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Falher,

Much has been written about the Clans, most of it little mare
(han speculation, Mo previous work has come from the viewpaint of
a contempaorary insides, and so the Inner Sphere's knowledge of us
is riddled with misconceptions and aecidental errars. In several
cases. Clan sources intentionally misled the authors; | should knaw,
faving heen Used oz @ conduit for such mesinformation oy Liric
kKerensky.

This account suffers no such drawbacks It 15 based on firs
hand information: my own observations and those of my immediate
staff As & Khan, | have access to materal beyond the knowledge of
many warnors—and despite my Wolf Clan's exile on Arc-Royal, our
satabases hold much information st unknown to he Inner Sphere,
That information forms the core of this work. | also retain a high-level
source in Clan space who keeps me abreast of recent eventls there.
il think ¥lad suspects, but hasn't done anything about il yet,) The
infarmation in the following files is as current as | can make it

One of the “little tasks™ Ulric gave me was to foster 8 hetter
understanding of the Clans within the inner Sphere, This primer on
Clan history and cullure is a step in that direction. Ultimataly, | want
to disseminate this material o each of the Great Houses, to provide
them with an in-depth look at how and why the Clans act as they da.
This hook cannot substitute for real expenence of Clan life, but it

should offer a starting point. Keep in mind also that the success of
Operation Bulldog and Task Force Serpent may produce some changes in the Clans’ attitude toward the Inner Sphere. They respect
martial prowess, and the task force’s accomplishments have earned respect and fury in equal measure, Even the lade Falcons silent-
Iy applaud the annihilation of the Smoke Jaguars, though no Falcon warrior would ever thank the Inner Sphere for it.

For simplicity, |'ve broken the files into four main sections. The first covers the history of the Clans, up 1o about 31 January of this
year. The history begins with a retrospective on the Star League, to put Lhe development of the Clans into context. Much of this mate-
rial has appeared in previcus 50Urces, and it covers the Clans as a whole rather than delving deeply into each Clan's idiosyncracies.
{Readers interested in the history of specific Clans should consult the internal Clan Field Manuals supplied over the past two YEEIS.)

The second section covers Clan society. It eontains numerous chapters that cover politics, £Cconomics and technology. Much of
this material is new to the Inner Sphere, and describes Lhe nitty gritty of how Clan sooiety works, Most people in the inner Sphere think
of the Clans as a warrior culture, and yel warnors comprise less than one-tenth of one percent of the total Clan population, This sec-
tion describes what the other 99.9 percent of the Clans do. I've alsa included a thrd, somewnat cursory, section on individual Clans.
It sketches the key players, the resources they muster and their general outlook. For details of their military capabilities, see the afore-
mentioned Field Manuals.

The final section foouses on Clan space. More than a tew people may be surprised al the numker of wortds and the volume aof
gpace the Clans control. [his section offers a whistle-stop tour of major worlds. ncluding the currenl most important sites, as well as
other salient information, The files cover all the worids in the Kerensky Cluster, but space limitatons forced me to keep the informe
tion an most worlds brel. Finally, those unfamibiar with Clan terms can use the Clan glossary to acguaint themsalvaes with common
words and concepts used by Lhe descendants of Kerensky,

As @ final note. | thank Ranna Kerensky, Evantha Fetiadral and Carew Mygren for their assistance —par ticularly their insightful per
spective on many recent events. Ragnar has been similarly invaluable on this progect, bolh as 8 sounding poard and general researcher
for early drafts, Any mistakes remaining are mine. and no reflection on his abilities. He will be missed

I'l sign off here before my language cetenorales. Let me know if you have any comments, and 'l see what revisians | can

Incorporate,

2est wishes,

Fhelan
Arc-Roval, 27 February 3062




WARRIORS OF KERENSKY

THE SECRET
HISTORY OF THE CLANS

“History shows there are no invincible armies.”
— loseph Stalin

o understand the Clans, you must understand their histo-
ry. Many of their traditions and actions, including Lhe rationale
for the recent invasion, spring from the last days of the Star
League—the Amaris Coup and its immediate aftermath. Many
in the Inner Sphere see these events as ancient history, the
long-ago fall of a golden age, To the Clans, the Star League and
its fall are the reason for their existence and the driving force
behind their way of life.

Much of the information in this section is known to the
Inner Sphere, bul shrouded in halftruths and misapprehen
sions. The story has been told so many times that the truth has
been obscured. The following account is factually accurate,
though to claim that it is the whole truth would be presump-
tious. | have no doubt given my own bias to the telling—| am a
Warden, and have spent only a third of my life as partl of the
Clans. | also have the resources of a Khan at my disposal,
allowing me greater insight into Clan affairs than past authors
could claim—but even | am limited to the archives held by my
own Clan. Gaps undoubtedly exist in our knowledge of the other
Clans (the Clans in general disapprove of espionage); such
omissions will be noted wherever possible.

RISE OF THE STAR LEAGUE

Many in the Clans and the Inner Sphere look back on the
Star League with rose-tinted glasses, They view the Star League
era as an age of peace and prosperity in which the various Inner
Sphere states coexisted in harmony. People lived much longer
than they do today, sustained by advanced medical technology
and unrivaled standards of living. From the common present-day
perspective, the Star League was a veritable Eden until the
arrival of the serpent Amaris.

The truth is less clearcut.

lan Cameron, Director-General of the Terran Hegemony,
founded the Star League in 2571 after eighteen years of arm-
twisting, threats and blackmall. Cameron was a consummate
politician and diplomat who excelled as a peacemaker and medi
ator between the other Inner Sphere powers. One by one, he per-
suaded his fellow leaders to support his vision of a unified
humanity, culminating in the 2569 Treaty of Vega, The signing of
that document marked the Draconis Combing's decision to join
the Star League—the |ast of the Inner Sphere realms to do 50,

Almost immediately, the ~“peaceful” Star League found
itzelf headed for war. Cameron’s vision of @ united humanity
included the Periphery realms, which had declined to sign on.
When economic sanctions failed to persuade them, the Star
League issusd an ultimatum: Join us or face war. The Periphery
ctates chose the latier; the resulting Reunification War lasted
for more than twenty vears. This bloody clash cost more lives

than the entire Age of War that had preceded the Star League's
formation.

The Star League's viclory brought all of humanity together
uhder cne government, but did little to quell human aggression.
To give just one example, beginning in 2681 and continuing until
aboul 2750, elements of the Draconis Combine Mustered
Soldiery regularly engaged Star League troops in duels, often to
the death, These encounters later became known as the First
Hiddern War. These skirmishes bear more than a passing
resermblance to the Clan system of combat Trials. (As you will
see throughout this manuscript, Micholas Kerensky was not
very imaginative when he created the Clans.)

The Star League did indeed bring peace and prosperity to
killions of people throughout human-occupied space, including
the Periphery realms that had fought so hard to retain their
independence, As the historical record shows, however, con-
stant political mtrigue kept that peace on the proverbial razor's
edge. In retrospect, it was only a matter of time before the Star
League succumbed 1o internal pressures.

By the early 28th century, support for the League in the
Periphery had begun to wane, prompting a period of saberrat-
tling and a renaissance in military technology. First Lord
Jlonathan Cameron, more than a little paranoid, predicted the
tall of Terra to “strange coarse men”; to ward off this coming
disaster. he expanded the SLDF to unprecedented size.
Meanwhile, the Draconis Combine and Federated Suns became
embroiled in a bitter war that only ended when SLDF troops
{including a young Aleksandr Kerensky) intervened. The SLDF
could do nothing when the Free Worlds League collapsed into
civil war—disputes within member-states were beyond the Star
League's junsdiction. (Internal disputes within Clans are simi-
larly beyond the reach of the Clans as a whole—once again, it
is clear where Nicholas Kerensky got his ideas.)

TIME OF TROUBLES

The beginning of the end came in 2751 when First Lord
Simon Cameron died in a “tragic accident” on New Silesia, He
was most likely assassinated, but we will never know for certain
and it does not really matter. & regent was appointed for the
eight-yearold heir, Richard Cameron—General Aleksandr
Kerensky, overall commander of the SLDF. The Clans venerate
Kerensky as a man of vision, but in truth he contributed greatly
to the Star League’s collapse, Perhaps my judgemant is unfair,
but Amaris never would have wheedled his way into a position
of power had Kerensky had more time for young Richard. The
Star League Council must also bear a share of the blame; they
refused Kerensky's offer to step down from his military post in
order to devote himself to the regency. With the League on the
brink of war in the Periphery, the council saw Kerensky's milli-
tary expertise as oo valuable to lose. (This ill-fated decision is
ophe more thing for which the Clans hate the Inner Sphere.}
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ALEKSANDR SERGEYEVICH
KERENSKY: THE GREAT FATHER

Born: 16 December 2700, Moscow, Terra
Graduate: Tharkad University (class of 2721)
Graduate: Nagelring Military Academy (class
of 2723)

Graduate: War Acadermy of Mars, Gunslinger
(class of 2724)

Promations: Lieutenant (2727}, Captain
(2729), Colonel (2729), Lieutenant General
(2731). Major General {2733)

Appointed General of the SLDF: 21 April
2738

Married: 9 June 2763

Children: Nichaolas (4 May 2764) and Andery
(9 November 2766)

Protecior of the Star League: 2751-62
{regent), 2779-80

Died: 11 June 2801

Born to Nikolai Maksimovich and Anna
Trochina Kerensky, both former members of
the SLOF, Aleksandr was a sickly child.
Plagued by a heart condition until he was three
years old, Aleksandr took another two years to
recover from the surgery that saved him. The
young Kerensky was shy and retiring, but an
pxcellent student. He inherited his parents’
academic leanings—nhis father was curator of
the People's Museum of History, and his moth-
er passed on to him her love of literature. He
eamed a scholarship to Tharkad University in
2718, where he met and befriended Michael
Steiner—the future leader of the Lyran
Commonwealth, who was serving as a
research assistant. Their triendship would last
until the Exodus.

Late in his course of study, a routine med-
ical exam identified Kerensky as having a keen-
ly responsive nervous system. Supported by a
battery of physical and psychological tests,
this capability earned him a place in the
MechWarrior training program at the Nagelring
Military Academy. Kerensky graduated from
the Nagelring with honors and went on to join
the Gunslinger program organized by the War
Academy of Mars. After graduating from the
program in 2724, he became a duelist of the
sR4th Hussar Regiment, fighting numeraus
engagements against DCMS troops in the later
years of the First Hidden War By 27249,
Kerensky had reached the rank of captain,

He led his first combat command on the
planet Royal during Operation Smather, the

Kerensky was away from Terra throughout much of his regency, especially dur-
ing the war between the Capellan Confederation and the Federated Suns (2760 62).
During his absences, he left the boy in the care of numerous advisors and courtiers,
Stefan Amaris. ruler of the Rim Worlds Republic, was one such individual, who
wormed his way into the confidence of the lonely young lord. He became a key advi-
sor and friend to the boy, and retained Richard's favor when Richard assumed the
Star League throne in 2762, Amaris prompted Richard to take a senes of actions
that alienated the rest of the Star League Council, including limiting the size of each
lord’s standing arrmy. As the Star League Constitution clearly named the First Lord as
first among equals rather than a dictator, the Council Lords took Richard's grand
standing badly. In hindsight, the bad blood between the First Lord and the Council
was part of Amaris' master plan to shatter the League from within.

In 2765, the Periphery world of New Vandenburg erupted in rebellion, sparking
off Periphery-wide revolts. Only the Rim Worlds Republic stood aloof from the turmail,
astensibly demonstrating Amaris’ loyalty to the League. Kerensky was forced to com-
it the bulk of the SLDF to operations almost five hundred light years from Terra, lit-
tle knowing that the entire Mew Vandenburg incident was one more trap engineered
by Amaris.

0n 27 December 2766, Stefan Amaris assassinated First Lord Richard Cameron
and plunged the Star League into chaos. Naming himself emperor, he claimed the Star
League throne and suggested that Kerensky join him. Kerenshy refused, then brought
his Periphery campaign to a swift conclusion. After seizing Amaris’ Rim Worlds
Republic as a base of operations, he turped his efforts toward Terra.

e campaign to liberate the Terran Hegemony was a drawn-out and bloody affair,
It took ten years just to reach Terra; the fight to free the capital of the Hegemony and
the Star League took another two and a half years. The SLOF ultimately defeated
Amaris’ forces, but lost almost half its fighting strength in the process. The liberation
of Terra cost a hundred million lives, left four hundred milllon wounded and a hillion
homeless. The Hegemany—and the Star League—were in ruins.

The Star League Council reconvened on 10 October, 2780, The Council Lords’
only notable action was the appointment of Jerome Blake as Minister of
Communications. Eight days |ater, the council stripped Kerensky of his position as
Protector of the Star League and ordered the disbanding of the SLDF. Kerensky with-
drew to the SLDF command post on New Earth to consider his next course of action.

General Aaron DeChevilier, a friend and close advisor, urged Herensky to
depose the Council Lords and name himself First Lord of the Star League. Kerensky
refused, however, stating that he would remain loyal to the Star League for as long
as it existed. Before long, however, events rendered his loyalty mool. 0On 12 August,
2781, the Star League officially ceased to exist. Kerensky spent the next two years
attempting to mediate between the five Successor States that had taken its place,
working to resurrect the Star League. Kerensky finally abandoned his shuttle diplo-
macy in August of 2783, when recruiters from the Successor States began approach-
ing SLDF units with job otffers. These cynical machinations prompted Kerensky to
enact a plan he had been considering for some time.

EXODUS

Despite the commenly held belief among the Clans and in the Inner Sphere that
Kerensky came up with the Exodus, the plan was actually a cooperative effort with
General DeChevilier. According to Nicholas Kerensky's diaries, which are still held by
the Walf Clan, Kerensky and DeChevilier discussed the matter in Micholas® presence
shortly after the liberation of Unity City in 2779, They knew that almost all of the
Cameron heirs were dead, and suspected that the Great House lords would not sup-
port any moves to rebuild the Star League. Aleksandr foresaw a future in which the
Houses would pick over the carcass of the Terran Hegemony, and wished to avoid it.
Half-seriously, DeChevilier suggested that the SLDF head off into deep space 10
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found their own colony, away from the wars that looked set to engulf known space.
From this conversation was born the Exodus.

On 14 February, 2784, Kerensky outlined the plan to more than two hundred
SLDF officers. The majorty, almost eighty percent of the armed forces, opted to fol-
low Kerensky into exile. Feverish preparations ensued over the next few months, until
8 July. On that day, Kerensky issued the fateful one-word command to the SLDF:
Exodus.

The armed might of the Star League traveled to the rendervous point at Mew
Samarkand; thirty-two BattleMech divisions (each containing ming regiments), seven-
ty-six infantry divisions and sisty-three independent regiments, a tofal of just over
seven hundred line regiments. To put that figure into context for present-day readers,
the ComStar battle group fielded on Tukayyid was eguivalent to 144 combined-arms
regiments. The allied force in the recent Operation Bulldog, widely cited as “the
largest offensive operation of our time,” involved roughly eighty-five BattieMech regi-
ments, with just under two hundred support regiments, The force that left with
Kerensky was a fraction of the SLDF's pre-Mew Vandenburg strength.

Carried by 1,349 JumpShips, the fleet comprised over five thousand DropShips.
A fleet of more than four hundred WarShips provided security, In all, two million
troops and almost four million dependents went on the Exodus out of known space.
On 5 November, the massed fleet jumped toward the Periphery, leaping into the
unknown and disappearing from the ken of the Inner Sphere.

The lumbering fleet made slow progress through the Periphery. WarShips and
scout JumpShips operated in advance of the main body, along its flanks, and behind
it to discourage pursuit, Several vessels were lost to mechanical failures and jump
accidents; others simply disappeared. Picket vessels hunted for worlds from which
the fleet could resupply—the sheer size of the operation made rationing a part of
daily life. At first, people accepted the hardships of the journey—after all, the great
Kerensky was leading them to a better life. As time passed, however, dissent grew,
culminating in open rebellion.

On 19 August 2785, a nine-ship group cenlered on the Texas-class Warship
Prinz Eugen mutinied against Kerensky's command and declared its intention to
return to the Inner Sphere. Kerensky responded with brutal efficiency, ordering
Elizabeth Haren—Iater one of the founders of Clan Jade Falcon—to recapture the
rebels. In a daring assault, Kerensky's troops took control of the Prinz Eugen, prampt-
ing the others to surrender. To discourage any further seeds of rebellion, Kerensky
ordered the execution of all rebel officers above the rank of captain.

This draconian action did hittle to quell anxiety among the travelers, however,
Rumors began to circulate that General Kerensky had no firm destination in mind,
and the entire Exodus hovered at the brink of collapse. Kerensky responded by issu-
ing General Order 137. This document, now an ingrained part of Clan culture, justi-
fied his actions and spurred the people on. Its message become the core of the
Hidden Hope Doctrine: that the Inner Sphere would collapse in chaos, and that the
SLDF would one day redeem it. The people of the Exodus must stand apart in order

Star League operation to end the ongoing
Draconis Combine/Federated Suns conflicl
later known as the Second Hidden War, When
the regiment's command stafl died in a
DrapShip accident, Captain Kerensky look over
and extricated the unit. For his decisive
actions, Kerensky received the Medal of Valor
and a two-rank promotion to colonel,

His new command was the 2615t Royal
Dragoon Regiment, based in the Tauran
Concordat. There, he became embroiled in
local politics as he sought lo stamp out cor-
ruption amang local government officials and
businessmen. His actions earned him the
respect of the people, but angered many of the
higher-ups. Kerensky's honesty and inlegrity
interfered with their plans to exploit the
Periphery realms, and so the Council Lords
arranged his promotion to lieutenant general.
Kerensky was assigned to the Planning and
Strategy Sub-Command on Terra, where he
met First Lord Jonathan Cameron and his sis-
ter, Mother Jocasta (then de facto ruler of the
Star League). Kerensky also became a firm
friend of Simon Cameron, a friendship that
wauld turn out to be vital,

Continuing his rapid rise, in 2733
Aleksandr Kerensky was promoted 1o major
general and assigned as aide to SLDF com-
mander Rebecca Fetladral. Throughout his
term of service, he continued his anti-cormp-
tion crusade. When General Fetladral retired
following the death ot First Lord Jonathan, her
backing and the friendship of the new First
Lord gave Kerensky the post of General of the
SLDF At only thirty-eight years of age, he com-
manded the greatest military war machine ever
assembled. After First Lord Simon Cameron's
death in 2751, Aleksandr Kerensky became
regent to Simon's eight-year-old son, Richard.

The rest, as they say, is history.

to survive, so that their descendants could one day return to lead the Inner Sphere back to the ideals of the Star League.
Clan culture formed around the Hidden Hope Doctrine, which has since been used Lo justify almost every permulation of Clan soci-
ety and policy. By declaring that one day the descendants of the SLODF would return to the Inner Sphere, Aleksandr Kerensky could not

possibly have known what he had set in motion,

STAR LEAGUE IN EXILE

General Order 137 restored an air of semi-normality Lo the fleet, but Kerensky knew that the journey could not go on forever. Yet
in Kerensky's mind, the SLOF was still too close to the Inner Sphere. A chance discovery might alert the Successor Stales to their

presence. The fleet pressed on, but by July of 2786 tensions once agam began to rise.

On 24 August of that year, the Exodus fleet reached a cluster of five habitable worlds. and Kerensky announced thal they had
arrived at their destination. To this day, even the Clans do not know whether this cluster was Kerensky's original goal or whether he
chose 1o settle on these less tharvideal worlds in order Lo head off another revolt. Clan ideology, which dictates that the Great Father
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THE VOICE OF KERENSKY

Aleksandr Kerensky never intended the
“Star League in Exile" to stay in the Pentagan
worlds forever. With an eventual return to the
Inner Sphere in mind, on 9 September, 2786, he
broadcast a message toward the planets he had
left behind. Known to the Clans as the Voice of
Kerensky, this message would travel at light-
speed back to the Inner Sphere. 1t would arrive
at the edge of the Periphery roughly 770 years
after its broadcast (the Clan worlds being that far
from the Inner Sphere-Periphery boundary), in
approximately 3550.

The message read as follows:

"Ta all citizens of the Inner Sphere da [
Aleksandr Kerensky, send greelings

“Know that | have takan the remnant af tha
Star League Defense Force which has remained
true to its purpose beyond the boundaries of the
Inner Sphere, beyond the Periphery. | have donea
this, neither out of disappointment with those
whom we leave behind, nor out of spite or dis-
dain, as some will say. No, we have left the Inner
Sphere because we love if too much to see if
dastroyed. In the wake of the Usurper's coup,
and the long, bitter fighting that came with it, |
fear that my forces would do incalculable, possi-
bly irreparable, harm to our society. We are
sworn to ward the Star League and its sulijects,
not destroy it.

“Thus, we have left the anly hormes we have
ever known to place the desfructive capabiiity of
this armada beyond the reach of thase v
would use it not for defense, but for conguest
Perhaps, with the might of our ‘Mechs and ships
our af their reach, the leaders who now grapple
with one another will relinquish their dreams of
subjugating their neighbors and laarn to live
peace with them.

“Perhaps, one day, showid mankind step
back from the brink of the abyss. we. or our chi-
dren, ar our children’s children will return, to
once mare serve and protect and goide the Star
League in mankind’s quest for the stars.

“Farawall.”

The Clans that Nicholas Kerensky created
chose to return barely 260 yvears after the gener-
al's transmission, long before the message
could reach the Inner Sphere to reveal the sur-
vival of the Star League's descendants. By coin-
cidence, however, Task Force Serpent—the New
Star League force sent to assault the Clan world
af Huntress—encountered the Voice in early
3060.

can do no wrong, assumes that these planets were the intended destination. |
remain skeptical.

Micholas Kerensky's diaries give no indication that he was privy to any particular
destination. In an entry dated barely a month before the landings, he cormments,
“There will be another Prinz Eugen if we don't make planetfall soon.” | suspect the
elder Kerensky was “winging it” rather than having a particular goal in mind. Either
that or the initial destination—perhaps one of the supply worlds en route—proved
unsuitable, or social pressures forced the Exodus fleet to stop short of Kerensky's
original goal, In any case, the five planets later known as the Pentagon worlds were
it.

The Clans still celebrate landfall in the Pentagon as Founding Day, their prima-
ry festival, though the actual landings did not begin until early September. First to
ground were members of the SLOF science corps; they surveyed the worlds, cata-
loging native flora and fauna. Ordinarily, they would have spent several months on-
world assessing threats before any colonization effort took place, but Kerensky
knew that holding six milllon people on the ships so close to their new home wou ld
likely spark another revolt. Within ten days of the first landings, members of the
SLDF enginesring corps made planetfall and began setting up prefabricated build-
ings, The first colonists set foot on Pentagon soil a week later.

Many have speculated about the Exodus fleet's ability to support itselfl in those
early years; certainly few members of the SLDF counted agricultural or heavy indus-
try workers in their immediate families. Anticipating this problem, Kerensky and
DeChevilier had “invited™ farmers, miners and enginegrs to accompany the Exodus.,
With their homes in ruins and rendered destitute by the depredations of Amaris’
forces, most were willing to join up. However, available records hint that the lead-
ers of the Exodus may have resorted to intimidation and even outright blackmail to
ensure an appropriate range of skills.

Yet even the skills of these individuals were insufficient to support the nearly
six million colonists, and so General Kerensky ordered a controlled dermobilization
of three-quarters of the SLDF. This action added. 1.5 million able-bodied men and
women ta the work force, who learned the rudiments of farming and construction
from the experts. The demobilization order met with little resistance; the people
knew they must work together or perish. Also, demobilization was not arbitrary;
Werensky instigated a series of tests 1o ensure that only the best warriors remained
in uniform. The fleet's vast military surplus, ranging from sidearms to BattleMechs
and WarShips, was placed in several arms dumps later known as Brian caches.
Those supply depots would return to haunt Kerensky at the turn of the century.

The months of preparation back in the Inner Sphere paid off in the early weeks
of colonizing the Pentagon. In addition to housing materials, the exiles had brought
along industrial machinery and prefabricated factory units; the first factones were
on-line within five months of landfall. The few scientists who had accompanied the
fleet immediately plunged into study of their five new homeweorlds, though not in
time to avaid tragedy. Two worlds were marginally habitable; the other three har-
bored microorganisms hostile to humans or to the livestock they had brought with
them. The exact death tall of the early years remains unknown, bul estimates sug-
gest that up to sixty thousand people perished,

Kerensky had ordered the inclusion of a wide range of Inner Sphere flora and
fauna among the fleet's cargo, and by 2730 most of these had been introduced to
the worlds of the Pentagon and the Kerensky Cluster. Many were genetically modi-
fied 1o survive the rgors of the new worlds, The most aggressive, together with a
nandful of natve predators, would |ater form the totem animals of Micholas
Kerensky's Clans.

By 2794, the new colonigs had rounded the corner and were beginning 1o pros-
per. lronically, that very prosperity eventually doomed the so-called Star League in
Exile, The remaining active fleet explored a nearby cluster of worlds and founded




more colonies, including Strana Mechty. Many colonists volun-
teered to relocate to the new worlds, but the bulk of the exiles
remained in the increasingly sophisticated Pentagon colonies.
As daily life turned away from matters of survival toward com-
fort and personal gain, the darker side of humanity—greed.
jealousy and so on—once again began to emerge.

SERPENT IN EDEN

We will never know precisely why Aleksandr Kerensky
allowed the situation to deteriorate as far as it did, but the
death of his beloved wife Katyusha in 2796 surely contributed,
The loss of Katyusha Kerensky plunged Aleksandr into a period
of prolonged mourning, during which he ignored the calls of dis-
possessed warriors to create planetary militias that would
restore their pride. In addition, the colonies’ industrial base was
still too small to provide the luxuries craved by many.
Resentment festered, and the exiles began to polarize into fac-
tions along social or nationalist lines. This in turn created more
friction, as each group sought to promote its own social, ethical
ot religious agenda. Kerensky, rapidly approaching one hundred
years of age, did nothing to halt this disaster in the making.

On 28 Movember, 2B00, rioting broke out on the planet
Eden between colonists of Capellan and Federated Suns origin,
The first clashes were small-scale scuffles, but the level of vio-
lence soon increased. Fullscale rebellion erupted on 5 May,
2801, with the Capellan faction declaring independence from
the Star League in Exile and moving to take control of one of the
planet’s Brian caches. This time, Kerensky did not hesitate. He
sent General Aaron DeChevilier and a regiment of troops to
restore order, DeChevilier died in an ambush on 14 May, setting
the scene for Armageddon.

Distraught at his friend's murder, Kerensky cited General
Order 137 in ordering massive reprisals—among them the exe-
cution of all rebels. Settlerments were razed, their populations
scattered or killed. Loyalist SLDF troops killed almost twenty
thousand colonists in what became known as the DeChevilier
Massacre. Rather than cowing the remaining population, how-
ever, the massacre had the opposite effect. Violence erupted
on the other four Pentagon worlds; only the subsistence-level
new colonies in the Kerensky Cluster remained unaffected,

As the death toll rose, Kerensky's popularity plummeted.
Few respected his orders or the authority of the SLDF, and the
situation spiraled out of control. By early June, the skirmishing
on Eden had become allout war, Aleksandr Kerensky began
planning a campaign to secure the world, but fate intervened.
At 11:47 a.m. (TST) on 11 June 2801, Aleksandr Kerensky suf-
fered a massive coronary at his command post. He was certi-
fied dead ninety minutes later.

TIME OF DARKNESS

In the wake of the DeChevilier Massacre, few people
mourned Kerensky's passing. With both its |leaders dead, the
SLOF collapsed into infighting. Aleksandr's oldest son, Major-
General Micholas Kerensky of the 146th Royal BattleMech
Division, was the general's designated heir; however, almost all
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of the remaining SLOF commanders rejected him on the
grounds that he lacked combat experience. Meanwhile, they
pressed their own claims to the leadership.

Respected by his own unit and the bulk of the nawy,
Micholas was urged by several friends to take charge. As his
father had done with the vacant Star League throne, he refused.
As he put it, “Individuals stricken with emvy and avarice, hiding
behind false patriotism and sham justice, cannot be made to
change; they must either burn the sickness out of their lives
with years of futile fighting, or die a senseless death as all fools
do.” Realizing that civil war was inevitable, he chose to take his
loyal followers on a second Exodus.

Protected by the guns of loyalist WarShips, those who
wished to escape the impending violence were evacuated from
the Pentagon and transplanted to one of the new colony worlds,
named Strana Mechty (“Land of Dreams”™), Nicholas placed con-
siderable emphasis on rescuing scientists, and by the end of
December his forces had evacuated almost a quarter of the
civilian population—roughly a million people. The bulk of the mil-
itary remained in the Pentagon; the 146th and 149th were the
only complete divisions that sided with Nicholas, The |ast evac-
uation shuttle left on 29 January, 2802, Within three weeks, all
five Pentagon worlds were embroiled in the Exodus Civil War,
which would last for almost twenty years.

BY ANY MEANS NECESSARY

As Pentagon society destroyed itself, Nicholas and his fol-
lowers established themselves in the Kerensky Cluster, Based
on the world of Strana Mechty, their society thrived, During the
early years, troops and ships loyal to Nicholas ensured securk
ty; after the rebel navies destroyed themselves, Nicholas® peo-
ple no longer faced an outside threat.

Micholas realized that the Pentagon worlds' greatest prob-
lerm was the natural human tendency to settle in like groups.
Inevitably, the Exodus colonists had formed communities
around their former cultural ties. The Cluster worlds, with their
smaller populations and relative lack of leisure (they remained
rough-and-ready frontier worlds, where working together was
imperative) were relatively unaffected by the disturbances.
However, Kerensky realized that eventually they too would suc-
cumb. The only solution was to remode| society, eliminating cul-
tural bias as much as possible. To accomplish this, Nicholas
created the Cians.

Ever his father's son, Nicholas was an avid student of his-
tory, particularly the medieval period of old Terra. The feudal
model of society that had pervaded the Inner Sphere was based
on that European political system, but Nicholas hated the cor-
ruption and favoritism endemic to feudalism. He wanted a soci-
ety based on merit and ability rather than parentage. It is ironic
that his descendents reversed his intentions, espousing the
superiority of select bioodlines.

Micholas borrowed from various historical eras to create
his new society—among them the Mongol hordes of the thir
teenth century, whose terminology he adopted. Other major
influences included Shogunate Japan (the warrior ideal and




THE EXODUS CIVIL WAR

The Exadus Chvil War was lke no other in
history. The SLDF believed in using all the
tools at its disposal, and the rebels took this to
pxtremes in the fighting on the five colony
planets. As in the early years of the Succession
Wars, orbital bombardment and nuclear
altacks were commaonplace. Some records hint
that chemical and biological weapans also saw
extensive use, though this has never been con-
firmed.

The rebels seized control of numerous
Brian caches and armed the population. The
gheer number of caches, Nowever, meant that
many remained unopened until Wicholas
Kerensky's return. Cached WarShips were
much sought after and became the focus of
several pitched naval hattles. Few ships were
reactivated: those that were soon fell wictim to
their sister ships controlled by oppasing fac-
tions. By 2806, the rebel navies had virtually
anninilated each other.

Meanwhile, the fighting continued
unabated on the ground. After the first brutal
years, the use of nuclear weapons ceased. and
the destruction of the rebel fleets gliminated
the threat of hombardment. However, gach fac-
tion maintained sizahle "Mech, armar and
infaniry assets. which they mercilessly threw
into the meatgrinder of the civil war. Battles
that had once involved thousands of troops
were replaced by clashes between small bands
of armed colonists.

By 2819, the five worlds had settied into
pseudo-feudalism, with the warlords using
their control of military assets to maintain their
hold on the reins of power, These peftty lords
raided each other, occasionally torming
alliances to combat a common foe. No faction
dominated, but slowly a hierarchy developed.
It left to their own devices, the Pentagan
worlds might have recovered. However, the
carmage of the wars reserved advanced tech-
nology for the warlords and their armies.
Battles were fought with twenty-eighth-century
weapons, while the general standard of living
had deteriorated to the equivalent of Terra's
gighteenth century, Of the four and a halt mil
lion people left behind by the second Exodus,
barely two million remained alive—and that
number looked likely to dwindle.

Then Micholas Kerensky's army returned,
and tforever changed the history of the
Pentagaon.
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honor code) and twentieth-century China (which provided the model for Clan society
as a whole). In creating the Clans, Micholas wanted o break all pre-existing ties,
including those of the divisions that had journeyed to Strana Mechty. He therafore
chose to dramatically reconfigure those units. Of the thousands of troops whe joined
the second Exodus, only eight hundred wert selected to join Micholas’ new military
units: twenty “Clans,” each a reintorced battalion of forty warriors.

Rigorous testing ensured thal only the best warriors were included in the new
units. which Micholas named for various predators of the worlds of the Star League
in Exile, He used no other criteria: no gender bias. no cullural quotas, no racial
restrictions, Ability alone determined who became a Clan warrior. The new units
included Lyrans, Korilas, Hegemony itizens and S0 O, Bven SOme former Rim
Warlds troops. The Clans were the ultimate meritocracy. Micholas participated in the
combat trials to prove his worth, as did Jennifer Winson {who later became his wifel,

On 9 June, 2815, Nicholas declared himself ilKhan, Khan of Khans and
supreme ruler of the Clans. In his enthronement speech in the city of Katyusha on
Strana Mechty, he called on his troops 1o work together for the comman good: “If
there is no unity, nothing can be achieved,”

Morgan: [ know you said he borrowed ideas, bul Nicholas® misappropriat-
ad sayings are starling to sound like the misquotations of ComStar adept.
Phelan: Sorry, | missed that one.

Morgan: *Nang-la dra ma-shuna, chi-ki tonta droki mare™ —"If there is no
unity within, nothing can be achieved outside.” Comparative refigion never
was your strong suit al school, it's a Buddhist provert.

Intended to liberate the Pentagon, Micholas' new army was dominated by
BattleMechs and asrospace fighters, with other arms playing a minor role as secur-
ty troops. However, the eight hundred were not the only “Clan” force. The largest por-
tion of the loyalist military—those who had failed the testing—remained in the
calomies of the Kerensky Cluster, Mary later rejoined the Clan military, but their
absence from the Pentagon campaign counted against them. They were denied @
place in the eugenics program and thus the “mainstream” Clan military, becoming
instead the ancestors of today's freeborn warnors and the Clan paramilitary police,

many of these “excess” IMOOPS Were armaor, which explains their latter-day
absence from the ranks of the “trughorn,” The clear superianty of BattleMech forces
in one-on-one engagements resulted in the dearth of armor and vehicle units in the
Pentagon campaign, and thus in the Clan military as a whole, Infantry troops have
skills that "Mechs and fighters cannot match, and so regained a role in the Clan mil-
itary; armored vehicles could make no such claim. Not 1o denigrale vehicle Crews,
but the need for teamwork in operating a vehicle otfectively goes against the Clan
ideal of individuatism in eombat—and ton for ton, "Mechs are more versatile and pow-
erful. Most Clans have vehicles in their Toumnans, and Kerensky’s SUCCESSOT, Jerome
Winson, ordered the creation of a whole range of Clan vehicles. However, few Clans
use thern in frontline units,

WarShips presented a special case. Though the majority of the active SLDF navy
supported Nicholas, the |oyalists had less than forly WarShips at their disposal, as
the majority remained in orbital caches. Dominated by technicians rather than war-
rinre and scarcely involved in the liberation of the Pentagon, the crews of these ves:
sels were jnitially denied the honor of Bloodnames. However, OVEr the years it
became apparent that Bloodnamed command personnel were necessary. Thereforg,
most of ficers were graduates of the fighter arm. (Clan Snow Raven eventually came
to treal Warships as a distinct military branch, but they are the exception to the rule.)

according o his journal, Nicholas ariginally intended to apply the term “Clans”
only to the warriors of his new society. However, it quickly became apparent that
some other allegiance was neaded to hreak the ties that bound many of the exiles—
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most of whom had been born and raised in the Inner Sphere.
Micholas therefore broke up existing groups among them and
scattered them throughout the twenty Clans. Each Clan became
a multicultural society, containing elements of every pre-existing
faction. Mo longer able to fall back on old cultural and political
allegiances or unit affiliations, the new Clans largely bonded
together.

1 will not gloss over the negative elements of the new order.
Kerensky used several strong-arm tactics to force through his
reforms, including threats and even violence as the situation
dictated. However, most of the exiles were weary enough of
strife to accept his benign despotism with little fuss. Again, his
diaries reveal his thought processes. On 6 February, 2802—
barely five weeks after the second Exodus—he wrote, “We will
not ‘do what we must to win'. We will simply do what we must.”
To Inner Sphere sensibilities, Nicholas Kerensky's most brutal
act was the destruction of family units, which he saw as part of
the overall social reorganization associated with tearing down
old cuftural barmiers. He did not do this suddenly—even the
most ardent loyalists would have balked at such a radical
change—but instead encouraged the fostering of children with
other families (once again reviving an ancient tradition).
Fosterage encouraged a wider understanding of people and
society, eliminating much of the prevailing cultural friction. By
the time the Clans returmed to the Pentagon, fostering was
commonplace; by the time of Nicholas' death, it had become
the norm.

1

The Clan eugenics program, begun in 2819, further weak-
ened family bonds in Clan society, though cause and effect are
often confused regarding this issue. Some have suggested that
the program destroyed family life in Clan space by demonstrat-
ing the viability of raising children outside the family unit. In
truth, the roles were reversed. Nicholas' diaries suggest that he
originally planned for the children of the iron wombs to be fos-
tered “like freeborn children™ (Nicholas coined the term free-
born, although at that time it had no negative connotation), in
the hope that trueborn and freeborm would form a harmonious
society with no divisions., However, life in the Kerensky Cluster
was hard and most adults worked fulltime. They had little time
Lo look after children (despite encouragement to have large fam-
ilies), and so most Clan offspring were raised in community
créches. Eventually, as the number of vatgrown children
increased beyond their society's ability to foster them, scien-
tists and educators took over the créche system and removed
all family connotations. The resulting method of raising, edu-
cating and training youngsters became known as “sibling com-
panies,” later shortened to “sibkos.”

RETURN TO THE PENTAGON

By mid-28B21, Nicholas judged his troops ready (and the
forces of the warlords sufficiently weak) to launch the liberation
of the Pentagon, called Operation Klondike. Four Clans targeted
every Pentagon world, each assigned a specific sector.
Assigned to Arcadia were Clans Ghost Bear, Blood Spirit, Star
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adder and Steel Viper, 10 Babylon, Clans Sea Fox, lce Hellion.
Coyote and Cloud Cobra; L0 Circe, Clans Nova Cat, Mongoose,
Snow Raven and Wolverine; to Dagda, Clans Burrock, Fire
Mandrill, Goliath Scorpion and widowmaker; and to Eden. Clans
Smoke Jaguar, Wolf, Jade Falcon and Hell's Horses. Too much
happened in the yearlong campaigns to do them justice inafew
hundred words, Suffice it fo 5ay that the Clan assault was dev
astating, The warlords had little warning, and though the fight-
ing was less one-sided than Nicholas had hoped. the Clans
swiftly swept the defenders aside, The outcome of the batlles
shaped the modern-day Clans in many ways: the Wolf-Falcon
feud stems from Operation Kiondike, as does the brutality of
the Smaoke Jaguars, the infignting of the Fire pandrill Kindraas
and the Snow Raven's asrospace bias.

On 26 May 2822, the last resistance ceased and Nicholas
began the long process of rebuilding society. He ardered the
surviving population divided between the Clans, absorbed inlo
the civilian castes of each, The ease with which the liherated (or
subjugated, depending on your point of view) people went along
with Kerensky's proclamations shows how severely their spirits
had been broken by two decades of war. The Pentagon survivars
were soon absorbed into Clan soeiety, which generally accepted
the newcomers with open arms.

previous histories of the Clans have focused on the willk-
ingness of the Pentagon civilians to join Nicholas’ new order. of
course they were Willing. Exploited mercilessly by the warlords
and subject to nearconstant fear of attack, they reached out 10
Nicholas as their savior, which goes a long way toward explain-
ing the near-messianic awe in which many Clansmen still nold
him. The exploiters, howeyer, were a different story.

Many died in the Clan assault, Those who remained at
large were hunted down: the ones who survived what became
known as “Tne Coursing” were used as object lessons, Most
wera tried and convicted of treason. and subsequently execul-
ed by firing sguad. Others were prompted to “eonfess” their
sins, and then publicly humihated and beaten. This process,
known as “Thamzing,” farmed a cornerstone of Micholas’ tac-
tics to subdue the Pentagon planets. Such gesslons encour-
aged the people to denounce the old order, often turning vio-
lently on their former oppressors while systemaftically destroying
the old pelitical systems and authority. The people grpressed
their anger al two decades of war, at the same time Becoming
accomplices Lo Micholas' actions. The cpssions were extremely
unpleasant but devastatingly effective, Just as they had been
eight centuries earlier for the Chingse government on Terra
(which invented the Lechnigue). The sessions also demaonstral-
ed that Nicholas Kerenshky would do anything to ensure his new
society's survival. Brutal situations called for brutal measures.
The individual—at least, the nonemilitary individual—wouid e
far less important than the Clan. With the example of Thamzing
hefore them. no one outside the military elite guesticned
Micholas' authorty.

The sheer brutality of the postliberation months prompted
some within the Clans o reyise their opinions of Micholas, While
they agreed Lnat the warlords shauld he punished, torture and

degradation wenl against gyerything they stond for, They feared

Wicholas would become another Adolf Hitler, Mao Tse-tung or
Stefan Amaris. Criticism mounted, until it eventually reached a
orisis.

WOLVERINE TREACHERY

e first rumblings ot discontent came from a SUrprising
source: Clan Jade Falcon. hany in their ranks were upset that
Nicholas had chosen ta join the Wolf Clan rather than the
Falgons at the end of Operation Klondike, Disappointment made
them guestion Micholas’ ideals (though not his methods). and
far a time they walked a fine line hetween criticism and treason.
Eventually the Falcon Khans cut out what they termed the "can-
cer" at their core. In July 2823, they purged dissident elements.,
in effect cutting off part of themselves so that the whole Clan
would survive. The Falcons that emerged from what they called
“The Culling,” though weaker militarily, were totally committed
o Kerensky's vision and were trenceforth counted amaong the
most traditionalminded Clans. However, the Falcons were not
alope in their reasonous mutterings.

Most of what follows is recreated from Michalas' journals.
Unlike official Clan records, they were never purged of their ref-
erences to the Not-Named Clan,

Micholas feared (probably correctly) that his grip on the
Clans was slipping, and flexed his muscles as ilknan against
{he main oppositicn 1o his authority; Clan Waolverine, AL
Micholas' urging, on 28 AUZUST, 2823, the Grand Council
declared that the Brian cache on Circe—which the Wolverines
had used to supply their Touman—was no longer Wolvering
property. The Council ordered them to share it with their neign-
bors, Clan Snow Raven. Violating the Clans” socialist principles,
the Wolverines objected strepuously, The ensuing political bat-
tie raged for several weeks. On 30 Seplember. while the
Walvering sakhan was attending 10 business on Circe, the
Ccouncil called for a vote (the Waolverine sakhan cast his vote via
HPG). The Wolverines’ prolesl was rejected. whereupan they
demanded a Trial of Refusal as was their right under Clan law.
Tre Trial was fought on 7 October; the Waolverings lost.

The situation deteriorated further in the Grand Council
chamber, as frayed lempers led o increasingly acrimonious
pxchanges, Wolvernne Khan Sarah MoEvedy hoped to win over
ather Clans to her cause; she knew thal Nicholas' dictatorial
actions worried several of her fellow Khans, However, Nicholas
was a canny politician and knew MeEvedy's weaknesses. AS her
support grew, he goaded her nto making a fatal mistake, In &
particularly blunt exchange. she insulted nim directiy—and by
extension, the Clans themselves, With a few il-chosen words,
MeEvedy destroyed her power base and any hope of liberalizing
the Clans. To make matiers worse, wnen Micholas called for &
Trial of Grievance. McEvedy commitied the ultimate sin: she
deciared the Walverines independent af the Clans. In doing sS4,
she gave Micholas esactly whal he wanted—an excuse 1o
destroy his opposition.

Whan McEvedy escaped Strana Mechty and returned 1o
Circe. where saknan Franklin Hallis had already placed the
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Wolverine Tournan on full alert. When Snow Raven forces acting on their own initia-
tive probed the Wolverine border on 10 October, the Wolverines counterattacked.
They showed no mercy, and after a short battle sacked the Raven capital of Dehra
Dun. They retreated in the face of Clan Mongoose and Nova Cat forces massing, but
not before making an object lesson of the city. After driving all civilians from the area,
they used a low-yield nuclear weapon to destroy the Raven genetic repository. The
messdge was simple and brutal: You have backed us into a corner, and we will do
anything and everything to stop you. Cowed by this "barbaric” action, the Mongoose,
Nova Cat and Snow Raven forces withdrew pending the Grand Council's final delib-
arations.

With the destruction of the repository, the guestion of how to punish the
Wolverings took a new twist. The Grand Council had voted on 8 October to censure
McEvedy and the Wolverines, but had ultimately intended to bring them back into the
Clan fold. Now they enacted the ultimate punishment, On 11 October, the Khans
voted for the Annihilation of the entire Wolverine Clan. As sentence was passed,
Micholas delivered what became his most famous quote: "Those who break faith with
the Unity shall go down into darkness.” Over the next few days, the remaining nine-
teen Clans battled for the honor of destroying the rebels; eventually the contest came
down to Clans Widowmaker and Wolf, However, in order to win the bidding, the
Wolves were forced to go below the accepted cut-down.

Khan McEvedy arrived back on Circe on 13 October and took charge of prepa-
rations for the impending assault. The Wolverine Khans suspected what Nicholas
planned, and sakhan Hallis deliberately absented himself from the Council for the
fateful voie, Following McEvedy's orders, he was preparing for a third Exodus,
McEvedy and Hallis both knew that the Wolverines would never be safe in Clan space.
To ensure their Clan's survival, they scattered small units throughout the Pentagon
worlds and the Kerensky Cluster, collecting material from supply caches and prepar-
ing to flee. The Ghost Bears spotted one such unit, but kept the information secret
for decades.

Wolf Clan forces began their assault on 25 October, beating off a Wolvering
counterattack on their landing zone. They fought the rebels on land, in the air and in
space. The battle raged for two days, and though outnumbered, the Wolves prevailed.
A running battle ensued as the Wolverines attempted to flee Clan space. Many ves-
sels on both sides were destroyed, but after nineteen days the Wolves were victor-
ous. Almost eighty percent of the Wolf force died; there were no Waolverine survivors,
Micholas Kerensky killed Hallis in a brutal, three-hour duel on Circe. Mo trace was
ever found of McEvedy. For the next two months, the Wolf force systematically
destroyed the Wolverines® holdings, demolishing buildings and forcibly sterilizing their
civilian castes. All sibkos containing Wolverine genes were terminated.

Despite these measures, on 22 January of 2824, the Wolf Loremaster present-
ed a troubling report to the Grand Council. A census of the Wolverings® population
and equipment showed numerous discrepancies, While most of the Wolverine frant-
line troops had been accounted for on Circe, many of the second-line warriors
appeared to be missing—along with most of the 331st Division's equipment from the
disputed Brian cache. Similarly, there were fewer civilians than expected, Officially,
the discrepancies were put down to bad bookkeeping. In reality, however, the Grand
Council suspected that a sizable portion of the Waolverines had escaped, probably to
the Inner Sphere.

Morgan; So there were survivors. What happened to them? Are they the
mysterious Minnesota Tribe?

Phelan: We do not know, There probably were survivors—the Ghost Bears
admitted as much—and from what Anastasius Focht told me, there is gwi
dence that the Minnesota Tribe were the surviving Wolverines. Why they hit
the worlds they did or where they went afterward, no one knows. ComStar
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CROSSING THE LINE

—Excerpt from Grand Council security tape; 8
Octaber, 2823 (annotated by Phelan Kell,
December 3061)

Kerensky [ilKhanl: My honorable friend the
Khan from Clan [CENSDRED] continues to
ignore the decisions of this body, as verified by
the recent Trial. | do not care that the cache is
that of the 331st Royal Division, her father's
command. This body is agreed that the caches
are a resource belonging to the Clans as a
whole, In the old order, her paternal loyalty
would be commended, but this is not the old
order, We are the Clans, We stand on our own
merits, not those of our ancestors,

Sarah McEvedy [Wolverine]: Except you.
Kerensky [ilKhan): | beg your pardon?
McEvedy: | said, except you. You seem per-
fectly happy to bask in your father's achieve-
ments. He was a visionary who sought justice
and peace for all. You seek control,

Mitchell Loris [Mongoosel: Khan [CEN-
SORED], you go too far,

McEvedy: Do 17 1 know many of you in this
chamber found our ilKhan's actions to secure
control of the Pentagon population offensive.
The Star League did not believe in torture and
brutality. Those are the tools of power-hungry
madmen, Is that what you have become,
Nicholas Kerensky? A power-hungry mad-
man?

=<Haised voices from all parties.»=

Kerensky: SILEWNCE! [CENSORED], Khan of
Clan [CENSORED], I, Nicholas Kerensky,
ilkhan of the Clans, do call for a Trial of
Grievance. By our laws, you may—

McEvedy: Hang your laws, Does the truth hurt
s0 much, Nicholas?

Kerensky: Fellow Khans, our colleague is
clearly overwrought. | call for a vote of cen-
sure, Loremaster Ward, please—

MeEvedy: Don't bother, Nicholas. I'll leava. In
fact, we'll all leave, Clan [CENSORED] no
longer recognizes the authority of the ilKhan or
the Grand Council. From this point forward, we
are an independent power, We decide our own
fate, fairly and according to the morals and
standards of the Star League.

Kerensky: You cannot do this.

McEvedy: | can and | have,

<<McEvedy moves to leave.»>

Kerensky: Arrest her!

continued on p. 14




continued from p. 13 i tred to find out, They sent a fleet under the command af Emilio Trawis to locate
. the survivors, but fost the trail spinward of the Outworlds Alliance.

<cMcEvedy draws her pistal; the Knans and - Morgan: You know my Views on ComsStar.

security guards back ofi A detachment of 1 Phelan: But we can trust Fochl

Waolvering troops arrives. == Morgan: | said ComsStar, nat Focht. They kept their anmy secret for more than
McEvedy : If you want 10 face us, fine—Dbul we © two centuries.

will not hold back. Prepare ta reap the whirl-  §  Phelan: The Clans took genetic samples from everyong they captured or killed
wind. in the invasion, Save for one brief scare, no links @ the Wolverines wers found.
<<McEvedy storms out>>

Kerensky: My Khans, we face a serious . DEATH AND REBIRTH

decision ... . ; The anninilation of the walverines shocked the remaining dissidents into line.

Other “problem Clans” like the lce Hellions and Cloud Cobras put their own houses
in order, or else were chastised” by their peers (a8 happened to Clan Blood Spirit). This classic “divide and conguer” strategy worked
exactly as Nicholas had intended, leaving his authority unchalienged for the next decade. To Inner Sphere sensibilities, his methods
and goals were unconscionable, but he did manage to build a thriving society from the ashes of the original Exodus. To the population
of the Pentagon, anything was petter than continual war. They threw themselves into the restructuring of society, regardless of the fact
that the new order made maost of them second-class citizens. They had fled the Inner Sphere to escape war, and yet whole generations
had grown up in an era af factions and warlords, \War would never go away, but the Clans' rules of engagement would minimize dam-
age to civilian interests,

By 2830, Clan society was flourishing. Explorers were charting the worlds of the Kerensky Cluster and establishing colonies, indus-
trial complexes rose and food production was at an alktime high. The Pentagon worlds were onoce more self-sustaining and wolld soon
Become economic powerhouses. The education of the children born in the cupenics Program was proceeding apace. The oldest were
sleven years old, and the Clan population as a whole was clawing its way hack toward pre-civil war levels (which it reached in 2832).
Over the coming decades, the growth rate would increase exponentially. The future looked bright under the lordship of the Great Knan
Nicholas Kerenshky. As the year 9834 dawned, the people expected great things. What they got wds tragedy and bloodshed.

To rebuild after the Waolverine Annihilation, the Wolves had encouraged their merchant caste 1o trade throughout Clan space, turn-
ing the Clan into an aconomic powerhouse and allowing them Lo retuild much faster than anticipated. However, like any industrial
power, Clan Wolf nesded more and more raw materials o sustain growth, Eventually, they challenged the Widowmakers for a year's
production frorm the bauxite mines on Dagda. Vital for the production of ferro-alluminium, the hauxite would allow the Wolves to expand
their forces considerably. Wolf merchants had made initial approaches; the Wolf mititary stepped in and issued a formal challenge to
a Trial of Possession only after the Widowmaker Khans blocked the trading of the ore.

The challenge alone would not have caused problems betwean the two Clans; they and others had traded such challenges for more
than a decade. However, the obvious freedoms granted to the Wolf merchants and the respect shown them by the Wolf military prompt-
ed an outcry amang the Widowrnaker merchants, After losing the Trial and being forced o give away the ore, the Widowmaker mer
chants claimed that the warrior caste's machisma had lost their Clan a8 valuable resource. 50 incensed were they that they petitioned
the Grand Council 10 censure Khan Jorgensson for what they termed his negligence. The Widowmaker Khan's response was swift and
brutal. On 7 Jung, he prdered mass arrests and the execution of the merchant ringleaders.

The Widowmaker warriors' actions against their own people shocked the other Clans. When Jorgensson accused the Wolves of
inciting the merchant uprising, the other Clans supported Wolt Knan Jerome Winson's counterproposal: that the Widowrnakers had for
feited their rght to Eovern. He called for the Widowmakers' Absorption, a8 motion that passed unanimously. As expected, the
Widowmakers called for 2 Trial of Refusal.

The Trial took place on 7 October, on the Steitz Plains of [ronhold—the capital world of the Jade Falcons and thus a neutral venue
in the dispute. The forces were closely matched: ten Stars of Widowmakers and eleven of Wolves. Because of the seriousness of the
matter, ilKnan Kerensky and the Khans from the other seventeen Clans served as umpires. The fierce battle soon focused on the duel
between Khans Jorgensson and Winson. The overall hattle wound down as umpres and combatants became spectators at this duel,
forming an impromptu ring, around the two fighting Khans. Just as Jerome Winson seemed about to defeat his opponent, a Star of
Widowmaker ‘Mechs leaped into the fray and attacked the Wolf Khan. with the rules of zellbrigen so0 fiagrantly breached, Micholas led
the umpires into the fray 1o support Khan Winson.

pccording 1o his testimony at the ensuing Grand Council trial, JOrgensson wWas dazed by Winson's attacks and shocked by his own
troops' actions. When an Atlas stooped over his downed ‘Mech, he fired instinctively at the perceived threat and hit the large ‘Mech
squarely in the head. As i fell backward, he recognized the machine and its pilot and cried out in dismay. Micholas Kerensky was dead
before his 'Mech hit the ground.

The death of thewr leader provoked the Wolf warmors 10 nearinsane rage. They turned on the surviving Widowmakers and cut them
down. lronically, lorgensson survived the battle, only to be executed after the briefest of trials. The combined Clans then laid waste to the
Widowmaker Touman; only 3 handful af warnors urvived to be Absorbed by the Wolf Clan. Matasha Kerensky, regarded by many as the




epitome of the Wolf Clan, traced part of her genetic makeup to
one such survivor,

GOLDEN CENTURY

It is ironic that the dissidence and factionalization of the
Clans likely saved them from collapse. Historically, personality-
based empires—such as those of Charlemagne and Genghis
Khan—had fragmented on the death of their founder. The Clans,
however, were already litthke more than a loose confederation,
and so no grab for resources and power ensued after Nicholas
Kerensky's demise. Furthermore, the clear culpability of the
Widowmakers in the IKhan's death gave the other Clans a
focus for their grief and anger, serving to bind them together. If
anything, Nicholas® death strengthened the Clans.

The surviving eighteen Clans dealt with their grief in differ-
ent ways. Some, like the Ghost Bears, turned inward, seeking
to strengthen their own bonds of fellowship. Others, such as the
Nova Cats, indulged in mysticism. The Smoke Jaguars and the
Steel Vipers chose to hone their martial skills, while Clans
Blood Spirit and Hell's Horses isolated themselves from “cor-
rupting” influences, Many—among them the MNova Cats,
Wolves, Sea Foxes (later Diamond Sharks) and Jade Falcons,
became consummate merchants, One Clan, the Fire Mandrills,
factionalized into a microcosm of Clan society, Most Clans pros-

pered, and the years between 2830 and 2930 are widely known
as the Golden Century.

The reconstruction of the Pentagon continued, as did the
foundation of new colony worlds. Two factors limited the
colonies’ growth: lack of population and a desire to maintain a
tight grip on the reins of power. The latter was the more signifi-
cant; by the late 2830s, the first generations from the eugenics
program were entering service in the military, and the civilian
population was growing exponentially as a result of Nicholas'
mandatory marriage policy. Politics assumed ever greater impor-
tance; political intrigue led to several brutal incidents, which |
will cover |ater,

During the Golden Century, Clan culture underwent a meta-
morphosis that set it apart from the Inner Sphere. The liberal
ization of attitudes and the relaxation of traditional taboos and
social mores—vital in the years following the second Exodus to
ensure the survival of the exiles—became an integral part of
Clan culture. To many in the Inner Sphere, the result was an
amoaral people. This assumption is wrong, The Clans believe
deeply in their own set of standards; however, save for the peo-
ple of the Draconis Combing, few in the Inner Sphere can fully
comprehend the Clan way.

The Clans also made considerable scientific and techno-
logical progress, though much of it was evolutionary rather than

15




revolutionary. For example. the OmniMech (first fielded by Clan
Coyote In 2854) came from ideas incorporated into the Star
League Mercury BattlehMech design. Similarly, battle armar {first
used by Clan Wolf in 2868) was an amalgam of heavy armeor and
commercial exoskeleton technology. From a technological view
point, neither development was truly revolulionary —though their
impact on warfare was, as attested by the Inner Sphere’s SwifL
adoption of such systems inour own Time.

Despite its overall prosperity, the Golden Century saw iLs
share of troubles. The Smoke laguars Absorbed Clan Mongoose
in 2868 and destroyed much of their own merchant caste {to
their subseguent cost), while the Steel Vipers fought their own
civil war following the ascension of Khan Sanra Mercer, Mary
srgoing feuds between Clans stem from this period, among
them the Steel ViperSnow Raven hostlity, the Coyote-Fire
Mandrill feud and the mutual hatred between Clans Blood Spirit
and Burrock (which has found new life between the Blood Spinits
and the Star Adders following the Absorption of the Burrocks by
the latter Clan).

THE DRIVE TO WAR

Perhaps the most unusual feature of the Golden Century
was the apparent waning of the powers of the ilkhan. Micholas
Kerensky had been the Cians' suprame lord, deferred 1o by the
Khans of individual Clans. His successor. Jerome Winson, was
held In less exalted regard, Though they acknowledged his
authority in matters concerning all the Clans, the ather Khans
were less willing to take notice of the iIKhan's opinions on inter-
nal matters. The iIKhan became little more than a figurehead for
the Grand Council, elected to mediate a series of crises. After
2047, the position appeared to lapse, until the Outhbound Light
arrived at Huntress in 3048,

Without an iIKhan 1o mediate between them, the Clans drift-
ed further apart. The feuds and grievances from the Golden
Century intensified until they became as much of a driving force
behind Clan actions as the longterm goal of returning to the
inner Sphere. Together with a radical reinterpretation of Micholas
and Aleksandr Kerensky's teachings—particularly the Hidden
Hope Doctrine—this factionalism led 1o a significant schism
within the Clans.

On one side of the debate were those who felt that the
Clans should protect the Inner Sphere and its people from out-
side threats, while developing their own distinctive Clan culture,
mMembers of this faction, headsed by the Wolves and Coyotes,
were dubbed Wardens after a passage in Nicholas’ diaries! *...
to ward the Inner Sphere from all outside forces until that time
when the Star Leagua is reborn.” The Warden philosophy domi-
pated Clan Councils throughout the Golden Century (though the
term "Warden® was not coined until some years later), but
began to wane under the increasing diviswveness that plagued
the Clans in the 30th century.

The other faction in the debate argued for invasion of the
Inner Sphere. Known as Crusaders. they sought to re-establish
the Star League by conguest, with themselves as iLs rulers,

Headed by the Jade Falcons (and later the Smoke Jaguars). the
rrusaders believed that the Kerenskys had always intended to
return and take over the Inner Sphere. Support for this concept
was particularly strong among the civilian castes, whao suffered
most in the harsh conditions of the Pentagon and Kerensky
Cluster: they came to see the Inner Sphere as a paradise which
was theirs by right. With the Crusader philosophy taking hold at
the most hasic level, many Clans—particularly the weaker and
poorer ones—were caught up in L They had hittle choice but o
call for invasion, as the only possible way of bettering Lheir cir
cumstances. Many of the Crusaders had other maotives that
were not entirely selfless. Cloaking their desire for battle and
conguest in the teachings of the Great Father, they sought self
aggrandizement and the raw materials that the Inner Sphere
contained.

For many years. the Grand Council remained neutral in the
debate. By 2980, however, the Crusader cause had gained suf-
ficient support that the Grand Council could no longer ignore the
call for war, After many years of trying, the Jade Faleons intro-
duced & formal proposal for invasion to the Grand Council.
Though unable to force a vote in favor, they ensured that the
matter would not be put aside, The ensuing discussions, known
to Clan histary as the Great Debate, gave rise to the general
use of the Warden and Crusader |abels.

The Wardens knew that popular opinion was wrning against
them and maneuvered to gain time. They argued that without
intelligence on the Inner Sphere's current situation, the Clans
eould not make any rational decision, These arguments result-
ed in the farmation of Intelser, an intelligence-gathering network
intended to give the Grand Council a clearer picture of events in
the Inner Sphere since the SLOF's long-ago departure. Posing
as merchants, members of Intelser infiltrated various Periphery
realms, gathering information and relaying it to the Clans.
However. such material was |argely second-hand and unreliable,
resulting in a confused piclure of the Inner Sphere. The Clans
earned that the Inner Sphere had suffered two centuries af
nearconstant warfare, and that its technology level had fallen
drastically, Many seized on this as a pretext for invasion, They
quoted General Order 137, in which Aleksandr Kerensky had
said, "When the time is right, when the strength of our will and
aur honor s humanity's only hope to struggle up from the
ashes, only then can our descendants make the long journey o
the home that is rightfully ours.”

The dehate raged for years, significantly interrupted only by
the events surrounding the renaming of Clan Sea Fox as Clan
Dramond Shark in 2985. Though ostensibly an internal matter,
the renaming—prompted by the intreduction of a Snow Raven
bred predator to the oceans of Strana techty—reflected the
Warden-Crusader split. Sea Fox Whan Damon Clarke was 3
staunch Crusader, and so other Crusaders supported his
mation to rename his Clan. Warden Clans largely dismissed it
The clear wrongdoing by the Snow Ravens was irrelevant:
Clarke's motion faled. sisteen votes to eighteen. Clarke ult-
mately triurmphed by calling for and winming a Trial of Refusal.




