h@m@sﬁbshty to co@\?’ ince rwa@!%buse leaders
that they would rather have the 'heﬁ?éss Capellan Confed-
eration on their border than one anothet.

The Capellaﬁs%&s{)z&? are far from’ ﬁ”elpless against all but
a full-scale invasion, howevér. “Because their borders have
shrunk appreciably, they are now able to heavily garrison all
their remaining heldings with troops and fortifications. As a
result, very little significant fighting has taken place on either
side of the Capellan border for the past 50 years.

Though the Confederation presently controls less than 40
settled worlds, it has a complex political structure to match its
undiminished dreams of power. The worlds of the Confedera-
tion are ordered into six Commonalities, each with its own
administrative seat. These commonalities are Sarna, Tikonov,
Capella, St. Ives, Chesterton, and Sian. The fact that House
Davion conguered more than two-thirds of the original worlds of
the Commonality of Tikonov and all of the Commonality of
Chesterton more than a century ago has not altered this
structure a jot. Indeed, Lord Hargreaves, the Chesterton Com-
monality's fifth Prefect in Exile, still retains his seat at Court,
where he complains continually (as did each of his prede-
cessors) about the Confederation’s failure to mount a serious
offensive to recover his lost lands.

Of the five remaining active Commonalities, descendants
of the Liao family rule three (Tikonov, Sarna, and Sian), giving
them effective control over Court proceedings and House
policy.

i

-
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Despite the Confederation's long history of ill fortune, the
far-flung branches of the Liao clan get along surprisingly well.
This suggests that Liao family members who are out of power
have realized that their beleaguered peers are doing the best
they can in the circumstances.

PERSONALITIES

Maximilian Liao, Chancellor of the Capellan Confederation,
Prefect of the Commonality of Sian, and Duke of Sian

Maximilian Liao, the current ruler of the Capellan Confeder-
ation, is a small, wiry man of 45 with a softspoken manner and
watery blue eyes. He was appointed Gh@@ lor upon his
father's death in 3013, the same yegpl{gﬁse Davion came to
power in the Federated Suns. Since thén, Hanse's exploits and
|n|t|at|v% .have had a major.impagct on the course. %Qgg%essor
State history. Nevertheless; Maximilian believes that it is he
who holds the balance of gower among the Successor States
lords, and that he could@merge from the next great, war as the
compromlse%@g@é*’fgfﬁrst Lord of a new Star League. Some
politicos hav _s@@gnted that Maximilian stilf believes in
Santa Claus, tog. i

has joined with H@%@ <urd
primarily directed “against
Maximilian's agents have
Davion, the Duke of NW : s%%l'hey have offered to
recognize Michael as the:. Ieg timate: Prince of the Federated
Suns in exchange for his suppqrt in ousting the Davion
garrisons posted along porlltms of the Capellan March. It is
Liao's hope that this two- pror&ggd assault will topple House
Davion from its current prominent position, leaving none of the
other powers strong enough to win a clear-cut military victory.
This would create a perfect opportunity for Liao to use his diplo-
matic connections with three of the four surviving Warlords to
forge a new Star League with himself at the head (following in
the footsteps of Franco, his ancestor of some 600 years
before).

Colonel Pave! Ridzik, Duke of Thomas

%n. On the other,
with Michael Hasek-

this. (ole&ﬁave been vital to the
Confederation's conti e\nce Pavef has proven to be a
master at anticipating “his op _;w,gnfs strategies, and has
marshalled his limited forcas ex y o meset and repel their
offensive thrusts. At present, wever, Ridzik cannot under-
take offensives other than o as:onar hit-and-run supply and
water raids because of Chancellor Maximilian's diplomatic

initiatives with Michael Hasek-Davion and House Marik.

ments since assumiﬁ

MAJOR WORLDS

Sian

The Confederation homeworld is a lush,
tropical garden planet that is also richly en-
dowed with precious metals and a still functioning electronics
industry. One of the few interior worlds remaining in Confedera-
tion space, the planet is the most thinly defended of any cap-
ital world, maintaining only two regiments of Regular 'Mechs.
Capella

The Capellan colony was originally founded by Ceres
Metals, an extraordinarily aggressive (some would say rapa-
cious) multiplanetary cartel whose unofficial slogan for many
years was "We Make What Terra Needs Most — Money!". Since
the onset of the Succession Wars, Capella’s enormous indus-
triplexes (including the only surviving 'Mech production facility
in the Confederation) have been responsible for maintaining
Ceres' profitability. They continue to make money despite (or,
in some cases, because of) the hardships suffered by many of
Capella's fellow worlds. Nonetheless, life for most of Capella's
common citizens has not been easy, as the planetary govern-
ment has had to employ a number of Draconian measures to
keep the factories up and running. The planet is normally
garrisoned by two to three 'Mech regiments.
Tikonov

Garrison duty on any border world always carries an
element of risk, but no planet in the Successor States seems
more frighteningly exposed to its enemies than Tikonov. One
of the last bastions of the once strong Confederation Common-
ality, Tikonov lies within jump distance of more than ten Davion-
held worlds, and can receive reinforcements from only three or
four Liao worlds. Enemy forces have, in fact, raided or as-
saulted the planet five times in the last 30 years. lts garrison
can range anywhere from one to five regiments, depending on
the Confederation's latest intelligence reports.
Liao

Original homeworld of the House of Liao, this mining world
has been hard-hit by war, currently producing only a shadow of
its former output. Candace Liao, current scion of a cadet
branch of the family, is the world's present duke, presiding
over a citizenry of barely 100,000 inhabitants.
Carver

The watery world of Carver still harbors some much-de-
pleted but still valuable Star League spare parts depots on two
of its larger islands. The tactical mechanics of island-hopping
make assaults and raids against these facilities somewhat
complicated.
Hsien

The doughty inhabitants of Hsien reside on the large

moon of their star system's fourth planet, where they mine its
rich ore reserves and attempt to fend off frequent raids by
House Marik forces. Tomana, yet another member of the
ubiquitous Liao clan, presides over the colony.
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MILITARY FORCES .

Maximilian leelleves that his Battle-
Mech regimentsare. not.capable of fighting a
projonged offensive war against any of the
other . Houses, especially against Hanse
Davion's troops. The s veight of numbers bear him out, as
Liao can field barely 60 | n_ggneral Liao's units also
tend to be older and not ag pplied as those of his foes,
placing them at a further cam etitive disadvantage. Nonethe-
less, a number of Liao units ar@”ﬁghly competent, particularly
on the familiar terrain of their homeorlds.

Following are some of the more notable units of the
Capellan 'Mech forces:

Regulars

Capellan Hussars .~ "~
(3 Regiments - Veteran)-s:. BT

These three regiments comprise | Maximﬂlan Liao's house-
hold guard, and ate usually s},ayoned on-either Sian or Capella.
As with so many other aspects of Confederation court life,
there are currently 14 MechWarriors named Liao commissioned
in the Hussars. '
Northwind Highlanders
(4 Regiments: 1 Elite - Marion's Highlanders;
2 Veteran - McCormack's Fusiliers, 1st Kearny Highlanders;
1 Regular- 2nd Kearfiyd-bghfanders )

ight units

grusnﬁ“s ma@nmg the
ggtlgr?’ northern frontier. They
Al %ﬁ!s i__ qigﬂer time, earning precmus
Ilttla
+havet marmaa’ﬂ xam@;:mw thair entintiing lack of
replacement and spare parts may someday prove a handicap
that even they cannot overcome.

Mercenaries

McCarron's Armored Cavalry
(5 Regiments: 2 Elite - 1st, 2nd; 2 Veteran - 4th, 5th;
1 Regular - 3rd)

One of the largest mercenary units in existence, Colonel
Archie McCarron's motley crew..of medium and light Mech-
Warriors have long been known: as the bad boys of the Succes-
sor States. Unkempt and umdi’%mp”flned they are true to little

except their own rough codeﬂ%kqnor Nonetheless, there are
few units a MechWarrior

er have standing alongside
him in a pitched firefight... . —_—
(Inthe, 80 yeats sinc §1
has: $a:ved every &ucw
lea‘;sﬁw;ee and ha
since- rejoining 1?
lions have; Seg%d as

move up and down the
reports of enemy ‘Meg

! In the three years
@cCarrqn‘g batta-
utilityman. They
ors .zeﬁpom‘ﬁo’mtelhgence

/ f?g@i@?@ of rush in to relieve
units already under-atta /

Though they have %*speetacu[arly in this role,
the Big Mac battalions have become-restless for bigger booty,
recently undertaking unauthorized raids into Marik space (with
Pavel Ridzik's unofficial blessing). Rumors say these raids
have netted McCarron's men enough prize "Mechs to outfit a
sixth battalion.

Speclal 'Mechs

Despite the fact that the bulk of House Liao's fighting
since the outset of the Succession Wars has been defensive
in nature, very few of its 'Mechs are the heavy, well-armored
types best suited for static defense. Indeed, the Confedera-
tion's sole operational 'Mech production facility is not currently
able to produce a 'Mech larger than 60 tons. The 45-ton
Vindicator, the most effective of House Liao's homegrown
'‘Mech designs, is jump-capable but relatively slow. It is a
medium 'Mech with fairly substantial armor protection and good
long-range firepower.

Type: VND-1R Vindicator Tons
Tonnage: 45 tons 45
Internal Structure: 45
Engine: GM 180 7

Woalking MP: 4

Running MP: 6

Jumping MP: 4 2
Total Heat Sinks: 16 6
Gyro: 2
Cockpit: 3
Armor Factor: 144 9

Intemnal Armor
Struclure Value

Head: 3 9

Center Torso: 14 18/9

RYLt Torso: 11 16/6

RYLt Arm: 7 14

RvLtLeg: 1 18
Weapons and Ammo:

Type Location Criical

LRM-5 LT 1 2

Ammo (LRM) 24 CcT 1 1

PPC RA 3 7

Medium Laser H 1 1

Small Laser LA 1 5
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THE DRACONIS COMBINE

The Draconis Combine was founded in 2319, after a long
and brutal military campaign conducted by Shiro Kurita, First
Citizen of New Samarkand and Director of the Alliance of
Galedon. The Alliance had been formed to combat the great
mercantile alliance led by the wealthy Ozawa clan. Kurita was a
brilliant tactician and strategist. He was also an accomplished
statesman when it suited him, and a ruthless conqueror when it
did not.

Raised in a military and social tradition dating back more
than six centuries, Shiro embraced and embodied the "way of
the warrior". Cutting a path through the Byzantine politics of
New Samarkand, he forged an alliance of petty kings and lords
from the fringe of the Terran Hegemony to the borders of the
Draconis Rift. Shiro then marshalled his modest military re-
sources in a brilliant war of conquest that more than doubled
the size of his realm. By the time of his death in 2348, the
Draconis Combine, the domain he had built from almost
nothing, stretched from the border of the Federated Suns to
the edge of the Pnnmpallty 0 Flasa:lhagua

ilitacy Araditi
i ) (which coul easlly ba mistaken

the all-pervasivé
the self-relianc
for xenophebia). These

directly 1o the constant alhgaranca of pa f‘presant Kurita

patriarghs. Only“en rare occasions have thﬂyléﬁt aside their
dominant tendencies foward violence, arroganes, and rtg!hiess»
ness in favor of alliance or cooperaﬁon H' ever the| next

nard, wha sucdeeded AIgMn 2591 very near[y "this act
through flagrant Viélationsiofhis father's;treaty wf}- lan Cam-
eron. Next, M Kurita, géonsummma diplomat, obtained

sufficient surety from.the Housé of Stelnel* 1o turn his entire
strength against the" Federated Suns in 2785-86. Following
Minoru's assassination on Kentares, his psychotic son Jinjiro
massacred 50 million civilians in the Kentares Massacre, an
act that not only destroyed the momentum gained in the war
against Davion, but also contributed to an alienation between
Steiner and Kurita, which Jinjiro allowed to flourish,

The Draconis Combine has expanded to the border of the
Lyran Commonwealth, ab-sorbing lesser states aleng the way.
At present, it consists of approximately 100 worlds. In 2617,
the coreward world of Luthien replaced New Samarkand as the
administrative capital, but Shiro Kurita's homeworld continues
to play an active role. For example, Kurita draws its palace
guards and elite MechWarriors from the famous Sun Zhang
Academy, the largest 'Mech Academy in the Inner Sphere.
Furthermore, New Samarkand is the traditional base of
operations for the Internal Security Force, the secret police of
the Draconis Combine. The influence of the ISF permeates
Combine society. The relationship between the Coordinator of
the Combine and the Director of the ISF has varied, waxing and
waning in cordiality through the years. Nevertheless, the ISF
has remained utterly loyal to the Combine, if not to the House
that rules it.

PERSONALITIES

Takashl Kurita, Coordinator of the
Draconis Combine, Duke of Luthien, Unifier
of Worlds.

Takashi Kurita, at 55, is a handsome, wiry man with nearly
white hair and steel blue eyes, strongly Oriental features only
slightly marked by crow's feet and scars. He possesses all the
attributes of his lineage: military skill and ruthless cunning,
intransigence and insuperable arrogance. Since his father
Hehiro's death at the hand of a Kurita household guard 21
years ago, Takashi has ruled the Combine. Because he com-
manded Hehiro Kurita's household troops at the time of the
assassination, Takashi was at first suspected of complicity.
However, the actual murderer was killed by his own comrades
shortly after committing the deed. If that was not enough to
prove his innocence, Taka%?’o?ﬂéréd%ébrutal purge during the
first 18 months of his«ula to silence any lastaccusing voices.

