1613

EGALTOR

TH




g i
THE GALTOR CAMPAIGN

Design and Writing
Cory Glaberson

Editorial Staff

Editor-in-Chief

L. Ross Babcock 11
Senior Editor

Donna Ippolito
Editor

Todd Huettel -
Proofreader

Charly Green

Production Staff
Production Manager
Jordan Weisman
Art Director
Dana Knutson
Caver Art
David R. Deitrick
fnterior Mustration
Jim Melson
Todd F. Marsh
Chris Palm
Typesstting and Layout
Tara Gallagher
Pasteup
Todd F. Marsh
- Dana Knutson

ANOTHER. SCAN FROM

The Dragon Princess
BATTLETECH, BATTLEFORCE and MECHWARRIOR are trademarks of FASA Corporation Published by:
registered in the U.S. Patent and Trademark offices. FASA Corporation

‘Mech and BattleMech are trademarks of FASA Corporation. F.O. Box 8930
Copyright © 1987 FASA Corporation. All Rights Reserved. Printed in the United States of America. Chicago, IL 60680




TABLE OF CONTENTS

INTRODUCTION
How To Use The Scenarlos
HISTORY
Author’s Introduction
Early History
Outbreak of War
The Fight for Liberation
Interim
The Draconis March Border
Operation Muffet
General Yoriyoshi
The Dragon Moves
Things Go Wrong
Phase One
A Call to Arms
Strategic Situation
The First Attacks
Other Battles
Isclation
The Battle for New Derry
The Fall of New Wuhan City
Control Under Pressure
Phase Two
Opening Moves
Death of a Regiment
The Amphigeans Advance
Davion Counterattacks
Phase Three
Fall of New Derry
Prince Davion Resurgent
Traitor
Disaster
Aftermath
BATTLEFORCE VALUES
BattleForce Notations
Federated Suns Units
Draconis Combine Units
CHARGE OF THE HUSSARS
THE GUARDS' FINEST HOUR
LIFE AND DEATH IN THE BIG CITY
DECISION AT MARDUK 70
VEGANS TO THE RESCUE 72
THE FINAL PUSH 74
Scenario | 74
Scenario Il 76
Scenario lll 78

C AR R g B e o R A ——

LR
-t 0

EEREEUUEREEE







INTRODUCTION

For a long time, the Galtor Campaign vanished from official records. As an embarrassing example of
freewheeling adventurism, the story of the sharp, short campaign between the Draconis Combine and the
Federated Suns lay buried beneath official censures, denials, and suppression.

Eventually, news did leak out, but the history of the campaign was often garbled and self-contradictory.
Many interesting stories and so-called "first-hand accounts” circulated throughout the Federated Suns.

This book attempts to sift through the rumors and self-aggrandizement to create a complete and
accurate portrayal of this struggle. Many never-before-published documents, unearthed by a dedicated
team of researchers and historians, dispel much of the myth and folklore that has shrouded the Galtor

Campaign.
.HOW TO USE THE SCENARIOS

Included in this book are BattleForce game scenarios representing several battles that occurred during.
the campaign. The final three scenarios represent the assault that decided the fate of the planet. These three
battles are part of a single attack and follow each other by a matter of hours. Those who wish 1o play the
final assault should follow the rules for keeping track of units and damage.

Each scenario includes a diagram to show the placement of two BattleForce mapsheets, as well as
any rules about initial deployment of forces. This section also indicates which side has the initiative. The
player with the initiative sets up his troops on the mapsheet second but is the first to move. The scenarios
usually give the initiative fo the Attacker. Game Set-Up also determines whether players may reserve some
of their units for drops from outer space or DropShip movement. Players must abide by all restrictions on
the placement of their counters.

Some scenarios give special rules or modifications to the normal BattleForce rules. Unless both sides
decide to continue using these special rules, the modifications apply only to the scenario in question.

The yardstick for determining the victor of a battle is the number and kind of enemy units killed. If enemy
dead outnumber friendly losses, the friendly forces win. On the other hand, victory is sometimes determined
by what objectives were gained in the fray. Troops in a holding action may die to gain time for ofi-board
comrades, for example, and a convoy of trucks ambushed by a raiding party would probably consider mere
survival to be a battle victory. Because of these and similar cases, the BattleForce scenarios are weighted
to reflect the different objectives of the attacker and defender.

Whenever a unit is destroyed, its Purchase Points are added to the opponent’s Victory Point total. A
destroyed Elite Heavy ‘Mech Lance, for example, is worth 28 Victory Points (18 for the ‘Mech type, plus 10
points for its Elite Experience Level). If the "Mech unit also had a +2 Firepower chit, it would add another three
Victory Points to the total.

In addition, each captured Salvage counter is worth 10 Victory Points. Individual scenarios also give
Victory Points for specific actions or events, including occupying certain hexes, moving counters off the
board, and others.

Atthe end of the game, both sides add up their Victory Points. The player with the highest total subtracts
his opponent's score from his total and consults the Victory Point Table,

VICTORY POINT TABLE

Victory Point

Ditferential Outcome
0to+19 Draw
+20 fo +48 Minor Victory
+50 to +89 Major Victory
+100 to +150 Decisive Victory
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AUTHOR'S INTRODUCTION

My story is the story of Galtor. | was
born into a world dominated by the military
forces of the Draconis Combine. While |
was growing up, my father founded the
resistance movement, and as a young
man, | became a leader in the revolt.
During the recent climactic battles, |
served as a statesman; now, | am the
Federated Suns’ governor of Galtor.

As a survivor, | can tell a survivor's
tale. | am also a historian, and | follow the
precepts of the great Terran historical
societies of the 22nd century: "Speak the
truth, but remember compassion.” There-
fore, as head of the Inner Sphere Coalition
of Historians, | strove to make the follow-
ing report an accurate portrayal of the men
and events that shaped the Galtor Cam-
paign. As a man who has lost friends and
family, | remember that the true costs of
war are the lives crushed by greed and
national pride.

—Skyles O'Hanlon

GALTOR
—Excempted From the ComStar Encyclopedia TriMillennium, ComStar Prass, 3024

GALTOR W

Grand Duchy of Galtar

Zhonghua Renmin Gattor Guo
Solar System

Spectral Class F (Transit Time 9-12 days)

Galtor is the third of six planets. Mo other planats in the system are habitable. Galtor has two moons,
both less than five kilometers wide. The moons are called Temos and Froma, after two founding fathers of
the colony.

Paople

Population: 36,423,000

Population Density: 2.7 per square kilometer
Mew Derry: 2,000,000
Mew Wuhan City: 1,500,000
Changlee: 500,000

Age Distribution:
0-14; 26.9%
15-54; 57.7% -
80+: 15.4%

Ethnic Groups:
Han Chinese: 46%
Anglo-Irish; 45%
Mangal, Korean, Manchu, otherns: 8%

Religions: Confucianism, Buddhism, Star Nihilistic, Foman Catholic

Tha habitable area consists of 13,328,380 square kilometers divided into three continents. The first
continent, Eire, has a spine of vast mountains and a broad fertile plain cut by numerous rivers. The other two
continents consist mostly of desert or mountains, except for coastal fiood plains and tropical jungles along
the egquator.

The Wagnall Plain is an immensaly large area, well-watered and aminently suitable for cultivation. Only
32 parcent of the plain |s curmently baing cultivated, down from 53 parcant during Star League days. Four graat
river systems—the Changjiang, the Dublin, the Rutha, and tha Xijlang—provide water for vast farmlands.
Government

Capital: New Darry

Government Type: Faudal Monarchy. Govemar appointed by Prince Hanse Davion

Head of State: Governor Skyles O'Hanlon

Local Divisions: 22 provinces, 2 autonomous regions

Defense: 8.5% of GNP

industries: Textiles, food processing, lerilizers, and genatic crop resaarch
Chiel Crops: Wheat, rice, barley, oats, katam corn, soybeans, sugar com, hay, Sugar, wine, fruit,
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Minerals: Oil, lead, zinc, iran, sulphur, silver, copper, gold
Crude Energy Reserves: 0.20 Q units {remaining resources plundered by retrealing Kurita forces)
Meat production
Beeal: 5.92 million metric lons
Pork: 5.92 million matric tons
Lamb: 350,000 metric lons
Arable Land: 33%
Transporl
Monorail and Magnetic Rail Traffic: 20,000,000,000 net ton-km
Motor Vahicles
6,000,000 passenger cars
2,000,000 commaercial vehicles
Civil Aviation
400,000,000,000 passangar-km
20,000,000,000 freight ton-km
Communications
Video System (all transmissions): 10,000,000
Dllrw:mpﬂH.DDDpupulaﬂm
Haalth
Life Expectancy at Birth
Male: 68.2 years
Female: 73,1 years
Births (per 1,000 population): 10.8
Deaths (per 1,000 population): 9.9
Physicians: 23,000
Infant Mortality (par 1,000 live births): 13.3
Literacy: 83%
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EARLY HISTORY

As far back as the planet's founding,
the two national groups comprising the
first colonists have fought each other. The
Pan-Oriental Co-prosperity Inner Sphere
Council was one of many organizations
that sponsored the Eastern way of life
among prospective colonists. |ts comput-
ers gave the Galtor system a triple-A rat-
ing and listed it as a “prime prospect.” At
the same time, the Free Irish MNational
Federation classified Galtor as a system
ripe for colonization and financed the ini-
tial exploration.

Within ten years, the two groups
landed colonists and began separate
colonies. Six months later, hostilities had
escalated into full-scale war. Although
both sides possessed only a few tanks
and an artillery piece or two, the destruc-
tion was terrible. Then plague, always a
fear on new worlds, broke out among the
antire population. In a historic document,
called the Webster Compact, the leaders
of the Pan Orientals and the Free Irish
agreed to an armistice in order to fight the
sickness together. For the first time, both
sides stopped considering themselves
Irish or Criental and considered them-
selves Galtorians.

In the centuries that followed the
Webster Compact, the world bacame
peaceful and prosperous. Agriculture
became its leading export as the rich
plains of the central continent were culti-
vated. Water was harvested from the
arctic wastes, and the native plants and
animals proved extremely malleable to
genetic engineering. Soon, Galior be-
came a breadbasket for surrounding
worlds.

The Age of War had little effect on the
Galtorians, who traded their agriculture
with anyone who paid in hard cumency.
Not until the rise of Star League late in the

26th century was Galtor under any outside -

political control.

At first, the Galtorians welcomed the
Star League. The Aricles of Unification
gave agricultural planets a special status,

lated to their advantage.

As the number of populated worlds
increased, Galtor's position in space be-
came important. The Star League built a
military base on the planet, and within ten
years, the military became the largest
customer for Galtor's harvest. By 2725,
Galtor's produce fed a billion soldiers on a
thousand worlds.

e

'

which Galtor's leaders shrewdly manipu- ff'-

OUTBREAK OF WAR

Some say that the Hand of God
brought on the years of war and grief
following the collapse of the Star League.
Some say It was economic necessity,
political destiny, or maniacal skulldug-
gery. Personally, | believe that greed,
plain and simple, caused the petty bicker-
ing between the League's members,
Stefan's usurpation, and the dissolution of
the League.

Regardless, the Star League col-
lapsed, and Galtor 1l felt the heat like a
blast from a DropShip. Trade dried up,
refugees flooded the planet, and in 2784,
Star League troops abandoned Galtor to
join Kerensky's exodus. And yet, for al-
most 20 years, the war was something
that happened out there in the vasiness of
space.

Then, on the eve of the new century,
the first Draconis Combine DropShips
landed on the Wagnall Plain and claimed
Galtor Il for House Kurita. Very few of our
ancestors resisted. Within hours, the flag
of House Kurita flew above our planet.

Life under the Draconis Combine was
grim and sullen, replacing free enterprise
with a crushing quota system. Many occu-
pying soldiers and administrators came
from disadvantaged worlds and harbored
no sympathy for rich agricultural planets.
The Galtorians lost rights and property,
and many slaved in the fislds while auto-
mated farm machinery lay rusting nearby.
If one hesitated, one was thrown in jail. If
one complained, one disappeared.

Citizens slid into a kind of malaise as
the suicide rate soared, and iliness due to
stress and depression doubled, then
tripled. Farm production slipped, then fi-
nally collapsed as machines wore out and
could not be replaced. For the first time in
our history, famine struck the cities. A
planet that once fed a thousand stars
struggled to feed itself. In time, the whole
structure of our world fell apart.

In 2805, the Federated Suns bombed
the Kurita base on Galtor.. Aithough
Davion forces did not invade, many Galto-
rians saw the attack as a signal for action.
The farmers organized a resistance
movement called the Blacks. Soon, disai-
fected labor unionists, calling themselves
the Whites, joined the struggle. The joint
leadership christened the movement “The
Black and Whites."

The resistance quickly contacted
MNew Avalon and requested support. Al-
though the Federated Suns promised
help, support was slow to come. At that
time, Kurita kept a strong presence on all
border worlds.

Decades passed. Forces from the
Draconis Combine and the Federated
Suns battled around and on Kentares IV,
Mallory's World, and Harrow's Sun. Our
resislance supplied valuable information
to the Davion forces, bul our hope of
freedom faded like mormning mist.
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In 3024, Hanse Davion ordered a
survey of all worlds captured in the last few
years. Many contained rich finds of de-
stroyed BattleMechs and vehicles. In
addition, some planets had hidden caches
of priceless, ireplaceable parls and
equipment dating back to Star League
days. To everyone's surprise, the sophis-
ticated computers on New Avalon indi-
cated an unusually rich deposit on Galtor
1.

According to eyewitnesses, Davion
read the preliminary survey reports skep-
tically. Computer reports were ofien
wrong—what could possibly be left on a
planet occupied by Kurita forces for over
100 years? His cynicism proved correct
when the first survey mission found the
remains of a Star League bage stripped of
all usable paris.

However, the preliminary survey re-
poris would create the perfect bail. No
Kurita commander could possibly resist a
pristine Star League base filled with
‘Mechs and equipment. Such a find would
guarantee the successful commander a
laurel wreath and a triumphal procession
on Luthien. Delighted by the thought,
Davion fed the records to known Kurita
spies within his administration.

THE DRACONIS MARCH BORDER

In 3025, the Draconis March was
stable and quiet. After the recapture of
Galtor /I, the Draconis March Militia took
over the defense of the sector, spreading
six of its ten regiments across the long
border with Draconis Combine. The rest
remained as a reserve to counter any
Kurita thrust. Only a single battalion and
the regimental headquarters from the
Dahar IV Draconis March Militia regiment
{Dahar DMM) defended Galtor [ll. The rest
of the regiment occupied the planet Mar-
duk and a space station refueling stop. A
few lances encamped on asteroids inside
Kurita space.

Battalions of the Raman Draconis
March Militia (Raman DMM), a much
weaker, green force, defended an even
larger stretch of frontier. Supporting these
regiments was the Bremond DMM, fa-
mous as the only regular Davion regiment
with a permanently assigned JumpShip.

The proud people of Galtor fielded
their own army: the Galtor Irregulars.
Remnants of the Black and Whites resis-
tance movement, the Irregulars had only
small amounis of outdated equipment and
no training. Supplementing these weak
infantry and armor units was a loose col-
lection of mercenary BattleMechs called
the Lone Wolves.

Merely a group of individual lances,
the Lone Wolves employ renegades from
mercenary or house regiments, criminals,
and green kids trying to build a reputation.
They have a knack for smelling blood,
appearing immediately before a fight and
offering their services to the natives. If the
natives refuse to hire them, they find work
with the attackers. Although lacking cohe-
sion and direction, they fight with stubborn
pride and wild, maniacal abandon.

To the Kurita Military District Com-
mander on Benjamin, General Yoriyoshi,
the Davion forces on his border ware only
a nuisance. Reisling's Planet contained
Yoriyoshi's 17th Benjamin Regulars regi-
ment and some specialized assault Aero-
Space Fighters. The 3rd Benjamin Regu-
lars regiment occupied the fortified moons
of the Tripoli system. A third regiment, the
6th Benjamin Regulars, were just one
jump away at Irurzun. With three Draconis
Combine regiments facing two Federated
Suns regiments, General Yoriyoshi wor-
ried about nothing.

e e e e
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THE DRAGON MOVES

Once he digested thé importance of
the Davion survey report, Yoriyoshi imme-
diately put his men on alert and cancelled
all leaves and furloughs. The Port Author-
ity cleared supply lanes of commercial
traffic, while technicians gave all military
repairs rush priority. With his troops at the
height of readiness, Yoriyoshi then sat
back and waited.

Commander Yoriyoshi trusted no one
except the Coordinator. The day he re-
ceived the survey report, he sent it fo
Takashi Kurita, not realizing that the
Coordinator already had a copy. Also
possessing a copy of the report was
Subhash Indrahar, Director of the ISF,
who passed it onto General Grieg Sam-
sonov, Galedon Military District Com-
mander and a hated rival of General
Yoriyoshi.

To understand better the intrigue of
the court at Luthien, | have included an
interview with a highly placed individual in
the Kurita househald. Finding his credibil-
ity compromised after the Galtor cam-
paign, he was smuggled to safety some-
where in the Federated Suns. The follow-
ing excerpts give us an extraordinary
glimpse into the inner workings of the
Kurita leadership. Only gquestions and
answers that rated 99.9% reliable on the
truth scanner have been included.

QUESTION: You were close to Takashi
Kurita, were you not?

ANSWER: On yes, | was constantly around
him, even in his private chambers. | was
restricted only from the Black Room and
some storage rooms.

@: The Black Room?

A: An area within the palace encased in a
magma-pulse magnetic field. Absolutely
secure against all types of eavesdropping
devices. The walls were painted flat black
to foil indirect microwave pulses, hence
the name.

o: What was the Coordinator's response
to the survey report?

A: Skeptical. He is a very suspicious man,
trusting no one and suspecting everyone.
He kept walking around and reading the
cable. | think he suspected that it was too
good to ba true.

a: And yet he decided to attack. What
made him take the bait?

4: Well, you have 1o understand the way
the Imperial Court works. Takashi main-
tains his balance by keeping everyone
else off theirs. The minute anyone seems
too sure, too secure, that's when Takashi
pulls out the rug. He is a master at playing
off his commanders against one another.

When he decided to attack, he de-
cided to split the command between the
Benjamin and Galedon Disfricts, instead
of using the three regiments of available
Benjamin Regulars. Benjamin would sup-
ply two regiments. Galedon would supply
one, and Takashi added some of his per-
sonal guard.

: So, even though he suspected a trap,
Kurita saw Galtor as a way to keep his
commanders in line?

A: Something like that. You see, it wasn
only the commanders. Subhash Indrahar
of the ISF was also involved. | think Taka-
shi is a little afraid of Indrahar; he always
spoke very carefully around him.

The real problem was the magnitude
of the find. If the supply depot was really
that big, he couldn't let any single com-
mander capture the planet. Not only would
such a general become incredibly power-
ful, he would also win much respect and
popularity from the ruling class. A danger-
ous rival would be bomn. That is why he
decided to split the command between the
two warlords.

@: But Galtor (Il is clearly on the border of
the Benjamin Military Districl. Wasn'i
General Yoriyoshi upset at this obvious
encroachment on his area?

&: He was apoplectic. He almost resigned
on the spot, especially because the Coor-
dinator named General Grieg Samsonov
as joint commander.

Q: Samsonov was the commander of the
Galedon Military District?

A: Comect, Yoriyoshi and he hated each
other from their cadet days at the Sun
Zhang Academy.

@: Didn't Takashi realize that their animos-
ity would endanger the attack?

A: Of course, but he had to chance it. He
believed that his commanders feared him
more than they hated each other. Anyway,
he assigned personal spies fokeep aneye
out for any dirty dealings.

@: Fortunately, they didn't do that good a

A Yes, well...| suppose so.

@ Can you outline the final battle plan
drafted by Takashi Kurita?

A:1'm not sure of all the details. Many finer
points were worked out secretly in the
Black Room. About two weeks afier the
survey report, Luthien issued orders to the
troops in field. About 48 hours later, two
regiments of Benjamin Regulars were
ready to move, but it took another three
weeks for the Galedon regiment to reach
the staging area. Even then, the regi-
ments waited at the final jump points for
another two weeks before the final ordaers
were released.

@: What took so long?

a&: | don't know. Just the normal bureau-
cratic foul-ups, | imagine.

Q: So it took about seven weeks for Kurita
to attack?

a: Just about. There was no hurry. Intelli-
gence reports indicated that no material
had left the planet, and Kurita was still
concerned he was walking into a trap. He
was content to wait and see if Davion
would get cold feet and show his hand.
& He almost did.

A: Yes, | heard that. Funny, if he had, |
might be interviewing you Instead of the
other way around.
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THINGS GO WRONG

Almost every military analyst be-
liaves that Hanse Davion's greatest sira-
tegic strength is his realization that a battle
plan never works. Davion sees a plan as
only a common base for changes. War in
the 31st century is too fluid to stick to a
specific set of orders. At best, a plan lets
evaeryone know from where they' are
coming and to where they are going.

The Prince's perspective on war
explains his reaction to the news that two
of the three battalions of the 33rd Avalon
Hussars still languished in their barracks
on Kestrel just one week before the antici-
pated Kurita attack. Apparently, a lack of
DropShip parts prevented them from
moving the entire regiment.

Tragedy also weakened the Feder-
ated Suns' forces, A faulty sealant tube on
the Union DropShip Jasper caused a vio-
lent explosion upon liftoff on Marduk. Two
companies of French's Battalion of the
Dahar DMM were destroyed, and the
repair and landing facilities were severely
damaged. Investigators suspected Kurita
guerrillas of causing the blast.

All this Prince Davion took calmly,
arranging special transport for the Hus-
sarz and sending special medical aid to
Marduk.

Then the real trouble started.

The survey team on Galtor |l found a
real untouched Star League depot about
three tbusand kilometers from the false
site. The news stunned Prince Davion.
Things like this happened in trashy nov-
els—not in real life. The Star League
depot was fact, and Davion had practically
invited Kurita to take it away from him.

At this critical juncture, Hanse Davion
slipped into a malaise that characterized
his demeanor during the early days of the
Galtor Campaign. No one could get him to
make a decision or exercise his authority.
He became obsessed with the campaign
on the Liao border, and left the local
commanders to fend for themselves.
Many speculate that the demands of two
major campaigns simply overtaxed the
Prince. Another theory is that he actually
suffered a medical disability that affected
his judgment.

Whatever the reason, Davion
abruptly let go of the wheel, and the Galtor
Campaign drifted into dangerous waters.

PHASE ONE

—From A MechWarrior's Life, by
Margrave Sheridan Douglass, New
Avalon Press, 3026

To provide the details surround-
ing the batties on Galtor, we have
obtained the sarvices of a historian
who actually served with the Davion

days of the campaign. Author, lec-
turer, and MechWarrior, he is re-
spected by scholars and soldiers
alike. | am referring to Commander
Sheridan Douglass, Margrave of
Verde and Inspector General of the
Independent Forces. He is also the
commander of the elite Alpha regi-
ment of the 12th Vegan Rangers, a
mercenary unit affiliated with the Fed-
erated Suns. The Margrave gra-
ciously allowed us to excerpt the fol-
lowing description of the batties on
Galtor from volume three of his book,
A MechWarrior's Lifs,

=5. O'H.

forces during the desperate early |

out over the entire planet

A CALL TO ARMS

The job of a field commander is 1o
impose order on chaos, as chaos is the
natural environment of the battlefisld. The
officer who is the most successful at bend-
ing the environment to his will must inev-
itably prevail, regardless of the strength of
the opposition.

The only possible explanation for our
victory lies with the training of our field
commanders. We teach each officer that
concentrations of ‘Mechs or firepower.do
not win battles. Control wins battles and
allows a commander to withhold his attack
until the precise moment. Control gives
him the ability to pick out the waak spot in
an enemy line. The anly time we were in
danger of losing Galtor was when we lost
control.

In the beginning, the situation on
Galtor |l looked as bleak as a fueling
station on a ice asteroid. Our original plan
called for two strong regiments to lie in wait
for any Kurita raiding party, trap the raid-
ers on the ground, and destroy them in a
sories of short, swift thrusts. Give the
Combine a bloody nose and send them on
their way. No one prepared for the months
of campaigning that followed.

Because of mishaps and miscommu-
nication, only my regiment, the Alpha
Regiment of the 12th Vegan Rangers,
was at full strength when the Kurita regi-
ments appeared. Bits and pieces of other
units were avallable, but they were strung

et —_—
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PHASE ONE UNITS
House Davion
Unit
12th Vegan Rangers
(CO: Margrave Sheridan Douglass)
Regimental BattleGroup
Bragg's Battalion
Johnston's Battalion
McCulloch’s Battalion
33rd Avalon Hussars
(CO: Lisutenant General Wilson Mandella)
Regimental BattleGroup
Benham's Battalion
Meade's Battalion
Union DropShip Parthenon
(Two weeks from Galtor I11)
Lyon's Battalion
Unign DropShip Waylaminit
(Three days from reaching orbit)
22nd Special Air Squadron
Davion Guard Auxiliary
Dahar Draconis March Militia
(CO: General Sir William Dobson)
Regimental BattleGroup
Pope's Battalion
1 Company
2 Companies
Sumner's Battalion
1 Company
2 Companies
French's Battalion
1 Company
2 Companias
Galtor Irregulars
Owen Roe O'Neill’s Legion
Marquis of Ormonde’s Battalion
General Liao Yao-hsiang's Brigade
Galtor Flying Squadron
Lone Wolves

House Kurita

Unit

17th Benjamin Regulars

(CO: General Syovo Yoriyashi)
Regimental BattieGroup
Elazar's Banalion
Gonen's Battalion
Sharon's Battalion
Imperial Artillery

Special Air Squadron

(CO: Colonel Sirius Golan)

3rd Benjamin Regulars

(GO Brigadier General Jakodo Naguchido)
Regimental BattleGroup
lsmail's Battalion
Shazli's Battalion
Gamasy's Battalion

21st Galedon Regulars

Location

Linion DropShip Velaguez (In orbit)

Owverlord DropShip Sanfiago

Wagnall Plain (around real Star League storehouse)
Mew Derry

Wagnall Plain (ten kilometers from fake Star League storehousa)
Wagnall Plain (ten kilometers from fake Star League storehouse)
Union DropShip Cantury City

Union DropShip Affan

Ajrfield at 33rd Avalon base
Fake Star League depot

Mew Derry

Wagnall Plain (ten kilometers from Star League storehouse)
Refueling station on Galtor 1I's moon

Wuhan Pass
Wew Wuhan City

Planet Marduk
Destroyed in DropShip explosion

Wagnall Plain (In 33rd Avalon Hussar's camp)
Changles Pass

Mew Derry

Wagnall Plain (In 33rd Avalon Hussar's camp)
Quiside New Dearry

Location

Fake Star League depot
Fake Star League depot
Fake Star League depot
In orbit

Fake Star League dapot

Upper atmosphere defense

Fake Star League depol
Fake Star League depot

Fake Star League depot
In orbit

(CO: Brigadier General Jarvek Dolmasay, Earl of Marlowe)

Regimental BattleGroup
Van Capellan's Battalion
1 Company
2 Companies
Warren's Battalion
1 Company
2 Companies
Wrede's Battalion
1 Company
2 Companies
Moroushl's Independant
Assault Battalion

MNear New Derry

In orbit
Mear New Derry

In orbit
Mear New Derry

In orbit
Wuhan Pass

Planet Marduk




The Kurita army had double its re-
quired number of DropShips. Except for
fighter support, these ships were empty to
carry the valuables from the Star League

inventory.

