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SCARS

Sometimes you have to step up.

In the trade—and here I'm talking about military service—
those times come too often, usually with bullets snapping by
my ear and the smell of burnt cordite hanging heavy and sharp
in the air. | feel a hot pinch against the side of my neck, clap a
hand to it. My fingers come away sticky with blood. My blood.
It's a graze—just a “shrapnel bite"—and | have a hundred
things on my mind other than a field dressing of dirty gauze
and duct tape. Besides, blood cleans out the wound, and
what's one more scar? And one more. And....

The thing is that those scars build up over time, and that's
how you learn that it's usually best not to stick your neck out.
Never volunteer, don’t go that extra step, and under no circum-
stances do you take initiative under fire. You follow your orders
or, if you are in that sometimes-enviable position, you find
some poor schlub and order him to take the initiative for you.

That's going to work, mostly, but sometimes you still have
to step up. It may not be what you want, but it's what is needed.

We don’t always get what we want.

* % *k

This is how it went down:

The enemy charged out of the morning gloom, coming at
us uphill—which was the one tactical advantage | had been

able to arrange. First we felt the tmmo_rs from heavy Battle-

our battle line. Too close for comfort. | touched off the jets in
my Cavalier battlesuit and leaped over to the left side of Erik
Gray's new Sagittaire. A ruby laser splashed some of his right-
leg armor over the ground, forming half a dozen glowing-orange
puddies. Even through my suit filters, | smelled the scorched
metal. A hoax. Right.

Morons.

Through Erik, | ordered our first concentrated ‘barrage,
raining the combined might of a dozen 'Mechs and quite a few
armored tanks down on the head of a gleaming white Atlas.

It was an impressive show. I'd wager that.we even scarred
the paint and shattered a few teeth out of its grinning skull vis-
age, but the damn thing kept coming at us. Its Gauss rifle
smashed in the chest of a new Wasp, toppling it back with the
sickening screech of metal meeting earth. Golden fire belched
out of the breach, and roiling amber-tinged smoke into the air.

| cued Erik again, and he put out the order. This time the
Atlas had the good manners to fall on its face, its cockpit a

smoking ruin and chest bleeding high velocity metal from a' ! '.

ruined gyro. All along our line, though, | saw enemy fire falling.

with greater frequency and accuracy. Taking down the one

assault 'Mech was the best we were going to get at a bargal

basement price. :
“Cut them loose, Erik.” The battlesuit’s inte

paeked up my voice and grated it into the MechW.




Things had started moving now. The enemy staggered into
an uneven line of their own as the Solaris defenders broke
apart into smaller units, trading on our elevated position to
move with greater freedom while raining destruction downhill. A
few braver souls among the attacking force—read “fanatics"—
drove their machine forward regardless. One of our Saladins
dropped a Toyama by carving off a leg with its assault-class
autocannon. It created a small gap in the enemy formation.

| leapt up onto the Sagittaire's shoulder for a better view.
“Erik, throw the Dracs into that hole. Now!"

Despite my sixteen years in the Davion armies, I've got
nothing against Draconis Combine warriors. Really. It just so
happened that one of Thomas Delon's combined arms units
was closest to the break and when you're picking men for a
suicide squad, you can't do much better than the hard-souled
samurai of DeLon Stables. | watched two Komodos and half a
dozen tank-tread vehicles force their way into the gap. The Sal-
adin led them in. Erik moved forward at a tight angle, trying to
give them some covering fire with his long-reaching lasers, giv-
ing me a perfect angle to witness the hellish slaughter,

Don’t get me wrong. Solaris VIl sees its share of violence.
Every day, in fact, with marathons on Fridays and Saturdays.
We record it and send it out into the Inner Sphere for enter-
tainment. And then there is the Solaris that only the locals
know, full of crime and cheap lives. I've been a part of that as
well, working as mercenary, bodyguard and thug. You take the
~ jobs you can find, right?

Still, it had been some time since | had seen vfolance on

ale. Not even the 'Mech riots of '62 or '65 oomwared to
DeLOn warriors cracked the enemy Iine wide

Erik switched over to our force-wide frequency. “You are
free to engage,” he ordered, sounding like a dramatic actor as
he poured as much grave strength into his voice as possible.
“Split them and roll them back.”

| estimated our strength right then at twenty or so Battle-
Mechs, with maybe half a hundred armored vehicles. Infantry
was hardly better than a motley collection of street enforcers,
triad gang members with assault rifles and some mercenary
jump troops who usually performed acrobatic maneuvers dur-
ing arena battle intermissions. We did have a company of
Lyran infantry complete with two squads of battie armored
fighters; | was happy to have them. It was from them | picked
up the Cavalier battlesuit, maybe doubling my chances of sur-
viving this. | figured | was up to one in fifty odds. | could even
take a laser hit. One.

There were a lot of lasers to go around, though, as the
enemy tried closing ranks. They still outnumbered and out-
weighed our force by almost fifty percent. What we had going for
us was a bit of momentum and the fact that several news teams
were hidden in the backfield, recording this. There are few sol-
diers more motivated than a Solaris VIl soldier on camera.

| stuck close to Erik's Sagittaire as he stalked downhill,
his impressive array of weapons blazing out hellish energy that
staggered one enemy machine after another. He literally blew
the gap back open wide by rending a Phoenix Hawk down into
slagged metal and scrap. ;

w hattlesult had a single laser attached to the rlght arm.




verized between the Sagittaire's back and the ground.

An Emperor stood in the foreground, facing off with me
over a downed Grand Crusader and Erik's Sagittaire. Fortu-
nately, | was too small a fish for it to bother frying with those
smoking eighty-millimeter X-class autocannons. After taking
down Erik’'s BattleMech and exploiting the damage already
caused by the Grand Crusader among others, it turned to
chase after one of our Enfields. The wide-shouldered 'Mech
moved with slow and lethal precision as it turned those terri-
ble assault weapons against more of our number.

“Erik, tell me you’re still alive in there or we're all done.”

“I've felt better,” he said, rattled but apparently in charge
of all his marbles.

This was a problem. My frequencies included a direct line
to Erik and several general channels that connected me with
other infantry forces. | could receive force-wide, but not trans-
mit, and no one was going to listen much to a MechWarrior
laid out flat on his back. “Can you get up?” Surveying the ruin
of his front housing, | doubted it, but it was worth a try.

“| don't think...no. The Sagittaire lost its gyro and
snapped a knee joint. I'm grounded.”

“Unbutton and climb out,” | told him, leaping forward from
the Saggitaire and calling to the other battlesuit infantry on my
lower channels. | steered one Cavalier squad in my direction. A
trio of Fenrir assault armor came up to safeguard Erik and haul
his ass forward.

“What do you think you' re doing?” Erik askad following

meordersonhlaowncomms
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Unfortunately, the tricky part remained left to be done. |
couldn’t fit through the hatch with miy suit, and the MechWar-
rior inside would have some kind of weapon so | couldn’t just
send Erik in there in MechWarrior togs and a smile. | had to
clear the way for him, without harming the cockpit interior.
With a deep breath | swung over in front of the hatch, face
framed perfectly in the opening and laser-arm extending
straight ahead.

A gyrojet slug burrowed into my shoulder, spoiling any
chance for a quick, clean shot. Another punched into my chest,
cracking a rib through the protective plating but failiné to draw
blood. A third shot cracked my battlesuit faceplate. | felt a cool
draft on my upper brow and could smell the raw, acrid stench of
gunpowder which hung in a cloud around the Emperor. That was
it. Another gyrojet slug could cash in all bets.

Thrusting my laser forward, | speared one short, scarlet
lance into the cockpit’s command chair, through the body of
the MechWarrior who sat half-turned in the seat, and then
spent the last few joules of gem-bright energy into the
Emperor's forward viewscreen.

One newly-acquired 'Mech, ready for new occupant.

A Cavalier boosted Erik up to another who passed him to
me on the shoulder; | could see the nuerohelmet codebreaker
under his arm. Good. He’d need it. Just hoped it would work
quick enough. :

His open trip across a live battlefield hadn't baen
Erik, who looked more the “Gray” Ghost than ever. | rem
that face. | saw it in a mirror after my first live-fire
ment. The 'Warrior ducked inside into relative sa

sticking his head back into the open hatch.

puil this off?




