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INTRODUCTION

It is the year 3050. Man now inhabits the stars, but he has taken his warlike
nature with him. The thousands of worlds radiating out from Sol, first sun of the
human race, were once bound together in a Star League that fostered technology,
expansion, and prosperity for all. Led by the illustrious Cameron family, the Star
League endured far 250 years, until treachery brought it down.

For twelve long years, General Aleksandr Kerensky led the Star League Defense
Forces in & bitter battle against the usurper of the Cameron Throne. The Star League
Army won, but the fragile unity between the League’s interstellar nations had been dam-
aged beyond repair. With the fall of the League in 2781, a Dark Age descended, as each
of the five surviving star empires began warring for dominion. Unable to stem the tide of
conflict, General Kerensky led his army out of the: Inner Sphere in the epic journey known
as the Exodus, hoping to found a new Star League somewherg beyond known space.

With the last defendars of the Star League gone, war raged unchecked through-
out the Inner Sphere. The leaders of the five great star empires styled themselves the
Successor Lords of Houses Davion, Kurita, Steiner, Liao, and Marik. The devastating
battles they have fought among themselves almaost continuously for nearly three cen-
turies came to be called the Succession Wars, To this day, none of the five
Successor Lords has decisively triumphed and become supreme over the others. Far
generations, all of them regarded each other as bitter enemies, but mutual hatred
burned hottest between House Kurita of the Draconis Combine and the rulers of the
realms that would one day become the Federated Commonwealth,

Ta fight the Succession Wars, the Successor Lords used armies of BattlieMechs—
gigantic, vaguely humanaid batle machines bristiing with lasers, particle projection can-
nons, long- and short-range missile launchers, autocannons, and machine guns. The
Federated Suns and the Lyran Commeonwealth fought battle after bloody battle against the
Draconis Combine, and millions died in the conguest and reconquest of a handful of plan-
ets. As the BattieMechs ruled the battlefields, so intigue and plots ruled the courts of the
Inner Sphere, as each ruler sought o win by deceit whal he could not achieve thraugh
force.

That bloody history appeared to change when Prince Hanse Davion of the
Federated Suns married Melissa Steiner, heir to the Lyran Commonwealth, Though
the marriage iriggered the Fourth Succession War, that cruel conflict seemed to be
the last gasp of a dying age of civil war in the Inner Sphere. The union of the
Successor States' strongest military and economic powers created the Federated
Commonwealth, a vast new realm possessing the potential power to found a new
Star League. With the birth of Prince Victor Steiner-Davion, the first child of the

INTELLIGENCE SECRETRRIAT
INTERNAL DOCUMENT NO. 523/643¢

INTELLIGENCE TRAINING MANUAL

The Federated Commaonwealth
Intelligence Secretariat (MI7) oversees the
operations of the Department of Military
Intelligence (DMI) and the civilian Ministry of
Infarmation, Intelligence and Operations
(MI10). MI7, under the direction of the
Intelligence Secretary, inforins both intelli-
gence branches of all planned operations,
general intentions and goals and coordinates
all joint operations. MIT answers directly to
the Archon. In addition, the Intelligence
Secretary acts as the Archon’s principal
intelligence advisor,

The DMI is primarily responsible for all
fareign espionage and military intelligence.
The depariment is divided into the following
seven branches: MI1 (Command), MI2
(Analysis and Speculation), MI3 {Electronic
Information Gathering), MI4 (Covert
Operations), MI5 {Counterinsurgency), MIG
{Special Forces), and MI7 (Intelligence
Secretariat).

The MIIO is primarily responsible for
internal intelligence affairs, although it
shares many of the OMI's responsibilities as
well, The MID is divided into the following
branches: Information-gathering Services,
Covert Operations. Bureau of Internal
Investigation, Counterintellipence, and
Regional Operations. A central Command
Group oversees MIID operations.

Steiner-Davion dynasty, the historic Federated Commonwealth seemed destined to light the way toward a new and blessed unity
among the star-spanning empires of the war-torn Inner Sphere ... until Fate intervened.

Even as the first generation of Steiner-Davions grew o adulthood, apocalypse was approaching. Beyond the Periphery, the
boundary of known space, a people born and bred to war prepared to launch an invasion that would crush the Inner Sphere and the
dreams of a Steiner-Davion Star League with it,

In 3049, an unknown enemy attacked the Free Rasalhague Republic—a small nation that had once been part of the Draconis
Combine—using BattleMechs of awesome destructive power. The invaders took world after world, conquering nearly all of the Republic in
trutal, lightning strikes. Having devoured Free Rasalhague, they turned their war machines against the Draconis Combine and the Federated
Commonwealth. Frightened citizens in the war zane believed them a race of alien barbarians come to conguer humanity. The unknown
marauders had indeed come to conguer humanity, but they were not aliens. They were the Clans, warrlor descendants of the legendary
Aleksandr Kerensky's vanished Star League Army. Kerensky’s children had returned to the Inner Sphere 1o purify it with fire and sword.

THE 1ST SOMERSET STRIKERS

The 1st Somerset Strikers is a companion to the BattleTech animated series. It follows the adventures of Major Adam Steiner
and the 1st Somerset Strikers, a freelance military unit on a mission to fight the Clan invaders and liberate Major Steiner's homeworld
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EXCERPT FROM ISF TRAINING MANUAL

In 2300 our Founder, Shiro Kurita of New Samarkand, |

began a military campaign to conquer the worlds sur-
rounding that planet, Recognizing the need for intelligence
on enemy militaries, he formed an intelligence corps using
agents drawn from his army. That corps proved instru-
mental in the success of Shiro Kurita's campaign, and it
helped our Founder to build the proud and glorious nation
that he named the Draconis Combine. As the Combing's
first Coordinatar, a grateful Shiro Kurita expanded his
fledgling intelligence organization into what has become
the Internal Security Force—the 15F.

Though the GCoordinator—al present Takashi Kurita,
long may he reign—formally commands the ISF, the sheer
size of this agency and the number of operations conduct-
gd by it prahibit the Coordinator from personally oversee-
ing the agency. Personal management of the ISF falls to
the director, currently Subhash Indrahar. In his honored
position, Director Indrahar Is responsible for all ISF policy
decisions, mission assignments, and security in the realm.

A team of five high-level oparatives has the honor of
aiding the director in his duties. In the event of the direc-
tor's death, these operatives administer the agency until
the Coordinator approves a new director, Additionally,
gach operative oversees one of the IS5F's five divisions:
Covert Operations, Internal Security, Voice of the Dragon,
Metsuke, and Special Units.

The Covert Operations division handles all foreign and
domestic espionage activities, The Internal Security division
detects and eliminates foreign agents operating in the
Combine, and also monitors and re-educates the Combing's
few dissident subjects. The Voice of the Dragon, the public-
infarmation arm of the Combine government, works closely
with the Metsuke, which monitors all information entering
into and disseminating from the realm.

The Special Units division is comprised of the
Combine’s Draconis Elite Strike Teams (DESTs). These
teams represent some of the most highly skilled covert
units operating today, Every DEST member undergoes
years of rigorous training in a variety of areas, ranging
fram the ancient art of ninjutsu to BattleMech operations.
All exhibit expert-level skills in piloting, armed and
unarmed combat, and surveillance techniques.

In addition to performing the standard espionage
duties of a House intelligence service, the ISF acts as a
weapon in the hand of the Coordinator to safequard the
realm from internal enemies. In those rare instances where
the good of the Combine requires it, the ISF even plays an
active role in determining the succession of Kurita leaders.
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of Somerset from the clutches of Clan Jade Falcon. This sourcebook
includes a comprehensive guide to the first season's exciting episodes; a
complete cast of characters printed in full color; detailed information,
game rules, and color sketches of the machines, weapons, and other
technology used in the series; and BattleTech game scenarios based on
the series episodes. The scenarios and episode guide are based on the
original scripts and sloryboards, and so certain details may differ slightly
fram the broadcast episodes.

The 1st Somerset Strikers introduces fans of the series to the
BattleTech game and universe, and allows BattleTech players to play
out the thrilling events of the BattleTech animated show. New fans and
experienced players alike get an in-depth look at the BattleTech animat-
ed series, including original artwork and designers’ notes on how the pop-
ular BattleTech game became an exciting work of animation.

WHAT IS BATTLETECH?

The background and technology for the BattleTech animated series
comes from the BattleTech game first published more than ten years
ago. Over the past decade, the fiction surrounding the gamea has grown
and evalved; the dozens of BattleTech novels and sourcebocks in print
describe a richly detailed universe of dark intrigue and unanding war,

BattleTech is a board game that pits 'Mech against ‘Mech on the
war-torn battlefields of the Inner Sphere. Each player controls one or
more BattleMechs, deciding how each 'Mech moves, when to fire its
weapons, and at what targets. The wide variety of weapans, 'Mechs,
and mapsheets available mean that no two battles are exactly alike.
The outcome of each battle is determined by the players’ decisions
combined with the luck of the dice.

The BattleTech product ling includes many games and supplements
for every level of player. Some of these are described on page 7.
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BATTLETECH, THIRD EDITION

Players new ta the BattleTech game system
should begin with BattleTech, Third Edition. This
boxed set contains everything yvou need to play,
including mapsheets, plastic miniatures, and dice.
The rules are presented in a clear and easy-to-read
farmat that teaches you the game as you play. The
rulebook introduces players o the Inner Sphere of
the year 3025 and describes BattleMech technology
in detail.

CITYTECH, SECDOND EQITIOMN

The all-new CityTech, Second Edition, is the
BattleTech game for the intermediale player. Like
BattleTech, Third Edition, CityTech is a sland-
alone boxed set that includes everything you need
to play. CityTech updates the rules to include the
technology available in 3050 to both the Inner
Sphere and the Clan invaders. It also expands the
scope of the game, with rules for infantry, armoared
vehicles, and urban combat.

BATTLETECH COMPEMNDILIN:
THE RULES OF WARFARE

BattleTech Compendium: The Rules of
Warfare is tha single-source rulebook for advanced
BattleTech players. It includes basic BattleTech
and CityTech rules, as well as special rules for
artillery, hostile environments, air and naval forces,
and much more. This deluxe hardback book is lav-
ishly illustrated, and includes fictional text and a full-
color map that paint 2 complete picture of the Inner
Sphere of 3057.

MECHWARRIOR,
SECONDO EQITION

You can practically climb inte the cockpil and
live the life of a '"Mech jock when you play
MechWarrior, Second Edition. While the other
BattleTech games focus on the machines of war,
MechWarrior explores the human side, challenging
you to take on the imaginary role of a character in
the BattleTech universe. You can creale your own
unigue character, choosing from roles such as
MechWarrior, aerojock, technician, free trader, or
even a member of the invading Clans.
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FROM: Arrastasim Fﬂcht. Pmnsntu-r Martial of
ComStar, Hilton Head Island, Terra

TO: All ROM field agents and rnl'alnd Eams‘tar
personnel ;

RE: }nwsﬁuﬂﬂm the Elans

Thaarmrarofanmu and danferous mrrnrm
the Inner Sphere poses a greater threat to the
peoples of all the Successor States than the
bloody centuries of the Succession Wars. These
invaders who call themselves the Clans are more
than a match for avery Inner Sphere realm militar-
ily—their war machines move faster, take more
punishment, and deliver far more devastating fire-
power than anything we have ever seen. The bat-
tle recordings that various ComStar personnel
have smugoled oul to us from captured plangts
prove the futility of combrat against them, at least
at this point. We have only one hope of defeating
them or even batiling them to a standstill. We
must gather as much information about them as
possible so that we can discover their weakness-
25 and expioit them.

To that end. | hereby charge all ComStar
ROM operatives and related parsonnel to under-
take the following mission; go among the Clans,
openly or covertly, and learn whatever you can.
Learn about their military strength, their
weapaons, their organization, their ways of think-
ing, their perceptions of their place in the uni-
verse, This mission has priority over every other
surveillance mission and covert operation previ-
ously assigned.

Our ROM intelligence network stretches
into every corner of the Inner Sphere, and ever
since its inception centuries ago has had a single
defining mission: to protect ComStar and the
Inner Sphere from harm so that one day we may
restore the glorious Star League. It is time to
turn our unparalieled intelligpence-gathering
resources toward understanding the deadliest
foe we have ever faced. With our control over
the hyperpulse generator network across all the
Succassor States, ComStar alona can collect and
disperse potentially vital information fast enough
to be of use against the Clans. | urge you all not
ta fail in your duty—the survival of the Inner
Sphere may depend on it.
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AFFC IRTERNAL MEMD

TO: Major Adam Steiner
Lieutenam Rachel Specler
Somerset Military Academy/
Somerset/Wotan Command
FROM: Field Marshal Toni Reynolds
Commanding Officer, Department of
Strategy and Tactics
RE; Temporary Duty Assignment

7/4/491834zulu

1 ) The above listed officers are hereby ordered
lo procesd to temparary duty assignment at the
War College/Nagelring Military Academy/
Tharkad/Cameron Command,

2) Officers are expected io report to duty station
no later than 12/20/49/0800zulu. Duty assign-
ment will end na later than 01/08/51/2400zulu.

3) Upon arrival at duty station, Major Steiner
will report directly to commanding office,
Magelring Military Academy.

4) Nature of assignment |s to establish an
advanced tactical operations program, which
includes cross training personnel in various
combat military occupation speciallies. At the
end of nine months the program will be evaluat-
ed by Commander, Department of Strategy and
Tactics,

5) Dfficers are allowed eight weeks of travel
time. Leave can be taken concurrently with tran-
sit. Officers should contact focal transportation
oifice to arrange passage.

B) Officers are authorized 100 kilograms of per-
sanal baggage to accompany them. Major
Steiner is authorized to transport his
BattleMech, type AXM-2M, serial number 345a-
78480

co: Kommandant Brooks Campi/Somerset
Military Academy/Motan Command
Field Marshal Lisa Steiner. Department of
Military Education/Tharkad/Cameran Command
Commanding Officer, Personnel Command

PROLOGUE

Of all the enmities between the various Successor States of the war-torn
Inner Sphere, none is as bitter or as long lasting as the ongoing feud between
the Draconis Combine and the Federated Commanwealth. Even before the
union of the Lyran Commonwealth and the Federated Suns into a single, vast
state, the Draconis Combine fought many a war of conguest against both
enemy nations. With the farmation of the Federated Commonwealth in 3028,
the Draconis Combine found a compelling new reason to fight: fear that the
nawfound power of its ancient foes would enable the united Commonwealth to
conguer the entire Inner Sphere and re-establish the long-lost Star League
under Steiner-Davion rule. <

When the Fourth Succession War ended in 3029, the Draconis Combine
had lost fifty star systems, many of them to the Federated Commonwealth.
The fact that the Combine had alse conguered several Commonwealth worlds
was no consolation for the territory they had lost, especially since the high
command of the Combine military knew that only the brilliance of the
Coordinator's son, Theodore Kurita, had saved the realm from disaster. In
3030, Coordinator Takashi Kurita grudgingly acknowledged Theodore's invalu-
able contribution to the war effort by naming him Gunji no Kanrei, Deputy of
Military Affairs. The new Kanrel used his position to revamp the Draconis
Combine Mustered Soldiery, rebuilding the badly battered elite Genyosha and
Ryuken regiments and replacing the tradition of preferment through social
rank with advancement by meril.

In addition to revamping the military, Theodore strengthened his realm by
adroit palitical maneuvering, In 3034, he acquiesced to the formation of the
Free Rasalhague Republic, allowing several Combine star systems to secede
fram his own realm. Though to some this move looked like a loss for the
Combine, it created a buffer state between the Combine and the Lyran half of
the Federated Commonwealth; just as importantly, from the Combine's point of
view, the formation of the new nation cosl the Lyran enemy almost all the
worlds they had taken from the Combine during the Fourth Succession War.
Rumars persist that Theodore also received another military gain by freeing
Rasalhague; in a suppased “secret deal” with the Primus of Com5tar, Theodore
gave his support for the Free Rasalhague Republic in exchange for several Star
League-era BattleMechs. These BattieMechs served the Combine well in the
briel but hard-fought War of 3039, launched by Prince Hanse Davion in a futile
attempt to take back worlds lost to the Combine during the Fourth Succession
War. By using his new, eminently superior BattleMechs and stretching his
troops 1o the limit, Theodore beat back the powerful Federated Commaonwealth
military and launched a strong counteroffensive that came close to capturing
the capitol of the Commonwealth's Draconis March. This offensive, coupled
with a commando raid on a meeting of the Steiner high command that killed
many top Lyran officers, forced the Steiner-Davion military to end the conflict
after a scant six months of fighting.

In the decade since the end of the War of 3039, the Draconis Combine and the
Federated Commonwealth have kept a wary eye on each other, reluctant to start
another conflict yet fearful of attack. In the end, all their preparations for war against
gach other would prove virtually worthless against the new enemy that both states
wera soon 1o face.




PROLOGUE

RISE OF THE CLANS

Though many in the Inner Sphere believe the Clans ta be an alien race, they
are actually the descendants of members of the Star League Defense Force who
fied the Inner Sphere after the collapse of the Star League nearly 300 ysars ago,
Determined to rebuild their beloved Star League elsewhere, these elite soldiers
traveled far away fram the crumbling Inner Sphere in an epic journey that came 1o
be called the Exodus. In their descendants, that determination has translated into a
frightening imperative—to conguer the Inner Sphere and found their own varsion of
the Star League, imposing their by-now utterly alien society on all the peoples of
the Successor States.

When the forebears of the Clans first made planetfall on the five worlds that
they called the Pentagon, they welcomed the chance to build a society very much
like the one they had left—but without the nationlistic, ethnic, and political conflicts
that had torn the Inner Sphere apart. Within two decades, however, the setilers’
dream of a society built on mutual respect and tolerance had fallen victim to old
hatreds and a savage civil war. Nicholas Kerensky—son of the great General
Aleksandr Kerensky, who had led the Exodus—saw the human need for war as
insatiable, and designed a society in which hatred and canflict could be controlled
and limited through a system of social castes and ritualized, honor-driven combat.
He then led his supporters in a second Exodus to the world of Strana Mechty,
where he and his followers put his new society—the Clans— inlo practice.

Born and bred to war, the Clans glorified it, but only within the framework of ritu-
als they recognized as "honorable.” Only those with the greatest skills and natural
ability were allowed to practice the art of warfare, and everyone else served society
in the capacity for which they were innately best suited. Each individual's place in the
Clans was determined by constant, rigorous testing. The first great achievement of
this new society—of its warriors in particular—was the retaking of the Pentagon
worlds. With overwhelming force, the Clans swiftly ended the civil war and imposed
their new order upon the grateful survivors.

Though Micholas had intended all the castes 1o serve Clan society as a
whole, over the years the importance of the warrior casle grew until everything
in Clan society became geared toward enhancing its power and prestige.
Generations of selective breeding, reinforced by constant lesting, have made
Clan “truebirths” the ultimate soldiers. Clan truebirths are genetically engi-
neerad, and their children are born and raised in groups called "sibling compa-
nies." or “sibkos.” From the moment of birth, sibko children are tested and
trained in battle and strategy. Those found unfit are weeded out, relegated to
one of the four lesser Clan castes in arder to ensure the purity of the warrior
caste. Lesser “fraebirths,” born and raised by natural parents, can become war-
rlors, but they are deemed imperfect by nature and therefore scorned by their
truebirth fellow warriors. Rarely allowed to honor themselves in battle, freebirth
warriors usually mop up and hold planets conquered by truebirths.

The right to have ong's genes added o the truehirth processing poal is an honor
a Clan warrior fights for all his life, and it is designated by the possession of a sur-

COMSTAR/ROM ACTIVE ARCHIVE
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TRANSCRIPT OF THE BIDDING
FOR SOMERSET, 4 JULY 3049
ALPHA LEVEL CLEARANCE

Chistu: | am Galaxy Commander Vandervahn
Chistu, commander of the Jade Falcon Talaxy.,
| lay claim to the Trial of Possession for the
planet Somerset, o

Mattiov: | am Galaxy Commander Angeling
Mattloy, commander of the Peregring Galaxy.
i dispule the claim of Vandervahn Chistu and
lay claim to the Trial.

Malthus: |, Khan Timur Malthus, recognize the
claims of both warriors. By the Rede that
binds us all, | open this battle to bids,

Chistu: For this Trial | commit the Falcon's
Claws Keshik, commanded by Star Colonel
Nicolai Malthus, and the 94th Striker Clustar,
commanded by Star Colonel Kristen
Redmond.

Mattlov: Your bid shows your lack of heart.
The planet shall fall to the 89th Talons with 3
additional ‘Mech Trinaries.

Chistu: We will end this now. Star Colonel
Nicolai Malthus will lead a Trinary to destroy
the forces at the sibko, while Star Colonel
Kristen Redmond’s forces will take the
remaining rabble.

Mattlov: Well bargained and done.
Malthus: By the Rede that binds us all, the

right and honar for this attack goes to the
forces of Galaxy Commander Chistu,

name—known among the Clans as a “Bloodname.” Any major failure by a Clan warrior, Bloodnamed or not, means that his or her
genes are not worthy ta be passed an to future generations. Because the Clans believe that each generation is superior to the one thal
preceded it, they have no respect for old age. Older warriors are assurmed 1o have “lost their edge,” and they are either assignad to
raising and training the new generation of sibkos or sent to serve in dangerous areas as cannon fodder.

Highly skilled in combat, possessing BattleMechs and weaponry mare powerful than anything the Inner Sphere has ever known,

and convinced that any way of life different from their own is a symptom of evil to be eradicated,

the Clans are the most dangerous

ensmy the Inner Sphere has ever faced. Only by setting aside their long history of suspicion and strife to fight as allies can the

Successor States hope to prevail against the Clan threat.
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EPISODE 1:
THE GATHERING
STORM

SOMERSET

As a combat-experienced soldier of the Federated Commonwealth and a
respected instructor at the Somerset Military Academy, Commander Andrew
Steiner considered himself fairly immune to surprises of the military type. The
sight of an unfamiliar DropShip descending on his home planet, and the
absolutely foreign message from it that demanded to know what forces he
intended to use ta defend Somerset, left Commander Steiner at a complete loss.
When Star Caolonel Nicolai Malthus declared his intention of conguering the plan-
el by force of arms, however, Andrew Steiner knew exactly how to respond—he
assembled his cadets in a well-rehearsed defense plan and set out to repulse
these sirange invaders. Unfortunately, the self-proclaimed Clan Jade Falcon
warriors possessed the advantage of superior firepower and technology, and the
hard-fought battle quickly ended in humiliating defeat for the FedCom soldiers, A
single, apparently invincible Clan 'Mech withstood everything the cadets threw
its way, then destroyed Commander Steiner's 'Mech by breaching the machine’s
reactor shielding. This same 'Mech captured Commander Steiner's escape pod
when the Commander punched out of his doomed machine.

As Clan 'Mechs herd the survivors, including Commander Andrew Steiner, into
makeshifll encampments, Star Captains Nicolai Malthus and Kristen Redmond
declare that Clan Jade Falcon now controls the world of Somerset, as it will soon
contral the entire Inner Sphere.

Far away on the planet Tharkad ...

As Andrew Steiner fights an alien enemy using the standard tactics of the Inner
Sphere military, his brother Adam tests yet another student in his continuing search
for cadets capable of learning and benefiting from his unique tactical strategy, which
he brought to Nagelring, Tharkad's prestigious academy, from the Somerset Military
Academy. Cadet Katiara Kylie, also a native of Somerset, washes out of the pro-
gram because she failed to heed one of Major Steiner's guiding principles: informa-
tion is ammunition. Adam provides that information to his troops through his tactical
operations officer, long-time friend Rachel Specter, who operates by gathering all
available transmissions pertinent to the battle and then feeding the most crucial
information to the unit officers.

Major Steiner faces stiff apposition to his innovalive strategy. His greatest
detractor on his own stalf is his arrogant assistant, Ciro Ramirez, a young man
fanatically devoted to the old ways of specialization and service to only one branch
of the military.

When the sporadic transmissions of the fight on Somerset reach Tharkad,
Adam leaps to the conclusion that the FedCom's traditional enemy, the Draconis
Combine, has made a daring attack against his home planet. When Rachel informs
him that the invaders came from beyond the area of space known as the Penphery,
Major Steiner understands fear for the first time as he wonders how his brother fared
against this brutal force.

Determined to return to Somerset and discover the fate of his friends and

Terran Europe abound on Tharkad.
has a temperate season, the world is
renowned for the blizzards and bone-chilling
cold of its long winters. Tharkad City, the cap-
ital of the realm, is heated to a bearable living
temperature by a fusion reactor deep beneath
the earth,

The Steiners themselves, of mixed
Scandinavian, German, and Scottish descent,
seem perfectly suited to their cold but haunt-
ingly beautiful home planet. It Is sald of them,
particularly of the Steiner women, that they
possess the beauty of the snow in sunlight,
the strength of the mountains, and the fierce
rape of the blizzard when crossed. The first is
certainly true of the Archon Katrina—as for
the second and third, | do not yel know

enough to judgs, ...

tamily, Adam Steiner decides, for the first time in his lite, lo use his distant relation to Archon Melissa Steiner-Davion and
request parmission from the FedCom leader to lead a force agains! the Clans and retake Somerset. When the Archon denies
his bald request, Adam sweatens his offer by pointing out that his mission would also allow the unit to gather much-needed
infarmation that would increase the Inner Sphere’s chance of successfully defending against the Clan juggernaut. Though

1
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From the personal diary of Intelligence
Secretary Alex Mallory, entry for July 10,
3052 :

... It 15 curlous to realize how often in
history the most remarkable heroes spring
from the mast obscure and unlikely sources.
Adam Steiner, commander of the 1si
Somerset Strikers, is only the latest case in
point. Many of those who came to know of
him after the fact point with great pride to
his connection to the Nagelring; they find it
only fitting that a hero of the Clan War
should have come fram the
Commonwealth’s oldest and most presti-
gious military academy. Indeed, some offi-
cials in the AFFC speak in the same breath of
Major Steiner and the Nagelring's illustrious
past as a Star League academy, as if that
ancient history somehow made Adam
Steiner what he is, They point to him as the
lates! sterling example in a long line of tal-
ented instructors at the Nagelring, which
leads all the way back to the Star League
officers who stayed on when tha
Commonwealth took the school over. Of
course Steiner's a hero, these people say.
Magelring Instructors and graduates are the
best the Commaonwealth military has to offer;
haw could he be anything else?

They forget that Major Adam Steiner is
not, in fact, a product of the vaunted
Magelring. He taught there, it is true, but for
less than a year before the Clans conguered
his homewarld. Adam Steiner is a product of
Somarset and of its undistinguished, back-
water military school. The Somersat Military
Academny infinitely smaller, less prestigious,
and less well-funded than the Nagelring on
Tharkad—gave the Commanwealth a heroic
military commander that any nation would
have given its eyetesth to possess.

Just goes to show that you never know
where real talent will pop up. ...

Archon Steiner understands that informaltion might be the only weapon capable
of giving her realm an advantage in the coming fight, she regretfully turns down
Majar Steiner's plan for lack of an available JumpShip to take his unit into Clan-
pococupied space,

At the nadir jump point of the Tharkad system ...

The Draconis Cambine JumpShip Katana, apparently on legitimate business for
Isesaki Shipping, is preparnng to jump out of the system when it receives a distress signal
fram an aut-of-control DropShip, Franklin Sakamoto, the Kurita businessman who hired
the JumpShip to llegally transport Federated Commonwealth weapons into the Draconis
Combine, immediately concludes that the DropShip's request for emergency docking is a
ruse. Captain Frestadt of the Katana, however, insists that he must respand to the signal
or nisk losing his license and his ship. Sakamoto's fears prove well founded. When the air-
lock between the DropShip and JumpShip opens, Captain Zachary Miles “Hawk”
Hawkins of the Federated Commaonwealth Intelligence Secretariat rushes through, dis-
arms the walting crew members, and announces that the ship's smuggling days have
ended,

Back at the MNagelring ...
Still regretting his absence from Somerset in its time of need, Adam is not con-
soled by Rachel's assurances that had they been on the beleaguered planet. they

would only have shared the fate of Adam’s family and friends. He retuses to give up his plan of returning to his home planet and wrest-
ing it from the Clans. Though Ciro openly doubts Adam's claim of kinship with Archon Steiner-Davion, all three are surprised when a
holographic message from her arrives in Adam's guarters. At first mystified by the fact that the FedCom leader apparently took time
from her busy day to simply inform Adam of the Secretarial's successful mission o stop a Combine smuggling operation, it is Rachel
whao grasps the real message—that as a field-grade officer in a time of war, Adam can commandeer the confiscated JumpShip for his
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EPISODE ONE

own mission. Having received permission to raise his own unit, Adam now needs to
reach the JumpShip and claim it before anyone else gets the same idea.

“Stuck” with ferry-pilat duty after failing to make the grade in Majar Steiner's pro-
gram, Cadet Kylie shuttles Adam, Rachel, and Ciro to the space station where the
Katana is docked. During the flight she learns that Steiner plans to return to Somerset.

Aboard the DropShip Kwaidan ...

Major Adam Steiner invites the crews of the DropShip and JumpShip 1o serve
under his command and join him in the fight against the Clans, but the crew cannot
simply walk away from the centuries-old prejudices of Kurita against Steiner. A fight
erupts, and the advantage swings from one side {0 the other before Steiner gains the
upper hand. Defeated but not beaten, Franklin Sakamoto derands to know what will
happen to him and his crewmen at the end of the war. Assured that he will be allowed
to return his ship to its awners, Franklin agrees, on behalf af his crew, to serve under
Major Steiner for the duration. The expression on his face as he accepts the FedCom
officer's offer. however, shows that he has ulterior matives. Steiner also takes this
oppartunity ta draft Captain Hawkins into service, bringing his personnel count to four,

As the DropShip crew loads the FedCom 'Mechs and other supplies, Major
Steiner and his crew settle into their new quarters, Ciro takes this opportunity to
explain to Steiner that he understands the major’s plan and considers it a stroke of
genius for him ta gain the Kuritans' trust and then attack the Draconis Combing,
thereby uniting the Inner Sphere into a force so powerful that these invadars would
not dare stand against it. Steiner angrily responds that cooperation between Houses
is the only hope the Inner Sphere has of defeating the Clans, but Franklin Sakamoto
overhears only Ciro’s xenophobic rant. He sets in motion a plan to retake contral of
his ship by arranging for loyal forces to mest it at the destination of its next jump.

The Katana jumps and immediately comes under fire from aerospace fighters.
Eranklin Sakamoto arrives on the bridge just in time to take credit for the attack, but
he realizes at the same time as Steiner that the fighters intend to destroy the ship
and everyone aboard her, against his direct orders. Forced to choose between
remaining loyal to Sakamoto or saving his ship, Captain Frestadl throws his lot in
with Steiner, and Adam marshals his forces to mount a defense, Though his ship car-
ries two experimental Banshee fighters, Adam has no aerospace pilots, and so he
risks sending his BattleMechs into space to ward off the enemy craft.

Adam's unconventional defense narrowly averts additional damage 10 the
JumpShip and DropShip but leaves the "Mechs vulnerable to enemy fire. At the last
moment. one of the Banshees blasts free of the Kwaidan and destroys the missiles
heading straight for the ‘Mechs, then blows the first enemy fighter into shrapnel. Only
al this moment does Major Steiner discover that Kylie stowed away on his ship.
Though he expresses his displeasure, he is grateful for her help in defeating the
altackers. Adam cripples the second Combine fighter, and the 'Mechs and Kylie
return 1o the Kwaidan, where Adam leams that Kylie has forged his name to papers
drafting her into his unit. Faced with her fait accompli, Steiner gracicusly welcomes
the newest member of what he officially names the 1st Somarsel Strikers.

Later ...

By this puintintham_rmﬁgm
invaders, nearly every member of the Inner

and most know what g, ot ecty

what it means. The batchall s the ritual com-
engaging an opposing force in battle. Every
bafchall incorporates the following elements:
the attackers state thelr identity and their
objective, then request to know the units with
which the opposing force will defend the
ohjective. The defanders state these forces
and may also choose the battiefield. Further,
the defender may bargain 1o claim a prize of
equal or lesser value than the objective if the
defending force wing. Cleverly worded
batchalls offer one source of hope for Inner
Sphare victories.

Violation of the spirit of the batchall,
however, may cause Clan attackers to declare
an opponent a bandit or barbarian without
honor. A dishonorable enemy is not entitied to
ritualized combat, and so the Clan comman-
der becomes fres 1o use all forces at his dis-
posal necessary to crush the opposition.
Indeed, honor requires that he do so.

Soldiers whao lose to the Clans become
what the invaders call isorfa. | was unable to
learn the exact meaning of the word, but evi-
dence suggests that all spoils of war—land,
peaple, mineral rights, manufacturing facili-
tiess—can be claimed as isorfa. Compeling
Glans sometimes offer bafchals in order to
win certain /sorla away from each other.

Rachel informs Frankliin Sakamoto that he will be dropped off with FedCom security at the next jump destination. As Adam joins
Rachel and Franklin in Sakamolo's quartérs, Captain Frestadt patches through a communication from Tharkad—a message from
Archan Steiner and the Draconis Combine ambassador to the Federated Commonwealth. This message authorizes Major Steiner's

unit, in conjunction with the Draconis crew, 1o act as a coalition strike force against the Clan threat. Franklin

bows to the will aof his

Coordinator that he serve honorably on this experimental force. and Adam has no choice but to accept him.

Finally ...

Rachel and Adam acknawledge to each other the difficulty of molding such diverse personalities and backgrounds into an effective
fighting torce, but they know it must be done—for the sake of Andrew Steiner, and for Somerset.
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Coded Transmission . . . pagelof

11/17/48

Tamar March Reglonal Coordinatar

Federated Commonwealth Intellipence Secretariat
Briefing for Field Agent 4012457 Juan Martinez
Keywords: Blackmail, Dustball, Gambling, Malthus,
Racketeering, Tybus

Early settlers to this small and inhospitable desart
planet came expecting to find rich deposits of gemstanes.
Orbital reconnalssance and spectrum analysis showed
concentrations of precious minerals near the surface, but
years of excavation revealed only trace amounts present.
All of the prospectors left the planet at this point except
for the enterprising Maithus family. Refusing to abandon
their investment on Dustball and not above criminal activ-
ity, they established a complex of casinos, nightciubs,
and hotels near the main spaceport. A massive climate-
controfled dome was constructed over the complex o
provide wisitors with comfortable surroundings.
Agaressive advertising brought thousands of rich tourists
to Dustball, and an empire was born.

Successive generations of Malthuses increasingly
used blackmail to cover evidence of their criminal activi-
ties, Over the years many allegations were made, but na
Malthus was ever convicted of any wrongdoing. Sources
report that in 3029, an ambitious young aide to President
Vander Malthus known only as Tybus seized power
through the time-honorad tradition of blackmail, Further
details regarding his rise to power are unavailable, thanks
mainly to Tybus's tight-fisted control of information flow-
ing to and from Dustball,

Since taking contral of Dustball, Boss Tybus has
avoided using blackmail as a tool to escape prosecution,
well aware of how this tactic failed his predecessor,
Instead, Tybus cloaks his criminal activities in the appear-
ance of legitimacy. Phantom corporations and dummy
shipments have led Federated Commanwealth agents on
numerous raids, each one turning up no solid evidence
incriminating this kingpin.

You are expected to succeed where others have
failed by entering Tybus's employ and gaining his confi-
dence. That way, you may gain access to irrefutable proof
of his criminal activities. Be especially mindful of DeVries,
his security chiel and right-hand man. Our last operative
on Dusthall met his death at DeVries's hands, You are
advised to maintain radio silance until you have obtained
the needed evidence. Once the evidence is secured, a
detachment of troops will advance on Dustball to wrest
control of the planet from Tybus and restore a legitimate
government in his place.

End Coded Transmission ... page 1 of 11

ERPISODE 2:
WELL BARGAINED
AND DONE

DUSTBALL

Dustball. An inhospitable desert world with vast stretches of wasteland
between its domed cities. The largest of these domed settlements, New
Monaco, is home to numerous casinos, nightclubs, and exotic hatels,
Dustball is lorded over by the notarious Boss Tybus, & criminal scoundrel
greasy enough to slip through the smallest cracks in Federated
Commonwealth law.

The Strikers have landed on Dusthall to recruit MechWarriors to fill the
ranks of their fledgling unil. Adam, Hawk, and Rachel make thair way
through the tourist-clogged streets of New Monaco, looking with awe and
disgust at the garish buildings towering above them.

Suddenly, an alarm is raised as a VTOL takes off fram the roof of the
Circus Tybus Casing, and it draws laser fire from security officers nearby.
A security force Centurion charges down the strest in hot pursuit. The
VTOL veers off course under the laser fire, then pulls straight up and
crashes through the city's domed ceiling. The Centurion engages its jump
jets and follows tha VTOL out of the city and into the desert,

A well-placed shot from the Centurion's autocannon brings the
WTOL down in a sand dune. The 'Mech lands next to the fallen craft,
The Centurion pilot climbs out of his 'Meach, drags the shaken but alive
pilat from the VTOL's cockpit, and handecuffs him, then leads him to a
nearby security transport,

The Strikers watch from inside the city. Hawk is flabbergasted at such
a reckless display of ‘Mech jockeying, but Adam and Rachel quickly decide
“that's our man."

Maanwhile, in the Circus Tybus Casino ...

Boss Tybus negotiates with Star Colonel Kristen Redmond of Clan
Jade Falcon via holographic transmission from her incoming CropShip. He
is eager to see an end to FedCom interference in his plans. She is anxious
to gain a foothold in the sector, despite the fact that it lies well beyond the
current limit of the Clan advance. As they talk, Tybus becomes confused by
her strange Clan terminology. He just wanis to hand the planet over, while
Kristen insists on a “Trial of Possession.” Her forces for the trial will consist
of two 'Mechs which will engage his lance in the hills north of the city. Still
confused, Tybus agrees.

Just as Tybus's conversalion with the Star Colonel ends, the
Centurion pilot anters tha room. He is Valten Ryder, a down-on-his-luck
‘Mech jockey who owes Tybus a large gambling debt. In a brief conversa-
tion, Val insists on trading the spy he just captured for his mortgaged
BattleMech.

Lataer, at the One-Armed Bandit ...

Adam and Hawk meet with Val over a holographic "Mech combat
game. They discuss his guestionable service record and superior skills.
Adam offers to sign him on as a lleutenant with the Strikers. Val refuses,
stating that he "gave up fighting for your relatives a long time ago.”
Disappointed, Adam pays for the game and leaves with Hawk.
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Meanwhile ...

Boss Tybus sees Adam sliding money over to Val on a security monitor. His
security chief, DeVries, identifies Hawk and Adam as important FedCom figures.
Making the false assumption that Val is taking bribes from the "Fedrats,’ Tybus
decides to send him on one last missian.

Later that night ...