STRATEGIC SITUATION
Strategically, the Kurita attack was a
masterpiece of misdirection. When a hast
of Combine DropShips entered Galtor [II's
atmosphere, anassault battalion attacked
the Marduk system, effectively cutting
Galtor Il off from immediate reinforce-
ments. Meanwhile, along the Kurita-
Davion border, Kurita forces bustied with
activity, causing nervous bordet com-
manders to jam New Avalon's military
communication stations with calls for rein-
forcements. A Kurita spy sabotaged the
jump station near Robinson, draining the
jumpcharge and causing delays of up to
172 hours. Amid the chaos, our calls for
assistance were ignored. The Combine
quickly penetrated our weak air defense
and began dropping all over the planet.
The main Kurita threat manifested at
the fake depot—they bought the plan like
it was a gold mine from Aunt Sarah. Two
regiments landed within three kilometers
of the trap and quickly spread out toward
the base. Obviously, they did not expect
much opposition. Many battalion com-

manders landed their DropShips without
sending a scout party first. Overhead,
Kurita Slayer and Shilone fighters routed
the few Sparrowhawks opposing them,
then began strafing runs on the fake Star
League base.

Nothing went right that day. Commu-
nications were more fouled up than a hen
house after the fox left. Kurita was in
greater strength than we could imagine.
Worst of all, our orbital position left us
three hundred miles from the main battle.
Nevertheless, | was confident. Kurita had
walked right into the trap without suspect-
ing a thing. If we could cause enough
damage, we might get them to retreat.

The fake depot was a small, fortified
position surrounded by twelve bands of
landmines designed 1o slow, immobilize,
and disrupt any attacking force. Covering
the minefields and sighting for the artillery
in the 33rd Hussars base camp were two
dozen wheseled scout cars, heavily
shielded with electronic counter meas-
ures (ECM) against detection.

| entrusted the defense of the fake
Star League depot fo a company from
Prince Davion's heavy infantry regiments:
the 782nd Davion Guard Auxiliary. They
were good men and willing to fight to the
death for their Prince. Attached to each
squad was a Sniper artillery piece. No

BattieMechs were within the perimater.

Supporting the position, three batter-
ies of Long Tom artillery hid in hardened,
pre-fabricated silos at the 33rd Hussars'
Regimental BattleGroup's base camp.
Most of the 33rd Avalon air lances de-
fended these guns from attack.

THE FIRST ATTACKS

Elazar's Battalion of Yoriyoshi's 17th
Benjamin Regulars regiment led the at-
tack. The lead company was eqguipped
with Advanced Electronic Probes (AEP),
specifically designed to spot mines. The
AEPs effectively cut a path through the
first band of minefields in less than 15
minutes. To counter the move, the Davion
Guard spotters called artillery and air
strikes against these ‘Mechs.

While Elazar's Panthers neutralized
the spotters, the 3rd Benjamin Regulars
attacked the depot from the other side of
the perimeter. The 3rd had no AEP and
was bogged down with many damaged
units. The smoke from these burning
‘Mechs attracted the attention of the 22nd
Air Assault Squadron's K10 Sfukas, which
wreaked holy havoc among the giant war
machines struggling in the minefields.
Meanwhile, Brigadier General
Naguchido, commander of the 3rd, had
dropped into an orchard, where he some-
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how overheated his ‘Mech and could not
be reachad for six hours.

The air war also intensified over the
33rd Avalon Hussar's base camp. As
General Mandella became increasingly
nervous, he made the first of a number of
mistakes. | hate knocking a man who gave
his all, but it is a lesson in the loss of
control.

Worried that the air strikes compro-
mised his secrecy, he hesitated for almost
an hour before trying to contact me. Of
course, | could not break radio silence
while most of my regiment floated in vul-
nerable DropShips. At this point, all Feould
do was watch and sweat it out,

Finally, Mandella moved his troops
out. The attack force consisted of the 33rd
Avalon Hussar's RBG, Benham's Battal-
ion, Chi's Company of Light 'Mechs from
the Dahar Draconis March Militia, and a
collection of native defense forces that
were basically useless. On paper, the
force seemed sufficiant for victory; in real-
ity, General Yoriyoshi had the upper hand.

Although Yoriyoshi did not land with
the first assault wave, he quickly sized up
the situation. One battalion was strung out
and pinned down in the minefields; an-
other struggled to regroup. The regimen-
tal BattleGroup had dropped with
Yoriyoshi, and the third battalion floated in

the orbital resarve.

Brigadier General Naguchido's
absence prevented Yoriyoshi from con-
solidating his forces, but he proved his
brilliance as a field commander with his
next action. Correctly suspecting a trap,
he analyzed the trajectory of the incoming
Federated Sun artillery shells and gath-
ered all the troopz he could to defend
against an attack from that direction. He
issued orders fo Elazar's Battalion to
break off its attack and join the RBG. Until
then, the RBG and the scattered troops of
Gonen's Battalion would hold out.

As far as we know, he never consid-
ered using his orbital reserve battalion to
help with the defense. He had already
earmarked that battalion for attack.

Mandella launched his attack about
an hour after Yoriyoshi landed. At first, he
brushed aside the light 'Mechs sent out in
a picket line. Once again, however, he
misstepped by ordering the long-range
artillery to support his attack. This instantly
freed Elazar's Battalion, which had been
pinned down by the batteries.

Yoriyoshi chose a position astride the
main road to make his stand. On his left
were a series of small hills covered in
forest. His right was cut with streams and
the Salt Lick River, which allowed his
‘Mechs to overburn at will. In the center, he

placed his strongest lances, including his
own Dragon Heavy BattleMech.

Benham's assault and heavy compa-
nies struck this Kurita position, hoping to
smash through and flank the strong hilltop
positions. While artillery thudded around
it, Yoriyoshi's lance stood its ground,
knee-deep in the cooling water of the Salt
Lick River and blasting every enemy
‘Mech in sight.

As the losses mounted, the situation
grew desperate for both sides. The Kurita
right flank wavered, then fled to the safety
of a small line of hills. After capturing a
bridge across the Salt Lick, the tracked
units of Owen Roe O'Neill's Legion surged
forward. &

It General Mandella had had the
troops to exploit the breakthrough, the
battle might have turned out differently.
Elazar's Battalion arrived in strength,
however, and immediately attacked the
exposed positions of O'Neill's Legion.
Within ten searing minutes, most of
O'Neill's units were reduced to burning
wracks,

Yoriyoshi immediately ordered
Elazar's Battalion to turn and smash the
Davion center. The exhausted Davion
‘Mechs in Benham's Battalion gave
ground slowly. Then, Mandella made his
third mistake that day. To cover hisretreat,
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Mandella threw in his last reserve too
soon. Freelam's Company of light ‘Mechs
moved forward as Benham's Battalion
withdrew.

Mow, Yoriyoshi played his final ace.
From out of the skies, Sharon's Battalion
dropped directly behind the retreating
battalions. The Galtor Flying Squadron
instantly broke and fled the fisld. Caughtin
the crossfire like a brace of pigeons,
Freelam's Company was desiroyed to the
last man. Realizing his mistake, General
~ Mandella ordered the RBG to retreat and
trned to, face his pursuers alone. Al-
though his Crusaderwas no match for the
heavy ‘Mechs of Elazar's Battalion, he
stood his ground for 15 precious minutes,
while the remains of Benham's Battalion
and the 33rd Hussar's RBG escaped. His
body was never recovered,

OTHER BATTLES

As General Mandella gave his life to
save his regiment, a company of Sharon's
Battalion struck the 33rd Hussar's base,
blasting the artillery pieces and capturing
large amounts of equipment and supplies.
Airlances operating from the base flew the
7,000 miles to New Derry.

Other battles raged over the conti-
nent. In the battle for the fake depot, the
3rd Benjamin Regulars (now reunited with

their commander) broke through the
minefields and started attacking the Drop-
Ships. The Davion Guard Auxiliary fought
on courage alone, attacking ‘Mechs with
just handweapons and incendiaries.The
last dozen or so men went underground
into 2 maze of tunnels built to trap the
Kurita ‘Mechs. Instead of following them,
Brigadier General Naguchido collapsed
the tunnels, killing the Guards.

The Draconis Combine’s 21st Gale-
don Regulars landed near New Derry
{except for two companies detailed to take
Wuhan Pass on the other side of the
continent). Expecting minimal resistance,
Kurita DropShip Techs did not fire probes
or adequately scan the landing site. Cer-
tainly, the poor MechWarriors did not
expect to land smack in the middle of a
mercenary encampment—especially an
encampment of the malevolent Lone
Wolves.

The Lone Wolves cut many of the first
assault ‘Mechs to pieces. One Lone Wolf
MechWarrior, Arthur “Big Booty" Stetson,
particularly delighted in the carnage. Big
Booty operated a Hatchetman "Mech with
its head painted white and black like a
leering skull. He roamed the battlefield
smashing the cockpits of damaged Kurita
‘Mechs with his two-ton axe while scream-
ing about scalps. Other Lone Wolves

acted no less bloodthirsty.

Surprised and confused by the sud-
denly hot landing zone, the 21st quickly
fell back. Warren's Battalion limped away
from the firefight with 60 percent casual-
ties, surviving only because the Wolves
bagan fighting each other for salvage
rights.

However, Kurita MechWarriors
achieved complete surprise in the Wuhan
Pass. The defenders, caught outside their
machines, died to the last man. The two
companies of Wrede's Battalion captured
seven of the twelve ‘Mechs intact and fully
armed. !

The death of General Mandella
forced me to take command of the forces
of Galtor IIl. | did not want the job—the
situation plainly distressed me. Reports
filtered in that even more Draconis Com-
bine "Mechs were landing near the fake
base. Computer estimates figured that we
faced four regiments on the ground al-
ready with another wave of DropShips at
the system's Jump Point, a mere three
days away.

Concentration of forces is vital
against so powerful a foe. | determined
that we had enough "Mechs to defend only
one point. | chose the real Star League
storehousea.

As night fell on the continent, | landed
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with Alpha Regiment's RBG and ordered
McCullough's Battalion to leave MNew
Derry for the Middle Way Pass near the
real Star League storehouse. The Dahar
DMM Regimental BattieGroup and the
motorized elements of General Liao Yao-
hsiang's Brigade prepared to follow the
next day.

To gain the initiative as quickly as
possible, the rest of Sumner's Battalion in
MNew Wuhan City and two companies of
Johnston's Battalion of the 12th Vegan
Rangers would move to retake Wuhan
Pass. ;

Meanwhile, the Marquis of
Ormonde's Battalion moved to the Star
League storehouse. | divided our air
lances to defend our DropShips and the
airports in New Wuhan City and New
Derry.

The Draconis Combine reacted to the
new situation slowly. Intercepted commu-
nigues and interviews with captured
MechWarriors give us only an incomplete
picture. Apparently, General Yoriyoshi's
staffidentified the DropShip Velaguezand
correctly deduced that the 12th Vegan
Rangers lurked somewhere on planet.
They also decided that the Rangers were
rasponsible for the nasty reception that
the 21st Galedon Regulars received that
marning.

Yoriyoshi could not believe that the
camp was fake. He assumed that we
stripped the base, destroyed the evi-
dence, and cached the contents some-
where on the planet. Throughout the rest
of the campaign, he maintained that he
had captured the correct base even when
confronted with evidence to the contrary.

The old boys in Luthien broke out the
champagne after the first battle reports
arrived. The field commanders portrayed
the attack as an ungualified success—no
one mentioned a fake Star League depot.
Yoriyoshi merely requested more troops
“to ensure that the Federated Sun pres-
ence is totally eradicated from Draconis
Combine soil."

The request was granted instantly.
The 5th Galedon Regulars, commanded
by Yoriyoshi's rival, Galedon District
Warlord General Samsonov, would land
in three days followed closely by the 8th
Galedon Regulars. A force of five regi-
ments would ensure the destruction of the
12th Vegan Rangers.

ISOLATION

Our counterattack on Wuhan Pass
roared down on the Kurita position like a
tornado. We struck hard, pressed home,
but still failed to dislodge them. The con-
fined space favored the Kurita defenders,
who fall back from one excellent fire posi-
tion to another, escaping any flanking
maneuver. Nevertheless, our missionwas
accomplished. By blocking one end of the
pass, we kept Kurita from using it as a
jumpott point for an attack on New Wuhan
City.

My command concentrated around
the Star League storehouse and the
mountain passes. McCullough's Battalion
reached the Middle Way Pass justin time
to join with the battered remains of the
33rd Avalon Hussars.

Constantly harassed by Combine air
squadrons, the Hussars had crossed
6,000 miles of featureless plain. Operat-
ing from the orbiting DropShips, our own
air lances defanded them. Supply short-
ages, especially of bombs and SRM
loads, hampered effective Davion air
cover, and continued to plague us
throughout the campaign.

The Kurita reinforcements dropped
astride the main road to New Derry, cut-
ting off the last supply route into the city.
Trapped inside were the Dahar DMM
RBG, General Liao Yao-hsiang's Brigade,
the Lone Wolves mercenary force, and a
large number of civilians.

At first, the city exploded into chaos.
Kurita Sholagar fighters attacked military
and civilian targets with impunity. Rumors
spread that the Draconis Combine would
use a lethal nerve gas to kill civilians; gas
masks were sold for thousands of C-Bills.
Panicked citizens jammed the transport
and communication systems. Through
the confusion, the Lone Wolyes roamed
the streets in their BattieMeachs, looting at
will.

Order was restored when Sir William
Dobson, commander of the Dahar DMM,
challenged the looters like an old-time
Woestern marshall. His bright orange

Warhammer disabled  two renegade
‘Mechs with particla cannon shots.

Kurita had problems of his own. The
Combine advance stopped while the two
district commanders met on the wind-
swept Wagnall Plain. Choked with indig-
nation, Samsonov demanded that his
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men be put to better use than besieging a
city “full of cuithroats and old women."
Yoriyoshi matched the Galedon Warlord's
indignity and wanted to know why three
Galedon Regular regiments landed on the
planet while only two Benjamin Regulars
weare present.

Eventually, both sides agreed on a
plan. The 21st Galedon Regulars regi-
ment would rotate offplanat, and the 11th
Benjamin Regulars would drop during the
next assault. In the meantime, the 3rd and
17th Benjamin Regulars would clear the
Wuhan Pass in preparation for an assault
on New Wuhan City. The Galedon Regu-
lar forces would crush the resistance in
New Derry, then cross the Wagnall Plain
and assault the fortifications around
Middla Way Pass. The Benjamin Regu-
lars would wait until the Galedon forces
smashed through the pass before aftack-
ing New Wuhan City. The city would then
fall to a joint attack.

Amazingly, neither man mentioned
the Star League storehouse. Both sides
seemed more concerned with prestige
than with winning the battle. Yoriyoshi and
Samsonov's lack of enthusiasm for finding

the storehouse supports the theory that
the Kurita commanders never expecied
the depot fo be real. The Galtor Campaign
interested them only as a way 1o advance
thair own careears.

While the Warlords dickerad about
their precious reputations, Lyon's Battal-
ion, a strong veteran force of heavy and
medium BattieMechs, reinforced the 33rd
Avalon Hussars. Colonel Lyon took over
command of the 33rd Hussars. Besides
some small blockade runners, these
troops were the last Federated Sun rein-
forcements to arrive on Galtor Il for al-
most three months.

The major reason for the lack of
support centered on the curious behavior
of Prince Hanse Davion. After developing,
creating, arranging, and implementing the
Galtor plan, he seemed to lose interest. Of
course, major events on the border with
House Liao diverted his attention, but
never bafore, or since, had Prince Davion
been so indecisive.

Prince Davion's seeming lack of in-
terest paralyzed his district commanders,
who watched the battles on Galtor |ll and

Marduk with growing alarm. District Com-
mander Andrew Cunningham at Robin-
son placed the Robinson Draconis March
Militia on full alert, then contacted Davion
for instructions. When no instructions
came, Cunningham decided to move
anyway'.

Cunningham diveried Meade’s Bat-
talion of the 33rd Avalon Hussars, still in
ransit, to lead the assault on Marduk.
Supporting the attack were elements from
the Raman Draconis March Militia. As
soon as Colonel Meade securad Marduk,
the Bremond and Raman DMMs would
reinforce Galtor I, followed by the Clovis
DMM and Robinson DMM. The plan dan-
gerously weakened the center of the
Draconis March border, and without
Hanse Davion's approval, no mercenary
or House regiment could be used to
sirengthen the sector.

The plan was sound, but Cunning-
ham dragged his fesl. He allowed the
Raman DMM three extra weeks to refit its
air lances. In addition, the Robinson DMM
experienced delays in refueling and
equipment.

LI =500 Kilomatars
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THE BATTLE FOR NEW DERRY

The Draconis Combine did not wait
for our reinforcements. Prodded by Taka-
shi Kurita, their regimenis lumbered into
action. Their first objective was New
Derry.

The Galtorians had built New Derry
onamarshy area near the mouths of threa
large rivers: the Dublin, Rutha, and Xiji-
ang. The city spread along the river banks
and coastline, and its airport, constructed
on landfill, extended into the harbor.

Because of the marshes, rivers, and
forests that surround New Derry, an at-
tacker has only two clear approaches to
the city. One lay along the Rutha River
Valley from the north. The second avenue
of attack was a narrow stretch of firm
ground between Wilde Forest and Men-
doza Hollows (a vast marsh that extends
east for hundreds of miles).

| did not envy Sir Dobson's task of
defending the capital. The defense de-
pended on a rag-tag collection of under-
equipped, poorly disciplined troops
sprinkled with a few veterans from his own
unit. They faced two line regiments led by
competent commanders. Nevertheless,
Sir Dobson knew how ta control the battle
and bring it to his advantage.

Dobson did not try to bar the Galedon
Regiments' advance into New Derry, be-
lieving that his forces would be much more
effective fighting in the confined spaces of
the city. He divided the Lone Wolves into
hunter#iller groups of one or two lances
and positioned them in factories in the
north side of town. Like lions, they waited
to strike at the flank and rear of Kurita
penetrations. A group of the Lone Wolves'
best city-defense 'Mechs and five 12th
Vegan Rangers voluntears manning Lir-
banMechs concentrated in Dublintown
Square, a large central fransport hub, as a
reserve.

To the south, the forces of General
Liao Yao-hsiang dug in around the river
bridges. General Liac and Sir Dobson
spent two days personally positioning
every gun and soldier. Throughout the
city, Dobson created fall-back positions.
Central command set up in Elliot Park,
along with the Leopard Class DropShip
“Marion Davies" and a single battery of
antiquated, but still serviceable, heavy
artillery.

The police and firemen were armed
with flamers, Inferno SRMs, and conven-
tional satchel charges. Other civilians left
the city; many fled into Wilde Forest and
Mendoza Hollow.

As expected, the 5th Galedon Regu-
lars aftacked first from the north. Sup-
ported by three dozen fighters, the ‘Mechs
plowed into the city in five separate col-
umns. The Lone Wolves instantly stopped
three columns with concentrated fire on
their flanks; the last two columns broke
through. The first column entered a work-
ing class neighborhood held by the police
and a firefighting unit. When the first Kurita
‘Mech, a Jennear, stepped on an oil streak
mixed with soap flakes, the firefighters
blasted a concentrated stream of water
into the ‘Mech’s head at point-blank
range. The ‘Mech fell over like a rotted
cactus. The next Jenner, coming up too
close behind, tripped over the first and
landed on an electrical substation. There
was a blinding flash and an explosion as
the police closed in and finished both
‘Mechs off. The conflagration spread up
and down the street, forcing the rest of the
Draconis Combine column 1o retreat.

The second column followed the river
into the heart of the city. It reached the
Elliot Park headquarters undetected and
proceeded to rip out the heart of the de-
fense. One minute of concentrated missile
and laser fire created hours of panic and
confusion. Coolant trucks exploded,
killing scores of Techs and administrators.
Missile hits from a dozen 'Mechs reduced
Dobson's mobile headquarters to a
twisted, burning hulk. Kurita lasers incin-
erated the trees, and smoke soon filled the
park. Then, the ammunition dump ex-
ploded with a stunning crash. A white-hot
flash of flame scorched the park, killing
every unprotected soul,

Sir Dobson counter-attacked using
the few ‘Mechs in his Regimental Battle-
Group. Meanwhile, the Lone Wolves'
reserve, advancing foward the sound of
combat, struck the Kurita position in the
rear. The UrbanMechs proved them-
selves invaluable in the fight, and the
Combine 'Mechs, confused by the smoke
and carnage, cautiously withdrew north.

In their wake, the Kurita ‘Mechs had
damaged the DropShip and destroyed the
artillery battery, almost all repair facilities,
and most of the communications. For
quite a while, | thought the abrupt silence
meant that the Combine had won, but
three hours later, Sir Dobson broadcast a
defiant message over a civilian aviation
frequency. “We are still alive,” he reported,
“and we are still killing Kurital"

The 8th Galedon Regulars attacked
at dawn the next day, leaping over the first
line of defenses and siriking deep into the
city. The infantry and motorized troops of
General Liao's brigade crumbled before
the Panther, Jenner, and Valkyrie ‘Mechs
of the light battalions. The Combine veter-
ans cleared Yao-hsiang's brigade from
the river line and rolled it back into the
central city.

Desperate for any sort of block, Sir
Dobson ordered every other Lone Wolf
lance to assemble in Elliot Park. His own
Regimental BattleGroup, battered from
the previous day's fighting, attacked the
deepest Kurita thrust. For three hours, Sir
Dobson and his Warhammer fought wher-
ever the fighting was thickest, rallying his
men and the remaining troops of General
Liao’s brigade.

Lone Wolf Tech Harold Anderson
described Dobson's condition when he
returned to Elliot Park:

“Throughout the day, Sir Dobson
would turn up at the park and leave with
any Lone Wolf ‘Mechs that bothered to
obey his orders. And, as sure as I'm stand-
ing here, each time he came back, his
Warhammer displayed a new dent or
streak of laser burn. Eventually, his Holly
SHAM took a hit, and the wreckage dangled
behind him like a dead bird. It was a pitiful
sight. '

"The last time Sir Dobson refurned,
the right arm of his Warhammer had
disappeared, and the leg actuators
sparked every time he moved. He would
have gone out again if his Martell laser
hadn't overheated and fused his central
servolinks. Even when the Bth Galedon
made its final assault, he stayed with his
machine, firing his PPC and looking like a
proper sitting duck. He's a brave man, |
don't mind telling you.”

Kurita losses increased after the
Lone Wolves entered the fray. The Com-
bine lances became separated in the
maze of city streets and found it danger-
ous to stop anywhere for too long. A
stopped 'Mech attracted the roving bands
of police and infantry, who risked their
lives to get off a single SAM shot.

Fearing even larger losses at night,
the battalion commanders withdrew to the
river line at dusk.
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THE FALL OF NEW WUHAN CITY

Mot for one moment did General
Yoriyoshi plan to wait for General
Samsonov's '‘Mechs to breech Middle
Way Pass. Almost simultaneously with
the attack on New Derry, every available
Draconis Combine DropShip assembled
on the Wagnall Plain to embark the 17th
Benjamin Regulars. Naguchido's 3rd
Benjamin Regulars concentrated on the
eastern side of Wuhan Pass to pin down
our troops there and wait for the signal to
attack.

Yoriyoshi and Maguchido conceived
a bold plan to take the Wuhan Pass and
New Wuhan City with one stroke. The 17th
and 11th Benjamin Regulars planned to
drop in the level fields on the wastern side
of the mountain pass. Meanwhile, the 3rd
would charge our positions in Wuhan
Pass. The two Benjamin regiments west
of the mountains could trap our troops in
Wuhan Pass and take New Wuhan City.

It was a dangerous plan for the Ben-
jamin Regulars. Our air lances had not
conceded the upper atmosphere to the
Draconis Combine, and would challenge
such a large collection of DropShips. The
Combine's daring was commendable,
aven though it proved a costly virtue.

Meanwhile, our presence in Wuhan
Pass continued to grow. Sumner's Battal-
ion of the Dahar DMM and Johnston's
Battalion of the 12th Vegan Rangers dug
themsglves info strong positions among
the hills and hollows of the pass. The
remaining fighters of the 33rd Avalon
Hussars and Dahar DMM supporied them
from an air base in New Wuhan City.

The battered remnants of the 33rd
Avalon Hussars protected New Wuhan
City. Normally, a regiment so depleted
would be rotated offplanet, but we needed
every ‘Mech and MechWarrior. The 33rd
had to stay. Benham's Battalion was at 60
percant strength, Lyon's Battalion was at
95 percent strength, and the Regimental
BattleGroup was at 35 percent strength.
The third battalion, commanded by Lieu-
tenant Colonel Meade, orbited the planet
Marduk preparing to spearhead the as-
sault on the Kurita defenders there and
open our line of supply.

| needed a reserve force, and so one
battalion of the 12th Vegan Rangers went
into orbit. All the 12th's air lances left to
defend the orbiting DropShips, giving

Kurita air superiority on the ground. That
was my mistake. | missed those fighters
sorely in the coming confrontation.

Finally, stretched across the narrow
Middle Way Pass, a few native units dug
in. This area was the least of my worries,
Even a small force could pin a regiment
down long enough for the Vegan Rangers
to reinforce.

An hour after the Bth Galedon Regu-
lars' assault battalions withdrew from New
Derry, our scanners picked up the first
Kurita DropShips entering the atmos-
phere above New Wuhan City. Our fight-
ers scrambled to meet them, and a vicious
dogfight erupted. Once, we broke through
their screen of fighters and attacked the
DropShips. The Union Class DropShip
"Einstein” exploded, killing a company
from the 11th Benjamin's Hogarth's Bat-
talion. Other DropShips carried out their
missions faithfully, blasting our fighters
left and right.

Though outnumbered two to one,
Colonel Lyon decided to attack the mo-
ment the 11th Benjamin hit the dirt. Atfirst,
his attack succeeded, and scattered
Kurita ‘Mechs had little chance to group.
Gradually, however, resistance sfiffened.
Sensing the shift, Lyon retreated back to
the city. His attack had thrown the 11th
Benjamin ofi-balance and gained time for
his Techs to remove supplies from New
Wuhan City. Not stopping at New Wuhan
City, Lyon kept retreating toward the Star
League storehouse.

As Lyon retreated, the Combine at-
tacked Wuhan Pass. The Draconians
advanced in a classic three-wave attack,
putting relentless pressure on the defend-
ars. Painstakingly, they would identify one
of our fire positions, flank it, isolate it, then
force it to retreat or be destroyed. Com-
bing air power stopped any counter-attack
we could muster.

By late afternoon, the air in the pass
shimmered brightly with each new explo-
sion. Lisutenant Colonel Johnston's com-
mand ran short of all types of ammunition,
his men were exhausted, and his ‘Mechs
overheated. Without relief, they had to
abandon their position.

Once again, Yoriyoshi waited for the
correct moment to play his trump card.
The 17th Benjamin dropped one battalion
along the supply road to Wuhan Pass and
two battalions between the 33rd Avalon
Hussars and the Star League storehouse.

CONTROL UNDER PRESSURE

In response, my staff devised a dar-
ing rescue. Three DropShips would land
directly south of Wuhan Pass in a small
area of level terrain o pick up the remain-
der of Johnston's and Sumner's Battal-
ions. Meanwhile, two battalions of the
12th Vegan Rangers would strike from the
north at the 17th Benjamin batialions
blocking the 33rd Avalon Hussars while
the Hussars struck from the south. The
17th Benjamin battalions would be de-
stroyed in a classic battle of envelopment.

Any mission that depends on Drop-
Ships landing exactly within' a confined
area leans a bit hard on luck, Our Drop-
Ship pilots had never before attempted
such delicate maneuverings at dusk.
MNevertheless, they landed without mis-

hap.

/

Then, just as our two battalions be-
gan to move out, the 3rd Benjamin routed
our forces in Wuhan Pass. Screaming like
devils, the Draconians raced after our
men. A running battle developed between
the two forces, which the faster Kurita
‘Mechs began to win. Our ‘Mechs would
have bean overrun had not the added
power of our DropShips' weapons opened
fire on the enemy ‘Mechs at the last
moment.
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Standing like a beacon amid the
noise, smoke, and confusion, Colonsl
Johnston blasted away with the Pontiac
100 Autocannon on his Victor BattleMech,
which was the last Davion ‘Mech 1o leave
the field. The tiger-stripped ‘Mech took so
many hits that the entire leg and jump jet
system fell apart when the DropShip
jerked into the atmosphere.

