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EVEBOIND Fise and Fall

Their mission is to find out why the research team and
Professor Kale are on Solaris and to recover both the
personnel and their equipment. They decided to step in
ahead ofthe operational plan when they learned that House
Marik's SAFE was conducting their own investigation of
the research team. NAIS could not risk having the Deadly
Sins or their prototype 'Mechs fall into the wrong hands.

The player characters are told to sit down, and Diana
Hunsaker is brought in, looking very nervous. The major
mations for herto sit also, then tosses Tommy a passcard
with a slip of paper clipped to it. Major Jerrold stands at
relaxed attention and addresses her audience.

When the major is ready to speak, read the
following.

“You were getting sloppy, and people werg
starting to notice you for more than your unusu-
ally meteoric rise to the top,” she begins. “We
observed a known SAFE operative casing your
stable, and decided that it was time to relocate
your operation, If not for our intervention, mat-
ters might have gotten out of hand.

“You were foolish to believe you could carry
off this little operation without us coming after
you. We have had you under observation almost
since you left Hyde.

“That passcard will get you in to where
your ‘Mechs and gear are stored. | would not
recommend attempting to leave Solaris VII. |
am sure you are aware of how efficient our
organization is, and s0 you must know that any
attempt to flee now would be fruitless.

“We don't know the full story behind this
operationyet, butitis only a matter oftime. Ifyou
want to tell me what's going on, I'm willing to
listen. Coming clean here and now could make
things easier on all of you."

T T R A e, L e S e

Tommy will immediately launch into the entire tale
of the virtual reality project on Hyde, the covert DNI
experiment, and Professor Kale's ultimate betrayal. Diana
adds that she believes Kale to be suffering from a severe
mental strainasa resultof his DNI linkstothe Prometheus.
What she observed during his matches in the Prometheus
indicate that while he is in the BattleMech, his personality
borders on the psychopathic. Diana feels that he is onthe
edge of insanity.

When Diana finishes her evaluation, Major Jerrold
turns to the player characters and asks who they are, and

why they have joined the Deadly Sins. If the players tell
the truth, that they are working for the Solaris Council
investigating the apparently new technology the Deadly
Sins are using, the gamemaster should make a Percep-
tion Skill Test for the major. On a successiul roll, she will
believe their story.

If they lie or attempt to conceal their origing, the
gamemaster will make an Opposed Interrogation Skill
Test rall for the major against the Social Characteristic
Target Number of each player character. If the major
does not make a successful roll, she will accept whatever
story the player characters pravide. If Major Jerrold
makes a successful roll, she will know-the characters are
lying and will make note of it for future reference.

Once the major has heard what the players have to
say, she willleave two agents with the group while the NAIS
team decides ontheir next course of action. The gamemaster
should make this time as intense as possible for the player
characters, letting them torture themselves by wondering
what the NAIS team will do to them.

The NAIS team returns a few minutes later with
several file folders. Any character who makes a success-
ful Perception Skill Test can see that several of the files
appear to contain dossiers an the Deadly Sins and the
player characters themselves,

Major Jerrold stacks all but one of the files in plain
sight of the group. She opens the other file and passes
around photographs of a man she calls Winston Davis
meeting with people in a dark corner of the Stewart Inn,
located in the Marik-maintained Montenegro sector of
Solaris.

The major candidly admits to the group that the
NAIS investigation of Professor Kale has run into some
difficulties. The NAIS team agrees that the Deadly Sins
have hit uponthe bestapproach, using the arenas to meet
and defeat Kale in a match, thus recovering him and the
Frometheus.

The only obstacle to this plan is that Kale is very
selective aboutwho he takes onas he climbs tothe Top 25.
NAIS believes that Kale will only take on a rematch with the
Deadly Sins if “Doc” Davis, Kale's Senior (and only) Tech,
makes the arrangements. Major Jerrold's team trailed
Davis and discovered that he has been selling information
on Kale's equipment to a SAFE operative.

NAIS proposes that the Deadly Sins continue their
gfforts to confront Professor Kale. This time, however,
they will approach him through “Doc” Davis, blackmail-
ing Davis with the photos of him at the Stewart Inn. This
tactic should coerce Davis to convince Kale to confront
the Deadly Sins in a rematch. Because this plan seems to
suit everyone's best interests, the Deadly Sins (and the
player characters) agree to cooperate. The NAIS team

BATTLETECH I LUNBOUND



Q I
____4 |
,___J ﬂﬁﬁf
 PARTS,
_ D =

BATTLEMECH
STORAGE

HEEI'I
BAY
CON TIIDL

ARMAMENTS

L }— B .._ B -

DEADLY SINS STABLE

- 2.5 METERS

transports the Sins to their new stable facility, whichisin
a better part of the Black Hills sector. Upaon their arrival,
the group finds their BattleMechs and personal gear in
excellent condition. Even their bunks are made up asthey
left them in the original stable. See the map below for the
layout of the new Deadly Sins stable.

DEADLY SINS STABLE MAP KEY

BattieMech Storage

This area holds the entire stable's BattleMechs. The
'Mechs must be arranged back-to-backin this small area,
but can still be accessed easily for maintenance and
repairs.

Bay Controls

This warehouse features a small, two-person con-
trol room for running the crane/winch system built into
the ceiling. Security for the warehouse is run through this
room as well.

Living Area

The living area is a temporary division of the ware-
house space containing five bunk beds. A bathroom
facility is located nearby.

Armaments

A makeshift storage facility has been put together
forthe Deadly Sins’ ammunition and missiles. It consists
of several heavily armored packing crates covered with
three layers of sandbags.

Parts/Gear

All other BattleMech repair gear and parts remain in
the ariginal spray-painted storage containers used in the
first stable.

Ifthe team checks for electronic bugs or other surveil-
lance, they will find numerous listening devices and at least
one miniature camera. Two of the NAIS team operatives
will guard the stable at all times, and another two will tail
any of the Sins wha leave the building. When the team has
settled into the new stable, go to the final Episode.

BATTLETECH I uUuNBOLUND
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IVBOIND Power Play

SITUATION

The final episode deals with the showdown between
the Deadly Sins and Professor Kale. The player charac-
ters set up a rematch between the Sins and the renegade,
but by the end of the match they realize they have been
tricked. Kale hired 2 MechWarrior to fight for him in the
VRPP-controlled Prometheus.

During the rematch, the professor returns ta his labto
test the Epimetheus, thereby stretching his already pre-
carious sanity to the breaking point. Out of control, he goes
onarampage thatcan only be ended by the characters with
the help of the Deadly Sins and their stolen gear.

MATCHMAKER

The player characters' part
in the NAISCIT's plan to capture
Kale is to set up a rematch between the Deadly Sins and
the renegade scientist. The characters travel to the
professor's base of operations hoping to blackmail Kale's
traitorous tech and right-hand man, Winston Davis, into
arranging the match for them.

Before they try to strong-arm Davis, the player
characters will have to decide which of them will pose as
thestablemaster. It should not be the same character that
fought the Dark Knights in the first event of Episode 2, as
that character is now publicly known to be a MechWar-
rior. If the gamemaster wants to sway the decision of
which player portrays the stablemaster, he or she can
make a recommendation as Major Jerrold. This encoun-
ter is an excellent opportunity to focus on one of the non-
MechWarrior characters.

Kale's hideout is an old sewage processing station
that was converted twenty years ago into a two-Battle-
Mech garage. Located ina less-than-desirable area of the
Black Hills, the base is isolated and well-protected.

\/
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When the team is ready to confront Davis,
read the following.

The building itself is impressive. An old
sewage-treatment pumping station, this build-
ing has almost no windows and is of heavy
concrete-and-steel construction. Only one little-
used public access leads to this secluded and
well-fortified base of operations.

As you approach the station, you see the
Prometheus standing in one of two berths. On
a small gantry near the center torso stands a
technician, working onasmall sensor. The next
bay holds a second "Mech, covered with tarps
to conceal it from casual observation.

Suddenly four bullnecked bodyguards step
out of the shadows and stand between your
group and the 'Mech bay. They are wearing flak

_vests and carrying large pulse-laser pistols.
They take up positions that make it obvious
their orders are to keep people away from the
unigue BattleMech and its pilot.

Thetechnician lowers the gantry and makes
his way toward your group. He sticks a cigarette
between his lips and lights it as he interposes
himself between you and the bodyguards. The
bodyguards back off, as ii responding to a
higher authaority. The tech is Winston “Doc”
Davis himself.

P P iy ) W e il S S S |

Professor Kale has not left his base of operations
since he arrived on Solaris, except in the cockpit of the
Prometheus. He works on the "Mech almost constantly,
incorporating improvements and making sure it is in
perfect running condition. Kale is aware of the limitations
of his skills, despite the depth of his obsession, and 5o he
hired Winston Davis to help him maintain his 'Mech and
manage his stable. Davis is one of the best techs on
Solaris VII, and his prices are correspondingly high.

The professor revealed to Doc most of the secrets of
the Prometheys and its unique pilot interface. Davis has
learned even more just from the work he has done on it.
Kale is providing him with a wealth of information to pass
on to the Free Worlds League, and he intends to take
advantage of the situation for as long as possible.

Kale has also become guite paranoid, a symptom of
the psychosis induced by the DNI device. Trusting no one
other than Davis, he has hired a handful of muscle men
to protect him and keep the Prometheus’ secrets.

If the players characters try to force their way into
the "Mech bay, they find that the bodyguards are skilled
with their weapons. Furthermore, they are being paid
enough to fight hard to protect Kale and his secrets.
Bargaining or reasoning with the guards is of no use. If
this encounter degenerates into a shooting match or
fistfight, the bodyguards have the following statistics.

BATTLETECH z UNBOUND



NALE'S BODYGUARDS (4)

Attributes: BLD 5 (7+), REF 5 (7+), INT 5 (7+), LRN 3
(9+), CHA 3 (9+)

Characteristics: Athletics 8+, Physical 8+, Mental 10+,

Social 10+

Skills: Blade 2 (6+), Drive 2 (6+), Small Arms 3 (54),
Unarmed Combat 3 (5+)

Equipment: Armored Vest, Pulse Laser Pistol (Range
1-2/3-4/5-8; Damage 3D6)
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Bodyguard #4

Davis demands to know whao the characters are and
what they want. This first stage of negotiation should be
very tricky, as Doc knows Kale is not interested in another
duel with the Sins. Attempting to blackmail him near Kale
and the thugs will also make Doc very nervous.,

The characters may want to take a more subtle
approach, implying to Davis that they know about his
connection with SAFE. If they can get this general idea
across, he will quickly suggest they meet somewhere
else to discuss the matter further, most likely The Peli-
can. He will be accompanied by two bodyguards whose
loyalty is to him rather than Professor Kale. Their stats
are the same as for those listed above.

Davis is a coward who will buckle under quickly if the
team threatens him with exposing his activities to Kale
and other interested parties. Exposure would kill him,
literally, and he knows it. If Kale did not get him, House
Marik would. If he managed to stay alive, he would be out
of a job. Doc is obviously terrified of the professor, and
becomes more nervous every time Kale's name is men-
tioned.

If the player characters try to guestion Davis about
his employer, he will reveal as little information as
possible. He does not know that the player characters
already know who Kale is and where he comes from. He
will also be very secretive about the Prometheus. The
only topic Davis will discuss freely is his concern for the
professor's physical and mental health, as he assumes
that no one will want to fight a crazy man in such a
powerful machine. Davis describes Kale's obsession
with his "Mech as an addiction that is ravaging the man's
body and soul.

Even though he is willing to arrange the fight, Doc
will try and talk the characters out of it, pointing to the
death of Avery Hart as proof of Kale's murderous inten-
tions. He will try to avoid providing specifics about the
Prometheus, speaking of it in hushed tones, almost as
though it were a living thing that could overhear him.

The only information Davis can tell the player char-
acters that they don’t already know is that the professor
is working on a new "Mech, and that he recently hired a
MechWarrior. Kale's paranoia has become so acute that
even Davisis nolonger privy to the professor’s plans, and
50 cannot tell them what that information means.

After the meeting with Davis, it is only a matter of
hours until the rematch is confirmed. Go to Event 2, the
showdown in Davion Arena.

BATTLETEGCH E UNBOUMND



INBOIND Fower Play

PROMETHEUS
UNCHAINED

The player characters finally come face to face with
the Prometheus. The stakes are high: Kale and his new-
tech BattleMech, and possibly the balance of powerinthe
Inner Sphere. (Not to mention Kale's current ranking of
number 14 on the Solaris Top 25.)