A Chimera from the Fifth Donegal Guards patrols a refinery on First Robinson Ranger BattleMechs begin to deploy from their
New Avalon during the FedCom Civil War. Union-class DropShip.upon grounding on New Avalon.




INTRODUCTION

The first section, which you read before this
introduction, is a short story called Scars,
designed to immediately throw players into the
living BattleTech universe.

The next section is the Classic BattleTech
Miniatures Rules, which provides players with
all the tools they need to play a hexless table-
top miniatures game. Following that section are
numerous pages deyoted to photos of minia-
tures painted in the colors of the various fac-
tions in the BattleTech universe.

Large-Sized BattleTech Miniatures Rules
provides appropriate modifications to the stan-
dard miniatures rules allowing players to field
the 28mm Armorcast BattleTech resin figures.

Shades is a second sHort story that propels
players 65 years into the future of BattleTech;
preparing them for the universe of MechWar-
rior: Dark Age.

MechWarrior: Dark Age provides a thumb-nail
sketch of the history that brings us to 3132,
along with some details on the new factions
found in the BattleTech universe. .

The MechWarrior: Dark Age Miniatures Rules
section contains the specific changes to ;
rules required to play standard Classic Ba
tleTech Miniatures Rules with Ma hWarric
Dark Age rmnlatu res.
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Clear
For clear terrain, a flocked gaming table is recommended,

the most common type of game table is a four foot by six foot
piece of flocked hardboard or plywood with one by two battens..
If space is limited commercially available flocked mats can be
used and have the added bonus of being portable. The most
inexpensive playing surface can be made by simply covering the
table with a felt cloth of the appropriate color.

Mﬁke'hllls out of blue or pinlg.lnsulat!on foam measuring
' White tyrofoam (called expanded
ich plece of foam represents_

To get a rock like texture around your hill apply sculpta-
mold paper Mache to the edge. Crumple some aluminum foil
and then open it back up. Wrap the edge of the hill with the
foil so the crumpled surface of foil makes a pattern on the
sculptamold. Once the sculptamold is hard you can peel the
foil off and paint your hill. Paint washes are an excellent way
to paint the rock texture.

GEO-HEX

Geo-Hex is a company that specializes in making quality ter-
rain. This ranges from gridded and ungridded flocked mats to very
realistic modular hex terrain. The most comprehensive type is the
Master terrain system. Each of the seven shapes in the GEO-
HEX® system represents a portion of a hexagon that is 12"
across. Each piece can connect to any other piece of the same
type. By arranging the shapes to form hills, streams and other '
tures. The pieces can be temporarily fastened to one




To create light woods, make a woods template base and
mount it with a group of trees, spacing them about 3 inches apart.

The template can be made of any material sturdy enough
to support the trees. Gator board is among the best materials
for making templates and can be found at your local art and
craft store. Paint the template the same shade of green as
your ground cloth. For a more realistic look, paint the template
and sprinkle landscaping material over it before the paint dries
to represent grass. Alternatively you can cover the template
with a coat of Durhams Water putty and mix various grades of
ballast or sand into it. When dry it becomes rock hard and very
durable. Paint and flock after the putty dries.

An excellent way to demonstrate what type of woods the tem-
plate represents is to use the woods template together with the
tree stands. Light green trees can represent light woods, while
dark green heavy woods. If all your trees are the same color then
the number of tree stands on a wood template is also a useful
way to identify woods.

If you used gator board for your woods then here is a sim-
ple and effective way to make water templates. Cut the tem-
plate like you would for woods. Mark where you want the water
to be. Carefully cut the wood veneer in that pattern and pull the
veneer away. Scrape the foam away from the bottom veneer to
create the depression where your water will be. Use thinned
down water putty to create the “water” (go figure...). Once dry
this can be painted blue and gloss coated for a realistic water
template.

Roads/Bridges

Appropriate materials for representing roads and bridges can
also be found at hobby and model railroading shops, including sim-
ulated road materials ranging from flexible cork roadways to rolls of
paper roadway. Often the rolled roadway is the most realistic due
to Its texture and printed lines, its usually the most inexpensive to
boot. Use “Z gauge” scaled bridges—these most closely match
the scale Iron Wind Metals uses for its BattleTech miniatures.
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Buildings appropriate for BattleTech miniatures play can
also be found at hobby and model railroading shops. We recom-
mend products scaled for micro-armor or “Z gauge” scale model
railroading. Resin-cast buildings produced especially for micro-
armor gaming are also available, as are kits that allow you to
fabricate buildings in plaster to your own specifications (these
require quite a bit of time and effort).

If the BattleMechs in your game jump a lot, you might prefer
buildings with flat roofs. Remember that each 1/2 to 3/4 inch of
height represents 1 level of elevation. Mark the Construction
Factor (CF) on the bottom of each building model; preferable with
a pencil so it can be easily changed from scenario to scenario.

Rough Ground

Rough ground can be represented by gluing small rocks or
model railroad ballast to a gator boards, plastic or card tem-
plate. Gravel, sand and flock can be added to make it more real-
istic. It's recommended that you paint the template then glue
flock around its edge so it looks good on your playing surface. If
using a felt surface just cut some extra felt and place a couple
of small rocks on it.

Rock outcropping can be made using extra bits of foam and

paper Mache.

Swamp/marsh i
We. recommend creating a water template color

brown, or black to represent murky water, Add sm

- clump foliage to the template to indicate ree




RULES CONVERSIONS

The following rules conversions make it possible to run
BattleTech battles on nongridded terrain. These simple adjust-
ments do not alter the basics of the BattleTech rules system,
with the exception of line of sight. Unless otherwise noted, use
all standard BattleTech rules.

To play a BattleTech miniatures game, players need tape
measures, straightedges, dice and filled-out record sheets.
Before beginning play, set up the table's terrain in a fashion
agreeable to all players.

Use landscaping grasses to
blend in the cracks between
templates, if desired.

It should be noted that
the miniatures rules are by
necessity a bit vaguer than
the standard hex-based
rules. The lack of hexes,
and often of clearly delin-
eated elevation levels,
means that players will
sometimes be called on to
use their own judgment to
decide what rule applies,
especially when determining
line of sight. To ensure

_';smuotl'l game play, players

thelr application

rules. Due to the
-nuniatures play,

T L

metric measurement will need to adjust all other measurements
given in these rules accordingly).

Unless otherwise noted in the rules below, when the map-
sheet rules specify a certain number of hexes, multiply that
number by 2 (or 5 in the case of centimeters). For example, if a
skid would result in a BattleMech sliding 3 hexes, move the
miniature 6 inches (or 15 cm). For those players with Heavy
Metal Pro design software you can change your range to equal
2" prior to printing your record sheets. This simplifies measur-
ment and movement on the tabletop.

When a full hex is set on fire,
or the terrain is converted or full
of smoke, measure a circle
around a single point on the table.
The radius of this circle should be
1 inch, When an event affects a
target hex and all adjacent hexes,
draw a circle with a radius of 3
inches. For these purposes, it
helps to have a few precut tem-
plates handy to represent these
kinds of effects.

A miniature represents a unit
as large as its base. If a
,tpuches -a miniature's basq




after the BattleMech is already adjacent, it would require three
more turns; during the Movement Phase of the Third turn it
could then move into the Heavy Woods.

Accomplish movement in the same way as in the standard
game: players declare whether the unit is standing still, walking,
running, or jumping, all of which provide a set number of MP.

A BattleMech or vehicle can only move directly forward or
backward, as normal.

Measure facing changes for BattleMechs and vehicles by
how many hexsides the unit turns. To determine this, place a
straightedge along one side of the hex base and rotate the unit
so that it is facing in the desired direction. Beginning with the
first hexside (one of the six sides of the miniature base) that
passes the straightedge, count the number of full and partial
hexsides that pass the straightedge. This is the number of hex-
sides that the unit turned at that point in movement.

A jumping unit only pays one MP per inch traveled, regardless of
the terrain that it passes over. Heat is generated at a rate of one
point per 2 inches jumped (or fraction thereof), with a minimum
of 3 Heat Points generated regardless of jump distance.