Blazing away at the 'Mechs below,
the DropShips lifted off with 65 percent of
the Davion force intact. Colonel Johnston
was the only surviving officer. Davion
‘Mechs lay strewn from Wuhan Pass to the
DropShip landing site.

South of New Wuhan City, Colonel
Lyon's command stumbled deeper and
deeper into trouble. For six hours, the
brutal pace had strained his men and
machines lo the breaking point. The pitch-
black night did not help matters. Units
strayed or became lost; under strict radio
silence, Lyon could not contact a quarter
of his ‘Mechs.

The Alpha Regiment of the 12th
Vegan Rangers loved the darkness. As-
sault lances came within a thousand
meters of Combine pickets before being
challenged. Their answer, of course,
shattered the unsuspecting ‘Mechs and lit
the blackness in a surreal display of red,

green, and yellow zeon and laser. The
darkness fragmented the battle into doz-
ans of individual firefights flowing back
and forth over the same hills. Flames
engulfed a nearby forest, inhibiting target
acquisition by infrared scanners.

The 33rd Hussars could hear the
guns, and slowly Colonel Lyon moved his
command toward them. Two hours after
the attack, the first ‘Mechs of the 33rd
Avalon Hussars met the attacking Rang-
ars. A

In the darkness, the 17th Benjamin
escaped. Air lances, operating from the
captured base at New Wuhan City, cov-
ered their withdrawal gallantly.
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PHASE TWO

—From A MechWarrior's Life, by
Margrave Sheridan Douglass, MNew
Avalon Press, 3026

The failure of General Yoriyoshi 1o
crush the Davion forces cost him his job.
He remained in charge of the Benjamin
Regulars on the planet, but General
Samsonov became overall commander
on Galtor lll. For a moment, Takashi
thought of directing the campaign himself,
but his counselors pointed out that there
was no guarantee the Draconis Combine
would win this battle,

Three months after the initial
landings, Kurita had pushed the Davion
forces Into a perimater extending from
Changlee in the south to the Star League
storehouse in the north. Middle Way Pass
fell to the Samsonov's 5th Galedon Regu-
lars after three hours of slow, methodical
fighting typical of Kurita tactics. | had nath-
ing left to support the defenders.

General Dobson still held In New
Derry. Wa reinforced his position with the
remaining ‘Mechs of Sumner's Battalion,
but the siege became just a sideshow. He
was too weak to break out, and the Dra-
conis Combine was too wary of city fight-
ing to break in. Constant skirmishing,
however, kept the MASH stations busy.

Five Kurita regiments now faced the
two and one-half regiments left to us.
Howevar, these odds did not reassure
General Samsonov. He requested fresh
regiments to replace his losses and re-
minded Takashi Kurita of his pledge to
support the attack with imperial troops. In
the interim, we gained precious time to
make our own plans.

Andrew Cunningham, the cautious
Draconis March commander, finally at-
tacked and reconguered Marduk. After
three months of isolation, the way opened
for Davion reinforcements. The leaders on
Luthien saw this development as the end
of their hopes for an easy victory on Galtor
l1l. The Kurita leaders on Galtor |Il saw this
development as the beginning of a long,
bloody campaign.

Three weeks after the battles around
New Wuhan City, two new regiments
landed in our corner of Galtor |Il. The
Raman DMM took over the line held by the
skeleton 33rd Avalon Hussars. The Bre-
mond DMM replaced positions occupied
by my own 12th Vegan Rangers, which
once again became part of the orbital
reserve. Even the remaining native con-
tingents obtained needed supplies and
new aquipment.

| was apprehensive about the Raman
Draconis March Militia. Major General
Baden-Powell commanded a slack outfit
with few heavy 'Mechs but many com-
manders palitically appointed by hacks in
Mew Avalon. Events would show good
reason for my concern, but at the time, any
fresh regiment looked befter than the
dented and stained remnants of the
Avalon Hussars.

My demeanor improved when | saw
the Bremond DMM. The regiment arrived
at the Star League storehouse In top
condition with every ‘Mech newly painted
and fully operational. For striking power,
gach Bremond battalion contained a
heavy or assault ‘Mech company and one
extra air lance. Most of all, Lieutanant
General Mary Tallman exuded an infec-
tious self-confidence. Normally plagued
by insomnia and chest pains, | slept like a
baby the night after | met the red-haired
Tallman. Kurita, however, soon disturbed
my slumber.

Kurita fighters were waiting for the six
Leopard Class DropShips that tried to
break through the blockade at New Derry
with rainforcements and supplies. One
DropShip erupted into flames in mid-flight,
and another plummeted through a build-
ing and exploded. The four others tumned
back.

Inside Mew Derry, Davion quarter-
masters could issue only three or four
rounds per autocannon or missile rack.

Techs stripped all immobilized 'Mechs of
laser weapons and fitted them onfo skim-
mers or civilian hovercraft. During the
night, bands of Lone Wolf mercenaries
haunted the old battlefields, salvaging the
wrecked ‘Mechs for parts, coolant, and
ammunition. Bitter firefights broke out
between these scavengers and Kurita
patrols.

Even as our forces grew, so did the
forces of the Draconis Combine. The 11th
Benjamin regiment rotated out, and the
green troops of the 6th Benjamin Regulars
rotated in. The 3rd Benjamin left to defend
the planet Tripoli (many suspect that the
regiment was removed to waaken Gen-
eral Yoriyoshi's command). To replace
the 3rd Benjamin, Takashi Kurita author-
ized the use of two regiments from the
Amphigean Light Assault Group—vet-
eran units with a long history of fighting the
Federated Suns. Their orders placed
them directly under General Samsonov's
direction.

As a crowning touch, Takashi Kurita
allowed General Samsonov to command
a battalion from the Tth Sword of Light.
With such a powerful force, the Draconis
Combine felt confident it could sweep
aside our opposition and take the real Star
League storehouse. In fact, General
Samsonov ordered a custom-made, gem-
encrusted wreath of honor to commemao-
rate his impending victory.
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PHASE TWO UNITS

HOUSE DAVION

Unit

Alpha Regiment, 12th Vegan Rangers

{CO: Margrave Sheridan Douglass)
Regimental BatlleGroup

Bragg's Battalion
20% losses
Johnston's Battalion
55% losses
McCulloch's Battalion
10% losses
Bremond Draconis March Militia

(CO: Lieutenant General Mary Tallman)

Regimental BattleGroup
Jenkins's Battalion
Spazla's Battalion
Marti's Battalion

Raman Draconis March Militia

(CO: Major General Conroy Baden-Powell)

Regimental BattleGroup
McNaill's Battalion
Finnegan's Battalion
Seymour's Battalion
Dahar Draconis March Militia
{CO: General Sir William Dobson)
Regimental BattleGroup
Pope's Battalion
33% losses
Sumner's Battalion
66% losses
Franch's Battalion
Galtor Irregulars
Marquis of Ormonde’s Battalion
25% losses
Mew Derry Civil Defense
80% losses
General Liao Yao-hsiang's
Brigade
75% losses
Lone Wolves
40% losses

Location

Union DropShip Velaguez

{In orbit)

Overlord DropShip Santiago

{In orbit)

Overiord DropShip Time 2

{In orbit)

Overiord DropShip Key Biscayn
(In orbit)

300 kilometers north/northwest of Star League storehouse
300 kilometers north/northwest of Star League storehouse
300 kilometers north/northeast of Star League storehouse
300 kilometers due north of Star League storehouse

Coast road, 1600 kilometers west of Star League storehouse
Coast of Innersea, 160 kilometers west of Raman RBG
Coast road, 160 kilometers north of Raman RBG

Coast road, 400 kilometers east of Raman RBG

Destroyed

Refueling station on Galtor lll's moon
New Derry

Destroyed

Changlee Pass

New Derry

New Dermry

MNew Derry




HOUSE KURITA
Unit
17ih Benjamin Regulars
(CO: General Syova Yoriyoshi)
Regimental BattleGroup
Elazar's Battalion
25% losses
Gonen's Battalion
25% losses
Sharon's Battalion
35% losses
Air Squadron
(CO: Colonel Sirius Golan)
45% losses
gth Benjamin Regulars
(CO: Brigadier General Saad Shazli)
Regimental BattleGroup
Jellalladin's Battalion
Seleucus's Battalion
Kuribayashi's Battalion
5th Galedon Regulars
(CO: General Grieg Samsonov)
Regimental BattleGroup
Wittgenstein's Battalion
25% losses
Stark’'s Battalion
05% losses
Makarov's Battalion
20% losses
8th Galedon Regulars
(CO: Brigadier General Victor Nicholas)
Regimental BattleGroup
De Montcalm's Battalion
15% losses
Morgan's Battalion
20% losses
Gates' Baftalion
1st Amphigean Light Assault Group
(CO: General Olivet Satterthwaite)
Regimental BattleGroup
Yoshinaka's Battalion
Taruhito's Battalion
Taira-no-Kore's Battalion
2nd Amphigean Light Assault Group
{CO: Brigadier General Karl Gramenov)
Regimental BattleGroup
Ophiuchus'g Battalion
Pollux's Bajtalion
Themistocles' Battalion
Kismet Battalion, 7th Sword of Light
(CO: Colonel Tiresius Oliver)

Location
Coast of Innersea, 2000 kilometers west of Middle Way Pass
With RBG
With RBG
With RBG

Ground Support

Changles Pass
Changlee Pass
Changlee Pass
In orbit

400 kilometers west of Middle Way Pass
400 kilometers west of Middle Way Pass
400 kilometers west of Middle Way Pass

400 kilometers west of Middle Way Pass

Outside New Derry
Qutside New Derry

QOutside New Derry

Outside New Derry

In orbit
In orbit
In orbit
In orbit

In orbit
In orbit
In orbit
In orbit

Unknown
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OPENING MOVES

The Draconians tried painstakingly to
convince us that the main attack would be
at Changlee. Five empty Draconis Com-
bine DropShips orbited the area whila
Slayer fighters bombed and strafed our
positions mercilessly.

Of course, we were not so easily
fooled. Lieutenant General Tallman con-
ceived an slegant misdirection fo turn their
planinto our advantage. Using the hulks of
destroyed "Mechs and lots of radio chat-
ter, our technicians created a fake Vegan

- regiment defending Changlee. Kurita was
fooled mr:-mpletely. diverling troops
needed for the main attack against the
Raman and Bremond DMMs to reinforce
their position around Changlee.

The final push started just after dawn.
Waves of light and medium fighters broke
through the atmosphere and raked our
forward outposts unrelentingly with mis-
sile and cannon fire. Our own fighters
scrambled to meet them.

From the ground, the air batlle
seemed like a contest between two gods,
One could hear the rumble of engines and
the bark of weapons, and occasionally
see a flash of light or a burst of green
flame. Without wings, we were helpless
mortals, unable to influence the outcome
but affected by it nonetheless.

From the star, the Draconians used
their favorite weapon of confusion: elec-
tro-magnetic pulse bombs detonated in
the atmosphere and designed to knock
out unprotected communication and
computer links. Both sides flooded the air-
and microwaves with every conceivable
jamming frequency. However, a more
reliable cover protected the 17th Ben-
jamin and 5th Galedon. A dense fog
drifted over the Raman Draconis March
Militia positions, hampering visual sight-
ings and forcing many units to use their
short-range infrared and audio battle
sights.

Outposts all along the front reported
the approach of Kurita BattleMechs, and
the Raman and Bremond DMM units read-
ied themselves. As the Kurita ‘Mechs
appeared, they seemed to merge into one
another like a single ridge of gray moun-
tains. In typical Kurita fashion, one battal-
ion, spread thin across the front, scouted
for any Davion positions. When it found
one, an assault batialion rushed in from
the flank or rear, while the scouting units,
fighters, and artillery pinned the enemy in
place.

If the defender broke, the third Kurita
battalion would exploit the gap and am-
bush any reinforcing units. Then, the
second regiment would tear through the

gap to attack the rest of the regiment from
behind. [t was atried and true plan that had
worked many times for Kurita.

DEATH OF A REGIMENT

General Baden-Powell of the Raman
DMM spent the entire night trying to sort
out his communications. A phenomenon
called alpha-metric transference shorted
out his secure commlinks with my head-
guarters in tha DropShip Velaguez.
Unable to contact me via regular chan-
nels, he encrypted a message and trans-
mitted it via radio. It was a stupid thing to
do. Seeded in the upper atmosphere,
Kurita sensors instantly picked up the
transmission, traced it back to its source,
and alerted the Imperial fighter-bomber
companies. :

As the Kurita attack began, bombers
flew straight for the regimental headquar-
ters. Within seconds, Baden-Powell lay
dead amid the white-hot pieces of his
mobile headquarters. Most Techs and
support personnel of the Raman DMM
died with him. The decapitation of the
Raman DMM shattered our efforts to
coordinate the sector defense, and our
whole left flank plunged into darkness.

Colonel Eloyis Finnegan now com-
manded the Raman DMM, it anyone was
left alive to tell him. With his first shot, his
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Centurion's Luxor Autocannon malfunc-
tioned, blowing off the right arm and fling-
ing the ‘Mech into a ditch 100 yards from
the firing line. Conscious and unhurt, Fin-
negan spent an hour rewiring the circuits
in his frozen ‘Mech. By the time he fixed
the servo-link board, his battalion had
vanished. The medium and light 'Mechs of
his line companies crumbled beneath the
Goliath and Stalker BattleMechs of the
17th Benjamin's heavy assault battalion.

According to his report, Finnegan
struggled with his crippled ‘Mech to rejein
his battalion. He, followed a trail of smol-
dering wrecks back to the obliterated
Regimental BattleGroup. Hunkered down
amid the smoking shells of coolant trucks
and supply trailers lurked the remnants of
Finnegan's command.

The main Kurita attack had scattered
Finnegan's Battalion, then swung right 1o
trap Seymour’s Battalion against the sea.
Finnegan could not help the beleaguered
Colonel Seymour, but his sense of duty
demanded that he try. Finnegan stood up
and turned on his PA system, yelling "I'm
here and | plan to stay here. Who stands
with me?"

Atfirst, there was no response except
for a burst of missile fire from Kurita posi-
tions. Then, one by one, his MechWarriors
stood up with him. A cheer broke out, and
the entire battalion rallied.

Finnegan gathered the scatiered
'Mechs into vigorous patrols, which si-
lenced the harassing Combine 'Mechs.
Other ‘Mechs loaded up whatever ammu-
nition and equipment could be salvaged.

About two hours later, McNeill's Bat-
talion appeared after a brief encounter
with some Kurita Slayers. No word came
from Seymour's Battalion. Scouting par-
ties reported an intense firefight 150 kilo-
meters east of the RBG. The firing lasted
20 minutes, then it trailed off and stopped.

Mo reliable reports on the destruction
of Seymour's Battalion exisl. Kurita rec-
ords are frustratingly sparse, and none of
Seymour's MechWarriors survived.

Finnegan contacted me via sub-
space radio an hour later. He explained
his troops' condition and asked to with-
draw. | told him | needed his men to buy us
time. He asked for reinforcements, and |
said | would try, How could | tell him the
Draconis Combine sacrificed air superior-

e
.
e

e —

Ty

ity everywhere else to dominate his sec-
tor? Already the smaldering hulk of one
Union Class DropShip, the Behemoth,
circled in a decaying orbit. | ordered him to
hold until relieved, to block any Kurita
advance, and to hang on.

By late morning, the 17th Benjamin
Regular ‘Mechs discovered Finnegan's
position. Exhausted and low on supplies,
the 17th did not attack immediately. In-
stead, Yoriyoshi called upon General
Samsonov to use one of the Amphigean
marcenary regiments to continue the at-
lack. The request was a rare example of
Kurita unity during this campaign. Sam-
sonov realized that the 17th was spent as
a fighting force and could collapse if it
attempted an attack. He sacrificed this
opporiunity to humiliate and perhaps
destroy his opponent Yoriyoshi in order to
bring home the attack. If the Draconians
had cooperated like that throughout the
campaign, | would not be here to tell this
story.

One battalion of General Satter-
thwaite's Amphigeans landed on top of
Finnegan's position. Ancther dropped
slightly to the west, and a third dropped
farther out to block any land reinforce-
menis. The Amphigean drop tumed into a
turbulent, twisting jumble of individual fire-
fights. Well-placed indirect-fire lances
aliminated several Amphigean 'Mechs
before they hit the ground, but others soon
followed. A few minutes later two battal-
ions rammed the Davion positions. Even
the 17th Benjamin, lurking off to the east,
scraped together a company to throw into
the battle.

Finnegan desperately tried to keep
his lances together during the ferocious
attack. He leapt from position to position,
rallying disrupted lances and giving away
his own ammunition. During one leap, his
Centurion received hits from three differ-
ent positions. In a blossom of orange and
gold fire, the ‘Mech tumbled end over end,
disintegrating before his men's eyes.

Finnegan's death broke the Davion
morale, and individual ‘Mechs fled the
figld. Colonel McNeill tried to stop the rout
until his Trebuchset overheated. (McNeill
was captured and later released in a pris-
oner exchange before the end of the Gal-
tor Campaign.
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THE AMPHIGEANS ADVANCE

The elaborate deceit created in
Changlee Pass now paid off handsomely.
The Draconians thought the Vegan Rang-
ers were thousands of kilometers to the
south, In fact, we were a few hundred
miles away and straight up.

The Kurita breakthrough required all
units, no matter how depleted, to support
the advance. The 5th Galedon Regulars
engaged Lieutenant General Tallman's
Bremond regiment. The 17th Benjamin
limped into battle on the far right flank of
the leading Amphigeans. Most important,
the 2nd Amphigean landed and took up

© the left flank of the advance. General

Samsonov had used up his last orbital
reserves.

Roaring through the center, the 1st
Amphigean Group pushed forward the
rest of that summer afternoon. With four
haours of sunlight left, the lead battalion
came within a hundred miles of the Star
League depot. At that moment, | knew the
12th Vegan Rangers had to attack.

The 17th Benjamin could not keep up
with the breakneck speed of the advance.
Tao cover its right flank, the 1st Amphigean
detached most of its light 'Mechs. Mean-
while, the 2nd Amphigean scattered over

athousand kilometers of rolling hills trying
to remain in formation and keep up with
the 1st Amphigean's rapid advance. As a
result, two battalions of the 1st Am-
phigean were isolated in enemy territory
far from air and artillery support and dan-
gerously close to ours. They were ripe for
isolation and destruction.

| landed with two battalions that after-
noon (Johnston's depleted force stayed in
orbit as a reserve). Supporting the move
was all the artillery and air support | could
muster. Many of our DropShips were left
exposed, but | had to take the chance.

Ag our DropShips descended on
Galtor, a red light blinked on my emer-
gency board. Someone was attacking the
Star League storehousel

| had forgotten about the Sword of
Light battalion. It took only minutes for the
glite battalion to overwhelm the scant
guard at the storehouse, Then they dug in
and waited for our counterattack.

For a moment, | thought about re-
treating offplanet. The loss of the store-
house removed any official reason to
remain in the face of overwhelming odds.
However, we stayed. We were on this
planet to fight Kurita, not to defend a pile of
parts.

DAVION COUNTERATTACKS

When mercenary fights mercenary,
many commanders observe certain forms
of etiquette and custom—for example, the
white glove that an attacker delivers a
minute or two before battle, or the quaint
custom of allowing mercenary command-
ers 1o fight each other unmolasted.

As the Amphigeans approached, |
realized that such civilized repartee would
only endanger our plan. Therefore, we just
opened up with every weapon at our dis-
posal. Surprised and reeling” from the
sudden heat of dozens of lasers, the
Amphigeans fell back a quarter mile to a
small stream. | ordered my men forward
only to face the heat of the mercenaries’
guns. The Amphigeans had quickly recov-
ered—they are a magnificent force, | must
admit.

Throughout the day, the Amphigeans
fell back from one position to anocther,
General Satterthwaite kept her men to-
gether and did not allow us an easy kill. By
sunset, alements of the 2nd Amphigean
Group arrived, and wa withdrew. We had
savaged the lead battalions of the Am-
phigeans, but we did not crush them.

The situation remained critical, but |
refused to surrender the initiative. The
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failure of the Amphigeans to take the
storehouse meant that the Sword of Light
was isolated. During the night, | collected
some companies, pulled Jenkins's Battal-
ion from Lieutenant General Tallman, and
seasoned the force with my last reserve
battalion (Johnstan's). This rag-tag regi-
ment would launch a night attack against
the elite Kurita defenders, Technically, we
had a three-to-one superiority of men and
'Mechs. | was not confident thal we would
prevail.

| appointed Lieutenant General Tall-
man commander of the taskforce pre-
cisely because she seemed capable of
doing anything. A few minutes after dusk,
the altack began with an artillery barrage.
Tallman wanted to remind the Kurita dogs
that they were cut off and we could toy with
them as we liked.

Then, she charged the perimeter of
the storehouse from two separate points.
Savage battles erupled across the front as
the Sword of Light threw everything they
had into the defense. Overhead, our fight-
ers dropped flares and hovering search-
lights to pinpoint Kurita positions. The
Kurita battalion responded by blasting six
Sparrowhawk fighters out of the sky.

By sheer dint of determination, Tall-
man slowly pushed the perimeter back,
Stalking each other amid the smoke, haze
and darkness, MechWarriors fought with
a kind of eerie cold fury. The advance

proceaded through the gloom silently,
punctuated by a series of sudden, terrify-
ing surges of light, noise, and explosions.

By dawn, the surviving defenders had
retreated 1o the storehouse and threat-
ened fo blow up the base. General Tall-
man took their vow seriously, but she
agreed to a plan devised by Colonel Jen-
kins.

A back entrance, seemingly un-
known to the Sword of Light, allowed
Jenkins and his lance to enter the store-
house undetected. In unison with a diver-
sionary attack outside, the Davion 'Mechs
surprised the defenders, taking control of
the detonation device. Outside, Tallman's
troops rushed the storehouse. Ittook them
enly three minutes to blow the doors and
reach the fight, but Colonel Jenkins and
the three other MechWarriors were al-
ready dead.

The destruction of the Sword of Light
battalion seemed to sap the fighting spirit
from General Samsonov. Instead of at-
tacking, he retreated and regrouped. Less
than twelve hours later, the first elements
of the Robinson and Clovis DMMs arrived
in orbit. The Draconiz Combine had lost its
chance for victory,

Soon after the arrival of these rein-
forcements, | was relieved of command,
and my regiment rotated to Verde for
some needed rest and refit.

PHASE THREE
—by Governor Skyles O'Hanlon

No one expected the Galtor cam-
paign to enter a third phase. By all rights,
the Federated Suns had won a marginal
victory. They had survived the Draconis
Combine onslaught, caused grievous
casualties, and broken through the plane-
tary blockade. By early harvest, both sides
fielded roughly equal forces, and the stra-
tegic situation began to stabilize. Accord-
ing to persenal letters, MechWarrlors on
both sides seemed certain of a quick end
lo hostilities.

When the Robinson and Clovis Dra-
conis March Militia regiments arrived,
General Andrew Cunningham, district
commander of the Draconis March, took
command of the Davion forces on Galtor
lIIl. Margrave Sheridan Douglass and the
survivors of the 12th Vegan Ranger's
Alpha Regiment rotated out to Verda.

Although Cunningham had proved
himself an able administrator, he had no
experience directing a full-scale cam-
paign. In fact, his combat experience
consisted of only a short stay with the air
lances of the 1st Davion Guards.

His quiet and dignified style of com-
mand also came as a great change to the
brash, foul-mouthed, cigar-smoking Mar-
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PHASE THREE UNITS
HOUSE DAVION HOUSE KURITA
Unit Location Unit  Location
4th Crues Lancars 2nd Galedon Regulars
(CO: Major General Charles Duncan) (C0; Genaeral Lavrenti Kornilov)
Regimantal BatlleGroup Wagnall Plain Regimenial BattleGroup Owveriard DropShip Dostoyevaky
(Left fiank) {in orhit)
Louig-Philippe's Battakon Wagnall Plain Kutuzov's Battalion Owerlord DrepShip Dostopevsky
iLet flank) (in arbit)
Alaxandre's Batlalion Wagnall Plain Gaorgi's Battalion Overiord DropShip Sholokhoy
{Left Flank} {in orbit)
Lebrun's Battalion ‘Wagnall Plain Ehrenburg's Battalion Owverlord DropShip Bialistock
: {Left Flank) {in orbit) B
Bremond Draconis March Miitia Bth Galedon Regulars
{CO: Lisutanant General Mary Tallman) (G0 Brigadier General Victor Micholas)
Regimantal BatlleGroup Wagnall Plain Regimental BatleGnoup Mew Derry
(Lt flarik) De Montcelm's Battalion Mew Derry =
Jenking's Battalion Wagnall Plain 35% losses
(Lt flerk) Morgan's Battalion Mew Darry
45% lossas 25% lossas
Spazia's Battalion Wagnall Plain (Gates's Battalion Mew Darry
10% losses (Left fiank) 15%
Marti's Battalion Wagnall Plain | 2nd Amphigean Light Assault
[Left fiank) [ {COr Brigadier General Karl Gramenov) :
Clovis Draconis March Militia Regimental BattleGroup Wagnall Plain
{CO: Major General Glement VIl Ophiuchus's Battalion wagnall Flain
Regimental BatileGroup Wagnall Plain Pollux's Battalion Wagnall Plain
{center) Themistocles’ Battalion Wagnall Plain
Rymill’s Battalion Wagnall Plain
{center)
Elisworth's Battalion Wagnall Plain
{center)
Darlington's Baitalion Wagnall Plain
{center)

Robinson Draconis March Militia
{C0: Ganaral V.E. Fuchs)
Praminger's Battalion

Schneider's Battalion
- Shubert's Bartalion

Dahar Draconis March Militia

{CO: General Sir William Dobson)
Regimental BatileGroup
Pope's Battalion
33% losses
Sumner's Battalion
TE% losses
French's Batialion

Galtor Irmegulars
Marguis of Ormonde's Battalion
75% |osses
Mew Derry Civil Delenss
B80% losses
General Liao Yao-hsiang's Brigade
Lone Walves
40% losses

Cutside New Derry |
{right flani)

Outside New Derry
{right flank)

Outside New Darry
{right flank)

Deestroyed
MNew Derry
Mew Derry
Destroyed
tew Wuhan City
Mew Derry

Destroyed
Mew Derry
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grave Douglass. Cunningham further dis-
tanced himself from Douglass's image by
landing on Galtor Il without his personal
BattleMech. He directed the entire cam-
paign from inside a mobile headquarters
truck.

Cunningham's first priority was the
relief of New Derry. In the smoking re-
mains of the city, the Dahar March Militia
regiment and the remains of many native
units were subsisting on the meager sup-
plies snuck in by intermittent DropShips.
General Samsonov kept a death grip on
the city.

It would not be easy to relisve New
Derry. Tachnically, the city lay thousands
of miles behind enemy lines. The Kurita
front stretched from Changlee in the south
to Middle Way Pass to New Wuhan City.

Furthermore, seven Draconis Com-
bine regiments faced four Davion regi-
ments, one of which was understrength,
unsupplied, and surrounded. Yet, the
Draconis Combine generals realized that
thay teetered on the brink of disaster.

Stretched over thousands of miles,
the Kurita forces were weak everywhere.
Compressed into a powerful three-regi-
ment force, the Davion troops could strike
anywhere on the confinent and over-
whelm any single position. It became
General Samsonov's first priority to re-
treat and consolidate his forces.

In a bold move, Kurita DropShips
landed in the narrow Changlee Pass and
quickly embarked the 6th Benjamin Regu-
lars. That same night, two Kurita regi-

ments retreated from New Wuhan GCity
while another column wound through the
bottleneck of the Middle Way Pass. By
morming, five regiments were east of the
mountain passes, and one orbited the
planet. General Samsonov had com-
pleted a masterful withdrawal.

