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Overview:

The Locust was one of the most produced and
common BattleMechs of the fallen Star League. Bergan
Industries began production of the 'Mech at eight of their
facilities in 2498, and was still in peak production when
the Slar Leagua fell several years later.

several variants of the 'Mech have been produced
and modified over the years, créating quite distinct ver-
sions. All medifications involve upgrading the Locusfs
firepower.

Capabllities:

The Locust was originally designed as a light and fast
recan vahicle, a role it has fulfilled well for both tha old
Slar League and the later Successor States. Lightly
armed and very mobile, it offers fast recon ability as welt
as quick sirike capability. The Locust of 3025 retains
these teatures, but in many cases also acls as a front
line 'Mech.

The 'Mech's weakness is #s size. Though it often
packs a greal deal of firepower, many Locusts do not
have encugh heat sinks to be able o use all their
weapons affactively,

As speed is one of ils major assets, the LCT-1V is
often placed where the front is fluid, as it is quick enaough
to raspond to a possible enemy breakthrough, More
often, howewver, tha Locust must fight a holding action
until larger, betler-equipped 'Mechs can arrive.

It is the rare MechWarrior who enjoys piloting a
Locust for any length of time. It is currantly the smaliest
of all 'Mechs used and thus is outclassed by just aboul
every other 'Mech on the field. Lacking the jump jets and
hands of other smaller ‘Mechs, the Locust is limited in
close firefights or in ‘Mech-to-'"Mech combat.

As a direct hit by almost any weapon on the
battlefield can destroy or quickly cripple a Logust, it is
usually deplayed in groups of three, which then have the
ability to encircle opposing 'Mechs. Many large 'Mechs
that wander off in battle have fallen to such an attack.

Battle History:

During the First Succession War, many commanders
of the day were still using the tactics of warfare devel-
oped over the past 200 years of the Star League and the

LCT-1V LOCUST

Reunification War. As House Kurita forces drove onlo
the Davion world of New Avalon, the Davion generals saw
that the time had come lor balder tactics.

General Kessem ol House Davion found his forces
dug into a stalernate controntation with Kurita forces on
the world of Ludwig. In a desperate gamble, he guickly
regrganized his troops to form five lances made up
almeost totally of Locusts and other fast-moving units. In
a bold attempl. he ordered these 'Mechs to aftack the
weakenad front of the Kurita border. Davion losses were
slaggering. but once the ‘Mechs had penstrated the
Fourita liress, thiy moved quickly to the rear area.

The {ocusts themselves did not pose a threat, but
thioy did manage 1o pull several crack Kurita units off the
fromt line 10 search them down. This allowed General
Fossom 1o mount & slrong counter-attack that slowed
thea fall oo | uidwag) by several months.

- more current battles, House Steiner engaged
Housn Marik on the world Callison in 3020. Elements of
Mank Milina's 10th Hegiment were supporting sewveral
racon lanceas composad of Locusts and their vanants. In
thir city-fighting at Rolse on Callison, these units more
thian provesd their worth by thair ability to navigate narrow
ahioels and play havoc with the infantry in the nearby
balcdings

Curing the Davion-Kurita battle over Royal, House
Davion saw Locusts at their best and warst, On the good
siche,  several all Locust detatchments from  the  8th
Rogimant of the Denab Light Cavalry managed to flank
Kurita lines and caused considerabla desruction and
contusion In Kurita rear areas. But this disruption did nof
prevant the almost complete annihilation of the 3 com-
panies of 10th Densb Lpocpsfs who blundered into an
ambush of Kurita Heavy and assault Lancas.

Another notable engagement involving Locusts was
an aftack by Helmar Valasek against a small Kurita
garrison on Porthos in 3024, In that engagement, a
bandit Umon Class DropShip slid past the fighter cover
and disembarked several fast combat lances consisting
of Locusts, Wasps, and Shimgers, In a lightning attack on
an arsenal, the bandits seized the supplies they had
come tor and escaped offworld. Though the Kurita
garnson was well-defended, its 'Mechs were too slow to
pursua the atlacking Locusts.

Variants:

The prototype Locust LCT-1W, with its medium laser
and machine gun amament, is the most common of the
class, accounting for more than 75 percent of the still-
functioning Locusts on Successor State  battlefields.
Sewveral shorl-run production prototypes were later intro-
duced, and several modifications also appearad after the
start of the First Succession War.

Model 15 supports less armor and carries two SRM
two-packs, as well as 50 rounds of ammunition and a
Martell medium laser.

The Model 1M Locust reduces its armor and carries
wo LRM 5-packs, 24 rounds of ammunition, and the pop-
ular Martell medium laser. This version is used mainly by
House Davion's Ceti Hussars.

Model 1E 15 the Locust variant least produced and
least resembling the others. Reducing its armor in favor
of more weaponry, the 1E carrigs two arm-mounted med-
ium lasers as well as two small lasers.

Motable "Mechs and MechWarriors:

Lieutenant Martha Maveries

Lieutenant Maverigs i currently assigned to be
recon lance of the 32nd Lyran Guard's support regiment.
Maveries is a tall, thin woman whose chesks are scarred
heavily from a childhood accident. She pilots a Locust
named The Stomper after her actions in a battle in the
city of Shull an the planst Alexandria. In that engage-
ment, Maveries became famous for stepping on small
havarcraft and other vehicles defending the city.

MechWarrior George McPhaarson

Attached to House Davion's Capellan March Militia,
McPhearson commands a light recon unit in the
regiment. He has wmed down several cpportunities to
pilat larger ‘Mechs in faver of his Locust Wanda's
Wonder, which is named after his sister, a MechWarnor
lest in the batlle for Hoan. He never refers to his 'Mech
as a Locust but rather as "a garbage can with firepower”.
McPhearson is respected and well-known throughout the
Free Worlds League for his fighting skill in the small
"Mech.




Mass: 20 tons
Chassis: Bergan Y|
Fower Plant: 160 LTV
Cruising Speed: 85.4 kph
Maximum Speed: 129.6 kph
Jump Jets: Mone
Jump Capacily: None
Armor: 1/Star Slab
Armament:
Cne Medium Martell Laser
Two SperryBrowning Machine Guns
Manufacturer: Bargan Industries
Communications System: Gamet TIOB
Targeting And Tracking System: O/F 911

lype: LCT-1¥ Locust

Tonnage: 20 Tons
[atarnal Structure:;
Cngine: 160 LTV

Walking MPs: 8
Running MPs: 12
Jumping MPs: 0

Heat Sinks: 10
Ciyra:
Cockpit;
Arrnar Factar: &4
ntemal Arror
Srucnre Vabe
Haad: 3 8
Canter Tarso: B 102
FtALt, Tarsa: 5 82
It Arms 3 4
Rt Leg: 4 g
Woapons and Ammo:
Dy Loc, Critical
Fdordivem [aser 1 1
faching Gun RA 1 .
raching Gun LA 1 .
Ainmo (MG) 200 CT 1 1



WSP-1A WASP

Overview:

The WSP-1A Wasp was the first recon "Mech to be
mass-produced for the Terran mililary. Since its initial
production in 2471, the 'Mech has spread to all parts of
Human-gccupled space. Old Star League records show
that thousands of Wasps wera constructed in the four
centuries preceding the Succassion Wars, Though many
of these have worn out or been destroyed, estimates
show that more than half this total is still in operation. Fur-
ther, some Wasp designs are still being constructed in
some areas of the Successor States, The large number
of Wasps available for use should ensure that it remains
among the main light recon "Mechs of the Successor
States for centuries to came,

The Wasp design has always been used for general
scouting and reconnaissance duty. Far toa lightly armed
and armeored for battle, its speed and maneuverabilily
can generally keep it out of majar confrontations.

Capabilities:

The WSP-1A Wasp is wallifitted out for its scouting
role. With a maximum speead of aver 85 kph an open ter-
rain, the 'Mech can usually flae fram most harm, With its
saphisticated Rawlings 52 jump jets, it can also bypass
natural or unnatural obstacles with ease. Unless the
jump jets are used extensively, heat buildup is rarely a
problem for the Wasp It can, in fact, fire its enlira
weapons complement continuously with little or no heat
problams,

The Wasg's armor is average lor light 'Mechs, which
means it cannot stand up to much punishment. Usually
two hits in the same area are enough damage to cause
the 'Mech major problems. The Wasp is armed with a
Diverse Optics Type 2 medium laser placed in its right
arm. A Bical SRM twin-Rack is also mounted for close-in
fighting.

A major design flaw of the "Mech was discoverad dur-
ing the Reunification War [2575-2597Y. During the Battle
af Imbros 1l in March 2580, the tactic of jump-kicking
gained popularity. With this maneuver, jump-capable
light and medium 'Mechs could jump and smash thair leg
companents into the head and upper torse of oppesing
units, hoping to cause more damage than they inflicted
upon themselves. This tactic was very popular among
Wasp wamiors, as it improved their offansive potantial
somewhat, Practilionars of the tactic soon learmned that

most Wasps ware anly able to use the jump-kick once,
even if the leg damage was repaired before another close
combat, After perdorming the first or second jump-kick,
the lower leq assemblies on the Wasp would actually rip
away from the body at the instant of impact, leaving the
‘Mech totally immobila in the field. The problem was
finally traced to tha slress bars along the actuator paths
in the lower leg components, The designers had never
dreamed that a tactic such as jump-kicking would ba
developed for lighter '‘Machs, and so had not given them
the monomolecular stress-resistanl material used an
newer and heavier "Mach types. By 2610, nearly all
Wasps and cther light ‘Mechs wera rebuilt with MMSR
actuator bars, allaviating the amputation problem,

Battle History:

During the Civil War brought on by Stefan the
Usurper, loyal Star League forces launched an assault at
the planet Cylene IV in March 2772, Massed recon
lances composed mostly of Wasps and other light
'Mechs screened the aszault, Not waiting for the major
forces of the Loyalists to drop onto the planet, the rebel
defenders launched a counter-offensive against the
scout units. Many of the light ‘Mechs simply fell back in
good arder and awaited reinforcements. Same, however,
were caught in frord of impassible terrain, allowing the
rebels’ medium and heavy "Mechs to decimate the units
before any suppont could arrive. By sacrificing these
Wasps and other light 'Machs, the main Loyalist assault
force was able to drop on-planet unopposed, for the
Usurper forces were scattered from their many
skirmishes with the first wave of Loyalist scout "Mechs.
The Loyalists made short work of the rebels, and the
planet fell 1o them within four days.

In April 2796, the infamous Kemares Massacre
cocurred after Minoru Kurita's assassination. Oshita's
Recon Lance of the First Sword of Light Regimant gained
the ignominious hanor of exacting the maost civilian
casuallies on the population in that month-long killing
spree. The Wasps of Oshita's lance are particularly
infamous for their systematic butchery in well-inhabited,
hard-to-evacuate areas such as hospilals and high-tise
apartment buildings. When ward of the atrocities reached
House Davion, its leaders placed a high price on the
heads of the MechWarriors in Oshita's recon lance. By
2801, all four MechWarriors, alang with their Techs and

support personnel, had been killed in combar or by
bounty hurters,

Variants:

Thare have been fivea major variaticns ¢n the basic
Wasp design. The Davion vanant simply replaces the
SRAM wwin-rack with two small iasers and a flamer. This
increases heal outpul somewhat, bul not to serious
levels. The House Kurita version increazes the Wasp's
armor at the expense of somae close-range hitling power.
House Liao has dropped all standard weaponry, and
added one SAM quad-rack to its Wasp variant. Finally,
many Wasps of the mercenary regimant Waolf's Drragoons
are equipped with six small lazers for heavy-hitting close-
in fire, at the expensa of any medium- or long-range
capability.

Notable "Mechs And MachWarriors:

MechWarrlor Ross Malone

Part of Cushing's Scout Lance of MeGea's
Cutthroats currently in the service of House Kurita, Ross
Malone is noled as one of the best trackers in the
Successor  Slates. His mission is  usually that of
shadowing enemy ‘Mach forces before battle, trying 1o
ascerlain their strength and intentions. An expert in
‘Mech camoutlage, Malene personally repaints his Wasp,
the Nightshroud, after every campaign. As a member of
the Cutthroats, he has masterminded a number of
effeclive ambushes. Mot interested in promotion, Malone
intends to continue his caraar as one of the Succession
Wars' best scouts,

MechWarrior Jody Oklgama

A member ol Smithson's Chinese Bandits, Jody
Ckigama is well-known for her tactic of "backwalking”, at
which she has become quite adept. During combat,
Okigama walks or runs her Wasp, the Dobber I,
backward while continuing to fire her weapons at
pursuing targets. This dextercus use of her 'Mech has
pulled har out of a number of tight situations, and helpad
har to tally up a score of eleven kills. That is quite an
achievemant for the pilot of a light "Mech.




Mass: 20 tans
Chassis: 1A Type 3
Power Plant: GM 120
Cruising Speed: 885 kph
Maximum Speed: 951 kph
Jump Jets: Rawlings 52
Jump Capacity: 180 m
Armor: Durallex Light
Armament:
1 Divarsa Optics Type 2 Medium Laser
1 Bical SAM Twin-Rack
Manufacturer: General Mechanics, Incorporatad
Communications System: Duoteck 65
Targeting And Tracking System: Radcom TXX

Type: WSP-1A Wasp Tons
Tannaga: 20 Tons 20
Intarnal Structura: 2
Engina: 120 GM 4

Walking MPs: 6

Running MPs: )

Jumping MPs: 6
Haat Sinks: 10 v}
Gyro: 2
Cockpit: 3
Armor Factor: 48 3

el Aoy
Sruchire Vahie

Head: 3 4

Center Tarso; & 64

Rt./Lt, Tarso: 5 62

Rt./Lt. Arm: 3 4

Ri/Lt Leg: 4 =
Weaapans and Ammao:
Typa Loe, Critical
Medium Laser Ha 1 1
SRM 2 LL 1 1
Ammo (SAM) 50 LT 1 1
Jump Jets RL 3 1.5
Jump Jets LL 3 1.5
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STG-3R STINGER

Cvarview:

The 5TG-3A Stinger was the sacond mass-producaed
scout and recon 'Mech to be completad. First designed
after Earthwerks won the bid against General
Mechanics, Incorporated (the designers of the WSP-1A
Wasp), the Stinger was put into produetion along with the
Wasp because of the great need for light scouts and alsa
because of the similarties in the design of the two
'‘Mechs,

In 2479, the first Stingers came aoff the assembly
line. In the next four centuries, naarly 200,000 more
units would be constructed, Estimates placae the number
of operational Stingers currently used by the Successor
States at 5,000 or more. Indeed, the "Mech is still being
produced in a number of facilities beth in and out of the
Inner Sphere.

The Stinger was designed as a scout and reccnnais
zance "Mech, athough it is also used as a training ‘Moch
in some MechWarrior academies, replacing the TRC-4B
Chameleon, The Stinger is lightly armared and mounts
limited wespons. s speed and maneuvarzbility, how
ever, make it a difficult target and a tough ‘Mech to pin
down.

Capabllities:

If used as its designers intended, the STGIR
Stinger iz an efficient and dependable 'Mech. It mounts
an Omicron 3000 medium laser in its right arm, and two
LFM Linblad machine guns on tha right and left forearm.
Though the Stinger's armor is minimal, it is considered
average for light ‘Mechs. Itz real defensive strength lies
in its speed and maneuverabilty, With maximum speeds
surpassing 90 kph and the powerful jump capahbility of its
Chilton 360 jump jets, the Shinger can get itself cut of
ront tight spots.

Owverheating is almost never a problam with the
Stnger design. The coolant  jockets of the Linblad
machine guns efiectively bleck all heat emissiens from
thosw woapons, and the heat buildup from the Omicron
o0 medium laser is minor. Even with its jump jets firing
conlinuosly, the Stinger rarely develops haat prablems.

One of the biggest complaints of Sknger pilots iz the
cramped cockpit spaca. Many times, a pilot must literally
squeeze himself inte the control seat, and then cften
cannat get cut again without help from his Tech., Stinger
pilets are the reversa of the knights of feudal Earth who
could not mount their steeds without help from their
squires because of the waight of their armar.

Battle History:

During a raid on Fallon Il by elements of the Seventh
Crucis Lancers in 3019, Captain Mercer Ravannion led a
unit of six Stingers and Wasgs in the famous "Charge of
the Harde" during the Battle of Markerson. Aftacking the
recon lance of the elite McKinnon's Raiders, Captain
Ravannion's horde of lighter "Machs was tom to bits by
the heavier enemy units. Mona of the damaged Stingers
or Wasps were recovered, afthough Ravannion escaped
after ejecting from his disabled Wasp. Returning to the
Kurita defense area, Havannion insisted his tactics
would wark an anybody ather than alite MechWarriors.
Afler the Batile of Markersen, however, no House was
willing ta risk mare '‘Mechs on his theories.

Elaments of Wolf's Dragoons raided the Davion
planat of Daneval I in 3021, During the raid, a party of
cadets of tha Meistmore Mechwarrior Academy were
training on Sfingers in a deserted area of the planet,
whare they were ambushed by a lance of the elile Black
Widow Company of Wolf's Dragoons. Almost immedi-
ataly, the cadel’s instructor was put out of action. Mean-
while, the cadets ran for cover, with anly the Wasp of the
Black Widow Company keeping up. it happened that the
first cadet disabled was a woman 1o whom each of the
cther four cadets was attracted. Though she ajected sue-
cessfully, the Black Widow Wasp was quickly upcn her.
fs one, the other four cadets turned around to engage
the Wasp, knocking it out before #t could get to the qirl,
The cadets then picked her up, and ran into the wilder-
ness belore the heavy enemy 'Mechs could come into
range. It was said that the pilot of the Black Widow Wasp

nearly died of shame to be taken by "a bunch of kids".

Variants:

Unlike its near-sister Wasp, the Stinger has undor-
gone ralatively few variations in its career. Sama Mach-
Warricrs have altered theilr Stingers with the help of their
Techs, however, diopping items such as the twin
machine guns in favor of additional armor and an
additional medium laser (usually in the left arm). This
variation does cause the normal heat problems suffered
by many other 'Mechs, but makes the Stinger a more
patent scout.

Motable 'Mechs And MechWarriors:

Captain Scope Kinugau

Once well known throughout the Successor States,
Kinugau foreswore his allegiance to Houwse Kurita by
joining the "Mech regiments of the Magistracy of
Canopus beyond the Periphery. |t was said he had fallen
in love with the bewitching Magistrix Kyalla, leader of the
Magisiracy and herself a former BatleMech leader.
Since then, Kinugau and his Stimger, newly renamed the
Centreflan Hope {after Kyalla's House name), have
become important additions to the Canopan forces.

A veteran of nearly 50 engagements in service 1o
Kurita, Scope Kinugau is now in charge of MechWarrior
scoul fraining in the Magistracy of Canopus. Kyalla is
rumored to be negotiating an alliance with House Liao,
which would make her a combatant in the Succession
Wars,

MechWarrior Bors Sillader

A member of House Davion's First Ceti Hussars, Bars
Sillader has the dubicus distingtion of having had more
Stingers shot out from under him than any other Mech-
Warrior, alive or dead. With a record-breaking iotal of
nine Stingers either destroyed or disabled with him at the
controls, Sillader seems to be one of the luckiest
warriors ever 1o step into batile. Regardless ol his past
history, Bors has no intention of giving up his
MechWarrior status, and always manages 1o find a new
Stinger to replace ana lost. Mow piloting the Lots-O-Luck
Xl Bors Siliader plans to keep this Stinger langear than
his last.




Moss: 20 tons
Chassis: Eathwerks 3TG
Power Plant: GM 120
Cruising Speed: 63.4 kph
Maximum Speed: 918 kph
Jump Jets: Chiton 360
Jump Distance: 180 m
Armor: Riese—100
Armament:
1 Cmicron 3000 Medium Laser
2 LFM Linblad Machine Guns

Manufacturer: Earthwerks, Incorpotated ——— — ———— —— )

Communications System: Datacom 26 = —— £ L o’ /4 :
F""-‘x":‘.‘“‘ﬁ’??f.ﬁﬁﬂf‘i.@’ And . Tracking: System: Dynateo 0 g - | = = —

Type: 5TG-3R Stinger Tons

Tannaga: 20 Tons 24

Internal Structure; 2

Engine: 120 GM 4

Walking MPs: &
Running MPs: )
Jumping MPs: &

Hest Sinks: 10 a
Gyro: 2
Cackpit: 3
Armor Factor: 48 3
internal Arer
Sucthire Valua
Head; 3 4
Canter Tarso; 33 /4
Rt./Lt. Tarsa: g5 ez
Rt./Lt. Arm: 3 4
Rt.At. Leg: 4 5
Waapons and Ammo:
Tvpe Loc, Critica
Medium Lasar BA 1 1
Machine Gun RA 1 5
Machine Gun LA 1 5
Amma (MG) 200 cT 1 1
Jump Jats RT 3 1.5
Jump Jets 3 1.5




COM-2D COMMANDO

Overview:

Tha Commando COM-2D was designed as an aterna-
tive to the more numerous Wasps and Stingers as a
reconnaissance ‘'Mech., While not jump-capable, the
Commando has far stronger weapons than either of the
more famous scout ‘Mechs.

Conceived by engineers at Covantry Defense during
the last days of the Protectorate of Donegal, the first
protalype Commando was tested in 2463 and carried a
large laser on the right aim. Because the sudden heat
ganarated by the laser was breaking down the lubricants
in the ‘Mach's wrist and hand, the weapon was later
replacad with an SAM four-rack.

The Commando was commissioned by the Protecior
ate of Donegal in 2466, than adopted by the entire Lyran
Commonwealth after the Protectorate became part of it,
Though Star League made many attempts to draft the
Commando madeal into s own forces, the Commonwealth
managed, through clever staling and subtle lying, to
keep the design to themsalvas. That has proved a
prudent move on the part of the Commonwealth.

Capabilities:

Despite the lightness of its armor, the Commando's
ten SAMs allow the 'Mech to fulfil 2 secondary role as an
emergency barrage wvehicle. Though it iz unusual to
combine two missile systems in one 'Mech, il prevents a
lucky enemy hit from knocking out aff the missile tubes,
thus rendering the GCommande inefectiva. Tha idea
works well. The Commanda can lay down a heavy pattern
of missile fire directed at one target or split his fire and
shoot at two separate targets.

This design feature alzo has its drawbacks. The two
different missile systems require two diffarent command
systems. The medium laser requires a third command
system, all of which raquires a much larger computer
than originally planned. This is one of the reascns that
the Commando's weight want up from the original 20 to 25
tons. Despite the difficulties, the waricus Lyran "Mech
plants, especially the one at Coventry, were producing
many Cormmandos annually,

The Commando keeps a good supply of amma for its
missile systems, carrying 25 rounds for its right-arm
launchers in its right torso and carrying 15 rounds in its
left torso for the chest's six launchers.

Just because the Commande packs firepower
comparable to some heavier 'Mechs does not mean it
can go toe-to-toe with them. Indeed, because of the
Commandc's thin armar, pikots must take special care to
avoid exposure to enemy fire, The MechWarrior may
instead use the Commando's firepower 1o let loose with a
barraga at a heavier 'Mech, and then run, He has to hope
that tha anamy will be too busy dealing with the damage
suffared by his 'Mech to lollow 100 closely,

With its two ariculated hands, the Commando can
pick wp and carry its share of cargo. I can also brawl
with a slight edge against light to medium 'Mechs that
have no hands, such as the Locust and Osteowt.

K 25 tons of moving metal can ever be called
stealthy, it is that for which the Commando was
designed. Commandos ara often dispatched alone or in
pairs, assigned eilher o scout ahead for the enemy, or
as the eyes of the retreat, gauging the proximity of
pursuers, The Mech excels at both,

Battle History:

Unlike other Successor States, the Lyran Common-
wealth awards special commendations to scouts who
perform beyond the call of duty. In the lengthy
dedications of these commendations ara many stories of
Commaridos on the battlefield.

One impressive aceount tells of Lewan and Cynth
Tulmani, a brother-and-sister scout team in whal was
once Winfield's Guards. In 3011, the unit was two reqi-
ments strang and stationed on Sevran, Poor intelligence
repons suckered them inlo believing that the thrust of
Kurita’s aftack weuld bypass them. Many ‘Mechs,
including Lewan and Cynth's, wera trapped in a mountain
pass whan they were altacked and mowed down by
bombardment.

Upon regaining consciousness, the Tulmanis found
their ‘Mechs damaged and themselves hurt and alone.
Lewan's ‘Mech was minus its left arm, and Cynth was
riding a headless machine, Looking east, they could see
that the capital city, their criginal destination, was
burning. They decided to travel west toward a more
distant and perhaps still intact city to link up with
reinforcements or any other stragglers.

Travelling by night to avoid the numerous Kurita
patrols, at last they arived at a city still held by the
Lyran Commonweaklth. They arnived just in time to ses

DropShips of the 2nd Donegal Guards landing and
mustering for a countarattack, Untortunately, very few of
the amiving officers were familiar with tha surrounding
countryside, and so Cynth and Lewan immediataly
volunteered their sarvices, With very little repair to sithear
themselves or their 'Mechs, the two scouted the
advance of the 2nd Donegal Guards.

Since that time, the scouts of Winfield's Brigade wear
on their lapels the grean tartan stripe of the Donegal
Guards, in honor of tha Tulmanis' courage.

Varants:

Being such an old design, the Commando has seen
many variants. Some aftempts, such as reviving the use
of a large laser on the right arm or using an autocannon,
have led 10 anly mixed results.

Cnly one wvariant is taken seriously by Lyran
Commonwealth commanders. Designated COM-3A, the
'Mech carries a six-tube missile system on its right hand
and a flamer added to its right arm. Extensive lesting of
the variant has been daone of late, raising the possibility
that current Commandos might be so refitted,

Motable ‘Mechs And MechWarriors:

Caplain Bono Duganmare

Gommandat of a company in the 22nd Skye Rangers,
Duganmare has the unenviable task of training inexperi-
aenced warriors. Cuiet yet demanding  in his silver
Commando, The Daeath's Knelf, the captain moves about
the: training field, cajoling his men to work harder. If that
approach does not produce results, he resors to a
trainee 'Mech's backside instaad.

Though concerned abaut his men's welfare in battle,
Duganmare knows encugh to let them do their jobs with
great tactical expartisa. Mot a flashy hero with many kills
to his name, he neverheless has earned the respect of
both his men and of his superiors, who treat him like a
valuable rescurce. Some recent rumors suggest that he
will head up the first Commonwealth Military Academy an
Tharkad.

MechWarrlor Seychelle Miladue
A member of the 14th Lyran Guards, Seychella was

borm and raizsed near the sea of har home planet, which
gives her a special understanding of the possibilities of
using water as cover for a ‘Mech. She submarges her

sea-graan ‘Mech as though water were its natural hame.
This eften allows her to obain enamy inlormation that her
less agquatic fellow scouts might miss.




Mass, 'noon
Fhimaala Covantry Melal Warks
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Overview:

The JYN-1OM Javelin is one of the newer recon
vehicles used by the armies of the Successor Slates.
First produced in 2751, the light 'Mech still had not bean
entirely integrated into many ‘Mech regimenis by the
baginning of the First Succession War in 2786, Because
of this, many combatants were caught off guard when il
appeared on the battlefield. House Davion took a partic-
ular interest in the Javelin's development, introducing

“them into many recon lances. Today, aflar conturies of
Successian Wars, the Javelin has come 1o be known as
a reliable scoul 'Mech.

The Javelin's main fenction is  roconnoissance,
though it is alsa used extensively in ambushas, In that
regard, the tarm "snesky as a Javoli™ hos bocome
widespraad among MechWarriors throughoul tha Inner
Sphera.

Capabilities:

The Javelin is fast and maneuvarablo, its Mowlings
95 jump jets providing it with anough thrust to leap as
high as 180 meters at one time. With these movement
capabilties, the Javeln can avoid having to engage
heaviar 'Machs,

The Jawefin has several disadvantages common to
the dasign of a recon ‘Mech., For example, as ils anma-
mant is designed only for short and medium ranges, a
Javelin pilot cannot reply to long-ranged fire, and so
must try o aveid being caught by it. The Mechs two
racks of Arrowlite SRMs are devastasting at short range,
how-ever. Having come  unexpectedly  under
concentrated missile fire from a lance of Javelns, many
light and medium enemy "Mechs have paid a heawvy price
for poar scouting.

With its ample missile ammunition supply, the Javelin
does not run out of ammo as quickly as other ‘Mechs,
making it useful in rear-guard or halding actions. Once ils
missiles are spant, however, commanders usually try to
pull a Javeln oul of action because its light armar makes
it a poor hand-to-hand fighter,

JVN-10N JAVELIN

The Javefin design has onae other, less-known prob-
lem. With its torso-mounted missile racks and ammuni-
tien supply, the 'Mech's centar of gravity is too far
forward when it is at full-load dizplacement. This tends to
make the machine somewhat top-heavy and prone to
falls while moving at high speeds in difficult terrain.
(Treat this as a +1 die rall modifier tar falling whenever a
Javelin is running through woods, rough terain, or
rubble.)

Battle History:

During the bloody Battle of Kentares IV in Mach of
2796, Bunks Hecon Lance of Hojolkl's Daltalicn,
Davion's Second Crucis Lancers, awated tho andval ol
Kurita forces, with orders 1o send immediate wirmng of
their approach. As the enemy advancedd, 1ha thros
Javeding and ona Wasp of Bunk's Lanca signallod 1o tha
Davian headquarters, then waited in covered posilians

After the enemy had passed by, Bunk's [ ivwn e
up and bombarded the rear units of the Kunla ‘Bochy,
dastroying ane Phoenix Hawk and heavily damaging lwo

others. Bunk's Lance then jumped out ol pasition,
pursued by maore than a company of the onomy. Using
leapfrogging tactics, the Javelns kept up an boossiog
missile fira unlil they weare in support range ol heaviar
friendly units.

Javefins alzo played a majar role in the fmous balllo
of Waterhale Number Nine during the Second Batlle of
Gylene Il in Decamber, 3002, In that battle, the fecon
lances of House Davion's Fourth Deneb Light Cavalry
wera hiddan in a moderately sized recrealional lake
known as Waterhole Number Mine. Composod mostly of
Javelins, these recon lances were pul in standby mode
while they waited under 30 melers af waler for the rest of
the Davion forces to pull back from the advancing Kurita
army, With their heat signatures hidden by the deep
waler, the Davion recon lances went undetectod until the
heavy 'Mechs of Kurita's assault regiments entered the
lake 10 begin atlacking the Davion defense line, some
400 melars away. Suddenly, Kurita ‘Mechs started
collapsing inlo the water amid huge explosions as the
Javeling' missiles hil them at point-blank range. Al the
same marment, the Davion land forces counter altacked,
rauting the enemy, who look many losses. Shortly alter
this ancountar, Kurita forces evacuated Cylene 11,

Variants:

Cne Javeln has gained some acceptanco o
Successor States. Known as the Fire Javelin, it o
two Diverse Oplics Type 20 medium lasers in plico o
SRM racks. The extra tonnage saved by droppioyg
heavy missile launchers enables the Fire Joo
mount the armor ol a medivm 'Mech on its ligh: 4
chassis {usually vpgraded to a Duralyte 446 1
variant]. This 'Mech's only disadvantage iz tho
buildup that occurs if the pilot attempts o o
Javelir's jump jets at the same time he is fuuy
medium lasers.

MNotable 'Mechs And MechWarriors:

Lieutenant "Wildman" Bill Wilkes

Comrmander of Wilkes' Hecon Lance af Mooy
Baltalion, Fourih Deneb Light Cavalry, "Wildman™ 1
he insists on being called) has cheated death o
of times during the famous ambushes he lead: |
Javelin named the HJ, There! Although grudgin:
mired hecause of his successful battle tacticn
MochWarriors also dizlike Wikes for being a swao 4
eootis!. Davien MechWarricrs nevertheless com) g
i his recon lance, bacause they know that i 1w
any aclion around, "Wildman” Bill will find it.

MochWarrior Sir Androch Meister of New
Sharon

Maeistar is an unusual MechWarrior 1o be sitting ]
control chair of a Javelin, Born into the House '1d
hierarchy, he forced himself into the Second Batl g
Winfield's Brigade, choosing recon work as his spood
Since his acceptance, he has proven himesioll
excellent 'Mech Pilot and scout, with three Kills i
to his credit. There is talk that he will soan be prong
to the head of hiz own recon lance in Winfiald's Bigg




= Mass: 30 tans

Chassis: Duralyta 248
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Maximum Speed: 959 kph
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Armor: Star Guard |

Armament: 2 Arrowlite SAM 6 Racks

Manufacturer: Stormvanger Assemblies, Light Division

Communications System: Garrat T10B

Targeting And Tracking System: Dynatec 128C

Type: JYN-10N Javelin
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SDR-5V SPIDER

Overview:

The SDR-5Y GSpider is the crowning triumph of
Newhart Interstellar Industry’s long history of armament
manufactura. Though the firm produced mostly
AasroSpace Fighters, the Spider was their first and only
entry into the BattleMech markel

In 2650, Star League raquisitioned a special 'Mech
for its elite commando forcas. Newhar responded so
quickly that most of the cther "Mach manufacturing firms
were left sitting in the dust. Newhant had, in fact, already
designed the SDR series, which more than met the
minimum standards for a lightweight recon/attack "Mech.
They were also ready for production, and so Star Leagus
awarded them the contract,

The Spider got its name from the fact that tha frontal
ammer alignment resembles a spiderweb pattern. The
seams belween the armor plates are filled with 2 fiber
glass sealent that is bright red, making the pattemn stand
oul even more,

Capabilities:

The SDR-5V was conceived as a fast-moving 'Mech
with ample firepower and the ability to operate for an
extended period of time withowt support, To fulfill the
latter requirament, very reliable parts were used on the
Spider, which keeps maintenance cycles to a minimurm.
The 'Mach's firepower consists of two certer tarso-
maunted Abardovey Mk Il medium |asers, Though more
expensive than the comman Marell lasers, they are
considered the top qualiy available,

Jump capacity set this 'Merch above and beyond
madified versions of the Locwst and other recon Mechs.
Tha jump jet system was designed to make standard
leaps as well as to vary the leap by pivoting the jets in
flight. Such actiens tended fo play havec with even the
meost sophisticated targeting systems.

The Spiders only raal design flaw is that its particular
confiquration of armor and sensors leave no room for
installation of a pilot escape system. Thus, in case of
emergency, the Spider pllat must make his way manually
ta the lower hatch to exit the ‘Mech,

Battle History:

Very few SDR-5V Spiders were left in the Successar
States after the 1all of Star League. When House Marik
discovered a supply bunker with several funclional
Spiders an the planet Keystone in their sphere, they
quickly absorbed the *Mechs into their forees.

In the battle far Styk within Davion space in 2934,
units from Marik's Militia attacked units of Davion's
Deneb Light Calvary's ald 7th regiment. While defending
the mins of the city of Devenshire, the Densb Light
Calvary lound ftself under attack by the Militia forces’
several Sputors, Using a series of close-combat altacks
such as jumping, the Spiders cut through Davion's outer
dedenses, making it possible for Marik forces 1o take the
city for several hours, loeting it of supplies.

In 2970, House Stainer made usa of several Spiders
in a fast rasd on the Kurita-hald world of LaBlon. As pant
af thao 12th Star Guards, the Spiders moved in on tha rear
arca of a Kurita supply dump. As they hit one area, the
other raiders struck in force from ancther location. This
tactic allowed Steiner to cut down the spread-out Kurita
troops, which could not rally in time to stop their
altackers from taking the supplies to their waiting
DropShip.

House Davion was desperate to gain control of
soveral Spiders to supplement s own forces, as they
had had to scrap theirs for pars during the First
Succession War, In 3000, House Davion's elite First
Guards staged a commando-style raid on a "Mech repair
tacility on the House Marik weorld Sirus, Far from their cwn
1erritory, the attacking forces dropped just ocutside of the
lacility and took what they came for, five Spiders that
had been brought in for research and preventive
maintenance. Despite heavy damage given by Marik’s
support, the Guards took few losses and succeeded in
getling the Spider ‘Mechs they had come for.

Another military unit reported 1o have possession of
Spiders is the equally elite Wolf's Dragocns. Reparts
from wvaricus batllefields state that the Dragoons make
use of an entire lance of Spiders, though these reports
ara nat easily confirmed,

VaHants:

Two exparimantal versicns of the SDR-5V have been
discovered within the Successor States. One version
supports only a single Aberdovey medium laser and two
Arkum flamers mounted on each of the arms, This
varsion is usad primarily in Davion-controlled space. The
other version, which is used mainly by House Kurita
troops, also has one medium laser and two machine gun
systams mbunled in the arms. It is designed primarily as
an anti-infantry attack 'Mech.

Motable 'Mechs And MechWarriors:

MechWarrior Jeremy L Loois

As a member of the advanced recon lance of Wolf's
Drageons, Loois is one of the few pilots honered to pilota
Spider. He comes from the ranks of the Dizpossessed
and has never discussed his past with anyone but his
commanding cfficer. Jaime Wolf assigned him the 'Mech
for personal reasons, and thus far is pleased with that
decision,

MechWarrior Rhoda Stillston

At present, Rhoda is assigned to the Draconis March
Militia in command of a strike lance. Her vnmodified
Spider is painted a bright red to make it stand out,
Coming from a long and distinguished line of
MechWarriors, she shows neither mercy nor remorse an
the batllefield.

MachWarrior Andrew J. Silverstein Il

Mo one knows what Andrew did belore being
employed by the mercenary unil known as Marhals
Raiders. He has never told anyone where he got his
‘Mech ar his training, and nane of the official records
show him to have bean attached to any Suecassor
House. Silverstein's Spider is battered, and at times he
has difficulty with its targeting system. Though his
superiors see Silverstein's potential, they also considar
him oo reckless with his life, his 'Mech, and the lives of
tha men arcund him,




Mass: 30 tons
Chassis:  Newhart 1200
Power Plant: Pitban 240
Cruising Speed: 86.4 kph
Maximum Spead: 130 kph
Jump Jets: Pitban LFT-10
Jump Capacity: 240 m
Armot: Durallex Light

Armament: Two Abardovey Mk [Il Medium Lasers
Main Manufacturer: Newhart Interstellar Industries Ltd.

Communicatlons System: O/F 500A

Targeting And Tracking System: Q/F TA1240

Type: SDR-5V Spider
Tonnage: 30 Tans
Intarnal Structure:

Engina: Pitban 240
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Overview:

Called upon to produce an effectiva light 'Mach for
city-fighting, Orguss Industries replied with the Urban-
Mech. Cheap to produce, but potant in its assigned
duties, the 'Mech was manufactured in large numbers,
many of which have survived into the present era. Now
common in city gamisons and defense units, the
UrbanMech continues as an effective batlle weapan.

Capabilities:

At 30 tons, the UrbanfMech is only slightly heavier
than Wasp and Stinger scaut ‘Mechs, and so itz slow
speed seemad a distinct liability, It was designed for city
combat, however, an environment that severely limits
most other 'Machs. The 'Mech’s Durallex Heawvy armcr
prevides considerable protection, and its low, slochky
prafile makes it a difficult target.

On some medels, Orguss Industries followed an un-
orthodox, armless design. While this further streamlined
the machine's profile, t handicapped the UbanMech in
other ways. The Mech was obvicusly unable to defend
itself in hand-to-hand combat, and damage that waould
normally have struck the "Mech's arms was transferred
directly to the torso. Thus, armless UrbanMechs were
usually deployed where the likelihcod of meeting enemy
‘Mechs was small.

The Imperator-B Class 10 awocannon is the
UrbanMech's primary weapen. With its low heat buildup
and reliable design, the weapon suited the Urban\ech's
hit-and-run fighting style. The light laser that supports
the Imperator is enly marginally effective, but is useful in
persuading hostile infantry to keep their heads down,

Battle History:

The UrbanMech was used by the Star League to
suppress urban guerrilas and hostile light *Mechs in
heavily populated areas. With its comparativaly heavy
armor, the "Mech could withstand combat with others of
similar ar higher tonnage. Though not intanded to engage
in slugging matches with Marauders or Crusaders, the
UrbanMech often found itself up against such wvastly
superior opponents in the thick of city fighting,

Standard tactics consisted of a UM lance spliting up
into individual units that uszed buildings as cover for
sniping at enemy vehicles. Then the units waould fall back

UM-R60 URBANMECH

to regroup along the next line of defense,

Though the UM's low speed handicapped i, the
confining spaces of Star League cities also reduced the
maobilty of heavier 'Mechs, On the gther hand, the
"Mech's low profile helped protect it from enemy tire.

Urbanhfechs were, in lact, among the last defenders
of the Star League, fighting for control of vital urban
centers as civil autharity collapsed arcund them. Many

werae destroyed inthe carmage, which is why the 'Mech is
rarely soon oulside Lino space,

In the prosent ara, Hoose Liao maintains a relatively
large number of LibanMechs, deploying them in the
fartifiod  cios along s frontiers, where they have
encaunlerod boelh Davion and Marik forces,

[haring o wecent barder clash, several regiments of
tha Mark Hogulan Hussars were sent on a pans raid
against Lino slorehauses on Carver IV, There, the city of
Fart Lyons held o sizeable stock of ‘Mech companents,
defondod by the urban defense regiments of the
Chislertan Heserves, including  several  Urbantects.
Commanding Fort Lyons' defense, Colonel Teresa Keed
daployed  her Urhanmechs as the city's first line of
defonse. The UMs  confronted a  Mark  Maravder
company an il moved into the city,

Suppsrtod by smaller armared vehicles and infantry,
the  Liao UMs used classic tactics, engaging the

Marauders with pop-up fire, then vanishing among the
bunldings. The Mark Marauders wound up with a major
fight an their hands, and the assault bogged down as
thewy sloppod to engage the Liao defenders,

Mhe Marik attackers eventually pushed the Liao
forcos back, but sustained losses that greatly lessened
thoir elfectivensss. When Liao reserves finally amived,
thee Marik Maravders were larced to withdraw with only a
fraction of the booty they had anticipated.

Anothor recent example illustrates the UrbapMech's
weaknesses. When a Bandit raid on Angell Il caught
Marik defenders by surprise, garrison commander Major
Alan Raberts was forced to deploy the Mark Militia's
UrbanMechs in open country to stave off the Bandits'
attacks,

Althaugh the Marik pilots fought bravely, the Bandit
‘Mechs blasted them to pieces with concentrated lang-
range missile fire. Robarts took a severa reprimand for
this misuse cf his UMs, but he did nct have many cther

aptions as commander of an urban defense unit lacking
heavy 'Mech support. Tha defensa may have been
docmed to failure, but Colonel Roberts was able to buy
encugh time so that civilians and key Marik officials werg
able to ascape befare the Bandits could take them,

The UrbanMech is at its best when batlling infantry
and armor in the heant of the city. In another recent
encounter, Davicn forces made effective usa of an
UrbanMech lance o destroy a Kurita commandotarrarist
squad.

Variants:

As noted above, the major variant of the UrbanMech
is the armless version. The disadvantages of this design
proved fatal, and so wvery few have survived to the
present. House Liao has a faw UMs with Imperator-Zeta
Class 20 autocannon, but the weapon's heat and mass
have kept the "Mech from gaining any great popularity,

Notable "Mechs And MechWarriors:

MechWarrior Gordon Sluart

The Chestenon Reserves are often called upon to
defend the yulnerable Liao border, and faw have seen
mare intense city combal than MechWarrior Stuart. He
has twice refused promotion in faver of remaining with his
urban defense lance and his battered but serviceable
Urbanhech, the Galanl

Althcugh a loyal Liao soldier, Colonel Stuart has
made na secret of his contermpt for Liao's allies, House
Kurita, Consequently, Stuart has lately been assigned to
hot spois alang the Marik border, where his superiors
sacretly hope he will meel with an unfortunate accident.
Stuart, however, continues, to win fame, and those who
fight alongside him echo his anti-Kurita sentiments.

Lt. Patricia Wellseley

This able cofficer commands an urban defense lance
of Kurita's St. Ives Armored Cavalry. Althaugh consid-
ered by many to be something of an eccentric (she
collects teapots with passionate enthusiasm, and tends
toward bizzare reading habits), her command of
Wellzeley's lance has been flawless, and her actions in
delensze of New Kolis on Lapida Il against a Davionist
raiding parly have been used as examples of laxtbook
tactics at Kuritist military schools and academias, As
with  many MechWarriors, Wellseley's quitks  are
tolerated, even encouraged by superiors eager to find a
competent commander,
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Overview:

The Vatyrie is a 'Mech design unique to the Fed-
erated Suns. Although commissioned by the Leagus's
Regular Army, it did not enter production until 2787, aftar
the start of the First Succession War. Because the
Corean facilities were all within the Federated Suns, all
Valkynes produced became the exclusive property of
House Davien. Despite the chaos of the Succession
Wars, the Corean plants on Mew Avalon are sl
funcional, a large industrial complex stil capabla of
manutacturing up to 130 Vatkyries per year.

The continued operation of Corean Enterprises
depends upon several cther key industries, Components
such as fusion reactors and sensor helmets ara stil
produced by completely automated plants, using tech-
nolegy that is no longer understood. These old and worn
plants often break dawn, which means the day may come
when it is no lenger possible to repair mafunctioning
aquipment. Yhen the supply of ulira-high technological
parts needed by each 'Mech runs out, Corean Enter-
prizes will be forced 1o end production,

Future concerns aside, the Valkyre has become an
important part of the Davion forces, It generally replaces
the lighter Stingers and Wasps in the Federated Sun's
crack combat regiments, giving their units improved
firepower. Bacause the VLK carrias twice the armor of
cither a WSF or a 5TG, it can last bnger under fire.

Capabliities:

Tha Vafkyrie iz a highly regarded light "Mech. lts six
tons of armor, top speed of 88.4 kilomaters per hour, and
150-mater jump capacity allow it to outmaneuver heavier
units an the battlefield and 1o absorb a fair amount of
damaga. At the same tima, the YLK's eleven heat sinks
allow a high rate of activity without overheating. lts
relatively flat potential damage curve illustrates that it is
equally at ease fighting at axtended range or at close
quaners.

Tha Devastator LRM system is an unusual but
welcome addition to a light "Mech. Though it carries only
twelve reloads, the LRM-10 makes the Valkyrie a potan-
tially tough opponent even at long range. At closs range,
the combination of medium laser and jump capacity
makes the Vakyre just as dangercus. Although it is no
match for a medium or heavy '‘Mech by itself, as pan of a

VLK-QA VALKYRIE

lance, the Valkyre is effective. More than one Mech-
Warriar has suddenly found to his horror that he has a
Vafkyrie behind him and the rest of the lance in front.

The Vakyrie's aleven heat sinks allow it 1o jump as
piten and as far as desired without decreasing its rate of
fire. This has givan the 'Mech a reputation for tenacily. i
has baan said thal once a Valkyrie atlacks, "it stays with
you unlil either it drops or you do”, As expetienced pilots

are mora likaly than most other MechWarriors 1o be
assignod 10 a new Valkyrie, 1his reputation may ba well-
earnd,

Boecausa this ght "‘Mech is so well-armored, it is
olten assigned to scouting missions. They are also much
less likoly to lall victim to socout-hurers such as the
Seamion. In fad, the Valkpre's LRM-10 can inflict
respectablo damage on hunter units lacking long-range
Woapanry '

T date, the Valkyrie has not developed any chronic
maintenance  problems,  Although  there have been
inslances of shorts in the leg actuators and a number of

bugs in the sync-tracking systems, these have been
roctifled,  Despite thesa difficulties, the Valkyrie has
become an important part of the Davian military machine.
It i= now found in virtually every regular regiment of the
Fadorated Suns.

Batile History:

The Valkyrie has mads its greatest contribution as a
lance member. b often suppors its lance leader in an
attack on a much heavier apponent. In such operations,
many Stingers and Wasps have been crippled before
they could make any contribution on the battlefield. The
Vallcyrie is not an easy kill, even for a heavy 'Mech.

In tha First Battle for Gahlor, elamants of Davion's
Synlis Fusiliers held the planet despite an intense, three-
manth oflansive by Kurita's Proserpina Hussars. The
battle was signiicant because the Syrtis Fusiliers had
recantly replaced all '‘Mechs in its light unfts and fire
lancas with Valkyries. Although badly ounumberad, the
defenders managed to stem the invasion and push the
attackers back. Much of the operation's success was
credited to the low aftrition rate of light "Mechs, which
allowed lance structures to remain intact throughout tha
delensive operation.