The Raptor at left wishes to move into firing posi-

tion in the Light Woods template to its right. It moves 4
inches forward through Clear terrain (4 MP), then turns
one hexside to the right (2 MP) and moves 4 1/2 more
inches forward, 2 of which are in Clear terrain (2 MP)
and 2 1/2 inches in the Light Woods (6 MP) above.
The total movement cost for this maneuveris 4 + 2 +

 + 6, for a total of 14 MP. Note that even though the

""j"'naptoradymwdm:ghewmdmofm
Woods, it paid the M !oram:ﬁnd:ascf /




Obstructions

Buildings, elevations and other obstructions only affect a
unit's movement if the unit’s base will move over them.
Overhanging arms, turrets and so on have no effect on the
“size” of the unit for this purpose. As long as the unit's base
can fit through a gap, the unit can fit, even if the miniature itself
seems too big.

PILOTING SKILL ROLLS

Piloting Skill rolls are made as per the standard rules. In
the case of Piloting Skill rolls required by moving through terrain,
only make one Piloting Skill roll per 2 inches (or fraction thereof)
of the terrain that requires the roll.

Falling
While aesthetically pleasing, it is best not to lay a fallen
BattleMech miniature on its side., Players need to use the

'Mech’s base to determine the BattleMech's actual location and
orientation for combat purposes and future movement. If players
really want to lay their miniatures prone, use a blank hex base
to mark the actual location of the BattleMech.

Apply damage from a fall as normal. For these purposes,
assume that each 1/2 inch of a building's height is equal to 1

~ elevation level (round up to the nearest multiple of 1/2" when

" determining height).

" Resolve combat in the same manner and sequenca as in

the "Mech only. If the attacker is in Level 1 Water, sight from its
legs rather than its torso. As usual, an attacker or target in
Level 2 or deeper water is completely concealed.

Partial cover is not determined in the usual way when using
miniatures. If any part of the target is obscured by a building,
hill or water, do not apply the partial cover modifier of +3 to the
to-hit number. Instead, resolve the shot normally with only a +1
modifier. When determining hit locations, any shots that hit an
area of the target concealed by terrain hit the terrain instead of
the target, and inflict damage on it in the case of intervening
buildings. Shots that strike other areas of the target are
resolved normally.

As in standard BattleTech, woods do not create partial
cover. If using templates to represent wooded areas, LOS is
blocked by 3 or more “points” of woods. Each full 2 inches of
Light Woods is one “point” of woods, while each full 1 inch of
Heavy Woods Is considered a “point” of woods for this purpose.
If using individual tree models to represent trees, woods effects
can be determined a bit more realistically. Looking at the target
model from the attacking model's point of view, if the target
cannot be seen at all, or if only a very small portion of the target
is visible, there is no LOS. Otherwise; there is LOS.




mine the firing arcs by using a straightedge to show the arc of
fire. If any part of the target's base lies within the firing arc, it
may be attacked in that arc.

However, weapons carried by the attacking 'Mech that
cannot be seen from the target's point of view because they are
concealed by water, buildings or hills cannot be used to attack
the target. In other words, the player making the attack must
determine line of sight from the point of view of his own "Mech,
then determine what weapons he can use in the attack by look-
ing at his own 'Mech from the point of view of the target. The
exception to this condition is weapons that can be fired indirect-
ly, such as LRMs and artillery. Those weapons can be used to
attack but must be fired using the appropriate indirect fire rules.

base, using the shortest distance between the two edges. If the .
target is a building, measure to the part of the building closest

to the attacker. If the target is woods or a point on
(as for a minefield), the closest point on the tem
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In the photo above, the Tai-sho is equipped with
an ER PPC in each arm and an Ultra Autocannon 10
in the torso. Its torso is twisted to the right and has two
possible targets. The red dice denotes the direction
the torso is twisted to face. The Supernova falls in the
Tai-sho right arm are, so only the right arm ER PPC
can be fired at it. The target is 6 inches away, short
' range for an inner sphere ER PPC.
. The elemental battle armor are in the front arc of
2 Tai-sho. This means all of the Tai-sho's weapons

age. If the straightedge crosses the intersection between two
sides, the target chooses which side takes the hit.

Physical Attacks

A unit may only make a physical attack if its base is touch-
ing the base of the target unit, and only if the target is in the
proper firing arc. In all cases, the bases of units displaced
because of physical attacks remain touching the base of their
attacker, and both units are moved to reflect the displacement.

BattleMechs that are successfully pushed move 2 inches in
the direction of the push. .

An attacker can only carry out a charging or death from
above (DFA) attack if the attacking unit has sufficient MP to
occupy its target's location. If the charge or DFA is unsuccess-
ful, the attacker is displaced as usual, but the bases of the two
units continue to touch. If the charge or DFA is successful, the
attacker occupies the defender's location and the defender is
displaced in the direction of the attack, but the two bases
remain in contact. ;

ARTILLERY
If using off-board artillery, notenstalget location by writing
down the number of inches from each side of a designated cor-
ner of the table the round is to land. In other words, use the
edges of the table as the axes of a standard X,Y graph.
Determine scatter by centering a blank hex base on -

z intendeﬂ Impact polntam_:l uahgthGScatterDiagmmlin



















Purlfier Adaptive battle armor,
Third Division
[Word of Blake]
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LARGE-SIZED BATTLETECH
MINIATURES RULES

Armorcast sells a line of 28mm Classic BattieTech resin fig-
ures that are five times the size of Classic BattleTech miniatures
produced by Iron Wind Metals and are scaled to fit with 28mm

' infantry figures. Though most players will simply paint these fully-
_ar'tl_c_u_lated, maghnificently oversized figures and display them as
- their most prized trophy on the shelf, many players will want to
. actually field them in a miniatures game. With that in mind, these
 Large-Sized BattleTech Rules have been provided. However, due

e sheer size-scale difference, a few minor changes have been

In these rules, 1 hex = 4 inches.

DEPLOYMENT

Once the scenario has been chosen and play is about to
begin, each side roles 2D6. The side with the highest die roll
result chooses whether to set up ﬂrst md move ﬂrst or set up
second and move seoond AR




Right Arm
Fire Arc

Left Arm
Fire Arc







Where does one go to give up?

It was a question my great-grandfather always asked me
whenever | doubted the return of our family lands, our heredi-
tary title and our honor. | heard it so often | grew to loathe the
question. It set my blood boiling and teeth on edge, and |
invented any number of answers which | never quite had the
courage to give.

Not only did the question prod me with his gentle rebuke,
it reminded me of father's death and mother's forced collabo-
ration with the families who had ruined us. That's when | real-
ized one day that | didn’t have to go anywhere. | only had to sit
back and do nothing.

That is often the hardest thing.
¥ ¥ %

Governor Whitman's stormtroopers did not give up easily.
Paired Demons chased at the heels of my Spider, often
splitting apart in an attempt to hedge me in one against the
other. Alarms chirped and wailed through the tight confines of
my cockpit. The piercing sound stabbing cold knives through
my eardrums, even though | wore a heavy, old-fashioned neu-
rohelmet and had stuffed cotton in my ears on this outing.
Working the BattieMech’s footpedals into a sharp tum, | twist-
ed in my seat, throwing my balance behind the new direction.
One set of audio wamings died out as my man
other latched on and |

My first center-mounted medium pulse laser tracked In to
sting a dozen red-tinged welts down the Demon's side armor.
The second one, cut a stripe of hard rubber off the tank’s rear
tire but really failed to do much more than give the tank crew a
rougher ride.

The Demon swerved away hard, but quickly took up the
chase again. Its partner was making a pass across my back-
side, looking for the Spider's paper-thin armor. ;

Close enough, | decided, and then slammed down on
both pedals. v

White-hot plasma in the Spider's jump jet reaction cham-
bers vented out the back of the Spider's chest and legs, lifting
my thirty-ton machine up on pillars of golden fire. Taking
advantage of the aerodyne wings built into the shoulder line of
my BattieMech, | powered up into a long, arcing glide that
sailed me over the Sonaaker and onto the borders of the
Graveyard. | landed in a crouch, absorbing a great deal of the
impact with my "Mech’s leg actuators. The rest | absorbed with
my spine, slamming into the base of the command couch.