District Commander Cunningham
moved quickly upon hearing of the Kurita
retreat. The Robinson and Bremond DMM
regiments immediately struck the Kurita
battalion left in Middle Way Pass. The
Draconians stood their ground, and the
two regiments exhausted themselves
clearing the mountain pass. The Clovis
DMM rushed forward to liberate New
Wiuhan City, while one battalion dropped
into Wuhan Pass. After five hours of harsh
mountain fighting, the Draconians re-
pulsed the attack and frustrated
Cunningham's attempt to cut the Kurita
forces off from their main base,

Success allowed the Draconis Com-
bine to rotate out their understrength
units. General Yoriyoshi quickly gathered
up the survivors of the hard-hit 17th Ben-
jamin Regulars for immediate lift-off. The
DropShips never came. Instead, Sam-
sonov selected his own 5th Galedon
Regulars for the first lift off (however, the
Warlord and his headguarters unit re-
mained at the planet). Then, Samsonov
explained to Yoriyoshi, the contract for the
1st Amphigean Group stipulated that they
be rotated offplanet next. By this time,
Yoriyoshi smelled a rat. His depleted regi-
ment was to be ground into nothing. It

particularly stung that Samsonov allowed
a mercenary unit to rotate out before a
loyal house regiment.

As the Kurita line contracted, pres-
sure grew on New Derry. Daily bombing
and strafing runs pounded the city. Kurita
local air superiority cut off even the hope of
resupply and reinforcement. Once again,
the MechWarriors inside New Derry faced
isolation.

FALL OF NEW DERRY

The final hours for New Derry came
unexpectedly. Kurita spies within the
besieged city discovered a large drainage
tunnel, uncovered in the previous week's
bombing, running underneath a strong
Davion position and into the heart of the
city. It was a perfect attack route.

Early the next morning, DropShips
entered the lower atmosphere and
dropped thousands of small incendiaries.
The city exploded into flame and the
temperature rose drastically. Whole
streets became sheets of fire, frapping
MechWarrior and citizen alike.

Without a minute’s hesitation, Gen-
eral Samsonov ordered the 2nd Am-
phigean Group and the Bth Galedon
Regulars into the conflagration. The
Amphigeans exited the sewer tunnel in
the middle of the city, and, blasting every-
thing in their path, rushed headlong to-
ward Elliot Park, still the headquarters for
Sir William Dobson. There, a rag-tag col-
lection of spent Davion units waited for
them,

When the first scout 'Mechs of
Pollux’s Battalion, 2nd Amphigean, regis-
tered on radar, Sir Dobson held his fire. He
now occupied a captured Awesome Bat-
tleMech whose leg actuators were frozen
in mid-stride. Right behind the scouts,
Pollux's assault 'Mechs lumbered into
range. Still, Sir Dobson waited patiently.
The smoke and rubble effectively hid his
scatterad units,

Finally, Lisutenant Colonel Pollux's
own dull-orange Thunderbolt emerged
from a smoking building. Sir Dobson
swung round all three Kreuss particle
cannons of his Awesome and blasted the
BattleMech. All along the line, Davion
BattleMechs, many immobilized or
stripped of armor, loosed a holocaust of
fire and explosion against Pollux's assault
company. Discipline collapsed under the
furious attack, and the Company fled.
Other companies, however, did not crack.
They calmly called for AeroSpace Fighter
support, which made short work of the
Davion defenders.
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The Amphigeans followed up the air
strike with a concentrated attack on Sir
Dobson's laser-streaked BattieMech. The
general refused to leave the vehicle, even
after his main particle cannon jammed.
Dobson withstood blast after blast, until
finally, his machine exploded.

Throughout the day, the Davion
forces continued 1o resist. However, the
firestorm and lack of central command
shattered an already fragile defense. At
dusk, small groups of defenders drifted
out of the city toward the Davion line; only
a few ‘Mechs made it. The Lone Wolves
surprised everyone by uncovering three
DropShips carefully hidden near the air
base. Cramming on as many ‘Mechs as
possible, the DropShips roared through
the Kurita blockade, guns blazing at eve-
rything that moved.

The abrupt Lone Wolf departure left
the air base intact for the Draconians. The
Bth Galedon Regulars seized thousands
of gallons of aviation fluid, coolant, and
lubricant. Electronic equipment, naviga-
tion gear, and other spare parts also fell
inte Kurita hands.

Sporadic sniping continued during
the night as the Amphigeans eliminated
pockets of resistance. Soon, a deathly
quiet fall over the smoldering rubble.

PRINCE DAVION RESURGENT

Perhaps the fall of New Derry jarred
something inside Prince Davion. Two
days after the fall, he shook off the cloak of
despair and disinterest and began acting
like a leader. He immediately opened
diplomatic negotiations with Kurita, reac-
tived the Command Circuit to Galtor I,
and sent two Guards regiments there.
Takashi Kurita reacted too, instantly or-
dering two Sword of Light regiments to
reinforce Galtor 11

Actually, Prince Davion never in-
tended to waste his two best regiments.in
an escalating border incident. As his let-
ters clearly show, Hanse Davion knew
Takashi Kurita well enough to realize that
the Coordinator would lose enormous
face by simply retreating offplanet. It
would be a different story, however, if
Takashi could claim that Davion warmon-
gering had gotten out of hand and his
interests lay in peaceful diplomatic efforts.

Meanwhile, the Galtor Campaign
ground to a halt. Both sides stared al each
other across the Wagnall Plain, too ex-
hausted to fight. Kurita and Davion diplo-
mats met in a small town in between the
two forces. Their first accomplishment
came quickly; in two weeks' time, a cease
fire would be declared.

TRAITOR

Nothing worries a MechWarrior more
than the first talk of peace. Invariably,
preliminary peace talks set a date for
armistice, and both sides increase hostili-
ties to gain the best field position before
the diplomats meet at the bargaining
table,

Such logic prevailed on Galtor 1. The
moment the diplomats set the armistice
date, the front erupted in a blaze of laser
light. Air lances fought twisting battles
high above the struggling, ground-crush-
ing titans below. The small town where the
talks were held ceased to exist.

Cunningham developed a beautiful
plan to pin the Kurita forces against New
Derry. General Samsonov hoped to lay a
trap that would crush two battalions.
However, General Yoriyoshi outmaneu-
vered everyone.

Humiliated by his defeat at the Star
League storehouse, angered by the re-
fusal of General Samsonov to pull out his
regiment, and unable to contact Takashi
Kurita, Yoriyoshi conceived a brilliant plan
to crush the Galedon military power on
Galtor |Il. Two regiments of the Banjamin
Regulars, the shattered 17th and the
green 6th, guarded the right flank of the
Kurita position. In the center lay the 2nd

L 1= 500 Kilometars
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Amphigean Group. On the left, Nicholas's
hard-fighting 8th Galedon Regulars held
New Derry. A new Galedon force, the 2nd
Galedon Regulars, floated above the bat-
tlefield as an orbital reserve.

The Benjamin District commander
correctly guessed Andrew Cunningham's
intentions. He knew that the 4th Crucis
Lancers, now floating overhead, would be
used to flank the city, Yoriyoshiconferred
with General Samsonov and placed in him
the sead of a trap. The Benjamin Regulars
would lift off into orbit, and when the
Davion units attacked, they would drop
behind the two lead regiments. At the
same time, the Amphigeans would strike
the attackers in the flank, and the 2nd
Galedon Regulars would drop on top of
the lead regiments.

As planned, Yoriyoshi secretly with-
drew almost his entire force into the Drop-
Ships under his command. Barely one
‘Mech in 20 stayed behind. All radio traffic
was forbidden, except for the chatter de-
liberately created by Yoriyoshi's Techs to
fool the Davion District Commander.

When the date of armistice arrived,
Yoriyoshi gave his orders—however, they
were not the orders anyone expected. The
DropShips tumed around and left the
system for the Galtor jump point. As the
Davion forces poured through the non-
existent left flank, the Benjamin Regulars
dwindled to a dot on a radar screen in front
of General Samsonov's disbelieving
dyes.

DISASTER

District Commander Cunningham did
not believe it either. The Bramond DMM,
assigned to smash through the Benjamin
Regulars, found only empty ground. To
their right, the 4th Crucis Lancers reported
the same eerie silence,

The 2nd Galedon Regulars dropped
as planned. Without a force to flank the 4th
Crucis and Clovis regimants, however,
the first assault battalion was pummeled.
The second battalion dropped wide and
retreated toward Samsonov's headquar-
ters. Before il dropped, the third battalion
received the order to abort.

The 2nd Amphigean Group did not
fare much better. Brigadier General Karl
Gramenov struck the flank of 4th Crucis
Lancers only o be flanked by the Clovis
Regiment. The Clovis DMM and the 4th
Crucis Lancers bottled up the Am-
phigeans, and began destroying them
‘Mech by Mech. The Bremond regiment
raced behind the crumbling Kurita line
straight for General Samsonov's head-
quarters. If General Tallman could destroy
the DropShips stationed there, two and a
haif regiments would be trapped on the
ground.

General Samsonov's headquarters
guard consisted of a single battalion from
the 2nd Galedon Regulars and some non-
'Mech support units. He personally posi-
tioned this force in a river valley barely ten
miles from his headquarters. With no rein-
torcements, Samsonov ordered the Am-

phigeans and Bth Galedon Regulars
{fighting the Robinson DMM) to withdraw
toward New Derry to await fransport off-
planet.

Overcome with confidence, General
Tallman recklessly flung her command
against the Kurita line. The brave young
men and women of the 2nd Galedon bat-
talion easily repulsed this hasty attack.
Colonel Tyre Georgi leaped from fire
position to fire position in his steel-gray

Cicada, directing the efforis of his soldiers.

On ather frants, Kurita commanders
fought against the panic that seized their
troops. Though trapped by the 4th Crucis
Lancers and Clovis Regiment, Gramenov
saved his Amphigeans from total destruc-
tion by punching a hole through the
Davion line and rendezvousing with their
DropShips near New Derry. The ruins of
New Derry gave the Bth Galedon perfect
cover for a withdrawal.

By afternoon, the first Kurita Drop-
Ships lifted off. The Bremond DMM, rein-
forced with Simon's Battalion of the 4th
Crucis Lancers, pressed hard on the dwin-
dling Kurita defenders, but the Draconians
held back the Davion tidal wave.

Lieutenant General Tallman acted
fast. She brought her bright red and yellow
Thunderboitto the crest of an exposed hill
and pointed at the plumes of black smoke
floating on the horizon.

“MechWarriors,"” she cried, “There is
the Kurita camp. They are burning your
spoils. Denying your rights! Will you let
them win?"
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Emboldened by her words, the
Davion forces pushed forward. The Dra-
conians gave ground, and soon the de-
fense fell apart. However, one section of
the front stood its ground. General
Samsonov's personal assault lance stood
ina circle and blasted every Davion ‘Mech

foolish enough to get in range. The -

General’s own red and green Atfaspoured
out streams of death from its lasers and
Class 20 Autocannon.

This lance alone almost stopped the
Davion attack; a dozen Davion ‘Mechs lay
burning around the giant assault vehicles.
However, Samsonov did not want to die a
glorious, honorable death. During a lull in
the shooting, a Leopard Class DropShip
landed near the General, boarded his At-
Jas and one other surviving ‘Mech, and
took off. The few remaining Kurita ‘Mechs
surrendered.

District Commander Cunningham
would not believe that the Draconians
were ripe for destruction. The more it
seemed like a Davion crushing victory, the
more he worried. Therefore, when the first
scouts reported that they were within vis-
ual range of the Kurita base, Cunningham
ordered all advance stopped. Although
Lieutenant General Tallman and the other
commanders protested, Cunningham
stood firm. For eight precious hours, while
Kurita DropShips lifted off one after an-
other, the Davion forces waited just out of
artillery range. The campaign was over.

AFTERMATH
Surprisingly, General Yoriyoshi lived
after his betrayal on Galtor lll. Takashi
Kurita did not want to lose a commander
who fought so well. After a session with
the Assembly of the Grand Inquisitor,
Yoriyoshi transferred to the court in Luth-
ien, accompanied by his entire family.

District Commander Cunningham
returned to the central government.
Hanse Davion apparently considered him
more effective as anadministrator in some
less active area.

General Samsonov still reigns as
Warlord of the Galedon Military District.
After the battle, he offered to commit
seppuku (ritual suicide) for his failure to
destroy the enemy. In & great show of
compassion, the Coordinator stayed his
hand. The event was broadcast to a thou-
sand planets across the galaxy.

Margrave Sheridan Douglass once
again refused a commission in the regular
army. His heroic exploits on Galtor were
widely serialized in video and print media.

Galtor |1l still rests uneasily on the
border of a hostile nation. Its people suf-
fered greatly during the war, but they are
rebuilding their world even as | write,

We on Galtor |l salute the Federated
Suns for their commitment to our freedom,
and we honor the blood spilt on our planet.
One day, we hope to repay the cost of
freedom by making Galtor Il the bread-
basket of the Federated Suns.
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BATTLEFORCEVALUES
E

Mo record of the Galtor Campaign could be complate without
a list of regiments involved in the fighting. Each regiment listed
below has been broken down into component lances or platoons
and lists special equipment, the unit's quality (from elite to green),
and each lance's BattleForce strength values. Also included in
this chapter are brief histories of each regiment and their approxi-

LEGEND

Units

L1-14 Light ‘Mech
Mi1-M& Medium 'Mech
H1-H5 Heavy ‘Mech

| 3 "
ki A1-A3  Assault ‘Mechs
BATTLEFORCENOTATIONS i e |
. . V1 Truck

Preseritedin BattleForce valuenotation, the following stafis- NG ke Fo it
tics are based on historical research of available personnel and V3 Heavy Tracked
equipment and hundreds of hours of computer simulation. m Heavy Tracked s

Unless noted otherwise, all units are ‘Mech units. The number V5 Maditim Trasiad
after the letter refers to the strength of the unit. This BattleForce V6 Howar

notation standardizes and categorizes the thousands of 'Mech | w7 Light Tracked
statistic variables. The letters after the strength are the unit's Ve vﬁm ; Scout
fighting status, and after that is the unit's cost.

| = infantry
11 Regular
12 Heavy
13  Motorized
4  Jump
it * = Air Unit
.JII"I""'-' T *H He\a\'j"
ERUURIII M Medium
‘L Light
Ar = Artillery

Ar1  Light Artillery
Ar2  Heavy Artillery

Fighting Status
Green GR
Regular RG
Veteran VT
Elite EL

Other Abbraviations
B30, B15: Unit (usually an air unit) is equipped with bombs of
the noted strength

ECM: Unit is equipped with Electronic Counter Measures

ESR: Unit has equipment to enhance its ESA detection range

Extra ‘Mech: Unit possesses an additional ‘Mech

| Jump: A normally non-jump unit is fitted with jump jets

| +2Fp: A lance has upgraded its firepower by two

+2Arm: A lance has upgraded its armor by two

AEP: This unit (usually a recon unit) has Active Electronic
Probes




: FEDERATED SUNS UNITS

DAHARDRACONISMARCHMILITIA

| Commander: General Sir William
Dobson
Primary Mission: Sector Defense
Strengih: 108% listed
| Standard fighting rating: Reguiar,
| Medium
Losses: 95.333%

i BattleForce Value: 538 points

Raised on the desert planet Dahar IV, the tough, seascned
soldiers of the Dahar Draconis March Militia looked forward to
defending the Galtor front. Ironically, many MechWarriors consid-
sred the tour easy after the constant skirmishing with Kurita forces
on the worlds Elidere |V, Cassias, and Barlow's Folly.

Although most of the Dahar DMM 'Mechs and MechWarriors
perished during the siege of New Derry, many Techs and Aero-
Space Fighter Pilots survived. Presently, they are a cadre for a
new regiment recruiting on Dahar IV,

The new regiment consists of the same type of people that
comprised the old regiment: the weathered miners and prospec-
tors who work the dusty silicon and bauxite mines on Dahar V.
There, the miners learn to work with sophisticated dredging,
refining, and drilling machines that rival BattleMechsin complexity
and power.

Twenty years ago, during the single Kurita raid on the planet,
a company of miners defended their stake using the 40-foot-tall
Brooks Incorporated Three-Man Digging Machines. The giant
machipes were fast enough to rush the Kurita ‘Mechs and agile
enough to dodge most of the laser and missile fire.

Operating such machines makes it easy for the miners to learn
the mysteries of the BattleMech. After a few seasons of using the
Digging Machines under the hot suns of Dahar, many men look for
an easier life in the military training camps that dot the world.

DAHAR

BATTLEFORCEVALUES
Regimental BattleGroup
Vi-RG-{1)
Vi-RG{1)
V2-RGH{1)
V2-RGH1)
H4-EL—{23)
A1-EL—-(23)
Total Cost: 50
Thomas's Alr Squadron
*M2-RG-{15)
"L1-RG-{E)
*H1-RG{14)
Total Cost: 35
Pope's Battalion
Battalion Headquarners M3-RG—{14)
Horshaw's O'Malley’s
Company Company
AZ-NT-{25) L1-RG—{8)
H2-RG-{18) M1-RG-({18)
M2VT{17) M1-VTH{18)
Total Cost: 154 h
Sumner's Battallon
Battalion Headguarters M4-VT—{10)
Custer's Company Bum'’s Company
AZ-RGH{20) M2-RG—{17)
M&-RG—{16) M5—RG{B)ESR
H4-GR-{23) M5-RG—{B)ESR
Total Cost: 134
Franch's Battalion
Battalion Headquarters M1=VT={18)
Donna's Medium  Engelmann's Fire
Company Company
M4—GR-{10) H2-VT—{18)
M4-GR(10) H3-VT-{18)
M4-GR-{10) MERG{18)
Total Cost: 136

Garcia's
Company
M3-RG—{14)
M3-RG—{(14)
MES-VT—{8)

Bean's Company
L3-GR-{B)ESR
L3-GR—{B)ESR
L2-GR-{5)ESR

Ross's Light
Company
L3-RG—(B)ESR
ME-RG—(16)
ME6—GR—{B)ESR

Regimental Total
RBG 50

Thomas's Air Squadron 35
Pope's Battalion 154
Sumner's Battalion 134
French's Battalion 136
SUBTOTAL 504
Experience 34

TOTAL 538
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RAMANDRACONISMARCHMILITIA BATTLEFORCEVALUES
Commander: Major-General E?Ega'_'{':?l EattleGroup
. Qi Poivel Vi-RG{1)
rimary Mission: Sector V2-RG{1)
v Defanse H1-VWT—{21) Extra ‘Mech
Strength: 99% listed A3-EL—{20) Extra 'Mech
Standard fight rating: Green, Total Cost: 64
Light
: Holloway's Air Com
';;fﬂm' PO . v o e
eForce Value: 425 points “L2-RG—(8)B15
! : o “L2-VT-(8) ' -

Along the Draconis frontier, many worlds cannot raise a full *L1-GR—{B)
regiment for defense. Therefore, a light regiment, like the Raman Total Cost: 36
DMM, spreads out among them, each battalion assigned to a | oM
different world and tenuously linked by Hyperpulse stations and a
few JumpShips. The purpose of such battalions is to protect the g iy gl PSR A RS
light industries and agriculture of the frontier from the occasional Company Company Company
pirate or rogue mercenary. They were not meant to fight pitched L3-AG—(8) L2-AG~{5JESR  M5-RG-(BJESR
battles, which proved disastrous for the Raman DMM on Galtor |11 L3-GR—{B) L3-GR-{B)ESR M4—GR—{10)

The Raman DMM rarely trained together as a full regiment. L3-GRHE) L4-GR-{5)ESRA L1-GR—{8)
The battalions’ weak discipline was often cited in official inspec- Total Cost: 52
tion tours. Filled with green MechWarriors barely able to control 1
their machines, the companies never fielded more than a lance at ;?n:ErH::;q“g:g:s M3-VT—(14)
one time; the rest lay mothballed in repair facilities. To conserve Turgon's Medium  Eldalie’s Light Ulmo's Récon
supplies, General Baden-Powell even forbid the firing of live Company Company Company
ammunition during maneuvers. M2-RG—{17) L4-RG—(5) L2-RAG—{5)ESR

Considering its handicaps of men and materiel, the unit still M1-VT—{18} L3-GR-{6) M3-RG—{14)AEP
performed remarkably well. They unwaveringly faced a concen- Tnmmﬁtﬂ:} L3-GR—(6) MS-GR-(8)ESR
trated attack by three regiments and caused heavy losses. In -

rticular, its battalion and company officers fought extremely Seymour's Battalion
well. None of the officers survived the destruction of the regiment. Battalion Headquarters H2-VT—{18)

The Raman air company had an interesting time on Galtor l11. Earendil's Light  Holman's Light Elwing's Fire
Many pilots flew captured Sholagarlight fighters identical to Kurita Company Company Company
fighters. With electronic counter measures and strict radio silence, ﬂﬁ:{‘:} :E_—gl’;n—_t{féﬁg: 'ﬂ—_gg—ﬁa ?:gﬂ'
Raman DMM pilots could approach quite close to Kurita units R 31: 12.0mi8EsR " 126 HjBJEG -
without a challenge. Although measured in fractions of a second, Total Cost: 108
the advantage was enough to rack up an impressive kill score for s
the command. Regimental Total

ABG 64

Holloway's Air Sgquadron 36

RAMAN it 52
Finnegan's Battalion 118

— Seymour's Battalion 108
SUBTOTAL 419

[ — ) St :
TOTAL 425

&
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BREMOND DRACONISMARCHMILITIA
BREMOND

| Commander. Lieutenant
General Mary Tallman
Primary Mission: Quick
Response Force
Strength: 105% listed
Standard fighting rating:
| Regular, Heavy
| Losses: 31.666%
BattleForce Value: 630 points |
et |

One of the best generals in the Federated Suns, Lisutenant
General Tallman is a ferocious, technically brilliant, and com-
pletely uncompromising fighter. She pushes her MechWarriors to
heights no other militia unit, or many House regiments, could
possibly reach.

The unit gets this strength from Tallman's infectious self-
confidence. The daughter of a house Tech employed by the 22nd
Avalon Hussars, Tallman grew up around BattleMechs of every
shape and size. In her late teens, she built her own Locust
BattleMech from spare parts found in the junk heap. Her father
forbid her to arm the ‘Mech, but Tallman soon became adept at all
forms of maneuver. She completed the obstacle course on the
22nd Hussar's main training camp in record time; her record
stands to this day.

Tallman enrolled in the NAIS, but found the dreary load of
required courses too confining. She was only happy when inside
a ‘Mech, poking about the innards, revamping the architecture,
and redesigning the electronics. The instructors at NAIS would
not let her near a ‘Mech for the first two years of her study. As the
repression was too much for her, she left the NAIS and enlisted
with the 22nd Avalon Hussars.

Thirteen years later, Tallman was promoted to company
commander in the Hussars. During this time, the 22nd fought
three major battles against House Liao and one against Kurita
forces. Tallman continually placed herself and her company in the
thick of the fighting. Nevertheless, as daughter of a Tech, her
chances for promotion were non-existent. She had to leave the
regimant she loved.

Militia units are always searching for competent officers. After
three years as battalion commander with the Robinson DMM, she
was offered her own command with a troubled regiment, the
Bremond DMM. When Tallman took over the command, Bremond
DMM seethed and boiled like a sulphur lake. Racial disputes had
created a schism between the native Bremond citizens and the
recruits from other worlds. The day after Tallman arrived, a riot
occurred in a town near their base, killing three fownspeople.
Tallman immediately investigated, found that two of her Mech-
Warriors were to blame, and ordered them hanged.

Slowly, her daily drills and maneuvers began to turn the unit
around. If any member of the unit screwed up, the entire regiment
would receive punishment. Units that logged less than five hours
of atmospheric drop instruction now dropped every weekend.

Four months after Tallman took command of the Bremond
DMM, a strong Kurita raiding party broke through the thin Davion
perimeter defenses, landed on the industrial world of New Ivaar-
son, and quickly overpowered the meager garrison. As not a

single house regiment was in position to challenge them, Tallman
instantly weant into action. Two weeks after the fall of New
Ivaarson, her ‘Mechs dropped from a hastily requisitioned collec-
fion of military and merchant craft. The regiment fought brilliantly,
routing the surprised Kurita defenders and liberating the planet
with minimal losses. That victory united the squabbling battalions
into a single force under a charismatic commander.

Though the men and women of Tallman's regiment love her
dearly, many move on 1o house regiments. A Bremond lance
leader could easily lead a company in any house unit, while
company and battalion commanders are constantly leaving for
high posts in the military. Tallman herself constantly turns down
offers for prometion, remaining loyal to her regiment.

BATTLEFORCEVALUES

Regimental BattleGroup
V1-AG—{1)

Vi-AG={1)

V2-RG1)

V2-RGH1)

A3-EL—(20)

A2-EL—{25)

Total Cost: 49

Hargrave's Alr Squadron
‘L2-RG{8B)

*M1-RG—{10}
*H2-EL—{24)

Total Cost: 42

Jenkins's Battalion
Battalion Headquarters M5—RG—{8)
White's Company  Cratchet's Company  Kelly's Company

A1-EL{23) H1=VT={18) M3-RG—{14)
A2-VT—(25) M1-RG—{18) M4-RG10)
H2-¥T-{18) M1-RG—{18) H3-RG{16)

Total Cost: 168

Spazia's Battalion

Battalion Headquarters M4-RG—(10)

Jones’s Company  Mustard’s Company  Foley’s Company

H1-EL-{18) L3-VT—{B)ESR L2-VT—(5)ESR
H4-VT—{23) L3-AG—{B)ESRA L2-RG{5)ESR
H5-VT—{20) L2-RG—{5)ESR M4-GR—{10)

Total Cost: 123

Marti's Battallon

Battalion Headguarters AZ-NT-(20)

Finkler's Company Lally's Company  Sipiora's Company
H5-RG—{20) M4-RG—{10) H2-GR-{18)
M&-GR-{16) M4-RG—{10) H4-RG-{23)
ME—GR—{16) M4-GR-{10) H5—-RG—(20)

Total Cost: 163

Regimental Total
RBG 49
Hargrave's Air Squadron 42
Jankinz's Battalion 168
Spazla's Battalion 123
Marti's Battalion 163
SUBTOTAL 545
Expereance a5
TOTAL 630




FEDERATED SUNS UNITS :

CLOVISDRACONISMARCHMILITIA
CLOVIS

Commander: Major General
Clement VIII

Primary Mission: Planetary
Defensze

Strength: 92% listed

Standard fighting rafing: Green,
Medium

Losses: 15.542%

BattleForce Value: 493 points

Most of the Clovis DMM's MechWarriors and Techs come
from Kentares IV, the site of the worst massacre ever committed
in the Human Sphere. During the First Succession War, Jinjiro
Kurita ordered his froops to slaughter the citizens of Kentares to
avenge the death of his father on the planet. The planet has yet
to recover from the loss of 90 percent of its population.

The Clovis DMM ached for a battle with the Draconis Com-
bine. The leaders on New Avalon, however, were terrified that the
unfried unit would be destroyed. Until the Galtor emergency, the
regiment participated only in a single raid on Fellanin Ill. New
Avalon chose that barren, godforsaken world because Takashi
Kurita had erected a 100-meter-tall monument to Jinjiro Kurita on
a prominent mountaintop.

For three days, the Clovis DMM launched attack after attack
against the Kurita ‘Mechs holding the mountain passes. The
Draconis Combine leaders were convinced that Davion knew
about the secret AeroSpace Fighter factory built into the mountain
range. However, the Clovis DMM sought a more personal re-
venge. When they finally broke through the Kurita defenses, the
B#avion MechWarriors rushed up the mountain toward the statue,
ignoring the Kuritas' attempts to evacuate the factory grounds.