THE COMPROMISE

With the renaming behind them, the Grand Council returmed
to the invasion debate. The Sea Fox incident had demonstrated
widespread support for the Crusader cause: the Warden Khans
knew that the Crusaders would soon gain a majority and force the
invasion issue, Their only option was to stall, to by time in which
o identify some means of stopping the Crusader juggernaut,

By the year 3000, the Clans were poised on the brink of
invading the Inner Sphere. Khan Madia Winson of Clan Ghost
Bear served as Grand Council Head in that year; a staunch
Crusader taken as abtakha from Clan Wolf, she called for a vote
on the invasion. Khan Kerlin Ward of the Wolves swiftly respond-
ed that the Intelser missions had met with limited success, and
that a lack of reliable intelligence remained a major obstacle.
The Jade Falcons and Smoke laguars might be willing to attack
the Inner Sphere “blind," but how many other Clans wanted 1o
risk throwing their troops away on a hasty attack? Instead, Khan
Ward proposed dispatching a reconnaissance force to make a
thorough survey of the Great Houses and their militaries, Faced
with the prospect of being sacrificed on the altar of Falcon and
Jaguar ambition, most Clans opted for caution and approved
Ward's suggdestion, Seeing the magnitude of Ward's victory,
Madia Winson voted in favor of the motion, delegating Clan Wolf
to gversee the operation, Kerin Ward created Wolf's Dragoons,
soon to become famous in the Inner Sphere.

Comprised of freeborn warriors drawn from Wolf Clan police
Clusters and strengthened by a handful of Bloodnamed war-
riors, the Dragoons would masquerade as a mercenary unit.
From Intelser reports, the Clans knew that the Inner Sphere
used such units. Though they disapproved of the practice, the
Clans recognized it as an opportunity for the Dragoons to seek
employment with each Great House in turn, which would enable
them to assess the strengths and weaknesses of each
Successor State's army. With the unit formed and ready to go,
Ward dropped hes bombshell. To be of any value, the survey
wolld take many years to complaete. In all probability, twenty-five
years—between three and five generations of warriors—woulld
pass before the reconaissance force returned home. Given the
preparation time for the mission, this meant an invasion was
highty unlikely to take place before 3030. Despite a near-rebel-
lion by the lce Hellions, the Wardens had their breathing space,

The picture painted by the Dragoons contradicted that given
by Intelser in many regards, The Inner Sphere had fought and
was still fighting a series of devastating wars, but the warring
nations remained viable. Much technology had been lost, but the
people had taken active measures to prevent further decline,
and it seemed likely they would eventually return to the level of
the Star League, They were not barbarians to be saved from their
own dark sides, like the people of the Pentagon, nor were they
an the verge of creaung a new Star League on their own.

The Dragoons' apparent abandonment of their mission
around 3019 stirred up the Crusaders, who once more agitated
for invasion. When rumors of the Steiner-Davion alliance and
the Fourth Succession War reached the Clans, the debate rose
to fever pitch. Once again, a Wolf Khan—this time Ulric
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Kerensky—counseled caution. Wary of tricks to table the inva
sion, the Crusaders contested Kerensky's motion to postpone
debate until after the end of the Fourth Succession War, The
motion passed by a slim margin, buying time for news of the
stalled Lyran-Federated Suns campaign to reach the Clans,
Clearly, the Inner Sphere was not on the brink of unification. A
similar scare accompanied the War of "39, but was similarly
defused. The Great Debate rumbled on, until the fateful sum-
mer of 3048,

THE GO VOTE

ComStar Primus Adrienne Sims had founded the Explorer
Corps In 2959, allegedly in response to visions of a threat to
the Inner Sphere from beyond the Periphery. The Corps” mission
was 10 survey space around the Inner Sphere, with the aim of
warning the Inner Sphere of the return of Kerensky's fleet or of
the approach of any hostile force. Unfortunately, the Explorer
Corps triggered the very apocalypse that Sims had sought to
avert,

In its 85 years of operation prior to the Outbound Light mis-
sion, the Corps rediscovered many lost colonies and introduced
them to the teachings of ComStar founder lerome Blake. The
survey that departed from the planet Bone Norman in mid-June
of 3046 was typical: an exploratory mission into the Coreward
Operations area, scheduled to last three years. The mission
commander was Precentor Arabella Bradford; Precentor Vincent
Dupont commanded the JumpShip and its attendant DropShips.
On 27 September, 3048, the Outbound Light jumped into what
its crew thought was an unexplored G7V star system. The sys-
tem's primary planet was Huntress, capital of Clan Smoke
laguar.

Senior Jaguar Whan Leo Showers ordered the vessel cap
tured and its crew interrogated. There has been some debate
about what happened to the crew, particularly their questioning
and repatriation. Though he is a good friend, | regret to say that
Precentor Martial Anastasius Focht deliberately muddied the
waters, alternately claiming that they were treated as honored
guests and referring to interrogation. The former may have been
true at first, but the crew did undergo the Clans' typical chemi-
cal interrogation process. | have seen the tapes, and can testi-
fy first-hand to the effectiveness of the method. The crew
revealed considerable information on the Inner Sphere's politi-
cal and military situation, as well as the apparent goals of its
major players. To my knowledge, only the 7-member survey
team of the S3-person crew were returned to ComStar; all exhib-
ited deep psychological scars from the incident. The remaining
Explorer Corps personnel—the vessel crews—were held by the
laguars, Even after the recent liberation of Huntress by Task
Force Serpent, their whereabouts remain unknown.

The capture of the ComStar crew gave the ambitious Jaguar
Khan the first solid information on the Inner Sphere in decades.
Armed with it, he forced the Grand Council to vote on the long-
postponed invasion. Faced with the prospect of Inner Sphere
vessels discovering the location of the Clan homeworlds, and
the very real prospect of an Inner Sphere dominated by the




technologically advanced Federated Commonwealth. the Clans
had little option, On 21 November, 048, they voled to invade
the Inner Sphere.

Clan Wolf alone opposed the move. As was his nght, ®han
Ulric Kerensky demanded a Trial of Refusal, The Walf Third
Battle Cluster fought valiantly despite being eutmatched tour ta
one (bidding had reduced the odds from sikteen to onel by Leo
Showers' Crusaders. The Waolves were narrowly defeatad, and
the Councll decision stood,

Wwith inter-Clan cooperation vital, the Council decided fo
glect an ilkhan to oversee the invasion. Vacant since 2947, the
post nevertheless carried immense prestige. There was only
one viable candidate for the job; on 12 December, 3048, Leo
Showers was elected the seventh ilKhan of the Clans.

pided by a fellow Crusader Whan, Elias Crichell of the Jade
Falcons, ilKhan Showers set about planning the massive mil-
tary assault code-named Operation Revival. On Crichell's sug-
gestion, the Grand Council agreed that the Clan whose forces
conquered Terra would become iiClan, ruling the other Clans.
The victorious Clan's senior Knan would become ilKhan in per
petuity, and the iiClan would also assume control of the “Free
Guilds"—those elements of the civilian castes that form part of
Clan society but do not belong to 8 specific Clan.

Despite the reports from the crew of the Outbound Light,
the Clans largely dismissed the combat ahilities of the Inner
Sphere militaries, and chose to send only four of the seventeen
Clans to attack the Successor States. Many feared that even
this was too much. The bidding and Trials to determine the par
ticipants were fierce. As the Clan of the Kerenskys, the Walves
werg given one place; the Falcon and Jaguar Khans felt that
forcing the dominant Warden Clan to jom the invasion was a
suitable punishment for the Walves' temerity in challenging the
Crusaders' will. Mot surprisingly, the Falcons and laguars also
won places. Some Clans, like the Star Adders, removed them-
selves from the operation by hidding low in hopes of daminating
the “Home Clans.” Others were underbid or failed to deliver the
hopedfor performance in the Trials. Clan Ghost Bear became
the fourth Invading Clan, with the Steel Vipers as reserves. The
others withdrew to lick their wounds and exploit the absence of
their more powerful companions.

The invasion was expected 1o last until late 3053, divided
into fifteen waves of ten weeks each (eight weeks of combat
pperations and two wesks of R&R). Though the plan originally
called for the assembled Clan armada Lo depart in June, many
warriors from the four invading Clans challenged their Khans 1o
allow select units to begin the journey in late February, Having
walted for more than two hundred years, the Clansmen could
wait no longer. These advance guards would Sweep the
Periphery for bandits, providing muchrneedead information for
the following fleet. They would wait at the edge of the Inner
Sphere for the arrival of the bulk of the Clan forces. After some
debate, Operation Revival was maodified to include this add-
tional phase, and the most elite Clusters from all four Invading
Clans departed on 21 February. The rest of the armanda
departed in mid-June, following the orginal campaign plan.

The advance guards’ first contact with Inner Sphere troops

in the Periphery led marny in the assault force to believe—mis-
takenly—that their leaders were being unduly cautious. Single
warriors equipped with law-tech ‘Mechs and fighters were na
mateh for Clan equipment of the skills of soldiers literally bred
far war, The Clans crushed every unit in their path, seizing con
trol of Deep Periphery realms to serve as slaging posts (for
example, 1he Khwarazm Empire and the Chainetane Isles). Clan
WarShips and fighters destroyed all vessels that attempted 0
flee with news of the approaching juggernaut, By the beginning
af 3060, the Clans were poised on the border of the Inner
Sphere,

OPERATION REVIVAL

The first assaults broke like a tidal wave over the coreward
edge of the Inner Sphere. They began on 7 March, 3050 by 20
March, every invading Clan was engaged against roops of the
Federated Commonwealth, Draconis Combine or  Free
Rasathague Republic. Little expecting an attack of such magni-
wide from the Periphery, the Inner Sphere's defenses gwiftly col-
lapsed, though on several worlds the defending troops went Lo
ground and waged effective guerilla war, The Clans came close
to seizing the heirs of the Federated Commonwealth and the
Draconis Combine: unknowingly, the Smoke Jaguars imprisoned
Combine heir Hohiro Kurita for several weeks on Turtle Bay, Only
after his escape from the infamous Kurushiiyama prison did the
laguars realize who had slipped through their fingers.

Hohiro Kurita's escape is significant for another reason. [t
prompied a series of riots on Turtle Bay, which culminated in
the Jaguar flagship’s arbital bombardment of the city of Eda. 50
intense was this attack that many in the Inner Sphere believed
that the Clans had used nuclear weapons. Alrmost a million pec-
ple died in the assault, a singular act of brutality that turned the
Inner Sphere and even many Clans against the Jaguars. Even
iknan Showers and Falcon Khan Crichell were outraged, and
the other Khans willingly followed the Wolves' lead in eliminat-
ing WarShips from their bidding. However, this did not stop the
Falcons from threatening 1o use similar tactics against
7onetermeer during the invasion’s fourth wave.

By late April, the first wave was drawing 1o a close. Drunk
with the euphoria of conguest, the Clans failed to achieve the
cooperation called for by fikhan showers, All four Clans provid-
ad afteraction reports on their assaults, but those of the
Faleons and laguars wers as much fiction as fact. This set the
tane for the rest of the invasion, rather than a concerted drive
into the inner Sphere, it became & point-scoring race hetwean
the Invading Clans. Discarding the pre-planned attack schedule,
the Clans waited only a week pefore launching new assalits,
They finished this second wave by the end of May When the
Wolves submitted a revised sohedule for their third wave, accel
erating the pace of assaults by merging third- and four th-wave
targets, the other Clans were outraged. If the Wolves succeed-
ed, they would become de facto leaders in the race: if they
failed. thay would create a weakness that the enemy could
exploit, The move was particularly galling to the Ghost Bears,




who had been forced to contract the Steel Vipers for additional
forces to suppress rebellions on their "liberated” worlds.

Ulric Kerensky's decision to assault the Free Rasalhague
Republic’s capital, which lay on the border of the Wolf and
Ghost Bear invasion corridors, forced the two Clans to bid
against each other for the honor of capturing the planet
Rasalhague. By bidding during the third wave rather than wait-
ing until the fifth, Ulric was violating an agreement made with
the Ghost Bear Khans some months earlier, but the Bears
would lose face if they insisted he abide by it. Instead, the
Bears did all they could to inconvenience the Wolves, hamper.
ing their other assaults. The new Ghost Bear Khans. Bjomn
Jorgensson and Aletha Kabrinski, forced the Waolf Khan to bid
far below the accepted cutdown If he wanted to win Rasalhague
for the Wolves, They expected the Wolves to be handed their
heads in the assault. However, Ulric had a secret weapon,

e,

By using intelligence | collected for him, Ulric manipulated
Rasalhague's defenders into doing what he wanted. Unlike the
Falcons or Jaguars, who eagerly used frontal-assault tactics
against the Inner Sphere forces, Ulric wished to minimize his
own losses as well as collateral damage to what would become
Wolf territory. Jealousy of the Wolves' achievement on
Rasalhague would ultimately lead to the Jaguars’ humiliation on
the planet Wolcott, though not for some time yet.

Meanwhile, the Smoke laguars also accelerated the pace
of their assaults. Led by the jIKhan, they made short work of
their targets. They finished ahead of the Jade Falcons and the
Ghost Bears, but soon fell victim to divisions within their ranks.
The so-called "Paradise Syndrome” (a nearreverence for cap-
tured Inner Sphere planets) led to an increase in Trials of
Possession for land and property, placing the Clan in a difficult
position when Combine-sponsored rebellions erupted on their
worlds, They lost valuable supplies, and though they swiftly
crushed the uprisings, such activities would plague them until
Operation Bulldog in 3059,

The fourth wave of assaults began in August 3050, July for
the Falcoris and Wolves. Few expected the drama that ocourred
not long afterward. On 10 September, the Federated
Commonwealth launched a counterattack on the word of
Twycross, captured by the Falcons in June. The FedCom troops
expected to encounter second-line Clan warriors, who would pro-
vide little resistance to the counter-invasion. Instead they found
a frontline Cluster, the Falcon Guards. The daring actions of Kai
Alfard-Liao in the Great Gash allowed the FedCorm troops to claim
a narrow but significant victory. However hard-fought the hattle,
the fact remained that a Clan force—a supposedly elite one—
had met defeat at Inner Sphere hands. Worse was to follow.

Seeking to make up ground lost to the Wolves, the Smoke
laguars assaulted Wolcott on 2 October. Hohiro Kurita goaded
the Jaguars into a series of mistakes, and they walked straight
into @ Combine trap. They withdrew after agreeing not to attack
the world again and to supply the DCMS with four OmniMechs
and twenty-four suits of battle armor. Convinced that the DCMS
troops had dishonored the sacred rituals of the Clans, the
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Jaguars vowed to never again accept a batchall (the ritual nego-
tigtion to decide the goals of an engagement and the forces
employed by each side) from Inner Sphere troops,

Meanwhile, the Ghost Bears plodded on, After the faled
bidding for Rasalhague, they successfully completed several
ather assaults. These achievements, which accompanied the
appointment of two new Khans, brought about a change in the
Bears' attitude that would eventually make them the strongest
of the Clans and convert them o the Warden cause, However,
one mare shocking event would occur before they embarked on
that path.

With the Wolf Clan’s lead steadily growing, ilkhan Showers
ordered a Grand Kurultai to convene on 1 Movember, 3050—pre-
sumably to censure Khan Ulric. The Clans would never discover
iiKhan Leo's intentions, however. As the fleet gathered at
Radstadt on 31 October, a convoy escorting Free Rasalhague's
Elected Prince Magnussaon jumped into the Radstadt system. The
Rasalhagian force immediately deployed fighters to buy time for
the Prince’s JumpShip to escape. The pilots showed immense
heroism, especially my old friend Tyra Miraborg, Her fighter crip-
pled, Tyra flew iton a suicide run into the Waoif Clan flagship. the
Dire Wolf, She died instanty, the impact also killed ilKhan Leo
Showers and nearly killed Ulric Kerensky. Singlehandedly, Tyra
Miraborg halted the invasion for an entire year.

Morgan: “0id friend"? You forget i"'ve met Anika and
had the reports from Gunzburg.

Phelan: It was a long time ago, and the Clans taught
me nat to dwell on the past. t's bad enough that the
Clans idolize her alongside Kai and named & DropShip
class after har.

Morgan: You must not be paying attention to events in
the Free Rasalhague Republic. They idolize her every
hit as much as the Clans do. They've created a new
medal, the Miraborg Cross, and they've built the Tyra
Miraborg Memorial Academy.

Phelan: | am reminded of her every time | see this
beit. But | will not make an issue of it, especially if the
“jce Queen"—dear Kate—might be reading this everr-
tualiy.

THE YEAR OF PEACE

Some Clansmen argued that the death of the iikhan should
he answered with vengeance, visited a thousand Limes over on
the people of the Inner Sphere. Luckily, cogier heads prevailed.
The Invading Clans chose to return to their capital world, Strana
Mechty, to elect a new ilKhan, The resulting lull in the fighting
became known as the Year of Peace.

The Clan homeworlds lie 1,300 lght-years from Terra,
roughly eight hundred lightyears beyond the [nner
Sphere/Periphery border. The length of the Clan armada’s
homeward journey gave the Successor States time to establish
temporary alliances, as well as the opportunity to learn how to
fight back. While the Clans gathered on Strana Mechty, the lead-
ers of the Inner Sphere did likewise on the world of Outreach—

home to Wolt's Dragoons, who had by this time openly thrawn
in their lot with the Inner Sphere. The Dragoans taught the Inner
Sphere war leaders what théy could of Clan fighting styles,
knowing that the respite would not last long,

Meanwhile, the Clans began proceedings with an inquiry
into Leo Showers' shocking demise. AlMosL 1o a mar, the Clans
regarded the death of the first ilKhan n a century at Inner
Sphere hands as a very bad omen.

The highly charged debate found no fault with any Clan or
Clansman for the death of the ilKhan, but served as the spring:
hoard for other, more dangerous pelitical games. Many of the
Home Clans were unhappy with the progress made by the
invaders and petitioned for admission to the invading force. The
Invading Clans opposed any diminishing of their authority, and
oo worked 1o ensure that one of their number would be the new
ilkhan. As they rightly argued, only someons termpered in the
flames of war against the Inner Sphere would be suitable for the
post.

The eventual nomination and election of the Warden-minded
Ulric Kerensky came as a surprise Lo many, especially given the
dominance of Crusaders among the Invading Clans. Those who
engineered it, however, had their reasons. By elevaling Kerensky
aut of the Wolf Clan Khanship, the Crusaders hoped to replace
him with & Khan more sympathetic to their cause, thereby solid-
ifying their grip on the Grand Council. They also appreciated the
irony of forcing a Warden ilKhan to further the Crusader agenda.
Ulric, however, outwitted them by giving the post to the fabled
Matacsha Kerensky, who had recently returned to Clan space. As
the only Surviving Bloodnamed warrior in Wall's Dragoons,
Matasha was the only one bound to heed the recall order sent
them by the Clans, She was a staunch Warden and her selection
as Khan ensured Ulric of the Wolf Clan's supporl. This gave the
new ilKhan some flexibility, despite the constraints imposed on
him by the Grand Council's Crusader rmaarity.

Bowing to pressure from the Home Clans, Ulric activated
three more Clans: the Stesl Vipers and the Nova Cats as
assault forces, and the Diamond Sharks as a new reserve Clan.
This act served three purposes. First, it strengthened the inva-
sinn force while inconveniencing the strongest elements aof the
Crusader opposition. The two additional assault Clans were
assigned to the outermost atlack Zones, the Jade Falcon and
Smoke laguar invasion corridors. These assignments casl
aspersions on the Falcons' and Jaguars’ combat abilities, and
more importantly required the twa original Irnvading Clans to give
the newcomers some of their captured territory.

Second, the addition of these particular three Clans dilut
ed Crusader power in the assault, The Diamaond Sharks and
Mova Cats were Warden Clans, while the Stepl Vipers were
known as “fence sitters,” straddling the two philosophies, Clan
Waolf's own Warden stance made for three Warden Clans 10
counterbalance the three Crusader Clans, Mearnwhile, the
Ghost Bears were steadily dnfting away from the Crusader view,
and so Warden dominance seemed assured,

Trurd, the gesture pacified the Home Clans. By adding
three of their number to the invasion force, Ulric eliminaled the
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justification for the others' demands to be included. The |ce
Hellions, one of the most prominent Crusader Clans, had hoped
to be chosen. but their own actions a few years earlier had
ensured otherwise. Disgruntled at having been left out of the
original invasion force, they had launched a series of raids
{dubbed the “Hellion’s Fury campaign”} throughout Clan space.
The attacks dermonstrated their martial prowess and virility, but
also cost them units and alienated the other Clans. Therefore,
they had almost no chance of selection when Ulric chose the
Clans that would join the invasion,

TEARS OF BLOOD

The Clans returned to the Inner Sphere in late 3051, begin-
ning their offensive operations in early November. They made
good progress in general, but the Year of Peace had allowed the
Inner Sphere to develop tactics and equipment to counter some
of the Clan advantage. In response to the slow pace of the Clan
advance, and backed by the ilKhan, the Mova Cats and Smoke
Jaguars decided to launch a knockout blow against the Draconis
Combine. On 20 November, Ulric petitioned ComStar for infor-
mation an their target, “a world of some importance™: Luthien,

The assault on the Combine capital began on 4 January,
3052, with five Galaxies—three Jaguar and two Nova Cat—land-
ing across the planet. Their principal target was Imperial City,
but excellent intelligence had enabled Gunji-no-Kanrei Theodore
Kurita to prepare for the attack. Arrayed against the Clans were
sixteen regiments: nine Combine units and seven mercenary
units. Among the former were the elite Second Legion of Vega,
the Otomo, the First Sword of Light and both Gernyosha units:
the latter included elite troops from the Kell Hounds and Wolf's
Dragoons, both sent to Luthien's aid by Prince Hanse Davion of
the Federated Commonwealth, Tagether with numerous second-
line units, the defenders held their ground for two days, and ulti-
mately prevalled. Both sides saw numerous acts of heroism, as
well as phenomenal losses. Luthien was the largest battle of
the invasion to date, and less than half the Jaguar and Nova Cat
force escaped from it,

Thelr loss on Luthien taught the Clans several lessons.
First, they could no longer claim that their defeats on Wolcott
and Twycross were aberrations. Luthlen was a stand-up fight,
and even though the Combine used deception as part of its bat-
tle plan, most of the battle was fought above-board, The Inner
Sphere militaries had proved themsalves a force to be reckoned
with. Second, the battle demonstrated the problems of coordi-
nating two Clans’ actions without the personal support of the
ilkhan. The Nova Cats and Jaguars blamed each ather for the
defeat, shattering any possiblility of future cooperation between
them. .

All too soon, however, the situation on Luthien paled into
Insignificance. On 7 Jlanuary, Myndo Waterley, Primus of
CornStar, met with the iIKhan on the world of Satalice. There,
Ulric revealed the Clans® ultimate goal: the “liberation” of Terra
and the reestablishment of the Star League.

ComStar, which up to this point had been cooperating with
the Clans, suddenly took a more belligerent stance. While other
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assaults continued, ComStar's Precentor Martial planned the
battle for control of Terra. Nefther he nor the [IKhan wished to
fight on humankind's home planet, and so they chose a proxy
world: Tukayyid, located in what remained of the Free
Rasalhague Republic. The battle for Tukayyid would pit all the
Invading Clans agalnst the Corn Guard, each Clan with its own
objectives. If the Clans won, ComStar would cede them Terra
and would become their administrative arm. If the Clans lost,
they would abide by a fifteenyear truce, capturing no worlds
closer to Terra than Tukayyid,

The epic battle began on 1 May, 3052, and lasted for twen-
ty-five days, Only one word truly describes it: bloodbath. The
Com Guard lost forty percent of thelr troops, with the same pro-
portion injured. Clan losses ranged from nine percent dead and
twenty-nine percent wounded for the Steel Vipers, to thirty per-
cent dead and sixty percent wounded for the Smoke laguars
(who sought revenge for Luthien, and so fought with reckless
abandon). Only the Wolf Clan achieved its objectives, though
Clans Jade Falcon and Ghost Bear achieved draws. The Clans'
defeat bound them to the Truce of Tukayyid; the invasion could
not resume until 3067,

ENFORCED PEACE

The truce did not sit well with the Crusaders. Even after &
Grand Kurultal ratified the agreement on 12 June, they sought
ways to circumvent it. The aftermath of ComStar's Operation
Scorpion—Myndo Waterly's ill-conceived attempt to take control
of the Inner Sphere—had hardened the Clans' attitude toward
the "Spheroids.” Despite Waterly’s abrupt resignation, they felt
that ComStar could no longer be trusted. It is a testament to
Ulric Kerensky's political skill that he persuaded the Khans to
accept the truce, and continued to fend off all challenges to it
until the fateful events of the Refusal War.

A warrior culture deprived of a battlefield, the Clans sought
another outlet for their pent-up aggression. Numerous Trials and
skirmishes erupted among them, and interClan raiding—
unheard of during the invasion, at least in the occupation
zones—became commaonplace. The long-running Viper-Falcon
feud escalated, with the latter losing nine occupied worlds to
the Vipers between 3052 and 3055. At the same time back in
Clan space, the Star Adders fought a series of engagements
against the Diamond Sharks to demonstrate their strength and
superiority among the Home Clans. Clan Burrock's similar recla-
matlon of territory from the Fire Mandrills led the latter Clan to
withdraw into their enclaves to lick thelr wounds,

Meanwhile, the Jade Falcons found themselves facing a
two-front war. In 3051, they had negotiated an alliance with
Clan Snow Raven, an expansion of the deal that had gained
them the loan of ten Raven WarShips during Operation Revival.
However, the Ravens apparently manipulated the situation in a
way that prompted the Falcons to abrogate the agreement,
which launched the twa Clans into a bitter feud. With the bulk
of the Falcon forces in the Inner Sphere, the Ravens had little
to fear, though a series of raids left their navy bloodled.
However, the fighting gave the Vipers sufficient breathing room
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1o consolidate their gains—an ironic outcome, given the |ong
standing hatred between the Vipers and the Snow Ravens,
all this factional infgnting mattered little to the people of

the Inner Sphere. Mare significant to them were the so-called

“Red Corsair” raids. Though the truth has never been proved,

the Jade Falcons sought 10 destroy the Truce of Tukayyid by
sending froops across the truce line, Unable 1o do so openly,
they worked in secret with the Crusader faction of the Wolves to
engineer “bandit raide” that would force the Innef Sphere Lo
send a unit inta Clan territory, The Clans could then claim that
the Inner Sphere had violated the trealy, and resume the inva

sjon with impunity. This much | know, as | led the Wolf Clan force
charged with upholding the treaty and bringing the Red Corsair
to justice. | personally faced Conal Ward, the principal Wolf con-
spirator, in a Circle of Equals, He admitted what the Crusaders
were doing, though his confession remains the only hard ewvi-
dence of the Falcon link, Howewer, the unexplained disappear-
ance of almost a Cluster of Falcon warriors during this period
cannot be a coincidence. 1In any Case, the plan failed; however,
overt raiding against the Inner Sphere continued.

In the summaer of 30587, the Crusaders made yet another
attempt to discredit Ulric and abrogate the treaty. The Crusader
faction of the Wolves brought a series of charges against the
iIkhan, hoping to replace Ulric with a Crusader. AS ilkhan, Ulric
was under no compunction to answer the charges, but did so in
an effort to break the Crusader Wolves® power bloc, Instead, e
fell into a cleverly laid trap—the Crusaders accused him of plot
ting genocide by denying Clan warriors their right to combat
against the |nner Sphere for the remaining decade of the truce.
Ulric could have fought the charge in the Wolf Clan Council and
won, but he knew the aecusation would come back to hiaunt him
in later years. He therefore chose to take the charge 10 the
Grand Council, even knowing that he would likely lose, The
result was the Refusal War.

The Council accepted the charge against Ulric by & narrow
margin: nineteen judged him guilty, fifteen innocent, As he had
planned from the rmoment the charge was presented, Ulric
called for a Trial of Refusal against the verdict. However, this
Trial would go far beyond a simple one-on-one or Star-on-Star
engagement. With the support of Matasha Kerensky and myself,
path then serving as Wolf Khans, Ulric bid the entire Wolf Clan
against the Crusader Clan he knew would nsist on the *hionir”
of taking him down: Clan jade Falcon, By this maneuver, Fie
hoped to win the Trial and shatter one of the strongest Crusader
Clans in the process.

As expected, the Falcons fought for the Grand Council s
decision. The ensuing battle raged throughout their occupation
zone. The Waolves pushed themselves to the limit and shattered
almost every Falcon unit they encountered, HOWever, their Drav-
gry could not compensate for their own ahocking 105585,
Realizing that the odds of wictory Were <|im, Ulric ordered me Lo
lead a representative section of the Wolf Clan's assels into
exile in the Inner Sphere. As we tought off Falcon pursuers an
Morges, the attacks led by Matasha and Ulric falterad. Matasha
Werensky, the famed Black Widow, died in a dugl in the Great
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Gash on Twycross; not long afterward, Ulric was killed by Falcon
treachery on Wotan. With the ilkhan and both Woll Khans dead
ar in exile. the Falcons claimed wictory—a Pyrrhic one, a5 it
turned out. The Waolves had reduced the Falcon Tourman o a
shadow of its former self, and schseguent atternpts by the
Falcon leadership to absorh the remaining Wolyes left both
Falcon Khans dead. Viadimir Ward, formerly @ Star Captain, took
charge of the resurrected “Crusader” Wolves, whio gratefully
glected him their Khan,
Desperate (0 demonstrate that 1
Clan, the Falcons launched an invasion des
alliance in 3058, penelrating as far as the industrial world of
Coventry before making a stand against the best the Inner
Sphere could throw at therm. At the same time and for & similar
reason, Viad's Wolves launched raids against the Smoke
laguars, netting much-needed breeding stock. The Falcons used
the battles on Coventry to blood a new generation of warrors
ithe origins of whom are unclear). When Victor Steiner-Davion
arrived on-planet at the head of a massive relief force, howev:
ar, the Falcons faced a dilemma. They had been hard-pressed
by the coalition forces already on Coventry, and the relief
force's strength roughly matched the remaining Falcon units. In
addition, Vlad's Wolves were moving to capture several worlds
in the Falcon ocoupation Zone. Falcon Whan Marthe Pryde knew
that if she shifted troops from Coventry to meet the Wolf
assaults, the likely result on Coventry would be mutual annini-
iation. On the other hand, retreating from Coventry without a
fight meant a significant loss of face. Prince Victor's offer aof
hegira gave Pryde an honorable way out: she accepted it and
ardered her troops to withdraw.

TWILIGHT OF THE CLANS
As 3058 ended, the Clans and the lnner Sphere gathered
for councils of war. On 19 November, the Clans met on Strana
Mechty and elected a new ilkhan, Lincoln Osis of the Smoke
laguars. Osis’ mandate was the resumption of the invasion. He
set about planning the operation, allowing six months for prepa
rations. That delay would cost nim tis Clan, his position and
evantually his life.
meanwhile, the leaders of the Inner Sphere met on the
Lyran capital of Tharkad. Four days before the election of Osis
as ilKhan, the Inner Sphere powers glected their own supreme
leader, a new First Lord of the Star League. Unlike the old Star
League's hereditary position, the new post of First Lord would
last for a fixed term, changing every three years. The first 10
hold the post was Chancellor Sun Tzu Ligo of the Capellan
Confederation. He faced the gargantuan task of fulfiling the
new Star League's primary goal nothing less than ending the
Clan threat once and for all, Events on Coventry had shown that
the Inner Sphere powers could work together in mutual defense.
tow, led by ComStar Precentor Martial Anastasius Focht. they
planned a massive joint offensive against the Clans.
The lnner Sphere leadars knew that they could not hope 10
defeat all the Clans, and so they set a mare attainable goal:
altering the balance of power in the Clans 1o favor the Wardens.

hey remained & viable
p into the Lyran




To accomplish this, they intended to attack and utterly defeat a
Crusader Clan. The target they chose, for several reasons, was
Clan Smoke Jaguar.

As both sides prepared for their respective operations,
anather conflict erupted in Clan space. The discovery of under-
hand dealings between Clan Burrock and the bandit caste led
to calls for the Burrocks' Absorption, and Clan Star Adder won
the right to carry out the Council’s verdict. (Ironically, the new
Burrock Khan's attempt to clean up his Clan and distance them
frorm the bandits brought the prior corruption to light and
prompted Clan Star Adder to propose Absorption.) The
Absorption battles lasted for two weeks In February of 3059,
After their failed attempts some months earlier to engineer the
Absorption of the weakened Wolves and Jade Falcons, the ather
Clans were spoiling for a fight; several challenged the Adders to
Trials. Clan Blood Spirit, historically a bitter foe of the Burrocks,
went so far as to intervene in the Absorption. This action cost
them dearly when the Adders and Burrocks temporarily put
aside their Trial and turned on the Blood Spit interlopers. In the
debacle, the Spirits lost almost five Galaxies of troops.
Distraught, they withdrew to the Kerensky Cluster world of York,
ejecting the Snow Ravens and Jade Falcons on that planet. They
also abandoned their settlements on the Pentagon planet of
Arcadia, determined to further remove themselves from the
"corrupting influence” of other Clans,

The Invading Clans were active as well during this period.
Over the strenuous objections of lce Hellion Khan Asa Taney,
who had hopes of becoming ilKhan, Khan Viad Ward declared
that Home Clan forces would join the renewed invasion only as
isorla taken by an Invading Clan in a series of "Harvest Trials.”
The Wolves were Immediately flooded with preemptive
hatchalls—announcements of the forces a Home Clan unit
would use to defend themselves against a “hypothetical™ Trial
of Possession, in effect an invitation to a Wolf attack. The other
Invading Clans received similar offers. Through the Harvest
Trials, Viad's Wolves managed to rebuild a substantial portion
of their strength. The Jade Falcons followed suit, though on a
rmuch smaller scale.

On the eve of the invasion, the Grand Council received dis-
turbing news: the Inner Sphere had united under the banner of a
new Star League, and a coalition force was ejecting the Smoke
Jaguars from their occupation zone. The assault, code-named
Operation Bulldog, was the largest operation in living memary.
Invlving eighty-five BattleMech regiments and roughly two hun-
dred support units, it dwarfed Tukayyid; the only engagement in
recent years to match it was Hanse Davion's Operation Rat, dur-
ing the Fourth Succession War. When the scope of the Inner
Sphere operation became apparent, ilKhan Osis offered the
Home Clans a place in the invasion. Khan Pryde, however,
backed by Viad Ward, stated that any Clans wishing to join the




TAMING THE NOVA CATS ¢ invasion must first defeat the Falcons and Wolves, This declaration dashed the
! ilkhan's hopes of saving his Clan's Inner Sphere holdings.

On the worlds of Avan, Caripara, Having seen a vision of their Clan's destruction by the Draconis Combing, Clan
Chupadero  and Mualang, the Trials aof Nova Cat had spent several years in negotiation with the Combine. When the |nner
Possession between the Nova Cats and the Sphere launched its assault, the Cats sided with the new SLOF. To save the MNova
SLOF were steaightforward hattles. On other Cats’ honor, SLOF upits had to capture Nova Cat troops and holdings in Trials of
planets, the two sides employed less tradition- Poszession. As the Nova Cats had intended, they sycceeded, whereupon the Cats
gl mathods, On Sawyer, the Mova Cats surren- ¢ joined them in attacking laguar enclaves on the shared worlds of Avon and Caripare.
dered after a chalienge invalving the arcade i Combined with the unusual neutrality of the Ghost Bears, the Cats' aid and the shkill
game Stayer! (official reports list this as an of the SLDF cleared the Jaguars out of their pocupation zone in @ mere four months—
“aerospace simulator duel"), while on Bjarred . even though the planners had expected the operation to take as many years.

a coin toss (in which the Nova Cats called The unthinkable had happened. A Clan had been driven from the field of battle—
edge) decided the malter. On Irece, a “test of not simply forced to withdraw, but routed. However, the nature of the collapse meant
stamina” between infantryman Ewan Paltraw that a stream of refugee Jaguars was heading back toward the Clan homewarlds, The
and Nova Cat pilot Sola resulted in the small i Star League coalition did not find this good news. Their plan called for a second
Clan aerojock's hospitalization with alcohol ! assault against the Jaguar capital of Huntress, and the attack force was already
poisoning. On Itabaiana, a soccer match decid- § underway. Task Force Serpent, led by Federated Commaonwealth Marshal of the
ed control of the world; the Fifth Sun Zhang Armies Morgan Hasek-Davion, was capable of defeating the under-equipped Jaguar
Cadre won 5-3 after penalties, i garrison Galaxies known to be stationed on Huntress. The forces fleeing the Inner

Sphere, led by Galaxy commander Hang Mehta, were another matter, When

Qperation Bulldog ended. Morgan was somewhere beyond the Periphery but not yet

st Huntress, and the SLOF troops in the Inner sphere could not contact him, Victor Steiner-Davion. deputy commander of Operation
Bulldog, did the only thing he could. He assembled a handpicked force and set off in pursuit of the fleging Jaguars,

THE.FALL OF HUNTRESS

By early 3060, Task Force Serpent had arrived in Clan space. After Morgan Hasek-Davion's murder under mysterious circum
stances en route, command of the assauit fell to General Ariana Winson, leader of the Eridani Light Horse. The first SLDF forces—
DEST troops dropped from the SLS Stiletto, a Broadsword-class assault DropShip—Ilanded on Huntress on 2 March. They infiltrated
the Jaguar command post and destroyed the planetary sensor net, its command, contral and communication (C3} facilities, and the
control center for the Reagan surface-to-orbit weapon system. This task accomplished, the main attack began. Though the laguars’
three defending WarShips inflicted significant damage on the attackers, they were no match for the combined might of the SLOF arma-
da. With the naval battle over, the SLOF launched its planetary assaull.

By 12 March, the SLOF forces had secured several landing zones. Vicious fighting took place in and around the cities of Lootera,
Pahn City, Bagera and Mew andery, with the jungle surrounding the latter posing @ particularly thormy problem. The taks forces assigned
to take New Andery and Pahn City also encountered a completely new unit type that inflicted devastating damage. Between battle armor
and light ‘Mechs in size, these new machines were highly mobile and capable of taking considerable punishment, Called ProtoMechs
by the Clans, they were 8 wild card in the already unstable situation,

The SLODF forces clung 1o their positions, fighting off repeated counterattacks. At Bagera, the Eleventh Lyran Guards only seized
their objectives after calling in fire support from one of the orbiting WarShips. Within a day of landing, the Star League controlled
Huntress, and set about destroying the Jaguars' ability to make war.

On 19 March, Hang Mehta's ragtag refugee fleet jumped into the Huntress systemn, Detecting the SLOF WarShips in orbit, Mehta's
troops launched a counter-invasion on the IKkhan's orders, The Jaguar forces grounded on 24 March, and the fighting began anew. On
that same day, iikhan Lincoln Osis led a relief wave from Strana Mechty that recaptured Lootera from the SLOF. Jaguar sakhan Brandon
Howell staged additional landings near Lake Osis, but elements of the SLOF force under the command of General Andrew Redburn
withdrew into the Dhuan Swamp and forced the sakhan's troops to pay a fearsorme price.

The narthern SLOF battle group, under the command of General Winsan, counterattacked the Jaguar position in Lootera but was
pushed back. Hang Mehta's troops attacked again, forcing the Maorthern Army onto the defensive, but were defeated at tremendous
cost in & bloody lastditeh engagemeant. General Winson was killed in the final moments of the battle. Her opposite numier, ilkhan
Lincoln Osis, narrowly escaped the destruction of the laguar Secondary cammand Facility. Gravely wounded, he withdrew to Strana
Mechty. When Victor Steiner-Davion landed at the head of a relief force on 7 April thaving armved in-system on 30 March], Huntress
was firmly in the hands of what remained of the SLOF

THE GREAT REFUSAL
On 12 April, elements of the SLDF under the command of Victor SteinerDavion jumped into the Strana Mechty system. Granted
safcon, they grounded near to the Hall of Khans. A delegation of SLDF officers, led by Prince Victor and the Precentor Martial, met with
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the lIKhan and called for a Trial of Refusal against the invasion
of the Inner Sphere. The iIkhan agreed, and the Grand Council
ratified his decision. The Ghost Bears, however, declared the
matter a refusal of the Crusader philosophy. Maming them-
seives a Warden Clan, they declined to take part in the Trial.
Other Warden Clans followed their lead. The Crusader Clans,
including the last remnants of the Smoke Jaguars, stood alone
to represent the Grand Council. In an unanticipated move, the
Khans of Clan Nova Cat—already viewed by many as traitors for
the seeming defection of their troops in the Inner Sphere—
chose to fight for the SLDF.

On 23 April, SLDF and Crusader Clan units met in battle to
decide the future of the invasion. Eight SLDF companies
squared off against eight Crusader Clan Binaries.

As with Tukayyid, the Trial of Refusal was fought as sever-
al mini-engagements. The Blood Spirits and the Genyosha
clashed in Coldrill Valley, this brutal battle ended shortly after
the Combine troops knocked out the *Mech of the Blood Spirit
Khan, Karianna Schmitt. The Fire Mandrills fought the Capellan
Red Lancers, but the philosophical and political differences that
divided the Mandrills into often-warring “kindred associations”
(Kindraa) hampered the operations of their troops. Their lack of
cohesion enabled the Lancers to separate the two Mandrill
Stars and defeat them. The wooded valleys of the Sciace
District in which they fought allowed the Lancers to escape with
minimal losses; the skirmish ended when the last three
Mandrills surrendered.

The lee Hellions fared little better, meeting in a hitter clash
with the Nova Cats. The only battle to use aerospace forces
{reflecting the expertise of Hellion Khan Taney, an aerospace
pilot), the fight ranged far over the Duergar Plains, The Hellions'
own hatred of the Nova Cats prompted them to make several
mistakes that led to their downfall. The Mova Cat Khans under-
took much of the fighting thermselves, badly injuring the Hellion
Khan befora they were slain. The Cats lost only one other ‘Mech
and claimed victory when the Helllon stragglers withdrew.

The SLDF's first loss came at Zhaloba Mountain, where the
Jade Falcons demonstrated to ComStar's Precentor Harvison
that they too could make intelligent use of terrain. As ComStar
had done eight years earlier, the Falcons chose the best possi-
ble defensive position and smashed the Com Guard force as it
attempted to approach. In testament to the skill of the Com
Guard force, the Falcon unit took a beating, but their victory was
never in doubt, Whaen Khan Pryde offered the Com Guards hegi-
ra, they accepted,

The most surprising result came between the Hell's Horses
and the Third Drakens of Free Rasalhague. Meeting on the
rolling hills of the Breyan district, the Horses initially repulsed
the Rasalhague unit, but this temporary defeat only spurred on
the SLOF troops. Despite another counterattack by Horse Khan
Fletcher's forces, Overste Dahlstrom and her people managed
to take control of the ridge that was their objective, and so were
declared victorious.

The Clans’ second win came in the Perium Swamp. Using
Elementals and light ‘Mechs as a lure, the Star Adders drew the

THE SECRET HISTORY OF THE CLANS

First Free Worlds Guards into a trap and pounded them merci
lessly. Barely a third of the SUDF troops escaped the ambush;
with no chance of winning their objectives, they withdrew.

Knowing that the Wolf Clan was the greatest threat, Prince
Victor assigned the 5t. Ives Lancers under the command of Kai
Allard-Liso to meet thern, The Clans knew little of the unit, and
Victor hoped that Khan Ward would underestimate these elite
troops. As it turned out, the two forces were evenly matched.
The Lancers” durability and marksmanship offset the Wolves'
mability and fury. Kai Allard-Liao and Khan Ward met in single
combat, and Kal forced Viad to abandon his 'Mech. However,
neither side could gain a substantive advantage, and the two
leaders agreed on a draw.,

The final battle took place in the appropriately named
Bloody Basin of the arid Lechenka District. Prince Victor Steiner-
Davion led a combined unit of the Tenth Lyran Guard and First
Kathil Uhlans against some of the last surviving Smoke
Jaguars, Nine BattleMechs and a point of Elementals were all
that remained of that Clan's Touman, and they fought to the bit-
ter end against the best troops of the Federated
Commonwealth, The Jaguars abandoned the rules of honorable
combat, but in doing so freed the Inner Sphere troops to do like-
wise, Using long-range weapons, the FedCom units reduced the
Jaguar force to nothing. The SLDF suffered only one casualty in
this engagement: Danal Centrella, daughter of the Magestrix of
Canopus (and Victor's best hope of foiling Sun Tzu Liao's
atternpt to build a CapellanPeriphery alliance). At the battle's
climax, Prince Victor met ilKhan Osis face to face and killed him.
His death ended the Great Refusal and the invasion.

END OF AN ERA

The net result of the Great Refusal was five victories for the
Inner Sphere and two for the Clans, plus one draw. When Victor
Steiner-Davion addressed the Grand Council two days later, he
formally announced what they all knew: the invasion was over.

Then he went beyond that simple statement, in an attempt
to build something from the ashes of eleven years of war, He
pointed out that the SLOF victory was not a judgement on Clan
culture [though many in the Clans see it that way). In his own
words, the SLDF took action “not to impose our way of life upon
you, but to stop you from attempting to impose your way of life
on us.” Victor offered the Clans the chance to rejoin the Star
League: "The invasion s ended, but not so our contact and our
futures. There are countless individuals in the Inner Sphere wha
have learned to hate you, but we do not intend to prosecute a
war against you—at least, not as the Star League. As the Star
League, we invite you back to the Inner Sphere, to allow your
people and ours to become acquainted, We have things to offer
you, as you have to offer us. Beneath this umbrella of peace
there are many new possibilities. We invite you to explore them,”

Several Grand Council members turned deaf ears to
¥ictor's speech, fearing that the Inner Sphere meant to Absorb
thermn, Khan Viadimir Ward took the chance to point out that his
Clan had abstained from the refusal vote and had fought the
SLOF to a draw. Therefore, he argued, the Wolves were not




pound by the cessation of hostilities. However, he agreed that
the Treaty of Tukayyid would continue to bind his Clan until
3067. In response, Prince Victor stated that the SLDF would
take "swift and devastating retribution” against any future Clan
adventurism.

In his last act before the Council, the Prince declared that
though SLOF troops would withdraw from Clan space, Huntress’
capital of Lootera would rermain an open and neutral city under
Star League administration. Sir Paul Masters of the Knights of
the Inner Sphere became the city's rmilitary governor on 18 July,
shortly before the SLOF forces began the long journey back 10
the Inner Sphere.

On 27 April, the Grand Council mel again to discuss equal-
ly weighty issues. Khan Cassius n'Buta of Clan Star Adder
called for a Trial of Annihilation against the Nova Cats because
they had sided with the SLDF in the Great Refusal. Led by the
Ghost Bears, the Warden Clans blocked the maotian, but Khan
ward of the Wolves put forward another—this time for
Abjuration. Attaining the necessary faurfitths majority and with
no Khans to represent the Nova Cals in the Grand Council, the
motion passed without contest. The Mova Cats were given a
month to vacate their Clan space holdings.

This exchange brought to light the Ghost Bears' secret relo-
cation of almost their entire population o their Inner Sphere
pccupation zone, abandoning all their enclaves except those on
Arcadia and Strana Mechty. This revelation prompted Hell's
Horses Khan Malavai Fletcher to demand the Abjuration of the
Ghost Bears. In an eloquent speech, Bjomn Jorgensson said that
his people were not abandoning the Clans. but simply exploiting
their gains from the invasion. When Khan Ward of the Wolves
agreed, citing the futility of expelling a Clan that had already left,
Fletcher withdrew his petition. In any case. lorgensson knew his
Clan would not be Abjured. He had already secured the support
of the Diamond Sharks and Snow Ravens, gifting therm several
former Bear enclaves. This three-Clan bloc could defeat any
motion for Abjuration.

WARS OF POSSESSION

While the Mova Cats began preparations o withdraw from
Clan space, other Clans fought Trials of Possession for former
Smoke laguar assets. With no Clan claiming Absorption rights
and no Jaguar lropps remaining to fight the Trials, the chal-
lenges bogged down in political and legal wrangling, eventually
resulting in bitter military clashes between rval claimants, Few
of these challenges were settled conclusively, and a series of
secondary Trials against the new owners are currently under
way. This cycle of Trials appears 10 be self-perpetuating, with
each successful Trial prompting ancther or 8 Trial of Refusal.
Even now, almost two years after they began, Trials rage on sev-
gral Clan worlds.

The Fire Mandrills and lce Hellions remain enmeshed n
Trials for Smoke Jaguar assets on Atreus. as do the Wolves and
Jade Falcons on Eden and the lce Hellions and Coyotes on
Landerholm. On Circe. the Snow Ravens faced off against the
Wolves, with the added prize of that planegt’s Mova Cat Lerritor

ries. The world of Tranguil fell to the Wolves without a shot being
fired, as did Kirin to Clan Hell's Horses—disappointing those
Harse warriors who expected a major engagement. Vinton, long
a source of contention between the Jaguars and Clan Diamond
Shark, quickly fell to the merchant Clan. On Homer, homeworld
to Clan Cloud Cobra, that Clan and the Steel Vipers clashed
over the Jaguar enclave. However, the Steel Vipers stood fitte
chance against the massive Cobra force. Their situation
hecame even less tenable when the Cobras allowed Snow
Raven forces to land: the Ravens immediately challenged the
gains made by the Vipers, long their enemies, At that point, pos-
cession of the Jaguar assets became secondary as the two
squared off. The arrival of troops from the Inner Sphere at the
end of 2061 finally resolved that dispute.

The Ghost Bears” announcement of their relocation o the
Inner Sphere shocked the Grand Council, particularly as it had
clearly been under way for years with the covert support of othar
Clans. The departing Ghost Bears gifted what little remained of
their Clan space assets, save for their enclaves on Arcadia and
Strana Mechty, to their two principal allies: Clans Snow Raven
and Diamond Shark. Their forces already on alert, the two Clans
swiftly occupied their new possessions, over the objections of
several other Clans. Clan Hell's Horses, lang-time foes of the
Ghost Bears, moved against the Bears' former capital and man-
aged to secure several sites before the Snow Ravens were firm-
ly entrenched. These two Clans staged several Trials until the
Ravens realized that the Horses' actions were not directed
against them. Already overstretched, the Ravens agreed 1o
share the assets, thereby avoiding bloody conflict.

0 Tokasha, where the Bears had given their holdings to
the Diamond Sharks, the Ghost Bear Khans had not reckenad
on the swift reactions of the Jade Falcons. Realizing that some-
thing was amiss on the world, the Falcons had relocated the
Second Falcon Velites from Marshall to Tokasha. When Khan
Jorgensson announced the Bears' plans, the Falcons moved to
epize the colony, as did the Goliath Scorpions. The Diamond
Sharks landed troops from their Gamma Galaxy on Takasha and
guickly gained a commanding position. However, it soon
hecarme apparent that holding the world would prove costly.
After blooding their troops, the Sharks chose 1o withdraw and
consolidate their other gains from the Ghost Bears on Paxon.
The Falcon presence on Tokasha did not deter Clan Hell's
Horses from moving against the enclave of their old enemy. the
Ghost Bears. Fighting between the Horses, Falcons and Goliath
Scorpions on Tokasha died down briefly in late 3060, bur flared
up again in the summer of 3061, Currently, the Falcons and
Scorpions hold sixty-four and twenty-three percent of the planet
respectively, while the Horses have gained thirteen percent.

The SLOF withdrawal from Huntress created a power VAGLF
um. Almost every Clan staged rads against the former Smoke
jaguar capital with the goal of gaining ProtaMech technol0gy.
but only five Clans made serious atiempts 10 take control of
seetions of the world, Clan Jade Falcon ocoupied almost half the
continent of Jaguar Prime, taking the cities of New Andery and
Bagera, Clan Fire Mandrill's Kindraa Mattilla-Carrol occupied
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Pahn City and its environs, while Clan Star Adder seized the
nearty city of Myers. Clashes are still occurring between these
two Clan forces. The remaining two Clans were |eft with some
of the planet's least hospitable terrain. The Goliath Scorpions
took control of the Continent Abysmal, while the lce Hellions

occupied the Path of the Warrior Peninsula. The SLDF enclave—
Lootera and all territory within a hundred kilometers of the
city—has so far escaped Clan raids.

Several Clans moved against the Mova Cats, whom they
regarded as traitors, before the expiration of the one-month
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withdrawal deadline. The Cats lacked the extensive preparation
time available Lo the Ghost Bears. and could not simply evacu-
ate their people overnight. They were faced with a choice: imme-
diate withdrawal to the Inner Sphere and the abandonment of
their civilian castes, or fighting a delaying action beyond the
original deadline to allow as many civilians as possible time 1o
escape. They chose the latter, knowing it would likely mean the
death of their remaining warriors in Clan space.

On Barcella, the Mova Cat capital, the loe Hellions and Jade
Falcons tore into the Nova Cat defenders almost as soon as the
Clan was Abjured. However, help came from an unexpected
source—Clan Diamond Shark. Always on the lookout for profit,
the Sharks offered to assist the Mova Cat evacuation, providing
ships and troops under contract. This alliance of convenience
slowed the Crusader assault, but did not halt it. Seeing that the
situation was hopeless, the Cats granted most of their remainng
assets to the Sharks and withdrew with almost ten percent of
their population on Barcella. Trials between the Sharks, Hellions
and Falcons have gone on ever since the Cats' departure.

On Bearclaw, the Mova Cats contacted the Snow Ravens,
who had recently ocoupied that planet’s Ghost Bear territories.
In exchange for support from the Ravens' extensive nawy, the
Cats agreed to give them Cat territory on Bearclaw and Circe.
However, they reckoned without the Hell's Horses. The Horses'
long-running feud with the Ghost Bears prompted them to chalk
lenge for control of Bearclaw. They gained a foothold and then
moved against the Nova Cat enclave, prompting a brief three-way
battle. Small-scale Trials continued for several months: by the
time the MNova Cats finally withdrew in September of 3080, the
Horses held almost a third of the planet,

Only on Circe did the Mova Cats have the chance to with-
draw unmolested. Clan Snow Rawven had already moved to con-
solidate its hold on former Smoke Jaguar assets, an action that
brought the Ravens into conflict with the Wolves. The fighting
effectively prevented the Wolves from maving on the Mova Cats,
while the Raven fleet discouraged other Clans from attempting
to intervens. When the smoke finally cleared, the world was
divided roughly 70-30 between the Ravens and the Wolves.
However, Khan Ward shows every inclination of continuing chak
lenges against the “upstart scavengers,”

On Brim, the Mova Cats stood alone against the Star
Adders and Cloud Cobras. The attacking Clans were surprising
Iy generous, allowing the Cats to withdraw after several brutal
clashes early in the campaign. Though only five percent of the
civilian population was evacuated, those who remained were
guaranteed good treatment Dy their new masters. Showing the
Nova Cats mercy enabled the Adders and Cobras 1o take con
tral of Brim before other Clans could intervens, though Clan
Coyole foolishly tried. Rather than facing demoralized Mova Cat
forces, they ran headlong into the Star Adders. who took great
pleasure in teaching the Coyotes the error of their ways. When
Clan Cloud Cobra joined the fray, the Coyoles realized they
could not win and withdrew.

The fighting on Gatekeeper between the lade Falcons' Fifly-
third Battle Cluster and the Mova Cat defenders was similarly

tloody. The Falcons regarded the Cats as dezgra, and s0 had na
gualms about using their numerical atvantage. Ordinarily, the
Cats would have made a fighting withdrawal, but that would
have allowed the Falcons to claim Gatekeeper's major popula-
tion centers. So the Cats stood and fought, and died. As on
Brim. few civilians escaped.

The Diamond Sharks and Nova Cats reached an agcommo-
dation on Delios, allowing the Cats to withdraw much of their
scientific and military equipment in exchange for granting the
Sharks cantral of their enclave. Imitially, no Clan challenged the
Diamond Sharks' possession of the enclave. In May of 3061,
however, Clan Coyote launched several aggressive raids from
territory it already held on the world. The raids have escalated
over the past few months, and several other Clans are watching
developments in hopes of finding an opportunity to exploit.

On Hoard, the situation soon turned chaotic. The lce
Hellions, Star Adders, Wolves and Hell's Horses vied for the
Mova Cat assets, resulting in a level of confusion that the Cats
used to their advantage. With their claims overlapping in many
areas, the attackers fought more Trials among themselves than
against the Nova Cats. Clans Wolf and Hell’s Horses, both of
whom lacked a base on Hoard and had to fight for a footheld,
took the highest losses, Working under contract to the Walves,
the commander of the Hell's Horses Steelhorse Cluster, Star
Colonel Douglas Mitchell, must surely have wondered at the
wisdom of the assault, Yet by mid-October his Clan controlled
ten percent of the planet—their share of the spoils, Though
most Nova Cat warriors on Hoard died in the fighting, almost a
guarter of their civilians managed to withdraw,

HUNTING THE HUNTER

Clan Steel Viper's minimal participation in the Wars of
Possession had suprised many Khans, until the reason became
apparent in April of 3061. The Vipers had covertly been moving
troops and materiel to the Inner Sphere since the Great
Refusal: on 1 April. they launched a massive assault on thirteen
worlds in the Jade Falcon occupation zone. They quickly gained
control of these planets, and on 16 May launched a second,
maore conservative, wave of assaults intended to isolate the
remaining Falcon worlds.

Despite being relatively well-planned and executed, the
operation was far from perfect. The unexpected arrival of Khan
Marthe Pryde and a large troop contingent posed a major
threat, but the Vipers assumed their numerical superiority would
eventually win the day. However, they had lefi the entire core-
ward area of the occupation zone lightly defended, which
allowed the Falcon reinforcements to overrun the Viper gar-
risons. In addition, the cooperation of the Wolf Clan allowed the
Falcons to strike deep into the zone's spinward flank and catch
the Vipers unawares.

Shocked by the enemy's sudden arrival, Viper forces were
auickly overwhelmed and forced on the defensive. Within two
weeks, the Falcons had liberated several cntical worlds, and the
fighting moved on to Viper holdings. The most crucial battle tous
place on Waldortf, where both Clans arrayed several Galaxies of




troops. Both sides abandoned zellbrigen and the battle degenerated into a bloody
melee. A massive assault by the Vipers split the Falcon force; the Vipers immediately
peset the smaller portion, comprising the Falcon Guards and the Khan's Irregulars.
This cholce would prove the Vipers™ downfall.

Viper kakhan Perigard Zalman was determined to avenge what he considerad a
stain on Clan honor by the Jlade Falcons—the presence of a Bloodnamed fresborn
warrior in the Falcon Guards. Zalman hunted Diana Pryde mercilessly, eventually
locating her on Daemon Beach. Despite the Mipers' greater numbers, Star
Commander Pryde felled the Viper Khan, shattering what remained of Viper pride.
Zalman knew his forces could not prevail; when Khan Marthe Pryde offered them
hegira, the Vipers grudgingly accepted, They withdrew not only from the Falcon worlds
they had occupied, but from the Inner Sphere.

As the Falcons consolidated their hold in the occupation zone, the Vipers
returned to the Clan homeworlds. Though defeated, they were far from destroyed,
Upon arriving back in Clan space in mid-January of 3062, the large, battle-hardened
and angry force quickly proved its prowess by ejecting the Snow Ravens from Homer
in a short and brutal campaign. Since then, the Vipers have concentrated on con-
solidating their Clan space holdings. It seems likely that they will use their martial
skill to expand their Clan space territory at the expense of their fellow Clans; only the
Star Adders can hope to match them in the field. Therefore, the Wars of Fossession
are unlikely to end any time soon,

NEW ORDER

Though the scale and brutality of the Trials of Possession may seem more shock:
ing to Inner Sphere sensibilities, the SLDF assault left a less visible but deeper mark
on the Clans. It shook their faith in Clan superority, hitherto unquestioned. The SLDOF
sacked Huntress, a Clan capital world, and defeated the best the Crusader Clans had
to offer. The central tenet of the Crusader cause—the Clans® duty to invade the Inner
Sphere and save it from the “barbarlans™—has been decisively repudiated. The
Crusaders still retain their power base, however; also, the Clan leaders’ control over
media in their territory has allowed them to downplay the consequences of recent
events and forestall any major backlash from their civilian castes.

Though Prince Victor stated otherwise, many Clansmen see the SLDF assault as
a challenge to their way of life, They believe the Clans should remain isolated, avoid-
ing the contamination that they claim has seduced the Ghost Bears and Mova Cats,
COthers argue that the Clans should take up the SLDF's offer of stronger ties, return-
ing to the home from which they have so long been exiled. At present, no single view-
point dominates, the debate looks set to continue for quite some time, In the long
run, these discussions may lead to new philosophies that will replace the Warden-
Crusader divide. Only time will tell.

Undoubtedly, some Clans will find ways around the cutcome of the Great
Refusal. Vlad Ward has already stated that he does not regard the Wolves as bound
by it, though he accepts the provisions of the Truce of Tukayyid. The Falcons are sim-

STEEL VIPER TARGETS

First Wave (1 April-15 May)
Toland
Steefton
Winfield
Butler
Denizli
Alyina
Apolakkia
Devin
Dompaire
Colmar
Sudeten
La Grave
Quarell

Second Wave (16 May-1 June)
Maxie's Planet

Romulus

Sejduts

Evciler

Leskovik

foetermeer

Baker 3

Jade Falcon Counteraitack (1 June—4 July)
Bensinger
Toland
Winfield

Trall |

Butler
Waldarff

Goat Path
Maxia's Planet
Romulus
Selduts
Evciler
Leskavik
Zosetarmesr
Sudeten

ilarly likely to exploit any weakness they perceive in the Lyran Alliance, which borders their occupation zone, Many Lyran worlds will suf-
fer if the widely predicted civil war erupts between the Alliance and the Federated Commonwealth. However, the invading Clans are like-
Iy to attempt to keep other Clans out of the Inner Sphere, though the recent arrival of Clan Hell's Horses graphically demonstrates that
that may be more difficult than anticipated. They may be unable to stop diplomatic or trade missions, but their resources and military
strength are sufficient to prevent any attempt at colonization or conguest. In any case, the threat of SLOF reprisals hangs over them.

Most likely, the Clans will undergo a period of introspection. Some fear this will lead to civil war, for which the current Trials rag-
ing in Clan space may be a prelude. We can hope that events will turn out otherwise, but historical precedent suggests that wheney
er a major external threat vanishes, previously subsumed divisions reassert themselves—often violently.

Certainly, the Clans will not change overnight. The road they will take remains to be seen.
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COMPARATIVE TIMELINE

This timeline compares the timing and progression of significant events in i
death of Richard Cameron. The Inner Sphere events are in norma

2766
(27 Dect Amaris Coup.

2767-7T9
SLOF reconquers Terran Hegemony.

2779
{30 Sept) Amaris execuled.

2780
{Oct) Aleksandr Kerensky stripped of pro-

tectorshig,

2781
(12 Aug) Star League dissolved.

2784
(14 Feb) Kerensky outhnes Exodus plan,
(5 MNov) SLDF fleet departs the Inner
Sphere.

2785

{July) Prinz Eugen vl

(Aug) Fighting breaks out betwean the
Lyran Commonwealth and the Draconis

Cornbine.

2786

{24 Aug) The Exodus fleet arnves at the
Pemntagon.

(Dec) Minoru Hurita proclaims mumself
First Lord of the Star League. The claim
is rejected; over the next few months,
other House Leaders make similar
claims.