‘al leads a unit of security 'Mechs across the desert in a Cenlurion. He's in a
jovial mood, confident that this is his last mission for Tybus. He spots a pair of “shoot-
ing stars" in the distance and decides to check them out. The stars are the inbound
drop cocoons of Star Colonel Redmond's 'Mechs: her own Vuiture and a Hunchback
fIC. Val's lance encounters the Clan 'Mechs in a narrow pass, and battle |s joined.
The other 'Mechs of his lance retreat from the combat, leaving him to face the
Clanners alone,

Val quickly discovers that his weapons have been sabotaged. The Vuflure pun-
ishes Val's helpless Centurion with close-range fire; just as he seems done for, the
Strikers join the battle. They had detected the Clan 'Mechs with equipment on the
Kwaidan and quickly scrambled to engage them. The battle intensifies briefly, until
Star Colonel Redmond orders the Clan "Mechs to retreat. Assuming from the Strikers'
appearance that Tybus has broken the terms of the Trial of Possession, Redmond
angrily refuses to fight such “dishonorable cowards.”

Adam sends Kylie and Ciro back to the DropShip, while he and Hawk investigate
the fallen Centurion. They pull an injured Val from the cockpit, and radio to the
Kwaidan for medical help. As Dr. Nakamura prepares o leave, Franklin slides a laser
pistol into her medi-kit in spite of her objections, saying that she will need it to defend
hersalf agains! the FedCom enemy. She guickly drives to the scene and tends to
Val's broken leg. Just as they prepare ta leave, security "Mechs surround themn.,

New Monaco Security Headguarters, the next day ...

Speaking to Kristen Redmond via holographic transmission, Bass Tybus tells her
he has no idea where those other "Mechs came from. She refuses to listen, promising
that his fate is sealed. As the transmission ends, security troopers shove the captured
Strikers into the room. Tybus fingers Hawk as a FedCom agent and tells him he
should gat his stary straight with his "partner.”

The confused Strikers are escorted to a holding cell, where they meet the spy Val
shot down and discover what Tybus was talking about, The spy introduces himself to
Hawk as Juan Martinez of FedCom Intelligence. He tells them he was about la nail
Tybus when Val blew his VTOL out of the sky, and that a FedCom battalion is nearby
awaiting his order to raid the planet if he can somehow send them a signal.

Smiling broadly, Val produces Dr. Makamura's laser pistol from his boot, where
he had managed to conceal it during the eonfusion when they were captured. He
blasts open the doar, and they quickly escape. Martinez heads for the ComStar trans-
mission station to contact his unit, while the others follow Val's lead toward the securi-
ty hangar. There, they find their captured BatlleMechs.

IIELLGENCE SECRETRRIAT EAERAL
MCANEFLEMO 6655

Excerpted from Gone but Not Forgotten,
Families Lost to the Exodus,

by Thelos Auburn, Commonwealth Press,
3032 )

Few names have even lent themselves to
as diverse a set of people as the name
Malthus, The roots of this family can be
traced back to prospectors.who Settled on
Romulus during the colonization boom of the
22nd century. As the population on that planst
grew, the prominence of the Malthuses also
grew, with members of the family Invalved in
shipping, mining, and-politics. i

Despite their isolation from Terra, the
Malthus family was well known for their loyalty
ta humanity's home. During the days of the Star
League, oné could always find several Malthus
names among the top brass of the SLOF. When
General Kerensky called for the Exodus, all
active-duty members of the Malthus family
joined with the departing army, confident that
they were helping to preserve the heart of the
Star League and of Terra herself.

The anly prominent Malthuses known to
have remained in the Inner Sphere after the
Exodus were a branch of the family that ami-
grated to Dustball just as that planet faced
tatal economic collapse. In fact, they were
directly responsible for rebuilding Dustball's
failing mining economy by constructing a
vast array of entertainment facilities on that
otherwise wholly unappealing world.
Tourists flocked to Dustball from hundreds
of light years away, blissfully unaware that
the entirg operation was financed by a siz-
able criminal empire.

As the Strikers prepare to mount up, Tybus arrives in the hangar with a squadron of guards. Just then, explosions rock the build-
ing. Adam realizes that it must be the Jade Falcon forces. DeVries confirms this over the radio to Tybus. As more explosions echo
through the hangar, Adam pleads with Tybus to let the Strikers free to repel the Clanners. Furious at his shattered deal, Tybus agrees.

\al and Adam confront the retreating Boss Tybus. A sliding panel reveals Val's Centurion. Tybus says Val can have it if he can go
free. Laft with no time for bargaining or revenge, Adam convinces Val 1o take his 'Mech and let Tybus go. Adam radios Rachel to send

Ciro and Kylie out, and the Sirikers mount up.

Moments later ...
As the Striker 'Mechs rendezvous outside New Monaco, Adam points out that the Clan "Mechs have been baking in the dessrt

heal as they approached the city. The Strikers, on the other hand, are relatively cool. Even though they are outnumbered, the Strikers
should be able to force their opponents into overheating by engaging them in an extended running battle.

13



EPISODE TWO

The Strikers clash with the Clan farces,
desperately trying to keap them moving away
from the city. As a Mad Cat sneaks up behind
Adam’'s Axman, Val joins the fight in his
Centurion by blasting the Clan 'Mech from
behind. “Captain Valten Ryder reporting for duty,
sir,” he says. With no time to protest Val's self-
impasad high rank, Adam welcomes him to the team.

As the fight continues, Rachel nolices that the
Strik 'Mechs are reaching critical heat levels while the
Clan 'Mechs continue to function al normal efficiency. As the
other Strikers realize that Adam’s plan has backlired, the
Clanners close in for tha kill.

Suddenly, FedCom DropShips land behind the Clan lines,
Martinez's battalion has arrived in the nick of time. As Kristen
Redmond prepares to engage the new foes, she receives a

transmission from Star Colonel Malthus
demanding that she cease her unauthorized
campaign at once. When she asks on whose
autharity he makes such demands, Galaxy
Commander Chistu appears on her screen and
informs her that he gave no clearance for this opar-
ation. The Clan forces begin their retreal.

Later ...

The Kwaidan, loaded with the Strikers and their '"Mechs,
lifts off. Adam gazes thoughtfully out of the viewport in
his quarters as the plangt Dustball shrinks inta the dis-
tance. It's still a long way to Somerset, but thanks to infar-
mation gained from Martinez, he now knows that his brother
Andrew is still alive, and he is more determined than aver to

find him.
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EPISODE 3:
WARRIORS OF
LIGHT AND STEEL

ROMULUS

On the idyllic world of Bomulus, a planet of fertile earth and weli-tilied fields,
the 1s! Somerset Strikers prepare to fight their Clan enemies. Using Star
League-era training facilities belonging to the Romulus Militia and overseen by &
retired militiaman named Ben Hartmann, the Strikers do mock battle against
holographic foes—but the unit's fragile camaraderie quickly breaks down under
fire as every MechWarrior fends for himself. Ciro Ramirez briefly rallies the
troops using tactics thal were wildly successful against Draconis Combine
'Mechs. Unfortunately, the holographic enemy 'Mechs are fighting Clan-style,
and the 1st Somerset Strikers are "destrayed” in minutes. Adam Steiner's
prospects for welding his motley group of recruits into a disciplined, unified fight-
ing force do not look good.

Meanwhile ..

A Clan Jade Falcon WarShip moves into position high over Romulus. Flush
with his recent victary aver the planet Wotan, Micolai Malthus orders his troops
to prepare for a combat drop—another conguest awaits them on the tranquil

world below,

Down on Romulus ...

Franklin Sakamoto takes the DropShip Kwaidan to Remus Spaceport for
supplies, landing at the port just as Clan OmniMechs rain down from the sky.
The Romulus Militia immediately engages the attackers, but their machines are
no match for the Jade Falcon OmniMechs. As the Clan 'Mechs cut a deadly
swath through the planet's defenders, Remus City erupts in panic. Captain
Frestadt attempis to warn Major Steiner of the Clans® arrival, but the Clans have
destroyed the planet's communications satellite and Frestadt cannot get through.
Both he and Lieutenant Fachel Specter, aboard the JumpShip Katana, keep fry-
ing to warn the Strikers, but to no avail.

At the samea tima ...

The Sirikers saddle up and begin another training exercise, but Adam
aborts it when he cannot get through to Rachel. Seconds later, the Strikers see
plumes of smoke rising in the distance from the embattied spaceport. They head
toward the port, but Clan Elementals in battle armor suddenly land in front of
tham and bar their way. Eager to get off the first shot at them, Ciro rushes ahead
of his fallow Strikers, convinced that these armored Clanners are no match for a
BattleMech. He soon leams otherwise; several of the Elementals swarm over his
Wolfhound, attacking its leg joints and bringing the giant machine crashing to the
garth. Several more Elementals attack the rest of the Strikers' 'Mechs-—their
leader. Star Commander Natalya, claws her way into the cockpit of Hawk's
Mauiar, Hawk fires his laser pistol at her, but the shots bounce harmlessly off her
battle suit. Tiring of the game, Natalya reaches out with her armored talons and
crushes the gun's muzzle like a beer can.

Kylie turns the tables in the Strikers' favor, buzzing low over Ciro's fallen
Wolfhound in her Banshee fighter and sending the Elementals diving for cover.
Ciro's machine regains its feet, and he goes to the aid of his embattled com-
rades. The Strikers force the Elementals to retreat; but bafare the unit can savor

-i‘ﬁ sm ﬁﬁmm——nu mmw--
for the Clan invaders that we have overlooked.
‘Though Remus Spaceport is not a military installa-
tion, it would nevertheless m:mm

tion for the enemy—it is large and well equipped
‘enough to handle the heavy ship traffic needed to

move vast stockpiles af muliﬂan materiel, and

such to Romulus. With such stockpiles in place,

Clan Jade Falcon can easily turn Romulus into a
staging base for further planetary assaults in the

region. In addition, the first of Romulus's two year-

by harvests is almost at hand. At best, the Clan con-

quest of this planet will disrupt food supplies in

many parts of the Federated Commanwealth; at

worst, food grown by Commonwealth citizens will

go to feed the invaders. For those among you who

do not see foodstuffs as a militarily important

resource, let me remind you of the famous dictum

that “an army travels on its stomach.” | believe we

cannot allow the fertile fields of Ramulus to fall

into Jade Falcon hands.

In light of the threat, | strongly urge you to
send troops to reinforce the Romulus Militia. We
must be prepared to fight a brief but decisive
engagement to limit collateral damage—the city
surrounding the spaceport is large and densely
packed, and so any long drawn-oul battle will
cause unacceptably high civilian casualties.

| urge you not to spend too much time debat-
ing vour caurse of action; the survival of Romulus
may depend on a swift response.

17



are inferior to mnHme

troops are both true and
false, because thl ‘Inf&rfﬂr"

“Clan mmmfs are sﬁ[l far

superior to many of aur own
best fighting forces. Garrisan
units are largehy mnpusnd of
wiarriors past thirty years of
age who have not achieved
enough battlefield glory to
win a “Bloodname,” a covet-
ed prize among the Clans.
These warriors are known as
“solahma.” a word for which
| know no exact translation,
but which seems to mean old
and useless. The Clans con-
sider garrison duty demean-
ing, and unfit for a true war-
riar, and they reserve the task
for solahma units—second-
rate soldiers who are of no
use in any other capacity,
except as cannon fodder.

It is interesting that the
Clans consider the refatively
young aga of thirty 1o be old.
Simply because of their fail-
ure to attain distinction in
combat by a certain age,
large numbers of able sol-
diers are relegated to the
sidelines by the label "solah-
ma," and the Jade Falcons
cannot benefit from their
skills ar experience. The
concept of the solahma war-
rior indicates a cultural bias
toward short-term thinking,
which we may be able to
turn 10 our advantage.

EPISODE THREE

its victory, Kylie spots wave after wave of Clan OmniMechs marching toward them.

The Clan machines swiftly surround the Strikers’ "Mechs, herding them into the shadow of
the rocky ridge on the Romulus Militia’s training ground. Knowing that the Strikers can't possibly
take on the Clan 'Mechs and survive, Adam challenges Nicolai's forces to fight him single-hand-
gdly. Malthus accepts the challenge, and the OmniMechs close in for the kill. Adam swings his
'‘Mech's ax into the rock face behind him, and then jumps away. The rock face crumbles, sending
a shower of boulders crashing down on the OmniMechs. Taken by surprise, the Clan "Mechs
dodge and fire until they have reduced the avalanche to a pile of smoking pebbles. In the confu-
zion, the Striker 'Mechs make their escape,

That night ...

The Somerset Strikers go to ground at Ben Hartmann's farm, hiding from the Clan forces while
they repair their battle-scarred machines. Ciro, still smarting from the humiliation of retreat, demands
to know why Adam ordered the unit to run. Unable to take out his anger an the Major, Ciro picks a
fight with Val. Hawk and Adam break up the brawl, and Hawk comments disgustedly that "all the
Clans gotta do to win is leave us alone with each other.”

At Aemus Spaceport, a Clan solamha unit led by the aging Pytor boards the Kwaidan and
damands to see ils cargo. Smiling and affable, Franklin Sakamoto and Caplain Frestadt lead their
Clan captors fo lhe cargo bays. Unnoticed by the boarding party, Franklin triggers a secret comm
signal; in the cargo bay, false wall panels slide down over the fighter bays and the compartments full
af "Mech weapons and ammo. When the Clan forces reach the cargo bays, they see nothing but a
vast empty space. Annoyed at their failure to discover anything that might make their "conquest”
more glorious, Pytor and his forces pack off Franklin, Captain Frestadt, and the unit's mechanic,
Patch McGuirs, to a refugee camp where they will undergo suitable “re-education.”
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Later ...

After tracking the Strikers to the Hartmann's farm, Malthus and his troops
demand that the Inner Sphere warriors come out and face them. As the
COmniMechs raze their home all around them, the Hartmann family flees into the
darkness. The Strikers fight a desperate, losing battle against the Jade Falcons
until Adam Steiner gets a crazy idea. Noticing that the Clan 'Mechs always
engage the Strikers one-on-one, he orders the Strikers to assemble in parade for-
mation. The Clan 'Mechs line up opposite the Strikers, but before they can fire a
shot, Kylie's Banshee bathes them in flaming jet exhaust. One Clan "Mech over-
heats and explodes, forcing the remaining Clan machines o back off,

Befora the Strikers can follow up on their brief advantage, they see more -

Clan OmniMechs marching toward them. Knowing they are beaten—at least
for now—the Strikers begin to retreat. As they move out, they see the
Hartmanns running right into the path of Nicolai Malthus's Thor, Without think-
ing, Ciro throws his Wolfhound toward the huge Thor, crashing into it and
sending it reeling away from the Hartmanns seconds before it would have
crushed them beneath its armored foot.

Adam staris to go to Ciro’s aid, but too late. The Clan reinforcements—all five
OmniMechs—converge on Cire's Wolfhound, covering it in laser fire. Within min-
utes, the Wolfhound explodes, with Ciro apparently still trapped inside. Stunned
and shocked at the loss of their comrade, the Sirikers pick up the Hartmanns and
retreat toward the disused mine tunnels nearby.

Hours later ...

As dawn breaks over the charred remnants of the Hartmann’s farm, a bruised
and battered Ciro forces open his escape pod and falls to the ground. He begins
to drag himself away from the pod, but he has barely gotten a few yards when the
sound of malicious laughter stops him. He looks up to see Nicolal Maithus stand-
ing over him and realizes that he has become a prisoner of Clan Jade Falcon.

'l‘.:bm’.‘ihmmlﬁtms alone in return mr our nmm 1 balieve Ilmdaxtmﬁnnﬂ‘lh!‘
‘satellite may be a mlatm of m mm—pmmmmwm | simdﬂ pro-
| ceed in this maer. : i
Tﬂ: PHEI}EHTDR ROCHELLE MIDIIE'#S
FROM: PRIMUS MYNDD WATERLY

You are to take no action agalnst the Glans. The destruction of the satellite doss
not constitute a violation of the agreement, as Romulus's HPG stations are still intact.
A minor disruption of local service is not worth creating an incident—under the cir-
cumstances, even a formal complaint is inappropriate.

You can best serve the interests of ComStar and Romulus by refraining from pub-
licizing this unfortunate event any further.

EPISODE THREE

ing with reserve nfﬁoer’s pay. His position alsa
enables him to keep piloting a ‘Mech—like many
MechWarriors, Captain Hartmann seems to have
"BattleMach fever” in his blood. He appears
deeply attached to his home, and his maoral con-
victions will make him fight hard against a
remorseless enemy such as Clan Jade Falcon. In
effect, the Clan conguest has provided Hartmann
with a “good war” to fight for the well-being of
his planet and his family.

| have taken preliminary steps to discover
Captain Hartmann's whereabouts on Romulus. If
he is still alive and in fighting shape, | believe he
will serve our purposes well.
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The .Jmu Falcons! mmntm ta uw :
in whulmm slaughter, ncmtns!ud with the
- Smoke Jaguars’ apparent bloodlust, shows.

clearly that the Clans are not the monolithic
entity we have believed them to be; in fact,
they are quite different from one another in
soma ways. What we have learned of them
suggests that each Clan will deal with rebel-
lion in its own way, and that most will be
inclined to show the lenience of the Jade
Falcons rather than the Smoke Jaguars® sav-
agery even though their reasons may be
quite ditferent,

EPISODE 4:
RETRIBUTION

ROMULUS

Its militia defeated and all but destrayed, Romulus lies under Clan occupation. Only
a handful of militia Mechs escaped into the hills to join a few of the 15t Somerset Strikers
in hiding. The Strikers are in disarray—their DropShip and crew have been captured,
their JumpShip cannot contact them, and one of their MechWarmiors is apparently dead
in battle. The four remaining Strikers—Major Adam Steiner, Kate Kylie, Captain “Hawk™
Hawkins, and Val Ryder—have taken refuge in abandoned mine tunnels while they plan
their next course of action. Cut off from their JumpShip and tactical officer, out of ammu-
nition, and without transport offplanet, their options look distressingly limited.

Ben Hartmann offers to help the Strikers replenish their ammunition. He knows the
old mine shafts like the back of his hand, he and can lead them through the underground
maze to a munitions dump where they can stock up. Adam agrees to the mission, but he
sends Kylie off in her Banshee to find the JumpShip and somehow restore communica-
tions with Lt. Rachel Spacter. Adam, Hawk, Val, and the few remaining MechWariors of
the Romulus Militia saddle up and follow Ben Hartmann through the rocky maze.

Meanwhila ...

Nicolai Malthus is having a wonderful war. His latest larget lies vanguished, he
has made Ciro Ramirez his bondsman, and his recantly-demaoted rival, Star Captain
Kristen Aedmond, has arrived on Romulus to begin a humiliating stint of garrison duty.
He orders his own troops to prepare for departure, eagerly looking forward to the new
challenges awaiting him. Star Commander Pytor, an older warrior with greater experi-
ance and sharper instincts than Nicolai, tries to wamn his commanding officer that the
DropShip Kwaidan and its crew are more than the simple merchants they seem—but
Nicolai, dreaming of new worlds to conquer, rudely refuses to listen to an "old man's
opinion.” He orders the DropShip crew taken to a re-education camp, and washes his
hands of tham.

In orbit ...

Kylie reaches the JumpShip Katana and tells Rachel what's been happening
planetside, Rachel is shocked and saddened to learn of Ciro’s death; though arrogant
and unpleasant, he was a fellow Striker. Using equipment from the JumpShip and
from Kylie's Banshee, Rachel starts rigging a makeshift comm system inside the fight-
er. Once it's in place, she and Kylie can take the Banshee close enough to Romulus to
establish a direct link to the spaceport and the training ground, where they expect 1o
find at least some of their missing comrades.

Down on Romulus ...

The Strikers and the militia MechWarriors reach the munitions dump, but Adam
spats a patrol ot Elementals guarding it. He and his fellow MechWarriors melt back
into the tunnels to lay a trap for the Clanners. Elsewhere on the surface, Franklin
Sakamoto pulls off a daring takeover of the cattle truck transporting him and his fellow
crew members to the re-education camp, He turns the truck around and speeds
toward the spaceport, determined to liberate the Kwaidan from Clan hands.

Aboard the Clan WarShip ...

Ciro gets his first taste of life as a Clan Jade Falcon bondsman. Browbeaten,
shoved around, and insulted by his captors, he refuses lo betray the Somerset
Strikers' location and strength. Malthus assigns him to latrine duty.
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*First of all, a captive is only made
a bondsman if the Clans perceive him
to be of some worth. Someone they
intend to keep as a mere slave, or an
ardinary prisoner of war would not be
given the dignity of a bondsman’s sta-
tus. A bondsman becomes a member
of the laborer caste, the lowest class
of workers, of the Clan that captured
him. By working hard, proving himsel
conscientious, and showing an apli-
tude for greater things, a bandsman
may eventually earn a position in the
higher castes—as a merchant, a tech-
nician, a scientist, even a warrior.
Though it may pain you to hear
this, Phelan will most likaly follow in
the footsteps of many bondsmen and
become an accepted member of Clan
soclety, If this happens, please try not
to think of your son as a traitor. |
believe he will continue to strive for
what is honorable and right, and in
doing 5o will aid the |nnar Sphere in
ways wa cannot yet imagine.

Meanwhile ...
At the munitions dump, Adam fires at the Elemantals and then flees into the mine tun-

nels, forcing them to pursue him. His Axman and the other "Mechs lead the Elementals on a
merry chase through the underground maze, drawing them into a cavern where a militia
Wolfhound stands loaded with explosives. One of the militiamen triggers this improvised
bomb, causing a section of tunnel to collapse and burying the Elementals under a pile of
rocks. Adam and his fellow MechWarriors run for the munitions dump—with the Elemental
guards penned up underground, the stores of ammo are ripe faor the taking.

Franklin and his fellow crew members reach the spaceport, anly to see Clanners
swarming over their DropShip, Almaost to himself, Franklin comments that "getting past them
would require an army.” Patch asks if he intends to pluck one out of thin air—and his sar-
castic words give Franklin a crazy, brilliant idea.

Later ...

Adam leads the fully loaded Striker "Mechs through the mine tunnels toward the space-
port. When Hawk asks if he’s sure he knows what he's doing, Adam replies that he doesn't
intend to lose the DropShip crew the way he lost Ciro. The "Mechs come up to the surface
near Ben Hartmann’s devastated farm; Adam spots Ciro's fallen Wolfhound and is puzzied
by the lack of escape-pod wreckage. Before he can speculate any further, missile fire cuts
through the air. More Clan Elementals have arrived 1o take down the Samerset Strikars.
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mﬂmm-rﬁﬂﬂus
are not in real combat.

‘operating the facility. | have informed
them of your prionty needs, and |
know they will give your unif @5 much
help as possible. if | can be of addi-
tional assistance, please et me know.
Also, please convey my best wishes to
the Archon when you next see her.

In short, ?ﬂlﬂ'.
mmmummmmmmﬂmm.'

The Romulus Militia is nurrmtlj.r'

Elsewhere ...

Franklin, Patch, and Frestadt reach the deserted fraining facility. Its power has been
shut off, and Patch goes to work restoring it while Franklin and Frestadt try to figure oul
how the holographic-imaging systems waork. Patch succeeds in powering up the systems,
and suddenly the three men hear Rachel's voice over the comm line. Startled but relieved
to have tracked down at least some of her fellow Strikers, Rachel gives Franklin a few sug-
gestions for firing up the holographic imaging. Between them, the Strikers figure out the
right password, and dozens of phantom "Mechs pop up on the training field.
MNear the spaceport ... *

Adam and his fellow MechWarriors-have held their own against the Elementals, but
can't seem to turn the tide in their favor, Without warning, the Elementals break off the
attack and bound toward the training field. Taking advantage of this unexpected distraction,
the Striker 'Mechs head toward the spaceport, only 1o run straight into a contingent of Clan
"Mechs led by Star Captain Kristen Redmond. As the Strikers gird for renewed battle, the
Elementals back at the training field realize thal they have been batiling ghosts. They set
off in pursuit of the Strikers, catching up ta them within minutes.

Redmond calls off the Elementals, preferring 1o defeat the Strikers herself. In quick suc-
cession, she takes down Val's Centurion and Adam's Axman, Hawk stops his Mauler to
pick up Val, who crawls out of his totalled "Mech and climbs up on the Mauler's leg, Just as
Redmand lines up her sights on the Mauler, Adam raises his fallen 'Mech to a sitting posi-
tion and fires a salvo of missiles at the fragile knee joint of Redmond's Vulture, The joint
blows apart, sending the Vullure crashing to the ground. Adam wrestles his Axman back to
its feet, and the two remaining Striker 'Mechs dash for the spaceport. Long before they
reach It, they see the Kwaidan blasting off. Hawk begins to curse Franklin Sakamoto and
the Dracs for their treachery, when suddenly a huge shadow blots out the sky above them.
Hawk looks up to see the Kwaidan, coms to rescue them from the pursuing Clan "Mechs.

At Remus Spaceport ...

The surviving ‘Mechs of the Romulus Militia surround Kristen Redmond's DropShip,
dumping explosives all around it. From a safe distance the militia MechWarricrs trigger the
explosives, and the DropShip blows up in a huge fireball. Meanwhile, the Kwaidan docks
with the Katana, The Strikers board their JumpShip and prepare to depart, confident that
the armed and rebellious citizens of Hemus City will be a constant thorn in the Jade
Falcons' side.

Hours later ...
The Kafana receives a holovid transmission from Nicolai Malthus's WarShip. Owver a

horritying image of Remus City reduced to blackened rubble, Malthus intenes, "These are
the wages of those lesser castes wha dare take up arms against the rightful rule of trueborn
Clan warriors. Any further resistance will meet the same fate." Shocked and furious, the
Strikers contemplate the destruction, knowing that only orbital bombardment could have
done so much damage. After a few minutes, Adam sends a stinging reply to the Jade
Falcon WarShip, "My unit was responsible for the uprising on Romulus. If Star Colonel
Micolai Malthus has a guarrel with me, let him take it up personally.”
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ERPISODE 5: TRADE SECRETS

TWYCROSS

The 1st Somerset Strikers
have lost their first member, Ciro
Ramirez. Though Major Steiner
found no hard evidence to prove
Ciro's death, neither did he find
his downed compatriat, and so
the unit holds a memaorial service
to honor Ciro's sacrifice.

As a matter of fact ...

lsorla of Clan Jade Falcon;
beaten, but not defeated Ciro
Aamirez puts his military training
to good use and escapes from
his prison in the bowels of the
planet Twycross. Nicolai Malthus
recaptures Ciro and reveals that
he hopes as fervently as Ciro
does lhat Adam Steiner will
mount a rascue mission—but for
very different reasons.

On the
DropShip Kwaidan ...

Adam Steiner proposes to
steal technology from Clan Jade
Falcon by conducting a comman-
do raid on its most recent target,
the planet Twycross. When he
announces [he strike team and
assigns Rachel to her usual task of coordinating the attack, Rachel loses her temper, angry at being relegated once again to a sup-
port role.

The Kwaidan begins its descent through the atmosphere of Twycross, and Kylie takes a Banshee out 10 scout a path through the
storm that Adam plans to use to cover the ship’s landing. She crash-lands on the planet's surface. Following her trajectory, the
DropShip makes a rough but safe landing, and Dr. Nakamura, Hawk, and Adam retrieve Kylie from her damaged fighter. Dr. Nakamura
subsequaently pronounces the young pilat unfit for further duty. When Kylie iries to protest, Dr. Nakamura adminigtars a medipatch to
put Kylie to sleep. Valten Ryder, hanging about as always to check on the welfare of the female members of the unit, finds it fascinating
that the patch induces sleep so quickly by altering brain-wave patterns.

When Franklin Sakamota protests Adam's cavalier treatment of his DropShip, Adam brushes off his complaints, and so Franklin
privately vows 1o protect the Kwaidan himself,

As Adam and Val don desert-commando gear, Rachel joins them and begins suiting up. When Adam protests that she is mast
valuable in her capacity as TOO on the ship, Rachel silences him by quoting his own credo, “Specialization is the way o defeal.”

On the planet Twycross ..

Val Adam, and Rachel trudge through a long, deep valley and emerge at the edge of a wide plain, where they see the
Twycross Militia making a valiant stand against the Falcon's Claws led by Nicolal Malthus. The three Strikers use the battle as cover
to make their way across the plain. After easily defeating the militia, the Clan unit returns o its base, and the raiders track the
'Mechs by their heat signatures, which suddenly disappear. Val's ofthand remark about the machines simply sinking into the ground
reminds Adam that the Twycross Militia did maintain an underground base in the general vicinity. They scan for the base entrance,
but when they find it and move toward it, all three quickly sink below the surface of the sand.
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Meanwhile ...

Galaxy Commander Vandervahn Chistu congratulates
Star Colonel Nicolai Malthus on his capture of Twycross and
orders him to turn over garrison duties to Star Captain
Kristen Redmond. Malthus takes advantage of this opportu-
nity to taunt Redmond with her failure to hold the planaet
Romulus by asking Chistu for further time to ensure that
Twycross will not suffer the same difficulties. Chistu grants
Malthus an additional 48 hours on the conquered world, time
that Malthus hopes will bring the 1st Somerset Strikers into
his grasp. .

On the surface ...

The wind smooths all signs of the three Strikers’ presence.
A minute or two later, an explosion below the surface creates a
small depression in the sand. The Strikers drop into the under-
ground base through a large tear in the roof of the complex,
created by a shaped charge sel by the ever-resourceful Val,

Meaeanwhlile, on the Kwaidan ...

Hawk surprises Franklin in the act of appropriating a
crate of explosives from the "Mech bay. Whan Hawk ques-
tions his actions, Franklin stands on his dignity and faces
down the older MechWarrior. Hawk returns to the innards
of his "Mach, and Franklin takes off with the crate, a secre-
tive, satisfied smile an his face., A short time later, dressed
in desart commando gear, Franklin climbs out of the
DropShip through an escape hatch carrying a rucksack
containing the crate of explosives. He sets out in the direc-
tion in which the raiding team headed, planting charges
every fifteen meters along the sides and floor of the pass
and priming the detonators.

Back in the Clan's underground base ...

Val, Rachel, and Adam work their way deeper into the
base and locate the operations center. Yal takes care of the
solitary guard by stunning him with a medipatch, and Rachs|
quickly accesses the computer files. She finds the armary
almost immediately, but continues feeding commands inlo
the computer just a few seconds too long., Adam and Val
step out of the ops center to secure the corridor for their next
maove, but the Clan guard finally shakes off the effects of the
patch and orders Rachel to cease and desisl. Reacling
instinctively, Rachel fires a flash grenade at the guard that
knocks him down but also sets off every alarm in the base.
Rachel apologizes far her foolish action as the trio runs
down a corridor, but har companions stop listening when
they find themselves surrounded by the business ends of
countless laser rifles.

Micalai Malthus informs Ciro that the Clans have cap-
tured Major Adam Steiner and two other Strikers, then con-
tinues to undermine Ciro's loyally to his unit by implying that,
in comparison, the circumstances under which the Clan cap-
tured Ciro showed Ciro’s basic superiorily. Malthus then
goes to lord it aver his newest isorla, arriving in the midst of

mutual recriminations between Adam and Rachel Rachel
stops Malthus in mid-gloat by signaling the main computer to
activate the virus she downloaded during the few minutes
she had access to the system.Seconds later, the virus shuts
down every part of the base. Val, Rachel, and Adam make a
run for it, taking advantage of the confusion to hide them-
selves in the ceiling until the soldiers searching for them
pass by.

Outsida the armoary ...

The only obstacle still standing between the Stnkers and
their goal is the Elemental named Matalya. The team eventu-
ally subdues her with multiple medipatches, {hen opens the
door to the armory to reveal a long row of Toad suits. Val,
Adam, and Rachel each climb inte one, and the faceplates
automatically close. When Val wishes out loud for a salvo of
shart-range missiles to scatter the guards floading into the
armaory, the Strikers discover that the suits function on voice
command. The trio clomps through the door toward an eleva-
tar. While they wait for it, both Malthus and Kristen Redmond

arrive |eading five Elementals each and lay claim to the

Strikers as jsorla. Adam and Rachel fire their lasers above the
Falcons' heads, burying them in sand.

The Strikers use the suits’ jump jets to rocket up the ele-
vator shaft and break through the surface, then jJump again to
escape the OmniMechs waiting for them, They land in the
pass they traversed to reach the base. Five Clan Elementals
land in the pass in front of them. Suddenly, Hawk's Maufer
appears behind the Clan toads. He effectively turns their
attention away from Val, Adam, and Rachel, but when he
fires his laser cannon, the pentaglycerine planted by Franklin
explodes and buries the Mauwler under half the wall of the
pass. Franklin launches the Banshee, using it to blast the
Elementals away from Hawk and then clear away the boul-
ders holding the 'Mech down.

Val, Hawk, Adam, Rachel, and Franklin return safely to the
Kwaidgan, and Captain Frestadt immediately liits off in order to
shake the Elementals clinging to the ship. In recognition of his
newly revealed skills, Major Steiner invites Franklin Sakamoto
to join the 1=t Somerset Strikers.

inaida the undearground bass ...

Malthus taunts Ciro with the fact that the Strikers made no
attemp! ta rescue their fallen comrade. When Ciro retorts that
the long-departed Star Leagus Defense Force will surely return
to punish these invaders, Malthus replies, "We are the descen-
dants of Keransky!™

After delivering this stunning line, Malthus returns to his
command center and recelves a transmission from Galaxy
Commander Chistu, who sarcastically congratulates him on
being the first to hand aver the Clan's technological edge to the
Inner Sphere. Kristen Redmaond taunts Malthus for falling victim
to an un-Clanlike personal vendetta, and Nicolai Malthus
swears to make Adam Steiner pay for this insult,
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ERPISODE 5A:
NO GUTS,
NO GALAXY

TWYCROSS SYSTEM

Having escaped from the Clan forces on Twycross with the
valuable prize of three Toad battlesuits, Adam Steiner reports
to Archon Melissa Steiner-Davion on the progress of the
Strikers' mission. Meanwhile, Micolal Malthus faces the fury of
Galaxy Commander Chistu for not only having allowed the
“Inner Sphere barbarians” to steal Clan technology, and alsa for
obsessing over the destruction of one unit while all the olher
Jade Falcon commanders are taking planets and winning glory
far their bloodlines. A seething Nicolai swears that Adam
Steiner will pay dearly for his actions.

Aboard the JumpShip Katana ...

Captain Frestadt jumps the Kwaidan and the Katana
through hyperspace to the relative safety of the Butler sys-
tern. Adam begins his report to the Archon, while Rachel
examines the captured Clan battle armor. She and Adam
bath know that unlocking the secrets of the armored suils
may he the Strikers'—and the Inner Sphere’s—only hope
against the Clan enemy.

Meanwhile, aboard the Falcon's Nest ..

Malthus attempls lo deflect Galaxy Commander Chistu’s
rage by reminding him that the Inner Sphere barbarians are
exactly that—barbarians. By Clan standards they lack all
honor, and Adam Steiner is the most dishonorable of them all,
Malthus insists that the honor of Clan Jade Falcon requires
him to go after Steiner and make an example of him. To bol-
ster his argument, Nicolai shows his superior a little judicious-
ly chosen battle footage ...

Flashback to ...

The Falcon's Nest moves into orbit over the planet
Somerset. Nicolai Malthus, eagerly anticipating his first battle
in the reconguest of the Inner Sphere, issues a proud chal-
lenge to the planet under his ship's guns, “l am Star Colonel
Micolai Malthus of the Falcon's Claws! What forces stand
ready 1o defend this planet?" When the ranking military officer
on Somersel—Commander Andrew Steiner of the Somerset
Military Academy—responds with a mixture of defiance and
contusion, Micolai angrily demands to know whether Andrew
is refusing his batchafl “Refuse your what?" Andrew replies.
A furious Micolai warns Andrew to prepare to face the wrath
of the Falcon's Claws—then the transmission winks out.
Minutes later, the Jade Falcons descend in force on the light-
ly defended planet.

Weeks later, in the rural heartland of the planet Romulus,
Micolal Malthus leads a Star of 'Mechs toward the Hartmann

family's quiet farmstead. Stopping his own 'Mech near the farm-
house, he calls for the Somerset Strikers to come oul of hiding,
threatening to kill the Hartmanns unless the Strikers comply.
Ben Hartmann steps out from behind an AgroMech with a mis-
sile launchar on his shoulder. He fires at Malthus's Thor. The
shot does no damage—but the sight of a “labor caste drone”
attacking Clan warriors enrages Malthus. He orders his fellow
Clanners to destroy the farmstead. As they launch their attack,
the Strikers emerge from hiding and engage them in battle.
Back aboard the Katana ...

Continuing his intelligence report to the Archan, Adam
tells her that the key to defealing the Clans ligs in using their
own technology against them—particularly the armored battle-
suit, which has turned the tide of many a recent battle in the
Clans' favor. To drive home his point, he shows some alarm-
ing battle footage, ...

Flashback to ...

Ten Clan Elementals in battle armor march through the
disused mine tunnels on Romulus, searching for the fleeing
‘Mechs of the Romulus Militia and the 151 Somerset Strikers.
They stride into an open chamber, spy a disabled Wolfhound
‘Mech, and swarm over it. The 'Mech, boaoby trapped with
explosives, blows up and sends the Elementals flying. After
several seconds, the downed Elementals struggle to their feet
and continue their march, virtually unscathed by the impro-
vised bomb.

Segue to ...

Adam, Val, and Rachel drop silently through the roof of the
underground military base on Twycross. They evade the Jade
Falcons' notice long enough to find out where the Clanners’
weapons and armor are stored but are captured before they get
any further. Unknown to the Clanners, however, Rachel has
injected a virus into the base's computer system. As Nicolai
Malthus gloats over the captive Strikers, Rachel uses the com-
puterized gear she is wearing to trigger the virus. Lights, door
locks, and all other systems shut down tempaorarily, and in the
confusion the Strikers escape. They swiftly make their way 1o
the armary, climb into empty Toad suits, and battle their way
out of the Falcons’ clutches.

Back aboard the Falcon’s Nest ...

Galaxy Commander Chistu, unmaved by Malthus’s argu-
ments, reprimands him sharply for the loss of the battlesuits.
Malthus points out that the Somerset Strikers have no idea how
to use the Clans' sophisticated enhanced-imaging targeting
system, and so the purloined armor is useless to them.

On baard the Katana ...

Adam continues his report, telling the Archon that the
Strikers have also downloaded several Clan technical files from
the Twycrass base. Using this information, Federated
Commonwealth weapons designers can create BattleMechs on

29



EPISODE FIVE A

a par with the powerful and deadly Clan machines. Just then,
Rachel interrupts him, saying she has found something.

Adam watches one of the vidfiles that Rachel stole from
the Clan base. It shows the battle for Somerset from the point
of view of the Clan "Mechs that fought it. Every image, from
BattleMechs to buildings, appears in the computer graphics of &
remarkably sophisticated imaging and largeting system. As
they watch the footage, Rachel recognizes one of the buildings
as Somersel Academy. A Wollhound steps into view, and
Adam recognizes it as his brother Andrew's 'Mech. Adam
watches in anguish as Malthus's Thor blows the Wolthound
apart, limb by limb.

Back aboard the Falcon's Nasat ...

Playing his last trump card, Nicolal tells Chistu that his pur-
suit of Adam Steiner and the Somerset Strikers has gained the
Clan something of immense value: Malthus's new bondsman,
Ciro, a skilled Inner Sphere warrior whose family was honored
by the revered General Aleksandr Kerensky himsell. Malthus
boagts that Ciro will prove an able Clan warrior and an invalu-
able asset against the soldiers of the Inner Sphere, particularly
against Adam Steiner—Ciro understands Inner Sphere trickery
and has unmatched insight into the way Adam Steiner's mind
works. With Ciro's help, Clan Jade Falcon need nao longer fall
prey to the deceptive taclics of Inner Sphere warrlors.

