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{INTRODUC

The Endami Light Horse. Hansen's Roughnders.. Wolf's
Dragoons.. In the age of BattleMech warlare, these mercenary
units and others like them spearhead the battle forces of ihe
Great Houses. As the Succession Wars rage across the
crumbling remnants of the Star League, if is this new
bread of condoftier 1hat dominates the baftiefields
of hundreds of distant worlds

As a supplement for MechWarrler, The Mercenary's
Handbook axamines the role of mercenary soldwers and
units in the BATTLETECH environmant. It examines
the composition, economics, and employment of mer-
cenary MachWarmors
and provides
gamers with combat
rules for runming large-
scale campaigns easily. The
rules on expenses, coniracts.
treachary, and House policses also
allow player characiers 1o roleplay every
aspact of marcanary life.

Players may use these rules in several differ-
ent ways, If desired, each can create a mercenary unit
leader, who is responsible lor all aspects of business,
negaotiations, and command. In this case, the game
becomes a framework for compettion rather than
cooperation. While soma of these units may work
tor the same House, others could oppose one
another. The gamemasier's job is lo creata cam-
paign siluations that invohee each mercenary
unit, with every player handling the economics
negotiations, and strategic decisions of his own
unit. This can lead to an imeresting and un-
usual form of rofeplaying.

It the player characters are all part of the same
mercenary unit, they may share the umit's dulies and
responsibilities. For example, a group of six playar
characters might form the leadership of a ‘Mech battalion.
One player character is the Banalion Commander, three
are Company Commandears, another commands the air
and space-going elements of the unit, and the sixth is the
Battalion's Executive Officer, In addition to handling the
expenses of his own command, each would also control
his units during combat. The Exec consalidates unit ex-
penses, manages inelligence duties, worries about liai-
son with employers, and recruits hirelings as well as com-
manding elemeants in the field when the need anises. As the
final arbiter for planning and executing campaigns, the CO
negotiates contracts and makes political decisions. Other
dnisions of responsibility are also possibile.

As the MechWarrior rules state, a player may fill many
roles at once, Each player could roleplay one or mare Mech-
Warriors, AeroSpace Fighter Pilots, lechnicians, and merce-
nary unit commanders. Of course, a players characters do not
all have to serve the same outfit; they could be members ol
rival units. Howewver, the gamemaster should not allew such
units 1o combat each other, as even the most schizo-
phrenic player would be hard-pressed o fight on both sides
of a battie

To sum up, The Merce-
nary's Handbook is a set of
guidelines that des-

cribe the business
of Mech warfare.
Gamemasters and
players should use
this material to augment, not 1o replace, the material
found in MechWarrior. There is no need 1o use every
rule given here and no requirement that players apply
these rules exactly as written. Combine the cam

paign rules in this ook with the BattleTech
series of games to set the stage for vanious
clashes of arms. As a game of imagina-
fion and entertainment, Mech-
Warrior's primary rule is. Thou shah
have fun. Use this book in that

spirit

SUMMARY OF CONTENTS
The Mercenary's Handbook is split
into three parts. The first chaplers dis
ClUss vanous aspects ol meroenary life in
the year 3025 s In the latler chaplers are
pamea rules and systamas for roleplaying the
teatures of mercenary life. The appendix
contains descriptions of three mercenary
units.

Tha"Ellmk Widow Campﬂn-,-

Any discussion of maercenary
forces must begin by examining the
Various 'rypeam lleroenar'f Units. In-
cluded is a history of mercenary use in
the BATTLETECH universe, as well as
descriptions of the subgroups in a unit.
The Business of War describes how MechWar
ror sobdiers of fortune ply their trade, Mercenaries fight
strictly for profit, which is calculated after meeting all
thew expenses. In tum, these expenses dictale how
much they must charge employers and also datammine
the unil's success as a business venture, which is often
mofe iImpoanant than success in battla
A mercenary unit eams money by negobiating and ful-
filling business agreements with an employer. Thase Con-
tracts spell out the details of a umt's purpose, payment, and
the rights and duties of that unit while serving
The Arl of War chapier helps players and gamemasiers
understand the mercenary brand of military science. Winning
a wictory with minimal loss of equipment, manpower, or sup-
plies is a mercenary’s highest goal. Maneuver, good gen-
eralship, and the bloodless occupation of strategic posi-
tians are all far mofe iImpanant than costly battkes. As a
resull, mercenary warfare has become stylized and often
iNConChusive.
The next chapler, Mercenary Concerns, discusses
the various Successor States attitudes foward merce-
naries. Employers are not aiways wise enough to live up o
their commitments, and Ireachery (by both employers and
mercenaries) is an an as often practiced as it is condemned.

5



Creating a Mercenary Unit
provides a streamlined system
for creating large mercenary
units. Subseguent chaplers’
game systems for determining
operating  expenses, ©on-
tracts, missions, and combat
campaigns are based on this
wnit creation system.

Gamemasters can usa the
rules in The Cost of Living to
compute expenses for a merce-
nary unit. Salaries, mainten-
ance costs, overhead, and ransgort fees are all considerad.

In the Creating Contracls chapler. 8 gamemaster will find
several hints for generating confracts. Included is a sample con-
tract, though the gamemaster is encouraged lo creale his own,

Campaign Systems presenis two methods to abstractly deler-
mine the nature and culcome of any campaign thal may occur
during the mercenaries’ mission. Because the two sysiems are
maant to be used as a backdrop o a MechWarrior mercenary
campaign, the gamemaster should fill in any necessary details.

The 12th Star Guards

Tricks of the Trade contains rules for roleplaying both em-
ployer and mercenary betrayals. Also covered are modifiers that
influence a unit's reputation.

Selected Mercenary Units contains fables of organization,
brief histones, personnel rosters, and descriptions of three mer-
cenary units: the Eridani Light Hourse, the Waco Rangers, and
Wilson's Hussars. At the end of this chapter are blank forms for
the players 1o lizt the organization of their unit, the unit's monthly
costs, and their terms of employment,




With warfare an accepied pan of evenyday fife and compet-
tion rife between Greal Houses, Minor Houses, Periphery war-
lorols, Bandil Kings, mercantile combings, and anyone &lse with
the money and motivation fo make a play for resources or power,
the profession of arms reached new hefghts of respect and
importance. The hmited availability of war machines and frained
man left evary interested parly in known space scrambiing to find
capable soldiers and ‘Mechs. A professwonal wuni with a good
repulation was in the enviable situation of the proverbial man with
& better mouselrap. Was it any wonder that mercenary troops
became a staple of the Successor States?

—From Linder Four Flags: My Life as a Mercenary,

by Major Charlene Fellowes. New Avalon Press, 3022

A mercenary is a soldier who fights purely for monatary gain,
selling his fighting skills 1o the highest bidder. Because he cares
nathing for the political, religious, economic, or philosophical
causes at stake, the mercenary s often despised, and rarely
given credil for his falents or abiliies. Despite all this, the
services of the hireling soldier are almaost always in demand.

The Succession Wars ara is the ideal setting for mercenary
operations. As there are no dramatic causes or sweeping prin-
ciples of right and wrong among potential employers, merce-
naries can offer their serices to the highest bidder, untroubled
by conscience. The aven balance of power and the era's social,
economic, and political stagnation only add to the mercenary's
sense of security. No Successor State |5 likely to upsel this
balance of power by winning decisively over the other four (which
could put the mercenary on the 'wiong' side and thus end his
lucrative career). Furthermore, falented soldiers and military
hardware are both in such shon supply that mercenaries play a
vital robe in this age of continuous combal.

THE HISTORY OF BATTLEMECH
MERCENARIES
The day of the Guardian is over; well laave the day of the
jackal fo you,
—Calonal lilya Ivagvitch,
Chief of Staff 10 General Keransky, 2784

Belore Aleksandr Kerensky disappeared into the Periphery
with three-guarters of the Regular Army in 2784, the Star League
military was a pillar of peace and prosperity, 8 bastion against the
rising tide of chaos. Mercenaries were nol yel common, because
the: Regular Army was too strong 1o need them and its occasional
opponenis were oo weak o aftract professionals. (Even for
money, mercenaries are not particularly interested in fighting for
a last cause. )

The increasing independence and arrogance of the Council
Lords accelerated the League's breakdown. Though each ex-
panded his household units. no one Lord could overpower the
Reqular Army (as Kerensky's campaign against Stefan the
Usurper proved). Where military action failed, the Council Lords
still had political action and economic realities as weapons, how-
ever, Kerensky, meanwhile, was unable or unwilling fo reinforce
his rmilitary victory by imposing his will an the Council, Thaugh
remnants of Stefan's army were the first major mercenary forma-

fions 1o appear at this time,
these hired troops would have
slood litle chance against
Kerensky's forces in bafike,

Across a gult of wo and a

hall centuries, it is hard to
understand why Aleksandr
Kerensky gave his faieful exodus order Given the total collapze
of cooperation among the Council Lords and the guality and
reputation of the League Regulars, it would have been easy for
hirn to become a second McKenna. exploiting the disunity of the
Greal Houses to esiablish an empire of his own. Alternatively,
Kerensky could have thrown his weighl behind any of the five
House's claimz to supremacy. All he needed do was choose
between the roles of kingmaker or warlord. Insiead, he vanished
forever.
Evidently, Kerensky did not wish to repeal the bloodbath of
his campaigns apgainst Stefan Amaris. By failing to use his
veterans o impose a single government, he condemned the
worlds he left behind to 250 years of almost continuous war, 11 is
a testimony to Kerensky's charisma and leadership that nearly
three-fourths of the Regular Army chose to follow him into the
unknowr.

Lacking a Kerenshy to lead tham and a cause o inspire them,
the remaining Regulars guickly drifted to the most conveniont
Houses, where they offered their sarvices. These ware not the
beaten remnants of a usurper's army or the untrained scrapings
of Periphery worlds, however. Mercenary units that evolved from
the Reguiar Army had the finest training, the best equipment, and
the most extensive experience of any MechWarriors in the field
Mercenary groups also came out of former House unds, but it
was the former officers and fighting men of the Regular Army who
esiablished the first-rank military formations.

Formed shorlly afler Kerensky's exodus, the mercenary
Eridani Light Horse is a prime example. It is, in facl, cne of the
few units that has survived intact from the days of Aleksandr
Kerensky into the presemt ara. This iz a notable achevement
because batlle losses, betrayal by enemies and treacherous
employers alike, attrition of equipment and 'Mechs, and the ever-
present specter of economic ruin all eventually take thelr 1ol on
many mercenary units. Older units often disappear. becoming
absorbed ino an employer's House units or forced 1o join with
other marcenaries

Twao and a half centuries of constant warfare have created a
more than adequate supply of MechWarriors willing to sell their
skills to warlords. Indeed, increasing numbers of regular units
have entered mercenary Iile, driven by ambition, discontent, and
fear of reprisals. Regiments like the 2151 Centauri Lancers and
Hansen's Roughriders typify this new breed of mercenary, both
having begun as House troops that rebelled against their Lords.
Once the ties are severad, a strong unit with 2 good repuiation
can seek employment fram any of the other Houses or kingdoms
To counter this trend, House leaders often break up especially
good units in an effort 1o remove popular and influential officers
Paradoxically, this reaction tends o reinforce the grigvances
that stanted the trend toward desertion in the firs! place.

McGes's Cutthroatls




Though glamorous, mearce-
nary units have a high rate of
fallure. Because of the in
creasingly stylized conven-
tions of warfare, battle losses
are nol the major reason for
such failures. Economics is a
more common culprt, some-
times linked with the pitfalls of
dealing with untrustworihy or
rapacious employers. As in
any business, profit is the key
fo sSuccess as a mercenary
commander. and the unit whose expenses excead ils income
cannot survive. More mercenary units have fallen apart due to
monetary problems than ever fell 1o enemy action

The collapse of a mercenary unit genarally leaves its soldiers
free to form or seek out another unit. Some are absorbed into a
Lord's Household troops, while others enfer new mercenary
outfils, Someatimes, a lance with particularly close ties will remain
together atter the rest of the unit has broken up. Only as a last
resorl will a mercenary MechWarrior give up his machine,
however., The breakup of a mercenary wnil does allow a com-
mander 10 get out of his financial obligations by selling spare
parts, booty, and confracts to anyone inlerested in laking
advantage of the unit's collapse. It anly a handful of mercenary
commanders achieve real success, therr good fortune will
invariably persuade a hast of athers to follow their example.

TYPES OF MERCENARY UNITS
Victery depends
upon the proper use
of combined amms
— [ght, medium,
heavy, asszaull, air,
infantry, and fhe
rest. Varlety Is the
spice of baltie.

Woif's Dragoons

—{aptain Malasha
Kerensky Wolf's

Dragoons

To assume that
all  military forces
are the same ig-
nores the basics of
wartare. Mo single
type of unit can do
everything well
Even if one con-
siders infantry and armmor troops to be virtually obsolete, there is
still @ wide variety of specialized units in service among the
Successor States

BattleMech mercenaries may take a variety of forms: from old-
fashioned fool =soldiers 10 heavy ‘Mech pilets 10 suppor
personnel, A unit's fype determines s capabilties, and a
mercanary commandear forges a worthwhile band through a proper
balance of types and capabiliies. Each unit can be classified as
ane of the following

INFANTRY

Conventional infantry forces, armed with projectile, laser, o
rocket weapons, are hard-pressed to survive in a direct con-
frontation with ‘Mechs. Nonetheless, infantry unils are capable of
many operations difficult tor ‘Mechs, such as garnson, secunty,
riol confrol, or a purely defensive role in lerrain that reduces
'Mech effectiveness. Even though footsloggers are far beneath
the notice of lordly MechWarriors, few House armies ignore the
usefulness of infantry. Some mercenary leaders have incorpor-
ated infantry auxiliaries into thair units.

JUMP INFANTRY

The difference between ordinary infantry and jump infantry is
jump packs, which provide wastly increased mability. Jump
infantry is expensive 1o equip and field, but such units generally
serve an elite role. In addition to normal infaniry duties, they are
extremnaly usaful for recon purposes. Superior mobility and the
ability to carry heawier weapons (mounted on their jump packs)
give jump infantry a higher survival record in the figld, and make
them somewhat more effective than their grounded brethren in
anti-‘Mech fighting

MOTORIZED INFANTRY

Regular infantry unite provided with transport wehicles
iskimmers, jeeps. heavy transports, and 5o on) are known as
motorized infantry forces. Although more mobile than ordinary
infaniry, melorized infantry units are expensive to equip and
maintain, and thus are rarely used. Generally, regular infaniry
wark as a relatively static battle arm for defensive or rear-line
roles only. Motonzed infaniry units operate on wealthy, high-
population worlds where troops must be shifted on the ground
quickly, or in outfits thal perceive intantry 1o be the best means
of securing a conquered area.

LIGHT ARMOR

Tanks provide a cheap and sometimes effective alternative
1o ‘Mechs. As tank production is still fully within the capabilitias
of the Successor States, armored units often absorb some of the
combal duties that usually fail to 'Mechs

Light-armored vehicles (50 tons or less) are used primarily as
recon of direct suppar for infantry. They fight ‘Meachs only as a
last resort. Fancying themselves the cavaliers of the Succession
Warz, some light armor scouling units adop! flashy uniforms,
swaggering demeanors, and a devil-may-care allilude, on the
assumption that their skill and courage is supenor o that of the
glamorous MechWarriors. As they lack the high-lech prolecton
of & 'Mech, there might be some justification for their claims

HEAVY ARMOR

Any tank larger than 50 tons is classified as a heavy tank
Seme armchair theorists have argued that a strong tank s
suparior to a 'Mech in every way, but this kea has never been
proved in battle. Heavy armor stiffens ‘Mech lorces or operales
where '‘Mech opposition iz not expected. A clever tachcian can
use heavy armor (o gain 3 lemporary advaniage over ‘Mech
forces, as Colonel Ramon Esteban of the Free Company of New
Madrid proved, At the Bafile of Calders Ridge. Esteban
camouflaged two companies of heavy armor in static positions
and ambushed a column of Steiner ‘Mechs, routing the formation
while receiving only light casualties. In an open or mobile
confrontation, however, heavy tanks are tar less ikely to stand
up to a well-handied "Mech
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ARTILLERY

Associated with the other ‘conwentional’ arms (infantry and
armeor), artillery units have limited usefulness to a mercenary
outfit. Artillery units can perlorm few functions thal more mobile
elements cannot handle equally well. However, units orienled
toward static operations (particularly those delending key
positions or bombarding enemy strongpoints) often find artillery a
worthwhile investment, Many outfits who often invade planeis
find one or two lances of artillery useful lor defending landing
zones or advanced base camps. Arfillery often defends strategic
positions approaching a garrisoned locale; a quick bombardment
at the proper moment can biunlt a determined attack

SCOUTs

Mosl mercenary unils employ scouls, covert operatives who
do everything from reconnaissance to sabotage and assassina-
fion. Scouts count for litthe in battie, bul they are usetul in almost
every other phase of a campaign. A unit neads few scouls; a
ratic of one scout 1o a lance or platoon is considered unusually
high. However, a few mercenary leaders have assembled fairly
large units cheefly composed of scouts.

LIGHT '"MECH

‘Mech units are the most important fighting forces on the
battlefield. Light ‘Mechs (0-39 tons) operale mosily in mobila
raids or pursuil, where speed and agility are preferred to heavy
armament. A few highly successiul regiments consist almost
axclusively ot ligh! raiding 'Mechs. About 30 percent of all
existing ‘Mechs are light ‘Mechs.

MEDIUM ‘MECH

The medium-sized BattieMech (40-59 fons) is a compromise
of speed and firepower and is probably the most versatile war
maching available. The medium ‘Mech accounts for 40 percent of
all existing ‘Mechs and is encountered in a wider variety of
functions than any othar type of 'Mach.

HEAVY "MECH

Al BO-T9 tons. heavy ‘Mechs are powerful war machines
designed for siriking power and endurance. About 20 percent of
existing ‘Mechs are heavy. Heavy 'Mech designs discard spead
and agility 1o make a war machine that can stand up 1o battie
conditions. These units form the mainstay of standard ‘Mech
fighting lorces.

ASSAULT 'MECH

Approximately 10 percent of existing "Mechs are considered
assault ‘Mechs. which weigh 80 tons or more. Thay have aven
more armor than a heavy 'Mech, and, though they usually have
fewer weapons than a heavy ‘Mech, theirs are more powerful.
Howevar, an assault ‘Mech cannol explol a wictory effectively
because its pursuit speed is low. Once engaged in battke, it has a
great deal of difficulty disengaging.

LAND-AIR 'MECH

The peak of 'Mech technology is the LAM. which can be
converted from “Mech to intermediale Air-‘Meach lo AeroSpace
Fighter. The LAM is a paricularly successful hybrid thal is the
ultimate in versatility. unfortunately, they are scarce, expensive,
and comparatvely delicate. Damage fo conversion syslems
rapidly efiminates fthe advantages that LAMs enjoy in battle. It
lakes a wealthy mercenary of the resources of a Successor Lord
to support even a handful of LAMs for any length of time

AEROSPACE FIGHTER

Fighters cover the ap-
proach and deploymen of
troops from deep space 1o
almosphere. Afterward, they
provide air support to troops
on the ground. AeroSpace
Fighter Pilots perform recon,
strafing, bombing, and air supe-
riority missions, and regard
their part as equal, il nol
superior, to that played by
MechWarriors. Though the rivalry between the two services is
well-known, each is importani. Even the most ‘Mech-oriented
mercanary leader is reluctant to omit an aerospace elemant from
his organization.

AIRCRAFT

Conventional fighter-bomber craft are rare among mercenary
forces. Limited fo in-atmosphere use only, aircraft are inferior 1o
AeroSpace Fighters. Moreover, they must be adjusted when
used in different atmospheres, and so combal troops who ane
ragularly assigned to new stations have litthe use for them. Only
local forces or the occasional unit assigned to long-term garrison
duty are fikaly to employ conventional fighter and bomber air-
crafl. Few mercenary commands employ a permanent air wing.

Tha 4th Tau Cati Rangers

AIRMOBILE

Conventional airmobile units are transpart aircraft (including
helicopters, planes, jets, and so forth) attached to infantry, jump
infantry, or an occasional scout unit. Again, these are rarely
found in the service of mercenary or fromi-line House troops for
the reasons cited abovea.

DROPSHIPS

Combal formations ara truly self-sufficient when they have
their own DropShips for interplanelary transport and assault
dufies, Otherwise, units are forced 1o rely on commercial trans-
port {expensive) or the goodwill of an employer (risky) for deploy-
ment and pickup. Whenever possible, mercenaries will acquire
DropShips capable of transporting their entire organization.

JUMPSHIPS

Just as DropShips are essential 10 interplanetary operations,
JumpShips are the kay to interstellar transport. The lack of such
ships hampers the mercenary's freedom of action, bul. as
JumpShips are rare, most marcenary groups must rely on outside
sources of inlerstellar ransportation. In fact, some employers
(notably Kurita and saveral of the Bandit Kings of the Periphery)
actually prefer fo hire mercenaries who lack JumpShips, believ-
ing these troops less likely to switch sides or desert because
they raly on their employer for movement. logistical support, and
a secure line of retreat.

SUPPORT

All mercenary unils need technical personnal, including
laborers, engineers, and supply and transport personnai, 1o main-
tain thair troops in the field. The size and composition of these
support formations depend upon the type of unit they back up.
‘Mechs need a great deal of support; infantry neads much lezs,




UNIT ORGANIZATION
Orne "Mech lance can beal
ang mob, [arge or small, any
fime.
—Dr. Shindu Banzai,
Fundamentals of Mitary
Scilence,
Lecture at the New Avalon
Institule of Science. 3017

Though the size and com-
mand structure of milfary units
may wvary, their orgamization
has bacome standard by the 3151 century

The Eridani Light Horse

SQUAD

A sguad is a group of seven men (infantry, arfillery men, or
scouts) or any one vehicle, aircrafl, spacecrafi, or ‘Mech. In
motarized and airmobila units, a squad consists of up fo ten men
(which includes vehicle drivers and gunners) and the vehicle or
vehicles required to transport them. Scout squads generally num-
ber from one 10 threae men

LANCE/PLATOON

A lance consists of four non-infantry squads. Although four
‘Mechs, vehicles, or other subgroups are the opfimum size for a
lance, this number iz frequently unobtainable, as at least ane
group is usually in for repair. An aerospace lance and an aircraft
lance each contain only two craft. A platoon consists of four
irfantry squads.

COMPANY

Threse lances or platoons form one company. Al the company
level, combined arms become important. Thus, a ‘Mech company
might have a light 'Mech lance, two iances of mediom and haavy
‘Mechs, and an attached air lance of AgroSpace Fighters. Qther
combinations are also possible

BATTALION
The battalion is a mixed force that consists of three
companies, often having a mixed character. For example,

Cameron's Highlanders is a mercenary battalion consisting of two
companies of combatant 'Mechs (each with one light lance, two
madium lances, and one heavy lance of ‘Mechs). one company of
AeroSpace Fighters, and one company of jump infantry, The
typical battalion also contains an HQ lance, usually mounted on
vehicles or ‘Mechs, and includes the Battalion Commander and
his staff

i
o

REGIMENT -4

The largest standard formation of any Successor State arrn',r."L
a regimant consists of three combat battalions and an HO com-
pany. As with the smaller units, the composition of independent

battalions and companies varies widely HRegiments can he"‘_' L

grouped into higher formations: brigades, legions, cohorts,

of these formations aven within the forces of a single Housea.

divisions, strike teams, and so on. There is litthe standardization :,?
a5 -

COMBATANTS AND NONCOMBATANTS

Combatanis include infantry, armor, ‘Mech, artillery, air, and
aesrospace forces, while support personnel, DropShips, and
JumpShips are considered noncombatants. Moncombatant units
are present in direct proporion 1o combatant personnel, and are
often directly attached to a squad, lance, or company, rather
than forming their ewn units. A typical 'Mech lance generally
consisis of three distinct elements: the combatant ‘Mechs, lance
soouts, and lance lechnical’support personnel. It might even
have a DropShip component as well For adminisirative
purposes, each component is considered separately (so that
scouts, Techs, and combat troops each make up a separate
lance). In practice, howsver, the combined components operate
as a single force.
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The days when an army could Ive off the nd are lost
farever, burted in antiquity alongside such archaisms as massed
lines of footsoldiers and horse-mounfed cavary charges
Warfara is not solf-supporting;. the successhul genaral must have
faclormes, supplies, energy sources, laborers, and fechniclians
behind him. Mast of all. he must have money, because all these
things ane axpensive.

War has been described as an arl, as a sclence, as an
gxtension of diplomacy, and as an expression of national policy.
in tact it has become a business, pure and simple. Like ail
government-run venlures, govemnment armies suffier the woes of
bureaucratic incompetence, but ge! along because they are the
only game in fown. As a small businessman compealing in & wide-
ppen markel, the mercenary leader does no! have this
advantage. and it bahoowes fim fo run s firm wisaly,
efficiently. and econamically

—From "The Soldier's Balanca Sheel”, by Prof
AE Duvall, appearing in lssue #96 ol The Warrior's
Digest, Coventry Frea Press, 3018

“Forget the casualies. How much did we make 7"
From the comedy holoplay Minar Major,
Andurien Broadcasting Corporation, 3017

PROFIT AND LOSS

Taxabon supports a governmen!
anmy, which raraly nesads 1o worry
about the economics of war. The hard-
ships that arise from increasing military
demands fall on the populaca—ithrough
higher taxes, inflation, mounting war
debts, rationing, and shortagas. Mili-
tary officers leave those concems 1o
the politicians and bureaucrats, and
concentrate on fighting

Mot so the mercenary. The entre-
preneur whio sells the services of a
fighting force must be a shrewd
busimessman it he is to earn
money. Moreover, for the unil
1o be effective, he must
shoulder a mountam of extra
costs. There are supplies 1o
keep the men fed and clothed,
expendables (like ammuni-
o) to be replaced,
fransponation costs
1o be covered when
the unit cannol pro-
vide its own ships,
and, often most
costly of all, the re-
pairs and replace
ments that lollow a
magor battle or dihicult
campaign. No matier how marny
assignmanis it receives or how much
it @arns, a mercenary unit must always
handie its own overhead

Major losses  (whether
caused by fire, theft, cam-
paign attrition, or combat dam
age) cosl even mone money
Than, there are the expenses
mnvolved in expanding the oper-
ation, including purchases,
new salanes, and upkeep cosls, However, expansion is often the
key to increasing productivity, becoming more competitive in the
marketplace, and charging the customer higher fees. It is only
after meeting these costs that the businessman can look for a
prafit from whatever is lefl

Given the slow speed of interstellar fransportation and the
vagarias of war and politics, a unil is lucky o work eight menths a
year. If the ouffit misses out of some conifacts or Simply
cannot find an employer, there will be less income. However,
expanses must still be paid if the unit is to meet its obliga-

tions and stay intact as a marketable force.

SALARIES

Ag in mest armies since the dawn of history, the
commaon soldier of the BattleMech era is raraly well paid
The footsloggers and their cousins in the other conven-
tional arms can count on little more reward than the
poorly paid troops of pre-spaceflight Earth, Even

mercenary unils pay soldiers as little as possibie,

though they Jdo keep froops from joining House
armies (where prospects of security, advance-
ment, and recognition are far supenor)

Pllots, whether AeroSpace or 'Mech, ara
freated betler. On the whole, MechWarriors ra-
caive the same wages as AeroSpace Fighter

Pilots (though both claim that their work is
more dangerous). Techs and scouts are
also well paid, the former bacause tech-
nical skill can make the diference
batwaen success and failure,
the latter because their
work 18 50 extremely

hazardous.

The disparity in

pay rates can be
startling. A typical regular
infantryman aarns roughly
250 C-Bills per month in
marcenary sarvice. By
contrast, a regular Mech-
Warrior cams over twice
that amount—&00 C-Bills
per manth—for duty that
that infantry troopers con-
Sidar glamorous, easy, and
above all safe Such is the
mystique of the Mech
Troops are paid monthly, collecting wages
based on position, rank, experience, and slatus. OHicers
recaive more than enlisted men, and elite personnal draw much
more than raw recruis.

The 71st Light Horse Regiment




Leaders have been known
o hold back their troops’ pay,
particularly while the unit is in
fransil or on campaign. How
evar, failure to meel regular
salanies can be risky, as
froops whose pay is in amrears
often |ose their morale or even
resort 10 outright mutiny. Hire-
lings are especially sensitive
to beang cheated by marcenary
amployers. Shortly before the
Tweltth Battle of Marduk in
3014, an entire company of the 12th Star Guards, owed Six
manths' back pay, simply surrendered to Wolf's Dragoons before
a shot was fired. After the battle, they hired oan with thair oppo-
nents 1o recoup their losses.

PROFIT SHARING

Profit sharing is one way around the problem of salaries. It
aliminates the need to pay monthly salaries, but severely
diminishes the leader's profits from a lucrative confract or
campaign windfall. It also makes the ordinary soldiers of an outfit
part-owners of the unit, entitled to a say in
command decisions, and choice of leadership. Mot only doeﬁ
profit sharing shatter discipline and morale, it also makes tha
leader vulnerable to the whims of disaffected ‘investors’. who can
decide o oust im following a run of bad luck

Still, profit sharning does have its share o discples. The
established scale for division of profits has hardened into a set
pattem in the Inner Sphere:

2/8 of all profits go fa the unit CO.

1/8 of all profits go fo all subunit commanders {in a battalion,
company commanders are subunit commanders), divided
equally.

1/8 of all profits go 1o all other unit officars, divided egually

2/8 of all profits go 1o all the unit's MechWarriors, AeroSpace
Fighter pilots. and scout personna!, divided equally.

1/8 of all profits go 10 all the wnit's technical personnal,
divided in favor of Senior Techs.

1/8 of all profits go 1o the infantry, armor, and aircraft
soldiery

When a unit does not have personnel in a given category (na
Techs, for instance), the share allocated o them goes fo the
soldiary instead

Profits are declared after all other expensas have been cov-
éred, but some unscrupulous unif commanders have manipulated
the books to line their own pockets, For example, there was
Colonel Archie McCarron, commander of McCarron's Armored
Cavalry. During one period of hard timés, he placed his forces on
profit sharing, but used dummy companies 1o provide bath supply
and transport services al inflated prices, siphoning off the profits
into Mis own pocket. He was forced to end this lucrative arrange-
ment after several years, when soma of his senior officers
threatened 10 vole him out of command,

Voting control is split ke profils are, and so it takes a
substantial core of discontented people to velo 2 commandar's
decision. However, the leader wishing to maintan his position
must not lose the supporl of unit officers. This relatively small
cadre nol only controls as many voles between them as the CO,
but they also have a great deal of personal influence with the
soldiers under their command. Discontent in the officer ranks is a
sura sign of trouble, and nowhera s this more true than in profit-
sharing organizations
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CONSUMABLES

Supplies and ammuniton are the mercenary's two dominant
greas of expense, The need for supplies (food, water, fuel,
clothes, and so on) is constant, of course. As ammunition is an
expanse mosily during campaigns, it usually crops up only when
there is income to cover it.

Whenaver possible, a mercenary leader should obtain
consumables through his own sources rather than through his
employer's. A noble might neglect the quality and quantity of
supplies furnished 1o mercenaries in favor of his household
troops. Smart mercenaries will take every oppertunity to avod an
employer's cheesaparing, profiteening, or bureaucracy.

Those unit commanders who iry o cul expenses by tying
themselves 1o an employer's supply source do so at a consid-
erable risk. This can lead to the Company Store Syndrome, in
which an employer offers reduced rates on consumable supplies
tor, worse yet, deferred payments) until the mercs are thoroughly
bound o the natwork. Then, the screws tighten. Price increases
are coupled with further deterred paymen! programs, leaving the
mercenaries desp in their employer's debt. The unit becomes
less free than a household outfit, unless it chooses to lake the
final plunge and pull ouwl, forfeiting whatever money they had
hoped to collect.

The alternative is to use privale confraclors fo provide
necessary supplies. Merc leaders can arrange to purchase
supply shipments through their scouls, who generally have
contacts everywhera They usually keep in touch with several
alternate sources (on every side of the political fence) in case
they need to make a sudden shift from one area or allegiance 1o
another. A unil amasses siockpiles of consumables when it can
afferd them. and aspecially right before a campaign. 1 takes
forathought and shrewd planning to order freésh supplhes at the
right time, as it can take up to five months for a contractor 1o
deliver. The over-sager purchaser may run out of maney paying
for supplies ordered too quickly or 100 frequently.

An addiional drawback to using private contractors s that
privalely purchased supplies are oflen expensive. Moslt con
fracts between employers and mercenary leaders allow for
supply reimbursement, bul the rates are often less than those
charged by private suppliers. A mercenary leader contracting
supplies from a privale source will thus have a lower profil
margin.

Understandably enough. employers are nol pleased when
mercenaries choose o confract supplies independently. Thair
reasons range from wanting the hired troops o be more
dependent on them to the fear that oulzide coniractors can
become pipalines of sensitive military information. Afer all, the
suppher who deals with Wolf's Dragoons meght wetl be in touch
with an inquisitive scoul from the Eridani Light Horse. The mera
fact that a mercenary regimen! makes arrangements for supplies
on a particular frontier often tps off the opposition that a
campaign is about to begin there.

As a rasult, most employers do thelr best to raise extra
obstacles 1o mercenary units using private contractors. A House
might help set up the mercenary leader in the supply business,
for example. a8 compromise thal at least reduces the chance of
leaks. Some governments make the mercenary/supplier a major
contractor for govermnment operations as well, which means that if
a unil defects, it could lose a lot of money. Mercenary leaders
like Archie McCarron, Jaime Wolf, and Taki Nogura have eamed a
lot of exira money through their holdings in  armaments,
transport, and similar supply industries. The company manager's




association with a gven mercenary s oflen unknown, |t he
contracts for other (even rival) military units, he can become a
pipedine from the opposiion right into the mercenary's camp

MAINTENANCE AND REFITS

Al military units require a certain amount of upkeep, but the
highly specialized ‘Mech and AeroSpace forces of the Succes-
sion Wars have particularly demanding maintenance regquire-
ments, Given the deteriorating level of technology, advanced
equipment is almost ireplaceable, which means that every ‘Mech
and ship needs 1a be nursed along as carefully as possible. This
requires both money and technical wizardry

In the field of maimenance and posi-baftle refils, support
units come into their own. Techs are useful even to intantry
formations, for whom they can repair weapons, armor, and other
personal gear. They are absolutely essential for vehicles.
aircraft, spaceships, and ‘Mechs. An outfit can perorm brilliantly
an the field and ctill suffer total deteal in a prolongad campaign if
il has insufficient technical support. The alternative is o pay for
civilian or govemment technicians, but the average MechWarrior
is uniikely to trust his machine to someone who does nol sharg
his therough and intimate understanding of it

Salaried technicianzs are the best means to maimain a unit.
Superior Techs are an excellen! investment, as they work faster
and have a much batter chance of using available resources to
gel the job done. The blasted arm of a disabled *Mech might yield
nothing maore than a few patches to a typical Tech, bul one who is
hsghly skilled can often produce a collection of usable spare
parts—or can even pul the whole arm back in service in a way
thal astounds even the most jaded ‘Mech pitot.

As wilh consumables. maintenance needs fall into two
categories: the ongoing work required for ordinary wear and lear
and the much more extensive répairs that follow an engagement.
Maintenance cosls also include hiring local Techs and buying
spare parls, lools, and salvage gear.

OVERHEAD AND
OTHER EXPENSES

A mercenary unit can incur
a variety of olher expenses
over and above those already
discussed. Some resull from
deficiencies in unit organiza-
tion, such as charges fo trans-
port a force lacking ils own
Drop- or JumpShips. Others
are irregular payments that are
gssantial to the umits survival or smooth functioning, such as
bribes to privale contractors or govemment officials, payoffs to
informers in the enemy camp, or ransoms charged by victorious
enemies who allow capiured opponents the Honors of War

Finally, there are the more prosaic costs that, though
decidadly unmilitary, are essential to the mercenary business,
These include recruiing costs to attract new soldiers or
unattached veterans (1o replace casualties or to increase the
gizea of the unit), benefis to troopers or their dependents,
advertising costs o interest potential employers in the unit, the
price of training, and a host of others. In business, such cosis
are put down as “administrative overhead”, and are generally
budgeted as a percentage of the total value of the enterprize
How much money is devoled o overhead is a good measure of
the unit's solvency and can have a powerful morale impact.

Tha 215t Centauri Lancars
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LA this poinl, negotiations broke down, with neither the
Duke nor the Colonsl willing to give a quarter on the final points of
confention.

Kurita held, and quile nightly, that the mercenaries were foo
badly in need of employmant o bicker over what were, fo him,
migglig nifles, His stubbormness arose frem a defermination fo
make the new campaign a do-ar-dia effort, and he had no wish to
concede command independence and batilefield salvage rights
fo an outlit as desperate for cash as the Centaur Lancers. But
the Colonel won out in the end, frading on an unequaled repula-
tlon. The issue of command independence was a regimental
tradifion thal couldn’t be sel asids. and salvage rights were all
that would save the depleted marcenary unit from tolal disaster.
With a show of magnaminity that masked considerable distrust
and thwarted pride, Kurita finally signed the Lancers lfor the new
campaign—on their lerms, first fo last.

—From The Metal Hussars: The Histary of the 215t Ceniauri

Lancers, by Lt. Gunther Hesse. Maran Prass, 3012

A mercenary commander covers his many costs with the fees
that his employers pay him. Though money is an important part of
contract negotiabions, it is nol the only consideration. Both sides
must agree on sevaral other points betore the oulfil takes the
field under its employer's flag. Freguent give-and-take is neces-
sary in contract negotiabons, except when the mercenary unit s
in extremely good shape (and can dictate ils own terms) or in
vary poor condition (and has o take anything that it can get).

Any mercenary leader knows the value of a good contract. A
unit can make or lose a fortune at the bargaining 1abla more afien
than on the battiefield. The CO must be a shrewd negotiator 1o
protect an oulfit's interests, as oversight can be fatal and greed
disastrous. Unfortunately for the mercenary, Houses employ
their fair share of lalented negotialors as well, 1! has been said
that the verbal battfles between patron and merc can be more
violent than the clash of opponants in the field.

MISSIONS

The lowes!, diriest, nasties! kind of assignment 2 hard-luck
bastard merc can draw...is whatever mission he's on at the
moment.

—Major Fran Delmarre, 12th Star Guards

Thirtean basic types of military missions are recognized in
contract negoliations, each with its own advantages, disadvan-
tages, and contract etiquette. These are briefly described below,

GARRISON DUTY

Strictly speaking, gamisons are found on uncontested worlds
with enough strategic significance and potential for trouble fo
warrant the presence of combat troops. In theory, such worlds
are low-risk stations where combat or civil disorder are not
expected. Bacause of this, a unit hired for garrison duly is not
likely to see action, and probably will not receive good pay or
othar benafits

Because House uniis are
more loyal, less cautious, and
certainly less expensive 1o
maintain in the field than are
mercenaries, House leaders
often employ mercenaries for
garnison duty 1o free up House
troops for frontiine duty,

CADRE DUTY

As a cadre force, the merce must organize and Iraln new
recruits or militia forces. It is oflen sasy duty. in which even low-
ranking mercs have temporary authority while training the re-
cruits, Though usually a low-risk assignment and never paying
particulariy wall, cadre duty becomes dangerous if recruit forces
are suddenly thrust into combat belore their training is complete.

SECURITY DUTY

One step removed from garrison duty is security duty, in
which fhe unit is hired to provide security for some target
beliaved threatened by hostile forces. Where garrisons usually
walch over a whole planet, a security mission might revoive
arcund the protection of a single installation, supply convoy, or
other limited target. Non-Mech mercenanes (infantry, scouts,
and so on) are sometimes hired 1o serve ag mannes on exposed
JumpShips or commercial transports, or 1o act as bodyguards for
dignitaries and the like

RIOT DUTY

Mercenaries are frequently hired for riot duty, the suppres-
sion of a smoldering or active rebellion on a word under the
employer's control. The duty is unglamorous, very difficult, and
dangerous, bul, like garmson and security duty, it does not pay
well. Although few rebals can stand up 1o high-tech mercenaries
in battle, the threal of terrorism and general insurgency fills a
merc's every hour with danger Employers usually stipulate that
mercs are to do the least possible damage to targels of siralegic
or economic value, complicating the mercenaries’ position. In
addition, an employer might unleash mercenaries on a rebellious
planaet while keeping House units clear not only of vielence, but of
all involvemeant, After the mercenanes guell the riot, the employer
steps in, blames the mercenaries for exceeding their authority,
and so becomes a savior rather than an oppressor. Maarwhile,
the mercs are sant packing in disgrace.