The Sonaaker River would not hold the Demons off—too

shallow and slow during the summer months—but it gave
them pause while waiting for the militia hovercraft to catch uj :
| took the extra seconds to jump again, this time Ianding@sf;‘{i't

the middle of the Graveyard and immediately dropping

among the rusting corpses and scavenged titanium




The Saxons arrived first, spilling out two squads of Gnome
battlesuit infantry. Not good. The Gnomes were slow but
tough. Even more worrisome was the SM1 Destroyer and its
ultraclass assault autocannon, which would cut my Spider in
half in about the length of time it takes me to describe it. The
SM1 glided up on lift fans in the company of both Demons. All
three tanks wove their way into the border of the Graveyard
before slowing, obviously worried about sacrificing their mobili-
ty in order to reach me. With the dead iron cluttering up mag-
netic resonance imaging and returning ghost images on most
other targeting bands, they would have to be right on top of
me or have a good mind for eyeballtargeting so long as |
stayed down. They looked to be having second thoughts.

Propping up on one arm, | used my lasers to snipe at the
SM1. | managed one hit, splashing drops of molten armor over
its lift skirt.

That decided them. The SM1 bulled into the Graveyard,
followed by both Demons and the Gnome infantry.

| waited until they were halfway to me, close enough for
the SM1 to think about his autocannon, and then transmitted
my signal. Ruby darts chewed at one of the Demons. Fat-bod-
ied SRMs arced out of old vehicle husks, blowing up scrap and
blasting a few Gnome positions. Heads popped up, squeezed
off shots from laser rifles, then ducked back into the
Graveyard again to move to a new location.

All right, so there were more than just me on this side.

Suddenly, Whitman's forces had no idea where to turn.

could try to negotiate the maze of rusted hulks and piled

oameaﬂerme.butlcouldmcmatwﬂl MMM

“Spider to Rabbit-Two,” | spoke through my neurohel-
met’s voice-activated mic. “Pop up in three... two... wait for
t.... Gol”

The Joust and Fox powered up again and rolled forward,
concentrating their fire on the lead Demon. The bulk of my
infantry pinned the Gnomes down with shoulder-mounted SRM
launchers and Magna laser rifles, although the Gnomes quick-
ly rallied with their own lasers and SRM streak-packs. | even
got to add some extra misery to the besieged Demon. | avoid-
ed the SM1, which was suddenly alive with my rabbit-holed
infantry. They had been waiting their chance to try and take
the 'Mech-killer down, with an eye to addmg it to our own
small but deadly force.

Four light machine guns deait wlth about "half of the sui-
cide squad, cutting them down into blood-spattered corpses,
but that didn’t stop them all. The SM1 tried to disengage and
make a run for the edge of the Graveyard, but within a few
more seconds my followers had the main crew hatch off and
had dropped an anti-personnel thunderclap grenade inside.
After an unhealthy muted thump, all that remained was helping
the unconscious crew on their way and taking control of the
vehicle.

The Demons weren’t about to stand up to this kind of
abuse, especially with their own Destroyer turning against
them. They raced for the edge of the Graveyard, leaving the
Gnomes to follow or be left behind. The infantry chose the bet-

_ mrpmtofvalor,wntunmsoﬂerofnbmdlt’smomnow :







A modified Spirit Cat MiningMech catches a Highlander Spider off guard,




It is the 32nd century. After decades of peace and prosperi-
ty, interstellar communication breaks down and wars and
rumors of war sweep through the universe. As ancient hatreds
and rivalries rear their ugly heads, people who have only known
war through history books are suddenly thrust into the dark
maelstrom of combat. Some fight for king and country, others
for greed and power, others for love—all will struggle to defeat
those who would see them destroyed, while protecting the only
homes they have known.

Welcome to MechWarrior: Dark Age.

INTRODUCTION

As with Classic BattleTech, the MechWarrior: Dark Age game
system published by WizKids Games LLC takes you into the
world of the 32nd century, where war has once again become a
way of life and various local factions declare for the vast star
empires that wage war for control of the known universe.

Just like the various other game systems set in the
BattleTech universe that FASA Corporation published over the
years—such as Succession Wars, BattleForce, BattleForce 2,
and BattleTroops—this game system is not compatible with the
original BattleTech system, nor Is it meant to replace it. Instead,

-?tlssimplya

TO THE FUTURE

MechWarrior: Dark Age is set in 3132, 65 years after the
current Classic BattleTech timeline. To provide-players with a
quick understanding of how we get from here to there, the fol-
lowing brief timeline of events begins approximately at the cur-
rent Classic BattleTech time and moves forward with the most
significant events. i :

3067

At the end of the FedCom Civil War, the various leaders of
the Inner Sphere realize the new Star League was simply a polit-
ical maneuver to be used against the Clans, and subseguently

dissolve the League. Aimost immediately the Word of Blake
zealots—a reactionary splinter group from ComStar—unleash a
jinad against the entire Inner Sphere. Using resources they've
skimmed from the Free Worlds League for years to build up a
mighty secret army—along with covertly hired mercenary units,
clandestine operations, assassinations and more—they flood
the Inner Sphere HPG network. Additionally, with agents planted

years before, they manipulate House and Clan communications,

causing enough havoc to effectively launch their holy
the Word of Blake out to destroy their opponents (as o
the traditional goal of simply taking tarritory) cou_pied‘




they do not own. Ultimately, the FWL factions are
too weak to hold the worlds demanded by The
Republic and too interested in fighting each other to
oppose The Republic's acquisition of those worlds.

3085

Though officially formed in 3081, it is not until
3085 that all but House Liao formally acknowledge
The Republic's formation, sending ambassadorial
delegations to Terra. The worlds in Liao space that
fall within The Republic's umbrella cite their past
independence (Chaos Marches, pre and post) as
reason to leave the Capellan Confederation and join
The Republic. House Liao does not relinquish rights
to them, however, and often rattles sabers suggest-
ing The Republic invaders will be forced out.

During this same period, 3085-3093, the
Draconis Combine has renewed trouble with reac-
tionary elements within the Combine who protest
the loss of worlds, but are eventually put down.

3095-3113

Republic forces are called upon to fight on the
borders with the Capellan Confederation and the
Free Worlds League. The FWL battles involve repuls-
ing liberating attacks promulgated by political lead-
ers who try to increase their power by showing they

~ will stand up to invaders. These attacks are dealt

‘with shortly and sharply. Stone threatens to run
Republic troops into the FWL to create a buffer zone
and this backs the FWL pOIIt!cians off.

MAP OF THE INNER SPHERE
AND NEARBY PERIPHERY POWERS
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Republic, as well as providing a thumbnail map
that shows it in comparison to the rest of the
Inner Sphere.

THE REPUBLIC OF THE
SPHERE

The Republic of the Sphere—usually short-
ened to The Republic—was formed by Devlin
Stone following the final defeat of the Word of

| Blake forces. With a huge coalition force, along
RASALHAGUE DOMIRI0N | with tens of thousands of ordinary citizens,
The Rasalhague Dominion is the firstfrue | oyal to him and his new ideals, he announced
integration of a Clan and Inner Sphere faction, to the House leaders that he would form a new
uniting the Ghost Bear Dominion with the Free | reaim, taking control of all planets within 120
Rasalhague Republic. light-years of Terra (Earth).
| Devlin Stone understood that the greatest key to erasing the cultural differ-
ences that had led to centuries of war would be to mix the populations on the
worlds of his new Republic. However, he was fully aware that the mass deportation
and importation of people was simply impossible on planetary scales. Instead, he
instituted numerous programs that gave both monetary and political incentives for
people to relocate. This caused a small but significant amount of population reloca-
tion throughout The Republic. :
With the factories of war quickly retooled for a peacetime market, The
Republic’'s economy boomed. As population unrest surged in the various Houses
and Clans, they were forced to follow suit, paring down their militaries in an effort
match The Republic’s prosperity and appease the masses. '
his al led toa “golden age” of peace and prosperity, where an enﬂra.
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DRAGON’'S FURY

Katana Tormark was the Prefect of Prefecture Il before the loss of communications. Because
of her outstanding performance and prowess, she was offered the chance to become a Knight-
Errant. To the shock of most, she turned it down. Her family was high-ranking Kurita nobility long
before becoming part of Devlin Stone's movement—a career move that Katana feels was driven by
her father's loyalty to Stone rather than his family's long-term interests. As such, she has never
truly believed in The Republic, and her staunch Bushido upbringing meant that she could not
accept such a post.

Tormark is an extremely aggressive samurai who sees an opportunity to build a new, unified
House Kurita from the ashes of the failed Republic and what remains of the aged and enfeebled
Kurita of the current day. In pursuit of this goal, she stepped down from her Prefect responsibilities
in order to concentrate on her power base. : :

The Dragon's Fury fields the following three prominent units. .