Takashi Kurita has been an effective and forceful leader.
Through judicious use'of the ISF, and as'a direct result of his
complete and dtter distrust of averyone, the Kurita warlord has
suppressed of thwarted nine attempts ‘on' his, life and two
abortive coups. by members of hts own immediate family. Not
rule, Takashi Kurita

Following the' tradition establlshed by ijlro Kurita nearly
two centuries age;, Takashi's authority is based on a super-
structure of military gommanders in-each of five military dis-
tricts (at Rasalhague, Pésht, Galedon, Dieron and Benjamin),
rather than on a system of planetary nobility. The governments
of individual planets have no real power outside their worlds,
and have gradually yielded considerable authority to the
military rear echelon, often in exchange for their lives. Kurita is
extremely effective in playing off his commanders against one
another. Further, should any commander begin to win too
great respect or popularity, Kurita will often summarily replace
the individual. Though this tactic may have curtailed Kurita
gains, especially against an ever more powerful and clever
Davion opponent, it has also kept Kurita commanders from
stepping out of line or combining against their master.

Vasily Cherenkoff, General of the Army, Knight of the
Dragon.

Commander of the Dieron Military District, Cherenkoff is a
young but already quite Va@@l_ n. During his brief but

meteoric rise to pcwe; she has strated two outstanding

if&ilke arrogance.
i and drink of all

the General |savoompetent ‘and loyal, he: Ft& praﬁed to be no
match for the tacticians employed by <Hanse Davion. Like most
of the military higrarchy:in the Draconis Combine, Cherenkoff
has decided that%lgmg%td‘maka a name for girnse!f could be
hazardous to his fth, and-so tends to! Iu@git“ his initiatives to
rote maneuvers and strict “ddherence to regulations. For
Kurita's part, he has found it ea s@'%ﬁ\anlpulata and control
the vain, rotund General. Because Chernoff is friendless,
Kurita believes he can dispose of the man easily when he has
outlived his usefulness.
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Subhash Indrahar, Director of the ISF
("the Smiling One")

Due to the power he wields as Director
of the secret police, Indrahar is one of the
most feared men in the Combine. Outwardly
affable and friendly, his demeanor belies the ruthlessness of
his work. Middle-aged, barrel-chested, and broad-shouldered,
Indrahar affects archaic sgectac!es through whlch he typlcally

MAJOR WORLDS

Luthien

The capital of the Draconis Combine since 2617, Luthien
is a heavily industrialized and not especially wealthy world,
dominated by sprawling, ugly cities whose air and water are
seriously contaminated.

Luthien is known for the telavising of bloody sporting

squints.
At tljé"

grega‘ncusnesﬁ h’%s %ven ear
mckname of "the.Smiling One"..

ndrahgars facade.. keep@g%ther from
scrutiniz ing hintoo closely. In reality, he is
more%’eachemus (and perhaps n;o;ﬁdanger-
ous) than "Faﬁ“as‘hl Kurita himself. _dhose who
cross him usually* discover-this‘too late and
much to t %cg.&lnsgﬁaha% is also some-
thing of a Wm&w&&%wyears he has
created an inner circle of fanatical agents
and spies pers oyal to him and known
as "sons of the Dragon". The existence of
this extremely secret society is unknown
even to Indrahar's longtime friend, Takashi
Kurita.
Theodore Kurita, Prince of Luthien, Heir-
Designate

Brave, arrogant, proud, and crafty,
Theodore Kurita is the archtypical Kurita
clanmember. Unlike his father Takashi, he
has had no opportunity to command the
Household Guard. In fact, he has stayed (or
been kept) largely away from Court, ostensi-
bly to be "groomed" by military life. In reality,
the devious Takashi wishes to prevent his
talented and ambitious son from becoming a
part of the mt{lgygswxshe Kurita court.
Although Theddore has friends at Luthien as
well as at New-Samatkand, Rasalhague, and
other major worlgs ﬁt{g Combine, his father
and the ubiquitous ISF keep him ﬁ%@er close
seruting..

Theodorg«Kurita
number of regﬁuiﬁar«uﬁttg |
as a staff offf (most'

present, he commands thawm’otley Leglon of
Vega. Through induction into the Sons of the
Dragon while he was stationed at New
Samarkand, Theodore has become a friend
of Subhash Indrahar. No less paranoid or
arrogant than his forbears, the younger L_z- f
Kurita has shown a remarkable propens&ty for mJIltary science,
the like of which has not been seen since Minoru or even Shiro
Kurita. Nevertheless, his father's mistrust has kept Theodore
from having any major influence, though some have attributed
the successes along the Lyran front to advice he provided
while serving on the District Commander's staff.

events (sometimes involving vehicles as well
as persons) that are invariably fought to the
death. Though Luthien is quite far from the
borders of Steiner and Davion space, it is
heavily garrisoned with four regiments of
BattleMechs from the Kurita Household
Guard.
Buckminster
As a result of recent campaigns,

Buckminster has become a front-line world,
and its bucolic character abruptly altered by
the sudden presence of BattleMechs and
DropShips. A light industrial and agricultural
world, the planet is currently in a state of flux
because of the somewhat disruptive pres-
ence of mercenary units and a full regiment
of Kurita 'Mechs. The world is also rife with
ISF informants and spies.
New Samarkand

New Samarkand was once the mercan-
tile and administrative center of the Draconis
Combine, with bustling cities, dominated by
the mansions of the rich and frequented by
the great mercantile houses and cartels.
This wealth is a thing of the past, buried by
the political and economic upheavals of the
Succession Wars. Much of New Samarkand
is now in decay. Although the ISF and the
famous Sun Zhang MechWarrior Academy
are based on the planet, its cities have also
become a haven for thieves and scoundrels.
Rasalhague

In the days of Star League, the torrid
climate of Rasalhague's main world produced
for export many tropical fruits and rare
spices, as well as exotic animals and birds
from its vast jungles. The Succession Wars
have scorched away much of the world's
lush vegetation. The remaining wastelands
are now dotted with military encampments
and ground-based defenses, as befits the
headquarters of a Military District.
Proserpina

Proserpina is a typical world of the fron-
tier, stripped of most of its resources and
brutally beaten by attacker and defender.

Especially vicious was the release of deadly
nerve gases into the planet's atmosphere by the most recent

wave of Kurita attackers, decimating Proserpina's civilian and

military population and making it possible for the attackers to

take the world easily. Proserpina is now the base from which
further Kurita invasions of Steiner space will take place.
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Al Na'ir

The planets in orbit around Al Na'ir (Alpha Gruis) are, by
and large, hot and inhospitable. Like most blue giants, Al Na'ir
is too young in its stellar evolution for habitable worlds to have
developed. Tidal stresses caused by the primary's enormous
mass were sufficient to pull one of its orbiting worlds apart,
producing a highly metal-rich asteroid belt. The Trojan points of
this belt constitute the settled part of the system. The Zero-G
environment is extremely suitable for 'Mech factories, which
are well defended by static weapons as well as armament
rescued from scuttled or crashed DropShips. The Al Na'ir belt
is also a dangerous navigational hazard, unsafe even for a
highly skilled pilot unless he is intimately familiar with its inner
reaches.
Hoff

Much like Proserpina, Hoff has suffered profoundly from
the Succession Wars. During the past 200 years, it has been
traded back and forth frequently between Davion, Kurita, and
(occasionally) Liao. Once heavily industrialized, Hoff is still
valuable for scavenging purposes, though its current import-
ance is due more to its strategic location, the kind of cruel
irony so common in th.' e of war.

MILITARY FORCES
House Kurﬂafzgldf éf rce 80 regiments strong.

Regulars Bt

Sword of Light

(5 Regiments: 2 Elite - 2nd 5th; 2 Veteran - 1st, 7th;

1 Regular - 8th) ™

i

prises half of House Kurita's per-
its Warriors jare drawn primarily
my at New Samarkand. As is
Ucra@y‘*' gﬂarr:ors are chosen
alty than their piloting
talent. In practice, t e disparity in quality
between regiments n companies in the same
regiment. Two regif snt&c?-ﬁl%&&ord of Light form the back-
bone of the garrison on Luthien.’ The other regiments are
currently stationed on worlds in the Galedon Military District.
Night Sialkers

(2 Regiments: Veteran - McGawnsHeg.'menf

Johiro's Regiment)

These two light 'Mech regiments frcm the industrial world
of Melisande are fast Qamlng a name for themselves as a crack
fighting team dlgu‘nng promlnently in the Combine's successful
defense ofi Al Na_. i --Mﬁi@ftu&&i&ly ..Colonel Lloyd
McGavin also® ha@ qu as iﬁdbrand who says
and does whal. he _for his men. Wherever

Qeg in the last 18 months,
the local contifigent of IQF agen!sv has:eoincidentally doubled
in size.

Proserpina Hussars
(3 Regiments: 1 Elite - 3rd;
2 Veterans - 1st, 4th)

The Hussars have long been the cutting
edge of Kurita troops station q@ %Iong the
border of the Lyran Corma \ gnd are perhaps the finest
practitioners of hit-and-run rai _in the Successor States.
Over the past several years, howes general buildup of
Steiner 'Mech forces along 1 er has increas-
ingly frustrated the Hussars' @ eir Commander,
Colonel Bruce Lee Bernstein, has been pressuring his
superiors to authorize a major assault on either Garrison or
Arcturus.

The Legion of Vega
(Approximately 3 Regiments - Regular)

The Legion is the %ramehild of Takashi Kurita himself. It is

an amalgamatlon of, lao\sely-orgamf?ed poorly~|ed and pooriy-
s d f

ap of House Kurita military,
attampts to usa*n ina ffl offeﬁ ' generally end in disaster,
last aséig‘m‘nent wa%s.to relieve the beleaguered
Tancredi gaffison, aé;siehally uﬁ'_ ssi;yl endeavor. Takashi
Kurita has re%énﬁy po . hg@dore to command the

emove the younger Kurita

Legion, in an effortitc :

from politics. Howevsn- 2, ISF ‘has thoroughly infiltrated the
unit, and Theodore is“on very good terms with them at the
moment.

Mercenary Forces

Wolf's Dragoons (5 Regiment=Elite

Colonel Jaime Wﬁs Dragoons fir; t appeared in the Inner
Sphere in 3005. Q;vgr ih@ past 20 yaar they have become the
most widely renoy ment in the Successor
States. The Drég@é v _ @very major House,
jolning House Kﬁr;l,t e unit's orbgms are shrouded in

| ar ggrsementz with the Draconis
Combine. the Dl%agoons 1ave spearheaded House Kurita's
successful assault'on House Da _research facility on the
planet Hoff, generally: '.grgaklng havoc all along the Kurita's
border with the Federated Suns.
Brion's Legion (2 Battalions - Regular)

The remnant of a full regiment of medium 'Mechs, these
two battalions could not. grm a sharper contrast to Wolf's
Dragoons' innovati ¢s and battle-hardened precision.
Brion's Legion, pledg gousa Kurita for the last twelve
years, has made a tradition of ng.in the wrong place at the
wrong time. Both |ts§ lio 3 siill badly bedraggled from
the beating they to%l% | I, having received little
assistance from their Luthien to rebuild their
strength. Currently garrisoned ;mnzthé backwater world of
Murchison, the Legion's prospects do not seem to be getting
any brighter.
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Special ‘Mechs

The following two 'Mechs are in
common use in the Draconis Combine. The
Panther is a 35-ton, jump-capable, light
'Mech with better than average firepower.
The Dragon is a heavy 'Mech with superior armament and
surprising mobility.

Type: PNT-9R Panther

Tonnage: 35Tons

Internal Structure:

Engine: Hermes 140
Walking MP: 4
Running MP: 6
Jumping MP: 4

Total Heat Sinks: 13

Gyro:

Cackpit:

Armor Factor: 104

Internal Armor
Structure Valve

Head: 3 9
Center Torso: 11 14/7
Rt/Lt Torso: 8 10/5
Ri/Lt Arm: 6 10
Rt/Lt Leg: 8 12

Weapons and Ammo:
Type Loeation Critical
SRM-4 CT 1
Ammo (SRM) 25 LT 1
PPC RA 3

Type: DRG-1N Dragon

Tonnage: 60 Tons

Internal Structure:

Engine: Vlar 300
Walking MP: 5
Running MP; 8
Jumping MP: 0

Total Heat Sinks: 10

Gyro:

Cockpit:

Armor Factor: 160

Internal Armor
Structure Value

Head: 3 9
Center Torso: 20 272
RyLt Torso: 14 16/8
Rt/Lt Arm: 10 14
RulLtLeg: 14 18

Weapons and Ammo:
Type Location Chritical
LRM-10 CT 2
Ammo (LRM) 24 LT 2
AutoCannon5 RA 4
Ammo (AC) 40 RT 2
Medium Laser LA 1
Medium Laser LT{R) 1

FREE WORLDS LEAGUE

The Free Worlds League was formed in 2271 by the
Treaty of Marik, which united three principalities in the volume
of space the League presently occupies. These were the
Grand Duchy of Oriente, the Principality of Regulus, and the
Marik Commonwealth. All three were loosely structured,
mercantile-oriented associations of worlds left behind in the
chaos following the collapse of the Terran Alliance. The leaders
of these states decided that it was easier (and more profitable)
to join together than to fight. By pooling their resources, the
group was able to survive their first years, when it was beset
by enemies. Again, during the Age of War, the Free Worlds
League stood firm against the volatile political situation
created by the complex maneuverings of the six major states
of the Inner Sphere as well as the innumerable smaller ones.