DEFENSIVE CAMPAIGN

An employer begins a defensive campaign when he discovars
enemy intantions to invade or escalale hostiliies on a world.
Mercenaries and household troops are deployed to stiffen
resislance against the assault. As active fighting is likely, pay is
fairly good, but mercenaries often find themselves faced with too
much employer interference in their operations. The unit runs the
risk of being cut off or overrun if the attacker proves successful,
and the mercenaries must rely heavily on people they do not
know and cannot control.

an




RELIEF DUTY

When unexpecled attacks
materialize, reliel expeditions
must move o suppord local
garrison and delensive forces.
Sometimes this is faifly simple,
but usually it is the aquivalent
of mounting a whole new
planetary assault. The original
attacker often contols the
approaches o the world and
much of the planetary surface.
Moreowver, relief duty is chancy
because there is no way of predicting whether the original
defenders will still be in position and putting up a fight when haip
reaches them

Mercenanes on relief duty draw good pay, but this sort of
mission means close coordination with employer roops, leaders,
and transport, and those conditions are often major disadvan-
tages.

PLANETARY ASSAULT

Sometimes used 1o indicate almost any kind of offensive
activity, the true planetary assault mission is the initial attack o
establish a ‘planethead’ on a world. This involves gaining aero-
space superiority, establishing initial drop and landing zones,
and then building a secure perimeatar info which additional forces
can be deployed for further campaigns. It is high-risk duty with a
commensurately high financial return

Tha llician Lancars

OFFENSIVE CAMPAIGN

Taking up where a planatary assaull leaves off, an offensive
campaign is an aftack against hostle forces on a conlested
planat. Somatimes this sor of aftack develops directly from a
planetary assaull, but 1 usually involves addtional troops
reinforcing or replacing those in the first landings. In some
cases, a planel's defenders declare an offensive campaign
against enemies who occupy a portion of the planet. Not guite as
lucrative (or as nisky) as a planetary assault, this kind of cam-
paign still pays well As with iis defensive counterpant, it is
sometimes marred by the excessive dependence of mercenary
alements on outsiders who can let them down

SIEGE CAMPAIGN

In many instances. an aggressor will implement a policy of
siege warfare rather than a irue offensive. Sieges are conducted
on a planel-wide scale lo reduce enemy forces on the planat
without the need for pitched batfles, In a siege campaign, roops
wage a war ol maneuver in which most batfles are minor
skirmishes rather than major clashes. Aerospace superiorily is
axerted io deny offplanel supplies and reinforcements. However,
the Dawion campaign on New Kiev demonstrated how a siege
could bag extra anamies by allowing relief forces 1o land and then
starve alongside the original defenders.

Most mercenaries lavor siege campaigns. There is litlle
danger of taking heavy casualties, and the campaign is lang
eénough to guaraniee steady employment. Like mosl operations
undertaken in the face of the enamy, pay tends 1o be good, and
there are plenty of opportunities for independent operalions
untrammeled by excessive employer involvement, Periodically,
such campaigns go awry and lead o major baliles, but on the
whaole, a siege campaign is the mercenary's idea of a perfect
icket

RECON RAID

There are several distinct missions that fall into the category
of raiding, all offering a high-risk/high-gain potential that some
mercs love and others loathe. Fecon raids are faidy straight-
forward operations in which a small unit makes an assaull on a
planel 1o test local defenses and to collect information for later
sirikes. As in a planetary assaull, raiders travel from space lo a
planet's surface, but the same force is expected 1o carry oul its
mission and then withdraw without further supporl. As recon raids
are normally launched at faidy unsuspecting targets. they are
lesz dangerous than other types of raids. Nonetheless, they are
considered hazardous duty.

Like all raids, recon attacks are high-pay jobs. Because small
unils are used, mercenaries are rarely forced to cooperale
haavily with employer forces, which is a major benefit. Howewver,
the chance of running up against unexpecitedly heavy opposition
or being cut off from transport ships makes the recon raid a
chancy mission that many mercenaries would rather pass up

OBJECTIVE RAID

An objective raid is a imied aitack io capiure or destroy a
specific target: a supply depot or convoy, a scientist or political
leader, a specific installation, and so on. | shares many of the
characteristics of a recon raid, except that it is generally carried
out against heavier or better-organized opposition; a larget worth
raiding is usually worth guarding, too

The water raids of the peripheral Bandit Kings (actually. water
is only a minor factor in such raids, which focus on a variety of
imporiant natural resources) fall into this category of operations,
as do most forms of espionage and sabotage. The raids pay well
and provide a wide degree of lafude for individual command and
iniialive. Like any raid, however, they are high-risk affairs that
can be vary costly 10 the roops imobved

DIVERSIONARY RAID

The diversionary raid may be the most dangerous duty of any
in the gamut of BattleMech warfare. These raids are mounted
against enemy planels 1o confuse the oppositon and to divert
reserves away from the real target of an interstellar campaign
Small forces launch planetary assaults on several different
worlds and simulate attacks. When friendly forces make therr real
thrust elsewhera, the diversionary forces withdraw

These assaults are fraught with danger. Defense against a
diversionary attack is often especially sirong because false
information has been leaked lo suggest that the aftack is
genuine. Diversionary forces are usually kept to a mimmum (1o
save the bulk of the army for the real drive), bul they are given
orders 1o make a lot of noise and to cover a lot of ground. One or
two Houses have the reputation of hoodwinking their own troops
about the nature of an attack 1o further confuse the enemy, so
that the attackers do nol realize they are mounting a diversion
uniil expected support fails 1o materalize Hansa Davion did this
to greal effect in the New Ausbn campaign of 3015.

The Kurita etorts in this direction have a less savory flavor,
On several occasions, Kurita nol only disguised his infentions
from his diversionary forces, but he actually abandoned them 1o
the enemy by withdrawing their transporls after they were
committed. Two House and three mercenary units have been
abandoned in this manner in recent years, usually because thay
were considered unirusiworihy or actively disloyal. Maturally,
most Houses prefer lo use mercenanes rather than their own
froops for diversionary raids, because mercs are considered
more expendable and less loyal than House retainers,
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When they know what 1o expact, mercenanes can eam
wary high fees for diversionary raids. They should TERMS OF

also do their utmost 1o ensure the maximum pos- EMPLOYMENT

sible support from the employer. A unit thal Hiz Highness, the Prince of
lacks its own transpons should rarely under- the Federated Suns,
take such a mission for any House, and does hereby guar-
never for Kurita. It is usually wise fora antea these
unit embarking on a diversionary mission terms and

to leave some troops behind as a resarve cand-

—and to encourage the employer (o hons of

keep faith. The only real ad- amploy- Miller's Mauraders

vanlage to accepting such an ment.

assignment is the boost in —Davion

reputation enjoyed by the Mercenary Contract, 3023

mercanary unit whe sue-

cesstully carmries out a diver- Mercenary employment is regulated

sionary operation by carefully framed contracts that spell out
the rights and obligations of both employer

GUERRILLA WARFARE and unit leader. Mercenaries are aimast

univerzally employed on a unii-wide
basis, with only rare cases of indl-
vidual soldiers contracting directly
with a House or olher employer
(excapt a very small concermn).
Unit-wide employment protacts
mercenary bargaining power and
security, Indradual soldiers or
MechWarriors are completely at
their employer's mercy lor sup-
plies, transpart, maintanance,
and supporl. A company,
battalion, or regiment. on the
ailher hand, is capable of furnishing
many of its own auxiliary senvices, which
raises its value (whila lowering its depend-
ence) to the employer. Morecver, a regiment
of battle-tested 'Machs or other trainad vel-
erans is far more capable of keeping an employer
in line than a lone soldier wha lacks the firepower
that guarantess a measure of securily.
Theretore, soldiers are recruited by mercenary
units, and their leaders negoliate contracis with
prospective employers. Each employer and mearcenary
outfit has various specific, often unigue, ferms to be
inseried into contracts, and so no absolutely stan-
dard form of agreemant exists. However. most
employment arrangements do address certain
key considerations,
When possible, the contract spells out the
nature of the mission, because mercenaries like
to know what kind of duty they can expect from a
given agreemant. In addition 1o the mission types
descrbed earlier, one form of blanket agreement
hires a unit on retainer for a given period of
time, rather than for a specific operation
or campaign. In this case, the conlrac

This is one of the rarest, mosi
difficult, and most dangerous mis
sions a unit can undertake. In a guerilta
warfare mission, tfroops infiltrate a planet
{aften under the umbrella of a recon or ob-
jmctive raid) and then remain thara for
lengthy periods, unsupported by other
triendly forces. The object of guerrilla war-

{are i= not only to harass the enamy, bul more
importantly, o recruit, arm, train, and lead
discontented citizens agains! their overiords.

Guerrilla warfare is dangerous and difficult
because it pits non-"WMech troops agains! enamy
"Mech gamisons, Alse, itis never as easy 10 stir up
native populations as optimistic nobles pradict. Then,
oo, supplies must be scavenged locally or stock-
plled in advance, a! least until a reliable underground
can se up local supply networks. Finally, if the as-
signment fails. there is rarely a chance for escape.

Missions of this type often arise by accident,
such as when the remnanis of a garmison escapa
ime the hillz after an enemy conguest and pro-
vide omgoing resisiance 1o thair opponents
When undertaken defiberately, guerrilla missions
pay wedl and promote individual action and initiative.
However, mercenaries undertake such assignments
g5 often than do House trocps,
because Housa forces (particularly
those raised trom or led by
native sons of the world in
question] are more able
than soldiars of fortune
to rally locals 1o the
cause. Itisalsoa
job for the very
loyal, as tha hard-
ships of guernila

warfare make specifies what kinds of missions are nof
surrender covered by the retainer. Retainer contracts
an gasy and usually exclude guerrilla missions and the differ-
tempting ent kinds of raids, because mercenaries know thay
alternative. can use these to bargain for higher pay. Under a re-

tainer, the unit binds itself fo perform any and all missions as-
signad during the period of the agreement unless those missions
fall into the excluded list, which musi be negoliated separately
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Retainers  provida  long-tarm
security and generally ensure
that the unit will either recaive
fairly active duty or be well-
paid for sitting out the conlract
in a garrison somewhers, Thay
are popular with employers and
mercs alike, for different rea-
sons. Employers can be more
flexible in their employment of
hireling troops, and the merce-
naries are glad to have an on-
geing commitment. However,
single-mission confracts are generally more lucrative to some
mercs, as such contracts are less likely to lead to unexpected
gircumstances.

Aside from describing the mission or retainer, coniracts spel|
out a specific length of service. A unil is guaranteed emplayment
for the indicated period of time, even if its original mission is
finished sooner, It iz customary for the balance of the employ-
menl period to be spent on garrison/security duty. If lhe
expected mission takes longer than allowed for, the contract may
be renegotiated in the midst of operations or the unit may
withdraw. A unit in dire military or economic straits may be
desperate enough to serve under the original terms {or even fo
accept worse ones| if they cannot easily pull oul,

Remuneralion ig, of course, one of the mast cruclal terms of
the agreement, and so the contract specifies how much the
smployer will pay for the units services, When payments are
made is almost as importart as how much. Various types of
agdvances and bonds are stipulated 1o protect each side from bad
faith an the other's parl.

Additional terms of a contract can cover a wide range of sub-
jects. For example, command rights are often a major stumbling
block in an agreement. Emplayers freguently want to integrate
hirefings info their forces as thoroughly as possible, but
mercenaries must be continually on guard against losing their
independence and being used 1o take the brunt of battle. Mercs
may request supply, transpor, maintenance, and other ex-
penses from the employer, or they may decline these essentials
to bargain for higher rates of payment. Either one can easily lead
lo disputes, Agreeing on salvage rights to equipment seized
during a campaign may also raise thormy problems.

Conitracts must be signed by accredited representatives of
the employer and the mearcenary unit leader. Mercenaries like fo
sea the employer sign in person (or have two or more important
representatives 1o negotiate and sign the deal}, as there have
been instances when House leaders have repudiated their
proxies' agreement. Merc leaders sign on behall of their entire
unit, pledging the performance of all their soldiers. Failure to
provide the forces stipulated can invalidate the agreement, and
50 a leader must keep a tight rein on his men to keep his side of
the bargain

Ag with political treaties, mercenary confracts are frequently
entrusted to representatives of ComStar. A panel of ComStar
Precemiors also hears clams and counterclaims concerning
breaches of fdith, and judges the veracity of the complaints.
They then broadcast their findings throughout the Inner Sphers.
As the reputations of mercenary units and employers have a
bearing on later negotiations involving other units or Housas, this
service discourages violating contractual terms. However, many
employers and a few of the better-established marcanary units
have the means to bribe almeost any ComStar panel 10 suppress
evidence of wrongdaing.
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REMUNERATION

Basic rates of pay depend upon three major factors: the size
gl the unit, the nature of its mission, and the length of service
intended. Additional fees may be added to cover unusual ex-
penses or special siuations, but on the whole. mercenaries are
paid according to what they do, how long they do i1, and how
many of them are doing it. Other modifications to these basics
simply reflect the realities of a given campaign.

The base fee charged by a mercenary unil varies from 2,500
C-Bills to 25,000 C-Bills per squad per waek, which provides for
salaries, a few commaon expenses, and a profit. "Safe’ jobs like
garmrison duty net quile a bit less than dangerous diversionary
raids. In addition, 8 unit with a good reputation can demand
highar rates than can an unfried force, even if the veterans all are
low quality and the newecomers alite. Until a unit has proven itselt
in battle, it is in no position to make exceptional demands on
potential emplayers.

A confract must also spell out when paymenis are to ba
made. Bath sides must bargain in good faith. An employer does
not want to advance huge sums of money and then see the
mercenaries delecl. Equally, the mercs cannol afiord to enter a
dangerous campaign and then discover that their employer does
not intend 1o pay up.

Once again, ComStar often fills the role of neutral watchdog
for both sides. After negotiating a contract, the employer turns
over tha full amount of money (plus a 5 percent handling charge)
to local ComStar authorities. ComStar may advance as much of
this monaey as it sees fit to the mercenary unit (usually no maore
than a gquarter of the total sum) for advance purchases and
operating capital. Upon successful completion of the agreement,
the mercenaries coliect the balance (less a second 5 percent
handling charge).

ComStars reach s almost universal. If a unit fails 1o perform
contracted services after taking an advance, ComStar can frace
them anywhers in the Inner Sphers. ComStar can inform other
employers of the unit's actons and threaten a House with the
GomStar Inmerdict If it hires such a band, ComStar can be trusted
{usually) to return money to the original employer when a unit
skips on a contract, and in the interim, 1o use the money for
profitable investments of its own. Thus, GomStar serves not only
as a communications service, but also as a mercenary guild, an
inter-League criminal extradition service, and a banking house,
all of which add considerably to the organization's power and
prestige. ComStar may vary their customary proceduras to suit
specific conditions. This allows retainers to draw their monthly
payment out of a larger amount on deposit with ComStar

No one is ftorced to use ComStars services, and private
deals can always be aranged if both sides are willing. In addition,
there are other, smaller groups that offer services similar to Com-
Star's. Most are commercial concerns with both the ready capital
and the inerstellar connections 1o supporl these agreements.
Though they lack ComStar's ability to coerce anyone o pay back
stolen advances, thasa small fry are a welcome alternative when
one party to an agreement does not trust ComStar. There are a
substantial number of nobles and mercenaries who have their
reasons for keeping thelr business dealings apart from Com-
Star's many-tentacied financialreligiousftechnological empire,

LENGTH OF SERVICE

A confract specifies the period of ime that a unit will wark for
its employer, Spacific opening and closing dates for the
agreemant are always included; service might not begin for
several months after the deal is made. Employers prefer to
stipulate that service begins when the unil is present on a given
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planetl or base; thus, they avold paying units while in transit
However, not all mercs will agree to this.

Mo confract is ever written o begin a mission in hostle
territory. When undertaking an assault or raid, the unit is usually
hired on & base-to-base standard; that is, the service officially
begins while the unit is at a specific friendly base (on a given
date), and ends after the unil refurns to another friendly base
{also on a stated data). if the force fails to show up in tima for the
beginning of a mission, it usually has o pay a penally (often 5
percent of the agreed-upon fea). A unit in the field that cannol be
relioved in tima 1o return to the base may attempl 1o negotiate a
new deal, or it can declare itseff neutral and refire from any
batties in progress. Lack of timely relief absolves the unit fram
any penalties imposed on troops who swilch sides. Com3tar
would not withhold payment fram a unit if it joined the other side’s
camp after ils coniract expires. If stranded on a world, a unil may
be forced to continue with its old empiloyer, often on considerably
infarior terms.

Raids and similar shori-duration assignments usually allow at
least a month for complation. Ordinary offensive or defensive op-
erafions usually cover a three-to-six-month period, while garrison
duty or other protracted operations rarely cover less than six
months and often run a year or more. A retainer agreament
commonly specifies employment for at least one year. and for as
long thereafter as the employer is willing to pay the monthly sum
(unless the unil tenderz a three-month warning of intent to
terminate service).

The negotiations involved in determining length of service
usually favor the employer. Mercs rarely have much say in the
timetables planned by the Houses, although a merc leader with
an excellent reputation might convince his employer that a longer
or shorlar periad might be preferable

COMMAND RIGHTS

The merc's worst enemy is usually the amployer's High
Command.

—Colanal Jaima Wolf, Commander of Wolf' s Dragoons

The subject of command rights has caused mone recrimina-
tions and crises than any other aspect of mercenary employ-
ment. Negoliations often bog down owver this key issue, and
violations of command righls clauses have been the mosi
common grounds for broken agreemants and mercenary mulinies
in the history of the Succession Wars.

To the mercenary, the command rights issue |8 a fundamantal
part of existence. A soldier usually joins a mercenary unit
because ordinary House units do not appeal to him. Naturally,
these soldiers want lo be answerabla to their own officers, not to
outsiders appointed by an employer.

On the other hand, employers consider it essential lo place
all troops under a unified command. Troops who are insufficiently
coordinaled with regular forces can be ineffective or even
becomae liabilities to a carefully planned operation. Also, merce-
naries (especially ‘Mech mercenaries) are notorious for avoiding
costly battle damage or lossas. Left to their own devices, mercs
might never expose themselves to danger. In addition, some
House leaders fear that a poorly supervised marcenary unil might
beiray them in the field. Purely military considerations cannot
always dominate agreements made with mercenary leaders,
howenver.
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mercenary unil thal gives up s independence nsks
becoming completely at the mercy of the employer,

In negotiating a contract. both sidas are usually 50 adamant
in their positions conceming command rights that it 15 as hard to
reach an agreement as il is fo keep it. Mercenares hired for rasds
and other duties requiring small units and litthe battle coordination
find that command rights are a comparatively minor issue. They
are usually flaxible ragarding garrisons and other rear-echelon
assignments. | is in the middle ground—the frontline combal
missions invalving large numbers of troops—that the majority of
disputes ocour.

A mercenary leader who agrees to incorporate his unit into
the regular army can win guite a few concessions in other areas.
By the same token, an employer who allows a mercenary outfil
freedom of action may be hard-nosed on other issues. Employer
concessions in this area occur only under pressure from a unit
with a superb reputation or when the unit cannol be had on any
other terms.

Some form of compromise usually results. Rather than
placing mercenary units directly under House command, officers
from the employer's military staff are seconded 1o the merc outfit,
Without command authority, these officers act as liaisons to
confirm or refute excuses that the mercs might advance 1o cover
delays or other problems, Like all compromises, this has some
sarious drawbacks. Mercenaries have litle use for young,
inexperianced staft officers throwing their weight around and
threatening to report every shight. every obstacle, and every
minor arror as a breach of contract. However, employers are well
aware that a liaison officer will nol deler mercs serously
contemplating disobedience or treason. It would be sasy enough
to samply eliminate the officer and blame anemy fire.

From a practical standpoin!, even the most stubbornly inde-
pendent mercenary will concede thal cooperation and coordina-
fion is essential to an ellective military campaign. A House leader
who proves both his competence and his faimess toward
mercenaries can usually count on a high degree of suppont from
mercenaries aftached to his command. even these who are
nominally independent. Another leader likely to gamer such
supporl is a mercenary officer who hires oul his leadership
abilities withoul necessarily having any froops under his com-
mand. Some of the most capable generals in the Succession
Wars have been mercenaries, including senior officers who have
struck olf on their own or been 'orphaned” by the breakup of their
old outfit.

Command aliernatives ditfer quite a bit from one employer 1o
another and even from one campaign to another, In any event,
command righte must be settled 1o everyone's relative
satisfaction before an army can enjoy any sort of eflectivenass
in combat.




TRANSPORT

Employers usually offer
free interstellar and interplans-
tary fransporiation lo merce-
nary units that join their
service, Some actually prefer
io provide transpori, knowing
that this fies the mercs closer
in the House's apran sirings.
Mercenanes prefer o use ther
own fransport units to avoid
just that.

Whether or not the em-
ployer pays extra 10 units with their own transpon depends upon
the current needs and attitude of the employer. A hardnosed
employar may refuse o pay more, prompling theé unit to save
wear and tear on its own ranspor ships by using its employers
ships. Mercenaries with their own ships and sufficient leverage
can usually sgueeze out commercial rates 10 be added 1o their
base coniraci pay

SUPPLIES

As with iransport, supply allows amployers 1o tie a unit more
closely to the House ammy and lets mercenanes with their own
sources of supply ask for more money. Once again, employers
are generally willing 10 provide supplies free. If the unil accepts
the supplies, they become lied o the employer's supply lines and
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may end up facing tha results of bureaucracy, profitearing, and
g0 on. The alternative is to negotiate for an extra lee by
purchasing supplies privately. The standard fee |s 500 C-8ills per
squad per month (regardiess of unit type or quality), and an extra
500 C-Bills per squad after each major battle. However, this base
rate may be varied through negotiaton.

SALVAGE RIGHTS

Traditionally, enemy eguipmant taken on the fieid of battle
belongs to the unit or units that captured it. In practice, however,
this is a right that marcenaries must fight to protact. The fiolsam
and jetzam of war is immensaly valuable, and grasping House
officers are likely 10 claim all captured materiel. Their supenors
may honor their claims, with fittle or no verification

As wilh command rights, mercenaries can earn major
concessions by signing away salvage nights on a confract. Their
alternalrves are edber 10 seek lull salvage mghls or lo submil
their acquisitions to a prize court mainiained by the employer.
The former frequently leads to squabbles over ownership that
must be seified by an appeal fo higher command. The latter
avoids animosity, but allows a potentially corrupt body fo decide
who gets the salvaged gear

Mercs who want fo guarantee a supply of salvageable gear
may take recovered equipment in lieu of portions of their
payment. in this case, employers assign values to equipment
captured by the mercenaries. This amount is deducted from
payments pledgad o the outfil for its services. Exact values
vary at the whim of tha employers, who tend 1o assign an inflated
worth to each item
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Any military arisfoc- The possi-
racy seems drawn fo a bility  that
variant of the leudal system, fading
and posi-Star League sociefly technology
was no exception. IF bicody could leave Brion's Legion
battles were no longer a valid aven the
maars of reaching a salution, victor
Earth's medieval feudalities of a major war too weak to survive has
offerad a mogal for the way virtually paralyzed strategic thought in
fo wage war effectively this era. It is a mercenary’s paradise
Feudal sociehas are bt of almost unending warfare, com-

paratively light casualties,
and plenty of opportunities
to earn salaries, plunder,
and landholds. However
mercenaries must be willing
to adopt a style of warfare
suited to the times, with ma-
neuver counting maore than fire-
power and cunning more than bravery
To protect the remnants of the
Swccessor Stalas’ techno-industrial base, military
thinkers have embraced the principles of imited war, On
a strategic level, this means thal warlords have shelved
weapons and operations capable ot mass deslruchon
Campaigns are designed 10 seize and hald territony without
nsking the safety of vilal targels or the ftorces engaged n
the attack. Even defending forces are nol slaled for annihila-
tion under this form of war, captured or damaged equipment is
more valuable than items shattered beyond all hope of repair.
Although mass destruction is not a vahkd form of limited
wartare, selective devastation is perfectly acceptable Large
factory complexes may be offimils, but population centers,
resource sites, and administrative faciliies offer worthwhile
targets to everyona from raiders lo overwheming armies of
cccupation. An imact industrial complex that lacks the manpower
io operale it, the raw matenals to supply it, or the supply lines to
exporn its output might as well have been destroyed. So-called
water raids aimed al collecting scarce raw materials support the
attacker's war efforl and hinder the industrial output of enemy
factories.

upon the concept of an k-
vidual ford prowiding profec-
thort to his followers in exchange
for lealty. Where prolection
cannol be granted, the argumen!
poes, faalty soon collapses.

This idea provided the justiication for a
curiously Kmited form of wartare, whara
raigs and campaigns based on gaining a
supenor position echpsed the raditional
oestruction of enemies. It became more
fmpartant fo win a viclory of marale, fo
demonsirate an enemy general’s inability o
pratact his charges, and o encourage local
rebeilions agains! s authorty. The fact
that the successiul raider, the masiter of
manauver, or ihe skilful besweger could
count on vast amounts of plunder was
raraly acknowledged, but siways
considered.

Like all feudal military anslocracies.
there is an inherant nstalility o this
socaly, which ines fo make limited wars
an instrumaent of state policy and eco-
novmic development. The first mlitary
leader who combinas bold innovations
of warfare with the tactical ex-
pertise fo win decisive batfles
will furn e concept ol
limited war inside out. A

comparativaly minor mer- The other primary goal of devastabion is somewhat more
cenary leader, Caplain sublle and is rooled in the psychology of feudalism. Cutting a
Natasha Kerensky, swath through the inhabited regions of a world can thoroughly

founded her rapula- demoralize the local population. These civilians look 10 the
i ot just such a landowners and the nobility to protect them: if no protection is
combination forthcoming, discontent can build inte oulright rebellion. Like any
She is only well-run protection racket, the attackers are quite ready 1o
one of receive disaffected worlds info their own dominign. it 15 not just
mary the tradesmen and farmers who delect under such pressure
officars MechWarrior landowners and wealthy nobles who do not recene
who are adequate support from their liege lords are just as likely 1o
beginning to change allegiance to protect themselves,

expernment —From War and Plunder is an extra inducement, though it is mare likely 1o
with thesa Saociety: The Succes- motivale the soldiers participating in the campaign than the
dangerous ston Wars, by Banjirc  warlords who plan it Still, the principle of “making war suppor
new Sunakal, Solar Press, war" has some influence over strategy. Appropnabons of art
concepls 3021 ap treasures, resources. trade goods, and cash can go a long way
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o defray the expenses of an
operation, while the nobles and
MechWarriors caplured on
campaign can bring in large
ransoms, Such expeditions
make it all the easier 1o attract
troops and financial support to
MOUNT & New campaign.

These are all prime rea-
sons 1o cause devasiation on
enemy planets. The simple
objective raid—basic waler-
stealing—is one form ol dev-
astation. Other raids, including guerilla warfare operations,
usually do the same while encompassing other purposes
(reconnaissance, diversionary operations, fomenting revolution,
and so on). The siege campaign is the most ambitious version of
this strategy, in which an army aclually cuts off a city or an army
from supply over a prolonged period

GRAND TACTICS

Why continue a wasteful campaign from an unlenable
position?

—From a latter written by Takashi Kuorita fo his son Theodore,
Prince of Luthien; part of the Military Precepls of House Kurita,
printed and circulated privately by the Prince in 3020 ao

Sirategy deals with coordinaling all of an army’s Iroeps on a
number of separate fronts, and tactics deals with the specific
use of small units in combal. Grand lactcs bridges the gap
between the two and deals with how campaigns and battles are
planned and brought 1o & successful conclusion. The scope of
grand tactics in the age of BatlleMech wartare embraces all op-
erations on & given planet of across an entire star system during
the entire course of a campaign.

No two campaigns develop in exactly the same way, but the
underying principles of grand tactics are essentially conslant.
These can be expressed through a collection of maxims that sum
up the practice of war in the 31st century. It should be nofed that
these express the accepled rules of war and do not cover all the
myriad possibilities.

JUMPSHIPS

No enemy JumpShip shaill ever be aftacked. As the tech-
nology fo build new JumpShips is vary scarce, it is a recognized
convention of wartare that JumpShips are exempt from attack. If
combatants were allowed io destroy these ships, all interstellar
travel would be lost through atfrition. No invader needs to worry
about having his aftack blunted upon arrival in a new system, and
no defeated force need fear being cut off through the elimination
of its JumpShips. However, note that bribes, treachery, rep-
arable sabolage, and boarding attacks are all ploys thal can be
used fo capture of neutralize JumpShips without destroying
them.

COMBAT IN SPACE

interplanetary and orbifal operations &re considered loo
hazardous lo receive more than minimal atlenfion, Space is too
vasl to make interception of enemy fleets practical. Given fimited
means and the tremendous volume to be covered, no planetary
defender can afford to stop an invader befare he hits altmos-
phere. AsroSpace Fighters are preferable 1o larger armed ships

because of their versatility and maneuverahbility, and are mostly
amployed for their threal value. Delending fighters may be lucky
enough 1o imercept ransports [hence the custom of using fighter
ascorts 1o deter them), but in most cases, the real value of an

AeroSpace Fighter is in ground suppon duties

AEROSPACE CONTROL

The side that maintains superiorty in aimosphere and
planetary orbil is most likely lo achieve success, bul control
ravely guaraniees safefy. The AeroSpace Fighler and the LAM
are poleni weapons againsi fargets on the ground. Howewer,
they cannot be everywhere al once, and so they cannol stop
continent-wide landings unless present in massive numbers. |f
they are not neutralized, they can certainly contribute o ground-
based delenses. Therefore, most aerospace engagements con-
centrate on driving the opponent from the skies.

AEROSPACE HAZARDS

Aerospace combart is the mosf bioody of all operations. It is
extremely difficult fo practice limited warfare in space. in orbil, or
in the atmosphere. The speeds at which combal occurs make
caraful maneuvenng and the concentration of firepower difficult
Formations scatter faster than they can be brought together, and
almost any sorl of damage is fatal in space or in the upper aliMmos-
phere. These faciors make the e of the AeroSpace Fighter Pilot
short but glorious, while they make engagements in space coslly
in trained men and materiel An overwhelming presence ol
asrospace slrength will often be enough 1o chnch superiodty
without an engagement. Note that an “overwhelming presence” is
refative, and may represent only a handful of iighters

INVASIONS

Never invade withouf aerospace superionty, and always
concentrale the main force of an invasion al a single landmg site.
A successiul invasion requires a sacure planathead, whare frash
troops and supphes can be landed in salety. It 15 hazardous o
split an invading army, as isolated and unsupported troops face
quick defeal from better-organized delenders. Diversionary
landings can be mounied fo distract the enemy from a main
landing, but the main strength of an invasion should be kept back
for a decisiva stroke. Keep an invasion force in orbil (or aven
turther out) until aerospace supenornty has been assured through
groundside raids agains! fighter bases, bribes or treachery, or an
open challenge of fighlers against fighters, depending on the
invader's resources and capahilities

RAIDS

Mourt a raid with speed and surprise Never wait for
aergspace superonty, and always disperse landings o kesp the
enermy off balance. Raids are just the opposite of invasions. The
best strategy for a raid is fo punch through any defenders as
quickly as possible, achieve the raid objectives, and get out
before the enemy can organize an effective reaction. Diver-
sionary raids should simulate a full invasion, but other raiding
expeditions should follow this basic precept. Even a rad with a
very definite objective should employ dispersed landings 1o
threaten saveral targets and 1o keep the enemy guessing.

FIELD CAMPAIGNS

Once engaged on the ground, troops should operate in close
cooperation fo achieve the goals of the mission. Forces spread
out all over a planet's surface should not be wasted in dozens of
unrelated operations. Selecl one primary and a handful of
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unrelated operations. Select one primary and a handful of
secondary objectives befora the campaign begins, and adhere 10
them as much as possible, This does not mean thad diversions
and other threails cannot be employed, but these should always
support the main oparation.

MANEUVER

Manauver will usually decide any campaign. Place an enemy
in a position so untenable that bamie will cause his certain
destruction. When outmaneuvered, the wise commander will
caphulate and preserve his forces for later engagements. Tha
vast majonty of campaigns thus become caretully waged wars of
manauver aimed af creating the ideal, inascapable frap.

SKIRMISHES

Small unit actions thal can confribute fo the enemys
discomfiture are an infegral parf of any maneuver campaign.
Although major batfles are usually avoided, there are still many
opportunities for combat. Fetain a force to anack isolated
garrisons, foraging and raiding parties, recon wnils, and other
forces. Both sides must use fine judgment when datérmining how
large a force to detach on any subsicRary operation.

BATTLES
The need to fight a major baitle demonstrales inferior
penaraiship, This i a prime, unguestonad tenet of BatleMech
warfare, bul one that runs contrary to thousands of years of
historical lessons, Military theorists have been forced fo sel
aside the writings of Napolson, Clausswitz,
Jomini, and others who state that tha de-
struction of an enemy's army is the central
aim of war. Instead, they adopt the tenets
of the schools of mechanized warfare that
grew up during the early 20th century. In
particular, they claim that the British
theorist B.H. Liddel Hart and his sirategy
of the indirect approach are the key 10
victory in ‘Mech combal. Liddel Hart
naver rejacted battle as decisive, but
his indirect approach stressed the bene-
fits of limited war, infiliration, flank and
rear aftacks, and other aspecis
of maneyver as potentially
decisive.

A few visionaries have
rejected this view of battle
balieving that the best way to
achieve a decisive victory is 1o defeal
enemy forces on tha bafflefield, Most
of them are young officers who lack the
the autharity (so far) to imposa their con-
cepls on the Successor States. Never-
thieless, they must adapt their methods 10
the realities of modern wartare, as victones
that cost ‘Mechs and other aquipment are
unacceptable. Only those officars whose
superb tactical skill, overwhalming
fireporwer, of unmatched luck
allows them 1o avosd costly
losses can ever hope 1o make
these aggressive policies work.

MORALE

Emphasize morale and
minimize brufte force, for the
largest army is useless if it has
lost the will to fight This harks
back fo Mapoleon's theory
"The morale is to the physical
as three is 1o one.” The 'Mech
is an instrument of tarmror; its re-
semblance 10 a8 giant man or a
mechanical beast stems from
the desire lo spread fear
among infantry and civilians. Anger is the only emotion more
valuable than fear to the warlord of the BattleMech era: fhe
enamy general drawn inlo an attack at the wrong lime is easy 1o
destroy. The twin aims of mast gen-
erals are to sap the enemy’s fight-
ing spirit and 1o dominate tha
enemy leadership so as o
dictate its every move.

Lindon's Company

LOGISTICS
No army can funchon with-

oul adequale access lo sup-

plias. High-tech armies are haawly

tied to depots and supply

lines. ‘Mechs, in particular,

need huge reservas of
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ammunition, spare parts, and
repair services if they are fo
remain effective. In an age of
high-speed  transport  and
global communications, all the
mihtary forces on a planel can
operate from a single supply
depot, but thatl depot must be
secure if the army is to fight. It
s theoretically possible 10 live
off the land, using local re-
sources and salvaged equip-
ment to keep troops in action,
bt under normal circumstances, this will work only for small
raiding lorces or guerrillas. Napoleonic principles of maintaining
large armies on enemy resources are simply ouldated. However
supply sources can be static, distant, and separaled by wide
tracts of hostile territory and still support a unit. Threats to a
supply line usually focus on actual attacks against supply
SOUrCEs, Nol on coMvoy's of roads

The 12th Vegan Rangers

GENERAL MAXIMS

A few ofher usetul principles of warfare are listed here. Some
of these are as old as war itsaff
Adjust the End to the Means

An ambitious campaign plan will not wark if sulficiant forces
are not availabla to carry it oul.
Detense s Stronger Than Offense

All other things being equal, a force on the defensive is most
likely 1o win. This is true on all levels, from sirategic down 1o
tactical
Defensive Campaigns Cannot Conguer Territory

Although an army that adopts a permanently defensive
slance may repel every atlacker who comes near, this rarely
serves the ends of state policy
Disperse to Move, Concentrate to Fight

Forces move faster if they adopt several parallel routes in
supporting distance of one ancther (Mapoleon's baftalion carre),
In devastation campaigns, this dispersion can spread the effects
of the column over a much wider area. Concentration in the face
of the enemy is essential to fight or threaten a batle and to sup-
pert troops in danger of being altacked by anamy skirmishers.
Combined Arms Wins Batties

‘Mechs can fill a variety of roles, but a force composed exclu-
sively of 'Mechs Is at a disadvantage when fighting mixed forces
Fure 'Mech forces are more practical for offensive operations
than delensive operations: on most raids, ali-'Mech outfits have
an advantage. However, major cperabions benefit from balanced
armies and combined arms attacks

MERCENARIES AT WAR

Mercenanes adhere striclly lo the principles of warfare dis-
cussed above The professional miltary unit tends to be ex-
fremely conservative because heavy losses can be financially
as wall as tacically disastrous. With a few notable exceptions,
mercenary leaders prefer to stay within the precapts of the war of
manauver. A campaign that piis two mercenary forces against
each other is often as bloody as a hotly contested chess game.
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Mercanaries are quick fo recognize imminent defeal. Like a
chess master who sees checkmate 20 or 30 moves ahead, the
merc commander |s apl 1o concede when he perceives the
inovitable end looming. After all, a treaty negotiated aarly in a
campaign often dinches terms that the victor would nol consider
later, when losses on one side and ill will on the other make the
quastion of concessions much more delicate.

The tendency of mercenary keaders to look upon a campaign
as a game rather than a life-or-death struggle infuriates their
employers, and i5 par of the reason for the ongoing disputes
over command rights in mercenary contracts. For their partl. merc
leaders regard House officers who will not face the obwvious as a
chass player would react 1o an opponent who cannol accepl
mate and insists on playing out each move. However, war is not
chess, and many variables can play a part in events. Sometimes
a determinad House laadar who holds an in the face of adversity
can snatch a victory from cerain deleal. Employers tend to play
up such incidents 1o ancourage cooperation from their mercs, but
their arguments have |ittie effect.

Mercenary troops, therefore, are rarely enfrusied with sole
responsibility for major operations such as campaigns of con
quest. The employer uses mixed merc and Howse froops for
crucial campaigns, and insists thal command rights be resolved
in his tavor. Mercenanes securely inCorporated into a wider com-
mand structure may not simply opt out of the campaign without
orders, If they do, they foreit payment and acquire an untavor-
able reputation. Many generals prafer not 1o use mercs at all if
they have a choce.




MERCENARVICS

Owvera 20-year Canser mercs the dirtiest possible
as a soldier of fortune, duty, thus saving his per-
I have never wif- sonal followers for their
nassed a breach of long-lerm wvalue 1o his
fath personally, bui cause _In the long run Richards' Panzer Bngade
certanly the guestion few regimes have ever
of betrayal arose from been founded on a purely
hme fo time, Al of us mercenary power base
knew people or had Mo ong frusts a mercenary completely, bul this suits
heard stones of this them just fine. A sharp mercenary operalor can usually win
sorf of thing. Evary hefty bonusas from his employer's enemies for a well-timed
fime we look a con- double-cross. However, double-dealing 1= as dangerous fo
fract, we had lo con- marcenaries as it would be to traders, manufaciurers, or
sider e possibiiies. other businessmen; eventually, his past misdeeds will catch up

How could we gel clear with him
it & contract blew up in Employers do sometimes betray thewr employees, too, but
oL faces 7 word has a way of getting around. Mercenaries form a crucial

extension of the Successor Stale’s armed forces. It an employar

eamns a reputation for being untrustworthy, he often finds it very
difficult to attract other mercs o his service.