2787
Official start of the First Succession Wiar.
Each Great House launches major

attacks on ils neighbors: weapons of
mass destruction arg widely used.
ComStar declares 115 neulrality.

{dan) Herenshky's forces capture a fim
Warlds Republic ship and learn of the
deteriorating  situation in the inner
Sphere.

2788

in the chaos of the war, Jerome Blake
captures Terra with “mercenary” Lroops
in Operation Siver Shield. In reality, the
soldiers are SLDF troops who chose ot
to accompany the Exodus

2796

Aleksandr Kerensky's wife Katyusha dies
of a mysterious NNess.

ulyy Minoru Kurita 1s killed by & sniper
on Kentares |V, Wentares Massacre
ENsUes,

2797

(Feb) Kentares Massacre ends with 90
percent of the planet’s population dead.
Kurita morale collapses, allowing the
Federated Suns 1o stage a counterat-
tack.

2800
(28 Now) Riots break out in the Pentagon
worids.,

2801

Comhbine forces ambush and destroy the
Tamar Tigers on Benjamin,

(5 May) Pentagon riots devalive inta civil
=i

{14 May) General Aaron DeCheviller
kifled in rebel ambush. The DeChaviliar
Massacre enNsues.

(11 June) Aleksandr Kerensky dies.

The SLDF refuses to support his heir,
MNicholas Kerenshy.

{Autumnl Nicholas leads secohd Exodus
to Strana Mechty

2802
{Jan} The last ships of Micholas' Exodus

leave the Pentagon.
iFehb} Outbreak of Exodus Wars.

2808

lisa Liao offers to recognize Paul Davion
as First Lord of the Star League in refurn
for contral of the Chesterson Worlds. He
refuses gnd attacks Liao termiory.

2810

MNichoias Kerensky founds the Clans,

2811

ComStars ROM agency formed.

2815
(g fune) Nicholas Kerensky declares
mimsel’ iKhan,

30

he Inner Sphere and Clan space, beginning with the
| type, the Clan events are italicized.

2819

Wicholas Herensky begins the Clan
pugenics prograrm.

(15 May) Jerome Blake dies. Conrad
Toyama succeeds him,

2821

With all participants exhausted, the First
Succession war grinds to a halt,

{2 July) The Clans relurn 1o the Pentagon
and eliminate resistance in Operation
Kiondike.

2822
{26 May) The Clans overcome the (ast
rehel forces in the Pentagorn.

2823

{duly) Jade Falcon “Culling " lakes place.
iOcty ComStar interdicts the Lyran capi-
tal of Tharkad after a Lyran attempt 10
treal ComStar as a “business” and tax
its income.

(Oct) Clan Wolvering declares indepen
dence from the Clans. The Wolverines
are Annihilated after using a nuclear
device to destroy a genetic repositary. A
tew arc believed to escape.

2824

Steadily slipping into insanity, Jinjiro
Kurita instigates the “Chain Gang” mis-
sions to provoke war with the Lyran
Commonwealth,

Oan Burrock calls for the Anmibilation of
Clan Biood Spint,

2825-26

The “Minnesota Tribe" appears in the
nnar Sphere. They liberate prisoners
fram Richmond and disappear into the
Poriphery. Subsequent history Suspects
them of being the remnants of Clan
Wolverine.

2828
The Second Succession War begins.
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2834

The Federated Suns assault on Tikonoy
ctalls when Draconis Combine forces
attack the enemy staging area.
Nicholas  Kerensky  kiflled;  Clan
Widowmaker Absorbed by Clan Wolf.

2837

(22 March) Convinced that ComStar has
petrayed him, Charles Marik orders the
ComStar HPG  station on  Oriente
destroyed. ComStar retaliates by placing
the entire Free Worlds League under
Interdiction,

2838

Clan lce Hellion recovers & Wolverine
cache, triggening a three-way feud that
includes the Fire Mandrlis and Goliath
Scorpions.

(9 MNov) Marik accedes to ComStar's
demands; ComStar lifts the Interdiction.

2850
LCAF agent Snow Fire assassinates
Combine Coordinator Yoguchi Kurita.

2854
Clan Coyote develops the Omnifech.

2858
Draconis
Robinson.

2864

Second Succession War ends.

2866
Third Succession War begins.

2868
Clan Wolf uses battle armor to win a
challenge by Clan Nova Cat. Clan
Mongoose is Absorbed by Clan Smoke
Jaguar,

2870

Clinton's Cutthroats disappear from
Verlo. They are believed to be Star
League scouts,

Clan Hell's Horses fields genetically
modified Elemental warriors,

Comkine  troops seize

2872

The Fire Mandrill Smythe-dewell Kindraa
is destroyed by & joint Hell's
Horses/Covote attack force.

2897

Steel Viper-Snow Raven Trials for control
of Heligate begin. The Ravens abandon
the world two vears [ater.

2905
Start of 25-year ceasefire between the
FedSuns and Capellan Confederation.

2906

The Free Worlds League enacts the
Home Defense Act that will later ham
stnng League military operations,

2921

Coordinator Shinjire Wurita signs the
Davarapala Accords, normalizing rela-
tions between the Coordinator and the
ISF.

Clan Ghost Bear tahes control of
Tokasha MechWorks from Clan Hell's
Horses. Khan Kilbourne Jorgenson dies
in the battle, prompting an ongoing feud
between the two Clans.

2931

(Mov) ComStar threatens the Draconis
Combine with Interdiction and the use of
force after Coordinator Hugai Wurita
orders the abduction of his elder sister
MNecess, a ComStar adept. The Combine
knuckles under,

2933
Formation of the ComStar Guard and
Militia, later known as the Com Guard.

2935
IIKhan Corian Tchernovkov dies in a test
ing “asccident,”

2947

Assassination of Primus Hollings York,
ascension of Adrignne Sims.

han Tobias Katib impeached and exe-
cuted for his role in the death of iiKhan
Tchernoviow

2959
{Mov) Primus Sims founds the Explorer
Service, later known as the Explorer
Corps.

2965
Clan Cloud Cobra encounters the Tanite
chvilization.
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2977

Clan Blood Spirit reinstates the position
of Snow Raven iiChi and begins negotia-
tions with that Clan. The Cloud Cobras
complete their conguest of the Tanites.

2979

The Tripitz Affair occurs when Com Guard
forces destroy a derelict SLDF Black Lion
battlecruiser near New Vandenburg. This
incident leads to the legend of the
“Vandenburg White Wings,"

Clans Snow Raven and Blood Spirit con-
clude a "Mechs-for-WarShips trade deal,

2980

Clan Jade Falcon calls for invasion of the
Inner Sphere. They fail, but the call crys-
tallizes the Crusader and Warden politi-
cal factions.

2983
Clan Snow Raven fails In an attempt to
seize Ses Fox ol fields on Prior.

2984

Khan Howell of the Snow Ravens releas-
es the genetically engineered diamond
shark into the oceans of Strana Mechty.
it destroys the sea fox, resulting in Clan
Sea Fox's petition for the right to change
their name.

Through Intelser, the Clans learn of the
Succession Wars,

2985
[Sept) After numerous Trials of Refusal,
Clan Sea Fox becomes Diamond Shark.

2982
The ECV Fortitude and Discovery begin
their 1,600 light-year journey to the Orion
nebula.

3000

Twelfth Battle of Hesperus,

{11 Now) The Crusaders force a vole on
invasion. The Clans reach the Dragoon
Compromise, lce Hellion Khan Norizuichi
Is killed by her sakhan, Ernest Wick, ina
“Trial of Annihitation”™ regarding the com-
Dromise.
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3004
Wolf's Dragoons depart Clan space.
They arrive in the Federated Suns in
3005,

3015

(8 March) Anton Marik takes Wolf's
Dragoons’ dependents hostage, When
Joshua Wolf refuses to capitulate, he
executes them.

{22 March) Wolf's Dragoons assault
Anton Marik's New Delos base. They kill
him and crush his forces, ending the
Marik Civil War,

3028

{20 Aug) Hanse Davion marries Melissa
Steiner. Fourth Succession War begins,
lasting until January 3030,

3029
Uiric Kerensky forestalls a new call for
fnvasion.

3034

Free Rasalhague Republic formed. The
Combine’'s Ronin Wars follow, lasting
until 23 May.

3039
(April} War of 3039 begins [ending in
December),

3046

A Ghaost Bear assault on Niles kills Hell's
Horses Wharn Lair Seidman. His succes
sor, Malaval Fletcher, is a staunch
Crusader who pushes the Clan into the
Crusader camg,

3048

{27 Sept) Clan Smoke Jaguar captures
the Explorer Corps vessel Qutbound
Light in the Huntress system,

{21 Now) Crusaders win invasion vote.
{12 Dec) Leo Showers elected iiKhan.

3049

{Feb) Advance Clan units depart for inner
Sphere.

{June) Bulk of Clan units depart for Inner
Sphere.

{Aug) First contact belween advance
Clan units and Periphery forces.

3050

(7 March) Clans launch first wave
against Inner Sphare targets.

{7 May) Smoke Jlaguars raze city of Edo
on Turtle Bay.

imid-year} Hellion's Fury campaign
faunched,

(10 Sept) The AFFC retakes Twyoross
from Clan Jade Falcon, in the first victo-
ry against the Clans.

(2 Oct) DCMS troops hold Wolcott
against Clan Smoke laguar.

{31 Oct) Clan invasion halted after the
iikhan is killed by a Free Rasalhague
Republic suicide attack.

3051

Natasha Herensky rejoins Wolf Clan.
iJan) Inner Sphere leaders gather on
Qutreach,

{28 Feh) Memorial service for Leo
Showers.

{18 fune) Ulric Kerensky of the Wolves (s
olected IKhan, He activates the Steel
Vipers, Nova Cats and Diamond Sharks
and adds them to the invasion force,
{29 Dct) The Clans resume their attacks.

3052

(5 Jan) Battle of Luthien.

{1-21 May) Battle of Tukayyid begins, as
does ComStar's Operation Scorpion.
The 21-day engagemeant ends in viclory
for ComStar and a fifteen-year truce bar-
ring further Clan advances.

3054-55
Dragoon Civil War,
Falcon-Raven pact collapses.

3055

(Feb) Clan forces masguerading as the
Red Corsair move 1o abrogate the truce.
Wolf Clan troops and the Well Hounds
stop them.

(Feh) The Ghost Bears compiete work on
their Leviathan-class ark ships and begin
moving their people to the Inner Sphere.
iApril) Star Captain Trent of Clan Smoke
Jaguar defects to ComStar. He journeys
along the Exodus Road, arriving in the
inner Sphere in late 3058,

{19 June) Melissa Steiner assassinated
{11 Sept) Red Corsair defeated on Arc-
Roval.
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[25-26 Dct) Red Corsair and her co-con-
spirators apprehended on the Periphery
world of Elissa.

3057

(10 June) iikhan Uiric Kerensky indicted
for treason.

{18 Sept) The Lyran sector of the
FedCom secedes to form the Lyran
Alliance.

{8 Aug) Uiric is convicted and demands a
Trial of RAefusal. The Refusal War
ensues,

Refusal War rages across Faloon territo-
ry. The Falcons gain a nominal victory by
Willing Uiric, They recast the Trial as one
of Absorption and move to claim the
remaining Wolf Clan assets.

(Sept-Dec) The death of Joshua Marik
prompts war between the Federated
Commonwealth, Capellan Confederation
and Free Worlds League.

{14 Dec) Slar Captain Viadimir of House
Ward challenges the Falcon decision,
killing the Falcon sakhan and earning
freedom for the former Wolves. They
hecome known as the Jfade Wolves.

3058

{2 Jan) Vlad Ward of the Jade Wolves
kills the new ilKhan, Elias Crichell. Ward
then announces the birth of & "new”
Wolf Clan.

{15 March—-10 May) To prove her Clan's
vitality, Falcon Whan Marthe Pryde leads
the Jade Falcons into the Lyran Alliance.
They capture several planets and occupy
Coventry.

{1 Oct-21 Nov) Delegates at the Whitting
Conference agree 1o form a new Star
League and take the war to the Clans,
{15 Moy) Sun-Tzu Liao elected First Lord
of the Star League.

{189 Mov) Lincoln Osis of Clan Smoke
Jaguar is elecied iiKhan. His mandate is
the resurmption of the Invasion,

3059

(Feb) Absarption af Clan Burrock by Clan
Star Adder. Clan Biood Spirit atternpts 1o
intervene and gets mauled.

{March) Blood Spirits withdraw lo York,
They eject the Jade Falcons from the
planet; the Snow Ravens withdraw,

{1 May) Task Force Serpent begins its
journey to Huntress.




(20 May-18 Sept) Forces of the new Star
League attack the Smoke Jaguar OZ.
pouted, the Jlaguars flee toward
Huntress, Victor Steiner-Davion and
precentor Martial Focht lead a force in
pursuit.

{15 Dec} Task Force Serpent fights a
naval engagement with a Ghost Bear
refocation flotilla.

3060

{3 Jan) Morgan Hasek-Davion assassi-
nated under mysternous circumstances,

(9 Feb) The last Ghost Bear transport
leaves Arcadia, bound far the Inner
Sphere.

(March) Discovering Victor Steiner-
Davion's absence from the Inner Sphera,
Sun-Tzu Liao begins operations to seize
control of the Disputed Territories on the
border between  the Federated
Commonwealth, Capellan Confederation
and Chaos March.

{1 March) Task Force Serpent, com-
manded by Arlana Winson, begins its
attack on Huntress.

(24 March) Smoke Jaguar forces led by
Hang Mehta counterattack. A second
Jaguar force led by Lincoln Osis arrives.
(30 March) The Jlaguars are broken and
a badly wounded fiKhan Osis withdraws
to Strana Mechty, Ariana Winson dies in
fierce fighting, just befare Prince Victor's
refief force arrves at Huntress,

(5 Apr) The last Jaguar troops on
Huntress are aliminated.

{18 Apr) Victor Steiner-Davion leads an
SLOF task force to Strana Mechty and
challenges the Grand Council to a Trial of
Refusal.

(23 Apr] The Great Refusal is fought
between the eight Crusader Clans and
the SLOF. The Inner Sphere forces win
five, draw one and lose two of the
engagements. The Nowva Cats fight on
the SLOF side.

(28 April) Victor Steiner-Davion goes
before the Grand Coungil and announces
the end of the invasion. He invites them
to return and join the Star League, but
threatens harsh reprisals for any military
adverturisnm,

(27 April) The Grand Council Atyures the
Nova Cats, making them fair game for
the other Clans. Several Warden Cians,
most notably the Diamond Sharks and
Snow Ravens, aid the Cats® withdrawal
from Clan space,

(May—present) Trials for former Smoke
daguar, Nava Cat and Ghost Bear
enclaves rage among the Home Clans.,
(duly-April) Clan Steel Viper covertly
moves large amounts of materel and
several crack wits into Inner Sphere
space,

(18 July) The SLDF prepares to return
home, Lootera, capital of Huntress, is
declared an open cily under Star League
authaority. Sir Paul Masters remains as
Mititary Governor and SLOF ambassadar
ta the Clans.

(22 Sept) Forces of the St lves Compact
attempt to capture or Kill Sun-Tzu Liao on
Hustaing. They are defeated by House
Hiritsu.

(Oct) The last Nova Cats depart Clan
space to join their brethren in the
Draconis Combing.

{Now-Dec) Katherine Steiner-Davion per-
suades her sister Yvonne to step down
as the FedCom regent. She takes control
of the Federated Commonwealth, reuni-
fying it with the Lyran Alliance,

{1 Dec) First Lord Sun-T7u orders SLDF
troops into the St Ives Compact to form
a buffer zone, They attempt to disarm
the 5t. Ives troops on border worlds.
Compact troops resist,

3061

[January) The situation in 5t. lves wors-
ens. By the end of the month, the
Confederation and the Compact are
effectively at war.

{lanuary 1} Marthe Pryde departs Clan
space for the Falcon occupation zone,
accompanied by a large body of troops.
{15 March) The remnants of Task Force
Serpent arrive hack in the Draconis
Combine.

(1 April}) The Steel Vipers launch their
first wave of assaults on the Jade Falcon
Occupation Zone. They target thirteen
worlds, and over the next six weeks take
therm all.

{16 May) The Vipers launch a second
assault wave, which is hatted after only
Iwo weeks.,

(1 fune) The Failcon forces led by Khan
Fryde reach their occupation zane, From
Woif Clan lerritory, they stage a devas
tating counterassault against the Vipers,
Viper worlds also become targets.

(6 June) Precentor Martial Trent Arlan is
assassinated. Cameron 5t. Jamails
hecomes new Precentor Martial.

{4 July) The Falcons defeat the Vipers on
Waldorff, including an embarrassing
personal defeat for Viper Khan Zalman.
The Steel Vipers accept hegira and with-
draw from the lnner Sphere.

{Nov) Elected Prince Haakon Magnusson
of the Free Rasalhague Republic steps
down, Ragnar Magnusson, a captured
Clan warrior, becomes Elected Prince;
General Christian Mansdotter is made
Elected Prince Regent until his return.
(1-5 Mov) The Second Whitting
Conference takes place on Tharkad. In a
dramatic move, Victor Steiner-Davion is
named Precentor Martial of ComStar and
Commanding General of the SLDF.
Theodore Kurita becomes First Lord.

3062
{fanuary) The Steel Vipers arrive at the
Clan homewaorlds,
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CLAN SOCIETY

To date. every book published on the Clans has focused on
their martial nature, their inner Sphere holdings or their technok
opy. Little has been witlen about Clan society as a whale, and
the few works that exist are biased. The ccoupation L0nes &re
poor representations of Clan society, being largely comprised of
citizens born in the Inner Sphere, with only a handful of import
ed Clan warriors, technicians and merchants, Even the Ghostl
Bear occupation zone, which contains most of that Clan's popu-
lation (roughly sixty-five million born in Clan space and several
gillion Inner Sphere denizens) cannaot truly be caid Lo represent
Clan life. Understandably, 1o the people of the Inner Sphere, the
Clans are their military, The dominance of warriors and techni-
cians in the occupation zones has skewed public percepticn.

Contrary to Inner Sphere propaganda, the Clans are not
evil, only different, As we all know, however, differences and the
resultant misunderstandings have ever Deen & SOoUrce of con
flict. In this section, | will attempt to offer insight into true Clan
society, dispel many of the myths about the Clans, and hope-
fully promote understanding that will allow us to live together.

CULTURE AND LIFESTYLE

In the space available, | cannot hope to do justice to the
Clans’ culture and way of life. Consequently, rather than prowvid-
ing skirmpy material on a wide range of subjects, | have chosen
to concentrate on key areas where the Clans and the Inner
Sphere diverge. Being born and raised in the Federated
Commonwealth, | naturally have a certain bias toward its cul-
tural norms. Some things | see as different about the Clans are
likely to be familiar to a subject of the Draconis Combine or the
Capellan Confederation, while elements | pass over as tamiliar
might be alien to them.

This opening segment of material on Clan society deals
with the structure of the Clans as a whole, the backbone that
shapes and binds them. In addition to describing what Clan
sociely i5 like, | also hope 1o explain why it works that way. | may
therefore digress a little, diverging pccasionally from the topic
at hand, | can only ask readers o bear with me.

THE CASTE SYSTEM

Many cilizens of the Inner Sphere find the Clan caste sys
ter alien, even abhorrent, and yet similar practices are Com-
monpiace in many societies. A caste system forms part of
Hindu eulture, and so is prevalent in certain regions of the
Capellan Confederation and Free Worlds League. The social
iratification of the Draconis Comhbine gives it a similar slrug-
ture. The Clan version is simply more formalized.

At hase. caste systems assuma that an individual's parent
age determings his or her role in society, The Clan system devi-
ates from examples like the Hindu caste system in that merit
also plays a major role, Most children enter the same caste a5
their parents (almost all Clan “marrigges” are within the same
caste}. but extenswe testing allows Clan scientists 10 determine

whether an assigned casle is appropriate. Each child's skills and
aptitudes are noted, and the final caste assignment reflects that
child's strengths and weaknesses. Those who perform better or
worse than expected may be “alevated” or “demoted” 1o a dif-
forent caste. Mosl ofien, however, they are streamed into the
appropriate sub-class of their designated caste.

Unlike the Hindu systern, with its four classes [rulers,
priests, merchants and servants), the Clans base their struc-
ture around the everpresent numbrer five, The Population
Estimates by Caste Table provides my best exlrapolation, based
on avallable infarmation, of the percentage and total number of
Clan members {in the whole of Clan society) currently belonging
to each caste, in descending order of status,

r *. v T A T = - el
' POPULATION ESTIMATES
et VB BASTE (T e
“.Caste .- - .7 'Percentage  Total -
+Warrior: = 4 WEGO1 A0 110,500
Solentist: ..« 641 73,820,500
“Merchant, .~ . 18.58 213,976,500
Technician “T.87 90,635,000
< “Laborer s *. - 67.12 772.979,000
 ‘Dark {Bandit) Caste «°, « Unknown Unknawn

Warrior Caste
The warrior caste serves as protectors and rulers, The

Clans regard them as the pinnacle of Clan society, and the work
of the other castes is ultimately intended to support them, This
caste conlains several distingt divisions, most notably that
hetween “trueboms” (warriors produced by the eugenics pro-
gram) and “freeborns” (warnors horn naturally). The Clans gen-
erally see the latter as inferior. though how much of that is due
to genetics and how much to the poorer training given 1o such
troops is debatable, Al Clans make a digtinction betwoen troe-
norn and freeborn, but the degree of discrimination varies con-
siderably. The Smoke Jaguars allowed no fresborn warriors in
their ranks at all: the Wolves elected me, an Inner Spheare free-
borm, as Whan. Subdivision also occurs by role, with
MechWarriors, asrospace pilots, Elementals and pararnilitary
police the only speciallies present in all Clans, Intelligence offi-
cers, WarShip command staff, conventional infantry and vehicle
crews also form small subcastes in some Clans. Only
Bloodnamed members of the warrior caste may be elected Khan
and leacd a Clan.

Scientist Caste
Members of the scientist caste oversee the Clans’
research and development eftorts, including the eugenics pro
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ISORLA, ABTAKHA
AND BONDSMEN

The Clans wholeheartedly believe in the
adage, “Ta the victar go the spails.” Many Glan
Trials occur aver cantrol of facilities, equip-
ment ar genetic legacies. in which the winner
claims possession of the prize. The Clans call
such spoils of war isoria. Frequently, they also
take prisoner enemy warriors and civilians, to
whom they refer as bondsmen. Bondsmen are
baund, not by ropes or chains, but by their
own honar, A& bondsman is honor-bound 1o
work for his new Clan; any atternpt ta shirk his
responsibilities is a stain on the bondsman's
personal honor as well as that of hus ariginal
Clan. Consequently, most bondsmen cooper-
ate with their new masters. Civilians taken as
prisoners but not specified as the target of a
Trial are the notable exception to this practice.
Such individuals may refuse the bond-oath and
request repatriation, though few do sa.

Captive members of ciilian castes are
usually absaorbed into the appropriate caste of
the capturing Clan. They wear a two-strand
bondeord an the nght wrist for the first year,
which acts as a probation perod. Warriars are
treated somewhat differently; they serve as
members of the laborer caste. or, it qualilied,
the technician caste. As their accupations may
bring them inta confiict with their former Clan,
the process for adopting warriors is more rig-
prous than that for adopting civilians, Captive
warriors wear a three-strand bondcard around
the right wrist, the color and patterning of
which denote the Clan and unit that captured
thern. In order, the cords symbolize integrity,
fidelity and fighting prowess. When a bonds-
man demonstrates one of these traits to the
satisfaction of the warrior who captured him
(known as his bondholder), the bondholder
may sever the appropriate cord. Once all three
are cut, the captive warrior becomes a free
member of his new Clan. Many bondsmen are
never freed, serving out their lives as members
of other castes. Others are adopted into the
warmior caste after a token period. The out-
come depends an the Clan, the bondsman and
the captor.

Contrary to the rumors in the Inmer
Sphere, bondsmen are not regarded as slaves,
but hold a status roughly comparable ta inden-
tured servants, They are expected to work for
their new Clan, but receive food, clothing and
shelter for their efforts and may earn their free-
dom. However, lite as a bondsman is far from

CLAN SOCIETY

gram. They generaily focus on technologies with military applications, but many devel
opments have also proved beneficial to the cwilian sector, The importance of scien-
tists to the Clans has earned them a degree of latitude in their actions and demands
not tolerated in olher castes. Notable scientist subcastes include teachers, doctors
and development teams; the most prestigious are those who serve the eugenics pro-
gram. Many Clan scientists are test-downs from the warrior caste. Because of the
nature of their work, the scientists are the only caste allowed—under specific cir-
cumstances—to overrule warriors.

Technician Caste

Techricians serve as an adjunct to the other castes. maintaining their machinery,
weapons, computers and vehicles. The majority work with warrior units, maintaining
their war machines and crewing ships so that they function at maximum efficiency.
Many serve the merchant and laborer castes in a similar manner, mantaining their
equipment and allowing them to carry out their work with minimum disruption, The tech-
nician sub-castes refiect specialized skills in fields such a5 electronics and weaponry.
Mast JumpShip, DropShip and WarShip crews belong to the technician caste,

Merchant Caste

all the Clans require matenals and tools with which to work; the acguisition
and/or manufacture of such items is the responsibility of the merchant caste.
Without such goods, a Clan cannot function properly: it comes as no surprise that
many of the strongest Clans militarily also have strong economies, and thus influen-
tigl merchant castes. (The Diamond Sharks demonstrate the perils of placing too
much emphasis on mercantile efforts, however.) The merchant casie cOvers & wide
range of nccupations, from the free-traders familiar in the Inner Sphere to machinists
and artisans.

Laborer Caste

The largest group, the laborer caste stands on the bottom rung of Clan society.
fs their name suggests. they are the builders, dockworkers, cleaners and other
providers of physical labor, Many lack the extensive formal education of the other
castes, but they are nonetheless highly skilled. Without them, Clan society would
grinc ta & hall,

Dark (Bandit) Caste

Officially, every member of Clan society belongs to one of the five recognized
rastes, In practice, a sixth caste—known vanously as the Bandil Caste, Dark Caste
or Unproductives—anguishes unrecognized by the Clans at large. These people are
misfits, rebels or criminals who cannot or will not fit into Clan society. Largely oper
ating outside it, they must fend for themselves, and often turn to robbery or piracy,
This “dishonorable” behavior earns them the wrath af their fellow Clansmen, and
Dark Caste communities are frequently the targets of military action.

THE EUGENICS PROGRAM

The popular image of the Clan eugenics program is of the so-called iron wombs,
the artificial systems that allow the development and birthing of trueborn warriors.
However, the program is more than those machines. It gives structure to Clan life and
society at the most basic level. Controlled by the scientist caste, the eugenics pro-
gram creates the population required for each Clan to grow and function affectively.
It therefore involves civilian castes as well as warriors,

The Clans control civilian-caste genctics through mandatory marriages, usually
hetween members of the same caste. Occasional cross-caste matches do ocour
though they usually involve the transfer of one member to the other's caste.
according to Clan law. the scientist caste determines the appropriale genetic match-
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es, though in practice many marriages come about through more conventional means
and are simply rubber-stamped by the authorities, However, individuals who flout
mandatory marriage can face severe punishment. Fines are the usual penalty, but
chemical reprogramming, torture and even executions are not unheard-of. Such mea-
sures may sound a little extreme for what is tantamount to eloping, but the Clans
regard interfering with eugenics as among their gravest crimes._ (For the record, the
wolf Clan has never enacted such harsh measures.)

In the case of trueborn warriors, fertilized invitro and brought to term in an arti-
ficial womb, the scientists’ goal is to create the ultimate fighter. Truebarns fall into
three principal phenotypes: MechWarriors, aerospace pllots and Elementals, For sew
eral years, rumors of a fourth type circulated in the scientific community, though its
existence was never confirmed. After reading the reports from Huntress, | presume
this “fourth type™ was an attempt to breed pilots for ProtoMechs; | understand that
failed aerospace pilots currently pilot such machines.

Each Clan maintains extensive documentation on every trueborn warrior, ranging
from physical characteristics to test scores, Kills achieved and injuries sustained.
Clan scientists use these records to determine which Bloodlines to combine in their
quest for the perfect warrior. This information is maintained at a central genetic
repository and also in the codex wristband worn by all warriors. Freeborn troops also
wear codexes, but it marely contains Information on their careers and health: offi-
cially, only Bloodnamed trueborn warriors may be included in the breeding program.
At best, a freeborn can hope for his or her ashes to be used as nutrients,

Clan law does not specifically forbid the use of genetic material from freeborns,
but simply limits the honor of formal inclusion in the eugenics program to
Bloodnamed warriors, the bulk of whom are trueborn. Several methods exist by which
a freeborn warrior can theoretically
claim a Bloodname—I am living proof
of that—but | leave the details of

easy. Bondsmen are generally held in lower
regard than regular members of the labarer
caste, though adoptees—known as abtakha—
are treated little differently from those born
into the Clan. | spent mare than a year as a
bondsman before being adopted into the Wolf
Clan, and | eventually became a Khan.
However, the Wolves are an unusually open-
minded Clan, known for accepting anyone who
can prove his worth. Mare hidebound Clans
like the Jade Falcons generally adopt only
those who show exceptional skill. | understand
that the Smoke Jaguars went even further,
adopting anly trueborns, They saw everyone
glse as a prisoner and treated them as such.

A Clan warrior may attempt to avoid
becoming a bondsman through the ritual
known as bondsref. The decision to use this
rite is rare: the victor has a right to claim the
spails of war, including his opposition. An indi-
vidual who cannot reconcile his honor with
becoming a boendsman, and who also has not
been claimed, may commit suicide to "refuse
the band” (as was the case with Hang Mehta
on Huntress). To enact bondsref after receiving
a bondeord, and without the bondholder's per-
mission, is highly dishonorable.

such practices to the following section. Occasional use of genetic material from those
few freeborns talented enough to win a Bloodname allows for the introduction of new
genes into the pool and prevents stagnation of the warrior caste. Out of approximately
1.15 billion Clansmen, only 110,000 are warriors, which makes for a gene pool about
the size of a puddle.

The Clans have managed an impressive rate of population growth, averaging at about
2.35 percent a year over the past two and a half centuries. This compares with the Inner
Sphere average of 0.7 percent. To put that into perspective, the Clan population will grow
by roughly 26 million pecple over the next year. Unlike the Inner Sphere, much of whose
growth comes from the survival of an aging population, the Clan mortality rate has
remained constant. The Clans owe their population expansion to the sheer volume of new
births.

BLOODNAMES

Most people in the Inner Sphere are familiar with the concept of Bloodnames, but considerable confusion about the issue remains.
The origin of Bloodnames is well known; Micholas Kerensky decreed that only the descendants of those warriors who accompanied him
into exile, became part of the Clans and subsequently liberated the Pentagon were allowed to use surnames. To gquote the
Remembrance, “From Kerensky's Stars came the Eight Hundred, beneath a banner of Truth and Righteous Light.”

Actually, there were BO3 Bloodnames including Nicholas' own, that of his wife Jennifer Winson, and that of his brother Andery.
However, there were only 787 different names, including two Kerenskys (Andery and Nicholas), Several siblings and parent-child groups
formed part of the original Clans, leading to multiple Bloodrights (or lineages) with the same name, but not the same ancestor. And
that is the easy part; the hard part is understanding how the system works.

Number of Bloodnames

Before Operations Bulldog and Serpent destroyed Clan Smoke laguar, the Clans claimed 682 extant Bloodnames. This number In
itself has caused some confusion. Long ago, Cyrilla Ward told me that Micholas Kerensky and Jennifer Winson had led six hundred war-
riors to liberate the Pentagon, which | duly reported to the Precentor Martial. As far as | can tell, Cyrilla simply made a momentary slip.
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I now know there were eight hundred warriors and thus eight hun-
dred Bloodnames when the Clans formed; howewver, the genes of
about six hundred nor-warrior loyalists were also included in the
eugenics program to ensure genetic diversity. Focht reparted this
fact in his works on the Clans, but most analysts overlock it.

From eight hundred to 682 leaves a gap of roughly 120
Bloodnames., Many helonged o Clan Wolverine, whose
Bloodnames were Abjured and erased from Clan records,
Sibkos containng Walvering genetic matenal were terminated;
contrary to some rumors, ne Clan ook n any Wolvering assets
after that Clan’s Anmbilation, Similarly, many Clan Mongoose
names disappeared when that Clan was Absorbed into the
Smoke Jaguars, Ever a proud Clan, the Jaguars refused to use
Blocdnames “tantec by defeat,” and so only a handful of
Mongoose lines have survived to the present day, The Wolves
likewise allowed three-quarters of Clan Widowmaker's
Blocdnames to die cut. though their genetic material lives on as
part of other Bloodheritages, Those three Clans account for
107 of the “lost” Bleodnames, The remainder are failed or dis.
graced bloodlings from exsting houses, such as Kmnison from
the Stesl Vipars, Bloodimeas that (sl o produce even mediocre
warnons are abandoned; these and a handiul of lines that have
heen Abured or Anmibilated over the vears accounts for the
remamnder. A few Bloodnames have been added. my own name
of Kell being one of them.

In the aftermath of the battles in the laguar occupation
zone and on Huntress, we can safely strike from the Clan rolls
thoze Bloodnames belonging exclusively to the Jaguars and
Mova Cats, bringing current the total down to GS0.

Gaining a Bloodname

Micholas Kerensky decreed that up to twentyfive people
could hold any given Bloodname at a single time, with the
Bloodnames going to new bearers via a seres of ritual battles.
AL first. these battles simply involved defeating all challengers
for the honor, The Clans’ rapid growth as a result of the breed-
ing program, however, forced Clan leaders to impose regula
tions on the process. They decided that @ maximum of thirtytwo
warnors could compete for any gven Bloodname. Twenty-four
would be nominated by existing Bloodname holders, who couls
make one recommendation apiecs, A commitiee headed by the
Loremaster of the Clan controlling the Bloodname [or, in the
case of no such exclusiwe contral. the Bloodname's House
Leader) would select the remaining aspirants, except for the
thirty-second slot, That place would be filled by the winner of 2
grand melee fought among other contestants. Once all partic-
pants were selected, the Tnal of Bloodnght would be fought i
five elimination rounds, with the eventual wiotor awarded 1he
Bloodname.
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The Bloodnames for which a Clan warrior is ehigible depends on the warrior's
genetic parentage. The concept of family has little relevance for trueborn warriors,
horn in artificial wombs and raised in sibkos, but these warriors nonetheless take
pride in their descent from valorous and skilled forebears, The codex of a warnor's
gene-father and gene-mother are vitally important to him, If the gene-parents are dis-
graced, that disgrace passes to their offspring. Conversely, the oftspring of honored
gene-parenl.a are expected to live up to that honor by doing well.

Freeborn warriors can claim Bloodnames through vanous methods. The warrior
may be declared the progenitor of 8 new Bloodname—a rare occurrence, generally
resarved as the ultimate reward. The best known example is Wolf's Dragoons; the
Wwolf Clan spurred Jaime and loshua Wolf 1o therr best efforts with the promise of
including their DNA in the breeding program and the recognition of Woll as a
Bloodname. An ilkhan may also create a Bloodname to reward successful comple-
tion of a mission, as Uiric did with the Bloodname of Kell,

Finally, warriors born naturally but with a genetic makeup comparable o a rue-
barn's may end up winning a Bloodname. In a recent test case, a lade Falcon war
rior named Diana was allowed to compete for the Pryde Bloodname. Diana was the
freeborn offspring of two trueborns from the same sibko, though only one—the |leg-
endary Aidan Pryde—retained warrior status. Diana's victory, which most Clansmen
saw as the first of its kind, set an interesting precedent. In fact, however, she was
not the first freeborn descendant of a trueborn bloodline to compete for a
Bloodname. As a descendant of lal Ward, one of Nicholas Kerensky's loyalists, | was
allowed to join House Ward and compete for the Ward Bloodname, Mine was a spe
cial case, as few of those who joined Nicholas left descendants in the Inner Sphere.
However, my success shows thal the Clans {or at least, the Walves) can be flexible
on the issue of genetics when il suits them.

Bloodheritages and Bloodrights

The Clan eugenics program keeps close track of the history of each Blocdname,
both as regards the genetic makeup of each holder and the Bloodname's overall lin
eage. Unlike a conventional lineage, which follows a biclogical parent-child path, the
lineage of each Bloodname—known as a Bloodright—is simply a record of the hold-
ers. The bearers are penetically related, but in many cases only through the
Bloodname's founder.

With the lack of a traditional parent-child relationship, each Eloodright takes on
immense importance, Through the Bloodright and its history, called the Bloodheritage,
key Bloodrights provide Clan warriors with a sense of identity and superionty, For
example, two Bloodrights of the Jones Bioodname become available. The first was
held by Bill Jones, a mediocre warrior from a line of mediocre warriors. The second
was held by Sam Jones, the most recent of a line of ristars, Any Clansman would
chonse the |atter because it confers more prestige. Through it, the warrior is ass00r-
ated with heroes and victors, and so competition for that Bloodright will be fierce, The
other Bloodright—the inferior line—will likely gel its share of applicants, but they will
not be the best warriors. This cycle perpetuates itself: the best warriors gravitate
toward the prestigious lines. the poor warriors to the mediocra lines.

Those who win “inferior™ Bloodnames are not bad warriors, bul they are not
classed among the truly elite. By winning a Bloodname, they have proven themselves
worthier than those warriors without ong; however, the taint on the line from its poor
Bloodheritage and the lack of decent opponents will overshadow that accomplish
ment unless the warrior can redeem himselt and the Bloodright through some great
deed. Classic examples of this include Celine Kabrinski's heroic stand against the
Star Adders, Karl Devalis’ epic clash with Haim Andrews, Taman Malthus' encounters
with Kai Allard-Liao and Aidan Pryde's heroic sacrifice on Tukayyid.

Occasionally, a Bloodright or even an entire Bloodname is deemed to have failed,
paving the way for that Bloodright or Bloodname to be eliminated in the process
known as Reaving.

WARRIORS OF
THE DOUBLE HELIX

| do nat pretend to understand the techni-
calities, but Clan scientists go to great lengths
to ensure the perpetuation of each genetic line.
Gene-splicing and chromosome modification
ensures an equal hatance of males and females
born 1o each house, though several scientists
have told me that they do this more from tra-
dition than from need. To them, moditying
chromosemes o determine sex is a primitive
application of their knowledge. They can take
DOMA strands from two individuale and use
recambinant technigues to splice them into
sperm and ova gametes, creating a zygote irre-
spective of the gender of the donars,
Therefore, a male warrior can theoretically be a
“gene-mother” if his DNA is spliced into an
ovum, and a female warrior can be a "gene-
father.” In general, however, the Clans prefer
not to meddle too much with nature, and so
mast often use simple in-vitro fertilization
technigues. Likewise, they rarely use pgene
modification 1o modify physical or mental
traits. Instead, they tend to use genetic engi-
neering simply to identify and correct adverse
recessive traits, These are usually inactive,
being dominated by the other half of the genet-
ic pairing; however, if combined with appropri-
ate genes, they may manifest and cause prob-
lems. In mosl cases, Clan scientists allow
nature to “take its course albeit in a
laboratary.

To give some examples, say a warriar is
horn using the unmodified genetic material of
Tanya Ward and Peter Kabrinski. As
Bloodname eligibility is determined matrilin-
gally, that warrior can claim the Ward
Bloodname (that of the gene-mather) but not
Kabrinski {the gene-father). A second warrior
is barn using the genetic material of Alice
Mygren and Helen Mattlov. The Nygren DNA is
spliced inta the male gamete (sperm) and the
Mattloy DNA into the female gamete (ovum).
In this case, the warrior would be eligible for
the Mattlov Bloodname, because Mattlov is the
Bloodname held by the gene-mother.

The matrilineal tracing of Bloodnames,
widely reported in Focht's studies of the Clans,
has always seemed unworkable to many in the
Inner Sphere. | have heard people argue that,
because fifty-two percent of the human popula-
tion is female, therefore onby fitty-two percent

continued on p, 40
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of Bloodnames would have survived the first
generation. Well, yes and no. The first genera-
tion born from the iran wambs could claim the
Blopdname of either gene-parent. They were
divided equally into claimants tor each
Bloodname {save those of mixed warrarnan-
warrior lines, who by default entered the
Bloodname house of their warrior gene-par-
ent). From the second generatian and beyond,
matrilineal descent becams the rule.

Theoretically, the Clans can create clones,
splicing a warrior's DNA into sperm and ova
and crealing an individual whose genetic
makeup is identical to the donar's, The tech-
nigue has existed since the 20th century, but
Clan scientists rarely use it. The Clans believe
in evolution and natural selection; simply repli-
cating an individual implies stagnation. They
call the product of such processes a “re-
tread.”

Despite advances in genelic Screening,
the Clans still retain a form of incest taboo,
Clan law discourages the combining of genes
fram closely related warriors, usually taken to
be within three generations. Such an ocour-
rence, however, is extremely unlikely,

Bloodcount and Reaving

When Micholas Kerensky created the Clans and announced that his warriors
would recieve the ultimate accolade of a Bloodname, he decreed that only twenty five
individuals could claim each one, He did not set a rminimum, however, Contrary 1o
popular belief, every Bloodname does not have Lwenty-five Bloodrights, The exact
number of active Bioodrights associaled with each Bloodname 15 known as the
Bloodeount,

The leaders of each Bloodnamse House soon recognized that some lines were
not performing as well as had been expected, To prevent the dilution of their
Blondname's prestige by a plethora of mediocre Bloodheritages., they created the
Reaving ritual so that they could tailor the number of Bloodrights associated with
each Bloodname to match the Bloodname's potency. Some names, such as
Kerensky, MN'Buta and Mattlov, have never suffered the Reaving. Others have been
reduced to twenty Bloodrights or even fifteen, while the poorest may have a
Rlondeount as low as five. Through this method, a handful of the most degenerate
lines have ceased 1o exist.

The complex process for reducing a Bloodoount involyes the leaders of the
Bloodname House and the Grand Council. When a Bloodname House announces d
Trial of Bloodright, a Bloodnamed warrior of another house (acting with the authority
of that house as determined by majority vote) may call for a Reaving against the
house holding the Trial, This action suspends the Trial of Bloodright until the Reaving
is settled. The Grand Council then deliberates over the call for Reaving and votes on
the issue. A Trial of Refusal inevitably follows—demanded either by the targeted
house to refuse the Reaving motion, or by the sponsoring house to force the motion's
passage. Wnown as the Trial of Reaving, this combat decides if the Bloodcount
changes.

The Bloodnamed warrior who called for the Reaving, along with others of his or
her Bloodname House, fights in favor of the Reaving. Opposing them are the warriors
nominated to fight for the Bloodright. Bidding usually reduces the forces fielded to a
single Star or Elemental Point, If the pro-Reaving force wing, the Trial of Bloodright is

canceled and the Bloodname's count reduced by one. If the pro-Bloodright force wins, the Trial of Bloodright takes place, The pro-
Reaving house also becomes the subject of & Reaving vote the next time one of its warriors dies. This penalty ensures that no one

calls for Reaving lightly,

The iIKhan has a little-known option to decree the cancellation of a Blaodright Trial. (Ulric Kerensky applied this to the Bloodright
of the reacherous Conal Ward.) Though not technically Reaving, such a decree has the same effect: the Bloodoount is reduced by ane,
and the cancelled Trial consigns the Bloodname to limbo until the iIKhan or the Grand Council decides to allow it

Bloodrights and Bloodnames tnmmed by Reaving or the iIKhan's decree are not destroyed: only Annihilation or Abjuration can do
that. According to Clan law. they are simply suspended and may be reactivated. The scientist caste may call for a Bloodcount 1o be

increased in order to aid the eugenics prograrm.

This decision is based on several factors, including the genetic diversity of the Clan in

question and the current potential of the Bloodname {in the scientists’ opinion). In this case. the issue goes befare the Grand Council
for a vote. A Trial of Refusal frequently ensues. known as the Trial of Propagation. Unlike the Trial of Reaving, there is no censure
motion against the faction opposing propagation of the Bloodname, Occaswonally, others holding the Bloodname perform so well that
the assembled warriors simply agree to the increased Bloodcount {though the count may never exceed twenty-five],

With rare exceptions, reactivated Bloodnames are scorned, Operation Revival provided the most notable exception in recent years.
Many inactive Bloodrights came back into use for the nvasion, often on a kind of probation; if the holder performed well, that Bloodright
and heritage would be fully reactivated. If not, it would revert to dormancy upon the death of the bearer, This mechanism allowed the
wolves to field a thousand Bloodnamed warrnars (the maximum allowed to each Clan during the invasion, though many Bloodrights
were nol renewed after Tukayyid. A handful were redeemed n The invasion, but these were offset by those placed under threal of

Reaving—most notahly the lade Falcons’

Malthus line, disgraced by the Falcon Guard's defeat on Twycross. Another block o

Bloodnights from the hitherto ignored Widowmaker lines were reactivated by the Crusader Wolves following the Refusal War.
Unfartunately, what hegan as a way 1o preserve Clan honor has become corrupted over the years, The Rite of Reaving is freguently

perverted into a politic® tool; several Clans use the threat of it to gain control of Bloodname Houses and thus their voting blocs, On

numerous oocasions, the threat has been carried out—not to maintain the strength of a Bloodname, but simply to reduce opposIng

votes in Clan Councals.
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In general, the Clans look on the whole issue of Reaving
and Propagation with a degree of shame. It implies that their
breeding program is not as superior as they might wish to
believe. Because of this, the Clans deliberately withheld infar
mation on the Bloodcount and Reaving from Precentor Martial
Focht during his diplomatic missions.

Sclentist Labnames

Labnames used by members of the scientist caste are not
Bloodnames; they simply represent recognition within the sci-
entist caste of some notable achievement or skill. Bestowed by
a vote of colleagues, they are the names of famous historical
scientists. Though Clan warriors generally tolerate this aping of
Bloodnames, labnames are only used within the scientist caste,
Most outsiders view them with disdain and rarely, if ever, refer
to them.

CLAN PSYCHOLOGY

Though the Clans are hiologically human, their mindset is
alien to many in the Inner Sphere. They have a distinctive out-
ook, shaped by their needs and goals. Four main elements of
Clan psychology that distinguish them from denizens of the
Inner Sphere are their belief that “might makes right,” a certain
scavenger mentality, anti-Spheroid sentiment bordering on xeno
phobia, and a high regard for conformity. Another concept,
known as the “honor road,” pervades the Clan warrior caste.
Some of these elements also exist in Inner Sphere cultures, hut
their combination in the Clans creates a unigue society,

Might Makes Right

Having been founded by a warrior with a single goal in
mind, and having been ruled by warriors for almost 250 years,
it Is not surprising that the “might imakes right” ideal pervades
the Clans. In this, they resemble many martial orders in the
Inner Sphere, such as the Capellan Warrior Houses. However,
the Clans lack the cultural or ethical restraints of those Inner
Sphere orders—for example, the balance between duty and
honor that defines the Draconis Combine’s samurai class, The
Clans' sterling military performance during the Inner Sphere
invasion at first appeared to validate their view of the rights of
power, but the recent annihilation of the Smoke Jaguars—espe-
cially the razing of Huntress and the Great Refusal on Strana
Mechty—has shattered many illusions. The Clans are no longer
invincible, an unpleasant truth that has prompted many to
rethink their stance.

Waste Not, Want Not
Their origin as refugees from the Inner Sphere, and later

from their own wars, has taught the Clans to maximize material

resources. In many ways they might be called “techno-barbar-
ians," with core technologies far advanced beyond those in the
Inner Sphere, but with avallable resources restricted to key
areas—almost always military. With the notable exception of
people, the Clans rarely waste any resource, Many of the
‘Mechs used by second-ling units are Star League vintage, and

most units aside from frontline Clusters are equipped with
hand-me-downs. The Clans have been described as utilitarian
compared to the Inner Sphere, placing great emphasis on fune-
tion, Despite their spartan lifestyle, howewver, the Clans have
developed surprisingly sophisticated arts isee The Arts, p, 48),

Xenophobia

The experiences of Aleksandr and Nicholas Kerensky led
the Clans to see the Inner Sphere as a den of corruption, as the
House Lords were ulumately responsible for the fall of the Star
League and Aleksandr Kerensky's Exodus. The privations of [jw
ing in the Pentagon worlds reinforced this view: many Clansmen
came 10 regard the Inner Sphere as a “lost paradise” inhabited
by barbarians. Initially faced with forging a disparate and often
mutually hostile population into a unified new society, Micholas
Kerensky encouraged this xenophobic attitude as a means of
focusing his newborn Clans® energies, though it did not Tully
take hold until the Golden Century.

Conformity

Taking a leaf from ancient Asia, Nicholas and his succes-
sors steered the Clans by establishing an official “party line™:
that the Clans are the honest, noble, true descendants of the
Star League, while Spheroids are corrupt and deceptive. It logi-
cally follows from this attitude that Nicholas Kerensky's actions
and plans were the only way to save humankind from itself, and
that all things proceeding from them must therefore be right. To
Suggest otherwise, or to generally voice dissent, is viewed as
‘un-Clanlike” and therefore treasonous. The Clans have little
use for individuality and free thought, both of which are pun-
ished. Clansmen are raised to watch their neighbors and report
any un-Clanlike tendencies; they generally see such actions not
as spying. but as serving the honor of the Clans and the come-
mon good. Unlike Maoist China, a society of ancient Terra that
espoused similar principles, the Clans are uniformly committed
to the rightness of their course. It takes the injection of an out-
side element, such as the multicultural Inner Sphere, to upset
the system.

As shown by the defection of the Mova Cats and the relo-
cation of the Ghaost Bears, Clan conformity can no longer be
taken for granted. Recent events in the Smoke Jaguar occupa
tion zone on Huntress and on Strana Mechty have simply added
more fuel to the fire; the long-term consequences remain to be
seern.

Morgan: 50 the Clans are egotistical, paranoid bullies
with a pack-rat mentality?

Phelan: That may be a little strong. Overconfident, per:
haps, though they have reason to be proud of their
martial prowess, What hindered many Clans in the
invasion was their inflexibility, though that is changing.
Morgan: You mean they had become too accustomed
to Atualized war.

Phelan: That is part of it, but the famous Clan rigidity
gpplies to the entire culture, not just the military. The




Stee! Viper's dreams af cooperating with the Inner
Sphere were dopmed because they wanted 1o o
things their way, though most of the invading Clans did
try to work through ostablished systems. Only the
Wolves and Bears actually managed 1T, and the Bears
got off to a bad stalt,

Margan: 5o in the Walf and Ghost Bear ocoupalon
zones, the guys at the [op af the heap have changed,
but the hasic system remains the same?

Phelan: Exactly. And because the planets W those
Zones were Lyran-.'?asa.'.'m,gc.-e-r?u.rntll'ne baorder worlds,
most of the people were used to oocasional change af
government, Pravided their lves were not furned
upside down, the general popualation did not amd still
does ot much care who rules them.

Honor Road

Paralleled only by the Draconis Combing's bushido ideals (on
which it is based) and the code gspoused Dy the Knights of the
Inner Sphere. the Clan “honor roac” 1S an ethical system for which
Clan warriors are Doth respected and reviled, It puides ther
responses and shapes thair actions, prowding & means 1o prevent
a repeat of the devastation that accurred in the Pentagon Civil War,
However, the Clans were not always so honorable in warfare.

The honor road and zellorigen—the rules of combat that
epitomize it—can be {raced ta the death of Nicholas’ brother
Andery during the liberation of Eden. In those days, the Clans
fought with tactics similar to those of the SLDE. Trhey fought
tatal war, using any and every weapan at their disposal. But the
Clans were a small force, and cn many accasions found them-
selves facing numerically supenor foms, After Andery Kerensky
was killed in an ambush, Nicholas vowed 10 prevent a recdr
rence. Over the next decade, the Clans adopted the honor roacd
and the rules of combat that Micholas Kerensky created.

The civilian castes do not follow the honor road par se. bul
similarly value honorable conduct in their everyday lives.
Compared to lnner Sphere cwilians, the Clan castes suffer less
from crime and violence. and rarely practice deception in the
dealings, The people also gxhibit @ cartan navete, which many
autsiders find both retreshing and infuriating, Clansmen in gen-
gral tend to avoid lying putright; instead. they sotile for not
always teling the whole truth, gspecially 1o “putsiders” (those
not of their House, Clan or military unit). However, if & Clansman
gays he will do something for you, he will do his Dest to honor
his pledge—a3SsUMINgE you are o fellow Clansman, of course.

Honar works on several levels in Clan society, Most impor
tant is the nonor of the Clan. followed by that of the Ut or
caste, and then of the mdividual, On most occasions. these
work together in harmorny, but oocasionally individuat honor is at
odds with that of his caste or Clan, Different indwiduals mey
also find themselves at adds with gach olher over a matter of
personal honor, To cope with such situalions, the Clans have
developed extensive ftuals and Trials to mimimize strife (sen
Rituals, Trials Tradimons,. These rituais pften  prompt
actions incamprehansiole 10 ~on-Clansmen,

and

For example, many in the inner Sphere were shocked when
the lade Falcons “ganged up” on lnner Sphere trogps dunng the
battle for Alyina. However, doing so greatly increased the Faicons’
shances of capluring Prince Victor Steiner-Davion. That feat would
have heen a great honor for their Clan, especially as they had
failen to capture tum on Trell | and the Smoke Jaguars had jost
Hohiro Kuirita on Turtle Bay. 0 Uis seuation, the nonor of the
cecond Jaggers (then commanded by Martne Pryde) and s war-
riors took second place Lo thal of Clan Jade Falcon as a whaole,
which allowed the unit o use tactics that would otherwise e
regarded as dishonoratle.

Margan: 50 they can cheat as needed?

Phelan: Sort of. [t depends on the Clan. We Wolves
fike to think of ourselves as fiexibie, adapting to the
nends of the siluanom When fighting ancther Clan
unit, we generally play by the rules, but against lnner
Sphere farces, who wowld likely attempt to use their
perceptions of Clan honor agamnst us, We wiouldn 1.
Even the jarhead Jaguars learned that lesson on
Wolcott.

Morgan: 50 we can't expect the Clans to play Dy “Clarn
rules” it combat?

Phelan: Again, sort of. Most of them wil try Lo fight
honorably, but will adapt if necessary. The Falcons are
righd traditionalists, 50 Alyina was an aberration far
them. On Coventry and elsewherts, they have tended
toward traditional tactics, but actually use a blend of
ald and new fighting styles that matches the rules of
engagement to the situgtion.

Morgan: Fven those who havent fought the inner
Sphere?

Phelan: Probably not. [ am taiking primarily about the
imvading Clans here. The hoime Clans will fight oid-style
on almos! every accasion. They tack the gxperience o
do atherwise, and several of them thought the stories
af the Successor States' dishonorable hatilefield con-
duct was just a whitewash for he invaders' loss at
Tukayyid. Operations Bulldog and Saerpent, as well as
the Great Refusal on Strana Mechry, have demansiral
el otherwise, but the lesson has yel 1@ fully sink i,

RITUALS, TRIALS AND TRADITIONS

The ideais of conformily and hanar nave led the Clans to
develop a series of rituats to liris conflicts within a caste of
Clan, or between Clans, Many of them are maritial in angin, as
mighl he expected from a socely ruled by the mihtary, but over
tirpe the civilian castes have adaptec many to their awn bse. A
convaluted protocol determines when such aclions are apord
priate, but often it comes down to indwidual interpretation and
the hanor of the participants,

Most of the following riluals relate Lo indiviguals within the
same caste and Clan, In siluations where members of another
caste of Clan are involved, githar the Clan Council of the Grand
Council decides the ouloome. For example, the Clan Council
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rexclusively members of the warrior casie) settles disputes
between the scientist and merchant castes, Of course, if the
warrior caste gets involved in a dispute with another caste, the
Clan Council still renders judgement. This may seem unfair to
the civilian caste, but in most cases the honor of the partici
pants results in what the Clans consider a fair verdict.

In general, problems only crop up among overly authoritarn-
an Clans, such as the laguars and Widowmakers, They tended
to believe that a warrior is always fght, no matter how guilty he
is. In such situations, the lower castes have been known 1o
“end run”" their own Clan Council and approach the Grand
Council directly. However, even after two centuries the specter
of the Widowmakers® action against their own merchant caste
in just such a situation gives civilians cause to be wary.

The Clans most commonly use six Trials and three other rit-
uals, most of them associated with the warrior caste, though
other castes practice some of them as well. (These do not
include Reaving and the Trial of Propagation, which are specific
versions of a Trial of Refusal.)

Surkal

All castes practice surkai, the Rite of Forgiveness. Akin to
the yakura Yobitsume (finger cutting) ritual, surkai is an admis-
zion by the person enacting the rite that he or she was wrong
to disagree with someone or to do & certain thing. In the honor-
bound Clans, surkai is a matter of pride; they value the strength
to admit mistakes and accept punishment for them. Most often,
Clansmen invoke surkai after disagreeing with a superior: a war-
rior and an officer, a caste and the Clan Council, oF even an
entire Clan and the Grand Council.

The rite has considerable power in this conformist culture.
Those undertaking the rite and accepting the relevant punish
ment are honorbound to put the past behind them. Those who
refuse to enact surkai are shunned and may receive punish-
ment that enforces repentance. In the case of a major offense,
the "wronged” party may refuse surkai and instead demand a
Trial of Grievance, This prevents devious individuals from using
the Rite of Fordiveness as a shield from the full conseguences
of their conduct.
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Tral of Grievance

The Trial of Grievance. also used by all castes in one form
or another, is intended to settle disputes, particularly with regard
to matiers of honor, When such an impasse is reached, the par-
ticipants have two choices. They can appeal to the Caste or Clan
Council. or to the Grand Council in the case of Bloodnamed war-
riors or those holding senior posts, or they can underga & Trial of
Grievance. In a council appeal, the aggrievec parties avoid all
unnecessary contact until the matter is decided. If they choose
& Trial of Grievance instead, a competiton is arranged, of which
the winner will be deemed ngnt.

among warriors, the Trial of Gnevance is a dusl, fought with
or without equipment as determined by those setting its terms.
The Clans take care to ensure that neither participant gains an
artiticial advantage from the style of combat, often by requiring
both to use comparable equipment. For example, n a Trial
between a light ‘Mech pilot and a heavy ‘Mech pilot, both would
use medium 'Mechs with which neither warrior was Tamiliar, and
pach would receive several days 1o practice before the Trial was
held. Tnals between members of different sub-castes—for
example, Elementals and MechWarriors—are a special case. In
situations like that one, where there is no fair cormmaon ground,
everything possitle is done to level the playing field.

The combat takes place within a defined area known as a
Circle of Equals, which may measure anything from a few
meters to hundreds of kilometers across, depending on the type
of duel. Only the combatants may enter the circle; if forced to
leave, a contestant forfeits the Trial. Voluntary withdrawal from
the circle before the issue s resolved indicates both cowardice
and an unwillingness to stand by one’s comvictions. Any non-par
ticipant's entry into the circle invalidates the Trial and is regard
ed as a great dishonar.

The civilian castes also use Lhe Trial of Grievance, in con-
tests tailored to the skills of those involved. For example, dis-
puting members of the merchant caste may be assigned a peri-
od in which to gather a predetermined amount of revenue, As
with the warrior casle, differences between sub-castes can
cause problems. A potter and a trader are both rmembers of (he
merchant caste, but ther skills are not comparable. For this
reason, Trials of Grievance are less common within the cvilian
castes than referrals to the Caste or Clan council. The Clan
Council handles ail disputes between members of different
casies, save in those rafe cases where the Grand Council 15
more appropriate.

Trial of Refusal

Associated with the Trial of Grievance s the Trigl of
Befusal, practiced by the warrior caste. This Trial recognizes
that. according to Clan law, the warnor casle alone rules the
Clans, It embodies the concept of “mighl makes right™ by pro
viding the right to challenge in combat any decision made by the
Clan Councils or Grand Council. Over Lthe years, the concept has
filtered down through military units and s used orcasionally
within the Touman 1o settle disputes (often lumped together
with the Trial of Grievance:, Mary Inner Sphere powers dispar-

age this “trial by comnat” as undemocratic, but the dormination
of most Inner Sphere by dynasties with near-absolute power
makes such criticisms a touch hypocritical.

In a Trial of Refusal, the refusing party declares what forces
me or she will use to challenge the decision, The opposing side
then declares what forces will uphold the verdict, up 1o the ratio
of the decision, For example, if someone challenges a decision
thal passed two votes 1o ten (a ratio of one to fivel, the defend-
ers may deploy up to five times as many troops (in Points rather
than individual warriors) as the attackers. However, in practice,
bidding among the defenders for the honor of upholding the
decision usually reduces this ratio in the challenger's favor, As
with & Trial of Grievance, the force that wins is deemed to be in
the right,

The Tral of Refusal has its limits, however. First, the chal-
lenge must come from someone cited in the decision of within
the appropriate body, Furthermore, Clan law forbids challenging
the autcome of a Trial of Refusal with ancther Trial of Refusal but
members of the council in guestion and those cited in the mat-
ter may stage additional Refusals. These usually ocour simulta-
neously but may, if circumstances demand, be carried out sepa-
rately it those cited in the matter were not given the opportunity
to challenge the original decision. This helps prolect the interests
of those cited In the matter and only one such Refusal nead be
successful for the motion to be struck down. Howewver, though
the first Refusal must be accepted, a majority vote of the coundail
may deny the petition for a second challenge. Clansmen also can-
not challenge a Satarra, the Clan Council’s right of veto regard-
ing disputes between castes. Finally, as the Refusal War demor-
strated, these rules do not prevent combatants from using allied
farces. However, by participating in the Trials, the allies place
themselves under the same judgment as the accused. if the Trial
tails, they too suffer the consequences. Such was the case with
Clan Walt when they lost the Refusal War,

Trial of Possession

One of the most common Trials among the warrior caste.
the Trial of Possession resembles the Trial of Refusal in that it
reflects the dominance of warriors in Clan society. Members of
civilian castes exchange goods and services for the materials
they need; warriors simply requisition what they require. Within
a Clan this causes few problems. as the sole purpose of the
nther castes is to support the warriors. Dealings with other
Clans are not so smple. Merchants may trade for various
goods, but many ILems cannal be acquired Lhat way, and so the
warnars must lake whatever they (or ther Clan’s other castes)
need. The Trial of Possession is @ combat Trial o determing
pwnership of resources,

Tnese Trials can be fought over almost anything: genetic
legacies, military units, even warlds. In all cases, e attacking
force issues a challenge to the current owners of the contested
prize. The attackers state their identity and objective, then
requesl the defenders to name what forces they will use 10
mantain possession. This process (s known as the batchall.
ance the defender has replied, attacking units bid among them-
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zalves for the honor of achieving the goal, Bidding minimizes
waste, cutting down the number of troops committed to what in
etfect are mini-wars. The side that wins gains or retains owner-
chip of the disputed resource.

In the Clan view, they acquired each world taken from the
nrer Sphere during the invasion through a Trial of Possession.
After their defeats on Wolcott, Twycross and Tukayyid, the
Invading Clans learned not to trust Inner Sphere bidding or
batchalls.