On board the Katana ...
Adam asks the Archon to convey his condolences ta Ciro's

parents on the death of their son. Despite the loss of a valued
member, he reports, the 1st Somerset Strikers are shaping up
as a viable team. Even Franklin Sakamoto, whose flerce loyalty

to the Draconis Combine and strong distrust of the Federated
Commonwealth made him a chancy ally, has fully thrown in his
lot with the Strikers, Indeed, Sakamolo is proving lo be a man
of many valuable and unsuspected lalents. ...

Flashback to ...

In a deep rift on Twycross, Hawk's Mawler stands buried up
to its shoulders in sand and rocks. Clan Elementals advance on
the helpless BattieMech, firing as they go. Suddenly, a
Banshee fighter streaks into view and begins firing on the
Mauler. Frightened and furious, Hawk demands to know whal
the crazy pilot thinks he's doing, Franklin Sakamoto's voice
crackles over the comm line, *| believe, Hawk-san, that | am
saving your life.” The fighter's lasers blast away the rubble,
freeing the imprisoned "Mech. His machine's arms no longer
pinned, Hawk fires the Maulers guns at the Elementals as the
Banshee flies away.

Adam concludes his report ..

Using battle footage, Adam reports his unit's materiel
losses lo the Archon. On Twycross, an avalanche buries the
Mauler and a powerful hit from a Clan 'Mech sends Adam's
Axman ta the ground. Both 'Mechs are severely damaged,
as is one of the unit's two Banshees. Val's Centurion and
Cira's Wolfhound were both completely destroyed. “If we are
to continue this mission,” Adam says grimly, “we will require
new supplies." Later, Rachel asks Adam how they can possi-
bly retake Somersel if the Archon does not give them the
new equipment they need, "One way or another,” Adam
declares, "we're going to beat Malthus and take back our
homewarld!"
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EPRPISODE &:
PROTECT
AND SURVIVE

BUTLER SYSTEM

While recharging the Katana's jump drive in the tranquil Buller sys-
tem, the 1st Somerset Strikers receive a message from the FedCom
JumpShip Strongbow. One of the Strongbow's DropShips, the Hejira,
has gone AWOL and is heading the Strikers’ way. Adam goes out in &
Banshee ta investigate, with Cadet Kylie still healing from injuries she
suffered in the raid on Twycross, Adam has no cholce but to take
Franklin Sakamato as his wingman,

Adam hails the errant DropShip, identifying himself as an officer of the
armed Forces of the Federated Commonwealth, He receives no reply.
Suddenly, Franklin sees the DropShip training its laser cannon on Adam’s fight-
er, He shouts a warning and fires at the DropShip, destroying the cannon. The
DropShip opens fire with its remaining weapons, buffeting both Banshees with
near misses. The voice of Galen Cox comes over the fighters’ comm lines,
identifying himself and the ship's distinguished passenger—Victor Steiner-
Davion, Prince of the Federated Commonwealth.

Minutes later ...
The Hejira docks with the Katana, and Adam and Franklin board the

DropShip. When they meet Victor, he explains that he needs their JumpShip to
take him back to the planat Trell |, where the Twelfth Donegal Guards are fight-
ing a losing battle against the Clans, The Twelfth Guards is Victor's unit, and he
refuses to be spirited away to safety while his men are fighting and dying.
Forcibly evacuated from Trell | by Galen, Victor found himself stuck aboard the
Strongbow, whose jump drive needs several weeks’ worth of repairs. Taking
advantage of the situation, Victor persuaded the DropShip pilot, Captain Gray
Stephens, to give him a lift to the Kafana.

Aboard the Kwaidan, Victor sees the three suits of Elemental battle
armor that the Strikers captured on Twycross, He suggesis using them to
infiltrate the Clan forces an Trell |—if he and the Strikers can pull that off,
they can turn the tide in favor of the Twelfth Donegal Guards and beat the
Jade Falcons off the planet, Then the victorious Twelfth can liberate
Somerset, which lies only a shart jump away. Ecstatic at the prospect of
fresing his homeworld, Adam enthusiastically agrees to the prince's
scheme. When Adam tells Rachel his plans, however, she informs him that
the Kafana has just received orders to escort Prince Victor to a FedCom
hase on tha secure world of Sudeten, Disappointed, Adam consoles himself
with the knowledge that he has a week to decide what to do; the Katana will
take at |east that long to recharge its jump drive.

That avening ...
Dressed In a black jumpsuit, Franklin moves stealthily through the

Katana. He freszes against the wall briefly to avoid being seen by Hawk,
who is patrolling at the far end of a corridor. Satisfied that the corridor is
empty, Hawk strides into a turbolift. Franklin steps out of the shadows and
continues his silent progress.

In his quarters, Victar gets ready lo retire for the night. He tells the ever-
suspicious Galen to go get some slesp. Unwillingly, Galen cbeys.

1ST SOMERSET STRIKERS

Agent Speculation: This mm
to be yet anather profile of key personnel in the
FedCom government, most likely compiled and sent |
by a fringe group hoping to influence Inner Sphere
politics. Lack of sophistication in sender's verbal
siyle suggests a Periphery conglomarate or n;mrty
educated operative of a Commonwealth mlzntlm

Current Status of Subject: We have retraced
the careful research conducted when Kommandant
Galen Cox rose to his current position in Davion's
command and have obtained the same results. Na
avidence exists to indicate that Galen Cox is any-
thing but a conscientious, skilled warrior and aide,
deeply loyal to his country and his commander and
determined to serve both to the best of his abilities.
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of two previously warring states could
not survive as a palitical entity. After all,
many times in history marriaga has
proven ingffective as a means of politi-
cal alliance between former enemies;
given that the marriage of Archon-des-
ignate Melissa Steiner to Prince Hanse
Davion led directly to the brutal Fourth
Succession War, it seemed reasonable
at the time to suppose that the pras-
sures of that conflict—despite the fact
that the Federated Commonwealth won
new territory from #t—would inevitably
prevent the alliance from becoming a
working political reality.

After studying the Federated
Commonwealth for the two decades of
its existence, however, | must regard it
as a viable state. Certainly the Archon
and the Prince are strong and able
rulers, and the young heir, Prince
Victor, seems likely to govern as well as
hig illustrious parents. The single ray of
hope lies in two factors that may or may
not become important enough to be of
use to us. First, the current goodwill
between the two halves of the Federated
Commonwealth stems more from the
charismatic personalities and obvious
affection between the Archon and the
Prince than from genuine trust between
their two peaples. Second, Prince Victor
will rule alone over the entire realm—
and already some circles see him as his
father's son more than his mother's. We
can only hope that Lyran discontent
may make itself felt in the next genera-
tion, so that our agents may exploit it
wheraver it anses.

EPISODE SIX

o
.‘ﬂ**:lh i ..

A few hours later ...

The door to Victor's darkened quarters slides soundlessly open, and a masked figure
in black steps inside. The blade of a katana glints by the figure’s side. The intruder creeps
closer 10 the sleeping prince, then raises the blade to strike. Victor wakes up and insting-
tively throws himself to one side of the bed, The katana comes whistling down; its sharp
edge slices neatly through the straps of Victor's zero-G sleep harmess, Victor slips free of
the bed and floats away from his assailant, who takes another swing at him with the sword,
Kicking himself toward the bulkhead, Victor presses a silent alarm, then tums 1o fight. He
grapples briefly with the would-be assassin, but the mysterious figure breaks free and flees,

The assassin charges out of Victor's guarters right in front of a surprised Hawk, who
chases after him. Losing his quarry, Hawk alerts Adam, who orders Rachel to perform an
immediate head count of all personnel aboard the Katana and the Kwaldan. Within min-
utes, Rachel repaorts to Adam that all personnel are accounted for except Franklin
Sakamoto. He cannot be found on either of the Striker ships.

Minutes later ...

Adam, Hawk. Captain Stephens, and Galen Cox find Franklin aboard theHefira,
snooping through the ship's computer. Galen angrily demands to know what Franklin is
doing, but Franklin refuses to say. Stephens enters the DropShip bridge, carrying a black
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mask and a katana that someone tossed down a ventilation shaft aboard the
Hejira. Hawk carts Franklin off to the brig, satisfied that they have caught the
would-be killer—but Adam feels uneasy. Unable to believe that Franklin Sakamoto
would stoop to assassination, Adam searches Franklin's quarters and discovers
that sameone forced open Franklin's foot locker and stole his katana,

In the cargo bay .. .

Hawk finds out that one of the Elemental armor suits is missing. Convinced
that Franklin has something to do with the theft, Hawk charges to the brig and con-
fronts him, demanding to know who he really works for. Hawk threatens Franklin
with a laser pistal; as they grapple for the weapan, it fires into the bulkhead, spark-
ing an electrical fire, Flame-retardant foam pours out of the bulkhead, temporarily
blinding Hawk. Taking advantage of Hawk's predicament, Franklin escapes.

Meanwhile ...

Alarms blare through the Katans's corridors. From inside his quarters, Victor
tries to call Galen 1o find out what is going on. Suddenly the door to his quarters
bursts inward, The assassin stands in the shattered doorway, clad in the missing
suit of Elemental armaor. His voice unrecognizable, the assassin says, “Galen is
indisposed right now. But | have other plans for you, Victor.," He steps inside the
room and opens the suit's visor; a shocked Victor recognizes his would-be killer as
Captain Stephens. Saying that "certain factions in the Federated Commanwealth
prefer a more worthy successor to the throne,” Stephens clases his visor and lev-
gls the laser arm of his suit at the helpless prince. Before he can fire, Adam and
Hawk appear in the doorway with pistols drawn and order Stephens 1o back off. He
turns toward them. distracted; behind him, a second suit of Elemental armor floats
to the deck, The second Elemental fires on Stephens, knocking him down. Adam
and Hawk lunge for Prince Victor, pulling him out of harm's way. The second
Elemental lifls its visar, revealing Franklin Sakamoto, Stephens fires his suil's jump
jets, rocketing out into the corridor,

Franklin chases Stephens into the elevator shaft. Locked in combat, the two of
them fall down the shaft and then burst into the cargo bay. Franklin fires al
Stephens's laser arm, disabling the weapon. Stephens fires his last flight of mis-
siles at Franklin, who leaps out of their way at the last moment, The missiles blow
a hole in the bulkhead. Explosive decompression sucks out into space countless
crates, barrels, and other assarted debris. Franklin grabs a support scaffold with
his suit's claw arm, barely able to keep his grip against the force of the deparing
atmosphere. Stephens, flailing desperately for a handhold, shoots through the
shattered bulkhead and out into space.

Later ...

As a Kwaidan crewman in a Banshee captures Stephens in the fightar's grap-
pling arm, Franklin reveals his reasons for snooping in the Hgjira’s computers. He
was looking for evidence that the DropShip had actually meant to fire on Adam,
and had discovered that someone had programmed the ship to self-destruct upon
tanding on Trell |. When Adam asks why Franklin refused to tell him this before,
Franklin replies caldly, “Would you have believed me?”

Victar thanks Franklin for saving his lite and compliments Adam aon the
courage of his crew, commenting that they'll need that kind of valor on Trell | and
Somerset, Gently, Adam tells Victor that they won't be going to Trell |} the Katana
has orders to ferry Victor to Sudeten and safety. Before Victor can protest, Adam
reminds him that they have a greater responsibility to the Commonwealth than to
any one unit or planet. The Somerset Strikers have gathered quite a bit of intelli-
gence an the Clan enemy; the best way to fight them is to put that hard-won knowl-
edge to good use.
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NTELLIGENCE SECRETRRIAT
INTERNAL MEMO NO. 5632-8

T0: Lieutenant Daniela Mcintyre
FROM: Section Chie! Rober! Cromwell
DATE: July 15, 3050

RE: Trouble brewing?

In answer to your question, I'd say we

~ won't have a problem if we watch for the early

signs and stamp them out wherever we see
them. The real determining faetor in the long-
term survival of the Federated Commonwealth is
Prince Viclor, and on that score | have few wor-
ries. He's bright, perceptive, thoughtful, and
intelligent enough to spot the pitfalls of being the
first ruler of a vast empire that used to be two
independent states. He also cares enough about
both his father's people and his mother's to want
to avoid those pitfalls. Provided the public sees
that commitment in Victor's words and actions, |
think he can keep the realm together against the
separatist agitators who will always be with us.

| agree that the biggest potential problems
are public relations and outside forces beyond
our control, like these damned Clan invaders.
They're cutting a swath through the Lyran half of
the Commonwealth, which might well lead to
fierce resentment, We can't do anything about
that, though, so I'll go on to the PR prablem.

Already, Victor tends to be seen as more
Davion than Steiner, though this isn't yet a liabil-
ity. We'll have to keep it from becoming ane.
People don't yet see him as exclusively Davion;
it's more & vague feeling that he Isn't like the
famous Steiners of the past. If the Lyrans do
start regarding him as Davion rather than
Steiner, we could have major trouble—sa let’s
head it off now, before it happens. Our job, start-
ing now and ongoing after Victor ascends the
thraneg, is to make him seem more like a Steiner
in the eyes of the Lyrans. It is impearative that
everyone in the Federated Commonwealth see
Victar as both Steiner and Davion, and therefore
acting in everybody's best interests. He's fairly
well liked by most people now, and | see no rea-
son why that should change. With a little judi-
clous spin control, we can ensure that Victor's
popularity with all the Commonwealth's people
goes up and stays up.

Let ma know what ideas you have on the
best way to give Victor a Steiner makeover, We
should meet about it soon—say, next week?
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forces are displayed by a simple thought command. As
seen in numerous studies, some dating back to the 20th
century, information overload is a dangerous effect in

high-technalogy equipment, Compared to standard Heads

Up Displays in the Inner Sphere, the sophistication of the
Clan enhanced imaging is amazing. This Clan fargeting
and acquisition system could give us tremendous break-
throughs in the C3 development program.

The hattle computer can easily project its informa-
tion onto & Heads Up visor, but some systems utilize an
implanted neural network. These implants serve as a
wireless neurghelmet as well as the second half of the
enhanced-imaging system. Mot all Clan warriors seem ta
utilize this system. We can assume that, like the Direct
Neural Interface program we worked on in the '40s, the
Clan neural network can cause sensory overload to the
brain. Such an overload can cause permanent nerve dam-
age, insanity, and eventually death. We do not know if the
Glans have found a solution to this problem, but given the
behavior of known Clan warriors with neural implants,
they may well view the benefits of the implants as warth
the risk of brain damage.

EPISODE 7:
IN THE BELLY
OF THE BEAST

WALDORFF SYSTEM

The WarShip Falcon's Nest hangs in space near the Waldorff sys-
tern. Aboard it, Micolai Malthus and Kristen Redmond engage in & fierce
battle, which is watched by the aging Clansman Pytor and Ciro Ramirez.
Though not to the death, the combat is swift and brutal, as both Clan
commanders lash out at each other with electrified Medusa whips.
Fascinated and repelled, Giro asks Pytor why Kristen and Nicolal are
fighting each other. Pytor explains that this battle is a Trlal of
Possession, one method by which the Clans settle disputes. This partic-
ular Trial is over a unigue and valuable new weapon—Ciro.

Aboard the JumpShip Katana ...

As the ship glides into orbit around Waldarff V, Adam and Hawk
break up a miniriot between Franklin Sakamoto, a few Kurita crewmen,
Wal Ryder, and Kylie. Val accuses Franklin of stealing the Strikers' sup-
plies, a charge Franklin angrily disputes. He was, he says, taking nonvi-
tal pieces of equipment to trade for necessities such as food—all within
the scope of his responsibilites as de facto supply officer for the Kurita
ships. Adam briefly calms the hot tempers by reminding them that they'll
soon land on Waldorff V' and replenish the supplies they so desperately
need. The bad feeling between Kurita and FedCom personnel, however,
remains a real danger to his unit.

On Waldarff V ...

The supply sergeant in charge of Waldarff's Quartermaster Depot
refuses to give the Strikers anything without the proper paperwork and
can't be budged by Franklin's bribes or Hawk's threats. A ComStar official
comes looking for Adam, saying that Archon Melissa Steiner has sent him
an urgent massage.

Malissa informs Adam that the 1st Somerset Strikers' intelligence-gath-
ering mission has been suspanded. Instead, they are to fieldtest new equip-
ment made from the Clan technology that Adam and the Strikers appropriat-
ed on Twycross. She gives him permission 1o lake any sleps necessary to
carry oul this new mission, "even if it means going to a planet currently
being held by Clan forces." Overjoyed, Adam realizes that the Archon has
just granted him obligue permission o liberate Somerset,

Meanwhila ...

Adam Steiner is not the only one listening to the words of his Archon,
The Jade Falcons have intercepted the transmission, and Kristen Redmond
listens to it with interest. She comments to Ciro, whom she won from Nicolai
in the Trial of Possaession, that defeating the Strikers and their powerful new
weapons will bring her great glory. When Ciro refuses her demand for his
help against his former comrades, Kristen suggests that the Strikers would
be better off as her captives than as Nicolai's—Nicolai would probably kill
tham all. She, on the other hand, would make bondsmen of them, Of
caourse, she will need the right person to command them and teach them
Clan ways ... and who better than Ciro, who knows his compatriots so well?
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Back at the depot ...

The supply sergeant, suddenly eager to please, shows the Strikers their new
equipment; two BattleMechs and two suits of battle armor. The Awesome and
Bushwacker 'Mechs, as well as the smaller [nfiltrator and Sloth battlesuits, are dead-
lier-looking than any other battlefield machines the Strikers have ever seen. Adam,
lacking a 'Mech while his Axman undergoes repairs, takes the Awesome. He gives
Val Ryder the Bushwacker, assigns Kylie to the Infiltrator, and gives Franklin the
Sloth, answering Hawk’s abjections by pointing out that Hawk is the only Striker with
a functioning 'Mech. New tech in hand, Adam orders his unit to take the field for a few

practice runs.

Elsewhera on Waldorff ...

The DropShip Kwaidan lands, and the newly outfitted Somerset Strikers disem-
bark into a dismal swamp. As Kylie and Franklin wade into the murky water, Franklin
starts hopping around. Seconds |ater, he opens his suit’s faceplate and tosses oul a
handful of snakes. Kylie and Val laugh, pleased with the success of their prank.
Hawk gruffly tells them to knock it off, and orders the two battlesuits deeper into the
swamp.

Franklin reports that his suit is taking on water and acidly demands to know if this
is another prank. He tries to retreat to dry land, but is stuck in the thick swamp mud.
Kylie goes to his rescue only to find herself trapped in the muck alongside him. The
heavy battlesuils sink too quickly for Hawk and Val to reach them. In the few seconds it
takes for Hawk's Mauwfer to reach the swamp's edge, all that remains of Kylie and
Franklin ara a few ripples on the water's dark surface.

Within saconds ...

Val's Bushwacker steps forward and dips one clawed arm into the swamp's murky
depths. He pulls the Infiltrator out of the muck and sets the grime-sireaked suit on &
patch of relatively dry land. He then rescues Franklin's Sloth, but upon hearing a
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the power necessary for the suits to
maneuver effectively an the battlefield. As
you know, the longer the myomer, the
greater its contraction when exposed to an
glactric current. A review of the Clan techni-
cal data showed that Clan designers solved
this problem by giving thair myomers &
pseudolength twice their actual length.

The Bushwacker, Sloth and Infiltrator
programs are now ready for operational
tasting, which would not have been possi-
ble without the Strikers' data. The next step
is to get these prototypes to a suitable
combat unit for field testing.




EPISODE SEVEN

glous icons. Many Remembrance
verses show the codex as the key to
a warrior’s true identity, a physical
rgpresentation of his inmost soul,
Containing as it doss the two things
about & warrior that the Clans value
most—his battiefield accomplish-
ments and his genetic heritage—
such beliefs make perfect sense.

Splma‘n cultures marv& for feli- -

stream of abuse from its occupant, drops him back into the swamp to "cool off.” Hawk,
despairing of ever building a working unit out of people who refuse to get along, orders an
end to the hazing.

Franklin is still in for one more nasty surprise, however. In an attempt to avoid low-leve
laser fire from Hawk's 'Mech, Franklin runs into the part of the swamp being used by Val and
Adam as a firing range. Val launches a missile flight, then realizes to his horror that Franklin
is standing right in their path.

Aboard the Falcon’s Nest ...

Kristen Redmond and Micolai Malthus bid for the honor of taking Waldorff V' and destroy-
ing the 1st Somerset Strikers. Nicolai forces Kristen to make a staggeringly low final bid: her
own 'Mech with its |lasers deactivated, plus a mere two Elementals. Noticing Nicolai's satisfied
smile, Ciro wonders why Micolai seems so thrilled at having lost the bidding war. Pytor, look-
ing grim, tells him that Star Captain Redmand cannot hope to defeat the Strikers and take the
planet with a single 'Mech and a pair of Elementals. She will be forced to call upon Malthus
for assistance—and the fate of the Somersel Strikers will then be in Nicolai's hands.

Meanwhile, planatside ...

Val tries frantically to disarm the missile flight, but the missiles do not respond to his signal.
Adam fires his lasers at the treetops around Franklin, setting them on fire, The heat confuses the
missiles' heat-seeking circuits; they veer away from Franklin seconds before impact and explode
among the trees. Burning debris rains down on Franklin, burying him. His armored suit takes the
punishment, and within a few minutes he stands up unharmed. Wthout answering the concerned
hails from Adam and Val, Franklin runs off into the jungle.

Hours later ...

Rachel alerts Adam that she has defected a Clan 'Mech and two Elementals dropping
through space toward the Strikers' position. Adam leads his unit—minus Franklin—to the
invaders’ estimated landing site. Though the odds seem to be with the Strikers, Kristen
Redmond and her two Elementals quickly turn the lide of battle in the Jade Falcons' favor.
Redmond takes out Hawk's Mawler and Val's Bushwacker, and cripples the targeting array on
Adam's Awesorne. Just as Kristen trains her guns on Val's fallen ‘Mech, Franklin breaks the
surlace of the swamp and affixes a mine to the belly of Kristen's Vulture, Klaxons shriek
through the OmniMech—reactor care breach imminent! Kristen punches out of her 'Mech
seconds before it explodes,

From the Clan DropShip ...

Badly confused by the debacle he has just witnessed, Ciro demands to know why
Maithus refused to save Redmond from defeat. “The Jade Falcon grows strong on success,
not failure,” Nicolai replies. With a sharp, calculating look at Ciro, he continues, “We grow
ever stronger as the old and weak are replaced by new blood.” Ciro fingers his Star League
medal, thinking hard about Nicolai's words,

On Waldorff ...

Kristen Redmand dashes through the jungle, desperate to escape the pursuing Strikers.
Hearing Adam and Hawk close behind her, she turns and points her |aser pistol at them.
Beifore she can fire, a murky pool behind her bubbles angrily, and Franklin's Sloth rises out of
it. Kristen whirls and fires at him, but the shots bounce harmlessly off the armored suit. With a
sweep of one powerful arm, Franklin knocks the gun from Kristen's hand. She backs away
from him, straight into Hawk's arms. Defeated, Kristen pleads with Adam to make her his
bondsman—but Adam does not understand what she means.
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ERPISODE 8:
BOUND BY HONOR

WALDORFF SYSTEM

Star Colonel Micolai Malthus's next target is the world of Waldorff. Though
he initially intends to destroy the Strikers as they resupply at the depot on
Waldorff, bondsman Ciro convinces him to try instead to capture them and
show the Strikers the superiority of the Clan way,

On the planet Waldarff V ...

Major Steiner, Rachel, and Hawk interrogate Kristen Hedmond. When asked
about her facial taltoos, Kristen tells them that the markings are actually special-
ized neurocircuitry that allows Clan warriors to access the enhanced-imaging sys-
tems in their 'Mechs with the ease and speed of thought. In the middle of the
interrogation, Franklin hails Adam, informing him that Nicolai Malthus and a single
Star of OmniMechs have execuled a hot drop directly on top of the Quartermaster
Corps depot and have shot down the DropShip full of crew and supplies. Though
Kristen demands to be allowed to prove her worth as a bondsman in battle, the
Strikers leave her in the detention cell as the Kwaidan makes a suborbital hop to
drop the Strikers behind the attacking Clan ‘Mechs.

The Strikers engage the Faleons and occupy them long enough for the crew
of the DropShip to escape, Adam orders a tactical retreat to save their own
‘Mechs and DropShip.

Above Waldarff V ...

Rachel and Adam continue interrogaling Kristen Redmond, who again protests
their treatment of her as dishonorable and unfiting for a descendant of Aleksandr
Kerensky's exiled Star League Army. She tries to make her point by comparing the
Strikers' attitude toward her and the Clan's treatment of bendsman Cirp, stunning her
questioners with the knowledge that their fellow soldier is still alive. Unabie to aban-
don a member of his unit under such circumstances, Adam immediately decides to
arrange a trade of Kristen Redmand for Cira, for once giving the cpporunity 1o gain
valuable information secand priority. When Major Steiner hails the Clan DropShip
and offers his prisoner in exchange for Malthus's, Kristen informs him that only if he
follows the Clan way and challenges her former commander to a Trial of Possession
will Malthus answer.

At the same moment ...

At practically the same moment that his farmer comrades discover he still
lives, Ciro fully accepls the Clan way and credo, shedding his bondcord and tak-
ing on the status of a Clan warrior. He also undergoes the process necessary fo
implant the synthetic neurocircuitry that will allow him to interface directly with his
BattleMech.

On the DropShip Kwaidan ...

Major Steiner and Star Colanel Nicolai Malthus bargain to establish the
terms of a Trial of Possession, Adam agrees that if he loses, the Strikers will
surrender to Nicolai Malthus and return Kristen Redmond to Clan Jade Falcon,
If Adam wins, Malthus will return Ciro Ramirez to the 1st Somerset Strikers,
Malthus chooses to fight in single combat using BattleMechs, and Adam choos-
es the location of the battle, an abandoned refinery on & small moon orbiting
the planet Waldarff V.

Kristen again offers to contribute to her new unit, this time by upgrading

regardiess of what safety mmwu W
or later disaster will strike. Your ﬂﬁﬁ’#ﬂﬁdﬁ-
ing the risks, and people will die because of it.

| know you'll make the -rmht-tlaf.isurn-ryau
wan't put profit above the lives of your workers.

Vicky
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EPISODE EIGHT

* TELLIGENCE SECRETARLAT IRTERDAL DOCLENT
0. 72508t

TO: Secretary Alex Mallory

FROM: Caplain Gerald 0'Mara, Pﬂﬂl Division
DATE: 3 January 3052

RE: Psych Profiles, Phelan Kell/Giro Ramirez

Here are the profiles you reguested. These two
men make an interesting study. Though both appar-
gntiy made the same choices, the differences in their
reasons are intriguing and often startling.

Bath men attended the Nagelring, and Ciro grad-
uated near the top of his class. Ciro's parents are of
minar noble rank; their son seems to have been an
insufierable social climber and a real by-the-book
man when it came to military strategy. Clan Jade
Falcon captured him from the First Somerset Strikers
on Romulus, and within a few months he reappeared
ﬂ as a MechWarrior in the Falcon's Glaws.
| Phelan Kell could have claimed nobility through
| his distant relation to the Steiner royals. However, he
| downplayed his family connections and resented any
sugpestion that they had earped him anything. Tha
vehemence of his reaction to such comments sug-
gests that he secretly feared they were true. After his
expulsion from the Magelring, Phelan found a place
with the Kell Hounds, He was captured by Clan Wolf
on The Rock early in the Clan War.

Judging by Major Adam Steiner's repart at the
time of Ramirez's capture, Ciro became more

]
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“Clannish” than the Clans, wholeheartedly embracing |

the Jade Falcon credo that the Inner Sphere must be
forced to accept the Glan way in order to be part of a
restored Star League. Ciro's predisposition to see
most peaple as suited to a predetarmined role in life
must also have contributed to his rapid acceptance of
the Clan caste system. The arrogance of the Jade
Falcons meshed perfectly with his belief in his own
superiority, enabling him to reject the Inner Sphere
once his captors “proved” us inferior.

Phelan Kell switched allegiance to Clan Wolf
because his captors offered him a place in their society
based strictly on his merits as a soldier. He earned his
rank among them solefy through triumph in combat.
According to recent reports, as a bondsman Phelan

| played a major role in the Wolves® bloodless conguest

| of Gunzberg. By allowing Phelan to save so many lives
garly in his captivity, Clan Wolf reinforced his natural
altruism and his sometimes shaky belief im his own
worth, as well as his conviction that merit rather than
membership in a certain class determines one's status.
To this day, Kall sees Clan society as a meritocracy,
and admires it

Major Steiner's BattleMech to Clan standards. When Adam tums her down yet
again, she escapes her guards and makes the upgrade without permission,
though Rachel and Patch run a complete diagnostic on all systems and find no
evidence of Kristan's linkering.

On the surface of the Waldorff VII moon ...

Rachel informs Adam that Kristen Redmond escaped from her guards again,
and this time laft the Kwaidan in an escape pod, Adam immediately suspects
Kristen and Malthus of using the Trial of Possession to set a trap to kill him. When
Adam calls the trial & sham and demands that Malthus release Ciro, Malthus
responds to Adam's “dishonorable behavior” by sending Ciro out to battle Adam
as part of his Trial of Position. Ciro emerges fram the Clan DropShip piloting
Adam's Axman, which the Strikers abandoned on Waldorfi and Malthus gave to
Ciro as isoria.

Malthus informs Ciro that the Trial of Possession will serve as his Trial of
Paosition. As soon as Malthus leaves the field, Adam offers to cover Ciro's run for the
Kwaldan, but Ciro's only responsa is 1o engage enhanced imaging. Confused by
Ciro's words, Adam echoes his opponent's command and discovers that Kristen
made a contribution to his ial after all—she installed a version of enhanced imaging
in his neurohalmeatL

As Adam Steiner jockeys his "Mech to avoid Ciro's altacks and tries to
reason with his opponent, Ciro tries to convince Major Steiner to join the
Clans, and Adam finally accepts that his former lisutenant has fully embraced
the Clan way. When a flight of long-range missiles ignites a gas tank, the
explosion triggers seismic activity thal tears the planetoid apart. Both Ciro and
Adam reach their respective DropShips and lift away from the moon with sec-
onds to spare.

While Rachel and Adam consider their latest mission a success because
they obiained another piece of Clan technalogy for the Inner Sphere to use in the
fight to stop the invading forces, they must also face the homible possibility that
the Clans might succeed in convincing every citizen of the Inner Sphere to accept
the Clan way as easily as they turned Ciro Ramirez. Meanwhile, their former
companian-in-arms reveals to his new family the Strikers’ ultimate destination:
Adam Steiner's home planet of Somerset.
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1ST SOMERSET STRIKERS

EPISODE 9:
ROAD TO CAMELOT

SOMEWHERE IN THE DARK NEBULA

While scouting for Clan ships, Franklin and Kylie pick up a mysterious trans-
mission. Flying closer to the source, they are attacked by dozens of tiny drones.
Rachel identifies the drones as leftovers from the long-ago Second Succession
War. Kylie offers to clear them from the Strikers’ path, but Adam says they can't
afford the risk. He orders both pilots to return to the Kwaidan.

As they fly to safety, Franklin tells Kylie that the drones were not the source
of the strange transmission. Kylie wonders where it came from.

Back sboard the Kwaidan ...

Franklin discovers the transmission may have come from a Star League
naval beacon, and he tries lo persuade Adam to investigate. If he's right, the
Strikers might discover a Star League base and a motherlode of valuable tech-
nology. Adam, however, refuses. Analysis of the transmission indicates it could
just as easily have come from pulsars, and Adam does not believe Franklin's
“Star League base" theory. Privately, Franklin vows lo seek out the Star
League base on his own,

Several hours later ...

As Franklin prepares lor his unauthorized expedition, he is joined by Val,
Kylie, and Patch. All thres, far their own reasons, insist on coming aleng.
Crowded into two Banshees, the four head off into the Dark MNebula. Franklin
worries about encountering more attack drones, but Patch transmits an old code
from the Second Succession War that idenfifies the Banshees as friendlies.

Deep within the nebula ...

The Striker fighters break through the Dark Nebula's gas clouds and see a
manmade planetoid—a floating base emblazoned with the Cameron Star, the
symbol of the Star League's ruling family. Transmissions from the planetoid's
landing beacon welcome the Strikers to Camelot Command in the name of the
Star League.

Eassnize o mmummmmm&mmm]
ithin minutes ...

The Strikers swiftly locate the base’s command center. Franklin figures out The Mar} 35 e sful St wis
how to start up the computer systems, then requests a historical summary of deployed en masse in- ‘that did not R
Camelat Command beginning on July 7, 2784—the day the Star League Army the d@mm a Chisoar system. sach as deep
left the Inner Sphere. The computer tells them that General Aleksandr Kerensky d I b it I"lns'ri!'lﬂmin'ut&r? e
ordared the Star League Army to assemble at Camelot Command, that each Sm IE in the ﬂi' : Jike land mmﬁ'-ﬂi'ﬂll 305

division was assigned encugh sclentists, technicians, and civilians to become int (it A

R went GEMBSI\I'E W.M|m
self-sufficient for the long journay, and that these divisions came to be called for targets. If a ship f;?tdﬂ;i;ﬁmd with an appro-
clans. The Strikers are stunned to realize thal their enemies are the descendants priate IFF code, the dispersed expert system select-

of the Star Laague's profectors: ed a number of attack drones to intercept and elim-
i inate the target.
PRV, o _ By the end of the Second Succession War,
A Jade Faleon DropShip lands at Camelat Command. Star Commander most of the Mark 39 systems had been destroyed
Pytor and Ciro have arrived to reclaim the long-lost Star League base for Clan dedctivaled. or otherwise nauttalized. Huw&urm'
._Iade Falm;l. S:mrtly a:‘taéllﬁard. an:‘:ther I:]Iall: DropShip Itands nlezlurby&:ﬁbnelud small clusters of these weapons systems can still
is a sizeable force of Elementals, who have come to reclaim Camelot oceasionally be found in certain planetary systems.

Command for Clan Wolf,
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Lyran Commonwealth Military Region. Camelot
Command would be a logical rendezvous point for this
division: it ligs near the District Headquarters of Deia

and offered the excellent cover of the Dark Nebula to

conceal the flest’s movements. Presumably the Twelfth
stripped everything useful from the station and then
proceaded to New Samarkand.

The second, more confusing point concerns the
nature and origins of the Clans.

“As gach division arrived, it was assigned addi-
tional personnel—scientists, technicians, and civil-
jans—in order to become self-sufficient for the long
journey. These divisions became known as clans.”

As far as | can tell, the clans mentioned in the
Camelot files were task forces formed for logistical
purposes during the Exodus. | have found no data
that explains the use of the term “clan” in this con-
text. My contacts within the Clans offer no insight,
nor can they confirm if Nicholas was inspired by his
father's use of the term when he dubbed his people
the Clans more than fifteen yvears later.

Inform your field agents of my findings immedi-
ately. We cannot have such misinformation circulat-
ing throughout our Blessed Order undisputed. Also,
keep me updated an any further transmissions
regarding Major Adam Steiner or the 1st Somerset
Strikers. This small expeditionary force may be more
than it seems.

EPISODE NINE

Back aboard the Kwaidan, Adam and Rachel discover their fellow
Strikers' disappearance. Searching for clues to where their compatriots have
gana, they find Franklin's holographic message telling them to come looking if
he and his companions do not return within twelve hours, At that time, a sec-
ond halograph will appear with the necessary information. Rachel immediately
starts tinkering with the computer ta find thal second message.

Insida Cameslot Command ...

In search of Star League weapans that will make him rich, Val sets off
for the munitions bay. Halfway there, he runs into several Wolf Clan
Elementals. The other three Strikers run into the Jade Falcons. All four
Strikers run, leading the two Clan forces straight to each other. Jedediah,
leader of the Wolf Elementals, challenges Natalya of the Jade Falcons to a
Trial of Possession for Camelot Command. While the Clans sguabble, the
Strikers sneak away. Franklin orders Kylie and Val to keep the Clanners
busy while he and Pateh head back to the command center in hopes of find-
ing a way to use its systems to their advantage.

Minutes later

Haping to find some useful weapans, Kylie and Val head for the munitions
bay, only to find it empty. The shadow of a BattleMech falls over them—
Adam's Axman, piloted by Cira, and Pytor's Hunchback have their deadly
weapons pointed straight at the two Strikers. Thinking quickly, Val shoots out
the lights. He and Kylie begin a dangerous game of cat and mouse, dashing in
and out of the ‘Mechs’ exterior spotlights. Kylie runs around Pytor's
Hunchback in circles; he fires his lasers at her again and again, missing Kylie
and cutting through the bay floor. Finally, he fires one shol too many; the
weakenad metal collapses, taking the Hunchback with it,

At the command center ..

Jedediah pounds on the doar, shouting, “Open up in the name of Clan
Walfl" As the door shudders under repeated blows, Patch figures out how to
activate the monitors all over the base. Within seconds, the Wall assault on
the command center appears on a monitor near Natalya and her Elementals.
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Matalya's forces head for the command center, where they confront and defeat the
Wolves. Just as Patch congratulates himself on the success of his strategy, Natalya
batters at the door, shouting, *Open up in the name of Clan Jade Falcon!”

In the munitions bay ...

Working together, Kylie and Val trick Ciro into challenging Val one-on-one. Ciro
climbs out of the Axman's cockpit and crawls across the giant machine toward Val,
who is clinging to one of the 'Mech’s shoulders. Kylie slides into the empty cockpit
and begins to work the controls. Feeling the 'Mech move, Cira shouts, “Nol This was
between the two of us!” He climbs off the Axman and runs toward the gaping hole in
the floor. Ignoring Val's pleas to come back to the Strikers, Ciro leaps through the
hole and lands, far below, in-the palm of the Hunchback's hand.

Aboard the Kwaidan ...

Rachel breaks the lock that Franklin had placed on the computer and finds his
second message containing the flight path taken by the missing Strikers. The
Kwaidan heads off into the Dark Nebula.

On Camalot Command ...

Franklin tries to contact the Katana, but no signals can penetrate the Nebula.
Close to panic, Franklin stares up at the portrait of General Kerensky on the com-
mand center's wall. A slow smile spreads across his face as a plan takes shape in
his mind.

Val pilots the Axman down a corridor, heading for the command center. Five
Wolf Elementals suddenly appear and charge the ‘Mech, but Val fights them off. The
tide of battle turns against the two Strikers, however, when the Hunchback steps up
behind them and fires its autocannon into the Axman's back.

At the sama time ...

Matalya and her forces break through the door to the command center. Just as
Matalya claims the base for Clan Jade Falcon, Jedediah's forces burst through a wall
and claim the base for Clan Wolf. The Elementals start fighting, but they cease as a
holograph of their beloved founder appears before them. Kerensky’'s image also
reaches Ciro and Pytor, shocking them into immobility. The phantom Kerensky casti-
gates the Clanners for fighting each other, calling them unworthy lo be his succes-
sors. In a hitter voice, Kerensky orders the base computer to initiate its self-destruct
sequence so that Camelot Command will nat fall into “inferior hands.”

Shamed and afraid, the Clan forces leave Camelot Command. From the safety
of cold space, they watch it erupt into a huge fireball.