Thus, each party in an agreemeni has reservations—some

justified, others not. As

various safequards

have evolved 1o pre-

venl bad taith on

aither side, trea-

chery has devel-

oped into as much

ol a stately dance

as warfare itsalf

—From Under Four
Flags: My Life as a Mercanary.
by Major Charlene Fellowes,
Mew Avalon Press, 3022

The wiaak ink you
must always guard
agavnst s the hireling
spicher. With the desertion
of your own soidiers for
he glamorous mercenany
fife and the uncertain
foyaihes of these pad
patriots, the dangers of

employing such sol- THE
dhers cannot be laken SUCCESSOR
foo Ighily.

—Latiar from Takashi HOUSES
Kurita to Theodore, Prince Lel’s face i—
of Luthien, 3021 one claimant

15 prefly

The Succession Wars have much like
baen called the marcanary's any other
idea of Heaven, and certainly Same just
have offered professional e if
soldiers the ideal condi- better
tions for plying thedr ancient —Capiain
trade. Navertheless, the Matasha
same fruths that promote Keransky
this excellent potential for of Wolf's
profit also present the marc Dragoons
with some of his greatest
challenges. Because Each of the
mercs work for five Graat Houses
money, No em- of the Inner
ployer can Sphere has its
ever be iotally own policies
certain that they and practices
will remain true in tha regarding
face of bribes or better offers MErcananses

Thus, an employer is likely 1o assign
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THE FEDERATED SUNS

House Davion has earned
a reputation for moderation
lair treatment of its hire-
lings. Some particularly xpe-
and prominent mercs,
including the venerable Eridani
Light Horse and the Tech/
Warriors of Team Banrai, are
on refainer with this Succassor
Stale, which |5 widely held to
ba the fairest and mos! just of
the Successor Houses.

Although Davion deserves the repulation, there are some
serpents in this mercanary Eden. For one thing, Hanse Davion is
well-known for his unorthodox mind. His nickname, the Fox, is a
testament 1o his gift for trickery, and the Federated Suns has a
disconcerting habit of placing hired mercs in unexpected silua-
tions. For example, when Davion hired the 12th Vegan Rangers to
spearhead the invasion of Mew Venice, the unit found itself
deprived of promised reinforcements. The planetary assault
mission was actually an elaborate diversion that fooled House
Kurita (which had agents in the Rangers) and left the real attack
(the invasion ol Wotan) almost unopposed. Though Davion
makes amends for his siratagems in a grand way, every merc
knows to look twice at a Davon mission before accepting it.

The' 12th Striker Regiment

THE LYRAN COMMONWEALTH

Deasperate to attract good troops, House Steiner can afford o
offer generous terms to mercenaries, for it is one of the richest
employers in the Inner Sphere. However, the Lyran Common-
wealth is not a militarily sound stata. With a less centralized
govemment than in most of the other Successor States, House
Steiner suffers from a great deal of factionalism and infighting,
and frequently appoints leaders based on political rather than
tactcal reliability. As a result, Lyran military policy has an
ongoing record of defeat and withdrawal that offers slender hope
of plunder. There is also a tendency for politicians and hack
generals fo blame mercs for their own errors.

Steiner contracts often feature clauses that put merc units
under Lyran command. Because so many Commonwealth leaders
are somewhere between incompetent and mediocre, this does
not help mercenaries’ service, A few hasly Steiner withdrawals
have bean known 1o throw (solated marc units into grave danger.

THE CAPELLAN CONFEDERATION

Although .it entertains grand dreams of conquest and dip-
lomatic dominance, House Liao is the least formidable power
among the Successor Stales. There are those who claim that
Liao is less of a threat than the Bandil Kings, The poor position of
the Confederation makes it unattractive 1o mercenarnes, but like
Steiner, House Liao offers excellent terms o mercenaries.

Maximilian Liso's reputation for grandinse schemes and
sneaky dealings makes him an untrustworthy employer, how-
ever. On several occasions, he has to find technical
reasons o cheal mercenaries of their wages, largely out of a de-
sire to hoard his resources. Archie McCarron's Armored Cavalry,
which Liao needs for fronter troubleshooting, is treated well.
Amracted by generous offers, others have found themsalvas
cheated in the long run.

THE DRACONIS COMBINE

Mercenaries like to call House Kurita “the Snakes”, due to the
House's dragon's-head crest and reputation for treachery. The
Combine employs many mercenaries, and to some (Wolf's Drag-
oons, for instance), Kurita's reputation seems largely exag-
gerated. Nevertheless, the Kurita forces are perhaps the most
effective practitioners of the Company Store approach o
mercenary employment, Many poor mercs have bacome so
thoroughly indebied to the Combine as to be reduced 1o the leved
of House froops.

Ruthless, arropant, and ambitious, Kuritists have fittle
respact for mercs—except those who have proven their mettie.
Howaver, their winning record offsets their reputation for sharp
dealing.

THE FREE WORLDS LEAGUE

Mercenaries find duty under House Marik unsetling but
potentially profitable. Frequent coups and rebellions characterize
the League's extreme instability, which is the Inner Sphere writ
small. Opportunities to make money from rival factions abound,
and there are plenty of riot duty missions that give marcs many
chances to plunder civilians. However, decisions 1o back the
wrong Side in a local power struggle can jeopardize a unit caught
by the winning side.

THE SUCCESSOR HOUSES IN PERSPECTIVE

It is ironic that the strongest and most stable employers—
Kurita and Dawion—are also the most unreliable. On the whole,
Davion is more dependable, bul mercs who want 1o be on the
winning side often choose Kurita. The other Houses are small fry
Of the three, House Marik offers the bes! opporiunities, and
Steiner is preferable to Liao, but not by much.

OTHER EMPLOYERS

The Greal Houses are the major employers of mercenary
units, but not the only ones. Some others are summed up below

COMSTAR

Although ComStar has no direct military arm (bacause this
would jeopardize its position as a neutral arbiter), the arganiza-
tion does employ small mercenary forces for support and
sacurity when saarching for lost colomnies,

Although no evidence has ever been brought forward, it is
whisperad that ComStar hires mercs for a variely of other, covent
assignments. Some people believe that ComStar's ROM agents,
posing as House emissaries, hire troops 1o mount raids and 1o
provoke hostilities. Supposedly, the agents sometimes renege
on contracts to damage a House's reputation or to encourage the
mercenaries o transfer their allegiance. Employers anxious o
disclaim responsibility for violating a conract have reinforced
this ComStar Conspiracy Theory.

ComStar handles 15 missions under the highest possible
standards of honor and integrity, fulfiling all terms of the contract
to the letler. Although there is little chance for plunder or en-
hanced reputation, mercs highly prize ComStar sacurity duty. All
missions of this type are considered garrison or Security
assignmenis.



REBELS AND SECESSIONISTS

Some worlds opt oul of the Succession Wars by rebelling
agaknst their overlords, Without mercenanes, these groups would
be helpless,

Termed dead-end contracts, deals with secessionist goverm:
ments are poor rnsks, Such employers are so weak that viclory in
a campaign is highly unlikely. Because they lack sufficient
funds, rebels often offer land as payment. but then pay off only if
victonious. The collapse of a rebel government can strand its hire-
lings and leave them penniless. House troops tend io mercilessly
punish such mercs along with the rebals.

Reputable merc units will not touch a rebel contract. How-
aver, for want of any baner choices, soma units hire out 1o thasa
losl causes. Sometmes, they may even win a campaign.

MERCHANTS

The large trading cartels of the Inner Spheare hire merce-
naries to garrison their trading stations. 1o protect their ships and
ingtaliations, and to wield a club against unruly locals. Most hire
conventional forces, but the larger companies use ‘Mechs as
well

Merchant duty s dull but safe. While mercenaries are serving
a cartel, contract disputes or unaexpecied ireachery are rare
However, mercenanes have little freedom or hope of making large
fortunes or fantastic reputations in these assignments.

PERIFHERY ALLIANCES

Lying cutside the Inner Sphere, the varous small states of
the Periphery coniract mercenaries o combal bandi kings,
pirates,. and Successor Houses interested in picking up exira
territory cheaply. Linfortunately. the Periphery statea are not wall
off, and as they ewxist beyond the bounds of ComStars
moderating influence, there are few safequards 1o keep them
tonest. In particular, the Taurian Concordal is very untrusi-
warthy. The Outworld Alliance is a fairly decent but unambitious
and poor power. Magestrix Kyalla of the Magistracy of Canopus
reats her mercenary froops well, but her involvement in the Suc-
cession Wars is potentially dangerous. if she draws 100 much
unfavorable attention from the Successor Houses, Canopus has
little chance of survival,

BANDIT KINGS

Lacking the resources 1o pay iroops, the various petty ty-
ranis called Bandit Kings rarely hire mercenaries. However, units
that have disgraced themsalves elsewhere may take retuge with
them as prospective vassals. Joining a Bandil King's service is
much easier than lsaving it

Most merc leaders know thal they can escape to the Pen-
phery after a braach of contract threatens them with vengeance
by ComSlar guaraniors and House troops. There, an ambitious
soldier can assemble a competent fighting force and enough gear
o sef himsell up as a new Bandit King. Though this does not
happan often, it is an ever-prasent temptation 1o those who prize
power, plunder, and pilage over honor or duty.

DIRTY DEEDS
TheyW get you somefow.
One way or another, therall be
an amployer who feaches you
the true meaning of paransa. . .
—Major Fran Delmare, 12th
Star Guards

Contrary to popular imagin-
ation, the mercenary is very
much at the mercy of his em-
ployer, In fact, an empioyer
who wanls 1o place merce-
anes in jeopardy has any number of possible ways 10 do 50.

LOGISTICS

When a merc unit depends upon the employer for supplies, it
might face anything from writation to disaster. Even the supplies
for the best guards wnit in @ household army are subject to the
vaganes of bureaucrats, profiteering suppliers, and black market-
ears. Defective materials, shortages, delays in shipping, gross
overpricing, and mistaken reguisilions are also a part of military
logistics. However, mercenaries sulfer further because they are
often neglecied in tavor of regular troops.

Lack of crucial supplies can immobilize or even destroy a
unil. This happens only by accidenl, excepl when some House
officer wants to exact vengeance for a real or imagined slight.

THE STRANDED MERCENARY

Mercenaries who depend on employers for fransportation risk
baing abandoned As a deliberate policy, the employer will
sacnfice a merc unit fo save House unils elsewhere, In other
instances, a mercenary unit may be abandoned because a ship
commander panicked and pulled oul, or because some senior
strategis! bungled, misdirecting transports intended 1o save the
stranded men.

DIVERSIONS

Sacrihcing mercenanes in a dwversionary attack s an ac-
cepted part of many House military manuals. Mercs are willing 1o
take on diversionary missions for proper payment, bul, for
sacurity of monelary reasons, some employers disguise the
nature of the mission until the last momenL

INVALID CONTRACTS

Employers often seek a way 1o avoud paying mercenarnes.
With ComStar holding onlo the monay, however, the only way lo
do this is lo prove that the mercenaries viclated their contracl
The common way is to claim that mercenaries have failed to “do
their utmast in oparations against the enamy”™, A mercenary force
thal has emerged from a campaign with light losses and linle
plunder is wide open to such an accusation. Although the
charges are difficull 1o prove, the ComSiar officials judging tha
case are nol always above laking bribes; judgment migh!t be
bought for a lot less than a merc unit's services

An honorable House like Davion rarely makes an accusafion
without good cause, although jealous or anxious officers, willing
o perure themselves to find a scapegoal, can mislead any
employer.
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FALSE INTELLIGENCE

Sometimas, employears be-
tray mercs by providing false
information to them. Thus can
they coax mercs into taking a
'sate’ job and also pass the
falge informaton 1o the enemy
through leaks—or inlerroga-
tions—irom the merc ranks.

Mizinformation  generally
concems enemy strength, po-
litical or military plans, posi-
tions of enemy forces, and so
on. Wise mercenanss buid a substantial, dependable scoul
organization and discard 90 percent of what any employer telis
them

The 1515t Light Horse Regiment

THE COMPANY STORE

Il mercenaries do not negotiate their contracts carefully, they
might later discover that they will owe money after a campaign. In
these instances, employers are often ready o advance the unif
additional meney, This is an excallent ploy to dominate a
mercenary's body and soul, because such advances leave the
mercs loo deeply in debt lo leave the employer's service
However, they can always flee out of the Inner Sphere 1o escape
ComSiar bill collectors.

MERCENARY TREACHERY
"One ting—whoase sida are we on this week ™
—From the comedy holoplay Minor Major,
Andurien Broadcasting Corporation, 3017

Though mercenaries are subject to employer betrayal, thay
are also capable of committing shameful deeds. A fair number of
merc leaders have made fortunes by knowing when to make
treachery pay off Some examples of the possibilities are noted
nelow

RELUCTANCE IN THE FIELD

Mercenaries can avoid dangerous situafions by deliberately
moving and reacting skowly. Even Stonewall Jackson and
Napoleon had their off-days, and it 5 easy to maintain that bad
forlune prevered the unit from reaching the battle site (provided
the employer does not need a scapegoal or have witnesses o
suggest the truth). As long as the campaign is moderately
sucoessful, the merce put in a few appearances, and no orders
are directly disobeyed, an outfit can net an easy campaign's pay
with few of the normal risks.

SURRENDER

Under the proper condifions, 4 unil can opt ot of a
dangerous situation by surrendering. Although this does not net
much financial reward, it does preserve the outfit from cerain
dizaster. Surrender staves off reprisals by the victors and is a
good response when tha mere's ex-pafron abandons the unit.
However. surrendering oo early cuts inlo a unit's reputaton

CHANGING SIDES

In a crucial campaign, a greedy mercenary unit can change
sides at a vital moment, becoming a band of kingmakers, Once
they have handed a big victory to their former enemies, they can
almost name their reward, However, their newfound friends will
not be likely to trust the mercenarias in any sensitive positions in
the future

it they ensure their reward in advance (as there is no
guarantee thal such reachery will be paid for), they run the risk
of being discovered or turned down, The truly devious mercenary
commander might play a triple cross, taking monay from the
enemy and then remaining loyal. Obviously, a suspicious
oppanant will expect this.

Changing sides can net a big bonus. However, treacherous
mercenaries should stipulate that the new patrons pay for only
the switch in allegiance, and for the sums advanced by unit's for-
mer employer. Without this safeguard, it can actually cost money
lochange sides.

BRIBES

Less dramaftic but potentially mere lucrative than changing
sides iz accepting bribes from the enemy in refum for informa-
fion, convenient lapses in military security, or actual compliance
with enamy plans. This i risky, bul profitable.

PLUNDERING LOCALS

Mercenaries in a rear-line role (garrison, security, or cadre)
can augment their iIncome by living off the local clvilian popu-
lation, conducling anything from low-key protection rackets to
outright plundering. As employars frown on mercenaries (reating
their subjects like a conguered people, maercs should limit this
treachery 10 backwaters and recent conguests. Mercenaries can
cover up their plundering by provoking a rebellion and then crush-
ing it so theroughly that no evidence of misconduct remains
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SAFEGUARDS AND SURETIES

Justice? Jusfice ded with Richard Cameron, The best thing
we can ask for is an occasional iapse in injustica

—Hatrina Stainer's address to the Estales Genaral, 3023

Without a unified Star League, there is no authorty 1o check
the excesses of the Successor Houses and other ambitious or
unscrupulous people. Monetheless. a ftew forces do help mod-
erate somea probleams

COMSTAR

As a neutral, universal power combining fechnical expertise
with semi-rebgious fervor, ComStar wields vast respect and
influence. It is the ideal broker for mercenary sarvices because
the orgamzabon has the capital 1o finance long-term invesiments
and the power to pursue and punish wrongdoers

Blake's heirs are scrupulously far and honest In thew
dealings (except for the occasional, unprovable bribe) Anyone
giving shelter 1o any person or group who runs afoul of them
faces the ComStar excommunication. By conirofling the money
advanced to mercenaries, they make it much less likely for ether
side 1o break faith, In return, they reap not only monetary profit,
but an indirect, almost invisitde influence on events.

THE MERCENARIES GUILD

In 2956, soldiers of forlune founded the Mercenanes Guild
in the Inner Sphere. The Guild was intended 10 protect the nghts
of mercenary troops. guarantee cerlain conddions of employ-
ment, and avenge the wrongs inflicted on its members. However,
members refused to accept Guild standards when negotiating

confracts. In 2968, the annual
meating broke up into an angry
brawl, and the Guild disin-
tegrated.

In fact, the Guild had fallen
victim to the organized and
determined opposition of Com-
Star, which seams to have
ggan the Guid as a threat to
s own preaminence as a
nautral arbiter of inter-House
dealings

Although considerable evi-
dence tp supporl this contention has fturned up, no one was
sufficiently intersted in the organization to be concemed by its
downfall. The only remaining vestige of the Guild is the scatlerad
Guild Hiring Halls, now run independently, where mercenaries and
prospective employers can seek ona another oul and discuss
contract precedents, unit histories, performance records, and 5o
on. Several halls have actually baen laken over by ComStar

Tha 15th Dracon

THE CONVENTIONS

More a force of tradition than of law, the Conventions are
much like the medieval code of chivalry. Based originally on the
Ares Conventions of 2412, the Conventions are simply a body of
precepls that promote the concept of limited warfare, fair dealing,
and hanaor,

Like ancient chivalry, the Conventions are less binding than
romantics and House propagandists claim, Still, employers and
any mercenary with even the slightest pretension of nobility bow
to most of these standards of conduct.
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The rules in MechWarrior are designed so that players can
create an adventuring group and build theer unit from there. The
following material presents a diffarent method, allowing the
gamemaster or prospective mercenary leader to assemble a
unil custom-tailored 1o his own concepts and means. Belore
creating a unil, the player must analyze the composition and
cosis of the units he wishes to integrate inlo his organization,

Although combat units are crucial, they are not the sole
component of a successful mercenary cutfit. A shortage of
skilled Techs increases the expense of mainaining the outfit.
{Players may wish o refer o Maintenance in The Cost of Living
chapter to leam how much mainenance their forces require.)
Scouls can influence both the unit's combat performance and
is inside information, and Drop- and JumpShips increase the
unit's value while securing a safe retreat in case of disaster.

Unit creators must also decide whether to acquire troops
on a purchase or salvage basis. Although purchases are very
expensive, the equipment is guaranteed fo be in good
condition. Salvaged equipment s cheap, bul is much mora
expEnsive o maintain in he long run.

Hew units are purchased is up to the creator. He can care-
fully craft the nature and compasition of each lance, or he can
buy large blocks of troops and then spiit them into separate
units. Either approach is acceptable. The former gives greater
conirol over composifion and cosls, the latter is faster and
generally easiar

At the end of this book is a Unil Worksheet, where players
can record purchases and organize uniis. Unil organization
does not have to follow established norms, for example, a
company may contain four lances. Ambitious leaders may
experiment with different uni sizes, or mix Mech and non-Mech
alements at a company or battalion level. Such choices could
give a mercenary outfit an edge in encounters with conformist
adversaries. After creating the force, the players may use
additional worksheels lo descnbe the lower levels of the
putfi's organization {each company in a battalion or each
battalion in a regiment).

To create a unil, follow the steps below. Each step is
described in the following sections.

1. Roll 206, add the unit leader's Leadership Skill Lewved,
and consult the Initial Unit Point Table to determing how many
unit paints the players may spend to create their unit.

2 Spend ue to gain troops according o the Base Cost
Table. Gonwvert unused ur into C-Bills at the rate of 1 ue =
10,000 C-Bills,

3. Allocate equipment. Roll o determine if desired "Mech is
available, Il roll is unsuccesstul, roll for another ‘Mech. Repeat
process for AercSpace Fighters and infaniry weapons,

4, Determing unit's morale and reputation

UNIT POINTS (ur)

A unit's size, type, and quality can be measured by using
unit points (ur). A ur is related to, but not quite the same as, the
character points and credits used in MechWarrior. As a stan-
dard 'cumency’ for creating mercenary units, ue provide a way
to compare relative strengths and capabilities of units of dis-
parate types or qualities,

OBTAINING UNIT POINTS

If the gamemaster wishes o run a unit-orientad campaign,
the player crealing the unit should roll on the Initial Unit Point
Table below. (The gamemaster should use this table when
creating NPC units). A player rolls 206, adding the Leadership
Skill Leve! of the unit commander to the roll. For NPC units, rofl
306 (rather than 206) and add nothing. The number that
appears opposite the roll obtained is the initial number of unit
paints that can be invested to creale the unil. Each unit point
is equal to 10,000 C-Bills,

Mote that this guick generation of unit points reflects years
of wark in bullding up a unit from scratch. Mercenary unils are
nol created out of thin air, and, players should think in terms of
unit points rather than C-Bills while genarating their unit.

INITIAL UNIT POINT TABLE
Diie Rodl ur
2 10,000
3 20,000
4 35,000
5 50,000
& 65,000
T 80,000
8 100,000
9 130,000
10 160,000
1 200,000
12 250,000
13 300,000
14 350,000
15 400,000
16 450,000
17 500,000
18 600,000

n
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The table below gives the basic cost in ve for varous types of

USING UNIT POINTS units. Refer to the Unit Size Table for the complement of each
After estabishing a pool of umit  unil. Unless noted otherwise, units are purchased outright at the
points, players may spend them to ac-  costs shown. Costs include the price of troops/operators as well
quire troops and eguipment Mot all  as vehicles and equipment. Note that units acquired in this
acnuisifions indicate that the leader has invested money or  fashion do not own their equipmeant. For example, if the unit com-
bought an item oulright, especially in the case of ‘Mechs and  mander purchases a medium ‘Mech squad, that squad's Mech-
other expensive pieces of hardware, Consider some of these  Warriors do not own their ‘Mechs—they are the property of the
units to have been hired along the way. unit. However, a MechWarrior could buy his "Mech from his
commandar. He would then be considered a hireling and would
receive a hireling's rate of pay. Refer 1o the Hirelings saction to

No fee too high'!

datermine his salary.
BASE COST TABLE
Unit Type Squad Gost Lance/Platoon Cost
Green FRegular Veleran  Elite Green  Regular Veteran  Elite
Mew "Machs
Light ‘Mech 230 480 1,150 2300 920 1,840 4 600 3,200
Medium "Mech 39a T80 1,880 3,800 1,560 3.120 7.800 15,6800
Heavy ‘Mech 570 1,140 2850 5,700 2.280 4 560 11,400 22 800
Aszault 'Mech 820 1.640 4.100 8.200 3.280 6,560 16,400 32,800
Salvaged "‘Mechs
Light *Mech 92 184 460 S920 368 736 1,840 3,680
Medium ‘Mech 156 32 780 1,560 624 1.248 3120 6,240
Heawvy 'Mech 228 456 1.140 2.280 g12 1,824 4,560 9120
Aszault 'Mech 328 656 1.640 3.280 1312 2624 6,560 13,120
Mew Fighters
Light 200 400 1,000 2,000 400 800 2000 4,000
Medium 350 700 1,750 3,500 Jo0 1,400 3,500 7.000
Heawy S0 1,000 2.500 5,000 1.000 2.000 5,000 10.000
Salvaged Fighters
Light B 160 400 a0a 160 320 BOO 1,600
Madium 140 280 00 1,400 280 560 1.400 2.800
Heavy 200 400 1.000 2.000 400 800 2,000 4000
Mew LAMs
Light 400 800 2,000 4,000 1,600 3.200 8,000 16,000
Medium 730 1,460 3,650 7.300 2,920 5,840 14 600 29,200
Salvaged LAMs
Light 160 320 800 1,600 320 1,280 3.200 6,400
Madium 292 584 1,460 2920 1,168 2,336 5840 11,680
Infantry
Requiar 25 50 125 250 100 200 500 1.000
Motonzed 40 80 200 400 160 320 OO 1,600
Jump 50 100 250 500 200 400 1,000 2,000
Scout 40 80 200 400 160 320 800 1,600
Airmobilet +10 +20 +30 +100 +40 +B0 +200 +400
Light Armer 100 200 500 1,000 400 8OO 2000 4,000
Haavy Armor 300 600 1,500 3,000 1,200 2,400 6,000 12,000
Artillary 400 BOO 2,000 4,000 1,600 3.200 8,000 16,000
Aircratt a5 70 175 350 70 140 a50 700
Suppaort 50 100 250 500 200 400 1,000 2,000




No jobtootough . ..

No fee loo high |
BASE COST TABLE (continued)
New DropShips New JumpShips*
Leopard 6,000 Scout 30,000 B+
Linian 16,000 Invader 50,000 8+
Owerlord 43,000 Maonolith 100,000 10+
Fury 3,000 Star Lord THO00 9+
Gazelle 4,000 Merchant 40,000 5+
Seeker 10,000
Triumph 45,000 Salvaged JumpShips®
Condor 30,000 Scoul 12,000 &+
Excalipur 75,000 Invader 20000 B+
Manalith 40,000 8+
Salvaged DropShips Star Lord 30,000 T+
Leopard 2.400 Marchant 16,000 4+
Linion 6,400
Chvarlond 17,200
Fury 1,200
Gazelle 1,600
Seakar 4,000
Triumph 18,000
Caondor 12,000
Excalibur 30,000
1By spending this amount, the players assign helicopters and planes to an infantry or scout unit, making
that unit airmabile. Only scouts and regular infaniry wnils can become airmobile units,
*The players mus! roll the target number in the Base Cost Table or higher an 206 to determine if a JumpShip
ot the speched class 15 available. if they roll lower than the target, no such JumpShips can be purchased in
the unit creation phase.

A Scout Class JumpShip carmies one DropShip, a Merchani
cares wo, an fvader carnies three, a Monolith carries nine, and
a Star Lord caries six,

A light LAM lance consists of Siinger and Wasp LAMs. A
medium LAM lance is composaed of Stinger, Wasp, and Phoenix
Hawk LAMSs.

Note that DropShips and JumpShips are not assigned qual-
ies; their crews are considered average.

A lLegpard Class DropShip caries four ‘Mechs and two
AgroSpace Fighters, A Union carmies 12 'Mechs and 2 AeroSpace
Fighters. An Ovevford carries 36 ‘Mechs and 6 AeroSpace Fight-
ers. A Fury camies four infantry platoons plus 8 light vehicles. A
Garelle carries two infantry plattons and 15 heavy vehicles. A
Seeker carries four infantry platoons and 64 lighl vehicles, A Tr-
umph carries five infantry platoons and 45 heavy wvehicles. A
Condor camies twelve infantry platoons and 20 light vehicles. An
Excafibur camies 100 heavy vehicles, 23 infantry plaloons, 24
light vehicles, and twelve 'Mechs.

LUMIT SIZE TABLE

Unit Type Squad Complement Lance/Platoon Complement
‘Mach 1 Mech 4 Mechs
AeroSpace Fighter 1 fighter 2 identical fighters
Intantry 7 men 28 men
Motorized Infantry 10 men + vehicle(s) 40 men + vehicles
Alrmobile Intantry 10 men + vehicla(s) 40 men + vehicles
Scout 3 men + vehicla(s) 12 men + vehicies
Airmobile Scout & man + vehicla(s) 24 men + vehicles
Armor 1tank : 4 lanks
Artillery 7 men + artillery pisce 28 men + 4 artillery pieces
Aircraft 1 aircrafi 2 identical aircrafi
Support 1 Tach 4 Techs

Alter acquiring his units, the unit creator should convert any unused ur into C-Bills,
thus farming his unit's treasury. One ur equals 10,000 C-Bills,




OUTFITTING MERCENARIES

Flash out the unit at a lance or com-
pany level il player characlers are in-
volved In that particular subunit

The gamemasier should assign cerain vehicles, eguipment,
and armamants from MechWarrior and other BattleTech source:
books 1o each unil. Thus, he should assign a specilic type of
weapon 1o an mfantry platoon, a specific kind of heavy tank 1o a
heavy armor squad, and so forth

The gamemaster should add detmls to ndividual NPCs only
when necessary. For example, he would not have o create the
28 men in an infaniry platoon in any detail, although he may fiesh
out squad eaders

Generale the necessary skill levals for MechWarriors, Aero-
Space Fighter Pilots, scouts, support personnal, and so forth by
rolling on the Skill Level Table below. Note that the skill levels
below conform 1o the MechWarrior skill system. W the players
wish, they may aher the table so that it agrees wih the
BattleTech skill system

SKILL LEVEL TABLE
Unit Quality Die Raoll {1D6)
1 2 3 4 5 6
Green 0 ] 1 i 1 1
Regular 1 1 2 2 2 3
Veteran 1 2 2 3 3 B
Elita 3 a 3 4 5 B

DETERMINING UNIT VEHICLES AND EQUIPMENT

Players should roll on the Availahbility Table (p.35) to deter-
mine which ‘Mech, AeroSpace Fighter, and infantry weapons their
units possess. A player may roll for any 'Mech he desires, bul the
total tonnage of all four "Mechs within his lance must conform 1o
weigh! limitations. A light lance weaighs up 1o 130 tons; a medium
lance, up to 200 tons: a heawvy lance, up 1o 280 tons; and an
assaull lance, over 280 tons. A player must roll the targel numiser
or greater to get his desired "Mech or fighter, If he fails, he cannot
have that vehicle and must roll for a different entry until he is
succassful. Another MechWarnor within the player's lance may
iry 1o obtain a 'Wech that the first player failed to acouire

For example, four MechWarriors form a madium lance in a
mercenary regiment. MechWarrior | wanls a Marauder, for which
he must roll @ 7 or greater. He faills and so rolls for his second
choice, a Vuican, which has a target of 6. He rolis a 9 and gets
this ‘Mech. MechWarrior |l also wanis a Marauder and rells a 10
Thase two MechWarmiors now have their ‘Mechs, and the other
two MechWarriors in the lance may roll on the Availability Table
for their 'Mechs. A medium 'Mech lance weighs up to 200 tons.
Therelore, the combined fonnage of the two remaining Mech-
Warriors' 'Machs cannol exceed B5 tons, as a Vulean and a
Marauder together waigh 115 tons.

AeroSpace lances have two fighters of the same class. Thus,
a light lance could consistl of two Sparow Hawks of o
Cheetahs, but not a Spamow Hawk and a Cheelah

Use the infantry Weapon Table on the next page o detarmine
the type of weapon used by an infantry sguad or platoon. The
players may either roll for every squad or may roll on a platoon
leved, Follow the procedure used for determining a player's 'Mech,
It thay fail 1o roll the tlarget number or greater for the shor-range
missile, the laser, the lamer, and the maching gun, the infaniry
unit must use rifles.
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REPUTATION AND MORALE

A unit's training, experience, and
morale determines its quality, which
modifies the unit's battle performance
and reputation. A mercenary force need not all be a single
quality; any sort of mix is possible. When making purchases, the
creator of the mercenary force should divide his purchases by
type, size, and quality. For example: one elite lance of heavy
'Mechs, one regular company of medium 'Mechs, one veteran
company of light '"Mechs, one green company of heavy 'Mechs,
two elite squads of AeroSpace Fighters, and so on.

The unit's reputation helps the commander gain choice
contracts and assignments. Mostly, reputation is earned on the
field of battie, but an organization with particularly effective or
well-qualified troops has a certain amount of drawing power even
if it has never been in the field before.

Calculate the initial reputation of a unit from the quality and
types of units available. First, determine the reputation of each
company by consuiting the Reputation Table below. Add up all of
the points obtained, then divide by 12, the standard number of
squads in the company, rounding fractions up. Then, add each
company's result together. This is the outfit's reputation. There-
after, the figure will change according to how well the outfit per-
forms, as explained later. Reputation affects the degree to which
a unit can modify an employer's position in contract negotiations
(see The Negotiation System in the Creating Contracts chapter).

No fee too high!

REPUTATION TABLE
Squad Type Reputation
Veteran
Elite
Light 'Mech
Medium 'Mech
Heavy 'Mech
Assault 'Mech
LAM
AeroSpace Fighter

NWHErWND—=-N—=

Different quality units have different Morale Levels. An Elite
squad has a Morale Level of 4. A Veteran squad has a level of 3.
A Regular squad has a level of 2, and a Green squad has a level
of 1. Determine the Morale Level for every squad, and average
the levels to determine lance, company, battalion, and regiment
morale.

Morale Level Unit Quality Squad Morale
1.0-1.75 Green 1
1.76 -2.75 Regular 2
2.76-3.49 Veteran 3
3.5+ Elite 4
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HIRELINGS

Instead of purchasing new or salvaged equipment, a merce-
nary commander may recruit hirelings. Whether a single Mech-
Warrior or a company of motorized infantry, hirelings must be
paid more than salaried soldiers because they own their equip-
ment (and have to keep it in fighting condition) and furnish their
own supplies. Thus, they receive 100 percent of the amount paid
by the employer per squad (see the Remuneration section of the
Creating Contracts chapter). Modify the amount paid per hireling
squad using the foliowing tables. If hirelings wish to remain with
the mercenary unit indefinitely, they will have to negotiate terms
with the CO and will receive a much lower rate of pay (as they will
receive supplies and maintenance support from unit stockpiles).

RANDOM MODIFIER TABLE

Die Roll (1D6) Modifier

1 -5%

2 -10%

3 -15%

4 -20%

5 -25%

6 -30%

UNIT QUALITY MODIFIER TABLE

Unit Quality Modifier

Green -10%

Regular 0

Veteran +10%

Elite +20%

UNIT TYPE MODIFIER TABLE

Unit Type Modifier
Light '‘Mech -10%
Medium 'Mech +0%
Heavy 'Mech +10%
Assault 'Mech +20%
Light AeroSpace Fighter +0%
Medium AeroSpace Fighter +5%
Heavy AeroSpace Fighter +10%
Light LAM +5%
Medium LAM +10%
Regular infantry -30%
Jump Infantry -20%
Scout -5%
Motorized +0%
Airmobile +5%
Light Armor -15%
Heavy Armor -10%
Artillery -10%
Aircraft -10%
Support +10%

RECORDING UNIT CREATION

Use the Unit Worksheet (photocopy the blank on page 101) to
list the amount, type, quality, and cost of each subunit in the
mercenary unit. Note battalion and regiment organization on the
Unit Composition Form (provided on page 102). The exampie on

A page 99 should help players use these forms.
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To operate a mercenary unit in the game, the player
characters must determine their ongoing expenses. Although
most expenses are paid monthly, additional costs crop up as a
result of campaigns or disasters. Unexpected expenses (such
as bribes) are mostly within the gamemaster's jurisdiction.
Finally, there is the question of consumable supplies, which
can be purchased either monthly or on an irregular basis, as
the unit leadership sees fit.

MONTHLY EXPENSES

At the end of every month, the following expenses must be
met.

SALARIES

If the soldiers in the unit are on salary, they are paid
according to the rates shown on the table below. Salary rates
are for individuals, except where noted, and vary by unit
quality. All prices are given in C-Bills.

MERCENARY SALARIES

Salary When Quality Is

Type Green Regular Veteran Elite
MechWarrior 400 600 1,000 2,000
AeroSpace Fighter Pilot 400 600 1,000 2,000
Infantry* 1,050 1,750 3,500 7,000
Armor* 1,000 1,750 2,500 5,000
Artillery* 1,050 1,750 3,500 7.000
Aircraft 250 400 900 1,500
Scout 150 300 600 1,200
Supportt 200 400 750 1,500
DropShip** 3,000 5,000 7,500 12,000
JumpShip** 3,500 6,000 10,000 15,000

*Salary is for a squad of seven men

**Salary is for complete ship crew of average quality

tSalary is for a Tech. Astechs and other assistants are paid
the same as infantry.
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Profit Sharing

Units on profit sharing do not pay monthly salaries. How-
ever, the money left over after all other expenses have been
covered is split up according to ratios below. When a unit has
no personnel in a given category (no Techs, for instance), the
share allocated to them goes to the soldiery instead.

2/8 of all profits go to the unit CO.

1/8 of all profits go to all subunit commanders (in a
battalion, company commanders are subunit
commanders), divided equally.

1/8 of all profits go to all other unit officers, divided equally.

2/8 of all profits go to all the unit's MechWarriors,
AeroSpace Fighter pilots, and scout personel, divided
equally.

1/8 of all profits go to all the unit's technical personnel,
divided in favor of Senior Techs.

1/8 of all profits go to the infantry, armor, and aircraft
soldiery.

Profit sharing can be introduced only if the overall quality of
the outfit is Veteran or Elite. It is an all-or-nothing proposition;
either all troops are part of the arrangement cr none of them
are. In addition, the CO suggesting the arrangement must roll
less than or equal to his Leadership Skill Level +5 on 2D6. Only
one such roll may be attempted per month.
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MAINTENANCE

Compute maintenance costs for
each squad based on its type. The Main-
tenance Cost Table lists the mainten-
ance amount (in support points) needed
by each type of unit. However, the presence of support person-
nel can offset these costs. Each support squad in a unit
generates support points each month, which reflects the squad's
ability to effect repairs. Apply these support points only to
maintenance costs.

A Green support squad generates 5 support points.

A Regular support squad generates 10 support points.

A Veteran support squad generates 20 support points.

An Elite support squad generates 30 support points.

An Elite BattieMech pilot generates 1 support point.

An Elite AeroSpace Fighter pilot generates 1 support point.

After these support points are expended, the balance must
be paid from other sources, such as company coffers, income,
and so on. One support point is equal to 5,000 C-Bills worth of
expertise, labor, parts, and equipment.

It is possible to raise the quality of salvaged equipment to
that of new equipment by spending three times the salvaged
equipment's monthly maintenance cost. This improvement cost
is in addition to normal monthly maintenance fees.

Obviously, egipment destroyed in combat needs no monthly
maintenance. Though useless, such equipment can be raised to
salvage quality by spending five times the equipment's salvage
quality monthly maintenance cost.

Sometimes, a unit commander is forced to strip his equipment
to offset other expenses. To determine the amount of support
points gained by stripping equipment, refer to the following chart:

A new squad generates five times its new quality monthly
maintenance cost.

A salvaged squad generates three times its new quality
monthly maintenance cost.

A destroyed squad generates two times its new quality
monthly maintenance cost.
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MAINTENANCE COST TABLE

Squad Type

infantry

Jump Infantry
Motorized Infantry
Airmobile

Light Armor

Heavy Armor

Light 'Mech (n)

Light 'Mech (s)
Medium 'Mech (n)
Medium 'Mech (s)
Heavy '"Mech (n)
Heavy ‘Mech (s)
Assault 'Mech (n)
Assault 'Mech (s)
Aircraft

Light LAM (n)

Light LAM (s)

Medium LAM (n)
Medium LAM (s)
AeroSpace Fighter (n)
AeroSpace Fighter (s)
Scout

Support

Artillery

Leopard Class DS (n)
Leopard Class DS (s)
Union Class DS (n)
Union Class DS (s)
Overlord Class DS (n)
Overlord Class DS (s)
Fury Class DS (n)
Fury Class DS (s)
Gazelle Class DS (n)
Gazelle Class DS (s)
Seeker Class DS (n)
Seeker Class DS (s)
Triumph Class DS (n
Triumph Class DS (s
Condor Class DS (n)
Condor Class DS (s)
Excalibur Class DS (n
Excalibur Class DS (s
Scout Class JS (n)
Scout Class JS (s)
Invader Class JS (n)
Invader Class JS (s)
Monolith Class JS (n)
Monolith Class JS (s)
Star Lord Class JS (n)
Star Lord Class JS (s)
Merchant Class JS (n)
Merchant Class JS (s)

)
)

)
)

n=new
s = salvaged

Cost to Maintain/Month (sp)

1

2

2
+4
7
13
15
30
25
63
35
123
45
225
5
25
50
35
123
12
40

170
100
200

90
180

80
160
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CONSUMABLE SUPPLIES

The cost of one month's supplies (food, water, uniforms, med-
icines, etc.) is 500 C-Bills per squad, regardless of the squad's
type or quality. As a result, a MechWarrior lives extremely well,
receiving the same amount of supplies as does a seven-man in-
fantry squad.

When purchasing supplies, simply designate the number of C-
Bills being allocated at that time. Supplies are paid for when they
are ordered. Deduct the C-Bills allocated to supply from the total
available, then determine how long until this number of C-Bills is
added to a separate record of supply C-Bills. It takes 1D6 — 1
months to receive a batch of supplies once they have been
purchased, and so players must be careful to juggle available
stockpiles and plan ahead. Just before a new supply shipment is
added to stockpiled supplies, roll 2D6. If the roll comes up
doubles (e. g. 11, 22, 33), the shipment is not received. It has
been diverted, hijacked, destroyed, or lost, due to anything from
enemy action to contractor fraud to meddling by nominally
‘friendly’ forces.