Prisoners captured during a Tnal of Possession may be
taken as bondsmen ar returned Lo their original Clan, By Clan
law, taking a Bloodnamed warrior 85 a bondsman or directly
through a Trial of Possession does not allow the capturing Clan
to use that warrior's DMA in its eugenics program, thereby pre-
venting the uncontrolled dissemination of genetic material, In
practice, there is little to stop a Clan from doing so; however,
their reverence for tradition makes such action virtually unheard
of. Instead, if a Clan wishes to incorporate outside genetic
matenal, that Clan must stage a Trial of Possession for the
dasired genetic legacy (not just a warrior of that bloodline).
Batchalls for such Trials usually begin with the words, "Who
defends the spawn of ... . If such a Trial is successful, scien-
tists transfer a copy of that legacy into the winning Clan’s genet-
ic repository. This means that the outcome of a battie hundreds
of light years away could have the net result of moving a small
plexiglass container a few hundred meters on Strana Mechty,

Rite of Absorption

Another exclusive practice of the warrior caste, the Rite of
Absorption Is an amalgam of a Tnal of Refusal and a Trial of
Possession, In which an entire Clan is absorbed into another.
Any Clan may call for another's Absorption. Because of the seri-
ousness of the matter, the Grand Councll must vote on it, and
the mation can only pass with a unanimous decision (with the
exception of the Clan to be Absorbed). If Absorption is
approved, the other Clans bid for the right to carry it out. The
bidding process often involves a series of Trials of Refusal. as
the varicus Clans seek to prevent each other from gaining a
decisive advantage. The target Clan inevitably also calls for a
Trial of Refusal against the verdict, and so some or all of the
Clan's Toumman will face that of the Absorbing Clan. (The attack-
er sees this as a Trial of Possession.) The last side with active
forees on the field wins.

The Rite of Absorption is not always fought to the death,
Many of the defenders are taken as bondsmen and adopted
into the new Clan, as happened in the recent Star Adder-Burrock
Absorption Trial. This practice makes up for the losses inflicted
on the Absorbing Clan. On the three‘occasions that such Trials
have occurred (the Wolf Absorption of Clan Widowmaker, the
Jaguar Absorption of Clan Mongoose and the Star Adders’
Absorption of the Burrocks), bidding between the potential
attackers gave the defenders a numerical advantage. While not
enough to allow them to escape their fate, it did temper the vic-
tories of the absorbing Clans, and 5o every Clan thinks long and
hard before attempting such an action,

After the fact, the Jade Falcons declared the Refusal War a
Trial of Absorption as a means of making up their horrendous
losses. This maneuver was a blatant violation of Clan law. There
had been no call for Absorption in the Grand Council; the coun-
cil voted to impeach Ulric, not absorb the Wolves, Second, the
impeachment vote was not unanimous and there was no inter-
Clan bidding for Absorption rights. The Falcons paid the price for
their oppartunism, however, Much as | hate to say i, | respect
what Vlad did to wreck Khan Chistu and Khan Crichell’s political
games.

Trial of Position

Position within the Clans is determined by ability. The civilian
castes determing such matters in their own councils and work
groups, while the warrior caste requires a practical demonstration
of martial skills. The Trial of Position fills this role.

Every warrior undergoes at least one Trial of Position when
he passes fram cadet to full-fledged warrior, traditionally on or
around the cadet’s twentieth birthday, Several Clans graduate
warriors at eighteen, however, and extreme circumstances may
prompt Trials of Position even earlier. In a Trial of Position, the
warrior must defeat at least one opponent (usually out of three)
to gualify for active duty, Failure to do 5o results in the survivor
(the Clans use live ammunition in the Trial, which makes for a
high casualty rate) being relegated to one of the civilian
castes—usually the scientist or technician castes. Failed war-
riors may be assigned to the laborer caste; assignment to the
merchant caste is extremely rare among mast Clans. Officially,
most Clans do not allow a second Trial (the Jaguars, Blood
Spirits. Hell's Horses and Steel Vipers being notable excep-
tions), However, on occasion a promising individual has covert-
Iy been allowed to retest. The most famous example of this is
Aidan Pryde, hero of Clan Jade Falcon.

If a cadet defeats one opponent in his Trial of Position, he
gains the rank of warrior. Defeating two earns the rank of Star
commander; three, the rank of Star captain. Such Trials often
test two cadets simultanecusly, and so the surviving cadet can
attain even higher ranks. Natasha Kerensky holds the record
within the Clans: four “kills" and the rank of Star Colonel, which
she accomplished in ouwr joint Trial. | understand that in the
Dragoon Trials on Qutreach, Kai Allard-Liao made five “kills" and
was well on his way 10 a sixth when he was defeated. Such an
event is totally without precedent; together with his destruction
of the old Falcon Guards on Twycross, that feat prompted the
awe in which the Clans hold him.

The exact methodology of this Trial vanes between Clans,
The Wolves place the combatants in assault OmniMechs and
expect the cadet to fight all three foes while piloting a lighter
‘Mech isometimes not lighter by much, however). The lade
Falcons require their cadets to first face a foe outside of a
‘Mech, battle armor or fighter, and then to face three warriors
individually in increasing order of skill. Others, like the Stee|
Wipers, require contestants to fight each other,

Warriors are required to retest frequently throughout their
careers, usually on the anniversary of their orginal Trial of




Pasition. However, role and assignment offer a degree of flexi-
pility, and combat performance is frequently accepled in lieu of
a tormal Trial. Where Trials are reguired, each Clan goes 1o con-
siderable lengths to stagger the events through Lhe year so as
nal to weaken their militaries, Those who pertorm wel “test up”
and are promoted. Those whio do not cither retain their current
status or “test down™ and are relegated to second-line units and
non-combat posts or demoted 1o a lower caste,

These annual retrials, which unlike the first, peed nol
involve ‘Mechs or battle armar, are often more akin to Trials of
Possession, with senior officers fending off challengsas by thesr
juniors and pecrs competing for limited promotion slats, To pre-
vent anarchy, such direct challenges are limited to non-war sit-
uations and require the approval of the Clan Council or Khan,
Direct challenges for the post of Galaxy Commander or Khan are
frowned on, and in many cases the requalification of such offi-
cers is routing. However, any warrior whose performance or Sla-
tus is gquestioned, such as Matasha Kerensky’s was upon her
return 1o the Clans, or Elias Crichell's upon his ascensien 10
ilkhan, may be reguired to prove his or her combat skills.

Trial of Bloodright

To a Clan warrior, 8 Bloodnarme is everything. Without a
Bloodname, the warrior is denied a place in the hreeding pro
gram and the higher posls in sociely. I a Trial of Bloodright, thir
ty-two warriors compete for the right to use a Bloodname. {This
number remains the same irrespective of the given name’s
Bloodoount.) The participants fight up to five rounds of combat:
the sixteen winners of the first pass an to the second round, the
eight winners of the second go on 10 the third, and so on until
only two warriors remain, The winner of the final battle claims
the Bloodname.

Pairings are determined by lot, though Clan paolitics often
mean that the process is less random than might be imagined.
Frequently, “seeding” occurs. with the most likely candidatos
prohibited from meeting each other wntil the tater rounds, Each
participant has a cain bearing his name on one side, and on the
ather his Clan insignia and the name of his Bloodname House.
At the start of each Trial, the participants recite the deeds that
make them wartny of participating, They then place their comns
in a cone, where they race to Lhe battom, The coin that lands
on top 15 deemed the hunter: its owner may choose the style of
combat, either augmented (using battle armor, “Mechs or fight
ers) of unaugmented (bare fists). The other warrior, the prey.
determinas where the Trial will take place.

The whole system s intended 1o represent the fickle nature
of war: a warrior will never know in exactly what situation he may
be asked to fight and so must be able to adapt 10 conditions. 4
canny warror can achieve viclory from either position. For exam
ple, n an unaugmented fight an Elemental has a decisive
advanlage over a MachWwarrior, hut the MechWarrior can negals
it by selecting appropriate Ler rain for the encounter

Qccasionally, two warriors will kill each other or the wicior
will be urahle to continue. On such occasions, one person in
the next round receives a “hye," an automabic victory, A bDye

does not apply to the final round—no one can win a Bloodname
by default (though an opponent may surrender, as | understand
happened to Vad), If both finalists kil each other, the Trial is
cansidered void and begun again from round one with new con-
testants as needed,

Ritual of Adoption

Occasionally, adults may be inducted into the warrior caste
through the Ritual of Adoption. The specifics of this rite vary by
Clan, and in a few it involves little more than paperwork,
However, most Clans insist on a ceremony in which the adoptee
is forced to run a figurative gauntlet of those opposing his or her
adoption. The adoptee faces an agrospace pilot, an Elemental
and a MechWarriar, the order varying depending on  the
adoptee’s intended sub-caste. The newly adopted warrior must
also pass a Trial of Position, usually within six months, or glse
pe returned to his or her former status.

Unlike freeborn warrors brought into the caste at a young
age. or warriors captured from other Clans and integrated
through becoming bondsmen, those who undergo the Ritual of
Adoption are traditionally awarded an honorname reflecting their
new Clan, For example. had | been adopted into the warrior
caste of Clan lce Hellion, | would have been known as Phelan
lceHellion,

Ritual of Abjuration

Occasionally, differences within a caste or Clan are insur-
mountable and the troublesome elements must be eliminated.
The Ritual of Abjuration, which any caste may carry out, and the
warrior caste's Trial of Annihilation are the two ways of dealing
wilh such grave situations.,

In the Riteal of Abjuration. the disaffected members are
kicked out of caste and Clan. consigned to the bandit caste.
That caste lies outside Clan law, and its members are easy pick:
ings for the Clan military—in theory, al least, In practice, the
handit cast is tougher and better organized than the Clans like
to think. Many actually prosper in this enforced exile; the Wolf
Clan force based 0 the Arc-Royal Detense Cordon is one such
example. Others. like the remnants of Clan Smoke Jaguar, turn
to the piracy that earned the bandit caste its name.

any Casle Council may enact the Ritual of Abjuration
against its own members, or the Clan Council may do so in mat-
ters involving multipie castes. The council must attain a four
fifths majority in the vote to pass the motion—which, given the
heinous nature of the actions that generally lead to the call for
Aljuration, s not ditficuil to achieve. As Viad demonstrated by
ahjuring the Warden Wolves, a council can also be stacked in
favor of one position. Those Abjured traditionally have five days
to surrender any items in their possession that beleng to the
Clan {which in practice means almost everything) and to leave
Clan space, After this point, they are considered bandits and
may be willed on sighl

If present when the Abjuration vote is taken, the accused
may appeal to hgner authority or call tor a Trial of Refusal
{known as the Tnial of Abjuration), However, if the decision is rat-
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ified, the sentence takes effect and 15 assumed to have start-
ed from the original decision date, If the appeal took more than
five days. the loser is immediately imprisoned or executed,

Trial of Annihilation

Where the Ritual of Abjuration offers a hope of eventually
returning to the Clan, the Trial of Annihilation does nol. As its
name suggests, the sole goal of this Trial s the destruction of
the target. Invoked only for the most heinous crimes against the
Clans, a Clan Council may call for the Annihilation of its mem:-
bers, whether individuals or units. The vote for Annihilation must
be unanimous, and the victim may not appeal. The Trial of
Annihilation is considered the accused's Trial of Refusal. If they
survive it by defeating the forces sent against them., they are
vindicated. Otherwise, they die.

The Grand Council may also call for Annihilation, but may
only take action if the crimes in question affect or threaten to
affect the Clans as a whole. The most famous case is the
anrihilation of Clan Wolverine for “crimes against the Clans™;
almost every record of that Clan’s existence has since been
stripped from the records. As far as the Clans are concerned,
the target of a Trial of Anmhilation ceases to exist.

To Inner Sphere ways of thinking, the Annihilation of a sin-
gle warrior pales into insignificance beside the death of an
entire Clan. To the Clans, however, there is more than a single
warrior at stake. The sins of the father (so to speak) apply to
the children, and so any descendents of that warrior are also
subject 1o Annihilation. In one case, a Clan Mongoose Star was
targeted; when they lost, so did every one of their living proge-
ny. Prior to the discovery of their crimes, the members of the
unit had been regarded as ristars, and so they had numerous
offspring. In the end, the Annihilation of those five warriors cost
the lives of another sixteen service personnel and 306 cadets
and children in sibkos. The crimes of those five warriors led to
the death of everyone bearing their bloodline.

The Clans only declare a Trial of Annihilation when it is pos-
sible to punish the culprits, and the principal targets are war-
riers. Those out of reach or comprising only civillan castes are
subject to the Ritual of Abjuration. In the rare cases, where civil-
ians become targets of a Trial of Annihilation. they are rarely
executed, Most often they are sterilized, left alive to worke but
denied the chance of continuing their bloodline, Many Clansmen
regard this 1s a crueler punishment than the clean death meted
aul to warrors.

LANGUAGE

The recognized root of Clan langusge is Star League
English, the language of government and commerce in the
Terran Hegermony and the Star League it spawned. Like many
things associated with the Star League, the Clans revere this
language, which has led to an interesting tradition: a prohibition
on the use of contractions in speech.

To me, this prohibition 1s inconsistent with the idea of pre-
serving the culture of the Star League. If | recall my history cor-
rectly, contractions have been a part of speech for millennia,
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From the tapes |'ve heard, officials of the Star League certain-
ly used them, so why do the Clans find their use so offensive?
Matasha Kerensky once said, “Slavish adherence to ritual |s a
sign that one has nothing better to think about.” That is how |
see the embargo on contractions—as adherence to ritual sim-
ply because that Is the way it has "always been done.”

According to Ranna, however, use of contractions implies a
lack of care, and no warrior wants to be accused of sloppiness,
The Clans also tend to approach life as a formal and serious
business, and consider the use of contractions in speech and
writing oo informal. This fits with one of my pet theories that
the occasionally convoluted speech required when not using
contractions—for example, saying, “do you not agree” rather
than “don't you agree"—sounds archaic and so gives the Clans
a sense of history and tradition. It also requires speakers to
think mere about what they intend to say. The more paolitically
astute may also point out that control over language is another
method of controlling people. Placing a petty restriction on what
people can say gives authority another handle; by shaping lan-
Buage, they shape thought.

Their disdain for contractions aside, the Clans have not
gllowed the language to stagnate. They have created several
buzzwords by abbreviating existing phrases, like rising star to
‘ristar” or bond refusal to “bondsret,” or by reawakening archa-
ic forms of language (like the words “rede” and “troth"). They
have also imported words from other languages, particularly
Russian, some of which have also become buzzwords. Finally,
they hawve also added the suffiees “"guiaff™ and “guineg” to
rhetorical questions, denoting where a positive or negative
answer is expected—a construct that previously existed in a
number of languages, though not in English.

RELIGION

Perhaps the most well-known description of the role of reli-
gicn belongs to Karl Marx, who called it “the opiate of the mass
es,” Well. not these people. Religion is widespread among the
Clans, but its usual role in human hearts has been taken by
Kerensky's Hidden Hope doctrine, Most Clansmen (outside the
Cloud Cobras, ampway) will tell you they are not religious. However,
a lpok at the structure of their lives offers another picture.

The founding of the Clans is shrouded in legend, thanks to
the tight control of books and information. and this air of mys-
tery and superstition has all the hallmarks of a religion.
Aleksandr Kerensky is the father figure—Moses, if you like, for
those of a Judeo-Christian background—who led his people into
the wilderness but did not live to see the Promised Land,
Micholas Kerensky is seen as a messiah figure, the savior and
founder who rescued the people from their own darkness by
forming the Clans, Individual Clan founders are similary
egnshrined. This “Cult of Kerensky" and the Hidden Hope con-
cept of an eventual return to the Inner Sphere are vital to the
civilian castes, giving them figures 1o ook up 10 and a powerful
driving force in their lives, However, with the Clan war machine
and thus the Great Vision faltering, there are signs of cracks in
the hitherto monalithic Clan society.




CLAN SOCIETY

Classic religions also exist, together with some weird
hybrid creeds that have developed since the Exodus. All the
major pre-Exodus Inner Sphere religions are represented: vari-
aus forms of Chnstianity and 1slam [inciuding Bahaiy, Hindwism,
Sikhism. Buddnism, ludaism, lainism, Shamanmsm, Shinto,
Confucianism and so on, However, severdl factors hinder maore
widespread acceptance of these belie? systems.

First, many of them are incompatible with vanous central
aspects of Clan society, For exampie, Buddhism prohibits 1aking
any life, and so 15 rarely found In the warrior caste.
Consequently, it has a poor image {though it is widely practiced
in the merchant and labarer castes).

Second, there is the matter of control, Historically, re gious
infrastructures have been powertul potitical forces, and the
Clans nave discouraged any alternative power sliuciures.
Religion has the potential o challenge any established power
structure, including the Clans—atter all, the Clans have existed
for less than 250 years, while most religions are thousands of
years old. Some even argue that religion is “poison,” polluting
people’s minds with alien and unreachable ideals that will
inevitzbly kindle the flames of revoi, Though the Clans rarely
ndulge m outright religious persecution, life is not easy for
adherents of any faith.

Third, the Clans’ “waste not, wanl not” outlook works
against religion. In the mind of many Clansmen, religion serves
rio useful purpose and 15 merely a drain on materlal resources.
Others argue that people whose spiritual as well as matarial
needs are met are more likely to give their all in their day-to-day
work. Conseguently, religion is tolerated, if not widely practiced.

Einally, marny in the warnor caste have difficulty beteving in
Goc. For the most part genetically engineered and utterly confl-
denr of their own abilities. Clan warnors have little roor in their
psyches for an almighty God figure. They see themselves as the
pinnacles of evolulion, the product of a scientist’s work in a lab
ratrer than of a supernatural Creator. Religious warnors arc
therefore rare outside of the Cloud Cobras.

Clans Cloud Cobra. Coyote, Goliath Secorpion and Mova Cat
have all developed their own torms of spirituality that encem-
pass their warrior as well as ther civilian castes, The Cloud
Conras are noted for their piety, and their Cloisters center
around different religions, They follow what they call “The Way,”
a belief in God (or Fate, depending on your point of view) in all
forms. The adherents of specific religions gather in Cloisters
thoogh in my cpinion these groupings have less to do with reli-
gior and moare with political and personal power. However, the
cotra belief in "The Way”™ has ganed converts In athes Clans.
most notably the Mova Cats,

The Covotes, Scorpiens and Gats, while not overly religious
per se, believe in using “visions 0 guide them, The Coyote Lra-
dition derves fraom thal of ancient America, with vision quests
and communing witn nature as a central part of their lives. Nova
Cz neliefs are similar, but less dentifiable, though deprivation
and hardship are central 1o both. In stark contrast, the Gaoliath
Seorpions use addictive and often jethal hallucinogens 1o alter
the « pereeptions in an attempt to rediscover the past, This last

is one of the mast insidious traditions amiong the Clans, and |5
almost solely responsible for limiting the Scorpons’ progress.

THE ARTS

Most peosle of the Inner Sphere soe the Clans as a drab,
ulilitarian, military bunch who exist only for congquest. This
stercotype has some truth to it, bul to tar all of Clan culture with
this brush is 8 gross oversimpliication. It may come as a Ereat
surprise to many that the arts are well developed within the
Clars. In many regards they lack the organization of inner
Sphere aris. instoad reflecting more personalized views anc
tastes. The arts provide an escape from the pervading drudgery
af Clan life, and frequently show the magnificent and often
deady beauty of the Clan worlds,

Perhaps the most common form of expression. the visual
arts are practiced by the widest rangs of individuals. No caste
houndarics apoly, @ warrior is as likely 1o he a painter as a
member of the merchant caste, However, various professions
tie certain crafis most closely 1o specific castes. For example.
patlery is most commaon among the merchant casle's artisan
cub-caste. Like the Renaissance’s fixation with religious iconog:
raphy, much of Clan art extols thesr past achievements, partic-
ularly the victories of each Clan and the mythology surrounding
their forefathers. The Kerenskys are a favorite subject. as are
great warriors, Clan totems and landscapes.

architecture 1s a special case. The Clans discourage wasie-
ful expense when building housing and factories, and 5o the bulk
of Clan cities and outposts are sternly utilitarian. They differ lit-
tle from city to city, planetl o planet o Clan to Clan, With the
exception of maodifications made for local conditions, the reuse
of city plans is commonplace. However, prestigious buildings
such as pgenstic repositories and government buildings include
come of the Most unigque and spectacular constructions in the
khowe universs, Bullt in the pothic style, the massive Hall of
Whans on Strana Mechty features massive arches, butlresses
and numerous sub-halls for each Clan. The style of these sub-
halls and treir attendant Bloodname chapels depend on the Clan
in guestian, ndividual Clans having their own style and appreci-
ation of architecture. Arcritecture on Strana Mechty 15 some-
thing of & misn-mash, while the daughter worlds are more urii-
form

Far example, the Wolves and the Faloons ithough both
would be loath to admit (1) share a love of dynamic construction
that demonstrates strength and witality. The Smoke Jaguars, by
contrast, preferred simplicity ol form. clean lines and smooth
walls—otten viowed as stenle by adhercnts of more dynamic
slyles. It is said —truthfully, a5 1 nappens—that one can deter
ming the orginal founders of each city and colony by their lay-
put and architeclural styles

The performing arts—drama, music and dance—are 1255
provalent amaong the warrior and scientist castes, who regard
them as tme consurming and of little value. However, they man
rain a solid gnp on the mechant and lanorer castes, for whom
they provide release and gntertainment.  An enter tainment
"gupercaste,” part merchant, part lahorer. nas developed over




time to fill the civilians' demand for this “wasteful'” activity
Howeyer, even performance has been turned toward the “good
of the Clan,” with stories and song lyrics either expounding
zpme Clanlike moral or associated with major historical events,

With the exception of The Remembrance, literature is
almost unknown in the Clans. The few books in circulation were
wiitten post-Exodus and are heavily vetted, The contral of infor-
mation has stilted this form of expression; the Clans have no
shakespeare, Tolkien or Vyse, They rely on an oral tradition,
much as their ancestors did millennia ago, passing stories from
person to person rather than via books, As with other arts, Clan
ideals dominate; many tales are parables, quite often plagia
rized from existing Inner Sphere sources and changed to reflect
the Clan viewpoint, Undoubtedly, caches of pre-Exodus material
exist within the Clans, but access is tightly controlled and limit-
ed to a privieged few.

MEDIA

As in any technological culture, the media is omnipresent
in Clan =society. Howewver, the Clans know that the media is a
tworedged sword, and maintain tight controls over print and
broadceast centers. The conformist mindset helps in many ways.,
reducing people’s expectations of the media—If you never know
something, you do not miss it.

Mo two Clans have exactly the same attitude toward the
media, and so what follows is a collection of sweeping general-
izations. At one extreme, the Smoke Jaguars rarely allowed
“non-essential” broadecasts, and so they had virtually no media
industry., By comparison, the Diamond Sharks, pioneers of the
Chatterweb system, have a well-developed media empire that
rivals many in the Inner Sphere; they sell many of their media
products to other Clans, The rest lie somewhere in between,

Compared to the thousands of newsfaxes, trideo channels
and other media in the Inner Sphere, the handful in Clan space
seem like a pittance. The smaller number of outlets allows Clan
authorities to maintain a solid grip on what is disseminated. Tha
Clan concept of media may seem naive when compared to that
of the Inner Sphere, but they understand the benefits of propa-
ganda, with broadcast and other media an ideal tool,

Whereas the Inner Sphere broadcast media tends toward
commercialism, seeking to make a profit directly or by promot-
ing products, Clan trideo tends toward information and indoctri-
nation. Commercials are unknown to them, and in any case the
Clan economy is need- rather than demand-driven—a subtle but
fundamental distinction between it and the economies of the
Inner Sphere nations. The Clan media's bias toward propagan-
da will be familiar to those who have grown up in the Capellan
Confederation or Draconis Combine, with information common-
Iy manipulated or withheld.

In many ways, the Clans are more honest than the Inner
Sphere; they at least acknowledge their selfcensorship. In the
Federated Commonwealth, a socalled "bastion of free speech,”
the media often serves as a political weapon, as Katherine
Steiner-Davion demonstrated throughout 3060, Of all the Inner
Sphere realms, only the Free Worlds League has anything like a
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truly free media. | do net mean to act as an apologist for Clan
practices, but can we honestly say Inner Sphere ways are better?

Clear distinctions exist between the media produced for
each caste. Material intended for warriors focuses on Trials,
battles and military technology. The closest thing to entertain-
ment are biographies of great leaders and docu-dramas that
cover great battles. Programming intended for the scientist
caste strongly emphasizes the advancement and dissemination
of knowledge. Programming for the other three castes is more
familiar to the people of the Inner Sphere, ranging from soap
operas and cockery programs ("new and interesting uses for
this month's rations") to documentaries and rigidly controlled
news broadcasts. All of it is pervaded with the message that
“the Clan knows best.”

Mot surprisingly, children's programming serves to indoctri-
nate thermn in Clan ways. The most popular show among pre-teen
children of the merchant caste, “The Adventures of Clan
Spaniel,” follows the exploits of a group of anthropomorphic
warriors. Led by their parrot Khan, Polly, they are on a never-
ending quest to liberate their homeworlds from five tribes of evil
monkeys (thinly disguised Spheroids). The use of animals




thought of as pets in the cartoon avoids promoling of adenigrat-
ing any individual Clan, while providing a ferum for teaching
overall Clan virtues. Each episode is a morality tale or illus-
trates some aspect of Glan life, Many in the Inner Sphare might
cail such actions unethical, but from what | recall of trideo i my
childhood, the Inner Sphere easentially dud the same. Both use
the media to teach children what they regard as moral values.
In this, the Clans and the lnner Sphere are alike.

HOLIDAYS AND FESTIVALS

Like the people of the Inner Sphere, the Clans celebrate
several holidays. Some are caste- or Clan-specific, while others
are Clan-wide. There are hundreds of festivals in all. some
marked with little more than a cursory gathering, others provid-
ing an excuse for thousands to gather. The Clans also beheve
in rest days, working a rolling schedule of eight days out of
every ten, and so holidays occasionally clash with existing days
off. When this happens, the individual atfected may take the fol-
lvwing day as a holiday instead, This practice leads to many
major celebrations being staggercd over soveral days. A similar
practice applies when major mobile and fixed testivals ocour on
the same day.

The following are the most sigrificant Clan holidays and
festivals.

New Year (31 December/1 January)

The only holiday that the Clans share with the Inner Sphere,
MNew Year is a fime for celebration, marked by spectacular fire-
works and raucous parties, As in the Inner Sphere, Clansmen
reflect on the events of the past year and look forward to the
new. The celebration. which covers MNew Year's Eve and Mew
Year's Day, is considered a time of truce between warring Clans

Homecoming Day {1 May)

A new holiday first celebrated by the Nova Cats in 3080,
Homecoming Day celebrates the Cats’ return to the Inner
Sphere and the Star League. A time for reflection, it honors the
falien and gives thanks for their sacrifice that enabled the Mova
Cats to “come home” to the Star League.

Liberation Day (26 May)

This occasion marks the liberation of the last of the
Pentagon worlds and serves as @ general day of rememirance
for those who have fallen achieving the Clan's goals. Though all
castes respect Liberation Day, only the warrior caste performs
special rites, Each Clan holds a ceremony outside [ts pomary
genetic repository to recognize the sacrifice of those who have
gone befere, paving Lhe way tor the glory of the Clans. Warriars
are selected by lot to attend this ceremaony, the honor of attend-
ing which is second only to Founding Day. Inclividual units spend
at least an hour paying homage wherever they gre based,

Hell's Horses Trial of Renewal (22 August)
&5 a preamble to Founding Day celebrations. the Hel's
Horses Alpha and Omega Keshiks meet o mock combat to

none their fighting skills. This spectacular match, which cain
cides with the Keshiks” rotation between Strana Mechty and the
Hell's Horses worla of Niles, is broadcast throughout the Hell's
Horses domain, and many outside the Clan also watch, The
vonue of the battle is determined by lot, but is always within the
Strana Mechty system. allowing the winners to head the Horses
delegation to the Founding Day celebrations.

Founding Day {24 August}

The most significant Clan holiday, Founding Day is the only
event celebraled by the Clans in concert (most Clan-wide events
are celebrated individually), 1t commemorates the Exodus
fleat’s arrival at the Pentagon worlds in 2786 and is marked by
parades and pageantry. Celebrations ocour in gach town and il
lage, and everyone watches the live trideo broadcast af the cel
ehrations on Strana Mechty. The Clans gather to slage a stu
pendous march past the Hall of Khans, putting aside their petty
sguabbles 1o dermonstrale their martial strength. The highlight
of the parade is the "fiyby" of the McKenna's Pride. the flagship
of hoth Aleksandr and Nichalas Kerensky, As with Mew Year's, a
genaral truce exists between the Clans on Founding Day, though
they have no compunction about fighting "barbanans” from the
Inner Sphere or Peniphery,

Exodus Day (5 November)

This Clanwide celebration marks the Exodus from the Inner
Sphere in 2784 Celebrated by a day of fasting, it cuiminates with
a meal of thanksgving 1o honor the vision of Aleksandr Kerensky.

Invasion Day {21 November)

Initiated by mambers of the Crusader taction. Invasion Day
celebrates the “go vote™ that initiated Operation Revival, and is
marked by carousing and fireworks, Since the Clan loss in the
Great Refusal, many Clans have abandoned this noliday.

Star League Day (27 December)

Another solemn occasion, on this day every Clansman com:
memaorates the assassination of First Lord Richard Cameron in
2766 that led to the fall of the Star League. It is a day of reflec
tion, usually accompanied by considerable invective aimed at
the Inner Sphere powers whom the Clans believe destroved the
League. In the Inner Sphere, the day has developed a reputa
tinn for violent clashes between immigrants from Clan space
and locals.

Star Festival (every 6 407 days on Paxon)

One of the most remote outposts in Clan space, the world
of Paxon has littie to make it stand out except the Thela Pyxidis
nova and the Star Festival. A recurrent nova—that 5. a vanable
hinary star with 2 short “repeat cycle” (in this case 17.5
years|—Tneta Pyxidis is located roughly sisteen (griyears anti
spinward of the Clan world. Whenever the star s due to flare.
the population gathers to witness the spectacle, Though visible
elsewhere in the Kerensky Cluster, the event s at its most spec-
tacular on Paxon, and is marked by a week-long festival
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sSPORT AND GAMES

Though the average Clansman sees most leisure activities
as frivolous, sports form a part of everyday life in the warrior
caste. Unlike more sedentary pursuits, sports encourage phys-
ical fitness, tearmwork and competition. The Clans practice a
wide variety of sports, ranging from athletics to wrestling, and
all warriors are trained in some form of martial art. Team sports
dominate, the range of games varying by Clan. Two of the most
popular are lacrosse and football.

Lacrosse

A variant of lacrosse is mast common in Clans Wolf, Coyote
and Fire Mandrill. Appropriately, the game developed from a
Mative American martial training game called baggataway.
Played on a rectangular field fifty by a hundred meters, the
objective of the game is to get the twenty-centimeter ball, made
of hard rubber, into the opposing team’s goal. Each of the ten
players per side is eguipped with a nefted crosse {stick) o
manipulate the ball; the length of the crosse varies according to
the player's position. Each team also has a goalkeeper, whose
crosse is longer and wider than that of regular players. The play-
ers wear light body armor that offers minimal protection against
the violence of the game and which contains a sensor net to
register any hits.

In the Clan variant, each team begins with one hundred
points and scores fifty points for each goal. However, any play-
er carrying the ball may be hit with the butt end of the crosse.
Each successful hit in the designated target area deducts a
point from that team. Play continues for an hour or until one
team is forced Into negative points. The team with the highest
SCOME Wins.

The game is frequently played between teams from different
Bloodname Houses, who see the rough-and-tumble of each match
as a surrogate for combat. In general the smaller, lighter players—
usually pllots—take offensive positions, while MechWarniors occu-
py midfield and defensive positions. Few Elementals play: those
who do norrmally take the role of goalkeeper.

Football

Various forms of football, a game in which a sphercal or
ovoid ball gets moved across the opposing goal line, exlst with-
in the Clans. All three principal variants—rughy, “American”
football and soccer—encourage teamwork and competition.

Rugby is the principal version of football played by the Steel
Vipers, lce Hellions and Star Adders. A competitive game with
fifteen players each on two sides, rughy involves moving a heavy
ovoid hall, usually made of leather, from the center line of a hun-
dred-meter pitch. Any player may carry the ball; it may not be
thrown toward the opposing goal ling, but can be kicked for-
ward, Points are scored in three ways, Carrying the ball across
the opposing goal line and grounding it, known as a try, is worth
five points. Kicking the ball between the cpposing goal posts
and over the cross bar is a goal, and is worth three points. (An
extra-point “conversion,” kicking the ball over the crossbar and
between the goal posts from a line perpendicular to where the
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try was grounded, is worth an additional point.) The third
method of scoring, unigue to the Clans, involves tackling the
ball carrier, If the ball carrier is grappled and drops the ball, the
opposition gains a point, Each match lasts for eighty minutes,
broken into two halves. At the end of the second half, the team
with the highest score wins,

A variant of rugby known as “American” football has found
favor in the Ghost Bears, Hell's Horses and (formetiy) the Smoke
laguars. Played on a 110-meter by 50-meter pitch, “American”
football focuses on the execution of pre-planned plays and is
thus less fluid than rughy. The game emphasizes teamwork and
planning. with a touchdown (akin to a rugby try) worth six points.
Again, as with rugby, a touchdown can be “converted” by either
kicking the ball between the goal posts for an extra point or rur-
ning {or throwing) the ball across the touch line. Played almost
exclusively by Elementals, "American” football involves a team of
up to thirty players per side, though a maximum of eleven are
allowed on the field at any one time. The Ghost Bears' expertise
at “American” football stood them in good stead when they
assaulted Sheliak in 3051, The planetary defenders challenged
the Clan to a football match to decide the world's fate, and the
Bears won 84 to 3.

Played by a team of eleven (ten players and a goalkeeper),
soccer involves moving a spherical ball from the center line of a
120- by S0-meter pitch to the opponent's seven-meter wide
goal. Each team receives one point per goal, and the team with
the highest score after two 45-minute “halves” is the winner. In
soccer, only the feet are used to move the ball, though the goal
keeper may use his hands if he is in the "penalty area” (a six
meter rectangular box around the goal). Like rughy, soccer is
free-flowing and players must develop and counter strategies on
the fly. Most soccer players are pilots and MechWarriors.,

MORALS, SOCIAL MORES
AND TABODOS

One thing that makes the Clans seem alien to the people
of the Inner Sphere are their different morals and social mores.
In truth, the Clans are in many ways not much more “different”
than any other culture or nation with which one is unfamiliar. For
example, someone raised in the FedCom would be horrified at
the prospect of using a unisex toilet, and yet they are commaon
in the Draconis Combing. Similarly, someone raised in the
Combine would regard the Free Worlds League tendency toward
blunt speech as vulgar. In the realm of cultural differences, the
Clans are just a littie more different than most.

The difference that threw me the most at first was the war-
rior caste's concept of love and relationships, particularly the
role of sex. | became involved with Ranna very early in my time
with the Clans, and we became intimate. This |5 not unusual;
though the warrior caste tends not to regard love highly, it is
commonplace in the civilian castes, and warriors have been
known to succumb. However, the dominance of the eugenics
program has divorced the act of sex from reproduction, result-
ing in a rmuch more casual approach to such matters. While
most Inner Sphere cultures regard sex as indicative of intimacy
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in a relationship;, the Clans regard it as part of friendship.
Coupling with friends, usually members of the same sioko, 15
part of regular life. and so0 the concept of sexual fidelity is large-
Iy lost on Clan warrors,

Civillan castes work more like the Inner Sphere: couples
are the norm, albeit often arranged by the caste, These official
pairings are essentially arranged marriages between ndividuals
deemed appropriate by the scientists. In effect, this is the low-
tech end of the eugenics program. using breeding rather than
sophisticated scientific technigues, and is much like the
arranged mMmarnages common 1o many Inner Sphere cultures
Because the matches are largely for genetic purposes. the
Clans have little regard for the institution of marriage; by com
parisen to the Inner Sphere, even the civilian castes are promis
cuous. The scientist caste usually twrns a blind eye. provided
birth control is used in non-sanctioned coupling ithe opposite of
“afficial” relationships, where large numbers of children are
encouraged),

When combined with the Clan tendency toward honesty.
rampant promiscuity can lead to some interesting situations. In
the Inner Spheres, individuals wwest considerable effort in the
courtship process, but the Clans regard this as a wasie of time,
They are as likely Lo walk up to a virtual stranger and ashk if he
ar she would hike to couple as they are to attempt any farm of
seduction, This generally relaxed and open athitude toward sex
gives rise to other situations considerad unusual in e Inner
Sphere, Clan warriors think nothing of taking unisex sNOwers o
undressing n front of members of the opposite gender
Modesty does not exist; a Clansman who walks in on another
Clansman undressing of taking a shower will starl talking or
going about his ousiness as if nothing had nappered.

Similarly, the eugenics program has desensitized warriors
to death. both their own and that of olhers. & warror's ullimate
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goal is to die honorably in battle, thereby ensuring that his or
her stored DMA will be used i the breeding program.
Conseguently, Clan warriors can be sSuic dally brave and expect
much the same of other warriors. They also lack the maral bag-
gage associated with civilian casuallies, and exhibit little emo-
tinnal response to the death of innocents. They may regret the
“waste” of personnel or creating new enermies, but if it sUits
them to brutalize or kil non-combatants, they will, As always,
the Clans live by the rule of the strong. Taking hostages does
not worke when dealing with the Clans: they will let hostages die
without turning a hair

The Clan tendency toward honesty extends 1o property,
making theft considerably less common n Clan space than in
the Inner Sphere, Part of this dearth can be attributed to often
brutal Clan law and order, but most often the idea of stealing
simply does not occur 1o them, If somecne wants an item, he
or she will go through otticial channels, aither reguisitioning it
or instigating a Trial of Possession for i, The Clans tend to use
security systems 1o guard military or scientific facilities and
equipment, which are likely to be the targets of Trials.

Clan honesty applies to attitudes as well as to deeds. If &
Clansman says he will do zomething, he will, In this matter.
honor plays a role even among the civilian castes. Mot keeping
vour word casts doudt on your honor, 2% well as that of your
Clan. Tris type of conduct fosters trust, which leaves the Clans
npen to deception by those wio do not share their honest bent
However, bear in mind tear this dissertation on Clan honesty 15
a pross generalization, Several Clans, the Cloud Caobras ans
Snow Ravens in particular, can be positively Machiavellian, I it
cuits them, they will do their ulmost 1o keep to the letter rather
than the spirit ot an agreement. Do not assume thal because
they are honesl, Clansmen are gullible.
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As the Inner Sphere understands it, the warrior caste and
their councils rule the Clans, dictating to the civilian castes.
This view is correct, but only as far as it goes. The warriors do
rule the Clans, but the convoluted process by which they govern
raquires the cooperation of civilian caste councils and a vast
DUFEAUCTaCY.

Keep in mind that the Clans are not a monalithic entity,
They are a loose association, nominally allied behind a single
goal: the restoration of the Star League. Sharp disagreements
frequently occur between and within Clans regarding how best
to accomplish this, which leads to a degree of factionalism
unparalleled in the Inner Sphere (with the possible exception of
the Free Worlds League before the ascension of Thomas Marik).
Feuds have simmered for decades and even centuries, making
Clan politics all but incomprehensible to outsiders, This looks
like & recipe for disaster, and yet the Clans have thrived.

A= a confederation rather than a single nation, each Clan is
responsible for its own internal affairs, while other bodies over-
see matters that concern the Clans as a whole. This political
structure gives the Clans flexibility in handling crises that might
shatter a more homogeneous empire. The following paragraphs
provide a brief overview of the Clan governmental system. Not
all aspects apply to every Clan; where possible, | will attermpt to
point out the exceptions.

THE GRAND COUNCIL

Comprising the Khans of all the Clans and the ilKhan (if
there iz one), the Grand Council is the most important of what
might be called “federal” goveming bodies. During peacetime,
the council meets in the Hall of Khans on Strana Mechty, assem-
bling whenever petitioned by three or more Clans 1o do so.
During times of crisis, when the Martial Code is In effect, the
council may be corvened at the request of the ilKhan to allow a
owift resolution of serious matters. Realtime HPG links between
the hormeworlds and the occupation zone—an Impressive feat,
given the distances involved—allow for a "virtual Kuruftai.” Cnly
for the most significant and solemn events, such as the election
of an ilKhan, is the Grand Council required to assemble in per
son, and even this tradition has been flouted on occasion.

The Grand Council has authority over a wide range of mat-
ters, particularly issues concerning mare than one Clan, These
can range from ensuring falr play in a Trial of Possession 10
investigating the death of an ilKhan to voting on calls for
Absorption or Annihilation, In the first case, the council mem-
hers serve as arbitrators and reserve the right to intervene if
the dispute threatens the Clans as a whole, | understand that
the Grand Council considered such intervention in the Refusal
War, but Ulric's death shortly before the scheduled vote shelved
the matter,

Investigations are less well defined. The Grand Council may
call witnesses from throughout Clan space, a sUmmons no one
may refuse, The Khans may then spend as much time debating
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the matter as they see fit. Those dissatisfied with the council's
decision can challenge it, but the council wins out more often
than not.

Votes on major issues such as the return to the Inner
Sphere, the Absorption of a Clan or the election of an {IKhan are
the most significant matters handled by the council, and are few
and far between, For every universe-shaking decision, the coun-
cil deals with hundreds of minaor issues, usually handled via a
“virtual Kurultai™ rather than an actual assembly.

The Grand Council may not interveng in any matters judged
internal to a Clan, or in the affairs of Bloodname Houses except
for Reaving and Propagation (though the ilKhan has some jurls-
diction in this area). The less a matter impinges on the interests
of the Clans as a whole, the less the Grand Council has o do
with it

The Grand Council also serves as the highest court in Clan
space (excluding the battlefield), and much of its work stems
from this position. The council receives many petitions from the
civilian castes, most of which are deemed frivolous and referred
to Clan Councils. Others, especially those that involve a Clan's
warrior caste, are usually taken up for examination. Foremost
among these are Trials of Grievance involving warriors or high
officials. Others include any matter in which the impartiality of
the Clan Council is in guestion, or which has implications
beyond a single Clan,

THE HALL OF KHANS

The =semicircular council chamber is deceptively small,
designed to hold roughly fifty occupants—the original forty
Khans and a handful of cbservers. Despite its size, the granite
and slate construction positively radiates power. Designed to
intimidate visitors, the hall is dark and brooding, throwing
strangers off balance and reminding them that they are at the
mercy of the assembled Khans, With the dwindling number of
Khans, however—twenty-eight now, compared to thirty-four
when | last attended—some of the majesty has been lost

Officially, all Grand Council sessions are held in camera,
behind closed doors with no observers. In practice, holo-cam-
eras record the sessions and relay them to the offices of all the
Khans. Though it technically viclates council rules, many senior
warriors observe the goings-on in this way. Physical access 1o
the Council Chamber i controlled by the Ebon Keshik, black:
clad Elementals who owe allegiance to all Clans rather than any
given one. The members of this unit answer only to the ilKhan
and the Grand Council, and despite their honor-guard status are
respected as among the Clans’ best warriors. Invitations to join
the unit are extremely rare, and Elementals consider them
among the highest of accolades.

Loremaster of the Clans
Council proceedings are managed by the Loremaster of the
Clans, who decides on the order of business, calls votes and




CLAN ILKHANS
The 1en Clan ilKhans, in the order they
wers alected.

Nicholas Kerensky (2815-34)
Venerated above all, Micholas is the
Faunder of the Clans.

Jerome Winson (Clan Wall, 2834-51)

Elected as a torce tor unity after Nicholas'
death at the hands af the Widowmakers and
their ensuing Absorption, Winsan acled as 4
calming influence over the Clans. He died in
office in 2851, taking poison after a strake left
him crippled.

7enos Danlforth (Clan Burrock, 2858-70)

Driginally elected to ensure fair play in the
Trials of Possession tor OmniMech technolo-
gy. Danforth remained in oftice long enough to
fill & similar rale in the Trials for battle armor
technology and the Absorphian af Clan
Mongoose.

Victoria Ward (Clan Waoll, 2873-91)

Elected to stem the rising tide af faction-
alism after the Horse-Coyole assaults an the
Fire Mandrills' Kindraa Smythe-Jewel, Ward
remained in office as a stabilizing influence tor
gighteen years, She resigned in 2891 s as nol
to serve longer than the Founder. Michalas
Kerensky

Corian Tchernovkov (Clan Coyole, 2920-34)

When inter-Clan relations deteriprated
again in the early 30th century, the Clans elect-
ed Tchernovkov 1o maderate in disputes She
attermpted 1o mediate in the host Bear-Hell's
Harses feud, which threatened to gscalate out
of control following the Bear assault on
Tokasha in 2821, However, she died 1n a test-
ing “accident” in 2934 nefore resolving the si-
yation

Tobias Katit (Clan Cloud Cobra, 2935-47)
Charged  with  continuing Corian
Tenernovkow's mandate, Tobias Katib worked
1 ensure harmony within the Clans. However,
as the years passed it became apparenl that he
was more concerned with furthering his cwn
Clan's goals. In 2947, Clan Snow Baven pre-
sented the Grand Council with evidence linking
Katin to the death af ilKnhan Tohernovkow,
Despite his profestations of mnocence. Katib
was strippad of his rank, found guilty and exe-

renders judgment on points of law. This individual is usually the most senior Clan
loremaster and the most knowledgeable about Clan law, history and society. The
Laremaster of the Clans ic a member of the warrior caste who has never held the
post of Khan, and is therefore ineliginle 1o vote in council. He or she 15 expected 10
be impartial in all Grand Council matters, setting aside loyalty 1o his or her own Clan
if necessary. Partsansig may result in a motion of censure and the loremaster’s
remaoval. The current Loremasier of the Clans is Kael Pershaw of the Jlade Falcons.

IIKhan

intended to provide unity in times of crisis, the post of ilKhan has wide-ranging
powers. Originally the head of the Grand Council and the Clans' supreme military
commander, the [IKhan is expected 10 put the interests of the Clans as a whole above
those of his or her original Clan. However, increasing misuse of the position's author-
ity led the Clans to virtually abandon it after the impeachment of ilKhan Tobias Katib,
Even Ulric Kerensky abused the post. as his actions at Tukayyid were calcutated to
further the Warden agenda,

An ilKhan is elected by a simple majority vote, which (like most things in the
Clans) may be chalienged in a Trial of Refuszal. A sitting ilKhan may be similarly
removed by a majority of the Grand Council, either as 3 simple vote or through
impeachment. In the case of the latter, a single Clan must hegin the proceedings:
however, unless itis authorized by a Khan, the ilkhan need not accept an indictment.

The ilKnan's powers are varied, Best known are the powers conferred on the
iikhan as the war leader of the Clans, He or she determines 1he overall strategy of
large-scale operations such as the invasion of the [nner Sphere, but rarely makes tac
tical decisions unless invited 1o do so. The iIKhan 15 the coordinator and facilitator
rather than the battlefield commander. Battlefield command falls to individual Clan
Khans. The ilknan gathers intelligence and monitors troop anilities, determines avail-
ahle forces, calls in additional troops and Clans as required, and suggests the num-
ber of troops to be used in &n engagement. Or-the-ground commanders detarmine
the deployment of such roops, with internal bidding often reducing the actual force,
as happened on Tukayyid,

Less well known are the ilkhan's political and societal powers. The iIKhan may
create a new Bloodname and may arder the halling of Bioodname Trials [in effect
reducing that name's Bloodcount by onel. Under the provisions of the Martial Code,
the ilKhan may expadite Grand Council proceedings, overrule individual Knans and
lgremasters, and order the dismissal of any charges deemed Spunous and wasteful
of the Clans' energies during tmes of crisis. The ilKhan need give no reason for such
a dismissal,

The ilKhan's power 15 not ahsolute, however, He or she acts as the voice of the
Grand Counci!, negatiating on its members’' behalf but also at their sufferance, Many
decisions are subject 10 ratification by the Grand Council or may be easily reversed
by a successor. On matrers of widerranging policy, the ilKhan can order the Grand
Council to debate an issue, but cannol dictate the outcome,

During council sessions when there is no iIKhan, one council mMember Serves as
its nominal head, This individual shares many tasks with the Loremasier of the
lans, introducing Dills and maintaining urder. Unlike the Loremaster or the ilKhan,
the Head of Counci' 15 Not expected o remain neutral in disputes, giving the post cor-
siderable power but little actual autnonty.

CLAN COUNCILS

Clan Councils comprise all of a Cian's Bloodnamed warriors, and deal with mat-
ters pertaimng solely to their Clan, Unblooded warnors may attend council meetings
as spectators, wiinesses or aldes, bul may not wole or contribute to the debate
unless invited to do so.
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As with the Grand Council, matters are decided by vote. Unlike the Grand
council, which has stringent limits on its actions, the Clan Councils have near
ghsolute power over those in their charge. Any challenge to their authority [carried
aut before the Grand Council) must prove that the Clan Council’s actions are contrary
1o the interests of the Clans as a whole, Because each Clan’'s autonomy is & cor-
nerstone of Clan society, a wise challenger must be very sure of the outcome.

The Clan Council can debate almost any issue concerning the Clan, but tends 10
[imit discussions to military or general policy matters, Like the Grand Council, the
clan Council takes on investigations and judgements, but the needs of governing a
Clan rather than determining overall policy results in a much higher workload. To light
en it, council members often delegate "lesser,” noremilitary issues—particularly
those relating to infrastructure and economics—o an appropriate group among the
civilian castes. That group passes its findings to the Clan Council, whose members
debate the report and accept or reject its recommendations as they see fit. Though
the warrors hold the reins of power, they often simply rubber-stamp civilian caste
suggestions. Different Clans work in different ways and associate at different levels
with the councils of their civillan castes, but the basic principle holds true.

When all the Clans were located in the compact region of the Kerensky Cluster
and the Pentagon, assembling the Clan Councll for debate posed little problem.
However, with several Clans now spread over a corridor of space almost a thousand
light-years across, such assemblies are difficult to organize. The guorem for a coun-
cil meeting is fifty percent, though some voles and issues may require a higher num-
ber. The logistics of arranging a “virtual Kurultai” for hundreds of warriors make such
a proposition impractical for all but the most important matters (which in any case
would likely require the physical presence of the Bloodnamed warrior). This difficulty
has led to increased emphasis on the role of the Khans, allowing them to make day-
to-day judgements. Major decisions are subject to afterthe-fact review by the coun-
cil, which may serve as grounds for a Trial of Refusal and the removal of one or beth
Khans. This review acts as a brake on misuse of the Khan's powers, while allowing
Khans the flexibility to make decisions for the Clan without waiting weeks or months
to assemble a quorum. Save in the most extreme circumstances, the council gener-
ally accepts the Khans' decisions without a formal vote.

CLAN HALLS

Each Clan maintains several halls in which its Clan Council can meet. The princi-
pal hall of each Clan is located on Strana Mechty, part of the complex surrounding the
Hall of Khans. Though each hall differs in architectural style, they have many points in
common, All are circular or semi-circular, with tiered stone benches reminiscent of an
amphitheater. Each seat is equipped with voting and communications aguipment
{audio and typed), allowing the attendees to communicate among themseves or 1o
address the council at large. A rotating central dais contains the seats of the Khans
and the Clan laremaster, as well as a podium from which speakers may address the
gathering. Cameras and microphones relay details of the proceedings to a series of
massive screens that hang from the ceiling, allowing all attendees a clear B,

Subsidiary halls, usually on the individual Clan's capital world or on “provincial
capitals” In the Inner Sphere, are less consistent in style and construction. Many in
the inner Sphere were formerly used for other purposes. For example, the Wolf Clan
hall on Tamar was onee the home of the Tamar Pact legislature, while the new Ghost
Bear assembly hall on Alshain was formerly a convention center,

KHANS AND SAKHANS

cuted. After this incident, respect for the post
of iIKhan declined, and the Clans vowed not to
reactivate it for anything less than a return to
the Inner Sphere,

Leo Showers (Clan Smoke Jaguar, 3048-50)

When the Explorer  Corps  vessel
Qutbound Light sturnbled on the Clan world of
Huntress in the late summer of 3048, Khan Leo
Showers seized the apportunity ta press for a
return 1o the Inner Sphere. After the go voteg,
he was elected iKhan to coordinate the inva-
sion effort. He died in the Batlle of Radstadt
when a Rasalhague fighter rammed the
WarShip on which he was traveling.

Ulric Kerensky (Clan Wolf, 3051-57)

After narrowly escaping death in the
crash that killed ilKhan Showers, Ulric
Kerensky—Ileader of the strangest Invading
Clan—was elected ilKhan by his political rivals
in a failed attermpt to seize control of the Wolf
Clan. He earned notoriety amang the Clans by
agreeing to the Battle of Tukayyid and the
resultant treaty, surviving several attemnpts to
unseat him. Finally indicted on charges of trea-
son in 3057, Ulrc died leading the Wolf Clan in
the Refusal War,

Elias Crichell (Clan Jade Falcon, 3058)

Elected in the field to replace Ulric and
resume the invasion, Elias Crichell became the
ninth ilKhan in January of 3058. He lasted
barely seven minutes, most of which he spent
fighting far his life against Wolt Khan Viadimir
Ward, who had disputed Cricheil's warrior
qualifications.

Lincoln Osis (Clan Smoke Jaguar, 3058-60)

Returning to Strana Mechty to elect yel
anather ilKhan, the Khans chose Lincoln Osis,
Khan of the strongest remaining Crusader
Clan, in Nevember 3058, In 3060, the Smoke
Jaguars were destroyed by Star League attacks
against their Inner Sphere holdings and their
capital world, Osis narrowly survived to lead
the second, failed counterattack against the
SLOF on Hunfress. He died on Strana Mechty
while leading the Crusader forces in the Great
Aetusal.

Each Clan Council elects two of its number as Khans, who serve as rulers of the Clan and its representatives on the Grand Council,
Dfficially, these individuals are the Clan’s best warriors] in practice, however, Lhe best politicians tend to get elected. In that regard,
the Clans differ little from the Inner Sphere. In theory, any Bloodnamed warnor of a Clan may stand for the Khanship, but must be nom-
inated by other members of the assembly, Though a member of the assembly can challenge an incumbent Khan, a successful chal-
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lenger does not necessarily become Khan (though that often
happens). Such a challenger must seek election like any other
candidate, by majority vote or acclamation of the council,

Traditonally, the most senior Khan—officially called the
kakhan, though that form is rarely used—acts as the head of
the Clan, overseeing relationships belween castes and Clans.
The junior Khan, the sakhan, acts as the Clan's warlord. In prac
tice, the senior Khan determines the exact distrinution of tasks.
Both Khans command elements of the Clan Touman in additien
10 serving as overall commanders—usually an elite Keshik, but
sometimes an entire Galaxy.

# Whan has wideranging powers, bt his or her decisions
are subject to ratification by the Clan Council. This arrangement
gliows the Khans 1o make day-lo-day decisions regarding the
Clan's operation, Serving as 3 proxy far the council while elimi-
nating the need 1o keep haif the Clan’s Bloodnamed warriors tied
up in council Megtings. Most Khans are canny enough to present
their decisions in such 8 manner that the council will accept
therm, giving tham power considerably beyoend ther legal remit,

The balance of power between Khans and council has become g
major difference between the Home and Invading Clans. In the
case of the former, the proximity of worlds makes it easier to
assemble the council, and so the Khans play a lesser role.
Among the Invaders, where in-theflesh councils are impractical,
the Whans have neardictatorial powers Mot surprisingly, this
change parallels the rise of feudalism and dictatorships brought
by the rapid growth of the Inner Sphere's star empires,

A Knan acts as his Clan's supreme military commander,
and by extension has authority over all military-related research
and industries. Morninally, tnis mandate includes the sugenics
program, from which the Khans can withhold their DNA, An
obscure provision of Clan law allows them to claim as their own
any isorla taken by their subordinates, though to my knowledge
| am the only recipient of that honor.

Another obscure tradition, anly used twice to my knowledge
(and one for which | am sure viad is eternally gratetul), enables
a Khan to split off part of the Clan and form a new Clan. A nat
ural corollary to the Trial of Absorption, thus provision allows a
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Khan to settle insoluble disputes within a Clan by separating
the opposing portions. Doing so avoids Abjuration or
Anninilation, allowing the Khan to resolve matters that would
deadlock the Clan Council, The Clans regard such an action as
a last resort, to he used only if necessary to avoid more dam-
aging internal strife or fo otherwise gain an advantage. The clos
gst example in the Inner Sphere of this provision in action is the
farmation of the Free Rasalthague Republic by the Draconis
Comtrine; it divested the Combine of a troublesome region while
negating many of the Lyran gains in the Fourth Succession War,

The Khanship is a post rather than a rank. Though Khans
are regarded as superior to their Clan's other Bloodnamed war-
riors, they retain their pre-existing ranks, and revert to them
after resigning or being stripped of the Khanship. For example,
Matasha Kerensky was made a Khan of Clan Wolf on 19 lune,
3051, but did not retest as a warrior until 21 July of that year,
at which point she was recognized as a Star colonel. Similarly,
Ulric Kerensky reverted to the rank of Star colonel after being
stripped of the iIKhanship.

LOREMASTER

In addition to two Khans, each Clan elects a loremaster,
who acts as an arbiter and keeper of knowledge. Unlike the
Khans, who are nominally above political infighting in the Clan
Council, the loremaster can take a proactive role in any
inguiries and trials, acting as advocate or inguisitor, However,
by tradition the loremaster does not vote on issues save to cast
the deciding vote when breaking a tie.

This position carries considerable political power, encom-
passing several minor roles such as High Bailiff (responsible for
issuing writs and summonses), Provost Marshall (head of the
Clan's police) and Adjutant General (chief administrator). The
loremaster also oversees any Trigls resulting from Clan Councl|
decisions and is the final arbiter in such disputes. In addition,
the loremaster can authorize an internal investigation without
the Khans' consent if the Khans are implicated in the charges.
In times of crisis, legal provisions allow the loremaster to take
a Khan's place in the event of incapacity, death or censure, As
a result, many ambitious warriors view the post of loremaster
as a stepping-stone to a Khanship.

BLOODNAME HOUSES

Consistently overlooked by outsiders, Bloodname Houses
are the closest things to political parties or families in the Clan
warnior caste, Each house oversees a EBloodline descended
from Nicholas Kerensky's original warriors or created since the
formation of the Clans. Any warrior who can trace a matrilineal
link to the house founder may join a Bloodname House.
Theoretically, this includes freeborns of appropriate lineage, but
in practice only a few are formally accepted. From the Clan point
of view, accepting freeborns s wasting effort on warriors who
can never aspire to high office. However, my own rise o power
in the Wolf Clan and the Jade Falcons' decision to allow a free-
borm to compete In Bloodname Trials has prompted several
Bloodname Houses to reexaming their acceptance practices.

In conjunction with scientists, the Bloodname Houses
maintain complete records of their Bloodheritages, tracing the
various strains and crossmixes to determine the strongest
lines. The houses control Bloodright competitions and thus
hawve considerable influence in the eugenics program.

HOUSE LEADERS

A single warrior, elected by the Bloodnamed of a house and
granted nearabsolute authority to handle its affairs, serves as
house leader. These individuals, traditionally the aoldest
Bloodnamed house members, wield immense political power and
so are among the most feared and respected in the Clans. Most
have held other forms of high office, such as Galaxy command or
even a Khanship, which further enhance their reputation.

The house leader handles all matters associated with the
house's Bloodheritages. House leaders schedule Trials of
Bloodright, and in conjunction with the Keepers of the house
bloodlines, arrange cross-breeding with other genetic lines, The
house leader also looks after the interests of house members,
Bloodnamed and otherwise, directing their votes In the Clan
Council like a miniature power bloc. The leader’s reputation also
gives him or her considerable political clout beyond simple vot-
ing ability. House members know that in the Clans’ conformist
culture, the house leader's endorsement (or lack thereof) often
makes the difference between success and failure. Even lore-
masters and Khans respect the power of house leaders,

Of course, many Bloodname Houses are split across sev-
eral Clans, which dilutes the power of the house and its head
but also gives the leader greater insight into Clan politics as a
whole. Gathering reports from house members in various Clans,
leaders of such scattered houses often make up in information
brokering what they lack in voting power.

KEERPERS

Members of the scientist caste known as Keepers oversee
the bloodlines of each house. Among the few nor-warriors hon-
ored by the Clan military, Keepers fall into two groups. The first
and largest are those assigned to individual Bloodname
Houses; the second contains those responsible for a Clan's
genetic material and eugenics program.

The house leader arranges the trading of genetic material
between houses, but the Keepers do much of the physical work.
They keep the records and arrange physical transfers of mater-
ial. They also oversee the Bloodname Chapels in the Svoboda
LZemylya, the great park surrounding the Hall of Khans complex,
maintaining memorials to their Clan's founders and past
Bloodnamed of their House,

Clan Keepers (often referred to as Weeper of the Clan's
Kin) oversee their Clan's genetic repositories, ensuring that only
authorized personnel have access to the facilities. They also
work closely with genetic scientists to create new generations
of warriors. While the genetic scientists deal in DNA, chromo-
somes and genetic traits, the Keepers know the histories and
backgrounds of the bloodlines and giftakes in their care. Their
care and respect for their charges, combined with a Clan-wide
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makes these individuals

reverence for the BUgENIcs program.
despile heing members

among the most honored in Clan space
of a technicatly "lesser’ caste.

Repositories and Chapels
If the Keepers are the priests of the Clans, the genetic

cir cathedrals and temples, Several sub-

repositaries are 10
a hierarchy parallel 1o that

classes of repositories exist, forming

of the Keepers.
Located on Strana Mechty, the hMasler Repositary of the

Clans forms part of the Hall of Knans complex, It comprises all
the Bloodname Chapels of the Syoboda Zemylya as well as the
massive genctic storage building in Katyusha City. Between
them, these bDuildings contain genetic Samples from every
Bloodnamed warrior and play a vilal role in the eugenics pro-
gram. Any wansfer of genetic material between Clans QCCurs
here. materials passing from the Bloodname Chapel to the vic-
tarous Clan's nearest repository. Howewver, the Master
Repository is not necessarily the first to get every warrior's gif-
take. Most often, 8 new giftake goes to the Clan repository first]
only later are copies transferred Lo Strana Mechty.
Each Bloodname Chapel stands close to the Clan Hall 1o
which its founder belonged. These structures are among the
Clans’ holiest sites: no combat of any kind is allowed in them
ar in the surrounding park. Built of limestone, these house-sized
puildings are covered in ornately carved frigzes that depict the
exploits of the house founder and any notable descendants,
The chapels are works of art in propress, with new friezes being
added whenever & worthy subject presents itself. Those of the
maost successful bloodlines have expanded to meet the nieed for
storage space, those of the least successful are abandoned,
their contents transferred Lo the Katyusha Cily site, Crvergrown
with ivy, they are muts testament 1o fallen Blondname Houses.
The chapels belonging to the MotNarned Clan have been delib-
erately left o crumble,

Each chapel contains the DMA of every member of the
Bioodname House. living and dead. Physical samples are mair-
rained in cold storage; digital representations are stored in the
computer system, which also maintains a ristary of each sam-
ple. its ancestars and its descendants.