Inside thea base ...

their n&nplﬂ minst us. By painﬂng us as

“dishonorable” enemies, they free their war-
riors from the restraints of Clan honor, which
handicapped them on Walcott and almost
everywhere else that Inner Sphere forces
defeated them.

The holographic-imaging system runs out of power, and the images of Kerensky and the devastated base flicker out of existence.
The departing Clanners, gazing mournfully back at what they took for a burning planetoid, see the fiery wreck disappear. Camelot
Command hangs in space, pristine and whole, Furious at the deception, the Clan commanders order their ships to turn back.

Near Camelot Cammand ...

The Kwaidan appears suddenly, and Adam Steiner orders the Clan ships to back off. As he speaks, dozens of aliack drones clus-
ter around the Clan ships, strafing them with laser fire. Adam claims he has hundreds more drones to throw at them—the Clanners can
sither leave or be destroyed. Unsure whether or not to call Adam's bluff, the Clan commanders demand that Adam grant them hegira—
the right to withdraw honorably from the field of battle. Adam agrees, and the Clan DropShips disappear into the Nebula.

Later, aboard the Kwaidan ...

Adam threatens to courl-martial the errant Strikers if they ever pull a stunt this crazy again. Franklin stops the tirade by dropping
into Adam’s hands a stack of disks that contain Camelot Command’s complete technological files. Adam’s fellow Strikers have one

more surprise for him—his Axman, recovered from the Jade Falcons in working condition.
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1ST SOMERSET STRIKERS

ERPISODE 10:
THE ENEMY
OF MY ENEMY

NEAR THE CLAN FRONT

In a renegade action, Nicolai Malthus captures the Federated Commonwealth
JumpShip Excelsior. He intends to use his conquest to lay a trap for his nemesis,
Major Adam Steiner of the 1st Somerset Strikers. A furious Galaxy Commander
Chistu pursues Malthus, arriving nearby just as the captured Excelsior prepares for a
hyperspace jump. Chistu demands that Nicolai cease his unauthnnzed activity.
Nicolai answers with defiance, provoking Chistu to fire on him, but the Excelsior winks
out of normal space seconds before the WarShip's laser pulses hit. Enraged, Chistu
arders Kristen Redmond and Pytor to pursue and apprehend Nicolai, in any condition.

Elsewhere in space ...
Aboard the DropShip Kwaidan, Rachel shows off her new pride and joy to Adam:

a tactical operations center inside an armared personnel carrier that uses various Star
League-era technologies taken from Camelot Command. Among the most useful
capabilities are Clan-style enhanced imaging and sophisticated electranics that
should allow Rachel to confuse Clan sensors. Though the Clans will doubtless come
up with some way of getting around the latter, the ability to interlere with the Falcons’
sensors will help the Sirikers immensely in the short term. The show-and-tell session
is interrupted by a transmission from Captain Grimmer of the JumpShip Excelsior.
Grimmer says that a resistance group led by Commander Andrew Steiner is operating
an the planet Apollo but is desperately short of troops. The Commonwealth cannot
spare any units from the front lines; the Strikers are the only fighting unit that can pos-
sibly reach Apollo in time to help,

On the bridge of the Excelsior ...
With a Clan Elemental’s laser pointed at his head, Captain Grimmer finishes

:mmmﬁMmmm

re-entry approaches recording his transmission. In the background, Nicolai Malthus asks Ciro why Major
xmﬁﬁxﬁﬁ; mm Steiner should respond to such a message. Ciro replies that the Major will do any-
pods on a preset 1mﬂctury ‘Because the thing to help his brother, a reaction Malthus finds impossible to understand.
are so small compared to a DropShip,
f;;:ﬂmﬂ ngﬁnnd't and trajectary are ng.[ The JumpShip Katana heads for Apollo ...
fikely to be plotted by the defending forces Though he knows it may be a trap, Adam cannot pass up the chance that

Grimmer's message is genuine. He intends to drop to Apollo's surface alone to check
it aut, but the rest of the Strikers insist on going with him—including Rachel, who
takes her APC down in a "hot drop.” With Kylie and Franklin flying cover in Banshee
fighters, the Strikers drop to the planet, straight into a Jade Falcon ambush.

thus lessening the chance of interception.
The pod's ablative coating is burned
off during re-entry, at which time the pod
separates from the "Mech. The discarded
pod has one last function to serve—its
frapments are large enough to give enemy
radar false returns, thus decoying any aero-
space assets that happen to be in the area.
Once free of the pod, the "Mech uses
its internal jump jets or strapped-on retro
rockets to slow its descent. Obviously, this
is a dangerous procedure that requires
skillful pilats and no small amount of luck.

The Strikers land ...

Firing as they go, the Striker 'Mechs hit the surface a short distance from the Clan
forces. Malthus leads his five-'Mech unit in hot pursuit, engaging the Strikers in a
fierce firefight. As the Strikers battle for their lives, Rachel warns Adam that another
five Clan 'Mechs are heading his way.

The two groups of Clan 'Mechs surround the Strikers on both sides. Instead of fin-
ishing them off, the second 'Mech force hails the first. Star Captain Kristen Redmond
gives Malthus an ultimatum from Chistu: surrender or be destroyed.

Malthus replies ...
Defiant, Malthus orders his troops to resume firing on the Strikers. Kristen, leaping
at the chance to bring down her rival, orders her unit to fire on Nicolai's '"Mechs. As the




Jade Falcons duke it out. Adam leads the Strikers to the ruins of Apollo’s Astronomical
Survey Station, where they can hide and make a few repairs ... and where he hopes to
find some frace of his brother Andrew's resistance unil.

The Clan forces battle each other to a stalemate, with each side reduced to three
‘Mechs. Moting the Strikers' departure, Nicolai proposes that he and Kristen join forces
1o destroy their mutual enemy, Kristen agrees, and the Jade Falcons set off in pursuit
of what they think are the fleeing Strikers, Unknown to them, Rachel is leading them
far afield with false electronic signals.

In hiding ...

Patch starts on the necessary "Mech repairs while Adam goes looking for
traces of the resistance unit. He finds nothing and concludes bitterly that they've
been led into a trap. Adam orders Kylie and Franklin to find a landing spot for the
Kwaidan and escort the DropShip down—the Strikers will need a quick ride off-
planet before the Clans discover them. Just as he gives the order, Pytor's
Hunchback appears behind him and fires its autocannons at paointblank range.
Adam's Axman hits the ground hard. Rachel tries frantically to contact him, but
Adam does not respond.

As the Hunchback closes in ...

The Axmarn lies motionless on the ground. Suddenly, it fires its large laser at the
unsuspecting Hunchback, sending it staggering backward. Then Adam fires a second,
concentrated laser burst at the Hunchback’s chest and disables its heat sinks. Pytor
ejects from the cockpit as the heat sinks go critical, and the Hunchback crashes to the
ground.

Minutes later ...

Rachel and Patch drive up in the APC just as Pylor steps out of his escape pod
and offers himself to Adam as a bondsman. Patch hands him a crowbar and orders
him to cannibalize his Hunchback for spare parts, The sight of the fallen Hunchback
gives Adam a bright idea for setling the Clan forces once more at each other's throats.
He asks Rachel to install the Hunchback's IFF transponder in his Axman so that the
Clan forces will read it as Pytor's "Mech. Suitably camouflaged, Adam follows the Clan
'Mechs to the Apollc Mountain Pass.

A= the Falcons search for the phantom Strikers ...

From the side of the mountain, Adam fires missiles al Nicolai's 'Mechs, then at
Kristen's. Believing that Pytor is firing on them, Micolai fires back at Kristen's 'Mechs.
As Adam slips away over the shoulder of the mountain, both Faleon commanders
charge toward each other, ready to resume their earlier ballle. Realizing within
moments that they've been had, all six Clan ‘Mechs pursue the retreating Axman.

A few miles away, Kylie's Banshee hovers near the Kwaidan as it lands on a large
patch of flat ground near a reservoir and dam. Franklin has disappeared, saying crypli-
cally that he knows “a better way to protect the Kwaidar™ than by flying fighter escort,

As Adam heads for the survey station ...

The Clan 'Mechs climb over the mountain, firing at Adam's retreating Axman. The
Axrman reaches the ruined survey station just as Patch finishes his repairs. As the
Clan 'Mechs stride down the slope toward them, the Strikers fire eveything they've got
into tha hillside, The earth crumbles, sending the Clan ‘Mechs tumbling wildly into the
valley below, Ciro curses as the Strikers retreat toward the Kwaidan, but Nicolai
reminds him that the Falcon Elementals can easily finish off an enemy who has no
more ammunition,

at ﬂm Gash rather than haold onto it
themselves. They might not want to go
“back to Camelot.
Harfburg: So your advice is to let
the Irregulars go out blind.
Boyer: Yes, sir. Let the Irregulars do
a recon for us. If the Falcons have reoc-
cupied the base, we'll know about it
because the Irregulars won't be around
to report back. And if we let Rhonda fol-
low her own trail to Camelot Command,
we presarve security on the Strikers.
Harlburg: The probability of success
is pretty low.
Boyer: But the payoff will be
tremendous if she succeeds.
Harlburg: Al right. I'll go with your
recommendation,




EPISODE TEN

As the Strikers near thair DropShip ..

Ten Elementals, led by Star Commander Matalya, burst
out of the nearby woods and swarm over the Striker
'Mechs, Their ammunition exhausted, the Strikers swat
frantically at the armared Toads clinging to their [imbs.
Suddenly, the Kwaidan's entry ramp opens to reveal the
intimidating bulk of the Awesome. As it moves down the
ramp, firing barrage after barrage at the Elementals,
Franklin's voice comes over the commlines saying,
"Parhaps | might provide some assistance?”

Just then, three OmniMechs charge out of the woods
toward the flesing Strikers. Franklin shouls for his comrades to
run for the DropShip while he holds off the Clanners as long as
he can. "Mol® answers Adam. "l led you into this trap. Now I'm
gaing to get you out.” He fires his jump jels and lands near the
Clan 'Mechs, close to the dam. *Malthus! Kristen| Ciro!" he
shouts. “l challenge you all to a Triall You all want me—now
wha's got the guts to come for the prize?!"

Sscondsa later ...

All three OmniMechs converge on Adam, firing all their
weapons. The rest of the Strikers can only watch as the
Axman takes hil after hit. Adam advances toward the Clan
'Mechs, then suddenly runs between them, right in front of the
dam. They pivot and fire on him, blasting both of his 'Mech's
arms off. A barrage of stray shots hils the dam, and the con-
crate surface begins to crack. As the OmniMechs line up their
sights for the coup de grace, the dam gives way. Adam leaps
out of danger a split second before a wall of water hits the
OmniMechs, sweeping them away, As they struggle uselessly
against the surging water, Adam and the Strikers board the
Kwaidan and head for orbit.




1ST SOMERSET STRIKERS

ERPISODE 11:
SHADOW HEIR

APOLLO SYSTEM

When it became known thal Hohiro Kurita, heir to the throne
of the Draconis Combine, had fallen into the hands of Clan
Smoke Jaguar on Turtle Bay, forces long opposed to the rule of
Coordinator Takashi Kurita activated certain agents to set in
motion a years-old plan o place a shadow heir on the throne. The
primary sleeper agent was Caplain Jeroen Frestadt of the
DropShip Kwaidan. The weapon to be used against the current
ragime was Franklin Sakamoto, illagitimate son of Warlord
Theodore Kurita, grandson of Coordinator Takashi Kurita—busi-
nessman, MechWarrior, asrospace pilot, and samural.

On the DropShip Kwaidan ...

As the Strikers prepare for their final jurmp into the Somerset
system, explosions rock the ship. A cursory investigation reveals
that the explosions came fram inside the Kwaidan and that
Captain Frestadt abducted Franklin Sakamoto. Major Adam
Steiner guickly realizes that the Kwaidan has been expedly dis-
abled—even the remaining Banshee has been sabotaged to pre-
vent the Strikers from pursuing the one Frestadl used to escape.
Further, the communications-system panel explodes when the
Kwaidan attempts to warn the Katana of Frestadt's treachery. The
Strikers are forced to watch helplessly as the Katana jumps,
stranding the DropShip behind enemy lines.

Only moments after the Katana jumps, anather JumpShip
appears in the Apollo system, this one belonging to the Draconis
Combine Internal Security Force. Agent Toshiro Okura demands
the arrest of Captain Frestadt as a member of the Black Dragons,
a rebel faction accused of conspiracy against the Coordinator of
the Draconis Combine. Though that pisce of information begins to
explain Frestadt's actions, the Strikers do not understand what
Frestadt's intrigue has to do with Franklin, Okura offers the
Kwaidan a ride on the JumpShip Ishiyama to pursue the Katana
into the Bensingsr systemn, the suspected location of the rebel fac-
tion's base, whara the Strikers may retake their JumpShip.

On the surface of Bensinger IV ...

Franklin awakes from his drug-induced sleep to find himself
dressed in the traditional robes of the Kurita royal family and
wearing his own katana. Determined to learn the reason for his
abduction and then return to his ship, Franklin moves silently
through the corridors of the unfamiliar building. When he con-
fronts Captain Frastadt, the secret agent reveals his faction's plan
to place Franklin at the head of a force that will depose Takashi
Kurita and crown Franklin in his place. Though Franklin must
accept that his veins flow with Kurita blood when Frestadt proves
that Franklin's family sword bears the royal seal, he remains
skeptical of the rebels’ chances of success.

E:umnuy, Fﬁﬁidin Sakamoto ap]:a
the shadows. Hahasdmmdhfsﬁnﬂ#& id the | :
him at his word. Captain Frestadt has \mﬁ%‘mﬁ ﬂmtlﬂcdy um-
cuted by the ISF.

Nevertheless, questions remain about the so-called Shaﬂuw
Prince. For example, how did the ISF know of the base on
Bensinger IV(7) or that Captain Frestadt was a Black Dragon agent
assigned to keep an eye on Franklin? Why did mercenaries suppos-
edly employed by Iseskai Shipping attempt to kill Franklin along
with the rest of the Katana/Xwaidan crew in the Hamilton system? If
the mercenarles were working for someone else, who employed
them? | recommend that we continue to monitor the situation.
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EPISODE ELEVEN

Above Bensinger IV ...

Okura's willingness to risk
using the quick-charge method—
recharging his JumpShip's hyper-
drive using the ship's auxiliary
power source—Ito make a second
jump through hyperspace in mere
hours confirms the Strikers' suspi-
cions that Okura wants to do
more than capture Captain
Frestadt. However, they must
retriave their JumpShip hefore
they can investigate Okura's
motives, When the Kwaidan hails
the Katana, the only response
they receive is laser fire. The
Ishivama sends aerospace assets
to targel the Kalana's laser array,
while Rachel and Adam gain
access to the JumpShip using an
glectronic override device that
manually opens tha ship's airlock
from the outside.

Okura azsures Adam that the
Strikars may safely resume their
mission while he rescues Franklin from the rebels. Just as he was unwilling to abandon Ciro to the Clans, however, Adam refuses to
continue on toward Somerset without Franklin,

On the surface of Bensingar IV ...
Under cover af night, Franklin Sakamoto steals a rebel 'Mech and travels to the aerospace landing field, intent on relurning 1o the

Strikers by any means necessary. Captain Frestadt anticipates Franklin's attempt to escape and intercepts him at the airfield, trying
ance again to convince Franklin to fall in with the rebel plan. Their argument is interrupted by the arrival of Okura, leading a 'Mech force
of ISF agents assembled specifically to sliminate Franklin and capture Frestadt. Operating from a mobile tactical operations center
installed in Adam’s Awesome, Rachel intercepts Okura's transmitted threat to kill Franklin, The 1st Somerset Strikers attack the |SF
unit, creating a window of opportunity for Franklin and Frestadt to climb into a Hatamoto-Chi and flee the area.

Though enhanced imaging and Rachel's efforts give the Strikers a tactical advantage. the ISF 'Mechs and the rebel forces togeth-
er outnumber Adam and his troops. Leaving his unit to engage the Strikers and the rebels, Okura follows Franklin and Frestadt. The
rebels fall quickly under the combined fire of the Strikers and the |1SF, but when the ISF then squares off against the Sirikers, Adam
calls for a cease-fira in order lo help Franklin and avoid an unwanted incident between the two temporarily cooperating nations.
Meanwhile, Rachel tracks Okura and identifies the rebel base to which Franklin and Frestadt ran.

Adam enters the compound and Okura threatens to kill him for interfering in the 1SF mission. Adam protests that he has no interest
in Okura's conspiracy theories and is only protecting his friend. He then knocks Okura's laser pistol from his hand, As the two men
wrestle for the weapon, Adam questions the wisdom of diverting attention and resources away from the fight against the Clans, and
Okura answers by knocking out his opponent and retrieving his gun. Captain Frestadt then arrives on the scene and threatens to kill
Okura, but Franklin stops him. He turns Frestadt over to the |SF agent, denying all claim to the throne, by breaking his katana in two,
and rejecting any affiliation with those who would put him there.

Okura refuses to accept this denial, as does Captain Frestadt. Frestadt breaks free of Okura and grabs the agent’s laser, training il
on Franklin as he shouts, “If you will not live up to your royal lineage, then you will not live!" Just before Frestadt pulls the trigger, Adam
knocks him out with a medipatch. Franklin hands the broken sword to Okura and asks the ISF agent to return it to the Coordinator.

Aboard the OropShip Kwaldan ...
To Franklin's great sadness, the crew of the DropShip and Dr. Nakamura acknowledge him as a member of the Draconis

Combine’s royal family, forever changing his relationship with them. The Strikers, however, reassure him that he is truly par of their
team. When Agent Okura informs Adam and Franklin that Prince Hohiro has been safely retrieved from Turtle Bay and officially
relieves Franklin of all responsibility to lead his country, Franklin accepts the Strikers as his new family.
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1ST SOMERSET STRIKERS

EPISODE 12:
HOMECOMING

SOMERSET SYSTEM

The 1st Somerset Strikers implement a clever deception to enter the Somerset
systern. Adam, Rachel, Val, and Kylie hide in an apparently derelict Banshee and
allow a Jade Falcon merchant ship to pick up the fighter as scrap, and then they
overpower the ship's crew and force them to return the ship 1o Somerset. Once on
the surface of the planet, the team splits up, Rachel and Val to scramble the orbital
scanning system in order to allow the Kwaidan to enter the system and drop to
Somerset, and Adam and Kylie to join the prisoners and find Adam's brother Andrew.

On the surface of Somerset ...

After dropping off Kylie and Adam with the Clan guards to be inlerned with the
ather prisoners, Rachel and Val—dressed in Clan uniforms bearing the technician
and merchant caste insignia—bluff their way into the Somerset Military Academy
building, now in use as the Clan occupiers’ headguarters. Ostensibly there to confirm
that all useful electronics have been stripped from the building, Val stands guard
while Rachel finds an active terminal outlet and infilirates the Academy’'s computer
system. When Rachel discovers that the Clans have protected the system against
viruses using their own software, she is forced to crash the computers so that the
Kwaidan can drop unnoticed. Moments after Val gives their DropShip the all clear, a
Clan warrior arrives to escort "Technician Rachel” to the command center to repair
the malfunctioning orbital scanning system. When Val and Rachel arrive in the com-
mand center, they are greeted by Star Captain Kristen Redmand.

Meanwhile ...
As Kylie and Adam view an indoctrination holovid in the courtyard of the reedu-

cation camp, Adam tries to surreptitiously question the cadels lo learn where the
Clans are holding his brother. He receives a beating for his efforts, bul he learns that
Andrew occupies one of the “sweatboxes” located on one side of the camp. Kylie
creates a distraction as the prisoners march back to the barracks, allowing Adam lo
slip away from the rést of the group. He overpowers the Clan warrior guarding the
enclosure where prisonars who refuse to cooperate with the Clans are kept, then
begins checking each box for his brother. When he finds Andrew, he learns that the
Clans have been spreading disinformation to demoralize the prisoners by claiming to
have captured Tharkad, the Commonwealth seat of government.

Adam tells Andrew that he has four BattleMechs and an armored personnel car-
rier full of explosives with which to retake the Academy and the planet, and Andrew
eagerly falls in with Adam's scheme,

Back in the center campound ...

Determined to capture Major Adam Steiner, Kristen Redmond decldes to use
al and Rachel as bail. She assembles the prisoners in the compound to demon-
strate what happens to saboteurs. Relying on Adam’s strong sense af loyalty to draw
him out In a rescue attempt, Kristen uses Rachel's commiink to broadeast her intent
to kill Rachel, Val, and also Kylie, who steps forward in a useless allempt to spare
her companions’ lives. When Adam careens into the compound driving the APC, the
Hunchback that Kristen used lo threaten Rachel, Val, and Kylie turns ils weapons
against the speeding vehicle and fires its lasers, igniting the payloao of explosives,
The APC blows up, destroying the ‘Mech’'s legs.

Kylie breaks away from her captors as Adam and Andrew converge on Rachal
and Val and blast their chains. Under cover of the general confusion, the entire party

: t among

value of Bvery m is mml solely ﬂi_&-
worth of its function to the warriors. The
labarers, who attend to the day-to-day run-
ning of society, are regarded as little better
than livestock. Scientists, on the other hand,
are given the highest amount of respect after
the warrior caste because their discoveries
anable the warriors to conquer and kill more
effectively. It is almost impossible for a mem-
bier of a given caste to enter another one. The
Jade Falcons believe that anyone born or
placed into a given caste Is by nature suited
only to that caste and' cannot possibly func-
tion anywhere else. Exceptions to this rule do
exist, but they are few and far betwean,

Such rigid thinking, with no concessions
{o individual wants and needs, makes a mock-
ery of the ideal of freedom held up by the
ancient Star League. We must somehow stop
the Clans, lest in destroying us they destroy
those ideals as well,
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lies inlts nlmhlamanmmmbm;anum US CargD capacity,
which represents nearfy half the ship's total tonnage, '

The Leopards used as merchant vessels na langer possess
the ample weapons array they had in the Star League era.
Howevar, they can easily be fitted with energy weapons and
long-range missiles sufficient to defend a Leopard comman-
deered by the Glan warrior caste. What little Information | have
tracked down about the security of the merchant ships suggests
that the Jade Falcons do not allow such vessels to carry
weapons; instead, a merchant ship facing a potentially perilous
journey takes along a security detail of warriors to defend it if
necessary.

heads for the landing field. Franklin uses the Banshee to cover the
Strikers' run for the DropShip, and Hawk moves to draw the Glan's
fire while the others mount up. Hawk heads straight into the com-
pound to drop crates full of laser rifles and grenades in the midst of
the Somerset cadets.

The defending Clan 'Mechs gang up on Hawk, but just before
Kristen can administer the coup de grace, the remaining three Striker
‘Mechs arrive and fire on Kristen from behind. During the ensuing
skirmish with the Clan ‘'Mechs, Andrew learns the value of Rachel's
tactical operations center the hard way when Adam rescues him from
a rear attack by Pytor. When Kristen targets Andrew, mistakenly
assuming that Adam is piloting the Axmarn, the brothers begin jockey-
ing to be the one to take out the Vulture. Rachel finally orders both
Steiners to adjust their targeting and fire simultanecusly on the
Vulture’s heat sinks, pushing the "Mech's temperature into the critical
range and forcing Kristen to gject in the escape pod. In an ironic echo
of his own capture, Commander Andrew Steiner catches Kristen's
escape pod in the air.

Meanwhile ...

Protecied by the Infilirator suit, Kylie leads a charge of cadets
against the command center. Clearly outnumbered and oulgunned,
the Clan warriors surrender to the cadets, who march them out into
the compound while Kylie blows up the computer control panel in the
headguarters,

The tables are truly turmed when the Somerset cadels ance again
raise the flag of the Federated Commonwealth over the Academy and
the Clan warriors find themselves behind bars, but Major Adam
Steiner's victory s short-lived. Even as he assures the cadels that
lomorrow they will help the Strikers recapiure the entire planet, Star
Colonel Nicolai Malthus interrupts Adam's announcement to declare his
imminent arrival, and three Stars of OmniMechs make a combat drop
anto the Somerset Military Academy.
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1ST SOMERSET STRIKERS

ERPISODE 13:
TRIAL OF
POSSESSION

SOMERSET

With the Somersat Military Academy liberated from Clan Jade Falcon, the
Strikers face a counterattack from Nicolai Malthus. No longer interested in
conquest or isorla, Malthus wants only one thing: to destroy Adam Steiner.

As tha battle begins ...

Maithus leads his forces in a march on the Academy, where the Strikers
and the Academy's infantry meet them in a head-on clash. Franklin Sakamoto
leads the infantry into the nearby hills; the Strikers and Andrew Steiner swiftly
follow as wave after wave of Clan 'Mechs head their way, The Strikers lead
the enemy into an ambush, knocking them down with PPC blasts and then
seftting off explosives all around the fallen 'Mechs. Two Clan 'Mechs counteral-
tack, blasting Adam's Awesome backward toward a high ridge, where ten
Elementals stand ready to leap down on the Awssome and bring the giant
maching to its knees.

Seconds later ..

Spotting the trap, Franklin hurls himself forward, firing every weapon at
his battlesuit's disposal. His infantrymen follow, engaging the Elementals in a
desperately uneven battle. Adam comes to the rescue, ordering Franklin to
pull out and gat the infantry back to the Academy—without battlesuits, they
are na match for armored Clan troops. The Elementals swarm over the
Awesome, but before they can do much damage, the glant shadow of
Malthus's Thorfalls over Adam's ‘Mach.

Malthus fires his lasers at poinblank range ... right at the Elementals
clinging to the Awesome. As Elementals fly everywhere, Malthus laughs mani-
acally. "Mow we come 1o the heart of the battle, Adam Steiner. You and II"

Some time later ...

Val. Franklin, and the infantry reach the now-guiet Academy and discover
that Ciro has freed Kristen Bedmond and Pytor. As the Clanners run toward
their DropShip, Ciro blasts Franklin, reducing his armored suit to a smoldering
heap. Val steps toward him, guns ready, but Ciro blasts the legs from under
Val's Bushwacker, Kylie swoops down in her Banshee , but the fighter's over-
loaded lasers no longer function. Kylie aims her Banshee siraight at Ciro's
Mad Cat, blowing up bath machines. Kylie and Ciro parachute to safety as Val

watches from the wreckage of his BattieMech. his to Iﬁspm of. T&aﬁlhﬂ?&:ﬁt;ﬂiﬁﬂiﬂmﬁ*h -

 extremely un-Clanlike behavior—Malthus certainly
Some distance away ... knew that the planet included the people in Major
Giro and Kylie land near the Clan DropShip and crawl out of their escape Steiner’s mind, and true adherance to Clan honor
pods. Ciro lurns his laser pistol on Kylis, bul she swiftly disarms him. As Val would have required him to leave them alone. His
arrives and eongratulates Kylie, Kristen Redmond and Pytor emerge from the deception indicates that he has learned to think like

DropShip in & Vulture and a Hunchback. The two Strikers flee the Clanners’ the “treacherous Inner Sphere freebirths” he
barrage of lethal PPC fira. affects to despise.

Kristen stops to pick up Ciro, then resumes her dash toward Adam’s If the Clans are learning to think in lies and
beleaguered Awesome. Pytor strides far ahead, almost within firing range. intrigues as we do, they will become an even more

Andrew Steiner. his heat sinks failing, hurls his dying Axman headlong into dangerous enemy.
Pytar's 'Mech. Bath pilots bail cut as their machines explode.
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Elsewhera on the battlefield ...

Malthus destroys Hawk's Mauler, leaving Adam without allies. As Adam duels with Kristen Redmand, Malthus fires on the
Awesome, right through Kristen's Vulture, His shot cripples the Clan 'Mech—it crashes to the ground, the impact knocking Kristen
unconscious and pinning Ciro inside the ruined cockpit.

With his people badly hurt and their ‘Mechs shot out from under them, Adam tries a last bold gamble. He challenges Nicolai to a
Trial of Possession for Somerset,

Malthus almost rejects Adam's challenge, but he accepts after hearing Ciro's passionate plea to remember the ideals of the great
Kerensky. Micolai chooses BattleMechs as the weapon, Adam, left to choose the sile of their duel, selects the rugged terrain of
Somersel’'s North Country, If he wins, Somersel is his and no Clanner will ever again set fool on it; if he loses, the planet and the
Strikers belong to Micolai.

In the North Country ...

Scanning his surroundings for his enemy, Adam strides over the rough ground. As he reaches the crest of a ridge, Malthus’s Thor
suddenly appears and fires at him. Battered by repeated assaults, Adam flees into the nearby redwoods with Malthus hot on his heels.
Adam turns his 'Mech and lires at the huge trees around them. The redwoods go up in flames, engulfing Malthus in fire and driving his
OmniMech's internal temperature to critical levels. Malthus races desperately through the burning woods in search of escape. He
reaches the adge of a cliff, and sees below it a glacier-fed lake. Malthus leaps off the cliff, plunging his Thor into the icy waters.

By the lakeshore ...

Adam waits and watches, but the lake remains still. As the last wisps of steam from the Thor dissipate in the wind, Adam wades
slowly into the lake to make sure his enemy is vanquished, Suddenly the Thor rears up behind him, firing everything it has into the
Awesome's back. Seconds before the Awesome explodes, an escape pod rockets out of its cockpit. The pod floats gently down, right
inta the Thors huge armored hand. Malthus rips open the pod, but Adam Steiner is not inside.
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MNear the fallan 'Mech ...

Adam crawls oul of the Awesome's shattered head and flees into the redwoods
with Malthus in pursuit. As Malthus searches for his quarry in the trackless forest,
Adam places small but powerful explosives on a circle of trees surrounding a clearing.
His task finished, he steps into view. With a roar of triumph, Malthus chases him. As
the Thorreaches the center of the clearing, Adam sets off the bombs, burying Malthus
under an avalance of tree trunks, branches, and sawdust.

Minutes later ...

From a safe hiding place, Adam watches the Thor dig itself out and march off in
search of him. As the Thor passes a high ridge, Adam leaps from the ridge onte ils
back. He clambers around to the frant, blasts open the cockpit hatch, and leaps inside.

Adam and Malthus fight a vicious hand-to-hand battle as the Thor stumbles crazily
through the forest. Malthus wrenches a metal bar from a cockpit wall and swings it at
Adam, but misses. Adam grabs the bar to keep Malthus from crushing his throat with
it, while the "Mech lurches through the thinning trees toward the shimmering mass of a
glacier. It steps onto the glacier and begins to slide down 1he sleep icy slope.

As the Thor falls ...

Adam throws himsalf out of the open hatch, tearing the metal bar from Malthus's
grasp. He lands hard on the ice and jams the metal into it. The bar culs a deep groove
in the ice, slowing Adam's mad descent. The Thor slides downward and tumbles over
the lip of the glacier, falling a thousand feat dawn to the bottom of a raving, The mas-
sive explosion sends a tower of thick black smoke into the air. Adam stops sliding at
the very edge of the glacier, and with a mighty effort swings himself upward to safaty.
As he peers over the edge to watch the Thor burn, Nicolai lunges up from a ledge just
underneath and grabs him,

Adarn pulls away as Nicolai swings himself up on the glacier, Nicolal charges at
Adam, sending them bath plunging over the edge. Tumbling from ledge to ledge, they
grapple with each other all the way down to the bottom of the ravine. Adam stumbles
toward the buming Thor, Malthus leaps after him, and the two exhausted men contin-
ue their trial an the hot metal corpse of the shattered OmniMech,

As the final battle bagins ...

Enraged that Adam is still standing, Nicolal rips a length of hot metal from the
Thor and swings it at him. Adam dodges the blow, trips, and falls flat. Scenting victory,
Micolai swings his weapon again and again at Adam, who frantically rolls out of its
path. Suddenly, Adam spies a sparking power cable a few feet away. He grabs for it,
his own bady shielding it from Nicolai's eyes. With a shout of triumph, Nicolai lunges
toward Adam. Adam tumns ta face Micolai, shoving the live cable against the metal bar.
Nicolal stiffens, then howls in agony as ten thousand volts of electricity pour through
his neurocircuitry.

Malthus falls semiconscious to the ground, aware of the bitter taste of defeat.
Acknowledging his loss, he orders Kristen Redmond to begin the evacuation of
Somerset.

Some time latar ...

The Kwaldan lands near the Somerset Military Academy. Adam and Hawk step
out, expecting cheering crowds, but eerie silence greets them. They wander through
the rubble, Increasingly worried at the deserted landscape.

They find the rest of the Somerset Strikers huddied against the side of a half-bro-
ken wall, staring into space as if in shock. Tears welling in her eyes, Rachel tells
Adam the dreadful truth—the departing Clan DropShips took with them every single
living soul on Somerset. Grimly. Adam Steiner vows to liberate his people—no matter
what it takes,

"Thnh-ansahi: :IWMNa

Falcon technician gives us vital clue as to

as Dlga, stated that 1,--mp§t have been
indoctrinated into the Way of the Clans,
absorbed into either ﬁtﬂdmiﬁqn or labor
castes.”

The implications are clear. The Clans
are indoctrinating Federated Commonwealth
civilians and then forcibly transporting them
fram their homes to serve the Jade Falcons
in whatever capacity the Clans desm appra-
priate, The Clans call these new citizens
“bondsmen,” but we in the Inner Sphere
have another name for them ... slaves,
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1ST SOMERSET STRIKERS

AbDAMm
STEINER

MAJOR
1ST SOMERSET STRIKERS
Barn en the Federated Commenwealth world of
Somersel, Major Adam Steiner grew up there and
attended the Somerset Military Academy, graduat-
ing as a highly skilled 'Mech pilot. Invited to
become an instructor at the Academy because of
his innovalive concepts for BattlieMech fighting tactics,
Steiner combined combat strategy, instant field intelli-
gence-gathering technigues, and the ability to think on
his teet into a unigue approach to battle that earnad him
another invitation, this time to demonsfrate his system at
the prestigious Nagelring military academy on Tharkad.

The combination of eaming his current rank of major
at age 24, his illustrious name, and his lack of combat
exparience forced Adam Steiner to work harder than his
peers to become a success. His superior officers expect-
ed more of Steiner because of his name, and his peers
and subordinates assumed that he gol where he was
because of his Steiner connections. Only Lieutenant
Rachel Specter, his tactical operations officer and best
friend, understands Adam’s true abilities and his gift for
strategy. Though he earned Rachel’s respect long ago,
he must begin each new assignment by proving himself
worthy of others’ raspect and loyalty.

Expected by his superiors to forge his unconventional
group of personnel into a fighting force, Adam Steiner
takes on many roles—soldier, psychologist, dictator,
diplomat, teacher, and student—in his effort to cajole
and prod his people into forming a working team. Through
hard work and successful performance, Adam Stelner
has proven himself a capable leader who deserves the
respect of the 1st Somarse! Strikers. His intense focus on
honing and refining his tactical system in order to keep his
people alive, however, often keeps him from showing how
deeply he cares about each member of his unit,
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CAPTAIN
18T SOMERSET STRIKERS

Zachary Miles "Hawk™ Hawkins i a vetaran
MechWarrior who's survived more battles on
more worlds than most people live to tell aboul.
He takes on special assignments for the
Federated Commonwealth, the |atest turn in a long
and varied military career. Born to well-to-do vintners
on the world of Ryde, Hawkins left the family wine busi-
ness to begin his career as a grunt soldier. His gradual rise
in the ranks came about through dedication and sheer hard
work rather than planning; Hawk has alwavs cared more
about getting the job done than ensuring his own advance-
rment by angling for plum assignments. His career has taken
him all over the Inner Sphere but left him litle opportunity to
form bonds outside the units in which he served. Family lies
are few, though he sends regular messages home (o his
younger sister and her tamily. Hawk has a special affection
for his oldest nephew, Matthew, who dreams of following
him into the military someday

Gruff but good-natured, Hawkins values his comrade-
ship with his fallow soldiers. He also fesls a certain grudging
respect for the troops of the Draconis Combing, with whom
his nation has long been at war, Somewhera underneath his
instinctiva suspicion of the Dracs, Hawkins recognizes them
as soldiers like himself, fighting for a nation they hold as
dear as he does his own. Honest, often brusque, but always
ready to help a friend, Hawk takes it upon himself to keep
order in any unit in which he serves. His peacemaking
ahilities are tested to the breaking point among the 1st
Somerset Strikars.

As a soldier's soldier, Hawk learned ta trust his own
sxperience and to distrust the judgment of higher-ups
whosa rank and social position could not make up for their
lack of combat ability. When the well-connected but wet-
behind-the-ears leader of the 15t Somarsel Strikers
commandesrs Hawk's services for the fledgling
unit, Hawk finds himself in the situation he hates
most: having to take arders from a commanding
officer whe's naver faught a real battle. Initially skeptical
of Major Adam Steiner's abilities, Hawk soon discovers that
the “schooclboy” has what it takes to lead troops into combat,
and he becomes Steiner's most loyal suppaorter,
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CAPTAIN
1ST SOMERSET STRIKERS

A talented MechWarrior, Wal Ryder is a lovable

of his family served the Commonwealth as
MechWarriors, and Val followed in his forebears'

footsteps. Rather than join the regular army, howey-
er, Val found the life of a mercenary more to his taste.
Shortly before he turned 18, Val joined a small merc unit
by the name of Monk's Marauders. He spent the next few
years knocking around the Inner Sphere, battling various
opponents and discovering his own flair for down-and-
dirty fighting tactics. He alsa discovered a taste for the
high life, in which his less savory acquaintances happily
indulged him. He ended up owing several of his fellow
mercs quite a bit of money, and he leaped at the chance
to escape his debts by accepting a slot in a regular
Federated Commonwealth army unit. His gambling
habit followed him, however, resulting in a dishonorable
discharge. Val finally hit rock bottom on the world of
Dustball, when he lost big to Boss Tybus, a major under-
world crime figure. To pay his huge debt to Tybus and
keep himself in food and shelter, Val began working for
the crime lard, wha held his family's "Mech as collateral.
He became increasingly resentful of Tybus's hold over
him, loathing the fact that this slug of 2 man owned the
only thing that really mattered to Val: his BattleMech.

Though inclined to sit out the action unless there's
something in it for him, Val is a brilliant fighter when he
feels he has a point to prove. He's flashy, cocky, and
more than a tauch selfish, but he never lets his fellow
warriors down, In fact, he prides himself on his ability to
get other people—as well as himself—out of impossibla
jams. Very little gets to him for long; he sees each set-
back as just another challenge against which to show
off his skill and cleverness.

Val has the boundless confidence of the good-look-
ing, smooth-talking guy who hears even the baldest put-
down as a flirtatious comment. His “what's in it for me”®
pose makes him a pain to work with, but if a fellow
Somerset Striker gets in trouble on the battlefield,

Val rides to the rescue without a moment’s thought.

@ scoundrel with a shady past. Seven generations
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RaAacHEL
SPECTER

LIEUTENANT
1ST SOMERSET STRIKERS

As the tactical operations officer for the 1st Somerset
Strikers, Lieutenant Rachel Specter occupies &
unique position in the military of the Federated
Commanwealth, Together, she and Adam Steiner

devised a tactical strategy centered on constant

intelligence gathering on the battlefield, allowing a
uni's cormmander to change strategy as required and pro-
viding & bird's-eye view of a fight to
individual MechWarriors as necessary. Rachel serves as
Major Steiner's eyes and ears on the battlefisld, providing
her commander with the information he needs to modify
hiz tactics in the thick of combat, Her true talent in this
capacity. however, ligs not only in successfully menitoring
| the flood of infarmation she receives from other friendly
units, radar, satellite pictures, and the occasional pirated
signal fram the enemy, but in identifying the informatian
that will prove strategically relevant.