On Dobson, where House Davion and Kurita clashed
less than a year later, Valkyre scouts managed to
pinpoint the location of the attackers major supply
deposit. Spotted while leaving the area, the Valkyries
were forced to fight their way back through eneamy lines,
Although the 'Mechs were barely operational whan they
returned to friendly scil, the fact that they survived at all
is a testament to the durakility of the VLK.

During the Siege of Sarna, Valkyries were used
successfully as scout hunters. Their long-range missiles
allowad them to cripple their opponents from a safe
distance before moving in for the kill. Not one VLK was
lost in these cperatians.

Variants:

At present, there are few wvarants of the basic
Valkyrie. The only other comman version uses a flamer in
place of the medium laser. This modal is not intended for
combal, but as an incendiary "Mech,

Motable '"Mechs And MechWarriors:

MechWarrior Karl Krugar

Krugar earned his reputalion as a first-class scout on
Dobson, where he participated in a deep-penetration
scouling mission behind enemy lines, Since then, he has
bean assigned a number of near-impossible missions
and successiully completed each one. Although he has
lost three Vakyries in his last dozen missions, his supe-
riors recognize that he is too valuable to be |aft without a
‘Mech,

MeachWarrior Anne Simpson

This pilot is fanatically loyal to Housa Davion, Once a
member of the Dispossessed, Simpson was given a
'Mech in recognition of 20 years® service as a Tech. She
spends much time keeping her Valyre, the Viclory, in
mint condition. Simpson vows that she will never again
be without a 'Mech.




Mass: 30 tons
Chassis: Corean Model 1AA
Power Plant: 150 Omni
Crulsing Speed: 54.0kph
Maximum Speed: 86.4kph
Jump Jets: Norse Industries 35
Jump Capacity: 150 meters
Armor: Riesa-470
Armament:
1 Sutel IX Medium Lasar
1 Devastator Series-07 LRM-10

Manufacturer: Coraan Enterprises
Communications System: Lynx-shur
Targeting And Tracking System: Sync Trackar {38-42071)

Type: VLK-QA Valkyrie Tons
Tannage: 30 Toens 30
Intarnal Structura: 3
Enging: Omni 150 5.5

Walking MPs: 5
Running MPs: 8
Jumping MPs: B

Haat Sinks: 11 1
Gyro; 2
Cockpit: 3
Armor Factor: 98 g
nfemal Armer
Slruciure Vatuer
Haad: 3 8
Center Tarso: 10 144
Rt./Lt. Torso: 7 1212
Rt./LL Arm: LT (¢
Rt./Lt. Leg: 7 12
Weapons and Amma:
Type Loc, Critical
LRM 10 LT P 5
Ammo (LRM) 12 RT 1 1
Medium Laser RA, 1 1
Jump Jets cT 1 5 |
Jump Jets RL 2 1.0
Jump Jets LL 2 1.0



__FS9-H FIRESTARTER

Overview:

The Firestarter was conceived primarily as an indirect
assault unit. Constructed by Argile Technologies of Skye
from 2550 to the beginning of the Civil War in early 2776,
it was successfully marketed as a highly mobile
incendiary 'Mach., Nearly 3,000 Firestarters saw active
service. Mast ‘Mech regiments contained a number of
F59s, and spare parts ware usually stocked at all rapair
depots. Though many Firestarters have been gutted
beyond repair, those that survive are usually in good
condition. Because the FS39-H was a popular 'Mech, a
good supply of spare pans is still available,

Capabilities:

The Firestarter was rarely attached to a lance, but
rather was assigned to a company or regiment. The
commander would deploy the "Mech to suppart an attack
group or to scout wooded terrain.

Though & real threat to light ‘Mechs, a Firestarter can
do little against the formidable armor and weapenry of
medium and heavy opponents. It was the ability to set
fires that made tha F53 so valuable. Skillfully placed
blazes could rout anemy forces, break lines, and corner
‘Mechs. A whole series of tactics was developed around
creating and spreading wildfires, Firestarter pilots are
particularly fond of setting dense woods afire while
enemy 'Mechs are advancing through them and of
igniting buildings that are sheltering enamy units. K an
engagement is losl, a Firestartor could create fire and
smoke to cover a retreat and to hamper pursuit,

The Firestarter also works well as a scout. Its spead
and armor give it good protection in tha field, Mot anly
could it map temain as it travelled, but it could also clear
away wooded areas that the enemy might uss as
defansive pesitions ar for an ambush,

The Firestarter also camied out scorched sarth
missions in the early days of the Succession Wars. In
recent decades, as armies attempt to capturs and hold
targets intact, scorched earh has become an extremely
rare policy. It is only used when even long-term victory is
impossible or when the target is too valuable to fall into
enemy hands,

Battle History:

Since Firestarfors were common in all ‘Mech forcas
before the Succession Wars, none of the five Successar
States has a shortage of these 'Machs. However, more
and more Firestarters are being assigned to lances to
replace light and medium "Mechs lost in action.

In the earliest days of the First Succession War, the
Second Lyran Guard was assigned to garrison the planet
of Port Moseby. In addition 1o the regular units of her
regiment, Colonel Alaxandra Waters was also assigned

threa Fiestaters. Port Moseby was a vitally important
trade conter, amd Wators was ordered 1o hald it at all
cosls

I Angust 2709, House Kurita attacked. Elements of
McCavins and Johire's Regiments landed near the
capital cily, despite the best efforts of Walker's Aero-
Spaca Fuhter wing. Toe ascape the constant fighter
attacks, the mvaders advanced on the capital through
heavily wonded country. Seeing her chance, Colonel
Wators cont b Flrestarters into action.

An intense drought had left the forests tinder-dry,
and tha Frestarters quickly ringed the Kurita forces in

flamos. Whila the enamy 'Mechs struggled through the
burning Torest, moving slowly to  avoid overheating,
Wators tiought her forces to the edge of the fire,
enuiding the enemy as it stumbled fram the inferne.
Adter only a few hours of combat, the Kurita forces were
farcod 10 retreat oftworld. While the Second Lyran Guard
had sullured only light damage, fewer than half of the

altackers nscapead.
This was the first major battle in which incendiary

‘Mechs wore used. Their importance was emphasized
when Kurita loices again assaulted Port Moseby later
that year. Because the forests had been completely

deslioyod in the first battle, Colonel Waters eould nat
repeat her fire-starting tactics. The superior Kurita
torces obliterated the Second Lyran Guard.

The first batlle for Moseby enhanced the prestige of
the Firestarter, and commanders began exparimenting
with various methods of deploying the FS9. One popular
idea concerned grouping the Firestarters into igniter
lances, which allowed better coordination of incendiany
activities. While this concept worked well during majar
assaull operalions, the members of thase lances were
usually reassigned once the campaign was aver,

firestarters wera often placed in command of Wasps
or Stingers. These fast, light raiding groups usually
attacked lightly defended targets or worked as deep
penetration scouts.

Variants:

Atthough a number of variants were built, the FS9-H
saries was the most widely used. This type was
produced almost exclusively fram 2703 on, and it
became the de facto standard for incendiary 'Mechs.
One successful scout variant replaced the flamers with
two Ompec-J small lasers and three additional tons of
armor. Designated the FS9-M, # was re-named the
Mirage. Only a few were built before the catastrophic
Might of Rage transformed Argile Technologias and most
of Skye's capital city inte desert waste. Some FS9-M vari-
ants ara still in service with the Skye Rangers,

Notable ‘Mechs and MechWarriors:

Many light raiding parties have distinguished them-
selves throughout the Succession Wars., Soma of the
most famaus are Hecate's Light Lance and Sanderson's
Raider Lance.

MechWarrior Jenny Umbra

This MechWarrior is called Hecate by those who
know her. She captured her Firestarter while fighting with
Hendrik's Twellth Red Claw infantry, She scorns her past
as a fool soldier, and hates everything about infantry.
She is aggressive, insubordinate, and spiteful, but a
talented pilol. Her superiors are satisfied with sending
her on the deep-panetration scouting missions for which
she is so famous.

Her grey and black "Mech took 3 direct hit fram a PPC
during a raid on Imbras. Since then, the actuators on the
'Mech's left arm have been erratic, making aiming
difficult. Despite this, Hecate continues her career as
the mistress of flames in the service of Hendrik Il of
Oberon.

Lisutenant William Sanderson

Sanderson made his name as an expert city fighter
with Hansen's Roughriders. When his beloved War
hammer was destroyed, his regimental commander
offered him a captured Firestarter, Grateful that he did
not join the ranks of the Dispossessed, but determinad
to capture a heavy 'Mech, Sanderson iz a very
aggressive fighter, His Firestader bears the scars of
several near-disastrous encountars,
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Mass: 35 tons RUC el g
Chassis: Argils HCO
Fower Plant: 210 GM
Crulsing Speed: 4.8 kph
Maximum Speed: 97.2 kph
Jump Jets: Firestone Radial &s
Jump Capacity: 180 meters
Armor: Livingston Ceramics
Armarnent;
2 Magna Il Medium Lasers
2 Daprus RF Machine Guns
4 Purity L-serias Flamers
Manufacturer: Argile Tachnologias of Skye
Communications System: Tansech Omni-7
Targeting And Tracking System: Tanzech C30-97

Type: FS 9-H Firestarter Tons
Tonnage: 35 Tons 35
Internal Structure; 3.5
Engine: 210 GM 9

Walking MPs: B
Running MPs: g
Jumping MPs: &

Heat Sinks: 10 0
Gyro: 3
Cockpit: 3
Armar Factor: &8 g5
Iterriat Armer
Struchre Vi

Head: 3 ]

Canter Torsa; 11 135

Rt/Lt. Torso; 8 12/6

Rt./Lt, Arm: B 6

Rt./Lt. Leg: 8 6
Weapons and Ammo:

Loe, Critical

Flamer RA 1 1
Flamer CT 1 1
Flamer LA 1 1
Flamer CT(R) 1 1
Medium Laser Ra 1 1
Medium Lasar LA 1 1
Machine Gun RT 1 5
Machine Gun LT 1 5
Ammo (MG) 200 RT 1 1
Jump Jets H1 3 1.5
Jump Jets LT 3 15




JR7-D JENNER

Overview:

Tha Jerner is a relatively modern design, tirst con-
structed in 2784 by Diplan Mechyards of Ozawa under
contract to House Kurita, it was designed as a fast, hit-
and-run guerrilla fighter. With a maximum speed of 118.8
kilometers per hour and & jump capacity of 150 meters, i
was hoped that this *Mech would form the foundation for
a new, highly mobile lance.

The original Jenners mounted two Argra 27C medium
lasers and a Diplan HD large laser on a central turret, but
this configuration could easily be disarmed by a direct hit
to the turret. The medium lasers' targeting system was
alzo plagued with problems. However, because ihe
chassiz and mobility sub-systems performed well in
trials, designars decided 1o refit the weapons systems
instead of scrapping the whole design. The standard ten
haat zinks allowed the 'Mech to move swiftly and fire
without overheating.

The Jenner was then moditied to its  current
configuration, mounting four Argra 3L medium lasers, two
per side, on directionally variable mountings. The Argra
3L replaced the clder 27C because it had a better
spectral purity and a more rugged focal system.

The Thunderstroke SHEM-4 was installed afler
additional testing showed the need for increased short
range firepower. The resulting 'Mech was the pride of
Kurita forces. Designed and built al home, it was the
aptimum mix of speed, jump capacity, and firepower.

Capabilitles:

Among the fastest Mechs around, the Jenner packs
goad firepower at close range. fts optimum range is 30 1o
90 meters, and its speed and jump capabilty make it
hard ta hit. The Jenner can move in quickly, make its
attack, and retreat before it can be seriously damaged.

Because the Argra 3L medium l|asars are the
Jenners main armament, the '"Mech can operate for long
pericds without running out of ammunition. During long
engagemants or on deep raids, the 25 reloads available
to the Thunderstroke SREM-4 could run out, and so this
missile launcher is mostly used for the coup de grace or
1o add extra hitting power in a difficult moment.

Although the Jenmer was designed as a close-ranga
fighter, it lacks arms for punching and cther physical
attacks. The Jenners designers falt that because of the

‘Mech's low tonnage, it would not be able to make
afficient physical attacks. The Jenner has done well
without them, except in grab-and-run raids made on
enemy supply depots. During these, it lays down
coverng fire to allow ‘Mechs with hands to gather what
they can.

Battle History:

Whan Diplan Mechyards was completing the first
Jenners in September 2784, tensions were running high.
War seemod inevilable, more a question of when than of
if. Minom Kurila took a personal interest in the Jenner,
calling it the "irst ol a new line”, and he ordered further
design and dovolopment on heaviar 'Mechs with the
Jonrrer's mobility,

It was only fitting that Minoru Kurita's favored "Mech

should avenge his assassination. Waves of Jenners and
athor last *Mechs entared the cities to camy out Jinjiro
Kurita's directive to “bathe accursed Kentares in blood".
The Jenner earned itself a place as the standard light
warhorse ol 1the Draconis Combine,

Daspite tha outbreak of the First Succession War,
construchion continued at Diplan urtil 2815, when a short-

ange of raw materials brought the assembly lines to a hall.
However, Diplan continued to produca its "Mech chassis.

In 2827, production of Jenners resumed on Ozawa,
and soma 3,000 chassis were shipped to a Diplan
subsidiary on Luthian for final fitings and assembly.
Although heavily damaged by naval bombardment, the
Diplan Luthien Corpotation retocled its remaining plants
lor Jenner assembly. By 2830, Diplan of Ozawa and
Diplan Luthien had a combined annual output of 1350
Jerners.

Thioughout the Second Succession War, the Jenner
continues the infamous tradition begun duting the
Kentares Massacre, Used singly or in groups, the Jenner
is oflan sent behind enamy lines to create eonfusion and
havoo, It was during these terror raids that the other
Haouses lirst caplured Jenners.

By 2840, The Federated Sums and The Lyran Com-
monwealth both had a number of operational Jenners. By
2845, the Jennor was used by all of the Successor
States, although it continues to be primarly a Kurita
"Mech.

In 2847, alements of the Davion Heavy Guards, sup
plied with Jenners painted in Draconis Combine eolors,
led a lightning strike against Czawa, gutting the Diplan
Mechyards. One year later, an unexplained explosion
destroyed the remaining assembly plant on Luthien, and
Jennerproduction ceased.

Realzing that manufacture of the Jenner was now
impossible and yet critically shorl of 'Mechs, Jinjirc
Kurita ordered the Jenners to replace light "Mechs lost in
battle. The Jenners infamy faded as its individuality was
absorbed amang its varous lancematas.

Despite its fall in status, the Janner is still a favorite
‘Mach of Combine forces, and il is the mast popular
‘Mach in Kurita recon and light attack lances. Ooecasion-
ally, it is still used as a raider, though this is becoming
more and mara rare.

Varianis:

Mone of the ariginal prototype Jenners remain, but
some without the Thunderstroke SEM-4 still surviva.
These are identical to the standard Jenner, but are more
heavily armorad,

Motable 'Mechs and MechWarriors:

Sergeant James Green

Green was famous as the man who led the death
squads into the capitol city of Kentares. Little is known
about him except that he was fanatically loyal to Kurita,
In memory of the Kentares Massacre, he painled his
Jenner black and red. His 'Mech iz slill in senvice today,
pilotad by his direct descendant, Huge Green,

MechWarrlor Karl Trochenski

Karl captured the first oparational Jenner for the
Federated Suns in 2337, The dual left Trochenski's
Osteof a smoldering wreck, and he claimed the less-
damaged Jenner as a war prize. Both he and his new
‘Mech wers lost soon aftar in a skirmish on Benet 1.

MechWarrior Grace Shiro

A member of the Rasalhague Regulars, Grace is the
youngest of five siblings in the service of House Kurita,
Sha is known as a daring and skillad MechWarrior, fond
of hunting larger "Mechs. Both she and her 'Mech have
been sericusly wounded several times, but miraculously,
bath have survived. This has eamed her the nickname
"Cat", though few would bet on how many lives she has
left.




Mass: 35 1ons

Chassis: Diplan Scout-A
Power Plant: 245 Magna
Cruising Speed: 75.6 kph
Maximum Speed: 118.8 kph
Jump Jets: Smithson Lifters
Jump Capacity: 150 meters
Armor: Starshield

Armament:

4 Argra 3L Medium Lasers

1 Thunderstroke SAM-4
Manufacturer: Diplan Mechyards
Communlcations System: Dawson |l

Targeting And Tracking System: Bk-309

Type: JR7-D Janner

Tonnage; 35 Tons

Intarnal Structure:

Engine: Magna 245
Walking MPs: 7
Running MPs: 11
Jumping MPs: 5

Heat Sinks: 10

Gyro;

Cockpit:

Armar Factor: 64

Interngl

Struchwre
Head: 3
Center Tarso: 11
Rt./Lt. Tarso: 8
Rt./Lt. Arm: &
Rt./Lt. Leg: 8

Weapons and Ammao:

Typa Log,

SHM 4 cT

Ammo (SRM) 25 AT

Medium Laser RA

Medium Laser RA

Medium Laser LA

Medium Laser LA

Jump Jets AT

Jump Jets LT

Jump Jets CT

A
Vakswe

10/3
B4

G4 & w14
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OTT-7J OSTSCOUT

Qverview:

The Qstscout was designed for ona purpase: scoul-
ing. s maneuverabilty, high speed, and jump capacity
allow it to aveid trouble easily. Poorly gunned and
armored, it can only engage the lightast of *Mechs with a
reasanable assurance of victory,

Enhanced sensor arrays and a high-rasolution
targating and tracking systemn supply the OTT wilh a
constant stream of data about its surroundings. Powerful
narrow-band communications equipment allows the
Ostscout to repor from deep inside enemy territory.

Capabilities:

With a maximum speed of 129.6 kilometers par hour,
the Ostscout can cover ground quickly. Specialized
equipment allows it to map as # gQoes, recording
anvironmantal, hydrological, and geolegical infermation.
Unusual features are automatically noted and brought to
the pilot's attention by the anboard systems.

Te avoid imerference from the magnetahydro-
dynamic syslems, the sensor arrays ware installed out-
side the main chassis. The OTT uses #= actuator
syslems 1o aim its sansor arrays,

The Ostscout often travels slowly through intaresting
areas, waving the arrays in seemingly random. paltarns.
During these periods of maximum-intensity scanning, the
OTT is vulnerable to attack becausa it is acocumulating
data faster than it can process it. The zproach ot
enemy units often goes unnaticed until they open fire
However, if the first salvo does not cripple the Ostscout,
it will very likely escape.

Mot only is the Ostscou! equippad with a jump cap-
ability of 240 meters, but it alse has sufficient heat sink
capacity to dissipate all the heat that such maneuvers
generate. If it jumps only 210 meters, the Ostscout can
also fire its laser without overheating. Tha OTTs ability
to jump and fight allows it to escape from trouble quickly.
Although technicians have developed a varisty of
plausible slrategies to trap 'Mechs such as tha OTT,
there seems to be a substantial gap between theory and
practice.

Becausa the Ostscout has a history of avoiding fire-
fights whenever possible, many ara in mint condition and
stil possess their original League sensor arrays and
data evaluation systems. Because these systems are
nearly unique today, commanders have consistently
attempted to keep the Osiscout out of batile.

Battle History:

Tha Ostzcout often contributas  invaluable informa-
tion. A succosstul scouting mission can elminata most
guosswork required for any offensive. Exact information
atoul tapagraphy and enemy disposition are vilal. The
history ol 1he Ostscout is-a list of daring missions deep
bethind enomy lines accumulating such information. Dur-
ingg e Rebelion of 3010, Janos Marik used Ostscouts
axtoncividy o gain information on rebel movermnants and
strongthes. In 2950, OTTs were used on Thule to hunt
diswn 1hin last members of one of Valasek's raiding
parbos. Al through  the winter of 3001, Ostscouts
scounsd the surface of Kasai IV, leoking for a League
parts deposit, and finding only emply bunkers,

In oarly Seplember of 3021, four Ostscouls wera

droppd over New  lvaarsen by Draconis  Combane
Ihopthips. Their mission was 1o scoul possible landing
sights for a Kurita invasion force. Throughout tha
lallewing live weaeks, the OTTs were on the n from

Davion patrols and search parties. Despite this near
constant pursuit, the Ostseouts managed o accumulate
all necessary information and signal the invasion lleet.
CH the four scouts, cnly ona was slightly damaged.

Tha Thousand Kilometer Chase took place in 3024,
ue 1o a computar error, an Osiscowt was dropped
nearly o thousand kilometers behind enemy lines.
MechWarrior Mary Finn of the Chesterton Heserves
earnod her nickname of "Hopscolch® because of her
incrodible success in avoiding the three regiments of
Smithsan's Ghinese Bandits massing there for an
olfensiva. During the ten-hour ordeal, Finn managed to
accurmulate enough information to allow the Capellan
Confederation to launch an effective counter-atack.

Varianis:
Because of its valuable nature as a scout, all Osi
scouls still in service retain their original configuration.

Notable 'Mechs and MechWatrriors:

MechWarrior Mary “"Hopscotch™ Finn

This daring pilot enjoys long scouting missions and
seems to thrive an the danger invelved., Alhough har
‘Mech has never been satiously damaged, she has coms
close to disaster twica: once during the Thousand
Kilomelar Chass and once during a recon mission on
Dameatar. In addition to her =kills as a pilot, she is also 2
top Tach who insists on doing her own maintenance, She
is particulartly protective of her Ostscours valuakls and
imeplaceable =ensor arrays. Without them, her "Mach
would be assigned lo ragular duty, and sha has no
delusions about her chances in batile,

MechWarrlor Igor Minski

Since his desertion from the Davion Guards in 2984,
Minski has been in the employ of Hendrik 1], eaming a
high  salary  for  his  services, Osfscoulis are  rarely
availabla to the Bandit Kings, and so Minski has been
appointed to Hendrik's parsonal guard as insurance
against surpnse attacks,

MechWarrior Steven Graham

As a mamber of Woll's Special Recon Group, Steven
has scouted all types of terrain but finds cities most to
his liking. He will usually jump in his Ostscout from roof to
roof, coming down to street level only when absolutaly
necessary. This practice nearly killed him on Hesparus Il
when a building collapsed under his 'Mech. Only gquick
action by a nearby lance of Dragoons saved the "Mech
from being crushed. Despite this, Graham continues his
roof-hopping habits. He maintains that it is the best way
o sea the town.




Mass: 35 tons
Chassis: Kel'S
Power Plant: 280 vOX
Cruising Speed: 864 kph
Maximum Speed: 1296 kph
Jump Jets: Ostmann Sct-A

Jump Capacity: 240 melars
Armour: Durallex Light
Armament: 1 Tionel | Medium Laser
Manufacturer: Kong Intarstellar Carp.

LT T, i
1 s

Communications System: Barret 4000
Targeling And Tracking System: TRS5.2L3

Typa: OTT-7d  Oslscout

Tonnage: a5 Tons
Internal Structura:
Engine; 200 Vox

Walking MPs; A
Running MPs; 12
Jumping MPs: 8

Heat Sinks: 10
Gyro:
Cochpit;
Armar Factar: e
Flemal Anmor
Structre ale
Head: 3 &
Contar Tarso: 11 1244
Rt./Lt, Tarso: B a2
Rt./Lt, Arm: ] 3]
AtAt Leg: 8 8
Weapons and Amma:
ypa Log, Critical
Medium Laser CT 1
Jump Jats RT 4
Jump Jets LT 4
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PNT-9R PANTHER

Overview:

Designed as a fire support wvehicle for reconnais-
sance units, the prototype Panther was first built for Star
league during the closing years of the Camercn
dynasty. After being commissioned in 2739 to produce
the 'Mech, Alshain Weapaons began immediate delivery of
Panthers to League ground troops fighting renegade
bandits abong the Pariphery.

The Mech's poor performance at the Battle of St
John in 2759 pointed out both a flaw and a strength in it.
The flaw was that the large laser carried in the 'Mech's
right hand lacked effective range and power. The
strength was the 'Mech's basic hardiness. To improve
this batileworthy machine’s firepower, Star League
engineers replaced the large laser with a PPC.

The Draconis Combine is the only Successor State
that today uses the Panther in any significant numbers.
The current model, the SR, is a compromise developed
by Combine engineers. Though lacking the original
Panthers sophistication, its systems are more adapl-
able to present-day factories.

Capabilitles:

Tha Panthers main function is as fire support for ight
and fast-moving 'Mech units. i has played this role for
almost 300 years, providing covering fire for mora mobile
'Mechs who are in mid-maneuver, whether toward or
away from the enemy.

Ita PPC is unusual for a 'Mech of its size. An exira-
ordinary weapon, the Lord's Light PPC combines the fire-
powar of a standard PPC with the lightness and flexibility
of an arm-carried weapon. The weapon's designers only
patially solved the problem of reducing the number of
coolant tubes needed to pass from the "Mech through
accese navels of the right hand and elbow into the
weapon, however. Many MechWarriors report  thal
rugged use, such as hand-lo-hand combat or bashing
buildings, often pinches off the coolant tubes at the
navel. This creates overheating, which in wm causes
the weapan o shut down, To meet this problam, three of
the Panthers 13 heat sinks are mounted directly on its
right arm. Though these do provide exira cooling for the
PPGC, the original problem remains.

For close-in work, the Panther carries four SEM
tubes with encugh ammunition for 25 shots, The reliable
Telps system is placed in the ‘Mech's chest area, which

ensures it good pratection.

It was discovered early in the Fanthers career that it
is well-suited to the dirly tactics of city fighting. The
nimble "Mech easily moves through the restricted spaces
af a city, while its PPC gives it the chance of disabling all
but the heaviest ‘Mechs with a few aimed shots. From
rooflop ambushes to muggings on dark streets, the
Panther has gained quite a reputation. For its city-
fighting prowass, Lyran Commonwealth MechWarriors
have nicknamed it "the Alley Cal®.

What it cannot do, even in a city, is face a heavy
'Mech such as the Warhammer or Zeus in a head-on
engagement.  Finding  himself in that situation, the

Parther pilot must raly on good shooting and the "Mech's
superion mobility 1o leave the field in one piece.

Batile History:
As nolod above, the Draconis Combine is the only

Succoawor  State employing the Panfher in large
numluas. This is because the Combine controls the only
waorking Panther factory, located on the tamperate world
of Alshain, Other Successor States do still have a few
Fanthers, wsually BZs, but their numbers are fasl
dwindling duelo lack of pars.

Ihwgh there have been many attempts to knock out

the lactory at Alshain, the fact that it is housed in the
bowols of a mountain makes it a tough targel. Tha
factory is churning out Panthers for Kurta as fast as
possible, slhowed down only by the delay in gelting target
computars delivared from clear across the Combine.

Kurita first used Parthers in a large-scale offensive
aclion on the planet Quentin during the First Succession
War, and the action remains a model for how ihe Combine
employs the 'Mech. Once the Second Legion of Vega
was reorganized with Panthers as the mainstay of its
light wnits, it was ordered to assault the agricultural
planet Quentin, owned by Duke Davion. Catching
Davion's 42nd Awvalon Hussars off guard, the Second
Legion mauled them severely. Though the Hussars'
"Mechs were generally heavier and had more firapower,
they could not react fast enough to the flest-fooled
Panthers firing heavy hits with their PPCs. The Hussars
retreated, giving up the only major city and spaceport on
Ciuentin,

lhe victory on Quentin paled in  significance,
however, when Minoru Kurita was assassinated on

Kentares |V at about the same time. To suppart his rage
against the people of Kentares, Jinjiro Kurita took troops
and supplies away from the Second Legion of Vega, and
had them sent as reinforcements 1o the Kentares front.
In the meantime, the 42nd Awvalon Hussars had been
reinfarcad by units of the 4th Denek Light Cavalry.
Suddenly an the defansive, the Panthers of Kunta's
Second Legion bore the brumt of the Hussars' counter-
attack. From prepared positions in and around the city,
the Famthers held off an onslavght by Davion War-
hammars and Marauders, This delaying action, led by
Captain Ted "Red Beard" Henry, created enormous con-
fusion in the Davion advance. His troops’ action allowed
tha safe withdrawal of the Second Legion when it became
apparent that there was no hope of reinforcements.

Varants:

The PNT-8Z, the last of the Star League Panther
designs, differs from the BR only in its more advanced
communications equipment and smaller fire-control
computer.

MNotable '"Mechs and MechWarriors:

MechWarrior Melinda Carlyle

As a mamber of Hansen's Roughnders, Carlyle's Parn-
ther is one of the few seen outside the Combine. Painted
a dull grean with bright yellow stripes, her "Mech, the
Tooth-Fulfer, is a well-known temer to the enemy.

Melinda Carlyle is a loner whose one joy is deflating
tha lamge egos of Combine MechWarriors who believe
they ara the only ones able 1o handle a Panther. Upon
sighting an enaemy Panther, Carlyle will seek cut and hunt
him down, even if it means leaving her post. Having
reached the ripe age of 47 years, she has proved who is
the better Panther pilot more than a few times.

Colonel Richard Ahrmram

Az commander of the 3rd Proserpina Hussars,
Colonel Ahrmram is entitled to a heavier 'Mach mora
befitting his high rank. As the calonel is a tradition-bound
man whose blue and gold Panther, the Lord Yama,
balonged to his father, he sees no reason to give it up.

If anyone ever worried whether Ahrmram would be
able to keep up with the flow of battle in such a small
"Mech, they don't any longer. It is the colonel's command
group that has to keep up with him as he jumps from front
to front keeping personal tabs on the battle and
participating, if necessary. More than once, Ahrmram's
gunnery skill has helped turn the tide of batile.




Mass: 35 Tons
Chassis: Alahain 56-Carrier
Power Plant: Hermas 140
Cruising Speed: 43.2 kph
Maximum Speed: 4.8 kph
Jump Jets: Lexington Lifters
Jump Capacity: 120 m
Armotr: Maxmillian 42
Armament:
1 Telos Four-Shot SAM Missile Systam
1 Lord's Light Parlicle Beam Weapdn
Manufacturer: Alshain Waapons
Communications System: Siphar CammCon G3L-4
Targeting And Tracking System: Cat's Eyes 5

Typa: PNT-6R Panther Tons
Tannage: 35 Tons a5
Internal Siructure: 35
Engine: Hermas 140 5

Walking MPs: 4
Running MPs; -]
Jumping MPs: 4

Haat Sinks: 13 3
Gyro: 2
Cockpit: 3
Armer Factor: 104 65
friderrial Asmar
Sructre Valua
Head: 3 g
Center Torsa: 11 147
Rt.Lt, Tarsao; 8 105
At./Lt. Arm: & 10
At./Lt Leg: B 12
Weapons and Ammo:
Type Loe, Critical
SHEM 4 CT 1 2
Ammo (SAM) 25 LT 1 1
PPC RA 3 7
Jump Jets RL 2 1
Jump Jats LL 2 1




ASN-21 ASSASSIN

Overview:

Many of the purchsing agents for the Star League's
military branch seem to have overstepped their authority
in the case of the Assassin BattleMech, Athough a new
tight "Mech was not required in great numbers, kobbyists
for Maltex Corporation managed 1o gain several key
contracts for the production of this 'Mech. Despile all the
politics invalved, the Assassin turned oul lo ba a sue-
cessiul 'Mech in combat, lts ample firepower, good armor
protection, and speed have madea il a popular modal. s
mabilily especially seems to be the key 1o its success in
battle.

Capabillities:

This 'Mech was originally marketed 1o competo
against the Wasp and Stinger "Mechs. Though heaveor
than the light 'Mechs, it is still a fast vehicle with full jump
capabiliies. A rousing success, the Assassin nonolho
less falled 1o replace the Stingers and Wasgs, which
wara less expansive and 1o which the military fell loyal.

The Assassin's weaponry consists primarily of throo
systems: the kng-range missile rack, the shont-range
rack, and the arm-mounted Martell medium laser. Most of
these systams require constanl ammunition. As it can
carry only a iotal of 74 combal rounds, the Assassin
limits its pilets, it also has one of the most cramped cock-
pits in use in the Innar Sphere. In tha past 200 years, the
cockpit's cooling system has been overhauled several
times, but nane have been totaly successiul. The net
result iz an uncomfortable, sometimes deadly place to sit
for any amount of time.,

The only other problem with the Assassin is that the
ammunition feed system for the short-range missile rack
sometimes jams. To comect the problem, the whole mech-
anism must be disassembled, which is nearly impossible
in a battlefield situation. This can cause major problems
in baftle, as the short-range rack is the Assassids
primary weapon system.

Battle History:

Only several hundred Assassins were created. Due
to their modular design and access systems, most of
these are still functional. Once repairs have been made
an its ammunition feed system, these "Mechs ara very
popular for their long-range capabilities.

While Houses Marik and Steiner were battling for
Hochelle in 2080, the Assassin Class 'Mech mada s
first appearance. The fighting on Rochelle was muddy
and bloody at best, yel tacticians agreed thal tha
Assassinfared well where other ‘Mechs failed.

After the Assassin's impressive display on Rochelle,
House Mark reassigned many of these 'Mechs 1o
garrison duty along their borders. Several Marik lances
of crack recon troops consist of nothing but Assassins,
though these units are only used in rear area raiding
paries,

The mercenary unit called the Amphigean Ligl
Assault Group encountsred some difficulties with their
Assassins at the battle for Sewvren while fighting for
House Kurita. In 2990, Assassins from the marcenary
unit ducked behind Steiner fnes and raided enamy
supply bases and rear artea cities for several wecks.
Evantually, however, they ran low on ammunition. This
latt them with anly their medium lasers to face the fury ol
Steiner's 15th Lyran Guard, Tha Assassins tried to
sneak back to Kurita lines, but only twa of Lhem made it

In batles on Saffell, Cylene, and Wheel, there are
records of Assassins running low on ammunition and
laling prey 1o rear gquard units. In 3021, realizing thal tha
‘Mech needed a means of defense ather than its laser,
House Davion designed a variant with three lasers. Al
present, only House Liao does not hava any working
Assassins.

Variants:

The only known variant of the ASN-21 was designed
by House Davion. By reducing the jump jets and armor
weight, three =mall Maxum 50 |lasers were installed, two
of which are leg-mounted and one head-mounted. The
anly three working models of this variant {iermed the
ASM-101) are stationed with elements of tha Capellan
March Militia,

Motable 'Mechs And MechWarriors:

MechWarrior Kryloon Hypartan

Kryloon serves in House Kunta's Galedon Regulars.
He roceived a commendation for his actions in the battle
ol Wheel With vitually no ammunition or supplies,
Kryloon spant nearly eight months dodging Steiner units.
His 'Moch is barely tunctional and shows signs of
impmending breakdown. Both leg actuators are shet, and

ho has roplaced his Martell laser with an inferior Forge
il i B

MechWarrlor Dale Sandstrom

Diilie was anslgned to House Marik's Fifth F{Egman
Hussars whan his Archor was dostroyved, r‘e|s_‘-:-gaﬁ.1’lg hirm
1o the ranks of the Dispossessed. For several years, he
workd 0 tha inlantey until he came acioss the fresh
remaing of an Assassin. Rt tock his entire life savings to
ol It working again. Sandstrom has sinee become a
bounty hunter working free-lance for any state that will
hira him. His ‘Mech, DarkDeath, is painted grey with
black stripes. To date, he has kiled an estimated 30
MechWarriors, some in fair combat, and some not. While
his tamily does not consider his work 1o be honorable,
tha job does manage to keep him busy.




Mass: 40tons

Chassls: Maltax 40
Power Plant: 280 VOX
Cruising Speed: 756 kph

Maximum Speed: 113.8 kph

Jump Jets: 100AFVTA
Jump Capacity: 210m
Armaor: Lox lift series 1
Armament:
Onae Martell Medium Lasar

Cne Hally Long-Range Missile Rack

One Holly Shont-Ranga Missila Racks
Manufacturer: Maltex Gorparation
Communications System: Garrat TI5 B

Targeting And Tracking System: Garret 5005

Type: ASN-21 Assassin

Tennage: 40 Tons
Internal Structura:
Engina: 280 Vox

Walking MPs: 7
Aunning MPs: 11
Jumping MPs: 7

Heat Sinks: 10
Gyro:
Cackpit:
Armeor Factar: 72
ntarmal
Struciure
Head: 3
Canter Torso: 12
Rt.Lt. Tarsa: 10
RL/At. Arm; 5
Rt./Lt. Lag: 10
Weapens and Ammag:
lvpe Loc,
Medivm Laser RA
LRM 5 RT
Armmo {LRM) 24 RT
SR 2 LT
Ammo (SRM) 20 LT
Jump Jets T
Jump Jets AT

Jump Jets LT

Value

1214

44

16

o
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CDA-2A CICADA

Overview:

Many small manavfacturers entered the BattleMech
industry as tensions mounted near the time of the fall of
the Star League. In this period, HanfordCo, a known
manufacturer of fine communications and targsting
systems, began constructing ‘Mechs fiom their home
planet of Bryant near Earth. Their single contribution ta
battlefield technology was the Cicada, which went into
limited preduction in 2840.

With Bergan Industrios  holding  almost a  total
monapaly on the contracts for small recon "Mechs,
HartfordCo proposed a ‘Moch hoavier than the Logust
made by Bergan, kt would ba annod with the wall-proven
Magna laser systems, and bo as {ast as the Locust but
weighing twice as much. Moat important, the price was
right. Star League took a limiled contract for the Cicada,
shipping it 1o replace many of the {ocusts lost in border
areas.

Capabilities:

The Cicada's speed is ono ol ils major assets. As a
light recon 'Mech, it can covar gioat distances in a short
time. Moreover, the "Mech's armer and weaaponry make it
a serious foe in circumstances whre a Locust might fail.
The reliability of the weapons and their tracking systemns
is also well astablished,

The HafordCo heat sinks proved to be of an inferior
design, howaver, tending to woar out and fail to perform
ta full eapacity after extended use. It not repaired, the
sinks will vent anly B0 percant of the heat transferred to
them, which could lead to sorious overheating in a
combat situation. Though many Cicadas currently in use
have replaced the original heal sinks with modular sinks,
a number of defective HarfordCo sinks are still in use,

Battle History:

The numbar of Cicadas produced was limited, due 1o
the size of the manufacturer's facilities on Bryant. With
the fall of Star League, the proximity of the facilities 1o all
af the warnng Houses made the planet the target af many
raids, That is how many of the Cicadas stored on Bryant
found their way into the arsenals of all five Succonsor
Houseas,

One of the CGeadas most oulstanding
performances occurred in 2930 whon House Konla's
Galedon Regulars engaged House Dawion an the planol
¥hosa, Beinforced with several Cicadas, one Kunla lighl
recon lance managed to hold tha city of Tar lor sowoial
days before the Davion forces tock control. Histonans
have compared the engagement to the Ballle ol iho
Alamoe on Earth or the Battle for Kervil during tho
Reunification War. A small band of lightly armed
defenders held off several lances of crack troops o
several days.

As the Cioads's reputation grew throughout e
Successor States, it also brought oo high expectations.
In one of a long series of battles an the planet Crionte,
crack troops of Liao's Northwind Highlanders fried to
take the planet from House Marik, Attached to Mank's
Fusiliers of Criente's 5th Brigade ware several lances ol
Cicada "Mechs defending a lake area. Unfarlunataly loa
the defenders, most of their Cicadas were equipprd wilh
the inferior HarfordCo heat sinks. While the Calas
fought a prolonged battle on the shores o Lako
Mirrorshade, their heat sinks began to give way, ond
several 'Mechs overheated at eritical moments. Whan i
was over, many Marik traops lay dead,

In 3000, two Cieadas attached to House Stoinor's
32nd Regiment of tha Lyran Guard meore than grovid
their worth at a series of batlles on Kabe, howevar, As a
raiding force, the two Clcada pilols managed 1o penetrata
a border defensa line, rushed fa the rear area, and then
made their way to the Kurita command bunkar same 58
kilometers behind enemy lines. Finding the bunker only
lightly defended, MechWarriors Jason and Thurd were
able to capture the commanding officers. This led 1o a
victary for the Steiner forces and commendations for the
two Cicada pilots,

vl

Variants:

Only a few experimental modals were buift during the
first preduction run of the Cicada Of these, one was not
equipped with the small laser system but carried two
Holseal flamers. Anather version mounted a Danal PRC
an the center torso and two Sperry/Browning machine
guns on the legs. Both variants saw very limited
production, yet some still appear on the Successor Stata
batllefields, especially of House Liao, which has both
variants in their training academy as test models.

Motable 'Mechs and MechWarriors:

Lieutenant Alcatraz Jason

Acalae currantly  commands  the  Fusiliers  of
itlenite’s Sih Brinade advance recon lance. A small man
with oy hair and a loud laugh, he earmed his
tepuitation during the battles for Criente when he and
anathon MechWartior piloted their Cicadas behind enerny
lewan o Shoea that day, House Mark makes sure that

danin Moc v rocoivas only the best in repair pars,

MachWarior Arnold J. Thurd 1)

Alten g sorvicn in tho batlles o Crigme, Thurd was
tansloried 1o the Dolendors of Andurien's 4th Regiment
Heght aseaull e As Thad is a drinker, he was trans-
feradd b his hnaism on Oriente rather than promoted.
Hhough kivwn far his carousing, his reputation as a fast-
Ihleihing comnbial pilot is unsullied,

MochWarrlor John David John

Currantly assigned to the attack lance of House
Dawian's Crucis Lancers, 7th Regiment, young John
Juhn comes from a leng line of service to House Davian,
including several of his brothers. He earned distinction in
a series of baltles on the planet Kasai against crack
units from House Kurita. Despite his "Mech's overheating
problermns, John was abla to pin down several Kurita units
aftar his company commander was killed. For taking the
command that led to several tactical victories, he was
given command of a light attack lance and his defective
heat sinks replaced.




Mass: 40 tons
Chassis: Hartfard 300
Fower Plant: 320 Pitban
Cruising Speed: 86.4 kph
Maximum Speed: 1296 kph
Jump Jets: Naons
Jump Capacity: Nans
Armor: 3/Star Slab
Armament:
Two Magna Medium Lasers
One Magna 200 Small Laser
Manufacturar: HarfordCa
Communications System: Hartford J15 B
Targeting And Tracking System: Haslord S1cco

Type: CDA-2A Cicada

Tennage; 40 Tons
Internal Structure:;
Engina: Pitban 320

Walking MPs: 8
Running MPs: 12
Jumping MPs: Q

Heat Sinks: 10
Gy,
Cockpit:
Armar Factor: G4
intarral Ammar
Swruchira Vale
Head: 3
Center Torso; 12
At.Lt. Torse: 10
Rt./Lt. Arm; 6 4
Ri/Lt. Lag: 10 &
Weapons and Amme:
Type Loc, Critizal
Medium Laser AT 1 1
Medium Laser LT 1 1 L
Small Laser cT 1 5



Overview:

Anderan Industries began construction of the CLNT-
2-3T under tha Star League Armaments Act of 2507,
which law provided border areas with the latest in
battlefield technology. The Andoran Industries project
resulted in tha constructian of aver 200 of this class, The
original Clinf prototypes mounted a heavier autocannan
{Armstrong Buster class) and carried more ammunition,
However, the chassis of these models developed stross
preblams, and the armament was downgroded to its
current eanfiguration.

This *Mech functioned as a recon "Maech as wall s a
well-armed, lower-end medium "Mech. Its history and com
bat paformance shows that it served 1houe purposos
well.

Capabilities:

Ta secure their bid on the praject, Andoran Indunltins
cul costs in the Clint design. Unfortunately, these dewygn
llaws are not easily repaired. Many modular parta that
can be exchanged between different Iypes o
BattleMachs simply cannct be used on the Clint without a
great deal of modification. This is particularly trua of the
gyro systems. Thus, the Chnal can be a lechnician™
nightrmare at times, taking much longer to repair than
other 'Mechs. The Clinfs only other problem is the lack of
ammunition for the Armmstrong autocannon. In o«
prolenged combat situation, the 'Mech can quickly bo
forced 1o rely totally on its lasers for attack and defense.

The Sloane 220 Lockover targeting system tends 1o
make up for the Clnfs repair difficulties and its lack of
ammunition. This simple-to-use system is one of the
most advanced designs available in the Successor
States, as it allows for many battlefield variables that are
not taken into account by most systems. While the Clint
does have a limited amount of ammunition, it does hit
what it shoots at.

Finally, the jump capability of this 'Mech offers some
advantage in a combat situation. In urban combat, its
jump ability coupled with its Death fram Above tactic can
mean the differance between victory and defeat. Though
many MechWarriors consider this tactic rechless, it still
s a strong advantage thal many larger ‘Mechs do not
have.

CLNT-2-3T CLINT

Battle History:

Most of the factories that built the Ofint were
destroyed during fighting betwsen House Davion and
Housa Liao, Both sides shipped the captured Clints 1o
remote locations for defense purposes, Thus, there are
no strong coneentrations of this "Mech in any one area,
though some units of House Liao still maintain several
Cfinis in frort-line units.

During the First Succession War, Davion and Liao
forces clashed on the world of Bell. Several bombing
attacks scon reduced the cities of that world 1o rubbla,
lhe planet's only remaining resource was waler, and the
Liao forces wanted it. They deployed ten Clint Class
‘Machs in the wban centers, whera they provod their
worth and overall quality.

House Liao sent several of these ‘Wechs to its Marik
lrant, where they participated in the battles on Teng and
Ingersel, During these battles, Marlk's Pesht Ragulars
angaged units of the 5t lves Armored Calvary, and
sevaral of Liao's Clints fell on these worlds. Thus, this
'Mech managed to work its way into yet anathor
Successor State, the Free Worlds League,

Few of House Mark's Clints have seen battle sinca
that time. K is believed that the difficulty in securing
ropair parts for the 'Mechs has lad technicians to strip
tha Chints for their parts.

Still unexplained is how Clint "Machs ended up at the
tar ond of the old Star League. The Arcturan Guard of
Housa Stainer used a Cfint in the battles of Alexandria
and  Hyde, where it performed efficienty in urban
altacks, Even more odd is the rumor that King Redjack
Fyan has several Clints,

Variants: :

Only 20 prototypes of the Clint, which carried an
Armstrong Buster autocannon, wera produced. General
Karansky ook some of these 'Mechs with him when he
departad priar to the fall of Star League. To date, none of
these earher variants have surfaced. ‘However, there
have been raparts that a "Mech of a similar configuration
mounting a twin Armstrong autocannon appeared during
the battle for Ronel along the Kurita-Davion border,

As all of the records of Andoran Industries were
destroyad during the First Succession War, thera is no
way ta confirm the construction of any other variants of
the Ciint,

Notable 'Mechs and MechWarriors:

MechWarrior Janos Arthur Denton ]

Assigned to the Arcturan Guard of House Steiner,
Janos Danton |l has had a Clint for some time. His family
is will-known throughout the Lyran Commonwealth, but
has nover rovealed how it came o possess the rare

Chind Janos more than proved his and the Ciifel's
capabilibes  during  the battles of Alaxandria  against
Houser Kuritn. To date, he has had linle difficulty in
gelling repalr parls tor his "Mech, though his gyro has
niver boon damoaged in combat, He is considered the
uibin combal spocialist tor his recon lance.

Lisutenant James Wallace

Ther commander for a heavy recon lance of House
Limo's 5t lves Armored Cavalry, James inheritad his
‘Moch from the family armaments upon the natural death
of his father. The Clint has sean action dating back ta the
lale days of the First Succession War, and has recantly
been engaged in and around the planet Ward against
House Davion. At ona time, Wallace lost his gyro in
combat, and it took him over three months 1o find a
proper replacement. Since then, ha has used some of his
family's influence lo gain a back-up gyro.