One of the player characters will have to face the
Prometheusin the arena, because when Kale killed Avery
Hart in the first match, he killed the Deadly Sins’ only
MechWarrior. If there is more than one MechWarrior in
the group, the gamemaster should encourage the team
to send someone other than the characterwho fought the
Dark Knights to the arena,

The Deadly Sins offer their remaining fully-opera-
tional prototype BattleMech for the battle, loading it with
whatever missile and prototype ammunition rounds the
player desires. This battle is far too important for the Sins
to hold anything back. In fact, going no-holds-barred is
the only way they will have a chance to win.

Allow the characters to familiarize themselves with
the new equipment. Describe the equipment in the New
Tech section they will be allowed to use, and answer any
questions they have about the prototype equipment. This
should be exciting for the players, so give them a chance
to play with their new gear before moving on.

Qver the course of the next few days, the Deadly Sins
will train any MechWarriors in the group who wantto learn
in the use of the virtual-reality piloting equipment and the
other new tech, using both the fully operational prototype
and the "Mech used in the first match with Kale, which is
currently being repaired. Major Jerrold agrees to have the
player characters’ "Mechs retrofit with the new tech weap-
onry, buther team keeps a close eye on these preparations.

On the day of the match, several NAIS team mem-
bers will supervise the transportation of the prototype
equipment to the arena. They will also check the 'Mech
bay for any “nasty little surprises” and keep watch over
the Sins, dressed as technicians and concession ven-
dors. The major warns the player characters to be ready
for anything, because Kale is almost certainly insane.

‘The time for the match finally arrives. The chosen
MechWarrior suits up. Tommy Devon tells the warrior to
“give it to the bastard for Avery,” and the major adds “be
very, very careful.”

-

When the MechWarrior is ready, read the
following.

Davion Arena.

The crowning glory of technology applied
to artificial environments, this is the most popu-
lar arena on Solaris VI, both with spectators
and warriors. Every MechWarrior who fights
here believes he will defeat his opponent. His
reputation and standing rest on his victory, but
that is all. Today, one man must lose for the
sake of the whole Inner Sphere.

That man is Professor Burke Kale. Thief,
madman, and a potential threat to a way of life.

Avoice rings out across the expanse of the
Boreal Reach.

"Come little warrior, little ant to be crushed
beneath my feet—come, and face your death.
Come, and let me drink your blood in victory.”

The 'Mech's external speakers echo the.
renegade’s voice through the cavernous arena.
Diana had claimed that the prolonged exposure
of Kale's nervous system to the Prometheus
had warped his mind; now it is clear that she
was right.

Unaware of the danger promised by the
madman'’s boast, the crowds packed into the
stands go wild at his challenge. They will defi-
nitely get their money's worth from this match.

“Face me, and perish like those who dared
face me before you!" the voice booms, even
louder than before.

Suddenly, from beyond the terrain some
ninety meters ahead, the hulking shape of the
Prometheus comes into view. It is a massive
monstrosity of war machinery, bristling with
weapons and piloted by a madman.

The game has begun.

A r——t R SR
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Following Kale's bold words at the start of the
match, the Prometheus will be silent for the rest of the
duel. This is because Kale is not in the ‘Mech. He has hired
a mercenary MechWarrior to fight in the Prometheus,
who played a prerecorded message.

See New Tech, p. 73, for descriptions and stats on
the prototype "Mech and the Prometheus. '

The Davion Arena is a technological marvel able to
simulate a wide range of environments. Indeed, the arena
may effectively duplicate many of the special features
and conditions described for the other Solaris City arenas
or in the BattlaTech Compendium. Any of the maps
produced for BattleTech are readily adaptable for this
purpose.

MERCENARY MECHWARRIOR

Attributes: BLD 4 (8+), REF 5 (7+), INT 5 (7+), LRN 3
(9+), GHA 3 (9+)

Characteristics: Athletics 9+, Physical 84, Mental 10+,
Social 10+

Skills: Gunnery/"Mech 3 (5+), Piloting/Mech 4 (5+)
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The match ends when one of the BattleMechs canno
longer move or fire. If the Prometheus loses the match,
a nasty feedback mechanism rigged by Kale will burn out
the sensitive VRPP gear Kale supplied for the freelancer,
killing the MechWarrior in the process of destroying the
new tech,

After the match, more members of the NAIS Crisis
Intervention Team arrive, dressed as arena workers. One
of them is driving the "Mech hauler used to transport
crippled 'Mechs off the field. As quickly and carefully as
possible, the Prometheus and the prototype are loaded
on the hauler.

Major Jerrold tells the team that the Prometheusand
the Deadly Sins’ remaining prototype 'Mech will be
loaded aboard a waiting NAIS DropShip, the Ogden, for

transport back to Hyde, She thanks the team for recov-
ering the Prometheus and thus completing half the Crisis
Team’s mission, and assures them that the NAIS team
can take care of Kale, outlining her plan of action. The
NAISCIT will go to Kale's stable to take him into custody.
If he is gone, they will recover his paperwork and any
remaining equipment. By this time, a crowd of reporters
and fight fans has begun to converge on the player
characters. The situation becomes chaotic, and Major
Jerrold tells the players to get moving, more media
exposure will cause too much unwanted publicity.

She asks the team to return to the stable with the
Sins until she has a chance to debrief them, which she
will do as soon as her team finds Professor Kale.

BATTLETECH i UNBOUND



INVNBOIND Fower Play

RAMPAGE

v, While the rematch at Davion
Arena was taking place, Professor
Kale was performing one last experiment. Even through
his increasing paranoia he can guess the real danger of the
two teams he knows are out to bring him back to NAIS. He
has decided to test the Epimetheus, a 'Mech designed
specifically for use with the DNI interface. When he plugs
in, the link drives him over the edge of insanity.

The rush of sensations provided by the purer signals
of the new "Mech have completed Kale's delusion that he
and the machine are one. Overwhelmed by power and
paranoia, he knows that the only way he can be safeis to
be alone. He believes he has become death, a destroyer
of worlds.

As Major Jerrold's team approaches Kale's facility,
the Epimetheus bursts through one of the "Mech bay
walls and starts blasting anything that moves. Diving for
cover, they call for back-up. The only back-up available,
however, is the Deadly Sins and the player characters,
who are on their way back to the stable.

= = ——== - == feaE T 1 i O e
Read the following section aloud..

Your team and the Deadly Sins finally got
out of the arena, and are headed back to the
stable in the van and car provided by NAIS,
when the comm suddenly crackles to life. The
voice speaking over the link has not quite con-
trolled his panic.

“Attention base. This is Special Agent Scott
of NAISCIT.

"We are under fire at Burke Kale's stable
facility. Again, we are under attack.

“It looks like the professor has a new
‘Mech and he’s gone a little crazy. As far as we
can tell, he's killed everyone at his stable and is
in the process of laying waste to the surround-
ing buildings.

“We are pinned down and need back-up.

“You are authorized to commandeer any
and all NAIS prototype materiel at your location
for use against Kale. Someone has to bring him
down, and soon.

“Hurry. I'm not sure how long we can hold
out."

MAP KEY
-SOLARIS SPACEPORT

=

-KALE'S LABORATORY

©

€@ -COMSTAR COMPOUND
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The Deadly Sins know that their “damage control”
needs to begin in earnest now, so they will try to convince
the player characters to help. If the team agrees to help
take down Kale, the group takes a quick look at a map of
Solaris City to figure out the best route back to their stable
and the "Mechs. ’

The players must drive across the city to reach the
stable and the BattleMechs, rolling 1D6 once for each
mile they travel through Solaris City. On a result of six
they face an encounter that slows them down.

Roll 106 on the table below to determine what the
team encounters.

Die Roll Encounter

1 Traffic Jam. People leaving the
nearby stadium have turned the
streets into a parking lot. No trafficis
moving. Vehicles are backed upfora
kilometer and a half in all directions,
with the center of the jam one-half
kilometer south of the characters’
present position. They can move at
one-guarter normal speed around
the perimeter of the traffic jam.

2—4 Police. The local police force no-
tices the team speeding by and sig-
nals them to stop. If the player
characters fail to stop, the police
initiate a high-speed chase until the
team pulls over, They will be heavily
ticketed. If they attempt to flee, the
police will fire warning shots. If
fired upon, the two officers in the
car will shoot to kill.

3 Road Closed for Construction. The
road that the team is traveling sud-
denly detours up to a kilometerina
direction otherthan where the char-
acters want to go. The part of the
road under construction is nearly
impassable. Have the players make
several Drive Skill checks if they
decide to attempt to navigate the
construction work.

] Breakdown. The car developsame-
chanical problem of some kind, such
as aflat tire. The vehicle is unable to
proceed, and the player characters
must travel the rest of the distance
on foot.

The team must use whatever BattleMechs are in
operational condition. Even those badly damaged in
previous matches or lacking ammunition will be pressed
into the battle. All'Mechs except the Prometheusand the
prototype it fought are at the new stable, but Tommy and
Diana are the only Deadly Sins left, and so the players will
have to pilot the BattleMechs.

The team has the advantage of numerical superior-
ity, even if the damaged prototype 'Mech used in the first
fight has not been sufficiently repaired for use.

This battle should be fought using the BattleTech
rules. Use the blank side of a BattleTech map, placing
buildings according to the rules below as soon as both
sides are within line-of-sight of each other.

Battling in the streets of Solaris City is bound to
cause some problems. All buildings are considered Level
1 or higher. For each city block, roll 106 for each side of
the street to determine how many buildings are on each
side of the street. Each building has CF of 1D6 x 10.

Building levels are determined by rolling 206 +1 for
each building. For example, a roll of 8 indicates that the
building is a Level Nine structure (8 + 1), alarge obstacle.
All buildings have a basement and use the Falling to
Basement rules from the BattleTech Compendium.

Professor Kale may taunt the player characters
throughout the battle. Following are some sample insults
to help the gamemaster get started.

—"“Come to me, children, and learn what death
looks like!”

—"| destroyed those whao stood before me in the
past, and you also will perish.”

—"Behold, | am the destroyer of worlds. The planet
trembles under my feet and my hands can crush moun-
tains. You are but ants beneath my heels!”

—"Real warriors would make more of a fight than
you. Your petty advances and attacks are nothing to me.
| am invincible! | move like the wind and strike like
lightning!”

—"| will not grant you escape, tiny warriors. 1 am
your fate—I am death. Come, let me show you the way
to hell."

—"You call that an attack? | felt only the bite of a fly.
My muscles ache to crush you where you sit. Come
closer, and | will snap the head off your pitiful machine
and tear out your heart with my teeth.”

Professor Kale will not retreat or conceal himself
behind any wall sections to block attacks. When possible,
the Epimetheus will fire at multiple targets at once, even
when doing so will put him at a disadvantage. This
strategy will help the gamemaster portray Kale's over-
powering ego when he is in his metal “body.”

BATTLETECH E UNBOUND



BOoIND  Power Play

When and if Kale is defeated, it will be a shattering
blow to his now-fragile ego. Devastated by the damage
donetohis "body,” he will open the torso hatch to the DNI
cockpit, climb down, and fall to the ground weeping,
slowly curling into the fetal position.

Almost as soon as the battle ends, the player char-
acters find themselves facing more than a dozen police
vehicles and several dozen officers. The characters do
not have the equipment available to handle this sort of
situation. _

The police will make the usual demands for surrender,
butas long as the player characters remain in their 'Mechs,
they outclass the police. Should the characters get outand
attempt to negotiate with the authorities, they will be
overpowered by the officers and immediately handcuffed.

If any member of the team fires on the Solaris police,
the officers will produce two heavy SRM launchers and
attack the 'Mech that initiated the attack. Within 306
" minutes, an additional 406 officers equipped with por-
table SRM launchers will arrive and join in the fight.

If arrested, the player characters will remain in jail
for 106 hours until the NAIS team's contacts arrange for
them to be released to the major's custody.

The player characters can also try to make a beeline
forthe NAIS DropShip in the "Mechs, hounded all the way
by the local authorities. By the time they reach the ship,
however, Major Jerrold's local superiors will have called
off the chase.

Once the battle with Kale is over, and the characters
have either avoided, or been released by, the authorities,
the adventure has ended. See Endgame, p. 42, for more
on wrapping up the loose ends.