Use the Supply Data Chart at the end of this book to keep
track of unit supplies.

FAILURE TO COVER MONTHLY
EXPENSES

Some or all of the forces in a unit
may have their salaries withheld. How-
ever, when payment is in arrears, mu-
tiny may occur and performance definitely deteriorates.

When computing monthly expenses, roll two dice. If the result
is less than or equal to the number of months of back pay owed,
all troops that have not been paid for that number of months or
more mutiny. Roll on the Mutiny Table to see the effects of the
crisis, which can spread to other troops and lead to dangerous
consequences. Of course, players should keep track of which
troops are paid when and may periodically pay off part of the
amount due to lessen the chance of mutiny. Note that there is
never a chance of mutiny when all troops are only a month behind
in their pay.

In addition to the chance of a mutiny, short pay influences
morale. Each month of pay owed to the troops causes the unit's
Morale Level to drop by 1 when they are on campaign.

Failure to cover maintenance costs also has a direct bearing
on combat effectiveness. Divide the amount of C-Bills spent on
maintenance (including those generated by support personnel)
by the full maintenance cost. This gives the percentage of the
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OVERHEAD

Administrative overhead is also paid on a monthly basis. The
leader can set overhead at 5, 10, 15, or 20 percent of the sum of
unit salaries and supply costs. A level of 15 percent is standard.

If overhead is at 5 percent, subtract 2 from the unit's Morale
Level when entering a campaign or battle. At 10 percent, morale
goes down by 1. There is no morale change at 15 percent over-
head. Morale and its effects are discussed in the Morale section
in Campaign Systems.

Note that overhead is based on the full number of C-Bills paid
in salaries and supply expenses, regardless of their source.

unit that actually can take the field during the upcoming month.
Other troops will be out of action due to breakdowns, lack of
equipment, and so on. If no maintenance costs are paid, the
entire unit is out of action.

Elements of an outfit disabled by inadequate maintenance
reassume combat readiness after monthly maintenance is paid,
no matter how many months have been missed. In essence,
unpaid maintenance costs do not carry over to the next month.
However, a unit that suffers a major defeat in a campaign may
lose all its disabled forces if those forces are overrun before they
can retreat.

If the unit cannot afford to pay at least 5 percent overhead
costs, morale is reduced by 5, and a mutiny occurs on a roll of
2-5 on 2D6. Each month thereafter that minimal overhead costs
are not met, decrease the morale and increase the chance for
mutiny (if any) by 1.
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A unit that lacks sufficient supplies
for a given month (500 C-Bills per squad)
loses 1 level of morale. Maintenance
costs for that month are doubled, and
more units may therefore be put out of
action. Each month without supplies is equivalent to a month
without salaries in terms of causing mutinies. A CO might have to
make two mutiny rolls in one month: one for salary and one for
food. However, a unit can mutiny only once in a given month. The
unit commander can use loyal troops to attack disobedient or
rioting mutineers, to block an unsanctioned attack, or to protect
locals. Resolve these battle situations according to the standard
BattleTech rules.
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MUTINY TABLE

Second First Die Roll

Die Roli 1 2 3 4 5 6
1 A B C C B A
2 B A E F D B
3 C E A H G C
4 D F G A G C
5 B C F E A B
6 A B D D C A

A—-Morale Loss

Morale Level drops by 1D6 over and above other required
reductions.
B-Desertions

Roll 2D6 — 2 and multiply by 10. Result is percentage of force
that deserts immediately. Deduct from each unit type equally,
removing hirelings first, then Green troops, then Regulars, and
so on. Deserters are lost permanently, and must be rehired.
C-Disobedient Troops

Mutinous troops refuse to campaign. On a roll of 7 or less on
2D6 (add Unit CO Leadership level to target), all other troops in
unit join them. Disobedient troops will defend themseives if at-
tacked, but take no other action.
D-Unsanctioned Attack

Mutinous troops clamor for immediate assault on nearest
enemy force. On a roll of 7 or less on 2D6 (add CO's Leadershig
level to target), other troops in unit join them. If no enemy forces
are available, treat as "E".
E-Plunder Locals

Mutinous troops run wild and attack local populace, regard-
less of allegiance. Until mutiny ends and for 1D6 months there-
after, the unit is treated as if it were on campaign in hostile
territory.
F-Riot

Mutinous troops run wild in camp. On a 2D6 roll of 7 or IessJ
(add CO's Leadership level to target), all troops in the uni
participate. All reserve stockpiles of money, supplies, and so on
are lost.
G-Treachery

All mutinous troops surrender to the first enemy force
encountered.
H-Assassination

Mutineers endeavor to kill the Unit CO and his loyal officers.
If successful, they will elect new leaders, who must extricate the|
unit from its present difficulties or face further trouble next
month.
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HIRING DROPSHIPS AND JUMPSHIPS

If a mercenary unit does not possess DropShips or Jump-
ships, they may either accept transportation from their employer
or hire the ships themselves to get from one place to another.

The following table shows the cost to hire a DropShip for a
planet-to-JumpShip-to-planet trip. Listed prices are in C-Bills.

TRANSPORT FEE TABLE
Ship Type Fee
Commercial DropShip 10,000 per Mech or AeroSpace
Fighter, including support personnel.
500 per individual infantryman
2,500 per vehicle

Leopard 60,000
Union 150,000
Overlord 400,000
Fury 30,000
Gazelle 40,000
Seeker 105,000
Triumph 430,000
Excalibur 700,000

A unit CO does not rent a commercial DropShip. Rather, he
leases space aboard and must pay an extra 10 percent of his
total fee per jump. Also, a commercial DropShip will not land in a
combat zone.

The normal rate for interstellar travel is 50,000 C-Bills per
DropShip per jump (up to 30 light years distant). This rate is rarely
negotiable and is payable in advance. Roll 2D6 — 3 to determine
the number of jumps necessary to travel to the designated
planetary system. A result of 0 means that the mission will take
place within the system where the unit is located. On a
subsequent roll of 3-6 on 1D6, the mission will take place on the
world where the unit is located.

DropShip transport prices are sometimes negotiable, as a
system's stellar type affects travel time. In a system with a small
star, the jump point will be closer to the planets within the
system. Using hired ships in a combat situation requires ten
times the fee in the table above.

BATTLE EXPENSES

A unit on campaign must spend additional C-Bills on post-
battle maintenance and/or consumable ammunition. Refer to the
Supply Fees section of Creating Contracts and the Campaign
Outcome section of the Campaign Systems chapter.

RECORDING UNIT EXPENSES

The Unit Worksheet and Unit Composition Form (photocopy
the example at the end of the book) provides space to figure out
component costs and monthly expenses for the unit. This can
also be used to help a player figure out how much to charge an
employer over a given period of time. Space for marking informa-
tion on supply stockpiles is provided on the Supply Data Chart.
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If he so desires, a gamemaster may role play the creation
of a contract. In this case, he adopts the role of the employer's
agent and holds out for the terms he sees fit, perhaps using
the Reaction Table in MechWarrior to determine how readily the
agent responds to the players' specific proposals. This proc-
ess is essentially freeform and allows the gamemaster to use
the negotiations to relate rumors, clues, and suggestions of
things to come. No true rules can regulate this process; it re-
quires the mixture of common sense and imagination which is
the essence of good gamemastering.

Alternatively, the gamemaster can lend a certain amount of
structure to the negotiation of an employment agreement by
using the following system.

NEGOTIATION SYSTEM

Before presenting a potential employer to the players, the
gamemaster should roll 1D6 — 1 to obtain the Diplomacy Skill
Level of the employer's agent. To determine the employer's
initial position on each subject usually covered in a contract,
roll 2D6 and consult the Employer Position Table below.
Compare the resulting employer position number with the appro-
priate result on the Mission Table. Repeat this process for
each of the following areas: Length of Service, Remuneration,
Guarantees, Command Rights, Transport Fees, Supply Fees,
and Salvage Rights. Results represent the employer's position
on these matters. Note each position, by description and
number, on a piece of paper.
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EMPLOYER POSITION TABLE
Die Roll Employer Position
5
15
25
35
75
a5
85
55
10 45
11 45
12 55
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When the player characters meet the employer or his
agent, he tells them only the nature of the mission. The players
should then choose a position on each of the other tables
without knowing the employer's position on these subjects.
They choose positions without rolling dice; they simply note
down their choice and its number. The higher the number, the
more likely it is to be granted, and so they should usually
choose the highest possible. For example, when determining
salvage rights, the players consult the Salvage Rights Table
and decide that they wish to receive Payment in Kind. The
highest possible number of Payment in Kind is 30, and so they
record their choice and "30" on a piece of paper.

Determine the pool of negotiation points available to the
players by adding the unit's reputation and 10 times the Diplo-
macy Skill Level of the character conducting the negotiations.
Muttiply the employer's Diplomacy Skill Level by 10 and
deduct this from the pool. Any additional negotiation points
granted as a result of employer concessions further increases
this pool.

Resolve negotiations by comparing the employer's position
to the position chosen by the players. Issues can be resolved
in whatever order the players desire. Spending negotiation
points lowers the stance adopted by the employer to a level
that the players find suitable; 1 negotiation point reduces the
employer position number by 1. If the players have chosen a
position number higher than the employer position number,
subtract the employer value from the player value and add this
number of negotiation points to the pool available to the
players. Players may not reduce the employer position number
below the position number that they have adopted. When the
players have spent all their negotiation points, the final terms
of the agreement are the highest stances in each area
(whether these are the players' or the employer's choices).

Players entering into negotiations should be aware that the
order in which they settle terms is extremely important. They
should settle crucially important terms first, while they still
have points to influence the employer. Alternatively, they may
negotiate areas where they plan to make concessions to win
extra negotiation points for other matters. Although they do not
have to modify an employer's positions at all, once a point has
been settled and a new one taken up, they cannot go back.
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1

MISSIONS

All the various missions described
earlier in this book have been grouped
into seven major categories. After
selecting a category, the gamemaster
should designate a specific mission from within that category. A
table for random selection has been included below, but the
gamemaster may make the choice himseif.
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MISSION TABLE
Number Description
0-5 Retainer

6-15 Minor Raid

16-35 Territorial Campaign

36-55 Combat Campaign

56-70 Invasion

71-80 Major Raid

81-95 Static Defense
96—-100 Retainer

Retainer

During retainer service, the unit may be ordered on a variety
of different missions (at the gamemaster's discretion), but may
not be sent on any kind of raid without having negotiated a new
contract.
Major Raid

Major raids are Diversionary and Guerrilla Warfare assign-
ments. They tend to take longer than ordinary raids and are high-
paying missions (because they are so dangerous).
Minor Raid

This category includes both Recon and Objective Raids,
which tend to be short and dangerous (though not as much as a
major raid). They offer higher rates of pay than less strenuous
duties.
Combat Campaign

Units given this class of mission will undertake either Offen-
sive or Defensive Campaigns. These are considered a standard
type of mission, with moderate length, hazard, and renumeration.
Invasion

This category denotes operations that require units to move
against a world where enemy forces are in control of the ap-
proaches and some or all of the surface. It specifically includes
Planetary Assaults and Relief Duty. Duty is short but hazardous
and well-paying.
Territorial Campaign

Missions in this class are more concerned with the need to
protect or seize territorial objectives than they are with battle.
Specifically, the category includes Riot Duty and Siege
Campaigns. Though dangerous, these operations do not provide
a great deal of pay. Service iength is average.

SECTION 10

Static Defense

This category includes Garrison, Cadre, and Security Duty,
all fairly low-risk, low-pay, long-service operations that are dull
and inglorious.
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LENGTH OF SERVICE

The Service Length Table provides the months of service.
These figures may be modified by the mission chosen (see the
Mission Modifications section below).

SERVICE LENGTH TABLE
Number Length of Service
0-10 12 Months
11-20 11 Months
21-30 10 Months
3140 9 Months
41-50 8 Months
51-60 7 Months
61-70 6 Months
71-80 5 Months
81-85 4 Months
86-90 3 Months
91-95 2 Months
96-100 1 Month
REMUNERATION

Rates are given in C-Bills per squad per week. However,
these rates can be modified for unusually easy or hazardous
duty (see Mission Modifications). When actually filling out a
contract, calculate the total due according to unit size and
service length. (This table does not list the salaries collected by
a squad. Refer to the Salaries section in Cost of Living.)

REMUNERATION TABLE
Number Rate of Pay
0-10 25,000
11-20 20,000
21-30 17,500
31-60 12,000
61-80 10,000
81-90 5,000
91-100 2,500

GUARANTEES

The following table deals with the kinds of contractual safe-
guards for guaranteeing that service and payment are both
granted.

GUARANTEE TABLE
Number Method of Payment
0-5 Prior Payment
6-20 Advance/Completion
21-40 Minor intermediary
41-80 ComStar Intermediary
81-100 Payment on Completion

Prior Payment

Full payment is made before the contract goes into effect.
This is a private deal and depends upon the unit's integrity.
Advance/Completion

in this private deal, the employer pays an agreed-upon
percentage prior to the start of the contract and the balance on
the completion of the operation.
Minor Intermediary

An intermediary other than ComStar is selected under roughly
the terms discussed above. However, the maximum advance
allowed varies from one contract to another. Roll 2D6 — 2 for the
percentage allowed. No observer is generally assigned to the
unit, and there is little provision for the recovery of an advance.



No jobtootough...

L

ComStar intermediary

The employer deposits the agreed-upon sum with Com$Star,
plus a 5 percent handling fee. Upon completion of the mission,
the unit draws pay from ComStar, surrendering 5 percent as a
further handling fee. The unit can draw up to 25 percent of the
total sum from ComStar prior to completion of the contract, but
the unit's leader pledges to repay the advance if ComStar judges
that the unit failed to fulfill contract conditions. A ComStar
acolyte may be attached to the unit HQ as an observer.
Payment on Completion

Full payment of all money owed is made on the day the
contract expires. This is a private deal, and depends upon the
employer's integrity.

COMMAND RIGHTS
The Command Rights Table shows five possible ways to de-
fine a unit's command rights. Also, refer to Mission Modifications.

COMMAND RIGHTS TABLE
Number Amount of Control
0-5 Independent Command
6-20 Mercenary Command

21-60 Liaison Officer

61-80 House Command
81-100 integrated Command

Independent Command

The mercenary unit is completely independent of all outside
command, acting strictly on the initiative of the unit's
commanding officer.

Mercenary Command

The unit is incorporated into a larger force, but under the
command of an independent mercenary officer, who is less likely
to use his position for acts of favoritism.

Liaison Officer

The unit is semi-independent but attached to higher command
through an employer-appointed liaison officer, who may attempt
to manipulate or browbeat the oulffit into closer cooperation.

House Command

The unit is placed under the orders of an officer in the
employer's military. The merc commander is directly answerable
to this officer.

Integrated Command

The unit is incorporated directly into household forces. House

troops or officers may replace or augment the mercenary forces.

TRANSPORT FEES

A unit can always accept transport
provided by the employer. Such trans-
port is free. Mercs who have some
ships (but not enough for the whole unit)
may negotiate reimbursement for those units that will use non-
employer ships, and accept free employer transport for the rest.

Employers might reimburse units refusing free employer
transport. If the unit decides to hire transport, multiply the modi-
fier from the Transport Reimbursement Table by the transport fee
to calculate the reimbursement paid by the empiloyer. If the unit
uses its own ships, multiply the modifier by what it would cost to
hire its own ships.

To calculate the price of hiring Drop- and JumpShips, refer to
the Transport Fee Table. Landing a DropShip in a combat zone
requires ten times the normal price for a drop. Double the amount
for DropShips to cover round-trip journeys. Multiply the JumpShip
Fee by the number of jumps required to reach the destination
world. To determine the number of jumps required, roll 2D6 — 3. A
resuit of 0 means the operation is in the planetary system where
the unit was hired; on a subsequent roll of 3-6 on 1D6, there is no
need for DropShip transport either.

No fee too high!

TRANSPORT REIMBURSEMENT TABLE

Number Modifier
0-5 x3
6-15 x2.5
16-30 x2
31-50 x1.5
51-80 x1
81-90 x0.5
91-100 x0
TRANSPORT FEE TABLE
Ship Type Fee (C-Bills)
Commercial DropShip 10,000 per 'Mech or
AeroSpace Fighter,

including support personnel
500 per individual

infantryman
2,500 per vehicle

Leopard 60,000

Union 150,000

Overlord 400,000

Fury 30,000

Gazelle 40,000

Seeker 105,000

Triumph 430,000

Condor 300,000

Excalibur 700,000

JumpShip 50,000 per DropShip

/
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SUPPLY FEES

The results of supply fee negotia-
tions indicate the number of C-Bills paid
per squad each month for consumable
supplies, and the same number paid per

No fee too high!

A prize court can award outright control of salvage, or can
establish payment in kind, depending on the contractual
settiement. In the latter case, use the Merc Award column of the
Salvage Value Tabie after the Prize Court Table has set the
number of C-Bills to be awarded.

squad following each major engagement. If the unit is furnishing
its own supplies, the mercenary can add the employer's supply C- PRIZE COURT TABLE
Bills to the unit treasury. Multiply the modifier in the table below Die Roll Percent of Value Awarded to Mercs
by 500 to determine the amount of C-Bills received for supply. 2 5%
3 10%
SUPPLY FEES TABLE 4 15%
Number Supply Modifier 5 20%
0-5 1.5 6 25%
6-15 1.25 7 30%
16-30 1 8 40%
31-50 .75 9 50%
51-80 5 10 60%
81-90 .25 11 70%
91-100 0 12 80%
SALVAGE RIGHTS Employer Compensation

The results on the Salvage Rights Table define how salvaged
enemy equipment is allocated. Roll 2D6 on the Salvage Value
Table whenever salvageable gear is captured. Use the Merc
Award column when the employers are establishing the value of
salvaged gear turned over to mercs for Payment in Kind. Use the
Employer Award column when the employers are determining the
value of salvaged gear for which they have to compensate the
mercs (for Employer Compensation). Multiply the appropriate
value modifier by the value of the equipment in C-Bills. Mercs pay
inflated prices, while employers consistently undervalue the
equipment for which they compensate the mercenaries.

SALVAGE RIGHTS TABLE

Number Salvage Allocation

0-10 Merc Claims

11-30 Payment in Kind

31-50 Prize Court/Outright Grant
51-70 Prize Court/Payment in Kind
71-85 Employer Compensation
86-100 Employer Claims

Merc Claims

All material taken by mercenary forces belongs to the unit, in
addition to normal income.
Payment in Kind

All materiel taken by mercenary forces belongs to the unit,
but the mercs agree to allow the employer to assign a "fair and
equitable value" to the salvaged equipment. This value is de-
ducted from the fees owed to the mercenaries at the end of the
campaign. If the mercs have already been paid in full, they must
buy the salvaged material. Roll on the Merc Award column of the
Salvage Value Table. Multiply the resulting modifier by the value
of the salvaged gear to determine the employer's assigned value.
Prize Court

Materiel taken by the mercenaries is turned over to the
employer, but their claim is submitted to a prize court that
determines the disposition of all captured gear. The Prize Court
Table determines the percentage of the equipment value that is
actually handed over to the unit. It takes 2D6 weeks for a prize
court to complete its deliberations.
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Al salvaged materiel belongs to the employer, but he agrees
to compensate the mercenaries in cash for the material they turn
over. Roll on the Employer Award column of the Salvage Value
Table. Multiply the resulting modifier by the value of the salvaged
gear to determine the employer's assigned value.

Employer Claim

All material salvaged belongs to the employer without any

compensation or limitation.

SALVAGE VALUE TABLE
Die Roll Value Modifier
(2D6) Merc Award Employer Award
2 x3 x1.5
3 x2.75 x1.25
4 x2.5 x1
5 x2.25 x1
6 x2 X.9
7 x1.75 X.8
8 x1.5 X.7
9 x1.25 X.6
10 x1 x.5
11 x1 X.5
12 x0.75 x.4
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C
MISSION MODIFICATIONS

The nature of the unit's mission may modify a contract's FREESTYLE
Length of Service, Command Rights, and Remuneration. Apply ~ NEGOTIATIONS

modifications from the Mission Modification Table after negotia-
tions are over.
Length of Service

Add or subtract the number of months shown from those
arrived at through negotiations to determine the actual period of
time covered by the contract. Length of Service can never be
reduced below one month.
Command Rights

Reduce the final position established through negotiation by
the number of points indicated for the mission in question, and
use the modified result as the actual command rights terms.
Remuneration

Multiply the agreed-upon pay rate by the number shown for
the type of mission being performed.

MISSION MODIFICATION TABLE
Length

Mission of Service Command Remuneration
Cadre Duty +8 -20 x0.5
Garrison Duty +6 -20 x0.5
Security Duty +4 -20 x0.75
Riot Duty +3 0 x0.75
Siege Duty +3 0 x1
Relief Duty -3 0 x1.25
Planetary Assault -6 0 x1.5
Offensive Campaign 0 0 x1
Defensive Campaign 0 0 x1
Recon Raid -6 -50 x1.5
Objective Raid -6 -50 x1.75
Diversionary Raid -3 -30 X2
Guerrilla Warfare +6 -60 x1.75
Retainer +12 0 x1

No fee too high!

The gamemaster may wish to intro-
duce a combination of the negotiation
system and roleplaying. In this case, use the general system
described above, but choose terms (rather than rolling for them),
just as the mercenaries do. This allows the gamemaster to
manipulate events to stress certain aspects of the employer's
situation, such as the specific mission for which he wants to hire
troops or the degree of command control he wants to impose.
Gamemasters are encouraged to stress believability in freestyle
negotiations, so that not every employer imposes rigid terms in
all areas of a contract.

CONTRACT FORM

Once negotiations are over, the gamemaster should fill out a
contract that reflects the agreed-upon terms. Obtain blank
contracts by photocopying the form included on page 104.

Most entries are self-explanatory and can be filled out from
the various Negotiation Table outcomes. Special or unusual
terms may be agreed on by role playing or freestyle negotiations.
These might include the treatment of prisoners, the mission to be
adopted by the unit if it completes its stated operation before the
end of the contract period, and other such matters.
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MERCENARY CONTRACT

THE fOSE THE HréplmD
This agreement, executed between 22 _DOw/oa’ _ (hereafter designated "Employer”) and E#0ELS REGMEN 7" (hereafter

designated "Unit"), provides employment for the Unit and military and support forces in the service of the Employer. This employment
is subject to the terms and conditions outlined below. REcon

1. Mission: The Unit is hired for the performance of a mission planned and assigned by the Employer, defined as a _ %470 mission
under the conventions and usages of contemporary military terminology. Said Unit will perform all operations that fali within the
framework of this mission, as well as serving the general interests and needs of the Employer. If the Unit has been hired on retainer, the
following types of missions are specifically excluded during the length of service: A7

I1. Forces: The Unit agrees to provide combat and support forces, estimated a3 %3 squads of combat and/or combat support troops, as
of the date this contract goes into effect. The Employer reserves the right to terminate the agreement if actual forces mustered at the
time this contract goes into effect are 75 percent or less of the originally estimated forces, or if they exceed the agreed-upon strength by
more than 10 percent, unless excess troops serve for no more money than originally designated in this agreement.

I11. Length of Service: This contract will remain in effect for 7 months, commenceing on 5/7/3025 and concluding
on 2/ 2/3025 . On the commencement date, the Unit agrees to be located on &-##¢70#& ZZZ ; if the Unit fails to
appear by said date, Unit shall reliquish 5 percent of its fee. Upon.termination of the agreement, the Unit will be discharged from all
duties and responsibilities to the employer, unless discharge is superceded by a fresh agreement.

IV. Remuneration: The Employer agrees to pay 3, 000 C-Bill-equivalents per squad per month to the Unit, amounting to an
estimated total of &:5/6,000 C-Bill-equivalents. This money is to be paid out in the following manner:

WONEY 15 on DEPoS/7 wrryt REPRESENTATIVES o Comsrmk A0 Lt BE 7B/D

To THE pnr7r o’ ComPrETron’ OF JHrSS/on’. VO SFDUAMCES wiet BE FolTHE2M nib~

V. Command Rights: The Unit hereby agrees to place itself under the overall military direction of the Employer. The Employer will
implement this direction through the assignment of /#_&/#/Son/ SFFA/CER to the unit for the period of the contract. The
Unit is guaranteed to retain internal coherence and consistency of its command structure within the usual limits of this assigned
command status.

VI. Transport: The Employer agrees to provide for the interstellar and/or interplanetary transport of the Unit. /@ 0O ___ percent of the
Unit accepts Empl(z}sl'r, gnerslellar transport, and o percent of the Unit accepts Employer interplanetary transport. The Employer
) h ), 00O . } - . . .

shall pay the Unit “e-efices to reimburse Unit for prov1d9g’“tir€a’ngp°orl for the Unit or any part thereof.

VIIL Supply: The Employer agrees to provide the amount of-Buwr8" P& mevrw for the logistical support of the Unit. The Employer will
reimburse the Unit for the amount of & _€-BsttS if Unit provides its own supplies. Resupply of munitions and other specific
battlefield materiel after each major battle or campaign shall consist of L7/ 8500 C-Brces over and above said supply
requirements.

VIIL Salvage Rights: All equipment, vehicles, and other war materiel recovered by the Unit from enemy forces, depots, garrisons,
industrial or civil centers, prisoners, and other sources shall be subject to the following claims and terms of division:

EMPLOYER SHAL COPMPENSRTE Lp/T Fol RLl /NBTERIEL ) WHICH wiitl BEomE

THE FROPERTY OF 7245 Lny7-

IX. Other Terms: Other terms of this contract, agreed to by both parties, shall be negotiated on a case by case basis and attached,
individually signed and witnessed, as riders to this document.

Signed av/2BERDEEN CITY, on this 30 7% __day of_/Z#eclt , in the year 3025 4.D.
Glen LompRD
Colunaf__flerar Jfom=r—

Commanding’ 7HE Alttesnd Rpees Pesirmr e
Signed at ZBERD EEA/ 6/7}; on this 327 _ day of JJ#RCH , in the year 3025 4.D.

FeEN Lo pRLD A’W(;FW ;D ,

For Agvs€ ‘Devion

Witnessed by: Pl aries Wm
. GOMSTAR

- e —

 BERISSION GRANTED 0 PHOTOSOPY FOR PERSONAI Use
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The following abstract game rules will help gamemasters
create the situations that the MechWarrior faces on campaign.
Use BattleTech rules to resolve small-scale combat, but use
one of the following systems to resolve battles too large to
represent on a tactical level, incidents too minor o spend time
on, or engagements which, though important to the adventure,
do not involve the player characters enough to justify a regular
battle.

There are two methods of resolving campaigns: the Basic
Campaign System and the Advanced Campaign System. The
gamemaster may use either one, depending on the amount of
detail he wishes to bring to the campaign. Regardless of the
system chosen, he should flesh out the results to make the
action interesting for the players.

Instead of using the combat system in this chapter, the
players may also use FASA's BattleForce™ game system.

No fee oo high!

BASIC CAMPAIGN SYSTEM

The Basic Campaign System presents a simple method to
resolve campaigns. Follow the steps below to determine how
well a mercenary unit performs during its mission.

1. Determine mission.

2. Determine amount of enemy resistance for the month.

3. Resolve campaign outcome for the month.

4. Repeat steps 2 and 3 for every month of the campaign.

MISSION RESOLUTION

If the gamemaster has not already done do, he should
determine the mercenary unit's current mission. Refer to the
Missions section of the Contracts chapter.

ENEMY RESISTANCE

To determine the strength of enemy forces in the area
relative to the mercenary unit, the gamemaster rolls 2D6 and
cross-indexes the number with the unit's mission on the Enemy
Resistance Table.

Cadre Duty
Garrison Duty
Security Duty
Offensive Campaign
Defensive Campaign
Planetary Assault
Relief Duty

Riot Duty

Recon Raid
Objective Raid
Diversionary Raid
Siege Campaign
Guerrilla Warfare

TIP»PP>»PIIIPPIIIW
ZrrIrrrrIre2eS R

EITIEZIrgg=rzzZzroon

2
A
A
A
H
A
H
A
H
A
A
A
H
H

A-Assault Force
H-Heavy Force
M—-Medium Force
L-Light Force
N-None

ENEMY RESISTANCE TABLE

Die Roll (2D6)
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No feetoo high!

receives.

CAMPAIGN OUTCOME

The next step is to determine the
result of the month's campaign. Roll 2D6 ¢
and cross-index the number with the
enemy force strength on the unit's mis- &
sion table. The resulting letter is called the outcome code. Refer
to the outcome code row on the Outcome Description Table
(p.49) to discover the unit's success on campaign, its change in
reputation, and the amount of damage and plunder the unit

None
Light
Medium
Heavy
Assault

None
Light
Medium
Heavy
Assault

None
Light
Medium
Heavy
Assault

Light
Medium
Heavy
Assault

Light
Medium
Heavy
Assault

Light
Medium
Heavy
Assault

Light
Medium
Heavy
Assauit
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OTVTOW vTOoOoZ2w ouVvoZw ZZTIZTZTWw Z2ZZIZZ2 W ZZZZTEW

vTOoZrw

TTUVOTe ozzZzH oz e SIS rEgI A LIS

oz »

CADRE DUTY TABLE
5 6 7 8 9
L J ! H E
M K I E E
M K | E E
M K ! E E
M K | E E
GARRISON DUTY TABLE
5 6 7 8 9
M M ! E E
M J I H E
K J | H G
L K | G F
K J | H G
SECURITY DUTY TABLE
5 6 7 8 9
M K | G E
L J | H F
K J ! H G
L K I G F
M L f F E
OFFENSIVE CAMPAIGN TABLE
5 6 7 8 9
M K ! G E
M L [ F E
N M ! E D
(0] M ! E C
DEFENSIVE CAMPAIGN TABLE
5 6 7 8 9
M K I F E
M L I E E
M M | E E
N M H E D
PLANETARY ASSAULT TABLE
5 6 7 8 9
(0] N | D C
N M I E D
N M | E D
N M I E D
RECON RAID TABLE
5 6 7 8 9
| E E E D
M K I G E
M L K ! G
N N M L |

o
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Light
Medium
Heavy
Assaulit

Light
Medium
Heavy
Assault

Light
Medium
Heavy
Assault

None
Light
Medium
Heavy

Light
Medium
Heavy

None
Light
Medium
Heavy

Outcome
Code
A

OUVO0ZErXe—xIT0MMUOW

vOZZTN OOVTOMN ppozzwM vozZzZWN
ozzrw vzZzozw tUZZW ozzzw

voxEN
oOzxXw

OOTVON
OoVoZzw

Resuit

win

win

win

win

win
uncompleted
uncompleted
uncompleted
uncompleted
uncompleted
uncompleted
uncompleted
loss

loss

loss

loss

loss

zZ< & zZ2ZZ - H oz ozgr s zZZZr s

vTOoZZ e

OBJECTIVE RAID TABLE

5 6 7 8 9
K | F D C
L K H E D
L K | G E
M L K | G
DIVERSIONARY RAID TABLE

5 6 7 8 9
K J H F E
L K J G E
M L K J H
N M L K J

RELIEF DUTY TABLE
5 6 7 8 9
K | G E D
M J | H E
M J I H E
N M K | G
RIOT DUTY TABLE
5 6 7 8 9
| H G E E
L J H G E
M L K H F
M M L K H
SIEGE CAMPAIGN TABLE
5 6 7 8 9
| G F E D
L K | G F
M L K | H
GUERRILLA WARFARE TABLE

5 6 7 8 9
J H E E E
M J H E E
N M J H E
O N M J H

OUTCOME DESCRIPTION TABLE

Reputation Danger  Salvaged

+6
+5
+4
+3
+2
+1

QCWWOWPOVODODDIYINIDOD

e
o
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Destroyed
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A A
B A
Cc B
D C
11 12
C B
C B
D C
E D
1 12
B A
C B
D B
E D
1 12
E D
E D
E D
E D
1 12
B A
Cc B
E C
1 12
C B
C B
C B
D B
Plunder
10
10
9
9
8
7
7
6
6
5 Unit Size Modifiers
5 Squad 1/3
5 | Lance/Platoon 2/3
4 | Company 1
4 Battalion 3
4 Regiment 9
4 | Larger forces 9 per # of
4 regiments
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No fee too high !

Result

This column of the Outcome Description Table refers to
whether or not the unit completed its mission and whether or not it
was successful. Add 1 to the unit's Morale Level if it won the
campaign and subtract 1 if it lost the campaign.
Reputation

This number represents the amount of reputation gained or
lost by each company in the unit.
Danger

Every player character and important NPC must roll this
number or higher on 2D6, adding their Morale Level to the roll. If
unsuccessful, the character must make a Saving Roll against his
soDY score to avoid taking 6D6 points of damage (H1x).
Salvaged

The players determine the number of squads reduced to
salvage quality by rolling on a squad, lance/platoon, company,
battalion, regiment, or larger level. They must roll the number
specified in the table or higher on 2D6, adding the Morale Level to
the roll, for each subunit. For every failed roll, multiply 1D6 by the
subunit's Unit Size Modifier to determine the number of squads
reduced to salvage quality in that subunit. If the players are
determining results on an individual (squad) level, a failed roll
automatically reduces that squad to salvage quality.
Destroyed

The players determine the number of eliminated squads the
same way that they compute the number of salvaged squads. If
the players are determining results on an individual (squad) level,
a failed roll reduces all of that squad's equipment, vehicles, and
so forth to destroyed quality, so that a MechWarrior would be-
come Dispossessed as a result. Refer to the Maintenance sec-
tion of Cost Of Living for the value of destroyed units.
Plunder

A subunit gains plunder if the players roll the specified num-
ber or less on 2D6, subtracting the Morale Level from the roll.
Muttiply 2D6 by 10,000 and by the Unit Size Modifier to find the
number of C-Bills worth of equipment, ransomed prisoners, and
so forth taken by a squad.

For example, the players in control of four regiments wish to
determine the number of eliminated squads on a battalion level.
They roll 2D6 for each of their twelve battalions (disregarding
noncombatant units such as scouts, DropShips, support
personnel, and so on), adding the unit's Morale Level to the roll,
and compute that five battalions have been affected. They
multiply 1D6 by 3 (the Unit Size Modifier) to determine the number
of squads in a battalion that have been destroyed. They repeat
the procedure for every affected battalion.

MORALE

Elite units start out with a Morale Level of 4. Veteran units
begin with a level of 3. Regular units begin with a level of 2, and
Green units begin with a level of 1. Each win earned on campaign
adds 1 to morale. Monthly overhead payments of 20 percent add
1 to morale for that month. Low overhead payments and short
supplies reduce morale (as noted in Cost of Living). Morale is
also reduced each time a loss occurs in the Campaign Outcome
phase.

50
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The unit's current Morale Level modifies all die rolls for
Danger, Salvage, Destroyed, and Plunder on the Outcome
Description Table. This represents the general performance of
troops on campaign, based on their condition and standard of
living. For game purposes, morale does not affect the actual
performance of a side in the field, only on how well it copes with
adversity or exploits success.

REDETERMINING FORCE COMMITMENT

After the month's campaign is over, the players may raise the
value of their salvaged units by expending triple the amount of
support points needed to maintain the unit (see the Maintenance
section of Cost of Living). Enemy resistance is redetermined at
the beginning of every month on campaign.

Return to Enemy Resistance to begin the next month's cam-
paign. If the mercenary unit's contract has expired, the player
characters may renegotiate with their employer or they may
withdraw.
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THE ADVANCED CAMPAIGN SYSTEM

This abstract system is more complex than the Basic Cam-
paign System. Beginning with possible encounters and events,
resolution also considers the maneuver, combat, and leadership
effects on the campaign. The number of skirmishes and battles
and the military, econornic, political, and personal outcomes are
all a part of the total system. Follow the steps below.

1. Determine mission.

2. Determine friendly and enemy forces committed.

3. Determine type and strength of friendly and enemy forces.

4. Enemy campaign operations.

5. Special events.

6. Friendly canipaign operations.

7. Resolve campaign.

Aerospace operations
Maneuver operations
Combat outcome

8. Campaign outcome.

9. Repeat steps 2-8 for every month of the campaign, but do
not redetermine friendly force commitment.

MISSION RESOLUTION

The first step of the Advanced Campaign System is to
determine the unit's current mission. If the mission has not been
spelled out in a contract, the gamemaster should choose one
from among the list of missions.

FORCE COMMITMENT

The gamemaster should consult the
Friendly Force Commitment Table to
determine the number of friendly regi-
ments present, and refer to the Enemy
Force Commitment Table to create the number of enemy
regiments in the area. Roll 2D6 and cross-index the result with
the appropriate mission type. The number on the Friendly Force
Commitment Table represents the minimum number of regiments
(counting the mercs themselves) that are involved in the mission.
If the merc force is larger than the number shown, the entire merc
unit is still used. Thus, an outfit with four regiments would always
contribute that number of troops to the mission. If the result on
the Friendly Force Commitment Table was 0—4, the unit would be
on its own. If it was 5 or greater, there would be other units,
probably House troops, working with the mercs. Determine the
number of friendly regiments only at the beginning of the player
unit's mission, and determine enemy force commitment monthly.

It is assumed that a set quantity of friendly forces will be
commited to a campaign and that this number will not change.
Though an NPC opposing force may have many factors con-
trolling the disposition of its forces, the Enemy Force Commit-
ment table is used monthly to refiect this. Gamemasters who
have created detailed campaign strategies should not have to
use this table at all, as they will have planned for both friendly
and enemy force changes.
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CAMPAIGN COMMITMENT TABLE

Friendly Forces Die Roll (2D6)

2 3 4 5 6 7 8 9 10 11 12
Cadre Duty 1 1 1 1 1 1 1 2 3 4 5
Garrison Duty 4 3 2 1 1 1 1 2 3 4 5
Security Cuty 3 2 1 1 1 1 1 1 2 3 4
Offensive Campaign 2 2 2 3 4 4 5 6 7 8 9
Defensive Campaign 5 4 3 2 2 3 4 5 6 7 8
Planetary Assault 15 13 11 9 7 5 6 8 10 12 14
Relief Duty 3 3 2 2 1 2 3 4 5 6 7
Riot Duty 4 3 2 1 1 1 1 1 2 3 4
Recon Raid 4 3 2 1 1 1 1 2 3 4 5
Objective Raid 3 2 1 1 1 2 1 2 3 4 5
Diversionary Raid 3 2 1 1 2 3 2 2 3 4 6
Siege Campaign 1 2 2 3 4 4 4 5 6 7 8
Guerrilla Warfare 1 1 1 1 1 1 1 2 2 3 4
Enemy Forces Die Roll (2D6)

2 3 4 5 6 7 8 9 10 11 12
Cadre Duty 3 2 1 1 1 2 1 2 3 4 5
Garrison Duty 3 2 1 1 2 3 2 2 3 4 6
Security Duty 4 3 2 1 1 1 1 1 2 3 4
Offensive Campaign 5 4 3 2 2 3 4 5 6 7 8
Defensive Campaign 2 2 2 3 4 4 5 6 7 8 9
Planetary Assault 13 11 9 7 5 3 4 6 8 10 12
Relief Duty 1 2 2 3 4 4 4 5 6 7 8
Riot Duty 3 2 1 1 1 1 1 1 2 3 4
Recon Raid 1 1 1 1 1 1 1 2 3 4 5
Objective Raid 4 3 2 1 1 1 1 2 3 4 5
Diversionary Raid 5 4 3 2 2 3 4 5 6 7 8
Siege Campaign 3 3 2 2 1 2 3 4 5 6 7
Guerrilia Warfare 3 2 1 1 1 1 1 1 2 3 4
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FORCE COMPOSITION

Although the composition of the
merc unit is already known, the game-
master must establish the basic compo-
sition of other units involved, both
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friendly and enemy.

Use the Friendly Force Composition Table and the Enemy
Force Composition Table to determine the types of regiments
present. Roll 2D6 and use the column that corresponds to the
mercenary unit's mission.