When the Davion regiment got around to overrunning the
factory, DropShips had already lifted off with most of the usable
equipment. The statue was sent in pieces back to Kentares.
Jinjiro's desecrated head now rests in Martyr Square amid the
rusting, decayed shellz of the old capital buildings.

BATTLEFORCEVALUES

Regimental BattleGroup
VI-RAG-{1)

V1-RGH{1)

VZ2-RG{1)

V2-RG—{1)
M3-VT—{14)ESR AEF ECM
L3-VT—{B)ESR AEP ECM
Total Cost: 56

Rymills's Battalion

Bamnalion Headquarters A1-RG-(23)ECM

Burke's Company  Mansen's Company  Meunt's Company

A1-RG—{23)ECM M1-GR—{18) La3-GR-(6)ESR

H4-RG—23)ECM M1-GR-{18) L3-GR-(6)ESR

H2-RG—{16)ECM L1-RG—(8) M4—RG—{10)ESR

Total Cost: 172

Ellsworth’s Battalion

Battalion Headquarters !u'IG—VT—ﬁJr}

Stanley's Company - Peter's Company Lil's Company
AF-NT—20) M3—-GR—{14) M5—GR—{B)ESR
H3-RG-({18) M3-GR-{14) M5-GR-(B)ESR
H5-RG—20) M5—-GR—{(8) M4—GR—{10)ESR

Total Cost; 141

Darlington’s Battalion
Battalion Headquarters M4-T—{10)
Wan's Company Bauer's Company Lawrence's Company

H5-GR-{20) M&-RG{16) L3-GR-{E)ESR
M2-RG—{17) M3-GR-{14) L2-GRH{5)ESR
M2-RG—{17) ME-GR~{18) L2-GR-{5)ESR
Total Costs: 135
Aegimental Total
RBG 56
Rymills's Battalion 172
Ellsworth's Battalion 141
Darlington's Battalion 135
SUBTOTAL 504
Experience =11
TOTAL 493

CLOVIS

an
==




FEDERATED SUNS UNITS

ROBINSONDRACONISMARCHMILITIA

RomIasBN | Commander: District Com-
|  mander Andrew Gunningham
| Primary Mission: Quick
| Response
| Strength: 93% listed
| Standard fighting rating: Green,
Light
Losses: 10%

BattleForce Value: 507 poinis

No one, especially the regimental commander Andrew Cun-
ningham, thought that the Robinson DMM was fit to fight a
prolonged battle. The unit did not even qualify as a regiment.
Acting more as a way station, it consisted of pieces of companies
or battalions awaiting transportation or new orders.

At the outbreak of the Kurita invasion of Galtor ||, the Robin-
son DMM consisted of a company of MechWarriors waiting for
'Mechs to be delivered, a company of battle-hardened MechWar-
riors from the Syrtis Fusiliers teaching the latest electronic counter
measures, a company of MechWarriors so green that “they
looked like onions—white heads and long green bodies,” survi-
vors of a mid-air collision that killed a dozen Techs and MechWar-
riors, and a Light Fire Company without ammunition, electronic
sensing devices, or actuators for their legs.

None of these units had ever met each other—much less
fought together—until they were billeted in the same JumpShip.
Faced with such a diverse collection of machines and bodies, it is
understandable that Commander Cunningham took so long to
strike against the Kurita.

Although the Robinson DMM did not frain together, it fought
well on Galtor lll. The Syrtis Fusiliers, in particular, outpaced the
rest of the regiment, as it forced its way into New Derry during
Phase Three of the campaign. Interviewed afterward by a Feder-
ated Sun newsweekly, the company commander, Yvonne Mica,
stated that they just wanted “to have done with it and go home.”
Eyewitnesses reporied that Yvonne and her MechWarriors con-
tinued to give classes on correct ECM and AEP procedures while
under fire from Kurita ‘Mechs.

ROBINSON

BATTLEFORCEVALUES

Regimental BattleGroup
V1-RG—{1)

Vi1-RG1)

V2-RG{1)

V2-RG{1)

M2-VT—{17)
M3-GR—{14)

Total Cost: 35

Meyer's Air Squadron

*H2-RG—{24) .
*M2-RG—{15) ; -
*L1-RG-{8)

Total Cost: 45

Preminger's Battalion
Battalion Headguarters A1-RG{23)ECM/ESR
Mica's Company Orr's Company  Huber's Company
A3-EL—{20)ECM/ESR M3-RG-{14) M5-GR—{8)
A3-VT-{20)ECM/AEP MI-RG—{14) ‘M5-GR—{8)
H2-VT-{18)ECM L3-RG—(B)AEP/ESR L3-RG—
(E)AEF/ESR
Total Cost: 191

Schneider's Battallon
Battalion Headquarters H2-RG—{18)ESRA
Becker's Company Dolen's Company Feingelder's Company

M4—GR—{10) M2-VT—(17) M4—GR—{10)
M4-GR—(10) M2-RG—{17) M4—GR—{10}
L2-GR-{6)ESR  L4-RG—{5)ESR L3-GR-{6)ESR
Total Cost; 121
Shubert's Battalion

Battalion Headquarters H3-RG-{16)ESA
Whitkens's Company Rosen’s Company Gutknecht's Company

Ma-RG-{14) ME—RG—{16) L1-GA-{8)
M3-GR-{14) Me—-GR-{16) L1-GR—(8)
L2-GR-(5) M1-GR—{18) L1-GR-(8)
Total Cost: 126
Reglmantal Total
RBG 35
Meyer's Alr Squadron 45
Preminger's Battalion 1M
Schneider's Battalion 121
Schubert's Battalion 126
SUBTOTAL 518
Experience -1
TOTAL 507
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33rd AVALONHUSSARS

Commander: Lisutenant
General Wilson Mandella
| Primary Mission: Assault
*Strength: 125% listed
Standard fighting rating:
Veteran, Heavy
| Losses: 84.354%
| BattleForce Value: 750 points

Like all Avalon Hussar regiments, the 33rd Avalon Hussars
were created to expand Lucien Davion's power over his nearby
neighbors. For each star system that joined him, he created a
military unit called the Hussars to garrison the planet. By the time
the Crucis Pact was signed in 2317, 26 Hussar regiments de-
fended the inner star systems of the newly formed Federated
Suns. By 2405, everyone called them the New Avalon Hussars
and, finally, the Avalon Hussars.

These regiments proved their worth during the Age of War that
followed. The regiments fought all over the Federated Sun sphere
ofinfluence. Every year, new Hussar regiments were added to the
growing Federated Sun military strength until there were 60
Avalon Hussars regiments.

In 2431, the 33rd Avalon Hussars defended the planet Ken-
tares IV against a force from the Terran Hegemony. The Terran
units completely destroyed the Hussars. It would not be their last
defeat.

Many decades later, the Federated Suns gained BattleMech
tgchnology. The joint commanders of the remaining Avalon
Hussars, however, considered the BattleMech too slow, heavy,
and impractical. They refused fo train with the new machines. As
leaders in New Avalon created new 'Mech regiments, they gradu-
ally withdrew funding to the Hussars.

The military census of 2700 revealed only 15 regiments that
stubbornly stuck to the name of Avalon Hussars. With the emer-
gence of the Star League, these units were reduced to litle mora
than planetary garrisons.

The Hussars looked forward to the First Succession War, At
last, they could prove their worth to the Federated Suns. Gaily,
with flags flying, they marched off to war on a dozen planets.

It was a massacre. Kurita and Liao BattleMechs shattered the
Hussars' outdated tanks and hovercraft. Though the Hussars
fought magnificently, their machines could not match the power of
a BattleMech. In six years, all 15 Hussar regiments were deci-
mated.

After the peace treaties of 2821, the Hussars were a collection
of Tech support troops, air units, and other small scattered pieces.
The survivors had no qualms about using BattleMechs. They
accepted the machines gratefully and from any source they could
find them.

In 2828, just in time for the Second Succession War, the
leaders in New Avalon christenad the newly minted 33rd Avalon
Hussars. The brightly painted "Mechs marched past the reviewing
stand and directly onto ships headed for the House Liao border.
They dropped on Novaya Zemlya, a major industrial center for the
Capellan Confederation. Fighting in the ruins of the planet's

capital, the Hussars met the Prefectorate Guard from the Capel-
lan Hussars of House Liao. In two days of bloody fighting, the
veteran Liao Guard crushed the 33rd Avalon Hussars; barely ten
percent of their ‘Mechs survived.

This time, propaganda saved the 33rd. Media consultants
warned that announcing the destruction of the 33rd, after all the
coverage given them, would disastrously decrease morale in the
Federation. The remnants of the 33rd were once again sewn into
a viable regiment. [

Since then, the 33rd Hussars have teetered on the brink of
annihilation twice. Each time, enough was salvaged to knit the
unit back together. The press calls the 33rd “The regiment that
wouldn't die.” Each MechWarrior in the regiment hopes that they
are right.

BATTLEFORCEVALUES

Reagimeantal BattlaGroup
V1-RG-{1)

Vi-RG—{1)

V2-RG~{1)

V2-RG-(1)
A2-NT—{25)+2Arm/+2Fp
H1-GR—{21)ESRA

Total Cost: 59

Benham's Battalion

Battalion Headguarters
Epsom’s
Company

H1=V¥T={21)

Parkerson's Whiteway's
Company Company
A1-EL-{23)+2Fp M3-VT-{14) M1-RG{18)ESR
A1-EL-{23}+2Fp M3-VT—{14) M1-AG—{18)ESR
H4—EL{23)+2Arm L3-VT-{6)ESR L1-RGH{8)ESR

Total Cost: 189

Meade's Battallon
Battalion Headquarters H3—EL—{16)

Astor's Company  Fennel’s Company Hosmer's Company
A2-EL—(25)ECM MS-VT—{18)ESR ME-RG—{16)ECM
A3-EL—{20)ECM M5-¥T—{18)ESR ME-RG—{16)ECM
H2-EL- L2-VT—{5)ESR L2-RG—{5)AEP/
{18)+2Arm/ECM ECM
Total Cost: 187
Lyon's Battalion

Battalion Headquarters H5-EL—{20)ECM

Buller's Company Marten's Company Previn's Company
A1-EL—{23)ECM/+2Fp M4—RG—10) H3-VT—(16)
A3-VT—{20)ECM/+2Fp M4—-RG—10) M4-VT—{10)

H2-VT—{18) L2-RG—(5) L2-VT—{(5)
Total Cost: 152
Regimental Total

RABG 58

Benham's Battalion 189

Meada's Battalion 197

Lyon's Battalion 152

SUBTOTAL 597

Experience 153

TOTAL 750




: FEDERATED SUNS UNITS

4THCRUCISLANCERS
Commander: Major-General
Charles Duncan
| Primary Mission: Assault
| Strangth: 125% listed
Standard fighting rating:
Veteran, Medium

Losses: 11.953%

‘ BattleForce Value: 785 points |

Minoru Kurita once remarked, “The Crucis Lancers are the
finest marksmen in the galaxy. Fortunatsly, there are not many of
them.” For most of their history, the Crucis Lancers have con-
sisted of no more than three regiments. New Avalon designed all
Crucis Lancer regiments as heavy assault forces, stuffed with
‘Mechs and crewed by some of the best MechWarriors in the
Federation,

The 4th Crucis Lancers developed from members of a heavy
‘Mech regiment that refused to follow Alexsandr Kerensky info
exile. For 50 years, New Avalon tried to bring the unit up to its
designated strength. Every time it got one battalion outfitted,
however, a crisis forced the Federation to send in the 4th with only
half its ‘Mechs. Even so, the understrength regiment led five
successful assaults against the Capellan Confederation.

To counter a powerful Kurita force on New Aberdeen, Davion
assembled the 4ih, 5th, and 7th Crucis Lancers into the most
powerful Davion brigade in history. After the brigade dropped onto
the planet, however, Kurita threw in more and more regiments,
isolatigg the 4th with two regiments. Yard by yard, the Draconis
Combine troops reduced the pocket, but they could not destroy
the regiment. For three weeks, the 4th remained isolated with half
its available ‘Mechs verging on breakdown. When Davion rein-
forcements finally came, less than half the original ‘Mechs were
functioning.

Hereditary appointments are a fact of life in many older
regiments. When a MechWarrior dies, all the relatives are polled
to see who will occupy the ‘Mech's seat. The Crucis's long
campaign on Aberdeen piled up claims and counter-claims to
almost every piece of its equipment. Every day, the commanders
of the Crucis Lancers brigade found themselves embroiled in
lawsuits over BattleMechs and rights of repair and salvage. One
family even sued the 4th Crucis Lancers's commander for aban-
doning a useless Banshee BattleMech.

To settie such annoyances, the large 7th Crucis Lancer
Brigade broke up, and the number of Crucis Lancer regiments
grew to eight. The courts spent a year sorting through the claims
and counter-claims; afterward, each regiment was brought to full-
strength with new ‘Mechs and inexperienced MechWarriors.

Although now classified as just a medium regiment, the 4th still
retains its powerful assault lance, artillery, and air squadron.

BATTLEFORCEVALUES

Regimantal BattleGroup
VI-RG—(1)

V1-RG—{1)

V2-RG—{1)

V2-RG—{1)
H3-EL—{16)ECM
M1-VT—{18)ECM
M1-VT—{1B)ECM

Total Cost; 65

Wheeled Recon Company »
Le-RG{2)ESH -
LB-AG—{2}ESR

Le-RGH{2)ESR

Total Cost: 15

Artillery Battery
Ar2—RG-{16)
Ar1-RG—(30)
Ar1—RG—30)
Total Cost: 76

AirSquadron
*H1-RG—{14)ESR
*M1-AG-{10)ESR
*L1-RG—{B)ESR
Total Cost: 39

Louls-Phllippe’s Battalion
Battalion Headquariers AZ-EL—{25)ECM
Aublgne’s Company Barentin's Company Chatelet's Company

A1-EL—{23)ECM  A3-EL—{20)ECM H1-VT—{(21)
H2—EL{18)ECM H4-EL—{23)ECM Me-VT—{16)ESR
HE5-EL-{20)ECM H5-EL—{20)ECM M5-VT—{BJESA

Total Cost: 221

Alexandre's Battallon

Battalion Headguarters M2-VT—={17)

Deffand’s Company  Agoult's Company  Anjou's Company

M4-VT—{10) M3-VT—{14) ME-RG={16)
MI-VT—{14) M5—RG-(8) M2-VT{17)
L2-AG—{5) L3-VT—(E} L4-RG—(5)
Total Cost: 112
LaBrun's Battalion
Battalion Headquarters M3-EL—{14}

Coppee's Company Laplace’s Company Villard's Company

M2-GR—{17) MA-VT-(10) ME-VT-{1E)
ME-GR-{16) M4-RG-{10) M5-RG—{B)
L4-GR—{5) L3-RGB) L2-RG—{5)
Total Cost: 107
Regimental Total
RBG 65
Wheeled Racon Company 15
Artillery Battery 76
Air Squadron 39
Louis-Philippa's Battalion 221
Alexandre’s Battalion 112
LeBrun's Battalion 107
SUBTOTAL 635
Exparience 150

TOTAL 785




FEDERATED SUNS UNITS

12TH VEGAN RANGERS, ALPHA REGIMENT

D Commander: Margrave
Sheridan Douglass

Primary Mission: Assault

‘Strength: 150% listed

| Standard fighting rating: Elite,
Heavy

Losses: 45.345%

BattleForce Value: 1148 paoints

l

From Terra, the bright star Vega shines out like a beacon. In
many ways, it was a beacon for explorers and colonists during the
Exodus. Settlers flocked to Vega's two habitable planets, both
blessed with warm climates and plentiful water.

One of Vega's founding fathers was Loran, a ranger for the
Synthetic Victories Corporation. In those ancient times, rangers
patrolled the vast areas of empty space between planets of a
single system. It was a job suited for people who did not mind
being alona for six months at a time.

In his book Eleven Against the Stars, Loran set down the
principles by which he and his fellow ten rangers lived. A Ranger,
Loran wrote, needed to live simply and honestly without delusions
or manias. A Ranger values loyalty, but never follows others
blindly. He must serve people, not corporations, and above all,
must remain free to follow his own destiny. Over 57 years later, a
young boy growing up in the Periphery read the book and vowed
he would be the 12th Vegan Ranger,

That young man grew to be one of the greatest mercenary
lgaders of the Successor States. His name was Lawrence
Helmund Nelson, better known as the Duke of Verde. The Duke
lived most of his life in exile, hiding from the man who had usurped
his father's throne. Nelson spent the First Succession War in the
cockpit of his Wolverine BatleMech. To hide his true identity, the
young duke called himself the 12th Vegan Ranger and used
Ranger Loran's symbol, a "V" against a bright star.

Many people took notice of this tall, lanky youngster with an
intense gleam in his eye and incredible acrobatic skill. Although
given dozens of offers to join the best mercenary units, Nelson had
other plans. He knew he needed his own army to regain his lost
throne.

Nelson began to look for men who fit his notion of a good
MechWarrior. The rules he followed were very similar to the
principles set out by Ranger Loran. The young Duke formed a
lance, a small company, then finally a battalion of 'Mechs and
vehicles. He chose only the best MechWarriors he could find, and
something in his manner made them work for him at half the usual
rate. Perhaps it was his sense of mission, a luxury in the cutthroat
world of the mercenary, that drew so many good men to him.

Throughout the First Succession War, Nelson plotted and
schemed for his revenge. The man who killed his father was
himself killed by his sister, the Contessa de Mavelo. She took over
the throne as regent for her brather's two young sons. Less than
a year later, both were dead, and the counsalari at the court were
instructed to call the regent Queen Mavelo.

Verde desperately needed an army to defend against the
hordes of Kurita raiders that consiantly prowled their system.

Therefore, when an intense mercenary captain presented himself
at her court, Quean Mavelo did not turn him away. Aware of her
situation, he offered to help. Although she offered him compensa-
tion way below standard, he accepted, to her great surprise and
suspicion. Thatis how the real Duke of Verde came to work for the
family that murdered his father.

Melson did more than clear Kurita pirates from the trade
routes, He revamped the militia forces on Verde, set up fraining
camps, and continued to recruit the bast independent MechWar-
riors in the Federated Suns. This activity made New Avalon situp
and take notice. After all, everyone had considered Verde a small
backwater duchy of minor to middling importanes, not the military
powerhousa it was becoming.

Queen Mavelo never frusted the man with no real name. After
two years, she pieced together enough of the truth to terify her.
To rid herself of this pretender to the throne of Verde, she
dispatched elements of her personal guard fo challenge him in
combat.

Onewarm summer nightin 2829, four ‘Mechs painted in Kurita
markings floated down from a DropShip around Nelson's simple
woodframe house. With searing blazes of laser fire, the ‘Mechs
ignited the house. Meanwhile, Nelson, alerted to the attack by
friends within Queen Mavelo's air force, had withdrawn with his
‘Mech to a nearby water tower. When the flames were at their
highest, Nelson's Wolverine leapt down onto one of the 'Mechs,
a Thunderbolt. The Thunderbolf's long-range missile rack ex-
ploded, blowing the cockpit apart.

The three remaining ‘Mechs scattered and tried to surround
the elusive Wolverine. Nelson, however, lured them through
twisted ruins on the outskiris of the city. An Assassin ‘Mech
rushed around a corner only to be met with a fusillade of fire from
Nelson's Whirlwind Autocannon.

Setting up his Autocannon as a remote, Nelson let loose two
of his three remaining rounds. The other two 'Mechs instantly
turned to the noise, creeping around the side of a smoldering
sewing machine factory. Holding a red hot beam from the factory,
the Wolverine sprang up from behind and jammed the metal into
the exhaust vents of the Hunchback’s left rear torso heat sinks.
The jagged metal lance pierced the lighter back armor and
penetrated into the ‘Mech’s ammunition bay, exploding 19 Au-
tocannon rounds and throwing Nelson's Wolverine end over end
into the ruins of the sewing machine factory.

Asthefinal'Mech, a Warhammer, closed in on the overheated
and shutdown Wolverine, a Locust BattleMech from the 12th
Vegan Rangers arrived and engaged the Warhammer. Although
the Locust was doomed, the Ranger did buy enough time for
Melson's ‘Mech to cool down.

With a deafening roar, the Wolvering's jets ignited and shot
him on a horizontal course straight at the Warhammer. Although
he missed the ‘Mech's cockpit, Nelson managed to clip one of the
particle cannon arms, swinging the heavy 'Mech around and
knocking it into an electrical power substation. There was a
blinding flash of sparks, then silence.

Nelson saved the life of the Warhammer's MechWarrior for
evidence that Cueen Mavelo was behind the assassination
attempt. Later, the MechWarrior was hanged along with Queen
Mavelo and her enfourage. Lawrence Helmund Nelson regained
the duchy of Verde.
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Two hundred years later, the 12th Vegan Rangers continue 1o
grow and prosper. Throughout the Second and Third Succession
Wars, the Rangers completed a number of tasks for the Davion
government, but they have resisted offers to join the regular

military.

Today, Sarah Nelson sits on the throne at Verde. With her
most loyal subject, Margrave Sheridan Douglass, she has ex-
panded the 12th Vegan Rangers into four regiments of independ-
ent troops who contract for the Federated Suns, princes of the
Periphery, and the Lyran Commonwealth. Currantly, all four
regiments are employed by the Federated Suns, who pay a

premium for their continued loyalty.

BATTLEFORCE VALUES

Regimental BattleGroup
V1-RG—{1)

VI-RG-{1)

VZ2-RG—{1)

V2-RG—{1)
AZ—EL—{25)ECM/Extra 'Mech
A1-EL-H23)ECM/+2Arm

H4-EL—{23)ECM/+2Fp
Total Cost: 100-
Merino's Air Squadron
*H2-EL{24) b
L2-EL—{8)B30
*L1-EL-{6)B30
Total Cost: 50
Hover Recovery  Tracked Company DropShip Delense
VE-VT—{B)ESR V3-EL{16)ECM ‘M1-EL—{18)
VE—RG—(8) V4-VT—{13)ECM A1-NT-{30)
VE—RG—(B) V5-\T=(9)ECM V3-RG{16)
Total Cost: 27 Total Cost: 47 Total Cost: 64
Bragg's Battalion
Battalion Headquarters H3-EL-{16)ECM
Cullom's O'Donnell's Summer's
Company Company Company
A1-EL—(23)ECM H1-EL-{21)ECM ME—VT—{16)ECM
A3-EL—{20)ECM H1-VT—-{21)ECM ME-VT—{16)ECM
H4-EL—{Z3)ECM M1=VT={1B)JECM M2-RG—{17)ECM
Total Cost: 221 ’
Johnston's Battalion
Battalion Headguariers ME-EL—{16)ESR
Brennon's Mandell's Dargis's
Company Company Company
AZ-EL—20) H5-VT—{20)ECM  M4-VT—{10JAEP/ESR
H2-EL-{18) HE-VT-{20)ECM M4-VT—{10)ESR
H4—EL—{23) L3-VT-{6)ECM/ESR Ma-T—{10)ESR
Total Cost: 187

McCulloch's Battalion
Battalion Headquarters H3-EL-{16)AEP
Murphy's Company  Kellem's Company  O'Toole’s Company

A1-EL—23) H5-VT—{20)ECM L3-VTE)
H2-EL—{18) L4-RG—{E)ECM M5-RG—B)
H2-EL-{18) L4-RG—5)ECMESR M5—RG—{8)
Total Cost: 149
Regimental Total
ABG 100
Merino's Air Squadron 50
Hover Recovery 27
Tracked Company 47
DropShip Defensea 64
Bragg's Battalion 221
Johnston's Battalion 187
McCulloch’s Battalion 149
SUBTOTAL BE3
Experience 303

TOTAL 1148
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22ND SPECIAL AIR SQUADRON

Commander: Colonel Sirus
| Golen
Primary Mission: Upper
» Atmosphere Defense
Strength: 120% listed
Standard fighting rating:
Veteran, Medium
| Losses: 37.12%

| BattleForce Value: 213 points

The 22nd Special Alr Squadron deserves special mention for
the stalwart job they performed during their first mission: the
Galtor Campaign. The backbone of the 22nd is the two elite and
one veteran air lances of STU-K5 Stuka heavy fighters. These
powerful lances tore up the 3rd Benjamin Regulars regiment as it
struggled in the minefield on Galtor Ill. They then covered the
retreat of the 33rd Avalon Hussars and later flew patrol over the
real Star League Storehouse.

Cutnumbered four to one by the Kurita fighter squadrons, the
22nd pilots would fly double and triple the number of recom-
mended missions, resting only when their machines needed
servicing. After three months of such gruelling attrition, the men
and women of the 22nd verged on exhaustion and mental col-
lapse. Still, when the Kurita made their final push against the Star
League Storehouse, the 22nd kept the Kurita fighters off the backs
of the 12th Vegan Rangers.

BATTLEFORCE VALUES
*  Parkers Air Hunt's Air Morgan's Air
Squadron Squadron Squadron
*H2—EL-{24) *H2-EL—(24) *H2-VT—{24)
‘M2-VT{15)B15 *M2-RG{15)B15 *M2-VT{15)B15
'L2-RG-(B)B30  "L2-AG-{B)B30  *L2-EL—{B)B30
Squadron Total
Parker's Squadron 56
Hunt's Squadron 56
Morgan's Squadron 56
SUBTOTAL 168
Experience 45
- TOTAL 213

782ND DAVION GUARDS AUXILIARY

Commander: Colonel “Blood |
and Guts” Oliver

Primary Mission: Defense
Parimeter

Strength: 200% listed

Standard fighting rating: Elite

Losses: 100% ;

BattleForce Value: 387 points

-

A standard auxiliary company contains as many units as a
BattisMech battalion. Instead of a lance, the basic unit of a Davion
company is the platoon, each with 21 to 28 soldiers. A standard
company will have two heavy platoons with extra firepower and
electronic sensing devices, three platoons of troops riding lightly
armored wheeled transport, and one platoon of jump infantry. The
rest of the troops, anywhere from four to six platoons, are regular
infantry.

Occasionally, a battery of three Sniper artillery pieces with its
attendant armored scout cars are attached to a company.

BATTLEFORCE VALUES

T82nd Guards Battalion
Secord’s Company  Cooper's Company Casey's Company

|2-EL—(B)ECM/+2Fp N-EL-+{3)+2Fp I3-EL—{4)+2Fp
1—-EL—{E)+2Fp M-EL-{3)+2Fp I3-EL—{4)+2Fp
H-ELH{3)}+2Fp H—ELA{3)+2Fp I3-EL{4}+2Fp
N-EL—{3)+2Fp
Total Cost: 72
312th Artillery Battery
First Company Second Company Third Company
Ar2—-RG—16) Ar1=VT—{30) Ar2-vT-{16)
Ar2-RG—{16) Ar1-VT—{30) Ar2-\T—{16)
Ar2-RG-{18) Arl-VT—{30) Ar2-vT-{16)
Total Cost: 186
178th Recon Section
First Company Second Company Third Company
VB-RAG—{2)ESR VE-RG—{B)ESR V7I—RG{4)ESR
V8-RG—{2)ESR VE6-RG—{8)ESR V7-RG—-(4)ESR
Va-RG—{2)ESR V6-RG—({B)ESR VT-RG—{4)ESR
Total Cost: 69
Auxiliary Total
Guard Auxiliary 72
Artillery Battery 186
Recon Section 69
SUBTOTAL az7
Experiance 50

TOTAL w7
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GALTOR IRREGULARS

Commander: Committee of Four |
Primary Mission: Planetary
Defense
Strength: no listing available
Standard fighting rating: Green
Losses: 91.333%
| BattieForce Value: 400 points

The Galtor Irregulars formed at Hanse Davion's request to
sabotage the Kurita base on the planet. Davion Johnnie Teams
landed on the planet to shape the revolutionaries into an effective
fighting force. As noted in the History chapter, the forces were
successful against Kurita's second and third line troops, but were
no match for fully squipped field regiments. Although the seesaw
battles tore up the Irregular's force, enough survived toinstill in the
Galtorians the importance of a planstary unit.