GOMPLICATION: BETRAYED

In this complication, Lorri Barris will resurface and
steal the Prometheusfrom the Ogden. This will take place
shortly after the characters arrive back at the stable, as
they are getting ready to intercept Professor Kale and the
Epimetheus. The agents on the Ogden will have just
enough time to transmit a warning before Barris escapes
with the "Mech.

As the player characters get ready to move out
in their 'Mechs, read the following.

As you and the rest of your team settle into
your cockpits and try to come up with a plan of
action, a voice cuts in on the commlink.

“Bay again, this is Team Two. We have a
Code Green priority situation. ;

“Lorri Barris just broke out of here in the
Prometheus. She is piloting it manually. We
believe that she is making for the ComStar
Community Center in Solaris City,

“Dispatch all functional BattleMechs to
intercept her. Use whatever force is necessary.

“We can't let that tech fall into ComStar's
hands. You have to cut her off!”

R ey T N W A e e L

Lorri Barris is piloting the Prometheus using the
manual controls (see the Game Notes for the VRPP system
in the New Tech section, p. 64, for details), and so is
moving slowly from the DropShip to the ComStar Center,
Major Jerrold will broadcast a warning to all the NAIS
'Mechs, ordering the NAIS team and the player characters
not to violate the ComStar Center’s grounds. NAIS does
not want to risk a major political situation with ComStar.

Lorri will not enter or attack any building. She will
not fire at the player characters, but will attempt to flee,
moving at the fastest speed possible to get to the Center.
She will continue toward the center until she has sus-
tained atotal of 25 points of armor damage or any internal
damage, at which point she will turnthe Prometheusand
attack the player characters.

Lorriwill fight until her BattleMech is unable to move
or until she takes a critical hit to the cockpit. In either
situation, she will only reluctantly surrender the Battle-
Mech. As soon as she is free of the cockpit, Lorri will
attemnpt to make a break for the ComStar Center on foot.

She will move in and through buildings in an effort to
dodge her pursuers. Player characters must make a suc-
cessful Perception Skill check to be able to spat her in the
crowd when she leaves a building they watched her enter.

Firing on the ComStar Community Genter or Relay
Station is strictly forbidden. ComStar's autharity is sfill
strong in 3053, and its presence still respected in many
parts of the Inner Sphere. The NAIS team will go to any
lengths to make sure that no damage is done to or on
ComStar grounds, even if it means allowing Lorri Barris
to escape.
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END GAME

The gamemaster should refer to this section upon
completion of the entire adventure.

AWARDING ADVENTURE POINTS

This adventure offers a great deal of monetary
reward, but it also offers the characters a chance to earn
adventure points. The number of adventure paints
awarded is determined by how successful or unsuccess-
ful the player characters are at accomplishing various
parts of their mission. (see “Awarding AP", p. 50, Mech-
Warrior, Second Edition.)

The group’s success determines the extentto which
MAIS attempts to cover up the potential scandal and
provide assistance to the player characters as a reward
for keeping silent about Kale and his research.

\
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Success
Poor/Fair

Average/Good

Excellent/
Remarkahle

Incredible

NAIS Assistance/Cooperation
“We will overlook your interfer-
ence because you aided us, but
beware your steps in future, be-
cause we will be watching.”

“In return for your silence, we
have repaired your 'Mechs, We
have also contacted your em-
ployer, Loucynda Byrd, and have
reached an agreement with her
and the group she represents.
She will pay you infill—no ques-
tions asked.”

“In appreciation for your coop-
eration and silence in this matter,
we have repaired your Battle-
Mechs and will transport you
anywhere in the Federated Com-
monwealth you wish to go. We
have worked out your agreement
with Loucynda Byrd, and she has
credited your accounts in full. We
have added an additional (1D6) x
1,000 C-Bills as a ‘bonus’ for
your aid in this matter.”

“For your gracious assistance in
this matter, we have repaired your
'Mechs and are prepared totrans-
port you anywhere in the Inner
Sphere you desire. Your agree-
ment with Loucynda Byrd has
been squared away, and she has
paid the agreed-upon fees into
your accounts. We are providing
a bonus of (106) x 10,000 C-Bills
credit for your cooperation and
continuing silence in this matter.
We also have drawn up acontract
for your team to serve as test
pilots for our Dark Mirage base,
testing new weapons as we de-
velop them.” (This contract pro-
vides for a 1,000 C-Bill retainer
per MechWarrior/team member
per year, with a bonus of (3D6) x
1,000 C-Bills to be paid if the
team is called for testing).
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It the player characters inquire about the fate of
Professor Kale or the original members of the Deadly
Sins, they will be told that, despite the setbacks, the
VRPP/DNI research continues, and will perhaps some
day give the Federated Commonwealth an edge against

the Clans. Kale, if he survived his last encounter with the

team, is practically catatonic and has been committed to
a hospital. Chances are slim that he will ever recover
enough to continue his research—a dark omen for the
future of the DNI interface.

LOOSE ENDS

The gamemaster may wish to base future adven-
tures on the following unfinished business.

LORRI BARRIS

As the only known Com5Star ROM operative to ever
penetrate the veil of security of NAIS, Lorri is considered
a prize commodity. If not killed, she may try to escape.
The NAIS team may call in the player characters for
assistance in tracking her down before she can relay her
information to her superiors.

SOMETHING LOST

A stray new-tech missile or an unexploded, unusual
new autocannon round may fall into the hands of House
Marik, Laio, Kurita, or even ComStar. Agents from any
one of these governments might try to track down the
player characters to learn about the source of these
Weapons.

WANNABES

Whilefighting for the Deadly Sins, the MechWarriors
may have earned enough of a reputation to make them
the goal of some young MechWarrior looking to make a
name for him or herseif.

GRUDGE

A grudge is a difficult thing to set aside. Perhaps in
one of the team's matches on Solaris VII, someone was
killed, and the warrior's siblings or other relatives want
revenge, Ifno one died inthe matches, perhapsthey were
permanently crippled and unable to fight any longer, and
are seeking revenge themselves.

CORPORATE J0B

The new-tech items used by Professor Kale and the
Deadly Sins attracted media attention. The team might be
offered a position in research at one of the corporations
on Solaris VI1. Imagine the surprise of the corporation
when it eventually learns that the player characters know
nothing about how to build the new tech!

The NAIS Crisis Intervention Team leader, Major
Jerrold, may have been soimpressed with the skills of the
player characters during the recent crisis that she recom-
mends they form a new Crisis Team for NAIS. They could
also be offered short-term jobs assisting the Crisis Team
they worked with on this adventure. An assignment such
as this could open a veritable Pandora's box of adven-
tures for the players.

NOSEY REPORTER

The small amount of media hype caused by the
Deadly Sins and Professor Kale could easily catch the
attention of a news reporter. This individual might hound
the team to learn the true source of their new-tech
equipment, claiming to have seen through the cover
story planted by NAIS to the truth.

KALE ON THE LODSE

Professor Kale might one day snap out of his coma.
His now hopelessly twisted mind would be bent on
obtaining freedom and revenge—at any cost. The team
may be the target of his revenge should he escape. Worse
yet, he might seek out the enemies of the Federated
Commaonwealth to give them access to his knowledge.
The player characters could be brought in to stop him
once again.
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LSIARCH

RESEARCH

This chapter provides player characters with back-
ground information needed for the adventure. The player
characters may question NPCs or contact other sources
for information about places and people that affect their
mission. Each field of inquiry begins with the Subject of
the information search followed by Appropriate Con- BM: HEH"“H“ IIH I-I]m:"ml BYRI]
tacts, which provides the people and places where infor-
mation may be found; the Modifier, which is applied to Appropriate Contacts (Modifier 1)

the inguiring player character's Streetwise Skill roll; and Public-Access Computer and News Files, a wide
the Margin of Success Table, which determines what range of street contacts ranging from any business
information is available based on the margin of success person or shop owner on Solaris VIl to bartenders

achieved by the player character,

Margin of
Success Result
1 "Ms. Loucynda Byrd is well-known

as one of the few active individuals
on the Solaris Council. She enjoys a
very public role in her community.”

2-3  “Loucynda is not just another ci-
pher on the Solaris Council, She is
said to have connections in every
sector and every business on the
plangt.”

4+ “Loucynda Byrd is the trouble-
shooter for the Solaris Council,
Anything at all that threatens to
upset the balance of power on
Solaris, she considers her affair,
and she’ll use her business and
community assets inwhatever man-
ner is necessary to maintain the
status quo on the Game World."
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PROFESSOR BURKE KALE

Appropriate Contacts (Modifier +1)

Other MechWarriors, Game Followers/Fans, Bar-

tenders

Margin of
Success
1

4+

Resull .

“This Kale fellow has made a sig-
nificant and rapid climb in the
rankings. Rumor has it that his
BattleMech has been modified
with some lostech devices.”
“Kale is never seen in public out-
side his BattleMech. He constantly
harangues his opponent duringa
match, and generally holds avery
low opinion of his competition.”
“I hear Kale is a real mental case.
Word is that he's a scrawny thing
for a warrior, but you'd never
guess that from hearing him boast
from the cockpit of that 'Mech of
his, the Prometheus. Well-placed
sources say he has access to
Clan technology, which is what
gives him his edge in fights.”
“Kale is a real recluse. One war-
rior who claims to have seen him
said he was feeble and sickly-
looking, yet to hear and see him
fight, you would swear he is the
hottest jock to ever pilot a Battle-
Mech. As for his technology, ru-
mor has it that Kale has some
contacts in the upper echelons at
the NAIS, who have smuggled
him some of the combat gear he
uses. One thing is for sure, the
Prometheushasyetto be beaten.”

THE DARK KNIGHTS COOPERATIVE

Appropriate Contacts (Modifier 1)
Other MechWarriors

Margin of
Success
1

a4+

Result

*“The Dark Knights? Yeah, I've heard
of them. Word is thatthey are pretty
crafty fighters.”

“The Dark Knights—they're a nasty
bunch. One of their warriors, a kid
who calls himself ‘Hellfire,' has
kicked some major butt in their last
fewmatches. Theword onthe street
talks about cheating, but so far
nobody's beenableto proveathing.”
“The Dark Knights are connected,
No one knows to whom, but they
get matches they shouldn't be in,
and they've been bailed out of jail a
couple of times by stiffs in bad
suits.”

“Word is, the Dark Knights are
backed by one of the Great Houses.
Mo one knows which one, and even
if they did, they wouldn't be telling,
butthey've beenseenin Montenegro
onmore than one occasion. Enough
said?”
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LOUGYNDA BYRD

Appropriate Contacts (Modifier -1)
Any Solaris Citizen, Reporters, Public Officials

Margin of
Success
1

4+

Result

“Byrd? Word is that she’s a hard-
waorking member of the Solaris
Council. She also has her hands
in the middle of everything going
on this planet.”

“Loucynda Byrd? Officially, she
sits on the Solaris Council. Unof-
ficially, rumors say she has ties
to every one of the major govern-
ments set up here, not to men-
tion the mob, the Yakuza and
every other criminal element.”
“Loucynda Byrd is one person
whom you do not want to cross.
She not only holds a seat on the
Solaris Council, but it is well
known she has connections all
over the planet. Every known
stable and business does busi-
ness through her. They call her
The Iron Glue, because she's what
is holding this planet together.”
“You definitely want to stay out of
Byrd's way. She is the trouble-
shooter for the Solaris Council,
which means they use her to fer-
ret out anything that might upset
their operations. She has ties to
everyone and every government,
and most say that she is beyond
the reach of even the mighty C-
Bill. If you're involved with her,
the deal must be very important.
More than likely somebody is
going to end up dead before it’s
all over and done with.”

YAKUZA OF SOLARIS/YIN PAH

Appropriate Contacts (Modifier —1)
Businessmenand Women, Bartenders, Any “Shady”
Characters, Police

Margin of
Success Result
1 “The Yakuza are on Solaris V11, that

much is known fo be true. Yin Pah
is simply a minor warlord for this
gang.”

2 “The Yakuza have a definite interest
in affairs on Solaris. They make a
great deal of money from the bet-
ting. Yin Pahis one of their midlevel
‘moderators, whose jobitisto keep
the local businessmen in line.”

3 “The Yakuza on Solaris VII are defi-
nitely tied into a multitude of opera-
tions, Chief of these is the betting
on the matches in the various are-
nas. Yin Pah is one of the Yakuza's
most powerful warlords on Solaris,
and his hands can be seen in almost
every aspect of the gambling busi-
ness.”