The Katyusha City facility 18 similarly ornate, @ Massve
gothic edifice designed by MNicholas Kerensky's wife, lennifer
winsan. The massive central puilding comprises two hundred-
meter towers that form the centerpicce of the complex. These

rative facilities and NUMEerous labs: a

towers contain AcImInis
ntan the geng S10rES. These

ceries of underground vaulta oo
facilities are alegedly puried deeply encu
nuclear strike Of prioital pombardment,
after the Wolvernes' destruction o

at Detra Dun.
Each Clan rmaintaimns a garies Of repost

ape centers: a master reposilory
Strana Mechty, and small-scal
sphere of influence. Colloguially,

homes. The Master Repasitory 15 17

gh to withstand 2
a precaution enacted
{ the Snow Raven repository

tories ar genestor
an its capital warld. @ gite on
o centers througnout thal Clan's
these sites are known as
e most sgnificant, contair-

ing material from ail of a Clan's Eloodnamed, usually organized
by house and fine. The buildings’ design and layoul reflects their
importance. as well as something of the mind=et of the Clan
that puilt it. For esxample, the Jaguar Master Repository &t
Lootera on Hunfress is @ pyramid, surrounded by statues and
set on & parade ground: cotd, isalated and unapproachable. By
comparison, the ornate Cloud Cobra repository on Homer forms
the centerpiece of the capital city. Each Master Repository |5
treated with great respect and is honored by all the Clans.
Ever since the Wolverines’ destruction of the Snow Raven
each Clan has maintained secondary sites o ensure
could not cripple their breeding
prograr, Though physically less impressive than the Master
Repositories, these SiIEs fulfitl a similar role, storing and cata
loguing genetic material. They are found on most major
colonies; the Invading Clans have constructed new facilities in

the Inner Sphere.
Littie work on the eugenics program is carried out at these

sites. Dedicated birthing centers exist for the combination of
sperm and ova, and the subsequent birthing of new trusborn

repository,
that a single devastating sirike

Warrors,

CIVILIAN COUNCILS
AND GOVERNANCE

The civilian castes have ruiing councils as well, responsible
for organizing caste members (o best execute the Lasks assigned
thern by the Clan Council. Each caste has its gwn council—a mer-
chant conclave, technician’s guild, science council or laborer
assembly. The sheer numbers of civilians, however, require oper
ations to be organized on a planetary or regional level, (Just as
an example, most cilies caontain more members af the laborer
caste than there are wWarnors in an entire Clan.)

Dalegation of tasks is common, along with considerable
ampnass an teamwork. though in relatively small units, Few out-
side the ruling elite see "the big picture,” reinforcing the idea that
each Clansman is a small cog in a very large and complex
machine, The Clan Council, often pf::umnted oy the civilan castes.
decides on a course of action and directs the caste councils 1o
deal with the matier. n . the councils delegate the wiork 10
individual teams, ether directly or via a convoluted chain of com
mand that usually involves plansiary and regional councils,

The number of workers assigned to each team vanes,
depending on the sk and workload invobed. For example,
technician and scientist teams tend 1o be small, while merchant

and laborer teams often imvolve hundreds of individuals, In

many cases, the assigned tasks are & routine but vital part of
Clan lite (such as maintenance o growing food). and such
tearns rarely receive new assignments. Their only contact with
the cham of command is through routine reports Lo their supe
nors. Others work on specific 1asks for & limited time, frequently
moving hetween assignments.

Mot all Clan ciiliang passively accept their ot in life. The
civilian power structure is much larger than that of the military
and =0 contains maore grades of responsitility. Rather than thie

sniform seven levels of the warnor caste, civilian castes contain




dozens of grades, making promotion more likely. Ambition is
therefore a driving force, especially in the merchant caste.
Politics in the warrior caste is simple: strength wins. "Dirty
fricks™ are more common in the civilian castes, though every
one takes care not to offend the warriors. {Sometimes the poal-
itics of strength has its atvantages,)

The most senior members of the civillan castes are
extremely powerful, with authority potentially rivaling that of the
Khans. In practice, the heads of the technician and laborer
castes wield little practical authority, while the heads of the sci.
entist and merchant castes are generally too involved in their
own power politics to meddle in the affairs of the Clan, With the
exception of the Diamond Shark merchant caste, and rumors
about the head of the Jade Falcon scientists, | know of no Sys-
tematic abuse of power by the head of a civilian caste, The
threat of bloody reprisals from the warriors keeps them in line.
However, the potential for & revolt by the masses s real,
prempting even the Clan Council to make concessions when
necessary (though they would never call them that, preferring to
term them “rewards for service™ or “inducements to enhance
performance”),

CLAN ADMINISTRATION

Though the Clans are governed by the warrior caste, a civil-
ian administration carries out the day-to-day operations that
allow the Clan to function. You rmight say they form a sub-strata
of bureaucracy to the warrior caste's “executive branch." &
multi-tiered bedy, the administration works on several levels—
Clan-wide, planetary, regicnal and citywide—with sub-units
formed of several castes.

Administrators are granted considerable leeway in accom-
plishing their duties. Gathering in multi-caste councils known
collectively as assemblies (the exact title af each varies), they
form a decentralized government well suited to the Clan way of
life, Because the administration consists of many self-contained
cells, any change in ownership of a facility, city or even a plan-
et means little more than a change in the ecivilian reporting
structure. The actual day-to-day work carries on as befare.

To minimize the effects of such transfers of power, each
cell is largely self-sufficient and contains all the functions neec-
ed 1o allow that section of Clan society to operate. The fallow-
INg paragraphs describe some of the administration's disparate
elements, together with the minimum level at which they oper-
gtz and the caste that controls them,

Welfare

Welfare within the Clans covers a wide range—rfood, hous-
ing. health care and so on. A basic tenst of Clan society is that
the Clan will support you if you support it. If vou waork, the Clan
will feed, clothe and house vou. If you do not contribute, the
Clan will cast you aside.

Every Clansman receives a “work target” and grade. Based
on age, skills and caste, the work larget determines what con
stitutes a full day's work, For laborers and merchants, the target
may be as simple a producing a certain number of items or miak-

ing & certain level of profit. Targets for scientists and adminis-
trators get more complex, and are frequently tied 1o long-term
Boals. An individual's grade determines the amount of ecradi
available to him (see Economies, p. B8], with which he acquires
clothing, food and accommodations. A person who exceads his
or her work target may receive an increase in grade to reward his
performance. Likewise, those who perform consistently below
targel have their grades reduced, and may even be cast out of
Clan society,

There are limits to the amount of work available within any
given work group, and thus a limited amount of credit, These lim-
its foster a sense of competition and an urwillingness to cay
extraneous personnel, maximizing the use of resources, Each
work team must be large enough to carry out its task in the allo-
cated time, but beyond that civilian society resembles the mili
tary in seeking to do the work while expending the least
resources. Consequently, hard work is an accepted part of life,
The Clans do not understand shirking or laziness.

The civilian castes contain twenty-five grades, Grade One
being the lowest and Grade Twenty-Five the highest, In addition
to acting like a pay scale, this grading determines the individ-
ual's access to housing, transport, medical technology and a
host of other amenities. Each grade also contains sub-cate-
gories that reflect the needs of the individual. For example, a
laborer, whose work is strenuous and physical fabor, requires a
higher caloric intake. That individual therefore receives a larger
food allowance than a sedentary technician of the same grade,
This difference is a simple recognition of different needs and
reflects the Clans' desire to get the most from their workers.

Grade also determines accommodation, with those of high-
er grades given more spacious and luxurious housing. All except
the most senior individuals live in apartment blocks—often
drab, utilitarian structures whose design is similar throughout
Clan space. Little distinguishes the accomodations of |lower
grades, save perhaps subtle differences in furniture. Higher
Brades live in blocks with larger rooms and more facilities,
However, by comparison to residences in the Inner Sphere,
even the best are decidedly average.

Hard work is rewarded by an increase in grade, and thus
remuneration. Team members are encouraged to report individ-
uals who fail to meet their work allocation or who impede the
efforts of others, No Clan wants to carry dead weight, and so
they make every effort to encourage the workers to perform
well. Those who fail to comply are pumished. In many ways, the
Clans exemplify social and economic Darwinism—the strong
prosper at the expense of the weak. As a corallary, there is no
such thing as retirement in the Clans. With the exception of
YoUNg children, everyone i1s expected to woark tand even children
work to some degree), Work for schoolage children takes the
form of apprenticeships and vocational training to support the-
oretical knowledge gained in classes. The Clans find tasks suit-
able to the skills of older people. If you do not work, you starve,

Despite their sophisticated medical technology, the mortal-
ity rate in Clan space is much higher than in the Inner Sphere,
reflecting the harshness of conditions and Clan attitudes. |t is
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gach Clan’s best interests o keep its peopie fit and wiKing,

it they run their health care systems as a kind of triage. cast

g off those who do least for the Clan in arder to save

sources for those who do more. For example, older people

1 those suffermg crilical injuries are less likely to receive

aatment, This is especially true for low-skill manual workers,
here replacements are readily available. The more highly
slled individuals (usually reflected Dy 2 higher grade) are more
gly to recewve medical attention 1o prolong their usefulness. If
is more "cost effective” t0 replace an indwidual than to treat
im, the Clans will do 50,

Maney per s& is not part of Clan life for the individual, though
does exist, The Clans do not use cash, but have developed a
wortier system 1o facilitate trade. The simplest level rewards the
ydividua! for work and allows him 1o acquire goods. The second
syl used by the merchant caste, applies Lo bulk trading.
Each Clansman receives a manthly credit allowance that he

o she uses 1o claim food, clothing and other essentials. This
york credit must be used within a set period—usuaily three
nonths, to allow the gequisition of more Expensie ilems.
Jnused credits are reclaimed by the Clan, on the theory that a
yorker who does not use it obviously does not need it This 15
-he main distinction betwesen work credit and pay as the [nner
Sphere knows it, Pay belongs to the individual. 1o do with as he
ar she chooses. Work credit exjsts at the sufferance of the Clan
and simply authorizes the transfer of goods between individu-
als. Ownership of the credit and any iters bought with it
remains with the Clan.

Planetary Transport
The administration controls all aspects of on-planet travel.

Each city is responsible for its own transport system. which 15
organized and pperated by the merchant and laborer casles,
respectively, Mass transit systems such as railways, subways
and buses dominate, reflecting social and economic considera
tions. Such systems are efficient. using the minimum amount
of resources to move the mMaximum number of people, The sys-
tems are sufficiently well developed that the Clans hardly notice
the scarcity of personal transports.

A poot of personal transport venicles is maintained for
those who find pubilic fransport unsuitable—for example. k-
ers who deviate from established routes or who cannot be
restricted by umetables, These vehicles include bicvoies for
those traveling relatvely shorl distances. fusion-powered
groundcars and compact vans, and even arcraft for infer<ity
trips. The higher his grade, the less likely a Clansman 15 o use
public ranspart. Outside of the military, only the mast SEMOr
members of the merchant caste and some scientist caste
teams have vehicles permanently assigned to them.

Many cities cooperale 1o develop regional transport Sys-
rems—penerally a mix of air, rail and road transport to facilitate
the exchange of goods and personnel. Though mast of this
activity ocours within a single Clan, cooperation between Clans
on such matters 1s not unneard-of, particularly in the Pentagon
and on Strana Mechty, However, access to long-distance travel

requires a host of permissions (work group, supervisors, city
administration and so onj, and S0 MOst Clansmen never leave
their city of hirth.

Interplanetary Travel and Exploration

Interplanetary travel is one of the most tightly controlied
aspects of Clan life. As with inter-city travel, propsective pas-
sengers require a ceries of permissions, ncluding that of the
local military commander at the point of embarkation (with the
exception of certified ship's crewmen], and must personally
finance their passage, WMost often, travelers pay in “transport
vouchers," which are Clan- or castesponsored promissory
notes, Individuals may also work off the cost of passage.
Warriors simply requisition whatever rransport assels they
need. but even they cannot force a JumpShip captain to change
his or her schedule without recourse 1o high authority.

The merchant and warrior Casies share control of inter-
planetary and interstellar transport. The merchant caste main-
tains and operates non-military vessels, with technician and
|ahorer crews: the warrior caste oversees all WarShips and mil-
itary transports., AS in the Inner Sphare, commercial vessels are
often subomed to military duty, and so layers of command
involving several castes are not unusual: a warrior commanding
the ship, a merchant first affiger, and a crew of technicians and
laborers, Merchant vessels pperating outside the Kearenshky
Cluster or the Pentagon must carry 8 military ohserver who can
overrule the merchant captain's decisions, In practice, this
requirement is often ignored; with their massive expansion into
the Inner Shere, the Clan militaries no longer have enough
trained personnel for the task. | have heard rumars of Clan mer-
chants penetrating deep inld the Inner Sphere without warfior
chaperones, even as far as Gallery or Hachiman.

Within Clan space. civilian flights are scheduled well in
advance. Merchant caste administrators ensure that gyslems
en route and the ports of call are notified of arrivals. so that the
technician-caste traffic controllers can guickly identify and
report any suspect craft. However, schedules change frequent-
ly; unanticipated arrivals are relatively common. as are repri-
mands issued to the adminstrators,

The Clans generally mantain jump-route SeCcUnty by the
simple expedient of providing each vessel with anly the infor-
mation it needs for its current journey. and then often for only
part of the route. This eondition applies particularly 10 vessels
traveling the Exodus Road, the route between Clan space and
the Inner Sphere. for which no single Clan vessel has complete
information. Instead, e JoUrney is hroken into egs. At the end
of each leg. a member of the navigator technician sub-caste
iransfers aboard fram a wailing vessel, The navigator erases
nformation relating to the previous leg and then programs the
coordinates for the next series of jumps. The encryplion sys
term, known only to navigators and supplemented by an optical
chip key, 15 comples enough to be virtually unbreakable, making
any attempt Lo identify the route to the nomeworlds by breaking
sRcryplen Impossibie.




The Clans also maintain their own small-scale version of
the Explorer Corps. Organized by individual Clans and answering
to senior naval authorities, the explorers seek out new worlds
suitable for colonization or mining within the Kerensky Cluster
and the Deep Periphery.

torty thousand individual wind turbines. Located on the windy
Marvik Peninsula, it supplies twenty powerstorage complexes,
which in turn supply the needs of the rest of the planet.

Communications

Ostensibly, such esplorations
fall under the merchant caste's
jurisdiction, but scientists carry
out the actual surveying. A
detachment of warriors accom-
panies each mission, officially
for security but also to keep the
cther two castes in line; the
warnors know where too much
freedom can lead. These mis-
sions have led to a steady
expansion of the Clan sphere of
influence and have brought the
Clans into contact with many of
their Deep Periphery neighbors.
The Clans have occupied some
Periphery states, most notably
the Khwarazm by the Jade
Falcons and the Tanite worlds
by the Cloud Cobras. Others,
such as the Hanseatic League,
have been allowed to remain
independent.

Energy Production

Clan peolicy on energy pro-
duction reflects their “no
waste” philosophy. Solar power
ion the planet's surface and
orbital arrays with microwave
down links), hydroelectricity
{river and sea-based), geothermal power and aero-generators
(*wind farms”) are their predominant energy sources. Clean and
renewable, these technologies make optimal use of resources
and the environment. The Clans harness the often extreme cli-
mates of their worlds for their own benefit, Where such systems
are impractical, fusion plants are the norm, but the Clans have
attempted to restrict such fuelbased technologies to military
facilities. "Dirty” power sources, those that burn fossil fuels or
rely on nuclear fission, are almost unheard-of in Clan space.

Cities or regions generally handle power generation, though
in cases where one Clan has absolute authority, that Clan may
establish a planet-wide power grid. Most use a range of tech-

E . -
nologies to avoid shortfalls: usually renewable sources as the
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main producer, with battery stores and fusion backups.
Administered by the merchant caste and operated by techni-
cians, many of the power plants are engineerng marvels, The

1=}
former Ghost Bear aerogenerator complex on Bearclaw, now

managed by the Snow Ravens, is the largest in the known uni-
verse, covering 2,500 square kilometers and containing almost

Communication within the
Clans is a thormy subject. Free
speech is discouraged, and non-
essential communications are
tightly controlied. Most apart-
ments come with communica-
tions equipment, but sophisti
cated computer systems moni-
tor its use and note any “inap-
propriate” communications, The
precise definition of “inappropri-
ate” is somewhat nebulous,
Some Clans regard control of
communications as  another
means of manipulating the pop-
ulation and clamp down on even
the most insignificant transgres-
sions. Other Clans allow rela-
tively free rein, provided that
communications do not impinge
on military security or contain
treasonous  material,  The
Smoke Jaguars were ultra-strict,
considering a thirty-second call
to arrange child care acceptable
it work-related, but wasteful if
associated with social events.
Conversely, the Diamond
Sharks actively encourage com-
munications, with interesting
results,

In practice, the Clan communications netwark is a series of
interlocking systems, These range from the cellular communi-
cations network used by personal communicators, through fiber-
optic landlines and relay satellites used for data, image and
voice transmission, to the microwave and laser links used by
the military. Systems may be associated with a region, a city or
even a single building as needed, and are maintained by the
lechnician caste (administered, as always, by the ubiguitous
merchant caste),

Planetary systems link into the HPG network, allowing com-
munication between worlds. The relatively small number of
worlds in the Kerensky Cluster and the Pentagon, together with
their proximity, allows near-instant communication between two
points and so permits pseudo-real time contact across several
light-years (there is a delay of roughly 0.25 seconds per step
along the route). ComStar-style batch messaging is the norm,
however, Unmanned relay satellites allow communications
across the largest interworld gaps, such as that between the
Perntagon and the Kerensky Cluster. A similar chain, slUpple-
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mented by WarShips, allows rapid communications with Clan
forces in the Inner Sphere.

Interestingly, this pervasive network allowed the creation of
A system without an Inner gphere parallel: the Chatterweb.
Developed by the merchanl casle of Clan Sea Fox (now
Diamond Shark), he network allowed easy eschange of infar
mation, giving the Clan an snportant military and economic
advantage over its fellows. Onginally built to link Sea
Fox/Diamond Shark worlds, the Chatterweb’s systems became
the standard throughout Clan space, pxpanding to nclude every
waorld, Though it uses many of the same commumcation nodes,
the Chatterweb remains distinct fram the regular COMmmunica-
tion system, serving as a forum for “underground” commumcs-
tions, OF course, as with the regular system, the warrior caste
uses sophisticated computer algorithms 1o scan messages,
identifying those of an inappropriate nature and taking action
against the senders, The mere threat of being identified as an
un-Clantike “subversive” 1s enough Lo keep the Chatlerweb rel
atively clean.

Education

Education in the Clans is an interesting affair. One sysiem
exjists for those born as warrnors, another for everyone else. The
former is as much & system of childcare as education, offering
a surrogate family as well as instruction. The educational
process also begins earlier and 1s much maore intensive. leading

1o precocious children. Some have said, with a degree of truth,
that warriors have no childhood; it is certainly true that warrior-
caste children are intellectually and emotionally maore mature
than those of the same age-frame in the civilian castes,

Civilian caste children undergo extensive tests between the
ages of three and six years. the results of which determine their
caste assignments and thus their education, Once full-time edu
cation begins at seven years. il iz difficult to change caste, with
the exception of warriors. For them, faillure results in "testing
down” to a civilian caste—often tne soientist or technician
castes for MechWarrior or aprospace phenclypes, the laborer
caste for Elementals.

Until the children reach seven years of age, civilian caste
sehools teach from a similar syllabus. After that point. educa-
tion diverges m content and duration. For example, the few chil-
dren born into the scientist caste receive the broadest and
longest period of education, which often lasts into their rmic
mwenties, By companson, \ahorer children generally recelve
basic education until they reach age fourteen, at which paint
they hegin work. Erceptions to these generalizations exist, o
ever. Same labarers, particularly those involved in manufactur
ing, recelve considerable vocalional traiming beyond the basic
curficulum. The engingering sub-caste, part of the fechncian
caste, contains many with a scientist-grade education in con
struction-related physics, Whatever Lhe students’ caste or level,
typical Clan indoctrination pervades the coursework,

The warrior caste uses a radically different system, based
ground sibling companies (sibkos). Al treeborn warrors arg
part of such a group, though the pxact procedure varies by Clar.

Some Clans, like the Jade Falcons, create sibkos of a particu-
lar genetic line, whose members are literally siblings, Other
Clans, such as the Wolves, mix bloodlines and even pheno-
types: it s not unusual for @ Woll sibko 1o contain
MechWarriors, pilats and Elementals. The size of sibkos also
varies) the largest extendad sibkos contain hundreds of poten
vial warniors, while the smallest may have as few as twenty.
Usually, only a small number fram gach sibko pass their initial
Trials of Position. The remanaear gither die or test down to @
civilian caste,

&s the members of a sibko grow older, their education shifts
away from intellectual Lo practical skills: weapons, tactics and so
farth. These begin with simulator exercises, switching to live-fire
exproises as the tme for the Trial of Position approaches. By the
time a warrior is ready for his or her Trial of Position, he of she is
fully gualified, with the henefit of a lifetime of physical and men-
tal preparation for the warrior rale, 1t is little wonder that most

\an warriors are superior to their Inner Sphere equivalents.

Most Clans allow a potential warriar a single Trial of
Position. This practice, however, is a custorn rather than one of
Nicholas Kerensky's dictates. On occasion, a warrior has failed
the first test and is overtly or covertly retested. The Smoke
laguars made retesting grandard practice in order to make ug
for numbers lost by their refusal to use freeborn warnors; varn-
ante of the practice exist in Clans Blood Spirt, Ghost Bear,
Hell's Horses and Steel Viper. In all the other Clans, @ second
Trial of Position can only be authorized by the Clan Council, and
then only in exceplional circurnstances (for example, it a tech-
niclan's error caused a mechanical fault].

Law and Order

A little-known sub-caste of the warrlors, the Clan paramili-
tary police are comprised slmost exclusively of freeborn roops
and test-downs. Though poorly regarded by mainstream war
viars, freeborn and trueborm alike, the police units maintain law
and order througnout Clan space. Essentially a rmilitia, their pri
mary duty is to patrol cities, though they also undertake com-
pound security duty. Small detachments Serve as a maore tradi-
tionat oolice force, invesligating cnmes, but such duty is not
Figniy regarded, and performance 15 poor compared 1o their
inner Sphere counterparts, Rather than solving crimes, their pri-
mary role 15 o discourags them by promising extreme purish-
mant to those caught and convicted. Clan police therefore tend
toward brutal and authoritarian behavior, nften taking out their
anger on the very people they ars meant to protect,

Ta Inner Sphere sensibilities, the Clan judicial system i
prually brutal, Like so much af Clan society, it favors the war
rior caste, both in its deliberations and i appeals. An inguise
tar, a cross bhetween a deteclive and a prosecutor, investigates
ine circumstances of each case. In Cases where warfiors are on
trial. tre inguisitor acts solely to support the prosecution, while
an advocate plays & similar role for the defense, In matiers
involves only civilians, the inguisitor acts as a “devil's advi
cate,” working to uncover the truth, Inquisitors and advocates
arc members of the warrior caste, but receive special training N




law and investigative lechnigues. Some are non-combatant
members of the Supply and Support command, bul most are
Warrnors on active duty.

Clan court tnals are more interactive than those of the
Inner Sphere. The jury may ask questions via the Inguisitor,
which helps and hinders the process. Such involvement elimi
nates many of the misleading tactics employed by Inner Sphere
lawyers, but also moves the jury away from their traditional neu-
tral position. In the case of warrior-caste tribunals, a loremaster
acts as arbiter lo ensure fair play; civilian caste trials rarely
receive such supervision.

The jury for each court trial depends on the caste of the
accused and the severity of the crime. In the case of misde-
meanors, the jury is often made up of the accused's immediate
peers. members of the same caste and work unit, supervised by
an inquisitor. Punishments for such offenses are minimal and the
rite of surkai is often sufficient to escape serious punishment.
More serious offenses generally involve a jury of higher-ranked
officials of the same caste, usually from the same city or millitary
junit. Geasionally, a caste's ruling council may sit in judgement,
though the Clan Council usually handles cases of such Mmagni-
tude. The Clan Council automatically tries the most heinous
crimes, as well as those involving high officials, and all warriors
nave the right to appeal to the Clan Council as the Clan's
supreme warrior body. Matters that cross Clan boundaries or that
have significance for the Clans as a whole come before the Grand
Council, though the infrequency of Grand Council sessions aften
subjects the proceedings to a long delay,

Members of civilian castes must accept a trial verdict,
Warriors have another option: the Trial of Refusal, They may
lemand this trial by combat at odds commensurate to the deci-
ion: if victorious, the warrior is considered in the right.
Punishments vary according to the nature and severity of the
grime, though many may be reduced if the offender enacts surkai.
he jury and officials involved decide whether to accept the mtu
al. The most common punishment for petty offenses is commu
nity service: compulsary work in addition to the offender's regu-
r duties, for which the individual is not remunerated. The
mount of work required ranges from fifty to two hundred hours.
In some circumstances, public humiliation is maore appropriate, In
e Jade Falcon warrior caste, the Memorial Ribbon—better
own as the Dark Band—is one such punishment, farcing an
dividual who cannot or will not enact surkai to recognize his or
her mistakes. Forced to wear a black, cummerbund-like belt that
splays an image of his crime or victim, a warrior “under the
and” may not speak unless spoken to. By tradition, such indj-
viduals are shunned for the manth-long punishment period,
Punishments for more serious crimes include a reduction n
ade (marked on the individual's codex, a'permanent stigrna)
nd short-term imprisonment. Custodial sentences of more
than a year are rare; more common are Abjuration, physical pun-
hments such as flogging, or even execution. By lnner Sphere
andards this seems harsh, but the system serves as an effec-
tive deterrent,
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Long-term imprisonment is generally reserved for those for
whom other punishments are inappropriate. Such individuals
are consigned to the darkest and most foreboding prison in
Clan space, the infamous Frinz Eugen. Located in the outer
reaches of the Strana Mechty system, the vessel is synony-
mous with rebellion, and so no Clan would take it into their
Touman. Instead. it serves as a veritable Alcatraz or Europa for
the Clans. Its inmates are predominantly members of the civil
ian castes too influential to execute or exile, Only a handful of
warriors are currently serving time on the vessel: convicted war-
riors normally fight a Trial of Refusal and are either vindicated
ordie in the process, Those who do not fight a Trial. or who lose
one and survive may find themselves on the Prinz Etsgen, the
ultimate degradation,

THE MILITARY

The best known aspect of the Clans, the pinnacle of their
society and the sole reason for their existence, is the military.
Much has been writlen elsewhere on their arganization and tac-
tics, and so | will not go into great detail; however, no treatise
on Clan society would be complete without a CUrsory examing-
tion of the military. Those wishing to know more should consult
the recently acquired Clan Field Manuals,

Many readers may be surprised to learn that the rrehitary
and the warrior caste are not one and the same. Clan warrors
are the combatants. but the Clan military also includes mem-
bers of other castes, particularly the technician caste, who
Serve 1IN a supporting role. For example, the merchant caste
manages military logistics, while technicians handle communi
cations and maintenance, Technicians also make up the bulk of
WarShip and DropShip crews,
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e ComStar and claimed Terra for thelr own ten years ag0. They

refused to do so, and ilKnan Ulric Kerensky showed no Incli-
nation to coerce them, so they failed.

One of the few areas where overall authority leaves a
mark i in ensuring system compatibility. When the first
amniMechs were constructed in the 28505, they wers
plagued with a host of mechanical, electrical and software
problems, The Grand Council intervened and created spe-
cific guidelines on system integration to ensure compatibil-
ity. These guidelines became a cornerstone of the military-
industrial complex, ensuring the dominance of the
OmniMech. & similar principle applies o rank structure.
though much of it was handed down by Nicholas Kerensky
and so has seen little change over the centuries.

A major difference between the armed forces of the
Inner Sphere and the Clans is the age of the soldiers. While
some Inner Sphere militaries deploy roops as YOUng as gix:
teen, as opposed to the Clans’ standard of twenty, Clan
units have a lower average age. Most Clan warrors are
between twenty and fortyfive. Younger generations domi-
nate frontline units, while older troops normally serve in
second-line of solahma units, A warrior who has not won &
Bloodname by his or her thirtyfifth birthday i enlikely to do
so. and will be relegated to the sidelines. Unless they
achieve high rank, even Bloodnamed warmiors may suffer
this fate eventually. Warriors like Natasha Kerensky or the

Each Clan maintains its own fighting arm, known as a
Touman. The Touman in turn is divided into Galaxies, each
roughly analogous to an SLOF brigade (three regiments), These
units are self-contained, with integral supply, transport and
madical assets that allow them to mount independent opera-
tions. In practice, an entire Galaxy-size force is rarely deployed.
instead, subunits known as Clusters (which occupy the same
piche as regiments, but are the size of reinforced battalions)
are the main units deployed. Each Galaxy contains between
three and six Clusters, subdivided inta Trinaries [the equivalent
of reinforced companies, three to five per Cluster} and Stars
ireinforced lances, three per Trinary). Each Star comprises five
Points; a Point may be a single BattleMech, a pair of
OmniFighters, a pair of combal vehicles or five Elernentals.
Other nomenciature is Clan-specific or relates Lo composition.
Support assets such as engineers, artillery and MASH units are
attached at the Galaxy level, but may be detached for opers
tions with Clusters as needed.

Though commanded by the Clan Khans. each Touman rec-
ognizes the iIKhan as their supreme commander and are honor
hound to follow his or her directives. Aside from this, few formal
rmechanisms exist for overall command of the military, and 50 the
whole structure is at the mercy of the Khans and the ilkhan, As
shown on Tukawad, the only real test of the Clan command Sys-
termn, the will and cooperation of individual leaders, 18 necessary
for success. Political game-playing destroys opportunities in the
field. Had the Clans worked in concert, they could have defeated

Nova Cat Khans, all in their eighties at the time of their
deaths, are notable examples of superlative warriors wno
remained on active duty far beyond the average, However, even
they required the cooperation of their Clans to retain their ranks,

Together with their rigid adherence 10 honorable combat
style, ageism is one the Clan system's few weaknesses. It
stresses raw ability over experience and makes it possible for
opponents to exploit the younger warriors' naiveté. As Matasha
was fond of saying, “0ld age and treachery will beat youth and
beauty every time.” This age diserimination seems contrary o
the general “waste not, want not” attitude, but It is pervasive
nevertheless. Even Natasha Herensky's successful and record-
breaking Trial of Position at the age of 78 has caused only min-
imal re-evaluation of the practice.

POLITICS

Most people of the Inner Sphere think they understand
Clan politics: might makes right and rulership by oppression.
Thie is true, but only to a point. At the most basic level, Clan
society turns on the principle that the strongest fight their way
to the Lop of the heap. However, this concept represents the
power structure of the Clans rather than their internal palitics.

The most basic political divisions are based around the
Warden and Crusader philosophical viewpoints. The former
helieves that the Clans should develop their own culture and
serve as protectors of the Inner Sphere. The Wardens lake as
their credo one of Nicholas Kerensky™s sayings, which describes
the Clans® role as “to ward the Inner Sphere from all outside
forces until that time when the Star League i reborn.”




The latter favored the reformation of the Star League by
force, with the Clans at its head. They also used a Kerensky's
words to justify their position—those of the Great Father,
Aleksandr. They chose a passage from General Order 137 that
states, "When the time is right, when the strength of our will and
our honor is humanity's only hope to struggle up from the ashes,
enly then can our descendants make the long journey to the
heme that is rightfully ours.” Whether by omission or design, the
Crusaders chose to ignore one of Aleksandr's other sayings. In
the last lines of the Voice of Kerensky, his broadcast back to the
Inner Sphere, he says: “Perhaps, one day, should mankind step
back from the brink of the abyss, we, our children, or our chik
dren's children will return, to once more serve and protect and
guide the Star League in mankind's quest for the stars.”

“Serve and protect and guide” seems clear enough to me,
but then | am a little biased. However, | cannot deny that since
the mid-30th century, the Crusader cause has caught the imag:
ination of more and more of the population. It has particularly
appeal for the civillan castes, whose often hard and dreary lives
make the Inner Sphere seem |ike paradise. Even the most
staunchly Warden Clans like the Waolves partly succumbed to
the Crusader call; only with recent events has the general atti-
tude begun to shift toward the Warden viewpoint.

Since the faunching of Operation Revival in 3049, a new
political divide has arisen within the Clans, between the
Invading Clans and the Home Clans left behind in Clan space.
Despite their many setbacks, the Invaders have increased their
prestige and power considerably. Their battles against the
forces of the Inner Sphere proved the strength of Invading Clan
bloodlines and gave their troops unparalleied combat exper-
ence, while also giving them control over the resources of
dozens of worlds.

While reviling the Invaders for their failure at Tukayyid, the
Home Clans are nonetheless jealous of the power amassed by

those who took part. The
Invaders are likewise posses-
sive of their status, It is not
unuslal to see Home Clans
working together, irrespective of
Warden or Crusader philoso-
phies, to further their mutual
interest: limiting the power of
the Invaders, However, while
their goals are similar, their
matives may differ considerably.
The Home Wardens seek to
weaken the Invaders so that the
Clans can return to non-interven-
tionist policies. The Home
Crusaders seek to weaken the
Invaders so that they can take
their place.

Likewise, historically
antagonistic Invading Clans have
worked together to ensure their
dominance and the exclusion of the Home Clans. The Invading
Crusaders do this to ensure that only they will reap the glory of
fighting to restore the Star League, while the Invading Wardens
seek to rein in the invasion's excesses. This makes for strange
bedfellows—in some cases literally, if my intelligence is correct,
Of course, the fact that both invading factions have no desire to
lose the assets they have gained is completely irrelevant ... |

Morgan: So there are four political groups: Home
Crusaders, Home Wardens, Invading Crusaders and
Invading Wardens,

Phelan; That more or less sums it up, though in prac-
tice things are less distinct. Some Warden Clans ally
with Crusaders, while adherents of the same philoso-
pRy rmay be locked in a feud. Furthermeore, adherence
to one philosophy or another is not as fixed as some
might have you believe. It is a dynamic process; over
time, Wardens can become Crusaders, and vice versa.
Morgan: Like the Ghost Bears and the Wolves.
Phelan: Exactly. As in the Inner Sphere, political rels
tionships can shift for a host of reasons. Expediency
can cause two Clans to ally or break off relations, and
events can also have unexpected repercussions. Who
would have dreamed of the Falcons and Wolves as
allies? Some Clans, like the Steel Vipers or Snow
Ravens, constantly waver between the two philoso-
phies, supporting whichever is likely to benefit them
most. At present, both are nominal Wardens, but the
Steel Vipers® belief in military strength makes them
hard to classify,

The ejection of the Smoke Jaguars from the Inner Sphere,
the subsequent razing of Huntress and the Crusaders’ loss to
the SLOF on Strana Mechty shocked the Clans and cast into




A e T T T et DS

doubt the correctness of the Crusader cause. As a result, for
the first time in a century the paolitical tides have shifted in favor
of the Wardens. The Crusader ideclogy still retains many adher-
ents. but the end of the Invasion—propery accomplished
according to Clan law and through due process—uwithout attain-
ing the Crusaders’ goal has weakened their cause considerably.
The Warden philosopny is ascendant for the moment, though
there seems little chance the Invading Clans will withdraw from
those portions of the Inner Sprere that they now call their cwn.

The Wardens currently dominate the Grand Council, but no
one knows for how long. | am certain that at some point in the
future, the Crusader idez will reasserl itself; despite the
knocks they have taken recently, the Crusaders’ voting power in
the council has not dimirnished much, In my view, however, the
Clans will never again stage an Coeration Revival, though there
are likely to be clashes between the Clans and the Inner
Sphere. Following the Great Refusal, Viad of the Wolves
declared that Clan Wolf had not voted for the Trial and hence
were not bound by its results, Additionally, the Jade Falcon vic-
tory over the Stesl Vipers has renewed the Falcons' battered
pride and made them increasingly belligerent. They are likely 1o
exploit any weakness in the Federated Commornwealth or the
Arc-Royal Defense Cordon.

The Steel Vipers are the wild card, an Invading Clan eject-
ed from the Inner Sphere by the Jade Falcons. Some Clans
regard them as failures, but the Yiper Touman remains ane of
the best equipped and most experienced in Clan space, Mo
Home Clan, with the exception of the Star Adders, can hope 10
stand against the Vipers in open battle, and the Vipers' shame
at being forced to accept hegira from their bitter enemies has
left them spoiling for a figri, It remains to be seen whether the
Viper presence in Clan space will prove & stabilizing force by
prampting other Clans to put aside their disputes, or whether it
will trigger further rounas of conflict that could dwart the blood
shed of the past year and & half.

| would also hesitate o rule out any future mvolverment in
the Inner Sphere by the Home Clans. While all of Clan space
may spend months or even years locked in Trials of Possession
for the assets and technologies of the Smoke Jlaguars, Nova
Cats and Ghost Bears, evertually those struggles will end
When they do. we can expect trouble; Hell's Horses have
already proven thal. | doubt things will simply return 1o the way
they were, The current Clan imfighung turns on seli-interest, and
| think the most aggressive Clans are likely o launch raids
ggainst the Inner Sphere as well as each other The threat of
armageddon has dimnished—no single Clan can hope to
defeat the entire Inner Schere—hut the lkebhood of “brushire
wars” has increased dramatizally.

ECONOMICS

Though i1 might seem at odds with their martial aesthetic,
the Clans have developed a strong economy. Unlike tha ot the
Inner Sphere. it has a single goal—1o support the warrior caste,
either directly (by providing materials 1o build weapons) o indi-
rectly (by supporting tne ather castes. who in turn support the

warriors). The merchant caste shoulders this burden, controlling
all aspects of state-owned industry. Primary industries like min-
ing or farming and secondary industries such as manufacturing
dominate. Tertiary service industries exist, but with the excep-
tion of trading houses, they are much smaller than their Inner
Sphere counterparts,

The monolithic trading houses control the distribution of
goods within each Clan, and their members oversee transac
tions with other Clans and outsiders. Trading factors connected
to these houses operate throughout their areas of responsibili-
ty, working with local administrators to arrange the shipment of
goods where needed. At the lowest level, these individuals are
little more than bureaucrats, cataloging and organizing ship-
ments at a local level, More senior individuals oversee regional
or planetary transfers. Most prestigious are the factors
assigned to trade with other Clans, who are responsible for
acquiring everything their Clan needs and for making the most
profit on such dealings. Clan warriors fight with weapons and
'Mechs: the merchants wage a parallel battle with the control of
goods. The trick is balancing the two, knowing when to trada
and when to stage a Trial of Possession.

The primary distinction between Clan and Inner Sphere eco-
nomic systems is the motivating force behind them, The Clans
trade for what they need, and little is wasted. The Inner Sphere
economy, by contrast, panders to what people want. Many mar-
kets are artificial creations, existing solely to make money.
These markets serve no useful purpose, something the Clans
avoid. Clan merchants deal in essential items, with few luxu-
ries, Efficiency is central to the Clan model, and recycling forms
an essential part of daily life. However, signs have begun to
appear of corruption by outside forces—a srmall supply of Inner
Sphere luxury goods has entercd Clan society through Inner
Sphere contacts, Given the Clans’ political and ideological cri
sis following the recent SLDF assault. some anzlysts predict
that the Inner Sphere's “consumer culture” will bring down the
Clans from within.

MONEY

The Clans find money an awkward concept. For most
Clansmen, there is no such thing; work credit and grading takes
15 place. All goods remain the property of the Clan and may be
redistributed at will. The ahsence of hard currency and the dra-
conian provisions associated with work credit (such as rever
sion of unused eredit 1o the Clan). serve as another contral on
the Clan population. This cashless society 15 the main obstacle
1o the encroachment of capitalism in Clan space. Work credit is
only usable via the official network of shops, bars and so on,
and penple can only use it to “purchase” goods on an official,
standardized list, Conseguently, it is difficult 1o sell non-stan-
dard goods. An electronic record exists of every work credit
transaction: these records are examined and used to create an
individual’s socioeconomic profile. Despite these restrictions,
however, a substantial black markel exists, centered in
Katyusha City on Strana Mechty,




CLAN GOVERNMENT

The merchant caste uses a form of currency for inter-Clan dealings (with out- COMPARATIVE PRICING
siders, they use a barter system). Called a Kerensky (KE), this "macro-currency”
smaothes mercantile exchanges, allowing the flow of goods without forcing the par
ticipants 1o barter materials. In almost all cases, merchants use the KE in electronic
form, with fund transfers between financial institutions much like those in the Inner
sphere. Actual KEs are gold disks, each roughly two centimeters across and minted
in 1, 5, 10 and 20 KE denominations. Larger sums—one hundred, one thousand, ten

The absence of an official exchange rate
between C-bills and Clan pseudo-currency
makes comparative pricing ditficult, The fal-
lowing table provides a rough guide to the
range of prices in Clan space

thousand and one million KEs—are denoted by rectangles, each two centimeters by KE Cost
four centimeters. The disks and rectangles contain an 1D chip, as well as chemical  ©  geryice {% ol C-bill cast)
compounds, that make forgeries easy to detect, Ownership of physical currency is lim- . Aecommaodations 50-70
ited to the merchant caste. Clan law regards any nonmerchants with hard currency 1 frmpr 150-200
in their possession as black-market racketeers, and pumshes them accordingly. Glothing 5080
A Cbill /KE exchange rate is hard to peg, as differing levels of availability mean | Communications equipment  150-200
that some goods are cheaper in the Inner Sphere, while others are cheaper in Clan | Flectronics 120-170
space. At best guess, however, a KE is worth roughly five C-bills. For reference, the | Fand and drink a0-110
monthly “wages” of an average Clansman equates to roughly twenty Kerenskies. plus & Madical equipment 80120
five Kerenskies per grade (that is, 25-145 Werenskies equals 150-725 C-hills), i Power packs 100-120
: Transpartation {surface) 100-130
High Finance ¢ Transpartation {space} 150-200
Inner Sphere readers may be surprised to learn that the Clan merchant caste \ehicles (civilian) 150-200
dabbles in some of the mare convoluted and ephemeral financial transactions, Each \ehicles (militany 200-300
Clan has what amounts to a central bank that maintains and tracks work credits and {1 \Weapans 0300

Kerenskies, These “banks™ are actually a series of institutions associated with major

mercantile concerns thal incarporate many accounting functions, They work with the

administration to arrange remunaration for goods and organize fund transfers between trading blocks, The richest—those with the most
assets under their control—also arrange loans to other groups, within and outside their Clan, in exchange for a pre-determined fee
{related to the duration of the loan and the sum involved). The borrower must put up assets, whose value is related to that of the loan,
as collateral, Any defaull on the loan results in control of those assets passing to the loan organization. With loans between Clans,
this can result in the transfer of actual ownership of the assets. The defaulting Clan may refuse to honor the deal, but this occurs
about as frequently as do inter-Clan loans-——not very often. Though regarded with suspicion by the warrior caste, this “making maney
from money” nevertheless plays a role in strengthening the economy and thus the Clan, Clan lade Falcon is well known for its sharp
banking practices; “As sharp as the talons of a Falcon banket” is a popular expression.

Though the Clans have no stock market, several Clans place considerable emphasis on their equivalent of futures trading. By buy-
ing up appropriate tools and equipment, some Clans underwrite their neighbors' mining and exploration efforts in exchange for a per
centage of the profits, If the exploration turns up nothing, the Clan absorbs the expense. If resources are uncovered, the Clan gains
access to materials with minimal effart. Clan Diamond Shark is the main proponent of this technigue, as were the Nova Cats before
their fall. However, most profits made by the merchant caste come from traditional exchanges of material,

TECHNOLOGY

Clan technology is a paradox. In general, the Clans have a technological base considerably more advanced than that of the Inner
Sphere. However, they have focused most of their research on technologies applicable to their military efforis—weaponry, genetics,
computing and materials chemistry. Less relevant technologies have been virtually abandoned. Few advances in civilian technologies
oCour, save as spin-offs of mitary research. Consequently, the general level of technology in the hameworlds differs little from that of
the Inner Sphere, In fact, it |ags behind in some areas (most notably entertainment).

The Clan fixation on the Star League has also played a part in stagnating technological development, Many items used by the civil:
ian sector are exact duplicates of those used in the Star League. During my time on Strana Mechty, | was assailed by feelings of déja
vu, seeing items in common use hitherte only known to me from halovids or museumns. The ubiguitous presence of such items gives
Clan life a "retro” feel,

MILITARY SYSTEMS

Though the Clans are renowned for their advanced military technology, most of their systems are evolutionary rather than revolu-
tionary. Most have crude Inner Sphere analogues, but the lighter, more compact and mare efficient Clan versions give them a decisive
edge in battle. Several items have evolved over time; though the concept of a BattleMech has changed little since 2439, likening a
Mackie to a Daishi is like comparing a flintlock pistol to a needler, Both are firearms, the |aller a descendant of Lhe former, but there
is little doubt as to which is superior.
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In a similar mannar, Clan military technolagy has evolved
aver the years. Unlil Dperation Klondike, the Clans used tech-
nologies identical 1o those of the Star League. After the libers-
tion of the Pentagon, new designs such as the Annikilator and
the Shogun began Lo appear. [he first OmniMechs, which came
into service in 2854, were based on the Mercury BattleMech
design. These OmniMechs, though mare flexinle than previous
designs, used Star League weapon systems.

The Clans” trademark advanced weapons developed over
two centuries; the ultra-sophisticated machines used in
Operation Revival did not exist before the 31st century, Wany of
the chassis used in them existed prior 10 that time, but the
waapons and electronics they carry have continued Lo evolve.
As the recent development of heavy lasers by Clan Star Adder
has shown, weapons tenchology 15 an ongoing process,

The hattle armor created by Clan Wolf in 2868 is the ¢los
est to a truly revolutionary technology. The Star League had no
antecedent for these suits, though the techrologies thal went
into them—advanced armaor composites and exo-skeletons—
already existed. Combining such elements into a new form is
the cormerstone of revolutionary advancements, By the same
measure, ProtoiMechs—first used in the recent battles on
Huntress—are not revolutionary. Though their control system
differs from those of "Mechs and hattle armor, the basic tech
nology is simply a scaled-down version of that used in "Mechs.

MOLECULAR AND
CHEMICAL ENGINEERING

Clan scientists have excelled in materials chemistry. They
have developad a wide range of stronger and lighter maternals,
such as endo-steel, ferrc-aluminium and ferrofibrous armaor, for
rilitary
cient structures and vehicles, slronger and more resilient than
their Inner Sphere counterparts. A related developrnent 15 mem
ory metal, compounds that can ” remember” their shape and
return to iL upon application of an electrical current. One such
compound, known as Clan copper, is used by the military 1o Con
struct resilient and self-repairing helmets and body armor

and civilian use. These matenaks allow for more efl-

Adaptive architecture ("smart buildings") allows the con
struction of structures in otherwise unsuitable environments.
Incorporating memory metals and similar compounds, and con
trolled by sophisticated computer systems, these buildings
adjust their shape and rigidity Lo suit their surroundings, literal
Iy maying with any tectonic activity or atmospheric conditions. In
addition to allowing colonization of inhospitable regions, this
technology has also allowed the construction of larger and taller
buildings. The Steel Vipers' Mercer Building on MNew Kent has
211 stories and is more than a thousand meters tall.

MEDICAL TECHNOLOGY
AND GENETICS

In the field of medical technology, the Clans are: way ahead
of the Inner Sphere. The harsh nature of their worlds and the
need to support a large military maching prompted considerable
research, weading to major advances in life-support systems and
regeneration technologies, The Clans can suslain an injured war
rior ndefinitely, and can regrow o rebuild destroyed limbs. The
elderly and those with crippling injuries, however, are often aban
doned in favor of younger or less damaged individuals.

lronically, what mast people see As the Clans' "greatest
medical achievement "—the |ron wombs-——is nothing of the sort.
The basic technology used in the iron wombs has been around
far more than a thousand years. IL originated as a life-supporl
system for premature babies in the late 20th and early 21st
centuries, and moral and social implications restnicted the sys-
tem’s use to a life-support role. Though refined over the years.
the Star League system differs little from that pioneered by
Jutendo University on Terra in Lhe late 20th and early 21st cen
turies, However, the necd to guickly increase population prompt
ed Micholas Kerensky and his coientific teams to abandon the
ethical restrictions for the use of artificial wombs. The first child
grown Lo term o the syslem was born in late 2816, By 2819,
when the breeding program officially began, dedicated “hirthing
syslems” were coming intoe use. The technology evolved steadi
Iy over the years, Clan Sea Fox developed the current viersion of
the system in 2850,




The dislinctiveness of each individual Clan gives the Clans
their extraordinary vitality and strength. Following is a limited
attermnot to ook at the similantins ana differences of cach Clan.

Each Clan listing is broken into several distinct sections:
Ristory. society, their military. allies and enemies, and theair pos
sessions. Furthermors, a sidebar lisls vanous wital statistics.
meluding, prominent individuals, thes military stwrength, worlds
and poputalion, Several of [hese statstics need explanation

Three figures indicate the Population Growth Rate [PGR),
the proportion by which the Clan population expands annuaily
The first is the annual perceniage growth. The second 15 the
annual number of hirths (per thousanadg, and the thrd s the
annual number of deaths (per tnousand). For exarmple, the lade

Falcon Population Growth Rate line reads 2.6 porcent |2y

it

meaning an average prowth rale of 2.6 percent, {2 hirths per
thausand. and 46 deaths per thousand. To put these figures in
context, the average PGR ot the Inner Sphere stales 5 0.8 per
cent per year [orth rate 16 per thousand and death rate of 9
per thousand); tne Clan average is 2 3 percent, This might not
ceam that dramatic— local PGR in the Inner Sphere can reach 3
percent -bol the birlh and death rates show now harsh Clan life:
can be.

how much of 1he raw

The SelfSulficency Index indicates
matenal a Clan necds it produces lself and how much 15

through trade with other Clans or oulsiders
waorlds shows the percentags of

LT el
The list of Clan Space

ot Clan controls . In addition to the worlds listed, each

Each

Clan mamtains ar enclagee on Strana Mechty,




BLOOD SPIRIT DEMOGRAPHICS

Affiliation; Crusader

Capital: York

Population (Glan Space): 65,714,000 {3060}
Population growth rate: 1.9 percent (61/42)
Self-Sufficiency Index: 100 percent

Leaders

Khan: Karianna Schrmitt

sakhan: Troy Bogues

Loremaster: Bayle Campbe||
Scientist-General: Peterson (Le Duc)
Merchant Factar: Yasia

Master Technician: Soan

Senior Laborer: Margaretha

Military
Clusters; 27
WarShips: 4

Clan Space Warlds
York (100 percent)

SOCIETY

CLAN BLOOD SPIRIT

Named for the esprit-de-corps that bound the original 800 Clan warriors. ironi-
cally, the Blood Spirits are the most isolationist and bitter of the Clans, They beliave
that the other Clans have abandoned the way set down by Nicholas Kerensky, little
caring that they too are guilty of abandoning Kerensky's vision.

HISTORY

Founded by Colleen Schmitt, the Blood Spirits set about living up to their name
by creating the post of iIChi—ambassador/messengers assigned to each of the other
Clans to smooth communications and foster good will. Their dream did not live long.
The Blood Spirits had expressed some sympathy for Clan Wolverine, and the Burrocks
called for the Spirit's annihilation, too. The motion foundered but it was the start of
a long feud.

The other Clans, predominantly the Burrocks and Mongoose, targeted the
Spirits with nearconstant raids, and the Spirits eventually lost their holdings on
Albion and Homer, Abandoned by the ather Clans, the Blood Spirits chose to abarn-
don their former comrades. The iIChis were withdrawn and over the yvears the sense
of brotherhood was replaced by hatred.

Years of fighting had shattered the Spirits, but their isolation, small size and
lack of any resources worth fighting over probably saved them from Absorption. They
were surprised in the middle of the Golden Century when the Fire Mandrill Kindraa
smythe-Jewell approached them, offering OmniMech technology in exchange for land.
Though wary, the Spirits took the deal and made a similar arrangement with the Snow
Ravens a century later, trading a number of their little-used WarShips for the bulk of
the Snow Raven's seconddine BattleMechs.

Although the Blood Spirits participated in the bidding for Operation Revival, thay
did so in a lackluster manner that ensured their failure to win a place in the trals, let
alone the invasion force. Though they follow the Crusader philosophy, the Blood Spirts
did not think the time was right for an invasion of the Innet Sphere, They derived some
measure of satisfaction and vindication when the invaders faltered at Tukayyid.

In early 3059, the Spirits' long-time foe, Clan Burrock, became the target of a
Trial of Absorption, and the Blood Spirit Khans made a rare gopearance at the Grand
Council to support the measure. The Spirits were horrified when the honor of
Absorption went to the Star Adders and decided to take unilateral action; they
launched their own attacks against the Burrock enclaves on Priori and Albion.

However, the Spirts underestimated the Adder and Burrock response. Though
locked in & trial over the Grand Council’s decision, the twa Clans worked together to
counter the interlopers. The Blood Spirits lost five Galaxies in the assault and gained
nothing. They returned to their isolation, emerging only for the Great Refusal a year later,

The Biood Spirits believe that everyone is important to society and there is little of the imtercaste bickering found in other Clans.

All the castes are bound by comman training, re creating the sense of brotherhood the Clan once had with the olhers. However. this
does not prevent the ubiquitous frueborn-over-freeborn bias, although if a freebarn warrior can prove his worth to society the Clan does
not place additional obstacles in his way,

To describe the Blood Spirits as insular would be a major understatement. They rarely take bondsmen, and often attempt bond
sref rather than be taken in by other Clans, Those few taken by other Clans rival the Fire Mandrills in their lack of cooperation.

Their isolation restricts the Blood Spirits” access to modern technology, and what technology they have obtained has been acquired
through a circuitous route. This hardly bothers them, because they see technology as a means to an end, They believe that their abil-
ities alone are sufficient, without the need for a technological "cruleh.” In a similar vein, they shun the use of cybernetics and related
systems. They believe such systems detract from the warrior's spirit, and while a few individuals have cvbernetic prostheses, no Blood
Spirit warrior had enhanced-imaging (El) implants (a neural network implanted in a MechWarrior that, along with a computer, provides
the warrior with a virtual battlefield that can be viewed from any angle) prior to the Absorption War, Since then, a small number of maore
aggressive warriors have made use of the system.
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Though they waork topether, all members of Clan Blood
Spirit are protective of their privacy. Most have some form of
hoboy, often artistic, that they use a5 a8 distraction from the rou
sine of their lives. The Khans and the caste heads have encour
aged the practice. and i1 appears that by granting each member
r.r.ﬂr.-_g to “he themselves™ they nave strengthened the Clan's
internal bonds. Knowing the Clan respects them and their
jgeas. the individual Blond Spirits do Lheir utmost o further the
goals of the Clarn.,

and yet things appear 1o be changing in the Elood Spirits.
gtaunch believers in tradition, their actions in the Absorption
Wwar (as they call the action against the Burrocks and Star
Adders) flew in the face of tradition and rmany have guestioned
Khan Schmitt's judgment. Furthermore. the Clan's defeat at the
hands of the Genyosha in the Great Refusal on Strana Mechty
has exacernated their intense dislike of the Inner Sphere. What
were once regarded as “uncouth barbarians” are now viewed a3
“rabid despoilers.”

Further, the Spirits are horrified that the Inner Sphere has
atlained near-panty with ther Clan in technology, and may in
fact be ahead in some areas, They cite the carelessness of the
ather Clans for this state of affairs, blaming them for the loss
af the Great Refusal on Strana Mechty, The Spirts intend to
explait the potential of the Frotabdech, which they gained in a
Trial of Possession on Huntress following the Great Refusal, as
their best chance of fielding advanced technology with their lim-
ited resources.

MILITARY

The Blood Spirits continue to follow the organizational doc-
trine laid down by Nicholas Kerensky [three "Mech trinaries, oneg
infantry Trinary and one venicle trinary per cluster) rather than
the modified form used by most other Clans, They deploy asro-
space assets from tne naval reserve as needed, Only Clan
Hell's Haorses makes such widespread use of conventional
troops.

Traimng for Blood Spirit warriors s perhaps the toughest in
the Clans, making up for the small number of graduates with
their quality, However, whiie individual warriars are unparalleled
in their abilities, Blood Sprt units suffer from a lack of initia
tive, Star captains and Star colonels are too goccustomed o act
ing on the orders of thair sUperors, lzading Lo a rigidity that a
wily foe can exploil.

The Clan has taken the unusual step of trainng all its per
sonnel in basic combat techrigues, This gives the Spirits a
massive, if lowskilled, reserve 1o fall back upon in the event of
an attack on their capital (which, with the exception of ther
Strana Mechty enciave, is now their only territory), The reserve
alea serves to bind the civilian and warrior casles together. the
hond of common sraining creating the ‘espirit-de-corps they no
longer have with the other Glans.

ALLIES AND ENEMIES
The Bicod Spirls have no official alliances with ather
Clans, but the continued posting of IChis 1o Clans Fire Mandrill

and Snow Raven forges a bond and makes those Clans de facto
allies. In addition, the Blood Spirits have a tacit relationship
with the Diamond Shark, using therm as brokers and suppliers,

[he Spirits regard most of the other Clans with disdain or
hatred, but they single out three for particular attention. Clans
Hell's Horses and Coyote are regarded as treacherous for their
joint assault that destroyed the Fire Mandrill Kindraa Smythe
Jewel, the association that gave the Spirits OmniMech technol-
pgy, However, even this natred pales into insignificance when
compared to that they have tor the Star Adders, The Adders
absorbed Clan Burrock largely intact, and the Spirits have trans
farred their feud with that Clan to the Adders,

POSSESSIONS
Worlds: 1 {1 exclusive)

The Biood Spirts have never held significant territory. At
their greatest extent they spanned five worlds, and for much of
their history they have had only their enclaves on Arcadia and
Strana Mechty, as well as dominant (but not absolute) control
of ¥ork. Since the Absorption War, they have enacted a deliber
ate policy of isolation, taking the extreme step of withdrawing
their people from Arcadia to York., Furthermore, they seized
complete control of their capital, forcibly ejecting the Jade
Falcons and persuading Clan Snow Raven to withdraw.,

On Strana Mechty, their holdings have always been distinct
from those of other Clans, isolated by distance from their
neighbors. Since the Absorption War, the Spints have enacted
sirict controls on passage through their terntory, further reduc-
ing the already minimal contacts.

CLAN CLOUD COBRA

Marmed for the species of snake that developed from Terran
cobras released onto Arcadia, Clan Cloud Cobra is a study in
contrasts. They are the mest religious of the Clans. paying
homage to a concepl they call The Way that enshringes aspects
of all religions. And yet they are also one of the most devious
anid political of Clans, equating The Way with the Warden cause,
while seeking to further ther own agenda.

HISTORY

Shrouded in mysticism, parable and dogma, the histary of
Clan Cloud Cobra reflects the Clan's founding by Windham
Vatib. an SLOF chaplan. Together with his sakhan, Vice Admiral
Rafe Kardaan, Katb forged the Clan into a solid unit. Although
ostensibly putting cultural differences aside, Watib fostered a
number of debates to encourage understanding amang his
troons of different rehgions and ethinic backgrounds, Together
the Cobras forged a now philosophy, comparaole to the Inner
Sphere "Unfinished Book™ movement, which sought the com-
mon ground between all reliZions. Walin called this non-denomi
national systern “The Way," and it would form a fundamental
part of the Clan’s existence

Though badly bloodied on Babylon, the Clan fulfilled its
objectves during the liberation of the Pentagon. However, an
ambush by rebel forces cost the Clan almost halt its number,




CLOUD COBRA DEMOGRAPHICS

Affiliation: Warden

Capital: Homer

Population {Clan space): 58,374,000 (3060;
excludes Tanite worlds)

Population growth rate: 2.2 percent (68/46)
Salf-Sufficiency Index: 87 percent

Leaders

Khan: Din Steiner

sakhan: Kieran Telinay
Loremaster; Eleni Riaz
Seientist-General: Goran (Pasteur)
Merchant Factor: Joshua

Master Technician: Franco

Senior Laborer: Yuu

Military
Clusters: 22
WarShips: 15

Clan Space Worlds
Babylon (26 percent)
Brim (54 percent}
Homer (85 percent)

Tanite Worlds
Tanis
Alexandria
Stacha

leaving aerospace forces in the ascendant. The Clan sustained further damage in the
internal strife that followed Operation Klondike, The Cloud Cobras avoided the fate of
the Wolverines, but their internal fighting further weakened them, This prompted
many raids against them for their most valuable commodity: technological expertise,
The most prominent raiders were Clan Coyote, and counterralds and captured
Coyotes eventually netted OmniMech technology for the Cobras.

When a large number of civilians and warriors belonging to Clan Burrock defect-
ed to the Bandit Caste, the Cobras accompanied the loyal Burrocks on a mission to
raturn thelr wayward kin to the Clan fold. The Burrocks claimed to have punished the
transgressors, a story acceptad untll Clan Star Adder proved it a lie in 3058,

In 2935 the Cobras were honored when their Khan, Tobias Katib, was selected
as ilKhan. He ruled for more than a decade, doing much to advance the cause of the
Cloud Cobras. However, Katib's indictment in 2947 tarnished the gains. Katib was
found guilty of murdering his predecessor, and the Grand Council stripped him of his
nffice and executed him. Suspicions of a wider conspiracy were never proven.

As the Clans chose sides in what would become the Crusader-Warden debate,
other divisions within the Cobras came to the fore. Predominantly religious in nature,
these divisions led to a factionalization of Cobra society akin to that which consumed
the Fire Mandrills. The Cobras divided into groups known as Cloisters, some of which
supported the Wardens and others the Crusaders. However, The Way ensured that as
a whole the Clan supported the protectionist policies of the Wardens. When the
Outbound Light triggered a call for invasion, the Cloud Cobra Khans voted to attack,
but lacking the strength to prosecute the war, the Cobras withdrew from the bidding,
angering several pro-crusader Cloisters and triggering dissention.

When Clan Star Adder uncovered details of the Burrock deception regarding their
last members and ongoing dealings with the Dark Caste, the Cloud Cobras were among
the most vociferous in calling for the Burrocks' absarption. The venom of their call lead
many to suspect a hidden cause for their actions, perhaps associated with the Burrocks'
crime, but possibly the Cobras' revulsion at the treachery of thelr former allies.

SOCIETY

Cloud Cobra society centers around the Cloisters and the religions of The Way.
Their warriors serve also as priests and teachers, requiring a higher degree of philo-
sophical and theological awareness than is found in other Clans. While the Cloisters
are divided in their interpretations of The Way, their common devotion to it also
serves to limit their divisiveness. The result is greater internal cohesion than is found
in other splintered Clans such as the Fire Mandrills.

The Cloud Cobras accept bondsmen, but those taken by the Clan often have dif-
ficulty adapting to the theological debates that are part of everyday life. Cloud Cobras
taken as isorla by other Clans rarely abandon their faith, therefore enclaves of belief
in The Way exist in many other Clans.