Specter trained on Somerset at the Academy with
Adam Steiner, and they grew to be close friends, Over
time and through the rigars of training, their relationship
changed. Like brother and sister, they shared their
innermost hopas and fears; like comrades-in-arms, they
pledged to each other their unguestioning loyalty and
undying suppert, Rachel Specter considers Somerset her
adopted home and shared Adam Steiner's devastation at
the unknown fate of their friends. though she has never
expressed aven to Adam any concern for the where-
abouts of her estranged sister Lea. who was on
Somerset when Clan Jade Falcon invaded.

Mo ong in the Somerset Strikers but Adam knows
why Rachel Spacter always wears a glove on har nght
hand. though every member of the Unit has a pet theory,
Saome believe it 1s a virtual-raality glove that serves as
part ol her gear while in the tactical operations canter.
Others who agree with that theory speculate that she
never takes it off because her position in the unit is the
only way she defines herself. Still others postulate thal
the glove hides the scars of an accident, perhaps the
| result of whatever estranged Rachel and her sister,
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IRO
RAMIREZ

LIEUTENANT
1ST SOMERSET STRIKERS

The san of a minor noble, Cire Oguendo y Ramirez
3 is an arrogant idealist with unfortunate convictions.
He values honor and courage above all, but he
refuses to recognize that these qualities can exist
in anyone who is not of good family, As a big fish in
a small pond on his homeworld in the |sle of Skye, Ciro
grew up with the unconscious assumption that his noble
birth made him betier than everyone else. When he
reached the Nagelring and discovered otherwise, he
compensated for his disillusion by clinging all the harder
to his belief in his own superiority. To Ciro, the ultimate
proof of his own and his family’s worth lies in the distant
past, before the collapse of the Star League, when the
long-vanished General Aleksandr Kerensky honored a
Ramirez with the Star League Order of the Star. Ciro
treasures this link with the lost Star League, which in his
mind was a perfect society in which the noble classes
ruled benignly over the vast mass of lesser humanity.
Upon graduation from the Nagelring in the top
& percent of his class—the same class as Prince
Vietar Steiner-Davion—Ciro had expected an assign-
ment warthy of his abilities and noble blood. Instead,
he received Ihe unprestigious post of Assistant
Instructor to Major Adam Staeiner at the Nagelring.
Ciro deaply resents Adam Steiner, first for existing and
s0 presanting him with this humiliating assignment, and
second because the major is what Ciro wants to be a
scion of the Commonwealth's royal House, with a name
evaryang automatically respects as well as brilliant
tactical skills. Ciro sees himself as ane of the few
worlhy successars o the ideals of General Kerensky
and the Star Leagus, but the failure of others to recog-
nize this has forced him to waste his time and talent
teaching a bunch of inferiors how to pilot BattieMechs.
Ciro wishes things were diffarent in the Federated
Commanwealth; he secretly dreams of a society in
which everyone knows his place, and in which Ciro's
awn place is near the top of the heap.
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CADET
1ST SOMERSET STRIKERS

Kate Kylie always wanted to fly, Growing up in
a small town on Somerset, the youngest of six
children, she dreamed of piloting an agrospace
fighter in the Armed Forces of the Federated
Commonwealth, Blessed with quick reflexes and
amazing natural talent, Kate haned her flying skills on
every plane and havercraft she could get her hands an.
Though she loved her home and family, she also badly
wanted to see more of the Inner Sphere than the little
tarming town of Haskell, and saw military service as
the most exciting way to do that. At the age of 16, she
enterad the aerospace pilot's training program at the
Somerset Military Academy. After two years, she
applied for a transfer to the Nagelring, the Federated
Cammonwealth's most prestigious military academy.
There she became a student of a fellow Somerset native,
Major Adam Steinar,

Young, brash, and eager, Cadet Kylie is a brilliant
aerojock and a commanding officer’s nightmare. She
acts on impulse and has not yet learned the difference
between courage and recklessness. She loves spitting in
danger's eye and takes crazy risks for fun. Emotional
and intense, Kylie gets impatient with people who, In
her words, “spend so much time thinking that they forget
which way is up." She wants to take action, the sooner
the better,

Initially refused a place in the Somerset Strikers,
Kate joined the unit when she just happened to rascue il
fram an untimely death. She wants nothing mare than to
liberate Somerset from the iran grip of the Clans. Though
her frustration at every delay in reaching Somerset some-
times makes har think of striking out for home an her
own, she knows deep down that only the Strikers can
possibly hope to free Somerset from the Clan enemy.
Kate is sharpening her fighting skills, biding her time
| (with difficulty), and doing Ihe best she can to prepare

herself to liberate her homewarld,
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FranxkuinNn

KAMOTO

18T SOMERSET STRIKERS

The illegitimate son of Warlord Theodore Kurita of
the Draconis Combine and Kathleen Palnrer, a
skilled agent of House Kurita's Internal Security

@ Force, Franklin Sakamota's life has been filled with

danger, intrigue, and secrets practically from the
mament of his conception. Sakamolo believed that
his parents died when he was very young and that the
uncle whao raised him did so out of love and loyalty to his
departed sibling—he had no idea that he had spent most
of his life as a pawn of a faction opposed o the current
ruler of the Draconis Combine, When Captain Jeroen
Frestadl, a sleeper agent of the rebel faction, kidnapped
Sakamoto and attempted to force him into accepting his
heritage and making a bid far the throne, Franklin rejected
the rebel plan and renounced all claim to the royal family.
The events of the past few months have changed
Franklin Sakamoto. His association with the Somersel
Strikers has shown him that the old stereotypes cannat
be accurately applied to all citizens of the Federated
Commanwealth. As his commanding officer, Adam
Steiner has won Sakamoto's respect through fair
treatment and competent leadership, and the unit's
willingness to sacrifice its ultimate goal of retaking
Somerset irom the Clans in ordar to rescue a single
member deeply touched the Kuritan,
Intensely loyal, disciplined. and honorable, Franklin
Sakamoto makes a dangerous enemy and a strong
ally. Major Adam Steiner has seen both sides of
Sakamoto, and he much prefers to stand as his friend.
Sakamoto’s tangled history might offer more surprises
for the Strikers and for Franklin himself, but Adam feels
confident that whatever else Franklin learns about his
pasl, thal knowledge will not change his new friend's
commitmeant to the unit,
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CAPTAIN
DROPSHIP KWAIDAN

As a loyal citizen of the Draconis Combing,
Captain Frestadt resented his government
forcing him to place his ship and skills at the
disposal of a snotty-nosed officer of the Federated
Commaonwealth, He hated taking his merchant ship
inte combat situations, and kept close watch on Patch
McGuire's makeshift repairs and refits. Though Frestadt
never learned to like Major Adam Steiner, he gave his
commander grudging respect for succeeding in, or at
least surviving, every combat situation the Strikers
entered. Frastadlt also gained some insight into his
personal performance, discovering a capacity within
himself for often brilliant maneuvers and inspired
leadership of his crew.
Though Captain Frastadt spent maost of his adult
life secretly working to accomplish the goals of a rebel
faction intent on replacing Coordinator Takashi Kurita
with the Combine leader's illegitimate grandsen, Franklin
Sakamoto, he never felt those goals conflicted with his
layalty to his nation. In his mind, his greatest service 1o
the Draconis Combine would be bringing to power a new,
stronger Kurila to lead the nation on to ever- graater
heights aof glory. The ISF officers who removed Captain
Frestadt from the rebel stronghold an the marginally
habitable moon Bensinger |V and returned him to the
Combine for trial did not agree.

]
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Deirdre Nakamura was bom into.a pr‘l:rud_.harismcratic

Tamily that can trace its lineage back to the samurai
of ancient Terra, Growing up with three older
brathers, Deirdre learned to compete early an.

She displayed a keen intellect in schoal and had
become an accomplished martial artist by the age of
thirleen. Forlunalely for the strong-willed young girl,
her family's social standing exempted her from the tradi-
tional subservient role Kuritan society usually relegated
to women, and she entered the the prestigious Wisdom
of the Dragon military academy at the age of 18.

A year later, Deirdre shocked her family by leaving
the academy and announcing her intention to travel
across Luthien alone on a journey of self-discovery. She
returned some two years later wearing the robe of a monk
and expressing a desire to serve humanity. Within weeks
she was studying medicine at Luthien University. After
graduating at the top of her class, she again surprised all
by enlisting in the Draconis Combine Mustered Soldiery's
medical corps and volunteering for combat duty.

Dr. Deirdre Nakamura remains something of a
mystery to her shipmates. She is a very privale individual
with a cold, formal manner. Few if any of her shipmates
fesl any afiection toward her, but they all respect her pro-
fessional attitude and her dedication to the healing arts.

ob
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18T SOMERSET STRIKERS

Ernest McGuire is one of those rare people wha is
apparently born with a natural affinity for machinery of
any type. He earned his nickname of Patch at the
age of nine when he snuck into the building
that housed the atmospheric-control system far his
tamily's apartment complex and jury-rigged a repair
to correct a faulty subsystem that optimized oxygen
recirculation. The ambiguity of his punishment for this
unauthorized refit and the pride he felt at improving his
family's quality of life stuck with him for the rest of his lite,
making him an enthusiastic tinkerer,

Patch enjoys the MechWarriors' friendly bidding for
his services, though he often reminds his fellow Strikers
that he can only work on each maching in its tum, He
relishes the oppartunity to constantly improve the unit's
"Mechs, and derives a great deal of glee from modifying
Captain Frestadl's Jump3Ship every time Major Steiner
calls an him for necessary repairs,
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HAUPTMANN

KOMMANDANT
SOMERSET CADET-
CORPS

Andrew Steiner was borm and raised
on the Federated Commonwealth
world of Somerset. The son of two
MechWarriors, Andrew had baraly
lzarned to walk when he first expressed
an ambition to pilot one of the massive
machines. Within a few years, Andrew had a
younger brother, Adam. The younger Steiner
came to share his older brother's fascination
with the massive machines, and the two bays
often spent their afternoons at the training
field of the nearby military academy. There,
they would watch the cadets train in their
BattleMechs and dream of the day when
they, too, would become MechWarriors.

Andrew studied diligently at school—as his
parents told him a future MechWarrior must—
and later won admission to the Somerset Military
Acadermy, fulfiling his childhood dream. He pilot-
ed a BattleMech as if he were born with a neuro-
halmet on his head and consistently bested his
tellow cadets in mock BattleMech dusls.

He entered military service immediataly
after graduation and soon found himself honing
his MechVWarrior skills in the low-level skimmish-
ing so commen in the Inner Sphere prior to the
Clan Invasion. Later, he was assigned to the
Somerset Military Academy, where he now
serves as commander of the cadet corps.
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MeLissa
TEINER-DA

ARCHON
FEDERATED COMMONWEALTH

Groomed from early childhood to assume
leaderzhip, Melissa Steiner-Davion proved
herself a much stronger and more effective
leader than anyone really expected, least of all

har husband and co-regent, the legendary Hanse
Davion, From an awkward, bookish, solitary child,
Melissa Steiner-Davion grew to be a wise, canng, and
poised Archon, able to maintain a loving relationship
with her powerful and strong-willed husband, raise a
family, and successfully navigate the treacherous
political waters of an oft-uneasily consoclidated realm,

Though well schooled in the theory of leading a
nation, Melissa Steiner-Davion learned the true meaning
of what it meant to rule when she traveled in disguise to
spend time with her fiance before their marriage. When
the DropShip she was traveling on was highjacked and
it became clear that an enemy agent had penetrated her
deception and arranged the incident to gain control of
the heir to the FedCom throne, Melissa was forced to
reveal her identity and take charge of the situation. This
incident revealed 1o the Archon-Designate the true pain
of sacrificing the few for the good of the many, and force-
fully braught home the realization that her people would
willingly die to preserve her life.

Her capable leadership during the Clan invasicn
shows that she clearly has accepled this early lesson and
many others, and the battlefield performance of her son
Victar proves that she has successfully taught her chil-
dren the precepts of rulership as she herself was taught.
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ARCHON PRINCE
FEDERATED COMMONWEALTH

Groomed from his earliest days 1o rule the

thoughtful, and sericus young man. Shorler than

average, he is self-conscious about his height and

somatimes wonders il his small size keeps people

from taking him seriously. He has always known that the

task of leading his nation would someday fall to him, and
the weight of that responsibility has shaped his life since
childhood. Though close to his parents and four
siblings, he is wary of other people, finding it difficult to
distinguish between genuine potential friends and those
who want to claim friendship with him because of his
position. Because of this uncertainty, he prizes trus
friendship wherever he finds it. He despiseas flattary
and has little patience for diplomatic niceties,

Like every member of the royal family, Victor
entered military service as an adult, and currently
commands a battalion of the Twelfth Donegal Guards,
He is determined to prove worthy of his command,
particularly since ha believes he may owe it more to his
pasition as heir to the throne than to his actual ability.
He is troubled by the thought that his royal heritage may
bring him undeserved honors, and bends over backward
to make sure he eams everything that comas his way.

Victor feels he must live up to both of his parents,
particularly his famous father. Prince Hanse Davion,
nicknamed “the Fox" for hig political =kill and renowned
as a brilliant general, casts a long shadow aver his eldest
son, Victor is determined o step outside that shadow
and prove himself on his own. This drive to succeed on
his awn merits makes Victor intense, impatient, and often
sharply crilical—but he always reserves his harshest
criticism for himself. Refusing 1o rely on the easy
advantages of his royal name, Victor never settles
tor anything less than his personal best.

@ r Federated Commonwealth, Victar is an intelligent,
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NicoLain
MAaLTHUS

STAR COLONEL £
FALCON’'S CLAWS

Jade Falcon geneticists conceived Nicolai
Malthus with the finest genes the Clan possessed,
intent on creating the most fearsome warrior the
universe had ever seen. Their efforts seemed
destined to succeed as Malthus grew under the
watchful eyes of his instructors in the Clan sibko, where
he underwent a rigorous program of training dasigned

to prepare him to take his place among the honared
warrors of the Jade Falcons.

The young Malthus excelled in the competitive
world of the sibko, consistently emerging at the top of
his company in the classroom and the training field. His
accomplishments and abilities sarned him the grudging
respect of his fellow truebirths, and soon Malthus
emerged as a natural leader. Few of his sibkin, however,
felt any affection loward Malthus, who had come lo view
himself as innately superior to all around him.

Following his graduation from the sibko, Maithus
rose through the ranks of the Clan with astonishing
speed, driven by a ruthless ambition that gained strength
with each success. Soon he had earmed the rank of Star
Colonel and command of the Falcon's Claws, an alite unit
of Jade Falcon's fiercest MechWarriors. The unit rapidly
captured a number of Inner Sphere worlds after Malthus
took command, and Nicolai seemed destined to finally
best his Clan rival, Star Colonel Knslen Redmaond. Then
the Falcon's Claws encountered Adam Sleiner and the
Somerset Strikers, and their fortunas changed.

Although Malthus had tasted the bitterness of defeal
before, he had never been bested by a "barbarian” from
the Inner Sphere. The loss shamed him betore the other
commanders of his Clan, and Malthus vowed to destroy
| the FedCom commander and his upstart unil. However,

Steiner and his Strikers continued to outwit their Clan
opponents, and now Malthus's determination lo destray
the young MechWarrior has turned into an obsession
that threatens to consume the Clan commander.
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HKrisTEN

EDMOND

STAR GDLDNEL
BLACK VISION

A brilliant fighter and tactician who places the
honor of the Clan above all, Star Colonel Kristen
Redmaond is a true Clan warrior, For the glary of
Clan Jade Falcon, she leads her troops into battle
against seemingly impossible odds. She controls her
reckless streak well enough not to take foclish chances,
however; though willing to risk quite a bit for victory, she
won't thraw her unit blindly into a battle they have no
chance of winning. Despite her natural impulse toward
aggressiveness, she knows when to gamble and when
not to. The only flaw displayed by this otherwise exem-
plary warrior is her cngoing feud with her longtime rival,
MNicolai Malthus.

In recent manths, the bitter rivalry between Malthus
and Redmond has led the Star Colonel to confuse Clan
Jade Falcon's honor with her personal honor and 1o
justify taking on engagements simply to match or
surpass Malthus' exploits. Her desire to bury Malthus
in an avalanche of her own heroic feats has allowed
her to indulge her reckless tendencies and has begun to
sariously impair her judgment. The need to be better than
Micalai Malthus is becoming mare important to Kristen
Redmaond than the overall good of the Clan or abedience
to the orders of her superiors.

Shrewd, calculating, and fiercely proud, Kristen
Redmond rarely backs down once she has committed
hersell and her command to a course of action. A bold
and tenacious fighter, she accepls defeat only if the good
of the Clan requires it—and even then, she regards such
losses as temporary retreats that serve a larger strategy.
As a Bloodnamed warrior, Star Colonel Redmond is
assured a place in her Clan's genetic legacy unless some
deep disgrace should befall her. She will do everything in
her power to make her legacy a glorious ona.
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STAR COMMANDER
FALCON'S CLAWS

At 37 years old, Star Commander Pytor is a
“useless old man” by Clan standards. Having
spent his entire adult life as a MechWarrior in a
society geared toward combal, his age gives him
experience that would be invaluable in the Inner Sphere
‘ but is brushed aside among the Clans. Pytor has believed

in and striven to uphold Clan ways and ideals since his
childhood, and he wants nothing more than to keep
serving his people. Because of his age, however, he is
not allowed to offer much, The combat skills and tactical
abilities he honed to a sharp edge over many years, the
breadth of his military experience, and his insight into
Clan honor matter less than nothing to his young,
ambitious commanding cfficer, Nicolal Malthus.

Malthus pays Pytor scant respect, and Pytor's

wise counsel often falls on deaf ears.

After a lifetime of devating all his energies 1o serving
Clan Jade Falcon, Pytor finds it galling that the Clan to
which he gave unguestioning loyalty now regards him
as litle mare than disposable cannon fodder. Simply
because he has aged bayond what the Clans consider his
fighting prime, this once-proud trueborn warrior has been
relegated to a shamefully limited supporting role. Adding
insult to injury, his superiors recently demoted him from
his former rank of Star Captain. In his younger days,
Pytor accepted Clan Jade Faleon's disdain for older
warriors withaut question: now that he has become a
victim of that same aftitude, his deep sense of hurt is
beginning to make him guestion the Clan values that
he once held so dear.

Thaugh his pride still makes him carry out his orders
to the best of his ability, Pytor is no longer sure that thers
is any point in doing so. He is a confused man, struggling
to define the true meaning of honor in a society that has,
in a sense, betrayed him. Once sure of his role and his
waorth, he mus! decide whether o cling blindly to old
ideals or find a new truth whose axislence he has
| baraly begun to suspect.
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ANDERVAHN

GALAXY COMMANDER
CLAN JADE FALCON

An ambitious man, Galaxy Commander Vandervahn Chistu cansiders
the invasion of tha Inner Sphere a perfect opportunity fo earn glory for
Clan Jade Falcon and win a prominent position in his Clan, A better
warrlar than a leader, Chislu's greatest trial in this military action is Star
Colonel Nicolai Malthus, a ruthless tactician who representad Chistu's most
promising avenue of success unlil the subordinate officer became obsessed
with destroying Major Adam Steiner and the 1sl
Somersel Strikers.

Galaxy Commander Chistu firmly believes in the
Clan way. Because Chistu has personal goals of his own,
he finds Star Colonel Malthus's willingness to abandon
his duty of advancing the goals of the Jade Falcans 1o
pursue a persanal vendetta understandable, but
considers his subordinate’s actions wholly
dishonorable. Though not yet willing to cut his
losses, Galaxy Commander Chistu accepls
that one day soon he may be forced lo
destroy Nicolai Malthus.

ATALYA

STAR COMMANDER
FALCON'S CLAWS

Star Commander Natalya is intensely loyal to her commanding officer, Nicolai
Malthus, partly because she believes she owes him loyally as a subordinate
afficer but also because she sees his exploits as her best shol at battlefield glory.
Matalya wants nothing more than to win & Bloodname, and at 24 years old, she feels
her time is beginning to run out. Her driving need to distinguish herself in combat
makes har a parlicularly bloodthirsty adversary,

A Clan Elemental, Natalya is larger, stranger, and able to endura more physical
punishment than the average Inner Sphere warriar. She is proud of her strength and
combat skill, and dreams of passing them bath an to another generation of Clan Jade
Falcon. She is willing to go to any lengths accomplish any feat of bravery to earn the

| Bloodname and the place in her Clan's future that she so desperalely seaks.
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The following report on Clan and Inner Sphere technology
has been compiled by our Blessed Order's expert technological
analysts. For the benefit of those readers who have not served
as MechWarriars, this report begins with a brief discussion of
the workings of BattleMechs, followed by all available descrip-
tions of the cutting-edge BattleMechs and batlle armor, vehi-
cles, spacecraft, and special equipment used by the Clan
invaders and certain Successor State armies and special units,
including the 1st Somerset Strikers of the Federated
Commonwealth, Readers are advised that the technology in
this report represents only the war machines that ComStar
adepts have so far observed in action; it is probable that we
have not yat seen the complete arsenal at the Clans’ disposal,

THE BATTLEMECH

In 2439, the introduction of the first BattleMech—the MCHK-
55 Mackie—revolutionized modern warfare forever. Though the
Mackie would be considered primitive by today's standards,
the machine represented the most advanced battlefield lechnol-
ogy of its day.

The modern BattleMech is perhaps the most complex
machine ever produced. Each "Mech contains thousands of dif-
ferent companents, far too many 1o explain in anything sharter
than a technical manual. The following overview highlights the

principal systems and the capabilities of BattleMechs, providing
a succinct and accurate summary of the ultimate war machine.

Skeleton

Every BattleMech contains a “skeleton” made up of several
dozen "bones." Each "bone” is a honeycombed, foamed-alu-
minum core wrapped with stressed silicon-carbide monofila-
ment and protected by a rigid, litanium-steel shell. Each of
these artificial "bones" has attachment points for the myomer
"muscles” and servos that drive the BattleMech. This skeletal
canstruction helps make BattleMechs less vulnerable and easi-
er to repair than vehicles supported by stressed-skin shells,

Muscles

Two different systems are used to drive BattleMachs and
control their movements. Small, electrically driven actuators
move a ‘Mech's light weapons and sensor arrays. Bundles of
polyacetylene fibers called myomers control a 'Mech's limbs
and main weapons. Myomers contract when exposed lo electri-
cal currant, much like human muscles. If a BattleMech’s
myomers are damaged in battle, technicians can replace the
fiber bundles with new ones or “transplant” myomers from other
parts of the 'Mech's skeleton. Transplanted myomer bundles
cannot restore full function to a damaged limb, but they do pro-
vide limited mobility and strength.

i
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Armor and Weapons

Two separale layers of armor provide modern
BattleMechs with protection agains! energy and projectile
weapons. Usually, aligned-crystal steel is used lor an ouler
layer of armor. The aligned-orystal steel has excellent heat-
conducting properties, and so it provides excellant protec-
tion against lasers and particle-beam weapons, An innar
layer of boron nitride impregnated with diamond maonofila-
ment stops high-explosive armor-piercing (HEAP) rounds
and fast neutrons, This second layer of armor also prevents
any armor fragments from damaging the BattleMech’s inter-
nal systems.

BattleMechs usually carry charged-particle-beam
weapons or lasers as their primary armaments, because
gnargy weapons can bhe powered virtually indefinitely by a
'Mech's onboard fusion reactor and do not require ammuni-
tion reloads. In addition to energy weapons, many
BattleMechs carry launching racks for short- or long-range
non-nuciear missiles. Still other '‘Mechs mount rapid-fire auto-
cannons or machine guns for use against infantry, aircraft,
and other BattleMechs.

Weapons and Heat-Dissipation Strategies

Because a BatlleMech's systems are pushed to their limits
during combat, ‘Mechs engaged in combat generate large
amounts ot waste heat rapidly. We've already discussed how
excessive internal temperaturas can disrupl a fusion reactor's
magnetic containment shields, but excessive heal can alsa
impair or permanently damage a 'Mech's electronics and com-
puter systems, slowing the BattleMech's movement and reduc-
ing the accuracy of its weapons.

Heal sinks are one way of controlling the heat build-up in
a 'Mech, but the heat pouring out of these radiators can pro-
duece strang infrared (IR) signatures, which can make a "Mech
sasy lo target. To solve this problem, MechWarriors have
found other ways to control heat build-up. Often,
MachWarriors will place their machines in shallow lakes or
rivars, Through the processes of conduction and convection,
the running water helps dissipate the 'Mech's internal heat,
allowing a higher rate of activity. On temperale or cold worlds,
the atmosphare itself can help dissipate waste heat in the
same manner. On the other hand, the high outside tempera-
tures of a desert or jungle environment can exacerbate a
BattleMech's healing problems.

Perhaps the most comman way MechWarriors control
heat build-up is by manually requlating the movement and [ir-
ing rates of their machines or by reprogramming the
machine's movement control computer and its secondary sys-
tems. These computers can be used to limit the 'Mech's rale
of activity and the resulting heat build-up. For exampla, when
a 'Mech is sent 1o a high-temperature world, its activity-rate
setting may be lowered. The 'Mech will move mare slowly and
tire less oflen than it would on a temperate planet. YWhen a
"Mech is sant to fightl in an arctic climate, the satting is raised,
allowing faster movement and a higher rate of fire.

Reprogramming is usually carried out while the BattleMech
farce is enroute to its assignmeant aboard DropShips. The
process takes aproximately two weeks.

Because BattleMechs are always adjusted for the expected
exlernal temperature of their combat environments, sudden
increases in oulside temperature can have a devastating
impact on a 'Mech's ability to dissipate waste heal. Tacticlans
have developad a whole series of batlle tactics o take advan-
tage of this 'Mech characteristic. For example, commanders
regularly set forests on fire while enemy BattleMechs are
advancing through them. The superheated air roaring around
the 'Mechs can overload the machine's cooling systems or
drastically reduce their efficiency, thus hampering the
machines' combat capabilities, =

Power

BattleMechs require a large, constant power supply for
movement and combat. The fusion reactor, which produces
enormous amounts of electricity fram ordinary water, is the
most efficient system for providing this power, Because the
fusion reaction created by a BatlleMech's power plant does not
release neutrons, the power plant can operate indefinitely with-
out becoming radicactive.

The fusion plant produces electricity by a process
known as magnetohydrodynamics. In this process, magnetic
fields are used to channel plasma from the fusion reaction
into a loop. This plasma is electrically conductive, and so the
loop functions as a powerful generating coil, producing both
electricity and wasle heat. Every BattleMech carries radia-
tars called heal sinks to help dissipate this waste heat. Heat
sinks are especially important, because excessively high
internal temperaturas can disrup! the magnetic containment
fields around a BattleMech's reactor. If a power plant's mag-
netic “jar” is disrupted, an uncontrolled fusion reaction may
occur, releasing neutrons and exposing the BattleMech's
internal systems and its crew to damaging and lethal radia-
fian.

Movement

BattleMechs can attain walking or running speeds thal
range from 40 to 100 kilometers per hour in open terrain, Dense
forests, swamps, and steep slopes will slow a ‘Mech, but very
few terrain features can stop one. In addition, many 'Mechs can
jump over abstacles by superheating air with their fusion reac-
tors and jetting it out through so-called jump jets. Jump-capable
BatltleMechs operating on worlds without atmospheres often
carry small guantities of mercury to use as reaction mass for
their jets. All BattleMechs can move underwater when crossing
rivers or small lakes.

Spaceborne BattleMechs can make assault landings from
low arbit. Special reaction jets housad in thelr feet allow them to
soft-land from altitudes of up to 320 kilometers. During re-entry,
breakaway ablative shields protect a BattleMech's vulnerable
Sensors and weapons.
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HUNCHBACK II-C

This BattleMech's basic design has remained
largely unchanged since the days of the Star
League. Initial hardware assessmenis of this new
version observed among the Clan forces suggest
incorporation of more compact and technalogically
sophisticated components, allowing the installation
of two rapid-fire autocannons rather than a single
AC-20. The higher tech also allows room for the
installation of jump jets, which greatly enhance the
Hunchback's effectivness as an urban and wood-
land fighter.

This version of the tried-and-true Hunchback is
similar to its Inner Sphere counterpart in at least
one respect: in both cases, the 'Mech is lightly
armored for a unit of ils weight class. indeed, the
Hurnchback's overall design makes itill-suited to
endure a protracted engagement with hostile
forces. In addition to the weakness of its armor, the
BattleMech's main waapons—its Ulira autocan-
nons—carry sufficient ammunition for onky about
20 seconds of sustained fire. The addition of jump
|ets has done much to improve the usefulness of
this design in long-term battles by giving it exira
mobility, but the jump capability may not compen-
sate for the design's apparent flaws. Even with the
abillity to jump out of weapons locks and crossfires,
the Hunchback II-C remains an average heavy
weapons platform. Given the advanced malterials
and systems observed in other Clan ‘Mschs, the
question of why this design is still among their first-
line units deserves further study.

Mass: 50 tons
Chassis: Endo Stes|
Power Plant: Hermes 200 XL
Cruising Speed: 43.9 kph
Maximum Speed: 63.5 kph
Jump Jets: 4

Jump Capacity: 120 rna‘mm
Armor: Standard .
Armament:

‘2 Ulira 20 ﬁutomwm

‘2 ER Medium Lasers
Manutacturer: Unknown

Primary Factory: Uﬁﬁm

Communications Sylhm, u:mm
Targeting and T mww
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THOR

 The Thor appears to be one of t
 heaviest 'Mechs in the Clan
arsenal. This OmniMech
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VULTURE

Its hunched appearance and birdlike legs eamed the
Vulture its nickname as soon as it appearad in battle in the
Free Rashalhague Republic and the Draconis Combine.
Like its namesakes, this OmniMech can stand far back from
the baltle and wait for a chance at a sure kill. Unlike real

vultures, however, the 'Mech is busy from a distance, accu-

rately firing wave after wave of its long-range missiles into
the ranks of opposing forces. Large and medium lasers on
the 'Mech's arms round out its firing capabilities, making it
a good fighter at all ranges. Like most OmniMechs, the
Vulture's interchangability allows for unique weapons con-
figurations dependent on Its misslon. It also shares the

speed, durability, and cool running temperatures that are

the trademark of Clan OmniMechs. The Vuiture is similar in

mwmmmmmmmaﬂmaﬂmﬂsimmﬁﬂ i
and many of its upper torso components. !nanmrhhﬂ altu-'_

ations so far observed, this ‘Mech has proven amuﬁh
effective, and quick adversary.

Mass: 60 tons
Chassis: Standard
Power Plant; 300 XL - Ly T
Cruising Speed: 54 kph TN A i
Maximum Speed: 86.4 kph : Nty
Jump Jets: None

Jump Capacity: None
Armor: Ferro- Fibrous
A,rmnmnnt
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BSW-X1 BUSHWACKER

This '"Mech prototype has recently been deployed for
operational testing with the provisional 1st Somerset
Strikers unit. Up until its deployment, the best avallable
intellagance indicated that this design had been all but
scrapped. Originally envisioned as a compact machine that
would provide a minimum forward profile to enemy |Mechs,
the Bushwacker suffered from inadequate electromagnatic
shielding, eausing unacceptable interference with its fire-
control and communications systems during peak combatl
operations, These problems seem to have been solved in
the Bushwacksr's present incarnation, but our own engi-
neering analysts cannot tell us how, Their best estimates to
date conclude that the 'Mech's design cannot possibly pro-
vide adequate shielding for its electronics, and yet the
Bushwacker's success in the Strikers' combat operations
indicates otherwise. This situation ¢learly requires further
study.

Apart from its electronic eccentricities, the Bushwacker

constitutes a formidable fighting unit in a remarkably small

package. Field reports indicate the prototype has a varied

arsenal, providing effective ﬁmpﬂwer at sw&mi'

provide any definitive conclusions nbnrut ?
unorthodox design. Bl

Mass: 55 lons
Chassis: Earthwerk GRF
Power Plant: Hermes 275 XL
Cruising Speed: 57.1 kph
Maximum Speed: 81.5 kph
Jump Jets: None iof
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ININER SPHERE BATTLEMEDHS

CNS-D CENTURION

The Centurion is another example of a
venerable design regaining many of its original
features with the advent of rediscovered Star
League technology. Problems once thought
endemic to the 'Mech's unusual autocannon-
loading system have been solved, and various
miniaturization and lightening technigues have
sufficiently reduced the "Mech’s valume and
mass to accommodate much more accurate
targeting electronics for the long-range missile
launcher, The incorporalion of new Cellular
Ammunition Storage Equipment (CASE) has
greatly reduced the risk of an ammunition
axplosion if the magazine is hit, making stor-
age of the LAMs much safer.

In operational terms, the Centiirion continues
to perform its traditional mission of flanking
attacks and defending slower-moving units in the
field with renewed vigor and effectivness. The
principal factor limiting the new version’s deploy-
ment seems to be a lack of refitling facillities at
the New Avalon and Jalastar manufacturing
plants. Speculative intelligence suggests that
FedCom manufacturers will soon opan new refit-
ting facifities elsewhere 1o keep up with demand.
Meanwhile, intelligence reports indicate ongoing
testing of many new variants of this proven
design, evidently in order to Expmd ﬂ#m&uﬁu i
machine's combat role. i AT

Mass: 50 tons
Chassis: Corean Model KL77 Erm S&mi

Power Plant: General Motors SDE EEFEWM
E‘-mlsinq Epaed 34 B Iq&ﬁ 5

Ik
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WLF-2
WOLFHOUND

Wolfhounds have proven their
combat effectiveness, and tha
Federated Commonwealth has
begun deploying them in great num-
bers. Though it is unusual for a light
"Mech to rely so heavily on laser
weapons, the Wolfhound's design
has racked up amazing successes
in field operations thus far.

Recently, the 'Mech's robust pro-
duction schedule has been slowed

to allow for necessary retooling of
production facilities on Tharkad so -
that newer Wolfhounds can incorpo-
rate elements of recavered Star
League technology. The latest vari-
ants of the Wolfhound have

replaced the 'Mech's Setana Heavy
Laser with a Cyclops XIl Extended-
Range Laser system and installed
double heat sinks. Though extra
heat-shedding capacity is not nor-
mally required on such a o
BattleMsch, the Wolfhound's

sive use of lasers makes the double
heal sink a prudent investment and
adds utility to an already au'lslﬂﬂﬂ
ing fighting unit, i

Mass: 35 fons
Chassis: Arc- HWHI .I(H;‘E
Power Plant:
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ARWIOR

INFILTRATOR BATTLE ARMOR

This remarkable suit of battle armor is apparently basad
on Clan technology acquired during operations by the 1st
Somerset Strikers. Only one example of the Infiltrator current-
Iy exists, though duplicates of many of its systems are most
likely somewhere in the research labs of the New Avalon
Institute of Science. ComStar is currently engaged in an
angressive program to obtain better inteligence on this
potentially revolutionary battlesuit.

Much of the technology required to construct this light
reconaissance unit has existed for some time, though only
recently have tactical planners begun to appreciate all the
possibilities of fielding such complicaled and well-integrated
systems in such a small package. The Infiltrator is lightly
armed with & single grenade launcher. The relatively weak
armor is meant 1o resist only small arms fire, and the
grenades can provide only the most generalized defensive
fire. The unit's most effective defense is to avold the sensors
of hostile forces, a task il executes remarkably well, Designed
for fast tactical scout missions in heavily monitored enemy
anviroments, the Infilirator relies almost exclusively on radar
and Infrared suppressive systems to achieve its goal of
blending in with overall ground clulter by using variations on
effective conventional techniques. It is unclear how the unit

defeals acoustic sensors, which have frequently provided an
effective counter to similar mechanized stealth units. The
Infilttrator mounts an impressive array of sensing and record-
ing equipment, ranging from passive infrared heat sensors lo
sensitive magnetic-anomaly detectors, The ability to position
such sophisticated intelligence-gathering equipment deep
within enemy-occupied territory may well justify what must be
the staggering cost of producing the Infiltrator.

Mass: 1 ton
Chassis: Earthwerk INF
Power Plant: Omni mini-5
Cruising Speed: 11.47 kph
Maximum Speed: 22.94 kph
Jump Jets: None !
Jump Capacity: NA
Armor: Star Slab
Armament:
1 Johnston Mk X1l Autogrenade launcher
Manufacturer: Acemar BattleMechs
Primary Factory: New Avalon
Communications System: Achernar Air wmm
Targeting and Tracking System: Federated Huntﬂr
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VEHICLES

HOVER APC

A ubiguitous fixture of the 31st-century military, the Hover
APC is an integral component of any mechanized infantry unit.
Made by several manufacturers on various worlds, all models of
the Hover APGC have certain basic design features in commaon,
Large turbofan engines inflate the hover skirt, which provides
the pillow of air upon which the vehicle they can travel across a
wide range of terrain. Armored crew and troop compartments
are usually located above the engine, and can be isolated from
one another o minimize damage in case hostile fire penelrates
one of the compartments. A loading ramp at the rear of the
troop compartment facilitates quick deployment of the infantry
when the vehicle arrives at the battlefield. Most Hover APCs
are equipped with light infantry support armaments and elec-
tranic countermeasures equipment. The vehicle’s most effective
counter to enemy fire, however, is its speed and manauverabili-
ty. Capable of cruising speeds in excess of 90 kilometers per
hour, these craft can easily outrun pursuing ‘Mechs and are
agile enough to dodge most incoming fire. The vehicle's princi-
pal defect is the heat signature of its engines, which is easily
spotted by infrared homing devices.

Mass: 10 tons

Movement Type: Hover

Power Plant: I.C.E. Type 80
Crulsing Speed: 108 kph

Flank Speed: 162 kph

Armor: SimplePlate Manufacturers
Armament:

Various Machine Guns
Manufacturer: Various
Communications System: LongCom
Targeting and Tracking System: OptiTrack Technigues
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KARNOV UR TRANSPORT

The Karmov was originally designed as a military cargo air-
craft for use on habitable worlds with dense, breathable atmos-
pheres. It is an unfortunate reality that military operations rarely
occur under such benign conditions. The conditions referred to
as "habitable™ vary wildly within the Inner Sphere, and so the
term tends to be loosely applied. In recognition of this fact,
designers have recently adapted the Kamov to diverse environ-
ments. In the particular variant analyzed in this report, the usual
twin-rotor engine has been replaced with vectorable high-
bypazs turbofans. Simpler pieces of equipment, these fans are
easier to shield from atmosphere-bomea contaminants such as
ash, corrosive gas, and sand. The fuselage has also been mod-
ified for hostile atmospheric conditions with the addition of
screened air inlets and a reinforced, abrasion-resistant skin.
The new Karnov's avionics are optimized for low visibility, using
extensive radar-augmented visual flight systems. The augment-
ed autopilot can maintain the craft's heading even in powerful
crosswinds. This variant of the Kamav cannot carry the same
load as the rotor version but can fly in conditions that would
thwart most other transports of similar mass. The revamped

Karnov's durability and comparatively modest operating costs
make it a true asset for tactical operations in less-than-ideal
enviromental conditions.