MechWarrlor Fletcher Raymond

Flatcher is currently assigned to the Fifth Regiment,
Crucis Lancers, House Davion. During tha battle for Bell
ol tha First Succession War, Fletcher's great uncle
happaned to capture a Gk | still works wall, but only
ona of the medium lasers still works, due to damage
recaived during the battle for Balll  Fletchers
parformance during the battle for Tarusan on Suul
against House Kurita has earned both himself and his
‘Mach a great deal of respect,




Mass: 40 tons
Chassis: Andoran Model Il
Power Plant: Pitban 240
Crulsing Speed: &4.8 kph
Maximum Speed: 97.2 kph
Jump Jets: Andoran Madel JJII
Jump Capacity: 180 m
Armor: Duraflex Medium
Armament:
1 Armistrong Autocannon/S
2 Martall Medium Lasers
Manufacturer: Andoran Industries Ltd.
Communicalions System: Raldon R
Targeting And Tracking System: Sloane 220 Lackover Syslem

b M TR e R Lot g - -
Type: CLMNT-2-3T Clint Tomns
Tonnage: 40 Tons 40—
Internal Structure: 4 e
Engina: Pitban 240 11.5

Walking MPs: G
Running MPs: 9
Jumping MPs: B

Heat Sinks: 10 Q
Gyro: 3
Cockpit: 3
Armar Factar; T2 4.5
Intermnal Arror
\ Sruchre Valse
. Head; 3 9
.. Canter Torso: 12 11/4
"Rt./Lt. Tarso: 10 &/4
Rt Arm: 5 6
Rt./Lt-Lag: 10 8
Weapons and Ammo:
Tvpa . Loc, ritical
A5 T RA 4 f
Amma (AC) 20 Rt _ 1 1
Medium Laser cT 1 1
Medium Laser LT 1 1
Jump Jets AL 2 1
Jump Jets LL 2. 1
Jump Jets AT 1 5
Jump Jets LT 1




Cverview:

One of the few 'Mechs conceived and created in tha
post-Star League era, the Hermes Jf serves the armed
forces of the Free Worlds League as a heavy scout. A
relativaly new design, the ‘Mech first came off the
production lines in 2798. Eary versions bere their
autocannon in the eanter torsa, with the various controls
and wiring spread out into tha right and left torse. The
idea failed miserably, however, as even the lightest
chest hit would kneck out the autocannon. The current
design uses a more conservative arrangement, with the
autecannon built inta the left arm,

Mamed after an ancient Greek god, the Hermes I car-
ries its heat sinks on its heels, which makes i resemble
the winged feet of its namesake, who was the messenger
of the gods.

Capabilities:

Dasigned to be a heavy scout, the Hermes If is most
at home in two terains: city and forest. When faced with
a superior number of enemy ‘Mechs in either of these
seemingly different environments, the ‘Mech is famous
for its unusual eseape tactic. Instead of trying to fight its
way out, the Hermes ff starts a fire with its larga flamer.
The pilot knows that most MechWarriors try to steer clear
of flames and that flames usually ruin the effectiveness
of enemy infrared devices. Thae Hermes i pilot will thus
usually lay low, waiting until the fire begins to burn
brightly, then try to quiatly slip away from his pursuers,

Tha Hermes If carres a very elfoctive flamer, the
Olympian flamer. Far safer than most other liquid-fuel
flamer designs, the Olympian uses a flammable gel that
Is pre-vaporized before contact with the heating
elements. The weapon's drawbacks are that the gel is
difficult to manufacture and requires more space than
conventional fuel flamers.

The Hermes # communication system, the Iran
EAR. is an extremely powsrful and advanced device.
Mot only can it talk with distant ‘Mechs, it can also uplink
with communications satellites or nearby Frea Worlds
ships using extremaly fast data bursts on tight communi-
calions bends. This capability makes the Hermes If very
inconspicucus to an enemy menitoring  communications
frequencies, and then hard to trrack down aven if dis-
covered. The E.AR's considerable bulk is its one disad-
vantage. It alzo requires a 'Mech with a fair amount of

~ HER-2S HERMES Ii

bady sudace 1o serva as a mount for the myriad thread-
thin wires that form the system's sandingfreceiving
suraco.,

The Irian Weapan Warks' autocannon is a reliable, i
uninspired, design capable of good lang-range hitting
power, The Hewnes ! can only earry 20 rounds of
ammunition, howewver, That would be insufficient foar a
frant-lier "Mech, espocially one  dependent upen an
autocannon as ils main woapon, bul it is enough to allow
2 seout to et and ron unlil halp arrives.

Mheugh the Hennes® distinctive, wing-like heat sinks
lcok unnocessanily dragle, as if a backward fall would

snap thorm ofl that s not the case. The two heat sinks
aredeiguend o swing oway when the Hermes if is prone
ard Lca upg thees 1o spreing back info place cnce the
A b stand s apnight anon

Carrontly, production of the reliable Hermes I has
coasad, dua do the destruction of the BattleMech fac-
tores b frane House Marik hopes to resume production

wilbinen aen pressd 1 WArS,

Batlle Hislory:
Sools recowe litthe, i any, recognition for their ex-

ploits, an e duly is not to draw attantion to them
selvon Tl Hevines §f has nevertheless won much
praso o it mmblanoss

Chue dnntince came in 30011, when inteligence

reports [ e Dok of Marik pointed to a buildup of Lyran
troaps lor an oltensive against the Free Worlds League.
What was unknown was which of the planats in a cluster
of fve barder worlds would be the launehing point. The
duke's stratogists decided 1o secretly land a single
Hermes ffon each of the five worlds, Once on-planet, the
scouts wore 1o remain hidden until are or anather
suddenty found itsolf in the midst of the Lyran buildup.
Denabola Vs a thickly forested world with anly one
spaceport and cly large enough to handle the heavy
traffic of a military build-up. Onto this planet dropped
Captain Margarita Luhenson, commandar of the Dark
Shadows, a scout battalion attached fo Free Worlds
Intelligence. She hiked to a vantage point on a wooded
mauntainzide, then setlled down to watch the ity below,
When ship after ship of supplies and trocps began
using the Denebolan spacepor, Captain Luhenson
began transmilting reperts to her superiors via micra-
satellite. Her transmissions went unnoticed by the

enery, until a Lyran junior grade communications afficer
stumbled upan her communications. House Steiner then
began extensive efforts lo trace her dawn.

Captain Margarita Luhenson lasted for three weeks
after her initial transmission. Often reporting on the run,
she evaded patrols, eluded infrared teams, and in
general made herselt invisible to her pursuers, Several
times, she even vantured down the mountain and into tha
city itself, setting fire to supplies or mugging unsuspect-
ing Steiner "Mechs. She was finally caught trying to blow
up an ammunitions dump,

Fortunately for Luhenson, the commander af tha
Lyran forces was so impressed with her skill and shear
audacity, that he did not have her killed. She was in fact
treated like an honored guest, then later traded in a
prisoner swap. Needless to say, the Marik caplain’s
actions went a long way in blunting the Lyran offensive.

Variants:

Members of the Dark Shadows have been givan the
chaice of using the basic Hermes 1 or a varant first
devised by Mark battalion commanders. Dubbed the
Mercury, the varant roplaces the "Mech's autocannon
wath two mediom fsors and two maching quns. Two extra
heat sinks wera alse addod 1o the insides of the ‘Mech's
fect 1o help with tho extra heat, The Mercury is lighter by
three tons and s slightly more nimble than the standard
Hermes I while the new weapons array seems to suit
some walncrs betler. There s talk of making this variant
availabile 1o other owners in the Free Worlds League.

Nolable ‘Mechs and MechWarriors:

Caplain Janos DeVille

A member of the Fusiliers of Oriente, Janos Devile
was a layalist in the bitter fighting following Duke Anton
Marik's revol against his brother Janos. DeVille's
continued actions as a scout, despite his ‘Mech's
damagad condition and his own wounds, earnad him the
respect of both his comrades and his enemies, Latar
given many commendations for his service, Captain
DeVille went on to become one of the founders of the
Dark Shadows scout battalion,

MechWarrior Zahn “The Dreamer” Vinge

A member of the 4th Defanders of Andurien, Vinga is
always full of mystic thoughts and odd beliefs, yet
manages lo remain an excellent scout pilot. Painted a
light brawn, his ‘Mech Plato is inscrined up and down itz
sicles with quates from philosophars,




Mass: 40 Tons
Chassis: Irian Chassis Class 40
Power Plant: Hermes 240
Cruising Speed: 64.8 kph
Maximum Speed: §7.2 kph
Jump Jets: None
Jump Capacity: None
Armor: Riese-458
Armament:
1 Criente Autocannon
1 LW, Medium Laser i )
1 Cympian Flamer
Manufacturer: lrian BattleMechs Unlimited
Communications System: Irian E.AR.
Targeting And Tracking System: Wasat Aggressor
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Type: HER-25 Hermes Il Tons i
Tonnage: 40 Tons 40 et
Internal Structure: 4
Engine: Hermes 240 11.5

Walking MPs: g

Running MPs:; g
Jumping MPs: 0 i
Heat Sinks: 10 o i |;'.
Gyro: 3 il
Cockpit: 3
Armor Factor: 120 7.5
inzernat Ammor
Struchura Value
Head: 3 9
Center Tarso: 12 17/6
Rt./Lt. Tarso: 10 14/5
Rt./Lt. Arm: & 1
Rt./Lt Leg: 10 14
Weapons and Amma:
Tupe Critical
ACHS RT 4 8
Ammo (AC) 20 LT 1 1
Medium Laser RA 1 1
Flarmer LA 1 1




VL 2T VULCA

Overview:

The need for a strong anti-infantry 'Mech  with
offensive capabilities was realized during the batles
against Stefan tha Usurper. In many conflicts, especially
urban combat, infantry could render =maller ‘Mechs
inoperative. To solva this problem, MatharTechno Ine,
introduced the VL 2-T Vikcan.,

This BattleMech reached the front line during General
Kerensky's landings on Earth, whare 0t eamed a
reputation as a tough urban fighting machine. Its lamer
system, machine gun, and heavy armar porlormaed
effectively against infantry. Tha autocannon systom was
criginally designed as an anti-‘Mech system, bul servod
well in city fighting,

Capabilities:

The Vukean is fully equipped with jump jots, making i
unique in urban warfare and threatening (o langor
BattleMechs. Also, its rear-mounted jets are spocially
vented 1o reduce heat in its roar araas.

The Vulkar's weaponry systems include the reliable
Armstrong auvtocannon. Though introduced as an anli-
‘Mech measure, it was vsed more as an anti-bullding
measure when mare and more Vuleans found themsehios
stationed in city areas.

The Vulean's armor is not very strong, but doos
provide more than ample protection against most smaller
weaapons. This "Mech is rarely assigned withouwl some
larger BattleMech support in an allout fight. As tho
actual alignment of the "Mech is narrow and difficult to
target, it is difficult to hit in combat. Many MechWarriars
have commented that the Vulcan boks lke a
scarecrow's clothes hung out to dry.

The absance of manipulative hands is the "Mech's
only drawback. Though not a major hindrance, it does
limit its close combat capabilities against other 'Mechs.

Battle History:

At the start of the First Succession War, every majar
House had control of a sizable number of Vukan Class
BatleMechs. MatherTechno's facilities on Narthwind fell
in the first few manths of bombing, leaving several
supply dumps of Videan parts within the Federated Suns'
contral.

House Liac maintained a large number of thesa
‘Mechs along the Marik border during the First
Suceession War. The largest concentration was on the
planet Sapphe, which fell to House Marik at the outbraak
of the Second Succession War. As a result, House Liag
has the fewest number of Vilcans in servica,

House Davion used this "Mech extensively to rogain
contrel of Kentares |V from Kurita. Vulcans led the
Davion counteratlack in tha cities of Amishton and
Davisbury to flush out the Kurita infantry. Thaugh the
'Mechs' flamers devastated most of these larpe
metropolises, the Kurita garrisons in both citios woro
captured or Killed during the sisges.

House Kurita's raid on Dobson in 3020 vsed most of
the Vukans within the Draconis Combine. Tha raid
decimated several key Davion AeroSpace Fighter basos,
thus setting the stage for future advances inta the arcn,
espacially to the world of Galtor.

Variants:

As the Suocessor Houses lack the research facilitios
nacassary to modify the armmor and chassis of this
complex "Mech, MatherTechno built most of the variants
several hundred years ago.

The most common variant is the VL 5-T, which
replaces the Armstrong aulocannon with slightly more
armor and several Maxum medium lasers. This 'Mech
dosign is used mostly by the Federated Suns.

Notable "Mechs and MechWarriors:

MachWarrior Richard Timms

Richard Timms is the last heir of the Timms family,
and he has sold all tha remaining family lands ta suppont
his 'Mech. Wounded and unable to produce futura heirs
lo sarve for the Federated Suns, he has used his money
lo maintain his good times and to keep his Vulcan in
perfect working condition. Most of his commanding
officers see littte or no use for Timms, They realize that
he is not well and will die within the next three years from
an incurable diseass. Richard has made quita a name for
himself undert the flag of House Davion.

Lieutenant Sondra Stoversion

Sondra is assigned 10 House Steinars Arcturan
Guards as commander of one of the lead battle lances.
Her Vilcan is painted a brownish-red and named the
Bloodlust after her attitude toward combat, Sondra is a
major threat lo any infantry unit, with a reputation far
killing platoons ta the last person. Her skill at the
contials ol her Vdean are well-documented. Whils her
commanding officars do not condone some of her
tachics, they alse realize that she is one of the best
MechWariors in the regiment.

MechWarrior Wormme! Hide

Wormmel was assigned to the Fusiliers of Oriarite
beforo being drummed out for unknown reasons. He
managed ta work his way to Redjack Ryan, who currently
amploys him. Although he cannot brag abaut his ‘Mech's
condition, Hide is a competent pilat who has honed his
shills ta tight against House Marik.
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Mass: 40 tons | & o o

(*hassig: Mather Tech 500 \

I'ower Plant: 240 Pitban - .

Cruising Speed: 64.8 kph. e T
Maximum  Speed: 87.2 kph ™, ﬁ“‘-x
Jump Jets: Model 9 Pitban ™. ' T
. -
.

—~—
" A Rxx
Jump Capacity: 180 m ™ \
Armor: StarGuard | : A -,
5 '\ .,
Armament: - - N N ~
Cine Armstrang Autocannon \ ’

Ona Randall Medlum Laser ™ \

-

ne Firestorm Flamer

Cna SparryBrowning Machine Gun ",
Manufacturer: MatherTechno Incorporatad
Communications System: Harford 2005

rargeting And Tracking System: Hartford TA10 RS
Iypa: WL 2-T Yulcan: . Tons \\

tonnage: 40Tans 40 \;‘

naernal Structure: : 4 b

I ngina: 240 Pitban . 115

Walking MPs: 6
Running MPs: 9
Jumping MPs: 8

lxat Sinks: 10 0 A
wrar 3 %
rozkpit; 3 h
srmer Factor: 80 5 b,
friternal Asroe 5,
: Swuctre Vaiue . y

Head: 3 8 ) \

Canter Torso: i2 . 10/6

Rt.fLt. Torsa: e B/4 _

RL/Lt. Arm: 5 - 6 ' N

Attt Leg: 10 . 10 ) :
Weapans and Amma:
lypg Lo, - Critical
ACS2 AT . 1 G
Amma (AC) 45 RT 1 1 '
Madium Laser LT 1 LA :
I'lamar RA 1 1 y ‘\
FMachineg Gun LA 1 5 i
Amma (MG) 200 LT 1 1 " )
Jump Jets cT 2 1 ‘.,H
Jump Jets RT 2 1 \
Jump Jets LT 2 1
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WTH-1 WHITWORTH
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Overview:

The Whitworth was first built in 2610 as a scout ‘Mech
intended to fill the gap between the light Waso and the
medium Phoenix Hawk Whitworth's devalopment P
gram soon produced a well-armed, versatile vehicla
Althcugh slower than other scout ‘Mechs, the Whitworth
mada up for it with the protection given by its excellont
Durallex Light armor.

The Whitworth was initially armed with Harpoon &
SRM launchers. Star League defense planners replaced
these with Langbow-10 LRMs en most madals in an ellort
to discourage MechWarriors from engaging the W
worth in closerange combat. Known to critics andd
admirers alike as the "Tin Woodsman", the Whiworth
sarved throughout the Age of War and then in St
League scout units thereatter.

Star League's death throes also brought tho
destruction of many Whiworths, senving as they did n
heavy combat zones. Survivars were quickly rocruiled
inta the farces of the noble houses that replaced the St
League, however. In the present Successzor Statos ora,
Whitworths continue te serve their units well,

Capabilities:

Though the Whitworth is samewhat handicappad .1
closer ranges, its longbow missile launchers awe i
excellent long-range capabilities. Its mass er ables it 1o
stand up in combat with "Mechs of 20 to 40 tors, and 1=
armor allows the 'Mech to take considerable purizhment.

The Whitworth lacks speed, however, and must often
be supported by lighter, faster "Mechs to Carty out its
mission, On the other hand, the Whitworih's jumgp jet
design is a good one, requiring little maintenance and
expanding the 'Mech's mobility considerably. Pilots may
complain at times about the Whitworth's sluggishnoss,
but its armor oftan makes up for the deficiency.

The Whitworth's legs are unusually slender, creating
vulnerable points in the leg actustors and causing iz
legs to tear laose occasionally during strenucus maneu-
vers, The Houses sometimes replace the legs with those
of ather "Machs, a bizarre-loaking, but eflective solution,

Battle History:

During the Age of War, the original, SRM-armed
Whitwonlfs wore often drawn into close-range combat
wilh larger "Mechs that invariably destroyed or badly
damaged them. This led 1o the replacement of the SEM
by the Longbow LHM 1o encourage fighting a1 less

devislating  ranges. The  leg-acluator problem also
eostod during the same poriod, but no major design

chaanges wore made because of the ready availability of
i lacilitios. Fow peopla dreamed of the Dark Age so
AN Lk U

Ponliy, Wiitwortlis are found mastly in House Davion
daned Hotewr Kurila forces, where tha 'Mechs are wall-
topuen e anad their pilots are invariably skilled veterans,
Wiutwintirs are mostly commanly used for reconnais-
e loren or for raids on wel-defended areas, and
A wiially doployed in association with Wolverines and
Phoctos Hawks, They also serve alangside "Mechs such
an Hitlemen and Warkammers 1o provide fire support for
feavy atlack forces. City defense and garrison duty are
ulhar comman assignmants for the Whitworth,

M wo most praminent Whitworth pilsts are rival
MuchWaniors on opposite sides of the Kurita-Davion
condlicl Indeed, the battles between Gavro Kent of
Diwvian's Sth Regiment, Syrtis Fusiliers, and Marco
Hidinan, of Kurita's 2nd Regiment, Dieron Regulars, have
bucame as legendary as they are bitter,

Faving each other across the frontiar, units of the
Iwi Houses have clashed repeatedly on the oft-can-
tostod Horgman's Planat. Recon forces of both sides
have bean used heavily there, constantly probing anemy
dolenses, and the Dieron Requiars and Syrtis Fusiiors
wole both assigned 1o a seetor where a massive
o agement took placa,

Peoviding missile fire for a leng-range duel with
Davion forces, Halman spatted his former friend's jungla
camoullaged Whitworth on a nearby ridge. Disobeying
orders, Halman advanced against Kent, leaving tha rest
ol his lance strung out behind him. The two "Mechs
appreached one another through a field of missie fire
foliowad by lasar fire. Though the Kurita commander was
angry at his scout 'Mech for maving out of line, he
real zed that his own posilion was in danger of collapse
unless he supported Halman's advanca. He therefore
issued the order for his Warkammers and Riflemen to
move out,

Meanwhile, Halman and Kent were engaging in a
furious melee, blasting away with lasers and pounding
wilh fists, Just when it seemed as though Kent had
gained the upper hand, having crippled ane of Halman's
arms and badly damaged his head, a SUpRarting wava of
Kurita Mechs swept over the combatams. Kent was
forced to retreat, leaving his hated rival alive.,

Although the Halman-Kent rivalry has drawn a great
deal of attention, other Whitworth MechWarriors are as
skilled and as notewarlhy, if not as famous.

Variants:

Besides the old SHK G-armead Whitworths, which are
extramely rare, no sinificant variations on the basic
design exist. Any cther madilicalions have been made

by individual MechWarriors or by small-unit commanders,
Notable '‘Mechs and MechWarriors:

MechWarriors Gavro Kent and Marco Halman

Gavio Kent was a promising young cadet at the Sun
Zhang Mililary Acadeny when he became acquainted
with Marca Halman, ancotlig novice warrior, The twe

became fast Aronds,  compnoling good-naturedly  to
bacome the Schools toep cadols, Upon graduation, the
pair senadd in Kunta's Hasalhague Regulars, pileting a

pair ol Wahwortis that were to become famaus, They
patticipatod honorably in numertous skirmishes against
Crvvicn and the Bandils of Ohadiah,

Then, duting a Kurita raid on the Davion-held world of
Llidora IV in 3028, Halman and Kent were ordered to
participate in an attack an the village of Morik, which the
Kurita  commander suspacted of harboring Davian
agents. When ordered to raze the village and kil avery
living thing in #t as a punitive measure, Kent refused to
participate in the massacre. Shocked al his friand's
behavior, Halman reported him to their commander, who
filed charges of insubordination against Kent. In a
subsequent violen! confrontation between Kent and
Halman, Kent nearly kiled his former friend, then
defected with his Whitworth to the Davion side,

Since then, the two MechWarriors have become
sworn anemies, battling with savage fury every time they
meet on the field. Serving in rogiments that reqularly
come in centact, their rivalry cantinues ta this day, with
neither gaining tha upper hand.




Mass: 40 tons
Chassis: Whitworth Type |
Power Plant: LTV 160
Cruising Speed: 43.2 kph
Maximum Speed: 64.8 kph
Jump Jets: Whitworth Jetlift
Jump Jets: 120 m
Armor: Durallex Light
Armament:
2 Longbow-10 LAM Launchers
3 Intak Medium Lasars
Manufacturer: Whitworth Company
Communicatlons System: Garret T14
Targeting And Tracking System: Garrol D2
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Type: WTH-1 Whitworth Tons
Tonnage: 40 Tons 40
intarnal Structure: 4
Engine: LTV 160 &
Walking MP'S: 4
Rurnning MF5: &
Jumping MP'S: 4
Total Heat Sinks: 10 0
Gyro: 2
Cockpit; 3
Armor Factor: 128 a8
el Ao
Slusire Wi
Head: 3 L*]
Centar Torso, 12 167
Rt./Lt. Torsg, 10 12/6
Rt./Lt. Arm; 5 12
Rt. /Lt Leg: 10 18
Weaponsz and Amma:
Type Logc Critical
LRk 10 RT 2 5
Amma (LAM) 12 AT 1 1
LRM 10 LT 2 5
Armmo (LRM 12 LT 1 1
Medium Laser H 1 1
Medium Laser RA 1 1
Medium Laser LA 1 1
Jump Jets RL 2 1
Jump Jets LL 2 1




BJ-1 BLACKJACK

— 5L

Overview:

General Motors' original contract called for the
production of "a medium BattioMech with insurge ney-
suppression and fire-support capabilities™ The result
was the Blackiack, a 45-ton "Mech armed wilh lasers and
aulocannon.

The preduction medel differad from early prototypes
in replacing the twin, arm-mounted GM | lashpoint
flamers with heavier but more reliable Class 2 Whirlwind-L
autocannon. This also required replacing the ariglnal Vox
225 power plant with the lightar GM 180, which reducad
the Blackjack's speed and endurance. Whitworlh jump
jets were added to increase tha "Mecl's mobility

Despite the fact that the Hlackjack fulfilod all its
production requirements and was a good midinm ‘Mach,
GM was not prepared far tha reaction Lo 0 Having
somehow developed a bad reputation, the Blachioeh was
rejected by both Star League and its MechWarniors, and
s0 production was cancelled after only a few yoars

Capabillities:

The Blackjack's main function was lo SUppHeEs/
destroy non-Mech insurgent forces that Began to appei
as Star League's authority was eroding. The ‘Mech
fulfilled its secondary role of fire support with only
moderate success, as its twin light autocannon were not
up to the task of blasting away at armored *‘Mechs. The
medium lasers provided mare firepower, howaver, Whan
used en masse by an entire lance or company o
Blackfacks, they proved guite effective,

Despite its poor recaption, recards of the Blackjack's
performance show it to have been a reliable 'Mach, The
one problem was that its joints had a tendency to attract
shells, much as did the autocannon linkage on GM's
other major 'Mech, the Marauder.

The Blackjack's only real drawback was fts bad
press, which claimed that the entire project was a
boondoggle because the ‘Mech's basic design was
flawed and unstable. It was said that the ‘Mech's narrow
footpads led to falls and reduced its mobility, or that the
Stargard || armeor was britfle and tended to fall off,
Though none of these claims were ever substantiated,
the Blackjack nevertheless soon fell into disfavor,

Battle History:

Used effectively but only sparingly by Star League,
the Blackfack continues in use among the Successor
States. It functions generally as fire support or against
infantry and small armored vehicles. Houses Liao and
Davion bave most of tha Blackjacks now in existence,
but use them only raraly, The Blackiack's bad reputation
obscures the fact that # can hold its own against
comparable "Mechs and is (ully capable of winning a one-
on-ong comkat,

The myth of the Blackiack's inferiority 1eceived a
blow in 3022, however, when the infamaus Kurita Captian
Mearcer Ravannion attempted to use his “horde’ taclics
against an under-strangth Davion garrison an the ice
world of Xhesha Vil Ravannion thecrized thal "Mach
warfare should be carried out by swarms of uliralini
Shingers and Wasps 1o attack and overwholm  the
heavier, but numerically inferior defending Mool
Havannion's attemptz to prove his thearies  wioin
uniformly disastrous, but his confidance in them was
unshakeable. The tiny garrison en Xhosha would il
for his obsession.

The Xhosha defense unit consisted of two [EETTRTH
nies of the Draconis Mareh Militia, equipped mosily witl
Locusts and Blackjacks. When hordes of Sungem and
Wasps burst from DropShips in what Ravannion hopiod
was an irresistible wave, they caught the Militia by s
prise. Freezing temperatures affected the pordommance
of "Mech equipment on both sides, particularly 1he
defenders' Locusts,

In the end, Cadet Captain Michael Ubodo's ‘oul
modad’ and ‘inferior’ bul heavier Blackjacks took 1he
brunt of the Kurta attack on the icy Plain of Swords. The
fighting was fierce. Driven by fanaticism, Ravannion
thiew his "Mechs into battle without regard for men or
mataorial,

Ubodo, a recent MAIS Training Cadre graduate
breveted to command of the Xhosha garrison, was baset
on all sides by the light, swift Kurita "Mechs. Remaining
calm, he utilized what little terrain existed an the
windswept plain, and met each Kurita thrust with a
counter-hrust from his outnumbered Blackjacks, then
personally led the counter-attack that broke the back of
Ravannion's assaull.

Ravannien withdraw his forces in disarder, and
returned homa “to further refing® his theories. He was
killed @ year latar in a fight with McKinnon's Raiders on
Falion Il

Hanse Davion persanally decorated young Ubodo.
The sight of the much-maligned Blackjack standing in
line for Davien honors alongside Marauders and
Crusaders has forced some critics 1o reconsider their
opinion of the WMech.

Variants:

Liag commanders are just short of contemptuous of
the Blackjacks in their regiments, and so no madifica-
tions have been attempted, much less the assignment of
Biackiacks to combat units.

Hanse Davion, on the other hand, was so impressed
by the Slackiack's shawing on Xhasha that he has begun
experimenting with new versions. One of the Davien
engineers’ first discoveries was that the Blackjack's
nstability is a myth. One Davion variant replaces the
dual autocannon with heavy lasers and also radically
increases the number of heat sinks. This necassitated
thir toinoval of fwo mediom lasers and some armar.
Another Thvion .I'”.I-!'.f-.j.-h.‘.rl. has I|-[J|.‘_tl’_;!2?|j the jump jets
wilh increased weapons and heat sinks, Though many
st weoll ot the flackjiock, it may scmeday have a
chance to redeem itsoll in House Davion's battle farce,

Notable "Mechs And MechWarriors:

Lisutenant Michael Ubodo

Ubodo is an intelligent, promising young officer,
alieady awarded a permanent commission and the
Davion Star of Bravery for his actions in defanse of
Xhosha, He now commands a recon lance of tha Deneh
Light Cavalry. Though his man were initially skeptical of
his youth and his Blackjack, The Arrow, Ubodo's easy-
going but efficient style of command has won their
raspect,

Lieutenant Ubodo is a great propenent of the
maligned Blackjack, and will challange anyonge  whao
criticizes it. He is just as fiercely loyal to his men and to
House Davion.




Mass: 45tons
Chassls: GM BJ-1
Power Plant: GM 180
Cruising Spead: 43.2 kph
Maximum Speed: 64.8 kph
Jump Jets: Whitworth Jedtlift
Jump Capacity: 120 m
Armor: StarGard Il
Armament:
2 Whirlwind-L Autocannon
4 |ntek Medium Lasers
Manufacturer: Genearal Maotors
Communications System: Dalban Micronics
Targeting And Tracking System: Dalban ACQ

Type: BJ-1 Blackjack Tons
Tonnage: 45 Tons 45
Internal Structure: 45
Engine: GM 180 7
Walking MP'S; 4
Running MP3: 6
Jumping MP'S; 4
Total Heat Sinks: 11 1
Gyro; 2
Cockpit; 3
Armor Factor; 136 8.5
irnrral Aror
Sucane [CTIE]
Head:; 3 9
Center Torso: 14 16:9
Rt./Lt. Torso: 11 15/6
Rt.fLt. Arm: 7 12

Rt./Lt. Le

: , A 4
Meadium Laser LA 1 1
Medium Laser LT i 1
Jump Jels RL 2 1
Jump Jets LL 2 1
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Ovetview:

The HCT-3F Halchetman is a very unusual 'Mech.
Built to provide covering fire, the 'Mech possesses a
Class 10 autocannen that provides accurate and deadly
fire at a distance. The Hatchetman's ‘hatchet' is a deadly
ool when used in city fighting.

The 'Mech's crigins are uncerain. Currently, the
Lyran Commaonwealth is the only Successor State to
praduce the *Mech. Nevertheless, rumors say that it was
dasigned by none cther than the enigmatic Dr. B, Banzai
and Team Banzai of the Fedarated Suns,

Commissioned into the Commonwealth forces in
3023, the Halchetman is presenlly used to supplement
units garrisaning larger cilics.

Capabilitias:

The Hatchetman sullers severe disadvantages if
employed in a frentline unit in open terrain. Its ight
armor and thin legs mako it very susceptible to wall-
placed shots. Though it has average speed, sometimes
itis not fast enough to elude pursuers in open country.

Tha Halchelman was designed to cover the retreat
of friendly forces out of a city. Once its allies have
deserted the city, the Hatchetman blends into the city
strests and play a deadly game of cat and mouse with
enermy Machs, The 'Mechs killer autocannon is well-
suited ta this task. Reliablo and efficient, the weapan is
placed in the "Mech's right torse 1o protect its workings.
The Hatchelman camies 20 rounds in two ten-shot clips,
much like the Federated Suns' Enforcer, which lends
credenca ta the rumors about Dr. Banzai,

The Hatchetmans hatchet is actually a hand held
club. The club makes the "Mech a slightly mare powerful
fightar in hand to hand combat. This stil does not
overcome the light armar and ganeral frailness of the
Hatchetman,

The Hatchetman's versatie Ares-8a battle computer
can track approaching AeroSpace Fighters and advise
its own MechWarrior how to direct fire at them. The
system's sensors are meunted in the globe attached to
the left side of the 'Mech's head. As it is heavily armored,
the ‘Mech is less vulnerable than it might appear.

HCT-3F HATCHETMAN

The most unusual featurs of the Hatchetman is its
gjection system. Leery of leaving their Mochs to
scavangers, many MechWarriors choase 1o remain and
die with their incapacitated machines, doubling heir
unit's loss. The Halchetman's rovaluticnary ajeclion sys
tem was designed so thatl the sjecting pilol conll sawve at
least a portion of his 'Mech Il compelliod 10 leme his

damaged 'Mech, tha pilot tlis his "Mech's hond boack
ward, then ignites rocket motars mounted andor e
hEEd. which disconnect the ontire haranil meennbily from

the damaged 'Mech. Having dumped it camginal paogram,
the battle computer contrels the two vanos ol the Lok of
the head, which can direct the heads ligld 1 com
puter alse works with the communications oy dom to Hid
acommand center ar other sate point near Inendly it
The rockets last only 30 seconds, bt bl G0 e
head enough so that the camputer or Moo lW a4 oan
guide the descent. As the descent resemibidion it ol o
falling rock, many MechWarriors Toave contiol 1o fhe
computar, Once over its destination, B waies show 1o
head enough to allow parachutas ta be wlensed o

landing, the head is ready 1o be mounled on anotles
machine body or back an the ariginal, iF salvaged [l
anly drawback to this ejection syatom i that he

wounded ‘Mech must be oither standing, koaaling o
Sﬂ.til'hg with its head uprighl, and e gl paadh sl i
free of obstructions.

Battle History:

The Hatchetman has laced enomy lces o only
ane battle thus far. To test the Comrmonweall fon s,
elements of Kurita's Fourth Proserpana Hunnam iided a
minar eity an the Lyran planet of Soveen Dolonding thad
city was Colonel Kesters battalon from the 26th Lyran
Guards.

Using his Hatchetmen as a diversion, Cokonal Kaster
managed o0 evacuate a hospital and unlversity complex
that was in the enemy's path. Then the battalion, many of
which were Hatchetmen, lured the attacking lorces inlo a
huge industrial park filled with towers, alleys, and dark
hiding places. For tear of damaging the factories, the
Hussars hesttated again and again whenever one of
Kesters 'Mechs presented itself as a target.

I was then that the Hatchetman earned their name
As enemy 'Mech units sought to flush out the Lyran
Guards, a Hafchetman would appear from hiding and
either shoot at point-blank range or cleave a "Mech in
twica,

Variants:

Rumors abound of a Draconis Hatchetman prototype
being tested on Luthien. Whether the Draconis Techs
can reproduce the unique ejection systam remains to be
seern, however. Ta prevent othet Houses from learning
the "Mech's secrels, all new Lyran Halchetmen are
equipped with a destruct system timed to explode if its
ayros tit or it any of its actuators are moved beyond a
ceartain point.

Cenain Comstar officials have secretly confinmed
thin huge, empty transparts fram the Federated Suns
have passed Sol on their way to the Lyran Common-
wiralth. Thay speculate that the ships will return with a
Wl foand ol Halchetmoen. Perhaps the Lyran Common-
weellh s bualeding thenr lor House Davion as part of the
tw pnct Baolwoon them, Davion's own 'Mech factoties
apge alearadly copseratiogg B Tull coapacity.

Notable 'Moechs And MechWarriors:

Llsiianant Hellimar Senton

Aominber ol Colonel Kestar's battalion, Lieutenant
Sanfon s tha tirst MachWarriar to get a confirmed kill in a
Hatehotowen, As his victim was an officer and because
e ‘Mach’s gruesome cleaving was captured on camara
by o bocal news team, Serton became a local hero.

MochWarrlor Malgathwan Selfrana

Another member of Colonel Kester's battalion,
Malgathwan got three confirmed Kills in the confines of
the industrial park on Severn. She accomplished two by
well-placed shots with her autocannan and the third with
the hatchet. Unfortunately, a lazer immobilized her
Halchetman, and she ejected. The Draconis Cambine
presently has her ‘Mech's body,




Mass: 45 Tons
Chassis: Chariot Typa |l
Power Plant: GM 180
Cruising Speed: 43.2 kph
Maximum Speed: 4.8 kph
Jump Jets: Luxor 270
Jump Capacity: 120 m
Armar: Durallex Medium
Armament:
1 Defiance Killer Autocannan
2 Defiance B3l Medium Lasars
Manufaciurer: Dafiance Industries of Hazperus 1l
Communications System: TharHes Thalia Hi-22
Targetlng And Trachlng S}"SIEII"I'. TharHess Ares-8a

Typa: HCT-3F Hatchetman Tons
Tannage: 45 Tons 45
Intarnal Structura: 45 (T
Engine: GM 180 7 T A Som—
Walking MPs: 4 i [»Lﬁ'm'
Running MPs: 6 =1l
Jurmnping MPs; 4 -
Heat Sinks: 14 4 '
Eyre: 2
Cockpit: 3
Armer Factor: 104 85
Iriterrral Armmor
Struchire Vala
Head: 3 B
Center Torso: 14 14/4
At./Lt. Terse: 11 14/4
Rt./Lt. Arm: 7 11
Rt./lt. Leg: 11 11
Weapans and Amrmo!
[yge Loc, Criical
ACHQ RT 7 12
Ammo (AC) 20 cT 2 2
Meadium Laser RA 1 1
Medium Laser LA 1 1
Jump Jets RL 2 1
Jump Jets LL 2 1
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Overview:

The Pheenix Hawk is a commen ‘Mech, a versatile
model produced in the tens of thouzands during the Star
League era. Orguss Industries, a manulacturer of the
similar Stinger and Wasp, crealed the Phoenily Hawk by
strengthening the internal structure of iis basic Stinger
chassis, which enabled the new 'Mach 1o support heavier
armor and expanded weaponry.

Capabilities:

Clearly suparior to its lighter cousins, the FPhoenix
Hawk also functions as a scout. fis armor permits it to
sustain combat sitluastions, and s aray of one heavy
and two medium lasers will give other medium ‘Mechs like
the Griffin and Wolverine a run far their money.

Tha Phoenix Hawk guickly became a slapla of Star
Leagus recon forces. Pilots liked 18 ease of handling,
and its spead made it well-suiled to raiding and scouting,
The Land-Air Mech version, constructed first in 2832, fur-
ther expanded the Phoenix Hawi's mobility by allowing it
lo also perform aerial reconnaissance and combat.

The Tek Tru-Trak targeting computer system was a
highly advanced pisce of equipment, giving the Phoenix
Hawis ranged fire a deadly accuracy. Since the destruc-
tion of the Star League’s major computer industries,
maintenance and repair of Tru-Traks has declined
considerably, as very few Techs have the specialized
knowledge to service them. In many cases, the complex
circuitry has simply been removed and replaced with
simple line-of-sight magnification systems.

The multi-channel Tek BattleCom communications
gear, which is heavily shielded to protect against baitle-
field imMerference, makes the Phoenix Hawk wel-suited
to a commandforward operations role. The swift "Mech
may also be qutfitted with jamming and ECM gear.

The PXH often serves in light regiments and scout
lances, and the LAM converible Phoenix Hawk often
plays a dual role in air and land "Mech units.

Batile History:

The most powearful of the medium scout "Mechs, the
Phoonix Hawk iz often used to command recon lances,
Lances led by Phoenix Hawks are kept busy probing
enamy defenses and manning advance bases. Though
attrition in these units is high, Phoenix Hawk pilots are
amonyg the most experienced and skillful MechWarriors.

PXH-1 PHOENIX HAWK

Early Successor Slata recon units cften consisled ol
three ar four Phoenic Hawks, plus one or bao St
Wasps, or Locusfs, Once the Phoenis Hawhs viduo as o
command vehicle was recognized, it was roossigned 1o
key leadership positions.

FPhoenix Hawk-led recon lancos proved invalinbilo 1
both sides in one of the many minor Koot Dosion
clashes. The encounter took place in tha Dok
Badlands of the mineral-rich planct Ponel W Tl tesr
of this battla was s9 harsh ard conveluteod el wiloe el
tracking gear of more conventionad Mo bin
rendered useless. When the reconnaissance vlemmnly
of Davion's Avalon Hussars met their opposte iinnlug, o
scouting force from Kurita's Galedan Floegular,
battle ensued. Where othar Mechs would luw hoan
halpless, the Phoenix Hawks and Wasps dorled odinbily
using thaeir jump jets to leap from ridogetop W ddiolig
The shielded BattleCom wunits  also
combatants well, cutting through the homey bew ol
radiation of the area, allowing commomlbng W hoop
control of their swiftly moving Mechs.

With the Davion force threatening W envelop 1he
Kurita forces, the Kurita LAM Phoens Dl wors alils
to save their embattled scouts, cwoopuneg I b, e
appearing behind Davien lines in BalleMec b modo |
Kurita "Mechs surged forward, catching Pravion inoa vion,
and foreing the Hussars to retreal wilh Boawy o

The Phoenie Hawk is usually oo ot for Loy
BattleMechs such as the Crusador or Thonibsbalf, bl o
recent clash between Houses Lioo and Davion an Lo |1
proved the exception. Conditions ware siinilar 1o thoug
en Ronel, with high rock ridiges Blocking the advanoe of
the Liao Crusaders and hgh raciation vatos crippling tho
communications. Moting tha ditficull comlitions for tha
enemy, Davion commandor Colones! Cannar Wilson sonl
in his Phoenix Hawks.

The PXHs fought o hitand run babils, uslng heir
jump jets to cear the rdges, and stoking the Crosacas
from above and bohind befora they could react. When-
ever a Crusader did manageo 1o lie ils missiles, it often
erippled  an altacking  Phoermx Hawk, and so Davion
casualies ran high, Nevenheless, his inspired use o
medivm Mechs against heavies blunted the Liao attack,
and helped the eventual Davion coumer-strike to drive
Liac from Lee Il allogather.

LRI

gl e

Varianls:

As oA scout 'Mech, the Phoenix Hawk has several
nofable wariants, including the previously mentioned
FOCM equipped and convenible LAM versions, Houses
[avion and Kurita have also developed thelr own
varkations on tha basic Phoeaniy Hawh-A,

Mo Divien PXH-D replaces the basic models twin
MO0 mochine guns with extra heal szinks. These
meraase he 'Moch's abilty to dissipate heat, giving it
gredter ondueen, Kurita's Phoeniy Hawh-K is an up-
anmned wersion of the basie model, replacing the M100s
wille o sl light laser, eliminating the jump jets, and
i roasng thie numbor af heat sinks, Though the -K
T s wll in combat, it is not a popular model
b e miany considor its lack of jump jets a major
b b witally resteection the "Mech’s mobility.

HMotabde ‘Mechn And MechWarriors:

M hWoneler Abrahlim Ibhn Faud

Wy 0 ooveed el b 1AM Phoonix H.'.IW-II.', the Moon
P, ave patcs ol s ol the Erdani U’th Horse
Pt ey ol Il vl cosirinnedeer [rnquemw aSSignS
Whien Aoy Plisiep (locoralach walh the Islamic star-and-
erancon) tor ovelights and aonial reconnaissance, then
ol nto baltle alongaida the main Eridant raiding
[iriiwmn,

ey Faud secopls this rough troatmaent philosophi-
cally, A dovoted Moslem, he spends much of his time
aluclying the Koran, whose teachings he follows to the
lotter. He will halt even in the midst of battle to face far-
oll Mecea {as it is on Earth, he must turn his face toward
thir sky), An able leader, Faud has several limes bean
breveted to lieutenant in arder ta command an impartant
mizsion. Though the rank has not yet become perma-
nant, Abrahim Ibn Faud remains a loyal MechWarrior and
alaithful servant of Allah.

Lieutenant David Kellam

The mission of Kurita's elite Might Stalker Ragiment is
reconnaisance, raiding, and terror, and Lieulenant Kel-
lam's lance is proficient in all three. Commanding from his
FPhoenix Hawk, The Knife, he almost never spezks save
in combat, and is known to have killed at least twa men in
duels. Mot much else is known about Kellam, except that
he has neither family nor fiends, nor does he mind.

Ruthless in combat, Kellam and The Knife have often
been the last sight seem by many an unwary Mech-
Warrior.




Mass: 45 tons
Chassls: Orguss Stinger
Power Plant: GM 270
Crulsing Speed: 64.8 kph
Maximum Speed: 37.2kph
Jump Jets: Pitban 2000
Jump Capacity: 180 m
Armor: Durallex Light
Armament:
1 Harmon Heavy Laser
2 Harmen Medium Lasers
2 M100 Machine Guns
Manufacturer: Orguss Industries
Communications System: Tek Battlecom
Target And Tracking System: Tek Tru-Trak

Type: PXH-1 Phoenix Hawk Tons
Tennaga: 45 Tons 45
Internal Structure: 4.5
Engine: 270 GM 14.5

Walking MPs: 6
Running MPs: 9
Jumping MPs: 8

Heat Sinks: 10 0
Gyra: 3
Cockpit: 3
Armor Factor: 128 a
Irihevnal ATy
Siructre [T
Head: 3 ]
Centar Torso: 14 295
Ri./Lt. Torso: 11 1604
At./Lt. Arm: ri 10
RtAt Leg: 1 15
Weapons and Amma;
Type Log, Critical
Large Laser RA 2
Medium Laser RA 1
Medium Laser LA i
Machina Gun BA 1
tMachine Gun L& 1
Amma (MG} 200 cT 1
Jump Jets RT 3
3

Jump Jets LT




VND-1R VINDICATOR

Overview:

Much Tike the old joke about the camal, the VND-1R
Vindicator is the product of compromisa and not inspira-
tion. As Capallan Confedaration designers created this
"Mech 1o fit as many roles as possible, it is capable of fire
support, point defanse, and offense, though only in lack-
luster fashion,

The First Succession War had proved disastrous for
the Confedaration, whao lost all but one of its 'Mech-
producing facilities. The remaining 'Mech plant, on the
haavily industrialized planet of Capella, was limited to the
praduction of '"Mechs of less than 60 tons. Also, becaluse
the Confederation had few materials to build 'Machs, its
angineers decided to build a 'Mech that was capable of
saveral roles, yet could be built with meager resources.

The Vindicator was designed and built in 28286, during
the lull between the First and Second Succession Wars,
Tha first Vindicators had machine guns mounted on their
left arms instead of the small laser =een on current
maodels.

Capabilities:

Despite its mediocre performance, the Vindieator
does have one great strength—Ceres Melals, Because
thizs conglomerate wields such great industrial might, it
can produce Vindicators quickly. Except for the Hessen
small laser, al '"Mech systems are produced on Capella,
Also, as new resources are rediscoverad in the Confad-
aration, the industriplexes can churn out tons of spare
parts. Thus, the Vindicator is one of the faw 'Machs that
can claim to have enough replaceament parts.

The Smasher PPC is 2 standard weapon, but the
cocling jackel that surrounds it deserves note. The
jacket possesses water intakes mounted around the
forward end. By dipping the end of the barrel in a lake,
river, or pool, the intakes draw up the water to cool the
hot innards of the PPC. The resulting steam exits via a
nozzle at the other end. However, it is often dangerous
for the "Mech to kneel motionless for ten saconds while
drawing water. Therefore, angineers placed three
additional heat sinks an the Vindicalor,

The engineers decided not to mount a PPC on the
Vindicators other arm, which would make the "Mech into
ancther Warhammer. It was not anly that the additional
PPC would have been a heat burden to the Mech, but

that the Vindicator also had to bo ablo 1o pick o wal

carry things.

Thea Jaguar missila S}l"EtE'J'I"I 15 a0 Bvatubme, long roanue
missile system. Created in a joinl Sian Coroen vl
the systam is named after the prodoter col ool e the
trapical planet of Sian. It carnes anough ammdion b
24 shols and iz mounted acymmelieally oo ha
Vindicators left torse behind oo ool i e
miszile system is extremely reliabli anad copubiln ol A fh
amount of abuse before it can be foroad o sl o

The medium laser is mountod oo the lall skl of the
Vindicators head, and is protected lwy o b b caibing
jadﬂet. ts mors sensitive COMpoonln are pw vipkEid
inside the head, which creates a bulyo i the oo b thet

makes tall ‘MechWarriors rather crampod
The protuberance in the cockpit hos e gl dled

in the deaths of several MachWarriors, Al wore afleippb
ing to eject from thair damaged Vindeador only I
aexplode as they emarged from the "Mochs’ bl 0 iz
thought that tha aejecting chair hits the Lo o g way
out, causing the chair's propulsion syulemin o wepluida

Engineers are prasantly attempling fo redeuign the laze)
and cockpit mof. Though not fast, the Ve aioe im0 jump
I:.‘Epﬂ.b'ﬂ and has 16 heat sinks to horcdlo e el b e
producad by jumping, The Windadods aonon aiangs
ment also received special atlanion Canylnyg  (HHE
armar than a Phoenix HHWR. thee Vi th safinr Disim uHHIi
overall protection, especially an tho roan o sl legs

Battle History:

The Vindicatar has become o cormmen sight 1 the
Capellan Confederation. Only  Lovinite Sifigere, &l
Wasps are mora plantiful. Boplocing ®Macha ol sl i
graatar weaight, the Vindoane allows Moche o be
reassigned to other units.

The planet Tikonowv is porhiapes e wiolsl saalgigant
a Confederation "MechWairion can pull Wis & diy and arnd
world, whose nights aro pitch blweode 10 wan hore sl

Vindicators tasted baatthe for e test thiow I BAA8 the
Second Succession Wiar butwoen e Capellan Conbed
eration and the Fodortod Soos won bawo yeais ol B
far, Tikonov had soon little action, an el ol T was
cecurring along tha border nearer e FProriphory

As ats first assignment, the 20l O hostopton |l

sanvas, a newly formed regiment, dress e gl

fah ol ganiison duly on Tikonav, They shared the duty
Wil e Bl Kearny Highlanders. Much of the Chestertan
Mesnives was outlited with Vindicators, with only a few
Eatit @i heavy ‘Mechs organized into separate lancas.