Ty

Order of the Five Plllars The Brotherhood:




Pack Hunter
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SWORDSWORN

Duke Aaron Sandoval was content as Lord Governor of Prefecture IV. He ruled in the name of
Devlin Stone, the man his father had taught him to revere above anyone. Upon Stone'’s sudden retire-
ment and disappearance, however, he felt abandoned. Disillusionment soon set in, and stories his
grandfather use to tell him about the great House Davion suddenly seemed very real. Furthermore,
his bloodline has a direct link to the Sandovals, who have ruled a large area of House Davion for cen-
turies: a desire to make a connection with the House of his forefathers burned within him.

With the apparent collapse of The Republic, the Duke is convinced that now is the time for
action. He declares for House Davion, and plans on taking the rest of Prefecture |V with him.

The Swordsworn field the following three prominent units.

Q

Davion Guards Ghost Legion Prince’s Men
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Wolfkin Keshlk
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STEEL WOLVES

Unlike many Clansmen, Kal Radick is a student of history. He despises what he and his
brother Clansmen in The Republic have become, envisioning them as wolves that have been
domesticated into Stone's lap dogs. In the past, he had to toe the line. Now, however, he
believes his time has come.

Under the mighty Khan Viad Ward decades ago, Clan Wolf was a glorious, ardent Crusader
Clan, bent on conquering the Inner Sphere to reestablish the Star League. If he has any say, he
and the Wolves at his command will return to those roots—even if the Star League they re-
establish Is only a Prefecture in size.

The Steel Wolves field the following three prominent units.

Crusaders Wolf Lancers
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HIGHLANDERS
Legate of Northwind before the current troubles, Countess Tara Carmpbell is horrified by how

quickly the common people within Prefecture Il have forgotten all that The Republic has done for their
prosperity and protection. More, they seem to have forgotten Devlin Stone and the high ideals that he
espoused. Her disgust is compounded ten-fold for the other leaders in the Prefecture, who should be
an example, yet are letting their greed and avarice lead them astray.

Her dismay Is acutely centered on ex-Prefect Katana Tormark, whom Tara has served under in
the past and respected for years. When Katana was offered a Knightship but refused, Tara was torn
between worship and horror. Though she has no real ambitions of her own, she's now convinced that
only she can keep the Prefecture from decaying into anarchy, and steps up to fill Katana's shoes.
She has called upon any and all who remain loyal to the memory of Devlin Stone and The Républic to

stand against the falling darkness.
The Highlanders field the following three prominent units.

Northwind Fuslliers Republican Guards

e






Shiva Keshik

SPIRIT CATS

With the world he has known coming apart around him, Galaky commander Kev Rosse
knows only one thing: the Nova Cats must be protected. Nova Cat lore shows that his Clan
does what it must to ensure its survival. Such was the case when some of the Cats joined
The Republic, and such will be the case now.

Though he is tom by his divided loyalties to both The Republic and House Kurita, where
the rest of the Nova Cats reside, he has had a vision that has shown him that neither of
those Paths will allow his warriors to survive. Instead they must become Nova Cats again, not
beholden to anyone but themselves and their own destiny. Furthermore, his vision has shown
him a place they must find; locating this place will secure their survival. If that requtres that
he sunder all previous allegiances, then so be it. Through his visions and efforts, he will
divine the Nova Cats path to survival. ;

The Spirit Cats field the following three prominent units. s




BANNSON’'S RAIDERS

Bannson is a pragmatist; he is convinced that Devlin Stone will never return and that The
Republic Stone left behind is only interested in keeping power for itself. Additionally, he is the richest
man in Prefecture IV—and almost the richest in The Republic—but his lack of noble blood has caused
his ambitions to be thwarted time and again by other nobility and even the Senate, leaving him with a
brooding bittemess. Now, with communications gone and others already making grabs for power, he
can indulge his own thirst for power while paying back the nobility for all the slights (real or imagined)
against him.

A charismatic leader, Bannson has roused the commoners to his cause and seduced many war-
riors, be they accomplished MechWarriors or street thugs, into following his lead and sending the
Prefecture down a new path. He believes that if only the other factions would listen to him, they would
realize he has the best intentions in mind; they would also see he is the only logical person to lead

them to a better tomorrow. All of this is certainly aided by the exhaustive funds that he uses to grease the wheels wherever he goes.
The Bannson's Raiders are opportunists, veiling their greed for power behind a fagade of helping the common man of the Rimward
Prefecture. They field the following three prominent units.

The Scourge

Band of Five Wyld’s Jokers
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MECHWARRIOR: DARK AGE
MINIATURES RULES

Players who love the super-detailed, larger miniatures of
MechWarrior: Dark Age (MW:DA), but prefer the more complex
and fully-realized BattleTech rules, can use the following rules
to play the standard Classic BattleTech Miniatures Rules as
presented on p. 9 of this book, but using the MW:DA minia-
tures.

There are only two significant changes needed to the
rules, outlined below, before play can begin. Except where
specifically noted below, all the rules for standard miniatures
play as presented on pages 9 to 17 are in effect. (Ignore all
the information printed on each miniature’s base, as it applies
only to the MW:DA game.)

It is important to note that the record sheets for the new
units introduced in MechWarrior: Dark Age are not found in
this product. Those record sheets can be found the Classic
BattleTech Record Sheets: MechWarrior Dark Age |, published
by FanPro LLC.

Front Arc

Note: As the miniatures rules presented in this rulebook
depend on the size of the miniatures in play for determining
such things as LOS, there is no way to mix the Classic
BattleTech miniatures (285th scale) and MechWarrior: Dark
Age miniatures (160th scale) in the same game. As such,
these rules assume that players are exclusively playing with
MW:DA miniatures. !

FIRING ARC 5

Firing arcs cannot be easily determined for MW:DA figures
as they are not mounted on hexes. Furthermore, the firing
arcs printed directly on their bases for use in a standard
MW:DA game cannot be used, as they do not correspond to
the standard Classic BattleTech firing arcs.

With that in mind, we have produced two diagrams, shown
on the next page. Players should place each of their different
types of units (BattleMechs, vehicles, and so on; players do
not need to do this with infantry and battle armor as they do
not have facings) on the appropriate diagram, with the front of

the mini facing the direction of the
arrow. Mark (with a pen, or thin
strips of tape, and so on) the six
hash marks on each of the bases.
These indicate the boundaries
the different facings.

Once these points
marked, to determine the
firing arcs, simply draw

rear arc

Left Side Arc
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FACING CHANGES

In the standard CBT miniatures game, facing changes are
measured by how many hexsides the unit tums. Players can use
the six hash marks placed on the base of each of their MW:DA
miniatures (see above) to measure their facing changes. For
example, place a straight edge next to one of the markings.
Note where one of the hash marks corresponds to the straight
edge, then rotate the base in the desired direction. For each
hash mark (hexside) or fraction there of tumed, that is the num-
ber of hexsides that a unit turned.

The photo at left shows a
Centurion with a cut out arc
template attached directly
to the base of the miniature.

The photo below shows
how a straight edge, com-
bined with the arc template,
can easily be used to deter-
mine arcs.

The photo at left shows
how marks on the base can
easily be seen from above
to determine fire-arcs.

 In the photo below, the
Koshi is checking to see

wharwaapaqscanhﬂ.!hé_“' urion. Without a left-side torso
twist, only its left arm | : -
- Centurion.




The fdlld*liig rules allow players to create and play ALLOCATE TONNAGE FOR IN'I"BH
MmmalMechs which am an imuortant part the battle field !THUI:TUHH :
) i mdustrlaiMechsrmstallommpemntofﬂn
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Engine critical hits against ICE-equipped machines do not
generate additional heat. Instead, the pilot must check to see if
the engine explodes. At the end of the phase in which the unit's
engine was hit, the unit’s player rolls 206. On a result of 10+,
the engine and the 'Mech are destroyed. For a second engine
hit, add a +3 to the dice roll result. On the third engine hit, add
+6 to the result, Note that a third engine hit “destroys” the
‘Mech for purposes of game play (per the standard rules); the
player must still determine if the engine explodes and complete-
ly destroys the 'Mech. An internal combustion engine explosion
destroys the 'Mech but has no effect on other units.