Cobra civilians, through the Cloisters, have a limited say in the governance of
the Clan. In addition to warriors, each Cloister contains ordained ministers of the
civillan castes, who (in theory) advocate the interests of the people. And yet the
Cloisters are elitist institutions, with menial work beneath their members. which rein-
forces the caste divisions, In fact, many regard the Cloisters as political rather than
spiritual organizations, used by opportunists 1o further their own goals.

Most Cloud Cobras are pragmatic, realizing that many of their goals (largely
unknown to the rest of the Clans) cannot be easily achieved and they are willing to take

the long-term view. This may be one of the strengths of the Cloisters, While mest Clansmen plan for now, or at best a few years into the
future, the Cobras appear 1o plan generations in advance, Each Cloister, headed by an eckhan, takes a proactive role towards attaining
its goals, building or breaking alliances as needed.

Cobra technological expertise is among the best in the Clans, Although Clan Diamond Shark claims the credit for developing the cur-

rent Iron Womb technology, much of the expertise in genetic engineering stems from the Cobras. Their military technology is similarly well
developed, although much of thelr wark is refinement of existing systems rather than new developments.
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MILITARY

The Cloud Cobras have a relatively small Touman, a result
of & series of catastrophic events in their history. They empha-
size agrospace, as a result of the major losses suffered on
gatylon, leading to their tocusing on what assels remained.

This aerospace bias has colored their lactics, with aircraft
psed to "soften up” targels mn advance of a ground assault
However, their small ground force means that the Cobras are
prepEFEd to be very patient, allowing the air arm to complete
their task rather than the ground forces being goaded into
action.

The number of places in front-line units is strictly hmited,
and only the best go straight to such units, Most new graduates
join one of a senes of reserve Units attached to each Galaxy.
These serve as a trained pool of treops ready to make up loss
g5 in the principal units.

The Clan follows a combined-arms doctring, making use of
gonventicnal infantry and vehicles. However, many units are not
well rounded, being dorminated by BattleMechs or asrospace
fighters. Cobra Elermental forces are surprisingly weak.

ALLIES AND ENEMIES

The Cloud Cobras have few real enemies. Their belief in
The Way makes them natural allies of the Warden faction, but
also allows individual Cloisters the freedom 1o espouse
Crusader views. The Cobras regard even die-hard Crusaders
such as the Jade Falcons as simply “misguided.” Only the
Coyotes are their enemies.

However, this also means the Clan has few staunch allies.
They worked with Clan Burrock for many years, sharing mutual
interests such as the Tanite worlds, and this relationship has
transferred to Clan Star Adder. While many in the Clan regard the
partnership with Clan Star Adder to be a new move for the Clan,
there are suggestions of decades-old deals between the two.

Clans Diamond Shark and Clan Snow Raven are also
peripheral allies of the Cobras. The former provides useful mer-
cantile contacts, allowing the Cobras to prosper. Clan Snow
Raven espouses similar military principals and the two share
information and technology.

Least known are the Cobra's tacit alliances with the Nova
Cats and Wolves [in Exile). The Cobras applaud our willingness
to do what conscience and visions dictate. To them the true
mark of The Way is firm betef in a cause.

POSSESSIONS
Worlds: & (Al shared)

The Cloud Cobras appear to have extensive possessions,
but anly three of their six worlds fall inside the accepted bounas
of “Clan Space.” The other three, the so-called Tanite Worlds.
form a distinct body oulside the Kerensky Cluster or the
Pentagon. Discovered in 2965, these worlds, a former Star
League colony, were forcibly absorbed. This stretched the Cobra
Touman to its limil, prompting the Cobras to contract with
Burrock (and later Star Adder) forces to help garnson them in
exchange for mineral rights.

THE CLANS

In the wake ot the Great Retusal. the Cobras have moved to
consolidate their posilion. They ganed numerous assets from
Clan Mova Cal, [hough in many cases what the Nova Cals expect
ed 1o be Cobira support for their withdrawal became an ocoupying
force instead, The Cobras justify their actions, the most signifi-
cant of which took place on Brim. as necessary 1o forestall an
attack by Cian Coyote,

CLAN COYOTE

The Strana Mechty coyote, a descendant of the Terran mam
mal, can be found on just about every inhabited world in the Clan
aphere of influence, & fact directly attributable to Clan Coyole’s
one-time presence on each of those planets. Sitting at the top of
the food chain, the packs of coyotos have nonetheless slowly
thinned ower the last soveral decades, a fact that likewise
describes the Clan.

HISTORY

Founded by Drana kufahl, a close friend of the Kerensky
farmily and, indeed, Andery Kerensky's love, the Coyotes have
from their inception practiced a number of mystical rituals. From
their first days. they have also maintained a close association
with the chosen Clan ot the Kerenskys, Clan Wolf.

After a number of successes in Operation Klondike, in
which they began the widespread use of zellorngen (one-on-ong
engagements) even as they clashed with Clan Sea Fox over
those same tactical doctrines, the Coyotes quickly jumped
ahead of the other Clans in economic and industrial potential.
The Goiden Century was exceptionally generous to the Coyotes,
who, in pursuit of ever higger and better weapons, developed
the OmniMech and s¢ became the preeminent military power m
the Clan sphere of influgnce. The Coyotes were second only to
the Wolves n absolute population and territorial heldings.
Together these two Clans formed a political bloc in the Grand
Council that none could hope to stand against successiully,

As the Coyotes grew in strength during the Golden Century,
they butted heads with a number of other Clans, In 2742 they
entered an alliance with Clan Hell's Horses o destroy the Fire
Mandrill KWindraa Smythe-lewel, who had used what has been
called “dubious tidding practices” against both Clans, Six years
later the Khans of Clan Snow Raven uncovered incontrovertible
evidence that ilkhan Tobias Katib, of the Cloud Cobras, had
engineered the death of the Coyote's own ilkhan Conan
Tehernovkoy some years earlier, The Coyotes embarked on @
campagn desgned to severely punish the Cobras for the
actions of their former Whan, After twenty months of heavy
action, in which they inflicted zevere losses on the Cobras butl
at the same bime lost control of a number of worlds, the
Coyoles scaled back ther operations,

As the Warden and Crusader factons grew wathin all the
Clans, the Coyotes exparienced a deep dwision that could have
brought about therr Absorption by another Clan, Eight entire
Blopdname Houses were eliminated because of that strife, later
Wnown as the Blood Scandsl, butl the Coyotes cmerged seem
ingly stronger than ever and devoted to the Warden cadse




COYOTE DEMOGRAPHICS

Affiliation: Warden

Capital: Tamaron

Population {Clan space}: 73,360,000 {3060}
Population growth rate: 1.9 percent (B0/41)
Self-Sufficiency Index: 91 percen!

Leaders

Khan: Sullivan Koga

sakhan: Silas Kufah

Laremaster: Clarissa Jerricho
Seientist-General: Ricarda (Remer)
Merchant Factor: Kavindra

Master Technician: Dnyda

Senior Laborer; Hillard

Military
Clusters: 35
WarShips: 12

Clan Space Worlds
Babylon (27 percent)
Delios (36 percent]
Foster (40 percent)
Landerholm (32 percent)
Mew Kent (19 percent)
Tarnaron (100 percent)

MILITARY

Members of Clan Star Adder were implicated in this plot to challenge the Coyotes’
legitimate authority, leading 10 yet another of Clan Coyote's longtime feuds.

But cracks began to develop in the Coyote's foundation. Already deeply
enmeshed in their existing feuds, the Coyotes became a prime target for Crusader
Clans looking 1o crush Clans to weaken the Warden resolve. By the time the
Outhound Light made jts gppearance, the Coyoles laid claim to a mere guarter of the
holdings they had boasted half a century previous. Led now by a Khan who recognizes
the petils facing her Clan, the Coyote Touman has recently undergone a radical reor-
ganization, aimed at streamlining the organization and turning the Clan around again.
Only time will tell if these changes will make a true difference.

SOCIETY

The Coyotes have perhaps the most conservative mindset of the Warden Clans,
The warrior caste commands, while the civilian castes are expected to serve their
every whim. While not particularly unusual for a Clan, this situation has nevertheless
led to some intercaste strife, especially in the past several years, though nothing
nearly as extreme as Clan Smoke Jaguar's actions against its civilian castes during
the famine on Londerhalm in 2012, Reports of warriors harshly punishing members
of lower castes for real or imagined wrongdoing are not uncommon. Due 1o the suc-
cesses they have experienced in the past, the scientist and technician castes enjoy
a certain amount of freedom from supervision in accomplishing their tasks; but the
punishments for failure are also accordingly severe.

Freeborns hold little standing or regard within the Clan. That trend is slowly
changing, however, as the number of freeborns successfully serving in the Touman
has increased, and several Coyote Council members have taken up their cause. On
the other hand, Coyole Warriors are quite accepting of pondsmen, provided the
bondsmen prove themselves capable and willing to serve.

Several of the mystical rites that Dana wufahl taught ner Clan in the early years
are still practiced, but primarily by members of the warrior caste, Vision quests and
ather rites used by Native American tribes 10 hetter foster an understanding of nature
have evalved more into celebratory practices, at least for the majority of Coyote war-
riors. & vocal minority in the Clan, however, still hold strictly to the spirit of the teach
ings of Kufahl's native tribe on Terra.

Al members of the Clan have access 1o any number of diversions in their free
time. The mast popular are arena sporting events that pit combatants, both warriors
and the occasional volunteer from the |ower castes, against some of the more darn-
gerous creatures to be found in the Cluster, or even other participants, in deadly com-
hat. Such so-called blood-sports are held at least weekly in every major Coyote city,
and usually more often in the largest of population centers.

These are not the only diversions practiced by Clan Coyote's members. The
Coyotes have a highly developed artistic bent, pspecially in holography and laser
sculpture, but this is found mostly In the civilian castes. Though widely regarded
among connoisseurs of such arl amang all the Clans, most Coyote warriars shun or
even deride this ~pedestrian” fare,

The Coyotes developed the OmniMech, and naturally, OmniMech units form the basis of the Clan's Touman, Ommnis are often found
even in their garfison Clusters, giving the Coyote garrison units far more flexibility and firepower than similar units in the ather Clans.
Following standard tactical doctrine {as much as possible in the Clans), the Coyotes deploy more than adequate Elemental and aero
space fighter forces their combined-arms Clusters. Conventional vehicles and infantry, which are rare, are deployed only in solahma

units.

The Coyote Touman has just finished ne

arly eight years of extensive rearganization under the guidance of Khan Sullivan Koga, Her

plan did not advance without problems, as quite a fow of her senior commanders objected strenuously to it, She continued on, however,

dealing with those who slood in her course

along the way. The Coyole Galaxies are now efficient fghting organizations. led for the most
part by those who chose 1o hack Khan Kufahl. Training levels still fall somewnat pelow Clan standard, however,




THE CLANS

ALLIES AND ENEMIES

A leader in the Grand Council for decades. the Covotes
have gained a number of perfunctory allies and enemies over
the years, though few that could be called strong, Their prirmary
ally was the Wolves until the Refusal War sundered that Clan,
Following that action, the Coyotes severed nearly all ties to
Vlad's Crusader Wolves, The Coyotes have grown increasingly
cold toward the Wolves (in Exile), though that is surely due
mostly to distance and the political realities af the Council.

Clans Cloud Cobra and Star Adder share the dubious honor
of being the Coyote's most hated opponents, though those
feuds have gone on for years with little intensity. The Coyotes
alsg share bad blood with the Fire Mandrills and Blood Spirits
over events surrcunding the destructign of the Kindraa Smythe-
Iewel 50 many years ago.

The only real alliances the Coyotes still enjoy are with Clans
Diamond Shark and Hell's Horses. The refationship with the
Diamond Sharks started on shaky ground, but ever singe they
cooperated in the developrment of the OmniMech, the two Clans
have remained friendly. though recent clashes on Delios have
somewhat soured the relationship. The Alliance with the Horses

has waxed and waned, depending upon the tides in the Grand
Council.

POSSESSIONS
Worlds: & {5 snared, 1 exclusive)

Mhough thay once dominated the Clan sphere of influence,
the Coyoles have suffered a number of losses over the years,
reducing them to a mere quarter of what they once held, Though
Tamaron was once considered only marginally habitable, the
Coyotes have overcome its ecosystern and built a thriving cul-
ture there, They have held on jealously to the planet since its
discovery and colonization more than bwo centunes ago, allow-
ng ro other Clan tw lay claim there,

CLAN DIAMOND SHARK

lhe foundation of Clan Diamond Shark is shrouded in con-
roversy. Uriginally named Clan Sea Fox for the reptiledike
amphitian precator native to Strana Mechty, they were renamed
in 2585 following the introduction of the diamend shark to
Strana Mechty, where it supplanted the sea fox in the food
chain.




DIAMOND SHARK
DEMOGRAPHICS

Affiliation: Warden

Capital: Strana Mechty

Population {Clan space); 67,859,000 {3060)
Population growth rate: 2 8 percent (67/39)
self-Sufficiency Index: B8 percant

Leaders

Khan: Barbara Sennet

sakhan: Angus Labov
Loremaster: Semi Kalasa
Sientist-General: Trudy (Bland)
Merchant Factor: Lorenzo
Master Technician: Warren
Senior Laborar; Vaslay

Military
Clusters: 32
WarShips: 18

Clan Space Worlds
Babylon (24 percent)
Barcella (47 percent)
Delins (64 percent]
Lum (18 percent}
Mew Kent (9 percant)
Paxon (62 percent)
Priori 152 percent)
Strata Domingo (BS percent)
Tathis {50 percent}
vintan (100 percent)

forced the warriors to give UR considerable power to the merchant caste in order to accomplish their goals, but the warrior caste recent:
Iy regained some of that power by agreeing 10 aliow the merchant caste (0 trayel to and trade with the Inner Sphere.

ey o e

HISTORY

The only Clan not 1o underestimate the defenders of Babylon, the Sea Foxes
emerged from the Pentagon Campaign with the respect of their peers. The Sea Fox
Khan's early initiatives 1o promate material prosperity and the strength of the Clan's
economy So0m paid off. The Clan pioneerad developments in the artificial womb tech-
nology, and worked with the Cloud Cobras on genelic engineering technigues.
However, it was in trade, hoth material goods and information, that Clan Sea Fox
made its reputation. They pruspered tar mote than a century.

However, jealousy of the Sea Fox's sSUCCESS festered among the other Clans.
Following a humiliating defeat in a trial of possession—and Sea Fox bragging about
the victory on the Chatterweb—the Khan of Clan Snow Raven took extracrdinary mes:
sures. Releasing 8 geneticallyengineered preed of shark into Strana Mechty's
neeans, he sought to destroy his enemy's totem animal. Although one colony of sea
foxes remained, the sUCCESS of the diamond shark led the Clan to petition for a name
change. Viewed as near heretical for casting off the name given them by Micholas
Kerensky, they were nevertheless allowed o do S0 after winning a Trial of Refusal.
0n September 30, 2085 Clan Sea Fox was renamed Clan Diamaond Shark.

For many years the Clan attemnpted to keep oul of politics, because political dis-
putes were bad for business. Eventually the Sharks succumbed 1o the Great Debate,
Though predominantly wardens, their desire to returm (o the Inner Sphere led them
to support the Crusader cause, as much to limit the prutality of Clans lade Faleon
and Smoke Jaguar as to exploit Inner Sphere resources.

when the call for invasion went out in 3048, the Diamaond Sharks failed to win
a primary place in the invasion, but were designated third reserve after the Steel
Vipers and Mova Cats. To further improve his Clan's position, Khan lan Hawker
entered into an alliance with the Jade Falcons, As the invasion progressed, Diamond
Shark ohservers attached 10 the invasion force traveled with the fleat, identifying the
goods the Invaders needed. They passed this information to the Clan's merchants,
who made considerable profits, However, the situation soured when an arms trans-
port fell into the hands of Kuritan rebels who used the captured arms against Clan
Smoke Jaguar. The merchants were expelied.

When the Clan was finally activated after the death of ilkhan Showers, they were
forced to fight the Ghost Bears for a base world, and looked set Lo share the Bears'
invasion corridor. HOWever hefore fne arrangement Was formalized, the Battle of
Tukayyid shatterad the Shark Touman and they retreated in disarray. The Ghost Bears
soon recaptured the Sharks' base world of Myserta, leaving the Diamond Sharks little
option but to return 10 Clan space.

With the warrior caste in disarray, the Clan's merchant caste became ascer-
dant. in effect determining Clan policy. Angus Laboy. 3 retired warrior and head of the
merchants, became de facto leader of the Clan and worked hard to rebuild the
Sharks. The marchants perablished trade links with the other Clans and the lnner
Sphere powers, ghways with an eye 10 strengthening their position. By the time of the
Harvest Trials the Clan had returned to its former strength, and in the aftermath of
ihe “Great Refusal,” Khan lan Hawker resigned.

SOCIETY

Urflike other Clans, the Diamond Sharks view the civilian casies as sUPpOrTing
the entire Clan rather than just the warmor caste, allowing the lower castes to flour-
ish. The Diamond Shark economy is the strongest in the Clans, which can be attrit-
yted to the Strong honds between the castes. This economic sUccess has resulted
i disparagng comments from the other Clans (the Coyoles have a saying, “when
there are fins in the water, don't go ewimming”), especially after the disaster of
Tukayyid. but has allowed the Clan 10 rebuild quickly. The requirements of retuilding




The Diamond Sharks take bondsmen wherever possible.
pre Star colonel put it, "Bondsmen are a simple byproduct of
another action, one we can exploit.” it is not unknown for the
piamond Sharks to return bondsmen to their ohginal Clan in
grchange for some form of concession. This allows them to
repatriate any troublesome elemeaents and still make a profit,

The Sharks understand honor, but their own application of
it is somewhat flexible. They understand the need to display an
henorable countenance o smoolth dealngs with other Clans,
hut believe strict adherence to the Honor Road 1s detrimental to
the Clan’s best interests. To do so would cut the Clan otf from
many oppartunities, something even the warrior caste 15 |loathe
to do.

Similarly, the Clan 15 not overly political. Their viewpoint
wanders between the Crusader and Warden philosophies, Since
Tukayyid and their ejection, they have espoused the Warden
cause, but generally prefer to remain apolitical, because favor
ing one camp too strongly would be bad for business.

The primary reason for the Sharks to support the Crusader
faction in the invasion was to gain access (o Inner Sphere mar
lets, which they regard as largely untapped. They fully intend to
take up Prince Victor's call for stronger ties with the Inner
Sphere, and rumors circulate that they have estabhshed rela-
tions with Inner Sphere trading cartels,

MILITARY

Although the Sharks fought in the Inner Sphere, most other
Clans look on the Diamond Shark military with disdain, Gutted
on Tukayyid, the Diameond Shark Touman has rebuilt in the ten
years since with the assistance of the merchant casie, The
Sharks rarely resort to viclence, preferfing to get their way
through mercantile means., However, interfercnce with their
commercial operations  frequently  elicits a  devastating
response,

Like most Clans, the Diamond Sharks discriminate against
freeborn warriors, However, the need to guard their territory and
merchant vessels means the Clan cannot be too picky, and they
do use such troops, mainly in second-hine militia. Many free
borns train to fight as marines aboard ship, or o act as guards
at compounds.

Unusually, many Shark warriors retire from active service
and take up positions 1n lower castes, Little stigma s attached
to such actions, and Bloodnamed retirees may retain their war
rior qualification by passing an annual Trial of Position. Because
of this policy, the Diamond Sharks have few solahma units.

Over the years the Diamond Sharks have developed a rep-
utation as sharp bidders. forcing opponents to miscalculate and
Inse more frequently than would be expected. Although such
tactics have offended the other Clans, the Sharks view thom
simply as an extension of the standard efficiency measures,

ALLIES AND ENEMIES

The Diamond Sharks know that building strong relation
ships with particular Clans, whether adversaral or friendly,
could harm their relationships with others. Conseguently, they

THE CLANS

have steered a path of nectrality with most Clans, However,
there are some notable exceptions,

The closest the Sharks have to allies are the Blood Spirits
and Fire Mandrills, for whom they serve as intermediaries to the
nther Clans, They have also had historically good relationships
with Clan Wolf, Although relationships with the Wolves under
Viad Ward have cooled, they stll maintain limited covert con
tacts with the Wolves in the ARDC. Similarly, the Ghost Bears
respected the Sharks sufficiently to grant them territories when
the Bears withdrew from Clan space.

The only Clan the Diamond Sharks despise are the Snow
Ravens. who instigated the series of events that lead 1o the
renarming, They have taken every opportunity to slight the
Ravens in business, and the Ravens have been atypically pas-
sive in their response,

POSSESSIONS
Worlds: 10 {9 shared, 1 exclusive)

Although they always maintained wide-ranging posses-
sions, the recent Tnals of Possession have benefited the
Ciamond Sharks considerably. Clan Ghost Bear gave them their
enclaves on Tokasha and Paxon, but though Diamond Shark
forces landed on Tokasha, the Khans decided holding that
enclave was not cost-effective and withdrew after blooding
Gamma Galaxy, choosing instead to consolidate their grip on
Paxon. In exchange for giving the Nova Cats military and logis-
tical support in the Cats’ withdrawal, the Sharks gained much
of the Nova Cat's Barcella and Delios enclaves. The Sharks con-
tinue to face trials on Barcella against the Jade Falcons and lce
Hellions. The Clan's greatest gain came against the Smoke
Jaguars, The world of Vinton had long been a source of friction
betwen the two Clans, and preparations were underway for a
Trial of Possession even before the SLDF attack on Huntress,
Within two wecks of the Great Refusal, the Diamond Sharks
accupied Vinton, their first exclusive possession,

CLAN FIRE MANDRILL

The Kerensky Exiles introduced the fire mandriill, a member
of the genus mandrilfus sphing, to Eden where it thrived. Named
for its firered coat, the fire mandrill earned respect for its
Aaggressiveness and loyalty to the pack, making it an ideal totem
animal for one of the new Clans. It seems appropriate, there-
tore, that the rivalry and aggression between fire mandrill packs
should also be reflected in their namesake Clan. The Fire
Wandrills are a microcosm of the Clans, broken into a number
of factions that each maintain their own traditions, philosophies
and methods.

HISTORY

Since their earliest days the Fire Mandnlis have tought
among themselves, This fractiousness began during Operation
Klondike, when each warrior sought to demonstrate his prowess
and the strength of his bloodline. The relationship between
Bloodname houses was difficult but several banded together to
share resources and lo advance their own cause on the Clan




FIRE MANDRILL DEMOGRAPHICS
Affiliation; Crusader

Capital: Shadow

Population {Clan space): 81,719,000 (3060)
Population growth rate. 2.3 parcent
seli-Sufficiency Index: 86 percent

Leaders

Khan: Amanda Garrol

sakhan: Garret Sainze
Laremaster: Drew Tanaga
Seientist General; Arkady (Crick)
Merchant Factor: Bianca

Master Technician; Lom

2enior Laborer: Todd

Military
Clusters: 30
WarShips: 7

Clan Space Worlds
Atreus {65 percent)
Dagda (26 percent)
Foster (30 percent)
Huntress (13 percent)
Marshall (15 percent)
Shadow (100 percent)

and although few warnors can expoct adoption in
Clans. Furthermaore, the wMandrill’s insular and

council, These groupings were known as “Windred Associalions® oF Kindrasc,
although later this would be shortened 1o Kindraa. Political tensions between the
associations had reached the noiling point when the Kindraa Sainze claimed sections
of the Widowmaker enclave on Dagda for their own. Recognizing the benefits this
would give the Sainze, the rest of Clan Fire wMandrill sought to join one or another fac-
tion, leading to a virtua collapse of the Clan's organization.

The system remained stable tor many years until the Kindraa Smythe-Jewell
sought to strengthen their position, The Fire Wandrills had obtained omniMechs from
Clan Coyote through what the Covotes described as dubious practices, and the
Kindraa Srmyth-Jewell gained immeasurably when they traded the system to the Blood
Spirits in exchange for territory on Foster. Furthermore, smythe-Jewell sought to
enhance their power by Using the Kindraa Payne as pawns In a raid on the Hell's
Horses, This would prove Smythe-Jewell's undoing, as the Horses, together with Clan
Caoyote and allegedly aided by the Windraa Payne, shattered the Smyth-lewel| associ-
glion. This provided ample demmanstration that while each Hindraa could be likened to
g Clan in miniature, they lacked the resources to tace another Clan alone. As a
result, the Fire Mandrills returned more authority to the Khan and sakhan, which
posts are decided by Trials of Poseession rather than election, giving the Fire Mandrill
\eaders power closer to the levels possessed by the ¥hans of other Clans.

Having fought among themselves for years. the Fire Mandrill warrnors were
honed to a fing edge and should have won a place in the Operation Revival. However,
their factional politics lead Lo A series of internal trials over who should represent the
Clan in the intertrials for the open slots in the invasion force, These battles shat-
tered the Mandrill Touman, ieaving them in a poor position and resulting in their
exclusion from the Invasion,

Further losses 1o the lce Hellions in the “Fury” campaign and to Clan Burrock
on Dagda persuaded the Clan that it was time to retuild. Although Windraa rivalry
remains a focus of Mandrill life, the Clan sees the need for a unified front. Over the
last decade the Kindraa have put aside some of their rivalries and have begun fo
work together. This has allowed them to retake much of their Dagda enclave from
Clan Burrock, as well as o capture large swaths of the former jaguar enclave on
Atreus. However, the internal divisions re-emerged n the force selected to represent
the Clan in the Trial of Refusal on Strana Mechty, resulting in their defeat by the
Capellan Red Lancers.

SOCIETY

To the Fire Mandrills, the Kindraa and the Bloodname House is the center of
their existence. Each Kindraa contains alements of every caste (but not always a full
range of subcastes) and |s largely self-sufficient, Kindraa rulers have powers akin to
a Khan over their people. Howaver, each Kindraa beleves in its own Superority and
rarely takes genelic material from others, Although genetic engineering prevents the
usual perils of inteforeeding, this |ack of diversity has resulted in the stagnation of
the lines, It is rumaored that to i igct new blood into these Kindraa, a few have incor-
porated freeborn DA inta the nreeding progrant,

The Fire Mandrill attitude to bondsmen is mixed. They are leary of oulsiders and
regard those they take with suspicion, However, they do not wish to waste resources
o the warrior caste. use of bondsmen in civilian castes is as prevalenl as in other

fractious nature makes them kad bondsmen, as the Jade Ealcons, amang others, recent-

ly discovered, and any taken in by otner Clans, regardless of caste, will be disruptive. Members of the Kindraa Sain7e routingly enact
bondsref.

The Clan's civilian casles ang well rounded, but while capable of supporting their Kindraa, the Clan's lack of overall cohesion lime-
its their potential. For example, the scientist caste lacks the pooling of resources that has allowed other Clans 1o make technological
leaps, forcing the nandrills to acquire technalogy from autside the Clan, Te this end, the Clan’s merchants, the least fractious of the
castes, have achisved some prominence, frequently working with the Clan Diamond Shark. The Shark merchants act as middlemen
and mediators, minimizing the Mandrill's contact with other Clans. However, there is no doubt that the warriors rule the mdandrills.




in moat cases Lthe honor of the Kindraa s placed abowe
that af the indimdual, ann this leads to surpnsingly good rela
tigns between the castes. Most warniors are willing 1o help out
with any work that needs 1o be done. strenglhening the bonds
petween them and the civilians, The notable exception is
jndraa Sainze, who value indwidugl honor and consequently
have a poorer relationship with nonwardior members.

Wwhile the Mandnlls are a Crusader Clan, many of the Kindraa
pold to Warden principals. The current Khans are from the
crusader Kindraa Mattila-Caral and Sainze and have worked for
e Crusader cause, Historically, the Clan has been more neutral
in its politics, dominated by the prodWarden Kindraa Payne and
the pro-Crusader Sainze. With the Clan's defeat on Slrana
Mechty. their politics are hable to return to the middie ground.

MILITARY

Overall, the Mandrill Tourman 15 well rounded, but the comp-
sition of units varies by Kindraa, For example, Kindraa Payne 15
staunchly pro-MechWarrior Lo the exciusion of other branches.
while Kindraa BeyiGrant and Kindraa Mick-Hreese have 2 pro-aerc-
gpace bias, Vehicles and conventional infantry are represented in
the Clan, but only in Kindraas Payne and Kiine. Ezach Kindraa fields
the equivalent of a Galaxy of tronps, each comorising between
three and five Clusters with associated supporl Services,

ALLIES AND ENEMIES

The Mandrill’s nature means thal they have great difficulty
accepting outsiders as allies, and over Lhe years only two Clans,
the Blood Spirits and Diamond Sharks. have had anything like
good relationships. Most other Clans are simply regarded as
autsiders, and are held in contempt. However, the constant raid-
ing by Clans Burrock and Smoke laguar earmed them the status
of traditional enemies and the Star Adders have inherited the
Mandrill-Burrcck Teud.

Since invasion of the Inner Sohere, the Mandriil’s refation-
ship with Clan Steel Viper, hitherlo regarded as little more than
an annovance on the shared world of Marshall, has deteriorat-
ed. Following their actwation, the Vipers denigrated the
Mandnll's performance in the pre-Invasion tnzals, prompting #
number of Trials of Grievance that have spilled ower into a gen
eral Mandnll-viper teud.

The Mandrills have long viewnrd Clan Coyole with disdain, |
the Mandrills' view, the Hel's Horses had just cause for attacking
the Kindraa SrmytheJewel, but The Coyoles word jGsl onpormunists.

POSSESSIONS
Worlds: 6 11 exclusive, 5 shared)

The hoidings of Clan Fire Mandrill are Surprisingly compact;
all but Dagda are located wilthin two jumps of Strana Mechty, The
Mandrills failure to expand bevond these. the oldest of the colony
worlds, 5 symptomatic of the Clan s internal deasions, bul that
they held onto the territory is also a testament L0 IR prowess
ken much of the ter-

In the last faw years the Clan has rel
ritory it lost to Clan Burrook on Nagda, and has soldfied s
hald on After their Strana Mzonly 1he

defeal on

Atreus,

Mandnlls faded 1o explait the ongong land grab. Since the SLOF
withdrawal, the Mandrill Kindraa Matilla-Carral have occuped
Farn City on Hunlress bul are locked in clashes with Clan Star
Addder,

CLAN GHOST BEAR

The Strana Mechty ghost bhear is a patient predator that
waits nours, even days, bured in the snow, for its prey 1o come
into view. When the moment is nght, the massive animal strikes
wilh such lightning speed and strength that the naked eye can
barely see the ghost bear at all. The surface of the snow set
les again with only & faint bloodstain as evidence of the fiarce
and deadly kallle,

Like its namesake, Clan Ghest Bear is a conservalive
hunter. Mever hasty, the prevaling Ghost Bear attitude is “wait
and see." When the Bear finally moves, the results are swift
and often extreme, Once the Bear has its mind set on some-
thing, nothing can stand in its way. Such is the Way of the Bear,

HISTORY

The Ghost Bears are the only Clan to be founded by a mar-
ried couple, and it almost did not happen. Hans Jorgensson and
Sandra Tseng were valued advisors to Micholas Kerenshky,
alhough they were marred, Nicholas had decded o place each
of them in separate Clans to make best use of his most valu-
able people. Tseng and Jlorgensson agreed that they would
rather die together than live apart, and so they set out on a jour
rigy into the antarctic of Strana Mechty.

Their journey became the stuff of legends when a family of
ghost hears reportedly saved them from death by starvation
and exposure. Regaming their strenglh, they returned to the
Clans, The solidarty shown by Tseng and Jlorgensson S0
impressed MNicholas that he 8t them slay together as Khans of
the Ghost Bear Clan,

The Ghost Bears thrived in the Golden Century, but their
cautious atttudes kept them from standing out. The Clan’s
main advancements were \ndustrial; the asteroid-mining tech-
niques they developed during this time gave them a distinct
edge in production.

When Operation Rewwal began, the Ghost Bears carned a
place n the initial invasion force, attacking the Draconis Combine
and Free Rasalhague FRepublic corridor. Easy victones n the
Periprery and early encountars with Rasalhzgue tronops lulted the
Bear Khan into = ‘alse sense of securily. Togetner with a lack of
sufficient supples, this resulted in a poor showing for the Bears
threugh the first two waves of the operation.

The turreng point was Lthe death of Khan Theresa Delvillar.
The Clan's dynamic Oathmasten Aletha Kabrinski, succeeded
her and immediately called for the removal of the Clan's other
Whan, citing poor performance n the invasion Lo date Kabrinsk
nominated B lorgensson, who handily defested the SILLNE
Khon to take owver command of the Clan. Jorgensson anc
Wabrinss) immediately inibated sweeping reforms, pulting the
Clan back on track, and ther performance in the later stages of
the mvasion was imoressive, On Tukayyid, they managed 1o 1ake




GHOST BEAR DEMOGRAPHICS

Affiliation: Warden

Capital: Alshain {15)

Population (Clan space): 24,294,000
Population growth rate: 2.1 percent {43/22)
seli-Sufficiency Index: 99 percent

Leaders

Khan: Bjorn Jorgenssan

sakhan: Aletha Kabrinski
Loremaster: Laurie Tseng
Scientist-General: Jorge (Agassiz)
Merchant Factar: Werner

Master Technician: Alejandro
Labar Leader; Alia

Military
Clusters. 58
WarShips; 14

Clan Space Worlds
Arcadia (25 percent)

ane of their objectives, while all other Clans but Walf and Jade Falcon failed to achieve
any sort of victory.

In the years following Tukayyid, the Bears moved to solidify their position in the
inner Sphere. Known for treating their civilians well, the Bears continued that course,
working closely with local governments to keep the population as content as possi
hle under their new leadership. ambitious industrial expansion projects were wide-
spread, keeping employment rates up and enhancing the Bear Tourman in the
process.

The Ghost Bears were so successful in their Occupation Zone that Khan
Jorgensson proposed a bold plan: to move the entire Clan permanently into the inner
Sphere, streamlining supply and manufacturing and strengthening the Clan. Putting
the matter to a vote of the entire Warrior caste, as are all iImportant matters that con-
cern all Ghost Bear casles, the Clan voted to move. Although relocating from Clan
gpace was not in violation of any Clan laws or traditions, the move was conductad in
secrecy to prevent undue predation against Ghost Bear holdings or vessels during
the relocation.

The return to the Inner Sphere began in early 3055, and by mid-3058 was near-
ly complete. A pair of massive Leviatharclass WarShips transported huge numbers
of civilians in secret. Each had the appearance of a fearsome battlecruiser, but was
actually a large-scale armored transport. Each Leviathan can transport more than a
guarter of a million passengers, plus supplies and prefabricated settlements.
Supposedly patrolling the Clan’s Deep Periphery supply lines, they were in fact mov-
ing millions of Ghost Bear civilians to the Inner Sphere.

The capture and adoption by Clan Ghost Bear of Ragnar Magnusson, Prince of
fasalhague and former warrior of Clan Wolf, put the seal on the Ghost Bears' relo-
cation. Currently a Star colonel in the Bear Touman. his presence legitimizes the
Bears' claim to their Inner Sphere possessions, and it seems likely that Ragnar will
eventually be elevated to a high position within the Clan.

SOCIETY

Hard work and dedication are comerstones of Ghost Bear daily life. Though these
values are typical of the Clans, the Bears further reinforce them with the concept of
family. A word repugnant to all ather Clans, family has a unique meaning to this Clan
founded by a married couple, In their years a3 the Ghost Bears' first Khans, Tseng and
Jorgensson imparted to their initial forty warriors a sense of camaraderie and fellow-
ship. To them, the Clan was a family, and the father of that family was the Khan.

As the years passed, those first warriors passed this sense of pride and belong:
ing to those under their command. The intensity of the relationship faded as the Clan
grew, but the general sense remained. Ghost Bear warriors maintain tight bonds with
their trothkin and starmates. True friendship among them is widespread, and s0me

gyven say love IS common among the ranks {although the Bears deny this).
In the civilian castes, where families are commoan in other Clans, the concept is far closer to the Inner Sphere norm than in other
Clans. Children generally stay with their parents rather than being raised in community créches. In most cases, this means the créch-

es are more like day care than permanent

homes for the children, and the parents take care of their own children as much as they

can while still performing their duties for the Clan.

MILITARY

The Ghost Bear Touman centers.on strength and speed, employing ‘Mechs with powerful arrays of weapons, often to the point
where armor and heat sinks are compromised. They use fast ‘Mechs such as the Fire Moth 1o deploy their significant force of

Elementals, the largest of any Clan, In fac
Ghost Bear clusters consist of two Stars of

‘Mechs and asrospace fighters.

Ghost Bear training is harsh and especia

t, the Ghost Bears have deployed an entire Galaxy consisting solely of Elementals. Generally,
‘Mechs, one Star of Elementals and a mined Mova of either "Mechs and Elementals or

Iy physical. All warriors undergo personal combat traming, and it is interesting to note

that Clan Ghost Bear never adopted the aerospace pilot genotype for its pilols, instead using what other Clans would consider

MechWarrior stock for that role. Many suspedct

the Bears made this move not only because of their famous reluctance to adopl new




THE CLANS

methods, but also because the pilot genotype makes for poor
handto-hand combatants,

ALLIES AND ENEMIES

The Bears are a powerful but moderate Clan, and as such
offend few and have worked alongside almost every Clan over
the years. However, the only Clan that could be termed a frue
ally is Snow Raven, who have worked with the Ghost Bears peri
odically for the last hundred years, The Ghost Bears' compara
tively weak aerospace force is complemented nicely by fthe
Ravens, who benefit from the Bear's exceptional Elemental
force in battles where the two work logether,

A powerful Clan always attracts rivals, and the Ghost Bears
are no exception, Topping the list are the Hell's Horses, whao
have had long-running border disputes with the Ghost Bears.
One such conflict in the Golden Century resulted in the death of
Kilbourne Jorgensson, arguably the mosl popular Ghost Bedr
Khan in history, The Ghost Bears have held a simmernng hatred
of the Horses ever since.

Also on less than sterling terms with the Bears are the
Steel Vipers, with whom they just never got along, and Clan
Walf, The Woil Clan enmily dates back to the Annihilation of
Clan Wolverine and the facl that the Ghost Bears were denied
the right to participate in the trial. The Bears let a Wolverine unit
slip past them in spite. and have regrefted it ever since. The
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scar of that incident is borne to this date by all Ghost Bear war-
rors, who also harbor a8 long-standing grudge against the Wolf
Clan for failing in the honor of fully destroying the Wolverines
when they had the chance.

POSSESSIONS
Worlds: 43 (Clan space: 1 shared world. Inner Sphere: 42)
Befare their relocation to the Inner Sphere, the Ghost
Bears held consideratle territory in Clan space, However, they
now maintain only their enclave on Arcadia and the traditional
posting at Strana Mechty: their remaining holdings were ceded
to allies or lost to Trials of Possession. All other Ghost Bear
troops and civilians have been relocated to their Inner Sphere
nccupation zone, which has been named the Ghost Bear
Dominion. The Ghost Bears recently captured the Inner Sphere
worlds of Leohen, Skandia and Radstadt in Trials of Possession

CLAN GOLIATH SCORPION

The Babylonian goliath scorpion is renowned for its suicidal
defense of nests and its lethal venom. The latter forms an
important part of Clan Goliath Scorpion’s rituals, which has
earned this Clan's members equal measures of respect and
disdain from their fellow Clans.




GOLIATH SCORPION
DEMOGRAPHICS

Affiliation: Warden

Capital: Roche

Population (Clan space); 67,238,000 (3060)
Population growth rate; 2.4 percent (84/60)
Self-Sufficiency Index: 91 percent

Leaders

Khan: Ariel Suvovrov

sakhan; Nelson Elam

Loremaster; Kyrie Ben-Shimon
Scientist-General: Germon (Wilkinson)
Merchant Factor: Palos

Master Technician: Noam

Seniar Laborer: Suu

Military
Clustars: 24
WarShips: 17

Clan Space Warlds
Dagda (29 percent)
Huntress (18 percent)
Marshall (36 percent)
Roche (83 percent)
Tokasha (23 percent)

SOCIETY

THE CLANS

HISTORY

The Scorpions' founder, Cyrus Elam, was not a typical seidier-Clansman. He was
a combat engineer specializing in bridge-building and demolitions, skills that proved
yital in the advance on Dagda. His sakhan, lenna Scott, was equally unusual; an
intelligence officer whose influence led to the Scorpions’ specialization in informa-
tion-gathering. The Clan's third and unofficial founder was Ethan Moreau, a member
of the SLDF who rejected Micholas Kerensky's call for a second Exodus and remained
in the Pentagon worlds throughout the civil war, After the liberation, he underwent the
public confession and humiliation known as Thamzing. Moreau’s genuing contrition
for his error in remaining behind so impressed Nicholas that he created surkai, the
Rite of Forgiveness. Moreauw was allowed into Clan Goliath Scorpion, but was denied
a Bloodname and a place in the eugenics program because he was not among the
ariginal 800 Clan founders.,

As the Golden Century dawned, a flood of new warriors outstnpped the available
machines in the Scorpion Tourmnan. In an effort to weed out lesser warriors, the Clan's
|leaders created a coming-of-age ritual that required a new warrior to subject himself
to the sting of a goliath scorpion. The death toll from the venom soon grew high
enough to threaten the genetic stability of the Scorpion Bloodlines and force a halt
to the practice. Khan Shandra Dinour then ordered the scientist caste to find an alter-
native that maintained the ritual's spirit while lessening its lethality, without destroy-
ing the valuable visionary effects imparted by the scorpion’s sting. Two years later,
the scientists introduced necrosia, a derivative of the scorpion venom. Necrosia
soon became g part of almost every cadet’s induction into the Goliath Scorpion war-
rior caste.

When Clan Coyote developed the OmniMech, the poor showing of the Scorpion
military in attempts to capture the new technology embarrassed the entire Clan. In
an effort to increase the martial skills of her warriors, Khan Dinour created a series
of tourmnaments known as the Circle of Honor, based on the Martial Olympiad of the
Star League, This gladiatorial tradition still thrives in the present day,

As the Golden Century progressed, Clan Goliath Scorpion’s warriors increasing-
ly sought perscnal connections to the half-forgotten glories of the past, using
necrosia-induced “vision quests” to direct their searches for ancient relics, The war-
riors claimed that the venom cocktail allowed them to see beyond the mundane
world, making connections between artifacts from the past and events of the future,
Many Scorpions became solitary wanderers, lacking the cohesion of the other Clans.
The actions of these so-called seekers often led Clan Goliath Scorpion into skir
mizshes with other Clans—their only official contact with outsiders for much of their
history. More often than not, the small groups of nomadic Scorpions fell prey to their
betterorganized and -equipped neighbors, hampering ther Clan's development.

In recent years the Khans of Clan Goliath Scorpion have recognized these weak-
nesses and undertaken steps 1o compensate for therm, They have entered into nego-
tiations with Clan Snow Raven, offering 1o trade Scorpion military backing in future
enterprises for equipment—maimnly aerospace fighters—and Raven tactical advisors,
The Ravens are driving a hard bargain. but a deal appears imminent. In addition,
Khan Ariel Suvorov's reforms of the Scorpion Touman have amply demonstrated their
suUccess in recent months through the Clan's wictories in the Trial of Possession for
Ghost Bear holdings on Tokasha.

The Goliagth Scorpions are generally less disdainful of freeborns than other Clans, having relied on them Lo compensate for the
fatalities resulting from warriors' use of scorpion venom in vision quests. Trugborns maintain something of their Clan-wide mystique,
but are not regarded as the pinnacle of evelution, Similarly, Bloodnamed warriors are respected. bul nol put on a pedestal, These rel-
atively egalitanan attitudes stem in part from the Scorpion “living heraldry” system,

Living heraldry seeks to turn the history of the Clan and its members into works of art that outlive them. Individual warriors use
living heraldry as a visible codex, announcing their own abililies and the history of their blocdlines. Rather than medieval-sivle coats
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of armis, g heraldry involves onllecting animals. olyeats and
jollowers that somehow express tne indwiduat warrion's ident
ry, Togeiher with fneir vision quests, the Scorplons regard ving
peraldry as a form ol practical myslicism thal allows them to
ponoe the past—particularly e Star League-—and [0 redssem-
ple it with relics

As part of this system, bondsmen are closely associated
with their bondholders, regarded as living trophies and serving as
squires. These hondsmen provide a tangiole demonstraton ot &
warrior's ahitities. Members of the technician casle act as de
facto bondsmen 1o the warnors they servi, remaining with an ind-
yidual warrior throughoul their careers rather than with a gen
military unit. Other Clans generally refrain from taking Goliath
Scorpions as bondsmen or adopling Bloocdnarmod Scorpion war
figfs. 85 S0 many Scorpion wWarnors are physically and psychalog
ically addicted to scorpon venom. With those liabilites, taking
them into another Clan 1S frequently considered a wasle of effort.

The nomadic litestyle adopted by so many members of this
Cian has hampered the Scorpions' technological and BLONOMIC
development: consequently, mast other Clans consider the
Searpions backward. The Scorpions also consider an individ
yal's vision quest a more imporlant obligation than the Clan's
military goals, a distnctly un-Clanlike attitude that has led many
other Clans ta shun them. However, Lhis same ansence of a
rigid infrastructure and relatve lack of resources has spared
them the raiding suffered by many other Clans.

The Scorpions are staunch Wardens, but thair interprata-
tion of that philosophy deviates from the norm, Like other
Wardens, they da not believe that the Star League should be re-
created through congquest. Instead, they believe it must be
rebarn through rediscovery of the past, They view the people of
the Inner Sphere as misguided, 1o be brought back onto the true
path through the teachings of their betters.

MILITARY

The Gohath Scorpion Touman is buill around mixed Trinaries
tailored to the needs of the unit and the situation, allowing
Scorpion forces considerable flexibility to mest any opposilion,
Most units are overloaded with ground forces, 3 weakness the
current Khans are addressing. However, many of the SCOrpOns
new aernspace oilots have more experence prowiding ground
support than dogfighting or achieving ar supariority.

Small-umt actions and nighl engagements typily Scorpion
tactics. However, as with {he iIncarporation of asrospace assets,
the Clan is expanding L5 reperioire of skills s0 as to be less
predictable on the batliefield, pAost Scorpion umits have mascot
animals, reflecting this Clan's fondness for pets

ALLIES aNO ENEMIES

The Sr_nrp.ung' imolationism and tehcency o stay oul of dis-
putes between Clans has gen them few encnues or allies
Palitically, the Scorpions have followsd 1he ead of Clan Woll,
regarding themselves in d o the Clan of Kerensky for Ethan
Moreau's 1ong-ago redemolion. This alhance 15 somewhal one-
sided. howewver, as the Wolves narcly  acknowisdge  tho
Scorpions’ exslence.

[tis Clan' s enly real enemigs are the lce Helhons, with

whorn they have clasrad for many years.,

POSSESSIONS
Wiorlds: & [all shared)

Until recently, Gohath Scorman lermtory had remamed con
stant, al of it underdeveloped by Clan standards, The Clan's
recent expansion on Tokasha, mowhich its warriors claimed part of
the former Ghost Bear holdings in the face of similar moves by
Clans Jlade Falcon and Hel's Horses, represents the Goliatn
Seompions first appreciable growth since the early years of the
Golden Certury. The move netted them several heavy indusing
sites. bul it remans o be seen of the Scorpons can retain pos-
cossion of them in the face of more experienced enemies. The
Clan has alsn taken contrel of the Abysmal continent on Huntress

CLAN HELL'S HORSES

attempts to adapt horses 1o the deserts of Circe resulted
in a carnivorous beast uncontroliable through conventional tam-
ing methods, Scheduled tor termination, these amimals were
released by a sympathetic soidier, and have since thrived on
Circe. Respected for its tenacity and unadulterated aggressive
ness, the hell's horse made an ideal Clan totem.

HISTORY

Founded by the commander of the SLDF's Thirty-fifth
infantry Division. Clan Hell's Horses has believed i comiined
arms operalions since its inception, The Clan served in a sup
port role during the campaign to liberate Eden, which earned its
members less prestige than the other Clans but also meant pro
portionally fewer casusites. This gave the Hell's Horses an
advantage during the post-war era,

For many years. the Clan focused on colonization, expan-
sinn and self-improvernent. In expanding the boundarnes of Clan
space, the Hell's Horses ook a major risk that the increased
freedom necessary for successful colonization rright result o
cpen revolt against the strctures of ardinary Clan society. Other
Ctans tightly controlled exploration and colomeation for exactiy
that reason, Whether through careful planmng or good luck,
however, the Horses avoided any major incidents.

apohtical for many years, they remained in the hackground
sparnng with ther neighbors only for resources or new technoic
gy, Many Hell's Horges enoounlers resulied in negotiated settie
mems—mest notakbly the deal with the Walf Clan for Elemental
cuits, whicn colored the retzlionship between ne Two Clans untd
the present day

The turning paint n the relalionship of the He I's HOrses
with the other Clans came when the Horses developed the
genelic enhancemeant 1echnigues used to create the Elemental
phenotype. This innovation forced the other Clans 1o regvaluale
1he Horses A seres of Tnals for the technigues and genetic
material ensued, nchuding a lreacherous assaull by the Fire
Mandnill Kindras Smythe Jewell, in which Kndraa Payne unwil

nngly served as 4 diversion while the Srythe-lewel forces 100K

treir obyoctives, Disgusted by ihese pr-Clanike tactics, the
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HELL'S HORSES DEMOGRAPHICS
Affiliation; Grisader

Capital: Niles

Population (Clan space): 95,317,000 (3060)
Population growth rate: 2.1 percent [71/50)
Sefi-Sufficiency Index: 93 percent

Leaders

Khan: Malavai Fletcher

sakhan: Tanyz Delaurel

Loremaster: Helena Fletcher
Scientist-General: Mohamed (Kepler)
Merchant Factor: Sonja

Master Technician: Amania

Senior Laborer: Jan

Military
Clusters: 37
WarShips: 10

Clan Space Worlds
Bearclaw (30 percent)

Eden {31 percent)

Hoard (10 percent)

Kirin {100 percent)

Miles (100 percent)

Strato Domingo {35 percent)
Tiber (50 percent)

Takasha (13 percant)

Horses called far a Trial of Annihilation against the Mandrills, but were refused. Scon
afterward, they allied with Clan Coyote and in 2872 crushed the offending Kindraa.
This action earned the Horses the respect of other Clans and demonstrated the ben-
efits of interClan cooperation.

In 2821, battles against the Ghost Bears for control of Tokasha escalated out
of hand. The bitter fighting invovied atypically large forces, with each side fielding an
entire Galaxy. The Hell's Horses had the upper hand for much of the battle, until Bear
Whan Kilbourne Jorgensson was killed and the Bears went into a frenzy, The mad-
dened Bears shattered Horse wnits, forcing them to withdraw, Both Clans have nursed
3 feud ever since—the Horses for the loss of their manufacturing facilities on
Tokasha, and the Bears for the death of their Khan,

During the early thirty-first century, the Horses shifted drastically from political
neutrality to clear support of the Crusader cause. They participated enthusiastically
if the Trials of Possession held for positions in the Inner Sphere invasion force, but
failed to win a place. The failure angered many in the Clan, and after Tukayyid they
supparted every initiative to resume the invasion.

Clan Hell's Horses fought in the Great Refusal on Strana Mechty in defense of
the invasion, and were horrified by the ease with which Free Rasalhague's Third
Drakans defeated them, In the months that followed, they took out their frustration
on their neighbors, They fought under contract to the Wolf Clan on Hoard, as well as
on their own to seize former Ghost Bear assets on Bearclaw and to reclaim their old
possessions on Tokasha.

Clan Hell's Horses seems to be facing a brighter future; they recently took three
Inner Sphere worlds from Clan Wolf. It remains to be seen whether they can capital
ize on this de facto occupation zone.

SOCIETY

The Hell's Horses believe that everyone has his or her place. The Clan's castes
cooperate with each other, enjoying generally good relations, The warnor caste
remains dominant, but its members listen to and respect the opinions of the civilian
castes. However, the Horses' relative lack of aggressiveness and absence of major
politicking has led other Clans to hold them in low esteermn until their recent suc-
cesses in the Trials of Possession for former Ghost Bear assets, Despite these
gains, however, the Hell's Horses clearly remain followers rather than leaders. On
many issues Lhey still defer to their "brothers” in the Wolf Clan, and rumors of Khan
Fletcher's mental instability have not helped ther cause,

The Hell's Horses refuse to take bondsmen from sources they consider dis-
honorable, including bandits and Clan Fire Mandrnlls (except for Kindraa Payne). Their
ongoing feud with Clan Ghost Bear has nol kept them from attempling to capture
Ghost Bear bondsmen, whom they regard as lving trophies. Many such prisoners are
hurmiliated and abused, but not 1o the extent that the Smoke Jaguars used to abuse
their prisoners. The Ghost Bears have begun reciprocating, and so the two Clans
have little expectation of leniency when they clash,

While respecting the benefits of new lechnology, the Horses regard it as a
means to an end. New technologies allow them to work betler, especially warriors
who would otherwise he refired because of injury. Khan Malavai Fletcher is a staunch

proponent of cybernetics—understandable. il one bolieves the allegations that cybernetic parts have replaced hall of the unstable

Khan's body.

Palitically, the Hell's Horses are somewhat unusual, The Clan's rank and file are Wardens, hut 1o avoid friction with the other
Crusader Clans, Knan Fletcher has ensured that Crusaders nold all senior posts. In general, the Horses see the Inner Sphere as a lost
cause in need of redemption, not territory to be conguered and ruled,

Honor and tradition bind this Clan together, as expressed in its unique rituals. Most notable is 1he Branding, in which a team of
warriors hunt and capture a Circian hell's horse to brand it. Those who succeed wilhout losing any team rmembers n the process are

awarded the prestigious Mark of the Horse,




THE CLANS

MILITARY

The Hell's Horses have a bias toward infantry and vehicles,
reversing standard Clan doctrine by regarding ‘Mechs and fight-
ers 85 support troops, This combat philosophy often limits their
flexibility. and ullimately proved  their undomg in the Great
pefusal. Aside from that setback, however, the Horses appear
i have suffered few adverse results from their unusual empha
sis on conventional forces. One reason for this is the size of
their Toumnan, which is unusually large for a Home Clan. The
Horses have historcally beefad up their forces by allowing failed
warriors @ second Trial of Position, If a warrior fails o qualify for
hig or her primary warrior sub-caste, that warrior may undertake
asecond Trial for assignment to a lower sub-caste: for example,
mMechWarriors Lo vehicle crews, Elementals to conventional
nfantry, or aerospace pilols to ship crews.

The Horses have also farmalized several ranks that other
Clans consider junior or senior postings within the same rank.
wova commander denotes command of two Stars—a Nova or
Binary—and falls between Star commander and Star captain in
seniority. Mova captain denotes command of four Stars—two
Movas or Binaries—and falls betwesn Star captain and Star
calonel.

ALLIES aND ENEMIES

Since the long-ago battle for Tokasha, the Hell's Horses
nave hated the Ghost Bears. The Bears return this enmity in
full, and the Horses were furious to learn of their relocation 1o
the Inner Sphere. To a lesser extent, the Horses dislike the Fire
Mandrills, though this grudge stems from the actions of the
gefunct Kindraa Smythe-Jewell and therefore carries |ess
weight. The Horses have a grudging respect for Kindraa Payne,
whose members they regard as the only honorable Fire
Mandrills,

The schism within the Wolf Clan has confused the Horses,
who historically considered themselves Wolf allies. The number ot
Warder-leaning officers within the Horses does not help the
Clan's relations with the new Crusader Welves, but the two Clans
recently undertook a joint military venture on Hoard in spite of
their political differences. In addition, Hell’'s Horses is currently
waiting for the Woll reaction to the Horses' cooupation of three of
their Inner Sphere worlds, Though not formally alled with them,
the Horses respect the Coyotes. Steel Vipers, Snow Ravens and
lade Falcons, all of whom they bhelieve have demonstrated
admirable traits and abilitics over he vears.

POSSESSIONS
Waorlds: 11 (Clan space: 8 worlds: 6 shared, 2 exclusie. Innes
Sphere: 3)

The Horse Touman has performed well o recent months,
successfiully opposing the Jade Falcons and lee Hellions to recap
ture some of the assets they lost to the Ghost Bears in 25821,
They also managed lo capture parts of the Bear capital on
Bearclaw, along with sections of the Nova Cat enclave on the
same word. They prepared for a maor confiict with the S
Ravens. to whom the Bears had given most of the world, bol man-

(iH]

aped o reach @ compromise that kept fighting to a minimum. On
Kirim, they took advantage of the Smoke Jaguars' weakness to
regain exclusive control of the colony world, returming it to the sta-
tus quo of hall a century ago.

Working under contract to the Wolves, the Twelfth
Mechanized Cluster attacked the former Mova Cat world of
Hoard. Ongimally slated to aid the Wolves in a renewed invasion
ot the Inner Sphere, the unit instead seged 8 foothold on the
planet for the Wolves, However, Khan Vlad Ward was obliged to
grant the Horses half the gans of the campaign; each Clan now
controls roughly 10 percent of the planet, and the fighting con-
tinues, The Clan also now possesses the formerly Wolf worlds
of Engadin, Stanzach and Vorarlberg in the Inner Sphere

CLAN ICE HELLION

A predator native 1o Hector, the ice hellion preyed on many
of the planet's early colonists. Micholas Kerensky respected the
creature for its predatory instinct and pack-hunting skill, and so
named a Clan for it

HISTORY

The founders of Clan loe Hellion chose to mirmic their totem
animal's speed and pack mentality. Using kght and medium
‘Mechs and aerospace fighters, they served as scouts in
Operation Klondike. This role led 1o some friction with Nicholas
Kerensky, as the Hellions fell he had denied them the fights they
deserved, The Clan still bears this proverbial chip on the shouk
der, aggressively defending its martial abilities.

Light but powerful, the lce Hellions did well in the early
years after the Pentagon campaign, using their speed to devas-
tating effect in various conflicts with other Clans. The other
Clans soon developed effective countertactics, however, and
the Hellions found themselves assailed from all sides. For a
time, Hellion sakhan Lucius Moore was a hero to his Clan for
his seeming ability Lo win in hopeless situations. Then senior
Khan Cage discovered that Moore was using drugs to enhance
his troops' abilities, Enraged at what he look as a grievous
slight against the Clan eugenics program, Cage brought charges
hefore the Grand Council and called for a Trial of Grievance
against Moore, The fighting that followed was essentially a civil
war within the Hellions, costing them 60 percent of their
strength but freeing them of the tainl of saknan Moore's dis-
monorable aclions. Other Clans probed Lhe Hellions' weakness,
bt the Hellions fended them off. To compensate for their lower
numbers, they developed several new technologies, including
the enhanced-formula endo steel and ferrefibrous armor used
in modern JmniMechs.

In the debate over whether or not to invade the Inner
Sphere, the loe Hellions were avid Crusaders, When the Grand
Council agreed to the Warden-spensored Dragoon Compromise
m the year 3000, Helhon Khan lena MNorizuchi was outraged.
Going against the Grand Council's decision. she prepared to
launch a preemptive invasion of the Inner Sphere. Sakhan
Ernest Wick declared a secret Trial of Grievance against her for
going against the Council's mandate, and once again the Ice




ICE HELLION DEMOGRAPHICS
Affiliation: Crusader

Capital: Hector

Population {Clan space): 101.308,000 (3060}

Population growth rate: 3.1 percent (82/31)
Self-Sufficiency Index: 591 percent

Leaders

khan: Asa Tanay

sakhan: Sellen Cage
Laremaster: Jonas Cage
Scientist-General: Ken [Pascal)
Merchant Factar; Martine
Master Technician; Lukas
Senior Laborer: Lew

Military
Clusters: 21
WarShips: 13

Clan Space Worlds
Alreus (35 percent)
Babylon (23 percent)
Barcella (38 percent)
Foster (30 percent)
Hectar (100 percent)
Hoard (40 percent)
Huntress (8 percent)
Londerholm (B8 percent)
Marshall (9 percent)
Mew Kent (6 percent)
Tathis (30 percent)

THE CLANS

Hellions found themselves fighting a civil war. The details of this so-called secret Trial
did not emerge until recently, save that sakhan Wick won and the Hellions kept faith
with the Grand Council.

When the call finally went out for the invasion in 3048, the Hellions fared poor-
ly in the Trials for inclusion in the invasion force. Outraged. many Hellion warriors
vented their frustration in the "Hellion's Fury™ campaign. This series of raids through-
out Clan space netted the Hellions many resources and much territory, but also alien-
ated them from many of their fellow Home Clans.

In recent years, Khan Asa Taney has attempted to use the dissatisfaction
among the Home Clans to form a coalition that would elect him ilKhan and elevate
the Hellions to Invading Clan status. Even after the Khans of the Invading Clans
destroyed his power base, Taney remained close to the centers of power, and was
one of the four Khans who accompanied the iIKhan when they mel with Victor Steiner-
Davion to negptiate the Great Refusal. During that Trial, the Hellions met the Nova
Cats and were shattered, Khan Taney was badly injured by Nova Cat Khan Severen
Leroux, and only returned to active duty in Movernber of 3060,

SOCIETY

lce Hellion society follows Clan traditions, with warriors regarded as clearly
superior to the civilian castes. Intercaste relations remain generally even, though the
warriors distrust the merchant caste. Believing merchant ways inherently corrupt, the
Clan Council assigns troops to escort and keep watch over all merchant vessels.

The people of Clan Ice Hellion are hard-working, thriving on the marginal worlds
that the Clans claim as their own. This work ethic has forged strong bonds within the
technician and laborer castes. Both know that the other castes undervalug them, and
are thus very supportive of each other, Family units show similarly strong ties, as da
work groups and military units. Appreciation of others® abilities within the family or
unit is a natural extension of the bond within Hellion “packs” {as they frequently term
their various subgroups), and this willingness to recognize the talents of others has
made performance arts a common pastime.

Bondsmen are a feature of Hellion life, particularly civilians taken in raids or
when acquiring territory. Expansionistic and belligerent. the Hellions know that bonds
men are living evidence of their military strength. However, few captured warriors are
gllowed to hecome abtakha, principally because of problems adapting to the
Hellion's emphasis on speed and other unigue battle tactics.

The idealization of speed colors all aspects of loe Hellion life, The Hellions place
considerable emphasis on first impressions and snap judgments rather than long
term contemplation and its associated secondguessing. Such an attitude often
works well in combat, where swift reaction time can mean the difference between life
and death; in politics ar business, however, it can pose major problems. The Hellions
do not think things through, which has hurt their mercantile concerns as well as their
leaders' political ambitions.

Almost all members of this Clan are strong believers in technology, but nong
more so than the warriors. Anything that enhances their machines' speed or 8 war
rior's reaction time—more powerful engines, lighter components or El implants—is
much prized in Clan lce Hellion.

MILITARY

The Hellions despise the necessity of including freeborns in their combat units,
hut the small size of their Tourman compared with the size of their territories requires
this practice. Trusborn and freeborn warriors rarely mix, forming their own units and

serving distincl roles, The Hellions even train their freeborns in separate camps from trueborn warriors. Maost freeborms serve in flur
ry units, militias that contain regular armar and infantry and that bulk out the Hellion Touman. The Hellions acquired Elementals and
battle armor late, and so have a poor opinion of them.
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The Hellions place less emphasis on sibkos than other
clans, breaking them up during training 1o foster selfreliance
amaong the troops. They believe that by weakening the links 1o
the sibko, & new warrior will develop stronger ties to s or her

naw unit,

Aside from their penchant for speed, Hellion warriors are
bost known (and much derided) for their ability o "taik a good
fignt.” The Wolves take particular enjoyment in Daiting the
Hellions for this habit.