4 "Most people think the Yakuza on
Solaris make all their money on the
shady side of gambling. That is a
hig part of their income, but they
also have adirect role in fight-fixing,
and deal in the sale of information.
¥in Pah is a dangerous warlord,
second in power for the Yakuza on
Solaris. Crossing him brings swift
death.”
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NAIS ORGANIZATION, BASES, RESEARCH

FACILITIES

Appropriate Contacts (Modifier -2)

House Davion Government Officials, Scientists,

BattleMech Technicians

Margin of
Success
1

Resull

“The NAIS centers most of its
primary operations on New
Avalon. None of the few remote
research bases are known to be
close to Solaris, and those that
do exist are buried in security.”
“MAIS research centers dot the
Inner Sphere, mostly occupying
isolated worlds, Rumor has it that
one of these research bases is
only three jumps from Solaris
and is dedicated to weapons re-
search. But now the word is that
security recently clamped down
on the place. It appears some-
thing, or someone, is missing."
“The NAIS is said to have an
advanced battlefield technology
research center on Hyde, which
was closed off in the past few
weeks. Apparently, some of the
personnel are missing, and the
NAIS suspects they have been
kidnapped.”

“¥ou didn’t hear this from me, but
NAIS allegedly has hidden a base
called Dark Mirage on Hyde. Their
secret project is supposed to be
one of the greatest innovations in
BattleTechnology in centuries,
going beyond discovering the se-
crets of Clan tech. One of their
projects apparently got outof hand,
and now a whole research team
has disappeared, taking a lot of
their hardware with them."
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AST OF CHARACTERS

THE DEADLY SINS

KAVIN DREK

Alributes Characterislics

BLD 3 (3 Athletics 11+
REF 4  (B+) Physical 8+
INT 6 (B4 Mental 7+
IRN 5 (7T+) Social 9
CHA 3 (34
Skills
Computer 3 {4+4)
Engingering 2 (5+)
Gambling 1 (6+)
GunneryMech 1 T+
Parception 1 (64)
Piloting"Mech 1 (7+)
Security Systema 2 (5+)
" Small Arms 2 (4]
Streatwise 2 i7+)
TechnicianMech 5 24
Tinker 2 154)
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PHYSICAL DESCRIPTION

Kavin Drek is a tall, dark-haired, brooding young
man. His face is pockmarked with acne scars, and he
appears unkempt and disorganized. His clothes are al-
ways far too large for him and long out of fashion, but his
habitual scowl prevents anyone from criticizing him.

BACKGROUND

Even as a youth, Kavin showed promise as a techni-
cian by field-stripping and rebuilding AgroMechs using
only hand tools. As he matured, Kavin became interested
in the technical aspects of BattleTechnology. The great-
est thrill in his young life was his appointment to the New
Avalon Institute of Science.

Professor Kale brought Kavin into his fold by prom-
ising to let him do the one thing he really loves—work on
BattleMechs. He gained Kavin's cooperation by making
him part of a team composed of his true peers, playing on
the young man's basic feelings of alienation.

The first to figure out that the professor had duped
them, Kavin demanded revenge for the deception. He
flew into a nearly uncontrollable rage when he discovered
how Kale had betrayed him. Itwas his idea to goto Solaris
and stop the renegade scientist, and he has since been
obsessed with the capture of his former mentor.

PERSONALITY

Inmany ways, Kavin is the classic “nerd” or “techno-
geek,” because his social skills suffered as he worked to
perfect his technical expertise.

An obsessive-compulsive, Kavin is driven in every-
thing he does. His brooding demeanor has earned him
the nickname “The Prince of Darkness.”

Tommy Devon and Avery Hart tease him relentlessly
in good-natured affection, and their obvious caring has
gone a long way toward softening his disposition. Still,
he is an intense young man who needs to learn how to
lighten up.
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THOMAS “TOMMY" DEVON

Characleristics
(9+) Athleties 11+
{T+) Physical 9+
{7T+) Mental 8+
7+ Social 8+
{7+

Attributes
BLD 3
REF 4
INT - 5
LRN 5
CH 5

Advantages:
Natural Aptitude (Medtech)
Wealth

Bkills
Administration
Bureaucracy
Computer
Medtach
Perception
Protocol
Seduction

(T+)
(7+)
(6+)
(34)
(7+)
{6+)
(T+]
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PHYSICAL DESCRIPTION

Tommy wears his long, blonde hair tied back in a
ponytail. He almost always wears his lab smock, even
when he is off duty, and it usually covers a shirt blazoned
with the logo of some counterculture band. He perpetu-
ally sports a day ortwo of beard and a wide, knowing grin.

Thomas Devon was born the fifth son of the Count-
ess Deidre Devon of Hood IV. Thoroughly spoiled as a
child, he nonetheless knew he would not inherit the
family title, so he dedicated his energies to becoming a
surgeon. His excellence earned him the opportunity to
study at the New Avalon Institute of Science.

During his five years at the NAIS, he proved a radical
nonconformist. He organized student protests on every-
thing from dormitory food to curfew restrictions. On one
occasion, he was placed on probation for striking an
instructor who berated him in front of the class.

Professor Kale knew that the young doctor would be
pleased to work “outside the system,” making him an

ideal addition to his research team. Kale used Tommy's
rebellious nature to manipulate the young man into
working on his DNI project.

Dr. Devon performed the surgery to implant Kale's
prototype DNI device. The clandestine operation was
performed at 2:00 a.m. in an emergency ward officially
closed forrenovation. While most surgeons would refuse
to work under such conditions, Devon was more than
happy to participate in the experiment.

PERSONALITY

Doctor Thomas Devon is one of the brightest
neurosurgeons to graduate from the NAIS in the past
decade. Unfortunately, Tommy believes his talent and
intelligence puts him above rules and regulations.

When he discovered how the research team had
been fooled by the professor, Tommy's attitude changed
abruptly. For the firsttime in his life he was part of a team.
He paid most of the Deadly Sins’ expenses out of his
family's own accounts—an action it would not have
occurred to him to take only weeks before.
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AST OF (HARACTERS

LORRI BARRIS

Attributes Characteristics
BLD 4 (B+) Athletics B+

REF 6 {G+) Physical 7+

INT 5 (T4 Menta LE

LRN. & ({+) Social a+

CHA 5 (T4

Skills

Alternate |dentity 2 (5+)
Bureaucracy 1 [7+)
Communications/

Conventional 1 {74
Communications/HPG 1 (T+]
Computar 3 [3+)
Cryptography 1 (74
Enginegring 5 {3+)
GunmneryMach 2 (5+)
Medtech 1 {7+)
. Perception 2 {6+)
Piloting Mech 1 {6+)
Protocol 1 (T4
Quickdraw 2 [54)
Security Systems 2 [B#)
amall Arms ] [4+}
Stealth 1 (Bt}
Technician/Mech 2 {6+
Unarmed Combat 2 {6+
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PHYSICAL DESCRIPTION

Lorriis acompactyoung woman with short-cropped
black hairand piercing gray-blue eyes. She usually wears
a loose-fitting jumpsuit with a black vest, and an old Star
League coin as an earring. Her movements are agile and
precise, and display an unusual economy of motion.

Lorri Barris was an orphan of the War of 3039, A
Com Guard rescue team took her off Royal during the raid
by the Crescent Hawks Gompany. Her rescue by Comatar
and her subseguent education in a ComStar schoal
changed her life.

Lorri became a deep-cover operative, Reintroduced
into the Federated Commonwealth, Lorri became an
engineer, specializing in BattleMech design. Her orders

were to infiltrate the New Avalon Institute of Science, a
mission she completed successfully, graduating in 3050.

Kale recruited Lorrifor the VRPP project and his own
covert DNI operation solely on the merits of her skill. Of
all the members of the research team, he trusted her the
most, passing on to her much of his knowledge and his
theories concerning the project.

Lorri is operating under a long-standing order that
requires her to report to her superiors anything she
observes at NAIS that is likely to upset the balance of
power in the Inner Sphere. She has remained with the
Deadly Sins so long only because she blames herself for
Kale's defection and hopes to correct her mistake before
reparting in.

PERSONALITY

Lorri is trained to assume whatever personality is
necessary in order to gain access to the knowledge
ComStar requires. Most of the time, she is passive,
simply listening to what others have to say. She adopts
the perky attitude her companions assume is her true
nature when it suits her purpose to do so.

She is ashamed that Kale was able to fool her so
completely. Secretly, she fears that the situation may
already be so far out of hand that ComStar will hold her
responsible forthe results of Kale's experiments. Anxiety
has forced her to fall back on her ROM training, making
her ruthlessly manipulate her colleagues.
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DIANA HUNSAKER

Aliributes Characleristics
BLD 3 (™) Athietics 12+
REF 3 {%4) Physical 11+

INT 4 (B4} Mental 8+

LRN 6 (B4 Social 114

CHA 3 (B34

Skills

Administration 2 {6+)
Career Skill: Biochemistry 5 {3+)
Computer 3 {5+
Medtech ] (44)
Perception 2 16+)
Technician/Electronics 3 (5+)
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oMM WE 1T 3 45 118
1 e & [DOOMOMMeeoes
1 B & DOm0
imm 7+ (OMOOOOOO0O0
'l
]

s+ (DO OMMOmmed
ama 1+ (OO OOMmm o

PHYSICAL DESCRIPTION

Diana is a small woman who hides her face behind
thick glasses, and her stocky figure behind layers of
heavy clothing. Painfully shy, she is noticeably uncom-
fortable in the company of strangers.

Diana was raised on New Avalon, and graduated
from the NAIS in 3050 with honors in the fields of
neurology and biochemistry. Diana was nicknamed "The
Hermit" for her all-night sessions in the Auburn Library
on the NAIS campus.

Many of her professors suggested that Diana could
be one of the finest doctors in her field if she could break
out of her shell of shyness. Kale took advantage of
Diana's meekness, winning her friendship and using it to
lure her to Dark Mirage.

She developed XA-3, the chemical compound used
to shield the MechWarrior's mind from neural damage
when using the DNI interface, a discovery vital to the
success of the project.

PERSONALITY

When Diana discovered that she and the other
members of the Alpha Research Team had been tricked
by Dr. Kale, the timid researcher became a vindictive
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shrew. She has made uncharacteristically violent sug-
gestions, such as poisoning her former mentor and
friend, or gassing him in his cockpit.

Diana has grown a lot since the team arrived on
Solaris. She has gotten to know Dr. Devon and Avery
Hart, and became especially close to Hart. Relations
between her and Lorri Barris are quite cold, however,
despite efforts by Barris to the contrary. Diana is uncom-
fortable around Lorri, though she has no idea why.
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AST OF CHARACTERS

AVERY HART

Attributes Characteristics
BLD 5 [T+) Athletics B+

REF & (T+) Physical B+

INT 5 (T+) Mental 8+

LRN 5 (7+) Social 94

CHA 4 (84)

Bkills

Computer 3 (5+)
Enginearing 4 (44}
Gunnary/Mech 4 (4+)
Medtach 1 (74)
FilatingMech 2 {6+)
Security Systems 2 {7+
Small Arms 2 (6+}
Technician/"Mech 3 [S+)
Unarmed Combal 1 (T+)
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PHYSICAL DESCRIPTION

Avery is a lanky young man with bright red hair and
freckles, gaunt but muscular. Under a long coat with
dozens of pockets he affects the pseudomilitary dress of
a MechWarrior. His movements are animated but some-
what awkward, a charming combination.

Avery Hart was abandoned at an orphanage asa child.
As a young boy raised in foster homes, he developed a love
of BattleMechs by watching the Games. Much to his
disappointment, by the age of 15 he was already too tall to
qualify as a pilot, so he channelled his interest into the
technical aspects of BattieTechnology and became an
engineer, graduating from the NAIS with top honors.

When Dr. Kale was recruiting assistants for his
virtual reality project, Avery practically demanded to be
included. The development of VRPP technology would
make possible a cockpit that would accommaodate any
size MechWarrior, offering Avery his long-awaited op-
portunity to pilot a BattleMech.

Avery was stunned when he learned the professor
had betrayed the team’s trust. When Drek suggested they

track Kale to Solaris VII, Avery volunteered to pilot the
prototype "Mechs in the arenas. His first outings proved
to himself and the other members of the team that he was
born to be a MechWarrior.

PERSONALITY

An outgoing fellow, Avery has managed to maintain
a positive outlook on life despite Kale's treachery. Hart is
a good man who is willing to give his life to make things
right. Unfortunately, he is more than a little naive, which
hooked him into Professor Kale's scheme in the first
place.