During times of danger, the League Parliament named
someone to the post of Captain-General, an appointment that
lasted only for the duration of the crisis. As crises became
more frequent, a special resolution uncil granted the right
of first appom[«f@ﬁ‘t@tha House of Mar family with a long
and honora&eéﬁ’mmtérﬁf\

hereditary,
e of war or
ible for the

the years
intricate rggchmatmns of

hus had little trouble
' levied by Star

develope@g strong position wnhm
the Free Worlds League Parliame
getting the support needed to raise th
League in r%:%rn for the -gnforceme its laws, and to
cooperate with its civi hori Yet, ‘planets in the Free
Worlds member-state: strated remarkable recalci-
trance and a tendency toward provincialism that would haunt
the Marik in years to come.

During the Good Years immediately before the revolt of
Stefan Amaris, the Free Worlds League prospered through the
development of technology and industry. The HPG, core of the
Star League Communications Network (and, later, ComStar),
was invented in 2614 on Oriente. First marketed by the Alphard
Trading Corporation, advanced communication and water puri-
fication technology was widely used in the volume of space
directed by the House of Marik. The House, in fact, became ex-
tremely wealthy through these and other ventures, making it ap-
pear to have completely discarded its previous warlike aspect.

The rapid onset of the succession crisis and the Civil War
fought between the House of Amaris and the Star League
resulted in the Resolution in Council 288. This resolution
assigned extraordinary power "for the duration of the crisis" to
Kenyon Marik, an ambitious and belligerent individual. With the
sudden and unexpected departure of the fleet and military
under the command of Aleksandr Kerensky, Kenyon Marik
accurately surmised that the crisis would not end soon. Con-
sequently, he declared himself First Lord of the Star League in
July 27886, just months after Minoru Kurita and Anthony Davion
had done the same. Summoning the BattleMech forces from
throughout the Free Worlds League, he launched a full-scale
attack against the Lyran Commonwealth, which he perceived
to be his greatest enemy. The horrible destruction known to
posterity as the Succession Wars ensued.
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During the last two centuries, the House of Mark has
continuously held the post of Captain-General of the Free
Worlds League, ostensibly through the legal instrument of
Resolution 288. At the beginning of each Marik's reign, the
ruler would reiterate the Proclamation of 2779 made by Kenyon
Marik, declaring the continuation of the crisis until further
notice (presumably until the House of Marik ruled the Inner
Sphere). Public tolerance has varied over the years, but
support for the Marik has in general declined. With its popular
base of support ever narrower, the ruling House depends more
and more on BattleMechs for enforcing its decrees.

With the steady erosion of support among the members of
the League Parliament, the House of Marik turned to hiring mer-
cenary units from outside the League to perform the functions
of suppressing rebellions, as well as to reinforce the Marik's
personal entourage. Nonetheless, the people of the Free
Worlds League still remembered their earlier, more democratic
government. Most recently, the revolt has been led from within
House Marik itself. Anton Marik, Duke of Procyon, heir and
brother to Captain- General Janos Mank had obtained the
support of a numbﬁ&mmﬁ i werful enemies in
Parliament, in exchange fo tbelr supporto?Antons_ attempt to
overthrbw%§ - aditional Marik
enemy Ma long campaign
against his brot ‘unsuccessful, but
served to underscore the discontent seething beneath the
surface of League politics.”

Today, the Free:Wo consists of approximately
110 worlds, divided int 0 smaller principalities,
ranging in size from the tiny %@cﬁy of New Assam (consisting
of a single continent on Tiber IV) to the Principality of
Andurien, which spans four worlds and controls parts of five
others. The increasing balkanization of the League has made it
easier for Marik to "divide and conquer” his enemies, as only
rarely can the numerous petty princes agree on tactics or
make common cause in the Parliament. On the other hand, the
strife in his realm has increased the Marik's bureaucratic
headaches, making the administration and sometimes the
defense of his sprawling and disorganized realm a nightmare.

The Free Worlds League is slowly disintegrating, with
member worlds less and less willing to take direction from
Atreus, the capital. The League is kept together by much the
same factors that originally spawned it: the need for its mem-
bers to make common cause against common enemies, trade
and commerce agreements prohibiting tariffs and quotas within
Marik space, and the somewhat subliminal awareness that
membership in the Free Worlds League is what stands between
them and being at the mercy of the other even more rapacious
warlords of the Inner Sphere.

el

PERSONALITIES

Janos Marlk, Captain-General, Duke of
Atreus ("the Marik")

At age 67, Janos Marik is the oldest of
the five lords of the Successor States and ruler of the Free
Worlds League. He is only a moderately capable administrator
and a competent tactician in an era that demands a leader of
far greater talents. Marik has sought to reverse the divisive
trends of 200 years of history by at-tempting to bring the far-
flung worlds of his domain under direct bureaucratic control, an
ambition that is diametrically opposed to the desires of his
military commanders and noble subjects.

The Free Worlds League has fractured into an ever-larger
number of ever-smaller administrative units, each fiercely
independent and_absurdly: oiamnmst in_a time when none of
them can truly st,and a!on ﬁﬁi@mal ized this 35 years
ago when'Ra succeec i 3‘ed in a ship
accident in the O
superior diplomatic
support and neutralizip
Janos Marik is probably fi “to impossible. The end
result has been a Semﬁs«“éfﬁfahoﬁwa coups, assassination
attempts, and bloody rebelli that have drained the strength
of an entire generation of Marik MechWarriors and made a
sizeable dent in the hoarded wealth of the House.

Fortunately, the Lyran front has remained relatively quiet
during Janos' reign, and the Concord of Kapteyn, a treaty
between Marik, Kurita, and the long-hated rival Liao, has seem-
ingly removed any threat from the Capellan March. Eleven
years have passed since the rebellion by his younger brother,
Anton. Janos has yet to officially name an heir, though some
rumors at the Atreus court suggest that an unknown heir is
being kept in safety somewhere beyond the boundaries of
Lyran space.

Thomas Marik, Adept XVIll, ComTech Order

In an age virtually bereft of technical expertise, the soft-
spoken Thomas Marik, a 19-year veteran in the service of
ComStar, is one of the most knowledgeable men in the Inner
Sphere. Over a course of several years, he has embarked
upon independent researches that have considerably ex-
panded and enhanced his own technical expedise Though he

i?‘om this assemblage,

gained him the notice of ‘many important flgures in ComStar,
including (it is rumored} members of the First Circuit itself.

In actuality,-Th mas Maﬂk'n;...'__ portance..i
than most within the sus
the ruling House of the
fith son of Janos  Marik
older brothers and two ¢l
for his continued non- parhc;pﬁt

Circumstances have pired to change the situa-
tion. The devastation of the ssion Wars has gradually
eliminated the number of possible heirs to the Captain-
Generalship. Furthermore, the revolt of several Marik family
members has made the aging Captain General seek outside
his realm for a worthy heir. In a secret meeting to which the sup-
posedly neutral ComStar was a party, Thomas was confirmed
some years ago as heir to the Ducal Throne of Atreus.

Janos Marik risks a great deal by bringing a neophyte into
the Byzantine political scene at the Atreus court. However,

rgil three yaars ago, four
 wére sufficient argument
1.politics.
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Thomas' special knowledge adds a new dim-
ension to his future role as ruler. Far more
than the continued existence of the Free
Worlds League is at stake, and ComStar is
well aware of the implications of this turn of
events. lts leaders hope that the years of indoctrination have
made Thomas Marik more loyal to the order of the Blessed
Blake than to his Marik heritage.

Few in the Free Worlds League are aware of this arrange-
ment between Janos Marik and ComStar. Among those few is
Christopher Halas, Duke of Oriente (see below), whose ambi-
tions include controlling Thomas Marik when (and if) he comes
to power. Thomas Marik has kept his own counsel about whom
he trusts and whom he does not, however. He remains at the
ComStar "A" facility on the Steiner world of Teukros, perhaps
preparing for the day when he will take up the Captain-
General's baton on Atreus.

Christopher Halas, Duke of Oriente, Knight of the Order of
Atreus

The Duke of Oriente is a quiet but effective politician, as
well as a skilled military leader with several years' experience
as a MechWarrior. He rules one of the largest principalities in
the fragmented Free Worlds League, including the worlds of
Lefarge, Pollux, and Fletcher and the heavily-fortified capital of
Oriente. As a result of his” posmon the duke is an important
figure in the Free Waorld! nt.

Unlike, many ‘ orlds nobles, the prag-
matic Halas do farik's use of Resolu-
tion 288 to maintain his legal e
the Captain- Genesa%@asw*c%mrﬁ jure prevents the total dis-
ruption of the Leagu§ Witﬁﬁlﬁ:@ahg. the internecine squab-
bling and strife among 1t worlds would no doubt undo
the fabric of the League in order. Only when unified can
these worlds avoid being swallowed up by their enemies.

Though he is wary now of trusting his nobles, especially
the powerful ones, Janos Marik has become quite friendly with
Duke Christopher, using him as a front man for directives and
actions in the Parliament. This is not to suggest that the Duke
is without guile.

Though basically honest, straightforward and honorable,
Christopher Halas believes that the specialized technical
knowledge that Thomas Marik has had "jammed into his brain"
is insignificant compared to the Duke's own wide experience as
a soldier, MechWarrior, and Aerospace Pilot. Ultimately, he
believes that his practical experience will far cutweigh Thomas'
dilettantish learning in the day-to-day practice of government.
Dame Catherine Humphreys, Duchess of Andurien

At 74, Catherine Humphreys has the distinction of being
one of the few nobles in the Free Worlds League who is older
than Janos Marik In her you;h she served as an Aerospace
Fighter pilot | of "

Humphreys. She rose
ily name and personal-
title after her aunt Mor S5a!

been an active participantin QeWarlds politics ever since.

The duchess favors a strongly provincial policy that has
been a source of consternation to the allies as well as the
enemies of the Captain-General. Although she has refused to
participate in most of the military ventures attempted by Janos
Marik, Dame Catherine also stubbornly refuses to supply or aid

_Ss"lnatmn in 2989, and has

those who oppose him. Nevertheless, she personally is dis-
satisfied with Marik' policies and has her own plans.

Her main concern always is to protect and expand the
interests of Andurien, whether or not they coincide with the
interests of the Free Worlds League. In matters not directly
affecting Andurien, she routinely casts a negative vote in
Parliament. (One member of the Free Worlds Parliament has
been heard to remark, "The only damn word the woman knows
is 'no".")

At least since the revolt of Anton Marik eleven years ago,
Dame Catherine has entertained the idea of seceding from the
Free Worlds League, though she is not naive enough to believe
that her five BattleTech regiments could withstand the military
might the Marik would hurl against her. Consequently, she has
begun to send out careful feslers to potential allies within and
outside the Free Worlds League. So far, the duchess has
found her staunchest ally in Kyalla Centralla, the Magestrix of
Canopus. Kyalla has promised to defend Catherine with ten
MechWarrior regiments in exchange for help in Kyalla's
planned campaign in the Inner Sphere (see The Periphery
for details).

These independent initiatives by Dame Catherine reveal
that her own objectives outweigh any other consideration,
even the survival of the already-fragile Free Worlds League.
They also show that her determination to win freedom from the
Atreus court has blinded her to the possibility that Kyalla may
be using Catherine as a catspaw, rather than the other way
around. The ocutcome of this labyrinthine intrigue is presently
still in question.

MAJOR WORLDS

Atreus

Atreus is the capital of the Free Worlds League and well-
known for its gigantic architectural wonders such as the Marik
Palace, the Palace of Justice, and the House of Parliament,
Regrettably, this is yet another indication of the tendency in
the League to look backward to more glorious days. Atreus'
grand boulevards paved with marble and lined with columns
belong to the long-past age of the Star League.
Kalidasa

The wealthy world of Kalidas, an independent duchy a
single jump from the Marik/Steiner border, still possesses
some functioning 'Mech production facilities. Kalidasa's indus-
trial facilities have produced new units for the Oriente Fusiliers
and Household Guard contingents. The planet's climate is hot,
with a thin atmosphere, high winds, and searing sandstorms
that make it quite inhospitable (and difficult to seize).
Andurien

Though much fought-over, Andurien has the distinction of
having never been heavily damaged by an invading force. Its
defenders have traditionally been more willing to offer their ser-
vices to the attacker than to let him devastate their planet. The
planet still has the appearance of a wealthy, populous world,
though MechWarriors (and their war machines) are not an
uncommon sight. Andurien is most famous for its extensive
Botanical Gardens, containing samples of rare plants and
trees from across the Human Sphere, and which was founded
by the hypochondriac Duke Allard of Andurien in the late 25th
century. Today, Andurien is ruled by Dame Catherine, Duchess
of Andurien, a fierce old lady with ambitions of her own.
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Orlente

A key world for centuries, Oriente lies along what was
once the primary trade and communications route through the
Free Worlds League. It is now the capital of the largest single
pravince in the League, due mainly to the aggrandizement of
the ducal House of Halas, heirs to Oriente since the extinction
of the previous line in 2875. Oriente is a heavily-industrialized
world that has suffered bombardment (and then been rebuilt
again) many times. It is in stark contrast to its distant neigh-
bor, Andurien. Oriente nobles are, in fact, contemptuous of
what they perceive as Andurien's spinelessness.
Irian

Irian was once renowned for its craftsmanship and origin-
ality in developing new '"Mechs and equipment. The last design
to come from it was the Hermes I, which is in wide use among
the Free Worlds League. Irian was brutally attacked during the
revolt of Anton Marik a dozen years ago, when its still-function-
ing 'Mech plants were rendered so much slag. The Duchy of
Andurien recently began to underwrite the rebuilding of these
facilities, which have been able to begin limited production.