Mass: 30 tons
Movement Type: VTOL
Power Plant: DAV 150 I.C.E. gas turbine
Cruising Speed: 119 kph
Flank Speed: 184 kph
Armor: Star Slab 1.5
Armament:
MNone
Manufacturer: NETC
Communications System: Johnston Q-Rotor
Targeting and Tracking System: None
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PACKRAT WHEELED TRANSPORT

Designed as a mohile center for commando operations, the
Packrat is built to support its own long-term independent cpera-
tions far behind enemy lings. To this end, a modular spare-
parts storage system is built into the vehicle's floor and under-
carriage. The Packrat rides on six independently suspended
solid tires, enabling it to reach speeds grealer than 120 kilome-
tars per hour on flat terrain. lts standard cruising speed is slight-
ly less than B0 kilometers per hour. Maost Packrats are armed
with a flamer and a single SRM-6 pack, sufficient for self-
defense. The Packrat is well-armored for its size, with the haav-
iest protaction around the cabin and main drive-train. Standard
operations for the Packrat often invalve demolition of hardened
enemy facilities, and so the standard design takes Into account
the need to safely carry a variety of high-yield explosives. The
Packrat's powerful communications syslem can uplink to orbit-
ing vehicles and send coded pulse franmissions across vast
distances. The vehicle’s interior can accomodate up o ten fully
equipped troopers, though the average crew is smaller, Overall,
the Packrat is & useful special-purpose vehicle, well construct-
ad for its vital mission of gathering battlefield intelligence.

Mass: 20 tons
Movement Type: Wheeled
Power Plant: Doorman 140 Fusion Reaclor
Cruising Speed: 75.6 kph
Flank Speed: 118.8 kph
Armor: 1/Star Slab
Armament:
1 Harvester 20K Six Rack Short-Range Missile Rack
1 HS Flamer System
Manufacturer: Robertson Technologies
Communications System: O/P COMTES
Targeting and Tracking System: /P 2000J5A
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BANSHEE AEROSPACE FIGHTER

The Banshee is a prototype aerospace fighter currantly
being tested by the Federated Commonwealth. It incorporates a
number of advanced features that the AFFC hopes to install in
many of its other fighters to enhance their operafional capabili-
ties. Should the overall design prove successful, the AFFG will
likely retrofit several of the Banshee's improvements into other
existing fighter designs.

Among the Banshee's design improvements is the cockpit
module, which incorporates a computer-directed seat system
designed to respond to G-stress on the pilot. Often in combat
maneuvering, the fighter can withstand much more stress load-
ing than the pilot can. The cockpit seat is designed to squeesze
oul the last often-critical tenths of a G that frequently make the
difference between victory and defeat. The cockpil can also
pivet 80 degrees. allowing the vehicle to land just about any-
where and fraaing it from dependence on support equipment.

The Banshee also incorporates an air-breathing jet engina
for atmospheric operations. Though heavy, the jet greatly
improves the craft's combat performance. Using the latest
recovered Star League-era technology, the Banshee's design-

ers provided a smoother interface between the pilot and reliable
redundant systams.

It is imperative that our Blessed Order acquire a Banshee
for closer examination.

Mass: 50 tons
Frame: Wangker ll|
Engina:

Aerospace: WAS 150

Conventional: Wangker 250 Turbine
Armament:

2 Maxell Medium Lasers
Manufacturer: Wangker Aerospace
Communicatlons System: Ranker 200
Targeting and Tracking System: Ranker TA 950
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SL-17 SHILONE AEROSPACE FIGHTER

Unusually large tor its weight class, this medium asrospace
fighter is equipped with a diverse collection of weapons, making
it one of the better-armed medium-waighl units. The Shilone
maounts forward-finng long-ranga missiles and a large laser in
its nose, a set ot forward-finng medium lasars on wing hard-
points, and a short-range aft-firing missile battery from a tail
mount. This combination makes the Shilone a suparior vehicle
for operations against other aerospace fighters. This fighter
also has proven effactive against lighter 'Mech and vehicle for-
mations, delivering solid firepower swiftly to the battle sita.

The Shilone is used principally by the Draconis Combinge
military, though in recent years other House armies and even a
fow mercenary units have utilized it. This increasingly popular
craft has spawnad several variants, many of which replace the
forward-firing missiles with a large autocannon. This modifica-
tion, while increasing effective engagement range, comes at the
expense of reducing the fighter's overall firepower. It serves
best in engagements with lighter aesrospace fighters and ground
vehicles that are less of a match for the Shilone’s weaponry.

The Shifone is an efficient multipurpose aerospace fighter,
capable of effectively engaging both ground and air units.

Tonnage: 65 tons
Frama: Wakazazhi lll
Engine: Shinobi 260
Armament:
1 Shigunga Long Range Missile 20-Rack
1 Diverse Optics Type 10 Large Laser
2 Divarse Optics Type 20 Medium Laser
1 NCK “Thormbush® Short Range Missile 4-Rack
Manufacturer: Wakazashi Enterprises
Communications System: Duoteck 100
Targeting and Tracking System: RCA Instatrac Mark X|
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BATU AEROSPACE FIGHTER

This aerospace fighter has been observed most frequently
in the forces of Clan Steel Viper, though a few have shown up
in battles fought by several Clans, including the Jade Falcons
and the Mova Cats. The Balu fighter seems to act as a heavily
armed interceptor, though the sheer power of its weapons also
allows it to participate in ground assaults. Batu fighters have
conducted many such operations, including the initial assault on
the planet Somerset. The Bafu's principal weakness seams to
be limited combat endurance. On many occasions, the fighter
has broken off from a dogfight to retumn to its base of opera-
tions, providing an excellent oppurtunity for an opposing fighter
to achieve the upper hand as the Balu struggles to conserve its
fuel. This flaw has hindered the Bafu's operations in all but the
most one-sided fights. Despite the craft's impressive weapons,
its subpar fuel capacity means that the victory in a dogfight fre-
guently goes to the Inner Sphere pilot.

Mass: 40 tons
Frame: Unknown
Engine: 280 XL
Armament;
18 tons pod space available
Manufacturer: Unknown
Communications System: Unknown
Targeting and Tracking System: Unknown




SPACECRAFT

LEOPARD CLASS DROPSHIP

One of the oldest DropShip classes still in operation, the
Leopard is a tried and true design. Originally conceived as a
BaltieMech transport, it has proven exceptionally versatile, The
modern-day Laopard easily fulfills its original purpose of landing
a lance of BattleMechs in intense combat conditions. In this
capacity, il functions primarily in planetary assauits, swiftly land-
ing }Mechs at crilical weak spots and providing aerial covering
fire. Additional missions carried out by the modern-day Leopard
include providing armed escort for transports in and out of con-
tested space. For the latter purpose, the DropShip is equipped
with large and medium lasers, a potent long-range missile sys-
tem, and two PPCs,

The Leopard can also be madified for a variety of special
purposes. Throughout its long history, this DropShip has served
as everything from a hospital ship to a tanker Perhaps the
most unusual adaptation of the Leopard has turned up in recent
years; its conversion o a peacetime freighter, such as the Clan
Jade Falcon merchant ship Prosperity. The 1st Somerset
Strikers traveled incognito aboard the Prosperity and had the
opportunity to make certain observations about the layout of its

" COMSTAR TECHNICAL BRIEFING

cargo bays. All of the Prosperity's 'Mech and fighter bays had
been remaved, yielding 900 tons of usable cargo space. The
Clan invasion, however, has made similar conversions of Inner
Sphere Leopards unlikely in the forseeable future.

Tonnage: 1700 tons
Crew: 8 craw
& MechWarriors/Aerospace Pilots

'Mech Complement: 4
Fighter Complement: 2
Armament:

2 PPCs

3 LAM-20 Racks

7 Medium Lasers

5 Large Lasers

{All of miscellaneous manufacture)
Manufacturer: Various
Drive System: Star League VB4
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OVERLORD-C DROPSHIP

The Overlord DropShip design dates from the Star League
era, though the Clan version of this vessel appears to have
been considerably reworked. The major exterior differences are
8 moderate distension of the spacecraft’s nose and a slight
repositioning of its maneuvering system. We can only assume
that the intemnal differences are considerable, given the capabil-
ities of the Clan Overfords. The Clan CropShip can carry up to
45 'Mechs, as compared to 36 for the Inner Sphere version.
The ability to carry such a large load of 'Mechs and the corre-
sponding additional load of MechWarriors and technicians has
apparently come at the cost of the fighter complement carried
by Inner Sphere Overlords; the Clan variant appears to lack
fighter bay doors. Based on the Overlord-C's performance in
combat, its weapons appear to have been significantly upgrad-
ed. both in variety and destructive capacity. The vessel's armor
on all surfaces has also been greatly improved. The main drive
and maneuvering system must have also been upgraded in
order to provide the top-notch performance so far observed,
The statistics provided in this report for the Clan Overdord vari-
ant represent ComStar's best estimates based on analysis of
acquired combat intelligence.

The Overlord-C shares with its Inner Sphere relative only
one weakness: poor weapons coverage in its aft quarter. For this
reason, many of the tactics developed to neutralize Inner Sphere
Overfords work equally effectively against the Clan version. Aside
from that one weaknass, however, the Overlord-C is a superior
DropShip in all respects. ComStar is making every effort to
enhance our Blessed Order's knowledge of this ship's systems.

Crew: 45 MechWarriors
Fighter Complement: 0

Tonnage: 11,550 tons
'Mech Complement: 45
Armament:

6 ER PPCs

6 Ultra AC/5s

2 Ulra AC/20s

3 LAM-20s with Artermnis

3 Large Fulse Lasers

12 Medium Fulse Lasers

3 ER Large Lasers

(All of miscellaneous manufacture)
Manufacturer: Unknown
Drive System: Unknown
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SPACECRAFT

UNION CLASS DROPSHIP

The Union was designed to provide combat landing and
recovery operations for a company-sized 'Mech unit, as well ag
aszociated fighter and maintenance support. Combining solid
all-around armor coverage with an extensive, powerful
weapons array and a compact, maneuverable hull, this vessel
is often considered the most effective DropShip in its weight
class. Many experts consider it the most effective of all
DropShip designs. Though the Union's spheroid shape is not
the most atlractive configuration for an aerospace vehicle, the
DropShip's designers believed the economy of surface area
and high degree of agility intninsic to the round shape more than
made up for the lack of a streamlined look. The placement of
the craft's oversized altitude jets make it one of the most
maneuverable DropShips. The Umion's spheroid shape also
allows its weapons to cover all firing arcs, making this DropShip
a formidable opponent for aerospace figters. The Union class
DropShip also carries two of its own aerospace fighters for
extra protection.

The Union's unigue internal layout enables it to quickly
drop "Mechs, and it also facilitates efficient servicing and repair

of its 'Mech and fighter complements. Because the DropShip's
interior space has been optimized for machinery, accommoda-
tiens for MechWarriors and crew are somewhat spartan. Few
crewmen serving on Unfon Class DropShips complain about
this, howaver, possibly because of the widespread feeling
among them that useful equipment is more important than crea-
ture comforts.

Crew: 14 crew
14 MechWarriors/AeroSpace
Pilots

Tonnage: 3500 tons
'Mech Complement: 12
Fighter Complement: 2
Armament:

3 PPCs

6 AC/5s

6 LAM-20s

12 Medium Lasers

5 Large Lasers

“(All of miscellaneous manufactura)
Manufacturar: Various
Drive System: Star League V250




I_NUADEH CLASS JUMPSHIP

More than half a kilometer long and sporting a solar collec-
tor of twice that in diameter, the Invader is an impressive-look-
ing ship. Like most JumpShip designs dating frem the long cen-
turies of the Succession Wars, these craft display an odd mix-
ture of technologies. Many seem like one-of-a-kind hand-built
masterpieces, while others appear slapped together from spare
parts, Popular with both the military and merchant shippers, the
Invader design is one of the most widely produced classes of
vesseal in the Inner Sphere.

The Invader has a simple layout. Command facilities and
living quarters are located In the craft's bow, flanked on two
sides by enormous hydropenic domes. Along the ship's central
spine are three docking hardpoints for DropShips. The Keamy-
Fuchida hyperdrive takes up the ship's core. The stern holds
the fusion drive and power converters for the solar collectors.

Tonnage: 152,000
Dimensions

Length: 505 meters

Sail Diameter: 1,024 meters
Crow:

22 crew

2 Emall Craft Pilots
DropShip Capacity: 3
Small Craft Complement: 2
Drive System: KF Mark Vila
First Introduced: 2631
Frequency of Sighting: Commaon
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SPACECRAFT

TEXAS CLASS BATTLE CRUISER

The original design of the Texas Class battle cruiser repre-
santed the state of the art in the WarShips of its day. Sheathed
in laminated composite armar, its hull was light but tough. It had
potent and numerous weapons, and its contingent of 40 aero-
space fighters provided a virtually Impenetrable screen against
enemy vessels. The Texas was suprisingly fast and manuver-
able tor a hattle cruiser, and its lithium-fuslon batteries enabled
it to beat a fast retreat in tha face of overwhelming oppasition.

In the frenzy of violence and ceaseless warfare that fol-
lowed the Amaris Coup, all but seven of the original 52 Texas
Class ships were destroyed. The seven surviving batile cruisers
left with General Kerensky in the Exodus Fleet. Intelligence
reports to our Blessed Order indicate that five vesseals bearing
the names of those lost Texas Class ships are among the lleets
of the invading Clans. Four of them differ in external configura-
tion from the original models, but so little that the changes
might plausibly be put down to necessary modifications and
field repair of battle damage. The last of the five, a command
ship in the Jade Falcon fleet, appears to have its original hull
intact and shows little of the wear one might expect on such a
vessel after 300 years of active service, Detailed observation of

this ship would be invaluable, but our attempts to get a close
look at it have so far proved futile.

Crew: 702
Interplanatary Engines: 3
Rolls Royce Krakens

Mass: 1,560,000
K-F Drive System: KF Tiger 1
Hull: Galadin SYN
Length: 1,209 meters
Sail Span: 1,375 meters
DropShip Capacity: &
AeroSpace Fighter Capacity: 40
Small Craft Complement: 16
Armor: Panthex YM1
Armament:
16 Sunspot-3L Naval Particle Projector Cannon
4 Killer Whale Missila Tubes
2 Winchester-Bosging Autocannon
48 Omicron-45 Series Heavy Maval Lasers
8 Maelstrom AR-10 Missile Tubes
Manufacturer: Unknown
Communications System: Unknown
Targeting and Tracking System: Unknown
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ST-46 SHUTTLE

A common spacecraft in the Inner Spheare, the ST-46 is Tonnage: 100
used to move supplies from large JumpShips to orbital facilities Dimensions
or to the surface of planets with atmospheres. Unlika Length: 22 meters
DropShips, this winged craft cannot land vertically and there- Sail Diameter: 19 meters
fore must rely on prepared runways for landing and takeoff. Crew: 1
The chief advantage of the winged ST-46 design is the small Cargo Complement:
amount of onboard fuel necessary to fly it. The small saize of 74.5 tons
the shuttle's fuel tanks means the greatest possible amount of 9 passengers
room for passengers and cargo. Most varants of this craft can Drive System: Entech 200c
carry about 50 tons of cargo and up to eight passengers. The First Introduced: 2528
ST-46 is not typically armed, nor is it equipped for anything Frequency of Sighting: Common

more than perfunctory evasive maneuvers. The craft's minimal
armor guards il against docking and landing accidents, and pro-
tacls it from damage by micrometaroids. Surprisingly, craft simi-
lar 1o the ST-46 have been observed in Clan military forces.
The question of why the Clans would use such defenseless,
slripped-down craft remains to be answered. The decidedly un-
military nature of the 5T-46, however, has prompted some
experis lo speculate that those seen among Clan forces must
be captured Inner Sphere craft,
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SPECIAL EQUIPMENT

ENHANCED-IMAGING/
ELECTRONIC-IMAGING OPTICS

Enhanced-imaging (EI) optics is a fascinating piece of Clan
technology that is essentially a virfual-reality visualization sys-
tem that synthesizes aggregate battlefield intelligence into a
cohesive, real-time, updated tactical display. As with any sys-
tern of this type, the composite is only as good as the individual
sensors in the array. It should come as no surprise that the
Clans have a striking advantage in this arena, though the extent
to which this advantage is pivotal remains a subject of intense
debate. We have discovered that some Clan warriors possoss
direct brain-computer interfaces that greatly heighten the El
system'’s performance; these so-called neural networks give the
Clan 'Mech pilols an uncannily accurate overview of the
moment-by-moment tactical situation.

TACTICAL
OPERATIONS CENTER

Tactical operations centers (TOC) have existed ever since
the first use of motorized equipment in combat. This modern-
day example, much of it the result of pioneering redesign work
by Lieutenant Rachel Specter of the 15t Somarzet Strikers, is
equipped with state-of-the-art communications syslems, remote
sensors, and tactical computers. The TOC is a vital resource in
combat operations that involve any size BattleMech farca, from
lance on up. Against such a powerful foe as the Clans, a unit
without such a TOC is fatally handicapped.

The tactical operations center serves as the brain of a
BattleMech combat unit. The innovative improvements made by
Lieutenant Specter to the standard TOC's communications sys-

tems allow them to exchange information with satellites,
DropShips, aerospace fighters, distant JumpShips, and ‘Mechs
simultanecusly. Sophisticated cryptography algorithims ensure
that all such transmissions remain indecipherable to the enemy.
Information gathered by the TOC's own sensors and those of all
vehicles and satellites with which it is in communication are
downloaded into the TOC's powerful computers, which synthe-
size the input and produce a real-time assessment of the tactical
situation. The tactical officer can then make appropriate judge-
ments about the battlefield environment, enemy.capabilities, and
how best to achieve the unit's tactical objectives. The TOC
makes the immense complexities of field operations quickly and
easily comprehensible to the commander in the thick of batile.

NOTEPUTER

This small hand-held computer sends images, text. and
audio messages, allows the user to take and save notes, and
also stores large amounts of data—both text and graphics. The
noteputer performs essential data acquisition and management
tasks, freeing administrators from the burden of copious paper-
work and thereby making his or her job infinitely easier.

PENTAGLYCERINE

When properly detonated, this extremaly stable compound
yields a devastating high-energy explosion. Devaloped in the
continuing effort to produce stable but energetic high explosives,
pentaglycerine Is derived from its ancient namesake, nitroglycer-
ine. It consists of pentathalamyne, glycerated and polymerized to
stabilize this otherwise highly unstable substance. The resultant
plastic-explosive blocks remain inert until exposed to an electrical
detonation or excessive heat. Used for a variety of engineering
and military purposes, ranging from demolition of battlefield fortifi-
cations to digging new riverbeds, pentaglycerine is one of the
most versatile explosives in the Inner Sphera.

COMMLINK COMMUNICATOR

This device incorporates real-time digital data encryption
and encoding Into a medium-range scrambled communicator.
Built specifically to provide an unjammable, secure communica-
tions channel for battlefield conditions and covert operations,
this compact piece of equipment piggybacks its low-powerad
transmissions onto already-existing uncoded signals. The
commlink’s sophisticated microsubprocessor is designed to
examine all transmissions within its range and break out any
signals originating with other, similarly programmed commlinks.
The subprocessor then descrambles those signals before
decoding them into voice or data signals, which may them-
selves be additionally encrypted.




1ST SOMERSET STRIKERS

DESIGNER NOTES

In late 1993, FASA started to work on the BattleTech ani-
mated series. We went into production with two objectives in
mind. First, we wanted to keep the show true to the BattlaTech
universe. We recognized that modifications would have to be
made for the new media we were using, but we wanted to keep
changes to a minimum,

Second, and just as important, we wanted to produce a
show that the uninitiated viewer, most likely younger than play-
ers of the BattleTech game (between eight and fourteen years
old, as opposed to fourteen or over), would enjay. At times, our
two objectives came into conflict with each other. However, we
always chose solutions that strengthened rather than weakened
the series story line.

The BattleTech universe is a decade-old, ongoing space
opera of epic proportions. The millions of words of published
fiction about it cover 30 years of active game history and about
400 years of background history. Published materials range
from board games, roleplaying games, sourcebooks, adventure
modules, novels, and software packages. Despite the sheer
volume of material, all of the stories told in those products are
part of one continuous integrated story line in which the motiva-
lions and goals of the leaders and people of the Inner Sphere
constantly shifted as their battlefield fortunes rose and fell in
each game product.

The greatest challenge we faced was figuring out how to
present all the depth and dynamism of the BattleTech uni-
verse without confusing the uninitiated viewer. To accomplish
this, we came up with a set of criteria for the animated-series
story line. First and foremost, we neaded to keep the story's
focus to manageable proportions, which meant keeping the
number of characters, 'Mechs, and political entities small.
Rather than denying that the rest of the BattieTech universe
existed. we chose to present the vast amount of information
about it in small, comprehensible chunks over the course of
the show.

Second, the “good guys” and “bad guys” needed lo be
strongly estatlished and clearly differentiated. The hundreds
of fictional characters, nations, and palitical factions in the
BattleTech universe are always painted in shades of gray,
just as they are in real life. Each game product is written from
different ficlional points of view, reflecting the prejudices of the
fictional writer. In one product, the fictional author may wax
eloguent on the Federated Commonwealth as the hope of
mankind, while another fictional writer in another product will
denounce the Federated Commonwealth as an evil ampire
that routinely expands its territory through war. This relativistic
approach makes for engaging stories. Unfortunately, each
episode of the animated series only lasts 22 minules.
Spending ten of those minutes explaining to the viewer who
this week's villain is and why, especially if he was last weak's
hero, would confuse viewers and leave scant time for exciting
gvents to take place.

Finally, though the story was to lake place within the
BattleTech universe, we wanted to keep the series writers
from being straitjacketed by previously published materials.
We have found that writers are at their creative best when
they are allowed to tell stories of their own choosing, and bas-
ing the series story line too closely on material already pub-
lished would have required us to delve into too many com-
plexities at once. If we had chosen to dramatize the Blood of
Kerensky novel trilogy, for example, the series writars would
have ended up telling the novelisl's story rather than their
own, as well as dealing with a huge cast of characters and
their widely varied motivations. The sheer scope of such a
work could not be made Intelligible to the uninitiated viewer.

Cur criteria for developing the BattleTech serles are simi-
lar to the ones we use when commissioning a new BattleTech
novel. One or two novelists write what we call an “umbrelia”
novel about a major event in the BattieTech universe. For
example, Mike Stackpole has written the definitive novels
about the Fourth Succession War, the Clan invasion, and the
breakup of the Federated Commonweaith. Bob Charretie
wrote the definitive novels on the evolution of House Kurita's
leadership and on the mercenary unit Wolf's Dragoons. Once
an umbrella story line is finalized, other novslists write stories
about smaller-scale events that happen in the context of the
main story line. In the case of the animated show, we treated
all of the published BattleTech products as the umbrella.

Once we had settled on our own guidelines for the series,
the first order of business was to develop a story premise and
characters. The “bad guys” were easy; the Clans, more impar-
tantly a Crusader Clan, made the obvious choice. The
Crusaders want to conquer the Inner Sphere and impose their
way of life, the Way of the Clan, upon all of humanity. Their sin-
gle-minded purpose and alien mindset made them wonderful
villains tor the show.

Creating the Inner Sphere opposition was more difficult.
We tried raiders based on Wolcotl, mercenaries operating
behind the lines, and even a multinational force based on
Tukayyid. Each time, the story either started getting too com-
plex or became so simple that we lost the larger picture of the
BattleTech universa.

We finally decided on the Somerset Strikers slory because
it met all the objectives and criteria that we had set for our-
selves. By setting the story at the start of the Clan invasion and
focusing on the Jade Falcon invasion corridor, we limited the
major players in the story line lo just two sides. Setting it in
3050 also freed us from having to explain the epic battle of
Tukayyid and its conseguences, the breakup ol ComStar, the
impending FedCom civil war, and the rest of the complex politi-
cal morass that is the Inner Sphere in 3058,

Adding the Draconis Gombine JumpShip/DropShip crew
allowed us lo lalk about the Inner Sphere's past wars and the
animosities between the ruling Houses, and helped make the
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Strikers a microcosm of the
Inner Sphere as a whole.
The slow development of
acceptance and trust
between the Dracs and
Fedrats on the DropShip
Kwaidan mirrors the same
change between the ruling
Houses of the Federated
Commonwealth and the
Draconis Combine during
the Clan invasion.

The high-level politics
of the Inner Sphere have
always been rich ground for
BattleTech stories, and the
constant infighting and
intrigue are important touch-
stones for all BattleTech fic-
tion. By making Major Adam
Steiner a distant cousin of
the Steiner royal House, we
can give viewers a laste of
the politics without over-
whelming them with details.
In addition, making Adam a
Steiner gave us a plausible
excuse for the extraordinany
latitude given to such a
small unit by the military of
which it is supposed to be a
part. After all, not every
company commander gets
rare and costly prototype
BattleMechs and equipment,
let alone permission to go
off and do what he wants
with them.

Onee Jordan Weisman
had finished outlining the
basic premise of the
series, we turned things
over to the teleplay writers,
Bob Skir and Marty
Isenberg. They immediate-
ly wenl to work on the first
thirteen episode story arc. Using the umbrella events from
axisting BattleTech fiction, they crafted a story about the
Strikers’ quest to retake Somerset—Adam Steiner's captured
home planel. Over the course of that gquest, the Strikers dis-
cover who and what the Clans are, overcome their own dis-
trust for each other, and gradually show the viewers the
depth and richness of the Inner Sphere. The villains—MNicolai
Malthus and rest of the Falcon's Claws—were created to be
the antithesis of the Strikers. Highly regimented, unified, and
working toward a common goal at the start of the saries, tha

Claws are torn apart over the course of the story arc. The
petty jealousy between Nicolai Malthus and his rival, Kristen
Redmond, soon flares into outright hatred. Malthus's obses-
sion with destroying Adam Steiner grows with each failed
attempt he makes to captura his quarry, and the Clan war-
rior's methods become increasingly ruthless as his baffled
anger builds.

While the writers hamrhered out the story arc, we made
some necessary choices about the series artwork. We had
decided early on that we needed to visually differentiate the




Jade Falcons from the Strikers, and so we exaggerated the
differences in the looks of the Clan warriors and their Inner
Sphere counterparts. In this way, we made maximum use of
the visual media to communicate the power and alienness of
the Clans. We felt that images would get the point across
more vividly than having Adam or Rachel spend an episode
brisfing the viewers on how different the Clans are from the
Inner Sphere.

To show the Falcons' unity and discipline, we gave them
tight-fitting uniforms that never seem to get dirly or torn. In
contrast, the Striikers and other Inner Sphere characters wear
a motley collection of baggy, ripped, and frayed uniforms thal
need a good washing. To further differentiate the Clan war-
riors from the “good guys," we added weird haircuts and dis-
tinctive facial tattoos.

The tattoos also served another purpose; they gave us a
way lo include computer graphics in the show. The fictional
ralionalization of what is known in the series as enhanced
imaging already existed in the BattleTech adventure module
titled Unbound. We took this idea and ran with it, and the Clan
facial tattoos became the neural circuitry that gives the Jade
Faleon warriors such impressive control over their 'Mechs' tacti-
cal information and targeting systems. The compromise we had
to make on this element of the animated series involved the
timing. Clan use of El isn't discussed in any of the BattleTech
products prior to the show, though hints of it do exisl. By
assuming that only 10 percent of Clan warriors use El and mak-
ing it a tool favored by younger, more aggressive MechWarriors
like Nicolai Malthus (note that Galaxy Commander Chistu, a
senior Falcon officer, does not use it), we were able to connect
it to the previously established BattleTech fiction without any
major breaks in continuity.

One of the last big choices we had to make was the num-
ber of 'Mechs to use in the show. For production reasons, we
could only use a limited number. BattleTech has hundreds of
different 'Mech designs but we could only medel a limited num-
ber for the computer graphics in the lime available. So we
selected several pre-existing 'Mechs, made modifications to
them where wa thought necessary, and added a couple of new
'Mechs just because they looked cool. Of course, our choices
necessitated a few story line compromises on the individual
‘Machs. For example, the BattleTech Technical Readout:
3050 cites the Mauwler as a design exclusive to Draconis
Combine military forces, but the animated show has everybody
and his brother operating ane,

After the story arc and general look of the show received the
final stamp of approval, existing characters and 'Mechs were vet-
ted and modified by Jordan Weisman, Charlie Fink, and Kaaren
Brown. Producer Kurt Weldon put his to work staff generating
models for all of the characters, ‘Mechs and settings. The writers
got to work on the scripts, using touchstone events from the
BattleTech novels and other fiction to flesh out their story,

The use of common characters and key events in multiple
products is key to the way FASA produces its BattleTech fic-
tion, and the animated show was no exception. The writers
started going through the BattleTech fiction and came up with
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a lot of small plot hooks that they wanted to explore. The
Franklin Sakamoto story line, for example, is first introduced in
Bob Charrette's novel Heir to the Dragon. The character Giro
Ramirez first appears in Mike Stackpole's novel Lethal
Heritage; that same novel includes Victor Steiner-Davion’s
forced evacuation from the battle against the Clans on Trell L.
The Star League military base known as Camelot Command
appears in the game module titted Rhonda's Irregulars. As we
had hoped, the scriptwriters used these materials as back-
ground to help their own story line along. ' -

We also had to make some minor changes in the conven-
tions of mainstream BattleTech fiction to keep the story simple
and manageable for the series. Planets are fought over by ten
or fewer 'Mechs rather than the hundreds used in the fiction.
Somerset is one of the first planets invaded, rather than falling
in the second wave of Jade Falcon attacks. Instead of remain-
ing in Jade Falcon hands, Somerset |s “liberated” by the end of
Episode 13, though we plan to do something about thal during
tha =econd series. Similar medla-driven changes have been
made for BattleTech computer software and the BattleTech
games of Virtual World Entertainment, but as always we have
made these changes with a great deal of thought.

Whenever the nature of the animated show made changes
necessary, we tried to use the strength of the visual media to
support a creative solution. For example, 'Mech battles had to
be kept short and simple for technical reasons. Watching a typi-
cal BattleTech slugging match play across the TV screen Isn't
very exciting. But the sight of Clan 'Mechs taking little to no
damage while dispatching the Inner Sphere "Mechs with one or
two shots quickly gets across the idea of Clan superiority.

The events and characters in the animated show are
also feeding back into new BattleTech fiction. In Bob
Thurston's novel | Am Jade Falcon, we meet Pytor six years
after the events of the animated series. Adam Steiner and
crew will make cameo appearances as appropriate in future
novels. Like Star Commander Joanna, Jaime Walf, Phelan
Kell Ward, Sun-Tzu Liao, Rhonda Snord, Jeremiah Rose, and
many other recurring characters, the Somerset Strikers have
their place in BattleTech fiction. As we see it, this feedback
between stories is vital to the ongoing popularity of the
BattleTech universe.

Fourteen episodes after starting this project, we appear 1o
have hit all our objectives. Though the series focuses on a sin-
gle, simple story ling, it has remained true to the richness and
dapth of the BattleTech universe. The Strikers stand ready to
carry the fight into the Free Rasalhague Republic and the
Draconis Combine. The Clans still have to face the defeats they
will suffer on Twycross, Walcott, and Tukayyid. But even with
the knowledge that those deteats will come, the story of Nicolai
Malthus and Adam Steiner is compelling. Even better, the
Somerset Strikers story is having an impact on the develop-
ment of new fiction. Like all things BattleTech, It just keeps
going on and on.

The Staff at FASA
Movember 2, 1994
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1ST SOMERSET STRIKERS

GAME INFORMATION

Thiz section presents BattleTech and MechWarrior rules
and game information for the characters and hardware featured
in the BattleTech animated series, plus scenarios that allow
both first-time and experienced BattleTech players to re-enact
nine key engagements from the animated episodes. Game sta-
tistics for characters and hardware appear after the scenarios.

SPECIAL EQUIPMENT

The following rules apply to certain special equipment thal
players can use in BattleTech and MechWarrior campaigns.
Unless otherwise noted, all special equipment may be used at
any level of BattleTech.

BATTLE ARMDR

Complete rules for the use of Clan battle armor units (also
referred to as “Toads” or "Elementals”) appear on pages 6669
of the BattleTech Compendlum: The Rules of Warfare, as
well as in CityTech, Second Edition. The following additional
rules apply to the Infiltrator and the Sloth, the battle armor pro-
totypes fielded by the Strikers. Treat the Infiltrator and the Sloth
as standard battle armor unless the rules given below indicate
otherwise.

An Inner Sphere battle armor squad usually consists of
four troopers, though the size of units can vary from one to five
troopers depending on cireumstances.

Maovement

Infiltrator units have 2 MP, Sloth units 3 MP. Neither type of
unit can jump, and both are subject to all the standard move-
ment restrictions regarding infantry and terrain. Inner Sphere
battle armor units cannot travel with a BattleMech using the
Mechanized Battle Armor rules.

Combat

Tha Infiltrator and Sloth carry different weapons than stan-
dard battle armor but resolve fire in the same fashion. Specific
rules for the weapons carried by each type of unit appear
below.

Each Infiltrator is armed with an auto grenade launcher. For
game purposes, treat this weapon as a machine gun, excapt that
each hit inflicts only 1 point of damage. Roll on the Battle Armor
Direct Fire Table per standard rules to determine the number of
hits. Against unarmared infantry, each hit from the grenade
launcher inflicts 106 damage. Thea Infiltrator carries a limited sup-
ply of grenades, allowing the unit to fire only four limes.

Each Sioth comes equipped with two small lasers and a
magnetic mine launcher. During the Weapon Attack Phase, a
Sloth unit can either fire its lasers or launch one or more mines,
but not both. After a successiul attack with small lasers, roll on
the Batile Armor Missiles Table to delermine the number of hits
inflicted on a target.

A Sloth unit that begins the Weapon Attack Phase in the
same hex as a BattleMech or vehicle may choose to launch
one or mare magnetic mines instead of making a standard
weapon attack. Unlike standard battle armor missile attacks,
the controlling player can choose to fire mines with some or all
of the Sloths in a unit, marking off the ammunition expenditure
for each one fired on the record sheet. Each Sloth carries only
one mine, so an undamaged squad of four Sloths can fire from
one to four mines. If a Sloth is destroyed before it fires its mine,
that mine is lost, k.

The base to-hit number for a magnetic mine attack is &,
maodified for movement and terrain as normal. If the unit is mak-
ing a pointblank shot from hiding (see Hidden Units, p. 89 of
the BattleTech Compendium: The Rules of Warfare). do not
modify the to-hit number for movement or terrain. If the attack
hits, roll on the Battie Armor Direct Fire Table to determine how
many mines have become attached to the target, using the
Point Members Active column that matches the number of
mines fired by the Sloth unit. The mines hit the Center Torso if
the target is a BattleMech, or the Front if the farget is a vehicle.
The attacker then rolls 2D6 for each mine that is attached and
consults the Determining Critical Hits Table. If the result is 7 or
less, the target takes 4 points of damage from the explosion. If
the attack results in one or mora critical hits, resolve thosa nor-
mally.

Their physical canstruction and lack of jump jats make it
impossible for Infiltrators and Sloths to climb up onto a
BattleMech, and so neither type of unit may engage in anti--
BattleMech leg or swarm attacks.

Damage to Battle Armor

All standard rules regarding aftacks against battle armor
apply to Infiltrator and Sloth units. However, these units have
an Armor Value of 5 points instead of the standard 10 for Clan
battle armor, plus an additional peint of damage that represents
the trooper inside.

Infiltrator suits are specially constructed to baffle all types
of sensors. This ability makes them wvery difficult to target at
long ranges. Against Infiltrator units, increase the to-hit modifier
for madium range to +3, and the to-hit modifier for long range to
+6. In addition, Beagle active probes and their Clan egquivalents
cannot locate hidden Infiltrator units.

ENHANCED IMAGING

The enhanced imaging (El) system used by the Jade
Falecons in the BattleTech animated series has two compo-
nents: standard El equipment and the enhanced imaging neural
implant. Each component is described below, along with rules
for using the El system in BattleTech and MechWarrior.

Standard El
Most Clan "Mechs in service in 3050 have standard El,
which is simply an enhanced “virtual reality” heads-up display.
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This system aids in battlefield coordination and targeting but
confers no bonuses significant enough to make a difference in
BattleTech game play.

Enhanced Imaging Neural Implant

The El neural implant works in conjunction with the stan-
dard El display system, allowing the MechWarrior to access
and use his El display simply by thought. Any unit equipped
with an El display can be operaled much more eftectively by a
pilot with an El implant. Needless to say, the implant doas not
wark with a vehicle that lacks El equipment. Battle armor units
may use E| implants, but every member of a Point must be
implant-equipped in order for the Point to receive any benefit.

The neural implant enly benefits BattleMech and battle
armor pilots. Conventional vehicle drivers and asrospace pilots
derive no benefit from the implant because their machines do
not have a humanoid shape.

Cnly the most fanatical Clan warriors use the implant, as it has
dangerous and painful side effects. On the average, about 5 per-
cent of all Clan MechWarriors have El implants. Because they tend
to operate in units with one another, however, the proportion seems
somewhat higher to most Inner Sphere observers. The number of
MechWarriors using El implants is noticeably higher in Crusader
Clanzs such as the Jade Falcons and the Smoke Jaguars.

Rules far the El neural implant should only be used in
Level Three BattleTech and MechWarrior play.

Using El in BattleTech

A unit equipped with standard El gains many advantages
when plloted by a warrior with a neural implant. In the text of
the scenarios in this book (see pp. 101-111), pilots equipped
with neural implants are marked with a dagger (1).

The enhanced imaging system can be switched on or off
during the End Phase of any turn. When the system is off, the
unit acts as though it did not have El; the pilot gains no benefits
but also does not suffer extra feedback damage. The status of
gach unit's El system must be clearly marked on its record
sheet at all times.

While enhanced imaging is on, the unit gains the following
benefits:

» All Piloting Skill rolls receive a —1 modifier.

+ To-hit modifiers for shooting through woods and smoke
are reduced, but normal line-of-sight rules for these types of tar-
rain still apply. Firing through or into any number of Light
Woods hexes adds a single +1 modifier. The penalty for firing
through or into Heavy Woods or smoke-filled hexes is reduced
from +2 per hex to +1 per hex.

* The night combat modifier does not apply.
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= The unit may aim its direct-fire weapons at a specific
location as though it had a targeting computer, though the mod-
ifier for such an attack is +6 rather than the usual +3. A unit that
has both El and a targating computer gains all the benefits of
both pieces of equipment. In addition, the called shot modifier
for aiming at a specific location is reduced to +2.

Balancing its benefits, the enhanced connection ‘a neuro-
implantad pilot sharas with his machine also has a serious
drawback. Feedback from damage to internal systems delivers
strong elactric shocks to the pilot that can prove fatal. The spe-
cific effects of the feedback vary, depending on the type of unit.

In BattleMechs, the pilot suffers 1 point of damage each
time an attack damages the 'Mech’s internal structure unless
the controlling player makes a 206 roll of 7 or better. A Sensors
Critical Hit disables the entire El system in addition to its other
eflecls.

Elementals equipped with neural implants suffer 1 extra
peint of damage from every attack that hits them. For purposes
of determining this damage, an atlack refers to each hit that
strikes a particular trooper, including clusters of LRMs and
artillery damage.