In addition to possible ammo explosions, the IndustrialMech
with an ICE engine must make a Fuel Explosion check when the
heat levels exceed 19, 23 and 28. The target roll is the same as
that required to avoid Ammo explosions. Failure results in the
complete destruction of the IndustrialMech.

DETERMINE JUMP CAPABILITY
IndustriaiMechs fitted with internal combustion engines

may not use standard jump jets. However, they can mount

mechanical jump boosters (see p. 81, Maximum Tech, Revised).

ADD HEAT SINKS.
Add extra heat sinks per standard rules. Unlike fusion
engines, ICE engines do not come equipped with heat sinks.
IndustrialMechs equipped with ICE engines generate heat in
_ the same way as all BattleMechs, for both movement and
weapons fire; Walking generates 1 point of heat and running

‘generates 2 points of heat. IndustrialMechs bulit with an IC

_ can_mt mount jumpjets

SENSORS AND LIFE SUPPORT
IndustrialMechs are not equipped with an ejection seat
(they may not use the Ejection Special Case Rule, see p. 79,
BMR) as standard and the sensors and life support systems
lack the redundancy called for in a BattleMech. Both the life
support and sensors are completely disabled after taking a sin-
gle critical hit, rather than the two hits necessary in a
BattleMech. The other critical location can still be damaged, but
(like hitting part of an already damages weapon) this has no
additional effect, aside from making repair more difficult.

WEAR AND TEAR (OPTIONAL)

The following is an optional rule. Before play begins, all
players must agree to use this rule. ~

IndustrialMechs were never intended for the rigors of combat.
As such, any fall or physical attack (including a push) may shake
loose a vital component. During the End Phase of a round in which
the IndustrialMech was the target of a successful physical attack
or fell after a failed PSR, roll 2D6 and cohsult the Determining
Critical Hits Table (see, p. 36, BMR). If the IndustrialMech fell,
apply a +1 modifier to the result for each level above 1 it falls,

To determine the location where the critical hits occur, roll
once on the Front/Rear column on the BattleMech Hit Location
Table (see, p. 34, BMR). '

Only one roll is made, ragardlass of the number of phyﬂcd -
attacks or falls the IndustrialMech suffers in a single turn.




BACKHOE
The bucket of the
Backhoe can pack quite
a wallop when it hits a
target. Hitting a target
can be a bit of a chore
though. Designed for
excavating soil and not
for combat, the
Backhoe is somewhat
slow and awkward.
Attacks with the
Backhoe are resolved
like a standard hatch-
et attack (see, p. 41,
BMR) except that there is a +2 modifier to the base to-hit num-
ber. Damage is 6 points. Damage is doubled for Triple-
Strength Myomer.
Can only be mounted in the arms; only one in each arm—
the Hand Actuator must be removed.

CARGO BAYS
Cargo bays are special designed compartments that allow
IndustriaiMechs to carry additional cargo in a protected environ-
“ment.
" These are treated as enclosed cargo (see p. 77, BMR).

COMBINE
A o No crop is too
_tough .~ for . an
_dustrlalMe'ch

CHAINSAW
This is a powerful but clumsy weapon better suited for
assaulting the more dangerous types of tree (or equivalent)
found throughout the known space.
Attacks with the Chainsaw are resolved like a standard

hatchet attack (see p. 41, BMR), except there is a +1 modifier s

to the base to-hit number. As the cutting action of the chainsaw
is the cause of damage, rather than the brute strength of the
unit wielding it, the weapon always inflicts 5 points of
IndustrialMechs using Triple-Strength Myomer with this
ment do not increase the damage.

~Can only be mounted in the arms; oniy ona H: 28c
the Hand Actuator rnust be removad-..




ty to carry cargo greater than its tonnage incurs a -2 Walking
MP penalty.
Units wishing to dump their cargo during combat do so per

the Cargo Carrier rules (see p. 78, BMR)
Lift Hoists cannot be used to lift another unit during combat.
IndustrialMechs may only mount 2 Lift Hoists. Vehicles may
only mount 4 Lift Hoists.

MINING DRILL

Used to bore
through the hardest
ores, the mining drill
is capable of much
finer control than the
Rock-Cutter. Its much
smaller surface area
makes it less effective
as a weapon howev-




MASSIVE BATTLES
MINIATURES RULES
S = W .
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A Fourth Dawon Guards company attecks the dsfenswa posmon of a Sixth Lyran Guards s conn‘ngent

veesnan

BattleTech is a game best played in lance on lance (four vs.

four) engagements. Though larger games. (company, battalions

and even regiments) can be played, the larger the number of
e battlefield, the slower and more bogged down a




A demi-Lance from the Sixth Lyran Guards prepare to take the
brunt of a charge.

INITIATIVE
‘At the beginning of each tum, each side rolls 2D8 to deter-
s the initiative for that tum. The player with the highest result

FITTTTT e

Attacks

After movement, the unit may make its attacks. It may make
ranged attacks or it may make a physical attack If in base contact
with an enemy unit.

Activating Units on Hold

A unit with a Hold Counter next to it may take its action any
time, even interrupting another unit's movement to do so.
However, a Holding unit interrupting in this fashion may only make
weapon or physical attacks; it may not move In any way. The
exception Is that a unit's attacks may not be Intermpted-. nor may
a Holding unit interrupt the activation of another Holding unit. Once
a unit has started to resolve its attacks, Holding units must wait
untll the attacks are resolved before they can take actions.
Likewise, once a Holding unit has been activated, Its entire action
is resolved before another Holding unit can be activated.

Waiting to act can be a big advantage, since you can attack a
unit as it dashes between buildings or hold off until a target Is at
Just the right range before firing, and so on, 'However, to reflect the
fact that Holding units are hastily reacting to others rather than
simply acting, all target numbers for-a Holding unit are modified by
+2. After the Holding unit takes its action, the Hold counter Is
removed and the extra modifiers no longer apply.

Indirect Fire: A unit using a held _action cannot maka an LHM
Indirect Fire attack

_mrtiative That player may choose to activate ona of his unlta N
of hi :




SPEEDING UP PLAY

In truly massive games, the following optional rules may also
be used to help speed up game play. Obviously not all of the fol
lowing rules need to be used. Different playing groups may decide
to pick and choose, preferring one type of ‘speeding up play’ mech-
anism over another.

As with this entire section, before play begins, it is very
important that all players read through these rules and agree to
their use.

LANCE MOVEMENT

When using lance movement, players must organize their
forces into groups of four. Though players can group their forces in
any way they see fit, it is usually a good idea to group similar
forces together. For example, lance A would be all BattleMechs,
lance B would be vehicles, Lance C infantry and so on.

Once play begins, lances, instead of individual units, are then
activated; hold and stand counters are placed on lances; lances
move and fire together, if using the Modified Game Turn rules.

All units in a lance activate during a tum at the same time,
regardless of casualties. For example, if a lance starts the game
with four vehicles and three of those vehicles are lost in combat,
~moving the Iast surviving vehicle constitutes moving a lance.

© " No unit may generate more heat from movement and

3 - weapons fire in a tum than its heat sinks can dissipate. However,
i ﬂre, ﬂamers ancl infernos may still require actson in the Heat

NO INTERNAL STRUCTURE DAMAGE

The following modification is made to the standard Damage
Resolution for BattleMechs (see p. 35, BMR). A vehicle that has all
of its Armor Points destroyed in a location is destroyed.

Torso Destruction

If a BattleMech's right or left torso has all of its Armor Points
destroyed, the corresponding arm is blown off immediately and can
sustain no further damage The corresponding leg is not damaged.
If the center torso has all of its armor destroyed, the entire
BattleMech is destroyed (see Destroying a BattleMech).

Leg Destruction .

If one or both of the BattieMech'’s legs is destroyed due to its
complete loss of armor, it cannot move or make any facing
changes for the rest of the game. It may fire weapons normally.

Damage Resolution

To apply damage from an attack, begin with the amount of
damage the attack inflicts and the hit location of the attack, and
start at Step 1. Answer each question with yes or no, and follow
the instructions.