ALLIES AND ENEMIES

The |ce Hellions believe so much in their own strength that
they see little need to develop alliances with other Clans. They
pecasionally form alliances of convenience, but nothing that
that lasts beyond a single campaign or event.

Despite the Hellion's Fury campaign, the Clan has no real
enemies. They share a mutual antipathy with the Wolves, who
regard the Hellions as ineffectual and who often refer to them
as “rime-stoats” (a type of weasel). The Hellions understand
ably dislike the Wolves for this attitude, and also for Khan Viad
Wward's dismissal of Asa Taney's efforts to advance the Hellion
cause. Despite Taney's incapacity after the Great Refusal, this
antipathy looks set to develop into a fulblown feud.

POSSESSIONS
Worlds: 11 {10 shared, 1 exclusive]

Tne Hellions made extensive gains in the Hellions' Fury
campaign, particularly in the area spinward of Strana Mechty.
They have added to these gains in the recent Trials of
Possession for Ghost Bear, Smoke Jaguar and MNova Cat hoid
ings. taking sections of Barcella, Hoard, Atreus, Londerhaolm
and Huntress, However, all five worlds remain contested, With
the Hellion Touman stretched to its limit, the Clan may have to
abandon some of il new gains.

CLAN JADE FALCON

Mamed for a genetically engineered Eden predator, Clan
lade Falcon has historically ranked among the most powerful
and active Clans, Aggressive and tenacious, this Clan con-
stantly strives to advance its own agenda without losing sight of
Micholas Kerensky's teachings (as the Falcons interpret them;.
Staunch traditionalists, the Falcons were the driving force
behind the development of the Crusader phitlosophy,

HISTORY

The Falcons performed admirably in the liberation of the
Pentagon worlds, but fell short of Micholas Kerensky's expecta
tions. His decision to join the Wolf Clan gave rise to a bitter feud
between the two Clans that continues to this day, Afler shaking
off the nearfatal malaise that had gripped them in the wake of
Kerensky's choce, the Falcons transformed their Clan into one
of the foremost advocates of the Founder's ideals.

viewed as hidebound by some other Clans, the Falcons
developed mercantile and military interests simultaneausly.
Taking a slower approach than other Clans brought them sus.

tainable growth with appropriate support from the civilian
castes, and the Falcons ended the Golden Cenlury as one of
the most powerful Clans.

The Falcons led the Crusader movement 1o invade of the
Inner Sphere, and continued to push for invasion despite the
Wolf Clan's blocking tactcs, Their efforts ultimately won them a
place in Operation Revival, and Falcon Khan Elias Crichell
hecame one of iIkhan Leo Showers' most trusted advisors, The
Falcons did not perform as well as expected, however, and sa
ilkhan Ulric Kerensky paired them with the Steel Vipers—one of
their bitterest rivals—after ilkhan Showers’ death. Achieving a
draw against the Com Guards on Tukayyid restored some of the
Falcons' prestige, but they chafed under the truce signed by
ilkhan Kerensky. They undertocok several schemes to abrogate
it, the last of which resulted in the removal of the Warden ilKhan
and the shattenng of the Wolt Clan, Their own Clan suffered as
greatly, however, leaving the Falcons oo weak to exploit ther
victory palitically, Lincoln Osis of the Smoke Jaguars, rather
than a Falcon Khan, became the new ilkKhan,

With the Smoke Jaguars gone, the Falcons are once more
on the ascendant, They repulsed a recent attack by Clan Steel
Viper, in the process strengthening their Inner Sphere holdings.
In addition, hacked by the volume of resources only available to
the invading Clans, the Falcons have rebuilt their military in
record Time.

SOCIETY

The Falcons helieve wholeheartedly in the right of the war-
tfior caste to rule. Trueborn warriors look down on freeborns,
and all warriors look down on the other castes. Unlike the
extremist Smoke Japuars, however, the Falcons recognize the
importance of the civilian castes to the war effort. While often
hrusque in their dealings with civilians, Falcon warriors recog-
nize that the Touman would suffer without their efforts. Falcon
civilians therefore enjoy a standard of living above average for
the Clan worlds, in recognition of their contribution 1o sociefy.

Given their martial bent. the Falcons have an unusually
large mercantile network, second only to that of the business-
minded Diamond Sharks. Without the materials to fight, war
riors are nothing; because the merchant caste provides those
materials, its members receive considerable support. Simitarly,
members of the scientist caste command considerable respect
for their wide-ranging work on behalf of the Clan. However, this
respact does not translate into much personal freedom, the
Falcons have always crushed rebellion without mercy. Such a
hard-line approach works well with Clansmen, who know what to
expect, bul has caused proolems with the Falcons' Inmer
Sphere populations. Clan Wolf exploited Falcon heavy-handed-
ness during the Refusal War, as did Archon-Princess kathering
Sleiner-Davion more recently when she sent agents 1o incite
unrest on Falcon-held worlds.

The Falcons frequently take bondsmen. Though a ponds
man is often harshly treated while wearing the bondcord, little
stigma is attached to those accepted into the Clan. The sole
exceptions are Fire Mandrill warnors taken as isorla dunng the




JADE FALCON DEMOGRAPHICS

Affiliation; Crusader

Capital: lronhold

Population {Clan space): 116,264,000 {3060)
Population growth rate: 2.6 percent {72/46)
Self-Sufficiency Index: 92 percent

Leaders

Khan: Marthe Pryde

sakhan: Samantha Clees
Loremaster: Kael Pershaw
Scientist-General: Etienne {Balzac)
Merchant Factor: Mariz

Master Technician: Sanders
Senior Laborer: Tag

Military
Clusters: 47
WarShips: 23

Clan Space Worlds
Barcella (15 percent)
Dagda (9 percent)

Eden (34 percent)
Gatekeeper (100 percent)
Glory (45 percent)
Huntress (42 percent)
Iranhold {100 percent}
Marshall (6 percent)
Tokasha (64 percent)

recent Harvest Trals, largely because they have refused to integrate with the
Falcons—a situation that leaves the proud Falcons completely mystified.
Historically, the lade Falcons preferred deeds over words, but recent years have
seen da number of politically astute Khans, After the political power games of Khan
Elias Crichell brought the Falcons to the brink of destruction, his successor, Marthe
Pryde, immediately returned to the Clan's more action-orientad tradition and launched
an invasion of the Lyran Alliance to prove her Clan’s strength. The events of the past
few years, however, have convinced Khan Pryde not to neglect politics completely. In
recent maonths, she shook the foundations of Clan society when she allowed a free-
borm—albeit one born to wo rueborms—to compete in Trials for the Pryde Bloodname.

MILITARY

Despite being badly bloodied during the Refusal War, the Falcon military remains
strong. Upon taking office, Khan Pryde took a number of actions to rebuild her
forces, including an invasion of the Lyran Alliance to blood new recruits. Though
understrength on paper, the Falcons remain more than a mateh for most of the home
Clans, and demonstrated their potency against Clan Steel Viper.

Historically, the Falcon Touman contained a broad mix of roops, with no one
branch dominant. Since the Refusal War, the Touman has been forced to rely more
on second-ling eqguipment, though this will likely change as the Clan continues to
rebuild, Falcon frontline Clusters comprise five Trinaries, usually threg of
OmniMechs, one of Elementals and one of aerospace fighters. Second-line Clusters
contain between two and four Trinaries.

ALLIES AMND ENEMIES

As staunch Crusaders and often-boastful advocates of their own strength, the
Falcons frequently enrage the other Clans. However, they have collected a surpris-
ingly small number of long-term enemies. For many years, Clan Wolf was the Falcons”
primary foe, though the ascension of Marthe Pryde and Viad Ward to the Clans
respective Khanships has led to a degree of rapprochemeant, However, the adds of a
lasting alliance seem slim. The Falcons also nurse a long-running feud with the Steel
Vipars. After suffering multiple humiliations at Viper hands in the years following the
Battle of Tukayyid, Khan Pryde finally solved “the Viper problem” by handing them a
stunning defeat in the summer of 3081, The Falcons' troubles with Clan Snow Raven
gre of more recent vintage, resulting from the latter's political and territerial machi-
nations. Since they trounced the Vipers, however, the Ravens have atlempted to
resume friendly contact with the Falcons.

The Falcons have no firm allies, save their fellow Crusaders—and oven those
ties are nol strong. The relationship between the Falcons and the equally Crusader
minded Smoke Jaguars soon soured, and the Falcons do not mourn the Jaguars’
passing. Similarly, the adversarial relationship between Home and Invading Clans has
prompted the Falcons to distance themselves from the Home Clan Crusaders.

POSSESSIONS

Worlds: 62 (Clan Space: @ worlds, 2 exclusive, ¥ shared. Inner Sphere: 53)
Despite their losses in the Refusal War, the Jade Falcons remain one of the

most powerful Clans. In addition to the fiftythree worlds they hold in the Inner

Sphere, fourteen recently taken from Clan Steel Viper, they have enclaves on nine Clan worlds, lrenhold, which the Falcons hold out-
right, is the Clan’s capital and the location of its primary training facility, The planet serves as the Clan’s administrative capital, though
the Khans usually work from either Strana Mechly or the new Inner Sphere “provincial capital™ on Sudeten,

The Falcon Clan increased its holdings in the shakeup that followed the elimination of Clans Smaoke Jaguar and Nova Cat, and the
Ghost Bears” virtual departure from the homeworlds. The Falcons' most significant and infamous gain s Huntress, formerly the Smoke
laguar capital, where Falcon forces occupy almost half of the Jaguar Prime continent, Less well known is the Jade Falcons' loss of
their possessions on York when the Blood Spirits went into isolation. The Clan has similarly downplayed the losses sustained al the

nands of the Diamond Sharks on Tokasha.
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SNOW RAVEN DEMOGRAPHICS

Affiliation: Warden (nominal)

Capital: Lum

Population (Clan space): 94,199,000 {3060)
Population growth rate: 2.2 percent (49727)
Seli-Sufficiency Index; 96 percent

Leaders

Khan: Lynn Mckenna

sakhan: Bryn Cooper

Loremaster: Klaus Harper
Scientist-General: Charlotte (van Braun)
Merchant Factor: Louis

Master Technician; Mattias

Senior Laborer: Emili

Military
Clusters: 26
WarShips; 40

Clan Space Worlds
Bearclaw (70 percent)
Brim (19 percen)
Circe {70 percent)
Hellgate (100 percent)
Lum (B2 percent)

CLAN SNOW RAVEN

The snow-white ravens of Strana Mechty's southern tundra are respected for
their unwillingness to waste anything. The Clan named for these birds shows a simi-
lar reluctance to waste any resources or any opportunity. They are scavengers and
politicians without peer.

HISTORY

Clan Snow Raven faced considerable hardship in its early years. The last Clan
certified combatready, the Ravens were ||lprepared for the challenges of the cam-
paign to liberate Circe during the Pentagaon civil war. They took massive losses storm-
ing rebel compounds and barely survived the campaign. Worse was to come not many
years later, when Clan Wolvering rebelled against the Grand Council. The Wolverines
beat back the small Raven force, and the Raven capital of Dehra Dun, together with
its genetic repository, was destroyed with a nuclear device. The repository was later
rebullt and the samples it contained replaced from the master site on Strana Mechty,
but deep emotional scars remained.

Vowing never to allow such a catasrophe to strike them again, the Ravens set
about becoming masters of their own destiny. They developed their navy and expand-
ed their holdings, making themselves indispensable as explorers, escorts and man-
ufacturers of components for OropShips, JumpShips and WarShips. Behind the
scenes, they sought to become master manipulators and purveyors of information.

In 2947, the Ravens brought before the Grand Council details of IKhan Tobias
Katib’'s complicity in the death of his predecessor, Corian Tchernovkow, Katib was
impeached, found guilty and executed for his crimes. Suggestions that the Ravens
had also been involved in the Tehernovkow affair were never proven, but their sudden
betrayal of a former ally is a hallmark of Snow Raven political maneuvers, Maore often,
however, they prefer subtler manipulations. Raven Khan lan Howell, who destroyed
the totem animal of Clan Sea Fox by releasing the genetically engineered diamond
shark into the waters of Strana Mechty, fell victim to his own inability to play such
subtle games, After Howell admitted his guilt, his own sakhan challenged him to a
Trial of Grievance and slew him—aofficially because he had disgraced his Clan. but
more likely because he was stupid enough to get caught.

The Snow Ravens fought hard to join the Inner Sphere invasion force, but took
too many losses before the Trials and were denied a place. However, the Ravens did
gain from the operation; they contracted out almost a third of their fleet to Clan Jade
Falcon to serve as escorts, an arrangement recognized by a formal alliance during
the Year of Peace.

This alliance was doomed from the start, as the two Clans® philosophical dif-
ferences overshadowed their mutual interests. Relations between the two Clans
became strained in 3055 over issues relating to the Ravens' MeKenna Bloodname
House. The matter briefly escalated into skirmishes, but the Falcons were too
engrossed elsewhere to prosecute a campaign in the Clan homeworlds. and so the
trouble soon died down.

In recent weeks, since their defeat by the Steel Vipers on Homer, the Ravens
have sought rapprochement with the Falcons, while consalidating their considerable
gains in the recent Trials for Smoke Jaguar, Nova Cat and Ghost Bear possessions.

SOCIETY

Snow Raven society 15 extremely tight-knit and distrusting of strangers, a trait
stemming from the tribulations of the Clans' formative years, Snow Raven warriors
let no outsiders past their guard, fearing that any associates will turn on them, In
addition, no member of this Clan does anything without a reason. However, the

Ravens’ Byzantine politics and complex relationships mean that the readily apparent reason is unlikely to be the real ane.
Much of the Clan's internal politics centers on its Bloodname Houses, frequently referred to as the Families, and any interference
in their business is viewed as a mortal insult. The authority of House leaders is absolute, and the leader's will determines how the
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Bloodramed vote. Cutthroat internal politics determine whao
pecomes House leader, and only the most politically astute
rermain in power for maore nan a few years.

The Snow Ravens take bondsmen from other Clans, but
mast wear the bondeord for many years before being accepted
imo the Clan, Few "qutsider” warriors are adopted nto Clan
gnow Raven, and those few are barred from rising above the
rank of Star colonel. The Snow Ravens' distrust of outsiders
means that bondsmen often haye difficulty integrating with their
nizw Clan.

Caste divisions are readily apparent in Snow Raven society.
as are the sub-groups within pach caste, Individuals rarely min-
gle outside their immediate circles, enhancing the “us a8gainst
them” atlitude that pervades this Clan. Competition for promao-
tion is fierce, and friends often find themsehes pattling for com-
mand slats or military objectives.

Snow Raven technology is tghtly focused on agrospace
and naval systems. The Ravens have the largest fleet in Clan
space and control most af the shipyards and repar stations,
Other Clans are obliged o seek them out for maintenance,
either trading for use of the facilities or staging Trials of Position
[for which the Ravens demand collateral, and win often enough
to remain profitaole].

The welldeveloped Raven merchant marine supports the
Clan by trading and contracting its ships and personnel out to
other Clans. The Ravens made consideranle profit by supplying
the Invading Clans with transport assets and escoris. enhanc-
ing their status among the Home Clans,

MILITARY

The major losses on Circe and Lo the Wolverines almost
destrayed the Ravens early on in their development. Needing to
strengthen his Clan guickly, Khan MeKenna—himsell a pilot—
chose to strengthen the Raven aerospace arm with fighters and
ships from orbiting Brian caches. Mo other Clan objected to
MeKenna's action; by the time the other Clans reconsidered,
the Ravens dominated the figld and jealously guarded their
advantage,

However, this acrospace bias has gven Clan Snow Raven
the smallest BattleMech contingent of any Clan, To offset this
disadvantage, Raven ground forces form combined-arms
Trinaries known as Triads, comprising a Star of 'Mechs. a Star
of Elementals and a Star of fighters. Though ideally suited 1o
defensive operations, Triads have limited of fensive capabilities.

ALLIES AND ENEMIES

Despite the paranoia that leards many Snow Ravens to dis
trust anyone outside thewr Clan, they have managed 1o avoid
making any real enemies. The Clan s'most prominent foes are
the Steel Yipers, with whom the Ravens have feuded since
2807

The severing of ties over the recent House WMocKenna inci-
dent led to conflict with Clan Jade Falcon, prompting mutual
recriminations and several military engagements. However, the
Ravens have recently contacted the Falcons wilh a view to nor-

THE CLANS

malizing relations, The Falcons have yel to respend to this
attempt at rapprochement

Clarn Diamond Shark and the Snow Ravens have been
adversaries since the diamond shark incident. However, rather
than taking up arms against the Ravens, the Sharks have
waged a war of words and assets. Unusually, the Ravens have
jaunched no reprisals, and still allow the Diamond Sharks
access to their shipyards.

Only three Clans can claim to be anything like Raven allies,
The Snow Ravens had a formal alliance half a century ago with
Clan Blood Spint, through which the two Clans exchanged war
materiel: the Ravens retain limited contact with the Spirits. The
Cloud Cobras share the Ravens' military disposition and taste
tor Machiavellian politics. The Ravens have also often traded
technology and expertise with Clan Ghost Bear; the massive
ark-ships used by the Bears in their exndus to the Inner Sphere
were |ikely designed and buill with Snow Raven help, or at least
tacit suppart, The Ravens acguisition of Bear assets in recent
months suggests some type of deal.

POSSESSIONS
worlds: 5 (4 shared, 1 exclusive)

The Snow Ravens have historically had few assets, bt
their holdings have almost doubled within the past year. The
Ghost Bears granted the Ravens their asteroid-mining sites and
their enclave on Bearclaw, and the Ravens negotiated control of
the rest of Bearclaw with the Nova Cats when the Cats withdrew
from Clan space. The intervention of Clan Hell's Horses
reduced Raven control of the world to two-thirds.

The Ravens also consolidated their hold on Circe, staging
a blitzkrieg thatl secured them much of the Jaguar and Nova Cat
enclaves (the latter with the Cats’ permission), These SUCCESS
es brought them into conflict with Clan Wolf, and the fighting
has yet 1o be resolved. The Ravens maintained a foothold on
Homer throughout 3081, but were recently ejected from that
planet by the returning Steel Vipers.

CLAN STAR ADDER

The penctically engineered star adder is one of the most
merciless predators in the Pentagon worlds,  Unrelentingly
agpgressive, it punisnes hose who stray nto its lerritory or
whom (L views as a threal. The same is true of Clan Star Adder,
one of the strongest Clans and arguably the dominant farce in
the homeworlds,

HISTORY

Absalom Truscott. commander of the 149th BattleMech
division, was one of the few of his rank 1o stand with Micholas
Werensky following Aleksandr Kerensky's death. and was
rewarded with command of one of Nicholas's new Clans. &
friend of Nicholas Kerensky's for many years, Truscott was alse
allowed to select his own warriors, Truscott's command sur
veyed the Pentagon in advance of the Clan assault, and planned
the mission later known as Operation Klondike,
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STAR ADDER DEMOGRAPHICS

Affiliation: Crusader

Capital: Sheridan

Population {Clan space): 108,695,000 (3060)
Population growth rate; 2.4 percent (62/348)
Self-Sufficiency Index: 94 percent

Leaders

Khan: Cassius N'Buta

sakhan: Tahitha Paik
Laremaster: Dagmar Lahiri
Scientist-General: Bas (Meitner)
Merchant Factor: Syhvian
Master Technician: Armand
Senior Laborer: Francis

Military
Clusters: 52
WarShips: 28

Clan Space Worlds
Albion (100 percent)
Arcadia (38 percent)
Brim (27 percent)
Dagda (22 percent)
Hoard (39 percent)
Huntress (16 percent)
Marshall {13 percent)
Priori {48 percent)
Sheridan (100 percent)
Tathis (20 percent)

THE CLANS

The Wolverine and Widowmaker treacheries reinforced this Clan's belief in pre-
senting a unitad front, but the steady growth that resulted from the Star Adders’ unity
provoked jealously in other Clans. Perceived as a threat. they came under attack,
most notably by Clan Mongoose, The attacks led to an escalating feud that hit infra-
structure as well as the Clan military,

In & foreshadowing of the situation between the Adders, Burrocks and Blood
Spirits in 3059, the Adders supperted moves calling for the Absorption of Clan
Mongoose, and were outraged when the right of Absorption went to Clan Smoake
laguar. As the Blood Spirits would do centuries hence, the Adders launched preemp
tive assaults to regain lost terrtory. Adder successes sparked enmity with the
Jaguars, who regarded the lost assets as theirs,

The Adders sought to strengthen their position by entering into a pact with Clan
Burrock. Like the Mova Cats and Diamond Sharks, they took part in futures specula-
tion during the Golden Century, underwriting and supporting Burrock exploration in
exchange for a share of the profits (which proved extremely lucrative).

When the Clans spiit into Warden and Crusader camps over the guestion of
invading the Inner Sphere, the Adders stood solidly in the Crusader camp. Their belief
in cooperation with other Clans made them stand out from the other Crusaders, but
vast numbers of them favored a swift return to the Inner Sphere. However, they held
themselves aloof from the pefty squabbles of the two competing philosophies, pre-
ferring to focus on preparing for the invasion. Their decision to bid conservatively in
the invasion Trials stemmed from their recognition that the fighting would be bloody;
eventually, they reasoned, the Invading Clans would need to call for additional sup-
port, and the Adders would get their chance. In the meantime, they set about mak-
ing themselves the dominant Clan space power,

In 3058, the Adders discovered that their erstwhile allies in Clan Burrock had
maintained links with the Dark Caste. They brought the matter before the Grand
Council, calling for the Burrocks' Absorption. As the Clan responsible for bringing the
matter to the Council’s attention, they were granted the right to carry out the task.
Dismayed at their own leaders' perfidy, many Burrock units came over to the Star
Adders after only token engagements—including many that that did not fight alongside
the Adders when Clan Blood Spirit attempted to intervene in the Absorplion battles.
Though the Trial of Absorption cost the Adders dearly, they suffered far fewer losses
than the Bleod Spirits, and the Burrock isorla allowed the Adders to rebulld quickly,

In the Great Refusal on Strana Mechty, the Adders were one of only two Clans
to defeat their Inner Sphere opponents, further enhancing the Clan's prestige.
However, the need to consolidate their Burrock holdings limited their gains in the
Trigls of Possession that followed,

SOCIETY

Relationships between castes in Clan Star Adder stem from mutual under-
standing that allows the Clan to present a truly unified front. The civilians know they
need the warriors to prosper, and the warriors appreciate that without the civilians,
their fighting ahilities would be seriously impaired. The cwilian castes have no say in
government, but the warriors listen 1o and take note of their views, An individual
known as the Clan Adjutant serves as the de facto leader of the civilan population
and reparts to the Khans, fostering a strong bond among the people, However, war-
riars still regard themselves as superior 1o civilians: they steadfastly avoid menial
wark, and assignments to ald owilian caste workers are @ flavorite form of
punishment.

The Adders see bondsmen as a way of enhancing their strength, and accept them as part of the Clan from the outset. Captured
warnors who demonstrate fidelity 1o their new Clan can expect adoption with little fuss,

Like many Clans, the Star Adders claim to dislike politics, but are nonetheless adept at such maneuverings, They regard politics as
a necessary evil, without which their Clan would be at a major disadvantage. The Adders’ internal politics are almost as complex as
those of the Fire Mandrills or Snow Ravens, with loyalties first to the unit and the House, and then to the entire Clan. However, though
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they jockey hard for position, no Star Adder will do anything that
threatens the future of his or her Clan,

The Star Adders are notable for their attilude toward
wicholas and Aleksandr Kerensky, Unlike mosi of the other
clans, the Adders regard them simply as supern leaders and

warriors rather than demigods. in this the Adders are pernaps
{he most pragmatic Clan. and therefore one of the miosl
dangerous.

MILITARY

The Star Adder Touman follows the “total force”™ paradigm,
with no service dominabing. The Clan's only weakness s i1s
infantry, with notably small numbers of Elementals and conven-
fonal troops. However, more and more Elementals are heing
assigned to frontline units and naval vessels. The Adder navy
is the second strongest in the Clans., having recently inherited
several Burrock ships.

The primary task of the surprisingly wellrespected second-
line umts is to guard the Clan's extensive assets, Heawy
BattleMechs form the mainstay of such units, hut Elementals,
fighters and even eonventional infantry and vehicles are also
cammon, The Adders’ Kappa Galaxy is unigue among Lthe Clans
as an “OpFor" unit, trained 1o fght UsINg the doctring and Lac-
tics of enemy units, kKappa's warriors have carred out this task
for forty years, and over the past decade have demonstrated
the guirks of nner Sphere-style combat to their fellows.

The only real problem facing the Adder Tourmnan is the infe-
gration of so many Burrock uhits. The Touman is still struggling
ta gdapt, though the abtakha warrors appear to it in well,

ALLIES AND ENEMIES

The Star Adders have long sought peutrality toward the
other Clans, bul their generally apolitical stance and alleged
coddling of their civilians has parned them the disdain of many
putsiders. The Blood Spirits’ intervention in tne Absorption war
against Lhe Burrocks, in addition 1o the losses the Spirts infhict-
ad on the Adders, has turned the Adders' historical ambivalence
toward the Blood Spirits into bitter hatred. The Adders’ once
cxcellent relations with the Snow Ravens have cocled following
the growth of the Adder fleet, which the Havens see as 3 threat
to their naval superiority, Tne Adder naval adjutant. nimself of
Raven genelic clock, believes relalions between the two will
soon normalize, however.

The Star Adders' closest allies are the Cloud Cobras. Since
the Absorption of the Burrocks, the Adders have chosen to
honor the Burrock-Cobra contract [0 garnson the Tanite worlds,
furtner strengtnening relations DeTwEen the two Clans.

POSSESSIONS
Warlds: 10 (8 shared, 2 exclusive)

Tne Adders made major advances by Absorbing the Burrocks,
gaining compiete control of the Burrock capital of alkion, as wel
as sizeable enclaves on Dagda, Hoard and Priori, Though limited
by the need 10 restructure their Touman in wake of the Absomtion,
the Adders managed to expand hen holdings on Hoard in the

recent Trials of Possession, The ongoing battle on Hoard currently
involves the loe Hetlions, Waolves and Hell's Horses,

The Adders also expanded their holdings on Brim by Seizing
parts of the former Mova Cat enclave, a negotiated settlement
with the Cloud Cobras that minimized the number of Trials
petween the two Clans, However, Clan Snow Raven has threat
gned action aganst the Adders from its own enclave on Brim,
"0 secure Snow Raven interests.”

CLAN STEEL VIPER

The Arcadian steel viper is one of the deadliest creatures
in Clan space, Its namesake Clan has done everything within its
power tn mumic the jethality of its totem beast Introver ted
almast to the point of complete izolationism, the Vipers believe
that they alone know Kerensky's true vision: the creation of a
new Star League through cooperation.

HISTORY

The early years of Clan Steel Viper were troubled, Though
the Clan performed well in the liheration of the Pentagon worlds,
the descent into madness of Khan Ellie HKinnison and her
attermpt to assassinate Nicholas Kerensky's wite led to a long
period of instability. which was finally resolved with the ascen-
sion of Khan Sanra Mercer in 2860, Claiming to know of meet:
ings between (IKhan Micholas and Viper Khan Steven Breen
shortly after Operation Klondike, Mercer won control of the Clan
and instigated sweeping changes.

Her most significant action was 10 jzolate the Vipers from
the other Clans. calling the others a divisive influence. Already
sharply focused on martial prowess, the Clan's warriors Set
about improving themselves even further in order to fulfill Khan
mMercer's vision: that the Vipers would one day lead all the Clans
back to the Inner Sphere. Despite this goal, the Vipers were
pever staunch supporters of the Crusader cause; instead, nek
ther Warden nor Crusader, they went their own way. This posk
tion. combined with their self-serving and seemingly erratic vol-
ing in the Grand Council, earned the Vipers the enmity of the
lade Falcons.

Though the Yipers secured a place in the Inner Sphere inva-
cion force, they were initially unhappy at being relegated to
reserve status. How could they fulfil their grand ambition to
lead if they could not fight? When the death of ilkhan Showers
forced Lhe Invading Clans to return tn Strana Mechty, Viper
#“hans Breen and Zalman petiticned the new ilkKhan to make the
Vipers a full partner in the invasion. [IKhan Ulric Kerensky
agreed, but forced them fo work alongswde the nated lade
Falcans

on Tukayyid, the Vipers wert forced 1o withdraw just short
of their objectives. However, The withdrawa! enabled them to
preserve much of Their forces and take the fewest casualties of
any Clan involved in the battle. Their relative strength left them

in a good position to pxploit the enforced truce. most notably in
sejzing nine worlds from the lade Falcons in the Falcon/Viper
poocupation Z0Ne. Internal disputes.

similarly exploiting Falcon weakness

nowever, kept them from
n the aftermath of the
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Refusal War. In 3061 they launched a major operation against the lade Falcon ocou-
pation zone, gaining mare than a dozen worlds, but an unexpected Falcon counterat-
tack reversed these gains and resulled in the Vipers' being forced from the Inner
Sphere completely,

SOCIETY

Since the days of Sanra Mercer, Viper society has been tightly controlled. While
other Clans allow limited mingling between the members of their civilian castes and
those of other Clans, Viper society prohibits such fraternization. Aside from a faw com-
mon-sense exceptions, such as the merchant caste—who must by definition deal with
outsiders—all such meetings are closely monitared, and unnecessary contacts purn-
ished with death.

The Vipers' ultra-strenuous warrior training program results in an above-average
level of dropouts and a proportionately higher number of trueborn personnel in their
! civilian castes. With a success rate of only two percent, little stigma is attached to fail-

i ure. Failed trueborn warriors often serve as rulers of their new castes, forming a bridge
STEEL VIPER DEMOGRAPHICS . between the warrors and freeborn civilians, This practice strengthens ties within the
Clan, enhancing the idea that everyone is a part in a complex machine, working togeth-
er for the Clan’s overall good.

The insular Vipers generally have trouble accepting strangers, but those taken as
hondsmen are welcomed as foundlings who have "come home” to Kerensky's true
vision, The Vipers believe that, once laken into the Clan, outsiders can be shown the
errar of their ways and the superiority of the Viper view, This works well with other
Clansmen, who are culturally conditioned to accept such transfers of allegiance, but
was less offective in the Inner Sphere occupation zone. The Vipers' Increasingly tense
relationship with their Spheroid citizens led to paramilitary police cracking down on fre-
quent unrest. The Vipers' drift toward harderline policies prompted a split within the
warrior caste. Many feel the Khans have moved away from Sanra Mercers's teachings,
and without the vision of Kerensky to guide them, they fear the Clan will founder.

Ostensibly a defeat for the Clan, a few Wardens have cited the Vipers' ejection
from the Inner Sphere as * a victory for the Clans as a whole.” This strange asser
tion originates with Perigard Zalman's defeat at the hands of a freeborn warrior on
Waldartf. Though angry that his Clan was defeated, Zalman Is pragmatic about his
personal loss; reporls suggest that he acknowledges that his staunch antifreeborn
stance weakened his Clan, In further support of this theory, the Viper Khan has
ardered the training facilities on Arcadia and New Kent 1o include a limited number
of freeborn warriors in the next intake of cadets. Apparently, however, sakhan
Andrews has contested this order and may attempt to roverse the decision. Indeed,
on the journey back to the homeworlds, Zalman defeated three challenges to his
leadership.

Affiliation: Warden

Capital: New Kent

Population (Clan space): 57,275,000 {(3060)
Population growth rate: 1.8 percent (72/54)
Self-Sufficiency Index: 91 percenl

Leaders

Khan: Perigard Zalman

sakhan: Brett Andrews

Loremaster; Arthur Stoklas
Scientist-Genaral: Gunther (Kuroda)
Merchant Factor: Turhan

Master Technician: Dor

Senior Laborer; Alberto

Military
Clusters: 39
WarShips: 15

Clan Space Worlds

Arcadia (37 percent)
Grant's Station (55 percent)
Homer (15 percent)
Marshall (21 percant)

New Kent (66 percent)

MILITARY

Despite their long tradition of martial excellence, many consider the Vipers to
he the weakest of the invading Clans, Even at full strength, the Viper Touman is
seven Clusters smaller than that of the Jade Falcons. Much of this can be amributed
to the Viper training program. which graduates fewer warriors, and the Clan's former insistence on using only trueborns. The Vipers
fared badly in the recent Harvest Trials, making negligible gains and losing several Crusaderminded Clusters to the Wolf Clan via pre-
emptive batchalls. The Clan's recent defeat at the hands of the Jade Falcons, however, should not be taken as a sign of weakness,
They remain strong and may yvet prove their strength in the homeworlds. Indeed, Zalman's liberalization of recruitment may bring the
Clan more solidly into the Warden fold.

The Vipers do not favor any combat arm, but make extensive use of conventional infantry in garrison Clusters. Frontline forces
normally comprise forty-five OmniMechs and seventyfive Elementals. Viper tactical doctrine places less emphasis on 2erospace sup
port, and so only fifteen OmniFighters are assigned to each Cluster. More fighters are assigned to support Viper naval vessels. a sen-
sible precaution given the Clan's on-again, offagain hostilities with Clans lade Falcon and Snow Raven. This practice also represents
an exploitable weakness in the Viper Tournan. Though Clan Jade Falcon managed to take brutal advantage of this predictability in their
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recent conflict, resulting in major Viper losses, Clan Steel Viper
seems unlikely to change this strategy in the near future.

ALLIES AND ENEMIES

Being neither Crusaders nor Wardens., the Vipers have
earmed a measure of distrust from many other Clans on both
sides of the political divide. The Vipers' selfserving actions
have long since alignated Clan Jade Falcon, and their military
conguests during the Golden Century—particularly the con-
guest of Hellgate—earned them the hatred of Clan Snow Raven.
Though the Vipers® ground treops are more than a match for the
puny Raven force, the Ravens dominate asrospace and naval
warfare, and are consummate political manipulators. Both of
these strengths make them a bad enemy,

More recently, the Vipers have alienated the Fire Manoriiis,
a Clan with whom they share the world of Marshall. When the
Vipers were chosen for Operation Revival, they made sure their
neighbors knew that they would prove the worth of Sanra
Mercer's visions and return to rule all the Clans. The Mandrills,
never on particularly good terms with the Vipers, strenuously
objected to Such arrcgance, and the two Clans have nursed a
low-level feud for the past thirteen years.

POSSESSIONS
Worlds: 5 {all shared)

With the second smallest Clan-space population, the
Vipers' status as an invading Clan gives them access o a wide
range of resources. However, their dream of cooperation with a
subdued Inner Sphere never became a reality. Though cours
geous, and offering huge potential gain, their attack on the Jade
Falcon ncoupation zone was ullimately futite. For the Clans, wic-
tory is everything and, far from winning, the Vipers were forced
w0 accept hegira and withdraw entirely from the Inner Sphere,

During the recent redistribution of territories in Clan space,
the Vipers attermpted to expand their holdings on Homer, byt
were rebuffed by the Cloud Cobras and found themselves in
conflict with the Snow Ravens. The struggle lasted for nearly
gighteen months, but was resolved in favor of the Vipers. MNew
Hent serves as the nomnal Viper capital, even though the
Vipers share the world with three other Clans—making this
world a likely first battleground in Khan Zalman’s attempts to
prove his Clan’s polency.
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WOLF DEMOGRAPHICS

Affiliation: Crusader

Capital: Strana Mechty

Population (Clan space); 101,849,000 (3060)

Population growth rate: 2.3 percent (56/33)

Selt-Sufficiency Index: 87 percent {Crusaders)
A percent (Wardens)

Leaders

Khan: Vladimir Ward (Crusaders)
Phelan Kell (Wardens)

sakhan: Marialle Radick {Crusaders)
Marco Hall {Wardens)

Loremaster; Katya Kerensky (Crusaders)
Daphne Vickers (Wardens)

Scientist-General: Rudi (Sinclair) {Crusaders)
Del (Temin) {Wardens)

Merchant Factor: Michael (Crusaders)
Jarl (Wardens)

Master Technician: Nymar {Crusaders)
Adam (Wardens)

Senior Laborer: Bark (Crusaders)
Sylvia (Wardens)

Military
Clusters: 24 (Crusader), 11 (Warden)
WarShips: 13 (Crusader), & (Warden)

Clan Space Worlds
Circe (30 parcent)
Dagda (14 percent)
Eden {35 percent)
Glory {55 percent)
Grant’s Station (45 percent)
Hoard (11 percant)
Paxan {38 percent)
Roche (17 percent)
Tiber (50 percent)
Tranguil {100 percent)

CLAN WOLF

Unigque among the Clans, the Wolves have and yet do not have a long and glo-
rious history, They are Crusaders and Wardens. They are the oldest Clan, and the
newest, Shattered in the aftermath of the Refusal War, the Clan exists as two sepa-
rate entities: the Crusaders under Khan Viadmir Ward and sakhan Marialle Radick,
and the Wardens under myselfi—Phelan Kell—and sakhan Marco Hall. The dual
nature of my Clan makes the following biography somewhat different from those that
preceded it. The two Wolf Clans share a common history, but are strikingly different.

HISTORY

Founded by Jerome Winson, Micholas Kerensky's brother-in-law, Clan Wolf was
the first of the twenty Clans and always seemed destined for greatness. It is little
surprise that Micholas chose to join the Wolves after their performance in Operation
Klondike, The Wolves were Nicholas's right hand, dispensing the Grand Council's jus-
tice to Clan Wolvaring and exacting revenge on Clan Widowmaker after warriors of the
Clan murdered Micholas Kerensky, Though the fighting against the Widowmakers left
Clan Wolf bloodied and weak, their Absorption of Widowmaker assets and the elec-
tion of Jerome Winson as ilkhan enabled the Wolves to rebuild their strength,

& staunchly Warden Clan, the Wolves blocked mowves by the Falcon-led
Crusaders to launch an invasion of the Inner Sphere, staving off the most serious
call with a plan later known as the *Dragoon compromise.” Knowing that the Clans
lacked solid information on the Inner Sphere, Wolf Khan Kerlin Ward proposed send-
ing a reconnaissance force to gather intelligence. This force, composed of Wolf Clan
freeborn warriors, would serve as mercenary troops with every one of the Inner
Sphere militaries and send data back to the Clan homeworlds. From this scheme was
born Waolf's Dragoons, one of the Inner Sphere’s most famous merc units, Knowing
that the Crusaders could not be forestalled forever, Khan Ward eventually ordered the
Dragoons to rermain in the Inner Sphere and prepare the Successor States to with-
stand the Clan juggernaut.

Sefected for the imvasion force as punishment for daring to vote against the
Grand Council, the Wolves decided to beat the Crusaders at their own game, They
sought 1o capture the largest amount of territory with the least impact on the exist-
ing population. This prompted the other Clans to accelerate their attack schedules,
often with disastrous resulls. The Wolves were the undoubted leaders of the inva-
sion, and the selection of their Khan as ilKhan after the death of Leo Showers was
judged only fitting, In fact, it was an attempt to manipulate the Clan into the Crusader
camp that misfired badly. The Wolf ilKhan, Uiric Kerensky, agreed 1o the proxy battle
for Terra on Tukayyid, leading to the treaty that halted the invasion, The other Clans
protested at the enforced fifteenyear peace, but eventually ratified the agreement.

In 3057, the lade Falcons sought to remove Ulic and continue the invasion. In
g0 doing, they plunged the Wolves and Falcons into war. After the Council tried Ulric
for treason and voted him out of office, the Wolf Clan stood with him In his Trial of
Refusal against the verdict. Knowing that the chance of victory was slim, Ulric,
Matasha Kerensky and | moved to ensure that the Waolves would not ke the anly Clan
to fall, War raged throughout the Falcon occupation zone as the Wolves pushed the
Falcon forces back. To ensure our own Clan's survival, Ulric ordered me to take a
contingent of warriors and a cross-section of the other castes to the Inner Sphere
while he and Matasha sought to break the Falcons,

They came close to achieving their goal, but eventually the Falcons slew them
both, Ther deaths ended the Refusal War, after which the Falcon Khans moved to
Absorty the Wolves who remamed in the occupation zone and o Abjure those who had
found & haven in the Inner Sphere. The Absorbed Wolves eventually won their freedom,

first as the Jade Wolves and later a5 a “new” Wolf Clan, Under Clan law, this Crusader-dominated group was an entirely new Clan, free of
the guilt—and history—aot their forebears. Meanwhile, | have continued to lead the exiled Warden Wolves.
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Ever since then, the two halves of what was once a single
wolf Clan have lived separate lives, The Crusader Wolves
sought to regain their strength, raiding the Smoke laguars and
staging the so-called Harvest Trials in Clan space to rebuild
their Touman. In the inner Sphere, my Warden Wolves work
closely with the troops of the Arc-Roval Defense Cordon (ARDC)
o bolster the defenses of the Lyran Alliance agamst the lade
Falcons.

In the past three years, while the Warden Wolves helped
strengthen the ARDC against the Falcons, Viad Ward entered into
a short-term alliance with Falcon Khan Marthe Pryde to ensure
the survival of both Clans. After the Warden Wolves sided with the
SLOF to gect the Smoke laguars from the Inner Sphere, the
Crusaders fought alongside the laguars in the Great Refusal,
gaining & draw against the 5t lves Lancers, The Warden Wolves'
most recent engagement was a Trnal of Possession against Clan
Ghost Bear on Utrecht that netted the Weolves considerable
amounts of manufacturing eguipment, bul cost several warnors.
Star Captain Ragnar, Prince of Rasalhague and ong of my closest
advizors, was among those lost to the Bears.

SOCIETY

The Wolt schism has had a profound effect on Wolf Clan
society, bul both factions have many aspects in common.
Unless otherwise noted. the following description applies equal-
Iy to both groups.

The warrior caste still dominates, but Wolf society is more
apen and egalitarian than most Clans. Personal freedoms form
a major part of Wolf Clan life for every member, warrior or civil-
ian. Each individual holds his or her own political views and atti-
tude to religion, for example, and may express himsealf (artisti-
cally or otherwise) as he or she chooses. The “conformist cul-
ture” believed by oulsiders to be typical of all the Clans is at its
weakest among the Wolves: however. all individuals are expect
ed to follow the orders of their superiors and to work for the
good of the Clan,

In shaping the Crusader Wolves, Khan Viad has adopted a
mare authoritarian stance, and his forcible recruitment of civil-
ians as freeborn warriors to bulk out the Wolf Touman has
strained intercaste relations, The Warden Wolves hold true to
the original principles of the Wolf Clan, treating the civilians who
accompanied them mnto exile as the valued citizens they are,
The suppaort of the ARDC is a major help, leaving the Warden
Wolves under less pressure to rebuild their military, The small
size of the Warden Wolves has allowed us 1o develop strong
inercaste ties, helping maintain our sense of identity. However,
we have our own problems with the people of the ARDC, many
of whom still mistrust us as “Clarners” and “traitors.” The
clash of cultures has lead to several unpleasant ncidents,
which both sides are trving to live down,

The Wolves have always been consummate politicians, and
both factions are adept at wars of words. Vlad Ward of the
Crusaders has displaved a ruthlessness that allowed him to
rebuild his Clan as well as shatter the ambitions of the Jade
Falcons and lce Hellions, Though his hard-line policies have

gdrned him few frends and cost the Wolves several allies, s
staunch Crusader viewpaoint allowed nirm to remain at the heart
of Clan politics despite being head ot the newest Clan,

The Wolves have always believed in allowing bondsmen the
opportunity Lo demonstrate theirr worth and earn adootion into
the Clan, This practice tormed the core of the Harvest Trials,
which allowed the Crusader Wolves to skim warriors and other
martial assets from other Clans, The position of the Warden
Wolves is somewhat awkward in this respect. With a few
notzsble exceptions, most other Clans regard them as handits
dand refuse to cooperate with them when captured. On the other
side of the coin, captured Crusader Wolves can expect honor-
able treatment, but Warden Wolves taken by another Clan will
likely meet a bandit's death.

The original Woll Clan's traditions form a major difference
between the two faclions. Khan Viad has actively sought to
destroy many “Warden” Lraditions in order to ensure the con
tinued dominance of Crusaders among his Wolves, while the
Warden Wolves cling fiercely to the old ways, Such rituals and
traditions define us. We respect the beliefs of others {though
most Warden Wolves see the Crusader Wolves as misguided)
and dermand that others respect ours in turn.

Both factions strongly support sibko units, and mix blood-
lines and phenotypes to foster comradeship and understanding
among the warriors according to Wolf tradition. However, the
Clan schism has separated many Wolf warriors from their sib-
mates, The Warden Wolves allow contact with their Crusader
brethren, but the Crusaders are under standing orders not to
communicate with the “traitors™ who fled to the Inner Sphere.
Despite this prohibivon, however, contacts are maintained
through unofficial channels (and a few little-known official ones).

The Wolves respectl lechnology as a tool that allows war-
riors to achieve their maximum potential. Genetics is the most
respectod branch of the sciences because it enhances the
Clan's gene pool; cybernetics, by contrast, are reviled for seek-
ing to turn individuals into something they are not. Few Wolf war-
riars use cybernetics, preferring vat-grown replacemeant limhbs.
Mary Crusader Wolves use enhanced-imaging technology, how-
ever,

Both factions have complete copies of the Wolf Clan's
genetic legacies and have pursued their own eugenics pro-
grams. Both have alse held their own Trials for Bloodheritages,
resulting i the existence of two holders of each—one
Crusader, the other Warden, Unofficially, the Wardens have
shown g willingness to arrange Trials only for the heritages they
took into exile. However, | remain the only Wolf to accept the
Abjuration ol tis Bloodname. Rather than fight to retain the
nama of Phelan Ward, | have chosen to take the Bloodname of
kell, awarded to me by ilKhan Ulric before his death,

MILITARY

Both Wolf militaries emphasize close cooperation between
MechWarriors, Elementals and aerospace pilots. However, the
Crusaders have been forced o co-opt many members of the
cwilian castes i the military as freeborn warnors, predomi-
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nantly as vehicle crews and regular infantry, but also as second-
line "‘Mech pilots. Given Viad Ward's well-known hatred of free
borns, he must find the necessity for this particularly galling.

Under similar pressure, the Warden Wolves have remained
true to the Clan's traditional organization. Rather than drafting
civilians, they are backed by the forces of the ARDC and the
Smoke Jaguar warriors taken as abtakha during Operation
Bulldog. The Warden Wolves have obtained Clan equipment from
various sources, most notably their fellow exiles, the Mova Cats

The Wardens' status as outcasts makes bidding and Trials
difficult, Many units from other Clans ignore Clan traditions
when dealing with them, though occasionally a Clan commander
will honor the batchall and traditional styles of combat. Each
Trial must be handled on a case-by-case basis.

ALLIES AND ENEMIES

Relations between the Wolves and the other Clans remain
in chaos. The philosophical switch of the “official” Wolves to the
Crusader camp has caused relations with the Clan’s pro
Warden allies—mnost notably the Coyoles and Geliath
Scorpions—to cool somewhat. However, it has aiso allowed a
degree of cooperation with longtime enemies like the lade
Falcons. Though little maore than an alliance of convenience,
Khan Viad and Khan Marthe Pryde of the Falcons hawve man-
aged 1o put aside their differences for mutual gain during the
crises of the past three years, Viad Ward's actions to stall the
ambitions of Khan Asa Taney and his lce Hellions have earned
the Wolves the hatred of that Clan, and a feud is brewing.

The Warden Wolves were forced to cut their ties with
almost every Clan. Technically, they are enemies of every Clan
represented on the Grand Council. though in practice many
keep up covert contacts. The Diamond Sharks, Ghost Bears,
Coyotes and Goliath Scorpions have done so since the schism,
as did the Mova Cats until they left the Clans for the Inner
Sphere. Since their Abjuration, the Mova Cats have exchanged
several envoys with the Warden Wolves.

Surprisingly, ties between the Warden and Crusader Wolves
remain strong. Unofficial channels have allowed individuals (o
communicate, and at least one high-ranking member of the
Crusader Wolves is 8 Warden sympathizer who has done much
to aid our cause. | believe Viad knows of this individual's
actions but chooses to allow them to continue, providing a
semi-official channel between our wo groups and leaving the
door open for future rapprochement,

The Crusader Wolves are divided on the subject of the
Warden Wolves. Many regard us as traitors and call for our
Annihilation, but a larger group advocates neutrality toward us
or even eventual reconciliation. The Crusader leaders so far
remain silent on the matter.

POSSESSIONS

Crusader Worlds: 93 (Clan space: 10; 9 shared, 1 exclusive.
Inner Sphere; 83)

Warden Worlds: None {Arc-Royal shared with the mercenary Kell
Hounds)

The Crusader Walves have the largest number of assets in
the Clans, holding the bulk of the Free Rasalhague Republic as
well as a thin strip of the Federated Commonwealth, They also
have one of the largest holdings in Clan space, Though the
Crusader Wolves remain militarily weak, their Inner Sphere hold-
ings seem relatively safe. The Jade Falcons are weak as well,
and must pay considerable attention to their other neighbors:
the Lyran Alliance and the ARDC. The Crusader Wolves' other
main rivals, the Ghost Bears, seem content with their own ocow
pation zone. Consequently, Khan Viad had been able to devote
considerable resources to maintaining and expanding his
Wolves' Clan space holdings. On Eden and Circe, Vlad's Wolves
selzed sections of the Smoke Jaguar enclaves, as well as tak-
ing complete contral of the world of Tranquil. In partnership with
the Hell's Horses, Khan Ward has even challenged for former
Mova Cat assets on Hoard, as much to annoy the lce Hellions
as for practical gain. The Wolves and Horses have so far each
occupied roughly 10 percent of the planet. The Ghost Bears
siezed three Wolf worlds in 3061—perhaps an indication that
they are na longer content to occupy only their current hoidings,
possibly a precursor to an invasion into the Wolf occupation
zone, or mayhe simply & warning to Khan Viad Ward. Viad's
reaction was somewhat surprising: he allowed Clan Hell's
Haorses to bid for possession of three Wolf worlds on the border
of the Ghost Bear dominion, effectively giving them an occupa-
tion zone of their own and clearly hoping that the Horses will
curb Bear adventurism,

The Warden Walves have few possessions to call their awn.
They received a land grant on Arc-Royal that serves as their base
of operations, and brought the sophisticated Lupus Majoris mod-
ular space station with them when they came 1o the Inner
Sphere. Aside from those assets. they rely mostly on the good
will of the people of Arc-Royal and the ARDC. though recent Trials
against Clan Ghost Bear have netted the Warden Wolves a siz-
able guantity of Clan-tech manufacturing eauipment,

The Wardens® relations with Arc-Royal's civilians have
posed a few problems. Relations are particularly strained with
the FRR expatriates also present on the waorld, as Clan Wolf was
largely responsible for the Free Rasalhague Republic's virtual
destruction. Though the Wolves largely keep to their own
enclave on Arc-Royal, the extremist FRE group Ragnarok has
threatened terrorist action and interfered with Wolf trade.,

THE FALLEN

Once there were twenty Clans; now only fourteen remain,
Three have been Ahsorbed by other Clans and two Annihilated:
one by the Clans and another by the Inner Sphere. The sixth fall-
en Clan, the Nova Cats, have been Abjured and exiled, The fol
lowing briefly describes each Clan and the reasons for the
actions taken against them.

cLAN WOLVERINE
{Annihilated by Clan Wolf in 2823}

The Wolverines were among the most vocal critics of
Micholas Kerensky's authoritanan rule over the Clans. Official




Clan histories state that they were Annihilated for espousing anti-Clan sentiments, such as
democracy and independence, but the reality is somewhat different. Many Clans were suf-
fering internal strife at the time of the Clan Wolverine incident, and Micholas saw that the
Clans as a whole were on the brink of rebelling against his authority. The Wolverines served
as both object lesson and common enermy against whom the other ninteen Clans could unite.

Clan Wolf carried out the Grand Council’s sentence against Khan Sarah McEvedy and
her Clan, but a later investigation strongly suggested that some individuals—predominant-
ly elvilians and secondHine troops—had been able to flee. Officially put down to bad book
keeping, the whereabouts and disposition of any survivors remains unknown.

cLAN WIDDWMAKER
{Absorbed by Clan Wolf in 2834)

Clan Widowmaker long had an adversarial relationship with Clan Wolf, most notably
expressed during the run-up to the Trial of Annihilation against Clan Wolvering, when the
Widowmakers forced the Wolves to bid below the accepted cutdown, In the summer of
2834, the Widowmakers took brutal action against their own civilians, leading Khan lerome
Winson of Clan Wolf to question their right to rule. The Grand Council agreed with Winson
and gave the Wolves the right to Absorb them.

The Trial of Absorption, staged on Ironhold, had unforeseen and tragic conseguences.
When members of the Widowmaker Touman intervened in a duel between Winson and Khan
lorgensson of the Widowmakers, the referees—Iled by ilKhan Nicholas Kerensky-—inter
vened. Whether by design or accident, Jorgensson killed Kerensky, sending the Waolf Clan
into a frenzy of vengeance, The subseguent attacks, a virtual Trial of Anninilation, left few
Widowmaker warriors alive,

cLAN MONGODOSE
{Absorbed by Clan Smoke Jaguar in 2868)

Overly reliant on political maneuvering, the Khans of Clan Mongoose were fond of quot-
ing the writings of the Great Kerenskys to justify their actions. However, when they atternpt-
ed to use such a maneuver to escape a Grand Council decision that ran contrary to their wish
gs, they were declared unfit to rule, and their Clan became the target of a Trial of Absarption.

Clan Smoke Jaguar won the right to Absorb the Mongoose assets, though actions by Clan
Star Adder in advance of the official Trial limited the laglar gains. The Jaguars destroyed the
Mongoose Touman, but refused to take any of the Clan's genetic legacies, The Cloud Cobras
acguired eleven legacies, which they continue to use.

CLAN WOLF [(IN EXILE)
{Abjured In 3057)

The Warden Wolves—those who followed me into the Inner Sphere—were the subject
of an official Rite of Abjuration, cast out of the Clans and stripped of all rights and ties. Like
the Mova Cats, the exiled Wolves are considered “fair game™ by the other Clans.

CLAN BURROCK
{Absorbed by Clan Star Adder In 3059)

For many years, Clan Burrock conspired with the Dark Caste for its own purposes, a
secret the Burrocks managed to keep from the other Clans until late 3058, When the Star
Adders brought the matter to the Grand Council's attention, the Council declared a Trial of
Absorption. The Burrocks' long-time enemies, the Blood Spirits, moved against them simuk
taneously with the official Star Adder Absofption, prompting the Burrocks and Adders to work
in concert to defeat the inerlopers.

Many Clan Burrock units, appalled by their leaders’ collusion with the Dark Caste,
staged pre-emptive batchalls against the Star Adders, putting up only token resistance
before being incorporated by that Clan. With the exception of the battles against the Blood
Spirits, this was the least violent Absorption in Clan history. The bulk of Clan Burrock
remains intact as part of Clan Star Adder.

T LT . Dbt s W T A A, T




THE CLANS

CLAN SMODKE JAGUAR
{Annihilated by the SLDF in 3060}

The most aggressive of the Clans,
the Smoke Jaguars earned the enmity of the
Inner Sphere by using orbital bom
bardment to destroy the city of
Edo on the Combine world of
Turtle Bay, When the re-formed
Star League decided to take the
war to the Clans, they chose 1o
destroy the Jaguars because of
their past actions and because

they were the strongest
Crusaders. In addition, the pos-
sibility of an Inner Sphere-Mova Cat
{ alliance offered the opporturty to
cut the ground from underneath the
Jaguars’ feet.
& multinational force under the ban
ner of the Star League began a major
assault on the Jaguars’ Inner Sphere occupation zane in May,
3059, The campaign, expected to last several years, ook less
than four months; the SLOF caught the Jaguars readying them
selves to renew the assault on the Inner Sphere and ill-prepared
for defensive operations. Simultaneously, an SLODF task force
traveled to the Jaguar capital of Huntress in Clan space, arriv-
ing in March 3060 and razing its defenses and mibtary indus-

tries. The last Smoke Jaguar warriors died during the Great
Refusal on Strana Mechty, With the exception of the city of
Lootera on Huntress, which became an SLOF protectorate, the
Clan's assets were absorbed by other Clans.

CLAN NOVA CAT
(Abjured in 3060)
The defection of Mova
Cat units to the SLOF dur-
ing Operation Bulldog,
and their Khan's decision
to side with the SLDF in
the Great  Refusal
earned the Nova Cats the
enmity of the ather Clans,
Warden as well as Crusader.
Within days of the Great
Fefusal, the Mova Cats were
Abjured. Many Clans moved against the
Cars’ Clan space enclaves, forcing the Cats still in the homeworids
to stage a hurried withdrawal and join their bretheen in the Inner
Sphere. Most of the Cats' assets were taken by other Clans,

The bulk of the Mova Cat Touman is located In the Inner
Sphere, Their former holdings in the laguar/Cat occupation
zone, recently reclaimed by the Draconis Combine, have become
a "special administrative district,” the Irece Prefecture, under
the joint authority of the Combine and the Mova Cat Clan Council,
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The Clan sphere of influence encompasses forty-one
worlds: the five worlds of the Pentagon and the thirty-six worlds
of the Kerensky Cluster, Most are considered marginal for pur
poses of supporting human ife, and several are downright hos-
lile. Despite the hardsnips imposed by their climates, these
worlds—located roughly 1,300 lightyears from Terra—have
supported the children of Kerensky for more than 270 yvears.
Despite warfare's integral role in Clan society, the need to pre-
sorwve the precious resources of these worlds ensured little col
lateral damage,

The invasion of the Inner Sphere disrupted the fine balance
that the Clans had maintained since Operation Klondike, the lib
eration of the warring Pentagon by the onginal Clans. Several of
the invading Clans took control of more and better worlds than
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exnisted in Clan space, The Wolves alone have more than twice
as many Inner Sphere worlds as there are habitable colomes in
the Kerensky Cluster; given such gains territory  and
resources, it is little surprise that the invading Clans dominate
the Grand Council,

The following section describes a selection of Clan worlds
in the Pentagon and the Kerensky Cluster. These worlds are the
main centers of conflict in Clan space, and also lustrate the
variety of conditions that forged the Clans. The Clan Space
Worlds Table at the end of this section provides the star type,
position in systemn, surface water, atmosphernc pressure, sur
face gravity, equatonal termperature and highest form of native
litfe for all the worlds in Clan space. The Political Balance Table
indicates the percent of each world controlled by each Clan.




ARCHDOIH

ARCADIA

Star Type: GTV

Position In system: 1 (of &)

Surface Water: 50 percent

Atm. Pressure: High {Ereathable)

Surface Gravity: 1.5 G

Equatorial Temperature: 30°C

Highest Native Life: Mammals

Occupying Clans: Ghost Bear, Star Adder, Steel Viper
Population: 54,000,000

One of the original five worlds settled by the Exodus fleet in
2786, Arcadia superficially resembles its namesake. Though
water covers only half its surface, the planet supports consid
erable dense vegetation and a fully developed ecosystem. Many
analogues to Terran flora and fauna exist on Arcadia. including
the Arcadian mammoth, a large hairy herbivorous mammal with
huge tusks and an exlended snout, and the Arcadian russet, a
mahoganylike hardwood, The world's colonists also introduced
a number of Terran species, modified to survive Arcadia's envi-
ronmental conditions. Most notatle of these is the cloud cobra,
which soon carved out a niche for itself in the misty equatorial
jungles. The colonists also attempted to ntroduce the cobra o
the temperate grasslands. but the native steel viper decimated
the cobra nests within months of the cobras’ release,

The presence of a harmful virus in the atmosphere caused
many deaths among the early colonists before the development
of counter-agents. Some areas of the planet suffered earth-
guakes and intense voleanic activity; these were a source of
many valuahle minerals, prompting the establishment of exten-
sive mining camps. Some particularly beautiful areas, such as
the southern islands, became vacation resorts, while the rich
soils of the Aeschal Plateau were ideal for growing genetically
modified foodstuffs. Arcadia’s relative abundance of resources
had its downside, however. Considerable fighting ook place on
Arcadia in the Exodus Civil War, devastating most of the plan
et's cities and industrial centers. As farmers and workers were
drafted into the armies of the petty warlords, the planetary
economy collapsed, causing widespread famine and death,

Reconstruction took many years. As with Inner Sphere
worlds devastated in the Succession Wars, the use of nuclear,
chemical and biological weapons rendered many cilies uninhatr
itable for centuries. The ruins of cities and military enclosures
dot the Arcadian countryside, The planetary capital of Rivera was
spared such destruction, and today serves as neutral ground for
the three Clans present on Arcadia. A fourth Clan, the Blood
Spirits, withdrew (o their colony world of York in 3059,
Administrative and mercantile facilities occupy most of Rivera,
along with the Hall of Arcadia. Made of local iron-nich red granite,
it serves as a meeting hall and houses the command mecha
nisms for the planetary SDS system. Aerospace bases on the
warld's single moon provide additional protection against attack.
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HHEYLON

BABYLON

Star Type: GTV

Position in system: 2 (of 6)

Surface Water: 40 percent

Atm. Pressure: Standard (Breathable)
Surface Gravity: 1.5 G

Equatorial Temperature: 35°C
Highest Natlve Life: Reptiles
Occupying Clans: Cloud Cobra, Coyote, Diameond Shark, lce
Hellion :

Population: 51,000,000

Massive deserts dominate all five continents of Babylon,
another of the original Pentagon worlds, The largest, called the
Spiked Heart, covers two-thirds of the world™s largest continent
and is broken by rugded mountains. Rising to almost six kilo-
meters above mean sea level, the Snaesfell mountains trigger
major precipitation, resulting in deeply incised valleys on the
windward side of the range. each with verdant forests and
grasslands. However, even outside the deserts, much of the
rest of the world is arid and inhospitable. A large reptilian cat-
tle analogue known as talasi evolved in the Snaefell valleys and
later became a staple of the settlers’ diet. Other species, like
the goliath scorpion, developed in unigue ways that allowed
them to thrive in the arid wastes.

Like Arcadia and Eden, many of Babylon's native hacteria
were hostile to humanity and took a horrendous toll on the first

colonists, Working from a hurriedly constructed base on the
world’s single moon, scientists raced to combat the worst of
these, dubbed the “Babylon Plague,” Their efforts produced a
vaccine within four menths, but by then thousands had died.

The colonists could have eked out a living in the Snaefell
valleys, but the discovery of substantial mineral deposits in the
deserts prompted a major exodus from those safe havens. With
such resources, the colonists could rebuild much of the civi-
lization they had left behind in the Inner Sphere. However, the
move to the deserts brought the colonists into the hunting
range of the goliath scorpions, These predators killed hundreds
until the colonists learned to avoid scorpion nests.