Using El in MechWarrior

In MechWarrior, any Clan character can begin play with
an El implant as a 1-point advantage. However, the gamemas-
ter should point out to players that the implant has serious
physical and mental side effects, as well as branding the char-
acter as a Clan warrior for all o see. Such easy identification
will make it difficult, if not impossible, to infiltrate Inner Sphere
settlerments.

The neural implant confers no bonuses in personal com-
bat. When engaging in BattleTech combat, follow the guide-
lines given above, with the following changes. Replace the 2D6
roll of 7 or better to aveoid damage after taking an internal hit
with a BLD Saving Roll. In cases where a pilol would take 1
point of damage using BattleTech rules, roll 2D6 Lethal
Damage instead.

The gamemaster determines the specific mental side-
effects of the neural implant, but in any case the character
becomes increasingly mentally unstable. He degenerates over
the course of a year or so until he is extremely abusive and
paranoid. Clan scientists have developed special drugs and
therapy that can delay this degeneration, but most player char-
actars will not have access to such treatment. Even with the
treatment, most El subjects become so disturbed within three
years that they are unfit for duty.

TACTICAL OPERATIONS CENTER

As Ihe Strikers' Taglical Operalions Officer, Lt. Rachel
Specter uses a unique computar and communications setup to
coordinate the battlefield activities of her unit. Her system laid
the groundwork for the development of the Federated
Commonwealth's version of the C3 network
(Command/Control/Communicationg). Though similar in many
ways to the c3 system, Rachel's equipment is more closely

related to the Star League-vintage command console. The
innovation of installing a slave computer in each unit in the net-
work came along several years later, giving rise to the “true” C3
computer system. \

For game purposes, the Tactical Operations Center (TOC)
mimics the abilities of the command conscle combined with the
Guardian ECM Suite. Rules for the command console appear
on p. 64 of the BattleTech Tactical Handbook. Rules for the
Guardian ECM suite appear on p. 116 of the BattleTech
Compendium: The Rules of Warfare.

During the course of the BattleTech animated saeries, the
TOC took several forms. Specific game rules for each version
of Rachel's Tactical Operations Center are givan below.

JumpShip-Based TOC

Rachel's system was initially Installed on the JumpShip
Kafana. Though this placement safeguarded her from the dan-
gers of combalt, the considerable delay in transmissions from a
planet to the jump point and back posed a major problem. The
time lag meant that only small amounts of tactically useful infor-
mation made it to the forces on the ground. To reflect this, play-
ers gain no game benefits when using a TOC system aboard a

JumpShip.

Aesrospace-Based TOC

During the fighting on Romulus (Episode Three), Rachel
hastily installed a stripped-down version of her system
aboard a Banshee fighter. Though the fighter's close proximi-
ty to the battlefield eliminated the time-delay problem, the
cramped quarters of the fighter's cockpit allowed for only a
small portion of communications equipment. To reflct this,
players gain no game benefits when using a TOC system
aboard an aerospace fighter.

Vehicle-Based TOC

By the time the Strikers reached Apollo (Episode Ten),
Rachel had installed a full-sized version of her equipment in a
Packrat LRPY and used it quite effectively during the subse-
quent battle.

The vehicle-based TOC is represented in the BattleTech
game by a Command Console and a Guardian ECM suite.
Players who do not have the rules for these pieces of equip-
ment should simply add a +2 bonus to the Strikers’ initiative
while the Packrat is in play. For game statistics for the Tactical
Operations Cenler, see the Packrat, p. 126,

'Mech-Based TOC

Rachel eventually installed a sophisticated version of the
TOG in the cockpit of Adam's Awesome. Like the vehicle-based
unit, the 'Mach-based TOC is represented in the BattleTech
game by a command console and a Guardian ECM suite.
Players who do not have the rules for these pieces of egquip-
ment should simply add a +2 bonus to the Strikers' initiative
whila the Awssome is in play. For the 'Mech’s game statistics,
sea p, 121.
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SCENARIOS

The following nine BattleTech scenarios re-enact some of
the pivotal battles in the BattleTech animated series. In order to
play these scenarios, players will need CityTech, Second
Edition, or the BattleTech Compendium: The Rules of
Warfare. A selection of Map Sets and miniatures will also be
helpful.

HOW TO USE THE SCENARIOS

The individual scenarios include sections titled Game Set-
Up, Attacker, Defender, Victory Conditions, and Special
Rules.

Game Set-Up provides specific information needed to play
the scenario, including instructions on laying out mapsheets,
directions for special terrain features, and suggestions on
appropriate BattleTech rules to use.

Attacker and Defender provide details on each scenario's
combatants. These sections also contain directions on deploy-
ing forces and guidelines for running the scenarios as self-con-
tained games.

Victory Conditions determine the outcome of each
encounter and vary from scenario to scenario. It is important to
note that the winner of a particular scenario need not always
destroy every ‘Mech on the other side. Because the scenarios
are based on the adventures of the Somarset Strikers, many of
them can be “won™ by a timely retreat or even a partial defeat.
In these cases, the level of victory is determined by comparing
the performance of the players on a given side to thatl side's
performance in the show. When the players equal or axceed
the level of their side as seen in the show, they have achieved
a decisive victory, When they meet some but not all of their
objectives, they achieve a marginal victory. Both sides can
win a marginal victory, but only one side can achieve a decisive
victory.

Special Rules lists any rules needed to play the scenario
that are not covered in General Rules (below), in the
BattleTech rules, or in Special Equipment, pp. 98-100.

GENERAL RULES
The following text explains certain special rules that apply
to all of the 1st Somerset Strikers scenarios.

Clan Honor

Glan warrlors follow a strict code of honor that sets them
apart from their Inner Sphere counterparts. To refiect this fact,
all Clan warriors must adhere to the following guidelines unless
otherwise mentioned in the text of a scenario. These guidelines
are simplified for ease of play. For a more detailed treatment of
Clan honor, see the Tukayyid scenario pack.

Each Glan unit (BattleMech or Elemental Point) must
choose as its opponent one enemy unit among those the Clans
are facing. Once an opponent has been chosen, the Clan unit
must fight that opponent until the enemy unit has been
destroyed or flees the battlefield. No other Clan unit will attack
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that enemy unit. If there are more Clan units than Inner Sphere
units, some of the Clan units will simply hang back and wait for
one of their comrades to fall. If there are more Inner Sphere
units than Clan units on the battlefield, it is considered bold but
acceptable conduct for a Clan unit to take on more than one
opponent at a time.

Clan warriors find physical combat between BattleMechs
distasteful. No Clan 'Mech will initiate a physical attack.

The proud Clan warriors consider it a disgrace to retreat
from battle when facing an inferior foe such as the Inner
Sphere. Unless the scenario rules specifically state otherwise,
no Clan unit may exit off the map edges.

Aerospace Support »

Several scenarios include a Banshee fighter on the
Strikers' side. Simplified rules for strafing attacks are included
in the Special Rules sections of those scenarios. Il the players
hava access (o more comprehensive rules, they should feel
free to use those instead. Detailed aerospace rules can be
found in AeroTech and BattleSpace. Simplified asrospace
rules can be found in the BattleTech Compendium: The
Rules of Warfare.

The Banshee may not carry bombs in any of the scenarios
in this book.

Edge

In the MechWarrior, Second Edition, game, the player
characters have a special attribute called Edge. This attribute
represenls (among other things) luck and experience. As its
name implies, this attribute gives the player characters “the
Edge" they need to win against incredible odds and come out
looking like the herces they should be.

Each character's Edge points are shown in his or her
MechWarrior statistics (pp. 119-125). Players familiar with
MechWarrior already know how to use Edge points in game
play. However, players not using the MechWarrior game
should use the Edge rules, or the Strikers side will play at a dis-
tinct disadvantage. The following rules describe how to use
Edge points for the BattleTech scenarios in this book only. The
gamemaster will tell players how lo use Edge in his or her
MechWarrior game.

During each scenario, a character can spend 1 Edge point
to re-roll any single die roll (1D6 or 2D6 rolls). Rolls that can be
affected by Edge include, but are not limited to: to-hit rolls,
Piloting Skill rolls, hit location rolls, Missile Hits Table rolls, and
rolls on the Determining Critical Hits Table. The character must
accept the second roll or spend another Edge point to re-roll it
again,

Each character's allotment of Edge points is renawed at
the beginning of each scenario. This means that a character will
always start a scenario with the full number of Edge poinis
shown in his or har MechWarrior game statistics, even if the
players have spent soma of that character’s Edge in a previous
scenario.
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CLASH IN THE CANYON

EPISODE 2

In orbit around Dustball, Rachel Specter spots incoming
drop pods on the Kwaidan's radar. She tracks the signal and
directs her fellow Strikers to a narrow canyon, where they find
two Clan "Mechs about to destroy a fallen Cenfurion.

GAME SET-UP

Lay out the BattleTech mapsheets as shown to represent
the canyon floor, Fold both maps in half so that only the area
indicated below is showing (grayed areas should not show).
Any hexes that are not Clear Level {0 terrain are considered
Level 0 Rough terrain (this includes all hills, water, and woods),

Attacker
The attacker consists of the 1st Somerset Strikers.

Strikers Lance
Major Adam Steiner (Piloting 2, Gunnery 2), AXM-2N
Axman
Captain Zachary Miles Hawkins (Piloting 4, Gunnery 3},
MAL-1R Mauler
Lisutenant Ciro Ramirez (Piloting 5. Gunnery 4), WLF-2
Waolfhound

Strikers Air Support
Cadet Katiara Kylie (Piloting 3, Gunnary 4), BSE-X2
Banshee

Deployment

The Striker 'Mechs may set up anywhere within six hexes
of the east end of the canyon, as long as none of them have
line of sight to the Clan 'Mechs. See Special Rules, below, for
rules regarding Kylie's Banshee.

Defender
The defender consists of two 'Mechs from the Black Vision.

Falcon Star
Star Colonel Kristen Redmond (Piloting 2, Gunnery 271),
Vulture Prime
MechWarrior Deval (Piloting 4, Gunnery 31}, Hunchback IIC

Deployment

The defender sets up first. Place the Vulfure in Hex 0710 of
the Desert Hills mapsheet, facing south&ast. Place the
Hunchback I1C In Hex 0608 of the same map facing east.

Victory Conditions

The Strikers win a decisive victory if they destroy both Clan
‘Mechs. They win a marginal victory if both Clan 'Mechs are
sither driven off or destroyed.

The Jade Falcons win a decisive victory if they destroy all
of the opposing 'Mechs. They win a marginal victory if both their
‘Mechs escape through the west end of the canyon.

Special Rules

The north and south edges of the map represent the steep
walls of a canyon, which are impassable. Units may only exit
the mapsheets off the east and west edges. All partial hexes
are considered part of the canyon wall; they block line of sight,
and units may not move into them.

The Clan 'Mechs may only begin to retreat once they have
line of sight to one or more Striker 'Mechs. They may only
retraat out of the west end of the canyon.

The Banshee strafes the Clan 'Mechs just before the
beginning of Turn 1. The Strikers player should choose one of
the Clan ‘Mechs and attack it with both medium lasers, hitting
on a 7 or better. As the battle progresses, the fighter may tum
around and strafe the battlefield up to three more times, during
the Weapon Attack Phases of Turns 2, 4, and 6. Resolve hit
location for all these strafing attacks as if they originated from
directly east of the target.
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DUSTBALL SHOWDOWN

EPISODE 2

The Clan farces have dropped onto Dustball in force and
are ruthlessly advancing on New Monaco, Only the Strikers
stand in their way.

GAME SET-UP
Lay out the BattleTech mapsheets as shown, face down
with the blank side showing.

Attacker

The attacker consists of a Trinary of the Black Vision. The
unit's aerospace wing is occupied with Dustball's security
‘Machs and conventional forces, leaving two Stars of 'Mechs lo
engage the Strikers.

Cluster Command Star

Star Colonel Kristen Redmond (Pilating 2, Gunnery 21),
Vulture Prima

MechWarrior Tanya Pryde (Piloting 3, Gunnery 21), Vuiture
Prime

MechWarrior Daval (Piloting 4, Gunnery 3t), Hunchback IIC

MechWarrior Gengra (Piloting 4, Gunnary 31), Thor M

MechWarrior Pith (Piloting 4, Gunnery 3t), Thor M

Alpha Talon
Star Commander Cyrill Hazen (Piloting 3, Gunnery 2), Mad
Cat Prime
MechWarrior Jentry (Piloting 4, Gunnery 3), Mad Cat Prime
MechWarrior Fatha (Piloting 4, Gunnery 3), Thor M
MachWarrior Korthan (Piloting 4, Gunnery 3), Thor M
MechWarrior Damil (Piloting 4, Gunnery 3), Hunchback |IC

Deployment

The Cluster Command Star sets up first, on the west map-
sheet in the hexes numbered 0113-0117. Alpha Talon does not
enter the map until the beginning of Turn 3, at which point the
'Mechs are placed on Hexes 0113-0117 of the west mapsheet.

Defender
The defender consists of the 15t Somerset Strikars.

Strikers Lance
Major Adam Steiner (Piloting 2, Gunnery 2), AXM-2N
Axman
Captain Zachary Miles Hawkins (Piloting 4, Gunnery 3),
MAL-1R Mauwler
Captain Valten Ryder (Piloting 3, Gunnery 4), CN9-D
Centurion _
Lieutenant Ciro Ramirez (Piloting 5, Gunnery 4), WLF-2
Wolfhound
Strikars Alr Suppart "
Cadet Katiara Kylie (Piloting 3, Gunnery 4), BSE-X2
Banshes

Deployment

The Strikers set up second and may start anywhere on the
east mapsheet facing any direction. Val's Centurion does nat
begin play on the map. During the Movement Phase of Tum 3,
he enters play from any hex along the north or east edge of the
map. For rules regarding Kylie's Banshee, see Special Rules,
below.

Victory Conditions

The attackers intend to assault New Monaco, which lies
just off the east edge of the map. However, they will gladly
crush all resistance before moving forward. The attackers win a
decisive victory if they destroy or drive off all the defending
‘Mechs before the FedCom raiding party arrives.

Though they do not know it, the defenders only need to stall
the Clans until the FedCom troops amive. They win a decisive
victory if they destroy four or more Clan "Mechs while losing none
of their own. The defenders win a marginal victory if none of their
'Mechs are destroyed. Note that Striker ‘Mechs exiting the map
off the east edge are not considered destroyed, but "driven off” by
the Clans (see previous paragraph).

Special Rules

At the and of Turn 6, the DropShips of the FedCom raiding
party begin to land, ending the scenario.

The hot desert sun of Dustball forces all 'Mechs to build up
1 exira point of heat during the Heat Phase of each tum. All
Glan ‘Mechs enter play with a heat point level of 13, including
the Clan 'Machs entering the map on Turn 3.

The Clan forces may not leave the map. The Strikers may
exit the map off the east edge only.

The Banshee strafes the Clan ‘Mechs just before the
beginning of Tum 1. The Strikers player should choose one of
the Clan ‘Mechs and attack it with both medium lasers, hitting
on a 7 or better. As the battle progresses, the fighter may turmn
around and strafe the battlefield up to three more timas, during
the Weapon Attack Phases of Turns 2, 4, and 6. Resolve hit
lgcation for these strafing attacks as though the attack originat-
ed from directly east of the target.
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THE TAKING OF WOTAN

ERPISODE 3

This scenario represents the climactic engagement of the
battle for Wotan, where the Falcon's Claws clashed with the
command group of the Wotan Tamar March Militia (ThA).

GAME SET-UP

Lay out the BattleTech mapsheets as shown. Place
Medium Elevation 2 buildings in the Tollowing six hexes: 0710,
0712, 0714, 0909, 0911, 0913.

Attacker
The attacker consists of the Faleon's Claws Command Star.

Command Star

Star Colonel Nicolai Malthus (Piloting 2, Gunnery 11), Thor M

MechWarrior Douglas (Piloting 4, Gunnery 3), Mad Cat
Primea

MechWarrior Jala (Piloting 4, Gunnery 3), Mad Cat Prime

MechWarrior Leopald (Piloting 4, Gunnery 3), Vulture
Prime

MechWarrior Erin (Piloting 4, Gunnery 3), Vulture Prime

Deploymeant
Tha Falcons enter from the west edge of the BattleTech
map during the Movement Phase of the first tumn.

Defender
The defender consists of two badly demoralized lances of
the Wotan TMM,

Command Lance

Lt. General Ansel Cabrillo (Piloting 3, Gunnery 3), MAL-1R
Mauler

Major Wilma Stenson (Piloting 4, Gunnery 3),
CMNS8-A Centurion

Sergeant Petrov Himmelmann (Piloting 5, Gunnery 4),
CN9-A Centurion

MechWarrior Abel Rodriguez (Piloting 6, Gunnery 5,
CMN9-A Centurion

Recon Lance
Lieutenant Pamela Genaro (Piloting 4, Gunnery 4), CN8-D
Centurion
Sergeant Edward Fitzgibbons (Piloting 5, Gunnery 5),
WLF-1 Walthound
MechWarrior John Kerouac (Piloting 6, Gunnery 5), WLF-1
Walfhound
MechWarrior Cedric Quentin {P'|Iutrng 6, Gunnery 5,
WLF-1 Wollhound
Deployment
The defenders set up first. The '"Mechs of the Recon Lance
may start anywhere on the east halt of the BattleTech map or
the west half of the CityTech map. The Command Lance
begins in any hexes along the east edge of the CityTech map
(hex numbers ending in 17). All of the defending ‘Mechs begin
the scenario facing west.

Victory Conditions

The attackers win a decisive victory if they destroy all of
the defending "Mechs without losing any of their own. They win
a marginal victory if they destroy all of the defending 'Mechs but
suffer losses in the process.

The defenders win a decisive victory if they destroy all of
the attackers. They win a marginal victory if they destroy three
or more of the attacking OmniMechs.

Special Rules

The defenders are blocking the way to Wotan’s capitol and
will fight to the last 'Mech. Therefore, no defending unit may
retreat off of the map. Additionally, the defenders are tired and
demoralized in the face of the seemingly unstoppable Clan foe.
To reflect this, the defending player must add a +1 to-hit modifi-
er to all attacks and subtract 2 from all Initiative rolls,
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RACE FOR THE KWAIDAN

EPISODE 4

The Strikers, badly battered from battiing the Jade Falcons
on Romulus, must stage a fighting retreat to the DropShip
Kwaidan.

GAME SET-UP
Lay out the BattleTech mapsheets as shown.

Lo .‘_'.\_____.__l"' i &

Attacker
The attacker consists of Kristen Redmond's Star.

Falcon Star

Star Captain Kristen Redmond (Piloting 2, Gunnery 21),
Vulture Prime

MechWarrior Jentry (Piloting 4, Gunnery 31), Mad Cat
Prime

MechWarrior Fatha (Piloting 4, Gunnery 31), Mad Cat
Prime

MechWarrior Korthan (Piloting 4, Gunnery 31), Vulture
Prime

MechWarrior Damil (Piloting 4, Gunnery 3t), Hunchback I1C

Daploymeant

Kristen's Vulfure stands on the west map, in Hex 0804, fac-
ing east. The remaining 'Mechs of her Star are arrayed behind
her in any fashion the Clan player desires. None may be in a
Woods or Hill hex, and none may be further east than
Redmaond.

Defender

The defender consists of a detachment of the Somerset
Strikers. All are badly damaged and low on amme. Mark off half
the armor (rounding up) on all locations on every 'Mech. All
ammunition bins on every ‘Mech are stocked with half their full
capacity (rounding down). The Centurion’s LB 10-X autocannon
is loaded with normal ammo (not cluster munitions).

Strikers Lance
Major Adam Steiner (Piloting 2, Gunnery 2), AXM-2N
Axman
Captain Zachary Miles Hawkins (Piloting 4, Gunnery 3),
MAL-1R Maulsr
Captain Valten Ryder (Piloting 3, Gunnery 4), CN3-D
Carnturion )
Deployment
All of the Strikers begin the scenario tin the east mapsheet.
Place the Centurion in Hex 0801 facing west. Place the Axman
in Hex 0702 facing southeast. Place the Mawer in Hax 0BD2
facing east.

Vietory Conditions

The attackers win a decisive victory if Kristen Redmaond
destroys all of the defending 'Mechs without aid from the other
'Mechs in her Star. The attackers win a marginal victory if they
destroy all of the defending 'Mechs.

The defenders win a decisive victory if all three 'Mechs
escape off the east edge of the mapsheet. They win a marginal
victory if one or two ‘Mechs escape off the east edge.

Special Rules

Kristen Redmond has declared that she alone will deal with
all three Strikers. Therefore, no other Clan 'Mech may fire its
weapons or move closer to the defenders than Kristen. This
restriction is lifted if Kristen's Vulture is destroyed or disabled.
The Vulture is considered disabled if all of its weapons, both
arms, or one or both legs are destroyed; if it shuts down due to
overheating; or if Kristen fails a Consciousness roll,

Valten Ryder has decided he will hold off the Clanners
while his teammates head for the Kwaidan. Therefore, he may
not begin to move east until the other two Striker 'Mechs are at
least halfway to the edge (Hexrow xx10 or farther). While Val
maintains his courageous defensive posture, Kristen will fire
only upon his Centurion. Once Val begins lo retreat, Kristen
may fire at any of the Strikers.
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BATTLE IN THE SWAMP

EPISODE 7

Star Caplain Kristen Redmond outbid Malthus for the
honor of destroying the Strikers on Waldorff. To win the bid,
however, she cut her forces dangerously low. The following
scenario re-creates the battle in Waldortf's swarmps.

GAME SET-UP
Lay out the BattlaTech mapshea! as shown. All Water

hexes are considered Depth 0.
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Atrtacker

The altacker consists of Kristen Redmond in her Vulfure
Prime and two Elementals in battle armor, The Vulture's medi-
um pulse lasers have been disabled as part of the bid.

Falcon Star
Star Captain Kristen Redmond (Piloting 2, Gunnery 2t),
Vulture Prime
Point Commander Yartakt, battle armor w/small laser
Elemerital Harrist, battle armor w/small laser

Deaployment
The attackers set up first, placing their units anywhere
along the west edge of the map.

Deafander
The defender consists of the 1st Somerset Strikers.

Strikers Lance

Major Adam Steinar (Piloting 2, Gunnery 2), AWS-9Ma
Awesome

Captain Zachary Miles Hawkins (Piloting 4, Gunnery 3),
MAL-1R Mauler

Captain Valten Ryder (Piloting 3, Gunnery 4), BSW-X1
Bushwacker

Cadet Katiara Kylie, IFR-X1 Infiltrator

Franklin Sakamaoto, SLH-X1 Sloth

-

Deploymeant
The defenders set up second, placing thelr units anywhere
along the east edge of the map.

Victory Conditions

Standard viclory conditions apply for this scenario. The
team with the last surviving unit left on the mapsheets wins a
decisive victory. No marginal victory is possible in this scenario.

Special Rules

Due to the small number of battle armored units available
in this scenario, each armored trooper is deployed as a sepa-
rate unit.

If the players wish to use the rules for Hostile
Environments, treat all the River hexes as Clear swampy ter-
rain (see p. 91, BattleTech Compendium: The Rules of
Warfare).

The entire battlefield is covered in thick fog. As a result,
attacks against standing 'Mechs suffer a +1 to-hit modifier,
while attacks against prone 'Mechs and infantry suffer a +2 to-
hit madifier, Clan El neural implants reduce these penalties by
1. These modifiers do not apply to a target in a hex adjacent to
the attacker.
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ENEMY OF MY ENEMY

EPISODE 10

The Strikers execute a hot drop onto Apollo, expecting to
find Adam's brother Andrew. Instead, they walk into a trap laid
by Nicolai Malthus. Te further complicate matters, Kristen
Redmond armves with orders from Galaxy Commander Chistu
to stop Malthus's renegade activities once and for all.

GAME SET-UP
Lay out the BattleTech mapsheels as shown.

Attackar
The attacker consists of two distinct Clan forces, one led
by Malthus and one led by Redmond.

Malthus's Star
Star Calonel Nicolai Malthus (Piloting 2, Gunnary 11), Thor M
MechWarrior Giro (Piloting 5, Gunnery 41), Mad Cat Prime
MechWarrior Ross (Piloting 4, Gunnery 31), Hunchback |IC
MechWarrior Uri (Piloting 4, Gunnery 31), Hunchback IIC
MechWarrior Elaine (Piloting 4, Gunnery 31), Hunchback IIC

Redmond's Star

Star Colonel Kristen Redmond (Piloting 2, Gunnery 21},
Vulture Prima

MechwWarrior Pytor (Filoting 2, Gunnery 21), Hunchback IIC

MechWarrior Jentry (Piloting 4, Gunnery 3t), Mad Cat
PFrnme

MechWarrior Elston (Piloting 4, Gunnery 3t), Mad Cat
Prime

MechWarrior Althea (Piloting 4, Gunnery 3t), Mad Cat
Prime

Deployment
The Clans set up second. Place Malthus's Thor in Hex
1412 on the west map. The other 'Mechs of his Star may be
placed in any Level 0 hexes within two hexes of the Thor. Set
up Redmond’s Star in the following five hexes of the west map:
0109, 0110, 0111, 0209, and 0210.
Defender
The defender consists of elements of the 1st Somerset
Strikers. -
Strikers Lanca
Major Adam Steiner (Piloting 2, Gunnery 2), AXM-2N
Axman
Captain Zachary Miles Hawkins (Piloting 4, Gunnery 3),
MAL-1R Mauler :
Captain Valten Ryder (Piloting 3, Gurnery 4), BSW-X1
Bushwacker
Ermnest "Patch” McGuira (Drive 3), Packrat Mobile Tactical
Operations Center

Deployment

The Strikers set up first. Place Adam's Axman in Hex
0406 of the east map. The other Striker 'Mechs may be set
up in any Level 0 hex within two hexes of the Axman. The
Packrat may begin play in any Level 0 hex on the east map,
and need not be placed until after all Clan units have been
deployed.

Victory Conditions

Malthus's Star wins a decisive victory if the all of the
Strikers' BattleMechs are destroyed without the cooperation of
Redmond's Star. Thay win a marginal victory if the Strikers are
destroyed after the two Clan Stars join forces (see Special
Rules, below).

Redmond's Star wine a decisive victory if Malthus's Star is
destroyed before the two units join forces. After that point, the
two Clan Stars share a marginal victory if they daestroy all the
Strikers' 'Machs.

The Strikers must survive long enough to discover that
Andrew s not present on this planet, then make good their
escape (see Special Rules, below). If all of the Striker units
escape off the map after this point, the defenders win a deci-
sive victory. If two or more units escape, they win a marginal
victory.

Special Rulas

This scenaro should be played by three players: one con-
trolling the Strikers, one controlling Malthus's Star, and one
contralling Redmand's Star.

The Strikers are trying to locate Adam's brother, who is
supposed to be leading the resistance on Apollo. They will even-
tually discover that he is not present, but they must continue to
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battle the Clan forces until they do. During the End Phase of
gach turn, the Strikers” player should roll 2D6. If the result is
equal to or less than the current tum number, the Strikers may
begin o retreat, No Striker unit may leave the map before this
time. As luck would have it, they will have to exit the map
through tfie side furthest from their slowest mobile unit. If two
sides are equidistant, roll randomly to determine the side off
which the Strikers must retreat.

At the beginning of the scenario, Redmond’s Star may
only attack Malthus's Star. She and her troops have specific
orders to bring him in and are not concerned with the

108

Strikers. Eventually, Redmond agrees to join Malthus in
hunting down the Strikers. To determine when this happens,
the two Clan players should roll 2D6 during the End Phase
af aach turn, beginning with the first turn in which
Redmond's Vulture has a line of sight to Malthus's Thor. I
the resulls of these die rolls are equal, the two Stars join
forces against the Strikers,

Mote that Rachel is coordinating the Strikers’ efforts from
the Packrat. For rules regarding her activities, see Tactical
Operations Center, p. 100,
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CHAOS IN THE JUNGLE

EPRPISODE 11

~ The Strikers join forces with ISF agents to free Franklin
Sakamaoto from captivity on Bensinger |V, only to find them-
selves once again trapped between two warring factions.

GAME SET-UP
Lay out the BattleTech mapsheets as shown.

Attacker

The attacker consists of two distinct groups: a lance of ISF
‘Mechs led by Okura and a detachment of the 1st Somerset
Strikers.

ISF Lance
Toshiro Okura (Piloting 3, Gunnery 2), CN9-D Centurion
ISF MechWarrior (Piloting 4, Gunnery 3), CN9-D Centurion
ISF MechWarrior (Filoting 4, Gunnery 3), CN3-A Cenfurion
ISF MechWarrior (Piloting 4, Gunnery 3), CNS-A Centurion

T1at Somerseat Strikers

Major Adam Steiner (Piloting 2, Gunnery 2), AWS-9Ma
Awesome

Captain Zachary Miles Hawkins (Filoting 4. Gunnery 3).
MAL-1R Mauier

Captain Valten Ryder (Piloting 3, Gunnery 4), BSW-X1
Bushwacker

Franklin Sakamoto (Piloting 2, Gunnery 3), HTM-27T
Hatamoto-Chi

1st Somerset Strikers Alr Support
Gadet Katlara Kylie {Piloting 3, Gunnery 4), BSE-X2
Banshee

Deployment
Okura’s Centurion beging in Hex 0109 of the east map-
sheet. The other ‘Mechs of his lance may ba placed in any
hexes on the east mapsheet, as long as none of them start play
with a line of sight to the Hafamofo-Chi or the rebel "Mechs.
Franklin's Hatamoto-chi begins in Hex 1509 of the west

mapsheet. The other Striker ‘"Mechs may begin in any of the
hexes along the east edge of the east mapsheet. For rules
regarding Kylie's Banshee, see Special Rules, below.

Defender
The defender consists of a lance of rebel 'Mechs.
Rebel Lance
Rebel Lance Commander (Piloting 4, Gunnery 3), WLF-1
Wolfhound . L
Rebel MachWarrior (Piloting 5, Gunnery 4), WLF-1
Waithound
Rabel MachWarrior (Piloling 5, Gunrery 4), WLF-1
Wolfhound
Rebel MechWarrior (Piloting 5, Gunnery 4), WLF-1
Wolfhound

Deployment
Place the four rebal 'Machs in tha following hexes of the
Waest mapsheeat: 1407, 1410, 1507, and 1511.

Victory Conditions

The Strikers win a decisive victory if all of their 'Mechs manage
to exit the map off the west edge. They win a marginal victory if
Franklin's Hatamoto-Chi exits the west edge of the map and a com-
bined total of five or more I1SF and rebel "Mechs are destroyed.

The |SF wins a decisive victory if they destroy the
Hatamoto-Chi and all the rebel ‘'Mechs. They win a marginal
victory If they accomplish one or the other of these objectives.

The rebels win a decisive victory if Franklin's Hatamoto-Chi
exits the west edge of the map and all the ISF 'Mechs are
destroyed. However, this victory is reduced to marginal.if the
Strikers achieve a decisive victory,

Special Rules

This scenario should be played by three players: one con-
trolling the Sirikers, one conltrolling the ISF, and one controlling
lhe rebels.

If they are available to the players, the rules for Clearing
Woods and Fire should be used in this scenario.

The Banshes strafes the rebel "Mechs just before the bagin-
ning of Turn 1. The Strikers player should choose any one rebel
‘Mech and attack it with both medium lasers, hitting on an 8 or
better. As the battle progresses, the fighter may tum around and
strafe the battlefiald up to three more times, during the Weapon
Attack Phaszes of Tums 2, 4, and 6. Hit location for all these straf-
ing attacks is resolved as though the attack originated from
directly east of the target. After her first strafing run, Kylie may
choose to attack either a rebel 'Mech or an |SF 'Mech.

MNote that Rachel is coordinating the Strikers’ efforts from
Adam's Awesome. For rules regarding her activities, see
Tactical Operations Center, p. 100.

109



GAME INFORMATION

THE LIBERATION OF
SOMMERSET MILITARY ACADEMY

EPISODE 12

The Strikers finally arrive on Somerset, where they must bat-
tle the Clan garrison led by Kristen Redmond. Hawk arms the
fread Somerset cadets with weapons, and they then join the fight.

GAME SET-UP

Lay out the BattieTech mapsheets as shown. Place Light
buildings in Hexes 0606, 0608, D610, 1006, 1008, and 1010 of the
CityTech mapsheet. Place a Medium building in Hex 0806 of the
CityTech mapsheet. Consider all unmarked Waler hexes Depth 1.

Attacker
The attacker consists of elements of the 1st Somerset

Strikers, plus the cadets of the Somerset Military Academy.

Strikers Lance
Major Adam Steiner (Piloting 2, Gunnery 2), AWS-9Ma Awesome
Captain Zachary Miles Hawkins (Piloting 4, Gunnery 3),
MAL-1R Mauler
Captain Vallen Ryder (Piloting 3, Gunnery 4), BSW-X1
Bustwacker
Cadet Katiara Kylie, IFR-X1 Infiltrator

Strikers Air Support
Franklin Sakamoto (Piloting 4, Gunnery 3), BSE-X2 Banshee

Somarset Cadet Corps
Commander Andrew Steiner (Piloting 4, Gunnery 3), AXM-
2N Axman
Foot Infantry Platoon A1, Portable Lasers
Foot Infantry Platoon A2, Portable Lasers
Foot Infantry Platoon A2, Portable Lasers
Faoot Infantry Platoon B1, Portable Lasers
Foot Infantry Platoon B2, Portable Lasers
Foot Infantry Platoon B3, Portable Lasers

Deployment
The Strikers set up after the Clan units are deployed. Place
Hawk's Mauler in Hex 0812 of the CityTech mapsheet. Place

one infantry platoon in each of the six hexes surrounding the
Mauter. The remainder of the Strikers’ ground forces, including
the Axman, begin play on any hexes along the west edge of the
CityTech mapsheet. See Special Rules, below, for rules
regarding the Banshee. y
Defender

The defender consists of elements of the Jade Falcon gar-
rison of Somerset. =

Redmond’s Star
Star Colonel Kristen Redmond (Piloting 2, Gunnery 21),
Vuiture Prime
MechWarrior Pytor (Piloting 2, Gunnery 2t), Hunchback IC
MechWarrior Jantry (Piloting 4, Gunnery 3t), Mad Cat Prime
MechWarrior Elston (Piloting 4, Gunnery 31), Mad Cat Prime
MechWarrior Althea (Piloting 4, Gunnery 31), Mad Cat Prime

Somerset Garrison Infantry
Elemental Pointt, Small Lasers
Foot Infantry Platoon, Portable Lasers

Deployment

The Glan forces set up first. The Point of Elementals
begins play inside the Medium building in Hex 0806 of the
CityTech mapsheet. Place the foot infantry platoon in hex 0808
of the CityTech mapsheet. Redmond's Star begins in any of
the hexes alang the east edge of the CityTech mapsheet.

Victory Conditions

The Strikers must destroy all of the Clan forces to retake
Somerset Military Academy and proceed to the sacond part of
the scenario (see Malthus Attacks, p. 111). If they fail, the
Clans maintain control of Somersat.

Special Rules

The Banshee strafes the Clan units just before the beginning
of Turn 1. The Strikers’ player should choose one Clan unit and
attack it with both medium lasers, hitting on a 7 or better. As the
baftie progresses, the fighter may tumn around and sirafe the bat-
tlefield up to three more times during the Weapon Allack Phases
of Tums 2, 4, and 6. Resolve hit locations for all these allacks as
though the attack originated from directly west of the target.

The Strikers benefit from an ecstatic lavel of morale during
this scenario. Apply a +1 bonus to all te-hit, piloting, and
Initiative rolls. Note that this bonus allows the Strikers to roll a
13, making otherwise impossible shots possible. This bonus is
lost if Adam's "Mech is destroyed.

Note that Rachel is coordinating the Strikars’ efforts from
Adam's Awesome. For rules regarding her activities, see
Tactical Operations Center, p. 100.
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MALTHUS ATTACKS

EPISODE 13

Sopon after the Strikers liberate the Academy, Malthus's
troops arrive to take it back.

Attacker
The attacker consists of elements of the Falcon's Claws.

Command Star
Star Colonel Nicolai Malthus (Piloting 2, Gunnery 11), Thor M
MechWarrior Ciro (Pilating 5, Gunnery 41), Mad Cat Prime
MechWarrior Ross (Piloting 4, Gunnery 31), Hunchback IIC
MechWarrlor Uri (Plloting 4, Gunnery 31), Vuwiture Prime
MechWarrior Elaine (Piloting 4, Gunnery 3t), Vulfure Prime

Elemental Star
Star Commander Natalyat, four additional Elementals
Elemental Pointt
Elemental Pointt
Elemental Pointt
Elemental Pointt

Deployment
Malthus's forces enter from the west edge of the
BattleTech mapsheeat.

Defender

The defendar consiste of whatever forces remain from the
previous scenario (see The Liberation of Somerset Military
Academy, p. 110). If Kylie survived the previous battle, she will
switch to a Banshee fighter for this scanario. Franklin will pilot a
Sloth battlesult in this scenario.

Between battles the Strikers are able to reload ammunition,
and can arm an additional three platoons of infantry before
Malthus arrives. Mo other repairs are possible.

Strikers Replacemeants
Cadet Katiara Kylie (Piloting 3, Gunnery 4), BSE-X2
Banshee
Franklin Sakamoto, SLH-X1 Sioth
Foot Infantry Platoon C1, Portable Lasers
Foot Infantry Platoon C2, Portable Lasers
Foot Infantry Platoon C3, Portable Lasers

Deployment

All units begin this scenarie in the same position they occu-
pied at the end of the previous scenario. Place Franklin's Slath
in the position the Infiltrator occupied. Flace the three new pla-
taons of infantry in any three Light buildings of the Strikers play-
er's choice.

Victory Conditions

The Strikers must destroy all of the Clan forces 1o lake
back Somerset and win a decisive victory.

The Clan forces win a decisive victory if they destroy all of
the Strikers’ unils. They win a marginal victory i Adam Steiner
is killed.

At any time during the battle, either player can call for a
Trial of Possession for Somerset. Both players must aggree to
the trial, and the winner will win the scenario. This trial must
be a single combat betwean Malthus and Adam; no other
units from either side may interfere, and Rachel must leave
Adam’'s "Mech, eliminating the TOC bonuses. If either
Malthus's or Adam’'s 'Mech is destroyed before a Irial can be
called, no trial can take place and so standard victory condi-
tions apply.

Speacial Rulaes

The Banshee strafes the Clan units just before the begin-
ning of Turn 1. The Strikers player should choose one Clan
unit and attack it with both medium lasers, hitting on a & or
better. As the battle progresses, the fighter may tum around
and strafe the battlefield up to three more times, during the
Weapon Attack Phases of Tums 2, 4, and 6. Resolve hit loca-
tions for all these attacks as though the attack originated from
directly east of the target.

The Strikers benefit from an ecstatic level of morale during
this scenario. Apply a +1 bonus to all to-hit, piloting, and
Initiative rolis. Note that this bonus allows the Strikers to roll a
13, making otherwise impossible shots possible. This bonus is
lost if Adam's "Mech is destroyed.

Malthus is bent on destroying Adam, but he thinks that
Adam is piloting the Axman. Malthus will attack only the Axman
until it is destroyed or the pilot ejects. After that, Malthus will
take on the Awesome.