FRIENDLY FORCE COMPOSITION TABLE
Friendly Mission
Recon Raid
Cadre Obj. Raid
Die Roll Garrison Offensive Plan. Assauit Riot Div. Raid
(2D6) Security Defensive Relief Siege Guerrilla
2 AeroSpace AeroSpace AeroSpace AeroSpace AeroSpace {§}
3 'Mech Air AeroSpace Infantry AeroSpace
4 Armor Infantry Infantry Armor Armor
5 Infantry Armor '‘Mech ‘Mech '‘Mech
6 Infantry ‘Mech ‘Mech 'Mech '‘Mech
7 Militia '‘Mech '‘Mech 'Mech 'Mech
8 Infantry '‘Mech '‘Mech '‘Mech 'Mech
9 Armor Armor '‘Mech ‘Mech 'Mech
10 Air Infantry Armor Armor Armor
11 ‘Mech Militia AeroSpace Infantry AeroSpace
12 ‘Mech AeroSpace AeroSpace Air AeroSpace
ENEMY FORCE COMPOSITION TABLE
Friendly Mission
Recon Raid
Cadre Obj. Raid
Die Roll Garrison Offensive Plan. Assault Riot Div. Raid
(2D6) Security Defensive Relief Siege Guerrilla
2 AeroSpace AeroSpace AeroSpace AeroSpace AeroSpace
3 AeroSpace Air AeroSpace Infantry ‘Mech
4 Armor Infantry Infantry Armor Armor
5 'Mech Armor Armor Militia Infantry
6 'Mech 'Mech 'Mech 'Mech Infantry
7 'Mech 'Mech 'Mech 'Mech Mititia
8 ‘Mech ‘Mech 'Mech ‘Mech Infantry
9 ‘Mech Armor Armor Militia Armor
10 Armor Infantry Infantry Armor Air
11 AeroSpace Militia Air Infantry 'Mech
12 AeroSpace AeroSpace AeroSpace Air

Next, roll 2D6 to find the Tactics skill level of each Regimental
Commander and of the overall commander on each side.

TACTICAL SKILL TABLE
Die Roli Commander's Tactics
(2D6) Skill Level
2—4 1
56 2
7-8 3
9 4
10 5
11 6
12 7
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STRENGTH VALUES

The two following methods present different ways to generate
each side's aerospace, maneuver, and combat strengths, which
are used to resolve a month's campaign.
Simple Value Generation

For every regiment in both the enemy and friendly force
(including the mercenary unit), cross-index two 1D6 rolls on the
appropriate regimental type table to determine the regiment's

i aerospace,

" space forces possess only aerospace
" strength values, while most other units

maneuver, and combat
strengths (respectively). Air and aero-
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possess only maneuver and combat
values.

Add the regiments' values together to get an aerospace, a
maneuver, and a combat value for both sides, and then set them
aside for the Campaign Resolution phase.

'MECH VALUES TABLE
Diﬁ Roll (1D6)
1 2 .3 a4 5 6
1 0/300/250 0/300/100 0/600/450 0/600/600 0/750/650  300/1000/800
Die 2 0/350/300 0/400/150 0/750/55( 0/600/700 200/800/700  0/1050/850
Roli 3  0/400/350 0/500/200 0/900/70 150/600/800 0/850/750 0/1100/900
(1D6) 4  0/450/400 0/600/300  125/1000/800  0/600/900 0/900/800 0/1150/950
5  0/500/450 100/700/400  0/1100/900  0/600/1000 0/950/850 0/1200/1000
6 50/550/500 0/750/500 0/1200/1000  0/600/1100 0/1000/900  0/1250/1050
ARMORIVALUES TABLE
Die Roll (1D6)
1 2 3 4 5 6
1 0/150/200 0/200/250 0/300/350 0/400/450 0/100/100 0/100/200
Die 2 0/175/225 0/225/275 0/325/375 0/425/475 0/200/200 0/200/400
Roll 3  0/200/250 0/250/300 0/350/400 0/450/500 0/300/300 0/300/600
(1D6) 4  0/225/275 0/275/325 0/375/425 0/475/525 0/400/400 0/400/800
5  0/250/300 0/300/350 0/400/450 0/500/550 0/500/500 0/500/1000
6  0/275/350 0/325/375 0/425/475 0/525/575 0/600/600 0/600/1200
AEROSPACE VALUES TABLE
Die Roll (1D6)
1 2 3 a4 5 6
1 100 150 200 250 300 350
Die 2 150 200 250 300 350 400
Roll 3 200 250 300 | 350 400 450
(1D6) 4 250 300 350 | 400 450 500
5 300 350 400 | 450 500 550
6 350 400 450 | 500 550 600
INFANTRY VALUES TABLE
Die Roll (1D6)
1 2 3 4 5 6
1 0/150/100 0/200/100 0/200/200 0/50/50 0/200/200 0/350/300
Die 2 0/200/150 0/250/100 0/250/330 0/75/75 0/225/225 0/400/350
Roll 3  0/250/200 0/300/150 0/300/400 0/100/100 0/250/250 0/450/400
(1D6) 4  0/300/250 0/350/200 0/350/500 0/125/125 0/275/275 0/500/450
5  0/350/300 0/400/250 0/400/600 0/150/150 0/300/300 0/550/500
6  0/400/350 0/500/300 0/450/700 0/175/175 0/325/325 0/600/550
MILITIA VALUES TABLE
Die Roll (1D6)
1 2 3 | 4 5 6
1 0/100/150 0/150/200 0/100/100 0/150/150 0/100/200 0/100/100
Die 2 0/150/200 0/200/250 0/150/150 0/200/200 0/200/300 0/150/150
Roll 3  0/200/250 0/250/300 0/200/200 0/250/250 0/300/400 0/200/200
(1D6) 4  0/250/300 0/300/350 0/250/250 0/300/300 0/400/450 0/250/300
5  0/300/350 0/350/400 0/300/300 0/350/350 0/450/450 0/250/400
6  0/350/400 0/400/450 0/350/350 0/400/400 0/500/500 0/250/500

{
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1 80 116
Die 2 100 136
Roll 3 120 156
(1D6) 4 140 176
5 160 196
6 180 216

AIR VALUES TABLE
Die Roll (1D6)

3 4 5 6
152 188 224 260
172 208 244 280
192 228 264 300
212 248 284 320
232 268 304 340
252 288 324 360

Complex Value Generation

This system presents a more detailed method for generating
strength values. Besides determining the quality of each
regiment, it establishes the type and number of squads in the
regiment.

Rolling 2D6 on the Regimental Quality Table assigns each
regiment (not each squad) a unit quality. Quality determines the
performance of the unit in the field. Subtract 3 from the die roll if
the enemy regiment is militia (gamemaster's discretion).

REGIMENTAL QUALITY TABLE
Die Roll Regiment Quality

2 Green
3 Green
4 Green
5 Green
6 Regular
7 Regular
8 Regular
9 Veteran

10 Veteran

11 Veteran

12 Elite

Next, establish the size of each regiment (in squads) by
rolling 2D6 and consulting the Regimental Size Table.

REGIMENTAL SIZE TABLE
Die Roll
(2D6) # of Squads

2 40 + 5D6
3 50 + 5D6
4 60 + 5D6
5 70 + 5D6
6 80 + 5D6
7 90 + 5D6
8 100 + 5D6
9 110 + 5D6
10 120 + 5D6
11 135 + 5D6
12 150 + 5D6

Finally, flesh out the regiment's composition by making a
series of rolls on the Regimental Organization Table. Roli 2D6 and
consult the column designating the regiment's type to determine
the squad type for 2D6 squads. Repeat the process until every
squad's type has been determined. The gamemaster should keep
track of this information for use in the Campaign Resolution
phase.
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REGIMENTAL ORGANIZATION TABLE
Die Roll

(2D6) AeroSpace Air Infantry Militia Armor 'Mech
2 Light LAM Aircraft Airmobile Motor Infantry Artillery Assault
3 AeroSpace Fir Aircraft Jump Infantry Light Armor Light Armor Heavy
4 AeroSpace Ftr Aircraft Jump Infantry Infantry Light Armor Heavy
5 AeroSpace Ftr Aircraft Infantry Infantry Light Armor Medium
6 AeroSpace Ftr Aircraft Infantry Infantry Light Armor Medium
7 AeroSpace Fir Aircraft Motor Infantry Infantry Light Armor Light
8 AeroSpace Ftr Aircraft Infantry Infantry Heavy Armor Light
9 AeroSpace Ftr Aircraft Infantry Infantry Heavy Armor Heavy
10 AeroSpace Ftr Aircraft Jump Infantry Artillery Heavy Armor Heavy
11 AeroSpace Fir Aircraft Artillery Heavy Armor Motor Infantry ~ Heavy
12 Medium LAM Aircraft Artiltery Motor Infantry Artillery Assault
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The Unit Strength Chart yields aerospace, maneuver, and
combat strength values for use in the campaign resolution proc-
ess. Total the number of squads of each particular type, multiply
that number by each of the three values, then multiply by the unit
quality modifiers listed below. Do this for each component of
each regiment, including the merc unit, and then add up the
aerospace, maneuver, and combat values to determine the
regiment's total strength in each area. If a force contains more
than one regiment, add the regiments' values together to deter-
mine the force's aerospace, maneuver, and combat strengths.

ENEMY CAMPAIGN OPERATIONS

After determining the composition of
enemy and friendly forces, find out if
the enemy decides to launch a cam-
paign. Enemy commitment represents
only the potential opposition to friendly
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troops. If they do not act, there may not be any campaign.

Roll 2D6. Subtract the number of friendly regiments from the
number of enemy regiments, and add the result to the roll. if the
result is less than or equal to the number of enemy regiments, the

enemy will launch an active field campaign. A result greater than
UNIT STRENGTH CHART the number of enemy regiments means that the enemy will not
launch an initiative (though friendly forces may still force action).
Basic Values For Iif a campaign is to take place, go immediately to the
Squad Type Aerospace Maneuver  Combat Campaign Resolution process. Otherwise, proceed to Special
Infantry 0 1 1 Events.
Jump Infantry 0 3 1
Motorized Infantry 0 2 2
Light Armor 0 3 3
Heavy Armor 0 2 4
Artillery 0 1 4
Scout 0 3 0
Support 0 0 0
Light Mech 0 6 3
Medium Mech 0 5 4
Heavy Mech 0 4 5
Assault Mech 0 3 6
Light AeroSpace Ftr 3 0 0 2\
Medium AeroSpace Ftr 4 0 0 A
Heavy AeroSpace Ftr 5 0 0 {
Light LAM 1 6 2 3
Medium LAM 2 5 3
Aircraft 2 0 0
Airmobile 0 2 1 SPECIAL EVENTS
DropShip 0 0 0 Even if the enemy does not attack, action (or more subtle
JumpShip 0 0 0 dangers) may still occur, whether or not the mercs want to go on
campaign. This is determined through the Special Event process.
Modifiers Use the Campaign Event Table to determine whether or not a
Elite X2 special event takes place. Roll two dice sequentially to generate
Veteran x15 a number between 11 and 66. Find the number under the
Regular X1 appropriate unit mission on the table, then read the event listed
Green x0.75 to the left of that number. The effects of these are summed up
below.
CAMPAIGN EVENT TABLE
Missions
Recon Raid
Cadre Obj. Raid
Garrison Offensive Plan. Assauit Riot Div. Raid
Event Security Defensive Relief Siege Guerrilla
No Event 11-16 1142 1146 1142 11-54
Civil Disturbance 21-36 43-44 - 4344 -
Sporadic Uprisings 41-46 45 - 45 -
Rebellion 51-54 46 - 46 -
Betrayal 55 51 51-53 51 55-56
Treachery 56 52-53 54-55 52-53 61-62
Logistics Failure 61-62 54-56 5661 54-56 63
Reinforcements 63 61-63 62-63 61-63 64
Attrition 64-65 64-65 64-65 64-65 65
Major Event 66 66 66 66 66
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No Event

No special event takes place.
Civil Disturbance

Local riots and small-scale agitation
take place. On a 2D6 roll of 2-3, the
player characters must undertake a campaign against one
regiment of locals. Go to the Campaign Resolution process.
Otherwise, the disturbances have no particular effect on the unit.
Sporadic Uprisings

Substantial civil uprisings sweep the planet. A 2D6 roli of 2-8
causes an active campaign against 1D6 local regiments. Go to
the Campaign Resolution process if this happens; otherwise, the
disturbances die out without the unit's intervention.

Rebellion

The local populace erupts in widespread resistance to the
government. Regardless of original assignments, the unit and its
supporting troops are now placed on riot duty. Determine the size
of enemy (rebel) forces by two rolls on the Campaign Commitment
Table, using the Riot Duty row. Add these rebel troops to the
enemy forces deployed against the unit, and return to the Enemy
Campaign Operations step to determine whether or not they will
launch active operations.

Betrayal

The mercenaries are betrayed by their employer. The exact
form of this betrayal is up to the gamemaster. It might involve a
withdrawal of all House troops accompanying the unit, failure to
provide promised supplies or transportation, or false information
regarding the nature of the mission or the size of enemy forces
facing the unit.

Whenever a betrayal occurs, repeat the Enemy Campaign
Operations step. At the gamemaster's option, friendly and/or
enemy force commitments might also be redetermined.

Treachery

The unit is betrayed into the enemy's power by self-seeking
individuals in positions of trust. Like the preceding event, this
result is subject to interpretation by the gamemaster. The most
common results would be false intelligence about enemy strength
or intentions. (Secretly add 1D6 extra rolls on the Campaign Com-
mitment Table to enemy forces in the field, but do not reveal this
until the campaign resolution process is underway.) In this case,
the enemy automatically goes on campaign regardless of
previous results. Other outcomes of treachery could include the
destruction of C-Bills devoted to supply or repair, an assassina-
tion attempt against the unit commander, the reduction of unit
combat strength by sabotage prior to campaign resolution, or
similar means. Exact situations and results are up to the game-
master to implement.

Logistical Failure

Bureaucratic snarls, enemy action, profiteering, or other
outside interference causes problems with supply shipments.
Roll 2D6 — 2, multiply by 10, and reduce current supply levels (in
C-Bills) by the percentage result thus derived. No other effects
occeur.

Reinforcements

Make an additional roll on the Campaign Commitment Table
and add the indicated number of regiments to the friendly forces
already assigned to the mission.
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Attrition

A natural disaster, disease, or other crisis causes casualties
to the unit (and supporting troops) unconnected with enemy
action. Roll 2D6 — 2 to find the percentage of troops (from 0 to 10
percent) killed. A second roll of 2D6 — 2 is multiplied by 5 (for a
result of 0 to 50 percent) representing further casualties lost for
the remainder of the month, but returned to duty thereafter.
Casualties are taken in terms of available squads, with all
fractions rounded up. In the wake of these losses, return to the
Enemy Campaign Operations step.
Major Event

A major change in the political/economic/military situation of
the Inner Sphere occurs. Roll 2D6 consecutively to produce a
number between 11 and 66, then consult the Major Events Table
below. Implement this major event immediately, rather than after
a three-month gap (as discussed in MechWarrior). This rep-
resents unexpected or very carefully suppressed activities that
come to light without warning.

MAJOR EVENTS TABLE

Die Roll Event

11-14 Internal Dissension
15-16 Armistice

21-22 Change of Allegiance
23-25 ComsStar Activity

26-32 Periphery Contact
33-41 Major Campaign

42-43 Technological Advance
4446 Star League Facility
51-56 Fall of Major World
61-63 Death of Major Personage
6466 Change in House-House
Relationship
Internal Dissension

At the gamemaster's discretion, internal dissension can take
two very different forms. Normally, this event refers to internal
discontent with House politics, expressing itself as planetary
revolt, an assassination attempt against a Duke or Warlord, or as
a full-scale power bid by a disaffected ruling House member (like
Michael Hasek-Davion, Theodore Kurita, or Frederick Steiner).
Alternatively, gamemasters can interpret this event as an
outbreak of dissension within the players' own unit, which could
result in a mutiny or a permanent split-up of the unit.

Armistice

Peace is temporarily declared along one or more of the fronts
of the Succession Wars as a result of an agreement between two
or more of the five Houses. This armistice may cover an area as
large as an entire border between Houses or as small as a single
planet, and can be for either a set or indefinite time limit. Game-
masters should note that although few, if any, parties will violate
an armistice agreement by initiating a fuil-scale assault in the arm-
istice zone, the agreement will normally not stop the opponents
from continuing raiding activities or military buildups in the
affected area.

Change of Allegiance

The unit stationed with the players' merc unit changes
allegiance from one Successor House to another (or in some
cases, from the existing House regime to a rebel faction). As a
result of this change of loyalties, player characters may gain or
lose large amounts of land, spare parts, or cold, hard cash. If the
players' unit is stationed alone, roll again.
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ComStar Activity

A significant development affecting the relationship between
ComStar and one or more of the ruling Houses occurs. Possible
events might include the opening or closing of a major relay
station, a ComStar request for 'Mech unit volunteers to assist its
Explorer Corps teams on a mission, or a call for aid from a relay
station that has been attacked or struck by a natural disaster. If
this result is rolled more than two months in a row, treat the event
as a fullscale communications interdict against one Successor
House's territory (as punishment for some gross transgression
against the facilities under ComStar's sacred trust).

Periphery Contact

Interaction between the players' unit (or their current House
employer) and inhabitants of the Periphery occurs. The many
possibilities include the arrival of free traders from the Periphery,
House-sponsored exploratory missions to Periphery worlds
believed to be uninhabited, raids on House worlds by Bandit King
forces (or vice versa), or even the establishment of long-term
relationships between the two areas (like the one between Kyalla
Centralla of the Magistracy of Canopus and Catherine Hum-
phreys of the Principality of Andurien described in MechWarrior.
Major Campaign

One or more Houses begins a major offensive against a
bordering neighbor. Such a campaign can consist of either a
general assault on a number of enemy-held worlds along a given
front, seeking to make inroads wherever the enemy is weakest,
or a series of 'steppingstone’ invasions aimed at the ultimate
conquest of a single key objective. In either case, the campaign
should involve a minimum of 10-20 regiments of 'Mechs per side,
and occupy the primary attention of all the forces stationed on
either side of the campaign front.

Technological Advance

Techs from one of the Successor State Houses succeed in
recovering one of the lost technologies of the Star League years,
or they uncover an entirely new product or process. This ad-
vance is most likely to be related to military matters, and
especially to technologies dealing with ‘Mech, AeroSpace
Fighter, or JumpShip construction or repair. At the gamemaster's
discretion, the advance may be applied to an entirely different
aspect of society (medicine, communications, agriculture, and
so on). If this result recurs several times within a period of a few
months, the gamemaster should increase the significance of the
discovery made.

The most logical source of research developments like these
is the NAIS in New Avalon or the copycat universities recently
built by House Kurita and Marik. Of course, no matter where the
initial discovery is made, the other Houses will soon have their
own spies (or maybe even a fullscale invasion force, as in the
case of the Battle for Hoff) on the scene to try to gain the secret
for themselves.

Star League Facility

A major Star League facility (storehouse, administrative head-
quarters, military or naval base) is discovered on a Successor
State world. As in the case of a Technological Advance, rumors
of the discovery will travel quickly through the Inner Sphere,
drawing spies or military units from other Houses to investigate or
attempt to seize the facility.

Fall of Major World

A planet with valuable resources or strategic significance
changes hands from one House to another. Such an event will
usually have repercussions (retaliatory raids, unit transfers, and
further assaults) up and down both sides of the border where the
change has occurred.

Death of Major Personage

An important Successor State fig-
ure, ranging from a major military leader
or a planetary ruling Duke on up to a
royal family member, heir, or even a War-
lord, dies. The death can occur as a result of combat, illness, or a
successful assassination attempt. The possible reprcussions
can be as simple as the transfer of power to a newly-promoted mil-
itary leader or noble, or they can be as disruptive as a planetary
rebellion or full-scale civil war. At the gamemaster's discretion,
this event can be treated instead as an attempt on a major per-
sonage's life, with the player characters having the opportunity
to either perform or prevent the attempt.
Change in House/House Relations

A significant change in the relationship between two or more
Successor Houses occurs. This event can be either a sweeping
change such as the formation or breaking of an alliance, or a
subtle incident whose public effect is small but that will subtly
improve or erode an existing relationship over the course of time.

Except as otherwise noted, the Special Events step is
followed by the Friendly Campaign Operations step. In cases
where an event causes a reversion to some previous step, go
back to the step indicated and continue resolving steps normally.
This means that multiple Special Events may take place in one
month.
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FRIENDLY CAMPAIGN OPERATIONS

If neither enemy actions nor special events cause active
operations, friendly forces may still bring about a campaign.

Without other friendly forces to support them, the player char-
acters' unit may voluntarily launch a campaign at the discretion
of the unit commander—provided that there is at least one enemy
regiment committed to the same theater of war (including rebels
from a Special Event).

If the unit is part of a larger force or if it is alone but under
House or integrated command, it can take the field only if a 2D6 -
2 roll is less than or equal to the number of friendly regiments
committed to the current mission. If the roll is greater, no active
campaign occurs.

Should neither side launch a campaign, the month ends
without any major incidents. Begin the next month's activities by
returning to the Enemy Force Commitment step. (If the merc
contract has expired by now, the unit may either renegotiate or
withdraw)
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CAMPAIGN RESOLUTION

If an active campaign does occur,
refer to the following sections to resoive
it in detail. These sections discuss the
various operations taking place in a
campaign and present possible outcomes (in terms of danger,
damage and losses, plunder, and so on). Use the strength values
to resolve the Aerospace Operations, Maneuver Operations, and
Combat Outcome steps.
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Aerospace Operations

The resolution of the campaign begins with Aerospace
Operations. Divide the players’ aerospace strength by enemy
strength, round down, and roll 2D6 on the appropriate column of
the table. When determining the number of squads lost or
reduced, round fractions up. Refer to the Maintenance section of
Cost Of Living for the value of destroyed units.
ES-Enemy Superiority

1D6/2 number of 1D6 enemy AeroSpace Fighter squads are
destroyed, and 1D6/2 number of 1D6 squads are reduced to
salvage quality and cannot be used for the rest of the month. 1D6
number of 1D friendly AeroSpace Fighter squads are de-
stroyed,and 1D6 number of 1D6 squads are reduced to salvage
quality and cannot be used for the rest of the month. (The first roll
tells how many D6's to use in the second roll.)

Enemy superiority makes it impossible to mount Planetary
Assault or Relief missions for the month.
A-Attrition

1D6/2 number of 1D6 of each side's AeroSpace Fighter
squads are destroyed, and 1D6/2 number of 1D6 squads are
reduced to salvage quality and cannot be used for the rest of the
month. Attrition makes it impossible to mount Planetary Assault
or Relief missions for the month.

FS—Friendly Superiority

1D6 number of 1D6 enemy AeroSpace Fighter squads are
destroyed, and 1D6 number of 1D6 squads are reduced to sal-
vage quality and cannot be used for the rest of the month. 1D6/2
number of 1D6 of friendly Aerospace Fighter squads are de-
stroyed, and 1D6/2 number of 1D6 squads are reduced to
salvage quality and cannot be used for the rest of the month.
Planetary Assault and Relief missions can be executed this
month.

The side that gains aerospace superiority can add its
available Aerospace Strength to both its Maneuver and Combat
strengths. The loser of the superiority fight can prevent these
increases by making a single sortie that forces him to suffer an
automatic Aerospace Attrition result (1D6/2 number of 1D8&
squads are destroyed and 1D6/2 number of 1D6 squads are
reduced to salvage quality).

Instead of using this set of rules, forces launching a
planetary assault, relief mission, or raid against an enemy-held
planet can use the rules in AeroTech to resolve Aerospace
Operations, but this might prove cumbersome for any campaign
involving more than a handful of fighters.

Maneuver Operations

Once the Aerospace Operations phase is complete, Maneu-
ver Operations begin. This involves a series of die rolls using the
maneuver strength values on each side to determine the relative
position of the two opponents. The interplay of these maneuvers
will continue until a result grants either side a significant success
or a recognition of stalemate. This ends the campaign for the
month. Along the way, there may be skirmishes, battles, and
other results.

Roll 2D6 on the Maneuver Operations Tabie, noting the resuit.
Add the Tactics Skill Level of the player characters' overall
commander (or the unit commander, if the unit is alone in the
field), and subtract the enemy commander's skili level from the
roll. Use the column on the table corresponding to the differential
in maneuver strength values between the two sides, found as for
the Aerospace Operations procedure.

AEROSPACE OPERATIONS TABLE
Die Roll Friendly Strength/Enemy Strength
(2D6) 1/3 1/2.5 1/2 11.5 11 1.51 2/1 2.5/1 3n
2 ES ES ES ES ES A A A A
3 ES ES ES ES ES A A A FS
4 ES ES ES ES A A A A FS
5 ES ES ES ES A A A FS FS
6 ES ES ES A A A A FS FS
7 ES ES ES A A A FS FS FS
8 ES ES A A A A FS FS FS
9 ES ES A A A FS FS FS FS
10 ES A A A A FS FS FS FS
11 ES A A A FS FS FS FS FS
12. A A A A FS FS FS FS FS
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MANEUVER OPERATONS TABLE

Die Roll Friendly Force/Enemy Force Nofee too high!
(2D6) 1/3 1/2.5 1/2 11.5 in 1.51 211 2.51 3/1 ]
2 DecE DecE DecE DecE DecE DecE DecE DecE DecE
3 DecE DecE DecE Con Con Att SK Bat NP

4 DecE Con Con Con Att SK Bat NP Bat
5 Con Con Att Att SK Bat NP Bat SK
6 Att Att Att SK Bat NP Bat SK Att
7 Att Att SK Bat NP Bat 5K Att Att
8 Att SK Bat NP Bat SK Att Att Att
9 SK Bat NP Bat SK Att Att Con Con

10 Bat NP Bat SK Att Con Con Con DecF
11 NP Bat SK Att Con Con DecF DecF  DecF
12 DecF DecF DecF DecF DecF DecF DecF DecF DecF
NP-No Progress campaign ends immediately, although counterattacks may occur

There has been no significant progress in the campaign. If
the players wish, they may roll again.
Att-Attrition

Each side divides its Maneuver Unit Strength by 100,
rounding fractions up, and adds 2D6 — 2. The resuit is the number
of squads that are reduced to salvage quality and cannot be
used in combat for the rest of the month. Players may choose
which of their squads are reduced. If they desire, the players
may roll again this month.
SK-Skirmish

The players' unit gains an opportunity to attack the enemy in
an important skirmish. The gamemaster is encouraged to develop
specific details of the situation. See the rules on Battles and
Skirmishes later in this chapter. After the skirmish is completed,
the players may roll again.
Bat-Battle

Refer to the rules on Battles and Skirmishes in this chapter to
resolve the action. If permitted by the outcome of the battle and if
desired, the players can make an additional roll this month after
determining the results of this round. If the player characters'
overall commander wishes, treat this as a skirmish.
DecE or DecF—Enemy or Friendly Decisive Outcome

The side has so completely outmaneuvered the opposition as
to become totally dominant. A Decisive Outcome ends the
Maneuver Operations phase. The winning side is honor-bound to
offer the Honors of War to the loser. Players commanding
defeated units can accept these terms, and the gamemaster
decides for NPC-controlled troops, keeping in mind that common
practice dictates that they accept. If the loser does not accept, a
battle is fought immediately. Refer to the Battles and Skirmishes
section, and shift the column over by one in the winner's favor.

The Honors of War call for the immediate, unmolested
withdrawal of all defeated troops from the contested planet. The

in the next month.
Con-Continued Campaign

Neither side achieves any success. The Campaign
Resolution phase is over; go to the Campaign Outcome section.

Repeat the Maneuver Operations phase until the players roll
a Decisive Outcome or Continued Campaign resuit, or until they
choose to end the month's operations after rolling a No Progress,
Attrition, Battle, or Skirmish result. Resolve other results as they
occur. Then, follow the instructions in the Campaign Outcome
section.

Battles and Skirmishes

On some occasions, a campaign will lead to an engagement
between opposing forces. A battle is a major clash of arms
involving significant portions of each side; a skirmish is a smali-
scale combat that lends itself to play under BattlieTech rules.

When a battle is called for during a campaign, find the portion
of each side actually involved in the baitle by consulting the
Element Engaged Chart. Roll 1D6 under the column that
represents the total size of a side's force, and add 5 if it is a
Battle. The result indicates the size of the force engaged in the
battle; determine the combat strength of the unit participating in
the engagement. Repeat this process for the other side. Note
that when the loser of a Decisive Outcome result does not accept
Honors of War, the column is shifted over by one in favor of that
force's opponent.

[NOTE: If the players used the Simple Value Generation Sys-
tem to determine their unit's strength values, they will have to
divide the regiment's combat value by the number of subunits in
the regiment to calculate a subunit's combat value. For example,
if the element engaged is an armor squad, divide 350 (the armor
regiment's combat value as derived from the Armor Values Table)
by 108 (the standard number of squads in a regiment.) Thus, the
squad's combat value is 3.]

Element

Engaged Squad
Squad 1+ 1-3
Lance/Platoon - 4+
Company - -

Battalion - -

Regiment - -

20% total - -

40% total - -

60% total - -

80% total - -

100% total - -

ELEMENT ENGAGED TABLE

Lance/Platoon Company Battalion

1-2 1 1

3-5 2-3 2
6+ 45 3-4
- 6+ 5+

Total Force Size
Regiment Larger Force

PooNouih N~

{

|

i
—
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Divide the attacker's (the side initi-
ating the battle) combat strength by the
defender's, and roll 2D6 against that
number on the Combat Operations
Table. Add the attacking commander's
Tactics Skill Level and subtract the defending commander's
level; the result is expressed as Attacker Outcome Code/De-
fender Outcome Code. Refer to the Combat Results Table for the
effects of the outcome codes. Only one roll is made, after which
the battle is over.

A skirmish is resolved in the same way as a batile, except
that elements engaged tend to be smaller. At the gamemaster's
option, the skirmish can be resolved (once elements engaged are
determined) using BattleTech rules. Not every skirmish should be
played out; the gamemaster should choose those that might
involve player characters or have special interest. The game-
master is responsible for determining the exact situation of any
skirmish, including the precise units and unit types involved,
terrain, and other special circumstances.

No fee too high!

COMBAT OPERATIONS TABLE
Die Roli Friendly Force/Enemy Force
(2D6) 1/3 125 1/2 iS5 1N 1.5
2 JA J/A JA 1’8 /B I/C
3 JA I/A /B H/B H/C H/C
4 I/A /8 H/B H/C G/C G/D
5 /B H/B H/C G/C G/D F/E
6 H/B H/C G/IC G/D F/E F/F
7 H/C G/C G/D F/E F/F E/F
8 G/IC G/D F/E F/F E/F D/G
9 G/D F/E F/F E/F D/G C/IG
10 F/E F/F E/F D/G C/G CH
11 F/F E/F D/G CH CH B/H
12 D/H D/H CH G/ B/ B/l
COMBAT RESULTS TABLE
Result Outcome Reputation Salvaged
A win* +5 1D6/3
B win* +3 1D6/2
Cc win* +2 1D6/2
D draw* +1 1D6
E draw* 0 1D6
F draw 0 1D6 + 1
G draw -1 1D6 + 2
H loss -2 1D6 + 2
| loss -3 1D6 +3
J loss -5 2D6
Unit Size Modifiers
Squad 1/3
Lance/Platoon  2/3
Company 1 e )
Battalion 3 ‘
Regiment 9
Larger forces 9 per # of regiments
*Victor has possession of battlefield and may capture salvaged and destroyed units
{which cost five times their maintenance value to bring to salvage quality).

21
H/C
G/D
F/E
F/F
E/F
D/G
CIG
CH
B/H
B/I
A

Destroyed
1D6/3
1D6/2
1D6/2
1D6
1D6
1D6 + 1
1D6 +2
1D6+2

1D6 +3

251
H/D
FIE
F/F

D/G
C/G
CH
B/H
B/l
Al
Al

3n
H/D
F/F
E/F
D/IG
C/G
CH
B/H
B/l
Al
A/
Al
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Outcome

A "win" is a clear-cut victory that awards a Decisive Outcome
to the victor (see the Decisive Outcome result under Maneuver
Operations). A ‘loss" gives the opposing side a Decisive
Outcome. If neither side wins or loses and if the players wish,
return to the Maneuver Operations phase; otherwise, proceed to
Campaign Outcome. Regardless of their choice, inflict damage
results on both sides.
Reputation

This number represents the amount of reputation gained or
lost by each company participating in the battle or skirmish.
Salvaged

Multiply the number specified under this column by the Unit
Size Modifier of the element engaged. The result is the number of
squads reduced to salvage quality.

Destroyed

Compute the number of eliminated
squads the same way that the number
of salvaged squads is determined.
Campaign Outcome

Once the month's campaign has ended, compute the
outcome of the campaign. Roll 1D6 (add the Tactics Skill Level of
the overall commander, add 6 if the players won a Decisive
Outcome, and subtract 6 if the players lost a Decisive Outcome),
and cross-index the result with the mission type on the Campaign
Outcome Table to obtain a one-letter outcome code. The
gamemaster should repeat this procedure for the players'
opponent. Outcome codes indicate whether or not the mission is
accomplished, and provide the amount of damage and plunder
received.

Nofeetoohigh!

CAMPAIGN OUTCOME TABLE
8 7 6 5 43 2101 2 3 45 6 7 8 9 1011 12 13 14 15
Cadre Duty MMMLLIKIKZKUJ J J I I HHHGGSGTFTFEEE
Garrison Duty QP ONMLULIKIKUJ J I I HHGGTFFFEETDC
Security Duty QP ONMLULIKIKUJ I I I I HHGGTFEDTCUB A
OffensiveCampaign Q P O O N N M M L K J I + H G F E E DD C C B A
DefensiveCampaign Q P P O O N N MM L K J I HGFF EDUDTCTCB B
Planetary Assault Q QPP OONNMMMKUJ I HGFETETDTCUBIDBAA
Relief Duty Q QPP OONNMMLKUJI HGFUETETDTCUBUBA
Riot Duty P P OONNNMMMLI K LJI HGFFETETDTDTCTC
Siege Campaign QP ONMLUL KK J J I I HHGGTFF E DT CDB A
Recon Raid Q QP ONMMLKUJI J I I HHGFEEDT CDBAA
Objective Raid QP OONMMLIKUJ J I I HHGFETETDTCTCUBA
Diversionary Raid Q QPP OONNMMLLKIKUJI HGTFETETDTCSB
Guerrilla Warfare QP OONWNNMMMLLKKJI J I I HGFEED
OUTCOME DESCRIPTION TABLE
Outcome
Code Result Reputation Danger Salvaged Destroyed Plunder
A win +6 5 6 5 10
B win +5 5 6 5 10
C win +4 5 6 5 9
D win +3 6 7 6 9
E win +2 6 7 6 8
F - +1 6 7 6 7
G - 0 7 8 7 7
H - 0 7 8 7 6
| - 0 7 8 7 6
J - 0 7 8 7 5
K - 0 7 8 7 5
L - —1 8 9 8 5
M loss -2 8 9 8 4
N loss -3 8 ] 8 4
(6] loss —4 9 10 9 4
P loss -5 9 10 9 4
Q loss —6 9 10 9 4
Unit Size Modifiers
Squad x1/3
Lance/Platoon  x2/3
Company x1
Battalion x3
Regiment X9
Larger forces x 9 per # of regiments
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]

Result

This column refers to whether or not
the unit completed its mission and
whether or not it was successful. Add 1
to the unit's Morale Level if it won the
campaign, and subtract 1 if it lost the campaign.
Reputation

This number represents the amount of reputation gained or
lost by each company in the unit.
Danger

Every player character and important NPCs must roll this
number or higher on 2D6, adding their Morale Level to the roll. If
unsuccessful, the character must made a Saving Roll against
his Bopy score to avoid taking 6D6 points of damage (k).
Salvaged

The players determine the number of squads reduced to
salvage quality by rolling on a squad, lance/platoon, company,
battalion, regiment, or larger level. They must roll the number
specified in the table or higher on 2D6, adding the Morale Level to
the roll, for each subunit. For every failed roll, muitiply 1D6 by the
subunit's Unit Size Modifier to determine the number of squads
reduced to salvage quality in that subunit. If the players are
determining results on an individual (squad) level, a failed roll
automatically reduces that squad to salvage quality.
Destroyed

The players determine the number of eliminated squads the
same way that they compute the number of salvaged squads. If
the players are determining results on an individual (squad) level,
a failed roll reduces all of that squad's equipment, vehicles, and
so forth to destroyed quality, so that a MechWarrior would be-
come Dispossessed as a result. Refer to the Maintenance
section of Cost Of Living for the value of destroyed units.
Plunder

A subunit gains plunder if the players roll the specified
number or less on 2D6, subtracting the Morale Level from the roll.
Multiply 2D6 by 10,000 and by the Unit Size Modifier to find the
number of C-Bills worth of equipment, ransomed prisoners, and
so forth taken by a squad.

No fee oo high'!

For example, the players in control of 4 regiments wish to
determine the number of eliminated squads on a battalion level.
They roll 2D6 for each of their twelve battalions (disregarding
noncombatant units such as DropShips, support personnel, and
so on), adding the unit's Morale Level to the roll, and compute
that five battalions have been affected. They multiply 1D6 by 3
(the Unit Size Modifier) to determine the number of squads in a
battalion that have been destroyed. They repeat this procedure
for every affected battalion.

Morale

Elite units start out with a Morale Level of 4. Veteran units
begin with a level of 3. Regular units begin with a level of 2, and
Green units begin with a level of 1. Each win earned on campaign
adds 1 to morale. Monthly overhead payments of 20 percent add
1 to morale for that month. Low overhead payments and short
supplies reduce morale (as noted in Cost of Living). Morale is
also reduced each time a loss occurs in the Campaign Outcome
phase.

Add the unit's current Morale Level to all die rolls for Danger,
Salvage, Destroyed, and Plunder on the Outcome Description
Table. This represents the general performance of troops on
campaign, based on their condition and standard of living. For
game purposes, morale does not affect the performance of a side
in the field, only on how well it copes with adversity or exploits
success.

REDETERMINING FORCE COMMITMENT

After the month's campaign is over, the players' unit may
always raise the value of their salvaged units by expending triple
the amount of support points needed to maintain the unit (see
Maintenance in the Cost of Living chapter). The enemy regains
2D6 — 2 multiplied by 10 percent of his salvaged squads (rounded
down) at the start of the next month.

Return to Force Commitment to redetermine enemy strength
for the next month's campaign. If the mercenary unit's contract
expires, the player characters may renegotiate with their em-
ployer or withdraw.
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No fee too high!

The possibilities of betrayal and treachery should be left
largely in the gamemaster's hands. However, some of the fol-
lowing may provide inspiration and guidelines covering a wide
range of situations.

EMPLOYER BETRAYALS

The gamemaster can introduce patrons in any way he
desires (the encounter process in MechWarrior is an excellent
model). Player characters seeking business may contact a
potential employer on any day that they make a 2D6 roli of 10+
while on a world with a Mercenaries Guild Hall; they may also
exploit contacts made by their scouts.

Employer betrayals occur either as a result of Special
Events on campaign or at the gamemaster's discretion. Use
the Betrayal Table to determine the nature of the problem.

BETRAYAL TABLE
Die Roll Employer
(2D6) Davion Kurita Liao Steiner Marik ComStar Other
2 F C C B F B F
3 A E A A A A
4 E A F E E E A
5 E D D D o] G E
6 C F D D E G E
7 G G G G G G G
8 G G G G G G G
9 C F D D E G E
10 E B E D D E D
11 D E B F B D D
12 B D D C F F C

A-Logistics Problem

Reduce available supply stockpiles by (2D6 — 2) x 10
percent.
B-Transport

The unit is abandoned in the field by House transports, if
applicable.
C-Diversion

No matter how it was originally represented, the unit's mis-
sion is a diversionary raid. No other regiments are assigned to
support the unit. On a 2D6 roll of 10+, the unit is abandoned, as
in"B" above.
D-Invalid Contract

The employer will not honor payment terms on the contract
unless the campaign outcome code is "A", "B", or "C". If
ComStar is an intermediary, the matter is submitted to them for
arbitration. (See ComStar Mediation below.)
E-False Intelligence

The employer provides the unit with false information
concerning enemy strength at the start of the campaign.
F-The Company Store

if the employer is furnishing logistics or transport support,
he will assess the highest possible charges for these services
(instead of offering them free, as is the usual custom). Should
the unit be unable to support itself, the employer will lend it
money, but will deduct twice the value from final payments. In Ry
every way, the employer will seek to bind the unit to his~ =
fortunes by these and other financial manipulations. -
G-False Alarm ’

Despite rumors ciculating, no betrayal is actually attempted. 63



MERCENARY BETRAYALS

When mercenanes betray their am-
ployers, there s a chance of discovery
and retribution. Once again, it is up to
the gamemaster to resolve such silualions This section pro
vides the basic chances ol discovery, as well as the benehits and
hazards of the types of reachery previously discussed

No fee toa high |

PLAYING IT SAFE

A unit can voluntanly reduece the campaign die rolls for dan
gar, damage, ekmination, and plunder—at must be reduced by
the same amount Double the amaunt of this modifier 1o establish
the saving roll lor discovery of the plan. A roll less than or equal
ta the saving roll targel resulis in accusations of failed perform
ance, These are submitied fo arbitration according to the rules i
Comstar Mediation helow . These modified rolls mean that the wnit
will have less frouble in the campagn, but less plunder as well.