MILITARY UNITS :

The Free Worlds Leaga
40 regiments.

y strength is composed of

Regulars

The Fusillers of Oriente (6 Regiments: 2 Elite - Ducal
Guard, 1st Br.-’gade 2 Veteran 2nd, 3rd Brigade;

stood firm as: the bulwarf( 0

war between the Marik (Lhi& brothér Anten in 3014 the 1st
Brigade led ll‘fa defengé’at Calfg}way . and turned the tide in
Janos' favor. The Fuggliers are composed of three heavy
(Guard, 2nd, Sth) andfthree medium regiments, drawn from the
best fighting men<of territories | by the Duke of Oriente.
Unlike many otfier units, the Fusﬂiers have always replenished
or reformed their- existing regiments,’ burkdlng on a rich legacy
of valor that now dates back over five centuries.

The Defenders of Andurien (5 Regiments: 3 Veteran-

1st, 4th, 6th; 2 Regular - 3rd, 5th)

Due to Dame Catherines's stubborn refusal to contribute
forces to Marik offensives against the Lyran Commonwealth,
these three medium regiments*have received most of their
"experience” banllng one another dunng planetary maneuvers

fundamantais we!f !egl d pqésa_ésed of strong steel of spirit.
The two great benefits of their relative inactivity are that they
are better supplied and in far superior physical condition than
most other units inthe field, =~

Mercenary Units

21st Centaurl Lancers
(1 Regiment - Elite)

This heavy mercenary unit‘is currently
led by ColonelThaddeus Kusaka. The: .Lancers have served as
free mercenaries in the Infer Sphere for over 150 years, after
mutinying from the'Hous iao in‘a dispute over pay. Their
fortunes have waxed and wa d soﬁdwhat over the years, but
the unit has never Ios&@?qpmagwn for honest service. For
the past ten years, the f‘eglment has served at a variety of
posts along the Steiner border, somehow remaining aloof from
the political turmoil swirling around them.

Special 'Mechs

Due to the melange of nation-states within the borders of
Marik space, 'Mechs of all types are in use among the various
prin-cipalities. However, the Hermes Il [produced by the well-
known factories on Irian until they abruptly stopped production
in 3014) is commonly used by virtually everyone. The Hermes
is a medium '"Mech with a long lifespan.

Type: HER-2S Hermes Il Tons
Tonnage: 40 Tons 40
Internal Structure 4
Engine Hermes 240 115

Walking MP: 6

Running MP: 9

Jumping MP: 0
Total Heat Sinks: 10 0
Gyro: 3
Cockpit: 3
Armor Factor: 120 7.5

Internal Armor
Structure Value

Head: 3 9

Center Torso: 12 17/6

Rv/Lt Torso: 10 14/5

RvLt Arm: 6 1

RtlLtLeg: 10 14
Weapons and Ammo:

Type Location Critical

AutoCannon 5 CT 4 8

Ammo (AC) 20 B 1 1

Medium Laser RA 1 1

Flamer LA 1 1
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COMSTAR

HISTORY

ComStar, the interstellar
communications network, s
the child of Jerome Blake, one
of the most influential men in
the thousand-year history of
interstellar space travel. An
electronic engineer and high-level bureaucrat, Blake was
appointed Star League Minister of Communications by the High
Council of the League in early 2781, after the conclusion of the
civil war. He was charged with restoration of the League's
extensive and partially destroyed communications network.

THE BLAKE REGIME

Star League was a shambles in the years immediately
following the civil strife of the middle 2700's, with 100 million
dead and communications to the Territorial States completely
cut. The Council, however, was unable to elect a new First Lord
to replace the deceased usurper, Stefan Amaris. In the mean
time, they ordered the powerful Regent, Aleksandr Keren&k
to disband his troops. Then, the Council further s
Kerensky by ordering the Regular Army dispersed 1
worlds scattered across the League. Kerensky re
calling together all his remaining loyal troops and disappe

with them from known space. Meanwhile, tensians @etwegn"‘ T

rival Member-States had escalated to open, arme

The Communications Network, which had fir
ployed during the ministry of Joshua Hoshiko neatly 2
before, had suffered grievous damage during the eivi
the early years of Blake's ministry, its facilities cﬁ@ u’%d to;
come under attack, with the rival Lords spe :
amounts of energy trying to capture or destroy ther
realized that it would be difficult, perhaps impossible,
prevent interstellar communications, particularly between rival

houses, from utterly disintegrating. ThJs led him to conceive of |
a radical means for keeping the lines of communication open | | & |
throughout the Star League, and perhaps to maintain civiliza- | | | |

| | 1| knowledge at all costs. Thus, ComStar became a haven for all

In a secret meeting held in the winter of 2786, Blake '

tion itself in the terrible times yet to come.

gathered together the Administrators of the First Circuit Relay
Stations on New Earth, Barnard, Alpha C, Bryant, Procyon,
and Dieron. He explained his plan for a communications net-
work that might survive the violence of the coming wars.
Though simple in design, the plan was complex in execution.
Blake managed, however, to obtain a promise from a majority

of the Council Lords that they would guarantee the safety of !

the communications network if it would stay out of politics.
Because communications were crucial to all concerned, Blake
was able to save the network and (he hoped) the high
technology that had built it.

This success cemented his authority, and provided him
with a tangible base of operations for carrying out the rest of
his plan. By hastily recruiting several BattleMech regiments,
Blake managed to capture Earth in a lightning operation in the
summer of 2788. A huge find of spare parts and excess equip-
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ment allowed him to pay off the 'Mech regiments in his service.
Blake then declared Sol a neutral system under the protection
of the communications authority, and dispatched emissaries to
the five Warlords through the good offices of the First Circuit.
He was able to take advantage of the element of surprise and
.the Lords' preoccupation with each other to obtain the
es he needed to proceed with his plans. Davion and
the first two Lords to recognize the advantage of a
unications authority spanning the former Star
he other Lords followed close behind.

e early history of the Interstellar Communica-
1 soon adopted the now-familiar name of Com-
d in religious mystery. What is apparent is that
racy and the technocracy of the organization
' to keeping ComStar isolated from the "outside
lties for discussing even the most mundane
outsiders were extremely severe, including dis-
‘ComStar Service. Blake himself was something of
o viewed the decline of civilization as retribution for
ins. He realized that the tremendous scope of destruction
;- ed by the wars would eventually consume civilization
| unless seme of its precious knowledge was retained. Regard-
less of its mundane, secular obligations, Blake believed that
| ComStar had a higher obligation to maintain and preserve

manner of technicians, prospering while elsewhere BattleMech
regiments tore the rest of interstellar society apart.

Within 20 years, ComStar was operating at a profit. How-
ever, it had been forced to exclude more than 40 percent of the
worlds formerly linked by communications in the time of the
Star League, and had completely lost contact with the
Periphery beyond the Inner Sphere (or so went the official line).

Blake's directorship of ComStar lasted for twelve more
years, during which time ComStar continued to expand its
services, improving and upgrading its stations and restoring a
regular short-distance mail service to supplement its HPG
(HyperPulse Generator) transmissions. As a by-product of its
existence, the organization helped reestablish a semblance of
normal commerce by introducing a ComStar letter of credit (the
ubiquitous "C-Bill"), which served as a medium of exchange
between both rival and friendly houses, all of whom had also
placed their own currencies ("H-Bills") in service.
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At Blake's insistence, the First Circuit, now the absolute
governing body of ComStar, met only in closed session and
imposed a 'secret society’ mentality on its subordinates. An
internal security force known only as ROM (an acronym whose
original meaning has been lost to history) was formed in 2811
to help prevent leakage of technological information to the
outside, and to help thwart defection to the Successor Lords.
ROM quickly became feared and respected throughout
ComStar, punishing not only "treason” but also "doctrinal” (i.e.,
policy) disputes with dispatch and efficiency.

SECRET SOCIETY

Upon Blake's death in 2819, the First Circuit chose Conrad
Toyama, First Tech of Dieron, as his successor. A staunch
admirer of Blake, Toyama was determined to carry out his
dreams and policies. ComStar doctrinal history claims that, on
his deathbed, Blake communicated "the Word" to Toyama, and
revealed his fears that high-placed officials in the organization
would betray ComStar. Whether or not this story is true, it is
apparent that Toyama had serious philosophical conflicts with
several of his colleagues in the First Circuit and their support-
ers. They wished to have the activities of ROM brought under
the Circuit's control and for ComStar to use its now tremendous
resources and technological expertise to build its own Battle-
Mech force and conquer the Inner Sphere. This faction bided
its time while Blake was still alive, apparently hoping to per-
suade Toyama to their point of view. As it turned out, they
could not have been more wrong.

Toyama was utterly opposed to Com-
Star taking an aggressive role in Successor
State affairs. He based his stand on one of
Blake's journal entries, a prediction by the
Director of a future complete breakdown of
civilization. He postulated a time when power would run out and
the machines break down, when there were would be no more
BattleMechs and no more Succession Wars. Only then, Blake
had written, would ComStar emerge from its isolation and
relight the lamp of civilization, establishing itself as an enlight-
ened theocratic oligarchy. Though the journal entry appeared
to be mere speculation, Toyama looked upon it as gospel, a
prophecy of things to come.

Toyama's reaction to the war-mongering of his opposition
was swift and violent. Considering their proposals an affront to
"the word of Blake", Toyama used the tremendous (and largely
unseen) power of ROM to remove his opponents, including four
of the six members of the First Circuit and nearly 20 percent of
ComStar's administrators and Techs. It took Toyama less than
a week to purge the opposition, who were so taken by sur-
prise that they never managed to organize any resistance.

Rapid changes in ComStar followed. Secure in his power,
Toyama culled what he believed was the essence of Blake's
world-view from his unpublished diaries, and published it.
These ideas became essential to ComTech training. The cor-
porate hierarchy was dismantled and replaced with a more
plutocratic structure, grandly titled the ComTech Order. Train-
ees became Acolytes. Technicians became Adepts. Managers
and administrators became Precentors. Pervading all levels of
the organization (and responsible only to the Primus himself),
was ROM, helping to ensure total obedience to the dictates of
First Circuit. Toyama's great love of ceremony led to the devel-
opment of elaborate rituals for important events and contacts
with the Outside, from initiation of a new Acolyte to the
Excommunication of a World or State from ComStar services.
One example was the Interdict placed on the House of Marik
following its attack on the ComStar station at Oriente in 2837.

Toyama hand-picked his successor, Raymond Karpov. In
order to further extend ComStar's influence over the Inner
Sphere while remaining out of its politics, Karpov issued an
Edict in 2854 that threw open a fixed number of Acolyte
positions to scions of Great Houses and MechWarrior families.
This also allowed ComStar to absorb what little technolagical
innovation was going on outside.

The rigidity of the ComStar structure, the wide-ranging
authority of the Primus and the First Circuit, and the all-
pervasiveness of ROM have proved to be an effective
combination. More and more of the litany and ritual of ComStar
ceremonies have become necessary for the accomplishment
of ComStar operations, During Toyama's Primacy, a ComStar
Acolyte might have uttered the "necessary” invocation prior to
activating an HPG only because he feared a ROM agent would
call him out if he did not. Less than 50 years later, a less
sophisticated Acolyte might utter the same invocation
because he believed that the HPG would simply not function if
he did not. The rituals created by Toyama took less than two
generations to become ritual magic, in the shadow of the
saintly figure of the Blessed Blake.
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ORGANIZATION

The ComTech Order has changed little
since Primus Raymond Karpov established
the Doctrinal Edict that created a three-
tiered hierarchical structure in 2861. The
Primus, or Director, is generally nominated by his predecessor
and confirmed by the First Circuit, which was enlarged to ten
members in 2857 with the addition of Arcturus, Oriente, Altair,
and Capella. Immediately below the Primus are the Precentors
of the various stations, ranked according to the importance of
their station. Most prominent among these "A" stations are the
ten of the First Circuit and the Center Station on Terra.

Directly responsible to each Precentor are a number of
Adepts, ComTechs with at least one year of service to the Or-
der. Unlike Precentors, who are transferred only by promotion
or demotion, Adepts serve only one year at a given station,
then are automatically transferred to another post. This policy
discourages undue familiarity with lay personnel, superiors, or
fellow Adepts. To further distinguish Adepts, an intricate sys-
tem of rankings and degrees has evolved, indicating length of
service, equipment training, and distinguished conduct.

Members of the Order with less than two year's service are
called Acolytes. During an initial apprenticeship of ten weeks,
the neophyte is introduced to the "outer mysteries" of the
Order: hyper-pulse equipment, the stations of the First and
other Circuits, and the basics of celestial mechanics. Following
this, applicants who have proved themselves worthy of the
Order are initiated, which commits them fto lifelong service.
ComStar discipline and the continued effectiveness of ROM
restrict renegades to a tiny few.

ComStar has two specialist branches: ROM and the
Explorer Service. ROM is a highly secretive and extremely
independent subculture within ComStar. It recruits according
to its priorities, most often from within the Acolytes of the
Order, though it is whispered that ROM also recruits laymen to
perform its more feared tasks. From wherever they come, the
ranks of ROM include some of the most fanatical and vicious
killers in the galaxy.