The amiable would-be MechWarrior is easily the most
likeable and approachable member of the Deadly Sins, and
may befriend one or more of the player characters.
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OTHER CHARACTERS
LOUGYNDA BYRD

Attributes Characteristics
BLD 3 (5+) Athletics 10+
REF 5 (B+) Physical 94

INT 5 (T4 Mental 8+

LAN § 7+ Social T+

CHA B (6+)

Skills

Administration 2 i6+)
Bureaucracy 4 (34)
Computer 1 (7+)
Forgery 2 {6+)
Gambling 2 {B+)
Intarrogation 1 {B+)
Leadership 3 {4+]
Negotiation 3 {d+)
Perception 2 {64
Protocol 3 (4+)
Small Arms 2 T+)
Strestwise 4 [34)
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PHYSICAL DESCRIPTION

Loucynda is a handsome woman who looks as
though she would be more comfortable in combat gear
than the elegant suits her position demands. Her face is
frarmed by waist-length black hair tied back with a small
steel ring. She carries an air of authority that commands
the attention of all with whom she comes in contact.

Loucynda came from an impoverished family, which
provided her the drive and incentive to improve her lot in
lite. Her ambitions have led her to her current status as
one of the most influential mover-and-shakers on the
Game World.

One of her first jobs was as clerk for one of the
members of the Solaris Council. She learned how corrupt
the system was on the Game World, and learned the
political tools of the trade she needed to gain information
and power. Before she reached the age of 20 she was

glected to the Council herself, taking the position of her
former employer.

Loucynda sees Solaris for what it is, a profit center.
Her function on the Solaris Council is to make sure that
nothing interferes with that profitability. To this end she
has cultivated a wide range of contacts, including repre-
sentatives from virtually every business and organized
crime syndicate on Solaris V1. While her actions and
activities are all aboveboard, they often border on illegal.

PERSONALITY

Most members of the Solaris Councilfear Loucynda's
ambition, and she knows it. She recognizes the Clans as
a great threat, not only to her own way of life, but to the
whole Inner Sphere, and there are rumors that she has
organized the assorted stables/triads/cooperativesintoa
covert defense force should the Clans ever attempt to
seize Solaris. Anyone who could weld such a diverse
group into a fighting force is someone to be feared and
respected.
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AST OF CHARACTERS

WINSTON "DOC” DAVIS

Attributes Characteristics

BLD 2 (104) Athletics 12+

REF 4  [(B+) Physical 10+

INT 4 (84) Mental 8+

LRN 6 {6+ Social 104

CHA 4 (94)

Skills

Computer 3 (3+)

Engineening 3 (54)

Medtech 1 (74)

Megotiation 2 {8+)

Perception 1 {7+)

Scrounge 3 (B+)

Security Systems 2 [B+)

Small Arms 1 94)

Streetwise 3 7+

TechnicianMach 5 (3+)

Tinker 2 {6+
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PHYSICAL DESCRIPTION

Davis is nearly bald, with just a trace of hair left over
each ear. He wears a hearing aid to compensate for
damage done to his eardrum earlier in his military career.
Now, at the age of 45, Davis has a dour outlook on life and
a crafty personality that helps keep him alive.

Winston Davis was born on Loric and spent most of
his childhood tinkering with anything mechanical—es-
pecially BattleMechs. During a stint as a field technician
with the 13th Marik Militia he was wounded by an errant
artillery barrage from his own forces, resulting in perma-
nent hearing loss in his left ear.

Davis was a highly skilled technician, and after recov-
ering from his injuries, he decided to exploit his skills to
make the money he thought he deserved. In 3030 he
arrived on Solaris V11 and began working for several small
stables, quickly developing a reputation for quality work.

His first big break came when he was hired by the
now-defunct White Lancers Cooperative. Over the course
of several years he became their chief technician, and by

3043, Davis’ reputation was so well known that only the
wealthiest stables could afford him. Unfortunately, his
ego was as powerful as his skills, and he rarely stayed
with an employer for more than a year.

Davis' ego and unflagging desire for money have
forced him to begin selling information about his em-
ployers to the highest bidders. While this information is
not generally known, rumors abound that Davis has
become nothing more than a low-level informant for
House Marik's SAFE.

PERSONALITY

Since Davis went to work for Professor Kale, arro-
gant avarice has given way to craven cowardice. The
technician has never been accused of being a fool, and
has figured out that he is working for a dangerous lunatic
with strong ties to one of the Great Houses. He is
desperately trying to figure a way out of the situation his
greed has landed him in, and hopes his Marik allies can
provide a solution.
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MAJOR NANGY JERROLD

Attributes Characleristics
BLD- 4 (84) Athlgtics 9+

REF = & [T+) Physical B+

INT  § (T} Mental &+
LAN 5 (7+) Social 9
CHA 4 (8+)

Skills

Alternate Identity 4 {44
Blade 2 (7+)
Interrogation 2 (7+)
Leadarship 4 (5+)
Medtech 1 {74
Perception 2 (B+)
Security Systems 1 T+)
Senall Arms 3 {5+)
Stealth 3 {5+)
Survival 3 (5+)
Tactics 4 (d+)
Training 2 (T+)
Unarmed Gombat 2 (T4}

CONDITION MONITOR
WEOOTON SME 1 2 3 45 8 T 8
e & (DOOM MO
m & [OOOMOOMmom
me  » (OMOOMOOOO
s 1+ (DO OMmmm

BN e BE S e

mmer 1+ (DOOOOODOIM

PHYSICAL DESGRIPTION

Though she is in her late thirties, Major Jerrold
appears to be much younger atfirst glance. The burn scars
on her left arm, and two thick streaks of gray hair that
contrast with her natural black are clues to her age and
gxperience, but her prototype bionic right arm and facial
prosthetics are sleek and appear both naturaland youthtul.

BACKGROUND

Nancy Jerrold was originally a MechWarrior with the
ond Crucis Lancers during their operations on Exter
during the War of 3039. During the Combine’s counter-
attack, Nancy's company was overwhelmed and she was
officially listed as Missing in Action,

In reality, she was captured by ISF operatives who
mistakenly believed her to be an MIIO spy, and endured
weeks of torture. She escaped their camp, and despite
her serious wounds, eventually made her way back to the
Federated Commonwealth.

The information she carried about the Combine’s
forces was so valuable that she was promoted and

transferred to the MIIQ. Her first contact with the NAIS
came when they coordinated the reconstructive surgery
to replace her arm and jaw, shattered during torture.

Atthewar's end she remained with the MIIO, but she
is still listed as Missing in Action. In 3046, Major Jerrold
was given the opportunity to transfer to the NAIS to
establish a Grisis Intervention Team. Her team’s actions
during the Tucker and Dana Crisis operations set the
standard for future Crisis Teams.

PERSONALITY

Major Jerrold prides herself on her team'’s ability to
operate with little to no support. The assignments that
she undertakes are always associated with BattleMechs
or BattleTechnology, a pattern her superiors believe
displays a longing for her past. During the operation
known as the Dana Crisis, her left arm was wounded by
an ISF operative who was attempting to steal the plans to
the modified Caesar BattleMech. She wears the dead
agent's dragon unit-insignia on a wristband on her
scarred arm.
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AST OF CHARACTIRS

PROFESSOR BURKE KALE

Aliribules Characteristics
BLD 2 (10+) Athletics 13+
AEF 3 (94 Physical B+
INT 7 (5+) Mantal 5+
LAN 6  (B+) Social 94
CHA 2 (104)
Skills
Administration 2 (34)
Bureaucracy 2 (34}
C5: Neuralogy 5 {0+)
Computar 3 (2+)
Engingering 3 (2+)
GunneryMech 2 (6]
Mediech 3 (2+4)
Parception 2 (3+)
Piloting"Mech 1 {7+)
Technician/Elactronics 4 {1+)
_ TechnicianMach 4 {1+)
Tinker 2 {3+)
Training 3 {2+)
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PHYSICAL DESCRIPTION

His body withered by neglect born of obsession, the
professor is a pitiful shell of the man he once was. Gaunt
and pale, he appears prematurely old. Animation only
returns to his face and movements when he talks about
the DNI project, but even these brief moments of excite-
ment wrack his frame with hacking coughs that leave him
shaking uncontrollably.

Burke Kale was a child prodigy who recelved special
education at a very early age. He had received several
degrees and had begun teaching to support himself by
his mid-teens, and at age sixteen, he received a full
scholarship to the NAIS and graduated with high honors,

Upon completing his education, Kale began a series
of experiments funded by government grants that estab-
lished his reputation as an authority on neurology and led
to his appointment to the faculty of the NAIS. His ground-
breaking research has earned him a place in history, but
has also led to his downfall.

PERSONALITY

His perceptions warped by the psychoactive drugs
used in the DNI experiment, the professor believes that
he and his ‘Mech are one. He is convinced that when he
is interfaced with his ‘Mech, he is indestructible. He goes
so far as to refer to the "Mech as his body and his tech as
his doctor,

On the other hand, when outside of his 'Mech, Kale
feels exposed and becomes acutely paranoid. He has
trouble communicating with anyone but "Doc” Davis and
prefers the solitude of his lab to any other environment.
Both in and out of his "Mech, Burke Kale has become an
unbalanced madman whose brilliance only makes him
more dangerous.
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GORDON WEST

Afiribules Characteristics
BLD 4 (8+) Athlatics 10+
REF 4  (B4) Physical 9+
INT" "B [T+ Mental B+
LAN 5 (74) Social B+
CHA &  (T+)

Skills

Administration 3 {5+)
Bureaucracy 1 (T+)
Drive 2 (7+)
Gambling 1 (7+)
Gunnary/"Mech 3 (64)
Leadership 2 16+)
Medtach 1 {7+
Megatiation 3 15+
Parception 2 {6+)
Piloting/"Mech 2 (T+)
Protocol 1 {7+
Scrounga 2 {6+)
Small Arms 1 (B+)
Streetwise 3 (54
TechnicianMech 1 (7+)
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PHYSICAL DESCRIPTION

Gordon West is an aging MechWarrior with more of
apaunchthan he would like. Alarge man with red hairand
a red beard, his jolly appearance matches his outgoing
nature. The stablemaster usually wears a flight jacket
adorned with the insignia of the various units, stables,
cooperatives, and warriors with which he has been
associated over the years. It is an impressive collection.

West was a mercenary MechWarrior for a time, but
his independent nature made a military career unbear-
able. He tried his hand at the Games. Lacking the skill to
be a real contender in a "Mech, he instead tackled the
business end of things and found he had a real talent for
managing.

Unfortunately, Gordon did not have the edge re-
quired to make his way to the top by stepping on his
competitors or to fight off the various underworld ele-

ments that wanted a piece of his action. His stables came
and went until his reputation was shot.

When the Sins offered to hire him as their
stablemaster, he jumped at the chance, despite the
mysterious circumstances of his employers’ arrival and
the unusual terms of his contract,

PERSONALITY

Competitors deride West as spineless, but the truth
of the matter is that he is just an easygoing businessman
in over his head. He would have done far better as a
salesman, but his fate led him down a different path. He
is not a coward, but does not have the fearlessness
normally associated with MechWarriors nor the ruth-
lessness possessed by most stablemasters. Simply put,
he is a nice guy in a nasty business, and it will probably
get him killed.
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LOCATIONS

The following locations are expansions to the mate-
rialin the Solaris VIl campaign setting and are used more
than once during the course of this adventure.

THE PELIGAN

This high-class bar caters primarily to MechWarriors
and their guests. Stablemasters and brokers often come
here to recruit clients. On Tuesday and Thursday fight
nights, its doors are closed to the general public, and
MechWarriors watch the games on closed-circuit trivid.

The nightclub was named for the original proprietar,
a MechWarrior named Paul Slater. He earned the nick-
name Pelican for his skill at hunting opposing "Mechs in
the “water” environments of the arenas. Since its found-
ing, the bar has been bought and sold many times, but
has always turned a handsome profit for its owners. Itis
a perpetually popular night spot and enjoys brisk trade
and loyal clientele.

The line of people waiting outside the club to gain
entrance often stretches around the block. On busy
nights the doormen are instructed to admit only celebri-
ties and regular patrons. More often than not, dozens of
disappointed hangers-on are turned away without even
a glimpse inside.