SURRENDERING

A unit that surrenders forfeits all supplies, plunder, maney,
and ether resources (except aclual eguipment] to the victors. I
they have ther own transport. they may wilhdraw, otherwse,
they may return to their onginal employers 106 months after
capture funless they can make some other arrangements for
franspori and employment befors then). Employers usually
submit cases of surrender for arbitration.

DOUBLE-CROSSING

A unit that changes sides without prior negofiations can nego-
fiate a price alterwards, bul does so withou! benefit of reputation
If negotiations are conducted prior to the switch, double the
normal reputation of the unit. Howewer, i the latler case, there s
a 9+ chance on 206 that the present employer discovars fhe
negotiations in progress. Mareover, if that roll is any doubies
result (eg 11, 22, 33). the other side 15 not interested in the
player characiers’ aftar 1 a pio! o change sides is uncoverad,
the wnit automatically losés 50 points of reputation. the current
contract is terminated, the unit dees nol receive its fee, ad-
vances already issued are demanded as refunds, and the unil
can never sesk a confract with that employer again.

TAKING BRIBES

The gamemasier should set the amaunt of the bribe that an
enemy olers 1o the unit. The chance of discovery is a 2D8 roll of
11+ I the employer discovers the deal, the penally is the same
as for changing sides

PILLAGING CIVILIANS

Profits depend upon the rapacity of the unil. The mercs
should set a number betwesn | and 20, Multiply this by 10,000 C-
Bills and by the urit size numbers with the Campaign Oulcome
Charl fo establish how much they can extort from a local civilian
population in a gven month. However, a roll of 306 less than or
egual 1o the number chosen is the chance that these acticns will
provoke a response from the locals. This response can range
from formal complaints 1o the government 1o open rebellion

COMSTAR MEDIATION

The gamemaster s réspansible for coming up with any rules
of procedures for judgment by organazations other than ComStar
It ComStar is the guaramior of a contract, it will arbitrate when
terms are violated or when oither side wishes to claim money that
they teel has been unfaily demed them ComStar usually
guaranees Housa contracts. but few others.

Arbitration consists of a 206 die roll Add the Diiomacy Skill
Level of the mercenary leader to the roll. and subtract 5 I the unit
has een caught in a freacherous endeavor, On a result of 2-8,
ComStar rules in laver of the employer. On a 8+, s hinding
supports the mercs.

I the mercs are judged in the rght, ComStar pays them the
agreed-upon sum. However, i the judgment goes against them,
the mercenaries are well-advised 10 refund every penny of ad-
vance they have laken, else they will soon lind that no employer
in the Inner Sphere will accept ther services Pariphary powers
may still hire them. but ROM agents assigned to the case are
likety to pursue the unit and find ways 10 harass if info honorng
the debi

REPUTATION

Poltics, as well as milary perfarmance, influence a unit's
reputation. Apply the following awards and penallies 1o the unil's
raputahon

Unit was successful on campaign despile employer reach-
eny: Double Success Reputation Award,

Linit changes sides successtully +10

Umil discoverad in treachery —250

Linit loses in arbitraton (106 x 50)

Reputation can be negatve A negative repulation reduces
the number of points thal can ba appled in negotiations. A unit
complately unable to influence the negotiabons must accapt em-
ployer conditions ar make massive Concessigns on some lerms
10 gain even a small lever on other terms




SELECTED MERCENARY UNITS

In the annals of mercenary history, Wilson's Hussars, the
Waco Rangers, and the Eridani Light Horse would never be men-
tioned in the same breath. Neverthelass, these units are includad
hera fo ilustrate the best and the worst of mercenares. The
gamemaster may employ them as NPC units against the players'
unit, or the players may wish to roleplay characters in these
units. Alternatively, players can creala their own unit based on
one of thase examples.

The Erdani is ome of the oldest and most esieamed
mercenary units in the Successor States. Al the other extreme is
Wilson's Hussars, called "Wilson's Wimps® for their poor fighting
record and desperate straits. The Waco Rangers represant the
AVErage MaErcenary regiment.

Players should realize that it is not fun fo run a unit like the
Light Horse all the time. No House leader would dare double-
cross it, and such a large unit has litfle need for plunder. Also,
the Light Horse already has one of the best reputations around
In many cases, il could be more challenging lo command
Witson's Wimps. Much of tha anjoyment in playing mercenansas
comes from the hand-lo-mouth existence thal most unils endure.
Desperate situations call for desperate action, which is the only
thing thal can save the Wimps from destructon. Also, such
situations provide the best opportunities for exciting adventures.
Players will take great pride in building up their unit's reputation,
which may even edipse thal of the Erdani Light Horse.

Afier crealing their unil, the players should develop its
personality. Oddities such as the Waco Rangers’ Death Oath and
the Light Horse's raditions add considerable flavor to the game.
Do they bow o the Ares Conventions or do they follow baser
instincts? Would they renege on a contract or are they 100 noble
1o even consider it? Besides answering these guestions, the
players should list the lamous battles in which their unit has
participated and the units that they have fought with and against.

WILSON'S HUSSARS

WACO RANGERS










BRIEF HISTORY

In 2651, First Lord Cam-
eron senl several Star League
military regimenis on maneu-
vers just beyond the Rim
Worlds Republic. Military anal-
ysis observing the manauvers
subseguantly filed a report crit-
icizing the five regiments’ lack
ol coordination. inlerservice
rivalry, and general lack of
common sense. To avoid the
wrath of the First Lord, the
military High Command quickly organzed some regiments mnto
Regimental Combat Teams

Designed lo promole inleregimental cooperation, the RCTs
(as they became known) contained four combatant regiments
and a single suppori and transporiation element. One officer,
usually the most experienced of the four regimental leaders.
commanded the RCT and traimed his four regiments to work
toward a common strategy and objective. Linlike most other
military formations, the ACTs were permanently assigned 1o a
section of the Star League. There, the units became familiar with
their territory and developed a sense of belonging, which was
presumead towork 10 their advantage

The Erdani Light Horse

THE ERIDANI LIGHT HORSE

Formed in 2702, the 3rd Regimenial Combal Team, which con-
sisted of two Sinker regemments and two Light Horse regiments,
established residence near the Periphery in the Rasalhague
Military hstnct. Though it had no cpportunity to prove tself in
battle, the 3rd RCT trained constantly, The officers bacame
adept al combat diplomacy. as they often had to fend off local
accusaltions that they were nothing more than an occupation
force

This bitterness reached the boiling point in 2749, when
terrorisis hired by the Prince of Rasalhague assassinaled the
Commandar of the 3rd RCT. The blow mobilized the entire 3rd
RCT, which descended and occupied the major cities on all 1en
worlds in their district. For 23 days, ‘Mechs patrolled the cities,
waiting for Draconian forces from Luthien to strike. When the
Prince dispatched troops to the Trondheim city of Eridani, the
well-trained units of the 3rd RCT chased them off with little
trouble. The RCT received its unit nickname of the "Eridani Light
Horse" when a sympathetic journalist reported that RCT "Mechs
had scattered the Combine Mechs “like spirited Endami stallions
chasing alter fal. clumsy Lulhsen cows®. AHler this humiliation,
the Prince of Rasalhague had no choice but to arrest, try, and
enecute the assassins

AGAINST THE USURPER

The cnisis with the Prince of Rasalhague quickly paled beside
the news of the turmoil resulting from the death of the First Lord
Throughout the next 15 years, the Light Horse participated in
many of the declared and undeclared wars that broke out in the
Periphery. In 2766, after the New Vandenberg Campaign. the
Light Horse was rotated off the front lines and back to their
station in the Rasalhague Military District

A few months later, the news of Stefan Amans's treachery
reachad them. Realizing that the Light Horse could not 1ake the
Usurper's forces head-on, Colonel Ezra Bradley, commander of
the RCT, decided 1o launch hit-and-run strikes against the
weaker worlds surrounding Terra. He hoped thal these rads
would disrupt Amaris's defensive preparations

Bradley's plan achieved great success until the 19th Striker
Regiment dropped on Amity. Linknown to the 191h, a traitor had
infiltrated its regimental command and tipped off the rebel forces
to the attack. Three heavy regiments wereé waiting for the
regiment, which was demolished 1o its last 'Mech

Though sorely tempied to retaliate, Colonel Bradley continued
his hit-and-run tactics until the Light Horse linked up with General
Kerensky and his forces. Then, and with great glee, the Eridani
Light Horse avenged the loss of the 19th Regiment in long and
bloody battles, whose climax was the invasion and liberation of
Tera

THE FIRST SUCCESSION WAR

While the Council Lords were vying for control of the Star
League, the Endani Light Horse returned to the Rasalhague
Military District. striving to remain impartial. They waited patiently
for General Kerensky fo call them into aclion 1o resiore order to
the Star League

When the call came, however, il summoned them o join the
remaining loyal Star League forces and to leave the Interor
forever. lronically, the Light Horse fedl such a sense of belonging
1o the area they defended that it proved 1o be stronger than their
loyalty 1o General Kerensky. Only a few lances of the 3rd RCT
dacided 1o leave the Star League. The entire B0th Heawy Cavalry
Battalion, once commanded by General Kerensky Himsell,
neaded only haif an hour before deciding to stay. Colonel Bradiay
sent a regretful communique 1o General Kerensky, exprassing
both the Light Horse's undying loyalty 1o the Star League and
General Kerensky. and its deswe to reman and uphold the
traditions of the Star League Armed Forces

On the day that General Kerensky departed the Inner
Sphere, the members of the Endani Light Horse assembled and
observed a moment of silence. They took down the Star League
flag and lowered the standard of the Third Regimental Combat
Team to haf-mast, a tradition that remains 1o this day

In the helifire that erupled after Kerensky's exodus, the Light
Horse remained aloof. Minoru Kurita, Coordinator of the Draconis
Combine, made numerous offers of employment to Colonal
Bradley, who rebuffed the overlures. Only when Minoru threat-
enad 1o canced all trade with the unit did he hinally get the atten-
tion of the Light Horse commander. Long negatiations between
the two sides produced a mutual defense and nonaggression
pact. The Draconis Combine agreed to tolerale the presence of
the Eridani Light Horse in Kurita space as long as the unil
defended its worlds and made no move againsi the Combine.

The Light Horse easily handled the few tantative thrusts by
the Lyran Commonwealth agains! ifs home worlds, On the other
side of the Combing, however, the Kuritisis suffered a disastrous
campaign against the Federaled Suns. In the battle for Kentares
IV, Minoru Kurita was killed, and his insanely violenl son Jinjiro

succeeded him, In 2796, Jinjro avenged his father's death by
massacnng 50 milnn civikans nn Keantaras 1V
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EVACUATION

After hearing of the Kemtarss Massacre, the commanding
officers of the Light Horse began preparing to move. Though
everyona from the unit commander down fo the most inex-
penenced warrior hated to leave their worlds, most realized that a
confrantation with the psychotic Jinjire was inevitable.

By June of 2798, most of the Eridani Light Horse had
launched and were waiting for the dependents of the 8th Recon
and 50th Heawy Cavalry Battalions 1o leave tha planet Sendai.
Furious with the units desertion, the administrator of Sendai
captured and held those families hostage, demanding that the
entire unit lay down its weapons and turn itseif over to him. When
the Light Horse failed to meet the disarm deadline, he ordered his
troops to execute the two thousand dependents.

Enraged, the Bth and 50th battalions dropped on the planat.
The rasulting batle lasted for & week and ended after every
political official and Combine 'Mech was hunted down and slaught-
ered Forces from Rasalhague appeared in the system, but, when
ifformed of the administrator's deeds, they soon withdrew. The
Bth and S0th returned grim and battered. Although the officers of
the two unils had acted without orders, Colonel Bradley refused
their resignations, Today, the 50th Heavy Cavalry Battalion {nick-
named "The Bloody Hall-Hundred™ because of Sendai) and the
Bth Recon Battalion are tradition-bound to protect the depend-
ents of the Light Horse.

After lesaving Sendai, the Erdani Light Horse crossed the
Inner Sphere and entered the Free Worlds League. Marik immedi-
ataly granted them a place to stay unlil both sides could work out
a mercenary contract. Colonel Bradley pledged his unit to the
Free Worlds League in exchange for a secure world for the unit's
families, a steady supply source, and a modest fee.

The Eridani Light Horse figured prominently in Marik offenses
during the Second Succession War. Besides spearheading at-
lacks against Lyran-owned worlds, such as llion and Dieudonne,
they also repulsed a Kurita attack against the planet Danais.

DISSENSION IN THE RANKS

When the Third Succession War erupled in 2886, Colonel
Bronson, commander of the Eridani Light Horse, renegotiated a
contract with the Free Worlds League. Pleased with the unit's
performance, the League Parliament considerably sweetened the
Light Horse's original confract. giving them litles and free access
to League supply centers.

Some Light Horse soldiers perceived this newlound affluence
io be a ihreai to their tradition as defenders of Star League prin-
ciples. They fedl thal Colonel Bronson was sedling oul, making the
Eridani Light Horse no better than any other band of mercenaries.
Major Johnson, commander of the 151st Regiment, became the
leader of thiz internal dissent. Howewver, Bronzon ignored the
dissidence, as he ignorad the old Star League traditions.

In 2868, Major Johnson led the 151st out of the Free Worlds
League to the Periphery, and the majority of the other two regi-
menis followed him. Left with only his family, a few loyal officers,
and a couple loyal lances, Colonel Bronson moved his force to a
small, but resource-rich world just out-side the borders of the
League. where he began to recruil Perphery riffraff inlo a
marcenary force

RETURN TO DUTY

Shunning the mercenary life, the Light Horse gradually
deteriorated on its Periphery workd as its resources ran low. With
nathing 1o trade, the unit had to resort to farming the poor soil to
gurvive, Then, in 2871, a regiment of bandits raided the Eridani
supply center. Although the Light Horse drove off the raiders, the
bandits carried away o destrayed most of the unit's supplies.

Light Horse officers confer-
red for days 1o figure oul how
1o stave off impending starva-
fion. Finally, thay worked out a
compromise to hire out their
military services 1o those re-
faining the honor and integrty
of the Star League. Al this
fime, the Light Horse adopted
mast of its preseni traditions
to remind the soldiers of its
principles. After gaining the
approval of his men, Colonel
Johnson traveled 1o the Lyran Commonwealth o nagofiate a con-
tract. Steiner agreed to all of Johnson's terms, including the con-
trol of & planet for the unit's dependents. Unfortunately, Colonel
Johnson died while the Light Horse transferred to its base on New
Karlsruh. His successor, Jonnifer Dirkson, adopted the rank of
Brevet General to show both her authority over the three regl-
ments and her willingness to resign if ever she placed mercenary
considerations over Eridani tradition.

From 2872 to 2845 the Eridani Light Horse served the Lyran
Commonwealth along the Oraconis Combine border. Its fame
spread guickly throughout the Inner Sphere, and Kurilisl units
lzarnied to fear the sign of the trothng brown horse

In 2800, the 151st Light Horse Regiment dropped onto the
Kurita-controlled world of Radalah, expecting lo find only a
battalion of garrison troops. AMer quickly seizing the cities of
Auptsmon, Tiel, and Mew Freisburg, the 6th and Bth Recon Bat-
talions encountered Kurita's elite 3rd Proserpina Hussars Regi-
ment, The Hussars cut off the two rocon battalions fram the S0th
Heavy Cavalry Battalion, which was encamped in New Freisburg,
and laid seige 1o the city. Too weak to assaull the Hussars'
position, the two recon battalions conducted hit-and-run attacks
on the Kuritists, drawing more and more forces against them
Eventually, the sieging force became so depleted that the S0th
Heavy Cav was able Io storm the Hussars, escape Mew Freis-
burg, and retreat to Auptsmon. The 6th and 8th Banalions easily
outraced the Kuritists 1o Auptsmon, where Eridani OrepShips
wera waiting to lift the regimen offplanet. For its spirited fighting
against the heavier regimeni, the 1515t Regiment earned its
nickname of "The Dark Horse Regiment”

Brevel General Dirkson refired in 2926 and was succeeded
by Montgomery Wilson, who also took the rank of Brevel Gen-
eral. Every commanding officer of the Eridani Light Horse has
since also adopted this rank. Wilson split the unit into battalions,
which launched numerous sirkes against Kuritist worlds,
including Caledonia, Dawn, and Wheal, For twa months, the 82nd
Heavy Cavalry Battalion occupied 5t John, one of the Light
Horse's charges during Star League days.

The Eridani Light Horse

VACATION ON NEW KARLSRUH

Although very successful, the Light Horse's raids severely
depleted the battalions. In 2948, the Commonwealth Military
granted the enfire unit laave to rest and resupply on New
Karisruh. Brevel General Wilson usad this time to recruit more
mercenarias and to repair his damaged ‘Mechs. Both the 3rd and
Tth Striker Bamalions of the 21st Regiment had to be almost
complately rebuilt. While Wilson and two ‘Mech companies were
visiling marcenary guild halls looking for talent, Colonel Haviarre
of the 71st Regiment was in charge of the Light Horse,

In the same year, word of the Eridani Light Horse's activities
reached the ears of Commander Russel Bronson, son of the Light
Horse commander deserted in 2869 and leader of the mercenary
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legion Bronson's Horde. Wish-
ing to wreak revenge on the
‘mutineers’, Bronson broke off
his contract with the Federated
Suns and traveled o New
Karlsruh,

Bronson's attack fook the
Eridani Light Horse complately
by surprise, With only twelve
hours to prepare, Colonel Hawi-
arre ordered the 50th Haavy
Cavalry and the Bth Recon
Battalions 1o move the Light
Horse families fo the mountains. The remaining five battalions
guickly tanned owl te meel the incoming thres ragimants,
Bronson landed his DropShips under an umbrella of AsroSpace
Fighters, but soon, the Endani fighters mustered and reestab-
lished asrospace superiority. The surprise of Bronson's attack
became his downfall as the Light Horse fighters destroyed the
straggling DropShip reinforcements and wreaked havoc on the
heavy ‘Mech forces below. Undaunted, Bronson urged his units
an, searching for the Eridani High Command. Although his as-
sault lances pounded the lighter units, the Light Homse's recon
battalions soon oulmaneuvered the slow "Mechs. The 12th
Armored Infaniry Battalion alone felled two lances of 'Mechs,
Commander Bronson himsell joined the ranks of the Dispos-
sessed when his Cyolops lell under a barrage ol missiles from
soveral Chippewa AeroSpace Fighters. Miraculously unscathed,
hee led his remaining forces ofiplanel. vowing revenge.

Though it took substantial damage, the Eridani Light Horse
gained enarmous plunder from Bronson's Horde, By 2049, the
unit was fighting for Steiner agains! the Free Worlds League, The
worlds of Oliver, Thera, Alula Australis, and Corcyra all felt the
shng of the Light Horse. Endani batlalions raided several military
bases deap within the League, including MNathan, Procyon, and
Feng Pau. In 2055, Brevet General Kerston succeeded Brevet
General Wilson.

The Erdani Light Horse

DEFENSE OF HESPERUS Il

In 2998, House Steiner planned a planetary assaull against
Kalidassa, a Marik-controlled world with some functicning ‘Meach-
producing facilities. Three of the five Steiner regiments on
Hesperus || formed the core of the assaull group, and the Light
Horsa's 218t Striker Regimeant and S0th and B2nd Heavy Cavalry
Battalions replaced them in the garison. When the Marik forces
on Kahdassa recognized their attackers, they informed the High
Command that Hesperus || was without its crack defenders. As a
result, Marik decided 1o send a reconnaissance force to dater-
ming Commeonwealth strength on the planel. League DropShips
descended on Hesperus Il, depositéd nine recon companies at
various locations. and withdrew. The garrison commander on
Hesperus || ordered the 215t Regiment 1o leave the aasily defens-
iple city of Tallowrand lo ferret cut the enemy scouls—a task
better suited to a recon unit. Too slow o deploy efficiantly, the
striker regimeni look heavy damage from the Marik scouls, which
withdrew betore the heavy "Mechs could engage them.

Within weeks, Marik landed four regiments to strengthen his
position on the planet. Again the garrison commander ordered the
Light Horse units to engage the enemy. However, the Endani
regimental commander disobeyed his orders fo march to Marik's
planethead, and stationed his ardiery along the mountain passes
o Hesperug |I's industnial center. where he knew the invaders 1o
be heading, The Light Horse force allowad two reconnaissance
companies 1o cross the mountain range unmolested, and then
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the bulk of the army, three regiments strong, attempted to pass,
Long Tom cannons shelled the force and the area, sealing the
pass and splilting the army in two. With no room to manauver, the
League units were sitting ducks for the Endani 'Mechs and tanks,
Timely assistance from Steiner 'Machs enabled the Light Horse
o overwhalm half of the invading force, and the remaining enemy
units retreated offplansl.

CONTRACT WITH DAVION

The Erdani Light Horse was also successiul in the Twelth
Battle for Hesperus il Mevertheless, Light Horse commanders
were becoming increasingly irritaled with working under Steiner
military leaders, many of whom showed amazing incompetence.
When contracl negotiations with Steiner broke down in 2999,
Brevel General Kerston went to House Davion for employment.
Both sides struck a setflement in 3000, and the Light Horse leh
New Karlsruh for Derby in the Grucis March,

Duke Davion split the Light Horse into battalions and com-
panies fo carry oul diversionary raids on both Kurila and Liao
workds. These units' ability to strike hard and move quickly often
convinced planetary garrisons that a full regiment was attacking
the planet. As thase raids were perilous, the Lighl Horse received
substantial bonuses. A few of these simulated assaults became
real invasions when Endan forces realized that they could
actually conquer the planst themsalves

When Brevet General Herston stepped down in 3023, Brevet
General Armstrong assumed command. One of his first duties
was 1o ofganize the delense of the planel Hofl, location of the
Meistmorn Academy. 1o repulse a Kurita attack. Although Walfs
Dragoons (under contract 10 Kurita) pounded Eridani units in a
turious onslaught, the Light Horse played cat-and-mouse with the
mercanaries, keeping them off-balance unti Davion reinforce-
ments amved fo flush the Dragoons offplanet. Endani losses
wera heavy, and Davion, pleased with the unif's performance,
granted the Light Horse time o rebuild its forces.

The Light Horse soldiers spent their vacation on Derby and al
the Federated Suns’ Mew Avalon Instiute of Science. At the
NAIS, they taught combat =kills and Star League and Successor
State history, while participating in technological research.

In 3025, the Eridani Light Horse resumed fighting under the
Davion banner agains! the Draconis Combing

UNIT DESCRIPTION

The Eridani Light Horse is dedicated to preserving the ways,
iraditions, and honor of the Star League Armed Forces. Cur lives
hoid no higher purpose than to remind the Inner Sphere of the
power and the glory that once unified us all. Fafe willing, we may

To that end, we work only with those we admire, those that
manage lo keep alive the old ways. The Lyran Commonwealth
and the Federated Suns are two such peaples

As we admire some, there are those we despise. Our hatred
for the Draconis Combine is simple and requires litle explanation.
They plumbed the depths of depravily when they murdered our
families to bring us to our knees. We will never grant them mercy
nor expect it

—Genaral Armstrong at the ELH Combat Training School
Commencament Ceremonies, 3024,



CONTRACT REQUIREMENTS

The Eridani Light Horse's only weakness is its inadequate
number of Techs Therefore, Light Horse leaders always insist
that the employer furnish the unit with support personnel 1o repair
and maintain its ‘Mechs. Also, they demand the right to negotiate
supply contracts with local commerce companies. This allows
them to bypass their employer's military bureaucracy, which
might neglect the needs of mercenanes in favor of House units.

Like many other marcanary units, the Light Horse requests a
place 1o setfle its dependents. This s a vital contracl point, as
these mercenaries firmly believe in keeping a sense of com-
munity. They also refuse to commit any act that would viclate the
near-forgotien Ares Conventions. Thus, they will never aftack
civilians, inflict undue harm on innocent peoples, of axecute
prisoners

Perhaps their only unusual contract point 15 that the amployer
must allow Endani support personnel into his research facilities
Although this has irritated some employers, il does ensure that
Light Horse "Mechs will be in the best possible shape to fight for
ile employer, Only the wily Hanse Davion has had the audacity 1o
turn this contract point around. He demanded that if he was 1o
parmit mercenanies info his New Avalon Institute of Scence, then
the best of them mus! teach there. With a laugh, General Arm-
sirong accepted his condition.

The Erdani Light Horse is well satisfied with its relations with
the Federated Suns. Prince Davion exceeded most of the Light
Horse's specifications—he even sells 'Wechs 1o the unit at cosl
General Armstrong respects the Prince, and so he plans to re-
mair in the Federated Suns for a long, long tima.

TYPICAL MISSION WORK

Though the Endani Light Horse is adept at fighling large
battles they are wizards when it comes fo raiding. Their quick
strikes have spawned many imitators, such as Winfield's Brigade
of the Lyran Commonwealth. What distinguishas the Light Horse
from all others is the skill and coordination of each Endani sol-
dier A typical objective lasts approximately four hours, and
roughly lollows this sequence.

1. AeroSpace Fighters attack enemy aerodromes, while re-
con lances drop onto the planet

2 Recon lances gather information while striking at communi-
cation centers. crippling the enemy’s ability to respond.

3. AeroSpace Fighters establish aerospace superiority, then
command and strike lances drop 1o the planetl.

4 Units srike al objective(s). DropShips transport support
units (arfilbery, tanks, and intantry) to prearranged recall points,
and then leave for a near-orbit

5. Command, sirike, and recon lances break off atlacks after
allotted time has elapsed. and head for recall points, striking at
any military target that presenis iself.

6. Support units cover the approach of the returning lances.
DropShips land, take aboard all personnel, and then lift off,

UNIT TRADITIONS

The mas! tradition-bound mercenary unit in the inner Sphere,
the Endani Light Horse has many memorials and rituals that
serve as a constan! reminder of its lustrious history and rigid
honor. Some outsiders have commented that Eridani obsery-
ances seem almost religious

For example, the 50th Heavy Cavalry and Bth Recon Battal-
ions are sworn to protect all the civilian members of the Eridani
Light Horse in memary of their families’ executions on Sendai,
Whether cscorting civilian transporis or garrisoning their settle-
ment, only 50th or Bth Battalion members are involved in the
safety of Eridani dependents.

This pilot is wearing the standard
Eridani Light Horse AeroSpace
pilot uniform.

The Eridani Light Horse




Wherever they are en-
camped, all military units in the
Successor States sal up two
flagpoles: one for the unit ban-
ner and one for their employer
or House leader. Uniike other
units, however, the Light
Horse has never flown the flag
of its employer. One flagpole
remains bare, while the banner
of the Light Horse flies at per-
petual half-mast. Originally,
the Eridani standard was justa
prancing horse upon a sun-yellow disk. The black border was
added in 2784 as a symbol of mourning for the exodus of Genaral
Keranshy

The Light Horse reamambers the loss of the 18th Striker Regi-
ment on Amity through some curious traditions. Whenever the
three regimental commanders meet with the Eridani commander,
a place is st al the conferanca table for the commandar of the
18th. In addition, during social functions, the host always says a
prayer for the members of the lost regiment. Retiring soldiers who
serve the Light Horse with distinction become official members of
the 19th Striker, They receive lapel pins with the 18th's symbol, a
rearing bronco, in honor of their service and devotion to the
Eridani Light Horse

Every Light Horse member celebrates the anniversanes of
preat victories and special binhdays, and moums the anniver-
saries of lost battles and tragic deaths. Of all the days of mourmn-
ing, the mos! solemn occurs on the date of General Kerensky's
exodus. All nonessential functions shut down as everyone
gathers in the ceniral park. There, an honor guard unfurls an
ancient Star League standard and runs it up the usually bare flag
pole. The base commander then reads Colone! Bradley's commun-
igue informing Genaral Keransky of tha 3rd Regimental Combat
Team's decision o stay. As the honor guard lowers the Star
League standard, the military band plays the Star League anthem
softly and siowly,

ERIDANI CRESTS

Each 'Mech in the Eridani Light Horse wears the prancing
brown horse on the front of its chest. On the right shoulder is a
regimental paich, either the blue moon of the 21st, tha black
horse of the 151st, or the white horse of the T1sl. Beneath it is
the battalion symbaol, like the 50th Heavy Cav's large. blood-red
"S0° or the 17th Recon Battalion's screaming eagle head. The
company numbers or patch is iocated below the battalion symbal,

Some unusual unit patches are the plague-infested rat for the
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3rd Striker Battalion, the bloody knife of the 3rd Recon Company,
the unicorn of the 11th Recon Company, and the rather risque
anatornical patch of the 1st Support Company. All personne! wear
their Eridani, regimental, battalion, and company patches, and
some even have lance or platoon symbols,
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SELECTED PERSONALITIES

MName: Brevel General Nathan L. Armstrong
Assignment: Commander, Eridani Light Horsa

Born 1o a poor family in the Lyran Commonwealih, Armstrong
is the first outsider 1o command the Eridani Light Horsa. Whan his
family was killed during a Kurita raid, a family in the Light Horse
adopted him. He impressed his peers with his physical and
mental skills, which were further nurtured by the Light Horse's
afficiant educational system. At the age of 18, he received a
‘Mech and joined a recon lance, where he demonsiraled amazing
fighting prowess.

Armstrong has commanded the Endani Light Horse for two
years. He knows avery one of his man, who all ike and respect
hirm. His only fear is that the Light Horse might once again lose its
identity because of growing ties between the Federated Suns and
the Eridani High Command. He is married lo Julia Armstrong, tha
chief of Eridani civilian senvices.

MName: Major Robert Green-Davion
Assignment: Representative of the Federated Suns

A smooth, sophisticated man, Major Green-Davion s the
liaison officer officer betwaen the Light Horse and Prince Davion.
Though most Eridani personnel get along with him, his icy-cool
manner tends to iritate a few officers who distrust his sharp,
scheming mind. Aware of the friction between Michael Hasek-
Davion and Hanse Davion, Major Green-Davion remains friendly
with both men to protect his flank shouwd conflict erupt between
them. He considers the tradilions of the Light Horse "charming”.

Mame: Colonel William Erik Petersen
Assignment: Commander, 71st Light Horse Regiment

Brevel General Armsirong gave command of the White Horse
Regiment to Colonel Petersen, knowing that he would change the
unit's bad attitude. In 13 years, the Colonel brought the regiment
up from beng a poor relation of the Dark Horse Hegimenl to its
near-aqual. Through compassion and stermness, he has instilked
self-respect in the unit's parscnnel

A willful man, Petersen is an accomplished leader and tac-
fician. When off-duty, he plays a mean trumpel in a jazz quariel.
Though he denies the rumor that he will eventually succeed
General Armsirong, the thought secretly pleases him,

Mame: Major Steve Grey
Assignment: Commander, 11th Recon Battalion, 715t Regimant
Major Grey has jus!t returned to his command after a two-year
absenca. While fighting Wolf's Dragoons on Hoff, his ‘Mech
suffered a direct hit to the head, burning most of his body and
daestroying his right arm and leg. Surgecns attached bicnic imbs
that, though not completely effective, gave him back most of his
original abilifies. With his new 'Mech, Major Grey looks for
occasions to avenge his wounds.

Name: Major Jim McCracken
Assignment: Commander, 17th Recon Battalion, 715t Regiment

A student of ancient martial arts, Major McCracken is a study
in calm competency. This Nordic giant is usually quiel, bui he
makes friends easily. Though unambitious, he has risen in the
ranks because his skills and sleadlasiness make him a natural
leader. His parents, wealthy politices in the Davion bureaucracy
with no tolerance for lowly mercenarnes, disowned him when he
|oined the Eridani Light Horse.



Mame: Major George Thomas
: Commander, 82nd Heavy Cavalry Baftalion,

ihe B2nd's reputalion as a hard-hitting battalion. He designed the
15t Support Company, with its unusual mix of arms, to provide
covering fire for advancing or withdrawing Meachs.,

Major Thomas is deeply loyal to the Eridani Light Horse and
its traditions, and drilis his roops to ensure that they are too. He
saldom wears dress uniforms, preferring his dinly, rumpled
greens. Across his left eye and down his cheek is a long scar, a
souvenir from a sabar duel in an interregimental athletic contest.

MName: Captain Greg Oliphant
Assignment: Commander, 4th Haavy Assault Company,
B2nd Battalion, 71st Regiment

Captain Oliphant has a bizarre sense of humor, Completaly
agains! regulations, his Banshee sports a gigantic fool's cap with
bals. Also, Oliphant painted an exaggerated grin on his
Banshee's head. Appropriately engugh, his ‘Mech is named “The
Court Jaester®, and s the most outrageous 'Mech in the Light
Horse. Even the pressure of baltle cannot dampen Oliphant's
good spirits, though this flippancy often gets him into trouble with
Colonel Pelersen.

Mame: Colonel Charles K. Winston
Assignment: Commander, 213t Striker Regiment

At 63, Colonel Winston is the oldest line officer in the Eridani
Light Horse, but his vigor and skills are a match for men half his
age. His short and thin appearance confrasts a thunderous voice
that both inspires his warmors and makes them fear his wrath,

Colonel Winston's personal life is much more calm. He has
been married for 30 years 1o a physician in a MASH unit. One of
his daughters is a MechWarnior, and the other is a historian. Only
his family, his doctor, and General Armstrong know that his heart
is failing. As he does not wish 1o have a heart aftack during
battla, which could endanger his froops, he plans 1o retire within a
year,

Mame: Major Jamal Fallshy
Assignment: Commander, 3rd Striker Battalion, 21st Regiment

Found abandoned in a Steiner city, Jamal Fallshy grew up
steeped in the many Endani traditions. A believer in the eventual
return of General Kerensky, he spends much of his free time
researching the history of the Star League Armed Forces.
Though ambitious, he would never violale the Eridani code of
honor to get ahead. Agents of Duke Hasek-Davion have offered
him a position in the Syrfis Fusiliars, Hasek-Davion's personal
guard, but he has rebuffed the offer,

Mame: Duana Brockway
Assignment: Command Lance, 9th Company, 3rd Battalion,
215t Regement

MechWarrior Brockway joined Kentrick's Company under
very ominous circumsiances. After he graduated from Eridani
Combat School, his father, Lieutenan! Brockway of the 9th
Company, died under suspicious circumstances, Though it is
unlikely that anybody within the company—or even within the
Light Horse itsell—was responsible for the death, Duane joined
the Sth 1o find the persan responzibla. Although onece a very easy-
geing man, he is now subdued and watches everyone like a
hawk,

Name: Major Earl Dirkson
: Commander,
5th Striker Battglon,
215t Regiment

Major Dirkson is the fourth
son of a minor aristocratic fam-
ily in the Lyran Commaonwealth.
He belonged to a local militia
unit until he discoverad a fully
functioning *Mech in the after-
math of a Mark attack. He
then joined the Light Horse,
believing emrcenary life to be
exciting and glory-filled.

Mow that he is 40, his ambition has cooled somewhal. Dirfkson
is patient with his more reckless MechWarriors, as thair spirit
also infectad him when he was young. As a hobby, he tinkers with
his ‘Meach "The Wild Side”. He and his technician have made sev-
eral modifications to the ‘Mech that have interested the faculty at
MNAIS.

MNamae: Major Jamason Nigal
Assignment: Commander, Tth Striker Battalion, 215t Regiment
Nicknamed "Tha Grump®, this man rarely smiles or shows ax-
citernent. Born 1o poor parents in the Suppor Division of the Light
Horse, Nigel has seen the grime behind the grand and gallant
mercenary life. Only his Mech piloting skill and battle savwy
{both discoversd by chance at a camival) raised him to his
current position,
His only friend is Major Bouchard, though their friendship has
been considerably strained since Bouchard was promoted to
commander of the 7ih Battalion's 27th Company.
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Name: Major Pierre Bouchard
Assignment: Commander, 271h Company. 7ih Battalion,
21st Regsment

was an aide to General Armsirong. When a fuel truck accidentally
exploded, kiling two MechWarriors and the commander of the
2Mh Company, General Armsirong appointed Bouchard to as-
suma command of the company. Though he has axpert battle
skills, Bouchard's real love is logistics. His only goal is assume
command of the Supply Division.

Bouchard's friend, Major Migel, believes that Bouchard is
after his command. Bouchard just laughs off Nigel's paranoia,

affering to get him drunk at the next opportunity.

Name: Major "Rock” Parrow
Assignment: Commander, 1st Armored infantry Battalion,
21st Regiment

A relatively young man, Major Perrow grew up in Eridani
society. The son of a Tech, this handsome black man has always
been interested in armored vehicles. At 16, he entered the 1st
Armored Infaniry as a tank crewman, Since then, his career has
advanced rapidly, and at 30, he is the youngest Light Horse
battalion commander ever. He is an extremely personable man:
quick o laugh and quick to defend his men,

When Perrow fall in love with a liaison officer from tha Fedor-
ated Suns, Major Green-Davion transferred her to nip the budding
romance, Consequenily, he holds a considerable, though hidden,
grudge against the Davion major.
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Name: Colonal Robart G.
Fairchild
1 Commander,

151st Light Horse Regimant

Colonal Fairchild is the
youngest of the three regi-
mantal commanders. This 41-
year-old has been in charge of
the Dark Horse regiment for a
year, and has proven himself a
capable replacement for his
predecessor, the ilustrious
General Armstrong.  Though
rather quiet, he makes unusualy bold and controversial deci-
sions. He is the most outspoken proponent of change in the
tradition-bound marcenary uni

Colonel Fairchild is good friends with Major Green-Davion and
considers him an exemplary officer. The recent rumars about the
Major's conduct only make Fairchild defend him more vigorously

Maime: Mapor Edward Stimson
Assignment: Commander, th Recon Batiakon. 1518t Regiment

Major Stimson comes from a long line of famous combat of-
ficers. Although he lives up to his ancestors’ fighting reputalions,
he is a poor administrator. As & resull, his battalion often suffers
from supply shorlages and poor coordination.

Upon his promotion, Major Stimson turned down a heavy
‘Mech and formed his commond lance exclusively with light
‘Mechs. Although he cannot use this lig * lance to decide batties,
the lance’s greal speed ensures that he can gel lo wharever he is
neaded,

The Eridani Light Horse

Name: Major Anthony Gasca
Assignment: Commander, 81h Battalion, 15151 Regiment

Deemed a middle-aged man with an adolescent mentaliy.
Major Gasca is very free-spinted and vain about his handsome
appearance. Gasca races cars and jets in his spare time, and
this coordination and dexterity make his Warhammer, the “Kiss
Me". an extremely graceful opponent.

Gasca's adolescent mentality has made him a8 nuisance fo
the Endani women, especially the MechWamors. Twice he has
been brought before the General on harassment charges, and
faces demaotion should it happen agasn,

Name: lieutenant Beth Duncan
Assignment: Strike Lance, Gray Gales, 8ih Recon Battation,
1515t Regimani

Lieutenant Duncan inherited her Van Luckner tank from her
mother, Her fathar iz a retived MechWarror who teaches recruits
in Eridani Combal School, her uncle is an AeroSpace Fighter
pilot, her brother is an infantry officer, and her sister works on a
DropShip crew. As a result, Duncan knows how the varous
fighting arms can work logether. She fights with considerable
sawvy, which has brought her 1o the attention of her supernors.