Wien he Federatad Suns' Znd Ceti Hussars
altarhed Thinov, the defending units fell back easily
liki thali delensive pasitions. The majority of the
Ehmelaiian Haserves ware employed in defense of the
Vil Tigelimlectrie plants at the city of New Hoover, The
Lol Hussare attempled to dostroy the power plants to
Histiiph he supply of alecticity to the major cities. Using
heavy all aupport, night assaults, and adillary bombard-
ment, tha Cetl Hussars triod five timas to ecrack the
ilwl=pi=iym ring. Each time, detonders thraw them back.
1 Hilwhar officers were al a loss. They knew that the
Vinidiaksr was a mediocro ‘Mech, but saw that in a
it e 'Mechs proved 1o ba remarkably stubbem. It
was furlng this siege that the Vindicator earned its
richianie of "Badger®, allor tho squat, stubborn mammal
tabiye o Tkonov,

Evantually, the Vindicalor' fenacious defense wore
dewn the attacking Hussars They withdrew, looking for
Hsklui targets. For their achons, the members of the 23rd
Lhestarton Reserves wore Inlor docoralad and awarded
4kl grants.

Varlants:

Vindicators have changued litle during their 200 years
il service. Attempts waone e 1o make the *Mech more
mobile by sacrificing somo anmor for additional jump jets.
However, the trade-ofl was disappointing as the lost
armor made the "Mach oo valnerable and the addad heat
tlocreased its fighting ability,

Some of these alteied Vindicators, dubbed “Aveng-
ing Angels”, are wlill used in Confederation reserve and
fraining units. It is expocted that they will be sent 1o the
scrap heap or sold 1o 'Mech families in the next ten
years,

Notable 'Mechs And MechWarrlors:

MechWarrior Michael Jones

Janes inherted his Vindicator from his father, who
was assassinaled in a political squabble. After suitable
revenge, Jones joined the 14th Si lves Armored
Cavalry. His Vindicator, dubbed the 51 hes' Blues, can
be recognizod by the large silver trumpet painted on its
chest.




Mass: 45 ons
Chassis: Ceresplex IV
Power Plant: GM 180 _
Cruising Speed: 43.2 kph  ——
Maximum Speed: 64.8 kph R Sy
Jump Jets: Anderson Propulsion 20

Jump Capacity: 121 motars
Armaor: Starshield
Armament:

1 CaresArms Smasher PPC

1 Sian/Ceres Jaguar LEM Missile Systam

hml-@gr@;ﬁ@g._hﬂedigm Laser s

¥ Hesgen Small Laser TR
Manufacturar: Ceras Metal Indusirios
Communlcations System: CeresCam Modal 21-Rs
Targeting And Tracking System: C-Appla Churchill

.....

Type: VND-1R Vindicator Tons
Tonnage: 45 Tons 45
Internal Structure; 4.5
Engine: GM 180 7

Walking MPs: 4
Aunning MPs: g
Jumping MPs: 4

Hesat Sinks: 16 &
Gyro: 2
Cockpit; 3
Armar Factar: 144 g
Intarnal Ammor
Struchira Value

Haad: 3 2]

Center Torso; 14 18/

Rt./Lt. Torsa: 11 16/6

Rit.sLt. Arm: r 14

Rt.Lt Leg: 11 18
Waapons and Amme:
Type Lo, Critical
LREM 5 LT 1 2 -
Amma (LAM) 24 CT 1 1
RRC BA 3 7
Medium Laser H 1 1
Small Laser LA 1 5
Jump Jels T 2 1
Jump Jets LL 1 5
Jump Jets RL 1 5
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CN9-A CENTURION

m

Overview:

The Centurion was dasigned and buil by Corean
Enterprises as an operational panner for the highly sue-
cessful Trebuchet. Producad from 2801 until the Corean
plant on Ramen Il was destroyed in 2845, it boasts a
powerful Luxar medium-heavy autocannon and two Pho-
tech B06c medium lasers, ane of which fires 10 the rear.
For long-rangs hitting pawer, it has a chassis mounted
Luxor 3R LRM-10. This cross-section of weaponey gives
the Centurion a potential damage curve that increasos
steadily as it nears its targat,

Unfartunately, many CN9-As have davalopod  dae
fects in their autocannon loading mechanisms. In IhrTY
Cases, it has been I"IECEISSE.Y}' la FP.-F‘:-'.-H:H the anhire
loader. As raplacement parts for tha Luxor autoeannon
become increasingly rare, Techs often replace the antins
autccannon with another make ar decide to mount o
different typa of weapans system in its stead. Mo rmatior
which alternative is chosen, it is an extramely
complicated and time-consuming operation, as the L uxor
system was custom-fit into the Cenfurion's chassis wilh
na room left for modifications.

Although the CN9 is a fine "Mech when in good
condition, the defective autocannons make its future
uncertain. In the future, Caniurions may adopt a varoly
of roles, depending on which refits they receive.

Capabilities:

The Centurion is best known for making slow, steady
advances. Because of itz autocannon and medium
lasers, the CNS prefers to attack at close range, where it
can do the most damage. With B.5 tons of armar, the Cen-
turion is tough enough to absorb a considerable amaount
of damage. Moreaver, its haat sinks allow it to keep Up a
vigorous assaul without danger of overheating.

The 20 autocannon reloads and 24 LRM reloads
make it possible for the CNS-A to operata away from a
supply base for short periods. Because of this and its
ability to move quickly and fire without overheating, the
Centurion s often used as part of 2 raiding lance,

The CN9 can also lay covering fire at long rangas,
However, it is rarely used in this capacity during major
engagemants because the launch rate of its LAM-10 is
too slow to be effective against multiple cpponents. In
smaller encountars, the LRMs ara vary effective, and the
24 reloads allow the Cenfurionto keep upthe pressure,

Battle History:

The formidable appearance of the Cenlurion's Luxor
autocannon tends to elevate the pilots confidence and
give him the feeling that he can blast his way thraugh
anything. This fighting spirit can often be a valuable
psychological advantage to a lance or company facing
sliff opposition. During the Battle lor Hoff, i1 was
MechWarrior Fadre Sing, not the company commandar,
who is cradited with leading the decisive assault on the
Eridani forcas at Azure Stone Mesa. According 1o olficial
reports, the young pilot became restless while his
commanding officer debated the rationality of a frontal
assault. Sing announced that he was "going over there (o
pound a few Eridani 'Mechs inlo spare parns® with or
withaut halp from the rest of the lance, He sel off across
the mesa and after a moment's hesitation, the rest of the
company followed, leaving the commander with mouth
naping. Under Sing's command, the company smashod
through the enemy ling and destrayed a wvital supply
depot, The spectacular suecess of the raid made i
politically dangercus to court-mardial Sing. Instead, he
and his Ceniurion were assigned ta 'an important post in
a frontier world,

In the Battle for New Mendham, Liautanant lan Grimm
distinguished himself and his Canturion by attacking and
destroying a Marauder single-handadly. Tha MAD b
bean punching its way through an office tower when the
building caught fire. The pilot panicked and startod linng
his PPCs wildly to blast his way out, By tha time the
Marauder cleared the fire, it was badly overheatad and
close to shut-down, Grimm saw it coming out and maoved
in to attack al close-range.

Grimm's Centurion was too close to be easiy hit with
a PPGC, and the Marauder was too hot to make wild shols,
so the MAD began kicking and punching, trying 1o pound
its aftacker into scrap. The CHN9 managed to move out to
aboul 60 meters and statted hammering away at tho MAD
with its autocannen and madium laser. The anly weapons
that the Marauder could effectively fite ware its two
medium lasers, but with its targeting systern malfunc.
ticning due to high temparatures, even those were little
use. In the end, the Centunon managed 1o blast through
the left-torse armor and hit the autocannon's magazine.
The explosian gutted the Marauder,

Variants:

The chronic difficulties suffared by the Luxor auto-
cannan have resulted in a wide range of variants,

The most radical variant replaces the madium-heavy
autocannon with a full-feature Luxar DDX-5 heavy auta-
cannon. To accommodate the additional two tons of
weaight, tha medium lasers have boen removed. The
rasulting "Meach, the CNS-AH, has a substantially higher
patential damage curve at close range. This variant
sufters from Iwo serious problems. It can only carry a
maximum of ten rounds for its heavy autocannon and it
must close 1o within 90 meters of #s target to be fully
eflochive. As a resull, this variant is uzually assigned Io
Uuiard duly around important installations, supply basas,
and Diropthips, where it has an ample supply of ammuni-
ton. I hmctions as a major component of storming

paartiog, whate close combat is the norm.
Anothar cammaon varianl replaces the autocannon
willi o heavy and one light Angst Ltype laser and adds

sinks 1o dissipate the additional heat
guridatedd 1 owr exiea lons of armor are alse added. The
Lyran Gommonwualth uses this modal quite often as a
ggurnary s Toy g Doy

Innumenaliba olhar varionts exist in small numbers.
MuchWanriors should be aware that when they meet a
Coptairani on thae battloliold, there s a very good chance
it 10wl st have standard WEaAponry,

foae ol

Notable 'Mechs and MechWarriors:

MechWarrlor Fadre Sing

This member of Woll's Dragoons achieved promi-
nence only briefly, but his charge on Haff epitomizes the
spirt of many Centurion pllots. By leading the assault
himsalf, he displayed faith in his own indestructibility.
Although his "Mech was heavily damaged by short-range
missila fire, he managed to push through enemy lines
and st fire to an enemy supply depot.

Sing's cument whereabouts are unknown. After being
reassigned to a frontier workd gartison, he left his unit
and disappeared.

Lieutenant lan Grimm

Grimm, a membar of the lllician Lancers, is a huntar
who is fond of stalking heavy "Mechs. In general, he has
been successful, though deep scars in his ‘Mech armor
suggest that victory has not always been easily won.
Already a hero within the Lancers, his raputation grows
with each new kill.




Mass: 50 tans
t:hassis: Corean Modal K¥
t'ower Plant: 200 Nisson _
Cruising: Speed: 43:2 kif o
Maximum” Speed: 648 kph ===
Jump Jets: None Lo
Jump Capacity: Naone ——
Armaot: StarGuard
Armament: — - - ———
1 Luxar D-Series Autocanncn i
1 Luxor 3R LAM-10 -
2 Photech 806c Madium Lasars
ranufacturer: Corean Enlsrprises
Communications System: Corean Transband-J9
rargeting And Tracking System: Corean B-Tech

Iypso: CN8-A Centurlon Tons
lonnage: 50 Tons 50
lilornal Structura: 5
upine: 200 Missan 8.5

Walking MPs: 4
Hunning MPs: g
Jumping MPs: a

fAulium Laser CT
Mudium Laser CT(R)

Flont Sinks: 10
[
Coch it
fomor Factar: 136
intemal
Sruciire
Head; 3
Centar Torsa: 16
Hi/Lt. Torsp: 12
HI/LL. Arm; ]
N/t Lag: 12
Vaapons and Ammo:
(R Lot i
A0 RA, 7
fanmea (ACY 20 RA 2 2
I 10 LT 2 5
fnmio (LA} 24 LT 2 2
1 1
1 1



Overview:

Created as a result of Duke Davion's imerest in
autocannons, the ENF-4R Enforcer performs as a mabile
barrage vehicle. In this key combat role, it will lay down a
fast and withering pattern of fire with its autocannon and
lasers, either as a prelude to an offansive or to blunt an
approaching enamy's aftack.

The Enforcer is based on ideas gleaned from detailed
plans of an unbuilt 'Mech design that Davion forces
discovered in an engineering library at Achernar. Though
those plans ealled for two medium lasers on the left arm,
Davion engineers discovered that the "Mech was structur-
ally strong encugh 10 handle a heavy laser inslead, This
praved a bettar weapon bocause the heavy laser's range
matches thal of a Class 10 autocannon. The Enforcer
was commissionad by Houso Davion in 2777,

Capabilities:

Besides being a barrage vehicle, the Enforcer can
also serve passibly as a trooper ‘Mech, Though it has no
hands, the Mech is a good brawler with good jump
capability. Ms front torso armor allows it to stand
exposed to attack for short periods, while pounding out
its own punishment. What tho Enforcer cannot take are
attacks to its rear torso, where its armar is waaker than
that of even some light 'Mechs,

The autocannon, built by government weapon warks,
iz an excellent large-calbor model. The weapon is
packed within a cocling jacke!, which doubles as
protection for its sensilive innards whean the "Mach is in a
brawl. The autocannan's massive recoil is also efficiently
controlled, which reduces the amount of "Mech shuddear
and permits the pilot to file his other waapons
simultaneously without worrying about his aim.

The only real problem with the mating of autccannon
and ‘Mech was, predictably, the feed system. Many an
Enforcer pratotype has its weapon jam. In some cases,
the jamming round exploded, blowing off the Mech's
entire arm and injuring the MechWarrior.

“As goed as the autocannon s, the Enforcers one
major flaw is that it can carry only ten rounds for it
Attempts o boost the number of rounds carried have
proved either unreliable or have slowed the Mech down.

‘To meet this problem, Enforcers use big, ten-round
clips that are easily slipped into and out of the Mech's

ENF-4R ENFORCER

back. If possible, a truck and crane system are parked
close to Enforcers during batile to allow quick reloading
of the "Mech's autocannan. il the battle is too mobile and
the Enforcer has no opponunities to reload, its pilot has
na optian but to mother his 1en shots,

In the hands of a good MachWartior, the [ rfomcer
can stand up well against almast all other "Mechs in one
on-one combat, Only those "Mochs whose aonor can
withstand more than two or three autocannon ofF e 1o
hits are too tough far the Enforcerta handlo alone

The Enforcer is also an excellont cily s Wik
pilot is familiar with the city, he can hit aod o many
times, returning to base o be relogaded whilo Hie Gy
force floundars about looking for him.

Battle History:

Used tthUghﬂm tha hlS:OF‘y’ af the Fedvtodd Do
the Enforcer has participated honorably ol
battles.

In the defense of New Awvalon, unattached § oo
were assembled into a sniper troop whoso puipose was
to harass the enemy as it marched through e doner ol
city of Selby. Though all these Enforcer waie ovontiinlly
hunted down and destroyad, it was anly alter hey 1l
inflicted much damage, buying the Davion loi o il
time to regroup,

At the offanse an Capra in the First Sawccesalon War
the Enforcers of the 2nd Crucis Lancors ae croiied with
laying down such a concentrated barrage of aboanion
fira that the opposing forces withiliw beloe  the
Enforcers had even finished. A minor legund Qrew Up
around thal engagement. Liculenant Coprll Sonnbwalbsiime,
commander of an all-Enforcer lance, was heard o il
his group 1o Tire "until your cannon glows, I noud be, until
it explodes!” According o tha slory, the leolenant's
autocannon did indeed stl o glow, amnd s evertual
explosion killad the prophatic ollicer,

Im the assault on Tannil in the Second Succession
War, Enforcers were doubly important. As part of the
initial graup of 'Mechs to diop oo 1he planat, they wera
respansible for selling up a secure perimeter within
which the remainder of the assault forces could salaly
land. After all the troops were down and assembled,
Enforcers then paricipated in the move loward the city
objectiva,

Variants:

In an effort to alleviate the Enforcers worst flaws,
engineers have bean attempting to up the number of
shells the "Mech can earry, Removing the small laser and
implanting another ton of ammo seemad the obvipus
route, The problem is that the linkages and mechanics of
sending a shell from the left torso ta the right arm is
extromely complicated, Even worse, the only way to
bypass the "Mech’s engine is to route the ammo leed
toward the back. Such routing would mean that even a
minar hit to the 'Mech's back would totally jam its
BT ISTRETITRTRTA N

Elotls are therefore now underway to rebuild the
Lnfotcors ontire lorso, using a newer and mare compaci
enginie Whalher this will result in a new Enforcer modeal
ol ncompslelely now "Mech design ramains to be seen,

Hotable "Mechs and MechWarriors:

MechWarrior Colin McBurnham

O poud Seotlish descent, Colin is well known for
cursing in Saoleh Gaelic during the heat of battle. His
Mo, tho fionochbun, is painted in his family's dark
oo, Twisn, and blue kil colors. Its unmistakable
dppicarance somolimes so intimidates  MeBurnham's
foae that ho can make an easy kill,

Coln's spocialty is cily fighting. He loves the tense
anlicipation of waiting for an oppenent to blunder into his
funsight. Cine tactic for which he is famous has him
hiing in a dark alley while a column of enemy "Mechs
passes by, Just as the last in line movas past, Colin
reaches out to grab and kill it, without 2o much as a
shout of scrape of metal. After the first such score,
Colin's regimental commander found it almest impossible
to balieve the man could kill so silently. In the next bat-
tle, he tagged along with Colin, waiting fer a demanstra-
tion of this extraordinary skill. Colin complied, impressing
as well as terrifying even his commander,

MechWarrior Sarah Nealson

Tall and beautiful, Sarah has eamed a reputation as a
fearless fighter who will stand up and face witharing
anemy fire without the least hesitation. In turn, her aim is
deadly. As a member of the Davion Heavy Guards, she
has had plenly of chances to demonstrate her devil's
eye,
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Power Plant: Nissan 200 4
Cruilsing Spaed: 43.2 kph

Maximum Speed: 64.8 kph |
Jump Jets: McCloud Specials —-

Jump Capacity: 123 meters i

Armor: Starshield = -

Armament: oy )
1 Federated Autocannan . =1

1 ChisComp 43 Special Large Laser “ta )
1 ChisComp 32 Small Laser By \ 1T A

Manufacturer: Achernar BattlaMechs N Mitia
Communication System: Achernar Electronice HICS-11 —— Rl | S L'yi'f
Targeting And Tracking System: Faederated Hunter Ry =t N\
/ Y [y \
<408 '
I I 1
T S—
K =
; 0 ke

Type: ENF-4R Enfarcer Tons '
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HBK-4G HUNCHBACK

Overview:

The HEK-4G Hunchback is a heavy-hitting fighting
vehicla, Sarving in medium and assault lances of many
regimants of the Successor Stales, it has earned a
distinguished fighting record. Designed in early 2572, the
Hunchback continues as a popular vehicle both in Housze
Lima and House Kurita regiments, It is also used
exlensively by House Mark armed forces,

Tha Hunchback is widely known for its streeffighting
abilties in the confined spaces of urban battles, With its
massive firepower at close range and its two heavy
batlle fists, it is more than a match for many heavier
"Meche.

Capabilities:

The Hunchback is armed for short- o medium-range
combat. At medium ranges, its combined armament of
two Ichiba 2000 medium lasers and its massive
Tomodzuru Typs 20 autocannen mount can rip through
even the heaviest armor. Al close ranges, the powerful
autocannon and the Diverse Optics Type 10 small laser
raka it very dangerous to attack the Hunchbark

From a defensive point of view, the MHunchback's
armar fits its tonnage class. The medium amount of
armor carried plus the immensa close-in firepower ensurs
that it will overcome many other medium ‘Mechs. Too
many MechWarriors, however, consider the Hunchback
a match for heavy "Mechs, only to find that its armor just
does not have the staying power for extended combat
with tha behemoth heavy models.

The 'Mach's maneuverability and heat dispersion are
also avarage for a medium machine. Unfortunately, its
large Tomodzury Type 20 autocannon creates so much
heat when fired that a pilot must take great care o avoid
buildup.

Battle History:

Dwring the Batlle of Pike IV in 3012, Right's Madium
Lance of Pasquasi's Battalion led the assault on the city
of Paramus, The two Hunchbacks of the unil wera first
intar the city, and began 1o tear apart the light 'Mechs left
as a serean by the 42nd Armored Lightning Regiment. As
Pasquosl's  assault lances came  charging inta the
cortral business district, they saw the two Hunchbacks
ol Hight™ Lance in a fistlight with two Crusaders. A third
Crusador loaned  drankenly  against a skyscraper, its
contor lorso shol throwh, Before Pasquesi's  heavy
Pochs could coma 1o the aid of the Hurchbacks, the
‘Mochs had  eliminatod  bath their  adversaries. Ona
Creewntey il a0 punched-in head section, and tha right
Iy ol e other had bean ripped off with a point-blank
S anron sl

Fharing the attack an New vaarsen in October 3021,
Houna Kunla's Fifth Galedon Regulars charged their
assonlt and madivm lances against the Davien defense
pasttion  oulside the fortified city of Twin Peaks.
Oirganizod as city-buslers for this campaign, the Fifth
Cinlodon unfortunately lacked enocugh "Mechs with long-
ranie puojoctile weapons, as the Kunta commander
nevor axpected that House Davion could set up an
aflon Tivar dolonse outside the city,

Ihe Hunchbacks and othar "Mechs of the Kurita
assall linces wers ordered to forea their way inta Twin
Paaka, but the charge was shomt-lived, Peppered with
Davion's leng-range missile and autocannon fire, many
Cinladon ‘Mechs were disabled befare getting haltway to
tho oty gates. Unabla lo return effective fire, firsl one,
then many MechWarriars turned their 'Mechs arouwnd,
and charged for the nearest cover. Tha defenders hald
I'win Poaks untl substantial Davion reinfarcements
arrived, then forced the Fith Galedon Requlas to
rixlraal.

Variants:

Because of the serious heat buildup associated with
use of the Type 20 autocannon, most variations of the
Hunchback design have dropped this weapon in favor of
smaller weapons systems, Some of thesa include SBM
six-racks, LAM five- and ten-racks, increased numbers
of medium lasers, and smaller autocannon, Indeed, a
variety of weapons varations exist throughout the
Successer States. Eliminating the Type 20 aulocannon
from the Hunchback makes it almost an entirely new
'Mech, Because of this, many wariors refer to a
Hunchback with no AC-20 as a "Swayback”, as removal
of the massive woapon totally altors 1he 'Mach's torso.

Motable "Mechs And MechWarriors:

Commandant lsoroku Kurlla

Cammander of the First Regiment, Sun Zhang Acad-
emy Cadre, lsarohu Kunta swears by the Hunchback and
wauld not considar piloling any othar. An expert in urban
"Mech combat, ha is Takashi Kurita's nephew. He is
presently mams of an instructor than a front-line Mech-
Warnior, howeser Diorohu D Loakon part in over 30 en-
gagements and doutroyed 22 ‘Mechs whila commanding
his  Hunchback, the Makumi {Cloud-Gatherer). For
axamplo, he spoarthoadoed the assault on the city of
Barnstabdo in the Fourth Battle of Harrow's Sun. In that
foray, ho sullerod head injuries when his Hunchback was
knockand down by the rubble from a building collapsing
nearby. While recuperating fram this injury, he was given
comimaed of a cadre regiment,

Caplain Shawn Phillips

Commander of House Liao's Phillips' Company of
Ling's Bantalion, 15th Dracen Regiment, Shawn Phillips is
a sorious and deadly MechWarrior in his Hunchback, the
Hedribwlion, Omphaned at a young age by a Davion
counterattack on his home planet of Lincoln V, he was
adopted by a sergeant in the repair section of the 15th
Dracon Regiment, which was then stationed on Lincoln ¥
for A & A.

Fhilips learned BattleMach combat from the ground
up, first helping 1o repair damaged ‘Mechs, then
rebuilding those destroyed but shipped back from the
front. Phillips built his own Hunchback from spares and
cannibalized parts, and so the design is wnusual. Tha
Type 20 autocannon has been replaced with two SHM six-
racks {15 shots each) and two arm-mounted medium
lasars, This mixed bag of weapenry has caught many
opponents by surprise over the years,




Power Plant: Missan 200
Cruising Speed: 43.9 kph
Maximum Speed: 83.5kph
Jump Jets: None

Jump Capacity: None
Armaor: Starshield
Armament:

1 Tomedzuru Auto cannon Mount Type 20

2 Ichiba 2000 Medium Lasers

{ Diverse Optics Type 10 Small Lasar
Manufacturer: Komiyaba/Missan General Industries
Communlcations System: Sony M5T-15
Targeting And Tracking System: Tacticon Tracer 300

Mass: 50 tons e /
Chassls: Kemiyaba Type VI

Type: HBK~4G Hunchback Tares
Tonnage: 50 Tons 50
Internal Structure: 5
Engine: Misson 200 85

Walking MPs: 4
Running MPs: &
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BT-5N TREBUCHET
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Overview:

Corean Enterprises constructed the Trebucher (or
Trenchbuckef) from 2780 to 2845 as a main-line medium
'Mech. With the long-range punch of its twin Zeus LAM-
13s and the short-range power of its three Magna Mk ||
medium lasers, the Trabuchsi is a dangerous opponant
at any range,

As it was never intended to operate far from ils
supply lines, the Trebuchet received only eight reloads
for each of its missile racks. This limited ammunition
supply can become a sericus prablem if the Trebuchet is
trapped behind enemy lines.

Capabilities:

The Trebuchet was designed first and foremost to b
a member of a lance. It was expected 1o perform two
functions: leng-range bombardment and close-range fire
support. While it was not possible to maximize both
functions in a single 'Mech, the Trebuchet Is a fine blend
of both.

The key to this 'Mech's success lies in ils ahility to
hit an enemy 'Mech before he can return fire. Although il
does not camy enough ammunition to cripple an oppo-
nent at lang range, it can 'soften up' the enemy. This is
useful against heavy "Mechs, such as the Marauder and
the BaitfleMaster, that lack LRAM racks of their own. To
compensate for their lack of long-range fire power.
Trebucher aro often assigned to serve in lances with
hezavy ‘Mechs.

The Trebuchet is equally ready to support the lance
in close-range combat. Its three medium lasers inflict the
most damage at ranges of 90 meters or less. Most
importantly, the Trebuchefs tan heat sinks allow it to fire
its three lasers continuausly while travelling at cruising
speed. This 'Mech can launch a formidable physical
attack against most opponents. Although lacking the
weight of a Warhammer, its punch or kick can be
crippling, particulary to lighter 'Mechs.

Battle History:

Throughout the Succession Wars, the Trebuchet has
fought with distinction. They have been involved in
nearty all major offensives.

The Batfle for Saffell in 2787 was one of the first
major campaigns foughl between the Federated Suns
and the Draconis Combine during the first Succession
War. Trebuchets bombarded Kurita fortifications, shatter-
ing most resistance even befora the main Davion column
brrgyain 1o roach tho walls

Hiowse Marik favors using Trebuchets with Archers to
produce crippling long range bombardments. They are
also used 1o complement Archers in close combat
bocause fhey hive similar shortrange weapanry. This
combination allows the lance to keep a tight formation
thraughout the buttle and prevents ane 'Meeh fram being
st and atlocked separately. This type of heavy-firg
lancer mosl ol conlaing an Archer, two Trebuchels,

and o errlucian | s used extensively for siage opera-
lisrin, ol 15 common lance  configuration with the
Hesggualinn Fligsusars

frobociel also play an imporant part in defensive
operatives Thing the defense of Suk 1l against a
Sloiner aftack i 2880, these 'Mechs helped Kurita
lorcen hokl Ihelr positions, despite being outnumbered
nearly wo 1o one Well-protected by the rolling terrain,
tha Kuritin commander refused to be provoked into
levaving hin delensive position to attack the invaders,
Alfor fonr wiwkes of skirmishas and isolated fighting, the
Steitn foroes attacked  in earnest to overmun  the
dotenive line Kurita Trebuchers fired volley after volley
of long range misslkes that destroyed many of the lighter
Lommaonwaealth ‘Mechs before they could closa with the
datandurs Those that did engage Kurita troops received
a blistoring hail of PPC bolts and laser fire. Losses Were
heavy on both sides, but the Steiner force had lost tao
many ‘Maochs during its initial charge, and was forced 1o
withclra

Varlants:

The Trebuchet has several alternate configurations.
Ihe most common is the TBT-8S, which replaces the
Zous LHMs with two Thundsrstroke SRM-Bs and aight
additional heat sinks, This 'Mech is an extramely
eftective close-range fighter against heavy opponents,
but it requires covering fire while closing with its targel.

Another variant, the TBT-5J, replaces the LRM rach
on the left arm with a 150-meter jump capacity and two
additional heat sinks. Dewveloped by the Free Worlds
League in 2850, this version produced mass canfusion in
the ranks of Liao's Chesterlon Reserves when it first
appedred.

Several other minor variants exist, consisting only of
one of two gxperimantal conversions.

Notable 'Mechs And MechWarriors:

Lisutenant Raj Sing

Sing is renowned as a survivor Commander of a light
fire lance in the 12th Star Guard, he has seen 35 years of
intense warfare and has sarved under four of the Succes-
sor Lords. He is a stoic individual who looks on war as
neither good nor avil, but the natural state of mankine.

Sing's ancient Trebuche! is noaring its end. Over two
centuries of abuse have made o prone to breakdown,
and one of its lasers has been damaged beyond repair,
Every battle it enters may be its last

Lieutenant Peter Chandler

Peter is the youngest membor of the famous
Chandlers of Tiber to gain a cormmission in the Regulan
Hussars. His mint-condition Trebuchet was a gift from his
father and family patriarch, Grogory Chandler. Young
Chandler is determined 1o uphold the family honor.

During a battle on Tellmann IV, he distinguished him-
self by pounding a raiding Thunderbolf into scrap after it
broke through a defensive perimatar and began Iooting.
He was heard to commaen! atterward that =it was only
what one should expect of a Chandier,"

Captain Wendy Chan

Chan has served tor five years with Richards' Panzer
Brigade. She is a reclusive individual, aveiding contact
with her fellow MechWarriars. Though she falks little and
smiles less, she fights well, which is how the Panzers
measure a warrior

Her steel-grey Trebuchet appears battle-worn and
shabby, but it is in perfect condition, as many opponents
have discovered all too late.




Mass: 50 tons
i:hassis: Corean Modal BC
fower Plant: 250 Magna
Cruising Speed: 54.0 kph
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Jump Jets: None
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Armor: Starshield
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2 Zeus LRM-15
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Overview:

Long the plodding workhorse of Successor States
ground forces, the DV-6M Oenvish has become the focus
of a great deal of attention. As the last 'Mech designed to
sarve the Star League in large numbers, its role on the
barlefield is as a poor-man's Archer. With its LAEM-10
and SAM-2, it can give gquick fire support whera nesded,
fresing larger 'Mechs for other duties. The Dervisi's jump
jets make up in mability what it lacks in armor.

Commissioned in 2520, the Dervish received only
one majer change over the years, the replacement of the
270 GM engineg with the present-day 275 Core Tek to
boost its maneuverability. Most Dendshes were made
before the dissolution of the Star League and so have
served in all cerners of the universe.

Capabilities:

Though the Dervish is primarily a fire-support 'Mech,
it can hokd its own in a physical fight against lighter
‘Machs. Much maligned as a dull fighting vehicle, the
Dervish does possess several noleworthy features.

The two sets of LRAM-10s are deeply embedded in the
‘Mech's torso (rather than exposed as on the Archer or
Crusader }, which ensures good protection for the missils
systems and controls. The Derwsh can carry twelve
rounds for each LAM missile system, which is adequate
for all but the most profracted battles.

The small twe-shot SRMs are completely self-con-
tained, along with their 50 rounds of ammunition, within
the "Mech's paddle-like hands. This placement allows the
SAM to be aimed quickly without having o mave the en-
tire 'Mech. In the event that the pilot does mun out of
ammo for his missiles, the Dendsi's two medium lasers
ensure that he will always have something to fight with.

The jump jels, originally an afterthought, have also
proved their worth time and again, giving the Dervish the
mobility to exploit the surrounding terrain and the oppor-
tunity of closing quickly with an cpponent. The jump jets
alzo allow the Denvish pilot a chance 1o hit the panic
button and jump his way out of a tight situation.

The Dervist's major drawback is its madiocre armaor.
It is well-armarad ancugh to handle the attacks of small
to madium weapens, but cannot cope with the increas-
ingly lethal weapons found on today's batlisfield. Thera
have been many attempts to upgrade the armaor, but they
have all compromised the "Mech's simple design.

DV-6M DERVISH

Battle History:

With its long history, even this ‘dullast of "Muechs has
had its share of glory and lama. Among theees mamonts,
none can compare with the story of b Whirling D
vishes of New Rhodes. In 2700, tha Dionconis invasion
forces had made their way desp into thee Feduated Suns
domain. The offensive had come so guickly Bl somes ol
the defenders were swept asida o bee cloall witly Tader 1

was New .|‘!\_"||'E_|l;'||'|I| the l;.-"!pﬁ.ll al W | oesdeionten Shiinis, il
Lord Kurita was after.

Mew Rhodes was one of thie plarsdy i Fuonla's peth
toward Mew Avalon. While the Combins lwosn ap
proached the planet, the officers of e 100 Avalon
Hussars had to make the difficall docrsion o ool e

of the planet's troops to the defense of Mow Avalon Chnly
a small guerrilla force led by Captonn Comnasd Wil winn
left behind on New Rhodes.

Taking 1o the thick forests surrouling e plaret s
capital, the guerrilla force of Dwrvedmrn el Lrforpene
concealed themseblves and winliscd  Whany elasresnile of
Kurita's 2nd Sword of ngl]l drosprprnd ontin Mevw THHole,
they wara surpriged and angry o disoover oo el
rasistance. In a week-lomg Binge, the Bt lrooge
rﬂughed up the population and destooge) W oty an o
substitute thrill.

Captain Warrent kopt o touch withy the olty oo
learned of a huge buildup ol lighily guoarded wonm and
ammunition,

Three days aftar the Sword ol Light's aoival, Caplain
Warrant and his men shppod Do e fovenl ot e g
river bordering the airpor Liokoowe 1o D, Bio opepeo
nents wearg at that worweed paradiogg el awesone
strength before the gathered but sullen popoloce. Just
as Captain Warrent's Dt cresid Tho water, he wan
immediately spotted and lrod upon by ogjuard

Realizing his own plans wora now awry, the Caplan
made a quick decision Explaming e odds, he gave
each man the chance 1o save himsell by ralreating. In
reply, all his men punched their jump buttons, setting the
river water 1o vialent churming., Broaking clear of the
river, the 'Wechs charged in among the piles of supplies.

The Dervishes wenl wild. Firing salve after salvo,
they aimed at piles of ammunition, choosing to ignore the
approaching enemy for the moment. As one ammunition
pile afler another blew sky-high, the population sent up a
cheer. Time and again, a Dervishr would emerge from the

flames, fire a group of missiles at an enemy 'Mech, then
disappear back into the smoke and heat. it took Lord
Kurita's force ten hours 1o finally track down and kill the
tour Denvishes and two Enforcers.

What it cost the Sword of Light, however, was the
loss of over a thousand tons of ammunition, and thou-
sands of spare parts. Though many believe the gallant
action might have delayed the invasion of New Avalon,
the vast resources that Kurita has at his disposal make it
unlikely. The one undeniable effect of the attack of the
Whirling Dervishes, however, was thal it boosted the
morala on both New Rhodes and an New Avalon, where
smuggled lapes of the evenl were broadcast.

Variants:

e number of Denvishes has been steadily de
crinsing, dua to battle losses of lack of parts. Only
Hemesn Cravion, with its BattleMech factory at Dorwinion,

Tars (e ke howe and materials to build new Denvishes.
Inedeesd | this Wechnical readout is based on the Federated
Shnis warsdon af 1he 'Weach.

e pronpect of losing the Dervish altogether s
resgretlibale bnil ol devastating to the Kurita, Marik, and
Ul imoos Mor doos Dovion's ability to produce faze
e anuch Wit does concern Davion's enemies are
s rescont reports ol brand now Denvshes fighting under
e Tlag of thie Lyran Commonwealth, which raises the
pomsibility of an enlarged alliance between the Common
wiralth and the Federaled Suns. The three are closely
sludying Lyran forces during any contact with them, and
hive mada capture of a Lyran Denvish a top pricrity.

Notiable ‘Mechs And MechWarriors:

MechWarricr Hap "Madman'' Carsburg

Something of a con man, Carsburg has seen his
share of jails. At times when the success of his elaborate
cons has made him rich, he plays the benevelent fool,
sporting ridiculous hats and carrying a sword. When he in-
evitably loses the money, he becomes dark and moody,
waiting for the inspiration to create a new scheme,

Carsburg fights according to his moods. When
happy, he is a team player using his considerable skill
with weapons to further the team's chjectives. When de-
pressed and meedy, he is a loner, at times endangering
his fallow warriors in the pursuit of some personal obses-
sion. Hap Carsburg has been court-martialled and he has
been awarded medals for bravery. His erratic behavior
has placed him on probation, but with counseling for his
wild mood swings.
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GRF-1N GRIFFIN

Overview:

The GRF-1N Griffin was first put into production in
2492, Considered a heavy ‘Mech early in its career, the
Griffir was superseded by heavier and better-armored
vehicles within & century. The design was popular,
however, and s0 the Griffin was kept in production but
downgraded to medium status. This ‘Mech may curmently
be found in almost every unit of the Successor States.

Though the Griffin was initially designed as on
assault 'Mech, its capacity was soon surpassed by mor
advanced weapons technology. For this reason, the
Griffin was given a new specialty, that of long-range sup
pottin medium lances, a rola for which it is well suited

Capabilitles:

The Griffis armament is limited yet powerful. s
hand-held Fusigon PPC can inflict heavy damage at lang
tanges. This, combined with the drum-mounted Dl
Dart LRM ten-rack, allows the Griffin to hit hard at long i
medium ranges. Unforunately, the Griffin s not
equipped for close cambat and must rely an other 'Machs
of its unit to provide most of the effectiva shart-range
fire. K is equipped with two massive battls fists in coaso
hand-to-hand combat is necassary, however.

One of the Griffivs special advantages is its high
maneuverability relative to its tonnage. With a maximum
speed of more than 80 kph and the use of its Rawlings 55
jump jets, the Griffin can ouldistance any haavier "Mechs
that might do it harm. &t is the CoreTek 275 fusion engina
that allows the 'Mech to achieve such speeds. Mara
massive and efficient than many heavier Mach enginos,
the CoreTek 275 Is the real reascn for the Grffins lang
and suceessful caraer,

By medium 'Mech standards, the Griffirs defensive
armof iz substantial. Howewver, #t must often confront
haavier "Mechs (in support of olther medium vehicles).
Bocause of this, two falss amor baffles have been
added 1o the shoulder assemblies of each arm an most
Griffins. These baffles give additional, yet limited, protec-
tion to the long-range missile drum and the headicockpit
area. Two other small armor baffles are located on the
legs, protecting the knee joint actuator assembly areas.

As with many other early "Mechs, tha Griffir has a
serious problem with overheating. Because the 'Mech is
fitted with too few heat sinks for its large-caliber
armament, a Grffin pilot is usually faced with the choice
of either firing or fleeing. In most cases, he cannot do
both without risking dangerous lavels of heat build-up.

Battle History:

During the Ninth Battle of Holt in 2067, madium
lances of House Liac's Marion's Highlanders engaged
elements of House Marik's Second Regulan Hussars.
Outnumbered and outgunned, Marion's Highlanders
nevaerthearless attacked the Hussars fonified positions,
taking heavy losses. The defenders singled out the
altackers’ Griffire for quick destruction, as their lang-
range fire support had permitted some initial success to
the other medium 'Mechs of the assault force, When the
allack was over, both sides had taken heavy Insses, but
the Marik defense line remained intact. The Liao forces
withdrew from the planet scon after,

In 3012, an inleresting Griffi-to-Griffin battle took
place in the tuing of Shimgata, eapital ety of Shiro 11,
botween elements of Wolf's Dragoens and House Marik's
defense forces. Two medium lances of Walf's Dragoons,
composed mostly of Griffins, encountered a similar force
of enemy units. As both sides called in reinforcements,
the Griffins wenl at each other in closs combat amid the
confining, debris-strewn strests. Body punches and
jump-kicks took the place of weapons fire when no one
could identity anemy targets in the melea. Finally, both
sides disengaged, more through mutual exhaustion than
defeat. Three Griffins had been lost on both sides, but
those sk damaged 'Mechs were taken by Wolls
Dragoons when the regiment finally occupied Shimgata in
force.

Variants:

The House Steiner medification is the only major
variant on the basic Griffin design. Steiner has replaged
the Fusigon PPC wilh one large laser and two maedium
lasers, and replaced the standard LBM ten-rack with =
five-rack. This new arrangement does nol help the
Griffin's inherent heat problemns, but it does provide far
less random damage because laser damage is mare
conslant than missile sproads.

Notable '‘Mechs And MechWarriors:

MechWarrior "Dropkick™ Darvin

A member ol (CHara's medium lance in House
Steiners Winliold's Ehrigyadla, "”rlf‘ﬁkiﬁk- Darvin Wabster
is famous far his ollen oolhardy close assaults in his
Griffin, the Hopalong Webster is skilled in the jump-kick

tactic of smuching his Mech into the uppar torso and
head of an apponeand, which s how he garnad his nick-
namo. Though tho mosouver causes damage to both

Mechs, "Tropkich” Lhanan has come out of most of these
His Griffin does have the
rssl potchod op lower lorso of any in Winfield's Bl'igaﬂ&.

Freaase sarr

confrontaticn: L ly ikt

MochWartlor Pars Stromsky

A membr of Bandit King Redjack Ryan's motley
Moch torco, Pors Stomsky is known dor his merciless
counbial utyle Thaere are many stories of hiz sadistic
pracice of kicking in the cockpits of disabled enemy
‘Mochs o enswre the death of the MechWarrior still
s Hedjack Ryan and his men excuse Stromsky's
infwrmin behavior, saying that he has becama mare than
halt mnchine himself, with both legs, one arm, and the
Hght side of his face now encased in bionic material.

Stromsky survived one of the greatest horrors a
MuchWarrior has to face, that of a cockpit burnthrough in
an ovirhealed 'Mech. Some warriors who know Stromshy
say that he tries to dastroy disabled MechWarriors out of
morcy, so that they will not have to bum as he did,
trapped in a disabled *Mech. Whatever the truth, both
Housae Kurita and House Davion have placed a high price
on his head.




Mass: 551ions

Chassls: Earthwerk GRF
Power Plant: CoreTek 275
Cruising Speed: 57.1 kph
Maximum Speed: 81.5kph

Jump Jets: Rawlings 55 !

Jump Capaclty: 150 m
Armor: Starshield A .
Armament: '

1 Fusigon Particle Projection Gannen

1 Delta Dart Long Range Missile Ten-Rack
Manufacturer: Earthwarks, Incorporated h 7 i
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J Z

Type: GRF-TN Griffin
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SHD-2H SHADOW HAWK

Overview:

When originally produced for Star League, the SHD-
2H Shadow Hawk wazs considered a multi-function "Mech.
The contract spacifically called lor a medium "Mech with
both long- and short-range weapons and with jump
capability. The SHD-2H filled a number of roles in the
military forces, from recon to attack. Hs diverse
armaments made it able to fit into almest any situation
where a "Mech might be needed.

Due to pressure plate difficulties, the armor plating
system on the SHD zeries underwant a major overhaul in
2580. The armor plates internally damaged the myomers
that contralled the "Mech's movament, especially in the
lower leg areas. The ganeral replacement affected most
of the Shadow Hawhs and their variants in tha field,
though some remain unmadified 10 this day.

Capabilities:

The Shadow Hawk is equipped with a number of long-
range weapons, including the Holy LEM and the
Armstrong autocannon. fs shart-range weapons are tha
Holly SAM and Martell medium laser, This combination
means the standard SHD can support lang- and shart-
range combat activities.

The Shadow Hawk's jump jet system provides it with
fimited jump capability. As it is rara for a largar "Mach 1o
support such a system, the jump jets do give the Shadow
Hawkan advatage in close combat situations.

The Spamow 300J lifa suppont system is considered
one of the most advanced, as it allows the MechWarrior
to operate his system in comfort for an average 30
percent longer than other "Machs of the same waight
class. For long battles or campaigns, this means a
gharper, mora relaxed pilot.

Finally, the Shadow Hawk is equippad with fully manip-
ulative hands that allow it to grasp in close combat. The
Lang hand actuator system was one of the mast powerful
available upto the time of the fall of Star League.

Battle History:

The Shadow Hawk has maniained one of tha bost
battlefiekd records of any "Mech in its weaight class. Even
at the peak of the Star League era, it was reconnized as
a well-balanced fighting machine

An example of the Mochs durability came o tha
battle for Hoan. In 2920, lorces of House Kurita's Legion
of Vega were dug in on the planat, trying to lrce out the
defending House Davion troopa. The Laglon had soeveral
lances made up mainly of tha SHE- DK vaanl so common
in Kurita-held space. Thesa lorces allacked several koy
Davion supply bases, taking houawvy losnes but inllicting
far more damage. The supply probdens causd by these
raids plagued the Davion troops throughout 1he rest of
their campaigns on Hoan.

The Shadow Hawi's frontal armwe dillicullies cost
House Steiner one battle against Noone Mark on the
planet Loric in 2971, Mark's ook Hogulan Hussars
were attempting 1o gain control of this water rich world
defended by Steiner's 121h Sk Guards,  Several
messengers guarded by a lance with two Shadow Hawhs
set off o relay a special sorlea of command orders.
When they were intercepted, 1ho Shadow Hawhka dug in
for a long battle. The amor prosswre plalus on the two
‘Mechs severed several of their Key suppart syslems,
leaving the two "Mechs unabla o mova This eventually
cast the lives of the Shadow Hawk pilols and the
massangar, and in turn lost Stelnor the batile ol Diggers
Pass,

House Davion suppis by lar the lnigest number of
Shadow Hawks, mostly of tha 20 conliguration, Several
units composed mainly of these units are assigned 1o the
Capellan March Militia and 1o the 42nd Avalon Hussars.
Elaments of Davion's elite ¥th Crucis Lancers also make
extansive use of Shadow Hawka, as seon In the batiles
for Lincoln and Moore in 3001 and 3010, respectivaly,

Housa Kurita uses the Shadow Hawk 2K variant
extensively in its 7th Sword ol Light regiment, Sun Zhang
Academy cadres, and in the Galedon Regulars, The
Galedon Regulars sent their Shadow Hawk unils against
House Steiner in the running battles for Alexandria and
Baxter.

Variants:

Tha two most common Shadow Hawk variants are
thosa of Davion and Kurita. Both Houses managed to
obtain stockpiles from the Lang Industries facilities aftar
the fall of Star League.

The 2D variant in use by House Davion reduces its
armor to add ancther Hally SRM and a medium laser. Alsa
added are an additional two heat sinks.,

The Kurita 2K variant replaces tha Armstrong auto-
cannen with a Donel PPG system. The 'Mech also carries
a total of 17 heat sinks, making it a deadly opponent on
the battlefield.

Motable "Mechs And MechWarriors:

Major Sargel Vang {Tha Death’s Head)

Currently assigned as a training Instructor  al
Davion's Maistmorn Academy on Doneval |l, Major Vang
has provad himself many times as a competent leader
and MechWarror, Though he bears several scars and a
total loss of hair due to encounters with The Black
Widow, he is one of the few to have survived fighting the
Widow twica.

MechWarrlor Celeste Rio

Celeste is assigned lo the fire lance of Hansen's
Roughriders, In a battle during a drop onta the planst
Shiloh, she tack out two AsroSpace Fighters before a
raugh landing an the planel’s surface, This has sarned
her a great deal of respect among several of the Housas.
The encaunter left her with a bionic replacemeant arm and
an even colder, uncaring edge to her parsonality.
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SCP-1N SCORPION

Overview:

When Brigaidier introduced tha Scomion Class, the
‘Mech received mixed reviews. As the first of tha four-
legged 'Mechs, it was called the "white elephant® of the
military corps. Troops dropped that nickname soon after
they fought in close quarters with the 'Mech, however.

The Scorpion was the dreamchild of Dr. David
Harrison, who projected thal a four-legged "Mach would
ofter greater movement flexibility in combat. Because it
can raise and lower its weapans, it it gets extended
range from them. Unforunately, the Scorpion proved to
be more of a target than a fire platform against
BattleMechs of the same waight class. As an infantry
support vehicle, however, it proved 1o be soffective
because it could move faster than most common tanks
and carry much more firepower,

Capabilities:

As the saying goes, "Piloting a Scorpion is like
strapping yourself to a raging bull.” 1t is true that tha SCP-
1N does not move as smoothly as a two-legged "Mach, A
rida will often toss tha pilot about vialently.,

The Scorpion doss not carry a great deal of firepower
because much of its space is allocated to control
devicas and to the special gyros that keep the 'Mach
funclional. Thesa gyres are so advanced that the ‘Mech
can move as long as two of its four legs are still func-
lioning. However, this also depands on the skill of the
pilot.

Tha "Mech's crab-like stance makes it stand out in a
battlefield. It moves like a spider and can pivet much
faster than other 'Mechs. The Scomion's specially
constructed heat sinks are distributed in all four legs,
allowing the 'Mech to vant nearly twice as much heat,
even when standing in shallow water,

The Anderscn Armaments PPC proved to be the
Scofpion's stinger. Many consider the sturdy design to
be the best weapon produced by the firm, Linked to the
Garret GRNDTRE 9 targeting and tracking system, the
syslem was particularly deadly.