Manager Lou Kinsel turns ablind eye to most of what
goes on in the club, but draws the line at fights or
concealed weapons. A six-man security staff is on hand
to keep the peace at all times. The chief bouncer, a huge
man named Trav, boasts that he defeated a Smoke
Jaguar Elemental in hand-to-hand combat on Idlewind,
and few men are brave enough to dispute his claim.

THE PELICAN MAP KEY

Blue Room/Green Room

Flanking the main room of the club are two seating
areas which offer food and drink to customers who need
a break from the hectic activity in the night club proper.
The service is slow but friendly, and the food is only
mediocre though the prices are high.

A small trivid projector in the center of the rpom and
flatscreen monitors on the walls provide diversions for
the diners, who can enjoy rebroadcasts of both recent
and famous fights. = B
Kitchen

Usually presided over by Arnold Willis, a high-
strung but capable chef who looks at everyone with an
irritating smirk, this is where the meals and other snacks
served at The Pelican are prepared. The center of con-
stant, furious activity, this relatively small kitchen pro-
duces more food per hour than the kitchens of most other
restaurants of comparable size.

Employee Lounge

The Pelican has a staff of anywhere from fifteen to
thirty employees on duty at any given time, including a
manager, a host or hostess, one to three assistant
managers, two doormen, two to six bouncers, two to six
bartenders, four to eight waiters and waitresses, and one
or two janitors.

The employee lounge provides a place for the employ-
ees to get away from the hustle and bustle of their shift. In
marked contrast to the rest of The Pelican, this room lacks
even a single monitor or projector. It is a quiet room with
simple furnishings, designed for rest and relaxation.

Main Room

The main room of The Pelican is impressive. A domed
glass roof reveals the sky, and walls lined with monitor
screens and projectors simulate environments ranging
fromvarious arenas to deepspace and underwater scenes.

At the center of the massive club is The Pelican’s
pride and joy, a trivid projector capable of producing full-
size reproductions of arena matches. The projection area
is surrounded by a circular bar, Watching a simulation of
afight between twa full-scale BattleMechs from less than
ten feet away is impressive, to say the least.

From the moment it opens to when the bouncers pour
the last patron into a public conveyance, this room is
crammed with throngs of people. Just getting from ane
end of the room to the other can take ten minutes or so.
Walking around the club to check out the scene and leaving
immediately afterward can take the better part of an hour.
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STOREROOMS

PRIVATE
ROOMS

THE

PELICAN

Office

Lou Kinsel practically lives in this suite of rooms that
serves as the night club’s nerve center. In addition to his
office, there is a small conference room, a file room, and
a private bath where Lou can shower and change when
working double shifts (which he does far too often for his
own good health).

The computer terminal on the desk in the office
contains all the current employee and financial records in
files that can only be accessed by means of a code word.
Only Lou and the two managers know the code.

The till is kept in a drop safe built into the floor of the
office. A timer unlocks the door three times a day at
predetermined intervals, and a manager and at least two
armed guards are present each time. The safe is very
solid and can withstand continuous laser fire for several
minutes before taking damage.

Private Rooms

Many of The Pelican’s regular customers desire
privacy on occasion while in the club. Eight rooms are
available for these “special guests,” either for a small fee
or as a complementary service, depending on the cus-
tomer.

As a nod to security, each room is equipped with a
camera linked to the security station in the office. Of
course, some of the managers can be convinced to forget
to turn the camera on, but this often costs more than the
room itself.

Storage

These rooms are filled with various supplies that
must be restocked every few days. Everything from food
to linens can be found here, including dozens of items
bearing the club’s logo such as napkins, pens, hats,
shirts, and ashtrays.
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CHARACTERS

Lou Kinsel (Owner)

A dynamo of managerial zeal, Lou is a slave to his
beeper and completely devoted to his business, despite
the fact that his favorite conversational gambit is to
complain about the club. A likable fellow, The Pelican’s
owner seems to know everyone. Anyone he doesn't know
he has no trouble meeting.

Lou is a savvy businessman and expert trouble-
shooter who thrives on overcoming any obstacle that
dares cross his path. No stranger to the underworld
elements on Solaris, he has so far managed to remain
free of any "business entanglements™ and intends to
remain independent as long as he is able.

Travis “Trav" Trunoff (Head Bouncer)

Huge and handsome, this bleached-blonde bouncer
"is one of the best in the business. The strong, silent type,
he rarely speaks, but when he chooses to do so, his
words are often inspired by his obsession with ancient
oriental philosophy.

Trav has worked at The Pelican for only a short
while, but already Lou trusts him implicitly despite ru-
maors that the big man will be “moving on” sometime
soon. The head of security is something of an enigma,
but his coworkers are fond of him.

Shanna Scott (Hostess)

Lou’s niece, Shanna is a lovely young woman who
is a lot smarter than she lets on. Her good looks are
accentuated by her penchant for unusual hairstyles and
provocative fashions. Most patrons see her as part of the
scenery, but regular customers know she is a lot more,

Shanna serves as Lou's connection with the Solaris
underworld and is largely responsible for keeping the
peace. If not for her vigilance and repeated intervention,
The Pelican would probably be under syndicate control
by now.

Gerald “Jerry” Eastman (Bartender)

Jerry worked at The Pelican long before Lou owned
the place. A veteran bartender, the “old man" has worked
in most of the hot spots in Solaris City at one time or
another during his illustrious career. He trained the other
bartenders who now wark at The Pelican, and is friend
and confidant to most of them.

An expert listener, the head bartender is a very
perceptive fellow. Although Lou has more contacts and
connections than Jerry, he is far too busy to remember
everything he has said and done, and so the regulars turn
to Jerry when they want to know what is going down.

DEADLY SINS STABLE

The Deadly Sins stable is located in a section of the
Black Hills that seems gloomy even at midday. The stable
is a large brick warehouse that probably dates back to the
First Succession War. At one time there were windows on
the lower level, but these have been bricked over for
many years. :

Two normal-size doors, banded in steel dnd defi-
nitely blast-proof, provide entrance for the stable mem-
bers. A third door is three stories tall, as high as the roof
of the warehouse itself and large enough for a Marauder
to stroll through without bending over. A special in-
truder-detection system near each door sets off an alarm
if anyone lingers in the area for mare than five seconds.

DEADLY SINS STABLE MAP KEY

'Mech Bay

This large area, three stories high and wide enough
to accommodate several "Mechs, contains the Battle-
Mech repair and storage bays. The research team's two
prototype BattleMechs currently stand in this space.
Because of their unigue shape and manufacture, both are
covered with tarps and dropcloths to conceal their spe-
cific details.

There is room for at least three other medium/heavy
BattleMechs in this area, or four if one is a small 'Mech.

Storage

This area contains six massive five-by-five-meter
shipping crates. They appear freshly painted. One is
open, revealing new myomer bundles and several cock-
pit-repair components.

Private Quarters

These one-story quarters have been improvised out
of the old warehouse offices. Most have half-walls with
glass partitions rising to the ceiling. The Deadly Sins
painted the windows black and placed two cots in each
office space to create makeshift bedrooms. Two more
rooms are in the process of being converted.

In the back of this area is a single-stall shower as
well as other rest room facilities.
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Armaments

This brick room looks like a vault and was probably
used for security storage decades ago. The Deadly Sins
are using it for storing their ammunition and missiles,
which are individually wrapped and packed in Federated
Commonwealth packing crates. Many of the crates have
recently been spray-painted blue in an attempt to hide
their true origins.

Security

The Deadly Sins have set up a series of alarms in their
stable, and the control systems are hidden in this isolated
corner. This system has an audible alarm that sounds if
anyone stands within three meters of any of the exterior

doors for more than five seconds. Contact sensor alarms
have been installed on the Sins’ BattleMechs that sound if
any unauthorized person touches the machines.

At least one of the Sins watches the security system
at all times. When the players join the stable, they will not
be rotated to this duty.

Crane Controls

The entire ceiling of the warehouse (not including
the area above the offices/living quarters) is laid with grid
track. Three mobile cranes run on these tracks, each
designed to lift ten tons. This small room is the control
center for these cranes.
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THEPIT

Just outside Solaris City proper, this small arena
does a brisk business renting its facilities for 'MechWar-
rior training and the occasional match. The Pit is run by
Anton Hughes, who works for the group of investors that
owns the facility. So far, he has more than justified their
confidence in him.

The Pit is available at reasonable rates, especially to
repeat customers. The arena offers long-term contracts
to their regular clients, which normally include on-site
reload and repair services at a significantly reduced cost.
Several small stables and cooperatives have such con-
tracts with Mr. Hughes and represent most of his clien-
tele, but new business is always welcome.

ey
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THE PIT MAP KEY

Arena

The Pit arena is a crater-like hole in the ground
accessed by ramps. Several earthwork mounds provide
basic terrain. Six massive pylons are the only changeable
part of the arena and are moved by special loader "Mechs
between matches.

A series of pumps and grates that can fill The Pit with
smoke in a matter of minutes crisscross the underside of
the arena floor. The resulting limited visibility makes
combat more interesting, and the Special UV cameras on
the observation towers have no troubl@ penetrating the
fog.

Arena matches in The Pit are very straightforward.
The limited space and relatively even terrain allow for
little maneuvering, and fights usually devolve into toe-to-
toe slugfests, both combatants letting loose with every-
thing they have in an attempt to fell their opponent first
by sheer firepower.

Blast Shields

These massive ferrocrete slabs are angled to deflect
stray laser blasts and missiles. Patched and repatched,
they still stand despite the punishment they have en-
dured over the years.

'Mech Bay

This huge building has six 'Mech bays and a repair
platform, as well as a heavy-duty lift to the underground
ammao storage and parts bays. The Pit is equipped to
reload, retrofit, and repair, all at reasonable rates.

Observation Towers

These massive pillars rise far above the arena,
providing a bird's-eye view of the action. Each of the four
towers has an elevator that carries spectators to the
shielded viewing platforms and is equipped with trivid
cameras. Each platfiorm can hold four viewers comfort-
ably, The arena is used mainly for practice and other non-
spectator matches.

Office

This small building contains the arena office com-
plex and a viewing room where tapes of the matches can
be reviewed and the participants debriefed. Anton lives
on-site in the upstairs apartment. His quarters are secure
and very comfortable.
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CHARACTERS

Anton Hughes (Operator)

A meticulously efficient manager, Mr. Hughes is a
consummate professional. His white suit and tie are al-
ways immaculate, and though he is not a vain man, he
never has a hair out of place. Precision guides every facet
of his life, making even his speech patterns slow and
deliberate.

Anton is a hard man to get to know, but an easy man
to work with. He maintains an emotional detachment from
his work which can make him seem quite cold at times.

Vincent Amadore (Chief Tech)

The "Vin Man"is acliche, and he knows itand enjoys
it. Centuries ago, he would have been into cars instead of
'Mechs. His sleeveless black shirts, gold chains, and
greased-back hair all attest to his wholehearted accep-
tance of an obsolete cultural archetype.

Vince is an expert tech, with years of experience to his
credit, though he tends to add unapproved options to
'Mechs in his care, such as sound systems, excessive
exterior lights, and tinted viewports. His own "Mech, a
customized Hunchback, has chromed armor and fuzzy
dice in the cockpit.
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NEW TECH

The following weapons and defensive systems are
under development by the New Avalon Institute of Sci-
ence. These weapons systems are still in the experimen-
tal stages, most stemming from a combination of the
recovery of lostech and recent access to Clan-based
technology.

These weapons are prototypes. Under normal cir-
cumstances, they would not be available to player char-
acters unless those characters are affiliated with the
MAIS. These variants are intended for use with Mech-
Warrior, Second Edition, and should not be considered
official expansions for the BattleTech game. These vari-
ants are unsuitable for tournament play.

CONTROL SYSTEMS

Both systems described below were developed by
Professor Kale and his research team on Hyde. The
primary advantage of these systems is that they take up
less room than a conventional cockpit and can be mounted
in the well-protected center torso area of a ‘Mech,

General Game Notes

When either of these cockpit pods is mounted in the
torso, the cockpit itself takes up one location, and a
special lite-support module takes up another. The two
life-support locations normally positioned in the head
must be split between the left and right torso. The three
slots freed up in the head may mount anything the
engineer desires. All weight considerations are the same
as in a conventional cockpit. The eject system must be
adapted to the new location, but functions identically to
those in conventional cockpits.