1. Is there aimor in the location?
Yes: Check off one armor box on the Armor Diagram in the
appropriate location for every point of damage taken, until all dam-
age is applied or all ammor in the location is destroyed. Go to Step 2.
~No: Proceed to Step 3. (&

2. Is there damage remaining?
Yu:GotoStepStoaﬁocate remmmngdamm
Nn:&ttaokisﬂﬂlshed
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An Uziel from the Fifth Donegal Guards blocks a street on A lone Loyalist Uziel stands in the path of an advancing Shock
New Avalon. Lance from the First Robinson Rangers.




PAINTING MINIATURES

If you've ever attended a fantasy/sclence fiction gaming con-
vention, you've probably been amazed at some of the painted
miniatures and models in displays and competitions. Think you
can’t do it? Think again. All it takes is miniatures, paints and
brushes, a bit of know-how, and a dash of patience and practice.

This guide provides the information you'll need to get start-
ed—it Includes advice on materials, paints and brushes, and
basic painting techniques. But this guide Is not the only place
you can learn about miniature painting. Your local hobby store
can be a great place to pick up tips about painting, too, so don't
be afraid to ask for advice. You might find yourself talking to the
very people who've painted some of those fantastic miniatures
you've seenl

Ready to start? Okay, the first thing you need to do is get
your materials together.

MATERIALS AND TOOLS

Here's a list of materials and tools you'll need:

~ Size 2 brush
" Size 0 brush
Size 5/0 brush
: alette (for mixing painta)

iner (for rinsing paint | bfushes}

becomes covered with old paint, you can simply throw it out and
start with a new one.

Your water container can be a small jar, a plastic cup or an
old coffee mug. Many people even use the plastic blister packs
that miniatures are sometimes sold in. If you decide to use one
of these, make sure it has no small holes where the water will
leak out!

Change the water in your water container each time you
paint. If you-use dirty water, your brushes won’t rinse clean and
the paint in the water may contaminate the paints you are mix-
ing on your palette. For the same reason, many painters use a
separate water container to rinse brushes they have used with
metallic-shade paints.

Model sand (ballast) and fiock can be found at local hobby
stores. Fine sand from your yard as well as spices such as pep-
per and aregano also work well. In most cases, the model sand
should be painted and dry brushed prior to gluing flock onto it.

MORE ABOUT PAINTS
AND BRUSHES

Your paints and brushes are probably the most lmpom
materials and tools you'll be using, so it's worth saying a little
more about them. i

Thmgh other typas of paims are available, water
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Always clean your brushes when you're done paint-
Ing. If paint dries in the bristles of a brush, use brush
soap found at local art stores to restore it.

Use only the tip of a brush when you paint. Never push
the brush so far into the paint jar that the paint reaches
the metal part of the brush (the ferrule). You'll never be
able to clean all the paint out of the bristles. You can
avoid this problem altogether by mixing a puddle of the
paint on your palette. This way your paint bottle can
remain capped while you paint and you can ensure that
your paint will not dry out any more than necessary.

Always store your brushes with the bristles facing up.
Never leave your brushes resting on their bristles. After
a few hours, the bristles may become damaged or per-
manently bent.

help dry paint and modeling putty (just place the miniature close
to the lamp bulb, and the heat from the bulb does the rest).

A comfortable chair is also important. If you're sitting in an
uncomfortable position or hunched too far over while you're
painting, you won't have as much fun.

Finally, keep your work area as tidy as possible. It's very
easy to let your work surface become cluttered with paints,
brushes, half-painted miniatures and other stuff. If your work
area gets cluttered, you may have trouble finding things when
you need them and you'll be more likely to have accidents, such
as paint spills. .

ﬂ ~We're almost ready
llnscrew that first bottle
 paint. But ﬂl'ﬂt: you

ature.




Hobby Knife Safety Tips ,

Hobby knives are very sharp tools, and it's very easy to give
yourself a bad cut if you're not careful when you use them. To
avoid accidents, follow the safety tips. If you've never used a
hobby knife before, ask for some help.

ALWAYS cut AWAY from yourself! It may seem easier
to scrape the blade back toward your thumb, but soon-
er or later your blade will slip and you'll give yourself a
deep cut.

Always cover the blade and store your hobby knife
wheh you're done using it. Don't leave the blade
exposed, and don't leave the knife laying on your work
surface. It's too easy to forget it's there, and you're like-
ly to lean onto the blade or knock it off the work surface.

Never use excessive force when using a hobby knife.
Take your time and trim any imperfections a little bit at
a time, If you try to trim away large pieces, you're more
likely to slip and injure yourself, break the knife blade
and damage the miniature.

Glue the Miniature to the Base

First check the bottom of the base insert to be sure its com-
pletely flat. Test fit the miniature onto the base before glueing.
Glue the figure in place with a small amount of superglue. Super
glue accelerator, such as Zip Kicker, can be used to instantly set
the super glue and avoid the standard waiting period.

Fill the Gaps in the Base

With most miniature 'Mechs, there tends to be a gap or
depression in front and behind the miniatures base insert. This
gap can be filled a variety of ways. The quickest way is'to gently
squeeze enough superglue into the gap flush with the insert and
hex base edge. Once you're happy with.it, use Zip Kicker to
instantly set the superglue. Be careful using this method, how-
ever, because too much superglue can cause an ugly mess. A
safer way to fill gaps is with an epoxy or modeling putty.

Glue Ground Cover to the Base (Optional)

You can add a nice touch to a mlnlature by adding texture
to the miniature's base with ballast, sand or even houshold pep- o
per. It's very easy to do and looks great.

‘1. First, be sure that any gap filler is completely dry.
2. Next, use the Size O brush to paint a layer of A
glue minnedwwrwateronﬁometopofthe base Rinqg




paints and helps ensure that no bare metal shows through the
colored finish.

A white primer helps bring out the brightness of any colors
painted over it. A black primer works better for miniatures with
dark color schemes. Sometimes gray primers are used as well.
As you continue to paint miniatures, you can experiment with dif-
ferent primers and decide for yourself which works best with
your painting style. Colored flat spray paint can also be used as
a primer, and can often speed up the painting process if it dou-
bles as a basecoat.

Primers can be brushed on or sprayed on. Brushing is an
option, but spraying produces thinner undercoats. If using a
brushed-on primer, use a large Size 2 brush to apply it. Keep
the primer as thin as possible and try for a smooth, even finish.
If the primer is too thin, metal will show through. If the primer
becomes too thick, it will hide the miniature's surface details.

If you run out of white primer, you can use white acrylic
paint for the undercoat. In this case, check the consistency of
the paint before you apply it. You need to thin the paint with
water to match the consistency of the primer.

Using Spray primer
; Primers are usually available in both brush-on types and
‘spray types. Spraying produces thinner and more even under-
coats than brushing.
" Here's a few tips to remember when spraying:

_Always spray In a well-ventilated area: You can get
very sick if you breath in fumes from the spray can; so
’s best to spray outside if you can. Some painters
ray i 'garagesorsheds. Ifyouspraylnananclasaﬁ'
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Here are the basic stages of the method:
1) Block in the base colors of the miniature.
2) Add middle tones.

3) Add highlights.

4) Add details.

THE BASIC TECHNIQUES
Here are some common painting techniques and terms.
Most of them are used in the examples provided in this section.

Washes

A wash is simply a thin layer of color, usually applied on top
of another color that has already dried. The wash is semi-trans-
parent, so that the base color under it still shows through. For
example, a red wash applied over a black base color will pro-
duce a dark red tone. The black base provides the darkness,
while the wash adds color to the final tone. A dark wash may
also be applied to a lighter base color. In this case, the thin
wash color will seep into the deeper details of the section,
accentuating the surface texture of the miniature.

The simplest way to create a wash is by thinning paint with
water. The consistency of the wash—how thin or thick it is—will
- determine how much of the base color shows through. The con-
~ sistency of a wash will also affect how easily the wash flows or

 To apply a wash first mix a little black paint into a puddie of
~ the basecoat color. Add water | | ' o

t's sem-

is the right consistency, tap the dry brush into the paint. You
want only a little paint on the tip of the brush.

Now wipe the excess paint off onto a paper towel or piece
of paper until almost no paint comes off the brush. With angled
strokes, brush the figure to catch panel edges and details. If the
lighter color isn't catching the details then dip your brush again.
Once the entire figure is highlighted this way you have the option
of adding a little more white to the mix. This lighter mix should
be applied with less pressure than the last one. This technique
is easy to learn but difficult to master. Practice and do what you
are comfortable with. :

Experiment by leaving differing amounts of paint on the bris-
tles and altering the amount of pressute you apply with the
brush. You'll soon see what looks right and what looks messy.




a clean even coat on each panel. If you make a mistake and
paint outside the line, just wipe it off and try again.Clean your
brush after applying the base color. (In our examples, the base
color will be the middle tone of each section.)