When used against infantry, the '‘Mech seems to
have only one weak area, which is its underside. If
anamy roops can get a clear shot at the underside of a
Scorpion, the battle is soon over, The armor thara is
tather thin and does not protect many crucial areas,
including the eockpit.

Battle History:

The Scorpion’s history is tainted with stories of how
the middleweight ‘Mech falls so easily in fighting. Though
some of these stories are lrue, they do not provide an
accurate pictura of this ‘Mech's true capabilities,

Brigadier had two tacilihes =till functioning at the end
of tha First Succession War one in the Free Warlds
Laague and one in the Dracoms Combine. Meither lasted
vety long in the Second Succossion War, but the Scor-
plors produced beloro e dostruction of the facilities
are officially classified = St Loogue BattleMechs,

The Fusiliers of Oneste's Fourth Brigade used

Scomions during the baltle for Hassad against House
Liao. Throughout the <usuner months of 2925, the
Scompiors of the Fourdh Digade plowed through the
swamps of Hassads lowluuly, driving the Liao infantry
along before them. Ther vengue heat sinks performed

well in the cocl waters of the swanp, Wuring this average
‘Mech inte a very dangooous foe, Their advances lied
down nearly two full companies of Liso Guards,
eventually forcing the dolunduers 1o give way to a Marik
onslaught.

In 2844, the Fedemod Suns felt the sting of the
Scorpion on the planct Siyx Houso Kurila used several
lances of Scorpiors o diow the delenders of Lake Wia
into the open. Thinking the Scomvons 1o be easy targets,
the Davion boats moved i closely, as did several shore-
based "Mechs. The baitle lasted several days. In the
end, the Scompions won the day, though contral of the
world did not hinge on that single battla,

House Davion tricd the same tactic against Kurila
forces on Royal. Howoever, missile-armed infantry dove
under the Scorpions, loaning up their undersides and
destraying the ‘Mechs at very close range. Though this
tactic can cost many lives, it was very effective here.

By 3018, no House had a single unit composed
entiraly of Scomion Class ‘Mechs. Most of these 'Mechs
had been shifted to a support role, and even some of
those have not received needed replacement parts.
Most Scomion MechWarriors fear that their 'Mechs may
be scrappod ontiraly. House Steiner is already baginning
to scrap most of its Scarpions for needed repair parts,
The pragram is estimated to be complated by 3028, and it
is expected that other Houses will follow suit.

Variants:

There are several variants of the SCP-1N Class
"‘Mech. Mosl are house modifications that add saveral
plates of armor under the cockpit and other delicata

parts.
Motable '"Mechs And MechWarriors:

MechWarrior Wendall Puritan Il

Wendell was assigned 1o House Steiners Lyran
Guard when he was told that his family 'Mech, a
Scorpion, was going to be scrapped for parts. He was
offered a replacement "Moch, but he turned it down in
favar of becoming o mecenary. Currently, he is
employed with Smitheon's Chinose Bandits, which are
working for House Mok His Scorpion is in parfect
condition.

MechWarrior Regent Fyal

Regent is currently o lire suppont MechWarrior with
House Kurita's Pasht Hogulars. She has been in many
fights, and her Scogpon shows it Tha right frent leg has
been replaced four o, and e commanding officers
have told her that <ho will gt no more replacements.
Regent is an aveorage pilol who is the laughingstock of
her campany bocause of e ‘Mech's condition.
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WVR-6R WOLVERINE
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Overview:

The Kallen Industries® Wolvering represents a rela-
tively successful attempt to mamy speed with striking
power. A comparatively fast 'Mech capable of taking
considerable damage while remaining operational, the
Wolverine now serves in Successor State medium and
recon lances. Its long and impressive history spans both
the Star League and the era of the Succession Wars,

Capabilities:

The Wolverings Crucis-A chassis is both light and
durable, and the 'Mech is also equipped with medium
Maximilian-€0 armor. Early Wolverines were anmed with
only the Whirwind autocannon and a single medium
lasar, The Harpoon 6-rack SRM launcher was |ater added
to increase the "Mech's firepower at close range.

Criginally intended to provide a full 360-dagree firing
arc, the ball-turret mounting of the Magna medium laser
cannen is noteworthy, The weapon's traverse became
tastricted, however, when the shoulder-mounted Har-
poon and the Tek BattleCom electronics blister wera later
added on. A fire-interrupt circuit alsa had to be added to
pravant MechWarriors from damaging their own vehicles.

The Wolverine is one of the heaviest 'Machs to carry
jump jets, and the Northrup 12000 engines must labor
cansiderably 1o lift the 55-ton vehicle into the air. The
jump jets are thus prone to breakdown, farcing House
Kurita, for example, to serap the jets altogether.

The Woivering's value as a command vehicle is
enhanced by its Tek BattleCom system, a unit also used
to good effect by the Orguss Phoenix Hawk Well-
shielded and with a multi-channel transmitter and
taceiver, the Tek comgear is an imponant facet of the
Wolverine's success as arecon 'Mech.

As a fast, medium recon vehicle, the Wolverine does
not have impressive armor, which is as & should be. In
combination with the medium laser and SRM launcher,
the Whirlwind autocannon provides firapower adequate
to allow the Wolverine to cover its own retreat or to
support the advance or ratregt of other ‘Mechs. Despite
itz originally limited role, the Wolvering has proved to be
a versatila BattleMach, suited to many differant tasks.

Batlle History:

Wolverines are often deployed in recon lances to
perform  hazardous scouting misslons  into  heavily
defended areas, where lighter Wasps or Locuss would
be at a disadvantage. Along with other medium recon
vehicles such as the Charger and the Griffin, the
Wolverine has seen constanl service since the start of
the Successor States era.

Waolverines have served House Kurita with distinction
during many batles with Davien on Bergman's Planet.

Thera, in 2986, Wolverines of Kurita's Legion of Vega
clashed with the Phoenix Hawk and Stinger lances of
Dawvion's Denab Light Cavalry,

Captain Dale Smith of the Vegan Legion won special
recognilion while leading a raiding party of Wolverines
doop inlo Davion lerritory. Baset by the Deneb's more
nuiinis ‘Mechs, he conducted a series of skillful
fighting withdrawals, using his Wolverines' sUpenar mass
and lrepower fo defeat the faster and more agile enemy.
After mora than a week out of communications with the
main Kurita base, not only did Smith's company return
wilthoul a single casualty, but was kaded down with loot
arnl spare pans,

Porhaps  the best known incident invaling a
Werlvorine took place in 2932, during a hard-fought cam-
paign betwean Kurita and Steiner on Kimball Il, a planet
that had already changed hands a dozen times, Steiner's
Wolverdne-lad medium and heavy recon forces were
pushed 1o the limit, having to engage in raiding and

commando aclions in addition to their narmal scouting
dutias. During one such raid, the remains of three recan
lances of Sleiner's Lyran Guard, under the command of
Captain Lisa Morgan, were sant on a hazardous night

mission 1o destroy a key Kurita com centar, The unit
consisted of six Wofverines and three Phosnix Hawks,

Unfortunately, Morgan found the objective heavily
guarded, and her unit was soon under attack by two full
Kurita heavy assault companias. She ordered a retreat,
bul found the escape rowte blocked by a pair of Marauder
lances, Leading the Kurita ‘Mechs was Captain Yuri
Karlevski, pilat of nothing less than a BattleMaster, the
most dreaded of all ‘Machs,

Fefusing to consider retraat, Morgan threw her
company against the Marauders, desparately hoping for
a breskthrough. Though they fought savagely, Morgan's

Woiverines were cdearly outmatched. As the pursuing
heavy 'Mechs moved in and Morgan herself was being
battered to pieces by the nuthless Karevski, all seemad
lost. Then fate intervened on Margan's side,

Her *Mech toppled, with ane arm and one leg crippled,
Morgan watched as Karlevski prepared to daliver the
coup de grace. In a last act of defiance, Morgan hit her
SBEM fire switch, discharging the last spread of missilas
at point-blank range. Al six missiles struck the Battfe-
Master in the head, blasting its cockpit to scrap and in-
stantly killing Karlevski. With their command sammunica-
tions distupted, the remaining Marauders fell back in con-
fusion. Meanwhila Morgan and her surviving Wolverines
gathered up the damagod BattfeMaster and escaped,

Karlevski's BattteMastor, the Crar Paler, was re-

pairad and awarded to Caplain Maorgan, and still serves in
the ‘Mech forces of Housa Stainer,

Though the Wolverne has expanded its duties con-
sidarably beyond its original scouting rale, most of its en-
gagemants are lass coloful, routine scouting missions,
raids, or battles with athir rocon units, The Wolverine
also packs enough liopowar for use in support of heay-
ier ‘Mechs or even 1o altack positions held by infantry or
lighter ‘Machs
Variants:

Besides the standard  Wolverine-A, House Kurita
employs a vl whose tioublesome jump jets have
been replaced by adilitional armor. The Whirlwind cannon
has also beon roplacod with one heavy, one medium, and
one light laser

Less radical s Hovse Marik's Wolverine-M. It retains
the jump jols, weplaces the autocannon with a heavy
laser, and adds a medium laser,

Most Successor Lords, however, seem eontent with

the basic Wolverine design, and few other variants have
bean tostad

Motable "Mechs And MechWarriors:

MechWarrlor Lib Argust

Filot of a Wolverine in Norman's Recon Lance, Dins-
dale’s Battallion, 4th Tav Ceti Rangers of House Liag,
Argust is a likable individual, whose Wolverine bears
numerous battle honors. She is alsa an excellant athlats,
especially skilled at rudder-bat and basketball. Her com-
petitive nature is wall-suited to 'Mech combat, making
her a first-rate recon pilot, with a never-say-die attitude.




Mass: 55tons

Chassls: Crucis-A

Power Plant: Core Tek 275
Cruising Speed: 54.0 kph
Maximum Speed: 86.4 kph
Jump Jets: Northrup 12000
Jump Capacity: 150 m

Armor: Maxmillian 60

Armament:

1 Whirlwind Autocannon

1 Harpoon-6 SEM Launcher

1 Magna Mk 1l Medium Laser
Manufacturar: Kallon Industrias
Communications System: Tek BattleCaom
Targeting And Tracking System: Garrel T11b

Type: WYR-6R Wolverine

Tannage:

Internal Structure:

Engina:
Walking MPs:
Running MPs:
Jumping MPs:

Heat Sinks:

Gyra:

Cockpit:

Armor Factor:

Head:

GCenter Torsa:
Rt./Lt. Torso:
Rt.rLt. Arm:
Ri./Lt Leq:

Weapons and Amma:

Type

ACE

Amma (AC) 20
SEM B

Ao (SAM) 15
Medium Lasar
Jump Jats
Jump Jets
Jump Jets

55 Tons
275 Core Tech
5
a
5
12
152
Felgrnal Amor
Sructye Vabig
3 a
18 20/8
13 20/6
g 16
13 16
Loe, Critical
RA 4
RA 1
LT 2
LT i
H 1
RL 2
LL 2
oT 1

Tons
55
55
155
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DRG-1N DRAGON

M

Overview:

In the first years of the Kerensky Protectorate, the
lackluster periormance of the aging SHD-1R Shadow
Hawk against newer designs made apparent the need 1o
replace i In a major contest, the Luthien Armor Works
submitied its Dragon design and promplly lost the
contract to the upgraded Shadow Hawk, the 2H.

Amazed and angered, the owners of Luthien Armar
Warks went ahead with production of a slighlly less
powerful Dragon. This design carried a Class 2 Victory
autocannon on its right arm instead of the mora powerful
Imperatar-A. It was this Dragon design that House Kurita
privately commissioned in 2754 as the basis for the
Combing's private army until the dissolution of Star
League.

Capabilities:

With its high speed and better-than-average fire-
power, the Dragon is intended as a close assault vehicle.
In stagnant battles with litle or no movemant, Kurita
commanders often hold the Dragon in reserve until they
discover a weakness in the enamy line, They then further
soften this weakness with bombardment, troops, or
tanks until & erack in the enemy ling appsars. Al this
point, the Dragons are turned loose 1o rush through the
gap and exploit the advantage,

The Dragor’s design serves this purpose well. The
"Mach's overall squat shapa makes it both a small target
for waapons and a difficult apponent to knock to the
ground in a brawl. The "Mach's thick-armored torso,
especially its back, also gives the Dragon the ability to
take punishment when surrounded by the enemy, a
commen occurrence. Even the normally delicate
autocannon is placed within a thick protective sleeve
that absorbs some of the shock when the Dragon
punches with thal arm.

Carrying 24 shots for the LRM system and a whop-
ping 40 rounds for the autocannon, the Dragon is amply
supplied for sustained battles without reloading. In the
event a Dragon does run low on ammo, the medium left-
arm laser ensures that the MechWarrior will always have
another weapon to fire. The second laser also buys it the
healthy respect of ‘Mechs trying to approach from rear.

The efficiency of the design has one drawback, how-
ever. Some Dragon piots becoma so overconfident of
their "Mech that they often risk themselves and their

machines unnecessarily by confronting  heavier oppa-
nents such as a Jewus of a Warhammer, Some extra dis-
cipline usually curas surviving warriors of this Biad hakit

The Dragon also proves isoll uselul detonsively.
With its large ammo supply, it con lay down a good pat-
tern of fire and hold a propared  position against
approaching 'Mechs.

What the Dragon doos nol have ae rolinbla hip
actuators, The miftary brass dirogarded enginaserng
reports calling for a heavier aclualal sl in towiar of o
cheaper actuator mada on nealby Luthion Aooa rosull,
the Oragon can suffer from Fsuamryesd v Bearingg s,
requiring fraquent overhauls of the hip asunbly

Battle History:
As the Oragon is manufactured on Eothien, capulal ol

the Draconis Combine, the other DHuecassor Slabes can
do little to halt its production. Tho anly facio ilhal olivye
the output of this "Mech design is tha dulay comed by

the need to import its chassis and com yslamn

A company of approaching Kurla Diagons s oo
commoen sight on Successor Stale butilafiehds  The
ruling Kurita family, especially the curen lisrel | abanhi,
has been raarganizing its rogiments by placiog heovy
Machs lke Warhammers and  aitletModars with ha
mora plentiful Dragons. Tho older Mechis aia (e it
togather into separate unils, which ko fhen sasier 1
maintain and more effectiva in Tudlle

A battle fought as recontly as 000 lusliatens the
role the Dragon plays n Lowd Kuritn's service When

House Steinar began 1o uncarth lage amonnts il higgh
grade diamonds ascantinl for e s st of
BattleMech armar an the ol i Coommionw eatth wiorkd

of Phalan, the Draconis bians docidad o dispiatch the
ath regiment af tha Hasalhogua Flosgguilises o tha ploned,

Oinpa there, they waore Lo uedan Fo forr anened Tk e ey
mined diamends, thon destioy e et T Second
Battalion, "Burtan's  Diretwenthers®,  was  compsod
entirely of Dragons while (he othor twa battalions were
masthy light 10 medivom Madchis

Unknown to the Kurla stitegisls, Housa Slainer's

22nd Skyo Hangors woro alo using Phaan for maneu
vers, Though mannod by green MoechWarriors, most of
the reqiment's “Machs were heavy Warhammers and
Archers. Maroovaer, the approach of the Rasalhague
Raqulars was tracked by Lyran pickel satellites, which

gave the Rangers plenty of time 1o prepare. When the 9th
Regiment hit the ditt in and arcund the city nearest
Phalan's mines, the Fangers were able immediately 1o
repulse them. Then, in an assault on the mining camp,
Kurita's "Mechs were again rebuffed by a concerted
effort of Lyran "Mechs and local air support. The Combine
commanders guickly decided thal the city, with its ware-
house filled with diamonds, was the Regulars' bast bet.

The attack resulted in a sziege, with the young
Rangers halding an island in the middle of a lake whera
the planet's cache of diamonds was warehoused. Luckily
for the 9th Regiment, the main bridge linking the island
with the rest of the city was still intact.

They did not use the bridge, however, Percaiving a
weakness on the far side of the island, the Kurita first
and third battalions launched a diversionary attack using
the bridge. In the meantima, Burton's Firebreathers
waded through the lake and biasted through a high
concrote wall. The Firebreathers were in and out with the
dinmonds bofora the Skye Rangers could make an
uffes Vive counter-attack.

Varlanis:

A major varian on the Dragon design, known as the
Crand  ragon, has  appeared recently.  Inspired by
Takashi Kurta's dosire for a more powerful "Mech,
Combing endinoors have devised changes that make the
{aeeyran avan more learsome opponent.

Hoplacing the autecannon on the right anm is a Lord's
Thundor PPG. Another medium laser takes the space
wacated by the autocannon ammo. In an effort 1o
campensala for the extra heat generated, two more heal
sinks were added. As the Grand Dragon has yet o be
batla-tested, no one is cattain of how it will perform with
its axtra heat burden,

HNotable 'Mechs and MechWarriors:

Lieutenant Leon "The Orater” Gambetta

As a lance commander in the elite 2nd Sword of Light
Regiment, Gambetta's reputation as a taclician has
spread throughout the regiment. His ‘Mech, painted in
city camouflage colars, is often assigned to lead the
charge against heavily fortified positions.

That a MechWarrior wha has led so many dangerous
missions should live to the age of 53 is unusual. That he
should alsa be known as kind and considerate, with great
concemn for his men, i= evan more unusual in these
dangerous times.




Mass: 60 Tans
{hassis: Alahain Type 56-60H
Power Plant: Viar 300
Cruising Speed: 54.0 kph
Maximum Speed: 86.4 kph
Jump Jets: None
Jump Capacity: Mona
Armar; Starshield
Armament:
1 Tekos DecaClustar LRM Missile System
1 Imparator-A Autocannon
2 Victory 23R Medium Lasers
Manufacturer: Luthien Armor Works
Communications System: Sipher CommSys 3
Targeting And Tracking System: Eagle Eye SY10-10
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Type: DRG-1M Dragon Tons
Tonnage: 80 Tons &0
Intarnal Structure: &
Engine: Vlar 300 19

Walking MP=: 5
Running MPs: B
Jumping MPs: qQ

Haat Sinks: 10 o
Syro: 3
Cackpit: 3
Armor Factor: 160 10
Itovnal Ammar
Stuciure Vakwe
Head: 3 q
Canter Torsa: 20 27z
Rt.fLt. Torso: 14 163
Rt./Lt. Arm: 10 14
Rt./Lt. Leg: 14 18
Weapons and Amma:
Tvpe Loz, Critical
LRM 10 CT 2 &
Ammo (LRM) 24 LT 2 2
ACIH RA 4 g
Amma {AC) 40 RT 2 2
Medium Laser LA 1 1
Madium Lasar LT (R} 1 i



OSR-2C OSTROC

Overview:

Ostmann  Industrie, a Solbased arms company,
preduced its Ost Class BatlleMechs from 2500-2700. All
three designs were estremely successiul,  alhough
limited production facilities kapt their numbers low.

The Ostroc was the bestknown of Ostmann's
walkerpod designs, effectively balancing the Totsch-
lagen 4-rack missile lavncher and Ostmann's well-
designed Fuersturm heavy and medium lasers. In spite
of its rarity, the Ostroc was considered a quality 'Mach,
and performed wallin battle,

Capabilities:

Intended primarily for urban defense, the Ostoc
duplicates the familiar walkerpod profile seen in the
heavy Statker and Marauder 'Mechs, and the low silhou-
ette of the UrbanMech. This makes it a difficult target,
especially when ohscured by buildings or trees.

The Ostroc saw service primarily in the Terran
sector, where it was assigned to local defense garrisons.
Cccasional units of Ostrocs were shipped out for combat
on the frontiers of the Star League, however, paricularly
during the Age of War, during Star League's final days,
and during the first Succession War.

The Ostroc is an eflective medium 'Mech, fast, wel-
armeored, and well-armed. ks short arms are a handicap
in close combat, however, and the otherwise excellent
Fuerstrum lasers are easily damaged by the shocks of
hand-to-hand combat. In other respects, the Osfroc is a
utilitarian "Mech suited to many roles.

Battle History:

The Kurita Ostroes ara found mostly in the Home
Defense Garrisons of the Peshit Regulars, and are
assigned to protect the cities of the inner Kurita Sphera,
primarily in the Luthien, Ozaws, Unity, and Sawyar
systems. Kurita Ostrocs sea little service, but a recent
raid on Unity by the bandit forces of Helmar Valasek of
Santander pressed the Urban Defense Lances of the
Pesht Regulars into unfamiliar service.

The bandits were intent upon capturing supply
caches in the city of Marbury, which was defended by
two companies of UrbanMechs and Ostrocs. The Kurita
MachWamicrs engaged in classic city-defense tactics,
splitting up and sniping at the enemy Shadow Hawks and

Crusaders, using buildings as cover. As usual, it was a
hard-fought battle, but Kunta's local superiority, com-
bining two and three Osirocs against isolalod bandi
‘Mechs, finally lorced the enemy out of the cily.

Tha Ostroc also functions well as a mediom scout. In
3029, for example, Ostocs on Yance | opovilid it
data to Davien raiding forces. The numarous Kunka
Stingers and Wasps caused paobloms lor the ©0lioes,
but in one-on-one combal, the Claroce clealy ol

malched the lighter vehicles. FKonla TAMY cpnabing i
dual airfand lances, were finally cmployed arains Hus
Davicn scouts, but the Ostrocs Lees proidod good
anti-aireraft fire, shooting down sovoral Kot B b
ThI'CIIJgh heaw fighting_ the siiv Fllll'.'ll'cl'll wilal Tealilio
data 1o the regiments they supponed. ployineg o bey roba

in tha success of the Davion attack

Osfroe lances also serve Hooae Dl andd dhiota
aSSiQI’IEd to urban defense in the Clhwesdietion | laneiyiin
have fought well, particularly gm0 Barik akd
3022, Elements of Smithsons  Clanuso
mercanary unit in the service ol Flouae Barik, ool
an the Liao eapitol in a daring rald o e hoart ol tha
Capellan Confederacy. The showr auduc ity of e iy
took the Liao forces bl'l' SUFpIIt, cd B odlican i
himself crganized the detense

After initial suceess. e Hondis saebidoaly Lol
themsehtes beset by the CrRadrowt b 1 lao's
Resanvas, which pinned them down i e city ol Syl
while Liao bl‘ljught in retnforconents W mevst ol |||.,|\,-.r|
Ligg regiments an the way, ol nnabida toomakas ho Wiy
against the stubborn Chafrods, the Blae o Tall tick on
their DropShips, then lelt the wysboon Bhele aorpse
attack had failed, duo i Liyge Jrart i hiat Topanily al
Ostroc BattleMech.

Loheatilasibiosn

Variants:

Some of the nnne
imelude LRMs roplwcing S0, a thid ooy Toser e
placing the two modivms, aod wvon a Wb s perimaental
modal with jurmp el adidad Thoughe sl thesae models
show pramisa, nome are anpecinlly oumaroos and the
original design reenain e ok Coninn

wtations o Ostroe clesiogn

MNotable "Mechs And MechWarriors:

MechWarrior Thomas Reeves

A veleran member of Liao's Chestarton Heserves.
Reeves” dulies primarily involve the defense of Liag's
vulnerabla cilies. He has a pleasant and unassuming
manner, and is skilful in his duties. His Osfroc is well
maintained. What no one suspects is that this friendly
young MechWarrior i1s a Davien agent, planted in the
inner ‘Mech units of House Liao to gain information abow
tha workings of the Capellan Cenfedaration’s military and
lhe current dispesition of defense garriscns,

The plan has been successful, and has allowed
Davion raiders 1o sting Maximilian Liao repeatedly where
his dofenses are weakest. Liao is beginning to suspect
an antelingenes nak, but =0 far has no reason to investi
il Hus dowly, unassuming MechWarrior in & mincr
vt dodesas vt

Lisutonant Paulay Stilson
Slhilscwen, e Cldroe palot in command of a lance in Day-
wicn Cavcin Morch Milima, s renowned s both a skilled

sollber pod b talale of near- logendary esploits,

Flon o, aplly nomed the Heartbreaker, is deco
patedd witl o besant for every lover she has had, As migh:
s ecdpncfond) Bitilecn s a physically striking woman, tall.
with «lak nd hair. The rumaor that she is running out of

ot e pennd hoans on her Ostioc is not true, but may
Pl L aangyerated by much.

Mechwarrlor David Levine

Sorving in House Davion's 22nd Avalen Hussars,
Leving has recenlly gained notariety as a technical
wiziard who has modified his blue and grey Ostroc with
vianous electronie and compuler gear to give it advanced
detection and communication capabilities.

A shorl, bearded man with a pleasant manner and in
lectious smile, Levine pilots his fusion-powered vehicle
as a scout along the Draconis March, He has led several
successtul raids against Kurita border gamisans, and his
naie is becoming known and detested in high circles of
the Combine, This, of course, delights Hanse Davicn,
who has personally consulted with Levine about duplica-
bng his modifications on cther Davion Ostrocs.




Mass: 60 tons

thassis: Ost-l

rowar Plant: Viar 300
truising Speed: 54.0 kph
Maximum Speed: 86.4 kph

lump Jets: Mene Ty
Jump Capacity: MNone R
Armor: Riese-475 T .’ )
W [

Armament: : !
1 Tatzhclagen SEM Launchers ;
2 Fuarsturm-c Haavy Lasers
2 Fuarsturm-b Madium Lasers
mManufacturer: Ostmann ndustria
t-ommunications System: Ostmann-L
P arg Et__i_nﬁ";-_‘-ﬁﬂﬁ.:ﬁ[ racking- System: Ferdinand-a

lvoe OSR-2C Ostroc Tors
GANAge; 60 Tons B0
‘arnal Structura: 3]

[ ngina: 300 Viar 19

Walking MPs: 5
Running MPs: 8
Jumping MPs; ]

lat Sinks: 15 5
e, 3
Coekpit: 3
Armor Factor: 144 el

Intermal Aimar

Siruciirg Vakse
Head: 3 &
Center Torso: 20 2206
Rt./Lt, Tarsa: 14 22/4
RtJLt, Arm: 10 B
Ru/Lt Leg: 14 20

Neapons and Amma;

[ypa Log, Critical

Hn g AT
amma (SRM) 25 CT
| arge Laser RT
| a1ge Laser LT
Medium Laser RT

Medium Lasear LT




Overview:

The Ostsof was commissioned as a heavy ‘Mech for
extended independent operations. The design criterion
called for a maximum speed of at laast 80 kilometers per
hour, medium armor, and an energy-based weapons
system. Kong Interstellar submitied the winning proposal
1o build the Ostmann Industrie design in 2693, and tha
first models ware finished by the end of the next year.

The Ostsof was intended for use where supply lines
are fragile. Because it has no need for ammunition, it can
carry on a guerrilla war far behind anemy linas and per-
form grab-and-run raids 1o gather valuable supplies.

Capabilities:

As with al 'Mechs mounting medium and haavy
lagers, the Ostsol prefers 1o fight at close range. Be
gides its paired Tronel heavy and medium lasers, which
provide respectable firepower forward, two rear-mounted
medium lasers allow the OTL 1o engage ocpponents
behind it. Thiz iz paricularly useful when altacking tight
farmations. Although it lacks enough firepower in any
one direction to engage many heavy 'Machs, the Osisol
provides excellent close-range fire suppert against a
numbsr of ocppanents.

The Ostof's talent for closerange fighing makes it
complement heavier ‘Mechs with primarily long-range
weaponry., In this capacity, the OTlLs are deployed
betwsen the enemy forces and the bombardment units
As enemy forces advance, the Ostsok fight a delaying
action to keep their opponents within optimum range of
the heavy "Mechs’ guns. This tactic is referred to as the
"harmmer and thumb" technigue: it makes the target much
easier 10 hit, but all too often at the price of a bloodied
thumb.

As a battlefield regular, the Ostsel may act either as
a leader for recon and lighining lances or in a support role
within a lance led by a heavier ‘Mech. In either role, its
highly sensitive TRSS.2L3 targeting and tracking system
allows it to detect enemy units over distances of several
kilometers in tha most difficult terrain.

OTL-4D OSTSOL

Battle History:

In most engagements, the Ostsol's contribution is
difficult to judge. Because it is such an integral part of
the lanca, its role in tha battle is often much less conspic-
uous than that played by heavier "Mechs.

To supplement its firepower, the Ostsol often uses
physical attacks, such as punching and kicking, which
may inflict serious damage on lighter cpponents. It was
just such an attack that won a minor battle on Talon. Two
companies of the First Crucis Lancers wero uwsing the
polar regians of the planet as a training ground. Betwesn
employvers and badly in need of spare pars. the Twalfth

Star Guard amived two weeks afler the Lances The
Guards hoped 10 regroup and assess the damage thal
they had suffered at New Boston.

The Guard's DropShips landed undetected only G600
kilometars from the Lancer encamprment. Two wioks
later, a Crucis recon lance containing a couplo Osfsok
spotted a group of unidentified 'Mechs. Assuming thinm
to be par of the training team, the recon lance closad 1o
attack. The unidentified ‘Mechs ware the remains of one
of the Star Guard's best fire lances. By the time the
Crugis lance realized its mistake, retreat was impossible

At first, the engagement went badly for the Lancors
It was not until the recon lzader in his Ostsol closod with
the Guard's Archer that the tide began to turn. The OT]
baegan a furious assault with both weapon and physical
attacks. Blow after crippling blow rained down on the
Arcter, erushing armar, weaponry, and superstuciung
The heavier 'Mech finally buckled, and with it want tha
fighting spirit of the Guard's fire lance. Routed, thay
rotreated to their encampment, very much aware thal
they were not alone on Talon,

The Ostsol's mearmounted lasers have always
served it well in retreat  Although not  specifically
daesigned for that purpose, they do tend to discourage
pursuit. During an unsuccessful operation on Severn
during the spring of 3011, forces of Hendrik 111 engaged
then retreated from a superior force of ‘Mechs. The rear-
tighting medium lagers on Handrik's Archers and Ostsols
ware effectively used to destray a number of light ‘Mechs
that took up pursuit. The operation became a textbook
example of retreat with self-provided covenng fire,

Variants:

The only common variant of the standard OTL-4D
replaces the lasers with two Dominion-V PPCs. This
conversion is often used as a short-term replacement for
heavier 'Machs lost in combal. Unfortunately, the large
amount of waste heat generated by the PPCs can
quickly overload the Csfsaf's 16 heat sinks.

Notable ‘Mechs And MechWarriors:

Sergeani Lynn Woo

Lynn is one of the two sisters in the Seventh Sword
of Light Regiment. Known as a sharp-shooter, she takes
greal pride in her gunnery ability. Her black Ostsol has
more than its share of kill stripes, and she has twice
been decorated for key roles in battle. Sergeant Woo has
proved the OTL can play a decisive part in offensive
operalions,

Lieutenant Charles LaPierre

Charles s a confirmed gambler. He considers battie
just another game, with his life as the stakes, LaPierre
dafinitaly plays to win, however, Despite heavy damage
1o his ‘Mech's rear lorso, which left it almast completely
without armaor, LaPierre himself has thus far remained
unscathsd




Mass: 60 tons
Chassis: KellH
Power Plant: 300 WViar
Cruising Speed: 54.0 kph
Maximum Speaed: 864 kph
Jump Jets: Mone
Jump Capacity: None
Armor; Valiant Lamellor
Armament;
2 Tronel Il Heavy Lasers
4 Transel Il Medium Lasers
Manufacturer: Kong Intsrstellar Corp.
Communications System: Barrst 509p
Targeting And Tracking System: TRS$S5.2L3

n"u'l'q'll'ﬁﬂl'.é I

Type: OTL-4D Ostsol Tons
Tonnage: 60 Tons 80
Internal Structure: &
Engine: 300 Vlar 19

Walking MPs: 5
Running MPs: 8
Jumping MPs: @

Heat Sinks: 16 &
Gyro: 3
Cockpit: 3
Armaor Factar: 144 ]
kternal Arror
Sructure Valug
Head: 3 8
Centar Torso: 20 2218
Rt./t Torso: 14 22/4
Rt./Lt. Arm: 10 B
Rt.Lt Leg: 14 20
Weapons and Ammao; . N
Tvpe Loc, Critical -
Large Laser AT 2 5 o
Large Lasar LT 2 5 =
Medium Lasar RT 1 1
Medium Laser LT 1 1
Medium Laser CT{R) 1 1
Medium Laser CT{R) 1 1



QKD-4G QUICKDRAW

Owverview:

First produced in 2778, the OKD-4G Quickdraw was
assigned to very few "Mech regiments before the start of
the Succession Wars in 2786, Sinca that time, however,
it has slowly found its way into a number of units in all
five of the Suceassor States, Though designed as the
mast likely replacement for the Aiflerman suppart vehicle,
the CQuickdraw has never realized this aim and so
remains less known than the older Aiffleman design.
Mevertheless, the Quickdraw's enormous firepower
capacity and good armor protection quickly earned it the
acceptance and respect of many MechWarriors.

Capabilities:

The Quichdraw is armed for medium- to shart-range
combat. lts four Omicron 4000 medium lasers ara
pasitionad in an unusuzl fashien. One is placed in each
arm, and the remaining two are located in the rear right
tarsa, giving the Quichdraw an all-angle field of fire. The
arm actuators are modified so that they will bend to the
rear, if necessary, giving the 'Mach the ability to fire all
four medium lasears to the rear, but anly twe ahead. The
front torso-mauntad Delta Dart LRM ten-rack and the
Hovartee SRM guad make up for this forward-firing
deficiency.

Although not well-armered for a heavy 'Mech, the
Quickdraw has good speed and maneuverability ratings.
With multiple firings of its medium lasers or averuse of its
Chilton 480 jump jets, it is also prone fo heat buildup. ks
most glaring problem, howevar, i with the "Mech's ankle
actuator structura, While the 'Mech is in motion, too
much of the internal stress buildup is placed on the
actual leg armor. Because of this, any damage to the
lower leg armor may cause an sppreciable loss in
mansuverahility. In  hand-to-hand combat, many
opposing "‘Mechs have found it useful to kick down on the
outward projecting ankle flanges of the Quickdraw, thus
crippling its running ability. Because of this problam,
Quickdraws are only seen in clese combat during
emergency stuations.

Battle History:

During the rowch within the House of Mank, the
Fouth Regulan Hussars (loyal 1o Duke Aston Mank)
attacked units of the Minth Motk Milita {Joyal to Janos
Marik) on the planet Nova Homa in 30104, The Hegulan
Hussars successfully droppad onto the planet belire thi
defendars could put up an efledive detanse With lire
support from a massed lance of Cuwbadraw and Hifleman
'Mech units, the Regulan Husaors
base of the Marik Militia. A1 that ot pews of othi
DropShips antering orbit gave e il o] Bopas,
as they had been expecting reintorcoment

Tha Minth counter-attacked wviolently
the concantrated fire of the Chachobaw sl Hfleoan

| s dnskis s annnin

il b s "-'-l".'

defense lina that kept the Reqgulan Fieears” commimanide
from ordering a withdrawal, Unforunataly Gon (e BMinth
Marik Militia, the reinfercements furnod oub doe e ths
Wolf's Dragoans Mercenary Hegiment e e poay ol At
Marik. After several days of mop up lightiog, ta oy alinl
farces on Neva Roma surrenderad

During the Battle of Selathon City oi e planal
Thorin in 3015, a support lance of Tilth Diafendars of
House Marik's Andurien Hegimonl waes mimbishsd Ty oo

hidden recon lance of House Stemr's
Guard in the burning ruins of the cilys centeal Busineass
district. Hampered by the cloue quaitom, fhe (hioae
Ouickdraws and one Hifferman of The augepson lardce wWela
unable to pu{ Up an ;-‘_|F|F_|rr-|'1.|||iu loleriser aggalivnd e
attackars. In the ensuing hand o hand action, two of tha
threa Quickdraws weonl down and tho Sillsean wog

olile st L yrnan

hEﬂ'l.l'i'!l' damaged belore olhiod lancos came Bt
Suppﬂr'[_ The L'y'ran Cauarels” rocon lmoscode wieets Tofoodd B
withdraw, dragging their ane casualty bahind them

Variants:

By eliminating the LAM ten-rack and adding four |or
mare) heat sinks, Guickdraws have bean aftered to carry
two more medium lasers. In spite of the sometime
usefulness of the massed rearward firepower, many
MechWarriors prefer to have maest of their weapons
pointed ahead of them. Because cof this, some
Cuickdraws have bean altared so that the SAM is in the
rear torso and tha twa medium lasers in the front.

Hotable 'Mechs and MechWarriors:

MechWarrior "Frownin' Jack" Breslin

ften called "The Grumbler” by his lancemates, Jack
Bresiin seems fo enjoy geing into combat alway:
complaining about something. Aboard his Quickdraw, the
Spare Parts Sally, he has taken part in a number of
engofements as a member of House Steiners Fifth
Sacturan Guards,

A loner, Breslin has few friends. The one love in hi:
e wooms to be his Quickdraw, and he spares no
eopuinte (personal or otherwise) to ensure that it remain:
in 1ope working shape, Braslin does most of the ovarhau
wioih himuell, and has developed an armored ankle
uhwath for tis ‘Mech to prevent problems with the leg
nctuntors, Although Spare Parts Sally is one of the best
imadilaingd "Machs in the Arcturan Guards, Breslin still
complaing that more needs to be done to put her in wop
e ilicn

MechWarrior lvy Upsalom

The head of Upsalom's Support Lance of Redjack
Hyan's pirate 'Mech fores, lvy is also known as "The
Ladykiller". During a raid, sha monitors the enemy's
tactical frequency and picks uwp on the female
MechWarriors, challenging them to personal combat in
hear Quickdraw, the V-Four, Upsalom claims she is the
best woman MechWartior in or out of the Successor
States, and no one has lived to prova her wrong. The
Ladykiller has meore than 30 combat kills to her credi




Mass: 60 tons
Chassis: Technicron Type E
Power Plant: VOX 280
Cruising Speed: 421 kph
Maximum Speed: 66.7 kph
Jump Jets: Chilton 460
Jump Capacity: 150 m
Armor: Riese-475
Armament:
4 Cmicron 4000 Medium Lasars
1 Delta Dart Long Range Missile Ten-Rack
1 Hovertec Short Range Missile Quad
Manufacturer: Technicron Manufacturing
Communications System: GanetT12E
Targeting And Tracking System: Dynatac 2180

Type: QKD-4G Cuickdraw Tans
Tannage: 60 Tans G0
Internal Structure: G
Engine: 308 Viar 19

Walking MPs: B
Running MPs: a
Jumping MPs; L]

Heat Sinks: 13 3
Gyro! 3
Cockpit: 3
Armor Factor: 128 8
internal Arrmor
Struchura Value
Head: 3 2]
Center Torso; 20 17/8
Rt./Lt. Torsc: 14 14,7
Rt./Lt. Arm; 10 11
Rt.Lt Leg: 14 15

Weapons and Ammao:
Type . ac, Critical




RFL-3N RIFLEMAN
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Overview:

Tha first Riflemen were built for Star League by Kallon
Industries in 2506, Designed as a medium fire-suppon
vehicle, this sarly model was lighter and less heavily
armored than the current version, and mounted Kallan
Class C laser cannon. Chronic overheating forced the
addition of more heat sinks and the replacement of the
old lasers with more efficient Magna lls and llls,

The currant incarnation of the Aiflernan, the RFL-3N,
was first buit in 2770, during the collapse of Star
League. Arm-mounted Kallon Imparator-A aulocannon
replaced the Mark Il lasers, producing the familiar
configuration of twe medium and two heavy lasers and
two medium autocannon. Although designed to be
primarily a fire-support 'Mech, the Riflemnan can hold its
own in close canbat against lighter ‘Mechs.

Capabilitles:

The Imperator-A autecannon is an excellent long
range weapon system, combining striking power with
good range and low heat buildup, Although earier
RAiffaman models were plagued by ammunifion-feed
problems, the autocannon system is npow at the hearl of
the "Mech's suctess on the battlefield.

Though oulclassed by better-armed vehicles such as
the Warhammer and the Hunchback the varsalle and
raliable Riffernan can nevertheless parform  as  an
pffective component in more complex battla plans.

Lack of ammunttion is the one major flaw in the
Aiflemar’s autocannon system. As each "Mach can canry
only 20 munds, or ten for each cannon, it becomes a
problem in longer campaigns, for example, whare supply
lines are fragile. The Aifleman's four lasers pravide scme
compensation, however, as well as providing the 'Mech
with dose-combat capahility.

The Riflemar’s secondary role is that of anti-aircraft
platiorm, as its Garret D2j tracking system provides
excellent acquisition of swift-moving aerial targets.

Although the Riflernan is admirably suited to its fire-
support role, its lack of hands and comparatively low
mass make it less effective in close combat against
larger machines. Despite this, the 'Mech easiy
overpawears lighter opponaents, Its pilot is well advised,
however, to aveid head-on confrontation with machines
such as the Marauder and Warhammer.

Although the Garret T11-A com system is highly
gfficient, its wing-shaped antenna system tends lo draw
fire, occasionally disrupting communications in Riffertan-
led units. Some units have been equipped with the maore
compact, less vulnerable Tek Baftlecom system, which
provides highly reliable communications even in heavy
combat situations. As Battlecom syslams are available
only by scavenging Phoenix Hawks or Wolverines, most
Rifternen retain the Garret unit and its troublesome
antenna.

Today, the Successor Houses deploy the FFL-3M
primarily in a mobile ovarwatch capacity Ihe 3Ms hokd
the heights, providing lang-range bombardmaont for the
advance of the heavier Mechs such as Masawders o

Thunderbofts, This also enables the HAiflarnan 1o lunclion
as an effective reserve, using its lasers at close range il
the main advance bogs down. As a last resail, it can
even rush inte physical combat against enemy lorcos
that might penatrate the main line.

Baitle History:

The Riflernan was otiginally dasigned for use by Sha
League defense forces. With the collapse of tha Leaque,
the Successor Houses appropriated Riflemen for use i
their individual military retinuas. In the ensuing  and
disastrous Succession Wars, many Aiflemern (ond othi
BattleMechs) were destroyed. However, new produciion
has re-established the "Mech as a comman sight on tha
battlefialds of tha Successor States, with 2Ms scallorod
through varicus units.

House Davian maintains the largest numbor of
Riflernen. As Hanse Davion is personally fond aof the
design, he has attermpted a numbar of modifications [see
below). Davion's Aiflemen have seen action all acioos
Davion teritory, playing important roles on Ferns and
against House Kurita an Hafl.

The early campaigns of the Succession Wars look a
heavy toll on House Davion, and fifferen also ligured
prominently in many of those batlles. In the first
Succession War, when Mincru Kurita's ruthless 'Mech
legions almost reached the gates of New Avalon, the
planet of New Rhodes 1Il was the scena of fierce fighting
between the two houses, When the spacepont city of
Poliz= was threatened, Davien Garrison Commandear
Colonel Hazekiah Walden deployed a mixed force of

Aiflamen and Archers on the heights above the strategic
meuntain pass leading 1o the city.

A Kurita force of Marauders and Warhammers was
dispalched to take the pass. Davion 'Mechs hald them
back whila the Aiffernen and Archers poured down a hail
of deadly fire on the Kurita troops, who were unable lo
respond. Kurita then dispatched light Wasps and
{ocusts up onto the heights to stop the ranged fire, but
the Davion Archers met and engaged them while the
Riffernencontinued to blaze away at the Mechs below.

Eventually, Davion air support amived to drive off
Kurita, and the Riffermen participated in the pursuit thal
destroyed a large portion of the attacking force. The
defeat at Polis hetped to blunt the attack on New Rhodes
and drove back the Kurita invasion.

As a result of this and several other battles in which
Riffernen played an important rele, House Davion values
the 'Mech highly and has used it in many a later cam
paign. In the Third Battle of Harrow's Sun, for example.
Davion FAifemen were employed in an anti-airerafi role,
knoping Kurita fighters at a respectful distance while the
havicn swege of the city of Mura progressed,

Varianis:
Honse Davion has  atlempled several interasting

varations  on the basie  Hffeman  design,  including
roplacing the autocannon with PPC. This model, intendes!
o compete with the heavier Warhammer, has sever:
owirhoating problams, which have forced an increase

the number of heat sinks. Although the variant is hardly
smashing success, Hanse Davion continues 1o tinke
wilh his PPC-armed Riffemen. Davien has also been
alempling to mount heavier autocannons by saerificin
tha heavy lasers and some of the Riflemarfs armor. Thi
model shows promise, but has yet to be tested in battle.

Notable 'Mechs and MechWarriors:

Lieutenant "Gentleman Johnny" Clavell

Perhaps the most famous Aiffeman, Gentleman
Johnny's ‘Mech is always maintained in perfect working
condition, and caries many victory silhowettes on it
gleaming grey-and-silver armor. Serving in the notoriou
Black Widow Company of Wolf's Dragoons, Clavell ha
gparned a repulation as a briliant but occcasionally
fosthardy commander. The Widow's Recon Lanco
headed by Clavell's Aifleman, has a reputation as ana ol
the finest in all the Successor States.




Mass: 60 tans
Chasslis: Kallon Type IV
Power Plant: Pitban 240
Cruising Speed: 43.2 kph
Maximum Speed: 64.8 kph
Jump Jets: Nene
Jump Capacity: None
Armor: Kallon Royalstar
Armament:
2 Magna Mk 11 Heavy Lasears
2 Magna Mk 1l Medium Lasers
2 Imperator-A Autacarnan
Manufacturer: Kallzn Industrias
Communications System: CGamet T11-A
Targeting And Tracking System. Garrat D2

Typa: RFL-2N Rifleman Tons
Tonriage: 60 Tons &0
Internal-Structure: s B
Engine: 50 240 Pitban R
WalkingMPs: 4.
Running MPs: B
Jumiping MPs: 0 oo o
Heat Sinks:: =000 10 0
R Siruchre - Vadug -
coHeadi oo 3 6
Centar Torsal 205 22i4
Rt Torsc: T4 R
Rt./Lt. Arm: 10 15
- Rt Leg: 14 12
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CPLT-C1 CATAPULT

Overview:

The GPLT-C1 Calapuft was produced by Hollis
Incorporated in a limited production run between 2561
and 2563 under a special military contract with the Star
League. It was officially classified as a close-support
vehicle, designed as a second-line defense with strong
offensive capabilities.

Early models of the Catapult were equipped with no
close support weapons, but the most current versions
carry four medium lasers for close support.

Capabilities:

The Catapult is equipped with the reliable Holly
missile systems, in this case mounting two racks of 15
LRMs each. This gives the Catapult a range of nearly 630
meters, capable of destroying an enemy from a long
distance without risking cpposing fire,

On those occasions when the "Mech is engaged at
close range, it is more than able to delend itself with its
four Marell medium lasers. The ‘Mech does lack an
effective  anti-infantry defense system, however,
because it was designed as a second-line fire-suppart
system. Also, its lack of manipulative hands is a
drawback in close combat situations.

The Anderson Propulsion 21 jump jets have been a
problem for the Catapuft ever since their installation. K
used extensively, the system tends to break its
conductive housing. This in turn vents scmea of the jet
exhaust directly into the 'Mech's interior, leading to
overhealing. In 2566, the Siar League Quartermaster
Corps ordered a recall, but many units never came in to
receive the replacement systems. Some models are

tharafore equipped with an Andersen Propulsion 25,

which does not share the same design difficulties,

The "Mech's emergency pilot escape system is a side-
firing sscape hatch instead of the very common roof
haich system. This can cause some damage to the
MechWarrior, but is generally considared salar ovarall in
an emergancy situation,

Battle History:

With the fall of Star League, many Catapuls
disappeared with General Koronsky. Those remaining
were mainly within the Capellan Confederation, whera
Holis Incorporated was manufaciuring them on the
planet Corey. At the time war broko out, the Tacilily was
geared mora for a newer modol and lor wopair parts,
Though a massive bombing altack all but levaled the
facilities, many Catapults wara shill in tha hands of House
Liao.~

House Davion made an attermpl 0 coplure a Lo
arsanal containing several Cafapults on the planol Wnd
during the autumn of 2804, ARer a numbor ol b and
drawn ocut battlas, Davion eventually ook overal Diadly

damaged Cataputks for their own forcos

In 2934, House Marik attacked Vs wilhin (ho
Capellan Confederation, hoping 1o sooure thae wirlils
frashwater supplies. Defending wore sovernl fatay i
stationed an Hsian with Liac's 151h Dacoay i o dofoieawn

acticn against the Marik aggressars. Piloling a Cafagaill,
Lieutenant Martin Davis led a command lanca lon e
15th Dracan against the Marik agoressors, Hie "Maoh's
jump capabilities combined with s langongs e
suppart allowed Martin to hold 1ho attacking loree st Doy
for sevaral days of fighting cutside e village of Tianoa
He also discovarad the inhorant dilliculties of  the
Andarson 21 jump jets whon his overheatod sovaral
timas in combat,

Housa Steiner once possoused  several  Cabigpal,

as they were altached to the Skye Pangor Aib Hogimant
based on the Lyran Commonwaalth planet Dela, In 20090,

Redjack Ryan led a daring raid on Deda, cotehing the 4ih

Regiment off guard. Cine of the Cotaprdfs was donlioyod,
another was scrapped for ports altor e battlo, and yat
another is still unaccountod Tor This tends 1o support a
report that Redjack Hyan has a functienal Catapit in his
arsenal.