Name: Major Simon T, Kroges, Jr
Assignment: Commander, 50th Heavy Cavalry Battalion,
151t Regiment

The command of the Bloody Half-Hundred is a hereditary
position. Major Kroger is the seventh descendant of Major Tallar
Kroger, who led the assault on Sendai in 2798 o avenge the
slaughter of Endani families. Thin and bespectacied, Simon looks
like a compuler operator rather than a battakon commander, Only
when operating his BatbieMaster (an heidoom from Teller Kroger)
does his breeding show through
Td

PERSONNEL ROSTER
High Command
Command Lance
Bresat General Mathan L. Asmesirong. Elfe Afize
Major Wendall F TeCarr, Veteran Ancher
Major Davd Aeese, Vatersn Phoandy Hawk

‘Support and Transportation Group

Colone! Willam Petersan, Elte Allas
Lisidenant Bruce Hall Veleran Warhammear
Craregl Umstont, Reguise Fhosn Hawk
Mocea Lantrem, Veteran Phoera Hiwhk

Security Lance
Captom Fum Newman, Vetersn Mvaser
Gida Sarah Fartan, Veleran Enforoe
Prdiip lemstor Jr | F‘uaulni Enforcar
Hanry Fischie, Vataean Danvish

Artillary Lance
Captan Bors Pasermak, Veteran Dervish
Captain Kerny Httier Vataran Long Tam Artilary
Lisutermnt Olson Truman. Reguiar Long Tom Artillery
Lisyderaent lvon Capubet, Veseran Long Tom Arlillery
Lisutenant Laonard Reclar, Veteran Lang Tom Amilary
Lasteriand Pater Ranch, Elite Gallson Light Tank
Ligutenant Erih Kioster, Reguisr Gafeon Light Tank

181 Merlorized inlantry Plaloon
Lisuserart Kawn Cindars
Sergeam Larry Leon, Este Motonzed indantry (Machire Gun|
Corporal Qregory Henderson, Regular Molonzed Infaniry (Machne Gunj
Carporal Fen Lang. Regular Matoraed Infantry (Machine Gun)
Corporal Xarses Tully, Weteran Motorizad Imtartry (Machene Gun)

Znd Motorized infaniry Plaboon
Lisutenan Yolanda Wikurs
Sargagnd Laribath Wintars, Vieleran Metonzad infaniry (Flamer)
Corporal Dagne Edgewood, Veteran Motoriaed Infariry (Flames)
Corporal Chrstopher Ellof. Reguilar Motorized Infantny [Flarme )
Corporal Wichaa Loss Green Motorzed infariry (Flamer)

111h Recon Battalion (Alley Cats)

Comemand Lance |Gray's Bodyguands)
Major Steve Gray, Elte Vialgns
Kamihy Lykkan, Veteran Shadow Hawk
Garild Brodegan, Regular Shinger
Luthr Delofer. Vieteran Lriapin
Sengoant ingrid Aumion, Veteran Long Tom Anilieny

Jrd Recon Company [Stashers)

Cosmmand Lance
Captain Rad Tripp. Veteran Ok
Leo Groves, Viateran Enfovoer
Bob Cody, Regular Grifin
Tamara Felvar, Veteran Dénvsh

Sirike Lance
Lisutenart Gerry Ingulson, Veteran Scompeon
A G Cafiahr, Fagular Whitmans
e Scervmors, Aeguiar Tretwchet
D Saravih, Jr | Vetaran 4ssansin
Sengeant Gus Lundstrom, Jr., Vateran Gallsan Light Tank
Sergesnt M Myozoko, Regulir Galeon Light Tank

Air Lance
Lisuterant Sandra Haming, Veberan Sparrow Hawk Light Faghtar
K Garharn, Regular Sparcow Rawk Light Fighter

Recon Lance
Lisutariant Charies Groely, Vieteran Wasp
Eirar Klaben, Regular Darter Scoul Wehicle
Duana Muschinsky, Elbte Packral Sooul Vebstis
Sengeant Emma Meyers, Vegran Jump intansry (Flames)



10th Aecon Company (Wegner's Company |
Command Lance
Captain Dean Wagner, Veteran Riflaman
Simea Hiesomall, Reguiar Hunohbaok
Diane Fugua, Reguiar Hunchback
Stanley Crosetl Aaguiar Wohenne
Strikie Lance
Liswtenant Le Than, Veteran Dervish
Josephing Metier, Aegular Enforcer
Lea Larmre, Aeguiar Trebucher
T Hendnicks, Elile Galleon Light Tark
Air Lance
Lisutmrant Bradiord Dresboeck, Viesoran Corsas Medium Fighser
Rosendo Deman, Feguler Corsas Medium Fighier
Racon Lance
Lisutanant Kurt Sievens, Asguiar Dan Scout Venicle
Jotn Ruschine, Elite Packral Soout Vil
Efrmer Beard, Regular { ocs!
Lanad LaFrancs, Vieberan Jumg intantry (Rifle)
11th Recon Company (Macomber's. Linkcorms)
Command Lance
Captan Laurie Macomber, Vieteran Crusscer

Russal Sincklan. Gresn Commanda
Serpeant Roy Calbeck, Vireran Galleon Light Tank
Sorgeant Alex Geerson, Ji, Veleran Galkesn Light Tark
Alr Lance
Lisutenant Thomas Sind, Veteran Sparmow S Light Faghter
Jorathan Samincke. Reguiar Sparow Hawk Ligh Fighter
Recon Lance
Letanant Ten Mize, Aeguiar Locus!
Timathy Zulik, Regular Dart Scoul Viehicle
Cangd Daungis, Eite Packral Scoul Vehice
Serpaant Gary Madlend, Veleran Jump Infariry (Rifle)
17th Recon Battalion (Screaming Esgles)
Command Lance (MoCracken's Highlanders )
Wagor Jim McCracken, Elte Awesome
Fletche: Canisison, Vetleman Crion
Emil Gastana, Vateran Jogariech
Sulend Rause, Veleran Archer
Serpeant Glends Mobley, Veteran Snipsr Aftillery
Saerpeant Lyle Larsen, Veteran Snipar Artilleny
1dth Recon Company
Command Lance
Captain Paul Kinbwarih, Vieteran Riflerman
Setsun Dmolo, Ele Phosne Hawh
Samniey Larer Raguiar Blackyack
Eidon Hield. Regular Cicads
Strilee Lance
Lisutenant Alired Collins, Vietaran Valgme

Leda Severson, Regular Stnger
Mancy Carson, Grean Wasp
Sergeant Richard Le Tan, Veleran Galleon Light Tank
Sarpeart Fritr lappe, Reguiar Gakaon Light Tank
Air Lance
Liswtenant Randy Cadow, Veileran Sparow Hawk Light Fighter
Sad Helhechuck, Regular Snarow Hawk Light Fighter
Aecon Lance
Liswgrant Donsld Grover, Jr., Regulsr Oetscour
Rty Griffiths, Regular Swefbwind Scout Vehicls
Enc Lingan, Valeran Packral Soout Vehicls
Sergear Afed Equane, Veteran Jump infantsy (Aifla)
16th Recon Company (Haynes' Chargers)
Command Lance
Captain Chis Haynes Veteran Wolverine
Jonathan Letalssr, Aaguiar Walvenine
Roben Ederwohi, Regular Clat
Harold DiGicvanni, Regular Videan
Strike Lance
Lisutenant Josaph Dimere, Velsmn Spider
Maude Lebo, Fegular Fresister
Michael Jones. Ragular Grffin
Sergaant Grant lan, Vetera: Galeon Light Tank

TN ¥

Tha Eridani Light Horsa

The standard Eridani Light Horse vehicle driver uniform is flameprool
and features a breathing mask. The sawed-off repeating shotgun is "
uzad in fore anemy infaniry off vehicles, s



Alr Lance Support Lance
Lisutenant Bemand Hughes, Vieteran Corsar Lt Geraid Boyer, Vewaran Demalsher Tank
Llodium Eagle Two Swords, Eite Long Tom Asmsiary
Guentin Caledon, Reguiar ConsairMadym Rodney Mullenix, Veteran Long Tom Artillery
Fghtmr Larry Mutah, Veteran Long Tom Arillery
Recon Lance A1l Tank Company (Waldman's Wikdman)
Limutenant Paincia N. Eveing, Regular Swiffwnd Command Lance
Seout Viehicls Captain "Dre-Eywd™ Weldman, Vtsran Voo
Loretta Fichands, Flagular Locus! Luckner Hsavy Tank

Wilkarn Carciir, Regular Von Luchner Heawy

Lt Lorie Beacy, Veteran Vedatie Lignt Tank
Jarmes My, Elile Vedets Light Tank

Lsutanan Martin Coronal. Veteran Vialkyris
Gregory Brevel, Regular Commanda
Ted McComaky, Veteran Sparmow Hawi Light

Poter Erickson. Reguiar Eagle Heavy Fighter

Figntor [
Eari LeBargas, Regular Sparow Hawk Light Corparal Beagu ¥
Figrer Irtardry (Lassr)
Corporal Elias Washingion, Vetaran Motcrized
Imbaniry (Laser)

THE ERIDAMI LIGHT HORSE
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Afillery Lance

Tom Adibery

Captain Raymond Telbrook, Veteran Rifleman
L1 Elizabeth Lyman, Vetaran Long Tom Artillery
Lisutenant Eugena Patrickson, Vieteran Long

L. Staniey French, Vateran Long Tom Artilery

Lisutenant Caldomia Wirsion, Visteran Long

Tom Arilleny

L1 Kevin Castrar, Weleran Galleon Light Tank
Linutanznt Saji Hendrich, Veleran Galieon Light

Tank

The 15151 Dark Horse Regiment
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Tery Squads
Combat Sepads

SF Ao
S8 Ganpraiec
5P Defict

Moty Satary
O riagiad (| 15%)

Martenance (oSl
Total Manihly Goat

10056.5 125 1975 1m 187

SEAATUP
34

1,563
1.851

334,350 C-Bils
157,000 C-Bits
73,7028 C-Bils
105,000 C-BRs
10,580,062 5 C-Bilg

244

1]




Support Lance
Lisutersant Aoy Gamibesl . Velarsn Shione
Madium Fighter
Roy Gambrel Jr.. Green Stione Medium Fighter
Strike Lance
L1 Vesinra Holst ElMe Songeay Medurm Fighie:
Diannd Hoopestal. Aagular Sngray Medart
Faghter
Recon Lance
Lt Miks Gafke. Regular Seydhits Medun Fighter
Henreh Birkentietd. Green Seyditr Light

on's Dragonsieyers)

Fighter
5th Siriker Battalion (0
Battalion Command L
thayor Ear Dighss

The Eridani Light Horse

151 Motorized infantry Platoon
Leautenant Greg Tyler
Serpeant Vincent Kowolsh Veteran Motonzed
Intiantry | Machme Gun)

Comporal Ferri JuPsrson Reguiar Motonzed
In‘llrﬂr’ I Mactme Gun)

Comari Kendall Long, Rexgular Moionzed
intanery (Machee Gun)

Compary Roscos Washbum, Green Molorzed
Imtmnery [Mactana Gunl
2nd Molorkzed Infantry Platoon
Lisutanant Oscar Hat
Gergeant Anhur Simpson. Veteran Motorized
Inl@ntry [Flamar©)

Comparal Frank Wenlon Regular Mabusged
intanry (Fiperer)

Comara? Grart Velich Regutar Motoraed
Intamtry (Flamses)

Comara Delotes Alvas. Grien
Inlanery | Flarme]

Battalion Command Lance (Jamal's Gusras]"|

Maiar Jamal Faliahy Elfe Monchback W=l
Frank Stocker, Yeteran Gl
Al Lsusund, Vetoran Speer
i Company (Kentrick's Company)
Command Lance
Captar Bront Kertnck. Veter,
Clayton Jeficos, Regular Enfo I" /
Dupne Brockway (areen Shagih He
Strike Lance l.‘_'-f
Lisujemant Danvd Armisirong, t Frgpdaactiod
Rirymiong Baylss  Ragulyr Grmn
Adde Magsason Veteran Griftn
Aecon Lance
Lt Richard Regis. Vetaran Phoesx Hawk
Ciregory Fard. Flagular Wasp
Gary Chop. Green Loous!
1dth Company | Paulsen's Roadrunners)
Command Lance
Captan Cyninig Paulson Veleran
B Cenensh . Regular Cenfunon
Edward MacCormac. Vetaran q
Sirike Lance
Lt Tharmas Herrphifl Veleran
bt Durn, Reguiar Firestanier Sirike Lance
Gearge Kubir Jr Grean Shrgar Lisutenant Monlles Linch, Yeteran B
Recon Lance isapaiia Toolkey. Aeguiar Warharmmer
Lieseran Victor Lyon. Vieteran Osfscout Rusty Fommers. Regualr dwesome

Etron Ramnires Vetoran Phosmor Hoawk

Lo Graves. Reguia Ostsol

Ernest Stemack Regula Denash

Peggy Castanares. Reguiz Wisp

Ralph Goodson Regular Whwortt

tato Musaka. Fegular Enforose Steven Young Jr. Groon Thungarbor
Francis Millay, Vieteran Wasg Evannae Witbank, Green Marauce:

Rkt Mddaugh Regulsr Wasp 181 Ak Lance
B5th Company |Benton's Brown Bombsars) Leutanent Lo Waker-Hayhlin Visteran [ ciler
Command Lance Mesdhurn Figraes
Captain Mathareed Benton Veteran Stuks Heavy Gregony Stanceh. Regulis Lucver Medusm
Fightar Fighter

2nd Air Lance
Lt Wictar Tan. Regular Corsarbledium Fighter
Mich Metherrch. Fegulan Gorsay Mirdium
Fighter

ignacio Andrews . Vmeran Shuks Heavy Fighted

Tth Striker Battalion (Mige!'s Mightstayers]
Banalan Command Lance (Migal's Gumrds)

Major Jameucn Mygel, Veteran Vickor
Dlonna Passo. Veteran JagerMach
Owten Onglaty. Reguiar Archer
Marge Norsica. Vetsran Cenfunon

11th Company (Pelham’s Company )
Aed Seven Lanca

Captain Tmathy Pelham . Veleran Warhammer
Harry Frazes Vetern Phossa Hawk

Gordy Gumpton Reguisr Wierhammer
FAaben Morzam, Regular Wasp

Bhus Seven Lance

Ll Liwis Casssday Vetesan Shadow Hawk

ioé Lockridge. Roguiar Gt
=P LTS VMSMLQH Fightes
P8y (Lightning Company)

| i;i LaToumeau, Regular Locus!
ek Lance

0 Geoege Hawkinson, Vateran Riflwran
Wi Garess, Regular Shadow Hawk
Jahn Flew. Aagular Enforcer

Liendenant Billy Midchell Jr  Velarnn Seyaiitz

Light Fighter
Cyrus Clarenbern, Green Seydits Lghi Figine

#Th Company (Wallhownds)
Green Lance

Maugar Pierme Bouchard Eie Crusacke:
Lisuderard KM Daley. Véleran Arcler
Gary Svardh. Regular SLalkes

Arley Bretland. Regulas Thunderbel

While Lance

Lienagnam Deborah Brazma. Veleran Trebueher
Stephen Cagasn. Fegular Rileman
Cilien Cullum Aagulsr Horehbuck

Platinum Lance

Lieutenant "Jackpol” Jotngon, Vireran Phosms
ik | AR

Emunt Brechleson, Regul Locust

Cheny Carmace. Veteran Shinger

Cynthua Smalwood Fegully Tranagressar
Hirawy Foghter

151 Armared Infantry Baitalion (Mighty Mites )
Beftation Command Lance (Rock™s Aallers)

Megor Sarmuel The Rock Perrow, Elle Cicads
Flick Menderson Vetieran Spaciey

Lyie Peters, Regular Somier

Sally Remond, Regular Locus!

Can Company

Coemmand Lance

Captain Hoaus Hessa Ele Ven Lutkiner Heavy
Tark

Lisdemant Cindy Télirk Vieteran Von Lucames
Haawy Tank

Serpeart Slariey Petrowvill. Veteran Von
Lucknar Heavy Tank

Sergeart Terry Lesner. Raguiar Von Luckner
Heavy Tank

Sarpear Patres Gubssan Velsan Ven Luckre:
Haawy Tk



Birike Lance
Leutanant Liawellyn Trent. veteran Scormon
Lrght Tank
S Yolanda Drac Veleran Sconpeon Lighd Tark
Sergeant Jonathan Stng. Aegular Soerpat
Light Tark
Sergeant Moholas Skalabom Veweran Seormon
Light Tars
Sergeant Steven Aichardson Veleran Gallest
Light Tars
Eqt. Donaid Hurier. Vetarss Galleon Light Tark
Recon Lance
Leutanant Comeen Straton Veteran Pegasus
Hawer Tank
Sergeant Morman Cleven. Vataran Pagasus
Havver Tank
Serpeant Timathy Villings. Regulsr Pegasus
Hawer Tank
Serpeant Evelym Snodgrasa. Vetaran Pegasus
Hagwear Tank
SBarpeant Thomas Manner. Regular Pegasus
Havar Tank
Sg Howt Stows. Regular Pegasus Hover Tank
Alpha Comparny
Captan Lia Dawood
15t Platoon
Leenuterard Heclar Tormes
Gesgeant Ginmy Varne Velersn Matorred

Intardry |[Lager) Y =

Corporal Vincerm Neleon Veleran Motorzed -
Irfardry |Laser) ‘]

Conporal Kanpa lamote, Regular MmmaQ-H _-.-'if
Irlarary |Laser) 'i'".

Comparat “Yelier™ Heller Hegulasr Maloreed

Irdarery {Lasar)
2nd Plaloon

Lreuterant Tuck Miber -

Sargeant Crrstan Fenny. Pegulsy
Indantry (Laser)

Gaorparal Donmld Etikson
Infantry (Lagar)

Coeporal Fies Tunrey, A

 infantry (Lanerk 400 g |

Corporal FEW!*’M@M
mlm-zmiﬂmm Zn=

Jrd Platoon

Lieutanant Richand I:lagn

Sergeart Tery Welby Veleran Molories
Imtandry (SRMY

Carporal Barbara Miner. Ragular Molonped
Inlandry (SHML

Compars! Caros Petersen Haguhr Megorgad
Intanary | SRM)

Comaral X Danwle. Ragular Motarzed Infaniry &

|SHM]
Ath Platoon
Lieutenant Wirce Tulane
Sergeart Gerald Lenders. Veleran
Infantry {SAM
Corporal Regna Bounder. Aagy
Intarry (SAM)
Corporal Fung Tau Beg
SRM)
Cpl. Yoro Chan. Grasan
Bravo Company AT
Captain Ermest Torsak
st Plaioon
Lisuteras Walter Sizneck
Sqt Fromi Detamy. Elde Jump intantry (Aifle)
Coomaral Samue Washington, Veteran Jump
gty (i)
Cov Gl Lotall Veteran Jurmp infamry (Rille)
Corporal Kyojo Naguchi, Yeteran Jump invigntry
[Fifle!

3rd Platoon

2nd Platoon

Ligudenant G R Jeterson

Serpeant Beulat Olson. Efite Jump Intariry
{Machirg Gun)

Corporal Delanare Evers. Veleran Jump Infantry
|Machine Gun)

Corporal Roberta Bremeton. Reguar Jump
Infantry {achine Gun)

Corporal Vemea Atahugh Regular Jump Infardry
(Miachirg G

Liswsenant Hanry
Sgi. Dmar fota
Corporal Harsion Llrna

{Lasar]
Corporal Halkirk, Fms.
. lLH-GI‘]

’-Swpnnll‘nhﬂp!h 3
intariry (Flamer) -
Corporal Jery Conolang
(Flammar)
I:'-ormmlmm
(Flarer)
Corporal Bors Newman Eits Matarized Infantsy
{Flarmery

50h Heavy Cavalry Battabion (Bloody Hall-Hundmed)

Ted Hausche!, Vataran Margsude:
Lieudenant Bl Ghema. Elile Long Tom Aritery
Lt Aday Olunder. Velaran Long Tam Adilery
Lieutenant Mitchal b

;‘r"' | N

The Eridani Light Horse

Sergeart Lawrance Oppenhisimer. Elite
Miztonzed Inlanry (Lasar

Corporal Oene Henderson. Reguiar
Modonzed intardry (Laser)

Corporal Rof Edwards. Regular Motonzaed
Indantry [Laser)

Corparal Gerrude Bateman Regular
Muoiosized infantry (Lases)

Capiain Kennaih Jolgrean. Eita Dervish
Enc Mivasota. Elite Emiproer

Drariene Cisen Veteran Phosnor Hawk
Maria Pribbamoaw. Vetaran Phoamy Hawk

. Sirike Lance
r,},.Ln.rmnl}emuﬂwm Elte Vatkypre

Snedicor. Elke Spader
Tacken, Veteran Snnger

rLanes
Helen Helmet. Yeieran Galleon Lignt Tank

| lark Jinsude. Vatsran Galeon Light Tank

Talaman, Veseran Galleon Lght Tank
Fiuri. Veteran Galieon Light Tank

i Lance

it Grur Campana. Ekte Sparrow Hawk Fighter

4 . /Gene Knos. Veteran Sparew Hpwk Faghiar
 Aecon Lance

Lieutenart Francs Méen, Eite Locus

Kevin Blecsoe. Elne Swittwing Soout Viehicla
Rober Garact Elfe Packsar Seoul Weichs
Harmrrar Billings. Veteran Pachrat Scout Vehiche
C.R. Lowach, Veteran Packrat Scoul Vehicls

151 Heavy Asseull Company (Ganadan’s Company)
Command Lance

Captan Deborah Ganadan, Este Crclaps
Exigar dukrmarn; Eltg Statker
Deber Posona, Usteran Windicator

Ligsuterart Poted Haley

Sergaant Ywes Jelerd. Veteran Motorzed
Infantry (Flamar|

Carparal Gerry Von Dermers. Elite Molomzed
Infariry {Flamis)

Canpseal Kellan Sennar, Regular WMol zed
Intaniry i Flamer)

Corporal Reginald Edwards, Seguise Molonzed
Intantry (Flamer)

Strike Lance

Lisutenant Danneta Detay, Elte Bamiahiaste:

Jorathan Edick. Veleran Onpr

Nesl Fraser. Efite Grasshopoer

Carole Jean Holmaas, Veleran Ascher

Liswdenant Aichard Houle Veteran Manicore
Heavy Tank

Lisusenani Thomas Gedders Vataran
Marticoe Heavy Tank

Ligutenant Wally Dance. WVeleran Manticore
Heavy Tark

Recon Lance

Johm Ezzell, Veteran
Clarence Gromey, Elte Phosm Hawk
Tarry Tiberg. Elite Heymes ¥

Lisutenamnt Apate Houpt, Elite Grasshopoer
Trnurcharbod



Abr Lance
Lt Virgiria Teace. Elne Stayer Heavy Fighter
Maran Hoodergde. Velemn Siaver Heawy
Fightigr

Limutanant Mechias Fels. Elte Ostcout
James Lazdowsk, Elite Skuleer Scout Vehicle
Déson Regralkd. Elite Packeat Soout Vehache
Sgt Harold Serunik. Veleran Jump Infamiry (Rdie}
Gith Recon Company (Barbors Bl Wind)
Command Lance
Captaen Fanaya Barber Eite Tratuche

The Eridani Light Horse

Air Lance
Lmsutenant Morvals Reken Elite Chppews
I4pavy Fighter
Artwr Labonica. Visteran Chippewa Heavy
Faghitar
Jrd Heavy Assoull Company (Wecking Crew)
Command Lance
Captan Larcen Michell, Elte Asias
Gordon Gasmnty, Ehbe Bansfes
Jom Canea, Videran ictor
Kot Fartan Jr . Weteran Solmt
A1 Maolerized Intaniry Plataon
Lunengnt Brenda
Serpeart Grsroim Kats Elle Molonzed
Intamtey |Laser)
Compor Felan Fuller Reguiar Mawonzed
Inianiry (Laser)
Compoaral Eteons Wkmer whﬂﬂ'luﬂ
Infaniry |Laser|
Corporal Wamsr Genbart, Fegular Motorized
Indaniry |Laser|
Sirike Lance
Lisutenant Sormone Sivardale. Elte
Fattuedarstur
Fandy Putelho. Veteran Awsesome
Anvon Plato. Elie Grasshoppir
van Rl Elite Marauder
Leutenant Joseph MeCall Veteran Von
Lenchenr Heany Tank
Faiph Masied. Veberan Von Luckner Hedawy
Tank
Hoze Marinson, Veteran Von Luchner Heavy
Tank
RAecon Lance
Lisutenan Chrsiopher Reopelis. Elte

Jageridech
Andrea Suraci, Vieleran Crusader
Susan Taempleton, Elite Wolerine

-
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Sigard Sorenson Veleran Osiso/
Leta Oittéiribon Warderar Wiolvetnme
Limbenant hean ERson. Velermn Sniper Arllery
Lmutrrant Ralph Yukon Veleran Soipes firtillery
5th Recon Company [Sledman’a Scirocco)
Command Lance
Captain Krag Stedman. Elle Grflin
Abvahim lbn Faud. Elte Phosno Hawk LAM
Jacoqusbng Lulen Veleran Enforoee
Gurrvaid Rusco. Elte Clind
Sirike Lance
Lamiterimr Sath Prezos. Ene Vil
benn SAewca Vetwwran Dennsh
Joanathan Yebron Vetaran Wasp
Jurry Wiakon, Elde Wiasp
Letruiterant Herry Van Johrson. Vistarsn
Mantcore Haawy Tank
Peter Underwood. Veteran Galleon Light Tank
Eichie Immsal Vieleran Gafleon Lgit Tank

Formcon Poordms. Vielean Stnger
Lyte Wison Efte Wasp

Suppar! Lanes
Lt Wesley Grovers, Jr., Elite Galleon Light Tank
Wirsiery "Groyteand” Grovers. Veteran Galleon
Light Tank
Painch innestres, Veteran Gallegn Light Tank
Taylor Richardson. b Veseran Galleon Light
Tark
Air Lsnce
Lnsutenant Gus Avery, Veberan Eale Haavy

Fightter
Proes E reckson, Flagular Eagie Hiavy Fighter
Recon Lance
Leutenant Virgd Gaughan. Elde Stmger
Ecidee Catvo. Elite Darer Scout Vehicls
S Eloy. Elee Packral Scoul Vefncle
Ty “Indkan” Redciouds Veleran Packral
Seoud Vehicle
Sgu Ceord Hemrok. Elne Jumg intantry | Rifle)
Corporal Sandy Enceon . Weleran Jump Infarry

Frod Countars, Viaheran Von Lucknes
Tk,

Serra Veteran Manhcomne Heawvy Tank
Blav Lucken Veteran Manhcone Heawy Tank

. -r ght Tank
Sgl Cynf [onters. Eio Scompion Light Tank
Corporal Susan Tredwells. Veworan Scorpon

Light Tamk
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BRIEF HISTORY

In 3007, Captain Wayne
Waco of the soon-lo-be-dis-
banded 1st Tau Ceti Rangers
resigned his commission from
House Liaoc and recruited 15
down-and-oul MechWarriors 1o
form a mercenary company
called the Waco Rangers. Odd-
ly enough, Liao was their first

Tha Waco Rangars employer, and the Rangers
wera soon an the front line, at-
fempting 1o stem a Davion
advance.

SWORN ENEMIES

While on New Aragon in 3008, the Wace Rangers were strung
out on picket duty for McCormack's Fusiliers, awaiting the as-
saull of Wolfs Dragoons. However, Woll's attack was unexpeact-
edly guick, and the Dragoons trapped Caplain Waco's only son,
Lissutenant John Waco, in the El Diablo Pass. No one is sure what
happened nexl, bul some observers laler reported thal no fewer
than four 'Mechs surrounded John Waco's Stinger and systemat-
ically fore it apart. Young Waco ejected, bul the Dragoon 'Mechs
pursued him, and one crushaed the MechWarrior under its foot

Although those reporls were never verified, aller the Liao
forces refreated off New Aragon, Wayne Waco and his men
swore a Death Oath to show no mercy to any member of Woll's
Dragoons and to refuse to work for an employer that employs that
unit. To this day, every recruit of the Waco Rangers musi lake
this oath. and all Ranger contracts specifically state that their
contract is null and wvoid if their employer also hires Wolf's
Dragoons. Some years later, the story of this Death Oath
reached Colonel Jaime Wolf, commander of the Dragoons. Whila
denying any ouirght cruelty fo Wayne Waco's son, Woll
reportedly said, “Fine, fine, anather merc 1o 1est. | just hope we
eventually meel up with the \Waco Grangers, or Rangers, or
whoever they are

Over the next four years, the Waco Rangers grew rapidly and
became known as a unit of misfits. MechWarriors who lefl their
old units could find a new start in the Rangers with few guestions
asked; all they needad was some degree of skill and a Battle-
Mech, regardiess of its condition. Waco's Tech staff soon de-
veloped a reputation as miracle workers for restoring the unit's
dilapidated ‘Mechs. if a Dispossessed MechWarrior was talented
enough, Waco would give the mercenary one of the unit's spare
‘Mechs.

By 3010, the Waco Rangers was one of the most reliable mer-
cenary units in the service of House Liao. As such, it was con-
stantly jumping from one troublespot to ancther. Notable amang
these skirmishes was the defense of the planet Thomas againsi
House Davion's 42nd Avalon Hussars regiment in 3011, The Av-
alon Hussars assaulted the planet en masse, making them easy
pray for Waco's hit-and-run tactics. By the time Liao reinforce-
ments arrived, forcing the Davion regiment fo refreat off-planet,
Waco's Techs had recovered nearly 30 enamy ‘Mechs. Soon the
unit was battalion-sized, and Captain Waco gave mmself a promo-
tion to major. After replacing battle losses, the Rangers still had
acquired encugh BattleMechs 1o add two companies 1o their unit,
Within a year, the Waco Rangers had two full battalions.,
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FROM LIAD TO KURITA

By mid-3011, Lieutenani Colonel Waco discovered that
Maximilian Liao had hired the hated Wolf's Dragoons. Angered by
this breach of contract, the Waco Rangers raided Liao's supply
bases on Korion and deparled Capellan space. Liao was out-
raged, feeling justified in hirng any mercenary unit he wished
According to the contract, however, Liao was supposed 1o have
given the Rangers advance notice of his intention fo hire Wolf's
Dragoans 50 thal they could leave Liac's employ officially. Thus,
tha Waco Rangers gained a large amount of spare parts, and Liao
was lefl cursing the peculiarities of mercenaries.

As its fame spread throughou! the Successor States, the
Waco Rangers attracted more and more MechWarriors 1o the
unit. As most of its members either had no family or were
oulcasts, the Rangers developed into cne big family. As a result,
they did not mind that soma of their pay wenl toward repainng or
rebuilding old "Mechs. It was still in the family.

in 3014, atter extensive training and refurbishment, tha
Rangers negotiated a coniract with the Draconis Combine. For its
first mission, Kurita orderad the unit 1o raid the planet Mara,
which was defended by the 3rd Cetli Hussars, As soon as the
raidars jumped insystem, their air lances diverted the defending
fighters away from the descending DOropShips. However, the
Davion fighters did delay MNoble's Battalion's Owerord Class
DropShip. and Keller's Company landed without the support of
thal assault battalion. As a result, the Hussars battered the
company until the Unfons amived, bringing five companies 1o
Keller's aid. The Cati Hussars fell back to higher ground, far away
from the Rangers' drop zone,

Aftar securing the landing area, the Rangers began a saarch-
and-destroy campaign, which culminated in a Davion retreat inlo
the dense foresls of Mara. However, upon hearing repons of
Davion reinforcements arriving in the system, Colonel Waco
ordered a withdrawal. The Rangers were able 1o camy off all their
disabled ‘Mechs and six assored vehicles of the Cati Hussars, in
addition lo tons of supplies and spare parts.

By 3018 the Waco Rangers was nearly at regimental
sirength. Kurita employed the unit mostly in objective raids and
offensive campaigns. Instead of splintering the unit info
companies to several planeis al onge, Colonel Waco insisted on
keeping his unit together. Few planets could repel Waco's
regiment, and the Rangers always managed 1o escape belore
enemy reinforcements could armve.

BRUSH WITH THE WiDOW

In February of 3021, Colonel Waco and his men landed on
Mew Wessex. a Kunla forward base and staging area, for a lew
months' rest and repair. While enjoying this vacation, Waco
heard that Woil's Dragoons’ Black Widow Company (now hirelings
of House Steinar) had infiltrated the forest called Harlow Wood on
the planet. from where they were harassing an enfire regiment of
Kurita regulars. As the Rangers were dispersad all over tha workd
the Colonel could assemble only a company of available, unin-
jured, and saber MechWarriors. He immediately led the company
in a two-day march to the command post of the 20th Draconis
Regimant.

When Waco and his men arnived, the regimental commander,
Brigadier Jinjo Yamashiga, had split his regiment ino lances,
which were conducting a massive sweep of the entire woods 1o
find the Black Widow's base camp. Unfariunately, the Widows
were decimating the lances. By the time Colonel Waco arrived, 18
out of the 27 Kurita lances had been battered. Although the Birig-
adier forbade the Rangers from participating in the battle, Waco
studied topographical maps to find the Widow's most probable



DropShip rendezvous point, and then led his '‘Mechs 10 that area
His hunch was correct but came too late. Waco's company could
only trade long-range fire with the Black Widow's DropShips as
the later lited off, Cheated of his revenge. Colonel Waco sent a
scathing report of the Brigadier's ncompetence to the Draconis
Cembine High Command. Brigadier Yamashiga commitied suicide
one month later

THE STEINER YEARS

In 3023, House Kurita informed Colonel Waco of its inlention
1o hire Wolf's Dragoons. Accordingly, Golonel Waco let his con-
tract with tha Combine expire and signed up with House Steiner,
the Successor State recently vacated by Wolf's Dragoons. While
conducting objective raids for the Lyran Commonwealth, Colonel
Waco tried to discover the location of the Dragoons, but had no
success. Than, in mid-3024, his scouls reported that a battalion
of Welf's Dragoons were stationed on the planet Hyperion. Waco
immediately decided to organize an assaull on the planet,

The Rangers' initial drop and advance went well, and Noble's
Azgault Battalion seized Ahsiz, the planel's capital, with no op-
paosition.  After an unsuccesstul search for the Dragoons, Kelly's
and Keller's Battalions also enfered Ahsiz. However, Wolf's Drag-
pons soon appeared, and with no fewer than two regiments; the
ARangers had stumbled upon one of Wolfs main staging areas
Against these superior numbers, Wace was forced o order a
withdrawal. As fhe Rangers embarked on their DropShips, how-
ever. Colonel Waco joined Yuri's Special Operations Gompany to
delend the unil against the advancing Dragoons. The resulting
firafight destroyad over hall of Yuri's Company, but alsa cost the
Dragoons ten 'Mechs. Colonel Waco's |aser-scarred Battfe-
Masier was the last fo board a2 DropShip, as it was occupied with
blasting a Banshee ino tn foil. Waca sull intends to have it out
with the Dragoons as soon as possible

Operating as a deep-penetraton unil, the Wace Rangers have
given House Kurita many headaches. The Draconis Combinge has
bean forced to detach both the 4th Benjamin Regulars and the
Tth Sword of Light Regiment from the front lines lo protect supply
bases deap Inside Kurita territory. The Rangers’ fame is spread-
ing. but it will never be a glamor unit such as Woll's Dragoons, In
some MechWarrior circles, it is known as "The Waco Junkers®, a
narme that has caused many broken jaws in planetside bars.

UNIT DESCRIPTION

The Waco Rangers is struciured for optimum resulis while
conducting deep-penetraton rads. For missions such as picket
duty or reconnaissance, .certain ‘Mechs are temporarly reas-
signed to form special lances

Noble's Battalion is the Rangers' man striking unit. It usually
aftacks in a V-formation, with Noble's Company in the front and
Henry's and Romy's Companies behind and on either side. Kelly's
Battalion is the secondary assault force and handles most of the
unit's mop-up operations. Occasionally, Colonel Waco uses the
battalion as his primary sirike force so that no one in the battalion
can grumble aboul always getting the dirty jobs. Presently,
Kelly's Battalion Iz the regiment's weakest unit, as its losses in
tha Battle of Hyperion have yet 1o be replaced. Kellers Battalion
contains the least experienced MechWarriors in the Rangers.
Considered the regiment's reserve force, it suppons the drive of
either battalion,

The Technical Support Group has a long tradition of creating
BattleMechs from piles of debris. Although mast ‘Machs in the
Rangers are not gleaming pieces of machinery, almost all oparate
with optimum efficiency. Like most mercenary units, their lack
sufficient spare parts. and thus cannot field all their ‘Mechs. As a
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result, many of the Rangers'
ralids center around capluring
equipment rather than attack-
ing enemies. It is not unusual
for a Tech lo weap with joy
upon discovering a case of XP-
32M circuit boards in an enamy
supply cache.

Tha Waco Rangers' stand-
ard is made up of an oullined
five-pointed star. The inner
star is red and blue and is
divided by a white band and

The Waco Rangers

centerad with a white W,

When ha first organized the Rangers, Colonel Waco created a
new rank, MechWarrior Sergeant. This MechWarrior acts as the
lance's second-in-command, and assumes command when the
lance commander is injured or unavailable. Thus, the loss of its
commander in battle will not totally demoralize a lance.

SELECTED PERSONALITIES
Mame: Colonal Wayne Waoo
Assignment: Commander, the Waco Rangers

Born in 2968 on the Liao plane! LeBlanc, Wayne Waco was
{he youngest son of a tanner. His quick mind and reflexes soon
caught the attention of Liao scouts, who scoured planets looking
for potental MechWarnor {alent. Waco's training began belore he
was len years old, and nine years later, he earned ona of Liao's
new Vingicator medium BattleMechs. Assigned fo the 2nd Kearny
Highlanders of the Northwind Highlanders Brigade. Waco married
another MechWarriar, Fiona Richel. Ther child, John Waco, was
born in 2990, Eight years later, Waco's wife was killed in a Davion
fighter raid. The blow davastated Waco, and he transterred out of
active duly to the Liao MechWarrior Training establishment on
Sian. After teaching there for eight years, he was promoted 1o
company commander in the 1st Tau Ceti Rangers, and his son
John, already an accredited MechWarrior, joined him. His com-
pany, called Waco's Warriors, became the regiment's best com-
bat team. scoring morg kills than any ofher company in the
Rangers. When Liao decided to disband the Rangers in 3007,
Wayne Waco decided to form the Waco Rangers.

Name: Major Paulus Noble
Assignment; Commander, Noble's Battalion

Major Faulus Noble is an original member of the Waco Ran-
gers. He is Waco's most trusied subordinate and often acts as
his second-in-command. As commander of the Assaull Battalion,
MNoble leads most planetary assaults and raiding missions. During
his career with the Rangers. he has been wounded five imes and
has worn oul three ‘Mechs. His current ‘Mach, a Banshes named
“the Fixer”, is black and silver
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Name: Major Albright Kelly
Assignment: Commander, Kelly's Battalion

A newcomer to the Waco Rangers, Major Kelly commands the
Support Battalion of the regiment. He joined the unit in 3015 after
resigning his commission from the Lyran Commonmwealth military
Although he has never discussaed the reason for his resignation,
regimental rumor suggests that he killed his commanding officer
in a ‘Mech duel because of the officers accusations conceming
the fidelity of a Steiner noblewoman,

Colonel Waco welcomed Kelly's experience and leadership
gualities. and immediately gave him command of the Support
Battalion. The major is particularly fond of close-in ighting, where
“you can see the whites of their batiie lanterns” (referring to a
BatileMech’s spoffight array). His 'Mech, a Hunchback named
“Backstabber®, has scars and denis that reflect its pilors street-

fighting style.

MName: Major C. H. G. "Charger™ Keller
Assignment: Commander. Keller's Battalion

“Charger” Keller joined the Waco Rangers in early 3009 as a
lance commander. In three years, he was promoted 1o company
commander and, when the Reserve Battalion was formed six
years later, he became the battalion major Keller's uncanny
judgment of tactical siuations has defied even Colonel Waco's
understanding. Whenever someone has a question concerning
‘Mech combat or tactics, he is usually told "Go ask Keller”, His
men are specially trained in urban warfare, rivering assaults, low-
gravily combat, and other unusual operations.