This conviction ran directly against the desires of New Avalon,
which wanted all arms under the direct control of the Federated
Suns’ military. Because Hanse Davion could not refuse men and
women who had sacrificed so much to become Davion citizens,
he allowed four units to remain in skeleton form.

Seizing this opportunity, the Galtor military leaders immedi-
ately began buying equipment and supplies on the black market.
General Yao-hsiang scored the greatest coup by buying fen
BattleMechs for a million bughels of corn. These 'Mechs joined the
two dozen Kurita ‘Mechs captured during the liberation. Other
fightigg vehicles were easier to obtain. Dozens of old Demolisher
and Von Luckner tanks arrived at the space port in New Derry.
Galleons, Swift Wind scout cars, and military transport vehicles
filled warehouses throughout the country.

In 3024, the combined might of the Galtor Irregulars paraded
down the main street of New Derry in a sparkling and splendid
display of national pride and accomplishment. All units displayed
the Galtor flag (a highly stylized shaft of golden wheat on a green
field) except for General Liao's medium BattleMechs, which
displayed the Sword and Sun of the Federated Suns. The event
was carried on every major video service in Davion space and
beyond.

By the end of the Galtor campaign, all these units were no
more. Most of the green Galtor units did not perform well in battle.
O'Neill's Legion lost most of its heavy armor in ten minutes of
battle with General Yoriyoshi's BattleMechs. The Galtor Flying
Squadron lost its ground contingent soon after, and the six light
fighters had to use New Derry as a base. General Yao-hsiang's
Brigade fought well in the confines of New Derry, although its
artillery battery surrendered fo the 8th Galedon Regulars after
firing less than 30 rounds of ammunition.

Individual units could fight extremely well if backed up by
regular troops. For instance, police and fire department units,
supported by a few Lone Wolf ‘Mechs, defended their neighbor-
hoods with furious determination.

BATTLEFORCE VALUES
Owen Roe O'Neill's Legion
Legion Headquarters VI-VT{O)ECM
V4-RG{13) V5RAGHY) V7-GR-{4) VB-AGHB) [3-GA-{4)
V4-RG{13) V5-AG-9) V7-GR-{4) VB-AG-(8 |3-GR{4)

VIVT-(16) VB-GR{2)ESA VB-GA-{2) VB-RG-B) I3-GR—4)
Total Cost: 114 =

General Liao Yao-hsiang's Brigade

Brigade Headquarters ME-VT—{16)
V4-RG—{13) V3-GR-{16) L2-GR-{5)
V5-RG—(9) V4-GR—{13) . L3-GR—{6)
V3-GR-(16) VE-RG—{3) L1-GR-{B)
M5—T—(8) A1-GR—{186) VB-GR—{2)ESR
M4-RG—{10) A1-GR-{16) VB—GR—{2)ESR
VB-GR-2) AZ-RG—{30) V7-GR—{4)ESR
Total Cost: 210
Galtor Flying Squadron
*L1-RG—HB)BM30 VE-GR-{(B) V7-GR—{4}
*L2-RG-{8)BM30 VE-GR—{B) V7-GR-{4)
*L2—RG—{8)BM30 VE—GR-{B) V7-GR—{4)
Total Cost: 76
Total
O'Neill's Legion 114
Yao-hsiang's Brigade 210
Galtor Flying Squadnon 76
SUBTOTAL 400
Experiance 0
TOTAL 400
=y Fra R




FEDERATED SUNS UNITS

LONE WOLVES

|

| Commander: The Committea
Primary Mission: None
Strength: No listing available

, Standard fighting rating: Veteran
Losses: 75%
BattleForce Value: 880 points

A wolf is a predatory animal found on Terra. The male of the
species usually hunts high in the mountains and makes quite a
lonely sight along a high ridge. Like its namesake, the Lone Wolf
mercenary regiment is a predatory organization, small in number,
which hunts togeather or alone. However, the Lone Wolves do not
inspira loneliness—they inspire fear.

The Lone Wolf unit exists because justice among the merce-
naries of the Periphery Is a rough affair. If a lance gets out of line,
its members could find themselves stripped of ‘Mechs and money
and left to rot on some godforsaken planet. However, when an
offending lance is too big or too dangerous to be thrown out, a
prudent mercenary commander will request that the offenders join
the Lone Wolves.

Throughout the years, scores of lances and companies
passed through the Wolves' organization on their way to other
employment. Some stay for a few years or a few months. The
Woelves that stay the longest remain because no one else will have
them and because it is too dangerous to be alone in the Periphery,
even if one is strapped into a 50-ton war machine. Many desper-
e men have joined the Wolves to escape or hide, and many more
are buried without a name or a regret. Although the unit changes
every year, the essential character of the Wolves remains.

The Wolves live by a creed unlike any other mercenary unit in
the Successor States. Each company, each lance, and in some
cases, each BattleMech is considered a separate entity that owes
no allegiance to the separate units. A MechWarrior must pay a fee
to use the Wolves' repair and supply facility. Disposable items are
extra. Each meal-pack, each liter of fuel, each bullet, shell, or
missile is paid for up-front and in hard currency.

« The lead company in the Wolves, the Commitiee, negotiates
all mercenary fees. At the beginning of each day, all mercenaries
are paid in full. Even in the midst of the siege of New Derry, the
Committee demanded daily payment for all active ‘Mechs. Individ-
ual units within the Wolves can choose to fight or flee as they see
fit. In addition, if they do not like the odds or the deal, they can
leave. Once a unit accepts money to fight, however, it is expected
to be ready for battle.

BATTLEFORCE VALUES

The Commitiee

A2—EL—{25)ECM/ESR/+2Arm
He—EL—{1B)ECM/+2Arm
H1-VT—{21)ECM/+2Fp

Haklm's Company

M2-VT—{17)+2Arm
M4-VT—{10)+2Fp
L1-RG—(8)ESR
V5-RG—I)
Ve-RG—{(2)ESR

Indapandance

V3-VT—(16)
V5-VT—{(g)

Crowned Seraph
A1-EL—(23)
H4-VT—{23)
H3-GR16)

L2-GR—{5)ESR

Sword of Moses
Va-vT—{13)
VE-VT—(8)
VB—RG—{2)ESR
V1-GR-(0)ESR

The Elected Ones

Negef's Company  Force For Galaxy
Freedom
A1-EL-{23) M3-GR={14)
MS-EL-{10)ESR M3-RG—{14)
ME-EL-{186) M3-RG—{14)
V4-RG{13)
VE6-RG—{8) -
Albrot's Company Company of
Wolves
H3-EL—{20) V4-RG—{13)
M2-EL—{17) L4-RG{5)
God's Judgement Lords of the Sword
L4 GR{S)AEP H3-VT-{186)
L3-GR-{B)ESR H5-VT—{20)
M4—RG—{10)
M2-RG-{17)
Mi-RG—{18)
Brothers of lsrael Memoriallsts
L3-EL-{6)ESRA/+2Am  L2-EL—{5)ESR/
+2Am/+2Fp
Black November Golden Rays

M4-EL~{10)+2Arm ME—EL{16}+2Arm/ESR M1-VT—{1B)ESH

John “Blg Booty” Stetson's

Freadom Fighters

Company
L1-RG8) I3-EL—{4)ESR
VB-VT-{2)ESR/AEP [3-EL{4)ESR
|2—-EL—{6)}+2Arm
12-EL-{6}+2Fp
Regimental Total
SUBTOTAL 679
Expeariance 201
TOTAL 880
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17THBENJAMINREGULARS

! Commander: General Syovo
| Yoriyoshi
Primary Mission: Heavy Assault
Strength; 175% listed
| Standard fighting rating:
Veteran, Heavy
Losses: 63.798%
BattleForce Value: 1219 points

It General Yoriyoshi loved anything, he loved his 17th Ben-
jamin regiment. Every year, Yoriyoshi would visit the planets
within his district and pass out scholarships to the Sun Zhang
Academy. Those who accepted the scholarships had to spend
three years in the 17th Benjamin Regulars. Wisely, Yoriyoshi
picked many students with wealthy families, who then contributed
large amounts of money to the regimental coffers.

Consequently, the 17th grew fat with money and equipment.
The District Commander gave his regiment first pick of new
‘Mechs or technology that came from the govemment. What
Luthien could not provide, Yoriyoshi bought on the black market.

This abundance of materiel attracted many good officers and
MechWarriors. Menacham Gonen, the 17th's best battalion
commander, turned down command of a regiment in the Pesht
Regulars because he would take a substantial cut in pay and
command fewer Heavy and Assault ‘Mechs.

Though the Warlord acquired ‘Mechs like toy soldiers, he
never hesitated about sending his shiny new war machines into
battle, The 17th fought a dozen engagements with Davion and
Steiner raiding parties between 3020 and 3025. Yoriyoshi would
lead his men into battie just to test the latest technological
advance. While the MechWarriors deployed on the field, scien-
tists and technicians crammed into the mobile headquarters atthe
Regimental BattleGroup observing some variant of a medium
laser or new type of armor.

The 17this currently stationed on the planet Benjamin. Its new
commander is General Hirushi Shotugama, who is also the new
Warlord of the Benjamin Military District.

BATTLEFORCEVALUES

Reglmeantal BattleGroup
V1-RGH1)

V1-RG—{1)

V2-RG—{1}

V2-RG-{1)
AZ-EL—(25)ECM
AT-EL—{23)ECM
H1-VT—{21}ECM
L3-VT—{6)ECM/ESR
Total Cost: 94

Alr Squadron
“Hi-EL—{14)
*H1-EL—{14)
“H2-EL~{24)

Total Cost: 138

*M2-EL—{15)
"M2-VT-1 5)
“M2-VT—{15)

Elazar's Battalion
Battalion Headquarters

"LE—ET.—{B]BGD
L2-VT-(8)B30
‘L2-vT—{8)B30

H2-VT—{ 1 8)

Samuel's Company Micah’s Company Amos's Company

L1-VT—{8)ESR/AEP

A3-EL—{20)ECM  M6-RG—(16)
A1-EL—(23)+2Arm/+2Fp M6-RG—{17) L5-VT—(6)ESR/AEP
H4_EL{23)+2Arm  MB-RG—{16)
Total Cost; 206

Gonen's Battalion
Battalion Headquarters

M5-\VT—{B)ESR/AEP

A3-EL—{20)Extra 'Mech

Saul's Company Daniel's Company Abel's Company

H4-EL-(23) H4-VT—23)

H5-EL~(20) H5-RG—{20)

H1-EL—(21) H1-RG—(21)
Total Cost: 192

Sharon's Battallon
Battalion Headquarters

M3-VT—{14)
M4-VT—{10)
M4-RG—(10)

H2-VT-{18)Arm/+2 Fp

David's Company Moses's Company Elias’s Company

H2 VT-{18) H3-VT—{16) M5—RG—{B)ESAH
H5 VT—{20) H3-VT-{16) L3-RGB)ESR
Hz2 VT-{18) M3-NT—{14) L3-GR-{6)ESR
Total Cost: 155
Impaerial Artillery Battallon
Battery Alpha Batlery Beta
Ar2—-RG—(30) Arl-VT-{18)
Ar2—-RG—(30) Arl-RG—{16)
Ar2-RG—{30) Ar1-RG—{16)
V4-RG-{13) VB-VT—{2)ESR
V3-RG-{16) VB8-RG—2)ESR
W5-RG—9) VB-RG—{2)ESR
Total Cost: 181
Regimental Total
ABG a4
Alr Squadron 139
Elazar's Battalion 206
Gonen's Battalion 182
Sharon's Battalion 155
Artillery Battalion 191
SUBTOTAL ar7
Experience 242
TOTAL 1219
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JRDBENJAMINREGULARS

| Commander: Brigadier General
Jakodo Naguchido

~Strength: 99% listed

Standard fighting rating:
Regular, Heavy

Losses: 32.767%

: BattleForce Value: 662 points

Naguchido has none of his former Warlord's determination
and fierce dedication. A soft, rather large fellow, he often drinks
too much at parties and is thoroughly unprofessional in dress and
demeanor.

Alhough packed with heavy and assault "Mechs, his regiment
rates only a regular fighting status. In fact, the 3rd Benjamin
Regulars is one of the few Kurita regiments that allow green
MechWarriors to pilot Heavy 'Mechs.

The 3rd's performance during the Galtor Campaign revealad
signs of neglect and lack of discipline. The drop onto the planet
was botched because staffers set their primary objective to be a
swamp miles away from the planned drop site. Naguchido himself
dropped badly and spent hours trapped and isolated in his
overheated BattleMech.

The 'Mechs that did assault the fake Star League depot
bunched up while clearing the twelve bands of minefields, thus
offering superb targets for Davion air. Supply officers forgot to
bring the advanced electronic devices for clearing minefields.

. ‘After the first two days of fighting, the 3rd listed 27 ‘Mechs
destroyed beyond repair, ten damaged and three missing in
action. Two Slayer medium fighters were also destroyed. The
regiment did not kill a single Davion ‘Mech and barely scratched
the Davion air cover.

Disgusted with his general's performance, Yoriyoshi immedi-
ately transferred the 3rd Benjamin Regulars out of the campaign
and to planet lrurzun.

Primary Mission: Heavy Assault|

BATTLEFORCEVALUES

Reagimental BattleGroup
V1-RG—(1}

Vi-RG={1)

V2-RG—{1)

V2-RG—{1)
A3-EL—(20)+2Am/+2Fp/Extra ‘Mech
LZ-RG—5)ESR

Total Cost: 48

Alr Squadron
*H1=-RG={14)
*M1-RG—{10) i
*L1-RG—{&6)BM30

Total Cost: 36

Ismail's Battalion

Battalion Headguarters AZ2-VT—{25)ECM

Glover's Company Lane's Company = Quinn's Company
H5-VT{20)ECM HI1-RG—{21)ECM M5-GR—{B)ECM/ESRA
H4-VT—{23)ECM M1-RG-{18)ECM L3-GR-{6)ECM/ESR

H2-RG-{18)ECM L1-RG—(B)JECM L2-GR-{5)ECM/ESR
Total Cost: 191
Shazli's Battallon
Batlalion Headguarters Al1-EL-{23)}+2Fp
Chu's Company  Zeit's Company  Bardeen's Company
H3-VT-(18} H1-VT—{21) M3-RG—{14)
H3-VT—{16) MA-VT-{10)ESR M3-RG—{14)
H3-RG—(186) L2-GR-{5)ESR Ma—GR—{10)
Total Cost: 154
Gamasy's Battallon
Battalion Headguarters AZ-VTH20}+2Arm
Astaire's Company  Roger's Company Kelly's Company
H4-VT—(23) H5-VT—{20) M2-RG—{17)
Hz-VWT—{18) H5-VT—{20) ME—RG—{16)
H2-RG-(18) H4-GR—{23) M5-GR-{8)
Total Cost; 186
Auxillary Group
V5-AG-(9)
14-GR—(3)
VB-GR—2)
Total Cost: 14
Regimental Total
RBG 48
Air Squadron 36
Ismail's Battalion 191
Shazli's Battalion 154
Gamasy's Battalion 186
Auiliary Group 14
SUBTOTAL 629
Experience a3

TOTAL 662
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11THBENJAMIN REGULARS BATTLEFORCEVALUES
Commander: General :rl:il'mn::l BaitleGroup
Innocemt IV V1-RG—(1)
Primary Mission: Sector V2-RG—{1)
Defense ] V2-RG{1)
Strength: 100% listed L3-EL—{8)ECM/ESH/+2Arm
Standard fighting rating: L2-VT—({5)ECM/ESR/+2Arm
Regular, Light Total Cost: 35
Losses: 15.2%
; ] O'Connor's Alr Squadron
| BattieForce Value: 413 points “H1-RG—{14) g
; . : ‘L2-RG—8) :
The 11th Benjamin Regulars was formed in 2781 as a light Total Cost: 22
mixed regiment, with one battalion of ‘Mechs and two of armor.
For 200 years, it fought various battles including the vicious Holgarth's Battalion

repression of a mutiny on Junction.

In 3001, poor management coupled with neglect brought the
regiment toits weakest point. That year, with less than 28 lightand
medium ‘Mechs at his disposal, General Maratin met a Steiner
‘Mech regiment on Sevem. In less than an hour, the 11th was
ground up and spit out.

The skeleton regiment lay moribund for 22 years until Warlord
Yoriyoshi convinced the Coordinator to rebuild the unit. In late
3023, Yoriyoshi wooed Brigadier General Seville with a promotion
to General and command of the reformed regiment, now with a
complete complement of light and medium ‘Mechs. Seville
changed his name to Innocent IV, married Yoriyoshi's former
mistress, and joined his new headquarters on New Year's Day,
3024,

General Innocent IV was the perfect man to lead a light
regiment. He personally shunned the Heavy ‘Mechs popular with
Combine commanders, and demanded that his men master
essential light regiment techniques, like long-range reconnais-
sance, skirmishing, hit-and-run drops, ambushes, screening
larger forces, and end-run maneuvers. He moved the 1 1th's main
base on Tripoli to the middle of the planet's petrified desert
{because it was too close to “the whores of the city”). For months
at atime, the regiment underwent extensive training. By 3025, the
regiment was at its peak and ready for any mission. Galtor lll gave
them their first taste of combat.

Battalion Headquarters ME-VT—{186)
an Dykes's Company Willeby's Company Conrad's Company

H2—-EL—{18) M5-VT—{8) M3-GR-{14)
H3-RG—{16) M4-RG{10) M2-GR-{17)
H5—GR-{20) La-RG—{5)ESR © L1-GR={8)
Total Cost: 135
De Alba's Battallon
Battalion Headquarters M4—EL—{10}ECM/+2Arm
Effingham's Decker's Moppin's
Company Company Company
M3-GR—{14)ECM L2-VT—{5)ECM L4-VT—{5)ECM

M3-RG—{14)ECM L3-GR-{8)ECM L2-GR-{5)ECM/ESR

M5-GR—(BJECM  L3-RG—{B)ECM L1-RG—(8)

Total Cost: 114

Swift's Battallon

Battalion Headguarters L3-VT-{(6)

Scoles's Company  Howard's Company  Lang's Company
M2-RG-{17) L2-VT—{5) L2-VT—(5)
M2-RG—{17) L2-RG—5) L3-RG—{86)
M4-RG-{10) L3-AG—E) L4—GR-{5)

Total Cost: B2

Regimental Total
RBG 35
O'Connaor's Air Squadron 22
Holgarth's Battalion 135

De Alba's Battalion 114
Swift's Battalion a2
SUBTOTAL 388
Experience 25
TOTAL 413
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6THBENJAMIN REGULARS

Commander: Brigadier General
Saad Shazli

Primary Mission: Sector
Defense

Strength: 93% listed

Light
Losses: 10%

Standard fighting rating: Green, |

The 6th Benjamin Regulars played a minor role in the Galtor
Campaign. Its commander, Brigadier General Saad Shazli, suf-
fered an ulcer attack the night before any battle; therefore, he
rarely attacked.

The 6th gained valuable experience about dropping, supply,
and communication during the Galtor Campaign, but little about
actual fighting. This regiment lost more men and machines due to
accidents than to battle damage.

The regiment’s only battle occurred with a patrol of the 12th
Vegan Rangers. The Rangers surprised the light company from
Sultan Jellalladin's battalion and chased it back to the 6th's main
camp. There, the Rangers suddenly encountered three lances of
heavy ‘Mechs, fully armed and ready. The pursuit instantly
changed into a rout as the Rangers retreated before the vastly
superior machines.

The Kurita news agency used this small incident for propa-
ganda, describing a furious Davion attack against an outnum-
bered regiment of brave Kurita lads. The brave Combine soldiers
glood their ground and sent the Davions fleeing with their tails
tucked between their legs. Within three weeks, the story was
expanded into a book and then into a video special. By the time
the 6th rotated out of the campaign, it was heralded as the savior
of the Draconis Combine.

BattleForce Value: 430 points

BATTLEFORCEVALUES

Regimantal BattlaGroup
VI-RGH{1)

V1-RG—{1)

VZ2-RG{1)

VZ2-RG—{1)

M2-VT=(17)

ME-VT—{16)

Total Cost: 37

Air Squadron

*M2-VT{15)

*M2-RG—{15) -
Total Cost: 30

Jellalladin’s Battalion

Battalion Headquarters A2-RG—{25)ECM/+2Am/+2Fp
Grigorovich's Tanawa's Yung's
Company Company Company
Ha-VT—(23)ECM M2-RG—{17)ECM M4-RG-{10)ESR
Hz2-RG—{1B)ECM ME-GR—{16)ECM M5-GR-({8)ESR
H1-RG—{21)ECM M1-GR—{18)ECM M5—GR—{B)ESR
Total Cost: 200

Seleucus's Battallon

Battalion Headquarters M4—-VT—{10)Extra ‘Mech

Tashjian's Plizetskaya's Cares Metal Co-op

Company Company

L2-RG{5) L3-RG6) L4-RG—{5)ESR

L2-GR-{5) L3-GR-{6) L4-GR-{5)ESR

L1-GR={(B) L2-GR-{5) L4-GR-{5)ESR
Total Cost: 79

Kuribayashi's Battalion

Battalion Headquarters M3I-GR{14)

Sadatoki's Company Komatsu's Company Kodje's Company
L2-RG—(5) L3-VT-{6) L4-RG~(5)
L4-GA-{5) L2-RG{5) L4-GR—5)
L3-GR-{6) L1-GR—(8) M4—GR—{10}

Total Cost: 69

11518t Auxiliary Group
VI-VT—{4)

V5-RG—9)

VB-RG—2)

Total Cost: 15

Regimenial Total
RBG
Alr Squadron
Jellalladin’s Battalion
Seleucus's Battalien
Kuribayashi's Battalion
Auxiliary Group
SUBTOTAL
Experience
TOTAL

8.8z2a88¢9
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21STGALEDONREGULARS BATTLEFORCEVALUES
' Commander: Brigadier General Fegimental BattieGroup
| Jarvek Dolmasay, Earl of Ejg:{{:}
)
Marlowe V2-RG—{1)
Primary Mission: Sector V2-RG—(1)
Defense M3-VT—{14)ECM
Strength: 98% listed M1-VT{18)ECM
| Standard fighting rating: ' Total Cost: 42
L HEQE"LE_';';:fdmm Van Capellari's Battalion
osses: 37. , Battalion Headquarters ~ MS—EL—(8)ECM
BattleForce Value: 547 points | Rennie's Spielberg’s
Company Company
The 21st Galedon Regulars served very little time on Galtor [11. A1-VT-{18) MA=VT—{10) M2-NT—{17)ECM
The regimental commander thought the whole adventure a fool- A2-AG-(18)  M5-RG-(8) ME-RG—{16)ECM
H2—RG—{8) L1-GR—{B} L4-GR-{5)ECM/ESR

ish waste of men and machines. After the campaign, Dolmasay

and his men were given a hero's welcome back home on Ot o
Marlowe’s Rift. When asked to comment on his reported heroism. Warren's Battallon
Dolmasay responded, “It was involuntary. They had to push me Battalion Headquarters H4—EL—{23)ECM -
out of the DropShip.” Maslennikov's Cherkassy's Zaporozhye's
Throughout the era of the Star League, Marlowe’s Rift stood H(;EL"TP:'F.FE} m_ggf{ﬁmiéc” o o SO
ﬂnrszdtfm Suna. lis young men sarved it LW 189+ H2-RG(18)  M4—RG—{10)ECM ms-n%_{-{a}}llzsmecm
\ ague units, and of course in the Marlowe’s Rift M5-RG—(8) M5—GR—(8)ECM L1-GR—{8)+2Arm
militia, which remained independent. Draconis Combine sympa- Total Cost: 150
thizers gained high posts within the militia, and at the start of the
First Succession War, it revolted and took over the government. Wrede's Battalion
Davion military units promptly landed and liberated the capital, but Battalion Headquartars L3-EL~{6}+2Arm/ESR
the Draconis Combine responded by sending a three-regiment Soult's Wetmore Rocket  Clovis the Alemanni's
brigade that crushed the Davion presence. MC"”“F'“““' Gomparny Comparty
: g 2-NT-{17) M1=VT—{18) M3-RG—{14)
Since then, the planet has remained a member of the Com- ME-GR—(16) Mi-RG—{18) L2-GR—{5)
bine. The Marlowe's Rift militia evolved into the 21st Galedon L4-GR-(5)ESR  L3-AG{E)ESR L2-GR—(5)
Regulars, which continues to recruit heavily from the planet. Total Cost: 122
Regimental Total

RBG 42

Van Capellari's Battalion 129

Warren's Battalion 160

Wreda's Battalion 122

SUBTOTAL 443

Experience 104

TOTAL 547




DRACONIS COMBINEUNITS

e
STHGALEDONREGULARS BATTLEFORCEVALUES
Commander: General Gri - Aegimental BatlleGroup
Samsonov it V1-RGH0)
% c V1-RG—H0)
. Strength: 100% listed V2-RG—{0)
Standard fighting rating: Al1-EL-(23)
Veteran, Medium AJ-EL-(20)
Losses: 61.953% Total Cost: 43
BattleForce Value: 570 points Alr Battalion
"H2-VT—24) :
*H2-GR—{24) ~

General Samsonov is determined to make the Sth Galedon *M1-GR—(10}
regiment the flagship of the Galedon Regulars. For the last *L1-GR-{6)B30
hundred years, the 5th was stationed along the Periphery, cam- "L1-GR~(6)B30
paigning against pirates and Bandit Kings. In fact, it was General Total Cost: 82
Samsonov's brilliant campaign against the Belt Pirates that Witigenstein's Battalion

sarned him command of the Galedon District in 3018. Battalion Headquarters M3-VT—{14)ESA

Of course, the 5th went with him. Since then, the unit has Kiyomasa's Keisuka's Tayeizan's
struggled to adapt itsalf to fighling a different type of warfare. Company Company Company
During their first mission against the Federated Suns in 3019, two H5-EL-{23)  M5-RG{10)  M4-RAG{B)ESR

; ; e By ; H4-EL—{23)  M4-RG-{10) M5-RG—{B)ESR
regiments of the 7th Crucis Lancer's Brigade struck the regiment, H2—EL{18) R{14) L2_GR{5)ESR

which disintegrated in panic. Many of the 5th's MechWarriorshad | 221715
never seen 5o many ‘Mechs in one place at one time. Only the '
timely intervention of the 8th Galedon Regulars saved the 5th from Stark's Battalion

complete destruction. Battalion Headgquarters M3-VT—(14)

It is rumored that Subhash Indrahar, director of the ISF, put Toyotomo's Hideaki's Hidemoto's
General Samsonov in his pocket after that defeat compromised H?DIEHIT{;} MCD"‘PE"E} Gﬂ"‘gf{"{m .
the General's reputation. Eq.t_ppusar;:llly. Ill_ru:lrahar all_fu:'.rs the Gimj— M1-VT—18) | B |=I 'EG {1 0) “Hus-n‘ G8)

certain that Takashi Kurita does not trust Samsonov; he once Total Cost: 132
ordered the entire palace swept for elecironic bugs after Sam-

sonov made just a brief visit. Makarov's Battallon
Battalion Headquarters M2—EL—{17)
Charles’s Morley's Sophian's
Company Company Company
M2-VT—{17) ME-RG—{16) L3-VT—(6)
ME-RG—{16) ME—RG—{16) ME-VT—(18)
L4-VT—{5)ESR L4-RG-{5)ESR L4-VT—{5)ESR
Total Cost: 128
Regimental Total
RBG 43
Alr Banalion a2
Wittgenstein's Battalion 142
Stark's Battalion 132
Makarov's Battalion 128
SUBTOTAL 527
Experience 125

TOTAL 652




DRACONIS COMBINEUNITS

i “ —— s et !
8THGALEDONREGULARS BATTLEFORCEVALUES
Commander: Brigadier General Eﬂm&:‘ BattleGroup
Victor Nicholas | V1-RG{0)
Primary Mission: Quick V2—RG—(0)
58 V2-RG{0)
Strength: 112% listed AZ-EL~(25)+2Arm
Standard fighting rafing: A1-EL—(23)}+2Arm
Veteran, Heavy Total Cost: 54
Losses: 25% :
. . De Montcalm's Battallon
- | BattieForce Value: 706 points Battalion Headquarters M3-EL—{14)ESR

In 3011, the Galedon Regulars suffered a series of humiliating
defeats, mostly because Davion forces always reinforced its
garrisons faster than Galedon attackers could exploit any weak-
ness. For every battalion the Galedons threw into the fray, Davion
instantly found a battalion to counterattack. The secret of Davion's
mobility was its Quick Response Forces, always kept ready to
reinforce beleaguered units.