BattleMechs that mount a torso control pod are also
equipped with back-up manual systems for emergen-
cies. Destroying the sensors in the head will leave the
‘Mech effectively blind, rendering the primary control
system useless. The back-up system can be activated in
one turn and can move the ‘Mech at half the 'Mech’s
normal speed, with a +3 penalty to the MechWarrior's
Gunnery and Piloting skills.

General Glitch

Ahittoany ofthe three life-support locations knocks
out the entire life-support system permanently, and the
MechWarrior takes one point of damage every turn for
every five points of heat the BattleMech has built up at the
end of the heat phase. (Or 1 point for every 20 points of
heat in the Dueling system.) For example, a "Mech that
builds up 12 points of heat during the heat phase would
inflict 2 points of damage on its hapless pilot thatturn, a
result of the proximity of the cockpit to the 'Mech's fusion
reactors.
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DIRECT NEURAL INTERFACE (DNI)

The concept behind DNI is simply to create a link
between man and machine. Normally, the neurchelmet
“reads” the neurological impulses of the region of the
MechWarrior's brain that controls motor skills and bal-
ance. This constantly resets the ‘Mech's gyro, effectively
making the MechWarrior the "Mech’s inner ear.

This variant control system establishes a direct link
between the pilot's nervous system and the BattleMech’s
control systems, allowing the MechWarrior to control the
"Mech as if it were his own body, This provides greater
speed, agility, and accuracy than a standard interface.

As of 3053, however, biotechnology has yet to catch
up even to the Star League-era level, which was itself not
advanced enough to support an interface of this kind.
Professor Kale has made somesignificant breakthroughs,
but his system is inherently flawed.

Game Notes

A MechWarrior using a DNI system receives a—2to
his Gunnery Skill and a -3 to his Piloting Skill. If the
Initiative rules from Solaris VIl are used, the DNI also
confers a +4 Initiative bonus.

Glitch

Kale's DNI system requires a surgically implanted
interface connection. This factor alone makes the new
system impractical for widespread application, as the
‘surgery itself is experimental and somewhat dangerous.
Once the connection is in place, however, it is easier to
use than a bulky neurohelmet.

A second problem with the professor’s interface is
that he has been unable to develop effective buffers to
damper the signal flowing from the "Mech to the warrior.
This creates a sensory overload that so far can only be
countered by adrug called XA-3, created by Dr. Hunsaker.
Even with the drug, prolonged exposure to the unfiltered
signal can cause permanent nerve damage, insanity, and
eventually death.

Without XA-3, feedback caused by damage to the
BattleMech is dangerous and potentially lethal. A normal
neurohelmet causes 1 point of damage to the warrior
when the 'Mech’s head is hit. A MechWarrior using DNI
takes 1 point of damage every timethe ‘Mech is hit, even
if the hit does not penetrate the armor.

The most insidious danger to the MechWarrior is
that both DNI and XA-3 have proven addictive and can
Iead to obsessive and dangerous behavior on the part of
the afflicted individual. It is possible to overcome the
addictive side effects, but only by discontinuing use and
enduring an extensive, painful withdrawal.
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VIRTUAL REALITY PILOTING POD (VRPP)

In many ways, the VRPP is a scaled-down version of
the more ambitious DNI system. Instead of a direct link
to the pilot's nervous system, the VRPP uses an ad-
vanced version of the sensors in standard neurohelmets
to feed control data to the BattleMech’s navigation com-
puters.

VRPP uses a modified neurohelmet in place of the
surgical implant required for DNI. Unlike standard
neurohelmets, the virtual-reality helmet is integral to the
cockpit pod, and is lowered into position with the Mech-
Warrior in the pod.

Instead of the standard direct-view and head-up
displays, the virtual-reality interface displays piloting
data in a wraparound display in the helmet's visor.

A virtual reality is a synthetic, computer-generated
simulation of the BattleMech's exterior environment
composed from sensor data. As a torso-mounted cock-
pit has no windows, this view is the only way for the
MechWarrior to perceive the world around him.

Game Notes

A MechWarrior using a VRPP system receives a -1
to his Gunnery Skill and a -2 to his Piloting Skill. If the
Initiative rules from Solaris VIl are used, the VRPP also
confers a +3 Initiative bonus.

Glitch

The virtual-reality control system is very different
from conventional cockpit controls and takes some
getting used to. Player characters will be unfamiliar with
the VRPP controls, and so receive a +2 penalty to their
Gunnery and Pilating skills. However, the player charac-
ters will still receive the benefits of the system, for a net
modifier of +1 Gunnery and +01o Piloting. At least one full
day of intense training is required for characters to
familiarize themselves with the system.
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ALTERNATIVE ORDNANCE

The Tommyknockers Project is coordinated by Dr,
James Long and is dedicated to developing a wide range
of missile variants. While Dr. Long is in charge of several
projects personally, he also has overall control of NAIS
offensive ordnance research. In the game, treat these
variants as standard missiles for purposes of tonnage
and critical-hit locations, except that half as many mis-
siles are available per ton of ammo (round down).

AX (ACID) WARHEAD

This variant warhead for short-range missiles is
fitted with a chemical that becomes a highly corrosive
acid when exposed to ferro-fibrous armor.

Game Notes

AX-equipped missiles do three points of damage
against BattleMechs equipped with ferro-fibrous armor,
but only one point against conventional armor and inter-
nal structures. Damage caused by an AX missile against
ferro-fibrous armor may not be transferred to internal
structures.

If the AX missiles are detonated in an ammo explo-
sion each missile does ane point of damage.

Glitch

The liquid contents of the AX warhead cause serious
stabilization problems the NAIS has yet to overcome,
Short-range missiles fitted with this variant are unbal-
anced and add a —2 penalty to the roll to determine how
many missiles hit. Any roll less than 2 means that all the
missiles missed their target.

RS (RETRO-STREAK) WARHEAD

The initial prototype of this missile warhead was
originally designed by House Kurita forces, but variants
can be found in the Federated Commonwealth and the
Free Worlds League, usually in testing or as prototypes.
NAIS began work two years ago on their own variant of
this warhead.

Game Notes

This variant warhead for the Streak Missile Launcher
feeds back the Streak Targeting Signal and redirects
incoming Streak warheads. Any BattleMech equipped with
the Retro-Streak system that is targeted and locked onto
by Streak SRMs automatically fires one of these missiles.

The Streak’s lock signal will lock onto and follow the
Retro-Streak warhead.

b

Streak SBMs countered by a Retro-Streak warhead
must roll for the number of missiles that hit, as with
normal SRMs. Add a -2 modifier to all rolls when
determining the number of missiles that hit a target. Any
roll less than 2 indicates that all the missiles missed their
target. (This bonus accounts for the fact that some of the
missiles, confused by the bouncing signals, will simply
never reach their targets.)

TC (TANDEM-CHARGE) WARHEAD

The SLDF originally began experimenting with the
tandem-charge warhead system several years prior to
Kerensky's Exodus. Some of these prototypes have been
uncovered in caches discovered by units such as the
Gray Death Legion and Snord's Irregulars.

Game Motes

These short-range missile warheads contain two
charges that punch a controlled hole in armor to damage
internal components. Damage done by this missile is
allocated as one point of damage to armaor, and one point
to the internal structure of the target area. If the targeted
area has no armar, the missile still does only one point of
damage to the internal structure because of the narrow
impact area of the shaped charge.

For ammunition explosions, treat each TC-equipped
missile in a rack as a potential three points of damage.
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LI (LASER INHIBITING) WARHEAD

This weapon is a by-product of experiments at the
New Avalon Institute of Science, and is being fieldtested
with a number of front-line units along the Periphery. The
laser-inhibiting warhead is considered one of the best
defensive missile delivery systems designed to date.

Game Notes

The LI warhead for the Arrow IV system is fired like
a conventional missile, releasing a laser-inhibiting cloud
of gas with intense prismatic qualities that diffuses laser
attacks. The cloud affects the target hex and all surround-
ing hexes, has Level 2 elevation, and impairs visibility in
the same manner as smoke,

MechWarriors firing any laser-based weapon through
the cloud must apply a2 penalty to damage for each hex
of laser-inhibiting cloud through which the weapon is
fired. While the ldser-inhibiting gas limits damage on
both sides of the battle, the advantage is to the ‘Mech that
fired the L| warhead, because that pilot will immediately
switch to another form of atfack.

Glitch

The laser-inhibiting gas cloud rises quickly, giving it
a higher elevation than smoke, but the cloud dissipates
in two rounds.

FIL (FOLLOW THE LEADER) WARHEAD

The Follow-the-Leader missile warhead is derived
from lostech dating back to the Star League era. Recent
recoveries of the lost technology have allowed almost all
Inner Sphere Houses to begin experimenting with variant
models of this missile class. Thus far, only the NAIS
Tommyknockers Project has achieved any long-stand-
ing success in testing the system.

Game MNotes

When using the FTL warhead variant for LRMs, the
player rolls to hit as if firing a normal missile barrage.
Each missile in this system will impact on the same
location. For example, if an LRM-20 missile rack fires and
twelve missiles hit, if the first missile hits the targeted
'Mech's right leg, all twelve missiles hit in the right leg,
doing twelve points of damage.

Glitch

The target acquisition system of FTL warheads must
lock on to the first missile in the barrage that hits the
designated target. Sometimes the system will choose a
missile which has missed as the lead missile, causing the
entire flight to miss. This translates into a net +2 Fire
Madifier.

HS (HEAT SEENING WARHEAD

The HS targeting warheads were originally created
by the Federated Commonwealth for testing in the War of
3039, and subsequently were found in the hands of the
Draconis Combine, as well. The Clans have not used this
system, and Clan warriors who have fought against
MechWarriors using the HS warheads consider these
weapons dishonorable.

Game Notes

HS warheads are fitted on standard short-range
missiles. but because of the elaborate targeting mecha-
nism, carry less explosive, doing only one paint of
damage instead of the normal fwo. HS missiles receive a
bonus equal to the target 'Mech's Fire Modifier from heat
build-up (if any). If the missiles hit a location containing
a heat sink, any critical hits automatically destroy heat
sinks before any other critical location.

Glitch

HS warheads use hot points such as heat sinks for
target acquisition. If the targeted ‘Mech has no heat
build-up, it is very difficult for the warhead to achieve a
lock-on, resulting in a +2 Fire Modifier.
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$3 (SHOOT AND $IT) WARHEAD

, The Shoot and Sit warheads for the Narc missile-
launcher do not explode on impact, but attach themselves
to the exterior of the targeted BattleMech. The MechWar-
rior who fired the missiles may then detonate them at any
time. Dr. Long feels that the warheads, in the hands of the
right MechWarrior, can be an effective weapon.

One possible tactic for using this missile is to hit a
targeted BattleMech with several volleys of missiles,
then detonate all the missiles at once. In theory, the
amount of damage done in a single turn by simulta-
neously exploding all the warheads should be enough to
knock down the targeted BattleMech.

Game Notes

The player character firing the SS warheads should
make his normal To Hit and Damage Location rolls,
keeping track of the number of missiles attached to the
BattlieMech and where each missile is located. The firing
player may detonate all of the missiles on a single enemy
'"Mech at any time during any subseguent Combat Phase.
The missiles may not be detonated separately; the detona-
tion signal will automatically explode all attached missiles.

55 warheads do 3 points of damage each when they
are detonated, and inflict 3 points of damage each in an
ammo explosion. Note that if the missiles attach to a
limb, and the limb is blown off later in combat, any
unexploded missiles on that limb are lost and cannot
inflict further damage to the targeted BattleMech.

Glitch

Any time a location with active S5 warheads is hit,
roll one die for each warhead. On a roll of 1 or 2, the
warhead falls off or is destroyed. On a result of 6, the
warhead is prematurely detonated, adding its 3 points of
damage to the attack.

NEW WEAPONS SYSTEMS
BUZZSAW

This weapon is a circular saw-blade mounted in
place of a hand on a BattleMech. This weapons system
was built for close combat, allowing the attacker to maim
the opposing BattleMech using the specially hardened
and sharpened saw blades to cut through armor.

Game Notes L

This device weighs four tons and takes up two critical-
hitlocations. Using the buzzsaw generates 3 points of heat.
This weapon is used in physical combat to inflict 2D6
points of damage. The nature of the weapon prevents a
BattleMech outfitted with the buzzsaw from having a hand
orhand actuator onthearm where the buzzsaw is mounted.

Glitch

The buzzsaw blade is relatively fragile. An attack roll of 2
for the buzzsaw shatters the weapon and renders it
useless until the blade can be replaced.