The Explorer Service was founded during the Primacy of
Adrienne Sims, immediate predecessor of the current Primus,
Julian Tiepolo. Particularly bright ComTechs may serve a year
in the Explorers. Explorer teams consisting of two Explorer
Corps leaders and five to eight Adepts are outfitted with a small
jump vessel, a contingent of troops, and an old Star League
starchart, then are instructed to rediscover worlds with which
contact has been lost. ComStar policy is to inform the nearest
Successor House of its responsibility for the safety of the
Explorer team, thus guaranteeing some protection against the
potential hazards of such service.

HYPERPULSE GENERATOR

The key piece of ComStar equipment is the HPG
(HyperPulse Generator), which operates on the same general
principles as a Kearny-Fuchida drive. The ComStar communi-
cations net is composed of a large number of powerful HPGs
capable of transmitting or receiving an instantaneous signal a-
cross a distance of nearly 50 light-years. These large facilities
are the "A" stations. There are well over 50 "A" stations
scattered throughout the Inner Sphere. In addition, there are
stations capable of transmission and reception over a 20- to 30-
light-year span. These are the "B" stations located at every
inhabited world in the Inner Sphere, except the Independent
Worlds of Butte Hold, Redmond, Unuk al Hay, Santander,
Oberon, and New Silesia.

Messages are processed serially, and the HPGs at an "A"
station generally make transmissions to each station they
serve every 12-24 hours, whenever enough messages for the
destination have accumulated. Priority messages can also be
sent, but the costs are astronomical. "B" stations process
messages in the same way, though they transmit much less
frequently (only two or three times a week), and always to the
same "A" relay station. Messages are charged on a per-
transmission basis, and so the cost to send one via multiple
stations can be extremely high.




THE GAMES

The average citizen of the Successor States believes
that all MechWarriors are powerful figures with lands, titles,
and great personal wealth. In reality, that is the exception
rather than the rule. For every renowned mercenary regiment
like Wolf's Dragoons or Hansen's Roughriders, there are a
score of struggling units, battalion-sized or smaller, wha fight
day after day and year after year, half the time not knowing
where their next meal or load of spare parts will come from.
Sooner or later, many of these Warriors get desperate enough
for cash to travel to Saolaris VIl to try their luck at the Games.

Solaris is a rowdy frontier world on the border between
Marik and Steiner space that has frequently changed hands
over the past 200 years. Regardless of which side controls the
planet, however, the planetary government sponsors games of
gladiatorial combat every three months, very like those of the
Roman era some 3,000 years ago on Sol.

For three days, any MechWarrior willing to pay the 5000 C-
Bill entry fee can face off against other Warriors, alone or in
pairs, in an arena jam-packed with spectators as bloodthirsty
as their ancient counterparts. Contestants may surrender and
break off a fight at any time by setting off a signal flare, but
losers-by-retirement must pay their vanquishers a 100,000 C-
Bill ransom, and suffer a significant loss of reputation. Conse-
quently, most battles continue until one side is either killed or
totally incapacitated. Contestants receive salvage rights on all
'Mechs they destroy in combat. In addition, those who survive
to the final day and place high in the overall competition can
earn themselves a hefty chunk of prize money (purses are
based on the total number of entrants, with a contestant need-
ing to win seven to nine total matches for a championship).

Those who feel truly confident of
their abilities can place bets with
the arena bookmakers who impas-
sively view the individual wins
and losses as mere tallies in their
betting boacks.

The Games are big business
on Solaris, bringing in a substantial amount of revenue to the
planstary and House governments who operate them. Thus,
whichever House is in control of the Solaris system has a
strong vested interest in maintaining the integrity and reputa-
tion of the competition, and in closely menitoring the activities
of Taurus Enterprises, the private combine that actually
conducts the Games. Nonetheless, rumors abound of bribes,
purse money being skimmed off, betting scandals, fixed
draws, 'ringers’, and even covert team-up agreements made 1o
eliminate certain 'undesirable' contestants from the competi-
tion. Individual gamemasters can decide whether or not any of
these tales is true,

Novice 'Mech units may find the Games a good way to
accumulate an initial capital stake, or to earn a reputation that
might attract gainful employment. More experienced units may
also find themselves drawn toward Solaris for the same
purposes if they have suffered a run of bad luck. Or, they may
be sent there on assignment by House Marik or Steiner to
investigate reports of illegal activities or a buildup of enemy
forces using the Games as a front. In any event, players
should find their visit both entertaining and potentially
dangerous.




VALON INSTITUTE OF SCIENCE (NAIS)

In early 3015, Hanse Davion
initiated perhaps the boldest
stroke of his still brief reign as
Warlord when he decreed that the
Federated Suns would fund the
construction of a brand new uni-
versity on its capital world of New

Avalon. This facility was completed in late 3016, and Davion
committed a sizable number of his empire's scarce scholars
and technicians to serve as its instructors. In the few short
years since its opening, the New Avalon Institute of Science
(NAIS) has already become recognized as the most advanced
center of higher learning and research in the Successor
States.

NAIS offers training in seven major disciplines: Biology/
Medicine; Engineering; Mining/Metallurgy; Chemistry; Military
Science; Finance; and Palitical Administration. The primary
goal of the first five disciplines is to recover the lost techno-
logies of the last millennium. The last two course areas serve
primarily as a training ground for Davion bureaucracy, while
training in Military Science produces officers for House Davion
regular units.

A few noteworthy successes in the medical and metal-
lurgical fields have already been achieved. Study in these
disciplines includes a great deal of hands-on training and
research, plus a lot of trial and error, because few scientific
texts have survived intact to the present day.

The Institute functions more like the 20th-century Sol
military academy at West Point than a public university. Prior
to admission, candidates are tested rigorously for both
intelligence and palitical leanings, and aptitude tests determine
which disciplines they may study. Those who are accepted
become "wards' of the ducal government of New Avalon, and
must commit themselves to ten years of service to the
Federated Suns upon graduation. Course schedules are long
and arduous (eight to ten hours per day), leaving the student
little time for traditional campus hijinks (or sleep, for that
matter). Despite all these drawbacks, however, there is little
question that the training is well worth the price, and the
current backlog of candidates is ten times greater than the
school's capacity.

The other Houses of the Successor States have watched
the growth of the Institute with great interest and growing
concern. As part of the secret alliance between House Davion
and Steiner, the latter has been allowed to send a limited
number of its own young scholars to the NAIS. Meanwhile, two
of Davion's opponents, the Draconis Combine and the Free
Worlds League, have followed Davion's lead by opening their
own universities, though neither is as well bankrolled or staffed
as the Institute. Because of this disparity, House Kurita,
Marik, and Liao all spend time trying to infiltrate their intel-
ligence agents into the NAIS as students, or attempting to
bribe other students to enter their employ.

Player characters who are affiliated with House Davion or
Steiner may have a chance to receive Institute training as a
part of their initial character development, as outlined in
Creating MechWarrior Characters. Scouts from other
Houses may also come into contact with the NAIS as part of an
intelligence-gathering assignment or even an assassination or
sabotage mission.



THE PERIPHERY

HISTORICAL BACKGROUND TO 2785

To even the most well-informed citizen of the Successor
States, the Periphery seems like a huge area without firm
definition, stretching far beyond the borders of the Successor
Houses into interstellar night. If it WERE possible to define the
frontier of this vast domain, it would lie perhaps 150 to 200 light
years from the Terran homeworld. Even this estimation does
little to convey where the Periphery actually begins or ends.

As described in the Historical Preface, much of the
Periphery was explored and settled as early as the Exodus.
These origins have always given the citizens of the vast Peri-
phety a feeling of independence from Terra. During the next
two centuries (the Age of War), the worlds of the Periphery also

Nonetheless, the Goed
Years were beneficial to the
Periphery as well as the Inner
Sphere. The technological devel-
opments of the 27th and early
28th centuries (HPGs, small-
scale myomers, and low-cost

water purification) allowed greater communications among and
exploitation of the vast resources of the Periphery. Trade and
commerce grew exponentially. Many of the worlds of Star
League, both inner and outer, became economically inter-
dependent, which encouraged the specialization of worlds into
agricultural, industrial, and so on.

danced the intricate pavanne that passed for combat during
the era. Nevertheless, the independent-minded Outer Worlds
continued to resist the idea of Terra as a guide or mediator in
their affairs.

The Cameron family, hereditary rulers of the Terran Hege-
mony from 2339 on, was able to accomplish very little diplomat-
ically in regard to these distant states. Then, when the rulers of
the Inner, Sphere combined voluntarily to form the Star Leagus,
the Periphery refused to join. It was only after they lost a
bloody, 20-year war waged against them by the Inner Sphere
that the Periphery was 'persuaded' to join. Though the victor-
ious Star League launched a strenuous propaganda campaign
to create a veneer of unity after their conquest of the Outer
Worlds, it is clear (in hindsight, at least) that they still con-
sidered themselves separate, even a century and a half later.

The long peace between 2597 and 2765 was finally
broken by the secession of several Periphery worlds, followed
by a coup staged by Stefan Amaris of the Rim Worlds. Fifteen
years of civil war followed. Before it ended, the fighting
damaged the whole of Star League, especially in the areas
around Terra and in the Rim Worlds. Vast sections of the
League's HPG network were destroyed or disabled, effectively
cutting off contact between the Periphery and the Inner
Sphere. The departure of Kerensky's armada in November of
2784 removed the last obstacle to open war between between
the states of the Inner Sphere. By turning on one another, the
Successor Houses now left the Periphery to its own devices.
Over the next two and a half centuries, the distant outer worlds
wera finally free to follow their own paths.
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THE MODERN PERIPHERY:
2785 TO THE PRESENT

The collapse of Star League had a
profound effect on the balance of power in
the Periphery. First, the Civii War and ensuing conflicts
completely disrupted its interdependent economy. Second,
Kerensky stripped the Inner Sphere as well as the Periphery of
its 'Mech defenses in order to fight the Civil War. This left
poorly-defended planets prey to private forces still armed with
'Mechs. Third, loss of communication with the Inner Sphere
and the ensuing Succession Wars increased the Periphery's
isolation. Until now, Star League had kept in check the conflict
between the many factions within the Periphery. These
grievances and differences now erupted cpenly.

The impact of some of these factors was felt only over the
course of time, while others were felt almost at once. For
instance, the interdependent economy of the Periphery was
affected almost as severely as that of the Inner Sphere by the
collapse of communications (see the Economics chapter).
This realigned the economic balance of power on the basis of
true wealth, i.e., 'Mechs, ships, industrial facilities, valuable
raw materials, and technology such as still-operating HPGs.
Because of the lack of spare parts and maintenance equip-
ment, worlds whose existence depended on trade with other
worlds had to be abandoned for the most part. Just as in the
Inner Sphere, any worlds dependent on extensive off-planet
support for agriculture or pure water were maintained only if
located in key strategic locations.

It took longer for political structures to disintegrate. In
areas of space more densely populated with planets (such as
the Hyades, the core of the Taurian Concordat), a semblance
of organization remained (especially because not much of the
area had been ravaged by the Civil War). Territories such as
the Rim Worlds suffered a different fate. With its planets
stretched across an area as wide as the present-day Fed-
erated Suns (but with a tenth of the population) and having
suffered extensive damage during the Civil War, the alliance
fractured into smaller entities, some no larger than a single
world.

The early Sueccession Wars also influenced political
structures in the Periphery. 'Mech units who had rebelled
against their masters, had made a dangerous enemy, or who
wished to seek their fortune often journeyed into the less
organized space beyond the Inner Sphere. There they often
became de facto rulers of a world. Conquest was usually easy,
because the worlds most easily taken were the most worthless
in terms of natural resources, water, or location. This only
spurred renegade 'Mech units to further conquests, usually
against more heavily-populated, richer targets. Although many
observers believed these bandits would have little chance of
survival without a solid base of operations, the bandits have
gone on to become a menace to more stable worlds.

The next two centuries of Periphery history seemed
based on the dialectical interaction of two mutually opposing
forces. On one side were the independent and self-styled
"kings" of cne or more worlds: bandits and privateers of the
frontier who expanded their borders through menace, coercion,
or occasionally by contracting their services to their neigh-
bors. On the other side were the evolving alliances, some

based on the remnants of past governments, others newly-
formed for the purpose of trade or mutual defense against
other alliances or the selfsame Bandit Kings. (Alliances also
allowed states to pool limited supplies of technolegical re-
sources, such as parts for 'Mechs or water purification
devices.) The Bandit Kings acted as a destabilizing force,
destroying or dividing alliances. The alliances were a counter-
peint to that trend, stabilizing regions to the point where trade
and even technological development could begin again.

Within each type of government, there were social forces
attempting to pull it apart. For example, an alliance often
suffered from the inertia or internal disagreement of the
members, and limited resources made it impossible to satisfy
all parties at all times.

Though the rulers of the Successor Houses do not know
all the details, they are probably aware that the ComStar
organization has maintained at least a tenuous contact with
the Periphery, substituting small packet vessels where HPGs
have been destroyed or disabled. ComStar's influence in the
Periphery is insignificant compared to what it exerts in the
Inner Sphere, however. Among the Outer Worlds, it operates
more as an information-gathering organization rather than a
service-oriented one, because the existing communications
equipment is in the hands of independent alliances. However
limited at present, ComStar's involvement in the regions
beyond the Inner Sphere is in its best interest, for it relies
heavily upon the status quo to maintain its privileged position.