Takashi Kurita demanded that the DCMS match these forces.
In response, General Samsonov created the 8th Galedon Regu-
lars, a strange collection of individual units from three different
services. Commanded by Brigadier General Victor Nicholas, the
regiment consisted of a veteran independent assault battalion led
by the arrogant Sir Henry Gates, an assault battalion from the
Proserpina Hussars, and a third battalion of green MechWarriors
with no drop experience between them. A Star Lord JumpShip
was assigned to the unit, as were three Union and two Leopard
DropShips.

Nicholas threw himself into the task of uniting these separate
elemepts into a hard-hitling forca. A year later, he got his chance
to test his methods. On the planet McComb, the 12th Galedon
Regulars regiment was facing certain destruction by a powerful
Davion force. Nicholas personally made the hyperspace calcula-
tions to bring the JumpShip dangerously close to McComb's
magnetic field, much closer than any responsible JumpShip
captain would allow. The JumpShip came out of hyperspace
safely (though shaking like a leaf in a hurricane), and the 8th
dropped barely in time to save the 12th. Takashi Kurita's Quick
Response Force was a smashing success.

Baird's Company  Junction's Company O'Neill's Company
H2-VT-{18)ECM H5-VT—{20)ESR H1-VT—21)
H4-RG—(23)ECM H2-VT-{18) M1-VT-{18)
M5—RG—{20)ECM M5-VT—{8)ESR L1-vT—{8)
Total Cost: 186
Morgan's Battallon
Battalion Headgquariers ME-EL—{18)
Hawke's Crawford's Sherman's
Company Company Company
H3-RG-{16) H2-vT—{18) M4-VT—{10)ESR
H5-RG—(20)Jump  H4-VT—{23)  M4-RG-{10)ESR
M3-GR-{14) M5—RG—{20) M5—RG—{B)ESR
Total Cost: 174
Gates's Battallon
Battalion Headquarters H1-EL—{21)

Oku's Company Gough's Company Lancaster's Company

AZ-EL{25) M2-VTH{17) L4-VT—(5)ESAR
A1-EL—{23) L3-VT—{6)}+2Fp L2-RG{S)ESR
A3-EL{20)+2Am L3-RG-{6}+2Fp L1-GR-{8)
Total Cost: 151
Regimental Total
RBG 54
Da Montcalm's Battalion 186
Morgan's Battalion 174
Gates's Battalion 151
SUBTOTAL 565
Experience 141
TOTAL 706




DRACONIS COMBINEUNITS

!
i

2ND GALEDONREGULARS

Kornilov
Primary Mission: Sector
1+ Defense
Strength: 95% listed
Standard fighting rating: Green,
Light
Losses: 75.333%

BattleForce Value: 441 points

In 3014, General Fastius Semronovitch, commander of the

2nd Galedon Regulars, received a summons to appear before the
Assembly of the Grand Inquisitor, the Combine’s military court.
Those called before the court are usually never seen again.
Semronovitch, however, had done nothing wrong, and he called
for his aide, Brigadier General Lavrenti Komilov, for advice.
Although agreeing that the General was innocent of any wrongdo-
ing, Kornilov convinced him to commit seppuku, or ritual suicide,
to leave his honor intact.

Upon the General's suicide, Komilovinformed the DCMS High

Command that Semronavitch had killed himself because he had
been unfaithful to his wife. Subsequently, Komilov assumed
command of the 2nd Galedon.

.[ Commander: Genaral Lavrenti !

BATTLEFORCEVALUES

Regimental BatileGroup
V1-RGH0)

V1-GR—{0)

V2-GR-{0)
A2-EL—(25)Jump/ECM/AEP
H3-VT—{16)ECM

Total Cost: 62

Hamon's Alr Squadron

*L1-RG-{6)B15

"L1-RG—{E)B15

"L1-RG{8)B15 =
Total Cost: 29

Kutuzov's Battalion
Battalion Headquariers
Sacharov's
Company
M2-AG—{14)ECM
M3—GR—{14)ECM
L3-GR-{6)ECM/ESR

Total Cost: 121

H3-VT—{16)ECM
Talbukhin's Steiner's Rocket
Company Company
M5-RG—{8)ESR L1-RG—(B)
M4-GR-(10)ESR  L1-RG-{8)
L2-GR—(5)ESR L1-RG—(8)

Georgl's Battalion
Battalion Headquarters
Yamlevsky's Ulasov's Sokolovsky's
Company Company Company
M4—RG—{10)JECM M3-RG—{14)ECM L3-AG—(6)ECM
M5-GR—{B)JECM M5-GR-{B)JECM L2-GR—(S)ECM
L2-GR-{S5)ECM L3-GR—{B)ECM L2-GR—{5)ECM
Total Cost: 113

H3-VT{16)ECM

Ehrenburg's Battallon
Battalion Headquartars M4-T—{10}
Wenck's Company Badnov's Company Peirov's Company

M3-VT—{14) M3-RG—{14) L4—RG—(5)Jump
L3-RG—{6) L1-GR-(8) L4—GR—{5)Jump
L2-GR—{5) L2—GR—(5) L4-GR-{5)Jump
Total Cost: 92
Regimeantal Total
RBG 62
Air Squadron 29
Kutuzov's Battalion 121
Georgl's Battalion 113
Ehrenburg's Battalion a2
SUBTOTAL 417
Experience 24

TOTAL 441




DRACONIS COMBINE UNITS

GALEDONTECHDEFENSELEAGUE

Commander: None

Primary Mission: DropShip

Defense

Strength: no listing available
Standard fighting rating: Green
Losses: 91.333%

BattleForce Value: 186 points

During protracted struggles, regiments often pool their tech-
nicians and administrative troops into a single main base—a kind
of super regimental administrative group. |f threatened by ground
forces, the group can simply board the nearby DropShips and lifi
off the planet. These highly trained men and women possess so
much training and knowledge that they are almost never risked in
combat.

Mevertheless, all technicians and administrative personnel
undergo rigorous hand weapon training just in case they are
forced to defend their base. Commonly, support troops learn to
crew tanks, hovercraft, and light artillery.

The Galedon Tech Defense League fought well on Galtor 1.
General Samsonov formed the group to cover the retreat of the
Bth Galedon Regulars and the 2nd Amphigean Group. One
reason thay performed so well was that the Davion forces tried to
capture the Techs in order to persuade them to switch sides.

BATTLEFORCE VALUES
Coolant Company Supply Company Recovery Company
VE-VT—{9) VT-GR—{4) V3-RAG—{16)
VE—GR-{D) VB-RG-{2)ESR Va-AG-(13)
VB-GR-[2)ESR V7-GR-4) V5-GR-{g)
Military Police Sappers
12-VT—{6) VI-VT{16)AEP
I2-RG—{E) V4-RG{13)
M-RG—3) V5-RG—{9)
Base
Administration Artillery Defense -
12-GR-{3) 13-RG—{4) Ar-vT-{18) WVi-GR-{0)
12-GR—{3) I3-GR—{4) Arl-VT-{16) V2-GR-H0)
12-RG—(3) V5-GR-{4) Ari-VT-{16) V2-RG-{0)
Regimental Total
Coolant Company 23
Supply Company 13
Recovery Company a8
Military Police 15
Sappers a8
Base Administration 21
Artillery Defense 48
SUBTOTAL 186
Experience 0
TOTAL 196




DRACONIS COMBINEUNITS

AMPHIGEANLIGHT ASSAULTGROUP

1st Amphigean Light Assault
|  Group
| Commander: General Olivet
Satterthwalte
Primary Mission: Assaull
Strength: 100% listed
Standard fighting rating:
Veteran, Heavy
Losses: 31.31%
i BattleForce Value: 943 points

2nd Amphigean Light Assault
Group

Commander: Brigadier General
Karl Gramenov

Primary Mission: Assault

Strength: 100% listed

Standard fighting rating:
Veteran, Medium

Losses: 46.333%

BattleForce Value: 615 points

Back in the dim Star League past, Amphigean Agriculture Inc.
was a leading agricultural company. With offices all over the Inner
Sphere, Amphigean Agriculture worked on solutions to worldwide
famines, crippling crop diseases, cultural and religious differ-
ences, and hundreds of other problems.

« The Succession Wars placed an incredible strain on this
network. To defend their holdings, Amphigean Agriculture began
employing mercenary units to protect its property and employees.
By 2811, the cost of such protection had skyrocketed, and the
board of directors decided that it was cheaper to maintain a private
army than to pay mercenaries exorbitant fees.

Thus was the first Amphigean Security Group created. During
the next 100 years, these security forces protected many of the
company's factories, storehouses, and installations from the
rapacious desires of the Successor States. Many corporations
gathered around the Amphigean’s defenses like peasants around
the skirts of a castle. The board of directors began charging these
businesses a protection fee, and soon after rented out the 1st
Amphigean Security Group to Ceres Metals for a punitive action
against a debtor.

By 2952, Amphigean Agriculture received 21 percent of its
revenues from renting out its six security battalions. The next
year, the Draconis Combine approached the company with a
proposal to create two regiments of mercenaries under long-term
contract to House Kurita. The program was so successful that
Lord Kurita ordered a third regiment formed in 2976.

All Amphigean regiments are run like corporations. Com-
manders are responsible for tuming a profit, and they get bonuses
if they exceed quota. Amphigean Agriculture owns all machines
and treats its MechWarriors like hired hands, not noble warriors
of a heroic age. Nevertheless, Amphigean pays high wages toits
mercenaries and gives them the organization and security of a
government without annoying oaths of loyalty or class distinc-
tions. In fact, Amphigean regiments are some of the few that make
ita policy to promote from within. Any man or woman who can bath
lead MechWarriors into battle and balance an account book can
go far in the Amphigean Light Assault Groups.

During the Galtor Campaign, the Light Assault Groups
operated at a dead loss. By contractual agreement, the Am-
phigeans would have received a twelfth of any Star League
cache. That loss, coupled with heavy combat losses, dropped
Amphigean stock prices in the Draconis Combine.




: DRACONIS COMBINE UNITS

BATTLEFORCEVALUES

1st AmphigeanLight Assault Group

2nd Amphigean Light Assault Group

Regimental BattleGroup Regimental BattleGroup
V1-RG0) V1=VT—H0)
V1-RG—0) ; V1-RG~{0)
Va2-RG—0) V2-RG-(0)
V2-RG-{0) Ve-RG—0) ;
A2-EL—{25)ECM M4-VT—{10)ESR/+2Arm -
A1-EL—{23)ECM, ME—RG—{16)
A3-EL—{20)ECM Total Cost: 32
Total Cost: 77 :
Royal Rocket Battalion -
Rocket Company Bamalion Headquarters H3-EL-{16)
Hi1-WT—21) Mackay's Company England's Company Bellamy's Company
H1-¥T—{21) A1-EL~{23) Hi-V¥T—{21) M4-VT-{10)ESR
H1=VT-{21} A3-EL-{(20) M1-VT-{18) M5-VT{B)ESR
Total Cost: 63 H4-RG-(23) L1-VT—{8) L2-GR-{5)ESR
Total Cost: 161
Ophluchus's Battalion
Battalion Headquarters H5-EL—{20)ECM Saxton's Battallon

Alciblades’ Epaminondias’s Cimon's Battalion Headguarters H3—EL{186)

Company Company Company Keppel's Company Gordon's Company  McNeil's Company
A1-NT—{23)ECM H3-EL—{16)ECM M2-EL—{17) M2-ELA{17) M2-VT-{17) M4-T—{10)ESR
H4-VT—{23)ECM  M3-VT—{14)ECM M6-EL~(16) MéE-EL-{16} ME—GR—{16) M5-RG-(B)ESR
H4-VT—{23)ECM M4-VT-{10)ESREECM L3-VT{E)ESR M2-EL{17) L4-RG—{5) L3-RG—{B)ESRA

Total Cost: 195 Total Cost: 137
Pollux's Battalion Chaldean’s Battallon
Battalion Headquarters H2—EL{18)ECM Battalion Headquarters L3-EL-{6)+2Arm/ESR
Phidias’s Company  Lyslas's Company  Solon's Company Lahariel's Company Chabri’'s Company Medorin's Company
A3-EL—{20)ECM M2-VT-{17) M4-EL—{10)ESR H5-VT—{20) M5-VT—{B)ESR M4-EL—{10)ESRH
H2-VT-{18)ECM ME-RG—{16) M5-EL—{B)ESR ME-VT—{16) M1-RG—{18) MS5-VT—{B)ESR
H5—VT—{20)ECM L2—RG—{S)ESR L2—EL—{5)ESA M2-NT—{17) L1-RG—{(8) L2-VT-(5)ESR
Total Sost: 161 Total Cost: 134
Themistocles’ Batialion Regimental Total
Battalion Headguarters RBG 32
H4—EL—{23)ECM Rocket Battalion 161
AZ-FL—{25)ECM Saxton's Battalion 137
Philip's Company Micias's Company  Miltiades" Company Chaldean’s Battalion 134
H5-VT—{20)ECM M1-VT—{18) M2-RG—{17) SUBTOTAL 464
H3-VT—{16)ECM M1-EL—{18) ME—RG—{16) Experience 151
H2-EL—{18)ECM L2-VT—-{5)ESR L4-EL—{S)ESR TOTAL 615
Total Cost: 202
Regimental Total
RBG 7
Rocket Company 63
Ophiuchus’s Battalion 195
Pollux’s Battalion 161
Themistocles' Battalion 202
SUBTOTAL 698
Experience 245

TOTAL 943




DRACONIS COMBINE UNITS

82ND GALEDONARTILLERY
T | Commander: Colonel John
ffﬁ f’f Henry Westman
Primary Mission: Assaull
[ Support

Strength: 135% listed

Standard fighting rating: Vieteran
Losses: 0.000%

BattleForce Value: 299 points

The 82nd Galedon Artillery has the unique distinction of being
the only unit involved in the Galtor Campaign that did not lose a
single man or machine. Under the direct control of General
Samonov, the unit participated in many operations during the
campaign, always acquitting itself admirably.

Three days before the Benjamin Regulars withdrew, the
artillery transferred out of campaign.

KISMETBATTALION,
TTHSWORDOFLIGHT REGIMENT

Y

% W Commander: Colonel Tiresius |
W "Blood and Guts" Oliver '
Primary Mission: Assault
Strength: 125% listed
Standard fighting rating: Elite,
Heavy .

Losses: 125%

BattleForce Value: 423 points

-

BATTLEFORCEVALUES

Battalion Headquarters
AZ—EL—{25)ECM/+2Fp
A3-EL—{20)ECM/+2Fp
Total Cost: 57

Assault Company Support Company Recon Company

H4-EL—{23)ECM H2-EL—({1B)ECM M2-EL—{17)ESR/ECM
H5—EL—{20)ECM H4-EL-{23)ECM M4-EL—{10)AEP/ECM
Hi-EL—{21)ECM H1-EL-{21)ECM L1-EL—-{B)ESR/ECM

BATTLEFORCEVALUES
Battery One Battery Two Defense Company
Arg-EL—{30) Ar2-EL—(30) V3-VT—{186)
Ar2-\VT—{(30) Ar2-VT-(30} V3-VT—{18)
Ar2-VT-{30) Ar2-RG{30) V4-RG-(13)
Recon A Recon B ‘Mech Recon

V7-VT—4)ESR  V1-RG-{0)ESR L3-RG-{6)ESA

VB-VT—{2)ESR  V2-RG-(0)ESR L2-RG{5)ESR

VE-VT—(9)ESR V7-RG—{4)ESR L3-RG-{14)ESA

= Regimental Total

Battery One a0

Battery Two 80

Defense Company 45

Recon A 15

Recon B 4

‘Mech Recon 25

SUBTOTAL 269

Experience an

TOTAL 299

Total Cost: 204

Battalion Total
Battalion Headguarters 57
Assault Company 73
Support Company Ti
Recon Company 60
SUBTOTAL 261
Exparience 162
TOTAL 423




[DRACONIS COMBINE UNITS
1

MOROUSHI'SINDEPENDENT ASSAULTBATTALION

Commander: Colonel Hector
Maraushi

Primary Mission: Assault

Strength: no listing available

Standard fighting rating: Veteran

Losses: 89.112%

BattleForce Value: 305 points

512THIMPERIAL ARTILLERY BATTALION

Commander: Colonel Chuan
Kau

Primary Mission: Fire Support

Strength: 112% listed

Standard fighting rating: Veteran

Losses: 25.333%

BattleForce Value: 342 points

o

Battalion Headquarters
M3-VT—{14)ESH
M1=-VT={18)

Total Cost: 35

Alr Squadron
"H2-VT-{24)
*L1-VTH{E)B10
Total Cost: 32

Company
Blue
L1-VT-(8)
L1-RG—(B)

Company
Orange
H2-VT-{18)
H3-VT—{ 18}
MBE-VT—{16)
Total Cost: 168

M4-RG—(10)ESR

BATTLEFORCE VALUES

Company Company
Grean Black
M2-VT-{17) V5-EL-{%)
ME-RG—{18) V4-EL—{13)

M1-RG—(18) V3-VT—{16)

Battalion Total
Basialion Headquariers
Company Oranga
Company Blue

Company Green
Company Black

SUBTOTAL 203
Experience 102
TOTAL 305

BATTLEFORCEVALUES
Battalion Headquarters
L3-VT—{6)ESR/AEP
L2-HG—{5)ESR
Total Cost: 27
Bettery One Batiery Two Defense Company
Ar2—T—{30) Ar2-vT—{30) Ar1=VT={16)
Ar2-VT-{30} Ar2-VT-{30} Ar1-RG—(18)
Ar2-RG—{30) Ar2-GR-{30) V7-RG—4)
TransportCompany  Supply Company Recon A
V2-GR—{0)ESR I13-GR—{4) Ve-EL-{9)ESR
V2-GR—{0)ESR I3-GR-{4) VI-VT—{4)ESR
V2-GR—{0)ESR 13-GR-{4) V2-VT—{0)ESR
ReconB
VE-RG—{8)ESR
V7-RG—{4)E5SR
V2-GR-{0)ESR
Battallon Total
Battalion Headgquarters 27
Battalion 250
SUBTOTAL 286
Exparience 56
TOTAL 342
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M1-RG—{18)ESR

H1-VT—{21)
M3-VT—(14)

A2-VT—{25)+2Arm/+2Fp

H1-GR—(21)ESR

Elements of Regimental BattleGroup, 33rd Avalon Hussars
A1-ELA(23)+2Fp

Benham's Battalion, 33rd Avalon Hussars

Battalion Headquarters

House Davion

M1-RG—{18)ESR

M3-VT—{14)
H4-EL—(23)+2Arm L3-VT—{B)ESR L1-RG-(8)ESR

M3-RG—{14)

M5—VT—8)

A1-EL—{23)+2Fp
M3-RG—(14)

Garcia's Company, Pope's Battalion, Dahar Draconis March

Militia
Off-Board Artillery

=VT=(30)
~VT—{30)
=VT—30)

W1

W1

V1

V7-GR—{4)
V7-GR—{4)

VB-GR—2)

=\VT—{0}ECM

Vi
V5-RG—9)
V5-RG—9)

Ve-GR—(2)ESR

V4-RG—{13)
V3-VT—{16)

Owen Roe O'Neill's Legion, Galtor Irregulars
V4-RG—(13)

Legion Headquarters

V7-GR—{4)
V7-GR—(4)
V8-GR—(2)

V6-GR~(8)
V5-GR—(9)
V8-GR{2)

A2-EL25)ECM/Extra ‘Mech

V6-RG{8) I3-GR4)
V6-RG—(8) 13-GR—4)
V6-RG—{8) I3-GR—(4)
*L1-RG—(6)B30
*L2-RG~(8)B30
A1-EL~23)ECM
H1-VT—21)ECM
L3-VT—{8)ESR/ECM

*L2-RG—{8)B30
Elements of Regimental BattleGroup, 17th Benjamin Regu-

Galtor Flying Squadron
lars

House Kurita

M3-VT-(14)

Elements of Gonen's Battalion, 17th Benjamin Regulars

Battalion Headquarters =~ A3-EL—{20)Extra 'Mach

H5-EL—(20) H1-RG—21)
H1-EL—21)

H4-EL—(23) H4-VT—(23)

Although woefully understrength, the 33rd Avalon Hussars
launched an attack on the Regimental BattieGroup and Gonen's

CHARGE OF THEHUSSARS

Battalion of the 17th Banjamin Regulars. The Davion attack might

have succeeded if Elazar’s Battalion hatd not arrived in time to stop
the Hussar penetration. With Elazar pinned down, General

Mandella could have destroyed Gonen's Battalion, smashed the

weak base camp, and frapped Elazar's ‘Mechs against the
minefields. A disdster of such proportions might have ended the

entire Galtor Campaign in the first battle.

Bl

Ceasasi
i

Lay outthe BattleForce map as shown. Kuritaunits may set
up anywhere on either mapsheet except for the first two rows of

hexes on the south side. The Davion ‘Mechs must set up on the

first two rows of hexes on the south side.

GAMESET-UP
Deployment

In this scenario, Davion has the initiative. The Kurita forces
set up first and move second, and the Davion forces set up last

and move first.



Special Rules
Reinforcemeants

At the beginning of every game turn, the Kurita player rolls
206 and receives the reinforcements indicated on the Reinforce-
ments Table. These forces may enter the game on any hex along
the north side of the board and may move and fire in the same turn
that they appear. Once a group of reinforcements is used, subse-
guent die rolls yielding the same result cause no reinforcements to
be available that turn,

NOTE: If the Davion player used his ofi-board artillery on the
previous fum, add 2 to the die roll.
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REINFORCEMENTSTABLE Eee
Die Roll (2D6) Units s

2 *H1-EL—{15) Air Lance L
3 *H1-EL-{15) Air Lance aas
4 *H1-EL—{15) Air Lance -
5 M4—RG—{10) Gonen's Battalion aES
-] M4—vT—{10) Gonan's Battalion o
7 V3-RG—{18) Artillery Defense i
Company s
V4-RG-(13) san
a-o H5—-RG—{20) Gonen's Battalion 0
10 Ar1-VT—{16) RBG Artillery o
Ari-AG—{16) -+
Arl-RG-(18) HH
11-12 A1-EL—{20)+2 Fp Elazar's Battalion -+
A1-EL—{23}+2 Fp/+2 Amm Res
H4-EL—(23)+2 Amm HH
M6-RG—{16) -

M2-RG—{17)

- ME&-RG{16)"

*Step one loss
Davion Off-Board Artillery

Three batteries of Long Tom Artillery supported the Hussars'
assault. Although these units lent a powerful punch to the attack,
moving the barrage to Gonen's Battalion freed Elazar's Battalion
to strike at Davion's left flank.

The Davion commander may attack any three hexes on the
board within line-of-gight to any of his units. The attack has a slight
chance of straying from its intended target hex.

The Kurita player may not attack the off-board artillery units.

During this battle, the off-board artillery was also responsible
for harassing Elazar's Battalion. Therefore, during this scenario,

when the Davion player uses the artillery to attack Gonen's fHHH

Battalion, he increases the chance of freeing Elazar's 'Mechs.
Whenever the Davion player uses his off-board artillery, the Kurita
player may add 2 to his next turn’s roll for reinforcements.
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Procedure

1. Atthe beginning of the Attack Phase (before air attacks are
resolved), announce the target hex for each artillery piece,
making sure an undisrupted friendly unit can see the target hex.
Artillery has no effect on air units.

2. Roll 106, If the result is a 6, the attack has strayed from its
target hex. Go to Step 3. If any other number is rolled, proceed to
Step 4.

3. If the attack has strayed, use the Scatter Diagram to
determine where the shell lands. Roll 106 twice. The first die roll
determines the direction in which the shell scatters, and the
second die roll determines the number of hexes away from the
original hex where the shell lands. '

Scatter Diagram

4. Off-board artillery attacks every unit and building within a
hex, enemy or friendly, with a strength of 15.

Use this attack strength to calculate a normal attack. Al
terrain and experience modifiers apply to an attack. Refer to De-
ployment to find the experience level of the off-board artillery.

5. Repeat steps 1 through 4 until all artillery has fired.
Victory Conditions

Use the Standard Victory Conditions with these modifica-
tions:

The Davion player gains 5 victory points for each non-"Mech
unit and 10 points for each '‘Mech unit that he can exit off the north
side of the map BEFORE Elazar's Battalion arrives as reinforce-
ments.

It the Kurita player prevents the Davion player from exiting
any units off the north side of the map betfore Elazar's Battalion
arrives, he gains 100 victory points.

The game is over when sither the Davion player exits all his
units off the north end of the map, one side is completely

destroyed, or by mutual agreement.
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THEGUARDS’ FINESTHOUR

After the withdrawal of the 33rd Hussars, the 782nd Davion
Guard Auxiliary was left to its fate. The powerful 3rd Benjamin
Regulars slowly wound its way through the minefields and
launched an attack against the fake storehouse and the hulks of
the DropShips. Hidden in their holes, the infantry tried to inflict as

much damage as possible on the regiment.
The action simulated here is the 3rd Benjamin's final assault

on the fake depot. Battles with Elazar's Battalion and some
preliminary bombing had already reduced the strength of the
infantry. With its close assault ability still intact, however, the
infantry proved to be a formidable foe to the 3rd,

GAMESET-UP

Deployment

Lay out asingle BattleForce map as shown. Kurita has the
initiative. The Davion player places his troops first and moves last,
and the Kurita player places his troops second and moves first.
The Kurita player may placa his troops on any north, south, east,
or west edge of the map.

T e e Rl e e o o, e, )
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The Davion player may place his troops anywhere on the
map. All his infantry units start out hidden (their locations should
be written down on a piece of paper).

In addition, the Davion player must designate the location of
the entrance to the storehouse. To do this, he chooses seven
DropShip counters: one Overlord counter, four Legpardcounters,
and two Uinion counters. The Leopard and Union counters repra-
sent actual DropShip hulks placed by the Davion forces to fool the
Kurita units. The Owerlord DropShip counter, however, repre-
sents the entrance to the false storehouse.

These counters, WITH BLINDS, can be placed anywhere on
the board.

House Davion

782nd Guard Auxiliary
I2-EL~(6) ECM/+2Fp 11-EL—~{3)+2Fp
I2-EL—(6) ECM/+2Fp 11-EL—{3)+2Fp
I1—EL—(3) ECM/+2Fp |4-EL—(3)+2Fp
11-EL—(3) ECM/+2Fp

I3-EL—{4) +2Fp Ar-VT—{16) V7-RG—(4)ESR
I3-EL—(4) +2Fp  Arl-VT—{16)* V7-RG—{4)ESR"
I3-EL—(4) +2Fp" .