If you are blending, you can paint onto the base color
before it dries. Paint the edges of the panels with a lighter
shade of the basecolor. Blend the edges where the highlight and
the base color meet, so that the edges disappear.

After applying the highlight, clean your brush. If you like, you
can add a second highlight to the section. Simply go back to
your palette and add a bit more white to the color to lighten it
more. Now, apply this third tone to the very edge of the panels.
Leave a band of the second tone showing, or blend the edges
between the second and third tones.

Panel painting and blending can be a bit tricky, so it's a
good idea to practice on an old miniature before you try these
techniques on your favorites. Besides changing the tone of each
successive layer, you can change the consistency of the paint
by mixing in a bit of water to thin it.

Blacklining

Blacklining requires a very steady hand and fine brush con-
trol, so you may want to wait to try this technique until you've
had a bit more experience. Blacklining simply consists of paint-
ing fine lines between different parts of the miniature to define

one area from another. Often this is done as one of the _Iaat

blauklining) but dark grays and browns can atso )
2 _blacklining, the consistency of the paint probably

most important factor. Generally, the paint rnust thinned
TS i
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The following example shows how the different painting
techniques are used together when painting a miniature. We've
arranged the photos in sequence, so that you can see what
each section of the miniature looks like as the different layers
of paint are added. We suggest you read through the example
and study the photos before you start painting the miniature.
Get a good idea of how you're going to paint before you start.
This way, you won't have to be looking back at the guide while
you're painting. Once all the colors have dried on your miniature,
finish the miniature by adding a coat of varnish (see Some
Finishing Touches and Final Notes, p. 70). -

We'll use a very simple color acherne fortha Snake. For'

_miniature ltself, we'll use only black and white paints,

gray. We’ll e black




dark. If you have trouble finding the sections, look at the Snake BASE
highlight photos. The base color (black) sections should be clear i LA Mix black ‘and red brown to produce
in these photos. All the other sections receive middle tones. N W | a dark brown on your palette. Paint two

MIDDLE TONES,
STAGE TWO

As the first middle-tone
coat dries, mix a little more
white with the dark gray on your
palette. Use this new middle
gray to paint brighter middle
tones on the raised areas of
the Snake, as shown in the sec-
ond set of Snake middle-tone
photos. Use the Panel painting
and Blending technique
described on p. 68.

Highlights
Add more white to the gray
mixture on your palette. Use
this light gray to add high-
lights to the raised areas of
the Snake as shown in the
Snake highlights photos. Use
the Drybrush technigque
described on p. 68.
_If you like, you can also
add some highlights to the

or three coats of the dark brown on the
entire miniature base. Let dry. If you've
glued ground cover to the base, thin the
paint with a little water. This will help
the paint flow into the details.

Drybrush the raised areas of the
base with plain red brown and let dry.

SOME FINISHING
TOUCHES
AND FINAL NOTES

Unless you're going to lock your
miniature away in a glass display case,
you should probably finish the miniature
with a coat of protective varnish or seal-
er. The vamish will enhance the paint
job and also protect it (If you're using
an unvarnished miniature in games,
parts of the paint will eventually start
rubbing away). :

You can find protective varnish at
your local hobby shop. It's available in
brush-on or spray varieties. If
to use spray vamish, be sure to ap|
in a well-ventilated area. For
results, tell your hobby dealer w

black areas of the Snake. You | of paints you used on your miniature (acrylic paints, in
ttbeae areas to stay dark,- 3 ) W and ask him to recommend a vamish or seal
i 'workwlthmattypeofnaint AoryiMchrush-on-
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last thing you want. Painting miniatures is supposed to be fun,
so keep it fun for yourself. Don't get so caught up in the chal-
lenge of the work that you forget about the fun part.

A FINAL NOTE

Hopefully, this section will give you enough guidance to
paint some cool miniatures. But you don't need to rely on this
information alone. Ask other painters how they like to paint their
miniatures. Ask the people at your local hobby shop how they do
it. Most people will be happy to talk about their hobby. Online
BattleTech forums often have good tips and discussions about
painting and modeling, and just like the people at the hobby
store, most of the painters online are happy to help as well.

As you continue to paint miniatures, you'll get better and
better at it. You'll probably learn new technigues and new skills.
Pretty soon, people will be asking you for advice. Just remember
to be patient. You may not be the greatest painter when you
start, but if you keep at it you'll always get better.

BONUS STUFF

The following sections contain information you don’t really
need to know to paint the Snake. If you plan to paint more
miniatures, though, this info will come in handy.

SUGGESTED STARTER PALETTE

" if you plan to keep painting, you'll probably want to try dif-
ferent eolors. This starter palette is a list of paints that would
‘e useful for painting almost any type of miniature. The recom-

mandad brushes are sold in a tube of three. These ron‘Wlnd_ S

PAINTING MECHWARRIOR:
DARK AGE MINIATURES

The MechWarrior: Dark Age miniatures come pre-assembled
and painted. Still, for those who

tures to the next level, the estions given in this book can
be used on those miniatures just as w!th the staﬂdard 285!!1

\ £\



technique to use, just make
sure you use a couple of
shades from dark to light.

Paint the panels of the
'Mech in the appropriate fac-
tion colors. The panel painting
technique works well for this

to avoid future chip-
ping. If needed spray
two coats on the minia-
ture.

Paint the entire
miniature with a rusty
metallic color.
Drybrushing is a good

as does an airbrush. Be sure to leave some of the rusty metal
showing through on hard edges where the 'Mech could be worn.

Paint theground cover on the base dark brown and drybrush
it up to light brown.

Using decals, hand painted
symbols and inks, detail the
miniature. Rusty brown and
Black inks are available at
ncal art stores, these are

: addltmnal shading

COUNTERSHADED VULTURE

The Vulture in the photo below uses a camo technigue
called countershading. Countershading is a form of protective
coloration in which animals are darker on their upper surface
than on their lower surface. This coloration counteracts shad-
ows caused by natural overhead light which lights the top but
causes shadows on the underside making the animal look three
dimensional. This form of protective coloration is used by many

animals in the air, on land and in the sea, including almost all of

the large cats. We have painted the Vulture with this in mind
After the sub-assemblies were glued together (see |

kit instructions), all parts were sprayed with Krylon.

Gray primer (which also serves as the 'Mech's base co

the parts were then lightly sprayed on the bottom si

white primer spray paint. Some of the white will

the sldas of the parusto givethaooumemhadmg-._




GET OFF THE RBAPER...
AND ONTO THE TERRAIN:

It is the 31st century—a time of war. Vast star empires struggle for control of thousands
of star systems light years apart. The ultimate weapon on these future, alien landscapes is
the BattleMech®. Thirty feet tall and weighing up to a hundred tons, this humanoid engine of
destruction is a walking arsenal with enough firepower to level a city block.

The Classic BattleTech Miniatures Rules™ set allows
players to leave behind their paper maps and card-
board counters and jump into the exciting visual
world of BattleTech® miniatures and full 3-D ter-
rain. Lavishly illustrated with over a hundred photos,
this book is a visual feast that brings the
might and majesty of the marching
armies—including every unit logo and p
flapping banner—of the Clans and v
House lords to the players. s

This book also features a com-
plete section on the MechWarrior:
Dark Age™ game produced by
WizKids Games LLC. This includes an
introductory section and a color photo
of every new infantry unit, vehicle and :
BattleMech in the game, quickly bringing -
BattleTech fans up to date on the MechWarrior: Dark
Age universe. A rules section also allows players to use
MechWarrior: Dark Age miniatures with Classic BattleTech
miniatures rules. With the record sheets that will be published in
the Classic BattleTech Record Sheets: MechWarrior Dark Age |, a
whole new world of BattleTech play is available!

MGAME{

CLASSIC

BATTLETECH

® 2003 Wizkids. LLC. All Rights Reserved. Classic BattleTech: Miniature
Rules. Classic BattleTech, BattleTech, ‘Mech. BattleMech, MechWarrior: Dark
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