The last (and potentially most important) outside influence
in the Periphery is that of the Star League armada, commanded
by descendants of the officers who followed General
Aleksandr Kerensky into deep space in November 2784. The
fate of this flest is as much a mystery to the scattered domin-
ions of the Periphery as to the states of the Inner Sphere. The
fleet departed the realm of Star League, seemingly in order to
precipitate an unavoidable war and perhaps with the
expectation that it would return sometime in the future.

Often a given alliance or confederation has been
infiltrated by agents provacateur from rival states or even
influential Bandit Kings, further weakening the government's
cohesion. Generally, the most successful alliances in the
Periphery, as in the Inner Sphere, tend to be ocligarchy-based,
with power vested in one family or a small group of families.
Sometimes even blood relationship does little to prevent
divisiveness and treachery, however.

Bandit kingdoms, too, suffer from constant flux. Not
surprisingly, the existence of many smaller provinces are
closely tied to the existence of a charismatic leader. Thus, a
weak or ineffectual successor can sometimes undo the gains
made by a strong predecessor. As bandit kingdoms are not
formal confederations, they may also change hands as a result
of perscnal disagreements, disputes over battle plans, or even
more subtle treachery. Indeed, such exchanges may take
place even on a battlefield. This trend has prevented the form-
ation of large-scale or long-lasting confederations of bandit
lords. Nonetheless, Bandit Kings do not generally suffer from
many of the problems that plagued less tyrannical forms of
government.
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Both bandits and alliances have sought to develop the
vast reaches of the Periphery in search of natural resources
and new sources of spare parts and abandoned technology.
Because of the need to invest so much men and material in
defense efforts, development has been hampered. Neverthe-
less, continuing expansion and exploration has helped to
maintain a relatively high level of technology.

States inthe Periphery are more conscious of the need to
maintain this high level of technology for two reasons. First,
they need technology to survive the natural forces against
which man must contend. Second, technology makes the state
more able to resist an attack by any future victor of the
Succession Wars. Indeed, because the worlds of the
Periphery were forced (largely because of the beating given
them by Kerensky) to re-develop industry and agriculture, they
are more ideally prepared for war than the Inner Sphere, whose
economy and outlook is scavenger-based. Because of the
lack of competent Techs and sufficient resources, however,
military forces of the Periphery still cannot match those of the
Inner Sphere either in numbers or in firepower. The Outer
Worlds have by and large been careful not to draw attention to
themselves, lest one of the Successor States decide to
embark on a campaign of conquest. In reality, the Inner Sphere
defends its borders against bandits, and knows little about the
activities beyond.

COMMUNICATIONS WITH THE INNER SPHERE

Though the Periphery has been fairly cut off from the
Inner Sphere since the time of the Civil War two and a half
centuries ago, there is no absolute border where the Inner
Sphere ends and the Periphery begins. Both independent
'Mech units and intrepid traders make their way beyond the
Successor States from time to time, and some information has
trickled back into the Inner Sphere. This is most true in the
reaches beyond the Draconis Combine and the Federated
Suns, where both Davion and Kurita spies are attempting to
woo support from the several states that descend from the
former Outworlds Alliance. Also, both Davion and the House of
Calderon, rulers of the much-reduced Taurian Concordat, are
engaged in economic infiltration of the wide, disorganized
space between the rimward portion of the Capellan March (near
Aldebaran) and the Hyades, the core of the Concordat.

BANDIT KINGDOMS

There are many Bandit Kings in the Periphery, and their
influence varies from power over one world to a dozen. Both
their numbers and their relative strength are in constant flux,
however. Several kings are fairly well-established, and are
known (by reputation at least) in the Inner Sphere and the
Periphery.

BANDIT KINGS

For each Bandit King, the following information is provided
below: capital world and approximate location; number of
'Mechs and number of worlds controlled; current affiliation, if
any. Although Bandit Kingdoms and Alliances are grouped
separately, the difference between the two is more semantic
than actual.

HELMAR VALASEK, SANTANDER V
(Coreward Of The Draconis Combine) .,
Valasek controls only the bdne-dry

world of Santander ¥; i@@@@ﬁbﬂh% launch-

lasek’s dominion over
killed the commander

loyers or comrades.

taj] e gth is just short of a full
battalion, but due to the 'spare parts and competent
technicians, his actual strength is adtually somewhat less. He
has no present affiliation, for neither Steiner, Kurita nor Davion
consider him much of a threat or potential asset.

HENDRIK 1ll, OBERON VI
(Coreward Of The Draconis/Lyran border)
whose worlds lie beyond’ the acr:gpted boundary of the Inner
Sphere. He is descended dimm Jthetfirst Bandit King, the
famous Hendrik @rimm, who left' the service of House Steiner
after its leaders left Grmw‘?ns rgggnent to defend a position
against msurmoun@big odds. Grimm settled his regiment in
the neaf-Penphery Oberon system. . £

In the coursel of 170 years the Grimm's descendants
have gradually’ expanded their .authority over neighboring
planets. Succassfve kings have turned gradually from banditry
to diplomacy in daaltgg with these w%zﬁds to the point that the
adjective "bandit” maywno.longét apply. Hendrik's 'Mech
strength is more than two full regiments, and the economy of
his principality is now based on the sale of these 'Mechs rather
than on raids beyond its borders for necessary equipment or
water.
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REDJACK RYAN, BUTTE HOLD
(Coreward Of The Lyran Commonwealth)
Ryan is tl-ga current leader of a mob of
renegades, low:lifes, and criminals head-
quartered i ed, resource-poor
world of Butte Hold. A dist he famous Terran
Hegemony entrepren djack is a lot less
reputable, having le an uncontrolled
destruction of a Mairik: '
battalion comman
men were forced to fle
settled at Butte Hold.  /
In the past

_ n's men have
epitomized banditry,; Kurita space as
well as into the Periphery. As a result of this indiscriminate
activity, Ryan has made enemies but not friends. Though his
total strength is unknown, it is estimated to be nearly two
battalions of 'Mechs, but with little Aerospace Fighter support.

CIRCINUS FEDERATION, CLAYBOHNE il
Beyond The Rimward Edge Of The Lyran Commonwealth)

The Circinus Federation was created nearly 50 years ago
as a confederation of former raiders into Marik and Steiner
space. Circinus, located;in an area long held by the Lyran
Commonwealth, sufféred greatly in the first two Succession
Wars, and wa%)%galy abando@iag for more than a century.
ComStar’s E re@ ice rediscovered the planet late last
century, but wﬁthhsl@%h’s knowledg
key HPG installation was being
Circinian raiders have struck Steir
their presence known (against Com! nd wishes).

Circinus hag a total str tly*more than a
BattleMech regiment;:including “Aerospace Fighters and
support equipma__ﬁn These forces are dispersed across nine
worlds, hcwaverfg'bacause the ruler of each member-world is
mistrustful of his fellows, as well as being desirous of
defending his own real estate against attack.

r several years while a
tored. More recently,
er worlds, making

MARIUS O'REILLY, ALPHARD
Rimward Of The Free Worlds League, Near The Magistracy Of
Canopus

O'Reilly is the overlord of the remains of the Alphard
Trading Corporation (ATC), once among the greatest mercan-
tile concerns in the Periphery. ATC was hard hit by the Civil
War and the early Succession Wars, not least because of the
dabbling of its Board of Directors in Periphery politics. One of
its most prominent clients was Stefan Amaris, for whom it
produced 30 new BattIaMechs a month in the mid-28th century

later, Marius' father, Johann

Free Worlds League,

overed a hidden
50,000,000 C-Bills,
5. O'Reilly realized
han profitable with-

enough to b
that such a find wou
out the means to defand it. Theref e used small amounts
of the stockpile to hife trustworthy ' @umts to defend the
world against all cémers. In the meantime; his, well-supplied
and somewhat expanded trading concern conducted a
thorough search of other savaged planets in the area in
cooperation with the petty governments and populaces that
remained. Unhindered by rivals or belligerents, J.S. and his
son constructed an economic hegemony of eight planets that
is presently enjoys a standard of living rivaling that of any
Successor State.

Marius O'Reilly currently employs approximately one
regiment of BattleMechs, deploying them in company-sized
groups at all of his major installations. Mare importantly, he has
a reliable source of spare parts and a growing industrial base.
Nevertheless, he lacks much of the technical expertise to
make rediscoveries of lost technology.

THE BELT PIRATES, STAR'S END
Near The Draconis Rift, Coreward Of The Draconis Combine

The Star's End asteroid bell is Jocated in a star system
near the edge of an empty void apprt l%tely 60 light years in
diameter, stretching between Kurita s ‘and the Rim Worlds.
Much of the Beit was mined out eve ote the Succession
Wars, but it was known as a-haver fb[\ﬁii?ﬁ%’&'atdmg into the
Star League. After the”Leag Ilaps'%wt!?ase privateers
proceeded as usual; with Kurit erlphérg worlds as the
primary targets. X
As the supplies &

e Belt became aware
technical expertise to
_ Gtioning avionics equipment. As a
: gg I?ave been killed /while plying
their tfade the“ t@@ndlogy of building and repalrmé JumpShips
has by no means been lost in the B@@, Hidden within the Trojan
points of the Belt\are zero-G g ving docks and hangars,
capable of actually F*eﬁgsémbkri% tional JumpShips from
scavenged components. \‘, sl

The Belt pirates employ é‘p&ul a battallon of BattleMechs,
mostly for the purpcéenf scavenging jump points for JumpShip
hulks. There is soﬁpecu!atlon%that Katrina Steiner has con-
tracted with the Belt to provide the Lyran Commonwealth with
several reconditioned vessals in exchange for raw materials.
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ALLIANCES

THE OUTWORLDS ALLIANCE

Ruled by the House of Avellar, the Outworlds Alliance is
centered in the Alpheratz system beyond the coreward edge of
the Federated Suns. Being relatively distant from the battles
fought in the Periphery, the Alliance still fared badly in the Civil
War. After the disintegration of the Star League, it was left to
go its own way because of the bitter conflict between its two
closest Inner Sphere neighbors, Houses Davion and Kurita.
Like most organized governments in the periphery, it was
fortunate that the Alliance never felt much psychological
dependence on Terra as homeworld. Thus, the Qutworlds were
able to handle isolation with some aplomb, though their
economic dislocation was significant.

In Star League times, the extent of the Qutworlds was as
great as that of the Draconis Combine, and spanned 150
worlds. Disassociation, abandonment, and loss of communica-
tions has shrunk this dominion to just over 40 worlds, but the
Avellar family has provided just and competent leadership for
two centuries. The current patriarch, Neil Il Avellar, is currently
being wooed by agents from both House Davion and House
Kurita. He has resisted such blandishments, hoping to avoid
becoming embroiled in the bitter dispute between the two
Successor States.

wades T I

THE TAURIAN CONCORDAT

The Taurian Concordat, ruled by the
House of Calderon, is based in the close star
cluster of the Hyades, rimward beyond the
Federated Suns. It controls 30 worlds in an
area spanning just over eight light years, one of the highest
concentrations of solar systems in the Human Sphere. The
Taurian Concordat was decimated by the Civil War, having
been brutally beaten by Kerensky's forces after 18 of its
worlds seceded from the Star League in 2765. Indeed, the
Taurians have often been a source of trouble. Having been the
last of the Outer Worlds alliances to join Star League at the
end of the 26th century, mistrust of outsiders seems bred into
them.

This is especially true of the realm's current leader,
Thomas Calderon. Mistrustful of enemies and allies alike, he
has spent a great deal of energy (and of his realm's treasury)
to support this paranoia. Many of the realm's oligarchs feel
that Thomas Calderon would do well to step down from the post
of Protector and permit his son Jeffrey to assume the throne.
Affable, charismatic, and almost completely guileless, Jeffrey
is the antithesis of his father.

The Concordat is somewhat impoverished due to severe
restrictions on internal commerce and limitations on private
exploration imposed by the ruling house. However, the Taurian
Concordat's delay in exploring and exploiting the mostly-
abandoned buffer between it and the Federated Suns might
result in the establishment of Davion outposts closer to its
borders than it might otherwise like.

THE MAGISTRACY OF CANOPUS

The Magistracy of Canopus, ruled by the House of
Centrella, has grown rapidly in the last several years under the
leadership of the extremely charismatic Magestrix Kyalla, a
two-meter-tall black woman who won the support of her country-
men through her exploits as a BattleMech leader. Kyalla has
stirred enthusiasm in her allies with the promise that Canopus
might someday return to its former greatness by taking
advantage of the divisions in the Inner Sphere.

Unlike other Periphery lords such as Neil Avellar, who fear
involvement in the Succession Wars, Kyalla has sought active
participation, negotiating not only with disaffected provincial
leaders in the Free Worlds League, but also with the least
powerful of the Successor States, the Capellan Confederation.
She has had moderate success in wooing disgruntled 'Mech
units to her banner, offering generous land grants in exchange
for service. Canopus can now field nearly six regiments of
‘Mech units.

Kyalla's dream of greatness for Canopus involves a
scheme that would bring vast sections of the Free Worlds
League and the Capellan Confederation under her control, a
dream that until recently has had very little chance of
success. Of late, however, spies from the Inner Sphere
(especially those sent by ROM, ComStar's secret intelligence
service) have learned that the Magistracy of Canopus has a
source of supply for its 'Mech units that lies "somewhere
beyond the Periphery”, and that this source has been the key
to its phenomenal growth,
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VESSELS

HYPERDRIVE
TECHNOLOGY

In the thousand years
since man's first leap into inter-
stellar space, the sheer immen-
sity of the universe has at
times overwhelmed him. Just
as explorers of the Terran solar system were daunted by the
distances involved in interplanetary journeys, so were the
explorers of the 22nd and 23rd centuries overwhelmed by the
almost inconceivable emptiness of space, with the bright stars
so distant from Sol and from one other.