Ona of the few known House Kurta Calapults was
engaged in the balllos for the planat Holl against Housa
Davion, where they lost the 'Mech, The Draconis
Combine has cno Catapuf assigned to Brion's Legion,
but no others ara reported with any regular Kurita unit.

Variants:

There were several differant production runs of the
Calapel, and these produced two varations of the
'Mach. Most common of these is a Catapuft with two Hally
LRM-205 and nearly double the ammunition, but with only
two Magna small lasers for defense and close support.

Another version was created by House Kurita techni-
cians, who modified the basic Hollis chassis as well as
the armor placement. The weaponry has also been
changed to make the 'Mech more of a close combat
system. The Kurita variant has five more heat sinks, two
FPCs, twin machine guns, and two medium lasers.
Despite this, the Catapul’s lack of hands makes it batter
at fire support than at close-rangs combat.

Notable "Mechs And MechWarriors:

Lieutenant Conan Davis

Son of Martin Davis, Lieutenamt Conan Davis is
currently assigned to his father's alma mater, the 15tk
Drrocon. Afar Marin Senior died from wounds recaived in
[ralthe, his ‘Mech passed an 19 his oldest sen Conan. The
Calapadt 1noostandard model, but its left lorso armor has

mnner neviorn damage. The engine also has chronic
dilliculion, and the Mech sufférs from the flawed jump
jols dosign, As commander ol a heavy recan |ance,
Lisutanant Davis has nevertheless proved his own skill

and that of his Catapeft in the battles for Gan Singh
agpoirst Howso Marik lorces,

MechWarrior Walter Finney

Wallar is currently assigned o House Davion's Syris
Fusiliers' Sth Regimant. His Catapul! is in parfect running
ordor, despite much action seen in several campaigns
against Kurita akong the northern front of tha planet
Proed. Initially a member of the Dispossessad assigned
1o tha infantry, Finney was forlunale encugh Yo discover
a battered but salvageable Catzpuft during the fighting
near Galatia, His prowess in combat has since eamed
hirm respect from enarmias and friends.

MechWarrior Janice Abermann

As a member of the attack lance of the 21st Centauri
Lancers, Janice has won a reputation as a cold-blooded
killer wha will risk much 1o win a battle. Becausa shea will
plunga inta combat against any odds, har ‘Mach is in
constant need of repair, In her favar, however, is the facl
that her "Mech is equipped with the Anderson 25 jet pro-
pulsion system and thus is not plagued with overheating
the way many other Calapults are.




Mass: 65 tons

Chassis: Hollis Mark |l
Fower Plant: Magna 260
Crulsing Speed: 43.2 kph
Maximum Speed: 84.8 kph

Jump Jets: Anderson Propulsion 21

Jump Capacity: 120m
Armor: Durallex Heavy
Armament:

Twa Hally Long Range Missila Packs {15)

Faur Martall Madium Lasers

Maln Manufacturer: Halliz Incorpporated
Communications System: O/F COM-211

IS
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Type: CPLT-C1 Catapull
Tonnage: 65 Tons
Internal Structure:

Engine: Magna 260

Walking MPs: 4
Running MPs: B
Jumping MPs; 4

Heat Sinks; 15
Gyro:
Caockpit:
Armar Factar: 160
Indermal
Struciure
Haad: 3
Center Torso: 21
AL/ Torso: 15
Rt./Lt. Arm: 10
Rt./Lt. Leg: 15
Weapons and Amme:
Type Loc,
LAM 15 RA
Ammeg (LEWM) 8 RT
LRM 15 LA
Ammo {LRM) 8 LT
Medium Laser LT
Medium Lasar RT
Medium Lasar CT
Medium Lasear cT
Jump Jets RT

Jump Jets LT
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Valee

9
2411
19/8
13
18
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Targeting And Tracking System: O:F 1078
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CRD-3R CRUSADER

Overview:

The CRD-3R Crusader had a long, successiul produc-
tion history, and numerous variants of the basic design
served in the armed forces of the Star League. Designed
by Kallon Industries as a medium close-range combat
vehicle, the Crusader soon became the workhorse of the
Star League, filing many roles and performing a wide
varigty of missions,

Capabilities:

The Crusadar has a well-deserved reputation as a
reliable, versatie "Mech. Commenly found in command
and fire lances, the "Mech is equally at home alongsida
Marauders and Thunderbolls in close-assault  units.
Some versions have even served as scout ‘Mechs, but
this is rare.

The combination of Longbow LRM and Harpeon SRM
launchers proved a potent weapan system, giving the
Crusader excellent firepower at both long and shor
ranges. The Crusader's original Hawk SHMs and Phoanix
LRMs have long since been exhausted, replaced by
crude unguided missiles produced by the Successor
States' munitions factoties. These infarior substitutes
cannot match the range or accuracy of the old missiles,
but they are elfective enough to keep the Crusadoss
cpponents at a respectful distanca,

The unique location of tha Harpoons on the "Mech's
hips gives the Crusader both a stable fiting platform and
agood field of fire.

The arm-mounted Longbow launchers caused trouble
in earlier models, however, The combined stresses
produced by missile exhaust and the heat from the arm-
mounted lasers placed considerable strain on the arms’
actuators and superstructure. The now-familiar collars
were placed on the Crusaders arms to compensate for
these stresses, and so later models did not experience
such difficulties.

Today the Crusader is an impressive vehicle capable
of delivering a full spread of 42 missiles at optimum 160-
180 meter range, with the potential of crippling or
destroying even the mighty BaftleMaster. At 65 tons, the
‘Mech is also a powerful hand-to-hand fighter, s heavily
armored legs are especially devastating when kicking,
and the jump jet-equipped Crusader-L is proficient in the
dreaded Death frem Above attack.

Battle History:

As noted above, the Crusader served a varioty of
roles in the Star League era, from counter-insurgency 1o
anti-aircraft. Though only a few of the variant models still
exist, the basic Crusader design has earned a place in
the forces of every Successor State,

House Steiner's Crusaders are highly regarded. Thaoir
maintenance crews, lrained in the "Mech works of
Hesperus ll, are counted amoeng the bast, Many anciant
schematic diagrams and spare pans wore Tovad i the
abandoned factories, providing invaluable  data and
training materials for the engineers of House Stoine

Steiner's maintenanca crews proved thoir woilh oniae
again during a recent action in the Amity syslem, whon
Katrina Steiner sent her elite Skye Rangers on o punilive
raid against Marik forces who had been throaluning
invasion. The Steiner attack took the Marik rogimonts ao
much by surprise that the Rangers were back in 1hoi
DropShips and heading home befora Mank  could
organize adefense,

At Kendrew's Crossing, however, G Company, S
Batallien, 17th Regiment of the Rangers, encountorod an
unpleasant surprise: two full companies ol Mok

Regulan Hussars on a training mission. The Hussars' Ay
auvders and Warhammers engaged Charlie Compiany™
Crusaders in a furious battle, inflicting heavy ks on

the outnumbered Steiner forces, Superor  ogquipimon
quickly came into play, however, Falling back 1o apdinnim
range, the Rangers' gunners scared devaslating hits
against the advancing Marauders.

Despite & heavy pounding from the Marik ‘Mochs
PPCs, the Steiner withdrawal was arderly, and Charlie
Company's Crusaders inflicted encugh damage on the
Hussars to deter pursut. Reaching the Steincr basae, G
Company was refited by the crack House Techs, and
was back in action within a single day.

Again and again, similar incidents have illustrated the
Crusader’s sheer staying power. In a battle bolwean
Davion and Kurita forees on Bergman's Planet, a single
battalion of Davion's Syrtis Fusiliers, composed primarily
of Crusaders, held at bay a Kurita force twice s size for
several days before being relieved. With the Davion
DropShip oparating as a mebile supply depot nearby, the
Crusaders alternated combat and resupply, returning 1o
battle with iull kads of missiles to hurl at the attacking
Wurita forces.

Davien's Crueis Lancers' Crusaders have also foughl
many a border clash and raid. Bandi King Helmar
Valasek of Sanlander ¥V hates tham for the defeat of his
massive water raid on Tancredi, With Davion's Hiffernen
laying down covering fire, the Lancers' Crusaders maved
in o close range and slugged it out with Valasek's
‘Mechs, kicking with their armored legs and firing
missiles at close range. In the end, Valasek's Death's-
Head Raiders fled in disorder.

Variants:

Of the many Crusader variants that existed in the
heyday of tha Star League, only four remain in common
Use.

The Crusader-D, mostly used by Davion, makes only
minot medifications of the standard Crusader-4. By
removing the M100 machine guns and downgrading the
Harpoan SREM six-racks to four-racks, Davion has been
able to add more heat sinks, which gives the Crusader
greater endurance,

Tha HKurta variant, the Crusader-K, has still more
hoat sinks, Though it retains the Harpoon-6, the Long
bow 15 racks have been reduced to ten-racks.

MM Crusader-f, House Liao's version, is tha most
radical departure from the standard production modal. In
addition to the downgrading of both missile launchers,
Hae Line Cresader is oquipped with GM Jetstar jump jets.
Ihuesa grea i greater mobility, and permit it to engage in
the: Death Trom Abowve allack,

Notable *"Mechs and MechWarriors:

Caplain Miko Umeiz

A descendant of the ancient Zulu chieftains, Captain
Umcizi keeps his heritage alive by decorating his
Crusader, 1he Shaka, in traditional Zulu style. The cther
mombers of Alpha Company, 1st Battalion, 5th Crucis
Lancars, have also adopted the Zulu decorations, giving
the unit the nickname, "The Impe".

Umcizi is a fitting commander for the company.
Impressively tall, he wears the traditional leopardskin
cloak of a Zulu chief draped around his shoulders, and
drives his unit to the limits of their enduranca. This style
of leadarship has wan the unit many victories and many
decorations  from  Heouse  Davion,  Though  his
MechWarriors may grumble at times, they ara devoted 1o
thair commander, and would follow him fo hell itself.
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Targeting And Tracking System: Gairel Af
Type: CRAD-3R Crusader Tons
Tannage: 65 Tans 65
Internal Structure: 6.5
Engina: 260 Magna 135

Walking MPs: 4

Running MPs: g

Jumping MPs . 0 e
Heat Sinkar — 7 pe e g
Syro: ' ' . /
Cockpit: - - 3

. ArmotFacter 182 e
) .- Irterrial Ammar

. - Strueture Vals

Head: 3 9

Center Tarsn: 21 - < 338 -

Rt./Lt. Tomso: 15 24/8

Rt.Lt. Arm: 10 20

Rt./Lt. Leg: 15 21
Weapons and Ammao;
Typae Loc, Critical
LRM 15 RA 3 7
LRM 15 LA, 3 7
Ammo (LAM) 8 AT 1 1
Amma (LEM} 8. LT 1 A
SEME& RL 2 3
SRMB LL 2 3
Amma (SEM) 15 cT 1 1
Ammo (MG) 200 cT 1 1
Medium Laser RA 1 1
Medium Laser LA, 1 1
Machine Gun RA 1 5
Machine Gun LA 1 5

mMass: 65 tons
Chassis: Grucis-b
Power Plant: Magna 260
Cruising Speed: 43.2 kph
Maximum Speed: 64.8 kph
Jump Jels: Mone
Jump Capacity: None
Armor: Hiese-500
Armament:
2 Magna Longbow-15 LRM Launchers
2 Harpoon-6 SR Launchers
1 Intek Medium Lasers

2 M100 Heavy Machine Guns
Manufacturer: Kallen Industries
Communications System: Garel T11:b




JM6-S JAGERMECH

Overview:

Recognizing that the Riflerman was a good design
that could be improved, the designers at Kallon Indus-
tries bagan reviewing the RFL-3N's original design in light
of its battlefield performance. Three facls immediately
came to light. The Aifleman was prane to overheating, it
did not cany enough ammunition, and it was lightly
armorad in comparison with other 'Mechs of the same
tonnage. Kallon designers reworked the blueprints,
making a few trade-offs, and created a first-grade "Mech
— the JagerMach Though still lightly armored for its
waight, the JagerMech is less likely than the Aifferman to
overheat, as tha large lasers have been replacod with
motra ammunition and a pair of Mydron light avtocannon.

Capabilities:

Four autocanncn make the JagerMech an excallon
fire suppeort unit. Having approximately 20 rounds por
canncn allows it o maintain bombardment for a kong
period of time. The JMB's autocannan can prepare tha
way for a storm assault or a siege because of their long
Fange accuracy,

The JagerMech is also well suited as an anti-aircraft
gunner. It boasts impressive accuracy due to its Garrel
02| targeting and tracking system and the extended
range of its Mydron Model D autocannon. These systems
ara usually used in tandem with the less accurale bul
mare powerful Model C autocannon to give a beller
potential damage rating. The result is an anti-aircrah
platform with imprassive firepower.

JagerMechs have led raids on several occasions.
These raids have been rather successful as the JMG's
lang-range firepower can soften up the opposition before
the lighter ‘Mechs move in o attack at close range. The
JagerMech itself will rarely close in, preferring to stay at
lang range to aim its autocannon accurately. As a last
tasort, however, the JMG will close with enemy unils,
relying on its own weight and its Magna medium lasers,
Although the "Mech lacks arms far punching, its kick can
inflict serious damage, and its charging attack can do
mere. Even though its medium lasers are not heavy short-
range weapons, they can still out-gun most light "Mechs.

Battle History:

Teday, most of the cperational JagerMfechs are in the
senvice of Houses Davion and Liao. Marik and Stainer
have anly a few JMEs,

Hansa Davion is panicularly fond of the design,
feeling that it is a good complement for tha older
Aiflaman. Far this reasan, he has made a special effort 1o
gather as many JMEBs as possibla for his "Mech
regimaents, mixing JagerMachs and Rilfernen trooly in his
fire lances,

This mix proved to be successful during o raid on
Dametar in April 2883, Davion forces on tho planet were
cut off from their supply base for wo weoks. 1l wan only
the large supply of autocannan ammunition comed by
the JagerMechs that kept the Aiflamen in tho tight. by
sharing ammunition, the Dawvion force was abile 1o
continug fighting effectively until they could brok
threugh to their depot.

However, the JagerMech has also had s <hine ol
disasters. In the so-called War of Teng, founht bolwoen
February and May of 2880, Garth's company ol 1he
Capellan Hussars trapped a group of privatears in thi
Gartol Hills north of the capital city, Expacting an aasy
victory, Garth stationed his entira lance of JMGs ot 1he
loot of a narrow valley, with orders ta begin firing as soon

as the enemy was in range. The theory was simplo; drive
tha privateers into the valley and trap them undar thae
JME's autocannon. Unfortunately, five of tho rudors

escaped the trap and rushed the JagerMechs' position,
Lacking sufficient short-range armament to dolund
themselves, three ol the JagerMechs weio  badly
mauled, and the pirates escaped. Ahhough  the
renagades were later hunted down, the Hussars wers
stung by the experience and hava since been reluctant
to use the JMB extensively.

Mast 'Mech forces have littla reservation abaut using
JagerhMechs, however, t is highly regarded for its long
range guns and its excellent tracking. In combat, it is
vsually deployed behind the lines or assigned
companions with shor-range weaponty.

Variants:

The JME-A is the anly notable variant of the Jager-
Mech, mounting two Zaus LRM-15s in place of the me-
dium autocannon. This version was designed expressly
for anti-aircraft work and was produced in limited
numbers, Most existing JM&-As are in service to House
Davian.

Notable "Mechs and MechWarriors:

Lizutenant Timothy Ingram

Ingram has commanded his fire lance in Smithson's
Chinase Bandits for eleven years. He is a proud man,
dedicated to his craft and to his regiment. His grey and
black JagerMech has a damaged hip actuator, giving the
‘Mech a distinetive limp. Ingram is reputed to be a first-
rate strateqist who knows just where to concentrate his
fire for the best effect. Although he has been offered
lucrative commissions in the regular forees of House
Davian and House Liao, Ingram remains loyal to the
Bandits,

MachWarrior Donald Vincent

Vincent is a roving adventurer. When the Crimson
Ace Dragoons, a small mercenary force, was destroyed
on Tiber in an assaull against House Marik, he managed
o ascape wilh s 'Mach intacl, Since then, he has
served a vanoly of polty lords and landholders, but his
moody nature and viclent temper have often cut his
employmont short, He s most famous for walking his
"Mach through the palace of a former employer after o
wadoe disputo

MachWarrior Diana Cheung

Choung was given her JagerMech after long years of
savice as a Tech with the Davion Guards. Although
some MechWarriors looked down on her, she has proved
horself repeatedly in batile and is gaining grudg-ing
respect from her new paers. Cheung's JagerMech is old
and battered, but she has the technical knowledge
necassary 1o keep it battle-ready. Through her eonstan
care, the ‘Mech is coming inta mint condition,




Mass: 65 tans
Chassis: Kallon Type XHl
Power Plant: 260 Magna ; e 10l
Cruising Speed: 43.2 kph . - = :
Maximum Speed: 64.8 kph _ _ 8
Jump Jets: Mona - : , =
Jump Capacity: Mona ! = =k
Armar: Kallon Royalstar - : -
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TDR-5S THUNDERBOLT

Overview:

The TDR-65 Thundarbott iz a familiar Mech through-
out the Successor States. First produced in 2491, it was
used extensively in assault lances of the era. Known for
its heavy armament and hard-hitting assault capability,
the Thundarbolt ramains a favorite of many Mech-
Warriors.

The TDR-55 Thunderboft was one of the first ‘Mechs
designed for planetary assault. In its early years, it was
also one of the heaviest assaull 'Mechs possible to
produce. As technology advanced, the Thunderbolt was
inevitably superseded by larger, more advanced heawy
'Mechs. Becauze of its excallant design, however, the
Thunderboft remained in produgtion, and some of the
newer technology was added 1o its sub-assemblies. The
Thunderboll is respected as a tough opponent all across
the Successor States.

Capabilities:

The Thunderboff remains one of the best-armed
'Mechs in existence. ks standard Sunglow Typa 2 large
laser packs a punch that few 'Mechs of any type can
withstand. Combined with its three Diverse Oplics Type
18 medium lasers and its drum-mounted Delta Dart LAM
15-rack, the Thunderboft has more than ample firepower
at long and medium ranges. For close-in combat, the
‘Mech also carries a Bical shont-range missile twin rack
and two Voelkers 200 machine guns. Thera are very fow
opponent ‘Mechs that can match this kind of firepower.

The Thunderbolfs armor is another of tha 'Mech's
impressive features. Though nol the heaviest armor
known today, it is stil considered substantial, and many
newer heavy 'Mechs have considarably less.

With all its heavy weaponry, however, the Thunder-
bolt is maore susceplible to heat buildup than many other
'Mechs. Careful salvo fidng of the Thunderbolfs
weapons i a must i tha vehicle is to avoid heat overload
and shutdawn. In many battles, commanders order their
Thunderbolts intlo bodies of waler early on, which allows
them to fire more of their weapons than normal, Waler
holes in combat areas are always of great 1actical value,
but for the Thunderbof, they are desperataly needed 1o
utilize ils entire armament.

Battle History:

In a raid on the planet Damian in 2902, 'Mech lances
ot Helmar Valasek, Bandit King of Santandear ¥, angaged
elements of Kurita's 9th Sun Zhang Academy Cadre,
which ware on the planet for maneuvers. In six hours of
pitched battle, three old Thunderbolts standing in the
middle ol Lake Omanshoulter withstood an assault by at
least lon 'Mochs of various types sent against them by
the pirale commander. The raiders finally withdrew when
reinforcements from Damian's capital arived on the
scena. Forcod lo thair DropShips, they left the planet
ety -hionclend

In the year 3000, a reconnaissance in force by the

Eridani Light Horse on the Kurita planet Benet led to a
castly aurprise for that unit. Scouting for a reported
sacret supply dump, two recon lances supparted by four
jump-capable  Thunderbolts {see Varlants} wera am-
bushend by the better part of the First Pesht Regulars.
The I ndani commander saw no recourse but to withdraw,
and ordored the lour Thunderbofts to cover the lighter
"Michs' sotieatl. Dodging the traps and enfilades that the
Kurita ‘Maechs tried to create, the Thunderbolts success-

lully covared the retreat, but absorbed a tremendous
amount of damage doing so. Only ona of the four '"Mechs
wan able o make it to the last DropShip before it lifted
o

Variants:

Two major variations on the general Thunderboft
design have been introduced since the beginning af the
Succession Wars. The Thunderbolfts of House Steiner
hove replaced the large laser with a HKreuss FPC
mounted on tha right arm. Also, an SAM six-rack
replaces the LAM 15-rack, and two Zippo Mark IX flamers
roplace the Bical SRM twin-rack. The Eridani Light Horse
mercenary regiment has adapted its Thunderbolts to the
units role as a raiding and reconnaissance force by
adding Chiiton 420 jump jets and an LRM tan-rack. These
improvements are at the expense of the LEM 15-rack,
the SEM twin-rack, and the two machine guns.

Notable 'ME‘C]"I;E and MechWarriors:

Captain "Dashing John"™ MacAllister

Commandar of MacAllister's Suppert Company of the
Eridani Light Harse, "Dashing John* models himselt after
the heavy cavalry officers of ancient Eanh history, A
student of Mapoleon, he is famous for going inlo battle
with Terran-French martial music blaring from the
external cockpit speakers of his Thunderbol, the
Toujowrs L'Audace. His men nearly worship him, and
many hava adopled bits of ald-style Mapoleonic uniforms
as their trademark, MacAllister is known for his rear
guard actions in suppor of the Eridani Light Horse, and
has tallied 26 kills ol his own.

MechWarrior Clare Sarton

Part of Kenislons Assault Lance of House Liao's
Saventh 51 lves Armared Cavalry, Clara Sarton is quitn
young to have achieved a reputalion among Mech
Warricrs, Most of her lome is based on the Fourth {andd
final) battle of Casis 326 on the desern planet Daniels
Hara sha singlohandedly disabled five enemy "Mechs in
as many minules as they charged down the dunoe
toward her lance’s position. Il was mainly Sarton’s spee|
and daxterity at the controls of her Thunderbolt, the Wi
Ore, that forced the Davien attackers 1o withdraw. Wit
tha arrival of addiional Davion reinforcements, however,
the Liao lorces eventually had to evacuate Daniels sorm
weeks lalor,




Mass: 65 lons
Chassis: Earthwark TDR
Power Plant: Magna 260
Cruising Speed: 48.3 kph
Maximum Speed: 62.4 kph
Jump Jets: Nane
Jump Capacity: None
Armeor: Ryerson 150
Armament:
1 Sunglow Typo 2 Larga Laser
1 Dela Dart Long Range Missile 15-Rack
3 Diverse Optics Typa 18 Medium Lasars
1 Bical Short Range Missila Twin-Rack
2 Woalkars 200 Machine Guns
Manufacturer: Eartthwerks, Incorporated
Communications System: Neil 2000

Targeting And Tracking System: BGA Inslaiac Bark ¥
Typa: TDR-55 Thunderboll Towns
Tonnage: 65 Tans (5
Internal Struclure: 6.5
Engina: 260 Magna 13.5
Walking MPs: 4
Running MPs: &
Jumping MPs: o
Heat Sinks: 15 5
Gyra: 3
Cockpit: ]
Armor Facter: 208 13
friternal Arriar
Shruciure Valse

Haad: 3 g
Center Tarso: 21 o1
Rt/ Torso: 15 2446
Rt.iLt. Arm: 10 o
RriLt. Leg: 15 el
Waapons and Ammo:
Type Lo, Critical’

| Large Laser RA 2 SR
LRM 15 : AT R
Ammo (LAMy18 0 CT 2 s
 Medium Lasar. - LT e
Wedium Laser 0 LT 1 s
“Madivm bazer o0 LT 1o A
SRM 2 i HT 1 1
Ammo (SER) 50 RT 1 1
Machine Gun LA 1 5
Maching Gun LA 1 5
Amma (MGE) 200 LA 1 1




ARC-2R ARCHER

Overview:

Tha ARC-2R Archer iz one of the best-known designs
etill in use today, First produced in 2474, the Archer
quickly earned respect and popularity amang Battlebech
regiments that was unequallad by any other type. Star
League records show that nearly 100,000 Archers wera
constructed  before the beginning of the Succession
Wars. Most of these have now been destroyed ar lost 1o
spare parts depots. However, some production of the
many Archer variants continues to this day in most of 1he
Successor States.

Tha Archer was designed initially as a heavy-hitting
assalult *Mech, able 1o pound delending units at lang
range as it approached. Over the centuries, it has also
been used in a variety of other roles, ranging from city
busting to indirect fire support.

Capabliities:

The ARC-ZR Archer is an early model assault ‘Mech.
Its two Doombud LRM 20-racks can suppaort an atlack or
defensive situation in the initial stages ol combat. The
two self-loading missile storage bins located on each
side of the upper torso beneath the launchers are ample
encugh for continued bombardment as long as
necessary. The four Diverse Optics Typa 18 medium
lasers are designed for medium- to shart-ranged combal,
with twa of them positioned in a central turret above the
cockpit for rearward fire.

The Archer is oné of the few BattleMechs whose
cockpt iz located beneath the central torso. This
obviously gives the pilot a battlefield perspective quite
diffarent from most normal cockpit positions. Armor
protection is still about the same as in othar heawy
‘Mechs, however, as the torso armar bek is located
above the cockpit area, pratecting the gyro mechanism
and the VX 280 engine unit.

Like so many othet Mechs, the Archer is plagued with
heat buidup problems, which makes it dangerous to
shoot both the long-range missiles and the medium
lagers at the same time. Ner is the 'Mech particularly
effeclive in loe-lo-toe combat, despite its two heavy
battle fists, Ancther problem is the Archers familiarity,
has been argund so long that all combatants know its
design capabilities and its weaknesses too well, Though
still an effactive battle maching, there are rarely any new
tricks an Archercan spring on an oppoeneant,

Battle History:

During the defense of Rallonsdown Starport on the
planet Chian in 2931, an Archer piloted by Suize Ozawa
of Housze Kurita Repair and Replacemant Station 241 was
sol upon by a full lance of Bandit King Helmar Valasak.
Ater several hours of hit-and-run tactics, Czawa had
destroyed two of the four attackars. Heavily damaged,
his Archer charged the remaining two pirate ‘Mechs,
crippling one with the last shot from his medium lasers.
Tha ramaining enemy Shadow Hawk delivered a
devastating attack with his autocannon, followed by a
series of punches that toppled Ozawa's Archer into the
surrounding  rubble of buildings. Knowing the Shadow
Hawk was coming in for the kill, Suizo Ozawa set his
Divarse Optics Type 18 medium lasars intg overload in
hopes of setting off its remaining ammunition and
atternpted o eject. The explosion engulfed both "Mechs,
and caught Ozawa before he could clear the escape
tubsa, In 2832, Repair and Raplacement Station 241 was
renamed Ozawa Station in his mermoty.

Variants:

The many madifications to the Archer design over the
cenluries could themselves fil a book. There are
currently no less than six different varsions of the Archer
in wide use by each Successor House and the
mercenary Welt's Dragoons (the only mercenary unit still
able to construct its own Archers). These wvariations
include the amount of armor, number of heat sinks, and
the weapons systems carried. For instanca, House
Kurita's Archer has replaced the four medium lasers with
two large lasers, and dropped the long range missiles
down 1o two 15-racks. Two additional heat sinks were
installed, but armor was sacrificed dua to the waight of
the large lasers. House Steiner and Woelf's Drageons
have added two SHM quad racks 1o their Archers,
sacrificing two medium lasers (Wolf's Dragoons) and
dropping the LEM-20s o LRM-15s (House Steinar).
Almost all woapan variations hava been tried on the
Archer, and many of these are slill around.

Motable 'Mechs and MechWarriors:

MechWarrior Ted "Slim" Atkins

A begend among many Mech regiments, "Slim™ Atkins
is one of the oldest MechWarriors still on active duty
Throughou his careor, he has refused any promotion.
prefernng to semain in Charles Henry's Lance of the
Wace Hongors. The Rangers are a batalion-sized
mercenany unil thought to be full of misfits and drifters,

many of whom have proven themselves as ameng the
best MechWarniors of the day. Atkins is famous for his
gunnery skill aboard his beloved Archer, the Six-Gun
Shim. Seaing the insignia of crossed energy pistols on
tha front of Atkin's Archer coming toward them, many
oppanents quickly decide to engage other targets.

Captaln Ansel Graham

Currently assigned to Davion's Sixth Crucis March
Militia, Captain Graharm has fought in ovar 50 engage
ments against House Kurita, and is wall-known for his
battle tactics. Having always operated Archers in com
bat, he is considered an autharty in their use. His lasl
Archer, the Archeron VN, had to be cannibalized when
its major components eventually wore out. Now in tho
newly rebuit and refurbished Armcheron X, Caplan
Graham helps train new warriors in the Crucis March.




Mass: 70 tons
Chassis: Earthwerk Archer
Power Plant: VOX 230
Cruising Speed: 441 kph
Maximum Speed: §5.6 kph
Jumpdets: None
Jump Capacity: None
Armor: Maxmillian 100
Armameant:
4 Diversa Oplice Type 18 Madium Lasars
2 Doombud Long Range Missile 20-Racks
Manufacturar: Earthwerks, Incorporated
Communications System: Mol 9000
Targeting And Tracking System: RCA Instatrac Mark X1
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Typa: ARC-2R Archer

Tannage: 70 Tans
Internal Structura: !
Engine: 2B0 VOX 16

Walking MPs: 4
Running MPs: B
Jumping MPs: 0

Gyro: 1
Cackpit: 3
Heat Sinks: 10 0
Armor Factor: 208 13
ternal Amor
Sruchuire Vabe

Head: 3 9

Canter Torso: 22 3310

RL/Lt. Torso: 15 24/6

Rt.At. Arm: 1 22

Rt./Lt. Leg: 15 26
Weapons and Ammo:
Tvpe Loe, Critical
LRM 20 RT 5 10
LEM 20 LT 5 10
Ammo (LRM) 12 RT 2 2
Ammo (LBM) 12 LT 2 2
Medium Laser RA 1 1
Medium Lasar LA 1 1
Medium Laser CT(R} 1 1 Lerse
Medium Laser CTIR) 1 1



GHR-5H GRASSHOPPER

Overview:

¥When it first appearad on the battlsfiald in 2786, the
Grasshopper was a ravolutionary design. Although it had
a mass of 70 tons, it was jump-capable. A haavy ‘Mech,
with all the firepower and armor of its weight classilica-
tion, the GHA-5H was designed as a highly mobile close-
range fighter.

The GHR-5H was expected io engage and deslroy
light to medium "Mechs at close range, clearing the way
for less mobile, better-armed units. In a duel with another
heavy 'Mech, the Grasshopper is usualy out-gunned,
but its haavy armor and high mobility allows it 1o inflict
substantial damage before having to retreat.

Capabilities:

The Grasshopper is not heavily armed, bul it can
keep up a much higher rate of fire than many other heawy
'Machs, This has given the GHR a reputation as a high
intensity fightar. With 24 reloads for ts Conan/5 LHM-5
and needing no ammunition for its  lasers, the
Grasshopper 15 able to continue its assaults for long
periods away fram supply depats.

lts ability to operate independently makes the ‘Mach
useful as a raider and guerrilla fighter. Instead of relying
on lang-range bombardment to weaken the enemy's
dofensas, the Grasshopper relies on surprise and
superior mobility 1o overwhelm its victims.

The Grasshopper is also famous lor its ability to
putflank an enamy and attack fram tha rear. Though light
and medium 'Mechs have always had this ability, the
appearance of a heavy 'Mech with jump capacity
requirad a caomplete revision of lance lactics.

A lance was ftraditonaly grouped closely to
concentrate firapower. However, the Grasshopper could
jump into the middla of a tight formation well under the
minimum range of any of the lance's big guns. This
provided it with a cholce of several targets at close
range. The tactic was particularly effective in lances
where the heavy '"Machs lacked substantial shor-range
armamant.

Tha Grasshopper usually leads a lance of jump-
capable 'Mechs. During major offensives, it falls to this
lance to outilank key enemy positions, forcing their
opponents to fight on twe fronts,

Battle History:

Becauss it was often used to spearhead assaults
againsl heavily defended positions, the Grasshopper
gained renown as a storming 'Mach in the First Succes-
sion War. The GHR had been designed during tha Civil
War, but when the Grasshopper finally went into produc-
tion in 2780, the fighting was over. By November of 2784,
most Regular Army regiments had received a number of
GHRs. During the chacs of Kerensky's Excdus and the
defection of Regular Army units to the Successor Loids,
these 'Mechs fell into the hands of one House or anothor

By October of 2786, dozens of border skirmishos
had already been fought along the Free Worlds/Capellan
border. It was during just such a conflict on Lopez that
the Grasshopper made its first appearance in baltle.
House Liac mobilized a heavy company of the Twonly
First Centauri Lancers against an expeditionary lorco
from the Free Worlds League. The Capellan commandar
Captain Vincent D, Wan encountered the Marik forca in a
forested area near tha southern pole. Splitting his forca,
Wean sent his two Grasshoppers ahead with ordors 1o
circle around the enemy and to attack from behind at his
signal. Waiting until the enemy force was fully commilted
to battle, Captain Wen then ordered his GHA-GHs 1o
move in. Jumping into the center of tha encmy, tha
Grasshoppers spread confusion throughout the froops.
Taking full advantage of the situation, the Twenty First
Centauri Lancers pressed their advamage and added
anather victory ta their distinguished record.

While on garrisan duty with the Arcturan Guards on
Alphecca, a lance led by MechWarrior Steven Greycloud
detected a force of "Mechs advancing slowly from the
northeast. The enemy was one of Redjack Ryan's raiding
forces: eight "Mechs of various tonnages. Although
outnumbered two to one, the Arcturan Guards took up a
defansive position and waited. As soon as the first long-
ranga missiles began falling around them, the Guards
started to advance. Within minules, they were among the
invaders, locked in close combat. Unaware of its jump
capability, Redjack's heaviest 'Mechs concentrated on
the Grasshogper, attempting to box it in. Suddenly, the
GHR jumpad for the first time, travelling a full 100 meters
and landing feet-first on the shoulders of the heaviest of
the enemy 'Mechs, an ancient Warhammer. The "Mech
fell to the ground with a crushed cockpit. The attack so
surprised Redjack's lorces that thay fell back in panic,

During a routine patrol on Soaul, a Grasshogper pilo
attached to Kurita's Night Stalkers naticed an unusu:l
reading on his heads-up display. The source of thu
unusual reading was a BaiteMasier, its right sid
crushed but otherwise very operational. The Mech ha:l
no indent markings, but it made its inlentions clear with .
blistering salvo of missiles. More interested in baing
craditad with downing a BLR than in asking questions,
the Grasshopper pilot threw himself into the fight. Even
damaged, the BaitleMasler was not an easy kill. I wa:
only by constantly jumping behind the heavier 'Mech thal
the GHR pilot managed 1o pierce the ‘Mech's center torso
and destroy the fusion plant. He gained his victory, but 1
almost cost him his own "Mech.

Varlants:
Al this time, there are no common varants of the
GHR-5H Grasshopper.

Motable ‘Mechs and MechWarriors:

Caoplain Sleven Greycloud

Creyeloud  was  decorated  for  his  bravery  on
Alphecca, Alhough conservative by nature, he will often
act on impulse under stress. He has shown a fondness
for physical attacks during combat, using his "Mech™

tonnage to inflict crippling blaws. This has earned him tho
nickname "Old Thrash 'n' Blast”, which ha hates,

Lieutenant Timothy O'Neail

This young MachWarriar has litths battle axpatience
He is notable because his battle-scamed Grasshopper
was one of the original pair to first erter combat in 2786
Since its first combat mission, this GHR has never been
on the losing side of a battle. Aware of his "Mech's unique
history, OfNeil considers # a sort of charm against
defeat. Whether this charm is proof against a heavy
laser bolt remains to be seen.

Lieutenant Lysle “Death-from-Above” Martin

Thiz member of the 215t Centauri Lancers is famous
fsoma would say infamous) for the fury of his attacks. An
accompiished guerrilla fighter, Martin has played a signifi
cant part in a dozen major campaigns, and has earned
himsel a reputation as a dogged, determined com-
mander, Hiz men share his detarmination and would ol-
low hiz battered 'Mech anywhera, Martin's Grasshopper
is in good condition, but numercus scars baneath the tan
and olive drab camoutlage tei! of tough encounters.




-~ Mass:70tons . -
-=7 " Chassis: Mingh 223/7 TR
——-_ Power Plant: 280 VOX - e m—e

Crulsing Speed: 43.2 kph -

Maximum Speed: 64.8 kph
—= Jump Jets: Leviathon Liftars :
-~ = Jump Capacity: 120 maters L

~ Armer: Durallex Heavy

Armament:

1 Diplan HD Heavy Lasar

-7 4 Diplan M2 Medium Lasars
7 1 Conan'S LAM-5
Manufacturer: Lantran Corparation
Communications System: Allul C004
Targeting And Tracking System: Allal-T11

Type: GHR-5H Grasshopper v

Tonnage: 70 Tons ]
Internal Structure: !
Engine: VOX 280 IH

Walking MP'S: 4

Running MP'S: &

Jumping MP'S: 4
Total Heat Sinks: 22 1
Gyro: ]
Cockpit: 3
Armaor Factor: 208 (1
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Head: 3 g

Center Torso: 22 3013

Rt/ Torso: 15 2010

Rt/ Arm; 11 22

RAt./Lt. Leg: 15 26
Waapons and Ammo:
Large Laser cT 2 5
Medium Laser RA 1 1
Medium Laser LA 1 1
Medium Laser RT 1 1
Medium Laser LT 1 1
LRM 5 H 1 2
Amma (LRM) 24 AT 1 1
Jump Jets RL 2 2 s
Jump Jets LL 2 2 ==



WHM-6R WARHAMMER

Overview:

Construction of the Warhammer BattleMech, which
was designed primarily as an assault 'Mech, began in
2515 and continued up until after the fall of Star League.
The eriginal requisition by General Sternson to StarCorp
Industries called for "a mobile 'Mech with enaugh
firepower to destroy ar severely damage any 'Mech of
the same weight class or lower". StarCorp's answer was
the Warhammer. Thata were several different production
runs of the "Mech, including the Class 6D and the Class
EK. In the cument era, sevaral modified versions have
also been developed within the Successor States.

Capabilities:

Because of its size and weaponry, the WHM-GH
Warhammer is ona of the most dangerous and powerful
"Mechs ever placed in tha field. In particular, its Donal
PPCs and suppot weapons give it the shaar firepower a
first-line fighter needs. Al Warhammers are equippod
with a special searchlight that ties directly into their CvP
1500 ARB tracking system, making the ‘Mach a
formidable night-fighter. Mounted on the 'Mechs leh
torso, the system can function either as a simple
searchlight or as part of the targating system.

The WHM-6R is also equipped with both small lasers
and machine guns, making it a threat to any infantry and
support craft foothardy enough to close inon it.

The 6R carries 18 heat zinks, while some of the
variant versions have as many asz 20 heat sinks. Thus,
the. Warfammer has the heavy weapons as well as the
means to fire those weapens on a prolenged basis,

Battle History:

During the battles with Stefan the Usurper near the
end of the Star League era, the WHM-6R Warkammer
played an important role as a front-line combat 'Mech.
With the fall of the Star League, the '"Mech ramainad in
wide use by all five Houses.

At Carl Davion's request in 2876, House Davion
forces created two crack lances almost totally from
Warhammers, with some Hiflemen support ‘Machs.
Thase functioned as heavy attack lances in several
battles on the planets David and Mara against House
Kurita. Using the tactic of combinad firepower, the
Warhammer lances easily punched a hale in the Kurita
defense. The wvictorious unils eventually became a part
of the Syrtis Fusiliers, but many of tha Warhammers had
o be replaced with other 'Mech classes, due to losses
and damage.

In 2990, House Marik's 6th Regiment of the
Defendars of Andurien successfully launched several
critical attacks against House Liao in the Alder Highlands
of the planet Teng. Using a combat lance made up mainly
of Warhammers, the Mark victories showed how
powerful the Warhammer could be when properly
supponed in combat. Their losses were minimal, while
House Liao forcas were driven to a drastic change of
sirateqy due to the damage their forces took.

In 3021, the Warhammer proved itself again in battles
fought by The Black Widow Company of Wolf's Dragoons
while in service to House Steiner, In that year, Wolf sent
The Black Widows to the planat New Wessex, a forward
base and staging area for saveral of Kurita's ‘Mech
regiments. In the famous battles for Harlow's Wood,
Kerensky's Warhammer lsd The Black Widows in a
running, week-long battle that mauvled two of Kurita's
20th Dracanis battalions, then escaped offworld,

Varants:

Several variants on the Warhammer have appeared
since the fall of Star League, and usually involve
additional heat sinks and akered weaponry,

The WHM-6D supports less weapons, lacking the
machine guns as well as the missile delivery system ol
the 6R. However, it also adds two heat sinks and in-
creases the ‘Mech's leg armor. House Davion uses the
WHM-GD, as well as the WHM-6K variant, which retains
the missile systems, but adds two heat sinks in place of
the machine guns.

Also known as the "Hot Hammer™, the WHM-EL is a
House Liao variant that replaces the machine guns with
two flamers.

Notable '"Mechs and MechWarriors:

Captain Natasha Kerensky

Natasha Kerensky's black Warhammer is as s
famous as its pilol. Currenlly assigned to Wolf's
Dragoons, Kerensky is the feared and respected |eader
of the Black Widow Company, which is named for her
murderous efficiency. Though very littla is known about
het past, Natasha is one of the great taclical leadars on
the modern baltlefiald. Her Warhammer is a 68 and is in
perfact fighting condition.

Lieutenant Harvey Calahan

Presartly assigned to the attack lance of Houss
Steiner's Richard's Panzer Brigade, Calahan is a
mercenary who was previously employed by the Eridani
Light Horse. Though a mercenary, he is also reputed to
be a gentleman soldier who will spare lifa whan possible
but fight savagely when necessary. His 8K Warhammer
is maintained in perfect condition.




NMass: 70 tans
Chassis: StarCorp 100
Power Plant: VOX 280
Crulsing Speed: 43.2 kph
Maximum Speed: 84,8 kph
Jump Jets: Mona
Jump Capacity: Nane
Armor: Lavialthon Plus
Armament:
Twa Donal PFCs :
Two Martall Medium Lasers
Two Magna Small Lasars
Qna Holly. Shart Ranga Missile Pac (f)

- Twio SperryBrowning Machine Guns
Manufacturer: StaiCorp Industries
Communications System: O/F 5000 COMSET
Targeting And Tracking System: (/7 1500 ARG

Type: WHM-6R Warhammar fons
Tonnaga: 70 Tons K|
Internal Structura:
Engine: 280 VO 16

Walking MPs: 4
Running kMPs: &
Jumping MPs: Q

Heat Sinks: 18 i
Gyros !
Cockpit: L
Armear Factor: 160 141
Jetemnal
Stschire Vit

Head: 3 }

Center Tarso: 22 &

AL/t Tomso: 15 {0

Rt./Lt. Arm: 11 |

Rt.iLt. Leg: 15 I
Waapons and Amma:
Type Loz, Ceiticil )
PPC RA 3 !
PRC LA 3 !
SRM G AT 2 3 _
Amma (SEM) 15 BT 1 1
Meadium Lasear RT 1 |
Medium Laser LT 1 i
Small Laser 1) 1 5
Small Laser LT 1 5
Machine Gun RT 1 5
Maching Gun LT 1 5
Amma (MGE) 200 CT 1 1



MAD-3R MARAUDER

Overview:

The MAD-3R Marauder is considerad one of the most
effective BattleMechs in existence. When first buit by
GM in the early 2600s, its unigue design was intended as
the precursor of a new generation of 'Machs. With the fall
aof Star League, however, the other 'Mechz in the
Marauder series remained on the drawing board,
Although the Marauder is a commen 'Mech today, many
of its design elaments ramain unigue.

Capabilities:
Criginally intended as a heavy attack/support Mach,
the addition of scphisticated Dalban Micronics comgear

enabled the Marauder o functicn as a command vehicle
in areas of heavy fighting. K continues so today, with
Maratders often appearing in command lances.

Though its twin PPC arrangement is raminiscant of
mare traditional "Mechs such as the FAiffaman and the
Warhammer, the Marauder's unique, more versatile ball
and-socket arm jeints give it a faster traverse rate and a
greater field of fire.

The WValiant Lamellor armor s another of the
Maraudess singular features. Less massive and betler
able to distribute heat and kinetic energy than olher
armor types, the secret of its manufacture has been lost,
In the prezent era, the Marauder is cne of the few "Mechs
to usa it. As blasted patches have to be replaced wilh
conven-tignal armor, some Marauders now resemblo
metallic patchwork quilts.

The Magna Hellstar FPCs that provide the
Marauders main armament are of an advanced design,
compact enough 1o be carried i the "Mech's arms and
durable encugh to withstand ‘he heavy shocks of hand-
te-hand combat.

The Marauders secondary armament, a GM Whirl-
wind autocannon, was added almost as an afterthought.
The canncn's linkage o the chassis has been trouble-
some (see below), and the gun itsalf tends to be rathar
temperamental, often refusing to funclion at crucial
moments.

The 'Mech’s unusual prefile makes it a harder target
than other manlike "Mechs, but socme design flaws ooca-
sionaly plague Marauder pilots. The tenucus linkage
betwean the autccannon and the main chassis is a
frequent target, because a successful hit would disable
the autoeannen, The same applies to the rotation ring

between the chassis and the leg assembly. Mumerous
Marauders now bear improvised armor around these
vulnerable areas. Anothar source of trouble is the Dalban
HiRez tracking system located in the Marauder's forward
section, which severely limits the operator's field of
vision. These problems are comparatively minor, how-
ever, The Maraudar remains a potent battlefield waapan.

In addition to its command duties, the MAD-2R oper-
ates as a dangercus heavy-atlack vehicle, outclassed
only by ‘Mechs such as the Stafker and the rare Hattle
Masier. Capabla of shacting lighter 'Mechs te pieces and
batting hand-to-hand  with  more  heavily  armored
oppenents, the Maraudar is usually deployed in a heavy
shock unit, along with Warhammers and Thunderbols,
Its PPC and autocannon also anable the 'Mech to lay
down a long-range barrage before actual combat,

Battle History:

Aftar the fall of Star League, the Marauder found
ample employment in the hellish chaos of the Succos-
sian Wars. This commen, dangerous ‘Mech continues in
the retinue of every Successor State,

An early example of Successor Slate vse o
Marauders was in 2828, when Duchess lisa Lo sent
Barton's Batallion of the 1st Regiment, McCaron's
Armored Cavalry, against House Marik on Pella 1l
Barton's Battallion consisted of 90 Marauders massed
together with 18 Warkammers.

This experiment, tantamount o Duchass Liao placing
all her aggs in one basket {House Liao possessed anly a
few hundred Marauders at this time, and Barlon's unit
represented a large portion of them), was a success. The
Marauders annihilated the inferior "Mechs placed in their
way by the beleaguered Marika, while losing only four of
their numbaer.

Barton's Batlalion continued to be extremely suc-
cessful, until Marik forces, falling back on Graham VI,
caught them in a gorge outsida tha city of Gijia. Realizing
that they had finally cornered the infamous Major Barton,
tha Mariks threw two full battalions of Archers and
Riflernen against him. Unable to close in on the Marik
‘Mechs, and with their field of fire restricted by the rock
walls and the Dalban optical system, the Liao Marauders
withdrew with heavy losses.

Realizing the value of her Marauders and the folly of
concentrating them all in individual units, the Duchess
dispersed Baron's battered ‘Mechs to other units, llsa
Liac's noble experimant has yet to be repeated on such a
scale, but it is not uncommen for lances and companies
1o hava a high numbar of Marvaders.