Today, Babylon is a major industrial center, involved in pro-
cessing raw matenals and producing considerable volumes of
civilian equiprment as well as war materiel. The Diamond Sharks
have established a stranglehold on planetary commerce, but
the other Clans retain control of their own military manufactur-
ing. Howewver, Shark-owned refineries like the massive Port
Talbot complex dominate the supply of petrochemicals and
related products, in effect sllowing the Sharks to profit from the
needs of the other Clans. Also of note are the lce Hellion-owned
aerospace plants in the cities of Marron and Yoma, and the
Ciamond Shark-controfied arbital DropShip construction yards—
one of the tew such facilities outside of Snow Raven control.
Agriculture is another a major industry, with ranching particular-
Iy common ground the cities of Hope and New Dringshane.




CLAN SPACE

CIRCE

Star Type: GZ|a

Position in system: 1 {of 4)

Surface Water: 50 percent

Atm. Pressure: Standard (Breathable)
Surface Gravity: 0.8 G

Equatorial Temperature: 35°C
Highest Native Life: Plants
Occupying Clans: Snow Raven, Wolf
Population: 37,000,000

Circe's erratic orbit results in a seven-hundred year climat
ic cycle that has limited the development of the planetary
ecosystermn, with a handful of plant varieties the anly specigs
native to the world. The early colonists faced a long struggle to
develop a world capable of sustaining human life, fighting cli-
mate as the world approached peribelion in 2831 as well as
neartoxic levels of heavy metals in the soil. The selllers spant
considerable effort introducing Terran flora and fauna, mostly
deliberately, but with occasional acocidental releases like the
genetically engineered hell’s horse adding an element of chaos
to the mix. The hell's nhorse adapted to a niche for which the sci-
entists had few plans: the vast desorts.

Forests now cover Circe's rolling hills, with Circian oak 2
prized commodity,. However, the planet's wviolent storms—a
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result of Clree's massive twin moons—frequently wreak havoe
with the oak plantations as winds of up to 200 kph uproot even
the oldest trees, Buildings on Circe are reinforced against these
starms, using the latest adaptive architecture; in the early days
of the colonization effort, however, the storms caused major
loss of life, Scientists on Circe have undertaken numerous stud-
ies on the impact of the planet’s reaching aphelion, due to ocour
in 3184, They expect the storm systems 1o worsen, possibly
prompting evacuation sometime in the thirfy-second century.,

Circe is the site of the Clan's greatest infamy: the
Walverine treachery. The largest element of the traitor Clan
defended their enclave against the Wolves and used nuclear
weaponry to destroy Dehra Dun, the capital of their long-time
enemies, Clan Snow Raven. Like Hiroshima before it, the cen
ter of Dehra Dun stands as a monument to the horror of such
WEAPONS.

Until recently, Tour Clans occupied Circe, The recent fall of
the Smoke laguars and eection of the Nova Cats, however,
prompted a major shift in the balance of power. Working with the
withdrawing Mova Cats, the Snow Ravens launched a blitzkrieg
assault that netted them mare than twothirds of the planel.
Wolf Khan Vlad Ward has so far refrained from taking decisive
action against the Ravens' aggressive expansion. but such a
move is altmost cerlainly part of the Crusader Wolves' long-term
plans.




CLAN SPACE

DAGDA

Star Type: KAV

Position In system: 3 (of 8
Surface Water: 60 percent

Atm. Pressure: Low {Breathable)
Surface Gravity: 1.1 G
Equatorial Temperature: 25°C
Highest Native Life: Mammals
Occupylng Clans: Fire Mandrill, Goliath Scorpion, Jade Falcon,
Star Adder, Wolf

Population: 52,000,000

The fourth of the Pentagon worlds, Dagda has one of the
strangest ecosystems in Clan space. With land divided across
six mountainous continents, several of them wracked by mas-
sive volcanic activity, much of the planet’s principal flora and
fauna developed in the oceans, When compared to the bharren
land, the ccean ecosystem is verdant and nighly developed, cul
minating in a dolphin analogue that shows SiEns of rudimenta
ry intelligence. The few land-based species native 1o Dagda live
in the lowlands on the ocean finge. 85 the osygen pressure on
the imland plateaus is too thin to support large animals. With
relatively little habitable land for grazing herds 1o develop,
predators dominate the ecosystem. The nova cat is the best
known of these. Though superficially sirrilar to a Terran feline,
the nova cat has evolved a number of defenses akin to those of
a porcupine. When threatened, the cat's barbed and poisonous
mane stands on end, discouraging attacks— ezpecially those of

the sphink raptor, an ultra-aggressive pack hunter. Nicholas
Kerensky considered the sphink raptor as a Clan totem animal,
but though he admired its |ethality, he regarded the species as
a poor role model, too lethal and single minded for its own good.
The raptor kills everything it encounters with little view 1o the
future, thus limiting its own suryival.

The Werensky exiles founded several colonies on Dagda to
exploit the natural resources in its oceans. Working to extract
resources from everdeeper ocean trenches led to the develop-
ment of pressurized mining suits, the forerunners of Elemental
battle armor, and the establishment of several undersea
eolonies. Several free-loating fishing platforms constantly relo-
cate on the planetary surface, exploiting the seasonal move-
ment of fish and marine mammals.

Many of Dagda's cities focus on manufacturing or process:
ing these resources, particularly thase on the continent of Riva.
That continent lies closest to several extraction sites and cor-
tains many riches of its own. Mining is a major industry, espe-
cially around the cities of Borodino and Graz. A few mining
installations oxist n the Gressen and Tien Shan rountain
ranges. but most are automated because of the thin atmos
phere, Only those in the most inhospitable terrain, like the
Goliath Scorpion-owned plant on the plateal known as Satan’s
Table, have permanently assigned personnel who must wear
bulky respirators and pressure suils. Satan's Table workers
wear armored mining suits akin to those used underwater, as
regular pressure suUits are 100 wulnerable to the razor-sharp
edges in the lava fields.
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CLAN SPACE

EDEN

Star Type: F4lb

Position In system: 1 (of 2]

Surface Water: 40 percant

atm. Pressure: Standard (Viral taint)

Surface Gravity: 1.1 G

Equatorial Temperature: 30°C

Highest Native Life: Mammals

Occupying Clans: Hell's Horses, Jade Falcon, Wolt
Population: 61,000,000

The last of the Pentagon worlds, Eden served as the exiles’
capital from their arrival in 2786 to 280710, Much of the plane
tary precipitation falls in & narrow band around the equator,
resulting in sharply contrasting patlerns of vegetation. Within
twenty degrees of the equator there are lush jungles ancd ver
dant plains; rainfall drops off sharply outside of this area,
resulting in large swathes of rocky desert. Local microclimates
give rise to vegetation outside Lthe eguatorial band, but the plant
life is oflen seasonal.

Though a range of surface-dwelling species evolved on
Eden, few are of appreciable size. The largest surfacedweller is
the Eden beaver, a semi-aquatic mammal that lives off insects
and fish., The largest species on the planet 1s the burrock, a
large subterranean invertebrate. Rarely seen, the burrock is
prized for its adaptability and determination. The colonists also

introduced many Terran species, of which the widowmaker spi-
der (growing to three times the size of its Terran equivalent) and
the jade falcon (a genefically modified peregrine} are the best
Ko,

As with Babylon and Arcadia, much of the life native to
Eden is hostile 1o humanity. The so-called "Curse of Eden,” a
form of brain fever, claimed the life of Aleksandr Kerensky's
wife Katyusha and very nearly killed Nicholas. Those who sur
yived often suffered considerable brain damage. The pathogen
that causes the iliness remains an active part of the planet's
grwironment, and wvisitors to the world must be inoculated or
risk infection,

The planetary population is concentrated in large urban
enclaves. most of which date their founding to the Star League
in Exile. The Hell's Horses planctary capital of Hades (formerly
known as Vesta) on the Purgatory Peninsula has the distinction
of being the oldest enclave remaining in use. Many others wera
jnpst in the destruction of the Pentagon civil war, The Clans
chose not to resettle Aleksands Kerensky's capital, MNowvy
Moscva, after Operation Klondike. Instead, the ruins serve as a
memarial under the care of the Wolf Clan. Nature has been
allowed to reclaim much of the city, but key sites like
aleksandr's command post are maintained by specially trained
keepers. Acoess to the site is by invitation only, with the site’s
guardians—a pack of Strana Mechty wolves—irained to attack
arnyone not accompanied by a keeper.

106




CLAN SPACE

HOMER

Star Type: GGIV

Position in system: 2 [of 3)

Surface Water: 20 percent

Atm. Pressure: Standard (Breathable)
Surface Gravity: 1.4 G

Equatorial Temperature: 30°C

Highest Native Life: Amphibians
Occupying Clans: Cloud Cobra, Steel Viper
Population: 36,000,000

Arid and with gravity at the upper limit for human comfort,
Homer attracted the Clans® attention with its large, readily
accessible mineral deposits. The first settlers landed on Homer
in 2839, and within a decade had established a thriving colony.
The principal colonists were members of Clan Cloud Cobra, who
had named the world Zara. In 2850, Cobra Khan Homer Telinoy
fell defending the colony against a Jade Falcon Trial of
Possession. Spurred on by Telinov's sacrifice, the Cloud Cobras
gjected the Falgons, and as undisputed masters of the world
voted to rename it after their fallen Khan.

Homer consists of ming pseudo-continents dwvided into two
principal land masses. Four landiocked seas contain mosl of
the planet's water, though a hoavymetal taint makes this waler
unsuitable for drinking or irrigation. Surprisingly, these seas
were home to Homer's principal predator, the gila toad, Growing
up to a meter long, these amphibians decimated early attempts
at sea farming, prompting an annual cull. Though the meat of
the gila is inedible, the hide is prized for footwear.

Built to support scattered cities and agricultural centers,
massive water processing plants dot the planet’s surface, draw-
ing water from the seas as well as from the few rivers and sub-
terranean lakes. The largest body of water, the Ochre Sea, sep-
arates the Caulder landmass (comprising the continents of
Amis, Ortin and Bagrain) from the world-dominating Fortuna
hlock of continents. Further broken up by the Sakros Mountains
{which divide Amis and Ortin) and the [sthmus of Param (which
links Bagrain and Amis), Caulder is the only area in which the
Cloud Cobras have allowed other Clans to establish colonies.
Until recently, the Steel Vipers and Smoke laguars shared
Bagrain, but the death of the Jaguars threw thal region into
chaos. The Vipers moved to take control of the Jaguar enclave,
but were repulsed by the Cobras. Adding insult to injury, a
detachment of Snow Raven troops took control of the Jaguar
Firebase Hermes, seemingly with the complicity of the Cobras.
The arrival of battle-hardened and angry Viper troops from the
Inner Sphere allowsd Clan Steel Viper to gject the Ravens from
Homer, and the current massing of Viper troops indicates that
they may try to challenge the Cloud Cobras next. In response,
the Cobras are gathering around their capital of El Ghaza in an
equally impressive show of force.

Located on the northern shores of the Ochre Sea, El Ghaza
centers on the massive and ornately decorated genetic reposi-
tory, Built of Ortin marble, the repository s surrounded by 3
large plaza from which broad, treelined boulevards radiate, an
extravagance on Lhis water-poor world, The Cobras have taken
considerable care to ensure that all of the buildings around the
plaza—known as the Field of Remembrance—do not detract
from the majesty of the setting




CLAN SPACE

MARKSHALL

MARSHALL

Star Type: F4V

Position in system: 3 (of 3}

Surface Water: 50 percent

Atm. Pressure: Standard (Breathalble)
Surface Gravity: 1.1 G

Equatorial Temperature; 30°C
Highest Native Life: Reptiles
Occupying Clans: Fire Mandrill, Goliath Scorpion, lce Hellion,
Jade Falcon, Star Adder, Steel Viper
Population: 17,600,000

Marshall has been likened to Terra at an earlier stage in
Terra's development. The diversity of plant and animal life is
much smaller on Marshall than on humanity's homewaorld, with
reptiles the most advanced species of fauna. Nevertheless, the
planetary ecosystem is broadly compatible with human needs,
making the world a prime candidate for colonization, An
unprecedented six Clans are crowded onto the world; the Steql
Vipers and Goliath Scorpions control almost half of Marshal
between them, and the Star Adders control another fitth. The
other three Clans are shoehorned into the remaining land. This
dense and diverse population makes Marshall the focus of
many inter-Clan feuds and disputes, with Trials commonplace.

In the early days of the colony, these clashes were extreme-
ly hloody, as demonstrated by one incident in 2844, An assauli
by Clan Mongoose on the Star Adder enclave turned info 8 mas

sacre when the Adder civilians took up arms to defend their
homes, The Mongoose commander ordered his troops to
slaughter the civilians for this affront, provoking massive retali-
ation from the Adder commanders. In a brutal campaign, the
Adders killed every Mongoose warrior involved in the atrocity,
and claimed the Mongoose colony of Tokasha as reparation,
They then ordered Tokasha's population transported to
Marshall to repopulate the Adder enclave. Since then,
Marshall's inhabitants have developed a pragmatic approach to
Trials, Several large areas are designated as commaon live-fire
ranges, allowing battles to be fought without endangering local
industry or agriculture.

Marshall has six continents, & seemingly ideal number for
the occupants. However, the uneven distribution of arable land
and the lnss of large swathes of two continents under polar ice
caps forces the often antagonistic inhabitants into close pros-
imity. Though the Star Adders cannot claim the largest enclave,
they are in the most defensible situation, isolated by the
Waushaura Mountains and free 10 exploit the massive Poren
Basin and the fertile Morten Plams nearty.

A moon of the outermost world in the Marshall system, the
gas giant Xian, has an atmosphere and scrub flora, Named
Diamondstar, Jade Falcon scienlists have spenl considerahlo
effort studying the native life on this proto-world since wresting
it from Steel Viper control in 3042, though the moon's mineral
weallth is of more interest to the Clan’s leaders,
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NEW KENT

NEW KENT

Star Type: F2I

Position In system: 2 (of 2)
Surface Water: 40 percent

Atm. Pressure: Standard (C0O2 Taint)
Surface Gravity: 1.5 G

Equatorial Temperature: 40°C
Highest Mative Life: Amphibians
Occupying Clans: Coyote, Diamond Shark, lce Hellion, Steel
Viper

Population: 27,000 GO0

A high concentration of carbon dioxide in the atmosphere
requires the people of New Kent lo wear breather masks,

srmall coeans, bul few animal species above insects and inver-
tebrates have evolved on land. Instead, over the centuries the
colonists introduced a number of Terran mammals, including
rabhits. deer, bears and wolves, Al genatically modified to sur
yive the higher CO2 levels. The same atmosphere that discour
aged the development of native fauna allowed plant life, native
and introduced, to thrive, Large swathes of the planet are cow
ered in lush forests that provide a habitat for many introduced
mammal species and a resource 10 be explo ted by the human
inhatitants.

Mew Kent has three principal land masses: jungie-coverec
Celebes, arid Kang and mountainous lonia. Clusters of island:
surround each land mass, but strong tides resulting from the
world's three moons have discouraged coastal settlements. The
Stew| Vipers claim the world as their capital, controlling two
thirds of the land, but Clan Coyote also maintains sizable hold
ings. Both have access to a wide range of the planet’s natura
resources, in stark contrast o the much poorer [ce Helllon an
Diamond Shark holdings. The latter are heavily industrialize:
and contain mining inlerests in the Eagle Crater region, 8 mas
sive astrobleme resulling from a cometary impact several mil
lennia ago. This impact killed off much of the planetary ecosys
tem, but alse brought wast mineral weaith to the surface
Several majer 'Mech factories and weapons plants exploit Ney
Kent's abundance of raw materials.

Less well known are the Steel Vipers' research facilitie:
nidden in the Shandrake Massif. One such comples was recen!
ly the target of a major lee Hellion raid, but a combination of nat
ural defenses and an alert garnson drove off the interloper
with mirirmal loss to the Vipers, Also on New Kent is the Vipe
command center, the Mercer Building. The tallest structure o
Clan space, rising to 1,000 meters. the building serves as th
heart of Viper military and civiian administration and contain
the Clan's prmary meeting hall. Recent weeks have seen
marked increase in activity in the complex, lending credence
the rumors of a planned major Viper operation against the
nesghbors




STRANA MECHTY
Star Type: G3VI

Positlon in system: 4 (of 7)

Surface Water: 70 percent

Atm. Pressure: Standard

Surface Gravity: 1.1 G

Equatorial Temperature: 25°C

Highest Native Life: Mammal
Occupying Clans: All (serves as Wolf and Diamond Shark Clan
capital)

Population: 136 000,000

A survey mission discovered the world that would become
the capital of the Clans in 2792. Aleksandr Kerensky's wife
Katyusha named it Strana Mechty, Land of Dreams. Slightly
colder than Terra, Strana Mechty was nonetheless ideally suit-
ed to colonization and by 2800 was thriving. Most native
species proved benign, though the crana—a rodent-sized insect
known as a vector for disease—proved problematic until the
Star adder was introduced to control their numbers. Other intro
duced species flourished, adapting well .to the emvironmental
conditions. Many of the Clan totem animals are descended from
Terran stock introduced to Strana Mechity.

The planet consists of four major land masses: icy and min-
eral-poor Cameron in the southern hemisphers, warm and wet
McKenna straddling the equator, and Movy Terra and Kerensky
Prime in the temperate northern latitudes. Numerous archipel

agoes and island groups dot the freshwater oceans, all named
after Star League and Terran Hegemony heroes, Care is taken
to maintain an equal division of land (though not resources)
between all the Clans on Strana Mechty. The enclave of any
Clan Absorbed, ejected or destroyed is divided between those
whao remain. Thus, while each Clan maintains the original block
of land granted to it by Nicholas Kerensky, each also controls
several enclaves scattered across the planet. Control of the
southern continent of Cameron, formerly dominated by
Widowmaker and Mongoose holdings, has fragmented under
this policy. When the SLDF staged the Great Refusal, Cameron
was the lodical venue, having the lowest population and being
divided amaong all the Clans.,

The capital city of all the Clans, Katyusha, is located on
Mowvy Terra and is renowned as a marketplace, legitimate and
otherwise. Distinct from any Clan enclave, a special police farce
drawn from all Clans—associated with but not part of the Eban
Heshik—maintains order in the city. Their area of responsibility
includes the Clans' master genetic repository that dominates
the city and ends at the boundaries of the Svoboda Zemyla, the
great park that surrounds the Hall of Khans complex. The park
and the complex fall under the autharity of the highly respected
Ebon Keshik.

The McHenna's Pride, flagship to both Kerenskys, remains
in geo-stationary orbit above Katvusha, maintained and operat-
ed by a crew from all the Clans. The vessel remains a trust of
the Grand Council until the day one Clan is designated the i1Clan
by capturing Terra.
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TOKASHA

Star Type: K5IV

Position in system: 4 (of 5)

Surface Water: 60 percent

Atm. Pressure: High {Breathable)

surface Gravity: 0.8 G

Eguatorial Temperature: 35°C

Highest Native Life: Birds

Occupying Clans: Goliath Scorpion. Hell's Horses, Jade Falcon
Population: 14,600,000

Settled in 2840 by members of Clan Mongoose, Tokasha
has a high level of oxygen in its atmosphere that has restricted
eolonization efforts, particularly near sea level. Most major
cities are located at high altitude, where the lower almospheric
pressure reduces the oxygen content below toxic  levels.
However, the main mimng siles and their attendant industrial
complexes are by necessity located in the lowlands. As giving
gach complex its own atmospheric processing equipment i3
impractical for many, several of them use the local atmosphere
and require the workers to wear respirators. A few individuals
have implants to filter the air 50 that they can work without bulky
respirators, bul as the implants restrict their ability to live else-
where. such modifications are restricted to the laborer caste.

In addition to the atmospheric mix, the local flora and fauna
are hostile to human life, A wide range of reptiles and avian
species hunt in the dense jungles and forests of the mwo princi

pal continents, Ranging from the size of mice to small horses,
maost attack interlopers on sight, and the colonists have learmed
to ayoid their ranges, The lethality of the native species has lim-
ited the introduction of Terran fauna 1o a few small enclaves
around human settlements. The notable exceptions are the
sheep ranches on the sub-arctic Cashell peninsula, which i iso-
|ated from the main body of the continent by a series of mas-
sive mountain ranges. More insidious than the native animals
are microbial life farms. The disease known as Laen's Regret is
a classic example, with symploms ranging from a mild fever and
rash, through delirium and nauses, 10 death if left untreated,
Even in mild cases, the disease can recur in later life if not
treated properly.

Clan Mongoose lost control of Takasha in the wake of the
Marshall Massacre, and eventually found itself excluded from
the colony world. For much af its history, four Clans have domi-
nated Tokasha: Clan Ghost Bear, Goliath Scorpion, Hell's
Horses and lade Falcon. In 2521, a major battle between the
Ghost Bears and Hell's Horses cosl the latter their holdings,
including the impressive Tokasha WechWworks Alpha, When the
Ghost Bears withdrew from Tokasha in 2060, they ceded their
noldings to the Diamond Sharks. The Diamond Shark Gamma
Galaxy initially wok possession of the former Ghost Bear terri-
tory, but the Clan viewed {he rapidly deteriorating situation on
Tokasha—particularly the arrival af Clan Hell's Horses, who laid
claim to the Bear enclave—as contrary to their long-term inter-
ost and chose 1o withdraw.




CLAN SPACE

CLAN-SPACE WORLDS TABLE

Star Pasition  Surface Surface Equator Natlve

World Population X Y Type in System Water* Atmosphere** Gravity Temp. Life
(%) (in Gs) (°C)

Albion 7,300,000 -92 26 Kav 2 (of 8) B0 Standard 0.8 25 Reptiles
Arcadia 54 000,000 148 176 GTY 1 (of 6) 50 High 1.5 30 Mammals
Atreus 8,100,000 a9 -31 GEYI 3 (of 3} 40 Standard 1.6 5 Armphibians
Babylon 51,000,000 158 -182 GTY 2 (of 6) 40 Standard 1.5 35 Reptiles
Barcella AT7,000,000 -B4 122 GE 3 (of ) &0 Standard 1.3 35 Birds
Bearciaw 471.000,000 120 —48 &sY 2 (of 4) 50 Standard?! 1.1 20 Fish
Brim &,500,000 -58 -2 Fall 4 (of 4) 20 Standard? 2.0 25 Fish
Circe 37000000 -158  -164 G2la 1 {of 4) 50 Standard 0.8 ag Plants
Dagda 52,000,000 -164 181 Ky 3 (of 8) (=1 Lonw 1.1 25 Mammals
Delios 1,700,000 -57 31 Gall 2 (of 8) a0 High 0.9 30 Reptiles
Eden 61,000,000 -167 174 F4l 1 jof 2 40 Standard? 1.1 a0 Mammals
Foster 11,700,000 9 37 =TT 1 (of 2) 50 Standard? 1.0 25 Armphibians
Gatekesper 4,300,000 -63 & Bonl 2 (of 2) 10 Standard* 0.8 20 Plants
Glory 6,200,000 Bl Tl G4l 4 (of 5) 50 Standard 0.9 40 Mammals
Grant's Station 7,100,000 -114 a7 Gl F{of 9) 70 Standard 1.5 35 Birds
Hector 44,000,000 123 3 Bain 2of2) 25 Lo 1.0 i5 Mammals
Hellgate 250,000 T 71 F7la 1 {of 1) 20 Standard4 0.7 40 Plants
Hoard 5,600,000 3 117 A2V 2 [of 5) 50 Standard 0.8 15 Plants
Homer 36,000,000 -122 31 GaY 2 (of 3) 30 Standard 1.4 an Amphibians
Huntress 39,000,000 12 -11 GTY 2 (of T} G0 Standard 1.1 25 Birds
Ironhold 43,000,000 12 -28 KA 2 (of 8) 0] Standard 1.1 20 Birds
Kirin 8,800,000 G52 ag=) %=1k 1 (of 1) 30 Ly 0.9 20 Amphitians
Londerhoim 7,700,000 -g2 116 Gl 2 {of 8) il Standard 5 30 Birds
Lurm 32,000,000 -33 -16 W21 4 {of 5) 0 Standard 0.9 15 Birds
Marshall 17,600,000 27 29 Fay 3 (of 3) 50 Standard 11 30 Reptiles
New Kent 27,000,000 91 27 F21 2 (of 2] 40 Standard” 15 40 Amphibians
Miles 40,000,000 G0 -63 AZI 1 {of 1} 20 Standard! 0.8 35 Microbas
Paxon 8,300,000 120 112 Kol 4 (of 9) (]8] Standard 1.3 35 Reptiles
Priori £, 300,000 -3 33 KOl T iof B) 50 Standard T4 35 Fish
Roche 31,000,000 3z 108 F211 1 {of 1) 50 Standard 0.8 40 Reptiles
Shadow 42 000,000 -1 -26 BEIY 1 (of 2) 40 Standard? o7 30 Reptiles
Sheridan 43,000,000 a2 31 GOy 1 iof 4) =0 High 1.0 35 Mammals
Strana Mechty 136,000,000 O 4] GEVI 4 (ol 7 7O Standard 11 25 Mammals
Strato Domingo 1,100,000 27 b 47 KEVII 2 (of £ fie High* i.2 35 Birds
Tamaron 37,000,000 51 49 &30 1 (of 2 40 Lol 0,7 35 Plants
Tathis 4,200,000 a2 119 B4y 1lof 2y 30 Standard 0.7 25 Plants
Tiher 5,300,000 7d -1 GaVI 3 tof 9 40 Standard 1.0 25 Reptiles
Tokasha 14,600,000 a7 -14 Kol 4 (ot 5) 18] High 0.8 35 Birds
Tranguil 34,000,000 -43 91 F-v 1of 1) &0 Standard [ 45 Reptiles
Vinton 82,000 000 —34 134 GEv Jof 7 &0 Standard 1.1 30 Reptiles
York 5E.000000  -118 34 Fav 2 |of 5] i Standara 1.3 25 Amphibians

= Refers to the porcentage of the planet’'s surface coverod Dy waler or G2

<= Refers to the density of the atmasphore. |deal atmosphenc pressure 1or iumans i labeled Standard, Unless otherwise noted, all planets have
treathable atmosphere. Tamted atmosphaeres have toa much or not enough of cortain gasses or other parbicles that make them difficull or impossible
to breathe without artificial aid, such as a filter mask o poriable respiraion The waler al a planet with a tainted atmoespnere 5 also tainted and must
be purified ar fitered before dnnking

L Taintead

2 Tainted (CO¥)

3 Tainted (viral)

1 Tainted (Sulfur]
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CLAN SPACE

POLITICAL BALANCE TABLE

Blood Clouwd Diamond Fire Ghost Goliath  Hell's ice Jade Snow Star  Steel

Spirit Cobra Coyote Shark Mandrill Bear Scorpion Horses Hellion Falcon Raven  Adder Viper
[ : PR

Cy

T B o e Tl - R e L e A |
e i T RPN T L M R 1 o]

Lo L L L T e ————
4 S S 3 S B 3

Note: The numbers in this table represent the percent of each ward a Clan controls,
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GLOSSARY

The language of the Clans is based on what is known of
Star League Standard English, but they have added many words
unigue to their culture, Some were adapted by the Kerenshkys
from the Russian language and military terminology. All these
words represent the Kerenskys' efforts to express concepts
they felt were lacking from Star League Standard English. The
following list includes terms used by the warrior caste and other
useful explanations of Clan concepts. This list is not exhaus-
tive. and does not reflect the many differences in terminology
existing between the various Clans,

Abjuration, Trial of

When a problem within a caste or Clan can be resolved by
no other process, the troublesome element may be ejected
from Clan society through a Trial of Abjuration. The target of the
ritual is stripped of rank and caste, which places them outside
Clan law, and is usually forcibly ejected from Clan territary.
Members of the Clans may no longer even speak the name of
the abjured member or Clan and, in the case of warriors, their
genetic material is purged from the gene pool. A Clan also may
abjure a warrior for negligence of duty or conduct unbecoming a
Warrior.

The results of a Trial of Abjuration may be overturned by the
Clan Council that enacted it or by the Grand Council.

Abtakha
& warrior adopted into the warrior caste of the Clan that
captured him or her is Known as abtakha.

Annihilation, Trial of

The ultimate punishment in Clan society, the Trial of
Annihilation calls for the destruction of the accused. Such trials
may only be carried out following & unanimous vote of the Clan
ar Grand Council, and may be invoked only for the most heinous
crimes. Such sanctions have been declared against individuals.
Stars and Clusters, and once was used against an entire Clan,
Everything associated with the target— possessions, genetic
material and descendants—is destroyed, and no member of
any Clan may speak the name of those annihilated,

Batchall

The batchall is the ritual by which Clan warriors IssUe com-
bat challenges. Though the challenge may take many forms. In
most cases the batchall begins with the attacker jdentifying him-
self, announcing the objective of the trial and requesting to
know what forces stand against him. The defender must reveal
the forces they intend to use in the trial, and also may choose
the site of the battle. The defender also hasthe right 10 ask the
gttacker to ante up a prize of equal yalue against the possibili-
ty the defender wins the trial, though the challenged party rarely
takes advantage of this opportunity.

When the batchall is complete, the attacking and defending
units bid among themselves to determing who will participate in
the battle. The subcommander who bids lowest wins the right
and responsibility of the battle, & practice Lhat minimizes |0S5es.

Because Inner Sphere troops regularly use deception and
other tactics the Clans consider dishonorable, many Clans
abandon the batchall when fighting Inner Sphere foes.

Bloodcount

The Bloodoount is the number of active Bloodrights assock
ated with a Bloodname, and thus the number of individuals who
may use that Bloodname, Traditionally, this is twenty-five, but in
the case of inferior Bloodnames the count may he as few as
five. The process for reducing a Bloodcount Is known as
Reaving, and the process for increasing it is called Propagation,
A Bloodcount may alsp be reduced by Abjuration of by an
iIkhan's decree,

Bloodname

A Bloodname is the surname associated with a Bloodright.
descended from one of the eight hundred warriors who stood
with Micholas Kerensky to form the Clans. A warrior must win
the use of a Bloodname in a Trial of Bloodright. Only
Bloodnamed warriors may sit on Clan Councils or hold the post
of Loremaster, Khan or ilkhan, and only the genetic material
from the Bloodnamed is used in the warrior caste eugenics pro-
gram.

Bloodname House

The warriors bearing or eligible to bear a particular
Bloodname form a Bloodname House. The House acts as a sub-
stitute family for the warrlors and exerts considerable political
influence in the Clans. In some Clans, most notably the Fire
Mandrill Kindraas and the Cloud Cobra Cloislers, groups of
Bloodname Houses band together to form larger, more power-
ful associations.

After the first generation, Bloodnames are determined
matrilinealy and so a warrior may only claim membarship of ong
Bloodname House,

Bloodheritage
The history of the Bloodnamed warriors of a specific
Bloodright is known as the Bloodhentage.

Bloodright

4 specific “lineage” of a Bloodname is known as a
Bloodright. Unlike in the conventional Clan Bloodname lineage,
the members of a Bloodright need not be directly related to
each other, only to the original founder of the Bloodname. Each
Bloodname may consist of up to twenty-five Bloodrights.

Bloodright, Trial of

The Trial of Bloodright is a series of one-on-one, single-elimi-
nation duels fought by warriors o win POSSESSION of a
Bloodname. Each competition consists of thirty-two entrants, the
majority of which are nominated by the existing Bloodnamed war-
riors of the House, The Head of the House (or Clan Loremaster)
nominates all but one of the remaining entrants, and the thirty-
second slot is filled by the winner of a Grand Melee.
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GLOSSARY

Bondcord

The woven bracelet worn by bondsmen s known 85 @ bond-
card, Warrior-caste bondsmen wear a three-strand bondcord on
their right wrist, with the color and patterning of the cords sig-
nifying the Clan and unit responsible for the warrior's capture.
The cords represent integrty, fidelity and prowess, The bond
holder may cut each strand as he or sne feels the bondsman
demonstrates the associated quality. According to tradition,
when the final cord is severed, the bondsman is considered A
free member of his of her new Clan and adopled info the war
vinr caste, Each Clan follows this tradition to varying degrees:
for example, Clan Wolf accepts nearly all worthy individuals
regardless of their past, while Clan Smoke Jaguar generally
chose to adopt only trugborn wWarrors.

Bondholder

A bondnolder is the individual, traditionally the member of
the warrior caste. responsible for the bondsman's capture, Lo
whom he of she “belongs.” The Clan considers the bondholder
responsible for the actions, education and punishment of the
hondsman.,

Bondsman

& bondsman is a prisoner held in a form of indentured
servitude until released or accepted into the Clan, Most often,
hondsmen are captured warriors who fulfill roles in the laborer
af technician castes. Their status is represented Dy 8 woven
bondeord, and they are obliged by honar and tradition to work
for their captors to the best of their abilities.

Bondsref

The ritual by which & warrior avoids the fate of a bondsman
is called bondsref, Because the Clans consider escaping after
being captured dishonorable, bondsref allows the warnor o die
befare being given a bondcord, either by suicide or at the hands
of an accomplice. Performing the ritual of bondsref after receiv-
ing a bondeord is considered cowardly and dishonorate, unless
the bondholder gives his or her permission.

Brian Cache

A Brian Cache is a Clan equipment store, usuaily one
pstablished during the demaobilization process Kerensky creat-
ed upon arriving in the Pentagon. The name |15 derived from the
Star Leapue Castle Brian fortresses.

Canister
Canister |5 Clan slang for the artificial wombs.

Canister Born

Clan slang for the artificial breeding element of the eugen
ics program or the trueborm warriors that result from Lhat
pProCess.

Caste

The Clans are dwided into five castes: warnor, scientist,
merchant, technician and laborer, in descending order of influ
ence. Each has many sub-castes based on specialized shills.

The warrior caste is largely the product of the artificial breeding
program; those candidates who fail their Tral of Position are
assigned to the scientist or technician caste, giving those
castes a significant concentration of trueborn members. Maost
of the civilian castes are made up of the results of scientist-
decreed arranged marriages within the castes,

The children of all castes undergo intensive scruting during
their schoaling to determine the casle for which they are best
suited, though most end up n the same caste as their parents.
This process allows children born to mermbers of civilian castes
to enter training to become warriors, though they belong to the
less-prestigious ranks of the freeborn.

Chalcas
Someone of something that challenges the Clan caste sys-
term is known as chalcas

Circle of Equals

The area in which a trial takes place is known as the Circle
of Equals. It ranges in size from a few dozen feet for personal
combat to tens of miles for large-scale trials. Though tradition-
ally a circle, the area can be any shape.

Cloisters
Cloisters are the political-military factions of Clan Cloud
Cobra, organized around religious beliefs.

Codex

Most often worn as a bracelet, a codex is a warrior's iden-
tification and service record, It includes details of his bloodline,
House and generation as well as an electronic representation of
his DMA for identification.

Contract

The Clan definition of a contract denotes an agresment
hetween two commanders by which one officer may include the
troops of another in his or her bidding, Usually agreed upon
hetween Clusters or Galaxies. such contracts are occasionally
undertaken hetween Clans,

Coregn
The personal aide 1o a Star colonel or garrison commander
is called a corggn.

Crusader

A Crusader is a Clansman who espouses the invasion of
the Inner Sphere and the re-establishment of the Star League
by military force. Most Crusaders are contempiuous of the peo-
ple of the Inner Sphere, whom they view as barbarians, and of
freehorns withen their own Clans as well,

Cutdown

Trne cutdown is the acceptad mnimum force necessary 1o
win @ trial. Bidders who force their opponents below the cut-
down are considersd clever. while those who win trials with
forces below Lhe cutdown receive great honor,
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Dezgra

Any disgraced individual or unit s known as degfgra.
Disgrace may come through refusing orders, failing in an
assigned task, acting dishonorably or demonstrating cowardice.

ecKhan
The leader of & Clan Cloud Cobra Cloister 1a known as an
eckKhan.

Elemental

The large, muscular infantry denved from the Clan artificial
breeding program are called Elementals. Their battle armor
suits also are referred to as Elementals,

Enhanced Imaging (El)

El refers to implanted neurocircuitry that allows a
MechWarrior or asrospace pilot to better control his or her
machine. Though El implants greatly enhance a warnor's reac-
tion time, evidence suggests that the equipment eventually
causes parancia and outright madness.

Eugenics Program

The Clans believe strongly in the principals of eugenics, the
improvement of the population by controlled breeding, The
Clans implement such a program along two distinct strands.
The warrior caste uses an artificial breeding program based on
genetic engineenng and incubation in artficial wombs in order
to create the ultimate warriors, In the civilian castes, a system
of mandatary arranged marrages provides a similar bul less
technical means of advancement, According to a strict defin
tion, both of these methoeds may be called eugenics, but within
the Clans orly the artificial breeding program s commonly
referred o as such,

Founder, the
The Founder is the Clan name for Micholas Kerensky, who
founded the Clans.

Freebirth

Freehirth is 3 Clan epithet used by trueborn members of
the warrior caste to express disgust or frustration. For one true
Dorn to use this curse to refer 1o another truebarn is considered
a mortal insult.

Freeborn

Anindwidual conceived and born Oy natural means s
referred 1o as freeborn, Its emphasis on the artificial breeding
program allows Clan sociely 1o view such indwiduals as second-
class citizens.

Giftake
Giftake refers 1o the sample of CMNA faken from a warriar
who died with great glory in combat.

Grand Councill
The Grand Council is the oody responsible for governing the
Clans as a whole It consisis of the assembly of Khans, two
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from each Clan, as well as the ilkhan {it one exists). s author-
ity covers any matters invalving more than one Clan, and it also
determings general policy for Kerensky's descendants. The
Grand Council serves as the highest court of the Clans.,

Great Father, The
The Great Father is the Clan name for Micholas Kerensky's
father, Aleksandr, the general who led the SLOF into exile.

Grievance, Trial of

The Trial of Grievance is used to settle disputes between
two parties, The victor in the match is deemed to be in the right,
Often such tnals are fought over points of honor, and often to
the death.

Hegira

Hegira is the rite by which a defeated foe may withdraw
fram the field of battle without further combat, and with no fur
ther loss of hanor.

Honguard
This Lerm refers 1o the honor guard assigned to escort a
giftake to the genetic repository.

ilChi
The amhassador-messengers that Clan Blood Spirit
assigns to ils allies are called (iIChi,

ilKkhan

The ilKhan is the warleader of the Clans, elected from the
mermbers of the Grand Council, He or she also serves as arbiter
between Clans in times of crisis, acting with the power of the
Grand Council, The ilKhan enjoys wide-ranging powers in military
malters, bul not aosolute; the ilkhan answers to the Grand
Council and tus authority 15 hmited to those matters ordinarily
pelongding to the Grand Council. The ilkhan normally may not
imerfere in events deemed internal to a Clan, but when the mar-
Ligl code is in effect they operate largely unhindered.

Inquisitor
An inguisitor is the ofhicial assgned to advance the prose-
cution’s case at any Clan legal trial.

Isorla
The spoils of battle, including bondsmen, claimed by the
victonous warriors 15 called isarla.

Keshik

The kKeshiks comprse o combination of bodyguard and
cormmand unit, wusually servng a Khan, Traditionally, a Khano
commands a Keshik, Bul in pracltice a Star colongl oversees
day-to-day matters. Keshiks range from Trinary (o Cluster size,

Khan (kaKhan, saKhan)

Each Clan Council glects two of its number as Khans, who
gserye as rulers of the Clan and its representatives on the Grand
Counci, Traditionally, these individuals are the best warriors in




the Clan, but in practice many Clans instead elect their most
skilled politicians. The senior Khan, sometimes referrod (o as
the kakhan, acts as Lhe head of the Clan, ovErseBing relation
ships between castes and Clans. The jurior Khan, known as the
sakhan, acts as the Clan's warlord, The senior Khan decides
the exact distribution of tasks, and may assign the sakhan addi
tional or ditferent duties.

Ihe term "kakhan™ is considered archaic, and is rarely uged.

Kindraa
A Windraa 15 & politicalmilitary faction within Clan Fire
Mandrill composed of one or more Bloodname houses,

Kurultai

A kurultai is a Clan war council, A Grand Kurultai is 8 war
council invohing all the Clans, Traditionally, Grand Hurultai are
held in the Hall of Khans on Strana Mechty and may only be con-
vened by the petition of three or more Clans. An ilKhan iy call
a Grand Kurultai at any time ar place,

Loremaster

The Loremaster is the keeper of Clan laws and history. He
or she plays a key role in investigations and trials and is the
only individual allowed to take action against active Khans.
Unlike the Khans, who are nominally above the political infight
ing in the Grand Council, the Loremaster can take a proactive
role in any inquiries and trials, acting as either advocate or
ingquisitor. Traditionally, however, the Loremaster does not vote
on issues save in the event of a tie, at which point his vote
gecides the issue,

The position grants considerable political power, encom-
passing the equivalent of several maore familiar minor roles such
as the High Bailiff {responsible for issuing writs and surmmons-
es), the Provost Marshall (head ot the Clan's police) and
Adiutant General (chief administrator). The Loremaster also
aversees any nals resulting from Clan Council decisions and is
the final arbiter in such disputes. Further, it is the anly post
within the Clan able to authorize an internal investigation with-
put the authority of the Khans (though only when the Khans
themselves are implicated in the charges). In tmes of crisis,
legal provisions allow for the Loremaster to take the place of a
Khan in the event of incapacity, death or censure. As g result,
many ambitious warriors view the post of Loremaster as a step-
ping stone to a Khanship.

Martial Code

The Martial Code is a collection of rules and laws govern-
ing Clan actions in times of war. Its primary goal is to minimize
the political prevarication Lhat often accompanies Grand Council
meetings, forcing the participants to keep to the matter at hand
and to carry oul business with the minimum of fuss. When in
effect, it also grants the ilKhan extraordinary powers, such as
the right to dismiss any charges brought before the Clan or
Grand Councils that he or she deems frivolous,

GLOSSARY

Master Codex

The master codex comprises the master files of the Clan
breeding orogram, mapping the DNA and genealogy of every
trucbors warrior, alive cor dead.

Melee

A melee 15 a freefor-all battle offering no Largetng restric
tions and ignoring the rules of zellbrigen. Any trial may become
a melee if a participant violates zellbrigen by firng on a target
already engaged in combat with another participant. The hattle
to determine the thirty-second place in 3 Trial of Bloodnght is
called a Grand Melee,

Oathmaster

The Dathmaster serves as the honor guard for any official
Clan ceremony, They administer all oaths taken at the CEremo-
ny and are traditionally the oldest and most experienced
Bloodnamed warrior at the gathering,

Ovkhan
Oukhan is a term of respect for someone of higher rank.

Position, Trial of

There are two forms of the Trial of Position. The first —also
known as the blooding—determines if a warrior candidate is
aualified to take his or her place as a member of the warrior
caste. Failure in that trial results in demotion to a civilian caste;
success [(defealing one or more opponents) determines both
status and rank,

The second form of Trial of Position, known as testing, s
held perindically and determines whether a warnior iz qualified
to maintain his or her rank. Those who perform as expected
[against targets based on role, rank and gge) mamtain thejr
rank, while those who perform better than expected “test up”
fare promoted). Those who perform more poorly than expected
“test down,” or are demoted. A non-officer MechWarrior, pilat or
Elemental who tests down is relegated to a noncombat role or
else is transferred to a civilian caste.

Possession, Trial of

A Trial of Possession resolves dispules between two par-
ties over ownership or control. This can include equipment, ter-
ritory or even genetic material, The traditional batechail forms
the core of the trial in order 1o encourage the participants to
resolve the dispute with minimal use of force,

Powless
Fhe vulnerability of a warrior forced to fight without his or
her cUsinmary weapons s known as powless,

Propagation

Propagation is the ritual of increasing the Bloodoount asso-
ciated with a particular Bloodname. A Bloodeount reduced by
Reaving may be increased on the advice of the scientist caste
and after a vote of the Grand Council, This motion may be
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opposed by a Tnal of Refusal known as a Trial of Propagation,
but no penalty attaches to either the aggressor or the defender
in this case. (See Reawing, p. 119)

Quiaff/Quineg

These are grammatical constructs associated with rhetor-
cal questions, They are a formalized version of language struc-
tures used with spoken language, intended to remove any ambi
guity. When the speaker expects a negative answer, he or she
ends the sentence with quineg, when expecting a positive
answer, the sentence ends in quialf.

Ransom

Clan custom dictates that a warrior who has been suc-
cessful in his first Trial of Position may be rewarded with a gift.
The gift depends on the degree of success in the trial, ranging
from a personal weapon to a "Mech or unit command, This gift
is known as a ransom, In exceptional circumstances, a ransom
may be given for |later Trials of Position, such as Natasha
Kerensky's re-testing after her return to the Clans in which she
was awarded the right to form the Thirteenth Wolf Guards.

Reaving

Reaving is the ritual of reducing the Bloodcount associated
with a particular Bloodname, Originally established to mitigate
the impact of a poorly performing Bloodname, over time the
Reaving has become a political tool used to control the number
of warriors from a single Bloodname House, and therefore
votes, in Clan Councils. A Reaving is called by a Bloodname
House (rather than a Clan) against a Bloodname House that has
announced a Trial of Bloodright. The Grand Council debates the
merits of the Bloodname, and the matter is traditionally
resolved by a Trial of Refusal, known as the Trial of Reaving,
based on the results of the Council vote. If the pro-Reaving force
wins the trial, the targeted Bloodname's Bloodcount is reduced
by one and the Trial of Bloodright is canceled. If the defending
farce wins, the Trial of Bloodright takes place as scheduled and
the Bloodname House that called for the Reaving sutfers sanc
tions.

Rede

A rede |s an honorbound oath. Usually administered by a
Clan Council, anyone breaking a rede is severely punished, com-
maonly by execution.

Refusal, Trial of

Any decision made by a Clan Council or the Grand Council
may be challenged by a member of that body., The Trial of
Refusal epitomizes the Clan beliel that might makes right, with
the victor of the tnal being regarded as in the right. The odds of
the battle are determined on a prorated basis, with the forces
of the two sides matched according to the ratio of winning and
losing votes. The challenger announces what forces they will
use and the defender can field forces prooortionate to their
margin of success in the vote. For example, a Trial of Refusal
against a decision that passed five-to-one could give the defend-
er a force five times the size of that used by the challenger. In
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practice, the result of bidding ameng those wishing to defend
the decision usually shifts the odds in favor of the challenger.

Remembrance, The

The Remembrance s an ongoing herpic saga that
describes Clan history from the time of the Exodus to the pre-
senl day. Each Clan maintains its own version, reflecting its
opinions and perceptions of ewvents. Inclusion in The
Remembrance is one of the highest honors possible for a mem-
ber of the Clans, All Clan warriors can recite passages from The
Remembrance from memaoary, and written copies of the book are
among the few nontechnical books allowed in Clan society.
These books are usually lavishly illustrated in a fashion similar
to the illuminated manuscripts and Bibles of the medieval peri-
od. Warriors frequently paint passages of The Remembrance on
the sides of their OmniMechs, fighters and battle armor,

Ristar
# gifted warrior on his way to a high position in the Clan is
referred to as a ristar: literally, a rising star,

Safcon

Safcon is a Clan ritual that allows troops to land on a world
unmolested in advance of a trial. In the absence of safcon, the
incoming DropShips. JumpShips and WarShips are open to
attack. Even in those cases when Clan ships are not approach-
ing a world to engage in a trial, the inbound vessels may broad-
cast a "beam of neutrality"—a message indicating non-hostile
intentions—when they are attempting to make planetfall while
avoiding any hostile actions from the occupying troops.

Satarra

A satarra 1s a veto used in Clan Councils to settle or post-
pone disputes within or between castes. Traditionally, the
Councils invoke satarra only when negotiations have reached an
impasse or the dispute threatens the ability of the Clan 1o fune-
tion as it should,

Savashri
A Clan epithet.

Seyla

Sevla is a ritual response in Clan ceremonies. The origin of
this phrase is unknown, though it may come from the Biblical
notation “selah,” thought to be a musical notation of a refer-
ence (o contemplation.

Sibko

A droup of frueborn warrior-caste children raised and
trained together is known as a sibko. In many Clans, sibkos are
produced from the same gene-parents and thus are literally sib-
lings, A few Clans, most notably Clan Wolf, create sibkos from
members of a number of Bloodname Houses and sub-castes.
Such groups tend to be smaller (twenty individuals rather than
the hundred or so in gene-parent based sibkos), with more
emphasis given to cooperation. In both types of sibko, usually
anly four or five warriors pass ther mitial Trial of Position,




Sibkin
Members of the same sibho,

Sibbies

Derogatory name used within Clan Jade Falcon for those
members of sibkos who underwent accelerated training and
whose Trial of Position consisted of the Coventry campaign.
This term is also used as a derogatory epithet to imply poor
training of a young, incxperienced warrior of any kind.

Solahma

Clan warriors considered too old to serve in mainstream
units are assigned to solahma units. The members of such
dnits generally seek suicide missions in order to die in combat,
but most often they serve as garnson troops,

Stravag
& Clan eplthet, probably a corruption of stran, meaning
independent, and vagon, meaning kirthing,

Surkai

Surkal 15 the rite of forgiveness. When two parties dis-
agree, or when one offends the other, Clan society expects the
opponents to undergo surkar. As a matter of honor, the offend-
ing party admits his wrongdoing and requests punishment. The
Clan views those who do not request surkal as a divisive influ-
ence and finds another way to deal with such members, Actions
too severe to be excused by surkai result in a Trial of Grevance,

Surkairede

Surkairede. the Rede of Forgiveness, is the honor-bound
path associated with surkai, It binds the two parties and
ensures that the offender suffers no further disgrace from the
offense once he or she accepts punishment,

Test-down

Test-down refers to the demotion of warriors who do not
perform as well as expected in their Trials of Position to main-
tain of advance in rank.

Touman
The fighting arm of a Clan is known as the Touman.

TrothKin

Used formally, trothkin refers to members of an extended
sibko. It is more commonly used to denote members of a gath-
ering, and warriors also frequently use it when addressing
someone they consider a peer.

Trueborn/Truebirth

A warrior born of the Clan's artificial breeding program s
known as a trueborn, In less formal situations, the Clans use
the term truekirth.

Vineers

Members of some Clans, most notably the Nova Cats, col-
lect keepsakes of their battles. These items are call vineers,
probably derived from the word souvenirs.

Warden

A Warden is a Clansman who believes that the Clans were
established to guard the Inner Sphere from outside threats
rather than to conguer it and re-establish the Star League by
force. Most Wardens were therefore opposed to the invasion of
the Inner Sphere,

Zellbrigen

Zellbrigen is the body of rules governing duels. These rules
dictate that such actions are ong-on-one engagements, and that
any warriars not immediately challenged should stay out of the
battle until an opponent s free.

Once a Clan warrior engages a foe, no other warriors on his
side may target that foe, even if it means allowing the death of
the Clan warrior. Interfering in a duel by attacking a foe that is
already engaged constitutes a major breach of honor, usually
resulting in loss of rank, and also opens the battle to a melee.

INNER SPHERE DESIGNATIONS
FOR CLAN '"MECHS

Clan Mame Inner Sphera Name
Adder Puma
Banz Kraken
Black Python Viper
Conjurer Hellthound
Dire Wolf Daishi
Executioner Gladiator
Fire Moth Dasher
Gargoyle Man O'War
Glass Spider Galahad
Hellbringer Lokl
Horned Owl Peregring
Howler Bahboon

lce Ferret Fenris
Incubus WViken

Kit Fox Liller

Mad Dog Wiltuire
hist Lynx Koshn
Huntsman Mabor-nim
Mova Black Hawk
Stone Rhino Behemoth
Stormerow Ryoken
Summaoner Thaor
Timber Wolf Mad Cat
Vapor Eagle Goshawk
Viper Dragonfly
Warhawk Masakari




RULES

The following rules describe Clan honor in game Ierms.

CLAN HONOR

The Clan codes of honor or zellbrigen, aiso known as “rules
of engagement,” are not part of the formal BattleTech game
rules. However, players can use these codes to enhance the
roleplaying aspect of BattleTech, creating a richer garne experi-
ence more closely linkad to the fictional BatfleTech universe. In
addition, enfarcing the rules of engagement restricts the power
of Clan forces, giving Inner Sphere forces a fighting chance
against the Clans’ superior weapons and skills,

Using Clan honar puts Clan units at a distinct disadvan-
tage. To compensate, in SCenancs where the Clans must abide
by these rules of engagement, the Clan side should have
stronger forces or higher skills than they might otherwise have.
This change helps to offset the limitations that the honor codes
place on Clan tactics. Players should be aware, howeyver, that it
is generally difficult to accurately balance BattleTech games,
the use of Clan honor codes makes absolute game balance
almost impossible, Through game play you will discover what
works best for you and your fellow players. Because everyong
plays Clan honor a little differently and each Inner Sphere com-
mander opposes It differently, no two games are alike.

HONDOR LEVELS

Clan honor codes fall into four categories, each dealing
with a different part of combat: batchall, zellbrigen, physical
attacks and retreat, Because the batchall takes place hefore
the scenario begins, guidelines for its use appear in Creating
Srenarios (p. 97, BattleTech Master Rules). Within each of the
other three categories, a number from 1 to 4 represents the
level of commitment to Clan honor, Honor Level 1 means strict
conformity to the Clan codes: Levels 2 and 3 require conformi-
ty only under certain circumstances: and Level 4 throws Clan
honor out the airlock.

Mormally, a fighting force’s overall commitment to Clan
honor is rated at Level 1. 2, 3 or 4. However, S0me Scenarios
may include more than one honor level; for example. Honor
Level 1 may apply to physical attacks and retreat, while Honor
Level 2 applies to zellbrigen. Each honor level is determined by
the circumstances of the scenario and the particular Clan fight-
ing in it

Clan dueling rules and restrictions on physical altacks
apply only to enemy ‘Mechs, Clan MechWarriors may attack con-
ventional vehicles and unarmared infantry targets without refer-
ence to Clan honor, Likewise, Clan unarmored infantry and vehi
cles need not follow the rutes of engagement, Battle armor and
PratoMech Boints follow the code of zellbrigen, with each Point
considered a single unit for dueling purposes.

ZELLERIGEN (DUELING)

Under the rules for ritual dueling, or zellbrigen. Clan players
must declare a target for each of their dusling "Mechs. A typical
deciaration might sound something like. "l am MechWarrior
Sath of Clan Steel Viper, | pilot the sole Summaner in Alpnha

Star. | hereby invoke the ritual of zelibrigen and challenge the
pilot of the Orion adorned with the unit designation eleven to a
duel of warriors. In this solemn matter, let no ona inter fera!”

During a duel. no other Clan warrior may attack either of the
dueling 'Mechs. If & third unit interferes with a duel, the duelng
Clan warrior may attack the interfering unit, provided that
anather Clan ‘Mech has not already challenged the interloper to
a duel. & duel ends when one combatant is destroyed, disabled
or retreats from the battlefield,

At Honor Level 1, the Clan warrior upholds all the rules of
dueling regardless of his opponent’s actions, At Honor Level 2,
the Clan warrior follows the rules of dueling until the Inner
Sphere side takes an action that violates the Clan honor code
ia third party interfering, a unit involved in one duel firing on a
‘Mech invalved in another duel, and so on). If this happens. the
duel immediately degenerates into a free for-all. Dunng the
Weapon Attack Phase, if a player declares that his unit will fire
on a target already involved in a duel, any Clan player whose
declaration of zellbrigen follows the Inner Sphere player's dec-
laration of a “dishonorable attack” may attack that Inner Sphere
‘Mech without regard for honor rules. Only the violalor may be
attacked in this way.

At Honor Level 3, any infringement of Clan honor in the
dueling rules renders the entire ritual of zellbngen null and vond,
leaving the Clan "Mechs free to attack any enemy unit without
restraint for the remainder of the game. At Honor Level 4, duel-
ing rules do not apoly,

Using zellbrigen in a game requires a certain degree of
cooperation between players, A crafty Inner Sphere player can
expioit the rules of engagement to deny the Clan player any tar-
gets at all. Mot only is this grossly unfair, but it is also inaccu
rate in terms of the BattleTech universe (plus. it's not much fun
far the Clan playern.

Finally, the Clan player should not be expected 10 adhere 10
the rules of engagement when it would be foolish to do s0 (as
in the following example]

You are playing the Clans i a scenario with Honar
Level 1. You have one Dashi and your opponent has
four 'Mechs: a Banshee, an Orion, an Atlas and a
Spider. The Spider challenges the Daishi lo 8 duel,
which the Daishi accepts. The Spider then groceeds fo
use its superior movement rate to hide behind hills
and heawy woods so that the Daishi never gets line of
sight to it Meanwhile, the other three members af the
Spider's lance pound the Daishl to dust The Daishi
cannot retaliate because ts player must gohere 0
Cian honor, which in this case means he can only
attack the ‘Mech that challenged him to a duel. He
vainly attempts to chase the Spider, while “off-limits”
enemies destroy his BatllaMech.

Reqguining the Daishi in this example 1o stnictly ohey the
rules of engagement means that the Clan player must sit back
and allow his urit to be destroyed. To pive players some oplions
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in such siuations, use the following guidelines 1o adjudicate the
use of zelibrigen in game play.

Making the Challenge

Cne of the most important parts of the duel is the chal-
lenge. This takes place during the Weapon Attack Phase, when
attacks are declared. When a Clan unit declares an attack on a
unit tnat it has not attacked before, it is effectively announcing
15 intention to dusl—the Clan player should verbally 1ssue his

chalienge at Lhis Leng, Dueling makes Initiative even more
impartant, as Imualive giso determines the order of atlack dec-
laration and challenges.

If the Inner Sphere side outnumbers the Clan side, it is con-
sidered bold (but acceptable) for a single Clan 'Mech to chal-
lenge more Lthan ane opponent at the same time. All of a single
"Mech's opponents are considered part of the same duel and
may fire on the lone challenger. However, at least one target
musi be left for each "Mech on the Clan side {ths tradition does
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not apply to non-"Mech Clan units). In fact, Clan MechWarriors
greedy for battletield glary may force their own armored vehi
cles, infantry units or even Elementals out of combat in this
way,

Though a single Clan ‘Mech may challenge more than one
Inner Sphere ‘Mech. additional Inner Sphere 'Mechs cannot
ifvite themselves into a duel even if the Clans autnumber their
side. Such an action is a breach of zallbrigen.

Refusing a Challenge

A Clan warrior need not accept a challenge issued by an
Inner Sphere warrior, especially if he suspects the challenge is
simply a ploy to abuse the ritual of zellbrigen and achigve victo-
ry through decelt, As & general rule, a Clan warrior can refuse a
challenge fram a 'Mech of a different weight elass than his own,
as long as he issues a challenge against another Inner Sphere
'Mech instead,

Also, though Inner Sphere warriors are not expected 1o
accepl or refuse challenges, the Inner Sphere side must abide
by Clan honor when Honor Levels 2 or 3 are in effect or else risk
touching off a melee. In these cases, the Inner Sphere player is
alzo allowed to refuse challenges from Clan 'Mechs outside the
challenged "Mech's weight class as |ong as an alternate chal
lenge is made,

Finally, any challenge must be accepted if there are no
alternate targets in play.

Declaring a Duel Void

Certain situations may make a duel void, even it strict
adherence to the rules of engagement (Honor Level 1) is in
force. In these cases the judgment of the players must prevail;
however, the gamemaster can use the following simple penalty
system to judge these situations. The penalty system is intend-
ed to enforce the idea that dueling 'Mechs must actively fight
ane another for the duel to be valid. Because Clan warriors call
people without honor dezgra, the penalties are referred to as
dezgra points.

Each of the infractions listed below earns the viclator a der
gra point, unless the vinlator's opponent declines the penalty
{which he might do if he decides that the action was tactically
appropriate). If a dueling "Mech accumulates 3 dezgra points, it
is clear that the duel is dishanorable, and so it becomes void in
the End Phase of the turn in which the third point was earned,
Mo dueling 'Mech can earn more than 1 dezgra point per End
Phase.

If & dusling unit intentionally maoves out of its opponent’s
line of sight, the unit earms 1 dezgra point.

If & dueling unit has line of sight to its opponent but inten
tionally fails to fire at the enemy, the unit earns 1 dezgra point,
{This guideline assumes that at least one shot must be possi-
ble, meaning that the enemy unit is within the firing arc and
range of the weapon being fired.)

If a dueling unit moves out of the firing range of all its
weapons, the unit earns 1 dezgra pint.

If the unit @arns no dezgra points in a turn, it may remove
1 dezgra point in the End Phase of that turn, A unit may not,
however, eliminate all its dezgra points (reduce them to zera) in
this way.

Once a unit has accurnulated 3 dezgra points. any Clan unit
may freely fire on it for the remainder of the scenario without
violating the dugling rules.

Area-Effect Weapons

Any weapon system or special munitions that can cause
damage to more than a single unit In a furn of requires multiple
units to operate (for example all artillery weapons, 1aG, c3
Systemns, Swarm, Swarm, Thunder and Semi-Guded LRMS,
ete.), by their nature violate zellbrigen.

Mo Clan warrior will use any area-effect weapon syg§tem ar
areseffect special munition while fighting at Honor Levels 1, 2
or 3. Only at Honor Level 4, when dugling rules do not apply. will
a Clan warrlor use such systems.

The response of a Clan warrior to an [nner Sphere unit
declaring an attack using such a system against a Clan unit
depends on the honor level in use. At Honor Level 1, the Clan
warrior upholds all the rules of dueling, regardless of the type
of weapon used. At Honor Level 2, the duel degenerates into a
freefor-all. with the violators—the unit that fired the area-effect
weapon, designated with a TAG or used a C3 system—all open
to attack by any Clan unit. At Honor Level 3, the use of area-
effect systems renders the entire ritual of zellbrigen null and
woid.

PHYSICAL ATTACKS

Unlike the formal ritual of dueling, the Clans® dislike of
physical attacks in ‘Mech combat is an informal, if widespread.,
custom. Mo explanation has yet been given for this distaste,
though some experts suspect that Micholas Kerensky chose 1o
encourage a long-range fighting style among the Clans.

At Honor Level 1, a Clan warrior never makes physical
attacks in ‘Mech combat. At Honor Level 2, a Clan warrior may
make a physical attack only it an enemy unit makes one first,
During the Physical Attack Phase, if the Inner Sphere playear
declares a physical attack, any Clan unit whose declaration fol-
lows that violation of Clan honor may freely engage that 'Mech
in physical combat.

AT Honor Level 3, a single physical attack by an Inner
Sphere 'Mech allows all Clan warriors to retaliate in kind
against all enemy units for the remainder of the game. At Honar
Level 4, the taboo against physical attacks no longer applies.

RETREAT

Clan MechWarriors despise their Inner Sphere counterparts
because they consider Inner Sphere armies dishonorable war-
riors fighting in inferior ‘Mechs. Therefore, Clan wWarrors can-
sider retreating from Inner Sphere opponents a disgrace almast
beyond redemption. When allowed to choose whether or not to
flee a losing battle, many Clan warriors prefer 1o fight 10 the
death.

At Honor Level 1. a Glan warrior never retreats, At Haonas
Level 2. Clan warriors may retreat from enemy 'Mechs that are
using advanced technology, but never from ‘Mechs, vehicies or
infantry units using 3025 (Level 1) technology. At Honor Level
3, Clan warriors may retreat from any vintage of enemy ‘Mech,
but will not retreat from vehicles or infantry units. At Honor
Level 4, Clan warriors may retreat at will.
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