=MIKEN 91+

THUNDERBOLT

This weapon is a one-shot ground-to-ground mis-
sile. This weapon delivers a chemical blast, generating a
Iot of heat when fired, and an even greater amount of heat
and explosive damage to its target.

Game Notes

The Thunderbolt missile can be mounted on the
right or left torso of a BattleMech, weighs 1 ton, and
occupies one critical-hit location. The Thunderbolt does
the same damage and has the same range modifiers as
an AG10, and generates 6 points of heat when launched.

Glitch

Thunderbolt missiles are very dangerous inanammao
explosion, doing 10 points of damage and generating 15
points of additional heat.
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SWORD

In recent years, NAIS has shown a strong interest in
"Mech-held weaponry. The Excalibur Project is further
proof of that interest, developed by the team that designed
the Hatchetman and the Axeman. This weapon system
provides a sword designed specifically for BattleMechs.

Game Notes

The weapon is used in physical combat in the same
manner as the axe and hatchet mechanisms. The sword
does only punch damage, but confers a -2 bonus to the
attack roll because of the added reach. The Excalibur
system weighs 1 ton for every 20 tons that the Battle-
‘Mech weighs.

SELF DESTRUCT

This device is a one-shot, desperation, last-ditch
device a BattleMech pilot can use to create wide-spread
destruction, When activated, the device cuts all fuel
controls, dumping all remaining fuel into the power plant,
and breaks open the magnetic containment of the power
plant. The resulting engine flare creates a fireball that
consumes the 'Mech and anything nearby.

Game Notes

The self-destruct device weighs one ton, takes up
one critical-hit location, and must be located in either the
left or right torso. When activated, anything in the
BattleMech’s hex is destroyed and anything in the sur-
rounding hexes sustains damage equaltothe BattleMech’s
Engine Rating divided by 15.

Glitch

When the device is used, the BattleMech is de-
stroyed. If the MechWarrior attempts to eject when the
device is used, the player must roll two dice with a ~1
modifier for each point of damage the MechWarrior has
sustained. If the total is 3 or more, the MechWarrior
gscapes the cockpit of the BattleMech alive. Any ather
result means the MechWarrior dies in the explosion.

<MIFEN

$B (SILVER BULLET) GAUSS

This project is a variant on the Gauss rifle that projects
a burst of shrapnel, rather than a massive slug of nickel
ferrous metal. This explosive is primarily geared toward
anti-Elemental attacks, but is also effective against
BattleMechs and other vehicles, distributing the damage
done by anormal Gauss rifle attack to multiple target areas.

Game Notes

Silver Bullet refers to the Gauss rifle ammunition.
While it has the same weight restrictions as normal
ammunition, it delivers damage differently. A Silver
Bullet round inflicts damage in the same manner as an
LRM-15. The damage roll is is broken up into 5-point
increments when determining location.

Glitch

Like normal Gauss rifles, the SB Gauss will explode
if hit, but the $B ammo will also explode if hit, doing 15
points of damage per round still unfired.
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NEW DEFENSIVE SYSTEMS

This staff is jointly managed by Dr. Antonio Priar and
Dr. Boyd Petersen. The goal of this research staff is to
investigate defensive systems to counter the advances in
offensive BattleTechnology. 5

COOLANT SYSTEM

Project Power Flush is a one-shot emergency cool-
ing system. The coolant system takes up 1 critical-hit
location and weighs 1 ton.

Game Notes

When activated, an ultracool gas is forced into the
BattleMech's extremities, bathing the heat sinks in cool-
ant, allowing each heat sink to vent an extra point of heat
that round.

Glitch

The only real drawback to this system is that the
coolant itself is explosive when stored in the concen-
trated form used for the Power Flush. If hit, the coolant
explodes, doing 20 points of damage.

JUMP PACK

This system is an attachable one-shot jump pack for
use by a BattleMech. It was designed by Dr. Priar, who
reasoned thata normally ground-bound BattleMech force
could be configured for jump capability in order to catch
an enemy off guard. It was developed as a logical
extension of the modular BattleTechnology used by the
Clans.

Game Notes

When activated, this system gives the BattleMech a
single jump. The jump range is determined by subtract-
ing 1 from a base of 9 for each 10 tons of BattleMech
weight over 40 tons (rounded down). For example, a 50-
ton Hunchback would have a jump movement of 8. Heat
is generated as normal for a jump.

When the device has been used, it is automatically
ejected to allow normal movement.

Glitch

The bulk of the system, mounted on the back and
legs of the 'Mech, reduces the base ground movement of
the "Mech to half normal.

BLUE SHIELD PROJECT

This system is a concentrated particle-field damper,
which absorbs and disperses the energy of incoming
PPC fire.

Game Notes

The Blue Shield project requires 3 tons of space and
occupies one critical-hit space in each of the 'Mech's
locations. The system halves all damage by PPCs against
the BattleMech equipped with the device. Destroying any
ofthe shield's critical locations destroys the entire shield.

Glitch

Every time the Blue Shield is activated, roll two die.
Ona result of 2, the system overloads, destroying all the
shield critical locations and inflicting 5 points of internal
damage on each of the BattleMech’s locations.
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NEW BATTLEMECHS
P1-WF WILDFIRE

Dverview

As the VRPP project neared completion, a Battle-
Mech was designed to incorporate the new technology.
Based on the 3050 Crusader, the new Wildfire would be
the first completely headless BattieMech. Two proto-
types were custom-built in a special factory in the NAIS
facility on Hyde.

Early testing has shown the prototype BattleMechto
be everything its designers hoped. The VRPP control
system has been successfully integrated, giving the
Whldfire unparalleled agility, and prospects for success-
ful mass production of this design are excellent.

Capabilities

In addition to the prototype control system, this
BattleMech takes full advantage of other recent techno-
logical developments, including Endo Steelinternal struc-
ture, an XL engine, ferro-fibrous armor, and weapons
systems such as Streak SRMs and large pulse lasers.

This well-armored 'Mech is designed to offer a lot of
firepower at short range, and provides the speed and
maneuverability to close quickly. The Wildfireis intended
for use as a pursuit 'Mech, and so its effectiveness drops
off at long range. This is an advantage in the arenas.

Type: P1-Wildfire Tans
Tonnage: i3
Imternal Structure 3.25
Engine: Magna 2

Walking MF: G

Running MP: 8
Heat Sinks: 13 3
Gyro: 4
Cockpit: 3
Armaor Factor: 197 11

Internal Armar
Structure Value

Head: 3 49
Center Torsa: 2 338
R/L Torso: 15 248
R/L Arm: 10 20
R/L Lag; 15 23
Weapons and Ammo;
Type Location Critical Tons
SAM 2 Streak RL 1 15
SAM 2 Straak LL 1 15
Ammo Streak (50) RT 1 1
Large Pulse Laser RA 2 7
Medium Pulse Lasar L& 1 2
CASE RT 1 1
Ammao MG (200} RT 1 i
Maching Gun RA 1 0.5
Small Pulse Laser RA 1 1
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PROMETHEUS

Dverview

This ane-of-a-kind ‘Mech was created by one of the
MAIS research teams assigned to study Clan technology.
It will never see mass production or even duplication.

The Prometheus was an attempt to construct a new
BattleMech from salvaged Clan materiel. Unfortunately,
the NAIS has yet to unravel all the mysteries of the Clans’
modular (pod) technology, 5o the Prometheus was con-
structed using Inner Sphere techniques. The result was
an ungainly but deadly fusion of the Loki, Madcat, Thor,
and Vulture that easily defeated all comers.

A year after its creation, Professor Kale "appropri-
ated" the Prometheus for his DNI experiments and
installed one of the VRPP control pods in a torso cockpit.
He brought the Prometheus to the arenas of the Game
. World, and the 'Mech has succeeded far beyond even the
optimistic expectations of its creators.

Capabilities

In addition to the advantages provided by placing
the DNI pod in the 'Mech's torso-mounted cockpit, the
Prometheus carries a wide range of unusual weapons
salvaged from the front lines of the war with the Clans.
These weapons are surprisingly effective, especially in
the arena. where Clan technology is largely unknown,

Game Motes

The Prometheuswas tinkered together from parts of
other machines, and so does not have the structural
integrity of a production model or even a prototype
'Mech. If the pilot of the Prometheus rolls a 2 or 3 when
firing a weapon, the weapon is destroyed and may not be
used again until it is repaired.

In addition, the Promethews is maore likely to take
critical hits than is a production 'Mech. Add +1 to all
critical-hit rolls. If the result is higher than 12, the entire
location is destroyed. Note that locations and equipment
destroyed by critical hits are salvageable, but they cease
to function until repaired,

Type: Prometheus
lannage.
Internal Structure
Engine
Waking MP-
Running MF:
Heat Sinks:
Gyrao:
Cockpd
Arrngr Factor:

Head:

Cenlar Tarsg:
RAfL-Torsa
R/L Arm:

R Leg:

Weagons and Ammo:

Type

LAM 15

Ammo LAM 15 (8)
LAM 15

Ammo LRM 15 (8]
SEMEB

Ammo SAM B (15)
SRM &

Amma SAM 6B {15)
Maching Gun
Maching Gun
Maching Gun
Machina Gun
Machine Gun
Machine Gun
Amrng MG (200)
ER PPC

Large Pukse Laser
Medium Pulsa Lasar

Infernal
Slruchure
i
23
16
12
16

Location

LT
LT
RT
RT
L1
LT
RT
AT
LT
LT
LT
AT
RT
AT

73

375 GM

<& OO0 N
(™

206

Armg
Vaive

359
257
17

ha
o

_w________“_“____gr

Tons
75
37
1925

B ta

0.25
025

Fha O O
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EPIMETHEUS

Overview

Professor Kale began working on the Epimetheus
shortly after the retrofit of the Prometheus was finished.
Dissatistied with the performance of his patchwork 'Mech,
the brilliant scientist and his hand-picked research team
began designing anew ‘Mech, incorporating the modular
Clan systems into a basic Inner Sphere design.

When Kale fled the Dark Mirage facility on Hyde, he
took the half-finished Epimetheus prototype and suffi-
cient materiel to complete the BattleMech at his new base
on Solaris VI, Final assembly took several months in the
converted pumping station that served as his stable.

Because of the materiel and expertise required to
build this "Mech, the Epimetheus will probably never see
production, despite the fact that all the design work and
testing has been dofie. The only logical site for such an
ettort would be an Inner Sphere factory that has been
converted by the Clans far their own use, and they are
unlikely to surrender one for a joint manufacturing effort.

Capabilities

The Epimetheus is a sound but untested design
incorporating the best of Inner Sphere and Clan technol-
ogy and the DNI control system, creating a machine that
is faster, more powerful, and easier to pilot and control
than any known "Mech.

Type: Epimetheus Tons
Tonnane: B0
Intermal Struciure 45
Enging: 400XL 26,25
Walking MP L
Running MP 8
Heat Sinks: 0 ]
Gyro: 4
Cockpit: 3
Arrnor Factor 2N 15
Irferiai Armor
Structure Value
Head: 3 T
Center Torsa: 25 35115
RiL Torso: ¥ 2113
R Arm 13 2
RAL Leg 17 27
Weapons and Amimao
Type Logatign Critical Tons
Heat Sinks RT [ 3
Uitra AC/10 H 4 1]
Targeting Computer LT 5 5
ER Large Laser LA 2 4
ER Large Laser AA 2 4
Medium Pulse Laser LA 1 2
Medium Pulse Laser RA 1 2
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 The Clan invasion left the Successor States struggling to recover
from the war that devastated the forces of the Inner Sphere.
'lhel‘:ederote& Commonwealth tock heavy losses, and its mistortune
. was compounded by the untimely death of Hanse Davion.
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The allianee is in a precarious posifion. The New Avalon Institute of
House Davion may regain ifs lost power. Study of Clan technology
sent research in bold new directions, und led to an extraordinary

: .breulcli}rnugh in BattleTechnology.

_l.lrz_rhri'l._m;rely, the Federated Commonwealth's salvation

igin the hands of a madman.

UNBOUND is & roleplaying adventure set in the BattleTech universe
ot 3053on the Game World of Solaris VI. The player characters
Become involved in a struggle for conirol of a radical new

Sphem The adventure also includes several new 'Mechs ond a
selechion of new tech from one of New Avalon's top research and
: cevelopment feams,
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- Science has been charged to find a technological edge with which

| fechmology that could change the balance of power in the Inner
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