Variants:

There are now four major varants of the durable and
versatile Marauder. House Davion's MaravderD has
dispensed wih the troublesome aulocannon alogether,
replacing it and its wulnerable linkage with a heawy
Magna Mark Il laser. This modification is not without its
preblems. The addition of the laser has forced the
removal of a haat sink, and thea lasear's high heat buildup
occasionally limits the Marauder-D's effectiveness,

Cwerheating and the lack of reliable PPCs have
forced House Marik to replace the Marauders charactar-
istic twin PPCs with heavy lasers. The raduction in heat
has, to some axtent, compensated for the concurrent
reduction in firepowaer, and sa tha Maravder-M is a widely
used variant.

A compromise between the two axtremes is Liac's
Marauder-L, which seems 0 have satisfied no one. Re-
placing cna PPC with a heavy laser has caused prob-
lems, as the Dalban fire contrel system is sometimes
unabla to coordinate the tweo differant weapons on the
same circuit. Attampls to repair or modify the system
have been unsuccessful, as no ane alive understands
the technology. Often, Marsuderl pilots will disconnect
the heavy laser from the fire control unit allogather, and
simply use a manual switch te shast.

MNotable ‘Mechs And MechWarriors:

The Bounty Hunter

This MechWarrior's bright green Marauder, decorated
with ecredit symbols, is a much-feared sight in the
Succassor Stalas. No one knows The Bounty Hunter's
real name, and few save the men who fight alongsida him
have actually seen his face. What is known is thal he iz a
ruthless mearcanary, as infameus for his treachery as for
his fighting shill,

Meither the lives of his men nar those of innocent
civiians stand in The Bounty Hunters way as he
destroys enemy 'Mechs for the prize money or to sell for
spare pans. The credit symbaols decorating his '"Mech are
a reflection af his own true nature.




Mass: 75 tons
Chassis: GM Marauder
Power Plant: Viar 300

Crulsing Speed: 43.2 kph

Maximum Speed: 64
Jump Jets: None

8 kph

Jump Capacity: None

Armor: Valiant Lamellor
Armament:
2 Magna Hellstar PPCs

2 Magna Mk Il Medium Lasers
1 GM Whirlwind Autocannon
Manufacturer: Genaral Motors

Communications System: Dalban Micronics
Targeting And Tracking System: Dalban HiRez

__———""" Type: MAD-3R_Maraude

r..

Tonnage: 75 Tons

Internal Structura; .

Engine: 300 Viar

Walking MPs: 4
—_— Running MPs: 6
Jumping MPs: . 0

_7,4,"-

——— " Heat Sinks: 7 1B
Gyro:
ackpitt
T T LF Armaor Factor; 184
f_.--"”' indarral Aoy
______.a-f Sruciure Vale
L Head: 3 a
I — Center Tarso! 23 - 3510
AL/t Torso: 16 17/8
Rt./Lt. Arm: 12 22
Rt./Lt. Leg: 16 18
Waapons and Ammo:
Tyne Loc, Critical
——— PPC RA 3
FPC LA 3
Madium Lasar A4 1
Medium Lasar LA 1
ACIE RT 4
Ammo {AC) 20 LT 1
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ON1-K ORION

Overview:

The OM1-K Cron iz an ancient BattleMech design.
Created by the Terran Hagemony as the first truly heavy
'Mech, the Oron has acted as the brute foree of major
offensives for nearly 500 years. Even today, the Orion is
still a formidable "Mech.

The original design was created in response to the
theft of BattleMech blueprints by commandos of the
Lyran Commonwealth, To ensurs the conlinued
dominance of the Hegemony's ‘Mechs, engineors built
the "Utimale BattleMech™. Commissioned in 2570, the
Orion first saw action in the bloody Reunification Wars
along the Pariphery. The original Orfom, the 1-C, did not
have long-range missiles, and sported a Class 5
autocannon instead of the Class 10 seen today.

Capabilities:

The longevity of the Orion is due to the simploe, yol
efficient placement of systems within the ‘Mech's roamy
body. Techs anjoy waorking on Crions, marveling at the
ease of finding and replacing bad systems.

The Frea Worlds Laague is the only Successar Stala
currently manufacturing Crions. The other States only
occasionally produce spare parts for their Onons.

The KaliYama autocanncn is a temperamontal
weapon, ks faad system, which draws new raunds from
the 'Mach's tarso, fails often, which mystifies Techs.
Cddly encugh, if anly 19 rounds instead of 20 are placod
in the weapon's clip, the autocannon does net jam. The
auvtocannon itself is placed awkwardly, restricting right
arm movement, and can ba jarred out of alignment when
struck accidentally.

The Death Bloom missile system is mourted on tho
Crioris left shouldar, The system launches 15 long
range missiles in a very concentrated pattemn, which is
effective against both ground and air  wvehicles.
Unfortunately, the control cablas of the missile
launchers travel through a narrow shoulder area. Thus,
the shoulder is subject to excessive heat, and the
actuator or missile system frequently shuts down.

The other missile system, the Irian Weapen Warks
Class 4, consists of four tubes mounted around the
medium laser on the left arm. Shooting shart-range
misziles, the system halds 25 rounds. Instead of four
hales around the medium laser, the Orion spars six
hales. The botiom two holes are not missile tubes.

Rather, they are hockup points for coclant hoses so that
excess heat can be purged by cooler trucks,

The armor protection of the Orion is excellent. |t
carmies a total of 14.5 tans of armeor spread about its
squat frama, It camries far mara than many 'Mechs its
own size. The centar torso is the best protected, while
the rear torso is least protected. The armar coupled with
itz speed, makes the Cion a formidable opponent.

An excellent assault "Mech, the Oron is also very
good against enemy aircralt, as it can unleash a bamage
of missile fire. The Wasat Aggressor battla computor is
weall-suited for this secondary mole, Thus, an Onon
sometimes accompanies mobile HOs to defend against
bath enemy "Mechs and AeroSpace Fighters.

Battle History.

The Orion BattleMech has a long, colorul history of
battles both large and small In October of 2770, fua
exarmple, Earth was liberated from tha hands of Stelan
the Usurper, General Kerensky and his olive-draby Orion
accomplished the final act of this liberation by kicking
open the thick palace gates. All who witnessod this
{erocity realized the fate of Stelan and his family.

In 2787, ona of Minoru Kurita's initial acts as ‘First

Lard of the Star League” was the virtual genocide of
Eblar. After fighting off the garrisan ol Federaled Suens
‘Mechs, a ragimant of Kurita Orons poisoned the sola

water supply of the planet's largest city. Millions died

During the tanth battle for the Lyran planet of
Hesperus I, Orons played a major role in the rout of
Kurita forces. The relisf force, led by the now-Archen
Katrina Steiner, left the planet from one hemisphere and
dropped onte another hemisphare so swiflly that the
enemy was caught tolally off guard.

The Fifth Defenders of Andurien of the Free Worlds
League is composed almest antirely of Crions. Velerans
of many campaigns against the Lyran Commonweslth,
they are one of the few units that do nol raceive new
calor schemeas according to the type of battlelield in
which they would fight. They chose to remain a royal
purple, and have earned the nickname "The Hunters”,

Variants:

For a 'Mech this cld, there are many vanations in the
Inner Sphera, A variant known as the Oron V spons
another four-shot missiie systern on the right hand,

exactly like that of the left. Whila this may seem to ba an
cbvious improvemant, the computer system is not strong
enough to handle this naw system's extra computations
and contrals.

To solve that problem, the Onon V-A drops the LRM
missila system. Although the 'Mech's computer can then
cope with the second SHM system, its long-range
fighting ability is significantly reduced, making it ill-suited
to challenge AzroSpace Fighters,

As noted above, the only Successor State  stil
producing new Orons is the Free Worlds League. Rumor
has it that Marik has a secret agreement with Marius
O'Heilly for spara parts in exchange for the services of
Technicians,

Notable '"Mechs and MechWarricrs:

MechWarrior Sylvan Greenspan

A momber of the elite Wolf's Drageons, Sylvan is an
oxtromely personable young woman off the battlefield
Shiis also an expert Tech, making her a vital member of
her lance, On the fisld, she is a tenacious fighter
Frofornng the onliness of closae-in combat, she has often
coma away viclorious, but with only halt a ‘Mech
Howovor, whon the next day dawns and the troops
mustar, her Orion (dubbed the Phoenix) emerges from
thir Tecly shisd looking good as new.

Colonel Tomaso Kinchuhara

Commander of a battalion in the First Regula
Hussars, Toemaso is a stickler for detail. His demands fo
requlation uniforms, salutes, and his overall pickines:
have made him the butt of many a joke, Meverthelas:
his adharence o the book has saved his battalion man.
than ance, and has twice given his group the opportunity
to win fame by assaulting enemy strongholds.

MechWarrior Yvonne Martlela

Looking as if she slinked out of a vampire video
Yvanne Morticia is the sexy, slightly disturbing memb
of the equally weird Team Banzai. Besides being an o
cellent gunner, she is also a DopShip pilot and tha con
mander of Team Banzai's JumpShip, the Nth Dimensicon.

It often seems as if Yvonne participales in a lan!
battle to divert her from more intellectual tasks, ©
views the victims of her black Orion, named the Lur !
with pity and a hint of contampt for their lack of skill
She has been cffered a newer "Mach, but turned the all:
dawn, saying that the Lurchwas too close a friand.




Mass: 75 Tons
Chassls: Kalivama Chassis
Fower Plant: Viar 300
Cruising Speed: 43.2 kph
Maximum Speed: 64.8 kph
Jump Jeis: None
Jump Capacity: Mone
Armor: Valliant Lamallar
Armament:
1 KaliYama Class 10 Autacannen Iy
1 Kalivama Daath Bloom Missile System '
2 LW, Medium Lasers
1 LW.W. Class 4 5.R. Missile System
Manufacturer: Kal'Yama Weapans Industries of Kalidasa
Communications System: lrian Orator-&5K
Targeting And Tracking System: Wasat Aggrasor Type &

Type: GN1-K Orlen Tons
Tonnage: 75 Tons 76
Internal Structura: 75
Engina: 200 Viar 19

Walking MPs: 4
Running MPs: 6
Jumping MPs: o

Heat Sinks: 10 Q
Giyro. 3
Cockpit: 3
Armor Factor: 224 14
Intarmal Ao
Sruchire Valug

Haad: 3 9

Canter Torsa: 23 36/9

Rt./Lt. Tarsa: 16 2210

Ry Lt Arm: 12 21

Rt.Lt. Lag: 16 32
Weapons and Amma:
Type Loc. Critical
AG0 BT 7 12
Ammo {AC) 20 AT 2 2
LRM 15 LT 3 7
Amme (LRM) 15 LT 2 2
Medium Laser R 1 i
Madium Laser LA 1 1
SR 4 LT 1 a
Ammeo (SRM) 37 LT 2 1.6
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Overview:

The AWS-8Q Awesome iz one of the most feared
vehicles on the battlefields of the Succession Wars,
First built in 2665 by the Technicron Manufacturing
Conglomerate under license from Star League, it soon
became a popular heavy 'Mech in many regimental
assault lances. Based on the design of the STR-2C

Striker, the original assault 'Mech, the Awssome soon )

superseded that aging vehicle as the main heavy assault
‘Mech in almost all the Successar States. The STR-20C
Striker is almost never seen in front-line ‘Mech regiments
today.

The Awesome is widely used as an initial penetration
assault vehicle. Massed Awesome assaull lances are
sent to destroy a point in the enemy defenses, allowing
units that follow to exploit the breach. The Awesome is
also used in many defensive situations, where it iz
usually responsible for the most threatened or important
areas of a perimeter.

Capabilities:

The Awesome is just that. When seen ponderously
approaching in battle formation, these 'Mechs strike faar
in the hears of even seasoned MechWarriars. Designed
for ranged combat against opposing heavy 'Mechs, the
Awesome camies out that assignment well Its thres
Kreuss PPCs can heavily damage or destroy many
opposing BattleMechs with one salvo (usually fired in a
two-out-ofthree  salvo sequence to  reduce heat
problems). The left torso small laser and the heavy lelt-
arm battle fist can cause heavy damage at point-blank
ranges whara the PPC weapans are less effective,

The Awesome is also hard to best in its defensive
stance. fs all-around protective armor is stronger than
that of almost any other 'Mech, including the Battle-
Master. As it can withsland even mare punishmant than
ft can mete out, the Awesome is cverwhelming in of-
fensive or defensive situations. When massed in their
own assault lances with scraening recon units and good
intelligence about enamy intentions, these ‘Machs are
the dominant factor ocn most battlefields. The assess-
ment by MechWarriors throughout the Successor States
is that "the only defense against an Awesome is another
Awesome”,

AWS-8Q AWESOME

Ta achieve the Awesomes superb offensive and
defensive capabilties, manouverability was sacrificed.
With its heavy structure, tha Awesome is slow and
cannot react lo attacks from the rear as well as can
BattleMechs with a greater number of weapons. It is alsa
susceptible 1o damage in its legs, which could easily
immobilize it or make it toppla,

The Awesome is eflective when used for the
purpeses its desionars hod in omind, If the 'Mech is
mishandled or poorly screoned  fram flanking enemy
units, however, it will nol be able to fight off lighter
"Mechs quickly encughiio keop from being surroundead.,

Battle History:

In late 2528 two orsault lances of House Mark's
Fifth Brigade of tho Fuslinrs of Oriente conducted a raid
on the "Mech repair yaid and storehouse of the planet
Solaris. Equipped with siv Awesome heavy 'Mechs and
two Javelin rccon wehicles. these  Marik  troopers

successfully pushed asife the feeble defense put up by
an ad hoc lance of damaged and barely rapaired Steiner
"Machs, With four Awesomes on guard and the rest of the
taiders shooting up anything that maoved, the Fifth
Brigade was abls to make off with a large booty of
supplies and spare parts botore tha defenders could call
in reinforeements. The raid was one of the most
suceessful ever conducled by House Marik forces,

During the Third Batlle of Harrow's Sun in July 3002,
the Awesome assaull lances ol the Davien Heawy
Guards Regiment enganed defending lances of Kurita's
Eighth Sword cf Light Regiment and Fourth Proserpina
Hussars, In the ensuing attack, the Heavy Guards ralled
over the forward positions of the defanders but were not
supported by their following troops, compesed of 'Mechs
of the mercenary Nlician Lancers. Under combined
attack frem flank and rear, Davien's Awesome lances
were farced to fall back with moderate casualties. Two
weeks laler, however, the Kurita forces evacuated
Harrow's Sun and did not return to that system until
aczo,

Variants:

Varialions on the Awesome usualy involve some
change of armament. One of the more popular version:=
is the combirztion of one or two 15-rack LRMs and ane o
two large lasers in place of some or all of the PPCs
mounted an the prototype. This new armament reduces
the Awesome's heat buildup problems to manageable
levals, with the least amaumt of firepower reduction,

Notable 'Mechs and MechWarriois:

Lieutenant Giles "The Banger" Barhers

Commander of Barners' Lance of Wernke's Battalicn
in House Kurta's Brion's Legion, Giles is a hulk of a man
wha claims to fight in an Awesome because he simply
would not fit in any smaller ‘Mech, His heavy assaul
lanca of black-panted Awesomes has instilled terror in
many an oppponent, Pilating his Awesome, the Kwo
Hiller, Barneds has 56 kills officially to his credit,

MechWarrior Danielle Pelerson

A member of Delmar's assault lanee, Tagaki's Batsl
lion af House Davion's Chishalm's Raiders, Danielle doc-
nat lack the par ol a MechWarrior, Blond and beautifu
sha has whal many of her comrades call the knack™
Though joking and friendly outside of her ‘Mech, whe
Danigfle buttons up in her Awesome, she seems o
bacocme one with the machine, able o read as if it we:
her own =kin, This has saved her on more than enno
occasion when surrounded by enemy 'Mechs. In one
instance, she lterally skipped aside with her Awesaorne
the Fretly Baby, to avoid an incoming missile strike.
amed at her. Danielle is famous throughout the Succes
sor States for her skill in piloting the usually unmaneu
verable Awesome,




Mass: 80 tons
Chassis: Tachnicren Type G
Power Plant; Pitban 240
Crulsing Speed: 35.4 kph
Maximum Speed: 51.2 kph
Jump Jets: Mone
Jump Capacity: None
Armaor: Durallex Heavy Special
Armament:
3 Kreuss Particle Projection Cannan
1 Diversa Optics Type 10 Small Laser

Manufaciurer: Technicron Manufacturing
Communications System: Garret T18-G

Targeting And Tracking System: Dynatec 2780

Type: AWS-8Q Awasoma

Tonnage: a0 Tens
Internal Structure:
Engine: Pitban 240
Walking MPs: 3
Running MPs: 5
Jumping MPs: 0
Heat Sinks: 2B
Gyro:
Cockpit:
Armaor Factor: 240
Indormal Ammar
Struchig Vale
Haad: 3 g
Centar Torso: 25 e
At./Lt. Torso: 17 24110
Ri./Lt. Arm: 13 24
Rt.At. Leg: 17 a3
Weapons and Ammo:
Tvpe Loe, Critical
PPC RA 3
PRC RT 3
PEC LT 3
Small Laser H 1

Tons
80

a
11.5
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CGR-1A1 CHARGER

Overview:

The CGR-1A1 Chargar ie a distinctive "Mech, lis
heavy chassis is wallarmored, but virtually unamed. ks
massive power plant moves it at high speed, but
occupies an incrdinate amount of space, The reason for
these paradoxes is in the Charger's original production
goals. The CGR-1A1 was intended to be a heavy scout
that could enter well-defended areas where it might have
to take damage yet still be able to withdraw at high
speed.

Wells Technologies built the Charger in 2665, combin-
ing heavy Durallex armaor with Magna light lasers. Though
the Mark | lasers are incapable of damaging anything but
infantry and light armorad vehicles, the deficiency was
intenticnal. i is intended to discourage Charger pilots
from engaging in protracted fire-fights, for the Charger's
job is to obtain data and to do it quickly.

Although the design was heavily criticized, the fact
remains that Wells Tech built over a thousand Chargers,
about 500 of which survive to this day.

Capabilities:

While the Chargers popgun laser array is almost
laughable, itz Durallex ammor is not, providing the Mech
with enough protection to survive even direct hits from a
Class-20 aulocannan. lis armor is not enough to lat the
Charger stand up in heavy combal, however, A Charger
pilot wha gels too closs to the anemy or s trappad by
supatior numbers will be shot to piecas, unable to defend
himsalf,

Though intended as a high-speed recon 'Mech, the
Chargers design failed. |t was still a reliable, low-
maintenance "Mech, and 20 it is now used mostly as a
close-assault vehicle against Wasps, Stingers, and
‘Machs whose primary armament has beoen destroyed.
it can get close encugh, the Charger is easily able to
pound lo pieces a Wasp, Stinger, or Phoenix Hawk.

Battle History:

The Charger's novel approach to recon operations
was not successful, and Star League was forced to
withdraw it from use, With the coming of the Succession
Wars and the Dark Age of technology, however, the need
for 'Mechs pressed the Charger back into sarvice once
mare.

Effective against infantry and light armored vehicles,
the Charger is used in rear areas and garrisan duty on
low-tech warlds. Its use on the battlefield has been
limited, afthough Chargers have occasionally seen
combat in the bitter fighting along the Liac/Marik border,

In early 3023, Liao Chargers saw action against
House Sweiner on Ellison |V, an importart industrial
world, Liao deployed the Chargers as scouts, due to a
shortage of the maore traditional Wasps and Stingers.
Opposing them were heavy "Mechs with only light recon
scouts. Although slower, the Chargers stood up well fo
the attacks by the lighter recon 'Mechs, their armor
shedding laser lire until they could get elose encugh for
hand-ta-hand combat

As the losses to their scout foreas began to mount,
Steiner commanders deployed Griffins and Wokerines to
take on the Liae Chargers, after |lutng them into the
Surini Vallay. Beset on all sides by superior firapower,
the Chargers were unable to return fira or bring their
superior mass to bear on the enemy. They fled the
valley, losing aver two-thirds of their force. The loss
crippled Liac scouting operations for the rest of the
campaign, forcing the eventual withdrawal of Liao forces.

Other missions using Chargers, notably against non-
'Mech opposition, have been more successful. Davien
oparations against Kurita-supported querrillas on Galatia
lll were greatly assisted by the Chargers of the lllician
Lancars. They ware wvery effective against the
insurgeants in thick forests where normal 'Mech weapons
wara rendared inaffective,

The guerrillas’ infantry and hovercraft was useful
against isclated Davion installations and population
canters, but proved less valuable in combat with the
Chargers, which could virtually ignote all but the heaviest
of their weaponry. Supported by airstikes and light
scout 'Mechs, Chargers were able to clear out the rebeke
within four weeks, although the Davion planners had
been anticipating an extendad campaign of six months,

Despite all this, the Charger is ganerally considered a
failure, and its use on tha battlefiald remains extremaly
limited, The swilt, heavily armored but lightly armed
'Mech was an experiment whose time had not come.

Variants:

Attempts by House Liao to modify their Changers
altar the catastrophe on Ellison have met with only
limited success. They replaced the five Mark [ light
lasers with two medium lasers, and added a single large
laser at the cost of some armor, This variant overheats
easily, and the removal of armor has reduced its
protection. Still, it is a fast ‘Mech, and may yet ses
sernvice.

Cther houses, including Kurita and Davion, do not
feel that the Charger has enough potential to justify any
experimental designs ot the diversion of wvaluable

resources.
Motable ‘Mechs and MechWarriors;

MechWarrior Terry Ford

Considarad “the luckiast MechWarrior in the Succes-
saor Statas”, Ford has survived the most appalling battles
without so much as a scratch. Serving with the lllician
Lancers mercenary regiment, Ford litarally drips with
rabbits' feel, lucky charms, and mystical 1okeng. His
Charger, the Number Soven, is also decorated with horse-
shoes and four-leal clovers.

i Ford leads a charmed lifa, ha needs ona. Nurmber
Seven has laken numerous hits that would have
destroyed any other ‘Mech. Although its light lasers have
bean upgraded, its firepower is still low and its actuator
system badly in need ol service, Ford refuses to lel
anyane else touch his ‘Mech, as "it would ruin his luck.”
Terry Ford's mainlenanca skills are somewhat deficient,
however, and that may rasult in his legendary luck soon
running oul.




Mass: 80 tons
Chassls: Wells 280
Power Plant: LTV 400
Crulsing Speed: 54.0 kph
Maximum Speed; 86.4 kph
Jump Jets: None
Jump Capacity: Mone
Armor: Durallex Heavy
Armament: 5 Magna Mk | Light Lasers
Manufacturer: Wells Technologies
Communications System: Tak BattleCom
Targeting And Tracking System: Dalban Hirez

Typa: CGR-1A1 Chargar Tons
Tonnage: a0 Tans 80
Internal Structura; 8
Engina: 400 LTV 525

Walking MPs: 5
Aunning MPs: 8
Jumping MPs: 0

"Heat Sinks: 10

Cockpit:

Q
Gyra: A 4
3
Armmor Factor: 1

Small Lager
Small Laser
Small Laser
Small Lasar
Small Laser
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GOL-1H GOLIATH

Overview:

Brigadier Corporation's success with the Sconpion
BattleMech, the first of the four-lagged 'Mechs, spawned
the creation of the fourlegged Gofiath. This "Mech is
massive, weighing in at over 80 tons. Some of the early
technical difficulties of a four-legged "Mech had already
been overcome by the time the Goliath was created. Leg
movement was coordinatad through the newsrchelmet,
and the 'Mech was streamlined to aflow mare armar.

Dr. Harrison, the craator of the fourlegred ‘Mech,
falt that such 'Mechs would usher in a new era of
BattleMech warfare. Unfortunately, the Star League did
not agree with him. Nevertheless, Brigadier Carparation

managed to sell several Gofiaths, most of which ware
stationed on tha Pariphery, where Mechs wern usually
testad.

The Gofizth performed well, and the Star League
began to take interest shortly before its fall and the star

of the First Succession War, The few Gofiaths thal wore
operational quickly bacoma the property of 1heir pilols,
and only a handful are still in servica today.

Capabilities:

Urlike the earlier Scorpion, the Gofath supports a
good deal of lirepowar and armor, Also, modificalions to
the cockpit added to the MechWarrior's romiot. The

Goliath's weaponry =ystems are centered ound tha
Rand PPC system installed on its turret-like head. Tha
Rand system has an average performance but works
well with the Garret targeting and tracking devices.

Supporting the PPC are twa torso-mounted Hally LM
racks. Coupled with the variable-height firing capability
of a four-legged 'Mech, this weapons system gives it a
vaty long range in combat. Goffaths can only store
twelve rounds of ammunition for the long-range missie
systems. This lack of sufficient ammunition has
somelimas meant the difference between victary and
defaat, '

Far anti-infantry support, it carrfes twin Ramzey
machine guns in center-torsa mounts. Though the Ram-
sey system may jam and overhaat fraquently, it is mos!
impressive, especially when the guns are aimed almost
straight down to attack infantry altempling to secure the
‘Mach from below,

The Goliati's armaor is vary impressive, constructed
from the best materals that Star League could offer,
Supporting over 18 tons of armar, this 'Mech is not
quickly or easily disarmed in combat,

Dus 1o its precarous center of gravity, the Goliath
cannot move if one of its legs is disabled, This is a fatal
weakness, as leg damage is comman on the battlefields
ol the Succession Wars, An  immaobilized Gofiath
becomes BO-plus tons of pure target.

Brigadier frained its own pilots for the Goliath
piogram, and many of their heirs still pilot those same
‘Mechs. Most conzider the Goliath to be the best piece of
equiprrent produced by the firm.

Battle History:

Due to the limited number of Galiaths, they almost
never work in conjunction with each other, However, tha
Gofiath has been instrumental in a few battles throughow
the Inner Sphera.

Cne such example is the battle for Sirus betweoen
Haouse Marik and House Liao in 2801. The hot plains of
this world provided a tesl far many plecas of equipment,
and the Gofiath was one of them. The Marik Militia's
Cannery attack lance, which had a Goliath, engaged
sevaral large ‘Mechs during a rear area raid. The Goliath
managed to disable a BalleMaster and two Shadow
Hawks, which were the main defenders of the rear
command area. In a sweeping drive, the lanco killed
many in the command post, and within twa days, the
entire Liac battlefront withdraw nearly 40 kilometers,

House Kurita's raid on the planet Ryde along the
Sleiner border in 2850 rasulted in the only recarded
combat of Goliath versus Goflath. The two Goliaths
batlled for nearly an hour until the Steiner "Mech finally
crushed the fleeing Kurita 'Mach. Maturally, the Steiner
forces siripped the erippled Gofiath for parts, which are
otherwise nearly impozsible to come by,

The last known major action invalving a Gofialh was
in 3003, when the Federated Suns squashed a rebellion
of nchles on the planet Tsanna, The rebel forces seized
a Golath, and used it to repel several advances by
Lavion recon torces, The Golath was finally defeated by
& crushing attack to the "Mech's cockpit.

Cnly a handful of Golaths are still funclional. Of
thesa, the majerity are in the hands of House Steiner.

Variants:
As there are so few Goliaths in serviee, no variant:
are known to axist.

Notable 'Mechs and MechWarriors:

MechWarrior Warran Hestrus

Heir to the surviving "Mech of the Goliath versu:
Goliath confrontation, Warren is currently serving
House Steiner's Lyran Guard. His family has taken goo:
care of his Goliath, though it does have some difficully
moving its left rear leg, a legacy of the famous battle o
Ryde. Warren himself is a very skilled MechWarrior wh
tallows orders ta the letter,

MechWarrior Donna Rollson

Danna iz amember of the Ozawa Informals, a merce
ary lance under contract to the Draconis Combin
Currently, they are serving as border reinforcemen
along a long stretch of the Periphery. Donna's Gaiir!

the Davey, is in poor shape and has little center 1wr.
armor. As ono of the commanding officers of 1
Infermals, Donna hopes 1o accumulate encugh mency 1o
buy replacement pans bofore something happens to her
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Chassis: Mannison 40
Power Plant: Brigaldiar 1000F
Cruising Speed: 54.8 kph
Maximum Speed: 76.2 kph
Jump Jets: None
Jump Capacity: Nona
Armor; 3/5tar Slab
Armament:
Rand PPC-10
Two Holly Long Range Missila Packs (12)
Two Ramsey Machine Guns
Manufacturer: Brigaidiar Corporation
Communications S'y’StBIT'l: Garrat 600
Targeting And Tracking System: Garrat GRNDTRK 15

Type: GOL-1H Goliath Tons
Tonnage: 80 Tons B0
Internal Structure: B
Engine; Fithan 320 22.5

Walking MP'S: 4
Running MP'S: 6
Jumping MP'S; 0

Total Heat Sinks: 17 7
Gyra: 4
Cockpit: 3
Armor Factor: 232 145
i Amner
SrueTie Vales

Head: a ]

Center Torso: 25 3019

Rt./Lt Torso, 17 20:13

At./Lt. Arm: 13 24

Rt./LL Leg: 17 an
Weapons and Ammao;
Type Log. Critical
PPC =11 3 7
LAM 10 RT 2 5
LRAM 10 LT 2 ]
Ammao (LRM) 24 CT 2 2
Machine Gun RT 1 5
Machine Gun LT 1 5
Ammao (MG) 200 LT 1 i
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Overview:
% VTR 9B Victor was originally built under a
defensa contract with the Star League in 2510. Defined
as a heavy BattleMech, it was used as a strong suppeort
'Mech with jump capabilities. Earlier models carred a
sophisticated array of anti-infantry weaponry systems,
later discarded due to the overhaating problems commen
for a heavily armed "Mech. Also, technicians felt that this
heavy-support "Mech would not be engaging infartry,
and so the flamer and machine gun syslems wera
removed. The Victor was originally ouffitted with a
Standus 20 tracking system, but  was removed from all
but the first-run prototypes due ta its tendaency 1o project
targets that did not exist.

HildCo Interplanetary produced the 'Mech oul of
threa plants whose facilities were destroyed during the

First Succession War. Most of the firm's records fell into
the hands of House Kurita, however. Thus, the total
numbar of Victors produced has been determined 10 be
nearly 1000. Many were lost during Kerensky's exodus
from the Star Leagus, and still mare were lost during the

First Succassion War,

Capabilities:

Unlike heavy ‘Mechs, the Victor has a jump
capabiity. It Is equipped with the HildCo Madel 12 jurmp
jets, providing it with the ability of full jump as well as all
relaled forms of attack, As most MechWarriors do nat
expect a heavy ‘Mech to be able to jump when they
encauntar a Victor, that can spell their doom.

The Pontiac 100 autocannon provides the Victor with
medium-range capability as well az the power to inflict a
great deal of damage. Although some models have
repotted sama ammunition feed problems, this does not
appear fo ba a comman problem.

The Victors left arm sports the mainstay of its close-
ranga weapens, the twin Sorenstein V medium lasers,
These lasers are supplemented by the Holly shert-range
missile rack, imtended for cloze-ranga fire support.

VIR 9B VICTOR

Battie History:

During the chaos of the First Succession War, the
Victor was consideted one of the greatest prizes thal
could be looted from the wrecks of the battlefiald,
Kurita’s now-defunct Arterson Dark Horse Regiment
utilized these 'Mechs. Involved in several batties along
the Davion border, the unit suffered so many casualties
that it was disbanded and reassigned. Needless to say,
many of the fallen Victors became the propeny ol lhe
Davion cocupation troops.

Cravicn's infamous Avalon Hussars used their Victors
advantagecusly against House Liao forces in the
mountains of T=zanna, Wei, and Redlield, With their
height advantage as well as their jump capahility, tha
Victars proved to be more dangeraus in some situations
than the more heavily armed BattleMasters, Several
Hussar pilots and officers still use Victor Class 'Mechs.

MecGee's Cutthroats used these 'Mechs in the batlles
for Suk. Several months of battles reduced the number
of oparational Visfors, but the 'Mech tumed the tide in
mora than one battle. During the long fight for this planet,
Stainer farces captured several of the fallen Victors,

In sevaral engagements betwaen the forces of
Housa Marik and House Liao, the Victor Class showed
some minor weaknesses. In 3001, while battling for the
city of Shul on the planet Berenson, the lack of close-
support weapons caused the downfall of several Victors
assigned to Marik's Regular Hussars. Several fell in
Shul, not by air attack or other 'Mechs, but by infantry,
Because the 'Mechs were not equipped with infantry
weapaons, sevaral heavily armed platoons swamped the
Victors in the city and destroyed them,

Tha Avalon Hussars' remaining Viclors later engaged
Liao ‘Mechs on the planet Wright in 3012, A Hussar
altack lance consisting of several VWitors encounlered
wo batterad recon lances of Wasps and [acusts, The
Victors' jump atlacks and autocannons reduced the two
lances to rubble in & matter of minutes,

One regiment of Davion's Crucis Lancers had an
attack lance of Viclor ‘Mechs that was assigned o
invade the Kurita world of Ronel in 3020. A hidden fighter
suppor group caught the Undon Class DropShip off guard
and destroyed the ship before the Victors could be
deployed, All of the ‘Mechs were kost.

Variants:

Saveral of the earlier Victor Class 'Mechs have sur-
faced in racent years, mostly in the form of the VTR 94,
which supports slightly less torse armor in exchangs for
twin flamers and a machine gun mount. A medified Victor
supporting a Hally SAM 6-rack also appeared within tho
Lyran Cammenwealth,

MNotable 'Mechs and MechWarriors:

Lieutenant Ramsey Donal

Currently, Lieutenam Donal is working for the Twelfih
Vegan Rangers in the attack lancae, His ‘Mech is in fai
condition, but his Holly missils rack has had firing ditfi
culties ever since he tangled with a Kurita Warkammer o1
closa range on the planet Tripoli. This cocurred when b
was working freelance for Housa Davion,

MechWarrior Tammie Holston

A veteran of Marik's Regular Hussars, Tammig led
the attack lance that engaged the twe Liag recon lanc
on the planet Wright, Her Victor was rasponsible fi
taking out three "Mechs, She was damoted |ater, but st
serves in the same aftack lance and hopas to regain hi
rank and command of the unit.

Captain Debbia Malgur

This competent MechWarriar is currently employ:
by Heimar Vasasek, wha gave her command of a heawy
recan lance. Her Victor is a 94 variety, which suppor
less armor on the front torso, mounts twin machina-gui
in the legs, and carrles a small supply of ammunition. H
history and where she acquired the ‘Mech are unknow
but har skill is reputed o be excellent,




Mass; 80 tons

Chassls: HildCo Typse V

Power Plant: 320 Pitban

Cruising Speed: 43.2 kph

Maximum Speed: 648 kph

Jump Jets: HildCo Model 12
Jump Capacity: 120 m

“Pontias 100 AeoannoniB == 55
Two Sorenstain ¥V Medium Lasers
Holly Shart Range Missile Pack (4}

Manufacturer: HildCo Interplanetary
Communications Systems: Opus Il Highbeam
Targeting And Tracking System: Malandry 34

Type: VTR 8b Victor Tons
Tannage: 80 Tans aa
Internal Structure: B
Engine: Pitban 320 225

Walking MPs: 4
Hunning MPs: &
Jumping MPs: 4

Heat Sinks: 15 5
Gyro: 4
Cockpit: 3
Armor Factor: 184 1.5
finsemat Armecr
Sruchire Value

Head:; 3 2]

Ceanter Torso: 25 M s

Rt./Lt. Tarso; 17 2010

RL/LL Arm: 13 15

At.At Leg: 17 20
Weapaons and Ammo:
Typa Lo, Critizal
AC/20 271 10 14
Ammo (AC) 15 RT 3 3
Medium Laser LA 1 1
Meadium Laser LA 1 1
SAM 4 LT 1 2
Amma (SRM) 25 LT 1 1
Jump Jets CT 2 2
Jump Jets RL 1 1
Jump Jeis LL 1 1

The AC raplaces the lower arm actuators,




ZEU-6S ZEUS

Overview:

The heavy 'Mech ZEU-8S Zeus is the Lyran Commaon-
wealth's pride and joy. The initial design ideas were first
put to paper just aftar tha stan of the war with the Dra-
conis Cambine in 2407, Three years later, when anemy
forces were threataning Hesperus 1l two Zeus proto-
types were already lumbering actoss test tetrains. The
speed with which the Zeus was brought from idea to
reality astounded even the most optimistic generals.

The Zeus also had the best field test a new ‘Mach
could hope for. When Kurita forces assaulted Hesperus
ll, the two ZJous prototypes were there, aiding in the
defense of the wital BattleMech factories. These
protatypes carried PPCs on their left arms. After the
battle, the pilcts reporied that the PPC was extremely
erratic and unreliable. Further rezearch revealed that the
PPC's insufficient shielding created wild magnetic
interactions batwean it and the 'Mech's engine. Tha
designars thus decided to drop the PPG in favor of the
simpler autocanncn to ensure guick delivery of the '‘WMech
to the frant. The autocanncn gave the Zews less punch
but tha same range as the FPC.

The Defiance factories on Hesperus Il are the only
ones currently producing the Jeus, which first came off
the production lines in 2411,

Capabilities:

The Zeus was designed to engage enemy 'Machs
with its long-range weapons while the enemy forca is stil
no mora than an approaching blot in the distanca. |t was
crezted in response to requests by Commonwealth com-
manders for a heavy 'Mech that could perform hit-and-
run tactics. The combination of lang-range missiles, auto-
cannon, and large lzser works well to perform this task,

The Coventry Starfire, which has 15 launchers, is an
excellant, proven missile system vsed in several other
‘Mech designs. In the Zous, however, the tolerance of
the Starfire missile system was stretched to the limits.
Designers placed the "Mech's missile tubes arcund and
set back from a large central cora. Though its appear-
ance is cdd, tha design is a clever attempt to protect the
missile system while still allowing the Zeus a formidable
punch, That central core serves no purpose except as a
bludgeon for punching, much lke a fist on other 'Mechs.
The mizsiles, being set back and away from the impact
paint, are safe bereath the armer of the forearm.

The drawback of this arrangement is that the missile-
Izading sytem iz complicated and prone to breakdown if
not serviced reqgularly, Anather problem is that the Zeus
can only carry eight reloads for its missile system. More
than onee, g Jous pilol has pressed the trigger, only to
hear a silence loudor than any reassuring whoosh of
missiles launching.

Tha large laser is another adaptation, Finding them-
selves without enough room for the standard laser
design, the Jeus ennineers decided o create a mora
compact large laser. As the engineers at Hesperus |l are
among tha lew toams who can slill use fiber optics, they
managed 1o tolally dispensa with the bulky rifle-like

barral of other large lasars, On the Jews, the large laser
is tucked guile comiorlably baneath tha left arm,

Evan though the Jeus functions mostly as a stand-
off weapaon, it has no problem closing and grappling with

an enemy. Excellont armor protection, especially arcund
the chest and lens, is more than enough to withstand all
but the heaviest lire. Strong, heavily armored legs also
make the Jows a Tomod Kicker, while the loaded left arm
is wvery effoctive in dispatching unfortunate 'Mechs with
its puneches.

Battle History:

The first appearance of Zeus 'Mechs in significant
numbars was during the recaptura of Sakhalin, Elements
of the 15th Lyran Commonwealth's Guard attacked an
equal force of Draconis Cambine’s 32nd Dieron Regulars.

Composed mostly of Jews 'Mechs ard a faw Com-
rarndos, the Lyran lorce moved toward and caplured a
high ridge overlooking twa large foresis and a grassy
plain beyond. The Dieren Regulars were made up of an
even mix of BatlfeMasters and Dragons, which failed in
their attarmpt 1o storm the ridge because of the concen-
trated LAM, laser, and autocannon fire it encountered,
This, coupled with flanking attacks staged by the Lyran
Commandas, forced the Combine forces to resign them-
selves to the flat plain for the night, The Lyran Guards
did not pursue, making it clear that they were content to
wa it oul on the ridge. At nightfall, & heawvy rain began.
UDuring the night, the Lyran forces silenty mowved
dawn fram the ridge and spaced their Zeus 'Mechs
evenly between the narow gap separating the two
forests, At sunrise, the surprised Dieron Fegulars im-
mediately charged the distant row of "Mechs, but their

atiack had raether plan nor sense. The weight of the
lumbering SaftfeMasters and Dragons soon turned the
grazsland info a sea of mud. Because of it, ‘Mechs in the
rear of the advance had difficulty keeping up, which
caused the farmation 1o spread out.

When the enemy advanced far enough into the funnel
created by the two forests, the Lyran cemmander
ordered the line of feus "Mechs to open fire, Mechs in
frant of the enemy advance could fire back at the Lyran
‘Mechs, but those in the rear could not, Warse yet, the
stumbling about was making the already bad footing
impossible, Some of the BattleMasters and Dragons
tripped and fell, craating furthar confusion and a growing
panic among the Regulars. Tha Commandes hiding in tha
woods chose that momeant to open fira with their SHMs.

The rout was an, '"Mech stumbled aver 'Mech in the
rush 1o escape the Steiner trap, Those "Mechs that had
fallen were often parmanently disabled by their comrades
stepping on them to avaid stumbling in the mud. In all,
tha 3Znd Dicron Regulars suffered a loss of sighi
BattleMasters and five Dragons, while the 15th Lyran
Guards lost only one Zeus and threa Commandos.

Varianis:

A major upgrading of the Zeus is in the works, now
that the Steiner engineers have solved the problem tha
originally led to the PPC being replaced by the auto
cannon, Mew arm assemblies containing the Lighining
Strike PPC and an extra heat sink are about ready for
Commonwealth-wide distribution. A second haat sink will
alsa fill tha void in the left torse that anca hald aute-
cannan shoells.

Notable 'Mechs And MechWarrlors:

MachWarrior Seallth

Of Marh American Indian heritage, Sealth is a very
reluctant warrior, Joining the 10th Skye Hangers anly
after his own world was attacked, Sealth has spent the
last three years fighting in his forest-green Zeus. The
'Mech, called Skakorrish, is capable of amazingly grace
ful motions under Sealth's control. An enemy warrior wil
often have Skokomish in his targeting crosshairs, only to
see it execute a complicated maneuvar and vanish from
his sights entirely.

Sealth Jooks forward 1o leaving the military in two
years' time. His officers, however, have been trying to
get him to stay on and teach his skills to young recruits
At this moment, Sealth is still set on returning 1o the sim
ple life an his homeworld, which is now aut of the fighting.




ZEU-6S ZEUS

Mass: 80 tans
Chassls: Chariot Type I
Power Plant: Pitban 320
Crulsing Speed: 432 kph
Maximum Speed: 64.8kph
Jump Jets: None

Jump Capacity: None
Armor: Valiant Lamallar
Armament:

1 Thunderbalt ASM Large Laser

1 Coventry Star Fire LRM Missila Systemn

1 Defiance Autocannon

2 Defiance BAM Medium Lasars

Manufacturer: Defiance Industries of Hesperus Il
Communication System: TharHes Calliopa ZE-2
Targeting And Tracking System: TharHas Aras-7

Typa: ZEU-65 Zeus

Tannage: 20 Tan
Internal Strecture:

Engine. Pitban 320

Walking MPs: 4
Running MPs: B
Jumping MPs: 0

Heat Sinks: 17
Eyro;
Cockpit:
Armor Factor: 184
Intarnal Amnar
Shuciuire Wakm
Head: 3 g
Genter Torsa: 25 269
RAt./Lt Torso: 17 186
RBt./Lt. Arm: 13 22
Rt./Lt. Leg: 17 24
Weapons and Amma:
Tyoa Log, Critica
Largs Laser LT 2
LRM 15 BA 3
Ammao (LRM} 8 RT 1
Medium Laser LT (R} 1
Medium Lasar cT 1
ACIS LA 4
Amma [AC) 20 LA 1
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BLR-1G BATTLEMASTER

Overview:

Even during the Star League era, the number of
manufacturers capable of building a "Mech like the BLR-
1G BatlleMaster was limited. After they won the bid to
canstruct the "Mech, Hellis Industries began production
of the BatlfeMaster in 2830. Dasigned to be the largest
and most powerful Mech aver fislded by the Star League
armies, the BLA-1G filled the bill.

The "Mech's sheer size requirad special manufactur-
ing facilities, which meant Hollis could build the Batie-
Master on only a few planets, The cost and materials for
the "Mech also limited production somewhat.

Capabllities:

The firepower that tha BattleMaster can generate in
one volley is staggering and more than deadly at closze
range. The reliable Donall PPC is its main firs weapan,
with the laser systems as clase support fire,

The BaltleMaster is one of the few Mechs equipped
with rear firing weapens in the 1G configuration. it has
two Martell medium lasers providing protection fram the
rear. The "Mech is also aquipped with machine guns
against infantry attacks. Tha bulk of the ammunition for
the SAMs and the machine guns is stored in one
location, hewever, which at times results in internal
explosions.

Even if the BaltleMaster loses all its weapans, it still
has its manipulative hands. In emergencies, it can
disengage the Donal PPC in order to have both hands
free.

Though BattleMasters ware not produced in great
numbers, their sheer size, armar, and firepower have left
many still functional despite the numerous battles they
have fought in their nearly 200 yaars in the field. Further,
the 'Mech's basic design has proved to be sound and
reliable, with few flaws.

Battle History:

The attacks on Holis Industries during the First
Succession War brought production of the Batfletastor
to a virtual stop. The fighting Houses each grabbed the
finished 'Mechs that were available, incorporating them
into their respective forces. As BaltleMasters were rare,
it became unusual ever to find them fighting side-by-
side.

During tha battle for St. Andre in 2920, the three
Houses of Marik, Liao, and Davion faced off. In making
thair bid 1o 1ake the refinery stations near the city of
Malta, alements of the Davion Guards' heavy regiment
wera equipped with the massive BattleMasters, Two
lances, each with one BatfleMaster, led the aftack
against the heavily delended refinery. Five lances of
light recan 'Machs fall quickly to the firepower of the two
heaviy armed attack groups, and Davion took the
refinery for the moment.

The Davion planet Crossing was the site of anather
historie BattleMaster confrontation, in which elements of
the NAIS Training Cadre on temperary assignment took
on elemants of House Kurita's 2nd regiment of the Sword
of Light. In this case, there were several minor Baftle-
Master vs. BattleMaster encounters. Thaugh the fights
were not decisive, the raw firepower of these ‘Mechs was
truly pLtto the test in batile against one other,

House Davion converted several BaltleMaster 1Gs
into the variant that increased ts armor even mere and
did away with the rear-firing lasars and the Helly SEMs.
Four of these "Mechs were re-assigned to a special
aftack lance attached to 3rd Ceti Hussars. Dropped onto
the Kurita-held planet of Royal in 2998, they secretly led
a deep penetration into the Kurita lines. Kurita respanded
with such a blast of sheer fire power that the special
lance losses were nearly fourfo-one. In this instance,
the BatflaMaslor lance was crushed.

Variants:

The only BattleMaster variations still in existence are
the few meodified by House Davion to do away with the
rear-firing Martell lasers and the Helly SRM pack. Though
the variant did solve the ammunition buildup difficulties,
the 'Mech became more susceptible to a rear attack,

There have been reports that House Steiner has also
been developing a medified version that replaces all but
the small laser systems in favor of long- and short-range
missile packs and ammunition. These repords also
indicate an increasa in the number of heat sinks, but no
confirmation of this intalligence is yet available.

Motable 'Mechs And MechWarriors:

Major Thompson "Tommy"” Dale

As a lance commander in the olte Davion Guards,
Major Dale has earned tha right to pilot the BattleMaster
he calls Dak Death. His "Mech is painted a desp grey
and is in perfect working arder,

Captain Jenny Cirel

Jenny is currently assigned to the 3rd Proserpina
Hussars, in command of the regiment's attack lance. Her
dream of pilcting a BatlleMaster cama true when she was
pramoted after the battle for Hoff. A small woman but a
competent warricr, Captain Circi has been woundad
many times in baltle. Taking great pride in her ‘Mech,
which she cares for personally, Circi has bean
nicknamed “The Hawk" for her battlefield tactics,

Captain Art Mitchell

Captain Mitchell inherited his BattleMasier after his
brother died fighting on the planet Amity, The "Mech iz in
poor shape and has a weakened armor structure. Antis a
fine warricr, however, and has been recenlly promoted 1o
the heavy attack lance of the Fusiliers of Oriente's 1st
Brigade.