The device used to span interstellar vastness was the
hyper-drive, commonly known by the names of its inventors,
the 21st-century physicists Kearny and Fuchida. From the
point of view of Einsteinian physics, the Kearny-Fuchida hyper-
drive was demonstrably not feasible. However, what Kearny
and Fuchida did was fo abstract Einstein's mathematics into a
subset of their own.

The principle of the hyperdrive is fundamentally simple. It
was a matter of generating a field of precise and known charac-
teristics around a mass located at Point A, and then moving it
through an alternate 'dimension’' called hyperspace (for want of
a better term), instantaneously transporting the mass to Point
B. A century after Kearny and Fuchida were publicly ridiculed
for their ideas, the TAS Pathfinder made its historic "jump” to
nearby Tau Ceti, demonstrating the practicality of hyperdrive
technology and catapulting mankind into an entirely new phase
of history,

JUMP POINTS

Although jump technology has changed considerably in
the last several centuries, its basic principles remain essenti-
ally the same. Jumps are accomplished by generating a K-F
hyperspace field outside a ship, which transports it from one
location to another similar one near the destination star. Called
variously jump, close, or proximity points, these locations are
situated at the apex and nadir of the gravity well, along a line
perpendicular to the plane of the system and passing through
the gravitational center. There are two to each system, always
fixed and always at the same distance from any world in the
plane of the system. The actual distance from proximity point
to system center is based on spectral typs, as follows:

PROXIMITY POINT TABLE

Spec Type: B A F G K
Dist (km): 2E11  1E10 2.8E9 1E9 2E8
Dist (AU): 1300 67 19 6.7 13

NOTE: 1E11 =1x10

1E8
0.7

Transportation of cargo and passengers from one inhab-
ited world to another is, therefore, a two-stage process
consisting of travel from the inner part of a solar system to the
jump point, and then the jump itself. The disparity in scale is
immense. For example, traversing the interplanetary distance
from Earth to Sol's jump point is close to 7 Astronomical Units
(where 1 AU = 92,900,000 miles), while the maximum effective
range for a single hyperspace jump is 30 light years. As a light
year is roughly 63,000 AU, the difference in distance is
approximately (30 X 63,000)/7 or about 27,000 to 1!) Further-
more, because the Kearny-Fuchida drive will not operate in a
gravity well, vessels must use considerably slower means to
travel, making the journey from jump point to inner system in a
matter of several days (compared to the instantaneousness of

jump).
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JUMPSHIP COMPONENTS

In addition to its electronics and life support system, a
jump ship consists of two important components: the drive
core and the drive sail. The drive core converts electro-
magnetic energy into a hyperspace field, and the drive sall
gathers solar energy and transfers it to the core.

The first JumpShip, the TAS Pathfinder, was built around
a drive core composed of a titanium/germanium alloy sus-
pended in a long tube of liquid hydrogen. The core acted as a
large superconducting capacitor, storing the energy from an
on-board fusion drive that processed deuterium from seawater.
The fusion plant was capable of generating approximately
1,000,000 kilowatt-hours (a megawatt-hour) of energy, suf-
ficient for one jump. It also imposed a mass constraint that
seriously restricted the range of jump to as little as 16-18 light
years jump-and-return for a medium-size vessel. Also, the
amount of time required to recharge the drive core was
prohibitive (three to four weeks or more).

During the second century of interstellar expansion, an
alternative source of energy was developed, whose tech-
nology is still standard many hundreds of years later.
Advances in metallurgical and polymer technology in the early
2200s led to the development of the jump sail, a huge, flexible
parasol of light metal with great tensile strength and a
specialized coating capable of extremely high absorption of
radiation. When coupled with highly-conductive energy
transferral nets, these sails could transform solar energy from
a system primary. The jump sail replaced the huge fusion
reactor, permitting a JumpShip to "refusl” and jump further,

Early jump sails were extremely inefficient, truly enor-
mous (50 kilometers wide), and vulnerable to stress tears and
impact holes. Being so cumbersome, they were also difficult to
deploy and retract. For that reason, there were occasions
when the sail was left deployed during the jump, and emerged
at the destination crumpled, melted, and sheared in many
places. At least once, the entire sail was left behind at the
place of departure. However, significant advances in energy

absorption and improvement in structural
technology resulted in considerable reduc-
tion in the size of the sail. A Star League
jump sail was less than a kilometer in
breadth, yet still capable of absorbing the
requisite megawatt hours necessary to power a Kearny-
Fuchida hyperdrive.

Military tactics for interstellar war evolved from the design
of interstellar vessels. The long, thin drive core and the enor-
mous jump sail were both prime potential targets for enemy
attacks. Because of their vulnerability and because of the
natural hazards such as meteors, gravitational stresses, and
so forth within a solar system, JumpShip pilots rarely wished to
travel deep into any solar system.

At major worlds and along key trade routes, the Terran
Hegemony and its successors established recharging stations
in the area of the jump point. These stations used the same
"sail" technology used by the ships themselves. Though many
of the stations across the present-day Inner Sphere are in
ruins, the Successor Houses have made every effort to keep
or rebuild them. (A station of sufficient size is capable of
transmitting sufficient energy for a jump in approximately 18
hours.)

In order to travel interplanetary distances, JumpShips
carry subordinate vessels. In the Star League era, trends in
naval architecture led to the development of the "DropShip", a
small- to medium-size, highly mobile vessel with aerodynamic
capabilities. Though usually incapable of independent jump,
DropShips were well-equipped with secondary (maneuver)
drives capable of traversing interplanetary distances in a
matter of days or weeks, and could carry large amounts of
cargo or passengers. Vessels designed for military use were
built specifically to carry BattleMechs and Aerospace Fight-
ers, as well as support equipment such as artillery pieces and
command vehicles. The small number of ship types presently
in use represent the highest (or perhaps the most fit to
survive) stage in the evolution of DropShips.
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INTERPLANETARY
MOVEMENT

Because of the distortions imposed on
space by the magnetic field of a star and its
planets, it is structurally unsafe fo enter a system except at its
jump, or close, points. For centuries, navigational computers
have been computing Kearny-Fuchida jumps exclusively to
and from these points. Because jump points lie at a consid-
erable distance from the center of a solar system, it usually
requires a normal-space journey of several days, and some-
times weeks, to reach the inner inhabited worlds of the system.

DropShips use fusion (EMH reaction mass) or liquid or
solid fuel to propel themselves through space. They follow a
traditional course pattern, accelerating in bursts until they
reach maximum velocity at approximately the "turnover”, or
midpoint, of the journey. The vehicle then stops accelerating in
the direction of the target, rotates its axis 180 degrees, and
applies acceleration in the opposite direction. This creates a
brake on velocity, and so the DropShip arrives more or less at
rest with respect to its target planet.

Because of the fragility of JumpShips and their vulner-
ability to attack, naval architects have designed a second,
much different type of vessel for interplanetary travel, called
DropShips. Though incapable of FTL travel, DropShips are
highly maneuverable, well-armed, and sufficiently aerodynamic
to take off from and land on a planetary surface. As the name
implies, a DropShip is attached to hardpoints on the Jump-
Ship's drive core, later to be dropped from the parent vessel
shortly after in-system entry.

DropShips are capable of extreme acceleration over very
short periods of time. They can withstand the stresses of ac-
celeration of up to 4G (four times Terran standard gravity) for
several minutes, and an acceleration of 2-3G for two to three
hours. Under most circumstances, however, a DropShip will
consarve reaction mass by performing "burns® at 1G for
several hours, between which times the vessel will coast.

TRAVEL TIME

The amount of time needed to travel from the jump point to
a planet varies according to the type of star, as the jump
point's position depends on the spectral class of the system's

The following chart shows approximate travel times from a
jump point in each spectral class to the habitable zones of the
system, assuming a steady acceleration of 1G.

JUMP POINT TABLE

Spectral  Jump Point  Transit Time  Turnover
Class Distance Velocity

B 2E11 km 105-110days  4.45E4 km/sec

A 1E10 km 21-25 days 9.91E3 km/sec

F 2.8E9km 9-12 days 5.25E3 km/sec

G 1E9 km 6-8 days 3.13E3 km/sec

K 2E8 km 3-4 days 1.40E3 km/sec

M 1E8 km 2-3days 9.91E2 km/sec

TRANSPORTATION COSTS

Interplanetary and interstellar travel in the Inner Sphere is
fairly easy. As there are enough JumpShips and DropShips
calling at most worlds, travellers usually have only a short wait
before finding a ship headed in their desired direction. Though
JumpShips carry neither internal cargo nor passengers, most
do carry a number of DropShips. It is aboard DropShips that
passage may be booked.

The number of DropShips any given JumpShip can haul
depends on size. The table below indicates the capacity of the
most common JumpShips.

JUMP SHIP CAPACITY
JumpShip Type DropShips Carried
Scout
Invader
Monglith
Star Lord
Merchant

N OWw—=

The fee for carrying any type of DropShip runs at about
50,000 C-Bills and is usually non-negotiable. Though 'Mech
DropShips never carry passengers, they are only one among
many DropShip types plying the trade and travel routes of the
Inner Sphere.

Passage on DropShips varies widely in both price and
quality. For example, merchant DropShips offer very little in the
way of passenger comforts because they are designed pri-
marily to carry large amounts of cargo. Liner DropShips mix
both passengers and cargo, and a few passenger DropShips
still make scheduled runs between the more populated planets.
Cost ranges from 500 C-Bills for a 30 light-year passage for
one person up to several thousand C-Bills for a single ‘Mech.

Mercenary units without their own interstellar transport
are at a severe disadvantage. It is both more costly and more
complicated to buy transportation for their men and '‘Mechs
than if the unit had its own DropShip and/or JumpShip.
Mercenary units that must pay for travel usually include it in
the terms of their employment contract, with their passage
fees placed in bond to prevent any future problems.




TITLES AND NOBILITY

The tiitle system of the early 31st century Successor
States is directly descended from forms once common on old
Earth. Two hundred years before the advent of space flight, all
of Earth's independent states, with the exception of a few
small and insignificant republics, were ruled by monarchs
wielding varying degrees of near-absolute power. By the time
men first walked on Earth's moon, there remained only one
sovereign power still bestowing patents of nobility through
royal privilege. The system seemed all but dead.

The course of history was reshaped, however, by man's
dispersal among the stars.

Ol
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HISTORY

The origin of nobility titles can be traced back to feudal
Europe. In that era, monarchs were hampered by long travel
times from place to place within their realm, and plagued by
intrigue and opportunism among their administrators. Because
they could not directly administer every part of their domain,
kings were forced to delegate local power and authority to
others. By bestowing patents of nobility, the monarch secured
the loyalty of those delegates. Hundreds of years later, these
exact conditions arose again during the era of Terran
Hegemony, forcing a similar solution.

The feudal power system is an interlocking network of
obligation and responsibility. A monarch grants power to a
relative or a distinguished servant, and this power is usually
based on control of a particular piece of land. In exchange, the
nobleman swears an oath of fealty binding him to his sov-
ereign. The sovereign may grant a charter to a nobleman to
commemorate an important battle, for example, or to designate
claim to a newly-acquired piece of territory. Although it is

extremely rare, a king may also
title a commoner with a patent of
nobility. Nobility titles are hered-
itary, generally passing from
father to eldest son, and with
complex laws and traditions gov-
erning the succession when an
eldest son is unavailable to assume the position.

Michael Cameron, the first elected ruler of the Hegemony
in the mid-24th century, is credited with reviving the nobility
system as a means of rewarding and guaranteeing the service

of local governors across the far-flung Empire. By the time his
office became hereditary, the system of noble titles had
become the one that would be used throughout the Successor
States centuries later. It seems likely, however, that the
foundations of modern nobility were already in place during the
period of the Alliance, as Cameron himself claimed his own
lineage and title back to Sir Ewen Cameron of Lochiel, under
the Stuarts of England and Scotland.

The civil war and the disintegration of Star League re-
sulted in the Successor States, five major Houses and nu-
merous minor ones vying for control of the scattered remnants
of human interstellar civilization. A system of nobility remained
intact. In time, each state evolved its own version as a result
of wars, revolutions, and military or political purges. The
names of various titles varied from state to state, as did the
range and authority of each title-holder's power. Even within a
single state's titled structure, chance events of history or birth
could create enormous differences between its hereditary
titles and the formulas of neighboring worlds.
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TITLE SYSTEM

The principle classes of nobility under
the ruling sovereign are Duke, Marquess,
Count, Viscount, and Baron. Some worlds
maintain all five noble classes or their
equivalents, while others have done away with all of them.

Of the five, dukes and barons are the most common.
Many dukedoms consist of a central duchy surrounded by
dependent baronies, with none of the middle-level aristocratic
classes. Throughout inhabited space, dukes are the most com-
mon and most powerful expression of aristocratic presence,
for each of the Five Houses of the Successor States depends
on an interlocking network of key duchies to support its
political power.

Cameron based his nobility system on the English ver-
sion, which differed significantly from the European system.
The system in common use throughout Davion's Federated
Suns is actually closer to the old European system than to the
English. The Federated Suns use "Count", for example, instead
of the English "Earl".