-

Mine paints: 50 (see Special Rules below)

Elements of 22nd Special Air Squadron

*H2-EL—{(24) *H2-EL-{24)
*M2-VT—{15)B15 *M2-RG—{15)B15
*L2-RG—B)

House Kurita

3rd Benjamin Regulars

Ismail's Battalion

Battalion Headquarters ~ A2-VT—{25)ECM
H5-VT—(20)ECM H1-RG—{21)ECM M5-GR—{B)ESR
H4-VT—{23)ECM M1-RG-{18)ECM L3-GR—{6)ESR
H2-RG—{1B)ECM L1-RG—{BJECM L2-GR—{5)ESR

Shazli's Battalion

Battalion Headquarters =~ A1-EL—{23) +2Fp
H3-VT—(16) H1-VT—{21) M3-RG—{14)
H3-VT-{16) M4-VT{10JESR M3-RG-(14)
H3-RG—{16) L2-GA-{5)ESR M4-GR-{10)

Gamasy's Battalion

Battalion Headquarters ~ A3-VT—{20)+2Arm
H4-VT-(23) H5-VT—(20) M2-RG{17)*
H2-VT-{18)* H5-VT-{(20) ME&-RG-{16)""
H2-RG—{18)* H4-GR-{23)" M5-RG—{8}

Air Squadron
*H1-RG—{14)
"M1-RG—(10}
*L1-RG—(6)B30
*Step one loss
**Step two loss



SpecialRules
Minefields

The countless mines employed around the fake Star League
storehouse forced the battalion commanders of the 3rd Benjamin
Regulars to change their tactics. It also allowed the infantry a
chance to isolate and destroy individual lances. In most battles,
MechWarriors never worry about the slow-moving, poorly
equipped infaniry. In a minefield, however, the distraction and
imitation constantly interfered with any concentrated movement.
They slowed down the attack long enough for the infantry to close
in.

To simulate this dilemma, each time a Kurita ground unit
moves, it must roll once against the =6 column of the Combat
Results Table (CRT). The effects occur immediately after the
Movement Phase. Even jump-capable ‘Mechs must make this roll
at the end of their movement.

The experience of the defending unit modifies the —6 column
attack. Units that do not move are not required fo make this roll.
Only Kurita units must make this roll; all Davion units are immune
to the mines.

In addition to these mines, the Davion player has 50 points of
mines that he candivide and place anywhere on the board (except
for the edge hexes). These mines act normally.

DropShip Hulks

In this scenario, all DropShips are hulks without any combat
or movement capability. Their thick hides, however, provide
protection for infantry and artillery units. By moving into a Drop-
Ship hex, one infantry or artillery unit can declare that it is hiding,
thus adding 5 points to its defense value immediately.

The Davion player cannot place Hidden Infantry inside a hulk.

If units are desiroyed within a hulk, the hulk remains and may
protect another unit the next turn. ;

Only infantry and artillery units receive pratection from a hulk.

DropShip blinds may not be removed until a Kurita unit
moves into the same hex as the DropShip. Once a Kurita player
removes a blind, it may not be replaced even if the Kurita move out
of line-of-sight.
Victory Conditions

The Kurita player receives 20 points for each DropShip hulk
captured and 50 points for capturing the fake Storahouse.

The Kurita gains no victory points for destroying Davion units
EXCEPT for the air lances of the 22nd Special Air Squadron.

The Davion player gains victory points normally (by destroy-
ing Kurita units).

The game ends either when all Davion units are destroyed,
when Kurita units capture all DropShip hulks, or when Kurita
losses excead twelve air or ground units.
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LIFEANDDEATHINTHEBIGCITY

The 5th Galedon Regulars have smashed into New Derry in
five columns. At first, the Kurita aftackers thought that only a
battalion of ‘Mechs from the 12th Vegan Rangers defended the
northern approaches into the city—no one expected the ferocious
Lone Wolf Regiment. Nevertheless, a lucky break almost dropped
the city into the Draconis Combine's lap.

The 5th Galedon attacked in five columns of about two
companies each.‘Four were stopped cold in the tangled ruins of
the industrial centers north of the city center. The fifth struck at the
heart of the defense in Elliot Park. Because of poor Davion
reconnaissance, the entire column passed through the outer
defenses undetected and surprizsed the Regimental BattleGroup
stationed in the park. Only the timely arrival of a flying reserve
saved the Davion supplies and equipment. If the supplies had
been destroyed and Commander William Dobson killed, the 8th
Galedon Regulars’ attack the next day would have easily subju-
gated the city.

GAMESET-UP

Deployment

Lay out the BattleForce map as shown in the diagram. The
Davion player must place five units east of the 0900 column of
hexes and the rest of his command west of the 1800 column of
hexes,
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The Kurita player must place all his ground units in river
hexas. All Kurita air lances begin the game off-board and may
appear on any edge hex during the first tum,

The Kurita player has the initiative, setting up last and moving
first,
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House Davion

Elements of Dahar Draconis March Militia's and Galtor Imegulars’
Regimental BattleGroups

V1-RG—{0}

V1-RG—{0)

V1-RG-0)

V1-RG—0)

V2-RG—{0) -

V2-RG—0)ESR '
H4—-EL—{23) "
A1-EL—{23)

Ariillery Battery, Yao-hsiang's Brigade, Galtor Irregulars
Ar-GR-{16)  V8-GR-(2)ESR

Ari-GR—{16)  V8-GR—(2)ESR

Ar2-RG—(30)

DropShip “Marion Davies™
Leopard-VT—{24)

Elements of Hakim's Company, Lone Wolves
V5-RG—{9)
VB8-RG—{2)ESR

Brothers of Israsl, Lone Wolves
L3-ELB)ESR/+2Arm

Mine Points:
The Davion player may place 100 Mine Points in any hex he
chooses.

House Kurita
Elements from 5th Galedon Regulars
A1-EL—{23) M5-VT—{8)
H5-EL—{20) M4-RG—{10)
H4-EL—(23) M3-GR—{14)

H H2-EL-(18)
Air Batialion, 5th Galedon Regulars
*H2-VT—(24)  *M1-GR=(10) *L1-GR—{6)B30
‘H2-GR—{24)  “L1-GR-(6)B30
Off-Board Artillery
Ar2-RG—(30)
Ar2-RG—(30)



Special Rules
Off-Board Artillery

See Scenario One (Charge of thu Hussars ) forrules on Off-
Board Artillery.
Davion Reinforcements

At the beginning of each turn, the Davion player rolls 106 1o
determine which reinforcements will appear. Once a kind of
reinforcement ‘appears, a similar die roll brings in no reinforce-
ments. All reinforcements must appear on the eastern edge of the

map.

REINFORCEMENTSTABLE
DieRoll (1D6) Units
14 No Reinforcements

5 Air Lance, Galtor Flying Squadron
*L1-RG~(6)B15
*L2-RG—{B)B5"
“L2-RG—{B)B30

6 Flying Reserve
M2-VT—{17)+2Arm
“L4-RG—{5)
*H2-EL—(18)ECM/+2Arm

*Step one loss

0
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Victory Conditions

Besides gaining victory points for destroying enemy units,
the Kurita player receives 10 addilional victory points for each V1
or V2 vehicle counter he destroys. He gains 25 victory points for
destroying the DropShip (in addition to its normal victory point
cost). Finally, he gains 50 victory points for destroying the A1
Assault Lance of the Davion Regimental BattleGroup. (This unit
contains Sir William Dobson.)

The Davien player receives the normal wmw points for
destroying Kurita lances.

The game ends when one side is completely destroyed or
when the Kurita player exits his remaining units off the map after
destroying either all six V1 and V2 counters or three V1 and V2
counters and the DropShip “Marion Davies.”
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DECISIONAT MARDUK

One of the most important battles of the Galtor Campaign
was not fought on Galior, but on the nearby planet Marduk.
Moroushi's crack independent assault battalion crushed the de-

o

House Kurita
Moroushi's Independent Assault Battalion
Battalion Headquarters

fending forces on the planet in the early days of the campaign, M3-VT—{14)ESRH
thereby cutting off Galter IIl from any reinforcements. Until Mar- M1-VT-{18)
duk was recaptured, Galtor was isolated.

Three months later, Meade's Battalion of the 33rd Avalon Air Squadron
Hussars, reinforéed with a number of smaller units, launched an *H2-VT—(24)

attack against the planet. Expecting such a move, Moroushi
gathered together the entire battalion to strike when the dropping

T rree:
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*L1-VT-{6)B10

force touched down. He did not, however, count on the bravado DropShip "Electrophora”
of the 33rd Avalon Hussars, who dropped right on top of Union-RG—{39)
Moroushi's men in a classic hot assault. The move so unnerved
his company commanders that the Davion forces completed the H H2-VT-{18) L1=VT-(8)
drop with minimum casualties and crushed the Kurita forces. HHH H3-VT—(16) L1-RG—(8)

Had the Kurita troops kept their nerve, the drop would have [EEE M6-VT—(16) M4-RG—{10)ESR
been a slaughter, and the forces on Galtor would have been
trapped without support long enough for the Kurita push to M2-VT—{17) V5-EL—{9)
succeed. B ME6—-RG—{16) V4-EL—(13)

HH M1-RG—{18) Va-vT—{186)
GAMESET-UP i
HousaDavion
Deployment Meade's iﬂm 33rd szign{ltujsars
: i Battalion Headgquarters . 16)
Lay out the BattleForce map as shown in the diagram. The A2-EL—{25)ECM M5-VT—(B)ESR M6-RG—(16)ECM

Davion player has the initiative throughout the game. The Kurita
player sets up first and moves last. He may place his units
anywhere on the map.

All the Davion units began in space. They may drop on any
turn dering the battle. All the rules of dropping must be followed.

A3-EL—{20)ECM M5-VT—(B)ESR M6&-RG—{1G)ECM
H2-EL—{18)ECM/2Arm L2-VT—{5)ESR L2-RG—(5)ECM/AEP

Ground Assault Air Squadron
*L1-VT—(6)B30
*L1-vT-{6)B30
*L1-VT—(6)B30

Rosen's Company, Shubert's Battalion, Robinson DMM
ME—RG—{16)
M&—GR-{16)
Mi1-GR—{18)

Harshaw's Company, Pope's Battalion, Dahar DMM
A2-VT—{25)

H2-RG-(18)

M3-RG—{14)



Special Rules

The unexpected hot assault caught Moroushi's company
commanders completely unprepared. Therefore, during the first
turn only, all Kurita forces must make a disruption check. All
disruption checks are carried out before the first Davion tum.

Disrupted units may not fire on or spot the dropping Davion
forces.
Victory Conditions

Use standard victory conditions. The game ends when one
side is destroyed. Players may not retreat their forces off the map.

Tl
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VEGANS TO THE RESCUE
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Housea Kurita

17th Benjamin Regulars

Elements of Regimental BattleGroup
A2-EL—(25)ECM/Extra ‘Mech  »
A1-EL—{23)ECM"
H1-VT—{21)ECM™

L3-VT—(6)ESR

Air Squadron
*Hi-EL—{14)
*H1-EL—{14)
*H2-EL—{24)
‘L2-EL—{8)

Elements of Elazar's Battalion

Battalion Headquarters ~ H2-VT—{18)

A3-EL—(23)ECM

M5-RG—(8)ESR

H4-EL—(23)ECM

Elements of Sharon's Battalion

H5-VT—{20)ECM

L3-RG—{B)ECM

L3-RG—(6)ECM

M5-RG—(B)ESR

11th Benjamin Regulars

Elements of Regimental BattleGroup

L3—EL-{B}+E Arm/ECM/ESR

Holgarth's Battalion

Battalion Headquarters ~ M&-\/T—{16)

H5-GR—{(20) M5-\T—(8) M3-GR—-{14)

H2-EL-(18)* M4—RG—{10) M2-GR—{17)
L4-RG—{S)ESR™ L1-GR-{B)

Mine Points:

The Kurita player may place 100 mine points anywhere on
board except for the first two hex rows on the south edge.

*Step one loss
**Step two loss

Special Rules

Kurita Reinforcements

At the beginning of each tumn, the Kurita player rolls 2D6 to

determine which reinforcements will appear. Once a type of

reinforcements has appeared, subsequent die rolls yislding the

same result bring in no reinforcements. All reinforcements must

appear on the northern map edge.
REINFORCEMENTSTABLE
Dia Roll{2D8) Units "
13 No reinforcemeants -
4 Elemants from Swift's Battalian,

11th Benjamin Regulars

Battalion Headquarters  L3-VT—{8)

M2-RG{17)  L2-VT={5)
M2-RGH{17) L2-VT-{5)
M4-RG—{10)
58 Elemants from Sharon's Battalion,
| 17th Benjamin Regulars
H3-VT-{16}
H3-VT-{16)
M3-VT—{14)
7= Air Squadron, 11th Benjamin Regulars
Hi-RG={14)
*L2-AG—{8)B30
10 Gonen’s Battalion, 17th Banjamin Regulars
Battalion Headquarters = A3-EL—{20)Exira 'Mech
l H4-EL—{23) H4-VT-{23) M3-VT—{14)*
H5-EL~(20) H5-RG-{20)** M4—-RG—(10}
H1-EL=(21) Ma=VT={10)
11-12 De Alba's Battalion, 11th Banjamin Regulars

Battalion Headquarters  M4—EL—{10)ECM/+2Am

M3I-GR{14)JECM L2-VT{5)ECM L4-VT{S)ECM

M3-RG—{14)ECM L3-GR-{EJECM L2-GR-(5)ECMESR

M5-GR-{B)ECM  L3-AG-(BJECM  L1-RG-{8)

*Step one loss

“*Stap two loss

I Special Rules

NightFighting

The 12th Vegans attacked on a moonless night. To simulate

night fighting, use the following rules.

ESRA range is reduced from five hexes to two haxes. Units

with +2 ESR ability may detect enemy units out to three hexes.

Light Woods block line-of-sight just as Heavy Woods do.

Light buildings hide ‘Mechs as other buildings do.

All ranged combat has an additional -2 column shift modifier.

Darkness has no effect on close combat.

Subtract 1 from the result on all disruption rolls.

Victory Conditions

Standard victory conditions apply with the following addi-

tions.
| The Davion player receives the full victory point total for every

Davion unit he moves off the north edge of the map. These units

are assumed o attack the “soft targets” of the Benjamin Regulars’

RBG.

The game is over when either all Davion units have exited the

north edge of the map, or when, at the end of the Kurita player's

Attack Phase, the 12th Vegan Rangers' total losses exceed 15 air

and/or ground units. Davion units that exit off the board do not

apply toward this total.
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THEFINAL PUSH
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[NOTE: The following three scenarios can be linked together to
form a single, unbroken chain of battles. Units in the first scenario
will appear in the second and third scenarios as well.]

The Raman DMM regiment died fighting. All three battalions
stubbornly battled overwhelming forces before being destroyed.

This scenario pits the ragged remains of the Raman DMM
against the entire 15t Amphigean Light Assault Group. Although
the odds are in favor of the Amphigeans, the more damage that
the Raman DMM inflicts on the Kurita regiment, the easier it will
be for the 12th Vegan Rangers to win the next scenario.

Because victory points gained in this scenario can be used to
buy troops in the next battle, a decisive victory by the Amphigeans
can strengthen their position in the next scenario.

GAMESET-UP

Deployment

Lay out the BattleForce maps as shownin the diagram. The
Davion player sets up first and moves second. The Kurita player
does not set up his froops on the board; they will drop from the sky.
The Kurita player moves first, following all the rules of dropping.
He may drop some, none, or all his troops every tum.

House Davion

Finnegan's Battalion, Raman Draconis March Militia

Battalion Headquarters ~ M3-VT—{14)™"

M2-RG—(17) L4-AG—{5)ESR L2-RG—{5)ESR

Mi-VT—{18)*  L3-GR-{6)"*" M3-RG—(14)
Ms-GR-(8)™"

MacNeill's Battalion, Raman Draconis March Militia
Battalion Headquarters =~ H5-VT—{20) .
L3-GR-(6) L2-RG-{5) M5-RG—{BJESH
L3-GR—{B) L3-GR-{5) M4-GR—{10)ESR
L5-GR-~{6) L4-GR—{B)" L1-GR-(8)ESR

Air Squadron
*L2—RG—(8)B30
*L2-RG—{8)B30

House Kurita

1st Amphigean Light Assault Group
Regimental BattleGroup  Rocket Company
A2-EL—{25)ECM H1-VT—{21)
A1-EL—(23)ECM H1-VT—21)
A3—EL—(20)ECM H1-¥T—{21)

Ophiuchus's Battalion

Battalion Headquarters ~ HS—EL—-{20)ECM
A1-VT—{23)ECM H3-EL-{16)ECM M2-EL{17)
H4-VT—{23)ECM M3-VT-{14)ECM ME—EL-(16)
H4-VT—{23)ECM M4-VT—{10JESR L3-VT—{6)ESR

Pollux's Battalion

Battalion Headquarters ~ H2-EL—{18)ECM
A3—EL—(20)ECM M2-VT-{17) M4-EL—{10)ESR
H2-VT—{1B)ECM ME—RG—{16) M5—EL—{B)ESR
H5-VT—{20)ECM L2-AG5)ESR L2-EL-{5)ESR

Themistocles' Battalion
Battalion Headquarters
H4-EL—{23)ECM
A2-EL—{25)ECM

Ho-EL—(18)  M1-ELH{18)  M2-RG-(17)
H5-VT—20)  Mi-VT—(18)  L4-EL—(S)ESR

*Step one loss
**Stap two loss

“*Stap three loss
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SCENARIO|

Victory Conditions

For playing the linked scenarios, the standard victory condi-
tions apply. All victory points gained by the Amphigeans can be
applied to buy units from the 2nd Amphigean Group for the next
scenario.

For playing the scenario by itself, there are two different ways
to balance the victory conditions. The first way is to multiply the
Davion player’s victory points by 4, and then use the standard
Victory Point Table. The second method is to add up the victory
points normally and use the following table to determine victory:

FINALPUSH VICTORYPOINTTABLE

+177 to +150 Decisive Kurita victory
+149 to +125 Major Kurita victory
+124 1o +100 Minor Kurita victory
+89 10 +25 Draw
+24 to +0 Minor Davion victory -
=01 to-10 Major Davion victory
-1110-50 Decisive Davion victory

-~
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TITTE
The 12th Vegan Rangers had one chance io crush the House Davion

Amphigeans, and the Kurita forces had one chance to break the 12th Vegan Rangers

Davion line and take the Star League storehouse. These two aims Regimental BattleGroup

came together in this scenario. It was a bitter affair, with both
commanders grasping for every advantage they could find. Inthe
end, the battle was a draw. The Amphigeans could not break
through, and the Rangers lost their chance to destroy the Am-

phigeans.
GAMESET-UP

Deployment

Lay out BattleForce maps as shown in the diagram. The
Kurita player places his units first and anywhere on the western
mapsheet. The Davion player places his units second and any-
where on the eastern mapsheet. The Davion player has the
initiative.

If the players are playing a linked scenario, the Kurita player
receives only the surviving Amphigean units from the first game.
Six of these lances must be set aside (as they are on the flank of
the Amphigeans) and will appear later in the scenario. From now
on, these troops will be referred 1o as the Flanking Lances.

if playing this scenario by itself, the Kurita player uses the
troop designations below:

A1-EL—(23)ECM/+2Arm"*

H5—EL—{20)ECM/+2Fp

Air Squadron

*H2-EL{24)} *H2—EL—{24)"

*M2-EL—{15)  *M2-VT-{15)

*L2-EL~{(B} "L2-VT-(8) ~

Bragg's Battalion

Battalion Headquarters ~ H3-EL—{16)ECM

A1-EL—{23)ECM  H1-EL—~21)ECM MBE-VT—{16)ECM

A3-EL-{20)ECM M1-VT-{18)ECM Me-VT—{16)ECM
M2-RG—{17)ECM

McCullough's Battalion

Battalion Headquarters  H3-EL—{16)AEP

H5-RG—{20)ECM H5-VT-{20)ECM  L3-VT—{E)ESRH

H2-EL—{18)ECM  L4-RG—{5)ECM M5-RG—{B)ESR

H2-EL—-{18)ECM  L4-RG-{5)ECM/ESH

Hover Recovery Company Tracked Company

Ve-VT—{BJESR V3-EL(16)

VE6-RG~(8) V4-VT-{13)

V6-RG8) V5-VT—(9)

Stragglers from various units

L2-RG5)

L3-RG—{(6)

M3-RG-{14)

Off-Board Artillery (See ScenarioOne, Charge of the Hussars)

Ar2-RG—(30)

Ar2-RG—H30)

Ar2-VT—(30)
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h

House Kurlta (forunlinked scenario only)

1st Amphigean Light Assault Group

Regimental BattleGroup

A1-EL—23)ECM*  H1-VT—(21)

H1-VT—(21)

A3-EL—(20)ECM H1-VT—(21)

Ophiuchus's Battalion

Battalion Headquarters =~ H5—EL—{20)ECM

A1-VT—{23)ECM H3-EL-{16)ECM

M2-EL—(17) I

H4=-VT-(23)ECM* M3-VT-{14)ECM**  MB-EL—{16)

Pollux’s Battalion

Battalion Headguarters ~ H2-EL—{18)ECM

A3-EL—{(20)ECM M2-VT—(17) M4-EL—(10)ESR

H2-VT—(18)ECM M5-EL—(B)ESR" E

H5-VT-(20)ECM

Themistocles' Battalion

Battalion Headguarters =~ H4-EL—(23)ECM

A2-EL—{25)ECM
ME—HG-{1 ?}tl‘i

H2-EL{18)

M1-VT—{18)

H5-VT—(20)

M1-EL—{18)
M6-RG—{16)
H3-VT—(16) g

*Step one loss

**Step two loss
***Step threa loss I

Special Aules
Kurita Reinforcements

When playing this scenario on its own, the Kurita player rolls
for reinforcements normally on the Reinforcements Table. After a
group of reinforcements have appeared, a die roll yielding the
same result brings in no reinforcements. Both Chaldrean's and
Saxion's Battalions belong to the 2nd Amphigean Light Assault
Group; refertothe Amphigean Light Assault Group section of
the BattleForce Values chapter for the nits to be brought into
play. The Flanking Lances are as follows: ™

M4-VT—(10)ESR/ECM
L3-VT{BJESR
L2-RG—{5)ESR
L2-RG—{5)ESR
L2-RG—{5)ESR
L4—EL—(5)ESR

All reinforcements must appear on the western map edge.

When playing this scenario finked, the Kurita player has the
option of buying reinforcements when he rolls a reinforcements
result on the Reinforcements Table. (However, he does not have
to purchase the Flanking Lances.) For example, if he rollsa 12 on
the table, he has the option of purchasing units from the 2nd
Amphigean’s Saxion's Battalion. To buy units, the Kurita player
expends any amount of victory points he has accumulated during
the previous scenario. In addition, he may spend an additional
100 victory points to purchase units, but the amount spent is
subtracted from this total at the end of this scenario.

After a group of reinforcements have appeared, the Kurita
player may not purchase any more units from that battalion even
it he rolls the same result. Again, all reinforcements enter the map
on the western edge.

REINFORCEMENTSTABLE
DieRoll{2DE) Units

2= No Reinforcements
56 Flanking Lances

7-10 No Reinforcements
11 Chaldrean’s Battalion
12 Saxton’s Battalion

VICTORY CONDITIONS

Standard victory conditions apply with these additions.

If the Kurita player is not playing a linked scenario, every
Kurita ground unit moved off the east edge of the map counts
toward his victory point total.

lfthe Kurita player is playing the linked scenarios, each Kurita
ground unit moved off the east edge of the map is saved and may
be used in the last scenario.

The scenario Is over either when all Kurita units move off the
east edge of the map or when, at the end of the Kurita or Davion
Attack Phase, the total number of Davion or Kurita lances de-
siroyed exceeds 20,
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The Sword of Light battalion's raid on the Star League House Davion

storehouse was a complete success, but the Amphigeans’ failure Johnston's Battalion, 12th Vegan Rangers

to break through the Davion line sealed the commandos’ doom. Battalion Headquarters ~ M6—EL—{16)ESR

Outnumbered three to one, they fought valiantly but hopelessly A3-EL—{20) H5-VT—(20) M4—VT—{10)AEP/ESR

against the Davion forces. H2-EL—{18) H5-VT—{20) M4—VT—{10)ESR
If the Amphigeans had broken through, however, the Davion H4-EL—(23)

forces might have been forced to concede the warehouse 1o
Kurita.

GAMESET-UP

Deployment

Lay out the BattleForce maps as show in the diagram. The
Kurita player places his troops first and anywhere on the map. In
Hex 1817 of the northern map, place an Overford DropShip
counter: this represents the entrance to the real Star League
warehouse.

After the Kurita player is finished placing his units, the Davion
player may place his units on any edge hex on the four sides of the
map.
The Davion player has the initiative during this scenario.

oTTGeoeaes Ceavs I as et
nalala

8. C20%0 o%e
Se8e®: e cge

o }
e 0e0e8y . 8g0a8 " 80 e
e atr - 2atat Patasi

Jenkins's Battalion, Bremond DMM

Battalion Headquarters ~ M5-RG—{(8)

A1-EL—23) H1-VT—{21) M3-RG—{14)

A2-VT-{25) Mi1-RG—{18) M4-RG—{10)

H2-VT-{18) M1-RG—{18) H3-RG—(16)

22nd Special Air Squadron

*H1-EL—{14)  "M2-EL—{15)

*H1-EL—(14)  ‘L2-EL~(B)B15

*H2-EL—(24) *L2-VT—{8)B15

Artillery Spotters

V4-RG—13)

V3-RG—(16)

Va-VT-(2)ESR

v8-RG—(2)ESA

Off-Board Artillery (See Off-Board Artillery section under

Charge of the Hussars) ]

Ar2-RG—{30)

Ar2-RG—(30)

Ar2-RG—(30)

House Kurita

Kismet Battalion, 7th Sword of Light

Battalion Headquarters  A2-EL—(25)ECM/+2Fp
A3-EL—{23)ECM/+2Fp

H4-EL—(23)ECM H2-EL—(18)ECM M2-EL—(17)ESR

H5-EL—{20)ECM  H4-EL—(23)ECM M4-EL—{10)ESR/AEP

H1-EL—(21)ECM H1-EL—(21)ECM L1-EL—{8)ESR
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SCENARIOIII

Special Rules
StarLeague Storehouse

Treat the DropShip counter as a Hardened Building.
Rsinforcements '

Reinforcements are available only when playing the linked
scenarios.

If the Kurita player exited any Amphigean units off the sast
side of the board during the previous scenario, he may add these
units to the Sword of Light's defense.

The Davion player may buy additional lances from the
Bremond DMM (see Bremond Draconis March Militia sectionof
the BattleForce Values chapter), using victory points gained
during the first scenarios. In addition, the Davion player may
spend an additional 100 victory points to buy troops, but the
amount spant is subtracted from his total at the end of this
scenario. All reinforcements enter during the first turn with the rest
of the Davion forces.
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Vietary Conditions

Standard victory conditions apply with one addition: At the
end of the scenario, whoever has a ground unit in the Star League
warehouse gains a bonus of 50 victory points.

If playing the linked scenarios, add up the victory points for all
three battles, subtract any points spent during the course of the
play, and then compare the two numbers normally.

The game is over when all the Kurita or Davion forces are
destroyed. '
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The Galtor Campaign

The inhabitants of Galtor, a sleepy little planet on the Davion/Kurita border, had nothing to
interest their neighboring superpowers. Nevertheless, the manipulations of Hanse "The Fox"
Davion and the bitter rivalry of two Kurita Military District Commanders engulfed Galtor in one of the
largest battles in recent memory.

Davion planned to lure a couple Kurita regiments onto Galtor with rumors of a newly
discovered Star League storehouse and then ambush the Kurita forces with his own secret
reinforcements. Everything went according to plan until five regiments landed and Davion
engineers discovered a real Star League installation. Soon Davion units were fighting for their
very existence.

This BattleForce scenario set includes a detailed history of the three-month campaign, orders
of battle for the units involved and eight scenarios that recreate the pivotal battles.
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Amphigean Light Assault Group

Galedon Regulars Draconis March Militia

ANOTHER SCAN FROM
The Dragon Princess
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