Mass: 85 tons
Chassis: Hollis Mark X
Power Plant: 340 VOX
Cruising Speed: 43.2 kph
Maximum Speed: 648 kph
Jump Jets: None
Jump Capacity: Nene
Armor: Star Guard [V
Armament:
One Danal PPC
Six Martell Madium Lasers
Two SparryBrowning Machine Guns
Ona Holly Short Range Missile Pack (8}
Main Manufacturer: Holiis Industries
Communications System: HanfordCo COM 4000
Targeting And Tracking System: HarfordCo XK/ 1

Type: BLR-1G  BaitlaMaster Tons
Tennage; B5 Tons as
Internal Structure: 85
Engina: 340 VOX 27

Walking MPs: 4
Running MPs: &
Jumping MFPs: ]

Heat Sinks: 18 B
Gyro: 4
Cockpit: 3
Armor Factor: 232 14.5
Inrernal A
Sirueture Vakie
Head: 3 g
Center Torso: 27 40011
Rt/LL Torso: 18 2B/
Rt./Lt. Arm: 14 24
RtJLt Leg: 18 25
Weapons and Ammo:
Tupa Log. itica
PPC AA 3 7
Medium Laser RT 1 I
Medium Laser RT i i
Medium Laser AT (R} 1 1
Machine Gun LA 1 5
Machine Gun LA 1 5
Ammo (MG} 200 LT 1 1
SRM & LT 2 3
Ammao (SRM) 30 LT 2 2
Medium Laser LT 1 1
Medium Laser 1 1
1 1

Medium Lasar

-




___STK-3F STALKER

Overview:

The Stalker is the most famous and most commeon
heavy assault ‘Mach. A product of tha Reunification War,
the first prototype was produced as sarly as 2594, Early
models were not very heavily armed, but field 1ests
suggested that the STK would ba most effective if it
mounted weapcnry with differing  optimal  ranges.
Although the resulting 'Mech had far more weapons than
could safely be fired in a single salvo, it had an extramely
flexible response capacity. The League computar
systems determined a target's range and suggested the
optimum mix of weapans far the situation. The resulting
fire control system was the best availabla. The STK
represents BattleMech technology at its heighi.

Few Stakers slll retain the original computer
equipment sa vital to proper operation in battla, The STK
is stil a fearsome 'Mech, but with the Ioss of tha
camputer, its pilots must be cautious not to overuse thair
tremendous firepower. The large quantity of waste heat
generated by the lasers can guickly overhaat the 'Mach
despite its 20 heat sinks,

Capabilities:

Stafkars are often used 1o lead major advances while
flanked by other heawvy 'Mechs. This heavily armared
spearhead was intended 1o blow holes in the enemy line
through firepower and endurance. These stoady
advances suit the STK-3F well. With a maximum speed of
54 kilometers per hour, il is one of the slowest 'Mechs an
the battlefield. The Stafker was nat intanded for hide-and-
seak guerrilla warfare, but for dogged fire-fights.

In urban battles, the Stalker is a particularly deadly
opponent. With a wide range of short-rangs weaponry,
the STK is most affective at ranges of 30 10 270 meters,
In cities, where most fighting oceurs at close range, the
Stalker ean take full advantage of its weight and short-
range weaponry.

The STK-3F can be employed to clear a path through
buildings or forifications. hs heavy armor allows it to
crash through even hardensd walls without serious
damage. A favorite tactic of many Stafker pilats is to wait
inside a bullding until ancther '‘Mech comes into range,
and then step through the wall and into the street. Oiten,
the Stalker can appear behind its intended victim and fira
befare the other 'Mech can turn,

The Stalker is also an adept defender. It can absorb
tremendous amounts of abuse before being forced to
retraat, and itz cross-section of weapon types allows it
to return fire effectively at any range. However, the STK-
3F is more likely to carmry the fight to the attackers rathar
than to adopt a defensive position. Becausze of its highly
efficient short-range firepower, a Staker will usually
attempt 0 close with the enemy and concentrale ils
attack on the heaviast 'Mech.

Battla History:

There are few major engagements in which the
Stafker has not been involved. All of the Successor
States use the STK as the foundation of heavy cavalry
units. These units are usually composed of medium and
heavy 'Mechs. They wil usuvally be in the first line of
battle, followed by medium lances. The light lances take
up the rear to engage stragglers or to dispatch damaged
oppenants. When operating on the defense, the Staker
is wsually deployed with ‘Mechs having long-range
weapons. Archers are favered lorthis role.

In 2787, at the Battle for Saffell, House Kurita used
Stalkers to stem the advance of Federated Sun forces,
When Davion Archers and Trebuchets bombarded them
at long range, the heavier units of the Draconis Combine
were forced o retreat. Though plagued by the Stalkars
LRM systems, the besiegers reached the fortification
walls, where they found most of the Stakers waiting for
them. Their heavy armor had aliowed them to survive the
bombardment, and they offered stiff resistance o the
Davion main column.

During the Battle for Hofl in 3022, Wolf's Dragoons
deployed sevaral heavy lances led by Colonel J, Ellict
Jamasan in his Staker. At Tarn Hill in the Johnsen
Sector, Colenel Jameson's command lance was
attacked by a full company of Eridani Light Horse
'Mechs. Outnumbered but net outgunned, Jamesan's
lance began systematically destroying the heaviest of
their oppenents. Jameson's own first charging attack
crushed an enemy Riflernan, and a shont-rangs salvo of
medium lasers and SRMs stripped most of tha armoer from
a nearby Griffin. The sudden brutality of the attack
surprised the Eridani, who fell back in confusion.
Although the Stalker took heavy damage to its armor, it
lekt the field completely operational.

Stalkers from Burrows' Crashing Thunder Regiment
are credited with winning a battle on Travis V during the
summar of 3024. Assigned the job of cleating invasion
routes into the city, tha Stalkers methodically punched
straight paths through  defenses, defenders, and
buildings alike. The balance of Burrows’ Regiment poured
in after them, Expecting the attackers 1o advance alang
the madways, many of the defendars were outflanked,
isolated, and destroyed in short order, Although it took
weeks 1o achieve a complete victory, it was tha Stalkers
unorhadex method of attack that tipped tha balance for
Burrows and his forces.

Varlants:

Due to the great weight of the Stalker, its skelaton is
prone to deterioration due to stress. The vsual eurs is to
lighten the *Mech by 10 to 15 tans. The twin LEM-10s are
often ramoved to achieve a lighter "Mech that stil
possesses its close-range firepower. Oecasionally,
Techs ramove only ana LREM, but remove a number of
lasers instead.

Ta increase their kong-range irepower, some models
have refitted their LRM-10s with LRM-20s at the price of
their heavy lasers. This produces an axtremely efficient
siaga fighter.

MNotable 'Mechs and MechWartiors:

Colonel J. Elliot Jameson

This officer of Woll's Dragoans i known as 3 bokd
strategist. His tactics are simple to the peint of
eloquence and are almos! always effective. Wolf usually
assigns him to problem areas that need his careful
planning and his Statiers massive firepower. Jamesan's
Mech is deeply scarred on all sides, and its engine
oparates inefficiently, but it is =till a fearsome machine.

Captaln Tiberius Sartini

Sartinl has served with the Avalon Hussars for 20
years. His immense pride in his Stalker is reflected in the
mirrar shina of its armaor. Although the ‘Mech has been
seticusly damaged in battle several times, he has always
managed to purchase ar confiscals the pans necessary
to effect repairs. In addition, he is stockpiling spare
parts far his personal use, By doing so, he risks his
commission (personal stockpiles are strictly forbiddens,
but Sartini's first priority is to keep his Staker in mint
condition.




Mass: 85 tons

Chassis: Titan H1

Power Plant: 255 Strand
Cruising Speed: 32.4 kph
Maximum Speed: 54.0 kph
Jump Jets: None

Armor: Valliant Lamellor
Armament:

2 Jack=on BSe LRM-10

2 Magna Mk, Ill Haavy Lasers

4 Magna Mk. | Madium Lasars

2 Thunderstroke SBM-6
Manufacturer: Triad Technologies
Communications System: Cronol PR
Targeting And Tracking System: Spar 3o baght Band

Type: BTK-3F Slalker i

Tonnage: 85 Tons ki

Internal Structure: £ 5

Engina: 255 Srand 1
Walking MFs; K!

Eunning MPs; 5
Jumping MPs: 0

Heat Sinks: 20 10
Gyra: 3
Cockpit: a
Armor Factor: 216 135
rtemal ATy
Sruchire Verhigr

Head; 3 9

Canter Torse: 27 KITAN!

Rt./Lt. Tarsao: i3 2557

Rt.fLt. Arm; 14 23

Rt./Lt Leg: 18 25
Waapaons and Ammo:
Type Loe, Critical
LRM 10 R 2 1
Amma (LRM) 24 RA 1 1
LRM 10 LA 2 5
Armmeo (LRM) 24 LA 1 1
Large Laser LT 2 L
Large Laser RT 2 5
Medium Lazer Fa 1 1
Medium Laser BaA 1 1
Medium Laser LA 1 1
Medivm Laser LA 1 1
SREM G LT 2 3
Ammo (SAM) 15 LT i 1
SHM B AT 2 3
Amma (SEM) 15 AT 1 1




CP 10-Z CYCLOPS

Overview:

Stormvanger Assemblies first placed the CP 10-Z
Cyclops into preduction in 2710, Designed as a heavy
assault vehicle for use in assault lances, the Cyclps
also proved a favorite among headquarters troops in
higher-echelon formations. With its  sophisticated
helegraphic Tacticon B-2000 battle computer and its
planet-wide communications capability, the heavy "Mech
proved highly useful in this role. Except when the
Cyclops is part of an assault lance, tactical doctrine
usually places it in the reserve, where it can coordinale
and support the overall actions of tha other BallloMechs
in its command. At regimantal level and higher, the
commanders Cyolops is  usually guarded by a
headquarters lance and supporting units.

Though individual commanders have occasionally
made personal modifications, the present-day Cyclops is
vitualy identical to the prototypes coming ofl the
assembly line in 2710.

Capabilities:

The Cyolops was designed primarily as a hoavy
assault 'Mech, but its sophisticated communications and
infarmation network equipment make it equally valuable
as a command vehicle. In batllefield situations, the
*Mach is capable of coordinating up to an entire Ballla-
Mech regiment with the B-2000 computer on line. It sasily
maintains planet-wide and orbital communications, 100,
using the Olmstead 840 tight beam commsyslem and
satellite assistance.

The Cyclops' weaponry is mixed =o that it can attack
or defend itself against any oppenent at any range neces-
sary. The Delta Dart LRM pack is capable of engaging
the enemy at extrema range. Tha Zeus-36 Mark |1l auto-
cannon can be usad in the middle ranges, Finally, the
two Diverse Optics Type 20 madium lasers with the
Hovertee SRM guad can take on anything that gets
nearer.

With its diverse weaponry, the Cyclops is somewhat
limited in ammunition storage, and its projectile weagpons
tend to run out quickly in extended battle situations. For
this reasan, the Cyclops is usually well-protected when
used by high-schelon commanders, whe usually employ
it to tumn the tide of battle or to exploit an enemy
weakness.

Though the Cpofops’ head section is armored as
heavily as its internal struciure can handle, the armor is
somawhat inadequate. In battle situations, most enemy
‘Mechs will automatically aim at the head of a Cyclops,
knowing that any hits or near misses could damage or
disable the sophisticatad command and control equip-
ment located thera, as well as doing the usual damage to
the MechWarrior inside.,

Even with these minor drawbacks, the Cyclops is a
formidable weapon o be found in the batile lances of
almest every ‘Mech regiment in the Successor States.

Battle History:

The Cyciops has been a part of every majer
angagement in the Succession Wars, having proved
itzelf in both close combat and as an efficient command
control vehicle.

During the initial advances by House Kurita into
Davian-controlled space in May 2796, the headquarters
lance of the 22nd Avalon Hussars coverad the retreat
and final DropShip embarkation of the baleaguered de-
fenders of the planet Delacruz. Attacked by nearly a full-
strength Kurita ‘Mech battalion, thres Cyclops and two
supporting Warkammers withstood the onslaught until all
but one of the DropShips had suecessfully launched,
When the surviving Warhammer was ordered to withdraw,
the three Cyelops launched a final missile barrage at the
pursuing enemy. This disrupted them enough so that the
Davion "Mechs could escape under the protecting fire of
some newly arrived AeroSpace Fighters, Though heavily
damaged, the three Cyolops survived.

In early 2801, a raiding party of Mechs from Redjak
Ryan's fortress planet of Butte Hold landed on
Alkalurops. All that opposed them on the planst was the
cadra and training formation of House Steiners 32nd
Lyran Guards. Led by the old battlefield tactician
Brigadier Carson Enright in his Cyclops, the "Mechs were
deployed in a position to ambush the Bandit King's
'Mechs as thay advanced toward the supply depat in the
town of Allabad, Using stored mining explosives and
missile fire, Brigadiar Enright managed to bury the lead
bandit 'Mechs and to cripple a number of others as they
passed through a narrow defile. Enright then rose up in
his Cyclops and charged the enemy, followed by his
headquarters lance and soma MechWarrior trainees. in

the ensuing melee, Ryan's raiding pany was completely
smashed. The survivors fled back to their DropShips,
leaving alavan disabled "Mechs on the field.

Variants:

Sevaral vanalions of the Cyelops have appeared.
The maost notable includes the popular command vehicle
modula, with its detachable section located on the upper
rear torso of the Cpclops. When not in battla, the unit can
be detached and set up in 15 minutes to bacoma a fully
operational headguariers  bunker, aquipped with
cammunication and econtrol equipment capable of
coordinating up to a 'Mech regiment.

Many pilots also provide their Cyclops with false
armar head protectors, which gives them the appearance
af waaring a helmet. The ralionale is that incoming
missile and autocannon fire will explada against the false
armor instead of 1he actual head armor, This is, at best, 2
poor salution 1o the problem.

Anather variation on the Cyclogs replaces the right
torsg-mounted autocannon with a2 secend set of LAM
racks and added armor prolection for the arms, This
altaration allows more long-range fire but lessers the
Cyclops punch at medium ranges.

Motable "Mechs and MechWarriors:

Brigadier Carson Enright

Commander of House Steiner's 32nd Lyran Guard
Regiment, Brigadier Enright has commanded brigade
and division-sized "Mach units a number of times from his
Cyelops known as the Archon's Eye. Enright is famous
for his brash and unpredictable tactics on tha battlefield
Out of his "Mech, he iz a soldier of the old schaoo
scowling at the habits of those MechWarriors wha are
less disciplined than him and the troops he commands.

MechWarrlor Sergeant Lenny Markbright

Moted tactician of the mercenary battalion Waco'
Rangers, Markbright is one of the best known non
commissioned personnel to pilot a Cyclops, He o
assigned as tactical adviser to Colonel Wayne Waco:
headquarters lance. In his Cyclops, the Polyphemu:
Markbright accompanies the battalion commander durir
an operation, keeping his kean mind tuned to the autp
of his modified B-2000 battle computer. Known for hi:
analytical yet flexible thinking, Lenny Markbright is oo
of the major reasons for Waco's Rangers® many
SLUCCESSes,




nMass: 90 tons
Chassis: Stormvanger HY-T
NMower Plant: Hermas 360
Cruising Speed: 421 kph
Maximum Speed: 61.8 kph
Jump Jets: None
Jump Capaclty: None
Armor: Starshield Spacial
Armament:
2 Diverse Optics Type 20 Medium Lasers
1 Defta Dart Long Range Missile 10-Rack
1 Havertec Short Range Missile Quad
1 Zeus-36, Mark [l Autccannan
Manufacturer: Stormvanger Assemblies, Unlinitod

Battle. Computer: Tacticon B-2000 i .
Communications System: Olmstead B40 with SatMav Madula
Targe{mghnd Tracklng S'}FS[EI’!‘I.Z Tacticon Tiacar 0

M'yos: CP 10-Z Cyclops Tz

Tennage: 90 Tons a0

Intarnal Structurea: 9

Engine: 360 Hermas 33

Walking MPs: 4
Running MPs: &
Jumping MPs: O

Heat Sinks: 12 2
Gyra: 4
Cockpit: 3
Armar Factar; 160 10
Interral Armor
Struchirg Valte

Head: 3 2|

Center Torso: 29 30411

Rt./Lt. Tarsa: 19 20/8

Rt./Lt. Arm: 15 10

At./Lt Leg: 19 17
Weapons and Ammo:
Type Log, Critical
ACED RT 10 14
Ammeo (AC) 10 RT 2 2
Amma (AG) 10 LT 2 2
LRM 10 LT 2 &
Amme (LAM) 12 LT 1 1
Med. Laser HA 1 1
Med, Laser LA 1 1
SAM 4 cT 1 2
Amma (SEM) 25 CT 1 1
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_ BNC-3E BANSHEE

Overview:

The BMC-3E Banshee was an early 'Mech design,
produced in the same era as the MCK Mackie and the
EMP Emperor. Tipping the scales at 95 tons, it is also
one of the heaviest 'Mechs aver built.

In the late 2400s, The Terran Hegemony undertook
construction of what would be known as the Banshee in
an effort to create an ultra-heavy, close-assault vehicle
able to engage cother modals of the newly doveloped
BattleMech. Though the medel was criticized as being
severely undararmed and thus outclassed by other
privately produced ‘Machs, The Terran Hegemony manu-
factured mora than 5000 Banshess in the next ten
years. About a third of thase still exist,

With its death's-head cockpit and rigid Starshiold
armor, the Banshee was impressive-looking but newver
popular with the Terran mililary, To this day, its reputa
tion is poor.

Capabilities:

As noted abava, the Bansheg’s main rele was as a
close-assault vehicle. Indeed, its powerful fists and legs
can turn most lighter '‘Mechs to scrap. Tha intalligent
MechWarrior tharefore keeps his distance from the
Banshee, slowly picking it apart with ranged weapons.

From the outsat, the 'Mech's massive size caused
problems. For example, its huge GM 380 power plant
took up so much space that there was barely room to
install weapons and armor. As a result, the Banshoo's
armament is woefully inadequate for such a big machine
lts single Hellstar PPC may be powerful, but its Imparator
A autocanncn and Magna Mark | light laser are simply nat
adequate secondary weapons,

The heavy-laminate Starshield armor is also impres-
sive, being equal to or greatar than that of other eompar
able "Mechs. Crities weare quick to peint out, however,
that a better-armed Marauder or Warhammer could blast
away a Banshee, which had only its one PPC and "pop-
gun” autocannon for reply. What good, then, was the
heavy armor? In actual combat, even the lowly Aifleman
was able to ovarcome the Banshese, as the latter could
rarely get close enough to bring inte play its superior
mass.

By tha end of the "Mech's ten-year production run,
The Hegemony had officially abandoned it, relagating the
Bansheeto militias and second-line units.

Battle History:

Many commanders considered the Banshee a liability
rather than an asset in battle, In desperation, they began
to deploy them as fire support ar as heavy reserve to
stop breakouts or for hand-te-hand combat when better-
armed 'Machs had engaged the enemy at close range.

This practice continues in the Successor States.
Those Banshees nol daployed an backwater planets or
with small militia units ara usually found in the second
line of advance, or in rear areas providing autocannon
and PPC fire to support the advance of ather Mechs.

Athough House Steiner's Banshee-5 variant has yat
to ba tested in battle, the new maodel may herald a rebirth
for the beleaguersd ‘Mech, )

Variants:

Mumerous variants have been attempted over the
years. For example, House Marik replaced the Ban-
shee's autocannon with a second FPPC, bul the resulting
heat buildup eripplad the machine. A second, mare suc-
cessful Marlk varant replaced the PPC and the original,
smaller autocannon with a single Imperator-Zata Class
20 autocannan. This model still lacked the crucial
secondary weapon system, however.

House Steiner varants may prove 10 be the most
succaessful. With a full hundred Banshees on hand for
experimentation, Steiner engineers have been busy
maodifying them. Assisted by Davion technicians, and
with plans from the Hesperus |l factories, House Steiner
flirst attempted a modification suggested by many of the
Banshee's eatly critics. By adapling the Bansheg's
power plant housing, the bulky GM fusion unit was
replaced with a fighter Pitban 285, Although this
medification reduces the Banshees cruising speed to
only 32 kph, it freas up massive amounts of spaca for
weapons installation. Early versions of the Banshes-S
are impressive.

Also added were five new heat sinks, an extra light
laser, four Magna Mark || medium lasers, a second PPC,
and a Harpoon &-rack missile launcher. In addition,
Steiner has upgraded the Imperator-A autocannan to an
Imperatar-B Class 10. Although this radical revision of
the original Barshes still has problams with overheating,
the overall outlock is favorable. Once considered a white
elephant, the Banshee may well emerge as a potent war
machine.

MNotable 'Mechs and MechWarriors:

Major Laurine Whils

A highly decarated veteran of several Steinar cam-
paigns, Major White is currently on special assignment,
reporting directly to Archon Katrina Steiner. White has
been issued the first of the exparimental Banshee-S
designs, and is responsible for testing the new 'Mech.
Refurbished with spare parts from junked BNCs, her
Banshee is in perect condition, Despite the high heat
buildup from the dual PPCs during simulated combat, the
new ‘Mech shows great promise,

Major White's next assignment will be to take the
Banshee-5 inte combat. An intelligent, loyal officer, she
is a MechWarrior ably suited to the task. House Stainer
eagerly awais the results of her testing.

"Baron" Abel Karmak

A crony of the Bandit King Redjack Ryan, Karmak
was awarded a "barony” and a Banshee by his grateful
liege. Althcugh he uses the ‘Mech mastly to terrarize his
subjects, Karmak's Bansfes accasionaly takes part in
water raids against Housa Kurita, A realist rather than a
coward, Karmak knows his Banshee is oulclassed by the
mare advanced Kurita machines, and hangs back from
the heaviest fighting in self-preservation. His fondest
wish, however, is 1o obtain a “real" ‘Mech and thus be-
come a hercic MechWarrior, raiding the hated Successor
States for loot and water, perhaps one day displacing
Redjack Ryan himself as Bandil King.




Mass: 45 tons
Chassis: Star League XT
Powear Plant: GM 380
Cruising Speed: 432 kph
Maximum Speed: 64.8 kph
Jump Jets: Nonae
Jump Capacity: None
Armor: Starshield
Armament;
1 Magna Hellstar PPG
1 Imparator-A Autocannan
1 Magna Mark I Light Laser
Manufacturer: Star League Weapaons Hasearch
Communications System: Dalban Cammline
Targeting And Tracking System: Dalban Hiliez B

Type: BNC-3E Banshes Foores

Tonnage: 95 Tons 0
Internal Structure: 0 1
Engina: GM 380 a

Walking MPs: 4

Running MPs: B

Jurnping MPs: 0
Heat Sinks: 16 L5
Gyro: 4
Cockpit: 3
Armor Factor: 240 15

Itemal Ao
Shuiciurg Value

Haad: 3 9

Center Torso: 30 4017

Rt./Lt, Torso: 20 30010

Rt./Lt, Arm: 16 21

AL/t Leg: 20 28
Weapons and Ammo:
Tvpe Lag, ritical
FFC RT 3 7
ACSHS LT 4 B
Ammo (AC) 20 LT 1 1
Small Laser H 1 5




AS7-D ATLAS

Overview:

The sight of BattleMechs lumbering across the
terrain is a familiar one amaong the worlds of the Inner
Sphare. Neverthaless, the sight of an AS7-D Atlas still
manages to make even exparienced MechWarriors break
out in a sweat and brings the bitter taste of bile to their
mouths.

The Atlas was designed as a last-ditch attempt to
ensura the superiarity of the Star League's Regular Army
over the growing armies of the House Lords. It was an
understandable reaction to the Cameron edicts passed
from 2751 to 2761 by the High Council, which permittad
tha five Lords' to double the size of their personal
armies. General Kerensky himself set down the
specifications for the Atfas. He said that it should ba "a
‘Mech as powarful as possible, as impenstrable as
possible, and as ugly and foreboding as conceivable, so
that fear itself will ba our ally.”

Capabilities:

Ugly and foreboding are two apt descriptions for the
Atfas, Though some "Mechs might ba taller and haavier,
nona have the Aflas’ aura. Considerable effort went into
making the Aflas’ weapons as visible as possible, giving
an opposing MechWarrior plenty of opportunity to see
that he is outgunned and to decide he is nol being paid
enough to dia, Dasigners spent an entire year fashioning
the head and cockpit to create a perfect merging of
function and gruesomeness. The result was a completa
success, and so MechWarnors nicknamed the Aflas
"Dreath's Hasd".

The Atlas was the first ‘Mech to mount such a large
and devastating autocannon. Even though it camies anly
tan rounds for its Class 20 AC, the mere thraat of such a
large autocannen is often enough 1o send some 'Mechs
scurrying. The weapon's only prablem is that it lacks a
cooling jacket and can overheat easily.

The Afias’ leng-range missile delivery system is a
unique design. Upon discovering that 20 launching tubes
waould nct fit into the 'Mech's torso, the designers
decided to install five tubas with a feed systemn that can
shoot four salvos within ten secands, The feed system is
fairly reliable, and Techs need enly warry about shielding
the ammeo from heat emitted from the nearby reacior,
Reloading is quick, as each missile tuba systam has its

awn ammunitian clip. Completely lnaded, the missile sys-
tem can shoot twelve salvos of 20 missies. The largs
aperture between the two missile systems may ook like
another weapon, but it is the omnicoupling, where power
and cooclant cabies can be attached to start up or repair
the Atias.

The Mech's armar is thick, and the forward torsa and
legs are especially well protected. Someone once
calculated that  a battalion of Stinger "Mechs engaged
an Atlas, the Allas would retire for repairs an hour later,
leaving only one Stinger slill abla to move,

The head is roomy encugh fo support a small dish
antenna, giving the Atlas limited surface-to-space com-
munications, When entering battle, the pilot can fold up
the antenna and slow it in a protacted portion of the
Atlas' head.

The three medum lasers and shord-range missiles

make the ‘Mech a good close-range fighter, while its
internal structure gives the arms and hands enormous
power, This haz croated many horror stories concerning

Atfases and their akility to pick up medium-sized "Mechs
with one hand and fling them to the ground as though
they there were mere lays,

The main drawback of the Affas is its slow speed.
Intelligent cpponents will retreat befora the forbidding
machine, heping either to draw it into tight quarters, such
as a city or woods, ar sucker it into water ar mud, Once
thera, the Atlas lack of maobility is compounded. K a
company depends on an Atlas for fire support, then a
wily enamy will hit and run, hoping to draw the swifter
‘Mechs away from the slow Aflas.

Battle History:

The Atlas was first used against Stefan the Usurper.
In tha final batlles to gain eontrol of Earth's major
spaceports, the Atlas was instrumental in zecuring
beachheads to alow troops to land safely,

General Kerensky's second-in-command, General
DaChavilier, spearheaded the final assault on the
Usurper's last stronghald, the Imperial City. He
continually exposed his Atfas to enemy fire, yat marched
an as if the laser baits, missiles, and cannon shells were
nathing mere than the annoying buzz of flies. When
DeChavitier's Atfas pushed aver the concrete outer wall
surraunding the Imperial Palace, Kerensky headed for
thae Usurper's palace gates in his Orion,

Cansidering the Atas' raw power, it is no wonder thal
Karensky wanted all Atfases to accompany him into his
seff-imposed exite, Gddly, more than twao-thirds of the
pilats who refused to join him were Allas pilots. Perhaps
they felt that they could better their social standing by
remaining in the Inner Sphare, The remaining Atlases and
these stil being produced on Hesparus and Cluentin
continua fa inspire terror wherever Lhey tread,

Variants:

With the passing years, it has become difficult 1o
replace many Atlas parls, a= most supplies have been
dastroyed of exhausted. The Atlas can use slightly
different weapaon designs, but they invariably decrease
the size of the ‘Mech's interior,

As for modilications, few Successor Lords have tried
to tamper with success. Some have replaced the medium
lasers on the 'Mech's hands with large lasers. This
variant is only moderately successful, however, as the
new lasers are unreliable whan tied into the already-
taxed battle computer.

Notable ‘Mechs And MechWarriors:

MechWarrior Rodnay Van Kleven

A member of the elite &th Syrtis Fusiliers, Rodney
Van Kleven is an aristocrat with the instinets of a
democrat. Extramely personable, he is well-iked by
everyone from fallow MechWarriars 1o the lowliast ships
ook,

On the battlefield, Van Kieven uses his Atias, which
he calls the Boars Head, like a 100-ton scoul. He
stomps all over the field, creating general terrer in tha
enemy lines and almost always overheating his "Meach.
He has won savaral land grants, but quickly loses the
titles when his "Mech overheats and shuis down on the
battlefield.

General of the Army Vasily Cherenkoff

Commander of Lord Kurta's forces, Charenkofi=s
Affas is seldom in the vicinity of a raging battle, Pre-
ferring to park his red Atfas next 1o a mobila HQ, he uses
it only in an emergency or when inspecting troups, The
general is as abrasive as he is fat. The currant joke
amang his troops is thal the Atas is the only "Mach that
can camy his weight, and that even its lag actualors
groan under the strain.




Mass: 100 Tons
=hassis: Foundation Typa 10X
Fower Plant: Viar 300
Cruigsing Speed: 32.4 kph
Maximum Speed;: 54.0 kph
Jump Jets: None
Jump Capacity: Nons
armor: Durallex Special Heavy
Armament:
1 Class 20 Autocannon
1 LRM-20 Missile System
4 Medium Lasers
1 SRAM-8 Missila System
Manufacturer: Natr, Hesperus, Cuentin
Communications System: Army Comm, Class 5
Targeting And Tracking System: Army Comp. Type 28K

lype: AS7-D Atlas Tans
| znnage; 100 Tons 100
Internal Structure: 10
Engine: 300 Vlar 19

Walking MPs: 3 Jf’ f

Running MPs: 5 i

Jumping MPs: o
Heat Sinks: 20 10
Eyra: 3
Cockpit: 3
Armar Factar: Jo04 19

Internal Ammar
Structurs Vs |

Head: 3 g

Center Torsa: 31 4714

Rt./Lt. Tarso: 21 3210

At./Lt. Arm: 17 34

Rt Leg: 21 41
Weapons and Ammao:
Typa Loc, Critical
ACI20 RT 10 14
Amma [AC) 10 RT 2 2
LRI 20 LT ) 10
Amrmo (LRM} 12 LT 2 2 .
Med. Lasar RA 1 1 '
Med. Laser LA 1 1 ~
Med. Laser CT{H) 1 1 ISV
Mad. Laser CT(R) 1 1 'E’l-‘{fh‘
SAM B LT 2 3 4 — A UL —
Amma (SRM) 15 LT 1 1 Il i r—\
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STG-A5 STINGER LAM

Overview:

In 2680, the Star League military asked dasigners to
engineer a series of "Mechs that could fly as well as
function as light ground 'Mechs. Due to the high cost of
designing such a "Mech, many tep firms bowed out of the
competition for the contract. By 2688, Lexalech
Industries introduced the Stirger Land Air ‘Mech (LAM)
based on the old Stinger design,

Through a specially dasigned hydraulics system, the
‘Mech could translorm itself from a standard fighting
‘Mech to an Air ‘Mech, then to a light fighter craft. While
some military scientists thought it a waste of funds,
othats believed it 1o be a unique waapon. Though never
produced in large numbers, there ara still many Stinger
LAMs in service during the Succession Wars.

Capabilities:

Tha Stinger LAM is the best of both worlds: a "Mech
with both firepower and speed, making it very useful for
recon duty. In the Air "Mech configuration, the "Mech
. usas the GM ATO100 jet system, which produces high
spoeds. Though fast, it stil mainlains some heavy
firepower capabilities. The Stinger LAM is considered a
light ‘Mech, as it weighs in at 20 fons.

The Stinger LAM's light armor is its primary weak-
ness. Superior firepower can easily damage its internal
systems, which could prevent a conversicn in an smar-
gency. Also, when transforming, mest of the convarsion
systems are exposed, making a juicy target for enamy
gunners. If it takes a hit during conversion, the Stinger
LAM could be stuck half-converted, and rendered
helpless.

Battle History:

Bafore the Succession Wars, LexaTech Industries’
facilities wara located in Draconis Combine space. Thus,
after tha fall of the Star League, these facilities tell into
the hands of House Kurita. Several planelary garrisons
in the Federated Suns and the Lyran Commonwaalth also
possessed several Stinger LAMs, Bacause of their
uniqua nature, many of these "Mechs worked in raiding or
commanda units. Their ability 10 take off from a DropShip
as a fighter, land, and convert into a BatileMech made
them highly desirabla.

In 2840, at the Battls for Hanser's Ford, alements of
House Kurita engaged House Davion units on the planet
Proserpina. The Draconis forces used two full lances of
LAMs, consisting primarily of Stinger LAMs, to lead their
defensive action. These fighters flew through the enemy
garrisen and landed behind Davion lines, where they
converted into ‘Mechs. House Davion was forced to pull
several of their front-line units, including elements of the
Denab Light Calvary, to track down the two lances. As
soon as thay were cornered, the Stnger LAMs converted
and flew away. The Draceonis 'Mechs continued these
actions, which tied down Davion forces for several days
and ahtered the outcome of several engagements on the
planat,

House Stainer made a raid on Shiloh within the Free
Worlds League in 2955. In the batlla of Randersville,
Stainer forces found themselves pinned while trying to
regain control of a supply cache within tha city. In a bald
move, several of the Arcturan Guards' Stingers took off
in the fightar mode and landed in the cantar of the city.
Then, thay coenverted to the 'Mech mode and searched
for the cache. After taking the supplies, the 'Mechs
converted 1o Air "Mech mode and blasted their way
through Marik lines. Though losses were heavy, the
supplies retrieved by the Stinger LAMs more than
compensated for the damage.

In 3020, Hansa Davion ordered a recall of all LAMs
and their pilots for reassignment. Most are presently at
the Fulker Military Academy, where they are in training
for close support and deep raiding missions. Military
tacticians speculate that the LAMs will be reassigned to
the Davien Guards. Rurnors abound that Housse Kurita is
also rearganizing its LAMs into elite raiding units.

Varianis:

The Stinger LAM STG-10Q is found primarily in
Draconis Combina. This heavily armored 'Mech has e
head-mounted Magna medium laser and two Martell s
lasers on the armswings. Though somewhat difficul o
manage in flight, this 'Mech does offer better protecti
to both its pilot and its vital systems.

Notable '"Mechs and MechWarriors:

Harvard Willis

Harvard is a MechWarmior for House Kurita's Legi
of Vega. He led several successiul raids during 1o
career, and nearly lost his life in the Battle for Hotf win.
engaging elemants of House Davion. During the balll.
his ‘Mech was severaly damaged, and it spent the bell.
part of a year in repair. His heroic actions earned hin
promation and the leadership of Kurita's training progr.
for LAM pilots. Most MechWarriors consider o
eccentric but very amiable,

Simon Temmiin Rastler Il

Simaon is currently a mamber of House Steinars Sk
Hangers. His father participated in the daring Stainer @0
during the Battle for Shilch, and, for the most part, Sim:
has riddan on the coattails of his famous father, Moo
officers consider Simon a pilot whose fighting prowess 1
based on luck rather than tactics. His family's lan
estate supparts his Stnger LAM, which is in almo
parfact condition, despila the scarcity of LAM parts,




Mass: 30 tons

Chassis: LexaTach 300

Power Plant: GM 180

Jet Propulsion System: GM ATO 100
Cruising Speed, Ground: 84.8 kph
Maximum Speed, Ground: 87.2 kph
Cruising Speed, Alr: 1080 kph
Overthrust Speed: 1820 kph

Armor: Riase-100

Armament:

3 Magna Medium Lasers
Manufacturer: LexaTech Industrias
Communicatlons System: Q/F 800
Targeting And Tracking System: Q/P LAMTRACK 50
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Type: STG-AS-Stinger LAM
Tennagae; a0 Tons
Walking MPs: &
Rurning MPs: 9
Jumping MFs: &
Thrust: B
Cwearthrusi: ]
Struciural Integrity: &
Engine: G180
) AT . Cackpit:
- A i ™ B R i Gyro:
i . : Intarnal Struciure:
Jump Jets:
Haat Sinks: 11
Canversicn Equipment.
Armaor:

[ QA R A S S R

Jrarna Ay
ST Vakig
Head: 3 [}
Canter Torsa: 10 1213
R/, Tarsa: a3
Rt./LL. Arm:
Rt Lt. Lag:
Wesppns:
hedium Lasar
Medium Lasar
Medium Laser
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WSP-105 WASP LAM

Overview:

After the intial success of the Stinger LAM, many
other manufacturers jumped on the bandwagen, purchas-
ing sevaral different classes of ‘Mechs upon which to
construct conversion systems., Many firms developed
canvarsion systems for the Wasps, but the conversion
process hampered the accuracy of the Wasp's weapans
systams, making them either inaccurate or inoperable.
Finally, Dr. Katherine Piscalla joined the Harvard
Campany staff as lead engineer on the LAM program. Her
design for a conversion system was a stunning succass.
Within two vears, she managed to develop a Wasp LAM
that passed field testing by the armed farces of the Star
Leagus,

Capabilities:

The Wasp LAM can convert faster than any other
LAM, making it a highly coveted product. When the
Succession Wars erupted, most of Harvard Company's
plants were reduced to rubble, General Kerensky took
with him a large number of Wasp LAMS when he vanished
fram the Inner Sphere. As others were stationed at
remote garrisons within the Star League, almost every
house in the Successor States also seized a few,

The only real differance between the Stinger and
Wasp LAM: rests with the Wasp's weaponry systam.
Armed with a Martall 200 high-energy medium lazaer and
one Haolly SAM rack, the Wasp LAM is a threat to many
light "‘Mechs, ks armeor placement is identical to that of
tha Stinger LAM, except that the Wasp LAMS
emargency ejection system ejects the pilet backwards,
through the back of the 'Mech's head, instead of upward.
Thia system is rathar unreliable, however, and a numbaer
of pilolz have died using . The altack and recon
capabilties of this 'Mech are well documented, and it
movas quickly in both fighter and 'Mech mede.

Battle History:

Wasp LAMs served in many battles during the First
Suecession War, which drastically reduced the avail-
ability of these "Mechs. In 2891, the baftle for Lablon
along the Steiner/Kurita barder brought attentian o this
"Mech,

Spies from House Steiner discovered that Kurita
forces were massing several LAMs to take control of
Lablon. Because these '"Mechs were adept at cutmaneu-
varing batlle formations, House Steiner moved quickly
against the LAM unit. In a series of desperate raids,
Steiner forces succeeded in pinning down the LAMs,
which delayed by several menths Kurita plans 1o control
Lablen .

Wanting to add 1o their LAM forces, House Liao paid
well for information that House Davion had several Wasp
LAMs in for repairs on the planet Lee. Hoping lo capture
thess 'Mechs, House Liac mounted a deep raid to Lea in
2943, Tipped off by a Davion double agent, the Wasp
LAMs were fully repaired and ready for battle when the
Liao forces arrived. The Liao DropShips were totally
surprised to meet the LAM welcoming committes, and
fled home quickly.

Kurita replaced its fighter foree on Capra with a con-
tingent of Waspe LAMs from the Dieron Regulars. In 3017,
Davion recen forces studied the world and detected no
fighters on the landing fields. Thinking that the planet
had no air defense, Davien DropShips descended with
little fighter cover. Suddenly, their DropShips were
confronted by no less than 15 LAMs, most of which were
Wasp LAMs temporarily assigned to the Regulars. The
Davion forces were held at bay for some time, and were
eventually repelled. This was the largest unit made up
solely of LAMs to be employed in combat.

Variants:

The only known variants of the Wasp LAM (WSP-10
LAM-} were the original prototypes built by Harvard Con
pany. Many of these were scrapped long ago due ta the o
conversion difficulies. Despite the variant's problem
House Liao currently has a few different versions of
Wasp LAM.

Notable ‘Mechs And MechWarriors:

The raid on Capra made heros of its LAM Meo:
Warriars that piloted the LAMs. Most of the promine.
pilots of this 'WMech are attached to House Kurita.

Sharon Dorsee

Recently reassigned to the Pasht Regulars after [
duty on Capra, Sharon is ona of the faw MechWarrio
who is both an AeraSpace Pilot ace with eight kills an|
MachWarrior ace with over 13 kills. She was hurt badly «
her last duty on Gapra, after she tangled with a 11
hammer. Both she and her 'Mech spent nearly a v
recuperating.

Lieutenant Mandrake Matherson

Lieutenant Matherson was the leader of the Twelll
Air Lance of the Dieron Requlars on Capra. In sewvio
major skirmishes on that world, he proved himself to b
brilliant warrior by using his Air 'Mech configuration 1o 1.
fullest advantage. While he lacks certain aerosp.o .
skills, he was given command of the Twelfth Alr Lo o
due to his pedformance on Capra. His Wasp LAM o
perfect condition, and was recently refitted with a0
plating from a Star League bunker on Galtor, This e
armor is stronger and more effective than any in 1o
Successar States, and he considers it an honer to h
it tasted on his Mech.




Mass: 30 tons
Chassis: Harvard 12K
Power Plant: GM 130
Jet Propulsion System: GM ATQ 100
Cruising Speed, Ground: 64.8 kph
Maximum Speed, Ground: 7.2 kph
Crulsing Speed, Air: 1080 kph
Overthrust Speed: 1620 kph
Armor: Durallex Light
Armament:

Martall Medium Laser

Holly Short Ranga Missile Rack
Manufacturer: Harvard Company, Inc,
Communications System: Rand 1200
Targeting And Tracking System: Rand LAMTar 100

© Sl e,

Type: WSP-105 Wasp LAM
Tonnaga: a0 Tens
Walking MPs: &

Running MPs: 2|

Jumping MPs! &

Thrust: 3]

Cwerthrust: 2|

Structural Integrity: &

Engine: GM 120 7
Cockpit: 3
Gy'ro: 2
Internal Structure: 3
Jump Jets: 3
Heat Sinks: 11 1
Conversion Equipment: 3
Armer, 8 &
ktemnal Armor
Strisshura Valug

Head: 3 g

Cenler Torso: 10 12/3

Rt./Lt, Torso: 7 9/4

At./Lt, Arm: 5 &

RAt./Lt Leg: 7 1Q
Weapons: Loc. Crit,
Medium Laser H 1 1
SEM 2 cT i

Ammo (SEM) 50 CT 1



PHX-HK2 PHOENIX HAWK LAM

Overview:

Pricr ta the fall of the Star League, many firms axperi-
mented with the LAM concept. Allied AesroSpacs Inc.
began two such research projects, one involving the
Shadow Hawk and the other involving the Phoanix Hawik
The Shadow Hawk tests proved o be a costly failure.
The sheer size of the 'Mech made it too difficult 1o con-
vert, In 2830, the firm abandoned these tests to concen-
trate on converting the aerodynamic Phoenix Hawk,

Within two years, the LAM version of the Phoenix
Hawk was completed and sold to the Star Leagus
Regular Army. At nearly twice the size of the Wasp and
Stinger LAMs, already being marketed through the Inner
Sphere, it was tha largest LAM to be manutactured,

The 'Mech was not without faults. Its fighter landing
gear did not respond well, due to the bulky conversion
aquipment. Even a minimal amount of damage could be
fatal if it prevemed the landing gear from lowering.
Although some corrections were made, the problam was
not resolved bafore the 1all of the Star League. Most of
the Phoenix Hawk LAMs still operative have this fault,

Capabilities:

The sheer size of this Land-Air "Mech makes it stand
out from thosze previously produced.  Though
manufactured in small numbers, it is still regarded as a
major  breakthrough in  conversion  technalogy.
Unfortunately, since the fall of the Star League and the
bombing of the Allied facilities, this technology has
become lost,

Armed with an Amsterdam 120 large laser, this the
model would seem to be well protected. However, three
manths before the fall of Star League, the Amsterdam
series of lasers underwent a major recall due to
overheating difficulties. As almost no lasers wers
replaced, most Phoenix Hawk LAMs have overheating
problems with this weapons system.

Tha Fhoenix Hawk LAM's support fire capabilities
make it a worthy apponent in all its configurations. The
Hartford S2000 targeting system can coardinata the twin
medium lasers (Maxums) and the Sperry/Browning
machina guns into a number of mulli-systams fire
combinations. The net result is more firepower to
wherevar the pilot wishes,

Finally, the Phoenix Hawk LAM is the only Land-Air
‘Moch with armor that protects the actualors during the
delicate conversion process. Though this protection is
minimal, it is batter than none at all.

Battle History:

Of the five major Houses, House Marik has the most
FPhaenix Hawk LAMs. This is because when Star League
fell, Marik forces discovered that a major supply depot
on Bardon contained the bulk of Allied AercSpace’s Land-
Air 'Mech program. Although other houses strip down
damaged LAMs to support functional anes, the Free
Worlds League has ils own storehouse of supplies.

Until recently, LAMs were rarely concentrated into
any significant forca. However, the actions of a single
Fhosonix Hawk LAM may provide some idea of this
'Mech's potential,

in 2038, Lieutenant Leesa Dobbins of House Marik
took her Phoenix Hawk LAM into orbit over Fletcher,
whare House Liao was making some minar advances.
Whila in the fighter mode, she signaled that her lighter
was out of fusl and near the approaching DropShips of
Housa Liao. In reslity, this was only a ruse to fool the
Liao attackers. Several Liao AercSpace Fighters took
her in tow as she claimed the right of surrender. Then,
mueh to their surprise, her fighter convarted 1o a Battle-
Mech as it was about to enter the DropShip. Keeping
under the fire elevations of the ship, she damaged the
vassel's engine systems at point-blank range. Liao
fighters dove on her, but they tore up mara of the
DropShip than the LAM. She was the first MechWarrior
attributed with taking out a DropShip singlehandadly.

Saveral Phoenix Hawk LAMs owned by House Davien
took part in a raid on the Liao world of Tybalt during the
summer of 2477, Their maneuverability and firepowar
made them prime recon units. They raided the areas
behind the enemy forces, and, when Liao forces
engaged them, they flew away. In the batiles for the
Turland Highlands of Tybalt, this series of LAM showed
its worth as both air support and batllefield fighter,

In a bold move against the Steiner-held world of Suk,
House Kurita sent several Phoenix Hawk LAMs to raid
the planet. Unfortunately for the Draconis Combine, the
defenders were armed with weaponry that had long-

distance capabilities. The LAMs were wiped out almost to
tha last "Mech. This greatly reduced the numbar of
Phoenix Hawlk LAMs within the Draconis Combine, but
Housa Steiner gained a ftreasure chest of new
replacemnant parts for their few LAMS.

Variants:

The cnly known wvariant of this ‘Mech is a Marik
varsion that replaces the larga laser with a Holly LRM.
The machine gun systems have also been removed,

Motable Mechs and MechWarriors:

Lieutenant Albert Amdecker

Armdecker was a Kurita AeroSpace Pilat prior 1o the
battle for Suk in 3017. He was the sole surviver of his air
lance and one of the faw ta survive the assault on the
warld. For hiz actions and observations on that world
while under enemy rulg, he was promoted to Commander
of the 14th Air Lance, Seventh Regiment in tha famous
Sword of Light. Amdecker's Phoenix Hawk LAM is badly
damaged and cannat convert into fighter mode untll he
receives replacement parts for 2 damaged left arm
actuator.

Lisutenant Howard Doodlabury

Lieutenant Doodlebury is cumently assigned o
House Davion's Syrtis Fusiliars 8th Regiment, and com-
mands its Tigershark AercSpace Lance. His actions on
such worlds as Hoff, Royal, Harrow's Sun, and Breed
have earnad him a raputation as one of the most skilled
LAM pilots alive, He is a master at converting whila under
fira and at making tha most of each mode. He changes
his LAM's mode often to confusa inexperienced Mach-
Warriors on the battlefields.




Mass: 50 tans
Chassis: Dort 100
Pawer Plant: Allied 250
Jet Propulsion System: Allied AYRTech 125
Cruising Speed, Ground: 54.0 kph
Maximum Speed, Ground: 86.4 kph
Cruising Speed, Alr: 200 kph
Overthrust Speed: 1440 kph
Armor: Durallex Light
Armament:

One Amsterdam 120 Large Laser

Two Maxum 50 Medium Lasars

Twa Sperry/Browning Machine Guns
Manufacturer: Allied AeroSpace Inc,
Communications System: Hartford J25 A
Targeting And Tracking System: Hartferd 52000

Type: PHX-HK2 Phoenlx Hawk LAM Tons

T 4 Tornage: &0 Tons &0
_1!!:-\ F P4\ . Walking MPs: &
) ; g | d N Aunning MPs; 8
: X Jumping MPs: 5
Thrust; 5
Crarthaust: 8
Struztural Integrity: 5
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