Mame: Captain Charles Henry
Assignment: Commander, Henry's Company. Moble's Battalion
Before joining the Rangers. Henry was a member of Kurita's
Brion's Legion, He left the Combine after a fight with his brother.
Major Gregor Hanry, who had recently been promoted. The broth-
ers are sworn enemies. and Captain Henry would like nothing
better than to face Gregor on the battletield, 'Mech 1o ‘Mech
Caplain Henry's Support Company is responsible for suppor-
ting and reinforcing Captain Jacques Homy's Assault Company.
the heaviest unit in the Rangers. Fortunately, boih officers work
together quite well, and they ofien play stud poker together while
off-duty.

MName: Lisutenant Rich Smithers
Assignment: Commander, Smithars’ Assault Lance
Romy's Assaull Company, Noble's Batlalion

Lieutenant Smithers is the oldest lance commander and
luckies! MechWarrior in the Rangers. While a member of Kurita's
Tth Sword of Light Regimen! ten years ago, he was reported killed
during a rasd on the Dawion planel Cassias. However, only his
‘Mech was disabled. After setting hus ‘Mech for self-destruct, he
gjected and fled into the hills. For over two years, he lived off the
land unhl Kurta forces agan landed on the planel. Then, he
rigged up a distress beacon. and a Combine recon group picked
him wp

Smithers left House Kurita shortly thereafier and joined the
Waca Rangers. 5till a bitter man, he carmes many phys:ical and
emotional scars from his experience on Cassias. He pilots his
Atias, named "Back From Hall®, passionately



Name: Lisulenant JoJo Faus!
Assignment: Commander. Faust's Light Air Lance,
Moble's Company, Mobile's Battation

JoJdo served with the 3rd Benjamin Regulars of House Kurita
until 3020, when he was severely reprimanded for writing sub-
versive song lyrics for a horror-musical show. Stung by this treat-
ment, he took his Sholagar fighter and tumed freetance warrior,
In 3021, he joined the Waco Rangers, then serving with House
Kurita. With a price on his head, JoJo thought it hilarious that he
was working right under Kurila's nose He is one of Waco's best
AgroSpace Fighter Pilots, having 15 kills

MName: Lisutenant Wayne Hogers
Assignment: Commander, Rogers’ Scout Lance,
Preston's Medium Company, Kelly's Battalion

Lieutenant Rogers is proud of being a professional Mech-
Warrior. All his life, everyone said that he could never be a
MechWarrior because his vision was so poor. He finally solved
the problem by modifying a "Mech's neurchelmet and how it treals
external sensor readings, His Ostscouf, aptly named “Four
Eyes®, has one of the best sensor packages around. While in his
'Mech, Rogers can see better than anyona, but when he pops
out, he is as bhind as a bat.

MName: Sergeant Lenny Markbright
Assignment: Waco's Command Lance,
Waco's Command Company

Considerad the tactical wizard of the Rangers. Lenny Mark-
bnght works alongside Colonel Waco dunng onplanet operations,
plotting and coordinating the units maneuvers on his Cyclops’
modified B-2000 battle computer. Able to keep track of the entire
regiment and any enemy forces within range. Markbright has
often anticipated enemy movemenis in ime for Colonel Waco 1o
deploy Keller's Reserve Battalion info position. Markbright is also
Colonel Waco's aide and bodyguard. Waeo has frequently said,
however, that he should be Markbright's bodyguard. considering
the Sergeant’s proven value 1o the Rangers

Name: Willi “The Whiner” James
Assignment: Romy's Command Lance, Romy's Company
Meoble's Battalion

A chromic complainer, Willl constantly moans about his drearny
exislence. His lancemaies usually tefl him 1o square off with an
Ablas and end it all, but Willi prefers to grumble.

Willi's comments (such as "Onhhh, that Locust just left my
targeting vector” or "Why can't | get in the lake this hme?") pester
other Rangers to no end. However, he is a proficient Mech-
Warrior. He has tallied nine kills since he joined the Rangers eight
years ago, but, he complains, “That just isn1 enough”

MName: Leonard "Mace” McCarthy
Assignment: Tagedes' Medium Lance, Kally's Company,
Kelly's Battalion

The son of Commaodore Josiah MeCarthy, the Rangers' Drop-
Ship Group Commander, Leonard "Mace" McCarthy has bean a
member of the Ranger family all his life. He was bom on the
Rangers’ DropShip Burden of Fafe less than a month after the
unit's creation. Refusing the DropShip officer's commission
offered by his father, Leonard opted for MechWarriar iraining,
earning a spol in Tagedes' Medium Lance some years later. His
decision brought him respect from others in the unit, including
Colonel Waco,

Name: Gerty “Moms” Monioya
Assignment: Ise's Support

Lance, Keller's Company,

Keller's Battalion

Tha Rangers believe Moms

is the oldest MechWarrior in
the Inner Sphere (she claims
that she is "somewhere over
50—maybe”). She was ona of
ihe soldiers who joined Wayne
Waco when he first organized
his mercenary unit. Though
she is caring and sometimes
even motherly loward younger MechWarriors, Gerly can be one
of the meanast fighters around during combat. With her sprightly
reflexes, she has outfought many younger pilots. Gerty's exper-
ience in ten different regiments has helped Waco create a very
efficient 'Mech force.

Tha Waco Rangers

Names: Belt and Seth Grim
Assignment: Crespo’s Urban Scout Lance,
Yuri's SpecOps Company, Keller's Battalion

The Grim Brothers enjoy fooling others abou! their identities.
a practice that can get old very quickly. Three mercenary units
had discharged them for thieir hijinks befora Waco hirad tham on.
Piloting twin LirbanMechs painted in psychedelic camouflage, the
Brothers Grim are experts in close-in streetfighting. Owver the
years, they have developed their tactics so thal each can antici-
pate the other's movements. This cooperation amid the confu-
sion of urban combat has allowed them 1o tally twelve ‘Mech kills
in their six years with the Rangers.

The Grim brothers are curmently dating two Techs, Loratta and
Julietta Sprig, also identical twins. Both sets of twins are now
busy tooling each other, and the other Rangers are happy o be
lett out of the game

MName: Senior Tech Abe “The Wizard” McGraw
Assignment: Commander, Technical Support Group
McGraw seems to kmow everything abowt BaileMechs
Disgusted by the inefficiency of House Liao's repair and mainie-
nance oparations, McGraw agreed to head the Rangers' support
group only if he could do things his way. Waco was happy to
oblige. and McGraw has given him one of the finest and most ef-
ficient repair and maintenance organizations in the Inner Sphera.
Maost of McGraw's Techs say thal one of his parents was a
BattieMech, because he knows them inside and cul. He can
identify any of the thousands of ‘Mech components and can
usually tell by sight whether or not 1 is defective.

Mame: Tech Diane Wiggins
Assignment: Technical Suppon Group

Assigned to Shuni's Scoul Lance of Tragedor's Company,
Keller's Battalion, Diane Wiggins is trying to learn as much as she
can. Recently promoted from the ranks of the unit's AsTechs,
she has exhibited an aplitude for repairing weapon malfunctions.
Though a bright and eager studenl, she is reticent 1o say loo

much about her background.
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PERSONNEL ROSTER

The Waeo Rangers Regiment
‘Waco's Command Company

Waco's Command Lance
Colone Wayne Waco. Elte Battelblaste
Captan Akda Samsun Vetaran Marauder
Captan Reppe Aandall. Veteran Wasp
Sarpeart Lanny Markbnght Veleran Cypclops
Sung's Air Lance
Capton Su Ching Sung. Veteran Transgressor
Lieuterant Jac “the Rammer® OfAourke Veleran
Transgreasar
Lsiderant Arremy the Spike” inwt. Regular
Transgressor
MeCarthy's DropShip Group
1 Ovenord Class DropShip
5§ Limgn Class DropShps
3 Leopard Class DropShos
Technical Support Group
167 sgquads of support persannsl
Noble's Assaull Batakion
Mobie's Headguarters Comparny
Noble's Command Lance
Major Paulus Noble Elite Banshas
Captain Jorge Dalphinus. Visteran Cycioes
Lisusgnam Davenys Burkerara, Veteran
L T
Lissariarm Mancys Asglus Wesnke, Vetiran
Wiartarnvmar
Sanefuié's Beoul Lanss
Lisaenam Troy Sanchuie, Regular Jrvedn
Serpeart Enca Long. Regular Javesin
"Jally Frm" Smith H.ngn.la.r Locusi
Anita Michel. Green Locust
Pointers’ Heavy Air Lance
Lisusenart Altrad Pointers. Vieleran Slaper
Heavy Fighier
Mate the Bug® Arachnar. Rlegular Siayer
Haavy Figimr
Charia Mipsia Reguiar Siawer Hogwy Faghhar

Faust's Light Alr Lance
Lisutenant JoJo Faus!. Eke Sholagar Lt
Faghibas
Chaton Liord Veteran Sholagar Light Fighter
Ponotowski’s Medium Air Lance
Lissdenard Sasha Ponolowsk Regulas
Shulgrne Medum Fighier
Ross Lamone, Green Shione bedium Fighler
Romy's Assault Company
Romy's Command Lance
Captam Jaogues Aomy. Vistaran Aflas
Sergean Geas Jefierson Vetaran Awesore
Willi “The Wiwner™ James, Regular Orign
Jané Khorgul, Regular Warhammer
Smithars’ Asaault Lance
Lssutenant Fich Smithers. Vieteran ANas
Sergeant Gordon McPherson, Veteran
Awesome
El Elerson. Reguiar Crusacer
Suhi Bl Hambva. Green Cenfuunon
Swyeccier's Scoul Lance
Lisumenan Gaeoffrey Swyccler, Vataran Stingar
Sergeant “Mad Jack™ Livermone. Regular

Lopez Martineli. Regular Wasp
Shell Britan. Grean Wasp
Henry's Suppart Comparny
Henry's Command Lance
Captain Charies Herry, Elte Afkes
Senmant Ted "Sem” Allefd Velerah Artier
Roland Rogers. Regular Crusader
Barry Manson Regular Wasp
llrmn'! Fare Lance
Liuteriant Lyndon Fed” Ryan, Veteran
Marauciar
Sevgeant Bill "The Basher McCoy Veteran
Arpha
Mopxandra Churitza. Regular Warhammer
Atvred “The Sage” Sancar, Veteran Shinger
Klane's Fire Lance
Liputonant “Smilin’ John™ Klane, Viemnn
Sattehlastor
Sergmant "Tiny Jm™ Sundarcrest Regular
Arciner
ilp Serma, Reguls Woherine
Llromo Moéni. Reguiar Shnger
Kally's Support Battalion
Kieily's Headquarters Company
Heplly's Command Lance
Magor Albnght Kely. Elite Hunchback
Captain Rictor Van Owen, Vieteran Tretuchet
Lisudmnant Horace Nelson, Veteran Rifleman
Lisutenant Beshear Saocker, Vateran Bhackack
Winston's Scout Lance
Lisutenani 0 0 Wension, Veteran Ja vesn
Sargeant Anita Chu Lai. Vetaran Javain
Joa “Mr. X” Teek. Regular Firestarter
Paggy Sue Mesth. Green Locus!

Tagedes Medium Lance
Lisutenant Thomas Tagedes. Veteran Clnd
Sergeant Billy “Paleface” Palton Vileran
Heyrmas It
Leonard Mace” McCarthy, Regular
Halchpirmran
Liyks “Lity™ Singawa, Green Whilworh
‘Warren's Modium Compainy
‘Warmen's Command Lance
Capiaen Douglas Warmen Regular Fanther
Garpeant Milo “Tha Okd Man™ McLessh
Veteran Vulcan
Ehwates Jones. Regular Canturon
Malncha Onarrat. Vetaran Shnger
Meal's Madium Lance
Leuteriant Don Neal. Veteran Vindicalor
Sergeant Josa Sargossa. Reguiar Grffn
Chou Thao Mai, Reguiar Ostroc
Archy “Bare Bones™ Bondace Green
FPhoevis Hiwk
Kristi's Scout Lance
Lisuterand Sally “The She-Dewd” Knst
Regular Panther
Sergeant Maoliasa Marshal | Riagular Jerner
Peler van Hoenger. Begular Azsassr
Donra de la Kalbe, Green Wasp
Preston's Madium Company
Preston’'s Command Lance
Lsutenant “Buzz” Preston, Vieteran Woleenne
Sergannt Walk “Tha Star”~ Fackdes, Veteran
Fotvenne
Sevis “No Jushice”™ Sems. Regular Griffin
Tracy “Tha Chesk™ Thomas Rogulne Crusader
Nathanie!'s Medium Lance
Lisvitanant N.C. Nathanisi F-Ipp_.la"
Phosrr Hawk
Sergeant Moy Fimone. Vieleran
Shackow Hiwk,
Teresa Wiliams, Riguls Thumdetol!
Rogers' Scoul Lance
Lisusenart Wayne Rogers. Veleran Ostecoul
Serpeard Dale Whiihker Veleran Jaehn
Josh Winhaid, Fegular Wasp
Amy Zmmers, Green Cicada
Keber's Reserve Batalion
Keller's Headauarters Company
Keller's Command Lance
Magor C.H G "Chargar™ Keller. Veberan
e ]
Camptasn Enc "Acton™ kdiawild, Vietdran
Thurmdierbolt
Lisulmnant Will Reyrolds Veleran Biackiack
Liautenant Mika “The W Banks Ragular
Phomr Haw
Ise's Support Lance
Limgenant Myodo k. Regular Gatfin
Sergeant Billy Dinoro, Regular Crusader
Gty “Woms” Montoya, Veteran Enlprrey
Reaman's Scout Lance
Lieutenant Doug Reeman, Vateran Singer
Sergeant Osands Jqom, Veleran Shnges
Ot “Manty” Nashies  Raguiar Wasp
Cochess Snirgtan. Regulne Denvish
Wrhght's Mediam &ir Lanoe
Leitenan P D “Bustes Winght. Vedsran
Srulgne Mathum "-'-gn'lm
Jan Yan Allen Regular Shione Medium
Fignbar
C.C. Crane. Reguiar Shilore Medurm Faghier
Yuri's SpecOps Company
Yuri's Comand Lanca
Leeutenant Bend Ar Yur, Viateran Vicror
Sergeant Ruallo Fibani, Regular Warbummes
Festus “Tha Gpook”™ Shelhan Reguine Archer



Asls's Assaull Lance "Flﬂ'l'lﬁ'l.mﬂ Lancy

Lieutenant Jamas “Striker Res, Vetersn Ligusenant Mick Myron, Regular Archer

Dervish Semgaar Creon MoNer, Aegular Catmot
Sergeant Sodla Semaran, FRegulss Oatsal Mance Barangar, Grean Shadow Hiwl
Gaonga “Shiny” Fallanda, Aegular Vulean Shuni's Scout Lance

Crespo’s Urban Scout Lance Lmsuderarl Willis Shani, Veteran Vallgre

Limmrant Saetta Crespo, Viebeean Sargaant Zoruah “Zory" Aogars. Regular
MHunchiach Cicads

Sargeant Abore "Fals™ Hatsuse, Voteran Dian “Beamer” Phomn, Green Commanda
Lirbankdach Chatos Sinn, Grean Locus!

Bea Gorm. Reguiar Lirbanilech
Seth Gnm, Reguiar Libankiech
Tragedor's Reserve Company
Tragedor's Command Lance
Lusibenan Migel Tragedor Regular Viedicaior
Sergeant Mark hesnck, Regular Vindcalor
Aaca dEron, Green Javikn

Amber Seligsson, Grean Javedn

The standard Waco Rangers infantry uniform is shown above. On his right shoulder is a map scanner that
flips down lor easy access. This soldier is doubla-chacking a map, which explains how ha mads
MechWarrior Sergeant.

Above is the standard Waco Rangers armored vehicle driver uniform, which is heavily paddad 1o protect the

wearer while bouncing inside his vehicla. The glass aver his right eye i3 a vision enhancer, and the status
readoul on his right thgh plugs into his vehicle.
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The Wact Hangers

Trie Wann Rangers AeraSpace Pilal unitasm contars
back-up hfe suppes unils on the iower thighs U bis
head. the palot wears a ground cap Se folds s fight
hakmeat under his 1971 arm
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BRIEF HISTORY

Often derisively labsled “Wilson's Wimps", these desperate
MechWarriors are completely out of luck. Under the leadership of
Captain David Wilson, the Hussars will accept any assignment,
from any employer, 1o halp them escape their current situation.

ORIGIN OF THE HUSSARS

The Hussars are the remnants of a Liao battalion, the Lefarge
Hussars. Under the command of the near-legendary Major
Alexander Floyd, the battalion had a distinguished history and
participated in numerous battles, including the Siege of Fletchar
Il in 2985 and the Third Battle of Tsanna X in 2088 As House
Liao's fortunes declined, however, the Hussars received more
and more difficult assignments. Then, while defending Burroughs
il in 2986, the 6th Syrlis Fusiliers crushed the battalion, killing
Major Floyd and a third of the other MachWarriors. The Hussars'
two surviving companies surrendered, and were allowed to
become a regular military unit attached 1o House Davion.

The Hussars remained with the Fedarated Suns for the next
decade. During that time, they participated in only Iwo cam-
paigns; Tsarina in 2997 and Wei in 3001. They spent the re-
mainder of their time garrisoning remote backwaters. Owed three
months' back pay, the entire batallion (now at full strength)
defected from Davion ranks, The Hussars' commander, Major
Jennifer Langstrom, believed that marcenary life would yield
more profit than would frontiar garrison work. Al first, events
seemed o support her decision.

PR T M R L TR MR EE 1

In 3007, the Hussars nego-
tiated a contract with House
Kurita. In their first engage-
ment, they ware instrumantal
in driving Davion forces off
New Samarkand, and captured
four "Mechs and a
Class DropShip. The Hussars seemed dastined for greatness.

Wilson's Hussars

WHEN LUCK TURNS SOUR

After performing a series of boring garrison assignments and
routine search-and-dastroy missions against the bandits of San-
tander V, the Hussars were assigned to attack the Steiner planet
Suk Il. After a thorough thrashing by Steiner forces, howsevar,
Major Langstrom decided to take the unil to the Capelian
Contederation for more lucrative assignments.

Eager for a cHance to prove her unit, Langstrom accepted low-
pay confract work with House Liac. There they successfully
defended Highspire against Federated Suns forces in 3012, and
gstablished a secure planethead for Liao forces on the Davion
planet Redfield in 3013. Although, these successes took their ol
on the Hussars' 'Mechs, House Liao could not afford to give tha
unit a rest

Disaster struck in 3014 when armor units blew Major
Langstram and her BattleMaster to pieces during a Davion raid on
St lves. Her brother Michael ook command of the unit, and the
Hussars began o deleriorate in earmast,

THE MICHAEL LANGSTROM ERA

Every soldier in the Hussars considered Major Michasl
Langstrom an incompetent martinet, and unit morale soon plum-
meted. He commanded by screaming loudly and threatening dire
punishment 1o any who disobeyed him. His inexperience and in-
ability to learn from his mistakes cost the Hussars a series of
battles, several ‘Mechs, and the DropShip Morrow. In 3016, the
siluation bacame critical, when a Marik regiment surrounded the
Hussars an Ingersol. In a blind panic, Langstrom ordered the
Hussars' DropShip Katya to rescue them. During her descent,
Marik AeroSpace fighters crippled the Kafya's attitude jets, and
the DropShip crashed into the middle of the Hussars' position,
destroying half the unit

Langstrom miraculously survived the crash, babbling frantic-
ally and accusing everyone but himself of failing his duties. Then
his ‘Mach fell, riddled with particle beam fire. (Although it has
never been confirmed, some Hussars belleve that Caplain David
Wilson, Langstrom's own assistant, killed him.) Captain Wilson
led the remnants of the battalion safely to their remaining Drop-
Ship Red Eagle, which rendezvoused with a Liao JumpShip with-
out incidant.

Wilson sold the Red Eagle to purchase transpor 1o the
Periphery, where the Hussars nursad their wounds.

A MEAGER SURVIVAL
Owver the next two years, the Hussars' fortune went from bad

to worse. Deprived of DropShips, Techs, and air support, they
subsisted on marginal contracts, low-pay duty, and occasional

piracy.
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in 3018, House Kurita hired
the Hussars to raid the Steiner
warld of Patinir Il Although the
Hussars performed well, a cor-
rup! Kurita official claimed that
the wnit ook bribes from the
Commonwealth, and a Com-
Star panel decded 1o withhokd
the unil's pay. Piqued and
angry, Wilson led a raid on the
Kuritist Kobe system, bul his
unil suftered heavy casu-
alties. The Hussars escaped
1o the Perphery in a stolen DropShip, and evertually found
employment with Redjack Ryan

-

Witson's Hussars

The Hussars' subsequent raids on Steiner and Kurita worlds
made them thoroughly unpopular with both Sucoessor States.
However, Ryan was pleased with Wilson's success al
discovernng supply caches brimming with spare pars

Then, catasirophe struck again. In 3021, Lieutenan! Sheila
Bannock (Wilson's close friend and second-in-command) was
killed in a barfight on Butte Hold, Saddened by the loss, Wilson
made several mistakes during a raid on Kimball Vi, losing
equipment and ending the Hussars' employment with Ryan

The Hussars then settled for work with Helmar Valasek of
Santander V. Though making little profit, they at least managed
to keap their heads above water. However, afier a catastrophic
defeal by the Taurian Concordal at Longbow Mountain, Valasek
abandoned them in the Outworlds Alliance

WASHED UP IN THE PERIPHERY

As of 3025, the Hussars are still localed in the Outworlds
Alliance, barely ioleraled by the local autheorities and desperate
tor wark. Captain Wilson still leads the Hussars, bul the constant
strain of the unit's dire situation has drained him. Of tha Hussars
who survive, only a handiul served during the Michael Langstrom
period. The remainder are various unlucky and unreliable hangers-
on, MechWarriors down lo their lasl credit, desperate for any
chance to save themselves. Beacause of the Hussars' reputation
as bandits, Wilson has failed to gain employment with the
Alllance. Lord Corrigan, the local governar, distrusts them and
may soon force them 1o leave

FLa

UNIT DESCRIPTION
GOALS

Wilson's Hussars™ single objective is fo find work, Captain
Wilsan knows that his company can be a potent highting force it
given a chance, and he is more than willing to work in exchange
for spare parts and maintenance. So far, he has found no takers,
but he continues to hope.

In a unit as depressed as the Hussars, violence needs little
provocation. Hayes's and Chin’s anger at their lack of promotion,
Walker's drug addiction, the Porraths' cniminal record, and Dur-
ant's deep hatred lor Davion might flare up at any time, initiating
urit-wide brawls

There is a slight ray of hope for the Hussars, though they ara
not aware of it. Mageastrix Kyalla of Canopus has been offenng
genercus contracts 1o small, impoverished ‘Mech units. Her
agents are currently scouting the Outworlds Alliance, and with
luck, they may find the Hussars belore the unit falls apan

TECHNICAL SUPPORT

The Hussars' technical siluation is rather bleak. Only a
handful of MechWarriors have some technical skill, and tha unit
employs just two Techs, These men use the Hussars' two bal-
lered jeeps 1o guard the camp while the unii is absent. One of the
jeeps has a broken fransaxie, but both have fully functional twin
machine guns. The unil's spare parts consist ol various armor
patches, alactronic components. a couple of acluators, and a
few scrapped ‘Mechs,
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SELECTED PERSONALITIES

Mame: Captain David Wikson
Assignment; Commander, Wilson's Hussars

Though only 40, Captain Wilson locks at least 55. The
Hussars' constant struggle has taken its toll, bul Witson would
nat think of abandoning the unit that has besn his home for over
20 years. Almost every aspect of his lite revolves around the

Many Hussars believe that Wilson never gol over the loss of

his friend and Hieutenant, Sheila Bannock. Howewver, his ability to Wilsan's Hussars
command has actually improved over the years. He blames
himsell for many of the Hussars' failures, but bad luck more than
bad leadership has brought the unit 1o its current state

Wilson is evasive concerning the death of Major Michael
Langstrom. Most of the Hussars would applaud him if he admitted
1o murdesing their former commandar.

"Ella", Captain Wilson's Marauder, is the only fully functicning
‘Mech in the Hussars and is in excellent condition. Il & the
veteran of numerpus campagns, and Sporls NUMEroUSs armor
patches, scars, and kill markers

Mame: Michael Durant
Assignment; Command Lance

Durant i a handsome man, though an ugly scar mars the
right side of fus face. A former high-ranking Davion official, he is
now obsessed with gaining vengeance on Hanse Davion, whom
Durant blames for the deaths of his wite and daughter. He will not
explain the exact circumstances ol their deaths or how Davion
was involved, but spends most of his time contemplating his only
memenio of them: a holographic locket with the image of a
willowy, dark-haired woman and & blonde young girl. Though the
Hussars wonder aboul the exac! details of the siuation, they
generally lsave the maoody, silent Durant alone

Durant's Griffin was badly damaged at Longbow Mountain,
Twa gyros were destroyed, along with four haat sinks and its LAM
ammo storage. Even the Grffis FPC has problems, producing
tance s normal heat

MName: Gerald Walker
Assignmenl: Assaull Lance

Walker is addicied to the drug KZ ([or "KrayZee™, as it is pop-
ularly known), an expensive and highly dangercus depressant
At the end of his rope, Walker spends much of his time drugged
into insensibility, as desperale for KZ as the Hussars are for
work, He has gone so far as 1o siip pans from the Hunchback
inhernted from his father 1o raise money for his habil, and has
managed to convince the rest of the Hussars that his ‘Mech was
crippled at Longbow Mouniain

With its medium |asers, gyros, and most of its heat sinks re-
moved, the Hunchback can neither move nor fire its autocannon
without detonating is ammunition. In the entire assault lance,
only Andrew Blaine's Warhammer is functional. Captain Wilson is
considering scrapping the ather three ‘Mechs for spare parts.

All of the Hussars’ MechWarriors have different types of Neurchelmets
and cooling vests. Some pilots have bean reduced to using ice packs
in their vasts
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Name: Anton Jones
Assignment: Fire Lance

Anton joined the Hussars to hide out from creditors who
threatened to repossess his ‘Mech. His reluctance to risk his
Jenner in battle has prompted his lance commander to discipline
him several times.

Jones is a friendly, gregarious man, although most of the
Hussars would rather be left alone to brood on the unfairness of
mortal existence. He can occasionally rope some MechWarriors
into an all-night card game, which he invariably loses.

His 'Mech, "The Bug", is in comparatively good shape, with
only two medium lasers crippled and a flaw in its tracking system.
The Jenner is covered with improvised armor patching and is
painted in a bewildering variety of styles, which has unintention-
ally helped to camouflage the 'Mech at long distances.

Name: Richard Garvey
Assignment: Fire Lance

Garvey inherited his Wasp from his older brother and set off
for a life of action and adventure. He was in for a cruel shock.
Drummed out of Hansen's Roughriders for dereliction of duty,
Garvey found employment with Smithson's Chinese Bandits, only
to be forced to resign after repeated insubordination. In despera-
tion, Garvey joined one of the few units that would still take him—
Wilson's Hussars. His piloting record is poor, but the Hussars
cannot afford to lose even him. He is currently in disgrace
because he panicked and fled at Longbow Mountain. A rather
pitiful case, he is eager to redeem himself but likely to fail again.
Most Hussars will not speak to him, but Lieutenant Stilson has
taken pity on him and acts as his mother-confessor.

Concordat forces at Longbow Mountain destroyed most of
Garvey's Wasp's armor and weaponry. Only its medium laser
remains. its leg actuators have also been damaged, reducing it
to half speed.

Name: Lieutenant Paula Stilson
Assignment: Commander, Recon Lance

While a member of the Crucis Lancers, Stilson seduced a Dav-
ion general and, consequently, was accused of being a Kurita
spy. Before she could be arrested, she resigned her commission
and joined the Hussars. After Stilson demonstrated her piloting
expertise, Captain Wilson awarded her command of the recon
lance. Some Hussars point to Wilson's liaison with Stilson as the
reason for her advancement, but she actually has command-
level caliber. Although she considers herself a temporary Hus-
sar, she commands her lance well and brightens up Captain
Wilson's life.

Lieutenant Stilson has painted dozens of tiny hearts on her
Ostroc "Heartbreaker”, one heart for every one of her lovers. Her
'Mech is missing a medium laser, and its side has taken consid-
erable damage.

Name: Dai Chin
Assignment: Recon Lance
Chin has been with the Hussars since the mercenary unit's
creation. As he is not a talented MechWarrior, Wilson chose
Paula Stilson to command the recon lance. Resenting Wilson's
decision, Chin has become sullen and has twice disobeyed
Stilson's orders. He takes every opportunity to make her look
bad and has frequently called for Captain Wilson's resignation.
Chin's Stinger, "The Lotus", is undamaged, save for an actu-
ator malfunction that prevents the 'Mech from swivelling its torso.

Name: Elmo and Jake Porrath
Assignment: None

The Porrath brothers wound
up stranded along with the Hus-
sars after they too were aban-
doned by Helmar Valasek.
Although Captain Wilson does
not like them, the Hussars
need all the help they can get,
and Wilson may soon offer
them a regular position.

The Porraths both have
long criminal records for as-
sault, theft, and drug dealing, but have always managed to stay
one jump ahead of the law. They are fanatically loyal to each
other, above and beyond any other commitment.

The brains of the pair, Elmo is a brutal, ruthiess man with no
conscience. Jake is not terribly bright, and so does whatever his
brother tells him. He has no compunction about beating people up
or even killing them, but he realizes that he has to be on good
behavior around the Hussars.

Elmo's Thunderbolt, "Ole Reliable", still sports an arctic cam-
ouflage pattern, as he cannot afford to change it. its machine
guns have been totalled, its SRM-2 frequently malfunctions, and
its LRM-15 mounting has so many cracks that every time Elmo
fires it, the entire assembly threatens to fall apart. Jake's
Ostscout, "Clyde", is missing its entire right arm, and its leg
actuators are severely damaged.

PERSONNEL ROSTER
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WILSON'S HUSSARS

Command Lance
Captain David Wilson, Veteran Marauder (N)
Keth Sukarno, Veteran Phoenix Hawk (S)
Michael Durant, Regular Griffin (S)
Joan Macklin, Veteran Blackjack (S)

Assault Lance
Lieutenant Bryce MacDowell, Veteran Awesome (D)
Andrew Blaine, Veteran Warhammer (N)
Gerald Walker, Regular Hunchback (D)
Charles Vincent, Regular Rifleman (S)

Fire Lance
Lieutenant Arthur Blankenship, Regular Archer (N)
Susan Hayes, Regular Enforcer (S)
Anton Jones, Regular Jenner (N)
Richard Garvey, Regular Wasp (S)

Recon Lance
Lieutenant Paula Stilson, Veteran Ostroc (N)
Jan Leflar, Regular Wasp (S)
Dai Chin, Regular Stinger (N)
Kim Yaro, Regular Locust (D)

Technical Support Group
Tech Rob Sharp (S)
Tech Milo Thompson (D)

N —New quality

S — Salvage quality
D —Destroyed
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FILLING OUT A UNIT WORKSHEET

List each squad in a company on the Unit Worksheet. Using
the example of Fritz Donnahough enter his name in the first
column. Under Unit Type, enter the type purchased according to
the Base Cost Table on page 32. (Fritz pilots a heavy 'Mech.) For
the next column, which shows the MechWarrior's experience
level, we enter Veteran for Donnahough. Column 4 indicates
whether the 'Mech's status is new, salvage, or after combat,
destroyed. Column 5 is for the Cost, as determined by the Base
Cost Table. As a new heavy 'Mech squad, the UP cost for Fritz is
2850 UP. Enter Fritz's monthly salary (1,000 C-Bills/month) in
column 6, as calculated from the Mercenary Salaries Table on
page 37. Column 7, SP Required, tells the number of support
points needed for monthly maintenance. This value can be found
on the Maintenance Cost Table on page 38 (35 SP). In column 8,
note Fritz's Morale as 3, and in Column 9, his Reputation (that of
a veteran Heavy 'Mech 1 + 3 points).

The next block of columns:is for Fritz's Tech. There are col-
umns for Experience Level, Cost, and Salary. The SP columns
indicate how many support points the Tech, MechWarrior, or
AeroSpace Pilot generates and then any deficit between what he
has and what the 'Mech needs. In this case, even an Elite Tech
who generates 30 SP per month will need help or money to meet
monthly maintenance needs.

The last three columns show
Fritz's strength values, which are calcu-
lated from the Unit Strength Chart on
page 55. Fritz and his 'Mech have an
AeroSpace Value of 0, Maneuver Value
of 6 (4 x 1.5), and a Combat Value of 7.5 (5 x 1.5).

Now, the company totals can be calculated. The Base Cost
is simply the UP total for ail squads, and Techs. The monthly
salary is calculated the same way. The Maintenance Cost entries
are simply the totals of the SP Required, SP Generated, and SP
Deficit columns. Monthly supplies cost 500 C-Bills for each
squad and Tech. Overhead is a percentage of the company's
total salaries and supplies. The total monthly expenses equal
monthly salaries plus monthly supplies, overhead, and 5000
times the unit's SP deficit.

The company's morale is simply the average of all squad
morale levels. Determine the company reputation by adding
together every squad's reputation and dividing by 12 instead of
the total number of squads.

The fighting numbers of the units are simply the totals of its
individual AeroSpace, Maneuver, and Combat values.

For larger units, these company values can be combined
together on the Unit Composition Form.

Nofeetoo high!

UNIT COMPOSITION FORM

UNIT:

SUBUNITS: HP LmvcE 15T Comppny /ST AR Comty 3ED Comprivy 7 o7 AL
BASE COST 26,240 32,560 76,360 76,040 2/, 950
TOTALNUMBER OF SQUADS /¢ 32 35 3¢ /777
NUMBER OF COMBATANT SQUADS Ve 2/ A0 70
sp REQUIRED /60 23/ so/ srg /, ¥/
s GENERATED /32 268 278 266 7YY
sp DEFICIT 28 o(+37) 223 253 Y67
MONTHLY SALARY 3% coo ¥/ <10 S$S,050 50,550 /81,070
MONTHLY SUPPLIES g, 000 76,000 /7 800 /7000 58,500
OVERHEAD (____ %) 6,300 §6/.S /0, 88.5 /0,/32.5 38,926.5
MAINTENANCE COST /0,000 o 4 //5, 000 4265000 2,5 28000
TOTAL MONTHLY EXPENSES /88,300 e 6,02/1.5 /778, 43R S| 4342,682.5|R2,795,+436.5]
MORALE 3./ 3.53 3.3% 3.33 3.3¢
REPUTATION 2 ¥ & ¢ 24
AEROSPACE VALUE o ’2 /o0 /0 398
MANEUVER VALUE 3798 ’3/ 75 78 372.4
COMBAT VALUE &/ 74.5~ /¥2.5 ’¥2.8 ¥#19. 5
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UNIT WORKSHEET
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UNIT COMPOSITION FORM
UNIT:
SUBUNITS:
BASE COST
TOTALNUMBER OF SQUADS
NUMBER OF COMBATANT SQUADS
s» REQUIRED
sp GENERATED

sp DEFICIT

MONTHLY SALARY

MONTHLY SUPPLIES

OVERHEAD ( %)

MAINTENANCE COST

TOTAL MONTHLY EXPENSES

MORALE

REPUTATION

AEROSPACE VALUE

MANEUVER VALUE

COMBAT VALUE

UNIT:
SUBUNITS:

UNIT COMPOSITION FORM

BASE COST

TOTALNUMBER OF SQUADS

NUMBER OF COMBATANT SQUADS

sp REQUIRED

sp GENERATED

sp DEFICIT

MONTHLY SALARY

MONTHLY SUPPLIES

OVERHEAD ( %)

MAINTENANCE COST

TOTAL MONTHLY EXPENSES

MORALE

REPUTATION

AEROSPACE VALUE

MANEUVER VALUE

COMBAT VALUE
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SUPPLY DATA CHART

SHIPMENTS

SIZE (IN C-BILLS)

DATE PURCHASED | DATE OF ARRIVAL

10

1

12

13

14

15

16

17

18

19

20
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MERCENARY CONTRACT

This agreement, executed between (hereafter designated "Employer”) and (hereafter
designated "Unit"), provides employment for the Unit and military and support forces in the service of the Employer. This employment /
is subject to the terms and conditions outlined below.

I. Mission: The Unit is hired for the performance of a mission planned and assigned by the Employer, defined as a mission

under the conventions and usages of contemporary military terminology. Said Unit will perform all operations that fall within the
framework of this mission, as well as serving the general interests and needs of the Employer. If the Unit has been hired on retainer, the
following types of missions are specifically excluded during the length of service:
11. Forces: The Unit agrees to provide combat and support forces, estimated at squads of combat and/or combat support troops, as
of the date this contract goes into effect. The Employer reserves the right to terminate the agreement if actual forces mustered at the
time this contract goes into effect are 75 percent or less of the originally estimated forces, or if they exceed the agreed-upon strength by
more than 10 percent, unless excess troops serve for no more money than originally designated in this agreement.

I11. Length of Service: This contract will remain in effect for months, commenceing on and concluding
on . On the commencement date, the Unit agrees to be located on ; if the Unit fails to
appear by said date, Unit shall reliquish 5 percent of its fee. Upontermination of the agreement, the Unit will be discharged from all
duties and responsibilities to the employer, unless discharge is superceded by a fresh agreement.

IV. Remuneration: The Employer agrees to pay C-Bill-equivalents per squad per month to the Unit, amounting to an
estimated total of C-Bill-equivalents. This money is to be paid out in the following manner:

V. Command Rights: The Unit hereby agrees to place itself under the overall military direction of the Employer. The Employer will
implement this direction through the assignment of to the unit for the period of the contract. The
Unit is guaranteed to retain internal coherence and consistency of its command structure within the usual limits of this assigned
command status.

VI. Transport: The Employer agrees to provide for the interstellar and/or interplanetary transport of the Unit. percent of the

Unit accepts Employer interstellar transport, and percent of the Unit accepts Employer interplanetary transport. The Employer

shall pay the Unit to reimburse Unit for providing transport for the Unit or any part thereof.

VII. Supply: The Employer agrees to provide the amount of for the logistical support of the Unit. The Employer will -
reimburse the Unit for the amount of if Unit provides its own supplies. Resupply of munitions and other specific
battlefield materiel after each major battle or campaign shall consist of over and above said supply
requirements.

VIIL Salvage Rights: All equipment, vehicles, and other war materiel recovered by the Unit from enemy forces, depots. garrisons,
industrial or civil centers, prisoners, and other sources shall be subject to the following claims and terms of division:

IX. Other Terms: Other terms of this contract, agreed to by both parties, shall be negotiated on a case by case basis and attached,
individually signed and witnessed, as riders to this document.

Signed at on this day of , in the year
Commanding

Signed at on this day of , in the year
For

Witnessed by:
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By the 315 century, war has raged in the Successor States for
aver 200 years. In this ongoing conflict, the mercenary SoKIer has
ample opportunity 1o séek his fortune under the banner of ona of
the Greal Houses—a career fraught with danger but nich in
polential rewards

The Mercenary's Handbook is a BattleTech" and
MechWarrior” supplement describing the marcenary way
of life. It details everything from troop capabilties io a
mErcenary uni's expenses, and from the ins and outs
of contract negotiations lo the nature of 315t cantury
warfare, Commentary and views on the Succession
Wars mercenary provide a sold background far
gamers who need 10 learn the basics of the business
of war, while game rules translate these ideas imo
simple systems for creating a merc outfit. finding
and signing with employers, and resoiving an
entire military campaign

This 104-page book containg more
than 50 full-color ilustrations and
mercenary crests. The complete history
and operaling procadures of three exar Tiphe
marcenary companies are also included, The
Eridani Light Horse, The Waco Rangers, and
Wilson's Hussars

Admired as a consummate professional
yet reviled as a hireling loyal only to money,
the successiul mercenary neads more than
combat skill to ply his frade. If you have
the wit, the business skilis, the political
wisdom, and the tactical genius to
become a mercenary leader
The Mercenary's Handbook
is for you!
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