Mote that Rachel is coordinating the Strikers' efforls from
Adam’s Awesome. For rules regarding her activities, see
Tactical Operations Center, p. 100,
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CHARACTER STATISTICS

The following are MechWarrior, Second Edition, game slalistics for the major characters in the BattleTech animated show.

ADAM STEINER

S

RN
£ s
%

Attributes Characteristics

BLD 4 (8+) Athletic S+

REF 5 {7+) Physical B+

INT 5 {7T+) Mental T+

LAN B {6+) Social T+
CHA 6  (6+)

Edge: 6

Skills

Administration =] (B+)
Bureaucracy 1 i6+)
Gunnery/Aerospace 3 (5+)
Gunnery/BatileMech 3] (2+)
Leadership 2 (5+)
Medtech 1 (E+)
Perception 1 (B+)
Piloting/Acrospace 3 (5+)
Filaling/BattleMech G 2+)
Protocol 2 (o+)
S Military History 2 (5+)
Small Arms 2 (G+)
Stealth 1 (7+)
Stratcgy 3 (4+)
Survival 1 (8+)
Tactics [ (1+)
Technician/Aerospace 1 (B+)
Technician/BattieMach 2 (5+)
Training 4 (3+)
Unarmed Combat 3 (6+)

GAME INFORMATION

VALTEN RYDER

Attributes
BLD 5
REF
INT
LBN
CHA

{7+)
5 (7+)
4 {8+)
4 (8+)
5 (T+)

Edge: 3

Skills
Appraisal
Blada
Computer
Cryptography
Demaolitions
Disquise
Drive

Escape Artist
Gamhling
Gunnery/BattleMech

Gunnery/Convenlional

Medtech
Megotiation
Perception
Piloting/BattleMech
Quickdraw
Running

Serounge

Security Systems
Seduction

Small Arms

Stealth

Streetwise
Throwing Weapons
Tracking

Unarmed Combat

Characteristics

Athlatic 8+
Physical O+
Mental 104+
Social 2+
"

2

1

1

2

2

2

1

3

5

Z

1

2

3

4

3

3

2

1

i

3

1

4

2

1

1

(9+}
(6+)
(9+)
(94)
(B+)
(7+)
{7+)
(B+)
(T+)
(4+)
(74)
{9+)
(7+)
(7+)
(5+)
{€+)
(5+]
(7+)
(9+)
(8+)
(6+)
(8+)
(5+)
(7+)
(9+)
(7+)
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'~ GAME INFORMATION

RACHEL SPECTER CIRO RAMIREZ

Attributes Characteristics
BLD 3 (94) Athletic 11+
REF 4 (8+) Physical B+
INT 6 (6+) Mental 7+
LRM 5 (7+) Social B+
CHA 4 (B+) '
Edge: 4 Attributes Characteristics
BLD 3 {9+) Athletic 10+
Skills REF 5 (7+) Physical g9+
Administration 3 {4+ INT 4 (84) Mental 10+
Bureaucracy 1 (7+) LAN 4 (8+) Social 11+
Communications! CHA 3 (9+)
Conventional 5 [2+)
Computer 4 (3+) Advantages
Cryptography 2 (5+) Title: Baronat (Heir)
Drive 3 (5+) Enhanced-imaging Neural implant (after capture by Clans)
Gunnery/Aerospace e [6+]}
Gunnery/BattleMech 4 (44} Edge: None
Gunnery/Cormventional 3 (5+)
Leadership 1 (7+) Skills
‘Medtech 2 (5+) Bureaucracy 3 (B+)
Mavigation 1 (6+) Gunnery/BattieMech 5 (d+)
Perception 4 (3+) Interrogation 2 (9+)
Piloting/Aerospace 2 (6+) Leadership 2 (9+)
Filoting/BattleMeach 3 {5+ Medtech 1 (9+)
Frotocol 1 (7+) Piloting/BattleMech 4 (5+)
Security Systems 1 {6+) Protocal 3 (B+)
Small Arms 1 (7+) 5l Military History 4 (B+)
Strategy 2 {5+) Small Arms 3 (6+)
Survival 1 {6+ Strategy 2 (B+)
Tactics 4 {3+) Survival 1 (9+)
Technician/BattleMech 1 (B+) Tactics 4 (B+)
Training 2 (6+) Training 2 (9+)
Unarmmed Combat 1 (104} Unarmed Combat 2 (8+)
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GAME INFORMATION

KATIARA KYLIE FRANKLIN SAKAMOTO

a .'

Attributes Characteristics

BLD 4 (84) Athletic 8+

REF & {6+) Physical T+

INT 5 (7+) Mental B+

LAN 5 (74 Social 8+

CHA 5 (74)

Advantages

Title: Coordinator (Heir, renounced)

Edge: 2

Skills

Acrobatics 1 {7+)

Administration 4 (44)

Appraisal 3 (5+)

Archery 2 (6+)
Attributes Characteristics Blada 4 (4+)
BLD 3 (94 Athletic 9+ Bureaucracy 3 (5+)
REF & (6+) Physical B+ Communications!
INT 4 (84 Mental 11+ Convantional 1 (74)
LAN 3 (9+) Social 10+ Computer i [7+)
CHA 4  (84) Demalitions 2 (B4)

Drive 2 (54)
Advantages Gunnery/Aerospace 4 (3+)
Matural Aptitude: Plloting/Aerospace Gunnery/BattleMach 5 (2+)

Leadarship 2 {6+)
Edge: 2 Medtech 1 (7+)

Mavigation 1 (7T+)
Skills Megotiation a (6+)
Gunnery/Aerospace 4 (4+) Perception 2 (6+)
Gunnery/BattleMech 3 (5+) Filoting/Aerospace 3 {(4+)
Medtech 1 (10+) Piloting/BattleMech 5 (2+)
Piloting/Aerospace 5 {34y Protocol 4 {4+)
Piloting/BattleMech 2 (B+) Quickdraw 2 {5+
Small Arms 1 (T+) Small Arms 2 {5+)
Survival i (10+) Strategy 1 (7+)
Swimming 1 (B+) Tactics 2 (B+)
Tactics | (104 Technician/Aerospace 1 (7+)
Technician/Aerospace 2 (9+) Technician/BattlieMech 2 (64)
Unarmed Combat 1 (B+) Unarmed Combat 3 {5+)
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" GAME INFORMATION

JEROEN FRESTADT DR. DEIRDRE NAKAMURA

a < \\\i Jf{.‘ I@ % jh] la . @.

ey it -

7 ‘;{E} 't-.- = =2 %
/5l

:

o
Attributes Characteristics
BLD 4 (B+) Athlatic 9+
REF 5 (7+) Physical 8+
INT 5 (7+) Mental 8+
BN 5 (74 Social 9+
CHA 4 (B+)

Edge: None

Skills

Administration 2 (6+)
Bureaucracy 3 {6+)
Climbing 2 (74)
Communications/

Conventional 3 (5+) Attributes Characteristics
Computer 2 (6+) BLD 2 (10+)  Athletic 12+
Cryptography 3 (5+) REF 4 (84 Physical 9+
Demolitions 3 (5+) INT 5 (74) Mental T+
Disguise 1 (7+) LRN 6  (64) Social 94
Gunnery/Spacecraft 4 (44) CHA 4  (84)

Interrogation 2 (7+}

Madtech 1 (7+) Edge: None

Navigation 6 (2+)

Perception 3 (5+) Skills

Piloting/Spacecraft 5 (3+) Acrobatics 3 (9+)
Frotocol 2 (7+) Administration 2 (5+)
Security Systems 4 (4+) Bureaucracy 1 (B+)
Small Arms 5 (3+) CS: Doctor 4 (3+)
Stealth 5 (3+) Computer 2 (5+)
Strestwise 4 (5+) Drive 2 (7+)
Survival 2 (6+) Medtech 6 (14)
Swimming 2 (7+) Perception 2 (5+)
Tactics 1 (7+) Protocol 2 (7+)
Technician/Spacecraft 2 (E+) Survival 3 (4+)
Tracking 3 (5+) Training 1 (8+)
Unarmed Combat 4 (5+} Unarmed Combat 5 (T+)
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GAME INFORMATION

ERNEST “PATCH"” MCGUIRE ANDREW STEINER

—-_.___________‘_

Attributes Characteristics
BLD 5 (7+) Athletic 10+ Attributes Characteristics
REF 3 (84 Physical 1+ BLD 5§ (7+) Athletic B+
INT 4 (B4) Mental 9+ REF 5 (7+) Physical B+
LRN 5 (7+4) Social 1+ INT 5  (74) Mental B+
CHA 3 (9+] LHMN 5 (7+) Sacial B+
CHA 5 [7+)
Advantages
Matural Aptitude: Tinker Edge: None
Edge: Mone Skills
Administration 1 (7+)

Skills Blace 2 (B+)
Communications/ Bureaucracy 2 (6+)

Conventional 3 {6+ Computer 1 (7+)
Computer 3 (6+) Gunnery/BattleMech & (3+)
Dermolilions 1 (B+) Interrogation 2 (6+)
Drve 2 (9+) Leadership 3 (5+)
Engincering 4 (5+) Medtech 2 (6+)
Medtech 1 (B+) Perception 1 (7+)
Scrounge 2 (B+) Piloting/BattieMech 4 (44)
Security Systerms 4 (5+) Protocol 1 (7+)
Small Arms 2 (9+) Small Arms 2 (B+)
Support Weapons 2 {9+) Strategy 1 (T+)
Technician/Aerospace 5 (4+] Survival 2 (B+)
Technician/BattleMech & {3+ Tactics 3 (5+}
Technician/Mechanic 5 (4= Technician/BattieMech 2 (6+)
Technician/Spacecraft 4 (5+) Training 1 (74
Tirker 4 &+ Unarmed Combat 2 (6+)
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'GAME INFORMATION

NICOLAI MALTHUS KRISTEN REDMOND

I T

Attributes Characteristics Attributes Characteristics
BLD &  (6+) Athlatic B+ BLD 5 (74 Athletic 74
REF 6 (B4) Physical T+ REF & (6+) Physical 7+
INT 5 (T+) Mental G+ INT 5 (7+) Mental 9+
LRN & (7+) Social B+ LRN 4 (8+) Social S+
CHA 5 (T+) CHA 4 (B+)

Advantages Advantages

Enhanced Imaging Neural Implant Enhanced-Imaging Maural Implant

Edge: Mone Edge: Mone

Skills Skills

Gunnery/BattleMech 6 (1+) Computer 2 (7+)
Interrogation 3 (5+) Gunnery/BattleMech 5 (24)
Leadership 2 [G+) Interrogation 2 (7+)
Medlech 1 (7+) Leadership 3 (6+)
Perception 1 (7+) Medtech 1 (8+)
Filoting/BattleMech 5 (2+]} Perception 2 (7+)
Small Arms 2 (5+) Filoting/BattieMaech 5 (24)
Strategy 1 (7+) Small Arms 2 (5+)
Survival 1 (7+) Survival 1 (8+)
Tactics 3 (5+) Tactics a (6+)
Technician/BattleMech 2 (B+) Technician/BattieMech 4 (5+)
Unarmed Combat 1 [B+) Unarmed Combat 1 (G+)
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GAME INFORMATION

Attributes Characteristics Attributes Characteristics
BLD 5§ (7+) Athletic O+ BLD 7 (5+) Athletic 6+
REF 4 {8+) Physical 8+ REF 5 (7+) Physical G+
INT & (6+) Mental 7+ INT 4 (8+) Mental 11+
LRN 5 (7+) Social 9+ LAN 3 (94) Social 11+
CHA 3 (94} CHA 3 (9+)
Advantages Advantages
Enhanced-Imaging Neural Implant Enhanced-Imaging Meural Implant

Toughness
Edge: Mone

Edge: None
Skills
Demclitions 1 {6+) Skills
Gunnery/BattleMech 6 (24) Blade 1 (5+)
Interrogation 1 (8+) Demolitions 3 (B+)
Leadership 2 (7+) Gunnery/Battle Armor 5 {4+)
Medtach 2 (5+) Interrogation 3 (B+)
Percaption 3 (4+) Leadearship 1 (10+)
Filoting/BattieMeach 6 2+) Medtech 1 (10+)
Small Arms 3 (5+) Perceplion 1 (10+)
Strategy 2 (5+) Filoting/Battle Armor 4 (5+)
Survival 2 (5+) Small Arms 2 (7+)
Tactics 3 [4+) Survival 1 (10+)
Technician/BattleMech 3 (4+) Swimming 1 (5+)
Training 2 (7+) Tactics 1 (10+)
Unarmed Combat 2 {(7+) Technician/Battle Armor 2 (9+)

Unarmed Combat 3 (3+)

118



HARDWARE STATISTICS

GAME INFORMATION

BattleTech and MechWarrior game statistics for the BattleMechs and other eguipmenl in the animated show appear below.

CLAN "MECHS

HUNCHBACK

Type: Hunchback IIC
Technolegy Base: Clan

Tonnage: 50
Equipment Mass
Internal Structure: Endo Steel 25
Engine: 200 XL 4.5

Walking MP; 4

Running MP: &

Jumping MP: 4
Heat Sinks: 12 [24] 2
Gyro; 2
Cockpit: 3
Armor Factor: 96 G

Internal
Struclure

Head 3

Center Torso 16

Center Torso (rear)

R/L Torso 12

R/L Torso (rear)

R/L Arm a

R/L Leg 12
Weapons and Amma  Location Criti
Ultra AC/20 RT 8
Ammo (AC) 5 RT I
ER Medium Laser CT 1
ER Medium Laser cT 1
Uttra AC/20 LT B
Ammo (AC) 5 LT 1
Jump Jets AL 2
Jump Jets LL 2

Armar
Value
8
18
' |
12
3
3]

12

cal

Tonnage

12

1

1

1

12

1

1

MAD CAT

Type: Mad Cat Prime
Technology Base: Glan OmniMech
Tonnage: 75

Equipment Mass
Internal Structure: Endo Steel 4
Engine: 375 XL 19.5
Walking MP: 5
Running MF: 8
Jumping MP: 0
Heal Sinks: 17 [34] 7
Gyro: 4
Cockpit: 3
Armeor Factor: 230 12
Internal Armor
Structure  Value
Head 3 9
Center Torso 23 a6
Centar Torso (rear) a
R/L Torso 16 25
R/L Torso (rear) 7
R/L Arm 12 24
R/L Leg 16 32
Weapons and Ammo  Location Critical
Machine Gun CT 1
ER Large Laser LA 1
ER Medium Lasar LA 1
Meadium Pulse Laser LT 1
LEBM 20 LT 4
Ammo (LEBM) & LT 1
ER Large Laser RA 1
ER Medium Laser RA 1
Machine Gun AT 1
Ammo (MG) 200 RT 1
LRM 20 AT 4
Ammo (LRM) & RT 1

0

(=]
- = hy = e o= T RO = B

Tonnage
.25
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GAME INFORMATION

THOR VULTURE

Type: Thor M Type: Vulture Prime
Technology Base: Clan OmniMech Technology Base: Clan OmniMech
Tonnage: 70 Tonnage: 60
Equipment Mass Equipment Mass
Internal Structure: 7 Internal Structure: G
Engine: 350 XL 15 Engine: 300 XL 8.5

Walking MF: & Walking MF: &

Running MP: 8 Running MP: &

Jumping MP; 5 Jumping MP: 0
Heat Sinks: 14 [28] 4 Heat Sinks: 12 [24] 2
Gyrao: 4 Gyro: 3
Cockpit: 3 Cockpit: 3
Armar Factar; 182 8.5 Armor Factor; 163 8.5

Internal Armor Internal Armor
Structure Value Structure Value

Head 3 g Head 3 9

Center Torso 22 a7 Center Torso 20 23

Cenler Torso (rear) a Center Torso (rear) 7

R/L Torso 15 22 R/L Torzo 14 16

R/L Torso (rear) T4 R/L Tarso (rear) 7

R/L Arm 11 17 R/L Arm 10 16

R/L Leg 15 23 R/L Leg 14 23
Weapons and Ammo  Location Critical Tonnage Weapons and Ammo  Location Critical Tonnage
LB 10-X AC LA 5 10 Large Pulse Laser LA 2 5]
Amma (LB-X) 10 LA 1 1 Medium FPulse Laser LA 1 2
Streak SAM 6 LT P 3 LRM 20 LT 4 5
Ammo (SAM) 30 RT 2 b Ammo (LRM) & LT 1 1
ER PPC HA 2 G Large Pulse Laser HA 2 L}
Jurnp Jet cT 1 1 Medium Pulse Laser RA 1 2
Jump Jets RL 2 2 LRM 20 RT 4 5
Jump Jets LL 2 2 Ammo (LRM) 6 RT 1 1

120



" GAME INFORMATION

AXMAN

INNER SPHERE
BATTLEMECHS

AWESOME

Type: AWS-9Ma Awesome
Technology Base: Inner Sphere

Tonnage: B0

Equipment

Internal Structure:

Engine: 320 XL
Walking MF: 4
Running MP: 6
Jumping MP: 0

Heat Sinks: 20 [40]

Gyro:

Cockpit:

Armor Factor: 247

Head

Canter Torso
Center Torso (rear)
R/L Torso

R/L Torso (rear)
R/L Arm

Rl Leg

Weapons and Ammao
ER PPC

ER PPC

ER PPC

Small Laser

Guardian ECM Suite*
Command Consale”

Mass
8
11.5
10
4
3
15.5
Intarnal Armor
Struciura Value
3 2
25 30
20
17 24
10
13 26
17 34
Location Critical
RA 3
RT 3
LT a
LA 1
LA 2
H 1
1

Command Consale Sensors™ CT

*The Command Console (including the ECM Suite) is installed
during Episode 11. For rules on the use of this Level 3 piece of

Tonnage
7
T
7
0.5
1.5
5

equipment, see Tactical Operations Center, page 100.

Type: AXM-2N Axman
Tachnology Base: Inner Sphere
Tonnage: 65

Equipment

Internal Structure:

Engine: 260 XL
Walking MP: 4
Running MP: 6
Jumping MP: 4

Heat Sinks: 10 [20]

Gyro:

Cockpit;

Armor Factor; 179

Head

Center Torso
Center Torso (rear)
R/L Torso

R/L Torso (rear)
R/L Arm

R/L Leg

Weapons and Ammo
LAM 13

LAM 15

Ammo (LAM) 16
CASE

Medium Laser
Medium Laser
Medium Laser
Large Pulse Laser
Hatchet

Jump Jets

Jump Jets

Mass
6.5
T
0
3
3
10
Internal Armor
Structure  Value
3 9
21 28
il
15 21
]
10 17
15 24
Location Critical Tonnage
RT 3 7
LT 3 7
LT 2 2
LT 1 0.5
RA 1 1
RA 1 1
RA 1 1
LA 2 7
RA 5 5
RL 2 2
LL s 2




GAME INFORMATION

BUSHWACKER

Type: BSW-X1 Bushwacker
Technology Base: Inner Sphere
Tonnage: 55

Equipment

Internal Structure:

Engina: 275 XL
Walking MP: 5
Running MP: 8
Jumping MP: 0

Heal Sinks: 11 [22]

Gyro:

Cockpit:

Armor Factar: 161

Head

Center Tarso
Centar Torso {rear)
R/L Torso

R/L Torso (rear)
R/L Arm

AL Leg

Weapons and Ammao
ACHD

Ammo (AC) 10
LAM 5

ER Large Laser
Machine Gun
Maching Gun
Ammo (MG) 100
CASE

LAM 5

Ammo (LAM) 24
CASE

Mass
855

DWW =

Internal
Structure
3
18

13

9
13

Armar
Valie
g
26

Location Critical

RA
AT
LA
cT
RT
LT
AT
AT
LT
LT
LT

7

O S T G SN R 5 QR ey

Tonnage
12

0 K =

0.5

0.5
0.5

0.5

CENTURION

Type: CN9-A Centurion
Technology Basea: Innar Sphere

Tonnage: 50
Equipment Mass
Internal Structura: 5
Engine: 200 B85
Walking MP: 4
Running MP: &
Jumping MP: 0
Heat Sinks: 10 ]
Gyro: 2
Cockpit: 3
Armor Factor: 136 8.5
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GAME INFORMATION

HATAMOTO-CHI

CENTURION (CONTINUELD]

Internal Armor
Structure  Value
Head 3 9
Center Torso 16 18
Center Torso (rear) 7
R/L Torso 12 13
R/L Torso (rear) 6
R/L Arm 8 16
Rl Leg a2 16
Weapons and Ammo  Location  Critical Tonnage
ACHO RA T 12
Ammo {AC) 20 RA 2 2
LAM 10 LT 2 5
Ammo (LRM) 24 LT 2 2
Medium Laser CT 1 1
Medium Laser GCT(R) 1 1
Type: CN9-D Centurion (upgraded version)
Technology Base: Inner Sphere
Tonnage: 50
Equipment Mass
Internal Struciure: Endo Steel 25
Engine; 300 XL 9.5
Walking MP: &
Running MP; 9
Jumping MP: 0
Heat Sinks: 10 0
Gyro: 3
Cockpit: 3
Armor Factor: 136 85
Internal  Armar
Structure Value
Head 3 9
Center Torso 16 18
Center Torso (rear) T
R/L Torso 12 13
R/L Torso (rear) 6
R/L Arm 8 16
RL Leg 12 16
Weapons and Ammo  Location Critical Tonnage
LB 10-X AC RA G 11
Ammo (LB-X) 20 RT 2 2
CASE RT ] 0.5
LARM 10 LT 2 2
Ammo (LAM) 24 RT 2 2
Artemis IV FCS LT 1 1
Medium Laser cT 1 1
Medium Laser CT (R) 1 1

Type: HTM-27T Hatamoto-Chi
Technology Base: Inner Sphere
Tonnage: B0

Equipment Mass
Internal Structure: Endo Steel 4
Engine; 320 22.5
Walking MP: 4
Running MP: &6
Jumping MP: 0
Heat Sinks: 18
Gyro;
Cockpit:
Armor Factor: 247 1

Wk m

.5

Internal

Structure
Head 3
Center Torso 25
Center Torso (rear)
H/L Torso 17
R/L Torso (rear)
R/L Arm 13
R/L Leg 17

Weapons and Ammo Location
PPG RA
PPC LA
SAM & RT
Ammo (SRM) 15 RT
CASE AT
SRAM & LT
Amma (SAM) 15 LT
CASE LT

Armor

— = B3 = = h3 DD

Value
g
34
16
25
9
26
34

Critical

Tonnage

-
-
3
1

05
3

1
0.5
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GAME INFORMATION

WOLFHOUND

Type: MAL-1R Mauler
Technology Base: Inner Sphere

Tonnage: 90
Equipment Mass
Internal Structure: q
Engine; 270 XL 7.5

Walking MP: 3

Running MP: 5

Jurmping MP: 0
Heat Sinks: 11 [22] 1
Gyro: 3
Cockpit: 3
Armaor Factor, 206 115

Intarnal Armor
Structure  Value

Head a g

Center Torso 29 27

Center Torso (rear) 10

R/L Tarso 19 26

R/L Torso (rear) 10

R/L Arm 15 )

RiL Leg 19 22
Weapons and Ammo Location Critical Tonnage
ER Large Laser RA 2 5
ER Large Laser LA a 5 Type: WLF-1 Wolfhound
LAM 15 RT ] r Technology Base: Inner Sphere
Ammo (LRM) 16 RT 2 2 Tonnage: 35
CASE RT 1 05 o~ : »
O R v
Amme (LRM) 16 LT 2 o by, B ;
CASE LT 1 ns Engina: Ejﬂ 9
AC/2 RT 1 B Walki_ng MP: &
AC/2 RT 1 & Runm_ng MP: 9
Ammo (AC) 45 RT 1 1 HeatJ; ::Elsn% ;.ﬂP: 0 )
AC/2 LT 1 8 :
AC/2 LT 1 g Gyro: : q
Ammao (AC) 45 3T 1 i Cockpit: 3

Armaor Factor: 119 7.5
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2 " GAME INFORMATION

WOLFHOUND (CONTINUED)

Head

Center Torso

Caenter Torso (rear)
/L Torso

R/L Torso (rear)

R/L Arm

R/L Leg

Weapons and Amma
Large Laser

Mediurm Laser
Medium Lasar
Medium Laser
Madium Laser

Type: WLF-2 Wolfhound (upgraded version)
Technology Base: Inner Sphera

Tonnage: 35

Equipment

Intermal Structure:

Engine: 210
Walking MP: &
Running MP; @
Jumping MP: 0

Heat Sinks: 10 [20]

Gyro:

Cockpir:

Armor Factor: 118

Head

Cenlar Torso
Center Torso (rear)
R/L Torso

RB/L Torso (rear)
R/L Arm

Rl Leg

Weapons and Ammo
ER Large Laser
Medium Laser
Medium Laser
Medium Laser
Medium Laser

Internal Armor
Structure  Value
3 9
11 16
6
8 1
5
6 12
8 16
Location  Critical Tonnage
RA 2 ‘5
CT 1 1
CT (R) 1 1
RT 1 1
LT I 1
Mass
3.5
g
0
3
3
7.5
Internal Arrmor
Structure Value
3 g
11 16
&
a 1
5
g 12
8 16
Location  Critical Tonnage
RA 2 5
CT 1 1
CT(R) 1 1
RT 1 1
LT 1 1

VEHICLES

ARMORED PERSONNEL CARRIER

Type: Hover APC

Technology Base: Innar Sphare

Movement Type: Hover

Tonnage: 10

Equipment
Internal Structure:
Engine: 60
Type: LC.E.
Cruising MP: 10
Flank MP: 15
Heat Sinks: 0
Control Equipment;
Lift Equipment:
Power Amplitier:
Turret:
Armor Factor: 24

Front
AL Side
Rear
Turret

Weapons and Ammo
Machine Gun
Machine Gun

Ammao (MG) 100

Foot Infantry Squad (7 troops)

Mass

Amor
Value
5
55
4
o

Loecation
Turrat
Turrat

Body
Body

Tonnage
05
0.5
0.5
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' GAME INFORMATION

Type: Karnov UR Transport
Technology Base: Inner Sphere

Movement Type: VTOL

Tonnage: 30

Equipment
Internal Structure:
Engine: 190
Type: L.C.E.
Cruising MP: 11
Flank MP: 17
Heat Sinks: 0
Control Equipment:
Lift Equipment:
Powar Amplilier,
Turrat:
Armor Faclor.24

Front
R/L Side
Rear
Rotor

Weapons and Ammo
Cargo

Mass

15

1.5

= B

1.5

Armor
Value

5/5

ha 3

Location Tonnage
Body 6

Type: PKR-T5 Packrat LRPV
Technology Base: Inner Sphere

Movement Type: Wheelaed

Tonnage: 20

Equipment
Internal Structure:
Engine: 120
Type: Fusion
Cruising MP: 7
Flank MP: 11
Heat Sinks: 10
Control Equipment:
Lift Equipment:
Power Amplifier:
Turret;
Armor Factor: 64

Front
R/L Side
Rear
Turret

Weapons and Ammo
SRAM-6

Ammo (SAM) 30
Flamer

Passengers (10)

@ n

PO OO -0

Armor
Value
16
16/16
16

Location Tonnage

Mobile Tactical Operations Genter Configuration

Weapons and Ammo

Command Console®
Guardian ECM Suite
Passengers (5)

Front 3
Front 2
Rear 1
Body 1
Location Tonnage
Body 5
Body i5
Body 0.5

*For rules on the use of this Level 3 piece of equipment,
see Tactical Operations Center, page 100.




GAME INFORMATION

SPACECRAFT

BANSHEE

Type: BSE-X2 Banshee Weapons Range Values
Technology Base: Inner Sphere Arc Type Heat S M L E  Mounts
Tonnage: 50 LW  Laser 3 1T - — — 1
RW Laser 3 1 —_— — - 1
Equipment Mass
Aerospace Engine: 150 Fusion 55 Special Rulas
Convantional Engine: 250 Turhine 25 The Banshee is an exparimental combination of conven-
Thrust; 5 tional and aerospace fighter design. As such, it has a number of
Owerthrust: 8 unigue performance charactaristics. Note that the construction
Structural Integrity: 5 of this vehicle reguired stepping outside the normmal confines of
Heat Sinks: 10 0 the AeroTech rules, and as such this design is considered
Fuel: 75 (150) 5 “Lavel 3.
Cockpit'Control: 5 While in space or at high altitude (medium or higher in
VTOL Equipment: 25 BattleSpace), the Banshee operates as an aerospace fighter.
Armor Factor: 64410 4 However, when the craft is operating at low altitude (or very low
or NOE in BattleSpace), it spends Thrust and maneuvers as a
Arrmor conventional fighter with VTOL capability. If the Banshes slarts
Value play in space or at high altitude, it has 75 Fuel Points. If it starts
Cockpit 12 play at low altitude, the fighter has 150 Fuel Points. When the
Mose 18 Banshee moves from low altitude to high altitude, immediately
R/L Wing 1212 divide its remaining Fuel Points in half, rounding down. When
Fuselage 12 the Banshee moves from high altitude to low altitude, multiply
Engine 10 its ramaining Fuel Points by 2.
When playing with the Aerospace Support rules (page 70,
Weapone and Ammo Location Mass BattleTech Compendium: The Rules of Warfare), Banshee
Medium Laser LW 1 fighters are capable of making up to four attack runs before
Medium Laser RW 1 being forced to disengags.

The special cockpit design of the Banshee grants the pilot
a +2 to his Piloting Skill roll when making a Blackout roll {see
High Thrust Maneuver Damage, AeroTach, pags 6;
BattleTech Compendium page 78).

BattleSpace Conversion

Armor Value: 2
Safe Thrust: 5
Maximum Thrust: 8




GAME INFORMATION

SHILONE

Type: SL-17 Shllone
Technology Base: Inner Sphere
Tonnage: 65

Equipment
Engine: 260
Thrust: 6
QOverthrust: 9
Structural Integrity: 6
Heat Sinks: 20
Fual: 75
Cockmt:
Armor Factor: 184+10

Cockpit
Nose

R/L Wing
Fuselage
Engine

Weapons and Ammo

LRM-20

Ammao (LAM) 12
Large Laser
Medium Laser
Medium Laser
SAM-4

Ammo (SAM) 25

Mass
13.5

10

11.5

Armor

Value
15
45

34/34
40
26

Location Mass
Mose 10
Mose P
MNose

W
LW
Aft
At

== M3 =2 — [N

BattleSpace Conveaersion

Armor Value: 5
Safe Thrust: 6
Maximum Thrust: 9

Weapons

Arc  Type Heat
Mose Mixed 14
LW  Laser 3
AW  Laser 3
Aft SRM a

Range Values
S M L E

== = =4

Mounts
Z

"
"
1

Type: Batu Prime
Technology Base: Clan OnmiFighter
Tonnage: 40

Equipment

Engine: 280 XL
Thrust: 9
Owverthrust: 14

Structural Integrity: 9

Heat Sinks: 12 [24]

Fuel: 45

Cockpil:

Armor Factor: 154410

Cockpit
Moze

R/L Wing
Fuselage
Engine

Weapons and Ammo
ER Large Laser
Medium Pulse Laser
Medium Pulse Laser
Medium Pulse Laser
Medium Pulse Lasear
ER Medium Laser
Targeting Computer

Mass
]

oW wo

Armor
Value
16
38
30/30
30
20
Location Mass
Nose
RW
RW
LW
Lw
Aft
MNose

G = N M MM

BattleSpace Conversion

Armor Value: 4
Safe Thrust: 3
Maximum Thrust: 14

Weapons

Arc Type Heat
Mose Laser 12
LW  Pulse 8
RW Pulse 8
Aft  Laser 5

Range Values
Mounts

S
2
2
2
4

e
X
I

- MR

128



NI ' GAME INFORMATION

LEOPARD

Type: Military Acrodyne
Technology Base: Inner Sphere
Mass: 1,800 tons

Structural Integrity: 7

Safe Thrust: 4

Maximum Thrust: 6

Fuel: 100 tons (1,000)
Tons/Burn-day: 1.84

Crew: 9
Escape Pods: 2
Lifa Boats: 0
Heat Sinks: 70 [140]
Cargo: 5 tons

Bay 1: 'Mechs (4) 4 Doors

Bay 2: Fighters{2) 2 Doors

Bay 3: Cargo
Armor

Nosge: 14

Sldes: 13

Aft: 10
Weapons Range Values
Arc  Type Heat s M L
Mosa PPC 30 2 2 2
Mose LAM =1 2 2 2
Mose Pulse 12 2
LW LEM i} 2 2 2
LW  Laser 24 2 2 2
LW  Pulse -l 1 = —
AW LEM G 2 2 2
AW  Laser 24 2 2 2
RW  Pulse 4 1 - —
Aft Laser 12 1 1 1
Aft Pulse a 1 - —

128

OVERLORD-C

Type: Military Spheroid
Technology Base: Clan
Mass: 11,550 tons
Structural Integrity: 18
Safe Thrust: 3
Maximum Thrust: 5
Fuel: 360 tons (2,160)
Tons/Burn-day: 1.84
Crew: 43
Escape Pods: 3
Life Boats: 3
Heat Sinks: 122 [244)]
Cargo: 1,181 tong
Bay 1: Cargo/Mechs (15)
Bay 2: CargoMechs (15)
Bay 3: Cargo/Mechs (15)

Armor

MNose: 35

Sides: 30

Aft: 25
Weapons
Arc  Type Heat
Mose AC 2
Mose Laser 12
Mose LAM 12
Mose PPC 30
Mose Pulse 26
Fl AC 16
FL Lasar 12
FL PPC 15
FL Pulse 18
FR AC 16
FR Lazar 12
FR PPC 15
FR Pulse 18
AL AC 2
AL Pulse 8
AR AC 2
AR Pulse ]
Aft AC 2
Aft LAM 6
Aft PPC 30

Range Values

1

s
;
1
3
3
4
4
1
2
2
1
2
2
1
1
1
1
1

2
3

3 Doors
3 Doors
3 Doors
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3
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UNION

-

&

|
=% .l

Type: Military Spheroid
Technology Base: Inner Sphere
Mags: 3 500 tons

Structural Integrity: 11

Safa Thrust: 3

Maximum Thrust: 5

Fuel: 209 tons (1.254)
Tons/Burn-day: 1.84

Crew: 14
Escape Pods: 7
Life Boats: O
Heat Sinks:; 85 [170]
Cargo: 3 tons

Bay 1: Cargo/Mechs (4) 2 Doors

Bay 2: 'Mechs (8) 2 Doors

Bay 3: Fighters (2) 2 Doors
Armar

Mose: 18

Sides: 17

Aft: 12
Weapons Range Values
Arc  Type Heat 5 M
Mose PPC 15 1 1
Mose AC 1 2 2
Mose LRM 12 3 3
Mogse Lasar 6 1 —
FL PPC 15 1 1
FL AC 1 2 2
FL LRM 12 3 3
FL Laser 18 2 1
FR PPC 15 1 1
FR AC 1 2 2
FR LRM 12 3 3
FR Laser 18 2 1
AL Laser 18 2 1
AR Laser 18 2 1
Aft Laser 18 2 1

_._.L.._mm_;._u.:.;m_.imm_.l—

INVADER

Type: JumpShip

Technology Base: Inner Sphere
Mass: 152,000

Structural Integrity: 1

KF Drive Integrity: 4

Sall Integrity: 4

Station-Keeping Thrust: 0.2 (0.1G)
Fuel: 50 tons {50)
Tons/Burn-day: 19.75

Grav Deck: 1 (65-meter diameter)
Crew: 24

Escape Pods: &

Life Boats: 0

Heat Sinks: 116

Cargo: 526 lons

Bay 1: Cargo 1 Door

Bay 2: Small Craft (2) 2 Doars

Bay 3: Cargo 1 Door
Armor

MNose: 7

Fore-Sides: 7

Aft-Sides: 6

Aft: 5
Weapons Range Values
Arc  Type Heat E M L
LF Laser 8 1 i —
RF  Laser 8 1 1 —
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GAME INFORMATION

Type: Battleship
Technology Base: Clan
Mass: 1,560,000 tons
Structural Integrity: 85
KF Drive Integrity: 30
Sail Integrity: 6
Safe Thrust: 3
Maximum Thrust: 5
Fual: 1,400 tons (700)
Tons/Burn-day: 39.52
Grav Deck: 3 (55—, 65—, and 95—meter diamealors)
Crew: 702
Escape Pods: 20
Life Boats: 35
Heat Sinks: 3,825 [7.650]
Cargo: 288,833 tons

Bay 1: Fighters (40)

Bay 2; Cargo

Bay 3: 3mall Craft (16)

10 Doars
5 Doors
2 Doars

Armor
Nose: 234
Fore-Sides: 342
Aft-Sides: 342
Aft: 234

Weapons

Arc  Type Heat 5
FL NPPC 900 60
FL Whale 40 8
FL NAC 135 40
FR NPPC 900 &0
FR Whale 40 8
FR NAC 135 40
LBS NL 840 54
LBS AR10 —_ —
LES AR10 - —
RBS NL - B840 54
RBS AR10 -

RBS AR10 — =
AL ML 840 54
AL AR10 . s
AL AR10 — —
AL NPPC 800 60
AR ML 840 54
AR AR10 —

AR AR10 e -
AR NPPC 900 60

ST-468 SHUTTLE

M
60
a
40
60
8
40
54

54

| £ | =8| =38 r

54

I

&0
54

60

Range Values

E
60
8
60
8

54

54

FTR

< < | =< | =< |

| << | << |

< =< |

Type: Civilian Aerodyne
Technology Base: Inner Sphere
Mass: 100 tons
Structural Intagrity: 4
Safe Thrust: 4
Maximum Thrust: &6
Fuel: 5 tons (BO)

Crew: 1

Passengers: 8

Cargo: 52.15 lons
Armor Value: 3
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EPHEH‘E-, D ABLE TO STOP EM.

EARNED 'HHII ﬁ- THANSFER‘E’D THE PRESTIETDLIS

ME WORLD
FALGON

RING THE ﬁ.ANET

No suoma:ﬁ HAD HE LEF
OF SOMERSET THAN CLA
ATTACKED, EASILY CONQ
AND CAPTURING HIS BROTHER AN|
NOw ADAM MUST FORGE A RAGFAG
BUNCH OF CADETS AND MISFITS INTO
A TEAM IN ORDER TO -HETAKE HIS i
HOME AND RESCUE HIS BROTHER.

o il E——,

1st Somerset Strikers is the official guide to *ﬁ
the BattlaTech Animated Series. This sourcebook '
tdescribes and illustrates in full color every charac

ter, BattleMech, and vehicle from the show. Detailed

accounts of each of the ariginal fourteen episodes
include a complete plot synopsis and special )

hackground information, and designer notes @

perspective on the procguctior of )

» BattleTech animated series. A section of

BattleTech ri| he equipment and

characters in the show, and scenarios based

nffar FAG A'e

an the episodes make this book a valuable

resource for fans of the game as well as

the animated series
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THEY CAME F’RDM HtYOND THE FEEIPHEFIY ATTACKING DOZENS OF PLANETS

His UNIQUE-:‘HRAHD OF EAT‘.’LEFIELD TAC‘.TICS ‘

IN A MASSIVE BLITZKRIEG MﬁREmASTATING THAN ANY IN THE HISTORY
OF WARFAHE. Wt:m_n AFTER WORLD FELL BEFORE ﬁ-ll'gi TECHNOLOGICALLY
BATT EMECHS AND ARMW!NFANTRV. HDTHiNG IN THE iNNER
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