PRINCE

The title of Prince (from the Latin princeps, meaning "first"
or "leader") is less a title of nobility than a badge of rank, and
can be applied to any leader exercising absolute or neatly
absolute sovereign power. It is NOT a patented title, and is not
granted to individuals by a sovereign as a reward for service,
as are other ranks of nobility. In hereditary monarchies, the
term Prince or Princess is applied to members of the royal fam-
ily who are in line of succession to the throne. Occasionally,
powerful nobles may adopt the term "Prince™ as an honorary or
formal title. There are also numerous examples of untitled
military or political leaders seizing power and, with it, the title
"ptince".

Hanse Davion, Prince of the Federated Suns, is the only
one of the five Successor Lords to have adopted the title, but it
is quite common among worlds of the Periphery, especially
those ruled by ‘kings' or 'emperors'. Beyond the Inner Sphere,
it can refer to the sovereign ruler of a world or a group of
worlds, or to the royal heir to the throne in a hereditary
monarchy.

A particular principality is sometimes traditionally re-
served for a royal heir apparent. This was the case of the Fed-
erated Suns in the old Star League, and is the chief legal basis
for the Davion family's claim to rulership over all the Successor
States. On many worlds, a prince receives title to a royal
principality once he is designated heir to the throne.

A prince or princess is generally addressed as "Your
Highness" or simply "Highness".
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DUKE

The title of Duke is the highest-ranking of the various pat-
ented nobilities. It is descended from "dux," powerful military
commanders with territorial responsibilities in the old Roman
Empire. It is one of the most widespread of noble titles, and is
found in all five of the major Successor State Houses.

Throughout the Successor States, dukes and their fam-
ilies rule entire worlds in the name of the State's ruler. Some-
times their domain may include several star systems and their
planets. The title of duke or duchess is directly linked to a par-
ticular territory, called a duchy. Some duchies are traditionally
reserved for a state's ruler, passing to his successor upon his
death. Thus, the Prince of the Federated Suns is also always
the Duke of New Avalon, by a tradition extending back to the
original charter granted by Michael Cameron.

As the most important of a ruler's viceroys, a duke wields
enormous power. In most cases, his actual power over a local
area is far greater than that of the distant and preoccupied
head of state. Although they take an oath of fealty and promise
to support the sovereign in war, treaty, and political ma-
neuvering, many dukes of the Five houses are virtually inde-
pendent of the House ruler.

Some dukes among worlds of the Periphery are, in fact,
absolute sovereigns, This situation commonly arose when a
Duke with a world or worlds in his charge rebelled and severed
ties with his lord. Often, he would retain the title of duke (rather
than styling himself "king” or "emperor") to maintain legitimacy
in the eyas of the populace, most of whom would have retained
some measure of loyalty to the original aristocratic system.

The titles "Grand Duke", "Great Duke", and "Archduke"” are
encountered on some worlds, They mean "chief duke", but in
fact rarely imply superiority over other dukes, being titles of
honor, tradition, and usage only. A "duchess" is a female duke,
and the title of duchess may be extended to a duke's wife.

A duke or duchess is always addressed as "Your Grace".

MARQUESS

Next below duke in order of rank is the marquess, also
known variously among sundry worlds as "marquis" or
"margrave". The origin of the title is from the German mark
("border") graf ("count”), and refers to the local ruler of a border
territory or frontier.

In the Successor States, the title marquess or its
equivalent is still applied to governors of frontier dependencies
of empires, monarchies, or duchies that embrace a number of
worlds. Some single-world duchies use the term to refer to
titled provincial administrators elsewhere on the world than in
the capital itself. On other worlds, it has become a purely
honorary title divorced from the original titled responsibility.

A marquess is addressed as "My Lord", his wife the
marquessa (or grafin) as "My Lady".
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COUNT

The title of count, derived from the Latin "comes" or "com-
panion" of the Emperor, generally brings with it responsibility
over a "county” or "countship”, though in many cases the title
has become purely honorary. The equivalent of count in terms
of noble rank on various worlds includes "earl" and "graf", while
a "landgrave"” refers to a graf of considerable power and land-
holdings — an "archcount”.

Countships are generally far below duchies in terms of
land, wealth, and power, but there are examples of individual
counts who have created extremely powerful structures as
great in extent and authority as many duchies or kingdoms.
This is particularly true when a particular countship is annexed
as a title of succession, that is, the heir to the throne auto-
matically receives a particular land- or world-based countship.
Rarely does a count rule an entire world. When he does, the
world is usually uninhabitable or only marginally so, but impor-
tant because of its resources, position, or tradition. Generally,
a count exercises direct control over a continental land mass,
or, on rich and fertile worlds, to a tract of land ranging from
hundreds to thousands of kilometers across. Some counts are
regarded as the sovereigns of particular cities, or of the settled
moons of worlds ruled by a duke or marquess.

A count is addressed as "my Lord", his wife the Countess
as "my Lady".

BARON

Lowest in rank of the orders of peerage is baron, the word
being derived from the term "the King's man". The power
wielded by a baron can vary tremendously. The title may be an
honorific only, bestowed for service to the crown, or it can
carry with it feudal attachments to land that confer real power
on the owner. There are baronies encompassing an entire
world, though most are restricted to individual cities, or even a
particular fortress and military settlement.

The usage style for barons follows that of continental
Europe on old Earth, rather than for England. A baron is
referred to as "Baron Smith", for example, rather than as "the
Baron of Lemnos". A baron is addressed as "My Lord", his wife
as "My Lady".

BARONET

The term baronet was originally created by James | of
England to raise money, the idea being that commoners would
pay for the privilege of being styled "baronet”. Among the Suc-
cessor States, it is occasionally encountered, generally as an
honorary title conferred for service by a peer on a commoner.
In most cases, a baronetcy is hereditary, the title passing on
to the elder son. Among the warrior cultures of the Successor
States, it is frequently awarded as an honor for great bravery in
combat on the part of an enlisted trooper.

A baronet is addressed as "Sir", followed by his full name.
His wife is addressed as "Lady", followed by her husband’s last
name. A female baronet would be addressed as "Dame".

ORDERS OF KNIGHTHOOD

Within the Successor States, the con-
cept of knighthood has returned to the
original feudal idea of knightly orders. The
sovereign grants a charter to these organiza-
tiens, which are generally military and sometimes religious in
nature, and dedicated to a particular set of customs, training
metheods, and philosophies.

There are literally hundreds of orders of knighthood
throughout the Successor States, with individual orders being
created by special degree of local rulers. The bestowal of
knighthood is reserved as an honor for a warrior who has distin-
guished himself in battle, though some among the Successor
States have retained or recreated the curious 20th-century
custom of bestowing knighthoods for accomplishment in
music, science, literature, or even broadcast media entertain-
ment.

Few knightly orders retain the usage of "Sir", which arose
in the Middle Ages, though an echo still exists when a baronet
is addressed this way. Most use simply their name, followed in
formal situations by the designation "Knight of the Order of the
Star,” for example, or simply, "Knight of the Star",

MULTIPLE TITLES

Individuai noblemen frequently carry a number of titles.
Sometimes this is because of successive awards by their
sovereign, and other times because two or more positions are
linked by tradition or official decree.

Frequently, a nobleman's eldest son will bear the noble's
secondary title, and lesser titles may be borne by younger
sons or daughters. Other members of a noble's family may be
addressed as "Lord" or "Lady".

If the position of a nobleman's wife depends on her
husband's title, she is addressed as "Lady" followed by her full
name. If she holds the title herself, she is addressed as "lady"
followed by her first name only. Depending on the laws and
traditions governing a particular world, culture, or line of
succession, an entire extended family of lords and ladies can
be created with a single patent of nobility.

Thus, when lan MacPherson became a duke, he was
known as His Gracs, Lord lan, Duke of Caledon. His eldest son
took the Duke's title as Count of Stoneheath and became Lord
lan, Count Stoneheath, and would be addressed as Lord lan.
His brother is addressed as Lord William MacPherson or Lord
William. The Duchess is Lady Pamela, because she holds title
in her own name. Lord William's wife, however, is a commoner,
and so is known as Lady Jane MacPherson or Lady
MacPherson.
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VARIATIONS AMONG THE
SUCCESSOR STATES

Each of the Five Houses has developed
its own usages and forms of nobility, due to
the vagaries of history or culture. A few of
the major differences among them are described below.

Lyran Commonwealth

The territories belonging to House Steiner are admini-
stered by an "Archon”, a title derived from a governmental
system of ancient Athens, which vested power in a council of
nine archons or magistrates. The Lyran Commonwealth is
governed by a ruling council. Theoretically, the Council holds
elective powers over the archonship, but, in fact, generally
approves a hereditary succession. The heir is the Archon
Designate.

The Archon is, by tradition, alsc Duke or Duchess of
Tharkad, capital of the Commonwealth. The Commonwealth
nobility is less class-conscious or bound by aristocratic
tradition than many other hereditary states. The title of "duke",
for example, is as much a political office as a mark of nobility.
Individual worlds within the Commonwealth maintain some of
the trappings of nobility, preferring in general the Germanic
equivalent of the various titles (margrave, landgrave, graf, and
prefacing a baron's name with the formal "Baron von™.

Capellan Confederation

The ruler of the Capellan Confederation is designated
Chancellor, a title held over from pre-Successor State days
when the Chancellor was one of the ministers to the Chief Lord
of the Star League. The current ruler of the Confederation also
holds the title Prefect of the Commonality of Sian. This reflects
a neo-Communist period in Sian's history when industries were
"commonized” and handed to the people (under close super-
vision, of course). The supervisors on Sian and elsewhere
were "prefects” or administrators of administrative districts.
The Chancellor is also known as the Duke of Sian, a title
created by the First Lord when Sian was incorporated into the
League.

In general, prefects hold much the same position in terms
of power and authority as do dukes, marquesses, and counts,
though some semi-independent worlds within the Confedera-
tion retain the older titles. Their holdings are called refectures,
and, within Confederacy feudalism, answer to the duchies and
countships of other worlds. There is a range of authority within
the ranks of prefects. A powerful prefect may be designated
"Senior Prefect”, "Lord High Prefect", or "Arch Prefect”.

The title baron has largely been superseded by the title
"Warlord" or "Daimyo” among those taken by the resurgence of
interest in Japanese and Chinese culture within the Confedera-
tion. "Warlord" is held strictly as a military title, and considered
to be a stepping stone to the title of duke. Some worlds have
revived the ancient title "shogun”, or supreme warlord, to
designate the senior Daimyo of a district or army.

Particularly important in Confederation military-oriented
culture are the Warrior Houses. These are patterned somewhat
after the samurai warriors of feudal Japan, and can be com-
pared with the knightly orders of other interstellar states. The
leader of a Warrior House, usually a daimyo with no direct
holding of land or power, will swear fealty to a landholding pre-
fect or daimyo, and provide him with trained soldiers, equip-

ment, transports, and BattleMechs. A warrior house belonging
to one lord may be "rented out" in mercenary fashion to another
lord in exchange for goods, services, suppon, or favors. The
allegiances, authority, and obligations among the various
warlords of varying degrees of power and wealth can be
exquisitely complex.

Draconis Combine

Takashi Kurita styles himself Coordinator of the Combine,
Duke of Luthien, Unifier of Worlds. His title of Duke goes back
to Star League days when the industrialized world of Luthien
was an important element in the First Lord's power base. The
stark utilitarianism of Draconian civilization tends to downplay
the authority of individual nobles, though Kurita maintains the
skein of dukedoms throughout his realm as a means of unifying
power and consolidating it with his throne. Of far greater
importance throughout the Combine are the local units of the
ISF, Kurita's powerful and far-reaching secret police.

In compensation for the lack of noble ftitles, orders of
knighthood are important among career military officers. One
of the best known is the Order of the Dragon, which includes
within its ranks no less a personage than Vasily Charenkoff,
General of the Army.

Free Worlds League

The leader of the Free Worlds League is Captain-General
Janos Marik, Captain-General and Duke of Atreus. Again, the
dukedom of Atreus is descended from Star League days, and -
as in the Federated Suns — the mechanism of the aristocracy is
largely intact.

The title "Captain-General” is, obviously, a military one. It
is based on the rise of Kenyon Marik to power during the Civil
War and on the legal instrumentality of Resolution 288, which
created the post of Captain-General "for the duration of the
emergency” and is invoked with the swearing-in of each
successive ruler.

The breakdown of a strong, central authority within the
Free Worlds has resulted in considerable strife and oppor-

" tunism among the nobles of all ranks. The Captain-General has

shown considerable talent in pitting noble against noble in his
effort to maintain power, but it is inevitable that sooner or later
a coalition of warlord nobles will accumulate enough power and
single-mindedness of purpose to quickly depose Marik at best,
or begin a bloody civil war, at worst.

Despite its critics, the feudal governmental and economic
system of the Successor States has endured centuries of revo-
lution, war, civil war for one reason: it works. Attempts to dis-
mantle it, even on the scale of a single planet, have been only
partly successful. The feudal system of medieval times on
Earth was overthrown by the emergence of a middle class of
merchants and technical specialists, but the feudalism of the
old Star League simply incorporated the existing middle class.
Therefore, it is not likely that Successor States feudalism will
be overturned from within. The final test of the system awaits
the end of the Succession Wars, when one of the present
contenders for the throne of First Lord will have to use the
existing structure of aristocracy to create a new ruling system
that embraces all the worlds of mankind.
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